STATISTICS POR OBUECTS 


HIT DAMAGE 
THRESHOLD 


OBJECT DR 
Manufactured Objects 

Fine (comlink) 

Diminutive (datapad) 

Tiny (computer) 

Small (storage bin) 

Medium (desk) 

Large (bed) 

Huge (conference table) 

Gargantuan (small oridge) 

Colossal (house) 
Tools and Weapons 

Computer console 

Weapon, Tiny (hold-out blaster) 

Weapon, Small (blaster pistol) 

Weapon, Medium (blaster rifle) 

Weapon, Large (heavy blaster rifle) 

Weapon, Huge (E-Web) 
1 Lightsabers ignore an object's damage reduction. 
2 The DC of the Strength check to disable the object. 


POINTS 


STATISTICS FOR SUBSTANCES 
SUBSTANCE 

Paper (flimsiplast, durasheet) 

Rope (syntherope, liquid cable) 

Soft plastic (synthmesh, synthleather) 

Glass (duraplex, plastex) 

Ice or delicate crystal 

Ceramic (ceramisteel) 

Hard plastic (duraplast, plastee!) 

Wood (synthwood or any natural variety) 
Light metal (transparisteel) 

Stone (permacrete, ferrocrete) 

Metal (durastee!, quadanium steel) 

Heavy metal (duranium, lanthanide) 

Exotic metal (neutronium, Mandalorian steel) 


WEAPON RANGES 
TYPE OF RANGED WEAPON 

Heavy weapons 

Pistols 

Rifles 


POINT BLANK (NO PENALTY) 
0-50 squares 

0-20 squares 

0-30 squares 

Simple weapons’ 0-20 squares 

Thrown weapons’ 0-6 squares 

1 Includes bows, slings, and energy balls hurled from atlatis and cestas. 


STRENGTH 
(BREAK DC’) 


1 (10) 
1 (10) 
1 (10) 
4(12) 
10 (15) 
10 (15) 
20 (20) 
40 (30) 
80 (50) 


10 (15) 
10 (15) 
15 (17) 
20 (20) 
25 (25) 
30 (30) 


HIT POINTS 
1 
1 per em of thickness 
1 per em of thickness 
1 per cm of thickness 
1 per em of thickness 
1 per em of thickness 
2 per cm of thickness 
5 per cm of thickness 
5 per cm of thickness 
5 per cm of thickness 
10 per cm of thickness 
15 per cm of thickness 
20 per cm of thickness 


‘SHORT (-2 ATTACK) 
51-100 squares 
21-40 squares 
31-60 squares 
21-40 squares 

7-8 squares 


HIT DAMAGE 

OBJECT POINTS THRESHOLD 
Bindings 

Mesh tape 

Liquid cable 

Syntherope 

Chain 

Binder cuffs 
Locks 

Cheap 

Average 

Good 

High security 

Ultrahigh security 
Barriers 

Metal bars (2 em thick) 

Permacrete wall (30 cm thick) 

Metal wall or hull (15 cm thick) 

Wooden door (5 cm thick) 

Metal door or airlock (5 em thick) 

Blast door (50 cm thick} 


RESTRICTED OBYECTS 


RESTRICTION LICENSE BLACK MARKET 
RATING cost 
Licensed x2 


SKILL 


Restricted 
Military 
tlegal 50% 


1 The license fee is given as a percentage of the licensed object's base cost. 


STRENGTH 
(BREAK DC’) 


26 (20) 
28 (24) 
30 (25) 
32 (26) 
40 (30) 


1 (10) 
10 (15) 
20 (20) 
50 (35) 
60 (40) 


40 (30) 
50 (35) 
60 (40) 
10(15) 
50 (35) 
70 (45) 


TIME 
REQUIRED 
1 day 
2 days 
5 days 
10 days 


STAR. WARS: 


ROLEPLAYING 


GAME 


MEDIUM (-5 ATTACK) 
101-250 squares 

41-60 squares 

61-150 squares 

41-60 squares 

9-10 squares 


251-500 squares 
61-80 squares 
151-300 squares 
61-80 squares 
11-12 squares 


2 Includes grenades and thrown melee weapons such as spears and lightsabers 


LONG (-10 ATTACK) 


ACTIONS COMBAT MODIFIERS CONDITION TRACK 


ACTION NAME TYPE CONDITION Normal state (no penalties) 
Activate item Swift OF TARGET MODIFIER Pete 


Aid another Standard Disabled/Unconscious Target is considered helpless ~1 penalty to all defenses; 
Aim 2 swift actions Flanked You gain a +2 on melee attacks against the target 1 penalty on attack rolls, ability checks, and skill checks 


Attack an object Standard Flat-footed Target is denied Dexterity bonus to Reflex Defense -1 step 1 +1 ste 
1 


Attack with a melee/ranged Standard Has concealment You take a -2 penalty to attack rolls/-5 penalty to Perception -2 penalty to all defenses: 
weapon checks against the target -2 penalty on attack rolls, ability checks, and skill checks 


Catch a second wind Swift Has cover Target gains +5 cover bonus to Reflex Defense s 


1 step 2 +1 step 
Charge Standard Has improved cover Target gains +10 cover bonus to Reflex Defense -5 penalty to all defenses; 
Coup de grace Full round Has total concealment You take a -5 penalty to attack rolls/-5 penalty to Perception ~5 penalty on attack rolls, ability checks, and skill checks 
-1 step 2 +1 step 


Standard checks against the target 


Disarm 


Draw/holster concealed item Standard Has total cover Target cannot be attacked Move at half speed; -10 penalty to all defenses; 


Draw/holster weapon Move Helpless Target is prone and denied Dexterity bonus to Reflex Defense -10 penalty on attack rolls, ability checks, and skill checks 
Drop an item Swift Prone You gain a +5 bonus to melee attacks/-5 penalty to ranged -1 step +1 step 


Fall prone Swift attacks against the target Helpless (unconscious or disabled) 


Fight defensively Standard 
Full attack Full round 


VEHICLE ACTIONS 
Grab/grapple Standard Sr aie ra: Tanne 
peanipulace itera Move All-out movement Full round EXAMPLE DEFENSE MOD Space 


Recover 3 swift actions Attack run Standard 
Run Full round Attack with a vehicle weapon Standard 


‘Avoid collision Reaction 
Dogfight Standard Mouse droid +2 <1 square 


Insect +10 <1 square 


Grenade +5 <1 square 
Stand up from prone Move 


Switch weapon mode Swift 


: Full stop Swift Jawa 1 square 
Withdraw Move 


Increase vehicle speed Swift i Human 1 square 
Move Move 


Raise/lower shields Swift 
3x3 squares 
Ram Full round Landspeeder squi 


47. 5 oF EN Recharge shields 3 swift actions ARC-170 4x4 squares 


Reroute power 3 swift actions Space transport 6x6+ squares 


Speeder bike 2x2 squares 


VEHICLE WEAPON RANGES 


—————_ CHARACTER SCALE (IN SQUARES) ————————_ ———STARSHIP SCALE (IN SQUARES) 
WEAPON TYPE POINT BLANK SHORT MEDIUM LONG POINT BLANK SHORT MEDIUM 
Blaster cannon 0-120 121-240 241-600 601-1,200 0-41 3-4 
lon cannon 0-300 301-600 601-1,500 1,501-3,000 0-2 5-10 
Laser cannon 0-150 151-300 301-750 751-1,500 0-1 3-5 
Missile or torpedo 0-450 451-900 901-2,250 2,251-4,500 0-3 7-15 
Point-defense 0-150 151-300 301-750 751-1,500 O41 3-5 
Tractor beam 0-150 151-300 301-750 751-1,500 0-1 3-5 
Turbolaser! 0-600 601-1,200 1,201-3,000 3,001-6,000 0-4 9-20 
1 This weapon can be mounted only an a vehicle of Colossal (frigate) size or larger. 


SAMPLE SKILL DC 

TASK DIFFICULTY EXAMPLE 

Notice a Large creature 
Climb a knotted rope 

Gather local news and rumors 
Perform first aid 

‘Sabotage an electronic device 
Escape binder cuffs 

Jump a 10-meter chasm 


Formidable 
Heroic 
Climb an overhanging balcony in 
the rain 

Convince a Sith Lord that you 
are his trusted lieutenant’s 
replacement. 


Superheroic 


Nearly impossibie 


AVERAGE 


SKILL BONUS 
+0 and lower 


SKILL BONUSES 
SKILL LEVEL 
Common citizen; 
no significant training 
Has some natural aptitude or 
training 
Among the best in the city or 
on the continent 
Among the best on the planet or 
in the system 


+1to+5 


+6 to +10 


+11 to +15 


+16 to +20 
+21 to +25 


Among the best in the sector 
Among the best in the region 
(Core, Mid-Rim, ete.) 


+26 and higher Among the best in the galaxy 


COMPUTER ATTITUDE STEPS 
ATTITUDE THE COMPUTER... 

Hostile 
Unfriendly 
Indifferent 


Friendly 


Crime CHeck DCS 


oc 


EXAMPLE WALL OR SURFACE 

Slope too steep to walk up; knotted rope with a wall to brace against. 
Rope with a wall to brace against or a knotted rope, but not both. 
Surface with ledges to hold onto and stand on, such as a very 

rough wall 

Surface with adequate handholds and footholds (natural or artificial), 
such as a very rough natural rock surface or a tree; 

an unknotted rope 

Uneven surface with some narrow handhoids and footholds. 

Rough surface, such as a natural rock wall or a brick wall. 

Overhang or ceiling with handholds but no footholds. 

Perfectly smooth, flat, vertical surfaces cannot be climbed. 

Climbing inside an air duct or other location where you can brace 
against two opposite walls (reduces normal DC by 10). 

Climbing a corner where you can brace against perpendicular walls 
(reduces normal DC by 5) 

Surface is slippery (increases normal DC by 5) 


* These modifiers are cumulative; use any that apply. 


ATTITUDE STeErs 


ATTITUDE 
Hostile 

Unfriendly 
Indifferent 


Friendly 


Helpful 


THE CREATURE . . . CHECK MOD 
Takes risks to harm you, usually attacking on sight 

Wishes you ill but won't go out of its way to harm you 

Regards you as neither a threat nor an ally and 

probably doesn’t attack you 

Wishes you well but won't take life-threatening risks 

‘on your behalf 

Takes risks to help you 


CHECK MOD 


Treats you as a hostile intruder and attempts to trace your location and isolate your connection. 

Treats you as an unauthorized user and blocks your access to its programs and information. 

Treats you as 8 guest or visitor and grants you access to nonsecret programs and information 

(as long as this does not conflict with previous commands) 

Treats you as an authorized user and grants you access to any programs and nonsecret information (as long as this does not 


conflict with previous commands). You may add any equipment bonus provided by the computer to your Use Computer checks. 


Helpful 


Treats you as if you are its owner or administrator, granting access to all of its programs and information (even if doing so 
overrides previous commands). You may add any equipment bonus provided by the computer to your Use Computer checks. 


DeECEPTIONS 


CHECK 
DECEPTION MODIFIER 
Simple +5 


DESCRIPTION 

A simple deception works in the 

target's favor or matches the target's 
expectations, and it requires nothing you 
don't have on hand. 

A moderate deception is believable and 
doesn’t affect the target much one way 
or the other, and you have most of the 
props you need. 

A difficult deception is a little hard to 
believe, puts the target at some kind of 
risk, or undergoes scrutiny, 

An incredible deception is hard to believe, 
presents a sizable risk to the target, or 
requires passing intense scrutiny. 

An unlikely deception is almost too 
unlikely to consider or requires material 
you just don’t have. 


PERCEPTION DCS 
DC SIZE SIZE 
5 Large Tiny 
-10 Medium Diminutive 
Small Fine 


GATHER INFORMATION DCS 
INFORMATION TIME 
General 1 minute 
Specific 10 minutes 
Private 1 hour 


Secret 8 hours 


TREAT INJURY DCS 
TASK 

First aid 

Surgery (heal damage) 

Surgery (install cybernetics) 

Revivify 


CONE DIAGRAMS FORCE POWERS 
NAME TIME TARGET SPECIAL 
Battle Strike Swift You 


Dark Rage Swift You Dark Side 
Farseeing Full Round One target you have met = 


Force Disarm Standard One target within 6 squares and line of sight - 


Point of origin 


Force Grip Standard One target within 6 squares or line of sight 

Force Lightning Standard One target within 6 squares and line of sight Dark Side 

Force Slam Standard One target within 6 squares and line of sight z 

Force Stun Standard One target within 6 squares or line of sight 2 

Force Thrust Standard One target within 12 squares and line of sight - 

Mind Trick Standard One target within 12 squares and line of sight Mind-affecting 

Move Object Standard One target within 6 squares or line of sight - 

Negate Energy Reaction One energy attack against you - 

Rebuke Reaction One Force power directed at you = 

Sever Force Standard One Force-using creature with a Dark Side Score of Light Side 
14 within 12 squares and line of sight 

Surge Free You = 

Vital Transfer Standard One creature touched Light Side 


FORCE POINTS 

CHARACTER LEVEL NUMBER OF DICE ROLLED 
Ist-7th 1d6 

Bth-14th 2d6" 

‘15th or higher 3d6" 


* Count only the highest die result. 


EXPERIENCE POINT AWARDS 
CHALLENGE LEVEL XP AWARD! CHALLENGE LEVEL XP AWARD! CHALLENGE LEVEL XP AWARD' 

0 0 1,400 14 2,800 
1 200 1,600 15 3,000 
2 400 1,800 16 3,200 
3 600 10 2,000 7 3,400 
4 800 n 2,200 3,600 
5 1,000 12 2,400 E 3,800 
6 1,200 13 2,600 4,000 

1 Divide the XP award by the number of heroes in the party to determine how many XP each hero receives. Heroes receive one-tenth XP for anything with a Challenge Level equal to or less than their character level - 5. 
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Welcome to the latest edition of the Star Wars Roleplaying Game, Whether you're an experienced player or 
new to the game, you're in for a real treat. 


Why the new edition? First and foremost, we wanted the "definitive" core rulebook to encompass all six 
feature films—something that wasn't possible until after the release of Episode Ill; Revenge of the Sithin 2005. 
Secondly, Wizards of the Coast had stepped away from the roleplaying game for a few years to focus on the Stor 
Wars Miniatures Game, After the successful launch of the miniatures line, we knew that we wanted a roleplaying 
game rulebook that embraced our pre-painted plastic miniatures—over 500 of them and counting. And what 
a great opportunity to give Star Wars Miniatures Game players another way in which to use their miniatures! 
Lastly, we wanted to make good on a promise to treat this game as a living document shaped by fan feedback 
and the latest breakthroughs in game design. Like the Star Wors saga itself, the game evolves. 


So, here it is: the first roleplaying game rulebook to span the complete Star Wars film saga. What else could 
we call it but the Saga Edition? 


This rulebook doesn’t change how roleplaying games are played: You still need those wacky dice, your 
imagination, a love for all things Star Wars, and a few good friends. However, it boldly reinvents the game by 
allowing players to customize their characters in ways never before possible. Characters gain access to more 
feats as well as new suites of talents. Every level gained promises something new and exciting. We've even 
taken a few pointers from the miniatures game and streamlined the combat rules. We've also simplified the 
skill system and devised Force rules that feel more elegant and true to the Star Wars milieu. 


The book incorporates Episode Ill content (of course!) as well as a few surprises. Like its predecessors, the 
‘Saga Edition rulebook promises new adventures in the Star Wars galaxy and delivers a rules system that doesn't 
apologize for breaking new ground. 


Believe it or not, it's been thirty years since George Lucas gave us his first film in the Star Wors saga. | was 
9 years old when the movie premiered on May 25, 1977. Truth be told, | was the boy on my block with the Stor 
Wars posters tacked to his bedroom walls, shelves lined with Stor Wars action figures, and yes, Star Wors bed 
sheets. Many of the “dry years" between Episode VI and Episode | were spent playing electronic games such 
as X-Wing, TIE Fighter, and Dark Forces. Somewhere along the way, | became an adult, and shortly before the 
release of The Phantom Menace, | rekindled my passion for Star Wors and unleashed my inner child by becoming 
the editor-in-chief of Star Wars Gamer magazine. In this role, | was able to meet the people behind the Stor 
Wars tegacy, even work with them. | visited Skywalker Ranch, read film scripts stamped “confidential,” attended 
conventions, followed Peter Mayhew around like a happy little dog, and enjoyed frequent behind-the-scenes 
glimpses of filmmaking magic. It stuns me to think of how much Star Wars has remained a part of my life in 
spite of all of the things that can occupy one's time, 


Thirty years—what a cause for celebration! Perhaps for this reason alone, the time seemed right to revisit 
this great game, make it better, and give it a facelift. I'm as proud of this book as anything I've worked on, and 
I've been doing game design since | was seventeen. As a follow-up, Wizards of the Coast plans to unveil more 
products in its new line of roleplaying game supplements and accessories, | hope you're as excited by them as 
Jam. More importantly, | hope this book fills many of your evenings and weekends with adventure, laughter, 
and fond memories of a galaxy far, far away. 


Choi pale 


Christopher Perkins 
January 7, 2007 


~The Stor Wars films depict an amazing galaxy of strange aliens, wondrous 

chinery, mystical pawers, epic struggles, great heroes, and terrible villains, 
the moment the first Star Destroyer blazed across the screen, the story 
_6f Star Wars captivated the world. With this game, you can re-create the 
tory of the films or craft your own adventures in the Star Worsuniverse. All 
jou need is some dice, a few friends, and your imagination. 


HIS Is STAR WARS 

isters; X-wing starfighters; lightsabers; clone troopers; the Force... 
Star Wars is space fantasy at its best, full of action, adventure, and a 
_ sense of wonder, The heroes are larger than life. The villains are utterly evil. 
The universe has a lived-in, well-used look and feel to it. It's a familiar story, 
but it's never been told quite this way before. It has mythic elements that 
speak to the heart of the audience. It's epic in scope; everything appears 
on a grand scale. And it's fun. Vehicles move very fast. Things blow up. We 
want to cheer for the good guys and boo the bad guys, And, sometimes, we 
want to be a part of that faraway galaxy. 


THIS IS A 
ROLEPLAYING Game 


it's a game of your imagination, where you get to tell stories by taking on 
roles of the main characters—characters you create. It’s a game that offers a 
multitude of choices to those characters—more choices than even the most 
sophisticated computer game, because the only limit to what you can do 
is what you can imagine, The story is like a movie, except all of the action 
takes place in your imagination. There's no script to the mavie (other than 
@ rough outline used by the Gamemaster); you decide what your character 
Says and does. The Gamemaster is the director and special effects designer, 
deciding what the story is about and taking on the roles of all the other 
characters—the villains, the extras, the special guest stars. The Gamemas- 
ter also keeps track of the rules, interprets the outcome of actions, and 
describes what happens. Together, players and Gamemaster create a story, 
and everybody has a great time. 


THis IS THE 
STAR WARS 
ROLEPLAYING GAmME 


Combine the fabulous elements of the Star Wors universe with the imagi- 
nation-powered engine of a roleplaying game, and the faraway galaxy 
draws nearer. Everything you need is in this book except the dice. Check 
out The Basics, starting on page 9, to get an idea of the fundamentals of 
the game. 


NOMSnSoBiN: 


When you're ready, flip through the rest of this book. It offers a wealth 
of options, allowing you to play in any Star Wars era. It lets you play the 
good guys, the bad quys, or the guys in between if you want to add a little 
ambiguity to an otherwise black-and-white universe. 

When you play the Stor Wars Roleplaying Game, you create a unique 
fictional character that lives in the imaginations of you and your friends. 
One person in the game, the Gamemaster (GM), controls the villains and 
other people who live in the Star Wars universe. Through your characters, 
you and your friends face the dangers and explore the mysteries that your 
Gamemaster sets before you. 

Anything is possible in the Stor Wors Roleplaying Game. You can have your 
character try anything you can think of. If it sounds good and the dice fall in 
your favor, the action succeeds, The Basics section has more details, 

Now, get ready. It's a long time ago in a galaxy far, far away. And the 
Force is with you. Enjoy! 


CHARACTERS 

Your characters are the stars of the movie, the main characters in the game. 
‘We sometimes refer to them as “heroes,” not in the “good guy” sense per 
se, but in the sense of the main protagonists of the story, Each character's 
imaginary life is different. Your character might be... 


A tough blaster-for-hire. 

A Padawan learner seeking to gain power in the Force. 
A brash starfighter pilot. 

A gambler looking to make the next big score. 

A grizzled spacer making a living on the space lanes. 
A smuggler with a heart of gold. 

A young senator from a prosperous world. 

A Rebel spy. 

A Jedi Knight wielding a lightsaber in defense of the Republic. 
A galactic scout exploring the hyperspace lanes. 

A soldier trained for war in the Outer Rim. 

Or any other kind of character you can imagine. 


WHAT YOU NEED 


TO PLAY 
Here's what you need to start playing the Stor Wars Roleplaying Game: 


This book, which tells you how to create and play your character, 

A copy of the character sheet (on page 287) 

A pencil and scratch paper. 

One or two four-sided dice (44), four or more six-sided dice (d6), an 
cight-sided die (d8), two ten-sided dice (d10), a twelve-sided die (d12), 
and a twenty-sided dic (d20). 


© Aminiature from the Star Wars Miniatures Gome line to represent your 
character, 
© Abattle map with 1-inch squares to put your miniature on, 


Players should read the front sections of this book, the parts dealing with 
character creation, skills, feats, and equipment. The rest of the book is for the 
Gamemaster, providing advice for running the game, opponents to throw at 
the players’ characters, and a few starting points for adventures. 


Dice 
The rules abbreviate dice rolls with phrases such as “4d6+2," which means 
“four six-sided dice plus 2" (generating a number between 6 and 26). The first 
number tells you how many dice to roll (all of which are added together), the 
number after the "d" tells you what type of dice to use, and any number after 
that indicates a quantity that is added to or subtracted from the result. 

Some examples: 

3d6: Three six-sided dice, generating a number from 3 to 18. This is the 
amount of damage that a blaster pistol deals. 

2d8: Two eight-sided dice, generating a number from 2 to 16. This ts the 
amount of damage that a lightsaber deals in the hands of a Ist-level Jedi. 


THE THREE ERAS 
OF PLAY 


The Star Wars Roleplaying Game supports adventures and campaigns set in 
many different eras, three of which are described in detail in this book. You 
can set your campaign in the time of the prequel movies (Episodes I-III). 
Known as the Rise of the Empire era, this is a period when the Republic's 
power is waning, war grips the galaxy, and the Jedi Council still holds sway 
over ten thousand Jedi Knights. This time period pre-dates the Empire but 
includes the tumultuous Clone Wars. 

Or, you can go forward in time to the classic period of galactic civil war 
and play in the Rebellion era, when the power of the Empire is supreme and 
those capable of using the Force are few and far between, This is the time 
described in the original Star Wars films (Episodes IV-Vi). 

Or, jump to a time twenty years after the Battle of Endor and participate 
in the events surrounding the invasion of the galaxy. Aliens from beyond 
the edge of known space have begun an incursion into the New Republic as 
forces conspire to threaten the hard-won peace in the era of The New Jedi 
Order (as described in the De! Rey Books navel series). 

In addition, the rules in this book can be used to support campaigns set in 
other eras, For example, in the distant past the Jedi and Sith warred for the 
fate of the galaxy, as described in Dark Horse Comics’ Toles of the Jedi and 
Knights of the Old Republic series, as well as the Knights of the Old Republic 
video game series. Alternately, you may choose to set your game in the Legacy 
era, as popularized in Dark Horse Comics’ Legacy series: Forty years after 


The New’ Jedi Order era, the Empire has once again risen to power and the 
‘Sith have regained contro! of the galaxy. Although these time periods are 
pot explicitly covered in this book, the rules herein can be used as a basis 
for play in these eras. 


THE Basics 
A long time ago in a galaxy far, far away .. - 

With this compelling phrase, every Stor Wars film thunders onto the 
sereen. These epic movies enthrall us with a mix of space fantasy, high 
adventure, and mythology. We thrill to the adventures of Luke Skywalker and 
Han Solo, Qui-Gon Jinn and Obi-Wan Kenobi, Anakin Skywalker and Padmé 
Amidala. We imagine ourselves piloting X-wing starfighters down the Death 
Star trench or engaging in fight-to-the-death lightsaber duels with Darth 
Maul, Count Dooku, or General Grievous. 

With the Star Wars Roleplaying Game, you can experience this epic saga 
in @ whole new way. Imagine yourself as a Jedi in training or a Republic 
Senator, a brave starfighter pilot or a powerful Wookiee. Whether you want 
to be a player or the Gamemaster, this book is your portal to the action- 
packed Star Wars galaxy. 


THe CORE MECHANIC 

The Stor Wars Roleplaying Game uses a core mechanic to resolve all actions. 
This central game rule keeps play fast and intuitive. Whenever you want to 
attempt an action that has some chance of failure, you roll a twenty-sided 
die (or "d20"). To determine whether your character succeeds at a task (such 
@5 an attack or the use of @ skill), you do this: 


* Rolla d20. 
* Add any relevant modifiers. 
© Compare the result to a target number. 


If the result equals or exceeds the target number (set by the GM or given 
in the rules), your character succeeds at the task at hand. If the result is 
fower than the target number, you fail. 


THE GAMEMASTER 
When you play the Star Wars Roleplaying Game, you're participating in an 
Story. Players take on the roles of unique characters, called heroes. 
One player serves as the Gamemaster, a combination director, narrator, and 
teferee. The GM describes situations, asks the players what their characters 
Want to do, and resolves these actions according to the rules of the game. 
The GM sets each scene, keeps the story moving, and takes on the roles of 
the Opponents and other characters that the players’ heroes encounter in 
fach adventure. If you're the GM, you should read through all sections of 
this book; you don't need to memorize it, but you do need to have an idea 
Of where to find things once play begins. 


HEROES 

If you're a player, you take the role of a hero—one of the “stars” of the Star 
Wars saga that you, the other players, and the GM all help to develop, You 
create your character with the help of the game rules that follow, according 
to your own vision for the type of hero you want to play. As your character 
participates in adventures, he or she gains experience points (XP) that help 
him or her improve and become more powerful. 

For more information on character creation, see page 13. 


GAME PLAY 

This overview gives you enough of the basics to get a feel for how this 
roleplaying game works. The chapters that follow take these basic concepts 
and expand upon them, 

Important! You don’t have to memorize the contents of this book to play 
the game. It's a game, not homework. Once you understand the basics, start 
playing! Use this book as a reference during play. The table of contents and 
index should help you find a specific topic easily. When in doubt, stick to the 
basics, keep playing, and have fun. You can always look up an obscure rule 
after your game session ends, but remember that you don't have to sweat 
the details in the middle of play. 


ROLLING Dice 

We've already explained the basic rule that forms the foundation of the 
game—roll a d20, add a modifier, and try to get a result that’s equal to or 
greater than the target number. Whenever your character tries to accomplish 
something significant, the GM asks you to roll a d20, 

Important! Not every action requires a die roll. Roll dice in combat and 
other dramatic situations when the success of an action is in doubt. 

The d20 is used to determine results in combat and when making skill 
checks and ability checks. In other words, the d20 determines whether or 
not you succeed at an action, 

The other dice (d4, d6, d8, d10, and 412) are used to determine what 
happens after you succeed. Usually, the other dice come into play after 
making a successful attack roll to determine how much damage the attack 
deals to the target. 


A GAME SESSION 
In the Star Wars Roleplaying Game, the Gamemaster and players get together 
to tell a story through the play of the game, We call these group-created 
stories “adventures.” A Star Wars adventure features plenty of action, lots 
of opportunities for combat, coo! villains, epic plots, and a sense of wonder 
and grandeur. 

Typically, the game consists of adventures that resemble episodes in the 
movie saga. One adventure might play out in a single game session; another 
might stretch across several evenings of play. A session can last as long as 


you're comfortable playing, from as short as one hour to as long as a 12- 
hour marathon. Most groups get together and play for two to four hours at 
a time. The game can be stopped at any time and restarted when the players 
get back together. 

Each adventure consists of interrelated scenes, A scene might feature 
some kind of challenge or roleplaying encounter, or it could revolve around 
combat. When there’s no combat going on, play is much more casual, The 
GM describes the scene and asks the players what their characters do. When 
combat breaks out, game play becomes more structured, and the action 
takes place in rounds. 


WHAT CHARACTERS CAN DO 

A character can try to do anything you can imagine, just so long as it fits 
the scene the GM describes, Depending on the situation, your character 
might want to: 


Listen at a door 

Use a computer terminal 

Explore a location 

Converse with an alien 

Bargain with a merchant 

Intimidate a thug 

Talk to an ally 

Pilat a vehicle 

Search for a clue 

Bluff an official 

Repair an item 

Swing across a repulsorlift shaft 

Move 

Duck behind a bulkhead 

Attack an opponent 

Characters accomplish these things by making skill checks, ability checks, 
or attack rolls, all of which entail a modified d20 roll. 


WHAT'S NExtTt? 

If you're new to roleplaying games, you might be wondering how to proceed. 
After you've read over these basics to get an understanding of the game, 
check out The First Game Session (see below). This example of play provides 
‘some insight into how a roleplaying game session plays out. Then review the 
first few chapters of the book. When you're ready, use the Character Creation 
overview (page 13) and a copy of the character sheet from the back of the 
book to create a character. (You can also download a copy of the character 
sheet from our website at www.wizards.com/starwars.) When you, your 
Gamemaster, and the ather players are ready, start playing! 


ee 
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After you've created a hero, get together with the rest of your gaming group 
for your first adventure. Prior to this, the GM has developed a storyline for 
the adventure. She might buy a complete, ready-to-play adventure or grab 
one off of the Internet. Alternately, the GM might develop one using the 
guidelines in Chapter 14: Gamemastering. 

Pick an evening or a weekend afternoon or some other convenient time 
when you and your friends can spend a few hours playing the Stor Wars 
Roleplaying Game. Decide on how much time you want to spend playing. 
{Two to four hours is a good length for a game session.) 

Where should you play the game? Anywhere that's comfortable. The 
place should have a flat surface to roll dice on, such as a kitchen table. The 
GM sits so that the other players can't look over her shoulder or peek at her 
adventure notes. She needs enough room to spread out the rulebook and 
any ather materials she might have for the game session, including other 
Star Wars books, a battle map, miniatures, a pencil or pen, dice, and her 
adventure notes. 


GENERAL ADVICE 

The first couple of game sessions you play might be a little uneven as 
everyone learns how the game works and gets comfortable with the idea 
of roleplaying. Remember that these rules are guidelines, a framework and 
structure for playing Star Wars adventures in a roleplaying game environment. 
A roleplaying game is a living game; it evolves and develops as you play it. If 
something isn't working for your group, and the entire group agrees, make 
a change. But wait until you've played a few times with the official rules 
before you decide to tinker. 


THe First GAME SESSION 

You and your friends have reviewed the basic rules and created Ist-level 
characters, Your Gamemaster has reviewed the rules and is ready to run her 
first adventure. You've agreed upon a time and place to play. Then the time 
arrives and the game begins! 

Sitting around the table, with dice and snacks scattered in all directions, 
the players gather. Michele is the GM. She takes her place at the head of the 
table. Chris sits in the next seat; he’s running Sia-Lan, a female Jedi. Next 
to Chris is Mike, practicing his Wookiee sounds to inject a little authenticity 
into his character, Rorworr the scout. Across the table, Penny makes some 
last-minute notes on her character sheet, adding a little more detail to Vor'en 
the soldier. Next to Penny, Brian anxiously waits to get started. He's running 
Deel Surool, the crafty scoundrel, 

Michele has selected a number of Star Wars miniatures from her collec- 
tion to use in tonight's game. The figures will help the players visualize the 
action in certain situations and will speed along play. She's got a miniature 
to represent each of the players’ characters, and she places them in the 


middle of the table. She leaves a few others hidden on the floor beside her. 
use these later to represent opponents that will challenge and compete 
with the heroes. 

Michele doesn't have a specific character for herself. While the players 
each run a single hero, the Gamemaster narrates the story, adjudicates the 
rules, and plays all of the GM characters—the supporting cast that serves 
asallies and opponents for the heroes. 

Anyway, it looks like everyone's ready to get started. Michele answers a 
"few last-minute rules questions, then begins the game. 


Michele (GM): A long time ago, in a galaxy for, for away... itis the time 
‘of the Republic, about twenty-two years before the days of the Empire and 
the first Death Stor battle station. Supreme Chancellor Palpatine leads the 
Republic, Mace Windu ond Yoda lead the Jedi Council, ond the start of the 
Clone Wars is still a few weeks away. 

You're ina spaceport cantina on Corellia, a prominent world in the galactic 
core. The place is pretty busy for a weekday afternoon, though it’s not packed 
to copacity. You see humans and a variety of other species drinking, laughing, 
‘and talking quietly near the bar, in shadowy booths, and at a scattering of 
freestanding tables. Among thase you see are the other players’ characters. 
Why don't you each take a moment to describe yourselves? 

Chris (Sia-Lan): You see ¢ young woman with brown hair sitting alone 
jin one of the booths. She's sipping a clear liquid and watching the crowd. 
Her hairstyle and outfit mark her as a Jedi. She's o Padawan learner, if any of 
you know anything about the specifics of the Jedi order. She has a lightsaber 
honging at her side, but it’s probably hidden beneath the table. 

Mike (Rorworr): There's o young male Wookiee standing at the bar. He's 
exchanging words with the bartender. He's tall, but perhaps a bit thin when 
compared to other Wookiees you may have seen, He's got a bowcaster siung 
‘across his back, and he’s nursing a huge mug of some foamy liquid. 

Penny (Vor'en): My choracter sits in a corner booth, his back to the wall 
05 he nonchalantly studies the crowd. He's got dark eyes and an intense gaze, 
and he looks strong and capable. He's wearing bits and pieces of light body 
armor. fhe has ony weapons—and you're sure he does—they’re either hidden 
under the table or in the booth’s darker shadows. 

Brian (Deel): You also see a young male Twi'lek—you know, the guys with 
‘the head-tails, like Bib Fortuna—sitting at one of the tables in the middle of 
the room. He’s playing sabacc with a few of the spacers, and it looks like he's 
begun to amass more than his share of credits. 

_ Michele (GM): Okay. You've al! noticed each other, but you don’t know 
tach other yet. Before anything else happens, why don't each of you make a 
Perception check for me? 

The players each roll a d20 and add their Perception skill modifier to get 
‘Sresult, fa character doesn't have the Perception skill as a trained skill, the 
= Still gets to apply his Wisdom modifier (if any) to the roll, After all the 
4 have made the skill check, they let the GM know the results. 


Chris (Sia-Lan): Sia-Lan got a 15. 

Mike (Rorworr): 17 for Rorworr! 

Penny (Vor'en): / rolled an 8. 

Brian (Deel): The amazingly perceptive Dee! Surool got a 22. 

Michele consults her notes, checking to see what the DC for the Percep- 
tion check is. She nods and makes a note or two, just to keep the players 
guessing. 

Michele (GM): Vor'en the soldier, even though he's watching the room, 
fails to notice something that the rest of you successfully spot. The rest of 
you see a Human male who looks a Jot like Senator Alastar Treen of Corulag. 
He's dressed like most of the other spacers in the canting, and he's deep in 
conversation with a Rodian female. 

Just then, you all see the cantina doors slide open as a group of tough-jook- 
ing thugs enters the room. The bartender yells, “Hey, no blasters in here!” He 
ducks behind the bar, just in time, as one of the thugs casually fires o bloster 
bolt in his direction. There are four thugs—two Humans, a Rodian, and a 
Gamorrean. The Gamorrean wields a vibroblade, and the other three are armed 
with blaster pistols. The Gamorrean grunts something foul and gestures toward 
the table where the senotor is sitting. 

"For the Separatists!” shouts one of the Humans with a sneer as he prepares 
to target Senator Treen. 

Everyone make an Initiative check! 

The players each roll a d20 and add their Initiative skill modifier to get 
a result. If a character doesn't have the Initiative skill as a trained skill, the 
player still gets to apply his Dexterity modifier [if any) to the roll. Michele 
rolls a single Initiative check for the group of thugs, and one for the disquised 
senator and his companion. 

Chris (Sia-Lan): Sio-Lan got an 18, 

Mike (Rorworr): 10 for Rorworr! 

Penny (Vor'en): Vor'en goto 12. 

Brian (Deel): The fast-acting Deel Surool got a 15. 

Michele writes down the initiative order, from highest result to lowest. She 
jots down: 

Sia-Lan 18 

Deel 15 

Thugs 13 (her roll) 

Vor'en 12 

Rorworr 10 

Senator 7 (her roll) 

Michele (GM): The thugs look like they’re gunning for the senator. Sia-Lan, 
what ore you going to do? 

Chris (Sia-Lan): / leap out of the booth and position myself between the 
senator and the thugs os my first move action. As my second move action | 
draw my lightsaber. Asa free action, | activate the lightsaber and shout, “This 
man is under the protection of the Jedi Knights!” 
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Michele (GM): Your lightsaber hums to life. Deel, you're next. What are 
you going todo? 

Brian (Deel): Helping a senator and a Jedi could be profitable. Deel tips 
his table aver and crouches behind it to get some cover. | guess that's a move 
action. Then he pulls out his blaster for his second move action. 

Michele (GM): When the table crashes onto its side, sabace card-chips 
and credits scatter across the floor. The spacers you were playing with dive 
for cover. 


Brian (Deel): Oops, ! forgot about the sabacc game in all the excitement 
No matter, | guess. Most of the credits belonged to Deel, anyway. 

Michele (GM): The thugs act next. The two humans each take a shot 
at the Jedi who's standing between them and the senator. The Rodian thug 
tokes a shot at Deel, and the Gamorrean rushes forward to slice at the Jedi 
with his vibroblade. 

Chris (Sia-Lan): I'm going to use the table next to me to protect myself 
from the blaster shots. 


Michele, (GM): Sure. That gives you cover against all the thugs, but 
ncreases your Reflex Defense by +4. 
Michele makes the attack rolls for the two thugs. The first one gets an 
31. The second one gets a 19. 
Sis-Lan's Reflex Defense when she uses cover to protect herself is 19. That 
“means she blocks the first bolt, but the second bolt gets through. 
Michele rolls 3d6 damage for the successful blaster pistol attack, The total 
“jg 11. Sia-Lan has 22 hit points, so the attack reduces her hit points to 11, 
The rest of the round continues, with Michele finishing up the thug's 
‘actions, then Vor'en, Rorworr, and Senator Treen acting in turn. Each round 
"plays out in this order until one side or the other is defeated or flees, Then the 
heroes would get a chance to meet each other and find out why the senator 
-jsin disguise and under attack. And so begins this Star Wors adventure! 


CHARACTER CREATION 
“Make sure you review Chapters 1 through 9 before using this overview when 
g a Stor Worscharacter. Make a copy of the character sheet from the 
ck of this book to use as a record of your character. 
Characters generally begin play at Ist level and attain additional levels 
_as they complete adventures. 


GENERATE ABILITY SCORES 
character has six abilities that represent the character's basic strengths 
d weaknesses, These abilities—Strength, Dexterity, Constitution, Intelli- 
gence, Wisdom, and Charisma—affect everything a hero does, from fighting 
‘to using skills, 
Asscore of 10 or 11 in an ability is average. Higher scores grant bonuses, 


and lower scores give penalties. When you create your character, you'll want 
to put your higher scores into the abilities most closely associated with your 
tharacter's class. 
__ Use one of the methods described in Chapter 1: Abilities to generate your 
ix ability scores. Record the scores on a piece of scrap paper and put them 
de for the moment. 


+ SELECT YouR SPECIES 
Star Wors character, you aren't limited to simply being Human, There 
‘8 variety of species available, from Mon Calamari to Wookiee. Select the 
ecies you want to play from those presented in Chapter 2: Species. 
___ Each species has its own set of special abilities and modifiers, Record 
Mhese traits on your character sheet. 


+» CHOOSE YOUR CLASS 
lass provides you with a starting point for your character, a frame upon 
you can hang skills, feats, and various story elements, Choose a class 
those presented in Chapter 3: Heroic Classes and write it on your 
racter sheet. 


4. ASSIGN ABILITY SCORES 

Now that you know what species and class you want your character to be, 
take the scores you generated earlier and assign each to one of the six abili- 
ties: Strength, Dexterity, Constitution, Intelligence, Wisdom, and Charisma. 
Then make any adjustments to these scores according to the species you 
selected. 

For guidance, each class description indicates which abilities are most 
important for that class. You might want to put your highest scores in the 
abilities that accentuate the natural benefits of the class. 

Record your ability scores on your character sheet. Record your ability 
modifiers as well. 


S. DETERMINE COMBAT 
STATISsTics 

In combat, you need to know your character's hit points, defenses, damage 
threshold, attack bonuses, and speed, as well as how many Force Points he 
has to spend. 


Hit Points 
ach character can withstand a certain amount of damage before falling 
unconscious or dying. This ability to take damage and keep on functioning 
is represented by the character's hit points. 

Your class determines how many hit points you have at Ist level, as 
shown below: 


CLASS 
Scout 


For example, if your character belongs to the scoundrel class and you 
have a 12 Constitution, you start with 19 hit points (18 plus 1 for your 
Constitution bonus). 

Your hit points increase as you gain levels, as described on page 37. 


eum HIT POINTS 
"24 + Constitution modifier 
30 + Constitution modifier = 


Defenses 
Determine your character's defenses as follows: 

Reflex Defense: 10 + your heroic level or armor bonus + Dexterity modi- 
fier + class bonus + natural armor bonus + size modifier 

Fortitude Defense: 10 + your heroic level + Constitution modifier + class 
bonus + equipment bonus 

Will Defense: 10 + your heroic level + Wisdom modifier + class bonus 

When you take your first level in a heroic class, you gain class bonuses 
‘on two or more defenses, as shown on page 36. 
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If you wear armor, you must substitute your armor bonus for your heroic 
level when calculating your Reflex Defense. For example, a Ist-level soldier 
with a Dexterity of 12 wearing a blast helmet and vest (+2 armor bonus) 
has a Reflex Defense of 13 (10 + 2 armor + 1 Dex + 1 class). Some types 
of armor also provide an equipment bonus to your Fortitude Defense in 
addition to an armor bonus to your Reflex Defense (as noted in Table 8-7 
Armor, page 132) 


Damage Threshold 
Attacks that deal massive amounts of damage can impair or incapacitate 
you regardless of haw many hit points you have remaining. Your damage 
threshold determines how much damage a single attack must deal to reduce 
your combat effectiveness or, in some cases, kill you 

A Small or Medium character's damage threshold is equal to his or her For- 
titude Defense. Record this number on your character sheet 


—— 


Base Attack Bonus 
Your character's class determines your base attack bonus. Record this number 
on the character sheet. 

Jedi and soldiers have a base attack bonus of +1 at Ist level; nobles, 
scoundrels, and scouts have a base attack bonus of +0 at Ist level. 


Melee Attack Bonus 

To determine your melee attack bonus, add your Strength modifier to your 
base attack bonus. Certain feats and talents might provide additional modi- 
fiers, So make adjustments as necessary. 


Ranged Attack Bonus 

To determine your ranged attack bonus, add your Dexterity modifier to your 
base attack bonus. Certain feats and talents might provide addit ional modi- 
fiers, so make adjustments as necessary. 


Speed 


Your character's species determines her speed. Most species have a speed of 
6 squares. Ewoks have a speed of 4 squares because they are Small. 


Force Points 
Your character begins play with 5 Force Points. Indicate this in the space 
provided on the character sheet. 

Ifyou end up taking the Force Boon feat (page 85), you gain an additional 
3 Force Points. 


Destiny Point 

if your GM uses the optional destiny rules described in Chapter 7: Heroic 
Traits, your character begins play with 1 Destiny Point. Indicate this in the 
space provided on the character sheet. 


6. S€recTt SKILLS 

Skills represent how well a character accomplishes dramatic tasks other 
than combat, such as disabling a tractor beam generator or climbing a 
sheer surface. 

Each class comes with a list of class skills. From this list, you get to pick 
a number of skills in which your character is considered trained. The number 
of trained skills your character gets depends on the class you've selected and 
your character's Intelligence modifier. Once you've selected your character's 
trained skills, determine the skill check modifier for each skill. 

The skill check modifier for trained skills is one-half your character level 
{rounded down) + the relevant ability modifier + 5. If you are untrained ina 
skill, the skill check modifier is one-half your character level (rounded down) 
+ the relevant ability modifier, (In other words, you get a +5 bonus on skill 
checks made using trained skills.) 


Some skills cannot be used untrained, See Chapter 4: Skills for more 
information. 


7. SELECT FEATS 
Feats are special features that provide a character with new capabilities or 
improvements. 

Your character begins play with at least one feat. If you are playing a 
Human, you get a bonus feat. In addition, your class also gives you several 
starting feats that you get for free. 

Select your feats from Chapter 5: Feats and record them on the character 
sheet. Some feats may affect the information you've already recorded, so 
make adjustments as necessary. 


8. SELECT A TALENT 

At Ist level, your character gets a talent (a special class feature), Choose 
a talent from any of the talent trees presented in your character's class 
description. Some talents have prerequisites that must be met before they 
can be selected. 


8. DETERMINE STARTING 
CREDITS AND Buy GEAR 

Your character's class determines how many credits you start play with, Use 
your credits to purchase equipment for your character. Chapter 8: Equipment 
describes weapons, armor, and gear you can select from. 


10. FINISH YOUR CHARACTER 
The last details you need to add to your character sheet help you visualize 
and roleplay your character. You need a name, of course—something that 
fits your class, species, and the Star Warsgalaxy. You should also determine 
your character's age, gender, height, weight, eye and hair color, skin color, 
and any relevant background information you want to provide. (Make sure 
to run your ideas past your Gamemaster so that he or she can fit them into 
the campaign.) 

Chapter 7: Heroic Traits provides guidelines that can help you with these 
details and characteristics. 
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Just about every dice roll you make is going to get a bonus or penalty based 
on your character's abilities. A tough character has a better chance of surviv- 
ing a freezing night on Hoth, A perceptive character is more likely to notice 
stormtroopers sneaking up from behind, A stupid character is less likely to 
find a concealed panel that leads to a secret cargo compartment. Your ability 
scores tell you what your modifiers are for rolls such as these. 

Your character has six abilities: Strength (abbreviated Str), Dexterity 
(Dex), Constitution (Con), Intelligence (Int), Wisdom (Wis), and Charisma 
(Cha). Each of your character's above-average abilities gives you a benefit 
on certain die rolls, and each below-average ability gives you a disadvantage 
‘on other die rolls. You roll your scores randomly, assign them to the abilities 
you like, raise and lower them according to your character's species, and 
then raise them as your character advances in experience. 


YOUR ABILITY SCORES 
To create an ability score for your character, roll four six-sided dice (4d6). 
Disregard the lowest die and total the three highest dice. 

This roll gives you a number between 3 (horrible) and 18 (tremendous). 
The average ability score for the typical galactic citizen is 10 or 11, but your 
character is not typical, The most common ability scores for player characters 
(heroes) are 12 and 13. (The average hero is above average.) 

Make this roll six times, recording the result each time on a piece of paper. 
Once you have all six scores, assign each score to one of your six abilities. At this 
step, you need to know what kind of person your character is going to be, includ~ 
ing his species and class, in order to know where best to place your character's 
ability scores. Remember that choosing a species other than Human causes some 
of these ability scores to change (see Table 2-1: Species Ability Adjustments). 


ABILITY MODIFIERS 

Each ability, after changes made because of species, has a -5 to +5 modi- 
fier. Table 1-1: Ability Modifiers shows the modifier for each ability, based 
on its score. 

The modifier is the number you add to or subtract from the die roll when 
your character tries to do something related to that ability. For instance, 
you add or subtract your Strength modifier to your roll when you try to hit 
someone with a vibrobiade, You also apply the modifier to some numbers 
that aren't die rolls, such as when you add or subtract your Dexterity modifier 
to your Reflex Defense. A positive modifier is called a bonus and a negative 
modifier is called a penalty. 


REROLLING 

If your scores are too low, you may scrap them and reroll all six scores. Your 
scores are considered too low if your total modifiers (before changes accord- 
ing to species) are 0 or less, or if your highest score is 13 or lower. 


SCORE MODIFIER | SCORE MODIFIER SCORE MODIFIER 
1 6 12-13 +) 24-25 +7 
2-3 -4 14-15, 42 26-27 +8 
45 3 16-17 43 28-29 +9 
6-7 2 18-19 +4 30-31 +10 
8-9 4 20-21 45 Reece... 
10-11 0 22-23 +6 


PLANNED GENERATION 
Instead of rolling dice, you may select the scores you want by using the 
planned character generation method. This requires a bit more thought and 
effort on your part, since you need to know what kind of character you want 
to play so you can select your scores appropriately, Determine your species 
and class beforehand, then select your scores as outlined below. 

Your character's ability scores all start at 8, You have 25 points to spend 
to increase these scores, using the costs shown below. After you select your 
scores, apply any species modifiers. 


SCORE COST SCORE COST SCORE COST 
8 0 2 4 16 10 
9 1 13 5 7 13 

10 Zz “4 6 ate 16 

n 3 15 8 


STANDARD SCORE PACKAGE 
The third methad of determining ability scores is the standard score pack- 
age, a balanced mix of scores designed to quickly create hero characters. 
Assign the scores to the abilities as you like. After you assign your scores, 
apply species modifiers. 

The standard score package is: 

15, 14, 13, 12, 10, and 8. 


THE ABILITIES 

Each ability partially describes your character and affects some of your 
character's actions. The description of each ability includes a list of notable 
characters along with their scores in that ability, 


STRENGTH (STR) 
Strength measures your character's muscle and physical power. This ability 
is especially important for soldiers because it helps them prevail in physical 
combat. 

You apply your character's Strength modifier to: 

—Melee attack rolls. 

—Damage rolls for melee and thrown weapons, (Exceptions: Grenades 
don't have their damage modified by Strength.) 

—Climb, Jump, and Swim checks (the skills with Strength as the key 
ability). 

—Strength checks (for breaking down doors and the like). 


DexTERITY (DEx) 
Dexterity measures hand-eye coordination, agility, reflexes, and balance. 
This ability is the most important ability for scoundrels, but it's also high 
on the list for characters who want to be good shots with ranged weapons 
{such as blaster pistols) or who want to handle the controls of a starship or 
speeder fairly well. 

You apply your character's Dexterity modifier to: 

—Ranged attack rolls, such as with blasters. 

—Reflex Defense, provided the character can react to the attack. 

—Acrobatics, Pilot, Ride, and Stealth checks (the skills where Dexterity 
is the key ability). 


CONSTITUTION (CON) 

Constitution represents your character's health and stamina. Constitution 
adds to a hero's hit points, so it's important for everyone, but most important 
for soldiers and Jedi. 

You apply your Constitution modifier to: 

—Each die roll for gaining additional hit points (though a penalty can 
never drop a hit point roll below 1; a character always gains at least 1 hit 
point each time he or she goes up a level). 

—Fortitude Defense, for resisting poison, radiation, and similar threats. 

—The Endurance skill. 


If a character's Constitution changes, his or her hit points should also 
increase or decrease accordingly. 


INTELLIGENCE (INT) 
Intelligence determines how well your character learns and reasons. Intel~ 
ligence is important for scouts, nobles, and any character who wants to have 
a wide assortment of skills, 
You apply your character's Intelligence modifier to: 
—The number of languages your character knows at the start of the game. 
=The number of trained skills you have. 


—Knowledge, Mechanics, and Use Computer checks (the skills with Intel~ 
figence as the key ability). 


Beasts have Intelligence scores of 1 or 2. Sentient creatures have scores 
of at least 3. 

When a character's Intelligence score permanently increases or decreases, 
its number of trained skills and known languages also changes. For example, if 
Paul's Wookie scout increases his Intelligence from 13 to 14, his Int modifier 

from +1 to +2. Paul's Wookie gains one new trained skill (chosen from 
his class skills) and one new language. The Wookiee's greater Intelligence allows 
him to utilize things he had learned but never before applied properly. 


wisDpoM (wis) 
Every creature has a Wisdom score. Wisdom describes a character's willpower, 
common sense, perception, and intuition. Compared to Intelligence, Wisdom 
is more related to being in tune with and aware of one's surroundings, while 
Intelligence represents one's ability to analyze information, An “absent- 
minded professor” has a low Wisdom score and a high Intelligence score, 
A simpleton with low Intelligence might nevertheless have great insight 
{high Wisdom). Wisdom is the mast important ability for scouts, but it's 
also important to characters wishing to be in-tune with their environment 
‘or characters who like to gamble. If you want your character to have keen 
senses, put a high score in Wisdom. 

You apply your character's Wisdom modifier to; 

=Will Defense, generally for resisting certain Force attacks, 

—Perception, Survival, and Treat Injury checks (the skills with Wisdom 
#5 the key ability). 

—The number of Force powers you learn when you take the Force Train- 
ing feat. 


When a Force-using character's Wisdom score permanently increases 
or decreases, his number of known Force powers also changes. For every 
instance of the Force Training feat that you have, you gain one Force power 
{or an additional use of an already-known Force power) for every point by 
which your Wisdom modifier increases. If you instead suffer a permanent 
reduction in your Wisdom modifier, you lose access to the same number of 
Force powers; you must choose which Force powers (or extra uses of the 
Same Force power) you lose. 


CHARISMA (CHA) 

Every creature has a Charisma score, Charisma measures a character's force 
Of personality, persuasiveness, personal magnetism, ability to lead, and physi- 
al attractiveness. It represents actual strength of personality and force of 
Presence, not merely how others perceive you in a social setting. Charisma 
1S most important for nobles and Jedi. 

You apply your Charisma modifier to: 


—Deception, Gather Information, Persuasion, and Use the Force checks 
(skills with Charisma as the key ability), 


CHANGING 

ABILITY SCORES 

Over time, your character's ability scores can change. Ability scares can 
increase without limit. 


© At 4th, 8th, 12th, 16th, and 20th level, a heroic character increases two 
ability scores by 1 point each. 

© Asacharacter ages, some ability scores go up and others go down. See 
Table 7-2; Aging Effects (page 110) for details, 


When an ability score changes, all attributes associated with that score 
change accordingly, For example, when Sia-Lan becomes a 4th-level Jedi, 
she increases her Dexterity from 15 to 16 and increases her Charisma from 
13 to 14, Now she’s harder to hit, better at using ranged weapons, and all of 
her Dexterity-based and Charisma-based skills improve as well 


The Star Wars galaxy contains a bewildering variety of species, each with its 
own unique outlook and civilization. Although Humans dominate the known 
galaxy, there are many intelligent alien species that can be encountered 
wherever you travel. 

Humans live among the Core Worlds, throughout the Mid Rim, and even 


\ 


on the worlds of the Outer Rim Territories. Most of the alien species have 
their own homeworlds and colonies, but individuals can be found anywhere, 
thanks to the prevalence of hyperspace travel. The promise of profit and 
power often lure members of all species to the same areas, including space- 
ports and metropolitan cities. 

Sometimes it's easy to believe that all Rodians are outlaws or all Wookiees 
are short-tempered, but the truth is that every member of every species is 
unique. Depending on the era in which your campaign is set, nonhuman 
species have. different social advantages or disadvantages, as explained in 
the Era Notes: Species sidebar (page 23). 


CHOOSING A SPECIES 
After you roll your ability scores and before you write them on your charac~ 
ter sheet, choose your character's species. At the same time, you'll want to 
select your character's class, since species affects how well the character 

“an do in each class. Once you've decided your character's species and class, 

ssign ability scores to particular abilities. Alter the scores according to the 

cies (see Table 2-1: Species Ability Modifiers) and continue detailing 
character, 

You can play a character of any species presented in this chapter, but 

rain species do better pursuing certain classes. 

Your character's species provides plenty of clues as to the sort of person 
‘or she is, how he or she feels about characters of other species, and what 
otivates him or her, Remember, however, that the species descriptions only 

pply to the majority of people. In each species, some individuals diverge 
from the norm, and your character can be one of these. Don’t let a deserip- 
tion hinder you from detailing your character as you like. 
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SPeEcIES 
CHARACTERISTICS 


Your character's species determines some of his or her qualities. 


ABILITY ADYUUSTMENTS 
Find your character's species on Table 2-1; Species Ability Adjustments and 
apply the adjustments that you see there to your character's ability scores, 
If the changes raise a score above 18 or lower it below 3, that's okay. 

For example, a Rodian gets a +2 species bonus on his Dexterity score and 
2 -2 penalty on his Wisdom and Charisma scores. Knowing this, the player 
puts her best score rolled (15) in Dexterity and sees it increase to 17. She 
doesn't want a Wisdom or Charisma penalty for her character, so she puts 
above-average scores (13 and 12) in Wisdom and Charisma. These drop to 
11 and 10, for neither a bonus nor a penalty, 


‘SPECIES ABILITY ADJUSTMENTS 


z 
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+2 Dex, -2 Con 


+2 Dex, +2 Int, -2 Con 
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Gamorrean +2 Str, -2 Dex, -2 Int 


Ithorian +2 Wis, +2 Cha, -2 Dex 


Mon Calamari +2 Int, +2 Wis, -2 Con 


Rodian +2 Dex, -2 Wis, -2 Cha 


Trandoshan +2 Str, -2 Dex 


Wookiee +4 Str, +2 Con, -2 Dex, -2 Wis, -2 Cha 


COMMON LANGUAGES 

The Star Wars galaxy is home to millions of languages, but picking 
languages for your character doesn't need to be daunting. A few of the 
‘more common languages are listed below. Among these, Basic is the most 
widely spoken, Other prevalent languages include Huttese (particularly 
‘common in the Outer Rim), Binary (used by droids and programmers), and 
Bocce (a trade language that can be spoken by almost any species). 


Basic Huttese 

Binary Ithorese. 

Bocce Jawa Trade Language” 
Bothese Kel Dor 

Cerean Mon Calamarian 
Dosh Quarrenese 
Durese Rodese 
Ewokese” Ryl 

Gamorrean Shyriiwook 
Gunganese* Sullustese 

High Galactic Zabrak 


* Local language not widely spoken except on its planet of origin. 


*“THE ABILITY 
TO SPEAK DOES 
NOT MAKE YOU 

INTELLIGENT.” 


—- Qui-Gon JINN 


KNOWN LANGUAGES 

The primary language used throughout known space is called Basic. Most 
characters can speak Basic, and all characters understand it even if they can't 
speak it. Nonhuman characters can also speak, read, and write the language 
associated with their species; for example, Bothans speak, read, and write 
Bothese as well as Basic. 

Characters with an Intelligence bonus know how to speak, read, and write 
other languages as well. For each point of Intelligence bonus, a character can’ 
speak, read, and write one additional |anguage of his choice. 

Some species (Gamorreans and Wookiees, for example) are incapable of 
speaking any language other than their native tongue, but they can learn to 
read and write other languages just fine. 


HUMANS 
Humans dominate the Core Worlds 
and can be found in virtually every 
corner of the galaxy. They are 
the ancestors of early spacefaring 
pioneers, conquerors, traders, trav- 
elers, and refugees. Humans have 
always been people on the move. 
As a result, they can be found on 
almost every inhabited planet. As 
@ species, Humans are physically, 
culturally, and politically diverse. 
Hardy or fine, light-skinned or dark, 
Humans remain one of the most 
dominant species throughout all 
eras of play. 

Personality: Human personal- 
ity funs the gamut of possibilities, though members of this species tend 
to be highly adaptable, tenacious, and willing to keep striving no matter 
the odds. They are flexible and ambitious, diverse in their tastes, morals, 
‘customs, and habits. 

Physical Description: Humans average about 1.8 meters tall. Skin shades 
tun from nearly black to very pale, hair from black to blond. Men are usually 
taller and heavier than women. Humans achieve maturity about the age of 
15 and rarely live beyond 100, 

Homeworlds: Various, including Coruscant (page 229), Corellia, Naboo 
{page 233), Tatooine (page 236), and Alderaan 

Languages: Humans speak, read, and write Basic. They often learn other 
fanguages as well, including obscure ones. 

Example Names: Anakin, Arani, Bail, Ben, Beru, Biggs, Boba, Corran, Dack, 
Dané, Galak, Garm, Han, Jango, Jodo, Lando, Leia, Luke, Mace, Mara, Obi-Wan, 
Owen, Padmé, Qui-Gon, Sia-Lan, Rann, Talon, Vor'en, Wedge, Winter. 

Adventurers: Humans aren't afraid to try anything, and Human adventur- 
fs are the most audacious, daring, and ambitious members of an audacious, 
Gating, and ambitious species. A Human can earn glory by amassing power, 
Wealth, and fame. More than any other species, Humans champion causes 
father than territories or groups. 


HUMAN SPECIES TRAITS 
lans share the following species traits: 


Medium Size: As Medium creatures, Humans have no special bonuses 
OF penalties due ta their size. 


“2 Human base speed is 6 squares. 
nus Trained Skill; Humans are versatile and accomplished at many 
A Human character chooses one additional trained skill at 1st level 


The skill must be chosen from the character's list of class skills (see Chapter 
3: Heroic Classes). 

Bonus Feat: Humans gain one bonus feat at Ist level (see Chapter 5: 
Feats). 

Automatic Language: Basic. 


BOTHANS 

Native to Bothawui, these short, fur-covered humanoids have had hyper- 
space travel for thousands of years. Bothans use information as a measure 
of wealth and power, even wielding it as a weapon when necessary. The 


ERA NOTES: SPECIES 

Nonhuman characters have some restrictions placed upon them, 
depending on the era in which your campaign is set. These restrictions 
are described below. 


The Rise of the Empire (50 to 0 years before Episode IV) 

During the time that saw the erosion of the Old Republic and the rise 
of the Empire, including the period around Episodes !-II!, all species 
participated in a more or less cosmopolitan galaxy, The only restrictions 
on your choice of an alien species in this time frame refer to species that 
have not yet “been discovered” by the galaxy at large. Ewoks, therefore, 
are not available if your campaign is set in this era. 


The Rebellion (0 to 5 years after Episode IV) 
The Empire was particularly entrenched with anti-alien sentiments. 
During this period of galactic history, most alien species were cither 
enslaved or subjugated by the Empire. In the Outer Rim, nonhuman spe- 
cies continued to carry on their lives as normally as they were able, but 
in the more civilized regions, nonhumans were relegated to the status 
of second-class citizens—or worse. Many aliens joined the Rebellion, 
fighting alongside humans in an effort to throw off the shackles of 
oppression and tyranny. Ewoks show up late in this era, during the 
Battle of Endor, and free Wookiees rarely appear due to their status 
as slaves of the Empire. 

Late in this era, with the decline of the Empire and the birth of the 
New Republic, nonhumans once again take 2 prominent and equal role 
in the affairs of the galaxy. 


The New Jedi Order (25+ years after Episode IV) 

All alien species are available without restriction in this time frame. The 
era is marked by the New Republic's battle against the Yuuzhan Vong 
invaders and tainted by growing distrust of the Jedi Knights. 
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Bothan SpyNet, one of the largest 
intelligence agencies during most 
eras, plays an important role in the 
Galactic Civil War. 

Culturally, Bothans don't 
believe in direct conflict because 
it destroys people, material, and 
even information. They prefer 
behind-the-scenes manipulation, 
watching and waiting for infor. 
mation that they can use to gain 
status and influence. This attitude 
makes espionage a natural part of 
their culture. While others often 
find Bothans to be manipulative 
and irritating, no one wants to lose 
access to their SpyNet, Asa result, 
nearly all groups have at least some contact with the Bothans. 

Personality: Bothans are curious, manipulative, crafty, suspicious, 
and even a bit paranoid. They can be irritating, but they are also loyal and 
brave. 

Physical Description: Bothans are covered with fur that ripples in 
response to their emotional state. They have tapered ears, and both male and 
female Bothans sport beards, They average about 1.6 meters tall and have a 
maturity rate and life span slightly greater than Humans. 

Homeworld: The industrial world of Bothawui (page 228), with various 
colony worlds throughout the Mid Rim Territories. 

Languages: Bothans speak, read, and write Bothese and Basic. 

Example Names: Borsk Fey'lya, Karka Kre'fey, Koth Melan, Tay Breil'lya, 
Tereb Ab‘ion, 

Adventurers: Bothan adventurers, often SpyNet operatives, engage in 
daring missions at great personal risk. In addition, many Bothan heroes serve 
as soldiers, pilots, and diplomats. Their curiosity leads some to be explorers 
and scouts. 


BOTHAN SPECIES TRAITS 
Bothans share the following species traits 

Ability Modifiers: +2 Dexterity, -2 Constitution. Bothans are agile but 
not particularly resilient. 

Medium Size: As Medium creatures, Bothans have no special bonuses 
or penalties due to their size. 

Speed: Bothan base speed is 6 squares. 

Iron Will: Bothans have above-average willpower and gain 2 +2 species 
bonus to their Will Defense, 


Conditional Bonus Feat: Bothans are natural spies and investigators. A 
Bothan with Gather Information as a trained skill gains Skill Focus (Gather 
Information) as a bonus feat 

Automatic Languages: Bas! 


CEREANS 


Cereans are a sophisticated and cultured humanoid species native to Cerea, 
a world on the fringes of known space. Their elongated heads distinguish 
them from most other humanoid species. 

Cereans established contact with the rest of the galaxy shortly before the 
Galactic Republic was transformed into the Empire, swiftly gaining fame as 
expert astrogators, cryptographers, and economists. Few patterns oF 
escape the notice of a Cerean. 

Cerean society is matriarchal, and the Cerean culture's traditional values 
emphasize living in harmony with nature and minimizing any impact on the 
environment from technology. The peaceful philosophies of the Jedi appeal 
to Cereans, and many join the Order. 

Personality: Cereans tend to be calm, rational, and extremely logical 

Physical Description: Cereans average about 2 meters tall, with elon- 
gated craniums housing binary brains. They have a maturity rate and life 
span similar to those of Humans. 

Homeworld: The blissful planet Cerea [page 228) 

Languages: Cereans speak, read, and write Cerean and Basic. 

Example Names: Ki-Adi, So Leet, Sylvn, Ti-Dal, Maj-Odo. 

Adventurers: Cereans who become adventurers do so in spite of their 
peaceful traditions. Still, when a cause or situation leads down this path, a 
Cerean tries to keep these traditions intact, avoiding aggression when pos- 
sible, The binary brain allows a Cerean to constantly weigh both sides in any 
disagreement and give two points of view equal consideration. This ability 
extends even to issues surrounding 
the Force, and a Cerean Force-user 
often contemplates the light side 
and the dark side simultaneously. 


and Bothese. 
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CEREAN 
SPecies 
TRAITS 
Cereans share the following spe- 
cies traits 

Ability Modifiers: +2 Intel- 
ligence, +2 Wisdom, -2 Dexterity. 
Cereans are bright and intuitive 
but less coordinated than most 
other species. 


Cenean 


Mediumt Size: As Medium creatures, Cereans have no special bonuses or 
ities due to their size. 

Speed: Cerean base speed is 6 squares. 

Intuitive Initiative: A Cerean may choose to reroll any Initiative check, 

put the result of the reroll must be accepted even if it is worse. Despite their 


eral lack of coordination, Cereans’ reaction speed is superior to that of 


most other species. 
Conditional Bonus Feat: A Cerean with Initiative as a trained skill gains 


‘Skill Focus (Initiative) as a bonus feat. 
Automatic Languages: Basic and Cerean. 


UROS 
_. humanoids from the Duro system, Duros were one of the first 
species to become a major influence in the Galactic Republic, and many 
respected scholars credited the Duros with creating the first hyperdrive. The 
Duros have a natural affinity for space travel, possessing an innate grasp of 
the mathematical underpinnings of astrogational computations. Many tales 
are swapped in cantinas about Duros astrogators calculating the coordinates 
for supposedly impossible jumps in their heads. Although not as numerous 
as Humans, the Duros are almost as omnipresent; all but the smallest settle 
ments in known space feature Duros populations. 

The Duros species has existed on other worlds in isolation from the rest 
of their kind, evolving in slight different directions from the baseline species. 
The most populous and well-known near-Duros species are the Neimoidians, 
@ people rarely encountered during the Rebellion era. 

Personality: A Duros tends to be intense and adventurous, always 
Seeking to learn what's at the end of the next hyperspace jump, They are a 
proud, self-sufficient, fun-loving peaple who also have a tendency toward 
Gregariousness. 

Physical Description: Duros 
average about 1.8 meters tall 
They are hairless, with large eyes 
and wide, lipless mouths. Skin 
Color ranges from blue-gray to 
Geep azure. 

Homeworld: The orbiting cities 
Of the Duro system (page 230). 

Languages: Duros speak and 
are literate in Durese and Basic. 

Example Names: Baniss Keeg, 
Ellor, Kadio, Kir Vantai, Lai Nootka, 
Monnda Tebbo. 

Adventurers: Duros adventur- 
S15 include hyperspace explorers, 
Star charters, and spacers of all 


Gescriptions They also tend to 


Durce 


gravitate toward the sciences, including engineering and astrogation. Some 
Duros shun exploration in favor of smuggling and trading, and a small number 
go into diplomatic professions 


DuROS SPECIES TRAITS 
Duros share the following species traits 
Ability Modifiers: +2 Dexterity, +2 Intelligence, -2 Constitution. Duros 
are agile in mind and body, but they aren't a physically hardy people. 
Medium Size: As Medium creatures, Duros have no special bonuses or 
penalties due to their size. 
Speed: Duros base speed is 6 squares. 
Expert Pilot: As natural spacers, a Duros may choose to reroll any Pilot 
check, but the result of the reroll must be accepted even if it is worse. 
Automatic Languages: Basic and Durese. 


EwoKs 


Intelligent omnivores native to one of the moons orbiting Endor, Ewoks are 
almost unknown prior to the Battle of Endor. Ewoks live in tree-dwelling 
tribes with gender-based division of labor; males hunt, forage, and make 
weapons, while females raise young and handle other domestic tasks. Ewok 
culture revolves around complex animistic beliefs involving the giant trees 
of the forest moon. 

Although technologically primitive, Ewoks are clever, inquisitive, and 
inventive. Skittish and wary when first introduced to machines, their curiosity 
soon overcomes fear. 

Personality: Ewoks tend to be curious, superstitious, and courageous, 
though they can be fearful around things that are strange and new. 

Physical Description: Ewoks average about 1 meter tall, Their fur color 
and pattern varies widely, 

Homeworld: The forest moon of 
Endor (page 230) 

Languages: Ewoks speak 
Ewokese. They have no written 
form of their language. They can 
learn to speak Basic. 

Example Names: Asha, Chirpa, 
Deej, Kneesaa, Latara, Logray. 
Malani, Nippet, Paploo, Shodu, 
Teebo, Wicket, Wiley. 

Adventurers: An Ewok adven 
turer may be motivated by a love of 
excitement, a natural inquisitive- 
ness, or a warrior's quest. Collect- 
ing powerful “magic” items from 
fallen opponents is sure way to earn 


the respect of the tribe. 
ewox 
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Ewok SPECIES TRAITS 
Ewoks share the following species traits: 

Ability Modifiers: +2 Dexterity, -2 Strength. Ewoks are very agile but 
somewhat weak. 

Small Size: As Small creatures, Ewoks gain a +1 size bonus to their Reflex 
Defense and a +5 size bonus on Stealth checks, However, their lifting and 
carrying limits are three-quarters of those of Medium characters 

Speed: Ewok base speed is 4 squares. 

Primitive: Ewoks do not gain Weapon Proficiency (pistols, rifles, or 
heavy weapons) as starting feats at Ist level, even if their class normally 
grants them. 

Scent: Ewoks have a keen sense of smell. At close range (within 10 
squares), Ewoks ignore concealment and cover for purposes of Perception 
checks, and they take no penalty from poor visibility when tracking (see 
Survival skill, page 73). 

Sneaky: An Ewok may choose to reroll any Stealth check, but the result 
of the reroll must be accepted even if it is worse. 

Conditional Bonus Feat: Ewoks are skilled foragers. An Ewok with Sur- 
vival as a trained skill gains Skill Focus (Survival) as a bonus feat. 

Automatic Languages: Ewokese (speak only) 


GAMORREANS 


Gamorreans are green-skinned, porcine creatures from native to Gamorr. 
Their tendency toward violence makes them valued as criminal enforcers; 
though viewed as mindless brutes, they don't care so long as they are paid 
to fight. 

Gamorrean civilization revolves around the never-ending wars between 
their clans. Preferring large melee weapons in combat, many see ranged 
weapons as cowardly. Males live to fight; females farm, hunt, and manu- 
facture weapons. Inter-clan hatred _ sess 
rarely fades, and anyone hiring “s — s 
Gamorreans should be aware of > - 
their clans to avoid infighting. e 

Personality: Gamorreans are 
brutish, violent, and proud. They 
respect physical prowess and have 
no problem facing death against a 
foe they feel they are on at least 
equal footing with. 

Physical Description: Gamor- 
reans average about 1.8 meters 
tall, with thick green skin covering 
powerful muscles, Close-set eyes, a 
thick snout, tusks, and small horns 
give them a distinct look. 


OAMONABAN 


Homeworld: The preindustrial world of Gamorr (pae 231). 

Languages: Gamorreans speak Gamorrean. They have no written ver- 
sion of the language. They can learn to understand but not speak other 
languages. 

Example Names: Gartogg, Jubnuk, Ortugg, Uqmush, Venorra, Warlug 

Adventurers: Some Gamorreans leave their homeworld as slaves but 
later escape or buy out their contracts. Others sell their contracts, finding 
employment as bodyguards or enforcers. A Gamorrean is constantly at war; 
it's only a matter of figuring out who the enemy is. Gamorrean heroes tend 
to select the soldier class. 


GAMORREAN SPECIES TRAITS 
Gamorreans share the following species traits; 

Ability Modifiers: +2 Strength, -2 Dexterity, -2 Intelligence. Gamorreans 
possess greater physical power, but have limited agility and intelligence. 

Medium Size: As Medium creatures, Gamorreans have no special bonuses 
or penalties due to their size, 

Speed: Gamorrean base speed is 6 squares. 

Primitive: Gamorreans do not gain Weapon Proficiency (pistols, rifles, 
or heavy weapons) as starting feats at Ist level, even if their class normally 
grants them. 

Great Fortitude: Gamorreans gain a +2 species bonus to their Fortitude 
Defense, accounting for their great physical resistance. 

Bonus Feat: Gamorreans gain Improved Damage Threshold as @ bonus 
feat. 

Automatic Languages: Basic (cannot speak) and Gamorrean (speak 
only). 


GUNGANS 

The Gungans are omnivorous 
humanoids native to the swamps of 
Naboo. Technologically advanced, 
they rely mostly on biotech, grow- 
ing instead of building their homes 
and production facilities. 

While their culture is peaceful, 
it evolved from a series of long, 
bloody clan wars, and Gungans still 
admire strength and cunning, Most 
communities are devoted to farm= 
ing or manufacturing goods that 
are then traded to other Gungan 
settlements, but they will reluc~ 
tantly trade with the Humans of 
Naboo. 


lity: Gungans tend to be inquisitive, cautious, and suspicious. 
ical Description: Gungans range from 1.6 to 2 meters tall, with two 
floppy ears, and long tongues. 
orld: Naboo (page 233). 

es: Gungans speak, read, and write Gunganese and Basic. 

ole Names: Fassa, Jar Jar, Rugor, Tarpals, Toba, Tobler Ceel, Yoss. 
snturers: Many Gungans leave their underwater cities to explore. 
the treaty with the Humans of Naboo, some Gungans—perhaps driven 
impulse to regain the warrior spirit of old—have taken a larger step 


jo galactic society. 


3UNGAN SPECIES TRAITS 

5 share the following species traits: 

7 Modifiers: +2 Dexterity, -2 Intelligence, -2 Charisma. Gungans 
igile but aren't particularly witty or astute. 

Size: As Medium creatures, Gungans have no special bonuses 

ties due to their size. 

; Gungan base speed is 6 squares. They have a swim speed of 4 


; “Expert Swimmer: A Gungan may choose to reroll any Swim check, but 
result of the reroll must be accepted even if it is worse. In addition, a 
may choose to take 10 on Swim checks even when distracted or 


his breath for a number of rounds equal to 25 times his Constitution 
fe before he needs to make Endurance checks to hold his breath (see the 
lurance skill, page 66). 
Lightning Reflexes: Gungans gain a +2 species bonus to their Reflex 
st, accounting for their uncanny ability to avoid danger. 
Low-Light Vision: Gungans ignore concealment (but not total conceal- 
t) from darkness. 
eapon Familiarity: Gungans with the Weapon Proficiency (simple 
is) feat are proficient with the atlatl and the cesta (see page 121). 
itic Languages: Basic and Gunganese. 


HORIANS 

is are tall humanoids whose appearance leads many to refer to them 
lly as “Hammerheads.” Peaceful and gentle, Ithorians are widely 
&5 talented artists, brilliant agricultural engineers, and skilled 


IS are perhaps the greatest ecologists in the galaxy, devoting their 
HOgy to preserving the natural beauty of their homeworld’s jungles. They 
“herds,” dwelling in cities that hover above the surface of their planet and 
99 t0 maintain the ecological balance in the “Mother Jungle.” 


Ithorians also travel the galaxy in massive "herd ships,” masterpieces of envi- 
ronmental engineering that carry a perfect replica of their native jungle. Many look 
forward to trading for the exotic wares the Ithorians bring from distant planets. 

Personality: Ithorians tend to be calm, peaceful, tranquil, and gentle. 

Physical Description: Ithorians are humanoid, ranging in height from 1.8 
to 2.3 meters tall, with long necks that cur! forward and end in dome-shaped 
heads. They have two mouths, one on each side of their neck, producing a 
stereo effect when they talk. 

Homeworld: Ithor (page 231), or a specific herd ship. 

Language: Ithorians speak stereophonic Ithorese and Basic. 

Example Names: Fandomar, Momaw, Oraltor, Tomla, Trangle, Umwaw. 

Adventurers: Ithorians tend to concentrate on peaceful professions. They 
love to meet new beings and see new places. Often, wanderlust leads them to 
explore the greater galaxy for a time before they eventually return home. 


“WHY DO !l SENSE 
WE'VE PICKED UP 
ANOTHER PATHETIC 
LIFE FORM." 


- OBI-WAN KENOBI 


ITHORIAN SPECIES TRAITS 
Ithorians share the following species traits: 

Ability Modifiers: +2 Wisdom, +2 Charisma, ~2 Dexterity. Ithorians are 
wise and deliberate thinkers whose 
personable nature allows them to 
get along well with others, but they 
are not agile. 

Medium Size: As Medium crea- 
tures, Ithorians have no special 
bonuses or penalties due to their 
size. 

Speed: Ithorian base speed is 
6 squares. 

Iron Will; Ithorians have 
above-average willpower and gain 
@ +2 species bonus to their Will 
Defense. 

Bellow: As a standard action, 
an Ithorian can open all four of its 
throats and emit a terrible subsonic 


ITHORIAN 
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bellow. The Ithorian makes a special attack roll (1420 + its character level) and 
compares the result to the Fortitude Defense of all creatures and unattended 
objects in a 6-square cone. A successful hit deals 346 points of sonic damage; 
if the attack misses, the target takes half damage instead. 

Each use of this ability moves the Ithorian -1 step along the condition 
track (see Conditions, page 148). 

An |thorian can choose to add more dice (d6s) to the damage it deals with 
its bellow, but each additional 1d6 of damage moves the Ithorian another ~1 
step along the condition track. 

Survival Instinct; An Ithorian may choose to reroll any Survival check, 
but the result of the reroll must be accepted even if it is worse 

Conditional Bonus Feat: Ithorians like to maintain close ties with nature 
An Ithorian with Knowledge (life sciences) as a trained skill gains Skill Focus 
(Knowledge [life sciences]) as a bonus feat 

Automatic Languages: Basic and Ithorese 


KEL DOR 


The Kel Dor evolved on Dorin, a world with an atmosphere consisting mostly 
of helium and a gas that is unique to that world. As such, Kel Dor cannot 
breathe on planets with common nitrogen/oxygen atmospheres Conversely, 
Dorin’s atmosphere is toxic to most nonnative life (see page 253), 

On other planets, Kel Dor dwellings provide their native atmosphere 
(stored in large tanks}. When outside, Kel Dor must wear breath masks and 
goggles. They can neither see nor breathe without these devices Most Kel 
Dor breath masks include vocoders that amplify the wearer's speech; while 
their vocal cords function normally in their native atmosphere, Kel Dor must 
shout to produce sound in other environments. Their eyesight, however, is 
enhanced when they are away from Dorin. 

Personality: Calm and kind, the Kel Dor never turn away a being in 
need. Still, most believe in quick, 
simple justice (even engaging in 
vigitantism). 

Physical Description: The aver- 
age Kel Dor stands between 1.6 and 
2 meters tall. Their skin ranges from 
peach to deep red, and most have 
black eyes. 

Homeworld: The technological 
planet of Dorin (page 229). 

Languages: The Kel Dor speak, 
read, and write Ke! Dor and Basic. 

Example Names: Dorn Tio, Plo 
Koon, Torin Dol. 

Adventurers: Kel Dor commonly 
become diplomats, bounty hunters, 


Ke. Con 


and Jedi. Given their altruism and sense of justice, many enter law 
enforcement 


KeL DOR SPECIES TRAITS 
Kel Dor share the following species traits: 

Ability Modifiers: +2 Dexterity, +2 Wisdom, -2 Constitution. Kel Dor 
are quick and wise, but they suffer from weaker constitutions than other 
species 

Medium Size: As Medium creatures, Ke! Dor have no special bonuses or 
penalties due to their size, 

Speed: Kel Dor base speed is 6 squares, 

Keen Force Sense: Kel Dor may choose to reroll any Use the Force check 
made to search their feelings or sense the Force, keeping the better of the two 
results. 

Low-Light Vision: Kel Dor ignore concealment (but not total conceal- 
ment) from darkness. 

Special Equipment: Kel Dor suffer limitations outside their native 
atmosphere. Without protective goggles, a Kel Dor is considered blind (see 
page 254). Without an antiox breath mask, a Kel Dor begins to suffocate 
(see Endurance, page 66). A replacement mask costs 2,000 credits (500 on 
Dorin), and a year's supply of filters costs 200 credits (50 on Dorin). Kel Dor 
characters begin play with these items at no cost. 

An antiox breath mask is poisonous to other species (see page 255) 

Automatic Languages: Basic and Kel Dor. 


MON CALAMARI 


Amphibious tand-dwellers, the Mon Calamari share their Outer Rim home- 
world with the aquatic Quarren. They tend to be soft-spoken but vigorously 
defend causes that inspire them. Mon Calamari suffered under great oppres- 
sion under the Galactic Empire; 
thus, it was one of the first worlds 
to declare support for the Rebel 
Alliance. 

Mon Calamari are widely rec= 
ognized for their keen analytical 
and organizational abilities, and 
they have developed a reputation 
as being among the foremost ship 
designers in the galaxy. They see 
everything they create as a work of 
art, not just as a tool or weapon. 

Personality: Creative, quiet 
and inquisitive, the Mon Calamari 
are dreamers who cherish peace but 
aren't afraid to fight for the cause? 
they believe in. 


MON CALAMam! 


sical Description: The average Mon Calamari stands 1.8 meters tall. 

have high-domed heads, large eyes, and smooth, mottled skin. 

( orld: The watery world of Mon Calamari (page 232). 
Languages: The Mon Calamari speak, read, and write Mon Calamarian 

4 Basic. They tend to learn Quarrenese as well. 

‘Example Names: Ackbar, Bant, Cilghal, Ibtisam, Jesmin, Oro, Perit, 

‘Adventurers: Mon Calamari seek their dreams among the stars. They 

idealistic and daring, often attaching themselves to causes that seem 
ess of lost right from the start. They strive to prove that even thinkers 

dreamers can be brave and daring when the need arises. 


AON CALAMAR! SPECIES TRAITS 
Calamari share the following species traits: 

f Ability Modifiers: +2 Intelligence, +2 Wisdom, -2 Constitution. Mon 
ey ri are bright and prudent, but they have relatively frail physiques. 
"Medium Size: As Medium creatures, Mon Calamari have no special 
pnuses or penalties due to their size. 

Speed: Mon Calamari base speed is 6 squares. They have a swim speed 
f 4 squares. 

Breathe Underwater: As amphibious creatures, Mon Calamari can’t 
drown in water. 

Expert Swimmer: A Mon Calamari may choos 
it the result of the reroll must be accepted even 
‘Calamari may choose to take 10. on Swim checks even when distracted 
‘threatened. 

Low-Light Vision: Mon Calamari ignore concealment (but not total 
cealment) from darkness. 
‘Conditional Bonus Feat: Keenly perceptive, a Mon Calamari with 
Perception as a trained skill gains 
Skill Focus (Perception) as a bonus 
feat. 

Languages: Basic and Mon 
Calamarian. 


QUARREN 
The Quarren hail from the distant 
Outer Rim world of Mon Calamari, 
sharing the world with the sentient 
humanoid species of the same 
name. The Mon Calamari live on 
the surface of the world, while the 
more isolationist Quarren dwell 
in oxygen-filled cities in the deep 
recesses of the oceans. 


Offworld, Quarren generally stay clear galactic politics. Instead, they often 
become involved with shadowy occupations such as pirates, smugglers, and 
spy networks. Many Quarren blame both the Empire and the Rebels (even 
more than the Mon Calamari) for their homeworld’s devastation during the 
Galactic Civil War. 

Personality: Practical and conservative, Quarren tend to hate change 
and distrust anyone who displays overt optimism and idealism. 

Physical Description: The average Quarren stands 1.8 meters tall. They 
have leathery skin and heads that resemble four-tentacled squids, hence the 
name “squid head” sometimes used by others. 

Homeworld: The watery planet Mon Calamari (page 232). 

Languages: Quarren speak, read, and write Quarrenese and Basic. They 
tend to learn Mon Calamarian as well. 

Example Names: Kelmut, Seggor, Tessek, Tsillin, Vekker, Vuhig. 

Adventurers: Quarren leave their homeworld to escape their dependency 
‘on the Mon Calamari. They tend to seek out the fringes of society, operating 
as scoundrels or nobles in criminal organizations, 


QUARREN SPECIES TRAITS 
Quarren share the following species traits: 

Ability Modifiers: +2 Constitution, -2 Wisdom, -2 Charisma. Quarren are 
extremely resilient and physically tough, though they tend toward deficien- 
cies in wisdom and social graces. 

Medium Size: As Medium creatures, Quarren have no special bonuses 
or penalties due to their size, 

Speed: Quarren base speed is 6 squares. They have a swim speed of 4 
squares. 

Breathe Underwater: As amphibious creatures, Quarren can’t drown 
in water. 

Expert Swimmer: A Quarren may choose to reroll any Swim check, but 
the result of the reroll must be accepted even if it is worse. In addition, a 
Quarren may choose to take 10 on Swim checks even when distracted or 
threatened. 

Low-Light Vision: Quarren ignore concealment (but not total conceal- 
ment) from darkness. 

Conditional Bonus Feat: Adept traders and negotiators, Quarren with 
Persuasion as a trained skill gains Skill Focus (Persuasion) as a bonus feat. 

Automatic Languages: Basic and Quarrenese. 


RODIANS 

Rodians hail from the Tyrius star system in the Mid Rim, their homeworld 
humid and choked with heavy rain forests teeming with dangerous life forms. 
In this hostile environment, the Rodians evolved into brutal hunters and killers 
to survive. As a result, Rodian culture centers around the concept of “the 
hunt.” Their art glorifies violence and the act of stalking prey. The more intel- 


ligent and dangerous a hunter's prey, the more honorable the hunt. Rodians 
have numerous annual festivals that exist solely to honor such activities. 

Since joining the rest of the galaxy's spacefaring species, the Rodians have 
come to view bounty hunting as the most honorable profession in existence, 
and many have found great success in this field. 

Personality: Rodians tend to be violent, tenacious, and dedicated. 

Physical Description: Humanoid, with multifaceted eyes, a tapered snout, 
and deep green skin, the average Rodian stands 1.6 meters tall. 

Homeworld: The industrial world of Rodia (page 234). 

Languages: Rodians speak, read, and write Rodese and Basic, but many 
learn to speak Huttese as well 

Example Names: Andoorni, Beedo, Chido, Doda, Greedo, Greeata, Kelko, 
Navik, Neela, Neesh, Wald. 

Adventurers; Rodian adventurers leave their homeworld to improve 
their skills, hoping to one day return and claim the title of Hunt Master. To 
this end, they take on roles that allow them to flex their hunting skills and 
increase their battle prowess, most commonly working as bounty hunters 
‘or mercenaries. 


RODIAN SPECIES TRAITS 
Rodians share the following species traits: 

Ability Modifiers: +2 Dexterity, -2 Wisdom, -2 Charisma. Rodians are 
quick and well coordinated but often act before thinking things through and 
are often rude and try to bully others. 

Medium Size: As Medium creatures, Rodians have no special bonuses or 
penalties due to their size 

Speed: Rodian base speed is 6 squares. 

Heightened Awareness: A Rodian may choose to reroll any Perception 
check, but the result of the reroll must be accepted even jf it is worse. 

Low-Light Vision: Rodians 
ignore concealment (but not total 
concealment) from darkness. 

Conditional Bonus Feat: Rodi- 
‘ans are taught how to track and 
survive in the wilderness of Rodia 
from a very young age. A Rodian 
with Survival as a trained skill 
gains Skill Focus (Survival) as a 
bonus feat. 

Automatic Languages: Basic 
and Rodese, 


RODIAN 


SULLUSTANS 

To survive the natural perils of their harsh, volcanic homeworld, the Sullustans 
evolved in the planet's numerous caves. They prefer to dwell underground, 
constructing highly advanced cities of such great beauty that wealthy 
sightseers come from all over the galaxy to visit them. Living underground 
helped the Sullustans to develop acute senses, and they are renowned for 
their navigational and piloting skills. 

This friendly, gregarious species enjoys interacting with unique, unusual, 
and interesting beings. When Old Republic scouts first visited their home- 
world, the Sullustans quickly embraced galactic civilization. The Sullustan 
manufacturing company SoroSuub is one of the largest non-Human-owned 
interstellar corporations in the galaxy. In fact, the company is so powerful 
that it has become the official government of Sullust, and more than half of 
the planet's population is on its payroll, 

Personality: Sullustans tend to be pragmatic, pleasant, and fond of 
practical jokes. 

Physical Description: Humanoid with large round eyes, big ears, and 
jowls, the average Sullustan stands 1,5 meters tall. 

Homeworld: The volcanic, technological world Sullust (page 235). 

Languages: Sullustans speak, read, and write Sullustese and Basic 

Example Names: Ari! Nunb, Dlir Nep, Nien Nunb, Sian Tevy, Syub 
Snunb. 

Adventurers: Sullustan adventurers enjoy exploring the galaxy, conduct- 
ing business, and pulling pranks to see how others react. They are inquisitive 
and love to discover things through personal experience, sometimes being 
a bit reckless, 


SULLUSTAN SPECIES TRAITS 
Sullustans share the following species traits 

Ability Modifiers: +2 Dexter- 
ity, -2 Constitution, Sullustans are 
quick, agile, and good with ranged 
weapons, but they are not as hardy 
as other species. 

Medium Size: As Medium crea~ 
tures, Sullustans have no special 
bonuses or penalties due to theif 
size. 

Speed: Sullustan base speed is 
6 squares. 

Darkvision: Sullustans ignore 
concealment (including total con 
cealment) from darkness. However 
they cannot perceive colors in total 
darkness, 


SuULLUSTAN 


Expert Climber: Sullustans are adept at climbing in their underground 
es. A Sullustan may choose to take 10 on Climb checks even when 
distracted or threatened 
Heightened Awareness: A Sullustan may choose to reroll any Perception 
check, but the result of the reroll must be accepted even if it is worse. 
Automatic Languages: Basic and Sullustese 


TRANDOSHANS 

The reptilian Trandoshans are known for their great strength and warlike 
natures. Many of these beings dedicate themselves to martial training, and 
some follow the path of the hunter on their native world. A few have even 
become renowned (or infamous) bounty hunters in galactic society. Tran- 
doshans have a long-standing enmity with Wookiees, and the two species 
have fought often over the centuries. 

Trandoshans (who refer to themselves as “T'doshok") have supersensitive 
eyes that can see into the infrared range They shed their skin several times 
inthe span of their lives and can even regenerate lost limbs, but their clawed 
hands have difficulty with fine manipulation of objects. 

Personality: Violent, brutal, and driven, Trandoshans love to compete but 
can show compassion and mercy as the situation warrants. 

Physical Description: Trandoshans range from 1.8 to 2.1 meters tall 
Their scaly hides offer additional defense against attacks. 

Homeworld: Trandosha (page 237) 

Language: Trandoshans speak, read, and write Dosh and Basic, 

Example Names: Bossk, Fusset, Krussk, Ssuura, Tusserk 

Adventurers: A Trandoshan adventurer craves the thrill of battle, Some 
leave Dosha to become bodyguards or mercenaries, Others set out to find 
few places to hunt and explore. A few use their warrior traditions to become 
Soldiers, some even developing into bounty hunters as time goes by. 


TRANDOSHAN 
SPecies 
TRAITS 

Trandoshans share the following 
Species traits. 

Ability Modifiers: +2 Strength, 
=2 Dexterity. Trandoshans are pow- 
erful but lack agility. 

Medium Size: As Medium crea- 
tures, Trandoshans have no special 
bonuses Or penalties due to their 
Size, 

Speed: Trandoshan base speed 
1s 6 squares. 


TRANOOSHAN 


Darkvision: Trandoshans ignore concealment [including total con- 
cealment) from darkness. However, they cannot perceive colors in total 
darkness, 

Limb Regeneration: A Trandoshan regrows a lost limb in 1410 days. At 
the end of that time, all persistent penalties associated with the loss of the 
limb are removed 

Natural Armor: Trandoshans have thick scales that provide a +1 natural 
armor bonus to their Reflex Defense. A natural armor bonus stacks with an 
armor bonus. 

Bonus Feat: Rugged and resilient, Trandoshans gain Toughness as a 
bonus feat 

Automatic Languages: Basic and Dosh. 


TWI'LEKS 


From the dry, rocky world of Ryloth, Twi'leks have made a place for themselves 
along the galactic rim. These tall, thin humanoids include a variety of distinct 
subraces, but are all instantly recognizable by the tentacular “head-tails” 
(called Jekku) that protrude from the backs of their heads. 

Sly, calculating beings, Twi'leks prefer to avoid trouble and stick to the 
shadows until an opportunity to act without undue danger to themselves 
presents itself. Their entrepreneurial spirit frequently leads them to positions 
of influence, and Twi'lek corporate executives and ambassadors are no less 
common than unscrupulous Twi'lek freighter captains and crime lords. 

Personality: Twi'leks are calculating, pragmatic, and charismatic people. 
Generally, they try to avoid being swept up in open conflict, preferring 
instead to duck into the shadows where they can observe, plan, and prepare 
to profit from the outcome, 

Physical Description: Humanoids with long head-tails, the average 
Twi'lek stands between 1.6 and 2 meters tall. Skin tones include white, 
green, blue, red, and orange, among 
others. 

Homeworld: Twi'leks come from 
the planet Ryloth (page 234) 

Languages: Twi'leks speak. 
read, and write Ryl and Basic. They 
can also communicate with one 
another using their lekku (a form 
of sign language). Some also learn 
Huttese 

Example Names: Bib Fortuna, 
Dee! Surool, Firith Olan, Koyi Komad, 
Lyn Me, Oola, Tott Doneeta. 
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Adventurers: Twi'lek adventurers generally prefer to work behind the 
scenes, letting others stand in the full light of day. Many wind up in busi- 
ness (whether legal or illegal), performing as entertainers, or even serving 
as diplomats. 


Twi'lek SPECIES TRAITS 
Twi'leks share the following species traits: 

Ability Modifiers: +2 Charisma, -2 Wisdom. Twi'leks make convincing 
diplomats but are relatively weak-willed. 

Medium Size: As Medium creatures, Twi'leks have no special bonuses or 
penalties due to their size. 

Speed: Twi'lek base speed is 6 squares. 

Deceptive: Naturally gifted at manipulation, a Twi'lek may choose to 
reroll any Deception check, but the result of the reroll must be accepted 
even if it is worse. 

Great Fortitude: Twi'leks gain a +2 species bonus to their Fortitude 
Defense, Twi'leks have great health with a natural resistance to toxins and 
illness. 

Low-Light Vision: Twi'leks ignore concealment (but not total conceal- 
ment) from darkness. 

Automatic Languages: Basic and Ryl. 


WOOKIEES 


Wookiees are widely recognized as one of the strongest and fiercest intel- 
ligent species in the galaxy. Wookices have many customs and traditions 
that revolve around honor and loyalty, including the special bond called the 
honor family and the sacred pledge called the life debt. A Wookiee never uses 
his or her climbing claws in combat; doing this is considered dishonorable 
and a sign of madness, 

Personality: Wookices tend to be honorable, rash, loyal, and 
short-tempered, 

Physical Description: Wookiees are large furry bipeds ranging in height 
from 2 to 2.3 meters. 

Homeworld: The forest world of Kashyyyk (page 232). 

Language: Wookices speak Shyriiwook, consisting of complex grunts and 
growls, They understand Basic but lack the ability to speak it, 

Example Names: Chewbacca, Gorwooken, Groznik, Low-bacca, Ralrra, 
Rorworr, Salporin. 

Adventurers: Wookiee adventurers usually start out as wanderers or 
explorers, but some find this path by forming an honor family with (or owing 
a life debt to) other adventures. 


WOOKIEE SPECIES TRAITS 
Wookiees share the following species traits; 

Ability Modifiers: +4 Strength, +2 Constitution, -2 Dexterity, -2 
Wisdom, -2 Charisma. Wookiees are powerful and hardy, but they aren't 


wooxse 


agile, tend to be impulsive, and have 
little patience for diplomacy. 

Medium Size: As Medium crea- 
tures, Wookiees have no special 
bonuses or penalties due to their 
size. 

Speed: Wookiee base speed js 
6 squares. 

Extraordinary Recuperation: 
A Wookiee regains hit points at 
double the normal rate (see Natural 
Healing, page 148). 

Rage: Once per day, a Wook- 
jee can fly into a rage as a swift 
action. While raging, the Wookiee 
temporarily gains a +2 rage bonus 
on melee attack rolls and melee 
damage rolls but cannot use skills that require patience and concentration, 
such as Mechanics, Stealth, or Use the Force. 

A fit of rage lasts for a number of rounds equal to 5 + the Wookice's 
Constitution modifier. At the end of its rage, a Wookiee moves -1 persistent 
step along the condition track (see Conditions, page 148). The penalties 
imposed by this condition persist until the Wookiee takes at least 10 minutes 
to recuperate, during which time the Wookiee can’t engage in any strenu- 
ous activity. 

Weapon Familiarity: Wookiees with the Weapon Proficiency (rifles) feat 
are proficient with the bowcaster. 

Skills: Wookiees are great climbers and may choose to take 10 on 
Climb checks even when distracted or threatened. Known to pull the ears 
off gundarks, they may choose to 
reroll any Persuasion check made 
to intimidate others, but the result 
of the reroll must be accepted even 
if it is worse, 

Automatic Languages: Basic 
(cannot speak) and Shyriiwook. 


ZABRAK 

The Zabrak are an early spacefar- 
ing race distinguished by patterns 
of vestigial horns on their heads. 
Zabrak hail from many worlds 
and have been spacefarers for so 
long that they define themselves 
and each other according to their 
colony of origin. 


The harshness of Iridonia, their homeworld, forged in the Zabrak an 
ron will to survive Driven to escape their world, they sought to obtain the 
gnowlecoe of space flight. When Duros scouts began exploring the Mid Rim 
Territories, they encountered Zabrak in eight sovereign colonies in five dif- 
erent systems. Though subjugated under the harsh rule of the Empire, the 
Zabrak colonies eventually regained their independence 

Zabrak possess a great amount of confidence, and they believe that there 
itude could lead to 


js nothing they can’t accompl ish. While this innate at 
feelings of superiority, most Zabrak don't look down on others. They believe 
jn themselves and are proud and strong, but they rarely project any negativity 
toward those of other species. 

Personality: Zabrak tend to be dedicated, intense, and focused, some 
pecies. 


times appearing obsessive and single-minded to oth 
Physical Description: Humanoid, distinguished by patter 

Zabrak stands 1.8 meters tall. 

sin the Mid Rim 


of vestigial 


hors atop their heads. The averag 
Homeworld: Iridonia (page 231) or one of eight colon 


region of space. 
Language: Zabrak speak, read, and write Zabrak and Basic 


Example Names: Aagh Odok, Eeth Koth, Kooth Aan. 

Adventurers: Zabrak adventurers love to explore the galaxy. No chal- 
lenge is too big to deter a Zabrak. They range from scoundrels on distant 
ie diplomats and merchants, to scouts, soldiers, and 


colony worlds, to nob 
even Jedi. 


ZABRAK SPECIES TRAITS 
Zabrak share the following species traits 

Ability Modifiers: Zabrak have no ability score adjustments. 

Medium Size: As Medium creatures, Zabrak have no special bonuses or 
penalties due to their size 

Speed: Zabrak base speed is 6 squares. 

Heightened Awareness: 
tions, a Zabrak may choose 


faving strong survival instincts and quick reac~ 
reroll any Perception check, but the result of 


the reroll must be accepted even if it is worse. 

Superior Defenses: Adapted to a very tough and trying environment, 
Zabrak gain a +1 species bonus to all of their defenses. 

Automatic Languages: Basic and Zabrak. 


CHAPTER Ill 
HEROIC CLASSES 
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Stor Wors heroes seek credits, glory, justice, fame, influence, and knowledge, 
among other coals. Some of these goals are honorable, some base. Each 
character chooses a different way to achieve these goals, from brutal combat 
power to subtle skills to mastery of the Force. Some adventurers prevail and 
grow in experience, wealth, and power. Others die. 

A character class is the frame upon which you build your hero, It sn't 
meant to be rigid or confining. Instead, a class provides a starting point 
from which you can develop in any direction you see fit. Don't think of a 
class as restrictive: instead, a class is defining. When you choose a class 
for your character, you're laying the foundation of a concept that will grow 
and expand as you play. A class provides structure. How you develop your 
character Is entirely up to you. You get to choose talents and feats as you 
) advance—and you can take levels in other classes as you go alone if that 
better serves the concept at the core of your hero. 


CHOOSING 
A HEROIC CLASS 


Five basic classes, known as heroic classes, are available in the Star Wars 
Roleplaying Game. Characters with levels in heroic classes are called heroic 
characters, or heroes. Untike nonheroic supporting characters, heroic char- 
acters have many special abilities that make them extraordinary. 

At Ist level, you must choose a heroic class for your character. The five 
heroic classes are: 

Jedi: The Jedi are the guardians of peace and justice in the galaxy. They 
learn to master the Force, and their trademark weapon is the lightsaber. 

Noble: The noble is a shrewd bargainer and negotiator who inspires 
confidence and makes a great leader. 

Scoundrel: The scoundrel is a tricky, skillful rogue who succeeds by 
Stealth instead of brute force. 

Scout: The scout is a cunning, skilled explorer trained to operate in the 
vast wilderness of space and backwater worlds, 

Soldier: A warrior with exceptional combat capability and unequaled 
skill with weapons. 


THE MULTICLASS CHARACTER 

As your character advances in level, he or she may add new classes. Adding 
a New Class gives the character a broader range of abilities, but all advance- 
ment in the new class is at the expense of advancement in the character's 
other class or classes. A noble, for example. might become a noble/soldier. 
Adding the soldier class would give her proficiency in more weapons, 3 better 
Fortitude Deferse, and so on, but it would also mean that she doesn't gain 
new noble talents and thus is nol as powerful a noble as she otherwise would 
have become. Rules for creating and advancing multiclass characters can be 
found at the end of this chapter. 


CLASS AND 
LEVEL BONUSES 


An attack roll is a combination of three numbers, each representing a dif- 
ferent factor: a random factor (the number you roll on the d20), a number 
representing the character's innate abilities (the ability modifier), and a 
bonus representing the character's experience and training. This third factor 
depends on the character's class and level. Each class table summarizes the 
figures for this third factor. 


Base ATTACK BONUS 
Check the table for your character's class, Your character's base attack 
bonus applies to all attack rolls. Use the bonus that corresponds to the 
character's class level. 

Ifa character has more than one class, add the base attack bonuses for 
each class together to determine the character's base attack bonus. 


DAMAGE BONUS 
Your character deals extra damage on melee and ranged attacks equal to 
one-half her character level, rounded down, A Ist-level character, therefore, 
has a damage bonus of +0. 

For example, a 4th-level soldier armed with a heavy blaster deals 3d8+2 
points of damage with the weapon, A 12th-level soldier armed with the exact 
same weapon deals 3d8+6 points of damage. 


DEFENSES 
Your character has three defense scores. Defenses are discussed fully on 
page 145, 
Reflex Defense: 10 + your heroic level or armor bonus + Dexterity modi- 
fier + class bonus + natural armor bonus (if any) + size modifier 
Fortitude Defense: 10 + your heroic level + Constitution modifier + class 
bonus + equipment bonus 
Will Defense: 10 + your heroic level + Wisdom modifier + class bonus 


Heroic Level 
Your heroic level is the sum of all levels you have in heroic classes (Jedi, 
noble, scoundrel, scout, soldier) and prestige classes (see Chapter 12). ir 
does not include levels in the nonheroic character class (see page 277) 
or beast class (see page 273). For example, if you were a scout 6/soldier 
2, you would have a heroic level of 8, adding that number to all of your 
defense scores. 


Class Bonuses to Defenses 
When you take your first level in a heroic class, you gain class bonuses on 
two or more defenses, as shown below: 


CLASS CLASS BONUSES TO DEFENSES 
Jedi +1 Reflex Defense, +1 Fortitude Defense, +1 Will Defense |) 
Noble +1 Reflex Defense, +2 Will Defense 


Scoundrel +2 Reflex Defense, +1 Will Defense | 
Scout +2 Reflex Defense, +1 Fortitude Defense 


Soldier +1 Reflex Defense, +2 Fortitude Defense eB | 


Class bonuses do not stack; you onty apply the best bonus from all your 
classes to each defense score. Continuing the previous example, if you were a 
scout 6/soldier 2, you would have a +2 class bonus to your Fortitude Defense: 
{this is the better bonus, granted by being a soldier) and a +2 class bonus 
your Reflex Defense (also the better bonus, granted by being a scout). If you 
later added a level of noble, you would also gain a +2 class bonus to your 
Will Defense. 


LEVEL-DEPENDENT 
BENEFITS 


in addition to attack bonuses and saving throw bonuses, all characters 
other benefits from advancing in level. Table 3-1; Experience and Li 
Dependent Benefits summarizes these additional benefits. 

XP: This column shows the experience point total needed to achi 
a given character level. For multiclass characters, XP determines over@l 
character level, not individual class levels. 

Feats: This column indicates the levels at which a character gains fea! 
These feats are in addition to any bonus feats granted in the class de: 
tions and the bonus feat granted to Humans at 1st level. 

Ability Increases: This column indicates the levels at which a chat 
gains ability score increases. Upon gaining 4th, 8th, 12th, 16th, and 
level, a character increases two of his or her ability scores by 1 point 
The player chooses which two ability scores to improve. A player cannot 
both ability increases to a single ability score, and the ability improve 
are permanent. 
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For example, 2 noble with a starting Dexterity of 13 and a starting Cha- 
fisma of 15 might improve to Dex 14 and Cha 16 at 4th level. At 8th level, the 
Same character might improve Charisma again (from 16 to 17) and increase 
‘Any One of the other five abilities by 1 as well. 

Ability score increases are retroactive, For example, if you increase your 
Intelligence score from 13 to 14, you immediately gain an additional trained 
‘skill in from your class skills and an additional language. Similarly, if a 

With two instances of the Force Training feat increased his Wisdom from 
0.14, he would gain two Force powers (for a total of six). 


Multiclass Characters: For multiclass characters, ability increases are 
gained according to overall character level, not class level. Thus, a 3rd-level 
noble/Ist-level soldier is a 4th-level character overall and eligible for her 
first two ability score boosts. 


Crass DESCRIPTIONS 
The rest of this chapter, up to the section on multiclass characters, describes 
cach class. These descriptions are general. Individual members of a class may 
differ in their attitudes, outlooks, and other aspects. 


GAME RULE INFORMATION 
Game rule information follows the general class description. Not all of the 
following categories apply to every class. 


ABILITIES 

This entry tells you which abilities are most important for a character of 
that class. Players can “play against type," but a typical character of a class 
puts his or her highest ability scores where they'll do the mast good. (Or, in 
game-world terms, the character is attracted to the class that most suits 
his or her talents, or for which he or she is best qualified.) 


HiT POINTS 
A tst-level heroic character begins play with a certain number of hit points 
determined by his or her class: 


CLASS STARTING HIT POINTS 

Noble, scoundrel 18 + Constitution modifier 
Scout 24 + Constitution modifier 
Jedi, soldier 30 + Constitution modifier 


A character's hit points increase each time he or she gains a level. The 
type of die rolled depends on the class in which the level is gained, as shown 
below: 


CLASS HIT POINTS/LEVEL 

Noble, scoundrel 1d6 + Constitution modifier. 
Scout 1d8 + Constitution modifier 
ih 0 sagen 


The character always gets at least 1 hit point with each new level, regard- 
less of the player's die roll and the character's Constitution modifier. 


CLASS TABLE 
This table details how a character improves as he or she gains levels. Class 
tables include the following information: 

Level: The character's level in the class. 


Base Attack Bonus: The character's base attack bonus, Apply this bonus 
to the character's attack rolls and damage rolls, 

Class Features: Level-dependent class abilities, alternating between 
talents and bonus feats, 


Class Skills 

Every class has a list of class skills. Once a player selects a class for his 
character, he chooses a number of trained skills from the character's list 
of class skills. The exact number of trained skills a player can choose at Ist 
level depends on the character's class: 


CLASS NUMBER OF TRAINED SKILLS 
Jedi 2+ Intelligence modifier 
Noble 6 + Intelligence modifier 
‘Scoundrel 4 + Intelligence modifier 
Scout 5 + Intelligence modifier 
Soldier 3 + Intelligence modifier 


Put another way, @ character's trained skills represent a subset of that 
character's class skills, Every time a character picks up 2 new class, his list 
of class skills grows to include those of the new class, but the only way 
to gain new trained skills after 1st level is to take the Skill Training feat 
(page 88). 

For example, a noble gets 6 trained skills at Ist level. If she has a +1 Intel- 
ligence modifier, her total becomes 7 trained skills. The noble then selects 7 
skills from her list of class skills, which then become trained skills for her, 

For more information on trained skills, see Chapter 4: Skills, 


CLASS FEATURES 

This entry details special characteristics of the class, including starting feats 
that the character gets for free at ist level, special talents uniquely flavored 
to the class, and bonus feats. 


JEDI 

Jedi combine physical training with mastery of the Force. Jedi concentrate 
on battle prowess, defense, and lightsaber training. Additionally, they are 
ambassadors of the Jedi order, protecting the Republic from all dangers, Few 
are strong enough in the Force and have the devotion to walk the Jedi's path, 
but those few are awarded with a powerful ally. They walk in a larger world 
than those who neither feel nor heed the Force. 


ExPLoITs 

All Jedi journey into the galaxy at large to further their own knowledge and 
to help those in need. They take their responsibility seriously, considering 
even mundane missions to be personal tests. Most Jedi follow the light side, 
but some become darksiders and use the Force for evil or selfish intent. 


Those imbued with the light side refrain from using the Force for every 
task, preferring to find other solutions and save the Force for when it is 
truly needed. Those who succumb to the dark side use every advantage at 
their disposal, wielding the Force to solve problems as a soldier would use a 
blaster to destroy a stingfly. 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES 


x 
> 
a 


+2 Bonus feat 


4th +4 Bonus feat 


2 
> 


+6 Bonus feat 


2 
= 


+8 Bonus feat 


10th +10 Bonus feat 


12th +12 Bonus feat 


14th +14 Bonus feat 


16th +16 Bonus feat 


3 
g 


+18 Bonus feat 


20th = +20.—— Bonus feat 


Class Skills (trained in 2 + Int modifier): Acrobatics, Endurance, Initiati 
Knowledge {all skills, taken individually), Perception, Pilot, Use the Force 


4ARACTERISTICS Force Points , 
strength flows from the Force, granting her special powers. This Jedi gain 2 number of Force Points equal to S + one-half their character level 
‘often masters the ability to feel the living Force in the world {rounded down) at ist level and every time they gain a new level in this class. 
Charisma and Wisdom are the most important abilities fora Jedi, Any Force Points left over from previous levels are lost. 


ther abilities are nearly as important. 
oo us CLASS FeaTURES 


.cC§K GROUND All of the following are features of the Jedi class. 


edi typically starts out as 2 Padawan learner attached to a Jedi 
ster, (Prior to Ist level, the character trained as a student 
the Jedi Council. She begins her heroic career at Ist 
when she Is selected as a Padawan learner.) The Jedi has 

ine desire to use the Force to help the people of the 
1A Jedi has a deep connection to her mentor and the 
‘order but often operates with only tangential contact with 

ef master or order. 

“Still, not all who study the Jedi arts are actually members 
Of the Jedi order. During the Old Sith Wars (thousands of 
Wears before the Battle of Yavin), many Sith acolytes and 
tes are often members of this class before becoming 
‘Sith apprentice under a particular Sith Lord (see page 
24). This class is also common among other Force 
ons with strong ties to the Jedi arts, such as the 
ji (see page 106). 


Defense Bonuses 
At Ist level, you gain a +1 class bonus to your Fortitude Defense, 
Reflex Defense, and Will Defense. 


Lightsaber 

You start play with a lightsaber provided by your 
Master. Later, you can build your own lightsaber 
{see Build Lightsaber, below). 


Starting Feats 

At Ist level, you gain the following bonus feats: 
Force Sensitivity 
Weapon Proficiency (lightsabers) 
Weapon Proficiency (simple weapons) 


Talents 

At Ist level and every odd-numbered level there- 

after (3rd, Sth, 7th, etc.), you select a talent from 

any of the following talent trees. You may choose a 

talent from any tree you wish, but you must meet the 
prerequisites (if any) of the chosen talent. No talent 

can be selected more than once unless expressly 
indicated, 


XAMPLES OF JEDI IN 

STAR WARS 

‘Skywalker (after training under Obi-Wan Kenobi and Yoda), 
Kenobi, Anakin Skywalker, Mace Windu, Bastila Shan, 
Vos. 


ORMATION 
have the following game statistics. JEDI CONSULAR TALENT TREE 
Jedi that follow the path of the consular 
are skilled negotiators and talented 
ambassadors. You prefer to use the 
strength of your words and the 
wisdom that the Force provides to 
solve conflicts, 
Adept Negotiator: As a 
egin Play at Ist level with a number standard action, you can 
Points equal to 30 + their Con- weaken the resolve of one 
on modifier. At each level enemy with your words. 
$st, Jedi gain 1010 hit points The target must have an 
itution modifier, Intelligence of 3 or higher, 
and it must be able to see, 


‘Should be gifted in all abilities, but Wisdom 
Nd Charisma are most important. Strength and 
are also useful, 
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hear, and understand you. Make a Persuasion check; if the result equals or 
exceeds the target's Will Defense, it moves =1 step along the condition track 
{see Conditions, page 148). The target gets a +5 bonus to its Will Defense 
if it Is highter fevel than you. If the target reaches the end of the track, it 
does not fall unconscious; instead, it cannot attack you or your allies for the 
remainder of the encounter unless you or one of your allies attacks it or one 
of its allies first. This is a mind-affecting effect. 

Force Persuasion: You can use your Use the Force check modifier instead 
of your Persuasion check modifier when making Persuasion checks. You are 
considered trained in the Persuasion skill for purposes of using this talent. 
If you are entitled to a Persuasion check reroll, you may reroll your Use the 
Force check instead (subject to the same circumstances and limitations) 

Prerequisite: Adept Negotiator. 

Master Negotiator: If you successfully use the Adept Negotiator talent 
(see above), your target moves an additional -1 step along the condition 
track (-2 steps total), This is a mind-affecting effect. 

Prerequisite; Adept Negotiator, 

Skilled Advisor: You can spend a full-round action advising an ally, 
thereby granting her @ +5 bonus on her next skill check. If you spend a 
Force Point, the bonus increases to +10, The target must be able (and will- 
ing) to hear and understand your advice. You cannot advise yourself. This is 
a mind-affecting effect. 


JEDI GUARDIAN TALENT TREE 
Jedi that follow the path of the guardian are more combat-oriented than 
other Jedi, honing their skills to become deadly combatants. 

Acrobatic Recovery: If an effect causes you to fall prone, you can make 
a DC 20 Acrobatics check to remain on your feet. 


Battle Meditation: The Jedi technique known as Battle Meditation 
allows you and your allies to work together seamlessly and with a level of 
precision that can only come from the Force. As a full-round action, you 
can spend a Force Point to give you and all allies within 6 squares of you a 
+1 insight bonus on attack rolls that lasts until the end of the encounter. 
This bonus does not extend to allies outside the range of the effect, even 
if they move within 6 squares of you later on, Allies who benefit from the 
Battle Meditation must remain within 6 squares of you to retain the insight 
bonus, and they lose it if you are knocked unconscious or killed, This is a 
mind-affecting effect. 

Elusive Target: When fighting an opponent or multiple opponents in 
melee, other opponents attempting to target you with ranged attacks take 
a -5 penalty. This penalty is in addition to the normal -5 penalty for firing 
into melee (see Shooting or Throwing into a Melee, page 161), making the 
penalty to target you -10. 

Force Intuition: You can use your Use the Force check modifier instead 
of your Initiative modifier when making Initiative checks. You are considered 
trained in the Initiative skill for purposes of using this talent, If you are 
entitled to an Initiative check reroll, you may reroll your Use the Force check 
instead (subject to the same circumstances and limitations). 

Resilience: You can spend a Force Point as a swift action to move +2 
steps along the condition track (see Conditions, page 148). 


JEDI SENTINEL TALENT TREE 

The Jedi that follow the path of the sentinel are the true enemies of the dark 
side, hunting down evil and stopping the spread of darkness wherever they 
go. You are a master of subtlety and difficult to tempt with the dark side, 
even when constantly confronted with its power, 

Clear Mind: You may reroll any opposed Use the Force check made to 
avoid being detected by other Force-users, You must take the result of the 
reroll, even if it is worse. 

Dark Side Sense: Jedi following the path of the sentinel become excep= 
tionally talented at rooting out evil. You may reroll any Use the Force check 
made to sense the presence and relative location of characters with a Dark 
Side Score of 1 or higher. You must take the result of the reroll, even if it is 
Worse, 

Dark Side Scourge: Against creatures with a Dark Side Score of 1 oF 
higher, you deal extra damage on melee attacks equal to your Charisma. 
bonus (minimum +1). 

Prerequisite: Dark Side Sense. 

Force Haze: You can spend a Force Point as a standard action to create @ 
“naze" that hides you and your allies from the perceptions of others. You caf! 
hide a number of creatures in line of sight equal to your class level. Make @ Use 
the Force check and compare the result to the Will Defense of any opponent 
that moves into line of sight of any creature hidden by your Force haze. If 


' *MyY ALLY IS 
PFHHE FORCE, AND 
“POWERFUL ALLY 
IT 1s.” 


— JEDI MASTER YODA 


ck result beats the opponent's Will Defense, all hidden creatures are 
if they had total concealment against that opponent. 
haze lasts up to 1 minute but is dismissed instantly if anyone 
by the Force haze makes an attack, 
jisite: Clear Mind, 

the Dark Side: You gain a +5 Force bonus to all Defense scores 
3 powers with the [dark side) descriptor and Force powers 
froma any dark Force-user (that is, any Force-user whose Dark 
® equals his Wisdom score). 
te: Dark Side Sense. 


COMBAT TALENT TREE 
tsaber is the chosen weapon of the Jedi. Not as clumsy or random as 
the lightsaber is an elegant weapon fora more civilized combatant. 
lov talents allow you to improve your prowess with a lightsaber. 
«As a reaction, you may negate a melee attack by making a suc- 
‘the Force check. The DC of the skill check is equal to the result 
foll you wish to negate, and you take a cumulative -5 penalty 
the Force check for every time you have used Block or Deflect 
beginning of your last turn. You must have a lightsaber drawn 
to use this talent, and you must be aware of the attack and not 


As a reaction, you may negate a ranged attack by making a suc- 
the Force check. The DC of the skill check is equal to the result of 

il you wish to negate, and you take a cumulative -5 penalty on 

he Force check for every time you have used Block or Deflect since 
9 of your last turn. You must have a lightsaber drawn and ignited 
talent, and you must be aware of the attack and not flat-footed. 
Use this talent to deflect some of the barrage of shots fired 
ed Weapon set on autofire. If you succeed on the Use the Force 
ie half damage if the autofire attack hits and no damage if the 

ck misses. This talent has no effect on other area attacks (such 
des, missiles, and flamethrowers). 
Cannot be used to negate attacks made by Colossal (frig- 
size vehicles unless the attack is made with a point-defense 


Lightsaber Defense; As a swift action, you can use your lightsaber to 
parry your opponents’ attacks, gaining a +1 deflection bonus to your Reflex 
Defense until the start of your next turn. You must have a lightsaber drawn 
and ignited to use this talent, and you don't gain the deflection bonus if you 
are flat-footed or otherwise unaware of the incoming attack. 

You can take this talent multiple times; each time you take this talent, 
the deflection bonus increases by +1 (maximum +3). 

Weapon Specialization (lightsabers): You gain a +2 bonus on melee 
damage rolls with lightsabers. 

Prerequisite; Weapon Focus (lightsabers) feat (see page 89). 

Lightsaber Throw: You can hurl a lightsaber as a standard action, treat- 
ing it as a thrown weapon. You are considered proficient with the thrown 
lightsaber, and you apply the normal range penalties to the attack roll (see 
Table 8-5: Range Penalties). The thrown lightsaber deals normal weapon 
damage if it hits. 

If your target is no more than 6 squares away, you can pull your light- 
saber back to your hand as a swift action by making a DC 20 Use the Force 
check, 

Redirect Shot: This talent allows you to redirect a deflected blaster bolt 
along a specific trajectory sa that it damages another creature or object in 
its path. Once per round when you successfully deflect a blaster bolt, you can 
make an immediate ranged attack against another target with which you have 
line of sight. Apply the normal range penalties to the attack roll (see Table 8-5: 
Range Penalties), not counting the distance the bolt traveled to reach you. If 
the attack succeeds, it deals normal weapon damage to the target. 

Only single blaster bolts can be redirected in this manner. Barrages from 
autofire weapons and other types of projectiles can't be redirected. 

Prerequisites: Deflect, base attack bonus +5. 


Build Lightsaber 
At7th level and beyond, you can build your own lightsaber (see the Building 
a Lightsaber sidebar). 


Bonus Feats 

At each even-numbered level (2nd, 4th, 6th, etc.), you gain a bonus feat. 
This feat must be selected from the following list, and you must meet any 
prerequisites for that feat. 

Acrobatic Strike, Cleave, Combat Reflexes, Dodge, Double Attack, Dual 
‘Weapon Mastery |, Dual Weapon Mastery !!, Dual Weapon Mastery Ill, Great 
Cleave, Improved Charge, Improved Disarm, Martial Arts |, Martial Arts lI, Martial 
Arts Ill, Melee Defense, Mobility, Quick Draw, Power Attack, Powerful Charge, 
Rapid Strike, Running Attack, Skill Focus, Skill Training, Strong in the Force, 
Triple Attack, Triple Crit, Weapon Finesse, Weapon Focus (lightsabers). 


CREDITS 
A Ist-level Jedi starts play with 3d4 x 100 credits. 
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NosBLe EXAMPLES OF NOBLES IN 
STAR WARS 
Leia Organa, Padmé Amidala, Bail Organa, Talon Karrde, Jabba the 
Hutt, Chancellor Valorum, Supreme Chancellor Palpatine. 


Members of the noble class use their intelligence and natural cha~ 
risma to make their way in the galaxy. From true royalty to elected 
officials, military commanders to crime lords, traders, merchants, 
ambassadors, holovid stars, and influential corporate magnates, 
character types who appear in the noble class are varied and numer- 
ous. Some bring honor to the name. Others are sly, treacherous, and 
dishonorable to the core. With a winning smile, 2 golden tongue, a 
powerful message, or a knack for making compromises, the noble 
commands respect, makes friends, and inevitably influences 


people. 


GAME RULE INFORMATION 
Nobles have the following game statistics, 


Abilities 
Charisma is undoubtedly a noble’s mast important abil- 
ity score, as the noble's skill at interacting with others 
and projecting a sense of confidence are crucial for 
his or her success. Wisdom and Intelligence form 
the basis of other important skills, so these ability 
scores are also significant. 


ExPLoirs 

Most nobles wind up in dangerous situations because 
of something they believe in or because their job calls 
for it. Others hope to use their negotiating talents to 
navigate 2 course through the troubles around them, 
or seek to find profit in the troubles of others. Whatever 
their initial motivations, nobles usually wind up taking to 
@ cause and a goal that sustains them through the roughest 
missions. An adventuring noble might be a senator's aide, a free 
trader, a diplomat, a true prince or princess, or an outlaw’s lieu- 
tenant, Nobles often feel responsible for others, though some 
consider themselves to be better than those around them. 


Hit Points 
Nobles begin play at 1st level with a number of hit 
points equal to 18 + their Constitution modifier. At 
each level after Ist, nobles gain 1d6 hit points + their 
Constitution modifier. 


Force Points 

Nobles gain a number of Force Points equal to 5 + one-half 
their character level (rounded down) at ist level and every time 
they gain a new level in this class. Any Force Points left over from 


CHARACTERISTICS 4 
previous levels are lost. 


The noble fosters feelings of good will and honesty, or at least the 
illusion of such, to succeed. Where other classes shoot first, the 
noble starts out asking questions and hopes to finish by negotiating 
a deal. The noble believes she can be more effective with words and 
deeds than with violence, though some draw a blaster when push 
comes to shave. The noble is more comfortable in civilized regions 
of space, where law and order have some meaning. Of all the classes, 
nobles have the best diplomatic and bargaining skills. They're good 
talkers, negotiators, and bluffers. They have a knack for inspiring 
others, and they make good leaders, 


CLASS FEATURES 
All of the following are features of the noble class. 


Defense Bonuses 
At Ist level, you gain a +1 class bonus to your Reflex Defense and 
@ +2 class bonus to your Will Defense. 


Starting Feats 
You begin play with the following feats: 
Linguist* 
Weapon Proficiency (pistols) 
Weapon Proficiency (simple weapons) 
* You must meet the prerequisite of this feat (minimum lotele 
tigence 13) to gain it. 


BACKGROUND 

Nobles come to their profession in a variety of ways. Altruistic 
nobles believe it is their duty and responsibility to serve and lead. 
More selfish nobles seek the fame, wealth, and power often assaci- 
‘ated with the positions they aspire to. Power-hungry nobles take 
advantage of the system and wind up helping others only to help 
themselves. The halls of power are calling. How the noble answers. 

can make all the difference. 
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jel and every odd-numbered level thereafter (3¢d, Sth, 7th, etc.), 
a talent from any of the following talent trees, You may choose 
any tree you wish, but you must meet the prerequisites (if 
‘chosen talent. No talent can be selected more than once unless 


greatest strengths is your ability to exert influence over your 


ce: You can make a Persuasion check to intimidate a creature as 
‘action {instead of a full-round action). 
Surrender: Once per encounter, you can make a Persuasion 
standard action to demand surrender from an opponent who has 
d to one-half or less of its hit points. If your check result equals 
the target's Will Defense, it surrenders to you and your allies, 
weapons it is holding, and takes no hostile actions, If the target is 

el than you, it gains a +5 bonus to its Will Defense. If you or any of 

es attack it, it no longer submits to your will and can act normally. 
ly use this talent against a particular target once per encounter. 


Presence. 
ed Weaken Resolve; As Weaken Resolve (see below), except that 
doesn't stop fleeing from you if it is wounded. 
ites: Presence, Weaken Resolve. 
Resolve: Once per round, when you deal damage equal to or 

n the target's damage threshold, make a Persuasion check asa free 

‘the result equals or exceeds the target's Will Defense, you fill the 
terror, causing it to flee from you at top speed for 1 minute. The 
take standard actions, swift actions, or full-round actions while 
nd the target stops fleeing and can act normally if it is wounded. 
action of reaction, the target can spend a Force Point (if it has 
spent one earlier in the round) to negate the effect. The effect 
cally negated if the target's level is equal to or higher than your 

This is a mind-affecting fear effect. 

Presence. 


TALENT TREE 
Fenowned for their ability to inspire their followers and urge 
sS. You can often get results out of their friends, allies, and 

it other leaders cannot. 
talents in this tree are mind-affecting effects. Moreaver, you 
any of these talents on yourself. 
Ally: As @ standard action, you can bolster an ally within line of 
him +1 step along the condition track (see Conditions, page 
him a number of bonus hit points equal to his character level 


if he's at one-half his maximum hit points or less. Damage is subtracted from 
the bonus hit points first, and any bonus hit points remaining at the end of 
the encounter go away. You can't bolster the same ally more than once ina 
single encounter, and you can't bolster yourself. 

Ignite Fervor: Whenever you hit an opponent with a melee or ranged 
attack, you can (as 2 free action) choose to give one ally within your line of 
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8th +6 Bonus feat 


10th +7 Bonus feat 


12th +9 Bonus feat 
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18th +13 Bonus feat 
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Class Skills (trained in 6 + Int modifier): Deception, Gather Information, 
Initiative, Knowledge (all skills, taken individually), Perception, Persuasion, 
Pilot, Ride, Treat Injury, Use Computer 


sight 2 bonus to damage on his next attack equal to his character level. Once 
his fervor has been ignited, the affected ally doesn't need to remain within 
line of sight of you; if his next attack misses, he loses the bonus to damage 
granted by this talent. You can't ignite fervor in yourself. 

Prerequisites: Bolster Ally, Inspire Confidence, 

Inspire Confidence: As a standard action, you can inspire confidence in 
allallies in your line of sight, granting them a +1 morale bonus on attack rolls 
and a +1 morale bonus on skill checks for the rest of the encounter or until 
you're unconscious or dead. Once inspired, your allies don't need to remain 
within line of sight of you, You can't inspire confidence in yourself. 

Inspire Haste: As a swift action, you can encourage one of your allies 
within line of sight to make haste with a skill check. On that ally’s next turn, 
that ally can make a skill check that requires a standard action as a move 
action instead, 

Inspire Zeal: Whenever an ally within line of sight of you makes an attack 
that moves an opponent down the condition track (such as by dealing damage 
that equals or exceeds the target's damage threshold), that ally moves the 
target an additional -1 step down the condition track. 

Prerequisites: Bolster Ally, Inspire Confidence, Ignite Fervor. 


LEADERSHIP TALENT TREE 
A born leader, you know how to take charge and lead your companions and 
followers to success. 

All of the talents in this tree are mind-affecting effects, Moreover, you 
can't use any of these talents on yourself. 

Born Leader: Once per encounter, as a swift action, you grant all allies 
within your line of sight a +1 insight bonus on attack rolls. This effect lasts 
for as long as they remain within line of sight of you. An ally loses this bonus 
immediately if line of sight is broken or if you are unconscious or dead. 

Coordinate: A noble with this talent has a knack for getting people to 
work together. When you use this talent as a standard action, all allies within 
your line of sight grant an additional +1 bonus when they use the aid another 
action until the start of your next turn (see Aid Another, page 151). 

You may select this talent multiple times; each time you do, the bonus 
granted by the coordinate ability increases by +1 (to a maximum of +5). 

Distant Command: Any ally who gains the benefit of your Born Leader 
talent (see above) does not lose the benefit if their line of sight to you is 
broken. 

Prerequisite: Born Leader. 

Fearless Leader: As a swift action, you can provide a courageous example for 
your allies. For the remainder of the encounter, your allies receive a +5 morale 
bonus to their Will Defense against any fear effect. Your allies lose this benefit 
if they lose line of sight to you, or if you are killed or knocked unconscious. 

Prerequisite: Born Leader, 

Rally: Once per encounter, you can rally your allies and bring them back 
from the edge of defeat. As a swift action, any allies within your line of sight 


who have less than half their total hit points remaining gain @ +2 morale 
bonus to their Reflex Defense and Will Defense and a +2 bonus to all damage 
rolls for the remainder of the encounter. 

Prerequisites: Born Leader, Distant Command. 

Trust: You can give up your standard action to give one ally within your 
line of sight an extra standard action or move action on his next turn, to 
do with as he pleases. The ally does not lose the action if line of sight is 
later broken. 

Prerequisites: Born Leader, Coordinate. 


LINEAGE TALENT TREE 
You lead a privileged life and reap the benefit of an upbringing beyond most 
citizens of the galaxy. 

Connections: You are able to obtain licensed, restricted, military, or illegal 
equipment without having to pay a licensing fee or endure a background 
check, provided the total cost of the desired equipment is equal to or less 
than your character level x 1,000 credits. In addition, when obtaining equip~ 
ment or services through the black market, you reduce the black market cost 
multiplier by 1. See Restricted Items (page 118) for details. 

Educated: Thanks to your well-rounded education, you may make any 
Knowledge check untrained. 

Spontaneous Skill: Sometimes you surprise others with your skill, Once 
per day, you may make an untrained skill check as though you were trained 
in the skill. Exception: You cannot use this talent to make an untrained Use 
the Force check as though you were trained in the skill unless you have the 
Force Sensitivity feat (page 85), 

You can select this talent multiple times; each time you do, you can use 
it one additional time per day. 

Prerequisite: Educated. 

Wealth: Each time you gain a level (including the level at which you select 
this talent), you receive an amount of credits equal to 5,000 = your noble 
level. You can spend these credits as you see fit. The credits appear in a civi= 
lized, accessible location of your choice or in your private bank account. 


Bonus Feats 

At every even-numbered level (2nd, 4th, 6th, etc,), you gain a bonus 
This feat must be selected from the following list, and you must meet 
prerequisites for that feat, 

Armor Proficiency (light), Cybernetic Surgery, Exotic Weapon Pro! 
Linguist, Melee Defense, Skill Focus, Skill Training, Surgical Exper’ 
Weapon Finesse, Weapon Proficiency (advanced melee weapons), Weal 
Proficiency (rifles). 


CREDITS 
A Ist-level noble starts play with 3d4 x 400 credits. 
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UNDREL 
bad, and neutral—who either live outside the law 
st itin order to get the upper hand, They can come from any world 
of ,. Most use their intelligence and dexterity to accomplish 
imany rely on charisma as a fallback when all else fails. The scoundrel 


bravado, cunning, duplicity, and trickery. They live by their wits, 
g, stealing, and even fighting when the need arises. 


knaves who serve only one master—the greed that swells inside 
‘often, a adventurous scoundre! falls somewhere in the middle, 
allegiance and attitudes as the political climate changes, until 
larger than himself sets him on a particular course through the 
Adventurous scoundrels call themselves smugglers, pirates, outlaws, 
slicers, con artists, thieves, rogues, and spies, 


RACTERISTICS 
is have a knack for getting into and out of trouble. They have an 
for self-preservation that keeps them alive, but it’s usually tempered 

a need to experience the thrills that their profession has to offer, and 
y n scoundrels are also saddled with a sense of honor that 
ts makes them go against their natural inclinations. 


CKGROUND 

tis don't often start out seeking to defy authority and break the law. 
re thrust into the profession as a means of rebellion. Others wind up 
Side of the law due to bad luck, poor decisions, or circumstances 
id their control. The skills they pick up along the way make them great 
of any mission team. 


\MPLES OF SCOUNDRELS IN 
R WaRS 


0, Lando Calrissian, Dash Rendar, Dexter Jettster, Ghent, Watto. 


© RULE INFORMATION 
have the following game statistics, 


ity and Intelligence are a scoundrel’s most important ability scores, 
he must have quick reflexes and a sharp wit to survive. Charisma 


for talking one's way out of trouble, and Wisdom is useful for 
trouble before it Finds the scoundrel, 


Hit Points 

Scoundrels begin play at Ist level with a number of hit points equal to 18 + 
their Constitution modifier. At cach level after Ist, scoundrels gain 106 hit 
points + their Constitution modifier, 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES 


2nd +1 Bonus Feat 


4th +3 Bonus Feat 


6th +4 Bonus Feat 


8th +6 Bonus Feat 


10th +7 Bonus Feat 


12th +9 Bonus Feat 


14th +10 Bonus Feat 


16th +12 Bonus Feat 


18th +13 Bonus Feat 


20th 415 Bonus Feat 


Class Skills (trained in 4 + Int modifier): Acrobatics, Deception, Gather 
Information, Initiative, Knowledge (ail skills, taken individually), Mechanics, 
Perception, Persuasion, Pilot, Stealth, Use Computer 
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Force Points Knack: Once per day, you can reroll a skill check and take the better 
Scoundrels gain a number of Force Points equal to 5 + one-half their result, 

character level (rounded down) at 1st level and every time they gain 
a new level in this class, Any Force Points left over from previous 
levels are lost. 


You can select this talent multiple times; each time you select 
this talent, you can use it one additional time per day. 
Lucky Shot: Once per day, you can reroll an attack roll and 
take the better result 
You can select this talent multiple times; each time you 
select this talent, you can use it one additional time per 
day. 


CLASS FEATURES 

All of the following are features of the scoundre! class. 
Defense Bonuses Prerequisite: Knack. 
At Ist level, you gain a +2 class bonus to your Reflex 


Defense and a +1 class bonus to your Will Defense. MISFORTUNE TALENT TREE 


Your mother always said you were trouble. Now, your 

enemies know it, too. 

Dastardly Strike: Whenever you make a successful 

attack against an opponent that is denied its Dexterity 

bonus to Reflex Defense, the target moves ~1 step along 
the condition track (see Conditions, page 148). 

Disruptive: By spending two swift actions, you can 
use your knack for causing trouble and instigating 
chaos to disrupt your enemies. Until the start of 

your next turn, you suppress al! morale and insight 

bonuses applied to enemies in your line of sight. 9 

Skirmisher: If you move at least 2 squares 
before you attack and end your move in a dif 
ferent square from where you started, you gain 
@ +1 bonus on attack rolls until the start of your 
next turn, 

Sneak Attack: Any time your opponent [5 
flat-footed or otherwise denied its Dexterity 
bonus to Reflex Defense, you deal an extra 106 

points of damage with a successful melee or ranged 
attack. You must be within 6 squares of the target t0 
make a sneak attack with a ranged weapon. 

You may select this talent multiple times. Each time 
you select it, your sneak attack damage Increases OY 
+106 (maximum +10d6) 

Walk the Line: As a standard action, you can do oF 
say something that catches your enemies off guard. All 

opponents within 6 squares of you and in your line of sight 
take a -2 penalty to their defenses until the start of your next 
turn. The penalty is negated if line of sight is broken. 

Prerequisite: Disruptive. 


Starting Feats 

You begin play with the following feats: 
Point Blank Shot 
Weapon Proficiency (pistols) 
Weapon Proficiency (simple weapons) 


Talents 

At Ist level and every odd-numbered level thereafter 
(3rd, 5th, 7th, etc.), you select a talent from any of 
the following talent trees. You may choose a talent 
from any tree you wish, but you must meet the pre- 
requisites (if any) of the chasen talent. No talent can be 
sclected more than once unless expressly indicated. 


FORTUNE TALENT TREE 
Many scoundrels like to gamble with destiny, putting every- 
thing on the line and trusting fate (or the Force) to bring 
them fortune, fame, and success. 

Fool's Luck: Asa standard action, you can spend a Force 
Point to gain one of the following benefits for the rest of the 
encounter; a +1 luck bonus on attack rolls, a +5 luck bonus 
‘on skill checks, or a +1 luck bonus to all your defenses, 

Fortune's Favor: Whenever you score a critical hit with 
a melee or ranged attack, you gain a free standard action. 

You must take the extra standard action before the end of 
your turn, or else it Is lost. 

Gambler: You gain a +2 competence bonus on Wisdom 
checks when you gamble (see the Gambling sidebar on the 
next page). 

You can select this talent multiple times; each time you take 
this talent, the competence bonus increases by +2. 
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ENT TREE 
ike a ghost through the HoloNet and can hack into enemy main- 


computer systems with astonishing grace. 

+ You can issue a routine command to a computer (see page 
-g swift action. 

rer Slicer: You may choose to reroll any Use Computer check made to 
‘access on @ computer, keeping the better of the two results. 
requisite: Gimmick. 

se: You can substitute your Use Computer skill for any Gather Informa- 


prowl the space lanes seeking wealth, fame, adventure, or something 
ore. You're also pretty good with vehicles in general. 
“Hyperdriven: Once per day while aboard a starship, you can add your 
ire! class level as a bonus on a single attack roll, skill check, or ability 
The decision to add this bonus can be made after the result of the 
all or check is known. 

cehound: You take no penalty on attack rolls in low-gravity or 

ity environments, and you ignore the debilitating effects of space 
{see Zero-Gravity Environments, page 257). In addition, you are 
dered proficient with any starship weapon. 
Starship Raider: You gain a +1 bonus on attack rolls while aboard a 
ship. This bonus applies to attacks made with starship weapons as well 
personal weapons used aboard a starship. 
“Prerequisite; Spacehound. 
Stellar Warrior: Whenever you rol! a natural 20 on an attack roll made 
Sard a starship, you gain one temporary Force Point. If the Force Point is 
Ot Used before the end of the encounter, it is lost 
| Prerequisite: Spacehound. 


Bi 


Every even-numbered level (2nd, 4th, 6th, etc.), you gain a bonus feat 
s feat must be selected from the following list, and you must meet any 
bites for that feat. 
Deadeye, Dodge, Melee Defense, Mobility, Precise Shot, Quick Draw, Ra pid 
Running Attack, Skill Focus, Skill Training, Vehicular Combat, Weapon 
{advanced melee weapons). 


REDITS 
® scoundrel starts play with 3d4 x 250 credits. 
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> pen The Tech Specialist 

ARCHIVES 
@ DOWNLOADS By Rodney Thompson 
@® LIVING FORCE 
@ DATABASE A favored archetype of long-time Star Wars gamers, the tech specialist is a character that focuses on 


modifying and enhanced fantastic technology to fit his or her needs. Tech specialists range from 
brilliant engineers to prodigious outlaw techs, though all share a love for the guns, gear, and gadgets 


WWW-S TARWARS.COM found in the galaxy far, far away. 


This web enhancement includes a few rules (cut from the Saga Edition core rulebook for space) that 
allow heroes to take on the role of the tech specialist. Additionally, you will find sample heroic 
characters -- a Zabrak engineer and a Mon Calamari outlaw tech -- that illustrate two ways to build 
tech-oriented characters for your own campaign. Of course, these are just two examples, and a hero 
who wants to tinker with machines and electronics has a number of options available across many 
different classes. 


Additionally, these rules will be featured in an upcoming sourcebook for reference at the gaming 
table, and will be expanded upon with more talents and rules to further enhance your game. 


New Talent Tree: The Outlaw Tech 


The following new talent tree is intended for use by characters with the scoundrel 
class. Scoundrels learn a variety of tricks that allow them to squeeze more life 
out of ailing technology, and they can enhance their gear in ways the 
manufacturer never intended. 


TRADING CARD MAME 


Fast Repairs 
Whenever you jury-rig an object or vehicle, the vehicle gains a number of 
temporary hit points equal to the result of your Mechanics check. Damage is 
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subtracted from these temporary hit points first, and temporary hit points go 
away at the conclusion of the encounter. 
Prerequisites: Trained in the Mechanics skill. 


Hot Wire 

You can use your Mechanics check modifier instead of your Use Computer check 
modifier when making Use Computer checks to improve access to a computer 
system. You are considered trained in the Use Computer skill for purposes of 
using this talent. If you are entitled to a Use Computer check reroll, you may 
reroll your Mechanics check instead (subject to the same circumstances and 
limitations). 

Prerequisites: Trained in the Mechanics skill. 


Quick Fix 
Once per encounter, you may jury-rig an object vehicle that is not disabled. All normal benefits and 
penalties for jury-rigging still apply. 

Prerequisites: Trained in the Mechanics skill. 


Personalized Modifications 

As a standard action, you may tweak the settings, grips, and moving parts of a powered weapon you 
wield, tailoring it to your needs. For the remainder of the encounter, you gain a +1 equipment bonus 
on attack rolls and a +2 equipment bonus on damage rolls with that weapon. You can use this talent 
only on powered weapons (those that require a power cell to operate), including weapons connected 
to a larger power source, such as vehicle and starship weapons. 


Encrypted Transmission: The Outlaw Tech Talent Tree 


The Outlaw Tech talent tree fills some niches left by the existing Mechanics rules and options for 
repairing broken pieces of technology. Here's a behind-the-screen look at the design decisions that 
went into creating these talents. 


Fast Repairs is designed to make jury-rigging more appealing to tech-oriented characters. As it 
stands now, jury-rigging an object or vehicle moves it up the condition track but does not provide 
temporary hit points. If your ship is at 0 hit points and you jury-rig it, it's still disabled from hit point 
loss. This new talent alleviates that problem, while still making jury-rigging useful for ships pushed 
down the condition track by other means (such as ion damage). 


Quick Fix builds on Fast Repairs and gives a techie character a way to restore some hit points to 
a vehicle that's still in the fight, but brings with it the threat of becoming disabled at the end of the 
encounter. This new talent also gives ship engineers something else to do in combat, especially in 
desperate situations, and it can bring a vehicle back up to full fighting form very quickly. 


Hot Wire is similar to the other skill-substitution talents and makes sense for a techie who may not 
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New Feat: Tech Specialist 


The new Tech Specialist feat allows a hero to make custom modifications to weapons, armor, droids, 
devices, and vehicles so that they function beyond their normal specifications. 


Prerequisite: Trained in the Mechanics skill. 


Benefit: You can modify a device, suit of armor, weapon, droid, or vehicle so that it gains a special 
trait. Specific traits are given on the Tech Specialist Modifications table below. You may perform only 
one modification at a time. Unless noted otherwise, you cannot grant more than one benefit to a 
single device, suit of armor, weapon, droid, or vehicle, and you can't apply the same benefit more 
than once. 


Before beginning the modification, you must pay one-tenth the cost of the device, suit of armor, 
weapon, droid, or vehicle you wish to modify or 1,000 credits, whichever is more. Completing the 
modification requires 1 day per 1,000 credits of the modification's cost. At the end of this time, make 
a DC 20 Mechanics check; you can't take 10 or take 20 on this check. If the check succeeds, the 
modification is completed successfully, and the object gains the desired trait. If the check fails, you 
lose all credits spent making the modification, and the object doesn't gain the desired trait. However, 
you may start over from scratch if you wish. 


Other characters trained in the Mechanics skill can assist you, reducing 
proportionately the time needed to complete the modification. At the end of 
modification process, they can make a Mechanics check to aid your check. 


The market value of a modified item is equal to the base cost of the item plus double 
the cost of the modifications made to it (not including credits wasted on failed 
modification attempts). 


Special: This feat is considered a bonus feat for the noble and scoundrel classes. 
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Tech Specialist Modifications 


Armor Trait Benefit 
Agile Armor Increases the armor's maximum Dexterity bonus 1. 


eer Increases the armor's equipment bonus to Fortitude Defense 
Fortifying Armor 


by 1. 
Protective Armor Increases the armor's armor bonus to Reflex Defense by 1. 
Device Trait Benefit 
Enhanced Strength Increases the device's Strength score by 2. 


The device's damage reduction increases by 1, and it gains 


laafentenect! Bante tay extra hit points equal to one-quarter of its base hit points. 


Skill checks made using the device gain a +1 equipment 


Mastercraft Device bonus, or the device's existing equipment bonus increases 
by 1. 

Droid Trait Benefit 

Enhanced Dexterity Increases the droid's Dexterity score by 2. 


Enhanced Intelligence Increases the droid's Intelligence score by 2. 


Enhanced Strength Increases the droid's Strength score by 2. 
Vehicle Trait Benefit 
Enhanced Dexterity Increases the vehicle's Dexterity score by 2. 


Increases the vehicle's speed by one-quarter of its base 


Improved Speed speed (minimum 1 square). 


Improved Shields Increases the vehicle's shield rating by 5. 


Weapon Trait Benefit 
Improved Accuracy The weapon gains a +1 equipment bonus on attack rolls. 


The weapon deals +2 points of damage with a successful 
hit. If the weapon has a damage multiplier (for example, 
6d10 x 2), apply the extra damage before applying the 
multiplier. 


Improved Damage 
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An autofire-only ranged weapon can be set to fire single 
Selective Fire shots, or a single-shot ranged weapon can be made to have 
an autofire mode. 


Sample Character: The Outlaw Tech 


An outlaw tech is a master of making machines do what she wants them to do. Operating far outside 
the bounds of manufacturer intentions (and sometimes outside the law), she is able to hotwire 
starships and amp up weapons to the point where her after-market modifications can be considered 
illegal. 


An outlaw tech works well on her own without the need of other classes for support. She can run-and- 
gun just as well as she can use a hydrospanner, and her strengths lie in areas where her own actions 
are what save the day. Though an outlaw tech has a less formal education than other technically 
minded characters, she is a good fighter and a fast worker who can fulfill a variety of roles. 


OutlawCL 
Tech 7 


Medium Mon Calamari scoundrel 7 

Force Points 5 

Init +5; Senses Low-light vision, Perception +15 

Languages Basic, Binary (understand only), Huttese, Mon Calamarian, Ryl, Shyriiwook 
(understand only) 


Defenses Ref 21 (flat-footed 19), Fort 17, Will 20 
hp 39; Threshold 17 


Speed 6 squares 

Melee +5 

Ranged heavy blaster pistol +8 (3d8+3) 
Base Atk +5; Grp +5 

Atk Options Careful Shot, Running Attack 


Abilities Str 10, Dex 14, Con 10, Int 18, Wis 15, Cha 9 

SQ breathe underwater, expert swimmer 

Talents Fast Repairs, Knack, Quick Fix, Personalized Modifications 

Feats Careful Shot, Point Blank Shot, Precise Shot, Running Attack, Skill Focus 
(Mechanics), Skill Focus (Perception), Skill Focus (Use Computer), Tech Specialist, 
Weapon Proficiency (pistols, simple weapons) 


http://www. wizards.com/default.asp?x=starwars/article/sagaenhancement (5 of 7)22/06/2007 12:35:23 PM 


Saga Edition Web Enhancement | 


Skills Deception +7, Gather Information +7, Knowledge (Galactic lore) +12, Knowledge 
(technology) +12, Mechanics +17 (+18 when using mastercraft tool kit), Perception 
+15, Pilot +10, Swim +15 (may reroll Swim checks and accept the second roll; may take 
10 even under pressure), Use Computer +17 (+18 when using mastercraft datapad) 
Possessions heavy blaster pistol (improved accuracy), comlink, mastercraft datapad, 
mastercraft tool kit, various personal belongings 


Sample Character: The Engineer 


An engineer is more of an academic designer than a jury-rigging mechanic. He considers the outlaw 
tech's work to be a sloppy imitation of real ingenuity and can use his knowledge to create more solid 
and reliable designs. An engineer is much more of a team player, and many heroes find that an 
engineer helps them get out of scrapes by encouraging them to work together. Because he's familiar 
with coordinating teams, an engineer has the knowledge and resources to create all-new (and 
significantly improved) pieces of technology that function reliably under all conditions. 


En ineerSt 
9 7 


Medium Zabrak noble 6/scoundrel 1 

Force Points 5 

Init +9; Senses Perception +10 

Languages Basic, Binary (understand only), Bocce, High Galactic, Huttese, Mon 
Calamarian, Shyriiwook (understand only), Sullustese, Zabrak 


Defenses Ref 21 (flat-footed 20), Fort 18, Will 22 
hp 37; Threshold 18 


Speed 6 squares 

Melee +3 

Ranged hold-out blaster +7 (3d4+3) 
Base Atk +4; Grp +3 


Abilities Str 8, Dex 12, Con 10, Int 16, Wis 14, Cha 13 

SQ heightened awareness 

Talents Coordinate, Inspire Haste, Trace, Wealth 

Feats Linguist, Skill Focus (Knowledge [technology]), Skill Focus (Mechanics), Skill 
Focus (Use Computer), Skill Training (Mechanics), Tech Specialist, Weapon Focus 
(pistols), Weapon Proficiency (pistols, simple weapons) 

Skills Initiative +9, Knowledge (Galactic lore) +11, Knowledge (physical sciences) +11, 
Knowledge (technology) +16, Mechanics +16, Perception +10 (may reroll any Perception 
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check and keep the second roll), Persuasion +9, Pilot +9, Use Computer +16 (+17 when 
using masterwork datapad or masterwork portable computer) 

Possessions hold-out blaster (improved accuracy), comlink, masterwork datapad, 
masterwork portable computer, personal holoprojector, various personal belongings 


New to the Inside Finda ' 
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©2007 Lucasfilm Ltd. & ® or TM where indicated. All rights reserved. Used under authorization. 


http:/hyww.wizards.com/default.asp?x=starwars/article/sagaenhancement! (7 of 7)22/06/2007 12:35:23 PM 


scout 

Scouts are natural explorers and adventurers, full of curiosity and trained to 
handle the out-of-the-way locations where they often operate. Scouts tend 
to be independent, signing on when the credits are good and their skills are 
best utilized and tested. Scouts understand the lay of the land and the orbit 
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+4 Bonus Feat 


8th +6 Bonus Feat 


10th +7 Bonus Feat 


12th +9 Bonus Feat 


14th +10 Bonus Feat 


16th +12 Bonus Feat 


18th +13 Bonus Feat 


20th «= +15 Bonus Feat 


Class Skills (trained in 5 + Int modifier): Climb, Endurance, Initiative, Jump, 
Knowledge (all skills, taken individually), Mechanics, Perception, Pilot, Ride, 
Stealth, Survival, Swim 


of the stars. They know how to recognize danger and locate the basic neces- 
sities for survival. The scout seeks knowledge, tries to solve mysteries, and 
wants to be the first to see something new and different. The scout learns 
to find a path through the wild regions, often becoming a decent pilot along 
the way, and usually learns how to protect himself from whatever hides over 
the next hill or beyond the most distant nebula. 


ExPLoiTs 

Many scouts become adventurers to see what's in the next star system, 
They pick up skills that make them excellent members of any team. They 
are usually the best trackers, trailblazers, and survivalists the galaxy has to 
offer. Some scouts are scientists and researchers who learn the skills of the 
profession so they don't have to rely on others. Some sell their services to the 
highest bidder, More often, the adventurous scout has a good heart, a sense 
of honor, and a burning desire to embrace the wild regions of the galaxy and 
learn to conquer them—either figuratively or literally, Adventurous scouts: 
call themselves rangers, outriders, hunters, explorers, guides, adventurous 
scholars, and vanguards, 


CHARACTERISTICS 

Scouts temper insatiable curiosity with excellent survival instincts, They 
make use of dexterity and intelligence, as well as wisdom, to spot and avoid 
dangers. The scout has an undying faith in himself and his abilities that 
sometimes allows the scout to call upon reserves and an inner strength to 
get out of tough situations. Scouts like to be the first to reach any location, 
although they also want to reach it in one piece, They can be gruff orsilent, 
jovial or talkative. They are confident and brave, and they often appreciate 
the wonders that the galaxy has to offer. 


BACKGROUND 

Scouts come to their profession in search of something, usually knowledge of 
secrets or the answers to the mysteries of the ages. Scholars, while possibly 
associated with an institute of learning or a particular government, often 
forsake the halls of academe for the pure research of working in the field, 


Pathfinders and explorers may work for a government or a military institu= 
tion, or they may take on freelance contracts from anyone willing to pay 
their services. Many scouts develop into bounty hunters, especially those 
who combine military skills with their tracking and searching abilities. 
group of adventurers benefits from having a scout in the party. 


EXAMPLES OF SCOUTS IN 
STAR WARS 
Chewbacca, Wicket the Ewok, Captain Tarpals. 


GAME RULE INFORMATION 
Scouts have the following game statistics. 


AWARENESS TALENT TREE 
You are exceptionally good at noticing things and avoiding perilous 
situations. 
Acute Senses; You may choose to reroll any Perception check, but 
the result of the reroll must be accepted even if it is worse. 
Expert Tracker: You take no penalty on Survival checks made to 
follow tracks while moving your normal speed. (Without this talent, 
you take a -5 penalty on Survival checks made to follow tracks while 
moving your normal speed.) 
Prerequisite: Acute Senses. 

Improved Initiative: You may choose to reroll any Initiative 
check, but the result of the reroll must be accepted even if it is 
worse, 

Prerequisite: Acute Senses, 
Keen Shot: You take no penalty on your attack roll when attack- 
ing a target with concealment (but not total concealment). 
Prerequisite: Acute Senses. 
Uncanny Dodge |: You retain your Dexterity bonus to your 
Reflex Defense regardless of being caught flat-footed or struck 
by a hidden attacker. You still lose your Dexterity bonus 
to your Reflex Defense if you are immobilized. 
Prerequisites: Acute Senses, Improved Initiative. 
Uncanny Dodge Il: You cannot be flanked, You 
can react to opponents on opposite sides of you as 
easily as you can react to a single attacker, 
Prerequisites; Acute Senses, Improved \|nitia- 


ies 
‘of the scout’s key skills rely on Dexterity, Intelligence, 
Wisdom. Strength is also useful for the scout trained in 


skills. 


it Points 


begin play at Ist level with a number of hit points 
to 24 + their Constitution modifier. At each level after 
‘scoundrels gain 108 hit points + their Constitu- 


‘thon modifier 


‘Force Points 

‘Scouts gain a number of Force Points equal to 5 
one-half their character level (rounded down) 
7 iat Ist level and every time they gain a new level 
fn this class. Any Force Points left over from 
previous levels are lost 


CLASS FEATURES 
All of the following are features of the scout 


class. 


Defense Bonuses 

Att ist level, you gain a +1 class bonus to your Forti- 
Rude Defense and a +2 class bonus to your Reflex 
Defense [See page 145 for more information on 


defenses.) tive, Uncanny Dodge | 

Starting Feats CAMOUFLAGE TALENT TREE 

You begin play with the following feats You learn quickly how to blend in with your 
Shake It Off environment. 


Hidden Movement: You're very good at 
hiding when mobile. You take no penalty on your 
Stealth check when moving your normal speed. 

Prerequisite: Improved Stealth. 
Improved Stealth: You may choose to reroll any Stealth check, but the 
result of the reroll must be accepted even if it is worse. 

Total Concealment: Any situation that would give you concealment 
(see page 156) grants you total concealment instead 
Prerequisites: Hidden Movement, Improved Stealth. 


Weapon Proficiency (pistols) 

Weapon Proficiency (rifles) 

Weapon Proficiency (simple weapons) 

* You must meet the prerequisite of this feat (mini- 
mum Constitution 13 and trained in the Endurance 
Skill) t0 gain it. 


Talents 


IAD Ist level and every odd-numbered level thereafter 
Sth, 7th, etc,), you select a talent from any of the 
ing talent trees. You may choose a talent from 
bid Wish, but you must meet the prerequisites 
NY) OF the chosen talent. No talent can be selected 
“More than once unless expressly indicated 


FRINGER TALENT TREE 
You're especially skilled at “getting by" on backwater worlds. 
Barter: You may reroll any Persuasion check made to haggle 
(see the Persuasion skill, page 71). You must, however, accept the 
result of the reroll 
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Fringe Savant: Whenever you roll a natural 20 on a skill check Ss 
OLDIER 


during an encounter, you gain one temporary Force Point. If the 
Force Point is not used before the end of the encounter, it is Soldiers combine discipline with martial skills to become the best pure 
warriors in the galaxy, Soldiers can be stalwart defenders 


lost. 
Long Stride: Your speed increases by 2 squares of those in need, cruel marauders, or brave adventurers, 
if you are wearing light armor or no armor. If They can be hired guns, noble champions, or cold-hearted 
killers. They fight for glory, for honor, to right wrongs, 


you have a natural fly, climb, or swim speed, 
it Increases by 2 squares as well. You cannot to gain power, to acquire wealth, or simply for the thrill 
of battle, 


use this talent if you are wearing medium or 


heavy armor, 

Jury-Rigger: You may reroll any 
Mechanics check made to accomplish a 
ury-rigged repair (see the Mechanics skill, 
page 68). You must, however, accept the 
result of the reroll 


ExPLoITs 

Many soldiers see adventures, raids on enemy strong- 
holds, and dangerous missions as their jobs. Some want 
to defend those who can’t defend themselves; others 
seek to use their muscle to carve their own place of 
importance in the galaxy. Whatever their initial moti- 
vation, most soldiers wind up living for the thrill of 


SURVIVOR TALENT TREE 
combat and the excitement of adventure. Adventuring 


As an explorer of dangerous places, you are trained to 
react to danger swiftly and adroitly, as well as navigate 
difficult terrain and reduce damage. 

Evasion: if you are hit by an area attack (see 
Area Attacks, page 155), you take half damage if the 
attack hit you, If the area attack misses you, you take 
no damage. 

Extreme Effort: You can spend two swift actions to 
gain a +5 bonus on a single Strength check or Strength- 
based skill check made during the same round 

Sprint: When you use the run action, you can move 
up to five times your speed {instead of the normal four 
times your speed) 

Surefooted: Your speed is not reduced by difficult ter 
rain (see Difficult Terrain, page 159). 


soldiers call themselves guards, bodyguards, champions, 
enforcers, mercenaries, warriors, soldiers of fortune, or 
simply adventurers. 


CHARACTERISTICS 
Soldiers have the best all-around fighting abilities, 
individual soldier develops styles and techniques that set 
him apart from his peers. A given soldier might be especially 
capable with certain weapons, another trained to execute spe= 
cific combat maneuvers. As soldiers gain experience, they get 


more opportunities to develop their fighting skills. 


BACKGROUND 

Most soldiers come to the profession after receiving at least 
some amount of formal training from a military organizé= 
tion, local militia, or private army. Some attend formal 
academies; others are self-taught and well tested. A soldier 
may have taken up his weapon to escape a mundane lifes 
Another may be following a proud family tradition. Soldiers 
in a particular unit share a certain camaraderie, but most 
have nothing in common except battle prowess and the 
desire to apply it to a given situation. 


Bonus Feats 
At every even-numbered level (2nd, 4th, 6th, etc.), you gain a 
bonus feat. This feat must be selected from the following list. 
and you must meet any prerequisites for that feat. 

Armor Proficiency (light, medium, or heavy), Careful 
Shot, Deadeye, Dodge, Far Shot, Linguist, Mobility, 
Point Blank Shot, Precise Shot, Rapid Shot, Running 
Attack, Skill Focus, Skill Training, Sniper, Vehicular 
Combat, Weapon Proficiency [advanced melee 
weapons). 


EXAMPLES OF SOLDIERS 
IN STAR WARS 

Admiral Ackbar, Corran Horn, Captain Panaka, Captain 
Typho, General Crix Madine, Kyle Katarn, Wedge Antilles: 


CREDITS 
Zam Wesell. 


A 1st-level scout starts play with 3d4 x 250 credits. 


VOR'EN KURN, MALE HUMAN BOLOIER 


1 RULE INFORMATION 
ye the following game statistics. 


combat in the Star Wars universe uses blasters and ather ranged 
“Dexterity is the soldier's most important ability score, followed 
stitution and Strength, Don’t underestimate the importance 
ence and Wisdom, however, since many of a soldier's useful skills 
on these abilities. 


n play at Ist level with a number of hit points equal to 30 + their 
modifier. At cach level after Ist, soldiers gain 1410 hit points 
on modifier. 


number of Force Points equal to 5 + one-half their character 
ed down) at Ist level and every time they gain a new level in this 
/ Force Points left over from previous levels are lost. 


SS FEATURES 
fhe following are features of the soldier class. 


‘Bonuses 
you gain a +? bonus to your Reflex Defense and a +2 bonus to 


Proficiency (simple weapons) 


‘and every odd-numbered level thereafter (3rd, Sth, 7th, etc.), 
4 talent from any of the following talent trees. You may choose 

‘any tree you wish, but you must meet the prerequisites (if 
'chosen talent, No talent can be selected more than once unless 


IST TALENT TREE 


Eimize the benefits of wearing armor while reducing or eliminat- 
fits drawbacks, 


Armor Mastery: The maximum Dexterity bonus of your armor improves 
by +1. You must be proficient with the armor you are wearing to gain this 
benefit. 

Prerequisite: Armored Defense. 
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Bonus Feat 


4th +4 Bonus Feat 


Bonus Feat 


8th +8 Bonus Feat 
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+10 Bonus Feat 


12th +12 Bonus Feat 


14th +14 Bonus Feat 


16th +16 Bonus Feat 


18th +18 Bonus Feat 


20th +20 


Class Skills (trained in 3 + Int modifier): Climb, Endurance, Initiative, Jump, 
Knowledge (tactics), Mechanics, Perception, Pilot, Swim, Treat Injury, Use 
Computer 


Bonus Feat 
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Armored Defense: When calculating your Reflex Defense, you may add 
cither your heroic level or your armor bonus, whichever is higher. You must 
be proficient with the armor you are wearing to gain this benefit. 

Improved Armored Defense: When calculating your Reflex Defense, you 
may add your heroic level plus one-half your armor bonus (rounded down) 
or your armor bonus, whichever is higher. You must be proficient with the 
armor you are wearing to gain this benefit. 

Prerequisite: Armored Defense. 

Juggernaut: Your armor does not reduce your speed or the distance you 
can move while running. You must be proficient with the armor you are 
wearing to gain this benefit. 

Prerequisite: Armored Defense. 

Second Skin: When wearing armor with which you are proficient, your 
armor bonus to your Reflex Defense and equipment bonus to your Fortitude 
Defense increase by +1. 

Prerequisite: Armored Defense. 


BRAWLER TALENT TREE 
You like to get “up close and personal” with your enemies and engage them 
in melee combat. 

Expert Grappler: You gain a +2 competence bonus on grapple attacks 
{see page 153). 

Gun Club: You can use a ranged weapon as a melee weapon without 
taking @ penalty on your attack roll. (Normally you take a -5 penalty on 
attack rolls made with an improvised weapon.) The weapon is otherwise 
treated asa club in all respects. 

If you are using a rifle with a mounted bayonet (see page 121) or vibro~ 
bayonet (see page 124), you may wield that weapon as a double weapon, 
The bayonet or vibrobayonet end is treated normally, and the other end is 
treated as a club. 

Melee Smash: You deal +1 point of damage with melee attacks. 

Stunning Strike: When you damage an opponent with a melee attack, your 
‘opponent movesan additional -1 step along the condition track (see page 149) 
if your attack roll result equals or exceeds the target's damage threshold. 

Prerequisite: Melee Smash. 

Unbalance Opponent: You are skilled at keeping your opponents off 
balance in melee combat. During your action, you designate an opponent 
no more than one size category larger or smaller than you. That opponent 
doesn't get to add his Strength bonus on attack rolls when targeting you, 


“YOUR FRIEND !IS QUITE A MERCENARY. 
IF HE REALLY CARES ABOUT 
.. OR ANYBODY." 


| WONDER 
ANYTHING . 


(if the opponent has a Strength penalty, he still suffers that penalty.) 
opponent's Strength modifier applies to damage, as usual. You can select g 
new opponent on your next turn. 

Prerequisite: Expert Grappler. 


COMMANDO TALENT TREE 
You use advanced combat tactics to take down enemies quickly, shield your 
comrades, and endure whatever challenges are thrown your way, 

Battle Analysis: As a swift action, you can make a DC 15 Knowk 
{tactics) check, If the check succeeds, you know which allies and oppo 
in your line of sight are reduced to at least half of their maximum total 
points. 

Cover Fire: When you make a ranged attack with a pistol or rifle, all al 
within 6 squares of you when the attack is made gain a +1 bonus to Refle: 
Defense until the start of your next turn. Allies within range don't need tt 
be within your line of sight to gain the bonus. 
Prerequisite: Battie Analysis. 
Demolitionist: When you use the Mechanics skill to place an explosiv 
device, the explosion deals +2 dice of damage. You may take this ti A 
multiple times; its effects stack. 

Draw Fire: You can distract opponents and convince them that you 
the most tempting (or most dangerous) target in an area. Asa swift action 
make a Persuasion check and compare the result to the Will Defense of 
‘opponents within line of sight. If the check result exceeds an opponent's W 
Defense, that opponent cannot attack any character within 6 squares of 
until the start of your next turn as long as you do not have cover against thi 
opponent. (The affected opponent may still attack you, however.) 

Harm's Way: Once per round, you may spend a swift action to shieit 
single adjacent ally from attacks, taking the damage and suffering t 
effects in your ally’s stead, Until the start of your next turn, any attack mad 
against the protected ally affects you instead. You may elect not to 
your protected ally against a given attack, provided the decision is mat 
before the attack roll is made, 

Prerequisite: Trained in the Initiative skill. 

indomitable: Once per day as a swift action, you can move +5 ste 
the condition track (see Conditions, page 148). This does not remove 
persistent conditions that may be affecting you (see page 149). 3 

You can select this talent multiple times. Each time you select this te 
you can use it one additional time per day. 


- LEIA ORGAN 
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s Nails: You can catch a second wind one extra time per day 
d, page 146). If you have this talent and the Extra Second 
ge 95), you can catch your second wind a total of three 


Tough @ 
Second Win 
Wind feat (see p2 


fimes per 4. 


PON SPECIALIST TALENT TREE 
You are highly trained at using specific weapons. 

Devastating Attack: Choose a single exotic weapon or weapon group 
with which you are proficient. Whenever you make a successful attack against 
iptarget using such a weapon, you treat your target's damage threshold as if 
iwere 5 points lower when determining the result of your attack 

You may select this talent multiple times Each time you select this talent, 
It applies to a different exotic weapon or weapon group. 

Penetrating Attack: Choose a single exotic weapon or weapon group 
with which you are proficient. Whenever you make a successful attack against 
@ target using such a weapon, you treat your target's damage reduction as if 
ie were 5 points lower when determining the result of your attack. 

You may select this talent multiple times. Each time you select this talent, 
Htapplies to 2 different exotic weapon or weapon group. 

Prerequisite: Weapon Focus with chosen exotic weapon or weapon group. 

Weapon Specialization: Choose a single exotic weapon or weapon 
{Group with which you are proficient. You gain a +2 bonus on damage rolls 
with such weapons. 

You may select this talent multiple times. Each time you select this talent, 
Wapplies to a different exotic weapon or weapon group. 

Prerequisite: Weapon Focus with chosen exotic weapon or weapon 
group. 


Bonus Feats 

At every even-numbered level (2nd, 4th, 6th, ete.), you gain a bonus feat. 
This feat must be selected from the following list, and you must meet any 
Prerequisites for that feat. 

Armor Proficiency (heavy), Bantha Rush, Careful Shot, Charging Fire, 
Gleave, Combat Reflexes, Coordinated Attack, Crush, Deadeye, Double 
Attack, Dual Weapon Mastery |, Dual Weapon Mastery Ii, Dual Weapon 
Mastery tll, Exotic Weapon Proficiency, Far Shot, Great Cleave, Improved 
(Charge, Improved Disarm, Martial Arts 1, Martial Arts ll, Martial Arts Ill, 
Melee Defense, Mighty Swing, Pin, Point Blank Shot, Power Attack, Precise 
Shot, Quick Draw, Rapid Shot, Rapid Strike, Running Attack, Shake It Off, 
Skill Focus, Skill Training, Sniper, Throw, Toughness, Trip, Triple Attack, Triple 
Ent Vehicular Combat, Weapon Focus, Weapon Proficiency (advanced melee 
Weapons), Weapon Proficiency (heavy weapons). 


CREDitTs 
AAst-level soig 


Her Starts play with 3d4 x 250 credits, 
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MULTICLASS 


CHARACTERS 
Acharacter may add new classes as he or she progresses in levels. Multiciass- 
ing improves a character's versatility at the expense of focus, 


CLASS AND LEVEL FEATURES 
As a general rule, the abilities of a multiclass character are the sum of the 
abilities of each of the character's classes. 


Level 

"Character level” is a character's total number of levels. It derives from 
overall XP earned and is used to determine when feats and ability score 
boosts are gained, as per Table 3-1: Experience and Level-Dependent Ben- 
efits. “Class level” is the character's level in a particular class, as per the 
individual class tables, For the single-class hero, character level and class 
level are the same. 


Hit Points 

Each time you gain a new level, roll a hit point die (the size of the die 
depends on the class in which the level is gained) and add the result to your 
character's hit point total. Your character's Constitution modifier applies to 
each hit point die roll. 

For example, a Ist-level scout who becomes a Ist-level scout/st-level 
soldier gains a number of additional hit points equal to 1d10 + the character's 
Constitution modifier. A few game sessions later, the character gains a second 
level in the scout class, becoming a 2nd-level scout/1st-level soldier, where- 
upon her hit points increase by 1d8 + the character's Constitution modifier. 


Base Attack Bonus 

Add the base attack bonus of each class to get the character's base attack 
bonus. For instance, a 6th-level noble/2nd-level soldier has a base attack 
bonus of +6 (+4 for noble, +2 for soldier). 


Defenses 
Each time a character gains 2 new level, his Reflex Defense, Fortitude 
Defense, and Will Defense need to be adjusted to account for the increase 
in character level. 

A character who takes his first level of a new class also gains a class 
bonus to one or more of his defenses; however, this class bonus does not 
stack with other class bonuses. 


Skills 
When you select a new class, you do not gain any new trained skills, However, 
your list of class skills expands to include those of the new class. If you take 


the Skill Training feat (page 88), you may choose your new trained skill from 
the class skill list of any class in which you have levels. 

For example, Arani is a multiclass noble/soldier who takes the Skill Traini 
feat. Her new trained skill may be chasen from the noble's list of class skills. 
or the soldier's list of class skills. 


Starting Feats 

When you select a new class, you do not gain all of its starting feats, 
one feat from the list of starting feats. For example, a Ist-level noble di 
to take a level of soldier and gains one feat of his choice from the oie 
list of starting feats; he selects Weapon Proficiency (rifles). 


Talents 

If a character gains a talent as a consequence of gaining a level, he m 
select a talent associated with the class in which he gained the level. 
example, Arani is a 2nd-level noble who decides to take a level in the so! 
class, which grants her a talent. She must select her new talent from 
soldier talent trees (or from Force talent trees, if she has the Force Sensi 
feat), since it was a soldier level that granted her the talent. 


Feats 

For multiclass characters, feats are received at 3rd level and every 
character levels thereafter, regardless of individual class level (see Tal e 
3-1: Experience and Level-Dependent Benefits). 

A multiclass character that gains a class bonus feat must select it from 
the bonus feats available to that particular class. For example, Arani Is 
2nd-level noble/1st-level soldier who decides to take a second level in 
soldier class, Doing so grants her a bonus feat, which she must select 
the soldier's list of bonus feats (page 53). 


Ability Increases 
For multiclass characters, abilities are increased every four character | 
regardless of individual class level (see Table 3-1: Experience and 
Dependent Benefits). 


ADDING A SECOND CLASS 

When a single-class character gains a level, he or she may choose to increas 
the level of his or her current class or pick up a new class at Ist level. T 
GM may restrict the choices available according to how he or she hi 
classes, skills, experience, and training. For instance, the character may ne 
to find a teacher to instruct him in the ways of the new class, Additionally, 
GM may require the player to declare what class his or her hero is “wor 
on" before he or she makes the jump to the next level, so the character 
time to practice new skills. In this way, gaining the new class is the 
previous effort rather than a sudden development. 
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character gains the base attack bonus, class bonuses to defense, 
“ond class skills, 35 well as hit points of the appropriate die type and a talent 
fated with the new class 
Picking up 2 new class is not exactly the same as starting a character in 
class. Some of the benefits fora Ist-level hero represent the advantage 
Easing while young and fresh, with lots of time to practice. When picking 
i new class, a hero does not receive the following starting benefits given 
Ee characters that begin their careers in that class. 


% Starting feats (select only one of the starting feats) 
i Maximum, tripled nit points from the first die 
es Starting credits 


ADVANCING A LEVEL 
Each time a multiclass character achieves a new evel, he either increases one 
of his current class levels by one or picks up a new class at Ist level 

When a multiclass character increases one of his classes by one level, he 
(pets all the standard benefits that characters get for achieving that level in 
hat class: more hit points, possible bonuses on attack rolls, better defense 
Boores, and one of more new class features (such as a talent or bonus feat) 
Tn addition, 4 multiclass character has the option to take any starting feat 
for that class as a bonus feat. 


HOW MULTICLASSING WORK 
Aran, 8 4th-level noble, decides she wants to expand her repertoire by learn- 
ing some soldiering. When Arani reaches 10,000 XP, she be: 
character. instead of becoming a Sth-level noble, however, she becomes a 
Sth-level noble/1st-level soldier, How exactly she picked up this new area of 
focUSisn't critical to the campaign, though the player and GM are encouraged 
$6 Create an in-game reason and opportunity for the hero to do so. 

Now, instead of gaining the benefits of a new lev 
the benefits of becomin 
points (1010 + her Cons ier), a Ist-level soldier's +1 base attack 
Bonus, @ soldier’s +2 class bonus to Fortitude Defense, and a soldier talent. 
Because she gained a level, all of her defenses (Reflex, Fortitude, and Will) 
Increase by 1 

The benefits described above are added to the scores Arani already had 
MSs Noble. She doesn’t gain any of the benefits a Sth-level noble gains. 
eee, 15,000 XP, Arani becomes a 6th-level hero. She decides she'd 

along the soldier path, so she increases her soldier level instead 

ee tie lee Again she gains the soldier's benefits for attaining 3 new 

Soldier. Her es A a 00 ’s. At this point, Arani is a 4th-level noble/2nd-level 

jombat skill is a little better than a 4th-level noble's would be 

ee sic cane somethi bout fighting du 

ss). Her ag | os is +5 (+3 from her noble class and +2 from her soldier 
“% Fortitude, and Will Defenses each increase by 1 


‘omes a Sth-level 


of noble, she gains 
a Ist-level soldier. She gains a ist-level soldier's hit 


tution mod 


ng her time as a soldier. 


At each new level, Arani decides whether to increase her noble level or her 
soldier level. Of course, if she wants to have even more diverse abilities, she 
could acquire @ third class, such @s scoundrel, At some point, she may also 
qualify for a prestige class (see Chapter 12: Prestige Classes), In general, a 
can multiclass as many times as there are classes available, 
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SKIL 


Deel Surool, a scoundrel, can walk quietly behind an Imperial shuttle, crouch 
in.a shadow, and carefully listen for a stormtrooper commander giving orders 
to its troops. If Vor'en Kurn, a soldier, were to try the same thing, he'd be 
more likely to make so much noise the stormtroopers would hear him. He, 
however, could dash into the shuttle and take its controls, flying it away 
while the stormtroopers fire at it impotently. These actions and many more 
are determined by the skills that characters have [in this case, Perception, 
Pilot, and Stealth). 


SKILLS SUMMARY 

Your character's skills represent a variety of abilities, and you get better at 
them as you go up in level. A skill check takes into account your training 
{trained skill bonus), natural talent (ability modifier), and luck (the die roll). It 
may also take into account your species’ knack for certain skills or the armor 
you're wearing (armor check penalty), among other things. 


TRAINED SKILLS vs. 

UNTRAINED SKILLS 

When you make a character, you are allowed to select a number of skills as 

lined skills. Your character receives a number of trained skills based on his 

character class and Intelligence modifier (minimum of 1 trained skill). 

d skills are selected from the character's list of class skills at Ist level, 

haracter may acquire new trained skills by taking the Skill Training 

ge 88). The major difference between a trained skill and an untrained 

is that you gain a +5 bonus on skill checks if you're trained in the skill. 
ef, some skills (such as Use the Force) can't be used untrained. 


i SKILLS 
skill check, roll: 


your character level + key ability modifier + mis~ 
fiers 


If you are trained in the skill, add +5 to the skill check result. 

A skill check is made just like an attack roll or a saving throw. The higher 
the roll, the better, You're either trying to get a result that equals or exceeds 
a certain Difficulty Class (DC), or you're trying to beat another character's 
check result. For instance, to sneak quietly past a guard, Deel needs to beat 
the guard's Perception check with a Stealth check. 

When adding “one-half your character level,” always round down (a 1st- 
level character adds +0). 

The "key ability modifier" is the character's bonus or penalty for the skill's 
associated ability (Strength, Dexterity, Constitution, Intelligence, Wisdom, 
‘or Charisma). The key ability of a skill is noted in its description and on 
Table 4-2: Skills. 


Ai saleves 


“Miscellaneous modifiers" Include armor check penalties and bonuses 
provided by talents, feats, or equipment. 

Some skills can't be used untrained. These skills are noted on Table 4-4: 
Skills. If your character is not trained in these particular skills, you are not 
allowed to make any kind of check with them. 


How DO SKILLS WORK? 
A character begins play with a number of trained skills based on his or her 
starting heroic class (Jedi, noble, scoundrel, scout, or soldier) and Intelligence 
modifier. A character must choose his or her trained skills from a larger list 
of class skills, as shown in Table 4-1: Trained Skills by Class. 

For example, Rorworr (a 1st-level Wookiee scout) gets 5 trained skills 
for being a scout. Since his Intelligence score is 12, he gets 1 additional 
trained skill, for a total of 6 trained skills. These skills must be selected from 
the scout's list of class skills. Rorworr selects Climb, Initiative, Mechanics, 
Perception, Pilot, and Stealth as his trained skills, 


MAKING SKILL CHECKS 

When your character makes a skill check, roll 1d20 and add one-half your 
character level + your key ability modifier + any miscellaneous modifiers + 
5 (if the character is trained in the skill). Success depends on the difficulty 
of the task at hand. 

Example: Rorwort, a 1st-level Wookiee scout with an Intelligence of 12, 
tries to open the lock on an Imperial detention cell to free an imprisoned 
Rebel operative. First he attempts a Mechanics check. Rorworr is trained in 
the skill, so he can attempt the check (Mechanics skill checks cannot be made 
untrained), He rolls 1d20 and adds one-half his level (+0), his Intelligence 
modifier (+1), and his trained skill bonus (+5). He gets a 13, Unfortunately, 
the GM knows that the lack on the cell door as a DC of 15. Having failed his 
check and pressed for time, Rorworr shoots the lock with his blaster. 


ADVANCING SKILLS 

Since a character's skill modifiers are based on character level, they automati- 
cally increase as the character gains levels. When a character reaches 2nd 
level, all of his skill modifiers—in both trained and untrained skills—increase 
by 1. A character's skill modifiers can also be increased by other means. 


TYPES OF 


SKILL CHECKS 

When you use a skill, you make a skill check to see how well you do. The higher 
the result on your skill check, the better you do, Based on the circumstances, 
your result must equal or exceed a particular number (a DC or the result of 
an opposed skill check) for you to use the skill successfully. The harder the 
task, the higher the number you need to roll, 


Circumstances can affect your check. If you're free to work without 
distractions, you can make a careful attempt and avoid simple mistakes. if 
you have lots of time, you can try over and over again, assuring that you 
eventually succeed. If others help you, you may succeed where otherwise 
you would fail. 


OPPOSED CHECK 
Some skill checks are opposed checks. They are made against a randomized 
number, usually another character's skill check result. For example, to sneak 
up on a guard, you need to beat the guard's Perception check result with 
Stealth check result. You make a Stealth check, and the GM makes a Perception 
check for the guard. Whoever scores the higher result wins the contest, 

For ties on opposed checks, the character with the higher skill modifier 
wins. For instance, if a Stealth check opposed by a Perception check results in 
a tie, the sneaker’s Stealth check modifier would be compared to the noticer’s 
Perception check modifier. If those scores are the same, roll again. 


CHECK AGAINST A 
DIFFICULTY CLASS (DC) 
Some checks are made against a Difficulty Class (DC). The DC is a nut 
set by the GM (using the skill rules as a guideline) that you must score as 
result on your skill check to succeed, For example, climbing the outer 
of a ruined warehouse may have a DC of 15. To climb the wall, you must 

@ result of 15 or better on a Climb check. 


UNTRAINED CHECKS 
Some skills can be used only if you are trained in the skill. If you don't 
Use the Force, for example, regardless of your class, ability scores, and 
rience level, you just don’t know enough about using the Force to attemp 
to manipulate it consciously. Skills that can't be used untrained are m: 
with a “No* in the “Untrained” column on Table 4-2: Skills. 


TRYING AGAIN 
In general, you can try a skill check again if you fail, and you can keep tf 
indefinitely. Many skills, however, have natural consequences for failing 
must be accounted for. Some skills can't be tried again once a check 
failed for a particular task. For most skills, when a character has succee! 
at a given task, additional successes are meaningless. 

For example, if Deel Surool misses a Mechanics check to open @ 
cal lock, he can try again and keep trying. If, however, an alarm 
when the Mechanies check is missed by 5 or more, then failing has its 
penalty. 

Similarly, if Rorworr misses @ Climb check, he can keep trying, but if 
misses by 5 or more, he falls (after which he can get up and try again if 
fall wasn't too far or too painful). 


fies no penalty for failure, you can take 20 and assume that 
ing until you eventually succeed (see Checks without Rolls, 


LLING 
traits, talents, and other special abilities allow you to reroll a 
ck. You must declare that you are using this option immediately after 
check but before any effects are resolved. Furthermore, you must 
fesult of the reroll, even if it is worse. For all purposes, the result 
oll is treated as the real result of your skill check. 
the Better Result: Some species traits, talents, and other special 
e more flexible, allowing you to reroll but keep the better of the 
MOST cases, this is more restricted and only available a limited 
¢6 per day (such as the Knack talent, page 46) or requires you 
Point (such as the Force Power Adept talent, page 214). As 
Must declare that you are using this option immediately after 
check but before any effects are resolved, 
x ¢ Sometimes you have more than one species trait, talent, 
ability that allows you to reroll the same skill check. In this 
choose to take each reroll one at a time in whatever order you 
ig cach one before deciding whether to use another, 
le, @ Cerean scoundrel makes an Initiative check. Dissatisfied with 
€5 lo use the Cerean species trait that allows him to reroll his 
Keeping the new result. Unfortunately, the second roll is even 
sides to use the Knack talent (page 46) to rerall one more time, 
9 the better of the second and third rolls. Alternatively, he could 
Knack first, keeping the better of the first and second rolls, 
sary) use his Cerean species trait to roll a third time, keeping 
Instead of the better of the first two. 


Deception, Gather Information, Initiative, Knowledge {all skills, taken individually), 
Perception, Persuasion, Pilot, Ride, Treat Injury, Use mene 


Mechanics Perception, Persuasion, Plot, Stealt, Use Computer 
Climb, Endurance, Initiative, Jump, Knowledge (all skills, taken individually), 
Mechanics, Perception, Pilot, Ride, Stealth, Survival, Swim 


Climb, Endurance, Initiative, Jump, Knowledge (tactics), Mechanics, Perception, Pilot, Swim, Treat Injury, Use Computer 


FAVORABLE AND 
UNFAVORABLE 
CIRCUMSTANCES 


Some situations may make a skill easier or harder to use, resulting in a bonus 
or penalty to the skill modifier for the skill check, or a change to the skill 
check's DC. It’s one thing for Kelko, a Rodian scout, to hunt down enough 
food to eat while he’s camping for the day on the forest moon of Endor, 
using a Survival check, Foraging for food while crossing 100 kilometers of 
Tatooine's Jundiand Wastes is an entirely different matter. 

The GM can alter the odds of success in four ways to take into account 
‘exceptional circumstances: 


* Give the skill user a +2 circumstance bonus to represent circumstances 
that improve performance, such as having the perfect tool for the job, 
getting help from another character (see Combining Skill Attempts, 
page 61), or possessing unusually accurate information. 

© Give the skill user a -2 circumstance penalty to represent circumstances 
that hamper performance, such as being forced to use improvised tools 
or possessing misleading information. 

© Reduce the DC by 2 (or assign penalties to an opposed check) to repre- 
sent circumstances that make the task easier, such as having a friendly 
audience or performing work that doesn't have to be perfect. 

© Increase the DC by 2 (or add bonuses to an opposed check) to represent 
circumstances that make the task harder, such as having a hostile audi- 
ence or performing work that must be flawless, 


Circumstances that affect your ability to perform the skill change your 
skill modifier. Circumstances that modify how well you have to perform the 


skill to succeed change the DC. A bonus on your skill modifier and a reduction 
in the check’s DC have the same result—they create a better chance that 
you will succeed, But they represent different circumstances, and sometimes 
that difference is important. 

For example, Deel Surool the Twi'lek scoundrel wants to befriend a group 
of Trandoshan thugs drinking in a cantina, Before beginning his performance, 
Deel listens to the Trandoshans so that he can judge their mood. Doing so 
improves his chances of taking the right approach when introducing himself, 
giving him a +2 bonus to the skill modifier for his Persuasion check. The Tran- 
doshans are in a good mood because they recently received a sizable payoff, 
so the GM reduces the bonus they receive for an indifferent attitude to +0. 
(Deel’s attempt at diplomacy isn't better just because the Trandoshans are in 
@ good mood, so he does not get a bonus to add into his skill modifier.) 

However, the leader of the gang, a Human bounty hunter, has been unable 
to locate the Wookiee he's tracking, and he's suspicious of Deel. (Didn't the 
datafile suggest the Wookiee was often seen in the company of a Twi'lek?) 
He gains a +2 bonus to his Will Defense to resist being persuaded (in addition 
to the normal +2 for being indifferent), 

Deel rolls a 6 and adds +8 for his skill modifier (including +2 for his 
impromptu research). His result is 14. The Trandoshans have a Will Defense 
of 13, so Deel's skill check result is high enough to shift their attitudes to 
friendly, but not their leader (Will Defense 16). The Trandoshans applaud Dee! 
Surool and offer to buy him drinks, but their leader eyes him suspiciously, 


TIME AND 
SKILL CHECKS 


A skill’s description tells you whether using a skill is a standard action, a 
move action, a swift action, a full-round action, ora free action, Some skills 
can take minutes or hours to use. 

In general, using a skill that requires concentration (and thus distracts you 
from being fully aware of what's going on around you) provokes an attack of 
opportunity from an opponent if you are within that opponent's threatened 
area when you attempt the skill check. See Attacks of Opportunity, page 
155, for more information. 


CHECKS WITHOUT 
ROLLS 


Asskill check represents an attempt to accomplish some goal, usually in the 
face of some sort of time pressure or distraction. Sometimes, though, you 
can use a skill under more favorable circumstances and eliminate the luck 
factor. 


TAKING 10 
When you're not in a rush and not being threatened or distracted, you 
choose to take 10, Instead of rolling 1420 for the skill check, calculate your 
result as if you had rolled a 10 (an average roll on a d20). For many relatively 
routine tasks, taking 10 results in a success. 

Distractions, threats, and danger make it impossible for a character to 
take 10, You also can't take 10 when using a skill untrained, though the GM 
may allow exceptions for truly routine activities. 

Example: Rorworr the Wookiee has a Climb skill modifier of +10. The 
steep, rocky slope he’s climbing has a DC of 15. With a little care, he can take 
10 and succeed automatically. But partway up the slope, a bounty hunter 
begins taking blaster shots at him from up above. Rorworr needs to make a 
Climb check to reach the bounty hunter, and this time he can't take 10, He 
must make the skill check normally while under attack, 


TAKING 20 
When you have plenty of time (generally 2 minutes for a skill that can nor 
mally be checked in 1 round), and when the skill being attempted carries no 
penalty for failure, you can take 20. Taking 20 represents making multiple” 
rolls, assuming that eventually you will roll a 20. Instead of rolling 1420 si 
the skill check, calculate the result as if you had rolled a 20. Taking 20 $ 
you keep trying until you get it right. Taking 20 takes twenty times as lo 
as making a single check. 

Example: Rorworr comes to a cliff face. He takes 10 to make the 
for a result of 20 (10 plus his +10 skill modifier). However, the DC is 23, 
the GM tells him that he fails to make progress up the cliff, (His check 

is at least high enough that he doesn't fall.) Rorworr can’t take 20 bi 

there is a penalty associated with failure (falling, in this case). 

Later, Rorworr finds a small bunker in the cliffside and searches it. The 
GM notes in the Perception skill description that each 1-square area takes 
a full-round action to search (and she secretly assigns a DC of 15 to th 
attempt). She estimates that the floors, walls, and ceiling of the bunker 
up about twenty squares (about 45 square meters), so she tells Rorwo 
player that it takes 2 minutes to search the whole bunker. Rorworr rolls 102 
and adds his +5 skill modifier. The result of 11 fails. Now Rorworr d 
that he is going to search the bunker high and low, for as long as 
The GM takes the original time of 2 minutes and multiplies it by 20, for 
minutes. That's how long it takes Rorworr to search the whole bunker 
exacting detail. Now Rorworr's player treats his roll as if it were 20, 
result of 25. That's more than enough to beat the DC of 15, and Ro 
finds a datapad discarded in a waste disposal unit. 


INING SKILL 
eMPTS 


‘one character tries the same skill at the same time and for 
their efforts may overlap. 


DUAL EVENTS 
characters attempt some action, and each succeeds or fails 
own, 
ole, Rorworr and each of his companions need to climb a slope 
top. Regardless of Rorworr's result, the other characters need 
ul checks, too. Every character makes a skill check. 


ERATION 
s the individual heroes react to the same circumstance, and they 
ther to help each other out. In this case, one hero is considered 
the effort and makes a skill check while each helper makes a 
inst DC 10. (You can't take 10 on this check.) For each helper 
is, the leader gets a +2 circumstance bonus (as per the rule for 
ct ices). In many cases, a character's help won't be benefi- 
‘a limited number of characters can help at the same time. The 
its cooperation as she sees fit for the circumstances. 
ce, if Kelko has been badly wounded, Vor'en Kurn can try a Treat 
ck to keep him from dying. One other character can help Vor'en. If 
o makes a Treat Injury check against DC 10, then Vor'en gets a 
yn the Treat Injury check he makes to help Kelko. The GM rules that 
rs can't help Vor'en at the same time because a third person 


on may not require all the characters to make the same skill 
If 9. and Deel Surool try to find information about an illegal busi- 
‘a Hutt’s datapad, only one can make a Use Computer check. While 
lly checking the datapad, Deel Suroo! realizes his Knowledge 
be able to give hints on what to look for. Surool can make 
tdge (business) check to give Kelko a +2 bonus to his Use 


OY try to do something to which no specific skill applies. In 
‘YOu make an ability check: Roll 1420 and apply the appropriate 
r The GM assigns a DC, or sets up an opposed check when 
‘WE engaged in a contest using one ability against another. 
who rolls highest acts first. 

@ test of one's ability doesn’t involve luck. Just as you 
@ height check to see who is taller, you don't make a Strength 


check to see who is stronger, When two characters arm wrestle, for example, 
the stronger character simply wins. In the case of identical scores, then make 
opposed Strength checks. 


EXAMPLE ABILITY CHECK 
Tyii rope Dexter ity 
Constitution — =) 
Navigating a maze Intelligence 
r re r = 
- ~ 


Getting yourself noticed in a crowd Charisma 
SKILL DESCRIPTIONS 
This section describes each skill, including common uses and typical modi- 
fiers. Characters can sometimes use skills for other purposes than those listed 
here, For example, you might be able to impress the members of a starfighter 
‘squadron by making a Pilot check. 

Here is the format for skill descriptions, Headings that do not apply to a 
particular skill are omitted in that skill’s description. 


SKILL NAME (KEY ABILITY) 
Trained Only; Armor Check Penalty 
The skill name line and the line beneath it include the following information. 

Key Ability: The abbreviation for the ability whose modifier applies to 
the skill check. 

Trained Only: If “Trained Only” appears on the line beneath the skill name, 
you must be trained in that skill to use it. If "Trained Only" is omitted, the 
skill can be used untrained except for some uses. If any special notes apply 
to trained or untrained use, they are covered in the Special section, 

Armor Check Penalty; If "Armor Check Penalty” appears on the line 
beneath the skill name, a character takes a penalty on skill checks made with 
this skill if he’s wearing armor with which he is not proficient. The size of the 
armor check penalty depends on the type of armor; light, ~2; medium, -5; or 
heavy, -10. For example, Rorworr the Wookiee scout is proficient with light 
armor only. If he attempts to swim in medium armor, he takes a -5 armor 
check penalty on his Swim check. 

Retry: Any circumstances that apply to successive attempts to use 
the skill successfully, If this paragraph is omitted, the skill check can 
be tried again without any inherent penalty other than consuming 
additional time. 

Special: Any special notes that apply, such as rules regarding untrained 
use and whether or not you can take 10 or take 20 when using the skill. 

Time; How much time it takes to make a check with this skill, if that 
information hasn't already been covered elsewhere. 


SKILL (KEY ABILITY) 
Climb (Str) 
Endurance (Con) 
Initiative (Dex) 
Knowledge (Int) 
Perception (Wis) 
Pilot (Dex) 


Stealth (Dex) Yes 


Swim (Str) Yes 


FSeTSCE TST 


Use Computer (Int) Yes! 


C Class skit! 
1 Some uses of the skill require that you be trained in the skill. 
2 Knowledge (tactics) only. 


3 Any character with the Force Sensitivity feat treats Use the Force as a class skill. 


AcRoOBATICS (DEx) 
Armor Check Penalty 
You can move at normal speed across difficult terrain, keep your balance 
while walking on a narrow surface, take less damage from a fall, slip free 
of restraints or a grappling foe, and get up from prone safely. In addition to 
the specific options listed below, you can use Acrobatics to perform typical 
tumbling, flipping, or gymnastic maneuvers. 

Balance: A successful Acrobatics check allows you to move at half speed 
along a narrow surface such as a ledge or wire, The DC of the Acrobatics check 
varies with the width of the surface (see below). If the surface is slippery 


or unstable, increase the DC by 5. A failed check means you fall 
must make a DC 15 Reflex save to catch the ledge or wire. 


NARROW SURFACE ACROBATICS DC 
4-7 cm wide 15 
You are considered flat-footed while balancing, and thus you lose 


Dexterity bonus to your Reflex Defense (if any). If you are trained in 
batics, you aren't considered flat-footed while balancing. 


take damage while balancing, you must immediately make another 
patics check against the same DC to keep from falling. 
‘Cross Difficult Terrain (Trained Only): With a successful DC 15 Acrobat- 
check, you ca move through difficult terrain at your normal speed. 
Escape Bonds: With a successful Acrobatics check, you can slip free of 
: its (DC varies; see table below), wriggle through a tight space (DC 
or escape from a grapple (DC = the grappler’s grapple check), The DC to 
free of a restraint depends on the type of restraint (see table). 

Ittakes an attack action to escape a grapple. It takes a full-round action 
pe a net or to move 1 square through a tight space. It takes | minute 


Saal from ropes, binder cuffs, or manacles. 
RESTRAINT ACROBATICS DC 
Opponent’s Dex check + 10 
Net 15 
cl 25 


Fall Prone (Trained Only): If you are trained in Acrobatics and succeed 
iat a DC 15 check, you can drop to a prone position as a free action (instead 
of a swift action) 

Reduce Falling Damage (Trained Only): With a successful DC 15 Acro- 
baties check, you can treat a fall as if it was 3 meters (2 squares) shorter when 
Determining damage. For every 10 points by which you beat this DC, you can 
Subtract an additional 3 meters from the fall for determining damage. If you 
Make this check and take no damage from the fall, you land on your feet. 

Hf you are struck by a falling object, you can reduce the damage you 
Keke by half with a successful DC 15 Acrobatics check (see Falling Objects, 
page 254) 

Stand Up from Prone (Trained Only): If you are trained in Acrobatics 
9nd succeed at a DC 15 check, you can stand up from a prone position as a 
Swift action (instead of a move action). 

Tumble (Trained Only): if you succeed at 2 DC 15 Acrobatics check, you 
fan tumble through the threatened area or fighting space of an enemy as 
Part of your move action without provoking an attack of opportunity. Each 

Squere of occupied square that you tumble through counts as 2 
Squares of movement 
Special; You can't take 10 or take 20 on an Acrobatics check 
MYO are trained in Acrobatics, you gain a +2 dodge bonus to your Reflex 
when fighting defensively (see Fighting Defensively, page 152) 


Cuime (str) 
edi Penalty 
ENS Skil to scale a cliff, to get to a window on the second story of @ 


Ft OF t0 climb up an antenna array af 
qn y after falling out of an airway at 
Hebottom of a floating city 


9 
I 
> 
3 
4 
LJ 
2 
< 


Climb Surface: With each successful Climb check, you can advance up, 
down, or across a slape or a wall or other steep incline (or even a ceiling with 
handholds). A slope is considered to be any incline of less than 60 degrees; 
a wall is any incline of 60 degrees or steeper. You can climb at one-half of 
your speed as a full-round action. You can move half that far—one-fourth 
of your speed—as a move action. 

A failed Climb check indicates that you make no progress, and a check 
that fails by 5 or more means that you fall from whatever height you have 
already attained. 

The DC of the check depends on the circumstances of the climb: 


SURFACE 
ee 


¢ against or a ki 


DC EXAMPLE WALL OR 


oe 9 to 
against. erated 
Rope with a wall to br: ed rope, but not both. 

So lar eign abo ge ean ae 
15 Surface with adequate handholds and footholds (natural or artifi- 
cial), such as a very rough natural rock surface or @ tree; an unknot- 


a 
25 Rough surface, such as a natural rock wall ora brick wall. 


an 


— __ Perfectly smooth, flat, vertical surface cannot be climbed, 


{reduces normal DC by 5). 
+5° Surface is slippery (increases normal DC by 5), 
* These modifiers are cumulative; use any that apply. 


Since you can't move to avoid an attack while climbing, opponents get 
a +2 bonus on attack rolls against you, and you lose any Dexterity bonus to 
your Reflex Defense, 

Any time you take damage while climbing, make a Climb check against the 
DC of the slope or wall, Failure means you fall from your current height and 
sustain the appropriate falling damage (see Falling Damage, page 255). 

Accelerated Climbing: You try to climb more quickly than normal, but 
you take a -5 penalty on Climb checks. Accelerated climbing allows you 
to climb at your full speed as a full-round action. You can move half that 
far—one-half of your speed—as a move action, 

Catching Yourself When Falling: It's practically impossible to catch 
yourself on a wall while falling. Make a Climb check (DC = the wall's DC 
+ 20) to do so. A slape is relatively easier to catch yourself on (DC = the 
slope's DC + 10). 


Making Handholds and Footholds: You can make your own handho| 
and footholds by pounding pitons into a wall. Doing so takes 1 minute per 
piton, and one piton is needed per meter. As with any surface with handhold 
and footholds, a wall with pitons in it has a DC of 15. In the same way, 
climber with an ice axe or similar implement can cut handholds or foothold 
in an ice wall, 

Special; Someone using a rope can haul a character upward (or lower 
the character) by means of sheer strength. Use the encumbrance rules (see 
page 140) to determine how much weight a character can lift. 

You can take 10 while climbing, but you can't take 20. 


DECEPTION (CHA) 
You can make the untrue seem true, the outrageous seem plausible, and 
nefarious seem ordinary. The skill encompasses conning, fast-talking, ri 
rection, forgery, disguise, and outright lying. Use a Deception check to 
temporary confusion, pass as someone you're not, get someone to turn his 
head in the direction you point, or pass faked documents off as genuine, 
Deceive: When you want to make another character believe something 
that is untrue, you can attempt to deceive them. You can deceive a target 
‘one of two ways: by producing a deceptive appearance or by communicatl 
deceptive information. 
Deceptive Appearance: When you produce a deceptive appea! 
such as disguising your appearance or producing forged documents, mi 
a Deception check opposed by the Perception check of any target that see: 
the deception. If you succeed, that character believes that the appearance is 
authentic, If you fail, the target detects the deception. Creating ad 
appearance requires at least 1 minute (10 rounds) for simple deceptions, 
minutes for moderate deceptions, 1 hour for difficult deceptions, 1 day 
incredible deceptions, or 2 weeks (10 days) for outrageous deceptions. You 
can rush and create the deception in less time (treating it as if it were one 
step easier, to a minimum of simple), but you take 2 -10 penalty on 
Deception check. in all cases, make a single Deception check at the t 
you create the deceptive appearance and compare your check result tot 
Perception check of any character who encounters it. 
Deceptive Information: When you communicate deceptive info 
such as telling a lie or distorting facts to lead the target to @ false conc 
sion, make @ Deception check against the Will Defense of any target t 
can understand you. If you succeed, the target believes that what yo 
telling them is true. While most cases of deceptive information are 
verbal or written (requiring the target to be able to understand you). 
can deceive with gestures, body language, facial expressions, and $0 
Communicating deceptive information requires at least a standard 
for simple deceptions, a full-round action for moderate deceptions, 
minute (10 rounds) or even more for difficult, incredible, or outrageous OS 
tions. You can rush and communicate your deception in less time (tre 


A moderate deception is believable and doesn't affect the target much one way or the other, and you have most of the props you 
need. Moderate deceptions include convincing a suspicious guard that you're not a thief; disguising yourself as a member of another 
species or gender; and creating a false 1D good enough to pass visual scrutiny but not electronic screening. 


LFUNCTION BUT, 


Step easier, to a minimum of simple), but you take a -10 
Deception check. if your deceptive information is written, 
preserved for later viewing, your original Deception 
Compared to the Will Defense of all targets who later read 
deception. 
£5, YOu convey both a deceptive appearance and deceptive 
+ For example, if you create a falsified document (such as an 
a letter from 2 senator, or orders from a military commander), 
Se Something that looks authentic (deceptive appearance) 
ting believable content (deceptive information). In this case, 
Uece; heck and compare it to both the target's Perception 
I Defense. Similarly, you might disguise yourself as an Imperial 


An incredible deception is hard to believe, presents a sizable risk to the target, 
deceptions include convincing @ reputable starship dealer to buy a stolen Imperial shuttle, impersonating someone well enough to 
convince an old friend, and forging false credits. 


“UH, HAD A SLIGHT WEAPONS 
Cet 2 « 
RFPECTLY ALL RIGHT NOW. 
fE"RE ALL FINE HERE NOW. THANK YOU. 
HOW ARE YOU?" 


pass eee wisi 
or requires passing intense scrutiny. Incredible 


i 


EVERYTHING'S 
WE'RE FINE. 


- HAN SOLO 


general (deceptive appearance) and then give fake orders to a stormtrooper 
(deceptive information). In this example, you make one Deception check 
ahead of time to create the disguise and another Deception check at the 
time you give the stormtrooper his new orders, 

Favorable and unfavorable circumstances weigh heavily on the outcome 
of 2 deception. Two circumstances can weigh against you: The deception is 
hard to believe, or the action that the deception requires the target to take 
goes against the target's self-interest, nature, personality, or orders. 

If it's important, the GM can distinguish between a deception that fails 
because the target doesn’t believe it and one that falls because it just asks 
too much of the target. For instance, if the deception demands something 
risky of the target, and your Deception check fails by 10 or less, then the 


target didn't so much see through the deception as prove reluctant to go 
along with it even if he believes it's true. If your Deception check fails by 11 
or more, he has seen through the deception (and would have done so even 
if it had not placed any demand on him). 

Asuccessful Deception check indicates that the target reacts as you wish, 
at least for a short time, or the target believes something that you want him 
to believe. For example, you could use a deception to put someone off guard 
by telling him someone was behind him. At best, such a deception would 
make the target glance over his shoulder. It would not cause the target 
to ignore you and completely turn around. Alternatively, you could use a 
deception to make a starship captain believe that he has orders to take his 
vessel to Tatooine, If successful, the captain would carry out his new “orders” 
even though that would take quite some time, but as soon as he encounters 
contradictory information (such receiving contradictory orders from his real 
commander, or arriving at Tatooine and discovering that no one sent for him) 
he will realize that he has been fooled. 

Creating a Diversion to Hide: You can use Deception to help you hide. A 
successful Deception check that equals or exceeds the target's Will Defense 
gives you the momentary diversion you need to attempt a Stealth check while 
the target is aware of you (see the Stealth skill, page 72). 

Feint: Make a Deception check as a standard action to set the DC of your 
opponent's Initiative check. If you beat your opponent's roll, that target is 
treated as flat-footed against the first attack you make against him in the 
next round. You take a -5 penalty against non-humanoid creatures or against 
creatures with an Intelligence lower than 3. 

Retry: Generally, a failed Deception check makes the target too suspicious 
for you to try another deception in the same circumstances, For feinting in 
combat, you may retry freely. 

Special: You can take 10 when making a deception (except for feinting 
in combat), but you can't take 20, 

Time: A deception takes at least a standard action, but can take much 
longer if you try something elaborate. Disquises that require major changes 
to your physical outline, or forged documents with many safequards, can 
take hours or even days. 


ENDURANCE (CON) 
Armor Check Penalty 
You can push yourself beyond your normal physical limits, 

Force March: Each hour of walking after 8 hours requires you to attempt 
a DC 10 Endurance check (+2 per hour after the first). If you fail, you move 
=1 persistent step along the condition track (see Conditions, page 148). You 
can only remove this persistent condition by resting for 8 hours, 

Hold Breath: You can hold your breath for a number of rounds equal 
to your Constitution score. After this period of time, you must succeed on 
a DC 10 Endurance check in order to continue holding your breath, The DC 
increases by +2 per additional round. If you fail, you must breathe or you 


move -1 step on the condition track (see page 149). If you reach the bo 
of the condition track, you fall unconscious. If you are still unable to by 
‘on your next turn after falling unconscious, you die. 

Ignore Hunger: You can go without food for a number of days equal 
your Constitution modifier (minimum 1 day). After this time, you must s 
ceed on an Endurance check each day or move ~1 persistent step alon: 
condition track (see page 149). You can only remove this persistent condition 
by eating a nutritious meal. The DC is 10 on the first day and increases & 
+2 cach day thereafter, 

Ignore Thirst: You can go without water for a number of hours equal to 
three times your Constitution score. After this time, you must succeed on 
an Endurance check each hour or move -1 persistent step along the condi- 
tion track (see page 149). You may only remove this persistent conditi 
by drinking at least 1 liter of water; for creatures that are not Medium size, 
multiply the water required by 10 for every size category above Medium 
divide it by 10 for every size category below Medium. The DC is 10 on the: 
first day and increases by +2 each day thereafter. 

Run: You can run as a full-round action. When you run, you can mo 
up to four times your speed in a straight line (or three times your speed ing 
straight line if you are wearing heavy armor or carrying a heavy load). u 
lose any Dexterity bonus to your Reflex Defense while you're running, 

you can't actively avoid attacks. 

You can run for a number of rounds equal to your Constitution score 
out any trouble. If you want to continue running after that, you must succeed: 
‘ona DC 10 Endurance check. You must check again each round in which you 
continue to run, and the DC of the Endurance check increases by ? for ei 
previous check you made. When you fail a check, you move ~1 persistent ste 
‘on the condition track (see Conditions, page 148). You can only remove # 
persistent condition by resting for the same length of time that you 
running. During this rest period, you can only move your speed. 

Sleep in Armor: You can sleep while wearing armor by succeeding at 
Endurance check (DC 10 for light armor, DC 15 for medium armor, and 0 
20 for heavy armor). If you fall, you don't sleep and move ~1 persistent st 
along the condition track (see page 149). You can only remove this persistet 
condition by sleeping for 8 hours. 4 
Swim/Tread Water: Each hour that you swim, you must succeed 0 
DC 15 Endurance check or move -1 persistent step along the condition trae 
(see page 149). You can only remove this persistent condition by res 
(not swimming or treading water) for the same length of time that you WS 
swimming. Each consecutive hour of swimming increases the OC by 
you are only treading water, reduce the DC by 5. 


s ATHER INFORMATION (CHA) 

this skill to make contacts, learn local new stories and gossip, and 
acquire “a and Rumors: Major news stories and popular local rumors 
ed with a DC 10 Gather Information check. Learning the 
sified facts of a news story or determining the veracity of a 
check and 50 credits in bribes. 
ecret information” includes anything 
sified police report, a 


be unearth 
fed, unclas: 
requires 2 DC 20 
Learn Secret Information 
unavailable to tne general public, Examples include a clas 
hidden location, military blueprints, installation security procedures, and com- 


puter access codes. Learning a piece of secret information typically requires a 
DC 25 check and 5,000 credits in bribes; however, information that's especially 
difficult to obtain (such as the technical blueprints of the Death Star) might 
require a DC 30 or higher skill check and cost 50,000 credits or more, at the 
GM's discretion. If the check fails by 5 or more, someone notices that you're 
asking questions and comes to investigate, arrest, or silence you 

Locate Individual: Make a Gather Information check to locate a specific 
individual—either someone you know by name or someone with the skill, item, 
or information you need. The DC of the check is 15 if the target is relatively 


easy to locate; if the target isn't well known or has taken strides to con 
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his or her presence and/or activities, the DC is 25 and the information costs 
500 credits in bribes. 

Special: You can take 10 on a Gather Information check, but you can't 
take 20. A successful Persuasion check can reduce the monetary cost of a 
Gather Information check (see the Persuasion skill, page 71). 

Some information is beyond the reach of a Gather Information skill 
check. For example, characters searching for Darth Vader won't find him by 
speaking with tribes of Ewoks on the Forest Moon of Endor, no matter how 
many Ewoks they question. 

Time: Each Gather Information check represents 1d6 hours of time 
spent talking to informants, scanning HoloNet news broadcasts, or perusing 
information kiosks, 


INITIATIVE (DEX) 
Armor Check Penalty 
Use this skill to gain the advantage in combat. 

Start Battle: An Initiative check sets the order of combat when a fight 
starts. Each character aware of the fight makes an Initiative check and goes 
in order from highest to lowest. 

When piloting a vehicle in combat, you must apply the vehicle's size modi- 
fier to your Initiative check (see Table 10-1; Vehicle Sizes, page 166). 

Avoid Feint: When an opponent attempts to feint in combat, you oppose 
his Deception check with an Initiative check. If you meet or beat his check 
result, his feint attempt fails. 

Special: You can take 10 on an Initiative check, but you can't take 20. 


Jump (STR) 

Armor Check Penalty 

Use this skill to leap over pits, vault low fences, or jump down from a tree's 
lowest branches. 

Long Jump: The DC of a running long jump is equal to the distance 
cleared [in meters) multiplied by 3. For example, clearing a 3-meter-wide 
(2-square-wide) pit requires a successful DC 9 Jump check. If you do not 
get at least a 4-square running start, the DC is doubled. 

High Jump: The DC of a running high jump is equal to the distance cleared 
{in meters) multiplied by 12. For example, landing atop 2 1.5-meter-high 
(1-square-high) ledge requires a successful DC 18 Jump check. If you use a 
pole of sufficient height to help you vault the distance, the DC Is halved. If 
you do not get at least a 4-square running start, the DC is doubled. 

Jump Down: If you intentionally jump down from a height, you can 
attempt a DC 15 Jump check to take falling damage as if you had dropped 3 
meters (2 squares) fewer than you actually did. If you succeed on this check 
and take no damage, you land on your feet, 

Special: You can take 10 when making a Jump check. If there is no danger 
associated with failing, you can take 20, Distance covered by a long jump 


‘or high jump counts against your maximum movement in a round; di 
covered by jumping down does not. 


KNOWLEDGE (INT) 
Knowledge encompasses a number of unrelated skills. Knowledge rep, 
sents a study of some body of lore, possibly an academic or even scies 
discipline. 

Each time you select Knowledge as a trained skill, you must choose a 
of study from the list below: 

Bureoucrocy: Business procedures, legal systems and regulations, 
organizational structures 

Goloctic lore: Planets, homeworlds, sectors of space, galactic history, 
and the Force 

Life sciences; Biology, botany, genetics, archaeology, xenobiology, 
cine, and forensics 

Physical sciences: Astronomy, astrogation, chemistry, mathemati 
physics, and engineering 

Social sciences: Sociology, psychology, philosophy, theology, 
criminology 

Tactics: Techniques and strategies for disposing and maneuvering force 
in combat 

Technology: Function and principle of technological devices, as well: 
knowledge of cutting edge theories and advancements. 
Common Knowledge: You can answer a basic question about 2 sub 
related to your field of study with a DC 10 check. For example, a DC 10 Kno 
edge (life sciences) check is enough to know that Rodians are skilled hunt 

Expert Knowledge (Trained Only): You can make a Knowledge che 
a swift action to answer a question within your field of study that req 
some level of expertise. The DC of the check ranges from 15 (for sim 
questions) to 25 (for tough questions). The GM may adjust the DC di 
on the character's personal experience. For example, a DC 20 Kno 
(galactic lore) check might reveal specific information about the inhad 
of the planet Dathomir, but the DC may be lower if the character mal 
check has actually been there. 
Retry: No, you can’t reroll a failed Knowledge check. The roll represe 
what you know, and thinking about a topic a second time doesn't let 
know something you never learned in the first place. a 
Special: You can take 10 when making a Knowledge check, by 
can't take 20. 


MECHANICS (INT) 
Trained Only 
You can bypass locks and traps, set and disarm explosives, fix malfu' 
devices, and modify and repair damaged droids. 

Disable Device (requires security kit): You can use this skill to dls 
security device, defeat 3 lock or trap, or rig 2 device to fail when it 


" -f0 ti d the DC depends on the intricacy or 
effort takes @ full-round action, and t pi 
ad plexity of the item being disabled or sabotaged, as shown below 
complex” . 
peVICE pc’ EXAMPLES 
15 Sabotage a mechanical device, jam a blaster, bypass a 
¥ basic mechanical lock 
- «20 Sabotage an electronic device, bypass a basic electronic 
Tricky ck 


28 Disarm an electronic security system, bypass a complex 
mechanical or electronic lock 
* ifyou attempt to leave behind no trace of the tampering, increase the DC 
by 5. 
ifthe Mechanics check fails by 5 or more, something goes wrong. If it’s 


WD trap, you spring it. If it's some sort of sabotage, you think the device is 


isabled, but It still works normally. 


FoR A MECHANIC, 

YoU SEEM TO DO AN 

SBxXCESSIVE AMOUNT 
OF THINKING." 
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Handle Explosives: Setting a simple explosive to blow up at a certain 
Spot doesn't require a check, but connecting and setting a detonator does. 
Also, placing an explosive for maximum effect against a structure calls for 
@check, as does disarming an explosive de ; 

Setting a deton 
Gevice is a full 

Set Detonator: Most explosives require a detonator to go off. Connecting 
Bidetonator to an explosive requires a DC 10 check. Failure means that the 
explosive fails to go off lanined, Failure by 10 or more means the explosive 
90€S Off as the detonator is ng insta 
“ Wowcan make an explosive difficult to disarm. To do so, you choose the 
ail you be higher 
hia ne set = detonator is equal to the disarm DC ~ 5. For 
icra, Gene ne ecide to make the disarm 0C 20. The DC to set the deto- 

¢ explosive becomes 15 (instead of the normal 10) 

Place Explosive Device 
Structure or vehicle (5 
the damage dealt » 


f, placing an explosive device, or disarming an explosive 
und action. 


rcheck to set the detonator (it mu: 


Carefully placing an explosive against a fixed 
Stationary, unattended inanimate object) increases 
ction. The GM 
how well you've done), One 


¥ Exploiting weaknesses in its const 
Ste check (so that you don't know exactly 


a result of 15 or higher, you ignore the damage reduction of any object to 
higher, the explosive 


which the explosives are attached, On a result of 2 
deals double damage to the structure or vehicle against which it's placed. On 
5 or higher, it deals triple damage. In all cases, it deals norma 


a result of 


damage to all other targets within its burst radius 
Disarm Explosive Device (requires a security kit): Disarming an explosive 

go off requires @ check. The DC is usually 15, unles 

ne detonator chose a higher disarm DC (see Set Detonator 


that has been set 


the one who set 
above). If you fail the check, you do not disarm the expl 
by 5 or more, the explosive detonates while you are adj 


e. If you fail it 
nt to it 
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Jury-Rig: You can make temporary repairs to any disabled mechanical 
or electronic device, from a simple too! to a complex starship component. 
Jury-rigging is a full-round action and requires a successful DC 25 check. 
If you use a too! kit, you gain a +5 equipment bonus on the check. A jury~ 
rigged device gains +2 steps on the condition track. At the end of the scene 
or encounter, the jury-rigged device moves -5 steps along the track and 
becomes disabled again. (See Conditions, page 148.) 

Modify Droid (requires tool kit): You can make a Mechanics check to 
modify a droid (see Modifying Droids, page 197). 

Recharge Shields: When acting as the shield operator on a vehicle or 
operating a device with a shield rating, you can spend three swift actions 
on the same turn or on consecutive turns to make a DC 20 Mechanics check 
to recharge the vehicle's shields. If successful, you restore 5 points to its 
shield rating, up to its normal maximum. 

Regulate Power: When acting as the engineer on a vehicle or operating a 
device, you can spend three swift actions to make a DC 20 Mechanics check 
to regulate its power. If you are successful, the vehicle moves +1 step on the 
condition track (see Conditions, page 148). 

Repair (requires tool kit): You can repair a damaged or disabled droid 
or object (including devices and vehicles). This requires at least 1 hour of 
work, at the end of which time you must make a Mechanics check. Only one 
character may repair a given droid or object at a time, but other characters 
may use the aid another action to assist (see page 151). 

Repair Droid (requires a tool kit): You can spend 1 hour and make a 
DC 20 Mechanics check to repair a damaged or disabled droid, restoring 
hit points equal to the droid’s character level and removing any persistent 
conditions currently affecting the droid. A droid can attempt to repair itself, 
but it takes a -S penalty on Its skill check. 

Repair Object: You can spend 1 hour and make a DC 20 Mechanics check 
to repair a damaged or disabled object, restoring 108 hit paints and removing 
any persistent conditions currently affecting the device or vehicle. If you are 
on board a damaged vehicle while you attempt to repair it, apply any penalties 
from the vehicle's position on the condition track on your Mechanics check. 
(Major vehicle repairs are best attempted in a garage, hangar, dry dock, or 
other specialized facility.) 

Retry: You can usually retry a Mechanics check. In some specific cases, 
however, a failed Mechanics check has negative ramifications that prevent 
repeated checks (see Disable Device, above, for example). 

Special; You can take 10 or take 20 on a Mechanics check, When making 
a Mechanics check to accomplish a jury-rig repair, you can't take 20. 


PERCEPTION (Wis) 
Use this skill to perceive threats as well as your surroundings. 

The distance between you and whatever you're trying to perceive affects 
your Perception check, as do solid barriers and concealment. 


Avoid Surprise: A Perception check made at the start of a battle dete 
mines whether or not you are surprised (see Surprise, page 149). A Perception 
check made to avoid surprise is a reaction. 

Eavesdrop: A DC 10 Perception check allows you to eavesdrop on a 
conversation. You must be able to understand the language being spoke 
The DC increases to 15 in relatively noisy areas (such as a cantina) or 25 jn, 
particularly loud areas (such as a droid factory). Eavesdropping on a ¢o 
versation is a standard action. 

Hear Distant or Ambient Noises: A DC 10 Perception check allows you 
to detect and identify distant or ambient noises, Actively listening for dista 
‘or ambient noises is a standard action. 

Notice Targets: A Perception check lets you hear or spot other targets or 
detect someone or something sneaking up on you from behind. If the target) 
actively attempting to remain undetected, your Perception check is opp 
by the target's Stealth check. If the target is not making any special effort to 
avoid detection, the Perception check DC is determined by the target's size; 
Colossal, OC -15; Gargantuan, DC -10; Huge, DC -5; Large, DC 0; Mediu 
DC 5; Small, DC 10; Tiny, DC 15; Diminutive, DC 20; Fine, DC 25, 

For every 10 squares of distance between you and the target, you ti 
a -5 penalty on your Perception check. You also take a ~5 penalty if t 
target has concealment or cover, or a -10 penalty if it has total cor 
‘ment or total cover. 

Detecting a target that enters your line of sight is a reaction. Actively 
Joking or listening for hidden enemies (including those to whom you do not 
have a line of sight) is a standard action. 

You can also notice if a character has a concealed weapons or objects 
Make a Perception check opposed by the target's Stealth check result | 
you win the opposed check, you notice the concealed object. If you win tf 
opposed check by 5 or more, you can tell what kind of object is conce 
(for example, distinguishing a blaster from a datapad). 

Search: You can carefully examine a 1-square area or a 1-cubic~mett 
volume of goods as a full-round action. A DC 15 Perception check allows 
to find clues, hidden compartments, secret doors, traps, irregularities, » 
other details not readily apparent within that area, The GM may incre 
the DC for especially obscure well-hidden features. 

You can also search a character for concealed weapons or objects. 
a Perception check opposed by the target's Stealth check result. If you W 
the opposed check, you find the concealed object. You receive a +10 ‘ 
stance bonus on your Perception check if you physically touch the targ 
search for concealed items; this requires a full-round action and can 0 
be used on a willing, pinned, or helpless target. 

Sense Deception: You can use Perception to see through dec 
appearances made using the Deception skill. If your Perception check 
cor exceeds the result of the Deception check, you realize that you're © 
deceived, Your Perception check to sense the deception is a reaction: 


‘Wishes you il! but won't go out of its way to harm you 


Wishes you well but won't take life-threatening risks on your behalf 


ce: Make a Perception check to determine whether someone 
Influence of a mind-affecting Force power or other method of 
assuming the effect isn’t obvious). This requires a full-round action 
DC 20 check. 
can make a Perception check every time you have the opportunity 
ething asa reaction. As a swift action, you may attempt to see or 
that you failed (or believe you failed) to notice previously, 
You can take 10 or take 20 when making @ Perception check. 
eans you spend 2 minutes attempting to notice something that 
‘mot be there, 


IUASION (CHA) 
‘others with your tact, subtlety, and social grace, or you 
‘them into being more cooperative. 
Attitude: As a full-round action, you can make a Persuasion 
st the attitude of a creature with an Intelligence of 2 or higher 
, body language, or a combination of the two. The target must be 
you. Apply a modifier to the check based on the target's current 
yous hostile -10, unfriendly -5, indifferent -2, friendly +0 
Attitude Steps). If the check equals or exceeds the target's 
‘the target's attitude shifts one step in your favor. If the target 
ot understand your speech, apply a -5 penalty on your Per- 
You may attempt to change the attitude of a given creature 
ier encounter. 
| Whenever you use the Gather Information skill, you can make @ 
sk 85 a swift action to reduce by half the amount you must 
the information you desire. Conversely, you can use this skill 
d action to increase or reduce the sell price of a desired item 
DC depends on the attitude of the individual (or individuals) 
ealing: unfriendly DC 30, indifferent DC 25, friendly DC 
18. You can't haggle with creatures that are hostile toward 
Wes that have an Intelligence of 2 or lower, No matter how adept 
1G, & creature won't pay more for an item that can easily 
ere for the standard listed price. 


Intimidate: As a full-round action, you can make a Persuasion check to 
force a single creature with an Intelligence of 1 or higher to back down from 
a confrontation, surrender one of its possessions, reveal a piece of secret 
information, or flee from you for a short time, The creature must be able to 
see you. Your check result must equal or exceed the target's Will Defense 
for the intimidation attempt to succeed, Apply a modifier to the check based 
‘on the threat the target perceives from you: 


SITUATION MODIFIER 


Target is clearly outnumbered or disadvantaged +0 


Target is evenly matched with you BO 
You are clearly outnumbered or fates -10 


You can't force the target to obey your every command or do something 
that endangers its life or the lives of its allies. A creature you successfully 
intimidate becomes one step more hostile toward you as soon as you are no 
longer an imminent threat (see Table 4-4; Attitude Steps). 

Retry: If you fail a Persuasion check, you cannot make any further Per- 
suasion checks against the targeted creature for 24 hours. 

Special: You can take 10 on a Persuasion check, but you can’t take 20, 


Pitot (Dex) 
Use this skill to operate a vehicle, Basic operation of a vehicle does not 
require a skill check or special training, but performing evasive maneuvers 
and difficult stunts does. 

Whenever you make a Pilot check, you must apply the vehicle's size modi- 
fier to your check (see Table 10-1: Vehicle Sizes, page 166). 

Avoid Collision: You can make a DC 15 Pilot check asa reaction to reduce 
or negate the damage from a collision (see Avoid Collision, page 173). 

Dogfight: When operating a flying vehicle, you can make a Pilot check as 
a standard action to engage in a dogfight (see Dogfight, page 171). 


Engage the Enemy (Trained Only): When piloting a vehicle in combat, 
you can choose to make a Pilot check instead of an Initiative check to deter- 
mine your place in the initiative order. 

Increase Vehicle Speed (Trained Only): You may make a DC 20 Pilot 
check as a swift action to make your vehicle perform beyond its normal 
limits. (You can't take 10 on this check.) If the check fails, your vehicle's 
speed does not increase, and your vehicle moves -1 step on the condition 
track (see Conditions, page 148). If you succeed, your vehicle's speed 
increases by 1 square until the start of your next turn. For every 5 points 
by which you exceed the DC, your vehicle's speed increases by an additional 
1 square. 

Ram: You can make a Pilot check as part of a full-round action to collide 
intentionally with a target (see Ram, page 172). 

‘Special: You can take 10 when making a Pilot check except when attempt- 
ing to increase a vehicle's speed. You can't take 20 on a Pilot check. 


Rive (Dex) 

Armor Check Penalty 

Use this skill to ride any kind of mount, such as a tauntaun, dewback, or 
bantha. 

Ride Mount: Typical riding actions don’t require checks. You can saddle, 
mount, ride, and dismount without a problem. Mounting or dismounting an 
animal is @ move action, Some tasks, such as those undertaken in combat 
or other extreme circumstances, require checks. In addition, attempting 
trick riding or convincing the animal to do something unusual also requires 
a check, 


RIDING TASK oc 
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Control Mount in Battle: As a move action, you can attempt to contro! 
a mount while in combat. If you fail, you can do nothing else that round. You 
do not need to roll for riding animals specifically trained for battle. 

Fast Mount or Dismount: You can mount or dismount as a swift action. 
If you fail the check, mounting or dismounting is a move action. (You can't 
attempt a fast mount or dismount unless you can perform the mount or 
dismount as a move action this round, should the check fail.) 

Guide with Knees: You can react instantly to guide your mount with 
your knees so that you can use both hands in combat or to perform some 


other action. Make the check at the start of your round. If you fail, you can. 
‘only use one hand this round because you need to use the other to contro 
your mount. q 

Leap: You can get your mount to leap obstacles as part of its movement. 
Use your Ride skill modifier or the mount's Jump skill modifier, whichever ig 
lower, to see how far the mount can jump (see the Jump skill, page 68), 
DC 15 Ride check is required to stay on the mount when it leaps, 

Soft Fall: You react instantly when you fall off a mount, such as when jt. 
is killed or when it falls, to try to avoid taking damage. If you fail, you te 
106 points of falling damage (see Falling Damage, page 255). 

Stay in Saddle: You can react instantly to try to avoid falling when your 
mount rears or bolts unexpectedly or when you take damage, 

Use Mount as Cover: You can react instantly to drop down and hi 
alongside your mount, using it as one-half cover. You can't attack while: 
your mount as cover. If you fail, you don't get the cover benefit. 

‘Special; You can take 10 when making a Ride check, but you can't take 20, 

Time: Ride is a move action, except when otherwise noted for the special 
tasks listed above. 


STEALTH (Dex) 
Armor Check Penalty 

Use this skill to slink past a sentry without being heard, catch your enemy 
off-guard, snipe from a concealed location, or perform sleight of hand. 

Sneak: Your Stealth check sets the DC for Perception checks made te 
notice you. If an opponent's Perception check equals or exceeds your Steal 
check, your opponent notices you. 

Any circumstance that hampers your ability to sneak imposes a ~2 pen 
‘on your check, while favorable circumstances grant a +2 bonus. For ¢, 
‘sneaking across a surface littered with debris imposes a -2 penalty on you 
Stealth check, while a room filled with abundant hiding places grants 3 + 
bonus on your check. 

If you move more than your speed in any given round, you take @ 
penalty on your Stealth check. If you move more than twice your speet 
any given round, you take a -10 penalty on your Stealth check. 

Your size provides a modifier to your Stealth checks: Fine, +20; Diminutl 
+15; Tiny, +10; Small, +5; Medium, +0; Large, ~5; Huge, -10; Gara) 
15; Colossal, -20. 

Conceal Item: As a standard action, you can attempt to conceal ah 
(such as @ weapon) on your person. The concealed object must be at 

you, and you get a modifier on your skill check 
: One size smaller, -5; two sizes smaller, +071M 
sizes smaller, +5; four or more sizes smaller, +10. 2 

Other characters may notice @ concealed object with a successful Pé 
ception check (opposed by your Stealth check result), but only if you @ 
have total concealment, A character gains a +10 circumstance bonus 
his Perception check if he physically touches you to search for cone! 


yires a full-round action that can only be performed if you're 


this req 
jtting, pinned, or helpless target : 
‘ig ing a concealed item is a move action 
Bite @ Diversion to Hide: You can use the Deception skill (page 64) 


jou be stealthy. A successful Deception gives you the momentary 


aon you need to attempt a Stealth check even though people are aware 
While the others turn their attention from you, you can make a Steal 
osc (as norma | and at no penalty) if you can reach a hiding place of some 
as a move action 
eck Pocket: With 3 successful Stealth check, you can pilfer a small, 


hand-sized object from a target within reach. Your Stealth check is opposed 
bythe tarcet’s Perception check, and the target gains a +5 bonus. If you fa 
‘ le to take the item, but the target does not notice 


by 4 or less, you are unal 
5 or more, you are unable to take the item and the 


the effort. If you fail by 
target catches you in the act. 
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Sleight of Hand: You can palm ha 
Oflegerdemain, or attempt 
{such as flipping a switch, pulling out a thermal « 
pistol under the cover of a table). All such efforts are oj 
Perception check 
@ction you attempted, and knows how you did it 

Snipe: After making a ranged attack from hiding, you can try to hide 
again. You must least 2 squares from the 
have successfully usec Stealth 
Gheck (as normal, but with a -10 p 
You remain hidden 


sized objects, perform minor feats 
erform a minor action without being notic 


onator, or drawing a 


sed by observer's 


ny observer tha 


ats your Stealth check notices the 


target, and you must already 


ide from the target. Make a new Stealth 


alty) as a move action. If you succeed, 
otherwise, your location is revealed. 


Special: You can take 10 when making a Stealth check, but you can't 
take 20, 


SuURVivac (wis) 
Use this still to hunt 


forage, guide a party safely through arid waste- 
gundai id quicksand and other 


lands, identity ; ans that 

atural hazards 
Basic Survival 

80d natural hazay 


S live nearby, o 


Once per day, you can make 2 DC 15 Survival check tc 
GS and keep yourself safe and fed in the wild for the next 


24 hours. You can provide food and water for one additional person for every 
2 points by which your check result exceeds 10. 

Endure Extreme Temperatures (requires field kit): Once per day, you can 
make a DC 20 Survival check to ignore the effects of extreme cold or extreme 
heat for the next 24 hours (see Extreme Temperatures, page 254) 

Know Direction: As a full-round action, you can ascertain which direction 
ismorth by succeeding on a DC 10 Survival check (assuming you're somewhere 
where cardinal directions matter). 

Track (Trained Only): To find tracks or to follow them requires a full- 
round action and a successful Survival check. The DC of the check depends 
on the surface and the prevailing circumstances, as given below, You must 
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make another Survival check every time the tracks become difficult to follow, 
such as when other tracks cross them or when the terrain or prevailing 
circumstances change. 

You move at half normal speed while tracking. You can choose to move 
your normal speed instead, but you take a -5 penalty on Survival checks 
made to follow tracks. 


SURFACE 


| 


z 
3 
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Soft Ground: Any surface (fresh snow, thick ash, wet mud) that holds 
clear impressions of footprints, 

Firm Ground: Any outdoor surface (lawns, fields, woods) or exceptionally 
soft or dirty indoor surface (dusty floors, thick carpets) that can capture 
footprints of a creature's passage. 

Hard Ground: Any surface that doesn’t hold footprints at all (bare rock, 
concrete, metal deck plates). 


CIRCUMSTANCE DC MODIFIER 


Eve since the trail was made 


BA 


+ 
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Fresh snow cover since the trail was made 


Tracked wns hides trail (and moves at half speed) +5 
or bigger -10 
Medium +0 


Tiny or smatier 


x 
S 


Special: You can take 10 when making a Survival check. You can take 
20 if there is no danger or penalty for failure, but it takes twenty times as 
long as normal to do so. 

Swim (STR) 

Armor Check Penalty 

Using this skill, a land-based creature can swim, dive, navigate underwater 
obstacles, and so on, 

‘Swim: A successful Swim check allows you to swim one-quarter your 
speed as a move action or one-half your speed as a full-round action. Roll 
‘once per round. If you fail, you make no progress through the water. If you 
fail by 5 or more, you go underwater and must hold your breath (see the 


Endurance skill, page 66) until you reach the surface by succeeding on. 
Swim check. 
The DC for the Swim check depends on the situation: 


Retry: A new check is allowed the round after a check is failed. 
‘Special: You can take 10 when making a Swim check, but you can’t ta 
20. 


TREAT INJURY (Wis 
Use this skill to keep a badly wounded friend from dying, to heal the injures 
or to treat a diseased or poisoned character. 

First Aid (requires a medpac): As 3 full-round action, you can administ 
first aid to an unconscious or wounded creature. If you succeed on a DC 1 
Treat Injury check, the creature regains a number of hit points equal to it 
character level, +1 for every point by which your check result exceeds 
DC. Using a medical kit grants a +2 equipment bonus on your skill check. | 
the skill check succeeds, the tended creature cannot benefit from additions 
first aid for 24 hours. 
You can administer first aid on yourself, but you take a -5 penalty 
your Treat Injury check. 

Long-Term Care: If you tend to a creature for 8 consecutive hours, t 
creature regains hit points equal to its character level in addition to thos 
recovered from natural healing (see Natural Healing, page 148). A creatu 
can only benefit from long-term care once in a 24-hour period, You can ter 
one creature at a time if untrained, or up to six simultaneously if t 
You can't give long-term care to yourself. f 

Perform Surgery (Trained Only; requires a surgery kit): You can 
form surgery to heal damage to a wounded creature, remove a pers’ 
condition, or install a cybernetic prosthesis (see page 137). Any of 
operations requires 1 hour of uninterrupted work, at the end of which ti 
you must make a Treat Injury check, If you fail your check, the surgery’ 
not yield any benefit (but any resources used are still lost). In addition, 7 
fail your check by 5 or more, the creature takes damage equal to its d 
threshold. If this damage reduces the creature to 0 hit points, it dies 
Hit Points, page 146). 

Heal Damage: You can make a DC 20 Treat Injury check to 
surgery on a wounded creature, healing an amount of damage equal 
creature’s Constitution bonus (minimum 1) x the creature's level. If 
the check, the creature instead takes damage equal to its damage thre: 
If the creature was already at 0 hit points, it dies unless it can spend @ 
Point to save itself (see page 93). You can perform surgery on yourself 2 


_— = 


you take a -5 penalty on your skill check. Performing surgery to 
vai damage giso removes any persistent conditions afflicting the target. 

Install 2 Cybernetic Prosthesis: You must have the Cybernetic Surgery 

“feat (see P29° §3) to install 2 cybernetic prosthesis on a living being. At the 
ieeot the procedure, make a DC 20 Treat Injury check. If the check succeeds, 
rosthesis Is insta led properly, If the check falls, the prosthesis is not 

3 ly installed however, you can try again after another uninterrupte ] 
hour of surgery: You can install a cybernetic prosthesis on yourself, but you 

ity on your skill check 


but 


take a -5 pena) 


Revivify (Trained Only; requires a medical kit): As a full-round action, 
you can revive a creature that has just died. You must reach the dead creature 
within 1 round of its death to revive it, and you must succeed on a DC 25 
Treat Injury check. Using a medpac grants @ +2 equipment bonus on the skil 
check. If the check succeeds, the creature is unconscious instead of dead. If 
the check fails, you are unable to revive the creature. 

Treat Disease (Trained Only; requires a medical kit): Treating a diseased 
character requires 8 hours, At the end of that time, make a Treat Injury check 
against the disease’s DC (see Disease, page 254). If the check succeeds, the 
patient is cured and no longer suffers any ill effects (including persistent 
conditions caused by the disease), You can treat one creature at a time if 
untrained, or up to six simultaneously if trained. 

Treat Poison (Trained Only; requires a medical kit): As 3 full-round 
action, you can treat a poisoned character. Make a Treat Injury check; if 
the result equals or exceeds the poison's DC (see Poison, page 255), you 
successfully detoxify the poison in the character's system and the pat 
no longer suffers any ill effects (including persistent conditions caused by 
the poison) 

Treat Radiation (Trained Only; requires a medical kit): Treating an 
irradiated character requires 8 hours. At the end of that time, make a Treat 
Injury check against the radiation's OC (see Radiation, page 255). If the check 
succeeds, the patient is cured and no longer suffers any ill effects (including 
persistent conditions caused by the radiation). You can treat one creature at 


a time if untrained, or up to six simultaneously if trained 
Special: You can take 10 when making a Treat Injury check, but you 
can't take 20. 


Use COMPUTER (INT) 
Use this skill to access secured files and defeat security systems. 

Access Information (requires computer attitude of indifferent or 
better): Getting information through ¢ computer requires you to connect 
to the appropriate network (such as the HoloNet, or its equivalent in other 
eras) and locate the files you seek, Connecting to a network (a full-round 
action) doesn't require a skill check if you use a computer that's already 
linked to it, However, establishing a connection to a network using a remote 
computer requires a DC 10 Use Computer check. You can also get informa- 


thout connecting to a network if you use a computer whose memory 
s that information; the GM decides what information a computer's 
memory actually holds 

Finding information on a single topic requires a set amount of time (see 
below); at the end of this time, you must make a Use Computer check. The 
time required and the check DC are determined by the type of information 
sought. For example, locating general information about a senator is easier 
than locating specific information (such as the senator's date of birth), which 
is easier than finding private information (such as the senator's private comm 
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aws 


ATTITUDETHE COMPUTER... 


Unfriendly 


Friendly 


channel code), which is easier than uncovering secret information (such as 
the senator's cred stick code). 


INFORMATION oc 


10 minutes 


eae Vee es 
1 day (8 hours) 


Secret® 30 
* Secret information can only be accessed on a computer that is helpful 
toward you. 


Astrogate (Trained Only): You can plot a safe course through hyper- 
space. Doing so usually requires 1 minute, at the end of which time you must 
succeed on a Use Computer check. Various factors influence the DC of the 
check (see Astrogation, page 237), 

Disable or Erase Program (Trained Only; requires computer attitude 
of helpful): You can disable or erase a program on a computer that is helpful 
toward you (See Table 4-5: Computer Attitude Steps). Disabling or erasing a 
program takes 10 minutes and requires a DC 15 Use Computer check. 

Improve Access (Trained Only): As a full-round action, you can make 
a Use Computer check to adjust the attitude of a computer in order to gain 
access to its programs and information. You must be able to communicate 
with the computer either through a direct interface (such as a keypad) or by 
connecting to it through an appropriate network (such as the HoloNet). Apply 
a modifier on the check based on the computer's current attitude toward 
you: hostile -10, unfriendly -5, indifferent -2, friendly +0 (see Table 4-5; 
Computer Attitude Steps). If the check equals or exceeds the computer's Will 
Defense, the computer's attitude shifts one step in your favor. If you fail, the 
computer's attitude does not change, If you fail by 5 or more, the computer's 


‘Treats you as an authorized user and grants you access to any programs and non-secret information (as long as this does not conflict with, 
previous commands). You may add any equipment bonus provided by the computer to your Use Computer checks. 


Treats you as an unauthorized user and blocks your access to its programs and information. 


becomes one step worse (for example, indifferent to unfriendly) and 
computer notifies the computer's administrator of the access attempt. 
A hostile computer can be dangerous. If a computer becomes 
or if you fail any Use Computer check made to improve access to 2 ho 
computer, it traces your exact location and notifies the nearest s 
personnel. In addition, if you fail by 5 or more when attempting to imp! 
access to a hostile computer, it isolates your connection and rejects an 
further attempts you make to access it for 24 hours. ] 

Issue Routine Command (requires computer attitude of friendly 
better): As a standard action, you can issue a routine command to a com 
puter. Examples include turning a computer on or off, viewing and 
documents or recordings in its memory, printing a hard copy of a doc 
or image on a flimsiplast sheet, opening or closing doors that the comp 
controls, and the like, 

Issuing routine commands doesn't normally require a Use Co! 
check. However, if another character issues a contradictory com 
the computer follows the command of the character toward whom 
has a better attitude (for example, it follows a command from someo 
toward whom it is helpful over someone toward whom it is friend 
the computer has the same attitude toward both characters, make 
opposed Use Computer check against the competing character. if yo 
succeed, your command takes effect. If you fail, the opposing cl 
command takes effect. 

Reprogram Droid (Trained Only; requires tool kit): You can 
check to reprogram a droid to obey a new master, copy data stored 
memory banks, change its trained skills, erase memories selectively, OF 
its memory entirely (resetting the droid to its factory preset status). 
for any of these actions is equal to the droid's Will Defense. R : 


a droid takes 10 minutes. 


take 10 on Use Computer checks. You can take 20 0n a 


ck except when attempting to improve access. 
ter is friendly or helpful toward you, you gain an equip- 
‘all Use Computer checks made with that computer equal to 


© Force (CHA) 
Sensitivity feat 

the Force to help you recover from injuries, gain special 

orm other remarkable acts. You must have the Force Sensi- 

5) to be trained in this skill. 

orce Power (Trained Only): You make a Use the Force check 

ce power (see Force Powers, page 95). This use of the skill 


Only): As a full-round action, you can enter a 
with a DC 10 Use the Force check. In this state, you remain 
"your surroundings. Each hour you remain in the trance, you 
of hit points equal to your character level, You can emerge 
‘as @ swift action. If you remain in a Force trance for 4 con- 
you emerge from the trance fully rested {as though you'd 


Ure in a Force trance, you can go ten times as long as normal 
‘of water (see the Endurance skill, page 66). 

it Object (Trained Onl @ move action, you can use the 

J ily lift and move a relatively light object within your 

A successtul DC 10 Use the Force check allows you to move 

eighing up to 5 kg a distance of 6 squares in any direction. As @ 

mM, YOu Can use the object as a projectile weapon, but the OC 


‘and deals 1d6 points of bludgeoning damage. 
Feelings: As a full-round action, you can make a DC 
i Force check to determine whether a particular action will 
Of unfavorable results to you in the immediate future 
e or less). For example, you can make the check to determine 
ti ling a dark side artifact will have immediate unforeseen 
The answer does not take into account the long-term 
Of a contemplated action. Using the above example, a 
heck would not portend @ future encounter with vengeful 
G by the destruction of the dark side artifact. (The GM 
immediate consequences of the action, based on what 
the circumstances.) 
(Trained Only): You automatically sense disturbances in 
On that is strong in the dark side of the Force can be 
4 Fange of } kilometer. A relative, companion, or close friend 
‘OF great pain can be sensed out toa range of 10,000 light 
turbance, such as the destruction of an entire populated 


*THE ABILITY 

TO DESTROY 

A PLANET !S 
INSIGNIFICANT NEXT 
TO THE POWER OF 

THE FORCE.” 


-DARTH VADER 


planet or the distress of a whole order of allies, can be sensed anywhere 
in the same galaxy. As a full-round action, you can make a DC 15 Use the 
Force check to determine the distance and general direction to the location 
of the disturbance. 

Asa full-round action, you can use this ability to actively sense other 
Force-users out to a range of 100 kilometers. If you succeed on a DC 15 Use 
the Force check, you know how many Force-users are within range, their 
approximate distance and direction from you, and whether you've met them 
before or not. Another Force-user within range can try to conceal her pres- 
ence from you by making an opposed Use the Force check. If she equals or 
exceeds your Use the Force check, you don't sense her presence at all. 

Sense Surroundings: As a swift action, you can make a DC 15 Use the 
Force check to ignore the effects of cover and concealment when making 
Perception checks to detect or observe targets. Increase the DC by 5 if this 
ability is used against targets with total cover. 

Telepathy: As a standard action, you can establish a telepathic fink 
with a distant creature. Through the link, you can exchange emotions or a 
single thought, such as "Go!", "Help!", or "Danger!" The target must have 
an Intelligence of 2 or higher, and the distance between you and the target 
determines the DC (see below). Against an unwilling target, you must make 
a Use the Force check against the target's Will Defense; if the check fails, 
you cannot establish a telepathic link or attempt to telepathically contact 
the target for 24 hours unless the target becomes a willing one. 


TELEPATHY DISTANCE oc 
‘Same planet A >, Sag 
Same system 20 

jor nt of the galaxy 25 
Different region/quadrant of the galaxy 30 


Special: You can't make Use the Force checks unless you have the Force 
Sensitivity feat (see page 85). Use the Force is a class skill for any character 
with the Force Sensitivity feat, 

You can take 10 on a Use the Force check, but you can't take 20. 


special feature that either gives your character a new capability 

ipves one he or she alreary has. Uniike skills and talents, your choice 

ot restricted by your elass. Any character can take any feat as 
erequisites are met, 


IRING FEATS 

its you feel best represent your character's interests and 

Each character gets one feat when the character is created (at 

rd, 6th, Ith, 12th, 15th, and 18th level, characters qain another 

ble 3-1; Experience and Level-Dependent Benefits, page 37), For 
SS characters, feats are gained according to total character level, 

individual class levels, 

~ dditionally, classes get bonus feats chosen from special lists (see the 
class descriptions in Chapter 3: Heroic Classes). Humans also get a bonus 
feat at Ist level, chosen from any feat the character qualifies for, 


PREREQUISITES 

‘Some feats have prerequisites, A character must have the listed ability score, 
feat, trained skill, or base attack bonus in order to select or use that feat, 
A character can gain a feat at the same level at which he or she gains the 
prerequisite(s), 

A prerequisite that contains a numerical value is a minimum; any value 
higher than the one given also meets the prerequisite. For instance, the pre~ 
requisites for the Cleave feat are “Strength 13, Power Attack.” Any character 
with a Strength score of 13 or higher and the Power Attack feat meets the 
Prerequisites. You can’t use a feat if you've lost a prerequisite. For example, 
if your Strength drops below 13 for any reason, you can't use the Power 
Attack feat until your Strength returns to 13 or higher, 


FEAT DESCRIPTIONS 


Here is the format for feat deseriptions. 


FEAT NAME 
A description of what the feat does or represents in plain language, with 
no game mechanics. 

Prerequisite(s): A minimum ability score, another feat or feats, a mini- 
mum base attack bonus, a special skill requirement, and/or a minimum level 
in a class that a character must have to acquire this feat. This entry is absent 
if a feat has no prerequisite, 

Benefit: What the feat enables you (the character) to do, 

Normal: What a character who does not have this feat is limited to or 
restricted from doing. If not having the feat causes no particular drawback, 
this entry is absent. 


FEAT 


Armor Proficiency (neavy) 


Armor Proficiency (medium) 


Burst Fire 


Charging Fire 
Combat Reflexes 
Crush 

Deadeye 
Double Attack 


Dual Weapon Mastery | 


Dual Weapon Mastery Ill 


Extra R 
Far Shot 
Force Sensitivity 


Great Cleave 


Improves Defenses 


Improved Damage Threshold 


PREREQUISITES 


Armor Proficiency (light), 
Armor Proficiency (medium) 


Armor Proficiency (light) 

Str 13, Weapon Proficiency (heavy weapons), 
proficient with weapon 

Base attack bonus +4 

Pin, base attack bonus +1 


Point Blank Shot, Precise Shot, 
base attack bonus +4 


Base attack bonus +6, proficient with weapon 


Dex 13, base attack bonus +1 


17, base attack bonus +11, Dual Weapon 
Mastery |, Dual Weapon Mastery Il 


Rage species trait 
Point Blank Shot 
Non-droid 


Str 13, Power Attack, Cleave, 
base attack bonus +4 


BENEFIT 


No penalty on attacks and no armor check penalty while wearing 
light, medium, or heavy armor. 


No penalty on attacks and no armor check penalty while wearing 
light or medium armor. 


Take a -5 penalty on an autofire attack to gain +2 dice damage. 


Make ranged attack at the end of a charge, at a -2 penalty. 
Gain additional attacks of opportunity. 
Deal unarmed or claw damage to a pinned opponent. 


If you aim, deal extra damage. 


Make extra attack during full attack, -5 penalty to all attacks 
Take a -5 penalty on attacks when attacking with two weapons or 
both ends of a double weapon. 
Take no penalty on attacks when attacking with two weapons or 
both ends of 2 double weapon. 
ge one additional time per day. 
Range penalties for short-, medium-, and long-ranged attacks are reduced. 
You can make Use the Force checks and gain access to Force talents. 


No limit to cleave attacks each round, 


Gain +1 bonus to all defenses. 


Damage threshold increases by 5. 


wx <&<« 


Martial Arts |, Martial Arts Il, 
base attack bonus +6 


gth 13 


Base attack bonus +1 


Str 13 

Point Blank Shot 

Str 13, base attack bonus +1, 
proficient with weapon 

Dex 13 


Point Blank Shot, Precise Shot, 
base attack bonus +4 


Trained in Treat Injury 


Base attack bonus +9, Double Attack (chosen 
weapon), proficient with chosen weapon 


Trained in Pliot 


Proficiency with weapon 


Dex 13, Int 13, Melee Defense, 
base attack bonus +4 


Increase damage from unarmed attacks by one die step; 
gain +1 dodge bonus to Reflex Defense. 


Increase damage from unarmed attacks by one die step; 
gain +1 dodge bonus to Reflex Defense. 


Spend two swift actions to deal extra damage in melee. 


Grappled opponent is pinned for 1 round, can't move, 
and loses its Dexterity bonus to Reflex Defense. 


Trade attack bonus for damage on melee attacks (up to your base attack bonus). 


No -5 penalty for shooting into melee. 


Take a -2 penalty on a ranged attack roll to deal +1 die of damage. 


Move before and after making an attack. 


Gain +5 competence bonus on skill checks with one trained skill. 


You ignore soft cover when making a ranged attack, 


You can perform surge in 10 minutes instead of 1 hour. 
Gain +1 hit point per character ievel. 


Make ‘second extra attack during full attack, additional ~5 penalty to all attacks 
Negate one attack per round against the vehicle you're piloting. 


+1 bonus on attack rolls with selected weapon 


Make one melee attack against each opponent within reach. 


Special: Additional facts about the feat that may be helpful when you 
decide whether to acquire the feat. 


ACROBATIC STRIKE 
Your dexterous maneuvers and skilled acrobatics allow you to slip past 2 
foe's defenses and deliver an accurate strike against him. 

Prerequisite: Trained in the Acrobatics skill. 

Benefit: If you succeed in tumbling to avoid an attack of opportunity 
(see the Acrobatics skill, page 62), you gain @ +5 bonus on the next attack 
that you make against that foe as long as the attack occurs before the end 
of your current turn. 


ARMOR PROFICIENCY (HEAVY) 
You are proficient with heavy armor (see Table 8-7: Armor) and can wear it 
without impediment. 

Prerequisites: Armor Proficiency (light), Armor Proficiency (medium). 

Benefit: When you wear heavy armor, you take no armor check penalty 
‘on attack rolls or skill checks. Additionally, you benefit from all of the armor's 
special equipment bonuses (if any). 

Normal: A character who wears heavy armor with which she is not 
proficient takes a -10 armor check penalty on attack rolls as well as skill 
checks made using the following skills: Acrobatics, Climb, Endurance, Initia~ 
tive, Jump, Stealth, and Swim. Additionally, the character gains none of the 
armor’s special equipment bonuses. 


ARMOR PROFICIENCY (LIGHT) 
You are proficient with light armor (see Table 8-7: Armor) and can wear it 
without impediment. 

Benefit: When you wear light armor, you take no armor check penalty on 
attack rolls or skill checks. Additionally, you benefit from all of the armor's 
special equipment bonuses (if any). 

Normal: A character who wears heavy armor with which she is not pro- 
ficient takes a -2 armor check penalty on attack rolls as well as skill checks 
made using the following skills: Acrobatics, Climb, Endurance, Initiative, 
Jump, Stealth, and Swim. Additionally, the character gains none of the armor's 
special equipment bonuses. 


ARMOR PROFICIENCY (MEDIUM) 
You are proficient with medium armor (see Table 8-7: Armor) and can wear 
it without impediment. 

Prerequisite: Armor Proficiency (light). 

Benefit: When you wear medium armor, you take no armor check penalty 
on attack rolls or skill checks. Additionally, you benefit from all of the armor's 
special equipment bonuses (if any). 


Normal: A character who wears medium armor with which she js ng 
proficient takes a -5 armor check penalty on attack rolls as well as skij 
checks made using the following skills: Acrobatics, Climb, Endurance, |nitj 
tive, Jump, Stealth, and Swim. Additionally, the character gains none of ¢} 
armor's special equipment bonuses. 


BANTHA RUSH 
You can shove your opponents around the battlefield to gain a tactic, 
advantage. 

Prerequisite: Strength 13, base attack bonus +1. 

Benefit: After making a successful melee attack against an opponent 
to one size category larger than you, you can choose to move that oppones 
1 square in any direction as a free action. You can’t bantha rush an op 
that’s being grabbed or grappled, and you can't bantha rush your oppo 
into a solid object or another creature's fighting space. 


BURST FIRE 
When using a ranged weapon in autofire mode, you can fire a short bur 
ata single foe. 
Prerequisites: Strength 13, Weapon Proficiency (heavy weapons), 
ficient with weapon. 
Benefit: When using a ranged weapon with autofire capability in a 
mode, you may fire a short burst as a single attack against 2 single targe 
You take a -5 penalty on the attack roll but deal +2 dice of damage. Fi 
example, a weapon that deals 3d10 points of damage deals 5d10 points 
damage instead. 
The effects of this feat do not stack with the extra damage provided 
the Deadeye or Rapid Shot feat. 4 
Special: Firing a burst expends five shots and can only be done if 
weapon has at least five shots remaining. 
Normal: Autofire uses ten shots, targets a 2-square-by-2-square @ 
and can't be aimed at a specific target, Without this feat, if you atte 
autofire attack at a specific target, it simply counts as a normal attack a 
all the extra shots are wasted. 


CAREFUL SHOT 

You are particularly skilled at aiming your attacks. 
Prerequisites: Point Blank Shot, base attack bonus +2, 
Benefit: If you aim before making a ranged attack (see Aim on page 1 . 

you gain a +1 bonus on your attack roll. 


CHARGING FIRE 
You are able to make ranged attacks while charging. 
Prerequisite: Base attack bonus +4. 
Benefit: When you charge, you may make a ranged attack inst 
melee attack at the end of your movement. Unlike a normal charge 


nes not help overcome your target, so you gain no bonus on Normal: A character without the Combat Reflexes feat can make only 
‘with a normal charge, you still take a -2 penalty to your one attack of opportunity per round and can't make attacks of opportu- 
nity while flat-footed. (See Attacks of Opportunity, page 155, for more 
‘can make a single melee attack with a +2 bonus on your information.) 
the end of a charge. 
COORDINATED ATTACK 
e You are skilled at coordinating your attacks with your allies. 
through with a powerful melee attack. Prerequisite: Base attack bonus +2. 
ss; Strength 13, Power Attack. Benefit: You are automatically successful when using the aid another 
ff you deal an opponent enough damage to reduce its hit points to action to sid an ally’s attack or suppress an enemy as long as the target is 
immediate extra melee attack against another opponent within adjacent to you or within point blank range. 
‘cannot adjust 1 square before making this extra attack, The Normal: You must make an attack roll against a Reflex Defense of 10 to 
‘with the same weapon and at the same bonus as the attack that gain the benefits of the aid another action. 
jous ent. You can use this ability once per round. 
lai CRUSH 
AT REFLEXES You can deal damage to a creature that you've grappled. 
ond quickly and repeatedly Prerequisites: Pin, base attack bonus +1. 
ts who let their guard Benefit: If you successfully pin an 
opponent with a grapple attack (see 
the Pin feat, page 87), you can imme- 
diately deal bludgeoning damage 
to it equal to your unarmed 
damage or claw damage, 
whichever is greater. 


When opponents 
open, you may 
nder of additional 
‘Opportunity equal to 
modifier. 
@ charac- 
CYBERNETIC 
SURGERY 
You can perform the surgi~ 
cal procedures necessary 
to graft cybernetic 
components onto 
living flesh, 
Prerequisite: 
Trained in the Treat 
Injury skill. 
Benefit: You can install 
a cybernetic prosthesis 


{see page 137) on a living 
being. The surgical procedure takes 1 


F opportunity in 
one attack 


hour of uninterrupted work, after which 

you must make on a DC 20 Treat Injury 

check. If the check succeeds, the prosthesis 

is installed correctly. If the check fails, 

the prosthesis is not properly installed; 

however, you can try again after another 
uninterrupted hour of surgery. 


feat, you may also 
Of opportunity while 


Special: You can install a cybernetic prosthesis on yourself, but you 
take a -5 penalty on the Treat Injury skill check. If you have the Surgical 
Expertise feat (see page 88), you can install a cybernetic prosthesis in 10 
minutes Instead of 1 hour, 


DEADEYE 
You are skilled at picking off enemies with well-aimed ranged attacks. 
Prerequisites: Point Blank Shot, Precise Shot, base attack bonus +4, 
Benefit: If you aim before making a ranged attack (see Aim, page 154) 
and the attack hits, increase the damage you deal by an additional weapon 
die. For example, if you score a hit with a blaster pistol using the Deadeye 
feat, the blaster shot deals 4d6 points of damage (instead of the normal 
3d6 points). 
The effects of this feat do not stack with the extra damage provided by 
the Burst Fire or Rapid Shot feat. 


DooGe 
You are adept at dodging blows. 

Prerequisite: Dexterity 13. 

Benefit: During your turn, you designate an opponent and receive a +1 
dodge bonus to your Reflex Defense against attacks from that opponent, 
You can select a new opponent on any action. 

A situation that makes you lose your Dexterity bonus to Reflex Defense 
{if any) also makes you lose dodge bonuses. Also, dodge bonuses stack with 
each other, unlike most other types of bonuses. 


DOUBLE ATTACK 
You can make an additional attack during a round of combat. 
Prerequisites; Base attack bonus +6, proficient with chosen weapon. 
Benefit: Choose a single exotic weapon or one of the following weapon 
Groups: advanced melee weapons, heavy weapons, lightsabers, pistols, 
rifles, simple weapons. When you use the full attack action, you may make 
‘one additional attack when wielding such a weapon. However, you take a 
-5 penalty on all attack rolls until your next turn because you're trading 
precision for speed. 
Normal: Making a single attack is a standard action. 
Special: You may select this feat multiple times. Each time you select this 
feat, it applies to a different exotic weapon or weapon group. 


DREADFUL RAGE 
You deal horrendous damage while raging. 

Prerequisites: Rage species trait, base attack bonus +1. 

Benefit: While raging, your rage bonus on melee attack rolls and melee 
damage rolls increases to +5. 

Normal: A character with the rage species trait gains a +2 rage bonus 
on melee attack rolls and melee damage rolls while raging. 


DUAL WEAPON MASTERY ! 
You are adept at fighting with two weapons and double weapons. 

Prerequisites: Dexterity 13, base attack bonus +1, 

Benefit: When you attack with two weapons or with both ends of a double 
weapon as a part of a full attack action, you take a ~5 penalty (instead of 3 
penalty) on all attack rolls until the start of your next turn. You only gain th 
reduced penalty if you are wielding a weapon with which you are proficient 

Normal: If you use a full attack action to make more than one attack o 
your turn (see Full Attack, page 154), you take a -10 penalty on all 
rolls for the round. 


DUAL WEAPON MASTERY II 
You are a master at fighting with two weapons and double weapons, 

Prerequisites: Dexterity 15, base attack bonus +6, Dual Weay 
Mastery |, 

Benefit: When you attack with two weapons or both ends of a doub 
weapon as a part of a full attack action, you take a ~2 penalty (instead of a ~1 
penalty) on all attack rolls until the start of your next turn. You only gain t 
reduced penalty if you are wielding a weapon with which you are proficier 

Normal: If you use a full attack action to make more than one attack on 
your turn (see Full Attack, page 154), you take a -10 penalty on all 
rolls for the round. 


DUAL WEAPON MASTERY Ill 
You can wield two weapons or a double weapon without penalty. 

Prerequisites: Dexterity 17, base attack bonus +11, Dual Weapon Mi 
1, Dual Weapon Mastery Il. 

Benefit: When you wield two weapons or attack with both ends of 
double weapon as a part of a full attack action, you take no penalty on yo 
attack rolls. You only gain this benefit if you are wielding a weapon 
which you are proficient. 

Normal: If you use a full attack action to make more than one at\ 
your turn (see Full Attack, page 154), you take a -10 penalty on all 
rolls for the round. 


ExOTIC WEAPON PROFICIENCY 
Choose an exotic weapon, such as bowcaster or atlatl (see Exotic 
‘ons, page 119). You understand how to use that type of exotic weal 
combat. 

Prerequisite: Base attack bonus +1. 

Benefit: You make attack rolls with the weapon normally. F 

Normal: A character who uses a weapon without being proficient wi 
it takes  -5 penalty on attack rolls, 

Special: You can gain this feat multiple times, Each time you 
feat, it applies to a different weapon. 


RAGE 
rage more often, 

je species trait. 
‘can rage one additional time per day. 
can take this feat multiple times; each time you take the 
‘one additional time per day. 


SECOND WIND 

back from the edge of oblivion more often. 

e: Trained in the Endurance skill. 

u can catch your second wind one additional time per day, 
‘only catch a second wind once per encounter (see Second 


hero can catch his or her second wind once per day. 
nonheroic character that takes this feat for the first time can 
wind once per day. 

ke this feat multiple times; each time you take this feat, you 
d wind one additional time per day. 


HoT 
‘at shooting distant foes. 
ite: Point Blank Shot. 
inst targets at short, 
Yong range, the range category is considered one less. In other 
Fl NO penalty on ranged attack rolls against targets at short 
ity on ranged attack rolls made against targets at medium 
5 penalty on a ranged attack rolls made against targets at 


When making a ranged attack roll, a character takes a -2 penalty 
at short range, a -5 penalty against targets at medium range, 
Against targets at long range. 


BOON 
Eto draw upon the Force more often than less skilled users. 
isite: Force Sensitivity. 

Gain three additional Force Points at each level. 


Sensitivity 
lowing you to call on the Force and learn to draw 


#s Cannot be a droid. 

‘Gan make Use the Force checks, and Use the Force is con- 
for you. in addition, whenever you gain a new talent, 
tion of selecting a Force talent instead. You must meet the 
OF the Force talent to select it (see Force Talents, page 100). 


Normal: You can't make Use the Force checks (page 77) or select Force 
talents unless you have the Force Sensitivity feat. 


FORCE TRAINING 
You learn one or more Force powers (see Force Powers, page 95). 

Prerequisites: Force Sensitivity, trained in the Use the Force skill, 

Benefit: You add to your Force power suite a number of Force powers 
equal to 1 + your Wisdom modifier (minimum 1). You can add the same 
power more than once. 

Special: You can take this feat more than once, Each time you take this 
feat, you add to your Force suite a number of new Force powers equal to 
your Wisdom modifier, 

if your Wisdom modifier permanently increases, you immediately gain 
a number of Force powers equal ta the number of Force Training feats you 
have taken, 


GREAT CLEAVE 
You can wield a melee weapon with such power that you can strike multiple 
times when you drop your opponents. 
Prerequisites: Strength 13, Power Attack, Cleave, base attack bonus +4. 
Benefit: As the Cleave feat (page 83), except that you have no limit to 
the number of times you can use it per round. 


IMPROVED CHARGE 
You can charge around obstactes. 

Prerequisites: Dexterity 13, Dodge, Mobility. 

Benefit: You can make a charge (see page 152) without having to move 
in a straight line, and you can alter your direction when making a charge to 
avoid obstacles. All other charge rules apply. 

Normal: A character must charge in an unobstructed straight line. 


IMPROVED DEFENSES 
You are skilled at fending off attacks of many forms, 

Benefit: You gain a +1 bonus to your Reflex Defense, Fortitude Defense, 
and Will Defense. 


IMPROVED DISARM 
You are skilled at disarming opponents in melee combat. 

Prerequisites: Intelligence 13, Melee Defense. 

Benefit: You gain a +5 bonus on any melee attack roll made to disarm 
an opponent, In addition, if you fail to disarm your opponent, he doesn't get 
to make a free attack against you. 

Normal: See the normal disarm rules on page 152. 


IMPROVED DAMAGE 
THRESHOLD 
You are harder to take down in a fight. 

Benefit: You increase your damage threshold by 5 (see Damage Threshold, 
page 146). 

Normal: A creature without this feat has a damage threshold equal to 
its Fortitude Defense plus its size modifier (+5 for Large, +10 for Huge, +20 
for Gargantuan, or +50 for Colossal). 

Special: You can take this feat more than once. Its effects stack, Each 
time you take this feat, increase your damage threshold by 5. 


LINGUIST 
You pick up languages quickly and easily. 

Prerequisite: Intelligence 13. 

Benefit: You gain a number of bonus languages equal to | plus your 
Intelligence bonus (minimum of 1). See the sidebar on page 22 for a list of 
common languages. 

Special: You can take this feat more than once. Each time you take this 
feat, you gain a number of additional languages equal to 1 plus your Intel- 
ligence bonus (minimum of 1). 


MARTIAL ARTS 1 
You are adept at fighting unarmed. 

Benefit: Damage dealt by your unarmed attacks increases by one die step: 
1d3 becomes 1d4, 1d4 becomes 1d6, and 16 becomes 18. In addition, you 
gain a +1 dodge bonus to your Reflex Defense. 

Normal; The amount of damage you deal with a successful unarmed 
attack is based on your size: Small, 143; Medium, 1d4; Large, 146. 

Special: A situation that makes you lose your Dexterity bonus to Reflex 
Defense (if any) also makes you lose dodge bonuses. Also, dodge bonuses 
stack with each other, unlike most other types of bonuses. 


MARTIAL ARTS II 
You are a master at fighting unarmed. 

Prerequisites: Martial Arts |, base attack bonus +3, 

Benefit: Damage dealt by your unarmed attacks increases by one die step: 
‘14 becomes 106, 1d6 becomes 148, and 1d8 becomes 1410. In addition, you 
gain a +1 dodge bonus to your Reflex Defense (which stacks with the dodge 
bonus granted by the Martial Arts | feat). 

Normal: The amount of damage you deal with a successful unarmed 
attack is based on your size: Small, 143; Medium, 104; Large, 1d6. 

Special: A situation that makes you lose your Dexterity bonus to Reflex 
Defense (if any) also makes you lose dodge bonuses. Also, dodge bonuses 
stack with each other, unlike most other types of bonuses. 


MARTIAL ARTS III 
Your martial arts prowess is second to none. 
Prerequisites: Martial Arts |, Martial Arts li, base attack bonus +6, 
Benefit: Damage dealt by your unarmed attacks increases by one dies 
1d6 becomes 148, 1d8 becomes 1410, and 1410 becomes 1412. In a 
you gain a +1 dodge bonus to your Reflex Defense (which stacks with th 
dodge bonus granted by the Martial Arts | and Martial Arts II feats), 
Normal: The amount of damage you deal with a successful ui 
attack is based on your size: Small, 143; Medium, 1d4; Large, 1d6. 
Special: A situation that makes you lose your Dexterity bonus to Refle 
Defense (if any) also makes you lose dodge bonuses. Also, dodge b 
stack with each other, unlike most other types of bonuses. 


MELEE DEFENSE 
You are trained at using your combat ability for defense as well as 

Prerequisite: Intelligence 13, 

Benefit; When you use a standard action to make a melee attack, you Ci 
take a penalty of up to -5 on your attack rall and add the same number (t 
to +5) as a dodge bonus to your Reflex Defense. This number may not exces 
your base attack bonus. The changes to attack rolls and Reflex Defense las 
until the start of your next turn. 

Normal: A character without the Melee Defense feat can fight de! 
while using the attack action to take a 5 penalty on his attack roll and 
@ +2 dodge bonus to his Reflex Defense, 4 


MIGHTY SwiINnG 

You are capable of delivering jarring melee attacks, 
Prerequisite: Strength 13, 
Benefit: You can spend two swift actions in the same round to deal 

die of damage on your next melee attack in the same round. 
The effects of this feat do not stack with the extra damage pro 

the Rapid Strike feat. 


MOBILITY 
You are skilled at moving past opponents and avoiding oppe 
attacks. 
Prerequisites: Dexterity 13, Dodge. 4 
Benefit: You get 2 +5 dodge bonus to Reflex Defense against at 
of opportunity caused when you move out of orintoa threatened area! 
Attacks of Opportunity, page 155). 
Asituation that makes you lose your Dexterity bonus to Reflex Oe 
(if any) also makes you lose dodge bonuses, Dodge bonuses stack wit? 
other, unlike most types of bonuses, 


iN 
F ore skilled at im 


icite: Base attack bonus +1 
requisite: Base 3' 
art: you succeed on a grappling attack and your opponent fails the 
Fe eigrapnle check, your opponent is automatically pinned until the start 


rm. A pinn eature can't move or take any actions while 
wt turn. A pinned crea 
‘of your ne 


pinned, and it loses 


ial: You cannot use the Pin and Trip feats during the same round 
the Pin and Crush feat in the same round, however. 
You can ust 


POINT BLANK SHOT 


aking well-placed shots with ranged weapons at point 


bilizing grappled foes. 


ts Dexterity bonus (if any) to Reflex Defense 


You are skilled at m 

blank range 
Benefit: You get a +1 bonus on a 

ipeapons against opponents within point blank rang 


Ranges, page 129 


POWER ATTACK 
Vou can make exceptionally powerful melee attacks 
Prerequisite: Strength 13 
Benefit: On your action, before making 
To subtract a number from all melee attack rolls and ad 
to ail melee dam 
onus. The penalty on attacks and bonus on damage applies until the start 
of your next turn. 
Special: If you at 
weapon wielded in two h 
your attack rolls. You 
dealt against an ob 


ck and damage rolls with ranged 


Weapon 


(see Table 


attack roll, you may choose 


the same number 


e base attack 


lls. This number may not exceed yor 


k with a two-handed 


n, or with a one-handed 


ds, instead add tw 
id the bonus fi 


vehicle, 


vice the number subtracted from 


n Power Attack to the damage 


POWERFUL CHARGE 
You can charge with extra 
Prerequisites: 
Benefit: When you charge, you gain an additional +2 bonus to your melee 
#itack roll, If your mete attack hits. 
One-half your jev 


ree 


Medium or larger size, base attack bonus +1 


1 deal additional damage equa 


PRECise SHOT 
You are stilied at ¢ 
alles by mistake 
Prerequisite: Point Blank Shot 
Benefit: You can shoot or throw a rr 
€A989ed In melee comba: at 
Standard -5 penalty (s 


iming your r: 


ged att 


ent 


d weapon at an op 


ith one or more of your allies without taking the 


¢ Shooting or Throwing into a Melee, page 161) 


Quick DRAw 


You can draw and holster weapons with startling quickne: 


Prerequisite: Base attack 
Benefit: You can draw o 


as a move action. 


bonus +1 
holster @ weapon as a swift act 


68a 


RAPID SHOT 
You can make two quick shots with a ranged weapon as a single attack. 

Prerequisites: Strength 13, base attack bonus +1, proficient with 
weapon. 

Benefit: When using a ranged weapon, you may fire two shots asa single 
attack against a single target. You take a -2 penalty on your attack roll, but 
you deal +1 die of damage with a successful attack, 

Special: Using this feat fires two shots and can only be done if the 
weapon has sufficient ammunition remaining. The effects of this feat do 
not stack with the extra damage provided by the Burst Fire feat (page 82) 
or Deadeye feat (page 84). 


RAPID STRIKE 
You can make two quick strikes with a melee weapon as a single attack. 

Prerequisites: Dexterity 13, base attack bonus +1, proficient with 
weapon, 

Benefit: When using a melee weapon, you may make two strikes as a 
single attack against a single target. You take a -2 penalty on your attack 
roll, but you deal +1 die of damage with a successful attack. 

The effects of this feat do not stack with the extra damage provided by 
the Mighty Swing feat. 


RUNNING ATTACK 
You can move as you attack. 

Prerequisite: Dexterity 13. 

Benefit: When making an attack with a melee or ranged weapon, you 
can move both before and after the attack, provided that your total distance 
moved is not greater than your speed. 


SHAKE IT OFF 
You have learned to shake off debilitating conditions, 
Prerequisites: Constitution 13, trained in the Endurance skill. 
Benefit: You can spend two swift actions instead of three swift actions 
to move +1 step along the condition track (see Conditions, page 148). 
Normal: It takes three swift actions to move +1 step along the condi- 
tion track. 


SKILL Focus 
One of your skills is particularly well honed. 

Benefit: You gain a +5 competence bonus on skill checks made with one 
trained skill of your choice. 

Special: This feat may be selected multiple times, its effects do not stack. 
Each time you take this feat, it applies to a different trained skill. 


SKILL TRAINING 
You are considered trained in a new skill, 
Benefit: Choose one untrained skill from your list of class skills, 
become trained in that skill. 
Special: This feat may be selected multiple times. Each time you 
this feat, it applies to a different class skill. 


SNIPER 

You are particularly adept at hitting the right target in a crowd, 
Prerequisites: Point Biank Shot, Precise Shot, base attack bonus +4, 
Benefit: You always ignore soft cover (that is, cover provided by a 

acter, creature, or droid) when you make a ranged attack. 
Normal: You can only ignore cover if you aim (see page 154) 

making a ranged attack. 


STRONG IN THE FORCE 
You have a particularly strong connection to the Force. 

Benefit: When you spend a Force Point to adjust the result of an 
roll, skill check, or ability check, you roll d8s rather than dés. 


SURGICAL EXPERTISE 
You can perform skillful surgical procedures quickly. 
Prerequisite: Trained in the Treat Injury skill, 

Benefit: You can perform surgery in 10 minutes. 
Normal: Performing surgery typically takes 1 hour (see the Treat 
skill, page 74). 


THROW 

You can throw a creature that you've grappled. 
Prerequisites: Trip, base attack bonus +1. 
Benefit: If you successfully trip an opponent with a grapple attack. 

opponent falls prone in any unoccupied space you desire up to 1 

beyond your reach and takes bludgeoning damage equal to your 

attack damage. A thrown opponent is no longer considered grappled. 


TOUGHNESS 
You are tougher than normal. 
Benefit: You gain +1 hit point per character level. 


TRIP 

You are skilled at tripping grappled foes. 
Prerequisite: Base attack bonus +1. 
Benefit: If you succeed on a grappling attack (see page 153) ané 

opponent fails the opposed grapple check, it falls prone in its space: 

no longer considered grappled. 


nt takes a ~5 penalty on melee attack rolls, Melee attacks 
prone target gain a +5 bonus, while ranged attacks made 
target take a -5 penalty. 
‘cannot use the Pin and Trip feats during the same round. 


ATTACK 
an additional attack during 2 round of combat. 
Base attack bonus +11, Double Attack (chosen weapon), 
chosen weapon. 
se 8 single exotic weapon or one of the following weapon 
melee weapons, heavy weapons, lightsabers, pistols, rifles, 
‘When you use the full attack action, you may make one addi- 
when wielding such a weapon. However, you take a -5 penalty 
¢ rolls until your next turn because you're trading precision for 
tra attack and penalty stack with those of Double Attack. 
g a single attack is a standard action. 
may select this feat multiple times. Each time you select this 
s to a different exotic weapon or weapon group. 


Le CRIT 
‘type of weapon, such as a blaster pistol, vibrodagger, or light- 
al more damage on a critical hit with that weapon. 
ps: Proficient with weapon, base attack bonus +8. 
When you score a critical hit with the selected weapon, you deal 
i¢. You may select “unarmed attack” as @ weapon for purposes 


al: A critical hit normally deals double damage to the target, 
: You can gain this feat multiple times. The effects do not stack. 
du take this feat, it applies to a different weapon. 


CULAR COMBAT 
Attacks made against your vehicle, 
3 Trained in the Pilot skill, 
St per round (as a reaction), when you are piloting a vehicle 
May negate a weapon hit by making a successful Pilot 
‘Of the skill check is equal to the result of the attack roll you 


On, while you are piloting a vehicle, you are considered proficient 
ted vehicle weapons. (The vehicle descriptions in Chapter 10 
Gh Weapons are operated by the pilot.) 


re Skilled at using weapons one that can benefit as much 
8s from Strength, 
# Base attack bonus +1, 


Benefit: When using a light melee weapon or a lightsaber, you may use 
your Dexterity modifier instead of your Strength modifier on attack rolls. 


WEAPON FOCUS 
Choose a single exotic weapon or weapon group. You are especially good 
at using these weapons. You can choose unarmed strike or grapple for your 
weapon for purposes of this feat. 

Prerequisite: Proficient with selected exotic weapon or weapon group. 

Benefit: You gain a +1 bonus on all attack rolls you make using the 
selected exotic weapon or weapon group. 

Special: You can gain this feat multiple times. Its effects do not stack. 
Each time you take the feat, it applies to a new exotic weapon or weapon 
group. 


WEAPON PROFICIENCY 
You are proficient with a particular kind of weaponry, 

Benefit: Choose one of the following weapon groups: advanced melee 
weapons, heavy weapons (which includes vehicular weapons and starship 
weapons), lightsabers, pistols, rifles, and simple weapons. You are proficient 
with all weapons of the selected group. For more information on weapon 
groups, see page 119. 

Normal: If you wield a weapon with which you are not proficient, you 
take a -5 penalty to your attack rolls, 

Special: You can gain this feat multiple times. Each time you take the 
feat, it applies to a different weapon group. You cannot take exotic weapons 
aS a weapon group; instead, you must select the Exotic Weapon Proficiency 
feat (see page 84) to gain proficiency with a specific exotic weapon (such 
as the bowcaster or flamethrower). 


WHIRLWIND ATTACK 
You can strike nearby opponents in an amazing, spinning melee attack. 

Prerequisites: Dexterity 13, Intelligence 13, Melee Defense, base attack 
bonus +4, 

Benefit: As a full-round action, you can make an area attack with your 
melee weapon, striking every opponent within your reach. This whirlwind 
attack uses the area attack rules (see Area Attacks, page 155); you make 
one attack roll and apply the result to every target in range. 


SS 
The Force is an energy field generated by all living things. It surrounds and 
penetrates everything, binding the galaxy together. There are two sides to 
the Force. Peace, serenity, and knowledge form the light side, while the dark 
side consists of aggression, anger, and fear. The universe isa place of balance: 
| life and death, creation and destruction, love and hate. As such, both sides 
| of the Force are part of the natural order, 

| Some beings are more attuned to the Force than others. Whether they 
understand it or not, they can feel the Force flowing through them. Of 
those that are sensitive to the Force, beings that study its ways can learn to 
manipulate its energy, The Jedi fall into this category, using their knowledge 
Force to give them their powers. But theirs is not the only Force-using 
dition. The Sith, the Nightsisters of Dathomir, and others embrace the dark 
‘of the Force, while a variety of alien cultures, such as Ewok shamans 
and ian eco-priests, call the light side of the Force by different names. 
Ur standing of the Force manifests in many ways. 


‘THE Force 


THROUGH THE AGES 

For most of the history of the Republic, the Jedi were looked upon as 
defenders and protectors of justice, By their example, belief in the Force 
was accepted if not always understood. Most beings could not perceive the 
Force directly; they could only see it manifest in those attuned to it, such as 
the Jedi. At times over the years, the dark side came to the forefront, such 
as during the ancient Sith Wars, but in general the champions of the light 
side helped keep the galactic peace. 

During the Rise of the Empire era, the Force is a powerful component of 
everyday life. The Jedi are visible, active proponents of the Force, Regard~ 
less of what an individual may believe about the Force, it’s hard to deny the 
‘power demonstrated by the Jedi. As the Clone Wars rage across the galaxy, 
Jedi are seen at the forefront of battles, and the Force impacts the lives of 
soldiers and citizens alike. 

Later, in the wake of the destruction of the Jedi order and the rise of the 
Empire, the Force comes to be looked upon as an arcane religion practiced 
by misquided fools. The Empire outlaws the Jedi and attempts to stamp 
‘out anyone who demonstrates an affinity for the Force. Propaganda and 
politics keep the local systems in line and succeed in driving Forer-users. 

underground, where they live in fear and obscurity. 
, If your campaign is set in the Rebellion era (around the time of Episodes 
IV-VI}, the Force has faded from common knowledge. Those who can 
manipulate the Force keep their skills hidden to avoid the notice of the 
Empire. Even members of the Imperial hierarchy, despite the presence of 
Darth Vader, consider the Force to be outdated and insignificant compared to 
the military might of the Empire. In many ways, that’s just how the Emperor 
wants it. Even the Emperor, one of the mast powerful Force-users in the 


te 


galaxy, keeps his Force abilities secret from the general public and most 


of his subordinates, The few Force-users that exist during thi riod are 


cither hiding from the Empire, working for the Empire, or trying to ignore 
the presence of the Force. The Rebel Alliance has begun to use the Force as 
a rallying cry, adopting the Jedi salutation, "May the Force be with you,” as 
its own. Because of this, the few Force-sensitive 
the Force begin to reach out to the Alliance. And, of course, Luke Skywalker 


ngs that cana 


ctually use 


begins his training during this time. 

If your campaign is set in The New Jedi Order era, the Force has regained 
a place in everyday society and a new fellowship of Jedi has come to promi- 
in the New Republic, 


nence under the tutelage of Luke Skywalker. Many be’ 
however, harbor varying degrees of mistrust and fear toward Force-users, 
These negative feelings are due, in part, to the actions of a few rogue Jedi who 
have taken the law into their own hands and have begun to rebel against Luke 
Skywalker's leadership. The memories of a host of darksiders that plagued 
the galaxy since the time of Darth Vader and the Emperor add fuel to the fire 
of fear, and the political machinations of members of the Republic Counc 


USING THE FORCE 


The Force is a mystical energy field that surrounds and binds all livin 9 things: 
the galaxy. More than just @ source of power for those sensitive to jig 
presence, the Force can affect the fates of even ordinary citizens who hays 


ts use, In the Star Wars Roleplaying Game, there are twa 
‘st Way 
ond way, 
s through the Uge 


In 


no aptitude fi 


ways that players may call upon the Force for assistance. T 
usable by all characters, comes in the form of Force Points. The s 


ivity feat 


usable only by characters with the Force Sensi 
of Force skill and associated Force power 


FORCE POINTS 


Force Points represent a cha 


acter's knack for using the 


orce to aid hep 
actions, A character need not be Force-sensitive to use Force Points; they 
represent the presence of the Force in all forms of life, and though some 


call it luck, others believe t 


t is the will of the Force that grants # person 


aid. For a Force-sensitive character, it represents a conscious decision tm 


ty have begun to fan these flames. Force-users of this period, then, are fin call upon the Force for assistance. Characters without the Force Sensitivity 
g that acceptance of the Force among the general population feat don't realize that the Force is aiding their actions, only that they ate 
4 bad thing—at least as far as they are concerned. Tensions are alr ying hard to succeed. 

5 as this era is marked by the invasion of the Yuuzhan Vong. 

{ 

4 GAINING FORCE POINTS 


You get 5 Force Points at Ist leve 
unspent Force Points from the previous level but gain a nu 


hen you gain a new level, you lose afi 
ber of Foret 


J) SAA, 


Boe 


to 5 + one-half your new character level (rounded down). 
ses grant a higher number of Force Points at each level 


Deel Surool, a Ist-level scoundrel, gains 5 Force Points at Ist 

only four of them before achieving 2nd level, When he hits 
loses the unspent Force Point from the previous level, but he 
ts (5 + one-half his new character level), 


FORCE POINTS 

may spend a Force Point asa free action to roll 1d6 and 

toa single attack roll, skill check, or ability check. You can do 

‘round. At 8th level, when you spend a Force Point, you instead 

take the best die result as your bonus; at 15th level, you roll 3d6 
‘est die result as your bonus. This is summarized below: 


R LEVEL NUMBER OF DICE ROLLED 


count the highest die result. 


Force techniques, Force secrets, and Force powers require 
'@ Force Point to activate. In addition, if you are a Force-user, 
1 Force Point asa swift action to return a single spent Force 
it active suite of Force powers (see Force Powers, page 95, for 
). 

ire reduced to 0 hit points and would be killed, you can spend a 
#53 reaction to avoid death and instead fall unconscious (see 0 
Falling Unconscious, pages 146-147). 

OU Can spend 1 Force Point as a swift action to lower your Dark 
by 1 (see The Dark Side, below). 

hoted otherwise, you can spend only one Force Point per round. 


= DARK SIDE 

. two aspects, one light and one dark. The dark side lurks in the 
pering to Force-users, tempting them with quick and easy 
While seemingly stronger, the dark side is only easier, it 
destructive impulses of all living beings. Anger, fear, hatred, 


BEWARE THE DARK SIDE 

Most players don't want their Jedi characters to slip over to the 
dark side of the Force. If you want a campaign where all the heroes 
must constantly strive against the lure of the dark side, then the GM 
should increase a character's Dark Side Score for even the most minor 
transgressions. If you want @ campaign where the heroes have more 
room to explore options, or if you don't want slipping to the dark side 
to be a major theme of the campaign, then the GM should consider 
increasing @ character's Dark Side Score only for major or moderate 
transgressions. 


and aggression are expressions of the dark side, and such emotions can 
quickly lead @ Force-user down the dark side's corrupting path. Early on 
in her training, a Force-user finds that the dark side greatly enhances her 
abilities, After a time, the dark side demands more and more of those in its 
embrace. 


DARK SIDE SCORE 

Your Dark Side Score measures the extent to which you've been corrupted 
by the dark side of the Force. A 1st-level character begins play with a Dark 
Side Score of 0. The only way to increase one's Dark Side Score is to commit 
evil acts. 

A character who commits an evil act increases his Dark Side Score by 1. 
What constitutes an evil act is discussed under Dark Side Transgressions, below. 
Regardless of how many evil acts a character commits, the maximum Dark Side 
Score a character can possess is equal to his Wisdom score. Thus, a character 
with a Wisdom of 15 can have a maximum Dark Side Score of 15. 

A character whose Dark Side Score equals his Wisdom score has fully 
embraced the dark side and is wholly evil, A hero who falls to the dark side 
becomes a GM character (unless the GM wants to allow the player to continue 
playing the dark side character as @ sort of campaign anti-hero). 


DARK SIDE TRANSGRESSIONS 

The GM should use the considerations detailed below as guidelines for 
whether of not to increase a character's Dark Side Score. The guidelines are 
separated by degree: Major transgressions are acts that definitely deserve 
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an increase, moderate transgressions are acts that probably deserve an 
increase, and minor transgressions are acts that could be considered dark 
but probably don't deserve an increase. 


Major Transgressions 
Any of the following transgressions should increase a character's Dark Side 
Score by 1: 

Performing a blatantly evil act: This includes deliberately killing or 
injuring another character who hasn't done anything wrong or who honestly 
seeks redemption for evil acts he performed in the past. 

Using a Force power with the [dark side] descriptor: A few Force 
powers are, by their very nature, evil. Examples of Force powers with the 
[dark side} descriptor include Force lightning, which channels dark energy, 
and dork rage, which feeds on negative emotions. 

Using the Force in anger: Using the Force in anger or hatred is bad, but 
this can be hard to enforce. It's difficult to determine the emotion a character 
is experiencing. The GM should increase a character's Dark Side Score by 1 in 
these situations only when the player specifically states that his character is 
feeling fear, anger, hatred, pride, jealousy, greed, vengeance, and so forth. 


Moderate Transgressions 
Any of the following transgressions might increase a character's Dark Side 
Score by 1, at the GM's discretion: 

Using the Force to cause undue harm: Many uses of the Force are 
not overtly of the dark side, but they can be harmful or even fatal in their 
applications. When a Force power that isn't specifically tied to the dark 
side is used to harm living beings, the GM should consider increasing the 
character's Dark Side Score by 1. 

Performing a questionably evil act: Some acts, while seemingly cruel, 
aren't necessarily evil. The GM should consider the intent behind the action 
before deciding to increase a character's Dark Side Score. For example, it may 
be a transgression to deliberately kill or injure (or allow someone else to kill 
or injure) a character known to have committed evil acts without remorse, 
but who is atherwise helpless, 


Minor Transgressions 
The following transgressions should probably not increase a character's Dark 
Side Score, unless the GM feels there's good cause to make an exception: 
Performing a dubiously evil act: Increase a character's Dark Side Score 
only when the act is out of proportion to the situation. In most cases, the 
GM shouldn't increase a character's Dark Side Score for @ single incident, 
but multiple incidents may indicate that the character has an unconscious 
cruel streak. For example, a hero who kills an opponent in combat while 
ignoring opportunities to end the situation without the loss of life might 
deserve a increased Dark Side Score, though a specific situation might not 
appear quite so clear-cut. 


HEROES AND THE DARK & 


tule in place at the start of your campaign, then itjust becomes 
the rules and everyone is aware of the consequences of walking do 
the dark path, 


Dark Side Score Tracker 
The Dark Side Score tracker is a useful tool for tracking a hero's devotio 
the dark side. The Dark Side Score tracker is represented as a row of 24 
bered boxes at the bottom of your Star Wars character sheet (page 

A character's Dark Side Score tracker should have a number of 
boxes equal to the character's Wisdom score. Any extra boxes should | 
shaded in or blacked out. For example, Set Harth has a Wisdom of 11, $01 
Dark Side Score tracker looks like this: ‘ 


DARK SIDE SCORE 
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Whenever a hero's Dark Side Score increases by 1, the player ff 
one of the empty boxes on the character's Dark Side Score tracket, 
a character has no more empty boxes on his Dark Side Score track 
considered to be dark. He is now effectively lost to the dark side 
little hope of finding redemption. 

Whenever a character's Wisdom score increases by 1, he gets an 
empty box on his Dark Side Score tracker. This box remains empty 
Dark Side Score increases by 1. j 

Ahero who still has empty boxes on his Dark Side Score tracker ™ 
tainted by the dark side, but not beyond redemption. A tainted ch 
can rid himself of the dark side's taint by atoning. 


Atoning J 
Ahero tainted by the dark side can work his way back to the fight 
heroic deeds, the use of Force Points, and by atoning for past mis 
dark character's only path back to the light is to accomplish a truly 
of heroism against the dark and in the service of the light. 


tainted character accomplishes this by reducing his Dark 
“character can sacrifice 1 Force Point to reduce his Dark Side 
clear one box on his Dark Side Score tracker, This form of 
ents a period of meditation, reflection, and absolution 
the character. If desired by the player and GM, this can be 
campaign as part of an adventure, but it isn't necessary. It 
een adventures. 
‘an act of dramatic heroism by the character—if performed 
upon the dark side—reduces the character's Dark Side Score 
‘one box on his Dark Side Score tracker. 
ter can't reduce his Dark Side Score by atoning. Such a 
option is an act of dramatic heroism (see below). 


‘may attempt to turn away from the dark side by performing 
itic heroism without calling upon the dark side of the Force. 
should require extreme personal cost, be made in a selfless 
ovide a significant benefit to the galactic balance, 
performed such an act of dramatic heroism at the end of 
Jedi when he sacrificed his own life to save his son and destroy 
Kyp Ourron (in the expanded Star Wors universe) performed 
of dramatic heroism by destroying the Sun Crusher, a super 
prototype. Additionally, Jedi history tells of a Jedi named Bastila 
im Knights of the Old Republic) falling to the dark side, but in an 
itie heroism she turned the Republic fleet against Darth Malak 
erful form of Battle Meditation. 
GM accepts the act as being appropriately heroic, dramatic, and 
character's Dark Side Score drops to 1, and he clears all but 
€5 on his Dark Side Score tracker (so that he has a number 
es equal to one less than his Wisdom score), In addition, the 
ts @ final toll by drawing away all of the character's current 
Henceforth, the character must strive to walk the path of 


RCE POWERS 
S Bf special abilities available to anyone who takes the Force 
85). They allow characters to do astonishing things such 
‘with the minds of others, move heavy objects, see into the 
tn blast foes with terrible arcs of lightning. 


ING Force POWERS 

takes the Force Training feat (see page 85) automatically 
‘of Force powers of her choice equal to 1 + her Wisdom modi- 
¥ WA character can learn additional Force powers by taking 
Ing feat again or by increasing her Wisdom modifier. 


SELECTING FORCE POWERS 
Choosing your Force powers can be something of an art. If you choose 
poorly, you might be stuck with a Force power that you can't use very 
well. When selecting Force powers, remember the following: 

Like feats, Force powers cannot be changed once selected (not with- 
‘out your GM's approval, anyway). Also, some Force powers are inherently 
more difficult to trigger than others. For example, Force stun requires 
a DC 20 (or higher) Use the Force check to activate, which means that 
a low-level character attempting to use the power will fail more often 
than he succeeds. 

Don't forget thst you can select the same Force power more than 
‘once if you want to be able to have multiple uses of that power in your 
suite. At low levels, it is sometimes more useful to have extra uses of 
an easy-to-trigger power than a new power that is more difficult to 
activate. 


For example, Sen Udo-Mal is a Ist-level Jedi with a Wisdom score of 11 
(+0 modifier). He takes the Force Training feat at Ist level and immediately 
gains @ Force power. He chooses battle strike. At 3rd level, he takes the Force 
Training feat again, which allows him to learn a new Force power; he chooses 
mind trick. At 4th level, Sen Udo-Mal raises his Wisdom score from 11 to 12, 
thereby increasing his ability modifier from +0 to +1; at that time, he gains 
two additional Force powers (one for each instance of the Force Training 
feat}, so he chooses move object and surge. 


USING FORCE POWERS 
When your character uses a Force power, make a Use the Force check (see 
page 77). The check result determines the power’s effect, 

Some Force powers have all-or-nothing effects, Other Force powers have 
multi-tiered effects, and your Use the Force check result determines the 
maximum effect you can achieve, although you can always choose a lesser 
effect. If your Use the Force check is too low to activate the Force power's 
baseline effect, nothing happens and the action is wasted, 

Using @ Force power removes it from your character's active “suite” of 
Force powers, regardless of whether the Use the Force skill check succeeds 
or fails, 

Your Force Power Suite: Your character's Force powers collectively form 
a suite. When your character uses a Force power, it’s like playing a card and 
putting it ina discard pile, The power takes effect, and it’s no longer available 
to the character... at least for a while. 

Regaining Force Powers: You have different ways to regain spent Force 
powers so that you can use them again: 

—When combat is over and you have a chance to rest for 1 minute, you 
regain all of your Force powers. 
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—If you roll a natural 20 on a Use the Force check, you regain all spent 
Force powers at the end of your turn. 

—You can spend a Force Point as a reaction and immediately regain one 
spent Force power. 

—Some unique abilities (such as the Force Focus talent) allow you to 
regain spent Force powers in other ways. 


Force Power Descriptors 

Some Force powers are more strongly tied to one side of the Force than 
the other. These Force powers carry either the [light side] descriptor or the 
[dark side] descriptor. Powers that target creatures’ minds carry the [mind- 
affecting] descriptor. 

Dark Side: Using a Force power with the [dark side] descriptor increases 
your Dark Side Score by 1. You cannot use a Force Point to modify your Use 
the Force check when activating a Force power with the [dark side] descriptor, 
Dark side powers stem from powerful negative emotions and include dark 
rage and Force lightning. 

Light Side: If you have a Dark Side Score of 1 or higher, you cannot use 
a Force Point to modify your Use the Force check when activating a Force 
power with the [light side] descriptor. Light side powers are generally ben- 
eficial and include sever Force and vital transfer. 

Mind-Affecting: A Force power with the [mind-offecting) descriptor has 
no effect on creatures that are mindless (that is, creatures with no Intel- 
ligence score) or creatures that are immune to mind-affecting effects. 


FORCE POWER 
DESCRIPTIONS 


The following Force powers are available to any character with the Force 
Sensitivity feat (see page 85). Each Force power includes the following 
information: 


FORCE POWER NAME 
[DESCRIPTOR] 
If a Force power has a descriptor, it appears in square brackets after the Force 
power's name. The name of the power is followed by a brief description of 
the Force power's effect. Time: The type of action needed to use or activate 
the Force power. Target: The targets affected by the Force power. 

Make a Use the Force check, The results of the Use the Force check 
are described here. 

Special: Some Force powers have special rules, which are covered 
here. 


BATTLE STRIKE 
You use the Force to enhance your battle prowess, Time: Swift 
Target: You. 
Make a Use the Force check. The result of the check determines § 
effect, if ar i 
OC 15: @ +1 Force bonus on your next attack roll and deal an aga 
tional 146 points of damage If the attack hits. 
DC 20: As DC 15, except you deal an additional 2d6 points of damage 
DC 25; As DC 15, except you deal an additional 3d6 points of dar 
Special: You can spend a Force Point to deal an additional 2d6 po 
damage on your next attack. 


DARK RAGE [DARK SIDE] 
You become enraged as the dark side flows through you. Time: Swift actit 
Target: You. 

Make a Use the Force check. The result of the check determines 
effect, if any: 

DC 15: You gain a +2 rage bonus on melee attack rolls and meleed 
rolls until the end of your turn. 
DC 20: As DC 15, except the rage bonuses increase to +4. 
DC 25: As DC 15, except the rage bonuses increase to +6. 
Special: While consumed by rage, you cannot use skills or perform ta 
that require patience or concentration. 
You can spend a Force Point to extend the duration of your da 
until the end of the encounter. 


FARSEEING 
You gain a vague, momentary impression of events happening aroun 
particular being in some distant place. Time: Full-round action. 
creature you know or have met before. 


Make a Use the Force check. If your check result is less than the & 
Will Defense, you gain no information (including whether the target ist 
or dead) and cannot use this Force power against the same target 
hours. If your check result equals or exceeds the target's Will Defens 
can sense whether the target is alive or dead and gain a vague 5 
immediate surroundings, what it's currently doing, and any strong €” 
it is presently feeling. A dead target has @ Will Defense of 30 for p 
of this Force power. 

Special: If you successfully use this Force power, you can spend a? 
Point to gain a clear mental image of the target's surroundings, as’ 
other creatures and objects within 6 squares of it. 


ce DISARM 
‘an opponent by using the Force to pull the weapon from his 
«Standard action. Target: One creature within 6 squares and 


ine of signt 
a Use the Force check. Use this check in place of your attack 


Hehen atrempvng to disarm the target (see Disarm, page 152), If your 
attack succeeds, you may choose to let the item drop to the ground 
the targe'’s fighting space or have the item fly into your hand (in which 


must have a free hand to catch it) 


jal: Feats tha 


arce disarm. 
apply to Force 
oe can spend a Force Point to damage or destroy the target weapon 


Gpitead. If your disarm al 
Hise the Force check result. You must declare that you are using this 


ippion before making your disarm attack 


| attacks (such as Improved Disarm) 


improve disar 


ack succeeds, the weapon takes damage equal to 


FORCE GRIP 


Wouluse the Force to choke or crush your enemy. Time: 
#One target within 6 squares or within line of sight 

Make a Use the Force check. The result of the check determines the 
‘effect, if any 

PC 1S: The target takes 
Haquals or exceeds the targe 
iegie swift action on his next turn 

E20: As DC 15, except the target takes 406 points of damage 

IDC 25: As OC 15, except target takes 6d6 points of dam: 

Special: You may maintain your concentration on the targe: 
SO Goatinve damaging it from round to round. Maintaining the Force grip is a 
Safdard action, and you must make a new Use the Force check each round, 

WoU\can Spend a Force Point to deal an additional 2d6 points of damage 


with your Force grip 


Standard action. 


d6 points of damage. If your Use the Force check 
Fortitude Defense, the target can tak 


conlya 


d creature 


PORCE LIGHTNING [DARK SIDE] 
Dblastan enemy with deadly arcs of Force energy. Time: Standard action 
Ohne target in line of sight and within 6 squares of you 


a @ Use the Force check. Make one roll and compare the result to 
Halbet's Reflex Defense. \f the attack hits, the target takes 8d6 points of 
SESS aMage and moves -1 step along the condition track (see Conditions 
P99E 148). if the attack misses the targe 
ME along the condition track 


E He You can spend a Force Point to move a target an additional 


PY BED along the cor 


Mghtning 


takes half damage and does not 


dition track when you successfully hit it with Force 


FORCE StLAm 


You pound one or more creatures with the Force, Time: Standard action 


Targets: All targets within a 6-square cone and within line of sight 
Make a Use the Force check. Make one roll and compare t 
each target's Fortitude Defense. If the result equals or exceeds a 


¢ and is knocked prone. 


¢ result 


Fortitude Defense, it takes 406 points of Foree dama 


If the result is less than a target's Fortitude Defer 
and is not knocked prone. This is an area effect 

Special: When you use this power, you can spend a Force Point to deal 
an additional 2d6 points of damage to targets in the area 


ise, it takes half damage 


Set 


Force STUN 

You call upon the Force to overload an enemy's senses, potentially stunning 
it. Time: Standard action. Targets: One creature within 6 squares or within 
your line of sight. 

Make a Use the Force check. Compare the result to the target's Will 
Defense. If the check result equals or exceeds the target's Will Defense, the 
target moves -1 step along the condition track (see Conditions, page 148). 
For every 5 points by which you exceed the target's Will Defense, the target 
moves an additional -1 step along the condition track. 

Special: When you use this power, you can spend a Force Point to move 
the target an additional -1 step along the condition track. 


Force THRUST 
You use the Force to push 2 target away from you. Time: Standard action. 
Targets: One object or character within 12 squares and within line of sight. 

Make a Use the Force check. The target makes a Strength check. If 
you beat the target's Strength check, you push it back 1 square plus an 
additional square for every 5 points by which you exceed the target's check 
result. If you push the target into a larger object, the target takes 146 points 
of damage. 

The target adds its size modifier to its Strength check: Colossal, +20; 
Gargantuan, +15; Huge, +10; Large, +5; Medium, +0; Small, -5; Tiny, -10; 
Diminutive, -15; Fine, -20. In addition, it gets a +5 stability bonus if thas 
more than two legs or is otherwise exceptionally stable. 

Special: You can spend a Force Point to apply a -5 penalty to the target’s 
Strength check to resist your Force thrust. Additionally, if you successfully 
push the target into a larger object, you deal an additional 2d6 points of 
damage from the extreme force of the thrust. 


MIND TRICK [MIND-AFFECTING] 
You use the Farce to alter a target's perceptions or plant a suggestion in its 
mind. Time: Standard action. Target: One Intelligence 3 or higher creature 
in line of sight and within 12 squares of you, 

Make a Use the Force check. If you equal or exceed the target's Will 
Defense, you may choose one of the following effects: 

~You create a fleeting hallucination that distracts the target and enables 
you to use the Stealth skill even if the target is aware of you. 

~You perform a feint so that the next attack you make against the target 
ignores its Dexterity bonus to Reflex Defense [if any). 

You make an otherwise unpalatable suggestion seem completely reason- 
‘able to the target. You must be able to communicate with the target, and 
the suggestion can't obviously threaten the target's life. The target won't 
realize later that what he did is unacceptable. 

—You fill the target with terror, causing it to flee from you at top speed 
for 1 minute. The affected creature stops fleeing if it is wounded. The effect 


“THE FORCE CAN 
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is negated if the target’s level is equal to or higher than your character 
This is a fear effect. 

Special: If you are making @ suggestion, you may spend a Force p 
to improve the target's attitude by one step, plus one additional stey 
every 5 points by which your Use the Force check exceeds the 
Defense, 


Move OsBVvECT 
You telekin lly move a target up to 6 squares in any direction 
the Force. Time: Standard action, Target: One character or object wil hi 
squares or within your line of sight. 

Make a Use the Force check. The result of the check determ 
the maximum size of the target you can lift (see below). If the tar 
a creature that resists your attempt, your Use the Force check musi 
exceed the target's Will Defense. You can hurl the target at (or drop 
another target in range if your Use the Force check exceeds the 
target's Reflex Defense. Both targets take damage determined by 
the Force check result. 

DC 15: Move object up to Medium size (deals 206 points of ¢ 
DC.20: Mave object up to Large size (deals 406 points of da 
DC 25: Move object up to Huge size (deals 6d6 points ofd 
DC30: Move object up to Gargantuan size (deals 8d6 
damage) 

DC35: Move object up to Colossal size (deals 106 points of di 

Special: You may maintain your concentration on the targete! 
to continue to move it from round to round. Maintaining ‘the mo 
power is a standard action. 

If you use move abject against a hovering or flying target 
speeder or starship), the target can oppose your Use the Force 
a grapple check as a reaction. If the target wins the opposed 
unable to move the target. j 
You may spend a Force Point to increase the maximum size of 
by one category and deal an additional 2d6 points of damage 
size Colossal {frigate}, 1246 damage). Alternatively, you may 
Point (see page 112) to increase the maximum size of the objec’ 


‘snd deal an additional 6d6 points of damage (maximum size 


,, sal (station). 
weosTe ENERGY 
taneously 


negate a single attack that deals energy 
95.2 lightsaber 


or blaster. Time: Reaction. Target: One attack made 
iy that deals energy weapon c 
against YO 


6d6 damage) 


pon dam 


Make a Use the Force check. If heck equals o 
the damage dealt b 


no damage, If your c! 


exceeds 


i¢ attack is negated and you take 


9 the amount of damage dealt, 


damage as norm 


k (and not 
, you can spend a Force Point 
equa of the nec 


normal hit points 


ted attack, up to a maximu 


ReEBUKE 

You harmlessly absorb or deflect one Force power or used against you, per- 
haps even turning it against its creator, Time: Reaction. Target: One Force 
power directed at you. 

Make a Use the Force check. If your result equals or exceeds the check 
result of the power directed at you, you harmlessly redirect it and suffer no 
il effects. If you result exceeds the check result of the power directed at you 
by 5 or more, you may choose to turn the Force power against its creator, 
who suffers the effect. 

Special: If you successfully reflect a Force power back at its originator, the 
originator may attempt to rebuke the power as well. If he reflects it back again, 
both you and the originator are affected by the Force power. You can spend a 
Force Point as a reaction to suffer no ill effects from a Force power that has been 
rebuked twice—once by you and once by the pawer's originator. 


SEVER FORCE [LIGHT SIDE] 
You can block another Force-user's access to the Force, preventing him from 
spending Force Points and making it difficult for him to use Force powers. 
Time: Standard action. Target: One Force-using creature with a Dark Side 
Score of 1 or higher that is within 12 squares and within line of sight. 

Make a Use the Force check. If your Use the Force check equals or 
exceeds the target's Will Defense, the effect (if any) is determined by your 
check result: 

DC 25: The target cannot spend Force Points for a number of hours equal 
to its Dark Side Score. 

DC 30: As DC 25, plus the target moves -1 step along the condition track 
(see page 149) each time it uses a Force power in the same timeframe. 

DC 35: As DC 35, except the target moves -2 steps along the condition 
track each time it uses a Force power in the same timeframe. 

Special: This Force power has no effect on targets with a Dark Side 
Score of 0, 

You can spend a Force Point to double the duration of the effect. Alterna- 
tively, you can spend a Destiny Point (see page 112) to increase the duration 
to a number of days equal to the target’s Dark Side Score. 


SuRGE 
The Force enables you to jump great heights and distances as well as move 
quickly. Time: Swift action, Target: You. 

Make a Use the Force check. The result of the check determines the 
effect, if any: 

DC 10: You gain a +10 Force bonus on Jump checks and your speed 
increases by 2 squares until the start of your next turn, The Force bonus on 
Jump checks includes the adjustment for increased speed. 

DC 15:As DC 10 except: +20 Force bonus on Jump checks, speed increases 
by 4 squares. 


DC20: As DC 10 except: +30 Force bonus on Jump checks, speed ing 
by 6 squares. 

Special: You can spend a Force Point to increase the power's Force by 
on Jump checks by 10 and increase your speed by an additional 2 sq 


VITAL TRANSFER [LIGHT SIDE 
You use your own life force to heal another living creature, using the Fg 
as a conduit. Time: Standard action. Target: One creature touched, 
Make a Use the Force check. The result of the check determines 
effect, if any: 
DC 15: The target heals hit points equal to 2 x its character level, 
DC20: The target heals hit points equal to 3 x its character level. 
DC 25: The target heals hit points equal to 4 x its character level. 
Each time you use vital transfer, you take half as much damage as| 
heal (rounded down), 
Special: You may spend a Force Point to avoid taking any damage ’ 
you use this Force pawer, You may spend a Destiny Point (see page 1 
move the target +5 steps on the condition track in addition to 
normally. 


FORCE TALENTS 
Force talents work exactly like the talents presented in Chapter 3: He 
Classes; however, they are available only to characters with the Fa 
sitivity feat (see page 85). Any time a character with the Force 
feat would normally gain a talent (such as from gaining an odd-nu 
level in a heroic class), he or she may instead select a Force talt 
one of the four Force talent trees presented below. If a character 
Force Sensitivity feat is a member of a Force tradition (see page 10 
she may instead select a Force talent from that tradition’s individ 
talent tree, 


ALTER TALENT TREE 
The Force grants you considerable power over your environment #5 ¥ 
others around you. 
Disciplined Strike: Whenever you use a Force power that 
effect (such as Force slam), you may exclude a certain number oF 
from the effects of that power. The number of targets that you may! 
in this manner is equal to your Wisdom modifier (minimum of ). 
Telekinetic Power: Whenever you roll a natural 20 on your Use th 
check to activate the Force disarm, Force grip, Force slam, Force | 
move object Force powers, you may choose to use that Force Pp 
immediately as a free action. You may direct the second use of th 
power against any eligible target. 
Telekinetic Savant: Once per encounter as a swift action, you ™ 
‘one of these Force powers to your suite without spending a Force Po 
disarm, Force grip, Force slam, Force thrust, or move object. 


is talent multiple times. Each time you select it, you 
one additional time per encounter. 


TREE 
‘how to regulate your own body systems, contro! your 
ynel the Force. 

10: You can spend a Force Point as 2 standard 
reduction 10 for 1 minute (see Damage Reduction, 


As a swift action, you can spend a Force Point to remove 
ons affecting you and return to a normal state (see 
48). 
‘a full-round action, you may make a DC 15 Use the 
check succeeds, you regain one spent Force power of 


Whenever you use your second wind (see Second Wind, 
in 2 number of additional hit points equal to 1d6 per 
s5 (maximum 10d6), 


side of the Force is the quick and easy path, granting 
forever dominating the destinies of those in its grasp, 
a Dark Side Score of 1 or higher to select talents from 
Side Score is ever reduced to 0, you lose access to all 
tree until your Dark Side Score increases. 
irk Side: You allow your hatred to fuel your attacks. 
Force Point to modify an attack roll, you may choose 
‘bonus die and take the best result. However, doing so 
irk Side Score by 1. 
Tst-level character with this talent could increase his Dark 
to roll 2d6 instead of 146, taking the best die result and 
‘9n his attack roll. 
As a standard action, you grant yourself and all allies 
OU a +1 Force bonus to all defenses until the end of the 
sts are lost if you fall unconscious or die. Affected 
it Of range lose the benefits for as long as they remain 


Sma 13, Power of the Dark Side. 

er an ally of equal or higher level than you is killed or 
ts within your line of sight, you gain a +2 Force bonus 
GE rolls until the end of the encounter, (Since Force 
you don't get a higher bonus if more than one ally 


Presence, Power of the Dark Side. 


Swift Power: Once per day, you can use a Force power that normally 
takes a standard action or move action as a swift action. 
Prerequisite: Power of the Dark Side. 


SENSE TALENT TREE 
Your attunement to the Force grants you uncanny powers of perception. 

Force Perception: You can make a Use the Force check instead of a 
Perception check to avoid surprise, notice enemies, sense deception, or sense 
influence (see the Perception skill, page 70), You are considered trained in 
the Perception skill for purposes of using this talent. If you are entitled to 
a Perception check reroll, you may reroll your Use the Force check instead 
(subject to the same circumstances and limitations). 

Force Pilot: You can use your Use the Force check modifier instead of your 
Pilot check modifier when making Pilot checks. You are considered trained in 
the Pilot skill for purposes of using this talent. If you are entitled to a Pilot 
check reroll, you may reroll your Use the Force check instead (subject to the 
same circumstances and limitations). 

Foresight: You may spend a Force Point to reroll an Initiative check, 
keeping the better of the two rolls, Additionally, if you roll a natural 20 on 
the Initiative check reroll, you immediately regain the Force Point spent to 
activate this talent. 

Prerequisite: Force Perception. 

Gauge Force Potential: By focusing on a specific creature in your line of 
sight, you can gauge how strong in the Force it is. This takes a standard action 
and requires a Use the Force check. If your check result meets or beats the 
target's Will Defense, you know whether or not it has the Force Sensitivity feat, 
you know how many Force powers it knows (but not which ones, specifically), 
and you know how many Force Points it has currently. 

Prerequisite: Force Perception, 

Visions; Whenever you use the farseeing Force power, you can spend a 
Force Point as a swift action to see into the target's past or future instead of 
the glimpsing the target in the present. You declare how far into the target's 
past or future you wish to look, up to. a maximum of 1 year per your character 
level. Any information gained about a target's future is subject to change, 
depending on whether steps are taken to alter that future. 

Prerequisites: Force Perception, farseeing. 


FORCE TECHNIQUES 
Force techniques represent a deeper understanding of the Force and, like 
martial skills, usually come with years of practice. A few gifted or devoted 
Force-users learn to master them more quickly, In general, Force techniques 
are only available to characters with levels in certain Force-using prestige 
classes (such as the Force adept, Jedi Knight, and Sith apprentice). 
Whenever you gain access to a new Force technique, select it from the 
following list. Once selected, a Force technique cannot be changed. 
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Force Point Recovery 
At the end of an encounter, you automatically recover 1 Force Point spent 
during the encounter. 

You may select this Force technique multiple times; each time you take 
it, you recover an additional Force Point spent during an encounter. 


Force Power Mastery 
Choose a single Force power. You may take 10 on Use the Force checks to 
activate this Force power even when distracted or threatened. 


You may select this Force technique multiple times; each time you 
this Force technique, it applies to a different Force power. 


Improved Force Trance 
Each hour you remain in a Force trance (see the Use the Force skill, page 9 
you regain a number of hit points equal to 2 x your character level 


she Force, very much the way gravity wells in realspace 
\yperspace. A single person not particularly attuned 


ckers like a candle in the night, making but the slightest 
Force. A Force-user shines more brightly, especially 
ng the Force. Each time a Force-user calls upon the 

or ripples through it that can be perceived by other 

d sparingly and in harmony with the natural balance, 
barely be detected. When a user constantly calls upon 
world around him, the ripples become quakes that 
distances. Such quakes attract attention, making 
refined control over the Force or who rely on the 
ly the target of more powerful Force-users. It is 
gh such methods the Empire was able to hunt down 
in the years leading up to the Galactic Civil War. 


ove Light Object 
1a Use the Force check to move a light object as a swift action 
Move action. Using the light object as a projectile weapon 
action (instead of a standard action), 


Force 
‘sense Force ability of the Use the Force skill (see page 77) 
on rather than a full-round action. 


Surroundings 
Sense surroundings ability of the Use the Force skill (see 
free action rather than a swift action. 


the telepathy ability of the Use the Force skill (see page 
your Use the Force check and keep the better result. 


© SECRETS 
Can learn to manipulate their Force powers in intriguing 
Tepresent a sublime connection of the Force and are 
‘Only to powerful Force-users such as Force disciples, Jedi 

ith Lords (see Chapter 12: Prestige Classes). 
}a Force secret costs either a Force Point or a Destiny Paint (as 
HeScription), and the normal limits on spending Force Points and 
$ during @ round apply. (See Chapter 7: Heroic Traits for more 

Vestiny Points.) 


Whenever you learn a new Force secret, select it from the following list. 
Once selected, a Force secret cannot be changed. 


Devastating Power 

When using a Force power that deals damage, you can spend a Force Point 
to increase the power's damage dice by 50%. Alternatively, you can spend 
a Destiny Point to double the number of damage dice, 


Distant Power 

When using a Force power that has a range expressed numerically, you can 

spend a Force Point to multiply the range by 10. Alternatively, you can spend a 

Destiny Point to increase the range to anywhere in the same star system. 
This Force secret does not remove line of sight requirements. 


Multitarget Power 

When using a Force power that affects a single target, you can spend a Force 
Point to affect one additional target. Alternatively, you can spend a Destiny 
Point to affect one target per four character levels. 


Quicken Power 

When using a Force power that requires a standard action or mave action 
to activate, you can spend a Force Point to activate the power as a swift 
action instead. Alternatively, you can spend a Destiny Point to activate the 
power as a reaction instead. 


Shaped Power 

When using 2 Force power with a cone area effect (such as Force slam), 
you can spend a Force Point to instead affect a line 1 square wide and (5 x 
one's length) squares long. Alternatively, when using a Force power with 
a cone area effect, you can spend a Destiny Point to instead affect one or 
more targets of your choice within a number of squares of you equal to the 
cone's length. 


FORCE-USING 
TRADITIONS 


Even those who don't believe in the Force and aren't particularly attuned to 
its flow can call upon the Force without understanding exactly what they 
are doing. When a stroke of amazing luck occurs, or fate seems to be on your 
side and helps you accomplish a difficult objective, it could be the Force 
coming to your aid. In game terms, the expenditure of Force Points by non- 
Force-using characters represents this unconscious, tenuous connection to 
the Force that all living beings share. When a Force-using character calls on 
the Force in this way, he or she knows exactly what's happening. 

The most prominent and well-known Force-users in the galaxy are the 
Jedi. However, the Jedi are not the only ones who have learned to manipulate 


the Force. Other Force-users sometimes attribute their abilities to sources 
other than the Force, such as magic or gods, but they are all using the 
energy to manipulate the world around them. In game terms, anyone with 
the Force Sensitivity feat has the ability to master the Use the Force skill 
and leam Force powers, though many of these beings will never go down 
this particular path. 

Other Force-using traditions include dark side cults (such as the Sith), and 
obscure, isolated sects such as the Witches of Dathomir and the Sorcerers 
of Tund. Some know the Force for what it is but approach its use in a dif- 
ferent way from the Jedi, Others know the Force by a different name. Either 
way, it remains the mystic energy that binds the galaxy together and gives 
Force-users their powers, 

Membership: The conditions for being considered a member of a given 
Force tradition are outlined in the description. A character may be amember 
of more than one Force tradition, but this is uncommon. 


THe JEDI 
There is no emotion; there is peace. 
There is no ignorance; there is knowledge. 
There is no passion; there is serenity. 
There is no death; there is the Force, 
—from The Jedi Code 


For centuries, the group of philosophers that would eventually become the 
Jedi contemplated the mysteries of the energy field known as the Force, 
Eventually, some of the group's members mastered the Force. After that, 
they dedicated themselves to using their newfound skills and powers for 
good, helping those in need. In the thousands of years that followed, the Jedi 
served as protectors of the Galactic Republic. Answering to their own Jedi 
council and operating in concordance with the Judicial Department of the 
office of the Supreme Chancellor, the Jedi became the guardians of peace 
and justice in the galaxy, 

The Jedi, in addition to battling interstellar criminals and settling galactic 
disputes, served as mediators, defenders, and teachers. Because of their sense 
of honor and the epic challenges they undertook, the Jedi became legends, 


*THE FORCE 
wEDI HIS POWER. 


IS WHAT GIVES THE 
IT'S AN ENERGY FIELE 
CREATED BY ALL LIVING THINGS. 
IT SURROUNDS US AND PENETRATES US 
IT BINDS THE GALAXY TOGETHER." 


serving as symbols of the best the Republic had to offer, With tigi 
at their sides and the power of the Force flowing through them, the 
accomplished the tasks set before them with dedication and seemir 
cibility, But invincibility was only an illusion. Jedi often died in the 
of freedom and justice. 

During the Rise of the Empire era (circa Episodes I-III), ten tho 
served the Republic and defended its vast territory. They identified 
recruits early in life, usually within the first six months of a child's ex 
As infants, those attuned to the Force and accepted by the Jedi Oo, 
were taken to begin their training. Older children, if identified fater inl 
being Force-sensitive, were refused training in most cases; the Jedi 
that the fear and anger in older children made them too susceptible 
dark side, and so it was unwise to train them. All characters playing 
era that are Jedi Padawan learners (Jedi class level ist through 6th). 
master (Jedi class level 7th or higher). While there may be times 
master and the Padawan travel together, most of their interaction 
between adventures, while all characters are training and imp 
master is a GM character, offering training, advice, and aid when 
feels such aid is appropriate and necessary. Unfortunately, by the 
time period, Anakin Skywalker has turned to the dark side and the 


has slaughtered nearly all the Jedi. 

During the Rebellion era, the Jedi purge has been completed. 
handful of Force-users, let alone fully trained Jedi, were extermil a 
corrupted to the dark side and placed in the service of the Emperor. F 
sensitive 


iduals, such as Luke Skywalker and Leia Organa, wert! 
from the Empire and cut off from their heritage. More powerful Fo 

such as Obi-Wan Kenobi and Yoda, purposely disappeared ang wor 
unnoticed. Jedi characters in this era eventually attract a teach 
the training these Force-users provide is haphazard at best. A 
learns by experience, through occasional meetings with other Fore 
and even by studying with beings who follow other Force tradi 
not easy, which is why Jedi in this period are few and far between), 
reach the level of power exhibited in earlier or later periods. AG 
wishing to simulate this experience might require the potential 
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ers to defend and protect, never to attack others. 
"s rather thon ruling over them, for the good of the 


themselves through knowledge and training. 
—from The Jedi Code 


wy known as the Jedi Code was created to keep young 
its from being drawn to the dark side. It was taught by the 
9 hundreds of thousands of Jedi throughout the ages, 
‘and Master Yoda taught parts of it to Luke Skywalker, 

er passed on what he had learned to his students at 


the Jedi Code provides simple instructions for fiving 
the Force, A Jedi never uses the Force to gain wealth or 
Instead, a Jedi uses the Force to find knowledge and 
. Anger, fear, aggression, and other negative emotions 
side, so Jedi are taught to act only when they are at 


cout to find nonviolent solutions whenever possible. 

from wisdom, using persuasion and counsel instead 

and violence. When all else fails, or to save a life, a 

ti resort to battle in order to resolve a particularly 

uation. Though combat may sometimes be the best answer, 
be the first option a Jedi explores, 

their connection to the Force, the Jedi sense its flow 

its energy. While doing so, a Jedi sometimes perceives 

in the Force. These disturbances can be explained by the 

il Force-users in the area, or intense emotions that 

fence, Such as when the life of the planet Alderaan was 

‘by the Death Star. There are even times when such distur- 

ult in feelings of urgency or premonitions that spur a Jedi to 

on where she is needed. This aspect and manifestation 

Covered by the Use the Force skill, 


s ih non-Force-using class level before allowing them to take 
Class, 


Jedi Order era, Luke Skywalker has trained about one hundred 
&d perhaps a dozen others in need of training. Prominent 
5 Mara Jade Skywalker and Corran Horn help Skywalker 
ite the efforts of these Jedi, while promising students such 


as the Solo children and Ganner Rhysode show great promise for the future. 
Jedi characters again receive a higher-level mentor who provides training and 
advice between adventures or when the Gamemaster deems such interaction 
to be warranted and important to a mission. 

Membership: Any character with the Force Sensitivity feat can become 
a member of the Jedi tradition by being accepted as an apprentice by a Jedi 
Knight or Jedi Master, 


THe SITH 
Peace isa lie, there is only passion. 
Through passion, | gain strength, 
Through strength, | gain power. 
Through power, ! gain victory. 
Through victory, my chains are broken, 
The Force shall free me. 
—from The Sith Code 


An ancient order of Force-users devoted to the dark side and determined 
to destroy the Jedi, the Sith have existed in many forms throughout the 
history of the Galaxy, The original Sith were a near-Human population on 
Korriban, subjugated and ruled by outcast Dark Jedi several thousand years 
before the Battle of Yavin, The name “Sith” eventually came to refer to the 
dark side cult that ruled the Sith people (that is, the "Lords of the Sith"). 
When the Old Republic discovered the Sith Empire thousands of years later, 
it led to the Great Hyperspace War, the first of a long series of conflicts that 
ravaged the galaxy over the next few millennia, Eventually, the Sith Empire 
(now known as the “Old Sith") was destroyed, and all it left behind were 
ancient holocrons and the ruined tombs and temples on Korriban, Yavin 4, 
and a handful of other planets throughout the galaxy. 

The current incarnation of the Sith (the "New Sith") is the result of another 
Dark Jedi who broke away from the order. Two thousand years before the 
Battle of Yavin, this Dark Jedi had come to the understanding that the true 
power of the Force lay not through contemplation and passivity but by tap- 
ping into one’s emotions and the dark side. Renaming himself Darth Ruin, he 
stole a Sith Holocron from the archives of the Jedi order and began gathering 
followers to his banner. Awakening beliefs from the dark past, the new Sith 
cult continued to grow, driven by the promise of new powers attainable by 
tapping into the hateful energies of the dark side. It was only a matter of 
time before the order self-destructed. internecine struggles by power-hungry 
Sith practitioners dwindled their numbers. Weakened by infighting, the Sith 
were easily wiped out by the Jedi at the Battle of Ruusan, one thousand years 
after Darth Ruin founded the order. 

However, one Sith had the cunning to survive. Darth Bane restructured 
the cult so that there could only be two—no more, no Jess: a master and 
‘an apprentice. Bane adopted cunning, subterfuge, and stealth as the fun- 
damental tenets of the new Sith order. Bane took an apprentice. When that 
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apprentice succeeded him, that new Sith Lord would take an apprentice. 
Thus, the Sith quietly continued for centuries, until the time of Darth Sidi- 
ous. With great cunning and treachery, Sidious fomented a galactic civil war 
within the Republic, seized control of the Galactic Senate, wiped out the Jedi 
order, and replaced the Old Republic with the Galactic Empire. With Sidious 
as the Emperor and Darth Vader as his loyal apprentice, the Sith ruled the 
galaxy and plunged it into darkness. It remained so for decades until a new 
hope arose to bring Darth Vader back from the dark side and extinguish the 
menace of the Sith. 

The Sith order rises once again in the Legacy era, some 140 years after 
the Battle of Yavin. The new Sith are led 
by the enigmatic Darth Krayt and serve 
as dark side enforcers to the reincar- 
nated Empire. Though the Sith are not 
as common as the Jedi were during the 
days of the Old Republic, it is not uncommon to 
have a Sith apprentice or Sith Lord attached to an 
important mission or garrison. 

Membership: Any character 
with the Force Sensitivity feat can 
become a member of the Sith tra- 
dition by being accepted as an 
apprentice by a Sith Lord, During 
the Rise of the Empire era, there 
can be only one Sith Lord and one 
Sith apprentice. Thus, the only way 
to join the Sith tradition during this 
era is to wait (or arrange) for one of 
the two Sith to die. 


OTHER 
FoORCE- 
USING 
TRADITIONS 
The Jedi and the Sith are not the 
only Force-users in the galaxy. 
Several other traditions have sprung 
up over the course of history, 
some lasting for many years and 
some extinguished during Darth 
Vader's purge of the Jedi. Most 
such Force-users receive only 
rudimentary training, while 
others develop their own skills 
and abilities by simple trial and 
error. A few of the more orga- 


nized Force-using sects have learned a great deal about the Force and cy 
become powerful even without the benefit of thousands of years of tragiy 
and philosophy. On the whole, the Jedi order typically attempts to rootg 
these Force-users and assimilate them, or at feast keep tabs on them, 

The following two Force-using sects are suitable for use in the Star 
Roleplaying Gome, though certainly there are others that would work ae 
well. Each tradition has a Force talent tree associated with it; like the Fy 
talents presented earlier in the chapter, these talents are available only to 
characters with the Force Sensitivity feat (page 85), and even then onlyi— 
the character is a member of that tradition. 


The Jensaarai 
The Jensaarai sect of Force-users came into existence near the 
of the Clone Wars and is relatively young compared to other Fore 

traditions. Founded by an Anzati Dark Jedi, Nik 

Tyris, the Jensaarai blend teachings of Jedi am 
Sith philosophy to form something altog 
different. Unfortunately, a short time after Tyris 
and a band of rogue Jedi split off to form the 
movement, the Jedi Council dispatched severm 
Jedi Knights to put an end to their rebellion, 

Jedi accomplished their mission, killing 

and his comrades, but unknowingly Ie 

behind the families and students of the 
new Jensaarai tradition. The survivitt 

Jensaarai laid in wait as Darth Vader 

purge of the Jedi swept through 

galaxy, coming close to extinct 
themselves on occasion but SUM 
ing nonetheless. After the falld 
the Empire, Luke Skywalker 
Corran Horn discovered the 
saarai and made them fast @ 
even bringing some of them into’ 

New Jedi Order. 

The Jensaarai walk a dangerous 
between light and darkness, (PONS 
their dark Jedi Masters died eafly 
the hands of the Council's agemtss 

Jensaarai followers retained much 

the philosophy (if not the Sith 
that Tyris had used to found the ONS 

The Jensaarai resemble both the Jedi ang 

Sith in many ways: they construct and 

lightsabers, they defend their planet from 
forces, and they have a strong grasp of the 


they remain quite different in other respects. Jensaarai 
ict suits of armor, fashioning them after creatures they 
onalities, and they can be violent and ruthless when 
gh many Jensaarai Defenders run the risk of falling to 
», very few actually do, as discipline and awareness of the 
f their actions are two of the most important tenets of 


5: Any character with the Force Sensitivity feat can become 
Fthe Jensaarai tradition by being accepted as an apprentice by 
7 ‘or Force disciple who is a member of the Jensaarai, In addi- 
; with the Force Sensitivity who is native to the Suarbi 
the Rise of the Empire era and onward) is likely a member of 
tion. 


EFENDER TALENT TREE 
walk ‘2 thin line between light and darkness, using the teach- 
Jedi and the Sith to create their own unique traditions. 
that are part of the Jensaarai tradition may select talents 


= As 2 full-round action, you may spend a Force Point to 
‘armor to the Force, permanently increasing its armor bonus 
n, the maximum Dexterity bonus of the attuned armor per- 
es by +1. Only you can benefit from wearing the attuned 
fits do not apply if someone else dons the armor, 
t: As a swift action, you can surround yourself with an invis- 
of Force power that shields you and anything you're carrying 
lic Surveillance. The bubble also blocks all electronic sensors 
itions. The Force cloak lasts for as long as you concentrate 
On) or until the start of your next turn. 
Mastery: As the Force Cloak talent, except that you can 
bie to envelop a number of creatures (including yourself) 


Provided the ally is within your line of sight when you 

The bonus you confer cannot exceed your base attack 

ts to your attack rolls and your ally's Reflex Defense last 
‘your next turn. 


of Dathomir 
Dathomir, the witches were some of the first non-Jedi 
; tered by Luke Skywalker during his quest to rebuild the 
1600 years before the Clone Wars, the Jedi Order banished 
iva to the primitive planet of Dathomir. tn exile, she founded 
Force adepts, selectively breeding with a group of exiled 


arms dealers, and within decades had created a Force-using society to rule. 
Though ruthless, Allya maintained a strict rule of law (even authoring a tome 
called the Book of Law for her followers to use as an example), After Allya’s 
death, the society fragmented into six clans, and despite Allya's command 
to never concede to evil, some of the witches she trained fell to the dark 
side, becoming the Nightsisters. 

The Witches of Dathomir are part of a primitive culture with a strong 
yet rudimentary grasp of the Force, Though much of their own knowledge is 
derived from the Jedi arts, over the centuries their lifestyle and philosophies 
have shaped their knowledge of the Force to fit their own needs. The Witches 
of Dathomir train and ride fearsome rancors, using the Force to communicate 
with them. Though their tribal organization makes them seem primitive, they 
are sophisticated and knowledgeable Force-users who, despite their rustic 
lifestyle, have evolved Force powers seemingly unheard of to other sects. 

Membership: Only female natives of Dathomir (from the Rise of the 
Empire era onward) with the Force Sensitivity feat can be members of the 
Witches of Dathomir tradition. 


DATHOMIRI WITCH TALENT TREE 

The Force-using witches of the planet Dathomir are primitive yet powerful 
beings. They use ancient training handed down for generations as the basis 
of their powers. 

Adept Spelicaster: You may use any Force power that normally requires a 
swift action, move action, or standard action as a full-round action instead. 
If you choose to do so, you may reroll your Use the Force check to activate 
that power, but you must accept the result of the reroll, even if it is worse. 

Charm Beast: You may make a Use the Force check in place of a Persua- 
sion check when attempting to change the attitude of an undomesticated 
creature with an Intelligence of 2 or jess. Additionally, you do not take the 
normal ~5 penalty on the check if the creature can't speak or understand 
your language. 

Command Beast: Whenever you manage to shift the attitude of a beast 
to indifferent or friendly, you may treat that creature as a domesticated 
animal—but for you only (it remains undomesticated in its response to other 
creatures), Additionally, you may use this beast as a mount, as per the Ride 
skill (see page 72), provided that it is at least one size category larger than 
you and has a comfortable place for you to sit. For more information on 
beasts, see page 273, 

Prerequisite: Charm Beast. 

Flight: As a swift action, you can spend a Force Point to fly. You gain 
a fly speed equal to your land speed, and you can ascend at half speed or 
descend at double speed. The flight lasts until the start of your next turn; if 
you're still airborne at that time, you fall 

Prerequisite: Adept Spelicaster. 


CHAPTER VI! 
OIC TRAITS 


at does your character look like? How old is he [or she)? What sort of first 
ression does he make? What led him to become a hero? 
is chapter covers a miscellany of topics that apply to your character. 
‘ips you establish your character's identity and place in the Star Wars 
erse and make him or her more lifelike—like a main character in a Star 
rs movie or novel. For many players, this is the true expression of roleplay- 
ing: defining the character that you are going to play. 
When you first play a character, it’s fine to leave some of the details 
sketchy, Over time, as adventures play out, you'll get a better sense of who 
you want your character to be. You'll develop your character's details much 
the way an author develops a character over several chapters in a novel or 
‘over several novels in a series. 


DETAILS 

This section offers advice as you determine details about your character, 
including his or her name, age, appearance, and personality. Start with some 
idea about your character's background and personality, and use that idea 
to develop the details that bring your character to life. 


. NAME 
_Invent or choose a name that fits your character's species and class. Chapter 


2: Species contains some examples of alien names. A name is a great way 
for you to start thinking about your character's background. For instance, a 
Rodian scout might be named after 2 great Rodian hunter of the past, and 
the Rodian may be striving to live up to that heritage. Alternatively, the name 
could be that of an infamous traitor, and the hero could be bent on proving 
that she's not like her namesake. 

Aname can also tell a lot about a character and help establish an image 
in your mind and the minds of the other players. It doesn't have to be 
descriptive, but you want it to fit the type of character you're going to play. 
Use the sample names to help you make up a name that has the appropriate 
Star Wars feel. 


GE 
I). A character reaches Ist level in a heroic class at the point when 
ps out of mundane life and into the drama of the story, either by 


ough circumstances beyond the character's control. That could 
y adult for a Padawan learner, as a 20-year-old adult (such as 


A ValavnS 
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‘SPECIES CHILD YOUNG ADULT ADULT 
Human 1-11 years 12-15 years 16-40 years 
Bothan 1-11 years 12-16 years 17-45 years 
Cerean 1-10 years: ‘11-15 years 16-35 years 
Ouras 1-9 years 10-14 years 15-35 years 
Ewok ‘1-9 years 10-13 years 14-29 years 
Gamorrean 1-6 years 7-12 years 13-29 years 
Gungan 1-12 years 13-15 years 16-35 years 
Ithorian 1-13 years 14-17 years 18-44 years 
Kel Dor 1-11 years 12-15 years 16-44 years 
Mon Calamari 1-11 years 12-16 years 17-40 years 
Quarren 1-11 years 12-16 years 17-40 years 
Rodian 1-12 years 13-15 years 16-35 years 
Sullustan 1-9 years 10-14 years 15-39 years: 
Trandoshan 1-11 years 12-14 years 15-34 years 
Twi'lek ‘3-12 years 13-15 years 16-44 years 
Wookiee 1-12 years 13-17 years 18-300 years 
Zabrak 1-8 years 9-14 years 15-44 years 


Table 7-1; Age by Species gives age ranges for the various species pre- 
sented in Chapter 2: Species. As your hero ages, his or her physical ability 
scores (Strength, Dexterity, and Constitution) decrease and his or her mental 
ability scores (Intelligence, Wisdom, and Charisma) increase, as shown in 
Table 7-2: Aging Effects). The effects of each aging step are cumulative. 
However, none of a character's ability scores can be reduced below 1 in 
this way. 

First, generate your ability scores as defined in Chapter 1. Then, once your 
starting age is determined, apply the modifiers shown on Table 7-2: Aging 


Child ~3 to Strand Con; -1 to Dex, Int, Wis, and Cha 
Young adult =1 to Str, Dex, Con, Int, Wis, and Cha 

Adult No modifier 

Middle age 1 to Str, Dex, and Con; +1 to Int, Wis, and Cha 
Old -2 to Str, Dex, and Con; +1 to Int, Wis, and Cha 


3 to Str, Dex, and Con; +1 to Int, Wis, and Cha 


MIDDLE AGE OLD 


VENERABLE 


41-59 years, 60-79 years 80+ years 
46-65 years 66-84 years 85+ years 
‘36-53 years 54-64 years 65+ years 
36-49 years 50-69 years 70+ years 
30-44 years 45-59 years 60+ years 
30-39 years 40-44 years 45+ years 
36-54 years ‘55-64 years 65+ years 
45-69 years 70-84 years 85+ years 
45-59 years 60-69 years 70+ years 
41-57 years 58-79 years 80+ years 
41-57 years 58-79 years 80+ years 
36-49 years 50-59 years 60+ years 
40-55 years 56-69 years 70+ years 
35-49 years 50-59 years 60+ years 
45-59 years 60-79 years 80+ years 
301-350 years 381-399 years 400+ years 
45-55 years 56-69 years 70+ years 


Effects. Note that the methods described for determining ability scores 
the scores of an adult character. For example, when a character 
middle age, her Strength, Dexterity, and Constitution scores eae! : 
point, while her Intelligence, Wisdom, and Charisma scores each 
by 1 point. When she becomes old, her physical ability scores all de 
additional 2 points, while her mental ability scores increase by 1 
far she has lost a total of 3 points from her Strength, Consti 
Dexterity scores and gained a total of 2 points to her Wisdom, I 
and Charisma scores due to aging. 
On the other hand, a child would start with a total penalty Of 
Strength and Constitution and a -2 penalty to all other abilities (adjus 
are cumulative for both the child and young adult categories). As he # 
to young adulthood, these penalties would be reduced to -1 for cach! 
score. He would thus “gain” 3 points to both his Strength and Co 
and 1 point to each of his other ability scores, When he later b 
adult, he would gain 1 point to each of his ability scores. 
Jedi live longer than the average member of their species. 
Human lives well into his of her 80s, a Human Jedi might live well 
her 100s. The upper limit for a character powerful in the Force 8 
‘as much or more than a typical member of a species. 


2ANCE 


character looks like using the descriptions of the various 

2; Species as a starting point, Characters with high Cha~ 
‘to be better looking than those with low Charisma scores, 
er with high Charisma could have strange looks, giving him 


exotic beauty. 
your hero's looks to tell something about his personality and 


or example: . " 
| the Twi'lek scoundrel, always has @ smirk on his lips, no 
uation he finds himself in. He treats life as @ joke where only 
ch line. He wears the latest fashions and comes off as being 
nf to everyone around him, 
the Human soldier, has a rough, dark look that speaks of 
Jed. His mercenary nature shows through in the way he moves, 
his armor, and the way his twin blasters hang at his sides. 
dead, uncaring. You know he means business and that he’s 
by looking at him. 
sn Wezz, the Human Jedi, appears confident and in control. She 
fobes and lightsaber proudly, and her fresh, young face glows 
sm and hope. You know you can trust her, and you know she 
very seriously. Perhaps even a bit too seriously. 


iT AND WEIGHT 

jht and Weight presents average heights and weights for the 

eS presented in Chapter 2: Species. Your character may be of 

ht and weight, or you can make your character lighter, heavier, 

t Think about what your character's abilities might say about 

d weight, If she is weak but agile, she may be thin, If she is 
gh, she may be tall or just heavy, 


dur character acts, what she likes, what she wants out of life, 
tr, and what makes her anary. Your character's species is a good 
when thinking about personality, but it’s a bad place to stop. 
(or whatever) different from every other Wookiee. 
1S summary of how your character usually acts. Make sure it's 
fun for you to play. Give your character good points and bad 
ibout his code of ethics, Will your character do anything for the 
tis there a line he just won't cross? Is your character cheerful 
F pessimistic, honorable or dishonorable? These are just 
that could go into your character’s personality. 

for making an interesting personality for your character is 
DE sort of conflict in his nature. For example, Deel the scoundrel 
centered, but he looks out for his close friends. He may be 
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2.0m 80 kg 


Twi'lek, female 1.6m 55 kg 


Wookiee, female 2.0m 100 kg 


tempted to help them, even if it goes against his best interests, so long as 
he can justify doing so. 

Your character's personality can change over time. Just because you've 
written some personality notes on your character sheet doesn’t mean you 
can't let your character grow and develop the way real people do. 
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BACKGROUND 
Decide what your character's life has been like up until now. Here are a few 
questions to get you thinking: 

How did she decide to become a hero? 

How did she acquire her class? A soldier, for example, might have been 
in a planetary militia, she may come from a family of soldiers, she may have 
trained in a martial school, or she may be a self-taught mercenary. 

Where did she get her starting equipment? Did she assemble it piece by 
piece over time? Was it a parting gift from a parent or mentor? Do any items 
have special significance to her? 

What's the worst thing that's ever happened to her? 

What's the best thing that's ever happened to her? 

Does she stay in contact with her family? What do they think of her? 

Only your GM needs to know all the details of your background. You 
can tell the other players as much or as little as you see fit. You can get as 
complex as you like, or keep your character's background simple. Has she 
traveled around the galaxy a lot? What's her home planet like? What does 
she think of the Republic (or Rebellion, or Empire, or whatever)? Does she 
know any of the other players’ characters from before the campaign started? 
If not, what's her connection to the rest of the team? 


GOALS 

Your character might have a number of objectives that he or she hopes to 
accomplish. These are the things that motivate your character. Does he seek 
wealth or love? Revenge or power? That's up to you and your GM. 

Goals can be immediate or long-term. They can also change during play, 
and new goals can be added all the time. Think of goals as what's motivating 
your character right now, though some long-term goals might fade to the 
background until circumstances warrant. 


DESTINY 
Destiny plays a large role in the Star Wars universe. As a young boy, Anakin 
Skywalker is told that his destiny is to bring balance to the Force. Padmé's 
destiny is to give birth to the twins, Luke and Leia, so that they can fulfill 
their own destinies, Luke Skywalker learns that his destiny is to redeem his 
father, Darth Vader, so that balance to the Force is restored. Leia’s destiny is 
to save the Rebellion from annihilation at the hands of the Empire and help 
forge the New Republic. The destiny mechanic helps players and Gamemasters 
recognize that all heroes—and even major villains—have significant roles to 
play in the fate of the galaxy. Destiny rewards players for good roleplaying 
and gives Gamemasters new plot hooks to use when designing adventures. 
The rules presented below are optional. A Gamemaster may decide to use 
Destiny Points or not; however, the decision to use them should be made 
before the campaign gets underway, so that each player can decide whether 
‘Or not to embrace a destiny for her character from the outset. 


Although conceivably any character—heroic or nonheroic—has a 
to fulfill, only heroic characters receive Destiny Points and receive j 
benefits for pursuing their destinies. Nonheroic characters don’t re, 
Destiny Points; their destinies, whatever they may be, exist purely | 
story level. 1 


CHOOSING A DESTINY 
Players don’t need to choose destinies for their heroes at the start o| 
campaign—or ever, for that matter. Not every hero has a destiny tha 
be fulfilled before the end of the campaign, and even players who w 
their characters to have destinies need to give their characti d 
campaign—a chance to develop first. It may take several adventures. 
players understand where the campaign is going and what goals their he 
are likely to pursue. 

Choosing a destiny can be handled in one of two ways: Either the | 
can select an appropriate destiny for her hero (based on what's happenin 
the campaign), or the Gamemaster can select a secret destiny for the] 
If the player chooses a destiny for her character, the GM should 


the smartest and most beneficial decision might force the ch: 
choose between doing what is best for her fellow heroes and takit 
toward her destiny. If the GM secretly chooses the hero's destiny, 
present challenges that let the character move closer to achieving 
tiny, imparting benefits when the character is moving in the right 
and imposing penalties when the character does something that 
far from the destined path. The GM-selected “secret destiny” 
player to take her character through a period of self-discovery, as 
which actions lead her closer to—or farther from—her destiny. In ¢s 
this mirrors Luke Skywalker’s struggle at the end of The Empire Strike 
when he must choose between redeeming his father and falling p 
corruption of the dark side, 

Acharacter with a destiny gains short-term benefits whenever! er 
significant progress toward fulfilling it, while a character who p 
that move him farther away from his destiny suffers short-term 
effects. Conversely, a character without a destiny has nothing 10 
nothing to lose. 


DESTINY POINTS 

Destiny Points are resources that a player can use to help fulfill 

destiny has been set before her character. A Ist-level chai 

play with 1 Destiny Point and gains another Destiny Point a! 

Destiny Point allows a hero to perform a nearly impossible task 

against all odds, J 
Only a character with a destiny can gain or spend Destiny Po 


‘Destiny Points 
Destiny Point does not take an action and grants one of the 


efits: 


ically score a critical hit (no attack roll required) 

tically cause an attack made against you to miss (even once the 
sis resolved) 

wt of turn {thus changing your position in the initiative order). 

ge that would otherwise harm another character within your 


the effect of some Force powers (as noted in their 
). 

applications of Force secrets (as noted in their descriptions) 
adiately gain 3 Force Points (see Force Points, page 92) 


ter may accumulate as many Destiny Points as she has levels. 
Sth-fevel character may have as many as 5 Destiny Points if she 
mt spend any of them 

ef a character fulfills his destiny, he can choose to keep the Destiny 
fehe has remaining or transfer some or all of them to allied characters. 
‘who retains his unspent Destiny Points can't spend them until 
es 8 new destiny. A character who chooses to give away some or all 
Destiny Points can't give more than 1 Destiny Point to any single ally. 
Tio thier circumstances may a character transfer his Destiny Points 

er character. 
ple, Sia-Lan fulfills her destiny by redeeming a powerful dark 
Which she still has 2 unspent Destiny Points. Sia-Lan decides 
Wor'én and Rorworr—two of her compatriots—1 Destiny Point each, 
her with © Destiny Points 


AMPLE DESTINIES 

Gwing sample destinies should provide a starting point for any char- 
ling to take advantage of the destiny rules. Each destiny includes 
iption, with examples, 
Bonus: When a character accomplishes a goal or performs a task 
Moves him closer to fulfilling his destiny (GM's determination), 


Penalty: When a character does something that clearly moves 
from his destiny (GM's determination), he suffers this short-term 
‘effect. 

Fulfilled: When a character fulfills his destiny, he gains these 


benefits. Sometimes fulfilling a destiny has other effects as well; 
also covered here. 


Corruption 
Your destiny is to corrupt an individual, organization, or location. You may 
seek to turn a person to the dark side or indoctrinate a group of people in the 
ways of evil. Your destiny may also be to become corrupted yourself, either 
by another character, an organization, or a series of life-changing events 
that unfold over time. The corruption should be a long-term goal requiring 
a great deal of time and effort. 

Examples of this destiny include the Emperor's corruption of Anakin 
Skywalker, a dark Force-user transforming a Jedi shrine into a temple of evil, 
or an Imperial officer convincing an Alliance cell to betray the Rebellion 
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Additionally, a character's destiny may be to allow herself to be corrupted 
by the dark side; her fall into darkness becomes the path to achieving this 
destiny, 

Destiny Bonus: For 24 hours, you and any allies within 10 squares of you 
gain a +1 destiny bonus on skill checks and ability checks. 

Destiny Penalty: You take a -2 penalty on all skill checks and ability 
checks for 24 hours. 

Destiny Fulfilled: increase two ability scores of your choice by +1 each. 
In addition, if your Dark Side Score (see page 94) is less than your Wisdom 
score, your Dark Side Score increases until it's equal to your Wisdom score, 
signifying that you've turned to the dark side (see The Dark Side, page 93). 


Destruction 
Your destiny is to destroy a person or object, for good or evil. A Rebel agent's 
destiny might be to destroy a tyrannical Imperial Moff presiding over his 
home planet, while a darksider may be destined to destroy a powerful Jedi 
training site used to bolster the ranks of the Jedi order. The target of this 
destiny should be something very difficult to reach, either because it's heav- 
ily guarded or well hidden. Examples of this destiny include Darth Vader's 
destruction of the Emperor, Lando Calrissian's destruction of the Death Star 
li, or A-wing pilot Arvel Crynyd's destruction of the Executor, 

Destiny Bonus: For 24 hours, you and any allies within 10 squares of you 
gain a +2 destiny bonus on all damage rolls. 

Destiny Penalty: You take a -2 penalty on all damage rolls for 24 
hours. 

Destiny Fulfilled; Increase one ability score of your choice by +2. 


Discovery 
Your destiny is to discover a person, species, object, or location that was 
either previously lost or unknown to the civilized galaxy, This could be as 
simple as seeking out the remains of a long-dead hero, or as rare as finding a 
vergence in the Force, A scout's destiny might be to find a thus-far-uncharted 
world that helps solve a galactic crisis, while a scoundrel’s destiny might 
be to chart a new route through the Deep Core, allowing the Rebel Alliance 
to sneak past the Empire's security web. The thing being discovered should 
be something that can only be found as the result of a long-term search 
or serendipitous events that only occur because the character long ago set 
down the path that would lead to that discovery. 

Examples of this destiny include Qui-Gon Jinn’s discovery of Anakin Sky- 
walker on Tatooine or Kyle Katarn's discovery of the Valley of the Jedi. 

Destiny Bonus: For 24 hours, you and any allies within 10 squares of you 
gain a +1 destiny bonus to all defenses (Reflex, Fortitude, and Will). 

Destiny Penalty: You take a -1 penalty to your defenses (Reflex, Forti- 
tude, and Will) for 24 hours, 

Destiny Fulfilled: You gain a permanent +1 destiny bonus to your 
defenses (Reflex, Fortitude, and Will). 


Education 
Your destiny is to train or educate another being or group of be! 
some way. In some cases, this could mean taking @ young Padawan, 
and molding her into an eventual Jedi Master, or it could mean teg 
fresh-faced Rebel Alliance recruits and molding them into a crack 
SpecForce operatives. Characters with this destiny are not merely 
providing mundane training, The education that this destiny d 
‘be of great importance to the galaxy, and should lay the groundwork: 
beneficiaries of your tutelage to go on to fulfill destinies of their o 
when the training is complete can this destiny be fulfilled, and the 
should take many months or years to complete. 
Examples of this destiny include Obi-Wan Kenobi's training of 
Skywalker, Yoda's training of Luke Skywalker, or Grand Admiral Th 
training of Captain Pellaeon. 1 
Destiny Bonus: For 24 hours, you and any allies within 10 squares of 
gain a +1 destiny bonus on skill checks and ability checks. 
Destiny Penalty: You take a -2 penalty on all skill checks and ab 
checks for 24 hours. ‘ 
Destiny Fulfilled: You gain a permanent +5 destiny bonus on chi 
made with one class skill of your choice. 


Redemption 
Your destiny is to redeem a character that has been corrupted or oth 
turned to evil. Many Jedi seek to turn their fallen brethren away from 
dark side. A Rebel agent might seek to turn his brother, an Imperial 
away from the evil Empire, redeeming him back to the side of justice 
freedom. The target of this destiny should be someone that has fal 
the light in some way, whether that means turning to the dark si 
Force or simply siding with evil over good. Turning someone 
their wicked ways is usually very difficult and requires far more than 
persuasion. Often a character that fulfills this destiny does not Surv 
and sometimes neither does their redeemed target, Additionally, you 
be your own target for this destiny, making your own redemption t 
of fulfilling it. 
Examples of this destiny include Luke Skywalker turning Dart 
away from the dark side and Revan's redemption of Bastila Shan 0 
Star Forge. 
Destiny Bonus: You gain a Force Point. 
Destiny Penalty: You lose one Force Point. If you have no Force Pi 
lose, you take a -1 penalty on attack rolls until you gain a level. 
Destiny Fulfilled: The Dark Side Score of the redeemed cl 
teduced to 1, and he loses any remaining Force Points. You gait 
of Force Points equal to 3 + the number of Force Points the ret 
character lost. 


requires you to save a person from death or an object from 
Often characters with this destiny will not know which person 
a fre meant to save, let alone when or how to do so. They simply 
“in the right place at the right time. A hero might spend months 
ms with his allies before fulfilling his destiny by saving one of their 
Wy, a Rebel agent might engage in years’ worth of espionage 
ome planet, only to find that his destiny is to save a local Imperial 
rate who betrays the Empire after having her life saved. 
5 of this destiny include Han Solo saving Luke Skywalker's life 
Battle of Yavin and Wicket the Ewok rescuing Leia from the scout 
‘on Endor 
Siny Bonus: For 24 hours, you and any allies within 10 squares of you 
iy 42 destiny bonus on all damage rolls. 
Penalty: You take a -2 penalty on all attack rolls for 24 hours 
Fulfilled: increase two ability scores of your choice by +1 


g one’s destiny may yield great benefits, but the path of destiny can 
e" Many characters in the Stor Worssaga perish attempting to fulfill 
destinies. If a Force-sensitive character dies while fulfilling (or attempt- 
B fulfill) his destiny, the Gamemaster may allow the dead character to 
5 2 Force spirit. If a non-Force-user perishes while pursuing or 
@ his destiny, the GM may decide that the character's sacrifice or 
Geath imparts some benefit upon his surviving allies, 
Spirit: A Force-user who dies in the process of fulfilling his destiny 
fest as a Force spirit, For a Jedi or other good Force-user, this means 
ling into a translucent blue spirit that can appear before his former 
For a darksider, this means becoming an evil dark side spirit that can 
19M, Continuing to spread the influence of the dark side. 

Pa Character with the Force Sensitivity feat dies while fulfilling her 
ny, that character may become a Force spirit, retaining her conscious- 
Hand her intelligence, Wisdom, and Charisma scores) but becaming 
ely incorporeal. The Force spirit can manifest at will and can vanish 


ly. It can also walk through walls and exist in the vacuum of space. 
ily, Force spirits can travel anywhere in the galaxy instantly with a 
sMHOUBH. However, Force spirits have no substance and cannot interact 


hero dies and becomes a Force spirit, that Force spirit becomes 

“98 rolled character. Under the GM’s control, a Force spirit might 

SES Gide, advising heroes in times of dire need and sharing valuable 
ION OF wisdom it held in life 

Sacrifice: Whenever a character willingly sacrifices himself for a 

o& Particularly while fulfilling his destiny, he can bolster the resolve 

9 Comrades and allies. For exam ple, when Arvel Crynyd crashed 


his A-wing into the bridge of the Executor, it was a turning point in the Battle 
of Endor, When a character dies fulfilling his destiny in such a way, all allies 
within the same star system gain a +1 destiny bonus on attack rolls anda +1 
destiny bonus to defenses (Reflex, Fortitude, and Will) for 24 hours. 

Vengeance: When a valued ally falls in the pursuit of his destiny, It can 
have powerful effects on those present at the time of his death. When a 
character dies fulfilling his destiny, any ally who witness his death may choose 
to become filled with a desire to avenge her fallen comrade, gaining a +2 
destiny bonus on attack rolls and damage rolls for 24 hours. Since revenge 
leads to the dark side, any Force-user who chooses to gain these bonuses 
must immediately increase his Dark Side Score by 1 (see page 93) 
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y of high-tech wonders, the only limits to what types of equipment 
nercially available depend on the inventors, merchants, and corpora- 

ulacture and supply them. Most of the items described in this 
available through legitimate arms and equipment traders, 


eY 

economy turns on the wealth and products of billions of worlds. 

gut the history of known space, money has gone by many names, 

unit always came back to the “credit.” As the Republic waned 

Rise of the Empire approached (cirea Episodes I-III), Republic credits 

‘Called “dataries") no longer had much value beyond the Core Worlds and 

“the Inner Rim. Instead, local currencies became popular. More often, people 

living and working in the distant regions wanted to trade in hard currency, 
not electronic credit chips. 

This changed when the Empire came to power, By the time of the Rebellion 
era (circa Episodes IV-VI), Imperial credits were accepted everywhere. Even 
the Alliance used this currency, as it was the standard throughout known 
‘space until the Empire finally fell, 

The New Republic, of course, minted its own credits after the victory 
at Endor and the establishment of the new galactic government. However, 
individual planets, regions, and sectors also adopted their own currencies, 
and the Imperial remnants issued their own scrip. Exchange rates fluctuated 
wildly throughout this period. The New Republic credit was established ten 
years after the Battle of Endor and eventually emerged as the leading cur- 
rency by the time of The New Jedi Order era. 


CARRYING CREDITS 

The most common methods for keeping track of your credits are the credit 
chip or cred stick. These contains memory algorithms that can securely 
monitor the amount of credits available to the owner and accurately add to 
and subtract from that amount as transactions occur. 


WEALTH BEYOND CREDITS 

‘Some characters with access to a ship deal in commodities. Han Solo, for 
‘example, smuggled goods from piace to place before hooking up with the 
Rebel Alliance. Other characters might be legitimate traders, buying and sell- 
ing commodities to pay their way across the galaxy (and subsidize the adven~ 
tures in which they wind up participating). Guilds and governments requiate 
trade, Charters and licenses are granted, cargo ts regularly inspected, trade 
routes are established, and port fees are posted. In general, small freighters 
might come to the attention of local ports and the occasional inspection 
vessel, but independent traders are otherwise given a lot of freedom when 
they conduct their business. 


Table 8-1: Trade Goods gives baseline prices for fairly broad categories of 
goods. The Gamemaster can get more specific, add or remove items depend- 
ing on supply and demand in the campaign, and adjust prices to reflect such 
fluctuations in the market. Also, prices can vary greatly in different regions 
of space, different star systems, and even between different planets within 
the same star system. 


COMMODITY cost 
Animal, common 100 
Animal, exotic 2,000 
Animal, livestock 500 
Art, common 100 
Art, quality 1,000 
Art, precious 10,000 
Bacta, 1 liter (1 kg) 100 
Food, common (1 kg) 10 
Food, quality (1 kg) 20 
Food, exotic (1 kg) 50 
Fuel, 1 liter (1 kg) 50 
Gems, semiprecious (1 gram) 100 
Gems, precious (1 gram) 1,000 
Gems, exotic (1 gram) 10,000 
Holovid 10 
Metal, common (1 metric ton) 2,500 
Metal, semi-precious (1 kg) 200 
Metal, precious (1 kg) 10,000 
Ore, common (1 metric ton) 1,500 
Spice, common (1 kg) 1,000 
Spice, exotic (1 gram) 2 
Textiles, common (1 meter) 5 
Textiles, quality (1 meter) 20 
Textiles, exotic (1 meter) 100 


Water, 1 liter (1 kg) 1 


SEvLING ITEMS 
Sometimes you'll come into possession of an item that you don't want, 
not talking about commodities here. Commodities are valuable go , 
can easily be exchanged almost like cash, We're talking about ind 
items from the lists presented later in this chapter. In general, an 
will buy used equipment at half its listed price. If you have a bla: 
want to upgrade to a heavy blaster pistol, you can sell the smaller 
for half price. 


RESTRICTED ITEMS 
Some objects require licenses to own or operate, or are restricted to qua 
ing organizations or individuals. In such cases, a character must pay a lic 
fee to own the abject legally. A license fee is a separate expense, p 
in addition to the object to which it applies. 

The four restriction ratings are as follows: ! 

Licensed: The owner must obtain a license to own or operate theo 
legally. Generally, the license is not expensive, and obtaining it has fe 
any additional legal requirements. 

Restricted: Only specifically qualified individuals or organizations 
technically allowed to own the object. However, the real obstacles to 
ership are time and money; anyone with sufficient patience and cas 
eventually acquire the necessary license. 

Military: The object is sold primarily to legitimate police and 
organizations. A military rating is essentially the same as restricted 
above}, except that manufacturers and dealers are generally under 
government scrutiny and are therefore especially wary of selling to 
individuals. 

Megal: The object is illegal in all but specific, highly 
circumstances. 


GETTING A LICENSE 
To get a license, you must pay the fee required to file the applicati 
amount of the fee is a percentage of the object's normal cost, a> 
Table 8-2: Restricted Objects, Once you've paid the fee, make 3 
{bureaueracy) check against the DC listed in the Skill DC column. You 
10 or take 20 on this check. On a success, your license is approved ang 
available to you in a number of days as listed in the Time Required co 
a failure, you spend a number of days as listed in the Time Required © 
but you are not granted the license and your application fee is lost. 
try again as often as you like if you have the time and credits to do: ; 
Whether you succeed or fail on your Knowledge (bureaucracy) ches 
request is recorded in public records. The more restricted the lie 
more in-depth the background check required, and this leaves an In 
detailed electronic trail for others to follow, 


"LICENSE BLACK MARKET SKILL TIME 
FEE! cost DC REQUIRED 


50% x5 25 10 days 
Js given as 0 percentage of the licensed object's base cast. 


ose to secure a license through illicit means. If you want to 

s|, make a Persuasion check instead of a Knowledge (bureau- 
jyou want to fabricate a false identity or steal another person's 
a Deception check instead of a Knowledge (bureaucracy) 
of these checks fails by 5 or more, the local authorities are 
pur activities. 


LACK MARKET 
is available on the black market. However, you must make 
i check to locate a black market merchant who has the 
tk. The DC of the check is listed in the Skill DC column of Table 
‘Objects, and the GM may apply a bonus or penalty to the 
‘on the circumstances. (For example, finding a black market 
‘Smuggler’s moon of Nar Shaddaa is relatively easy and may 
iS on the check.) If you succeed on the Gather Information 
@ black market merchant who has access to the item you 
Hil, you can try again later. If you fail by 5 or more, someone 
¢ been asking questions and comes to capture, interrogate, or 


d someone who can get the item for you, you'll have to pay 
F five times the item's normal price (as listed in the Black 
llumn of Table 8-2: Restricted Items) and wait some time for 
available (as listed in the Time Required column). 


PONS 

dangerous place. Most people have access to some kind of 
who travel the space lanes often carry a blaster or some 
Bf 5 8 Means of defense. A weapon's legality depends on where 
E would look twice at a character wearing a blaster at his side 
Nar Shaddaa. The same character would do well to conceal 
Ng the gleaming metropolis of Coruscant. 


WEAPON GROUPS 

Discriminating combatants choose their weapons very carefully. However, a 
character who knows how to load and fire a slugthrower pistol can handle 
a blaster pistol just as expertly. Thus, weapons are categorized based on 
their form and function, and a character who takes the appropriate Weapon 
Proficiency feat (see page 89) is considered skilled with all of the weapons 
in that group, Exotic weapons such as bowcasters and flamethrowers are 
exceptions: An exotic weapon is unique in form and function, and requires 
special training (that is, the Exotic Weapon Proficiency feat) to wield 
proficiently. 


Advanced Melee Weapons 

The most common advanced melee weapons are bladed vibro weapons with 
ultrasonic generators built into their hilts or handles. A vibro weapon's ultra~ 
sonic blade gives the weapon more cutting power with less effort. Advanced 
melee weapons include the electrostaff, force pike, vibrodagger, vibroblade, 
vibrobayonet, and vibro-ax. 


Exotic Weapons 

Unlike other weapon groups, you must select the Exotic Weapon Pro- 
ficiency feat each time you want to learn how to use a different exotic 
weapon. Exotic weapons include the amphistaff, atlat!, bowcaster, cesta, 
and flamethrower. 


Heavy Weapons 

Large, powerful weapons that usually require a brace or tripod to oper- 
ate fall under the category of heavy weapons, as do even larger weapons 
mounted to vehicles and starships. Heavy weapons include the blaster 
cannon, grenade launcher, heavy repeating blaster, missile launcher, and 
E-Web repeating blaster. 


Lightsabers 

This group includes the standard lightsaber (a handgrip hilt that proj- 
ects @ single blade of energy) and all lightsaber variants, including the 
double-bladed lightsaber (as wielded by Darth Maul in Episode |: The 
Phantom Menace). Lightsabers ignore damage reduction unless noted 
otherwise. However, a target's shield rating reduces a lightsaber's damage 
normally. 


Pistols 

Pistols are ranged weapons that can be fired with one hand. Types of pistols 
include the blaster pistol (the most common firearm in the Star Wars uni- 
verse), the heavy blaster pistol, the hold-out blaster, the sporting blaster, 
the ion pistol, and the slugthrower pistol, 


Rifles 

Rifles deal more damage and have a greater range than pistols, but you take 
@ -5 penalty on attack rolls if you wield a rifle with one hand (regardless of 
the weapon's size relative to you). Weapons in this group include the blaster 
carbine, blaster rifle, heavy blaster rifle, sporting blaster rifle, light repeating 
blaster, ion rifle, and slugthrower rifle. 


Simple Weapons 

Simple weapons include weapons that require no special training to use, such 
as the club, combat gloves, knife, mace, quarterstaff, stun baton, grenades, 
and thermal detonator. Also included are primitive weapons such as the 
spear, net, sling, and bow. 


WEAPON SIZES 
The size of a weapon compared to your size determines whether the weapon 
is light, one-handed, two-handed, or too large for you to use. 

Light: If the weapon's size is smaller than your size (a Human using a Small 
weapon, such as a blaster pistol), then the weapon is light. Light weapons 
can be used while grappling, and light melee weapons can be used with the 
Weapon Finesse feat (page 89). 

One-Handed: If the weapon's size category is the same as your size (a 
Human using a Medium weapon, such as a heavy blaster pistol), then the 
weapon is one-handed. 

Two-Handed: If the weapon's size category is one step larger than your 
size {a Human using a Large weapon, such as a light repeating blaster), then 
the weapon requires two hands to use (and sometimes a special mount such 
as a tripod). 

Too Large to Use: If the weapon's size category is two or more steps 
larger than your size (an Ewok using a Large weapon, such as a blaster 
cannon), the weapon is too large to use. The exceptions to this are vehicle- 
or starship-mounted mounted weapons, which are housed in a unit that 
aids in their use. 


WEAPON QUALITIES 

When you choose a weapon for your character, refer to Table 8-3: 
Melee Weapons and Table 8-4: Ranged Weapons for details about the 
various weapon types, The weapon qualities on these tables are explained 
below: 

Weapon Group: A weapon's group tells you which Weapon Proficiency 
feat you need to be considered proficient with the weapon. If you don't 
have the appropriate feat, you take a -5 penalty on attacks made with the 
weapon. 

Size: The weapon's size (see Weapon Sizes, above). 

Cost: The weapon's cost in credits. 


Damage: The damage the weapon deals with each hit. Melee wea, 
add the wielder’s Strength bonus to damage, or twice the wielder's 
bonus when wielded in two hands. 

Double weapons have two damage entries separated by a slash; 
represent the damage dealt by each end of the double weapon, 

Stun Damage: If the weapon has a stun setting, its stun damage is| 
here (see Stunning, page 162, for more information). Ranged we: 5 
stun have a maximum range of 6 squares-unless noted otherwise, 
Rate of Fire: Ranged weapons have either a single-shot setting { 
an autofire setting (A). A few weapons have both settings and-can be: 
either single-shot mode or autofire mode as a swift action. Only ra 
‘ons that hold multiple shots of ammunition can have an autofire 
Weight: The weapon's weight in kilograms. 
Damage Type: The type of damage a weapon deals. Some creatures 
objects take more or less damage from weapons that deal a certain 
damage (see Damage Reduction, page 158). Some weapons deal more 
one type of damage, depending on how the weapon is used: 1 

And: The weapon deals both types of damage simultaneously, 

Or: The weapon deals one type of damage or the other, chosen imm 
before making the attack roll, 

Double weapons sometimes deal a different damage type deper 
which end of the weapan is used; in this case, the two damage 
separated by a slash. 

(lon): See lon Damage, page 159, for special rules governint 
weapons. 

Availability: Some weapons have limited availability, as noted b t¢ 

Licensed, Restricted, Military, or Illegal: Ownership of the weapon is [it 
to certain individuals (see Restricted Items, page 118). 

Rare: A rare weapon is generally available only on its planet of @ 
example, Naboo for the atlat! and cesta, or Kashyyyk for the boweas 
by acquiring it directly from the manufacturer. When available on th 
market elsewhere, rare items usually cost double the listed price. 


MELEE WEAPONS 
Used in close combat, melee weapons usually deal bludgeoning, 3 
or piercing damage, depending on the weapon's design. Some ¢@ 
pawered components to augment the user's own strength. Many 
melee weapons are widely available and have few governmental 9 
restrictions. Civilians, law enforcement agents, and military pers? 
carry these items. 

A character's Strength modifier is always applied to a melee 
attack roll and damage roll. 


MELEE WEAPON DESCRIPT! 
The various types of melee weapons presented in Table 8-3: 
are described below. 


is a serpentine creature genetically engineered by the Yuuzhan 
9 weapon. The amphistaff can become as rigid as stone or 
and it can contract the muscles around its head and tail 
p edges. 
‘has three distinct weapon forms: quarterstaff, spear, or 
from one weapon form to another takes a swift action. 
f Form: A rigid amphistaff has all the qualities of a quar- 
a amphistaff can be wielded or thrown as a spear 
spears head is poisonous; If the target takes damage and 
quals or exceeds its Fortitude Defense, the target moves -1 
‘on the condition track (see Conditions, page 148). 
: fiexible amphistaff has a reach of 2 squares (see Reach, 
whip’s tail deals 1d4 points of piercing damage (plus the 
th modifier) and is poisonous: If the target takes damage 
‘equals or exceeds its Fortitude Defense, the target moves 
‘on the condition track. Instead of dealing damage with 
der may use it to pin or trip the target (see Grapple, page 
he was using the Pin or Trip feat (see Chapter 5: Feats); the 
proficient with the amphistaff but doesn't need to have the 
‘to use this feature of the weapon. 
weapon forms, an amphistaff may be coaxed by its wielder to 
to 10 squares away (a standard action). If this ranged attack 
's Reflex Defense and Fortitude Defense, the target moves 
‘on the condition track. An amphistaff can only spit venom 
24 standard hours. 


tapon, the atlatl adds speed and power as an extension of a 
N, allowing the user to hurl energy balls farther than with just an 
Af forced into close combat, the wielder can use the atlatl as @ 
te weapon. Although the atlat! is considered an exotic weapon, 
ap 4s proficient if they have the Weapon Proficiency 
‘at. 


0n a rifle, 8 bayonet allows you to use the rifle as @ melee 
h like @ spear. When wielding a rifle with a mounted bayonet, 
Hares within your reach (even if you used the rifle to make a 
‘your last turn), and you can use it to make attacks of oppor- 
Fequires two hands to use when mounted on a rifle. 


A bayonet cannot be used on a rifle with a folded stock. A bayonet 
detached from a rifle is treated as a knife; a mounted bayonet deals more 
damage than the knife because of the added leverage and bulk. 


Cesta 

Exotic Weapon 

Another Gungan weapon, the cesta is 2 flexible pole used to hurl small energy 
balls. It can also be used as a stafflike melee weapon. Although the cesta is 
considered an exotic weapon, Gungans are treated as proficient if they have 
the Weapon Proficiency (simple weapons) feat. 


Club/Baton 
Simple Weapon 
Powered by the wielder's brute strength, clubs break an opponent's bones, 
or worse. They are the favored weapons of thugs. Batons (a variety of the 
club) are used by police forces on relatively peaceful worlds in crowd-control 
situations. | 
| 

Combat Gloves 
Simple Weapon 
A pair of padded gloves provides extra hitting power thanks to their weight 
and the materials used to construct them. Anyone who expects to get into 
a fistfight or a brawl probably wants to wear combat gloves. They provide 
a +1 bonus to damage on a successful unarmed attack. 

Combat gloves are two sizes smaller than their wearer (for example, a 
pair of combat gloves designed for a Human are Tiny). Because of how they 
are worn, combat gloves can't be disarmed or dropped. 


Electrostaff 
Advanced Melee Weapon 
An electrostaff is a double weapon: Each end has an electromagnetic pulse 
generator that discharges upon impact, allowing it to deal blunt-force 
wounds. If desired, either electromagnetic pulse can be set to stun its target 
instead, The staff is made of a resilient phrik alloy that gives it DR 20; this 
damage reduction applies even against lightsaber attacks. 
Electrostaffs are not common except during the Clone Wars. The IG-100 
Series MagnaGuard droid (see page 201) typically carries an electrostaff. 
An electrostaff requires two energy cells to operate. 


Force Pike 

Advanced Melee Weapon 

Force pikes are 1-meter-long poles topped with power tips. A two-setting power 

dial located near the bottom of the pike allows the user to set the weapon to 

“lethal” or “stun.” Although primarily a vibra weapon, the force pike also delivers 

an electrical shack through its tip, dealing both piercing and energy damage. 
A force pike requires two energy cells to operate. 


ADVANCED MELEE WEAPONS 


COST 


Vibrodagger’ 200 


Vibroblade 250 206 


Vibrobayonet 350 206 = 
. 28 


Force pike 


Electrostaff 2d6/2d6 


EXOTIC WEAPONS DAMAGE 


Atlatl? 50 2d4 


Amphistaff'? 
Cesta’? 100° 244 - 
LIGHTSABERS cosT DAMAGE 


Lightsaber, short’ 
Lightsaber’ 208 


Lightsaber, double 


208/248 


Knife 

Simple Weapon 
While many weapons rely on highly advanced technology, knives still see 
wide use. A knife is completely silent and serves well in close-combat 
skirmishes. 


Lightsaber 

Lightsaber 

The lightsaber, simple in design yet difficult to wield and master, features a 
handgrip hilt that projects a blade of pure energy. The traditional weapon 
of the Jedi, the lightsaber stands as a symbol of their skill, dedication, and 
authority. 


STUN DAMAGE 


246/246 
Vibro-ax 500 2410, = 
STUN DAMAGE 


STUN DAMAGE 


TYPE 
Slashing or piercing 


Slashing or piercing 


Bludgeoning and energy 


Restricted 
Bk Slashing Restrict 
TYPE AV) 
Bludgeoning 
2kg See description 
1.8 kg Bludgeoning 
TYPE 
Energy and slashing 


1 kg Energy and slashing 


2kg Energy and slashing 


The blade of a lightsaber is generated by an energy cell and for 
through crystals within the hilt. The saber can cut through most mal 
(except anather lightsaber blade, an energy shield, or a few exotic m 
als), given enough time, Because only the handgrip has any weight, 
users have difficulty judging the position of the blade. The lightsaber 
potential becomes apparent in the hands of a fully trained Jedi, 
defend and attack with the weapon, deflecting shots or striking 
with the glowing blade. 4 

A lightsaber requires a special energy cell to operate (the cost is te 
the price of an ordinary energy cell, but it lasts almost indefinitely) 


DAMAGE STUN DAMAGE = WEIGHT TYPE AVAILABILITY 
104 = Tkg Slashing or piercing - 
16 - 0.5 kg Bludgeoning - 
16 206 0.5 kg Bludgeoning - 
148 - 25 kg Bludgeoning - 
ws. = 15k9 Piercing oe 
1d8 - 1kg Piercing Licensed 
1d6/1d6 - 1.8 kg Bludgeoning - 
DAMAGE STUN DAMAGE WEIGHT TYPE AVAILABILITY 
+1 - 0.4 kg Bludgeoning - 
+1 - 0.5 kg Bludgeoning - 
eo {to hurl energy balls (see Table 8-4: Ranged Weapons). 
 Double-Bladed Lightsaber, Short 
} Lightsaber 


€d lightsaber consists of two sabers fused at their hilts. These 
fare and require even greater skill to wield than single-bladed 
Or both blades can be ignited at once, 
‘blades ignited, a double-bladed lightsaber is a double weapon. 
with both ends of the weapon as a full-round action, but 
I ei ~10 penalty (although certain feats and talents can 
|. 


d lightsaber requires two special energy cells to operate 
hal times the price of an ordinary energy cell, but it lasts 


Small Jedi characters such as Master Yoda favor the short lightsaber, some- 
times called a shoto. Jedi skilled at two-weapon fighting often use the shoto 
as their off-hand weapon of choice. 

Ashort lightsaber requires a special energy cell to operate (the cost is ten 
times the price of an ordinary energy cell, but it lasts almost indefinitely.) 


Mace 

Simple Weapon 

The mace is a weapon made of metal, consisting of a heavy ball atop a 
handle. 


Quarterstaff 
Simple Weapon 
A quarterstaff is made of wood, plasteel, or a metal alloy. A user can strike 
with either end of the quarterstaff, taking full advantage of any openings 
in an opponent's defenses, 

A quarterstaff is a double weapon, You can attack with both ends of 
the weapon as a full-round action, but both attack rolls take a -10 penalty; 
certain feats and talents can reduce these penalties, 


Spear 

Simple Weapon 

Acammon weapon used by hunters and warriors in primitive cultures, the 
spear is a long wooden pole with a sharp end fashioned from stone or metal. 
Members of more advanced cultures enjoy using spears for sport, though 
these weapons are usually constructed out of a durable metal alloy. Spears 
can be used as thrown weapons. 


Stun Baton 
Simple Weapon 
Ashort club with a power pack in the handle, the stun baton can be acti- 
vated to produce a stunning charge when it strikes a target (see Stunning, 
page 162), 

A stun baton requires an energy cell to operate, 


Vibro-Ax 
Advanced Melee Weapon 
This powerful vibro weapon features an energy cell that causes the blade 
to vibrate rapidly when activated. This gives the weapon far greater power 
than a standard axe, with minimal effort from the wielder. 

Avvibro-ax requires two energy cells to operate. 


Vibrobayonet 

Advanced Melee Weapon 

When mounted on a rifle, a vibrobayonet allows you to use a rifle asa potent 
melee weapon. Even if you used the rifle to make a ranged attack on your last 
turn, you still threaten squares within your reach as long as your rifle has a 
mounted vibrobayonet, and you can use it to make attacks of opportunity. 
A vibrobayonet requires two hands to use when mounted on a rifle, 

A vibrobayonet cannot be used when mounted on a rifle with a folded 
stock. A vibrobayonet detached from a rifle functions as a vibrodagger; 2 
mounted vibrobayonet deals more damage than the vibrodagger because of 
the added leverage and bulk. 

A vibrobayonet requires an energy cell to operate. (Its power does not 
drain energy from the rifle's power pack.) 


Vibroblade 

Advanced Melee Weapon 

The vibroblade is a close-combat weapon favored by soldiers and mey 

throughout the galaxy. It resembles a short sword with a high-tech jo 

feel, Vibroblades are illegal in most urban areas. 
A vibroblade requires an energy cell to operate. 


Vibrodagger 
Advanced Melee Weapon 
Assassins and petty thugs favor the smallest of the vibro weapo 
vibrodagger, A number of civilians carry it for defense. It alone among y 
weapons is subject to very little regulation, since it is viewed as a e 
tool for crafters and explorers. 

A vibrodagger requires an energy cell to operate. 


RANGED WEAPONS 
At any given time, hundreds of manufacturers are creating and 
a wide array of ranged weapons. These weapons run the gamut from Gf 
concealable handheld weapons to tripod-mounted cannons that requ 
small crew to operate. 


WEAPON RANGES 
All ranged weapons apply the wielder's Dexterity modifier to the 3 
roll. Ranged attacks made at point blank range suffer no penalty. How 
ranged attacks made at short, medium, or long range take a pen: 
attack roll, as shown in Table 8-5: Weapon Ranges. 
Improvised Thrown Weapons: While some weapons are 
thrown, it is physically possible to throw almost any weapon of 
or less. You take a -5 penalty on an attack roll made with an 
thrown weapon. In addition, unless the weapon is light, the improvised. 
weapon is treated as inaccurate (see above). 


RANGED WEAPON 
DESCRIPTIONS 

The various types of ranged weapons presented in Table 8-4: Ra 
‘ons are described below. 


Blaster Cannon 
Heavy Weapon 
Portable, shoulder-fired blaster cannons fire powerful bolts of ef 
used as an antivehicle weapon, the blaster cannon has the ral 
to inflict devastation on troops and structures alike, 

A blaster cannon is an area effect weapon. It deals i 
target if the attack hits its Reflex Defense (half damage if it has 
talent) and half damage if it misses (no damage if it has the 


‘or object adjacent to the target takes half damage if the attack 
it has the Evasion talent) and no damage if it misses. 
‘cannon requires a power pack to operate. After 10 shots, the 


k must be replaced. 


rifle has a short barre! and compact two-handed grip, 
E more like a long pistol than a rifle. Some blaster carbines, such 
d by B1 battle droids, have a retractable stock. A blaster carbine 
table stock costs 850 credits (instead of 900 credits). 
its compact design, a blaster carbine can always be used to 
of opportunity even if its stock is not folded. 
f carbine requires a power pack to operate. After 50 shots, the 


Repeating 


iting blaster can normally only be fired when mounted on 
mounted on a tripod, it is treated as one size smaller for 
9 wielded (allowing a Medium character to operate it with 


‘repeating blaster only operates in autofire mode (see Autofire, 
fequires a power generator to operate (see page 139). 
E-Web repeating blaster requires a second crewman to 
Weapon’s power generator; this second crewman must spend a 
while adjacent to the weapon to regulate its power. After 
E-Web repeating blaster’s power, it will function normally 
ing of your next turn. If the weapon's power is not regulated 
= second crewman has not done so since the same initiative 

Previous round), apply a -2 penalty on all attack rolls made 


Repeating 


ting blaster is a fearsome weapon typically operated froma 
it Of mounted on a combat vehicle. The heavy repeating 


*HIDKEY RELIGIONS AND ANCIENT 
IEAPONS ARE NO MATCH FOR A GOOD 
BLASTER AT YOUR SIDE, KID." 


- HAN SOLO 


blaster operates only in autofire mode (see Autofire, page 156). If you use a 
heavy repeating blaster without a tripod or other mount, you cannot brace 
the weapon before making an autofire attack. 

A heavy repeating blaster requires a power pack to operate. After 20 
shots, the power pack must be replaced. This weapon can also be attached 
to a power generator for longer use. 


Blaster Pistol 
Pistol 
The word “blaster” is a blanket term for literally thousands of different designs 
from hundreds of manufacturers, such as the popular BlasTech DL-18. Blasters 
are popular with urban police forces, traders, and anyone who needs to pack 
respectable firepower in an easily carried package, 

A blaster pistol requires a power pack to operate. After 100 shots, the 
power pack must be replaced. 


RETRACTABLE STOCKS 

Some weapons, such as the E-11 blaster rifle used by stormtroopers 
and the E-5 blaster carbine used by battle droids, have a retractable 
stock. Only rifles and pistols (and rifle- or pistol-like exotic weapons) 
can have a retractable stock. Extending or folding a retractable stock 
is a move action, 


When the stock is folded, the following rules apply: 

© Treat the weapon as a pistol for purposes of proficiency and 
range. 

© You cannot brace the weapon while using it in autofire mode (see 
page 156), even if it is an autofire-only weapon. 


When the stock is extended, the following rules apply: 

* Treat the weapon as a rifle for purposes of proficiency and range. 

* You take a ~5 penalty on attack rolls with the weapon if you use it 
in one hand (regardless of its size relative to you). 


Blaster Pistol, Heavy 
Pistol 
Heavy blaster pistols were invented to provide the sort of firepower one 
expects from a blaster rifle, but in a compact and easily carried sidearm. 
The weapon produces additional “punch” by drawing heavily on its power 
pack, reducing the number of shots the power pack can provide {compared 
to a reqular blaster pistol). Han Solo uses a heavy blaster pistol, the BlasTech 
DL-44. 

A heavy blaster pistol requires a power pack to operate. After 50 shots, 
the power pack must be replaced. 


EXOTIC WEAPONS cost DAMAGE STUN DMG 
Flamethrower’ 1,000 306 - 
Bowcaster 1,500 3d10 - 

HEAVY WEAPONS COST DAMAGE STUN DMG 
Grenade launcher 500 Special Special 
Blaster, heavy repeating 4,000 3d10 - 

Blaster cannon’ 3,000 3012 - 
Missile launcher! 1,500 6d6 - 
Blaster, E-Web repeating’ 8,000 3d12 - 

PISTOLS COST DAMAGE STUN DMG 
Biaster pistol, hold-out 300 3d4 - 

Blaster pistol 500 3d6 206 
“Blaster pistol, sporting = 300 4H 
lon pistol 250 


Slugthrowerpistol = 250 


Blaster pistol, heavy 750 3d8 268 


Blaster Pistol, Hold-Out 

Pistol 

Small, palm-sized blasters see widespread use in weapon-restricted 

Hold-out blasters are commonly found in the possession of under 

agents, gamblers, scoundrels, or nobles seeking to protect themse! 

are sometimes carried as a backup weapon for more lethal char: 
Because of its compact design, a hold-out blaster pistol grants 

equipment bonus on Stealth checks made to conceal the weapon. 
A hold-out blaster requires an energy cell to operate. After 6 

energy cell must be replaced. 


RATE OF FIRE §=WEIGHT TYPE AVAI 


s 7 kg Fire Military 


Energy and piercing 


S 8 kg Licensed, Rare 


RATE OF FIRE WEIGHT TYPE AVAILABI 

Ss 5 kg Varies Military 

A 12 kg Energy Military 

$ 18 kg Energy in 

s 10 kg Slashing 

A 38 kg Energy 

RATE OF FIRE WEIGHT TYPE 

s 0.5 kg Energy 

Sy 1kg Energy 

s Tg ‘Energy 

s ikg Energy (ion) 
Stig Piercing 

5 1.3 kg Energy 


tol, Sporting 

t blaster Is used for small-game hunting or personal 
Leia Organa used a DDC Defender sporting blaster when 
d in Episode IV: A New Hope. 

blaster requires an energy cell to operate. After 6 shots, the 
must be replaced. A sporting blaster can also be attached to a 
it after 100 shots the power pack must be replaced. 


2a10 
STUN DMG 


be Weapon (see Area Attacks, page 155). 
Sating blaster mounted on a tripod is treated as a Lorge weapon. 


Blaster Rifle 
Rifle (see text) 
The basic blaster rifle is standard issue to soldiers across the galaxy. Some 
blaster rifles, such as the BlasTech E-11 (or its “clone,” the SoroSuub Storm- 
trooper One), have a retractable stock, A blaster rifle without a retractable 
stock costs 900 credits (instead of 1,000 credits). 

A blaster rifle requires a power pack to operate. After 50 shots, the power 
pack must be replaced. 


RATE OF FIRE WEIGHT TYPE AVAILABILITY 
S.A 2.2 kg Energy Restricted 
SA 45kg Energy Restricted. 
s 4kg Energy Licensed 
Ss 31 kg Energy (ion) Restricted 
SA 4kg Piercing Restricted 
A 6 kg Energy Military 
SAL Big Energy Military 
RATE OF FIRE §=WEIGHT TYPE AVAILABILITY 
s 0.25 kg Energy Licensed, Rare 
S OBkg Slashing Military 
is 0.5 kg Energy (ion) Restricted 
s (05kg Energy = Restricted 
Ss Tk Energy Iilegal 
$s 0.3 kg Bludgeoning - 
Ss 1.4 kg Piercing - 
s 4.5 kg - = 


MOSES of ronge, treat os.a thrown weapon if thrown by hand, a simple weapon if hurled by an atlatl, or an accurate simple weopon if hurled by a cesta. 


WA alan 


Blaster Rifle, Heavy 
Rifle 
The heavy blaster rifle is a larger, more powerful version of the blaster rifle 
{see above) often used by clone troopers, stormtroopers, and other troops 
during battles on open terrain. Because of its size, it is not well suited to 
close-quarters fighting. 

A heavy blaster rifle requires a power pack to operate, After 30 shots, 
the power pack must be replaced. 


Blaster Rifle, Light Repeating 
Rifle 

The light repeating blaster is the largest rifle-style weapon carried by military 
personnel. It is an autofire-only weapon 
(see Autofire, page 156). 

A light repeating blaster requires a 
power pack to operate. After 30 shots, 
the power pack must be replaced. This 
weapon can also be attached to a power 
generator for longer use. 


Blaster Rifle, Sporting 
Rifle 

Sporting blaster rifles are popular with 
the galactic elite as well as among “fring- 
ers" living in isolated colonies. Sporting 
blaster rifles are legal in most systems, 
and special permits must be obtained to 
carry them on many Core worlds. Luke 
Skywalker kept a sporting blaster rifle in 
his landspeeder on Tatooine. 

Sporting blaster rifles often have a 
targeting scope mounted on them (see 
page 140), but the scope is not included 
in cost listed on Table 8-4: Ranged 
Weapons. 

A sporting blaster rifle requires 
@ power pack to operate. After 
50 shots, the power pack must be 
replaced. 


Bow 

Simple Weapon 

The bow is a typical hunter's weapon on 
low-tech worlds, but it is also used for 
sport on high-tech planets. A primitive 
bow and its arrows are made of wood 


and augmented with metal or stone, while more advanced versions tends 
be made from durable, lightweight composite materials. 

The wielder's Strength modifier applies to damage dealt with a bow, Abs 
only holds a single arrow at a time, but it can be reloaded as a free 
A quiver of 10 arrows costs 20 credits and weighs 0.8 kg, 


Bowcaster 
Exotic Weapon 
The bowcaster is crafted exclusively by the Wookiees of Kashyyyk. A 
of modern and ancient technologies, the weapon hurls an explosive eng 
quarre| at incredible speed, much like an archaic rail gun. Although the bg 
caster is an exotic weapon, Wookiees are treated as proficient if they have 
Weapon Proficiency (rifles) ft 
A quiver of 10 quarrels g 
50 credits and weighs 1 kg. 


Flamethrower 
Exotic Weapon 
The flamethrower is a fal 

weapon that shoots a cone of bt 
chemicals 6 squares long and 6 $q 
wide at the terminus. Make a single 
roll and compare it to the Reflex Defense 
every target within this area. A SI 
attack deals 346 points of fire damage tol 
target; if the attack misses, the target ti 
half damage instead, A target with the &y 
sion talent (see page 50) takes half dam 
from a successful attack and fio ds 
the attack misses, 

Reloading the flamethrower is #7 
round action. The weapon can b¢ used 
times before its chemical supply (s deplel 
Replacement chemical cartridges 10 
flame-thrower cost 200 credits and 
4 kg each, 


Grenade, Frag 
Simple Weapon al 
The standard fragmentation 
nade unleashes metal shrapns 
explosive force, slicing UP 
within the 2-square burst (6 
is designed to explode on contact a 
is thrown, dealing damage In the 
it is hurled, 


21-40 squares 
Mita 7-8 squares 

s, slings, and energy balls hurled from atlatis and cestas. 
ades end thrown melee weapons such as spears and lightsabers. 


ke an area attack with a frag grenade, you make a single 

pare the result to the Reflex Defense of every target in the 
radius. Creatures you hit take full damage, and creatures you 

If damage. A target with the Evasion talent (see page 50) takes 
‘a successful attack and no damage if the attack misses. 


‘of a mission is to capture droids or vehicles, mercenary units, 
|, and local law enforcement agencies use ion grenades, 
grenade unleashes a brief electrostatic pulse that disables 

ic devices, and vehicles within its 2-square burst radius, Itis 
on contact after it is thrown, effectively dealing damage 

ind it is hurled. 
make an area attack with an ion grenade, you make a single 
Compare the result to the Reflex Defense of every target in the 
tadius. Droids, vehicles, electronic devices, and cybernetically 
res you hit take full damage, and those you miss take half 
on, the ion damage has a chance of pushing such targets 
track (see lon Damage, page 159). Creatures without 
take half of the ion damage on a hit or no ion damage on a 
ty Suffer no other ill effects. A target with the Evasion talent 


takes half damage from a successful attack and no damage 
misses. 


B/ECt Of & mission is to detain or subdue rather than kill, mercenary 
"Y Personnel, and local law enforcement agencies use stun gre- 
d stun grenade unleashes concussive energy that knocks 
S within its 2-square burst radius. It is designed to explode on 
itis thrown, dealing damage in the same round it is hurled. 


MEDIUM LONG 


(-5 ATTACK) (-10 ATTACK) 
101-250 squares 251-500 squares: 
41-60 squares 61-80 squares 
61-150 squares 151-300 squares 
41-60 squares 61-80 squares 
9-10 squares 11-12 squares 


When you make an area attack with @ stun grenade, you make a single 
attack roll and compare the result to the Reflex Defense of every target 
in the grenade's burst radius. Creatures you hit take full stun damage, and 
creatures you miss take half stun damage. In addition, the stun damage 
has a chance of pushing targeted creatures down the condition track (see 
Stunning, page 162). A target with the Evasion talent (see page 50) takes 
half stun damage from a successful attack and no stun damage if the attack 
misses its Reflex Defense. 

Droids, vehicles, and objects are immune to stun damage. 


Grenade Launcher 
Heavy Weapon 
Grenade launchers are military weapons that greatly improve the range of 
grenades. Grenades fired by grenade launchers always explode on impact, 
regardless of timers or other considerations. The type of grenade used deter- 
mines the damage, type, and burst radius, Grenade launchers cannot be used 
to hurl thermal detonators because these devices are simply too big and heavy 
{although some larger grenade mortars can hurl thermal detonators as well). 
A grenade launcher holds four grenades and has to be reloaded as a full- 
round action. A grenade launcher can be mounted on a rifle (this takes 1 minute 
and requires a DC 15 Mechanics check) or used as a separate weapon. 


lon Pistol 
Pistol 
An ion pistol fires a stream of energy that wreaks havoc on electrical sys~ 
tems, making it effective against droids, vehicles, electronic devices, and 
cybernetically enhanced creatures. It deals full damage against such targets 
and has a chance of pushing its target down the condition track (see Jon 
Damage, page 159). Creatures without cybernetics take half damage from 
a successful attack and suffer no other ill effects. 

An ion pistol requires a power pack to operate. After 30 shots, the power 
pack must be replaced. 


lon Rifle 

Rifle 

An ion rifle is simply a larger version of the ion pistol (see above). An ion 
rifle requires a power pack to operate. After 20 shots, the power pack must 
be replaced. 


Missile Launcher 

Heavy Weapon 

A missile launcher fires a high-speed projectile with an explosive warhead. 
The standard missile unleashes metal shrapnel with explosive force, shred- 
ding targets within a 2-square radius. 

A missile launcher is an area effect weapon. Make a single attack roll 
and compare it to the Reflex Defense of every target within the blast radius. 
A successful attack deals full damage to the target; if the attack misses, 
the target takes half damage instead. A target with the Evasion talent (see 
page 50) takes half damage from a successful attack and no damage if the 
attack misses. 

A missile launcher holds four missiles and can be reloaded as a full-round 
action. Replacement missiles are bought in pre-loaded magazines that hold 
four missiles. Magazines cost 200 credits and weigh 5 kg. 


Net 

Simple Weapon 

Nets are used for hunting and fishing in primitive cultures and for nonlethal 
crowd control in more advanced ones. 

A net allows you to initiate a grab (see page 152) or grapple (see page 
153) against a character at range. A character that is grabbed or grappled 
can attempt to escape the net (requiring a DC 15 Acrobatics check) or break 
out of it (requiring a DC 20 Strength check). You can use the Pin and Trip 
feats with a net, but you cannot use the Crush or Throw feats. 


Sling 

Simple Weapon 

A primitive weapon, the sling hurls metal bullets or stones. The wielder’s 
Strength modifier applies to damage dealt with a sling. 


Slugthrower Pistol 
Pistol 
A slugthrower pistol fires metal bullets—called “slugs"~instead of energy 
bolts. 

Slugthrowers are mostly found on backwater fringe worlds where blasters 
aren't readily available. They don't need power packs; instead, they employ 
clips that hold 10 slugs apiece. Clips cost 20 credits and weigh 0.1 kg. 


Slugthrower Rifle 
Rifle 
A slugthrower rifle is the larger cousin of the slugthrower pistol, |t de 
need a power pack; instead, it takes clips, and each clip holds 20 s| 
cost 40 credits and weigh 0.2 kg. 


Thermal Detonator 
Simple Weapon 

The thermal detonator is a fist-sized sphere containing baradium, a pow 
explosive. Outlawed throughout known space except for highly rey 
demolitions professionals, the thermal detonator produces a fusion rea 
that generates a rapidly expanding field of searing heat and blast 
Disguised as a bounty hunter, Princess Leia threatened Jabba with a 
detonator at the beginning of Episode VI: Return of the Jedi. 

A thermal detonator’s timer can be set for 6 seconds (1 round) to as 
as an 18-second delay (3 rounds), counting down until it explodes orist 
to its safe position. 

When you make an area attack with a thermal detonator, you 
single attack roll and compare the result to the Reflex Defense of every 
in the grenade’s 4-square burst radius. Creatures hit take full di 
creatures missed take half damage. A target with the Evasion te 
page 50) takes half damage from a successful attack and no damat 
attack misses its Reflex Defense. 


EXPLOSIVES 

Sometimes a mission calls for the use of more powerful expl 
either grenades or thermal detonators. Set explosives aren't ranged 
and can't be used like grenades. Placing an explosive requires a 
check (see page 68). 

When set and activated, the charge’s timer begins counting dow! 
dard timers can be set with as much as an hour delay. Longer delays ™ 
specialized timers. } 

With a successful Mechanics check, explosives ignore the @ 
reduction of objects to which they're attached, Particularly good Me 
ies check results can increase the damage even more (see the 
Explosives use of the Mechanics skill, page 68). Multiple explos! 
to explode at the same time deal extra damage: Every time you 
number of explosives used, you add +2 dice of damage. For examp 
blocks of detonite deal 7d6 points of damage, while four blocks de 
points of damage. 


. ig ¥E 


everything ina 1-square burst radius. 


OSIVE CHARGE 

harges are highly restricted, usually only available to military or 
specialists or specialized construction units. Han Solo and 

used explosive charges to take out the shield generator on 

de VI: Return of the Jedi. 

charge delivers a lot of destructive energy to a specific 

1g it perfect for demolishing structures or clearing rubble. It 

damage beyond its 1~square burst radius. Of course, col- 

‘and subsequent explosions usually accompany the use of an 


contact explosive that comes in tiny claylike blocks. It can be 
bided around a target and crammed into small cracks. Detonite 
in its normal forms and requires a timer to be set off. 


Or exists in the Star Worsuniverse, but only the lightest types 
use. Heavier armor is considered to be too expensive, too 
just not worth the trouble unless it serves an additional func- 
§ providing environmental protection, as in the case of Imperial 
armor), See Table 8-7; Armor for the list of armor types. 

‘of armor are restricted or even illegal outside of approved 
» In locations where armor isn't prohibited, the wearer of armor 


elf a5 Someone who either expects to cause trouble or expects 
his way. 


IR QUALITIES 
; ‘armor for your character, refer to Table 8-7: Armor (page 132) 


It the various armor types. The armor qualities on the table 
below: 


SIZE AVAILABILITY 
0.1 kg Fine Restricted 
01 kg Fine Licensed 


Cost: The cost of the armor, Armor sized for Small characters costs half 
as much, while armor for Large characters costs double the listed price. Some 
armor has limited availability: 

Armor Bonus to Reflex Defense: When you are wearing the armor, you 
add this value as an armor bonus to your Reflex Defense (instead of adding 
your heroic level to your Reflex Defense). 

Equipment Bonus to Fortitude Defense: When you are wearing the 
armor, you add this value as an equipment bonus to your Fortitude Defense. 
Some types of armor do not provide an equipment bonus to your Fortitude 
Defense. 

Maximum Dex Bonus: This is the maximum bonus you can apply to your 
Reflex Defense from Dexterity when wearing this type of armor. Heavier 
armor limits your mobility, reducing your ability to avoid attacks. For example, 
an armored flight suit has a maximum Dexterity bonus of +3. A character 
with a Dexterity of 18 normally gains a +4 bonus to his Reflex Defense from 
Dexterity, but if he's wearing an armored flight suit, he only applies a +3 
bonus to his Reflex Defense. 

Speed: Medium and heavy armor reduces your speed to three-quarters 
normal (rounded down). Table 8-7 shows this reduction if you have a speed 
of 6 squares or 4 squares. In addition, when wearing heavy armor, you can 
only move up to three times your speed when running (instead of four times 
your speed). 

Weight: The weight of the armor. Armor fitted for Small characters weighs 
half as much. Armor fitted for Large characters weighs twice as much. 

Availability: Some armor has limited availability, as indicated below. 

Rare: This armor is generally only available by going to its planet of 
origin or by acquiring it directly from its wearer (for example, getting 
vonduun crabshell armor from a Yuuzhan Vong warrior), When available on 
the open market elsewhere, these items usually cost double the listed price, 
sometimes much more. 

Licensed, Restricted, Military, or Hlegal: Ownership of the armor is 
limited to certain people, as described in Restricted Items (see page 118). 


ARMOR BONUS 


ARMOR (CHECK PENALTY) cost 


Blast helmet and vest 
Flight suit,padded 
Combat jumpsuit 
‘Flight suit, armored 
Vonduun crabshell 


"Stormtrooper armor 


Ceremonial armor 


Carilban paisa 


Battle armor 


Armored spacesuit 


Battle armor, heavy 


ARMOR CHECK PENALTY 

While wearing armor with which you are not proficient, you take an armor 
check penalty on attack rolls as well as skill checks made using the following 
skills; Acrobatics, Climb, Endurance, Initiative, Jump, Stealth, and Swim. The 
type of armor worn determines the size of the penalty: light, -2; medium, 
~5; heavy, -10. Additionally, you do not gain the armor’s equipment bonuses. 
For example, a character not proficient with light armor who dons a suit 
of stormtrooper armor takes a -2 penalty on attack rolls and certain skill 
checks (see above). In addition, he does not gain the armor’s equipment 
bonus on Perception checks and cannot apply the armor’s equipment bonus 
to his Fortitude Defense. 


ARMOR DESCRIPTIONS 
The types of armor given on Table 8-7: Armor are described below. 


Armored Spacesuit 

Heavy Armor 

This bulky coverall contains a sealed life support system that provides 
everything the wearer needs to survive for 24 hours in the vacuum of space 
or any other hostile environment. 


EQUIPBONUS = MAX DEX SPEED SPEED 
TO REF DEFENSE TO FORT DEFENSE = BONUS 


12,000 +9 +3 
15,000 +10 +4 
1 When running in heavy armor, you can anly move up to three times your speed (instead of four times). 


(6SQ.)  (4SQ,) WEIGHT 


+5 3kg 


Big 


| 45q. 


Battle Armor 
Medium Armor 
Battle armor combines protective metal or composite plates with 
jumpsuit to form a layer of protection. While off-the-rack battle at 
available, most users cobble together their gear from various sources 


Battle Armor, Heavy 
Heavy Armor 

Similar to regular battle armor, heavy battle armor features more p 
padding, including various pieces molded to fit the user, such as bres 
and armor covering the arms and legs. 


Blast Helmet and Vest 
Light Armor 4 
This armor consists of a lightweight helmet and a composite vest (Miaty) 
worn together, offer limited protection against incoming attacks. 


Ceremonial Armor 

Medium Armor 

Ceremonial armor blends practicality with ornate design. Republic © 
Imperial Royal Guards wear different styles of ceremonial armor. A 


‘armor consists of a helmet, durable breast guard, shoulder 
riculated greaves for the arms and legs. 


padded jumpsuit is designed to provide limited protection 
‘and energy trauma without overly restricting the wearer's 


‘armor contains an energized exoskeleton and a series of 
boosts the wearer's physical strength. Used by professional 
jaries, and bounty hunters, the powersuit requires skill and 
‘effectively. 

jit grants its wearer a +2 equipment bonus to 
‘only if the wearer has the Armor Proficiency (medium) feat. 


t, Armored 


flight suit that provides additional protection against 
ted periods, this armor comes in various models, including the 

{favored by various pirate gangs) and the Imperial TIE flight 
by TIE fighter pilots throughout the Empire). An armored flight 
‘to 10 hours of life support, allowing its wearer to survive in 
Or any other hostile environment. 


er pilots all over the galaxy, the one-piece padded flight 

decompression, g-forces, and harmful environments. 

Protection against attacks as well. A padded flight suit 

ling helmet and gloves that seal around the wearer and 

1Ohours of life support, allowing him to survive in the vacuum 
Y other hostile environment. 


Armor 


of the Galactic Empire, stormtrooper armor comes 
‘based around a standard white-and-black shell. Filled 
assist and augment the stormtrooper in his duties, it 
‘environmental protection, three-phase sonic filtering, 


or also exist, including snowtrooper armor, sandtrooper 
armor, Each has slightly different details, but all 
tristics common to all stormtrooper armor. Though 


TO WEAR ARMOR OR NOT 
A character's Reflex Defense can be improved with armor; however, er, 
a character who wears armor chooses to apply the armor’s bonus to to 
Reflex Defense instead of his heroic level. He alsa chooses to take a: @ 
penalty on certain skill checks (see Armor Check Penalty, page 132). ). 
As a character gains levels, armor becomes less enticing. For‘or 
example, a Sth-level heroic character has little reason to wear armorior 
that grants an armor bonus of +5 or less, unless the armor confersers 
some other useful benefit or the character has the Armored Defense or or 
Improved Armored Defense talents (see page 52). Still, some charactersers 
enjoy the benefit of having a higher Fortitude Defense and damage ge 
threshold; against very dangerous opponents, armor can literally bebe 
the difference between life and death. 


unavailable on the open market, these suits can occasionally be found 1d on 
the black market (or sometimes much higher). 

Stormtrooper armor (including all variants} grants a wearer who has ts the 
Armor Proficiency (light) feat a +2 equipment bonus on Perception chenecks 
as well as low-light vision, Stormtrooper armor also includes an integratrated 
comlink in the helmet, allowing hands-free communication. 

Wearing snowtrooper armor (18,000 credits) makes you immune to to the 
effects of extreme cold (see Extreme Temperatures, page 254). 

Wearing sandtrooper armor (18,000 credits) makes you immune to to the 
effects of extreme heat (see Extreme Temperatures, page 254). 


Vonduun Crabshell Armor 

Light Armor 

Yuuzhan Vong warriors wear this bioengineered “living armor” into battttle. 
The armor clings to its wearer's body like a parasite until its wearer dieses or 
decides to remove it. It is not found anywhere except in the hands of if the 
Yuuzhan Vong (see page 285). 


EQUIPMENT 

Asample of common equipment available during the time periods covereced in 
this book is given on Table 8-8: Equipment. Refer to the descriptions behelow 
for other pertinent information. 


COMMUNICATIONS DEVICES 
Communications devices in the Star Wars Roleplaying Game are assunamed 
to use the same basic set of frequencies. The primary differences between 
them lie in range, size, and what kind of data (audio, visual, or holo) tl they 
can carry. If two or more communication devices are within range of ¢ one 
another and share a data type, they can communicate. 


Comlink 
A personal communications transceiver, the comlink consists of a receiver, 
a transmitter, and @ power source. Comlinks come in a variety of shapes 
and styles. 

Short-range comlinks have a range of 50 kilometers or low orbit, and 
they can be built into helmets and armor; for example, stormtrooper armor 
includes a helmet equipped with a short-range comlink. 

A long-range comlink has a range of 200 kilometers or high orbit, and it 
requires with a backpack-sized comset. For double the cost, a long-range 
comlink can be miniaturized to a wrist-sized unit. 

Encryption: A comlink can have hardwired encryption routines (adding 
+10 to the DC of all Use Computer checks made to intercept your transmis- 
sion) for ten times the base cost. 

Video Capability: A comlink can have video capability (two-dimensional 
images in addition to audio) for twice the base cost. 

Holo Capability: A comlink can have holo capability (three-dimensional 
images in addition to audio) for five times the base cost. 


Pocket Scrambler 

This is a simple add-on device that can be attached to any normal com- 
munications device, such as a comlink and more advanced transceiver, The 
pocket scrambler automatically encodes any outgoing message so that it 
can be read only by a communications device equipped with a linked pocket 
scrambler. Anyone who intercepts the scrambled message must make a DC 
30 Use Computer check to decrypt it. 


Vox-Box 
A vox-box Is a simple audio playback unit with 12 preprogrammed phrases 
in Basic ("Yes.” "No." "Maybe." “Greetings.” “Go away.” “How much?" “Please 
take me to someone with authority.” “| understand,” "! need assistance.” "I 
can help you,” “| mean no harm." “I am hungry."}, each with its own button. 
These devices are useful to races that understand Basic but can't speak it 
(such as Gamorreans and Wookices). Devices that speak these phrases in 
other languages also exist. 

Altering one or more of a vox-box's preprogrammed phrases requires a 
DC 10 Use Computer check. 


COMPUTERS AND STORAGE 
Devices 

Acomputer includes any electronic device that stores and processes data. Its 
Intelligence score represents its processing capability and is relevant when 
making Use Computer checks (see page 75). 


© If a computer's attitude toward you is friendly or helpful, it grants an 
equipment bonus equal to its Intelligence bonus (if any) on any Use 
Computer check you make using that computer. 


* A computer's Will Defense is equal to 15 + its Intelligence modifier, 
When attempting to improve your access to a computer (see page 76), 
your Use Computer check result must equal or exceed the computer's 
Will Defense. 


Storage Devices: Some computers are very simple and used only for 
recording, storing, or viewing data. Some storage devices include a basic 
operating system and display that allows for the manual viewing, entry, and 
editing of data, but these are more expensive. 


Code Cylinder 

A compact encoded security device issued to many military, political, or 
corporate officials, a code cylinder accesses computer data via a droid's 
scomp link or provides entry into restricted facilities. Each cylinder features 
the user's personal security clearance data. High-ranking personnel may carry 
more than one cylinder, each with different access codes encrypted within 
them. Republic citizens, Imperial officers, and New Republic personnel use 
them to facilitate security measures. 

Code cylinders are storage devices with Intelligence 10 and Will Defense 
15. Improving your access to a code cylinder is difficult because the cylinder | 
has a starting attitude of hostile (see page 75). If your Use Computer check 
fails by 5 or more, the code cylinder’s self-destruct programming activates 
and ruins the cylinder, 


Credit Chip 
The credit chip is a small, flat card that features a security codeout and 
credit algorithm memory stripes. The chip can hold a specified number of 
credits appropriate to the government that issued it, or it can draw froma 
specific account held by the user. Credit chips not only allow quick and easy 
transfers of funds but also protect users from theft. 

Credit chips are storage devices with Intelligence 10 and Will Defense 
15. Improving your access to a credit chip is very difficult because the chip 
has a starting attitude of hostile (see page 75). Once it is friendly, you can 
draw from the account to which it is linked. If you fail by 5 or more on your 
Use Computer check to improve access, the credit chip's security program 
detects the intrusion attempt and self-destructs. 

Modifying a credit chip so that government and bank computers think 
that it draws on a different account or that it has a different value stored 
is almost impossible: The central bank's computers have Will Defense 30° 
and a starting attitude of hostile (see page 75); even worse, you won't 
know if your check succeeded until after you attempt to use the modified 
credit chip, If you fail, the government or bank computer orders the chips 
self-destruct programming to activate, ruining the chip. If you fail by 5 
more, the chip's self-destruct programming activates and the govern! 
‘or bank computer has traced your location, dispatching security person! 
to apprehend you. 


Comlink, short-range 25 0.1 kg 
mln, long-range 250 1kg 
Pocket scrambler 400 0.5 kg 
(Vox-box 200 O11 kg 
(COMPUTERS AND STORAGE DEVICES COST WEIGHT. 
Code cylinder 500 0.1 kg 
1) Credit ehip 109 0.1 kg 
Datacards, blank (10) 10 0.1 kg 
1) Datapad 1,000 O5k9 
Datapad, basic 100 0.3 kg 
| Holoprojector, personal 1,000 0.5 kg 
Portable computer §,000 2kg 
‘DETECTION AND SURVEILLANCE DEVICES COST = WEIGHT. 
Electrobinoculars 1,000 1 kg 
Glow rod 10 Tkg 
Fusion lantern 25 2kg 
Recording unit 
Audiorecorder 25 0.1 kg 
Holorecorder 100 0.1 kg 
Videorecorder 50 0.1 kg 
_ Sensor pack 1,500 9kg 
‘UFESUPPORT = COST WEIGHT 
Aquata breather 350 0.2 kg 
Breath mask 200 2kg 
Atmosphere canister/filter 25 kg 
Flight suit 1,000 3kg 
Space suit 2,000 15 kg 
‘MEDICALGEAR = COST. WEIGHT 
Bacta tank (empty) 100,000 500 kg 
‘Bacta, 1 liter’ ‘ 100 2kg 
Cybernetic prosthesis 1,500? Varies 
Medical kit 600 ~ 20kg 
Medpac 100 1 kg 
Surgerykit 1,000 10kg 


All-temperature cloak 


1 It tokes 300 liters of bacta to fill a bacta tonk 


2 The cost of a cybernetic prosthesis does not include the surgical cost to install 


it (500 credits). 


Chain (3 meters) 25 
Field kit 1,000 10 kg 
Jet pack faery 300 30 kg 
Liquid cable dispenser (15 meters) 10 0.2 kg 
Ration pack 5 O.1 kg 
Syntherope (45 meters) 20 2.5 kg 
TEES PST isi wee: 
Binder cuffs 50 0.5 kg 
Energy cell 10 = 
Fire extinguisher 50 3kg 
Mesh tape 5 0.5 kg 
Power generator 750 15 kg 
Power pack 25 O1 kg 
Power recharger 100 1kg 
Security kit 750 1kg 
Too! kit 250 1kg 
Utility belt 500 4kg 
WEAPON AND ARMOR ACCESSORIES = COST_-—= WEIGHT. 

Bandolier 100 2kg 
Helmet package 4,000 1kg 
Holster 

Concealed 50 0.2 kg 

Hip 25 0.5 kg 
Targeting scope 

Standard 100 0.2 kg 

Enhanced low-light 1,000 12k9 


Data Card 

A data card is a simple storage device with Intelligence 2. Intended solely 
as external storage for a computer, it has no interface for direct display, 
editing, or entry of data. 


Datapad 
These handheld personal computers serve as notebooks, day planners, 
calculators, and sketchpads. In addition to performing basic computer 
functions, datapads can interface with larger computer networks directly 
or via comlink. 

Adatapad is a computer with Intelligence 12. Simpler datapads also exist 
{Intelligence 10, 100 credits), but they are actually just storage devices with 
display, input, and editing capability; they have no ability to run programs, 


Holoprojector, Personal 

A handheld, personal hologram transmitter can be used to view real-time 
or recorded three-dimensional images or to pass the information through 
a comlink connection. This storage device has Intelligence 2 and enough 
memory to store about 1 hour of a holo recording or 1,000 holo images, 


Portable Computer 
Compact and light enough to be carried in an attaché case or backpack but 
powerful enough to run fairly complex programs, portable computers are 
the information technology of choice for anyone who needs access to a lot 
of data while on the go. As such, they are particularly popular with traveling 
business executives, military commanders in the field, and slicers. 

A portable computer has Intelligence 14. 


DETECTION AND 

SURVBILLANCE Devices 

Some detection devices augment a character's natural ability to perceive its 
environment (for example, macrobinoculars), providing a bonus or reducing 
penalties on Perception checks. Others use sensors to scan their surroundings 
beyond the normal visual and audible range. 


Electrobinoculars 
This device magnifies distant objects in most lighting conditions. An internal 
display provides data on range, relative and true azimuths, and elevation. 
Viewing options include zoom and wide-vision observation. Electrobinoculars 
also feature radiation sensors and a nightvision mode that grants darkvision 
(see Darkvision, page 257) out to the user's normal range of sight. 
Electrobinoculars reduce the range penalty on Perception checks to 
-1 for every 10 squares of distance (instead of -5 for every 10 squares of 
distance). 


Glow Rod ’ 
A glow rod is a portable illumination device that projects a beam of light 
up to 6 squares. 


Fusion Lantern 

Ahand-held light source larger than a glow rod, the fusion lantern produces 
light and heat. The light spreads out from the lantern, producing illumination 
in a 6~square radius. 


Recording Unit 
This storage device is an audio, video, or holo recorder with a playback fea~ 
ture. It has Intelligence 1 and 1 memory unit. You can modify a recording 
(edit, erase, or rearrange the order of events) with a DC 15 Use Computer 
check. However, anyone can make an opposed Perception check (if observing 
the recording) or opposed Use Computer check [if inspecting the data from 
the recording) to detect any modifications you have made. Editing or modify- 
ing a recording without first uploading it to a computer can be difficult: Add 
the recording unit's Intelligence modifier (-5) to any Use Computer checks 
you make to change the recording, 

Audio Recorder: An audio recorder stores 100 hours of high-quality 
sound. 

Video Recorder: A video recorder stores 10 hours of high-quality video. 

Holo Recorder: A holo recorder stores 1 hour of high-quality holos. 


Sensor Pack 

A portable scanning device, the sensor pack is a bulky rectangle featuring a 
variety of dials and switches, a readout display, and a scanning dish. It provides 
general details on comm signals, life forms, and hazards within 1 kilometer. 
Operating a sensor pack requires a standard action and grants a +5 circum= 
stance bonus on your Perception checks until the end of your next turn. 


Lire SuPPORT 

The Star Wars Roleplaying Game includes many hostile environments, ranging 
from deep oceans to poisonous atmospheres to the vacuum of space. These 
devices enable creatures to function in such environments. 


Aquata Breather 

While underwater, an Aquata Breather can provide up to 2 hours of breathable 
air through its mouthpiece. Qui-Gon Jinn and Obi-Wan Kenobi used Aquata 
Breathers while swimming to Otoh Gunga in Episode |: The Phantom Menace, 
and Obi-Wan Kenobi used his again when evading clone troopers on Utapau 
in Episode Ill: Revenge of the Sith, 


Breath Mask 
This personal atmosphere-filtering system consists of a mask that fits 
the nose and mouth and a hose connecting the mask to a portable /i 


‘support system. A breath mask provides 1 hour of breathable atmosphere 
before the filter and atmosphere canister must be replaced. A functional 
breath mask grants immunity to inhaled poisons, including poisonous atmo- 
res. A breath mask offers no protection from extreme temperatures or 
hard vacuum. 
A breath mask system can be built into a suit of armor; Darth Vader's 
‘armor contains such a system. 

Replacing the filter and atmosphere canister requires a DC 10 Mechan- 
jes check. 


Flight Suit 
The flight suit is a one-piece coverall (plus a helmet) that provides life 
Support, protects the wearer from hostile environments, and prevents the 
wearer from succumbing to the adverse effects of high-velocity flying. A 
flight suit includes a matching helmet and gloves that seal around the wearer 
and provide up to 10 hours of life support. 

As long as you have life support remaining, you are immune to any hostile 
atmosphere or inhaled poison hazard. The suit also grants a +1 equipment 
bonus to your Fortitude Defense. 


Space Suit 
This bulky coverall contains a sealed life support system that provides 
everything the wearer needs to survive for 24 hours in the vacuum of space 
or any other hostile environment. 

As long as you have life support remaining, you are immune to any 
atmosphere or inhaled poison hazard. The suit also grants a +2 equipment 
bonus to your Fortitude Defense. 


MEDICAL GEAR 

Medical equipment by itself does not restore lost hit points—it can only help 
when used with the Treat Injury skill (see page 74). Several common types 
of medical equipment.are described below. 


Bacta Tank 
This large, specialized tank is filled with the powerful healing agent, bacta, 
which promotes rapid healing. 

A bacta tank can be used in conjunction with surgery (see Treat Injury 
skill, page 74). If the Treat Injury check is successful, the patient heals a 
number of hit points equal to its character level in addition to that provided 
by Surgery. 

Abacta tank can also be used when treating disease, poison, or radiation 
in a creature, In this case, the bacta tank grants a +5 equipment bonus on 
your Treat Injury check. 

A bacta tank and a supply of bacta is expensive, so such medical equip- 
ment is usually found only in hospitals, aboard capital ships, and within 
major military bases. Each hour of treatment consumes one liter of bacta, 


which costs 100 credits. A typical tank holds up to 300 liters of bacta, and 
the tank must hold at least 150 liters at all times to provide any benefit. Only 
‘one creature can be immersed in the tank at any given time. 


Cybernetic Prosthesis 

Prosthetic replacements in the Stor Wars universe frequently take the form 
of mechanical simulations powered by tiny high-capacity battery packs and 
motivated by the recipient's bioelectrical impulses. In effect, someone who 
loses a limb or an extremity can have an electronic replacement that acts 
(and in some cases looks) just like the original. 

Cybernetic prosthetic devices are unusual, but hardly rare. Luke Skywalker 
gains a cybernetic replacement for his right hand, lost in battle against Darth 
Vader—who, in turn, had much of his own body replaced with cybernetics 
years before. 

Attaching 2 cybernetic prosthesis requires the Cybernetic Surgery feat 
(see page 83), Once attached, the cybernetic replacement performs as well 
as the original limb or extremity. Common cybernetic prosthetics include 
arms, hands, legs, feet, and various internal organs. In addition to the cost 
of the prosthesis, the recipient must also cover the cost of the surgery (see 
Table 8-9: Services and Expenses, page 144). 

Unlike other creatures, a creature with cybernetic prosthetics takes full 
damage from weapons and attacks that deal ion damage. 

Because the Force is present in all living things, but not machines, crea- 
tures with cybernetic prosthetics take a -1 penalty on Use the Force checks 
for each prosthetic replacement (to a maximum penalty of -5), 


Medical Kit 
This backpack-sized medical kit includes almost everything a first responder 
needs to save a life; diagnostic scanners, anti-venom, medicine to counteract 
the effects of contaminated water and radiation poisoning, burn treatments, 
defibrillators, respirator, shock blankets, pressure cuffs, a collapsible repul- 
sorlift stretcher for patient transport (capable of hovering with 160 kg load), 
and even limited surgical tools. In addition, a medical kit has six external 
pouches for carrying expendable medical supplies, such as medpacs, 

You need a medical kit to revive a dying character, treat disease, treat 
poison, or treat radiation (see the Treat Injury skill, page 74). 


Medpac 

Medpacs are compact packages designed to both equip a trained medic for work 
in the field and to allow untrained individuals to apply first aid in emergencies. A 
medpac contains bandages, bacta, synthetic flesh, coagulants, stimulants, and 
other medicines designed to help an injured patient recover quickly. 

Once you use a medpac, its contents are expended even if your Treat 
Injury check is not successful. Any given creature can only benefit from the 
use of a medpac once in a 24-hour period. (See the Treat Injury skill, page 
74, for more information.) 


Surgery Kit 

This small kit contains the instruments a character needs to perform surgery 
on a wounded character using the Treat Injury skill (see page 74). You must 
be trained in the Treat Injury skill to perform surgery using a surgery kit. 


SURVIVAL GEAR 

Whether you're exploring the Dune Sea of Tatooine or scaling the volcanic 
mountains of Mustafar, you need the right equipment to survive. The most 
important considerations are food, water, shelter, and a way to signal for 
help. On many worlds, a lack of survival gear leads to a quick death. 


All-Temperature Cloak 

This wrap-around cloak protects its wearer from the elements, providing a 
+5 equipment bonus to its wearer's Fortitude Defense against extreme heat 
or cold (see Extreme Temperatures, page 254). 


Chain 

This 3-meter (2-square) length of chain has damage reduction 10 and 5 
hit points. It has Strength 44 and can safely support over 5 metric tons of 
weight, and it can be broken with a DC 32 Strength check. 


Field Kit 
Essentially a backpack full of survival gear, the typical field kit contains two 
condensing canteens with built-in water purification systems, a sunshield 


roll, @ week's worth of food rations, two glow rads, two breath masks, 24 
filters, 12 atmosphere canisters, and an all-temperature cloak. 

You need a field kit to make a Survival check to endure extreme tem- 
peratures (see the Survival skill, page 73), 


Jet Pack 

A jet pack is a propulsion system that a character can strap on, allowing 
flight over short distances, Arm and wrist controls are employed for maneu- 
vering. Activating a jet pack is a swift action, and you gain a fly speed of 
6 squares until the end of your turn. A jet pack has 10 charges and can be 
fun continuously; no swift action is required to activate the jet pack on 
subsequent rounds of use. 

Routine maneuvers do not require a Pilot check, but you must make a 
OC 20 Pilot check if you land after moving more than 12 squares during the 
same turn; on a failure, you fall prone. 

A jet pack can lift up to 180 kg while flying. Replacement fuel cells cost 
100 credits. 


Liquid Cable Dispenser 

Cable dispensers contain a special liquid that instantly solidifies upon contact 
with either atmosphere or vacuum to form a tough, lightweight, flexible cable. 
The dispenser contains enough liquid for 15 meters (10 squares) of cable and 
is refillable at authorized outlets. The cable has Strength 28 and can safely 
support up to 560 kg, and it can be broken with a DC 24 Strength check. 


Ration Pack 

Ration packs are compact meals that take up little room (you can fit six ina 
pouch designed to carry a datapad) but have all the requirements to nour- 
ish a person for one day. Each ration pack is geared for a range of species. 
The food isn’t appetizing, and it doesn't include water, but it does prevent 
mainutrition. 


Syntherope 

Although not as compact and convenient asa liquid cable dispenser, synthe- 
rope is stronger and more durable. A coil contains 45 meters (30 squares) 
of syntherope, and unlike liquid cable it is meant to be reused, Syntherope 
has Strength 30 and can safely support up to 720 kg, and it can be broken 
with a DC 25 Strength check, 


Too.s 

Any object designed to make a task easier—or take care of it entirely— 
essentially a tool. Most technical jobs can be performed with a security kit 
or tool kit, but some devices not included in those packages don't fit under 
any other category, and are presented here. 


Binder Cuffs 

Binder cuffs are durasteel restraints designed to lock two limbs of a prisoner 
together, normally the wrists of ankles, but it is possible to lock one arm to 
one leg or use the binder cuffs to hook a prisoner to a tree. The cuffs have 
damage reduction 10, 20 hit points, and Strength 40, Breaking them requires 
a DC 30 Strength check, and removing them without the seven-digit release 
code requires a DC 25 Mechanics check. The binder cuffs can be attached to 
the limbs of any creature of Large, Medium, or Small size, 


Energy Cell 

This small battery provides power for devices, including certain types of 
weapons. An energy cell appears as @ small, flat disk. An energy cell can be 
recharged with a power recharger. 


Fire Extinguisher 
4 full-round blast from this tool produces a chemical cloud that provides total 
concealment (see page 156). Those inside the cloud can't see targets outside 
the cloud, and those outside the cloud can't see targets inside the cloud. 
The cloud spreads 1 square in all directions for every round it is activated. It 
dissipates after 3 rounds (no matter how large the cloud). Each full-round 
blast depletes one-tenth of the fire extinguisher's chemical supply. 
If used for its intended purpose, the extinguisher can put out a fire of up 
to 10 squares in size at a rate of 1 square per round before it is depleted. 
Reloading the fire extinguisher is a full-round action, Replacement chemi- 
cal cartridges for the extinguisher cost 25 credits each. 


Mesh Tape 
The usefulness of mesh tape is limited only by a character's imagination. Mesh 
tape adhesive has Strength 15 and can support up to 90 ka indefinitely (and 
up to 180 kg for up to 5 rounds). Mesh tape itself has Strength 20 when used 
to bind another character and requires a DC 20 Strength check to break. 

A roll provides 30 meters (20 squares) of tape, 5 centimeters wide. 


Power Generator 

A power generator is a small fusion reactor that provides continuous power 
for heavy weapons, vehicles, structures, and machinery. It can power anything 
up to a Gargantuan vehicle or structure indefinitely, a Colossal vehicle or 
structure for 1 day, and a vehicle or structure of Colossal (frigate) size for 1 
hour. After that, it is disabled and must be repaired. 

If a power generator is destroyed while in use, its fusion reactor overloads 
and explodes, venting plasma into the surrounding area. When a fusion reac- 
tor explodes, make an attack roll (1d20+10) against the Reflex Defense of 
every target within 4 squares. If the attack succeeds, the target takes 846 
points of energy damage. If the attack misses, the target takes half damage. 
A target with the Evasion talent (see page 50) takes half damage if the attack 
succeeds or no damage if the attack misses, This is an area attack 

. 


Power Pack 

A power pack is a compact rectangular battery that fits into the orip or barrel 
of an energy weapon, such as a blaster, to provide the power needed to fire 
it. A power pack can be recharged with a power recharger. 


Power Recharger 

A power recharger is used to recharge a power pack or energy cell. The 
recharge process takes 4 hours, and only one power pack or energy cell may 
be recharged at a time. A power recharger holds enough power to recharge 
100 packs or cells, but is normally connected to a ship's or building's power 
supply, allowing it effectively unlimited recharge capacity. 


Security Kit 

Asecurity kit is a set of special tools for bypassing electronic and mechani- 
cal locks. It usually includes electronic components and dedicated sensor 
devices. On most worlds, possession of a security kit is illegal for anyone 
who doesn't have the proper permits, such as members of law enforcement 
agencies and professional security experts. 

A security kit is required to bypass traps or security systems using the 
Mechanics skill (see page 68). A security kit contains a comlink that monitors 
frequencies typically used by silent alarms, so the user can know if such an 
alarm has been triggered at any point during the operation. 


Tool Kit 
You need a tool kit to reprogram a droid or to repair a damaged droid or 
vehicle. A tool kit also makes repairing devices much simpler. 

The standard tool kit represents a broad collection of tools designed to 
take apart, analyze, modify, and rebuild almost any technological device, 
Most technicians personalize their tool kits over the course of years, but 
almost all contain at least an electroshock probe (for shorting out electronic 
components or soldering wires), fusion cutter (for cutting apart durasteel and 
similar materials), hydrospanner (to tighten and loosen all forms of screws 
and fasteners), laser welder (for connecting things), power calibrator (both 
for analyzing circuitry and to act as an emergency power cell), power prybar 
{for forcing things open), probe sensors, sonic welder (for connecting things 
when you can't afford a fire), various circuits and connector wires, vibro- 
cutters (for things that don't call for 2 fusion cutter), and welding goggles 
{so you don’t burn out your eyes). 

Many of these tools can be used as makeshift weapons, They all qualify 
as simple weapons, but since they aren't designed for combat, they impose 
a -5 penalty on attack rolls. (Droids with such tools on tool mounts don't 
suffer these penalties, since they don't have to deal with an oddly shaped 
handle.) Different tools deal different damage: electroshock probe, 1d8 
ion; fusion cutter, 2d6 energy; laser welder, 1d8 energy; power prybar, 18 
bludgeoning; sonic welder, 148 energy. 


Utility Belt 

A utility belt has several pouches containing a three-day supply of food 
capsules, a medpac, a tool kit, a spare power pack, a spare energy cell, a 
glow rod, a comlink, a liquid cable dispenser with a small grappling hook, 
and a couple of empty pouches for whatever else the wearer wants to add 
(up to 0,5 kg per pouch). 


WEAPON AND ARMOR 
ACCESSORIES 

A number of off-the-shelf accessories can enhance one’s performance on 
the battlefield. 


Bandolier 
Since there are so many types of weapons, there are an equally large number 
of ammunition types. Depending upon the weapons the wearer carries, 
a bandolier may contain energy cells or power packs (for blasters), clips 
(for slugthrowers), explosive bolts (for bowcasters), magazines (for missile 
launchers), grenades, knives, or any number of other forms of ammunition. 
A bandolier has 12 slots that can each hold a single Tiny weapon (such as 
a grenade or a knife) or a single piece of equipment weighing up to 0.5 kg. 
Any item on the bandolier can be retrieved as a move action. 


Helmet Package 

When installed in the helmet of a suit of armor, this electronic package 
allows the armor to grant the wearer a +2 equipment bonus on Perception 
checks as well as low-light vision. In addition, it includes an integrated 
hands-free comlink. Stormtrooper armor and its variants include such a 
system (MFTAS, or Multi-Frequency Target Acquisition System), already 
included in its statistics. Installing a helmet package takes 1 hour and a DC 
20 Mechanics check. 


Holster 

Holsters are generally available for all Medium or smaller weapons. (Larger 
weapons are usually carried on shoulder straps, hangers, or baldrics that 
cost as much as a hip holster.) A holster for a melee weapon is usually 
called a sheath. 

Hip Holster: This holster holds the weapon in an easily accessed—and 
easily seen—location. 

Concealed Holster: A concealed holster is designed to help keep a weapon 
out of sight (see the Stealth skill, page 72). In most cases, this is a shoulder 
holster (the weapon fits under the wearer's armpit, presumably beneath a 
jacket, vest, or cloak). Small or Tiny weapons and single-bladed lightsabers 
can be carried in concealed waistband holsters (often placed inside the 
wearer's waistband in the small of the back). Tiny weapons and single-bladed 
lightsabers can also be carried in ankle, boot, or wrist holsters. 


A concealed holster allows you to draw a concealed weapon as 2 move 
action instead of a standard action, but you take a -5 penalty on your Stealth 
check to conceal the weapon. 


Targeting Scope 

A targeting scope is a sighting device that makes it easier to hit distant 
targets. However, it affords a very limited field of view, making it difficult 
to use. Installing a targeting scope on a rifle or pistol requires 10 minutes 
and a DC 10 Mechanics check. 

Standard: A standard targeting scope reduces the range by one category 
(for example, from medium to short range). However, you must aim at your 
target to gain this benefit, and you lose the benefit if you change targets or 
lose line of sight to your target (see Aim, page 154). 

Enhanced Low-Light: A low-light targeting scope functions the same as 
a standard targeting scope in normal light. However, after aiming at a target, 
it allows the wielder to ignore concealment (but not total concealment) from 
darkness when attacking that target. 


SERVICES AND 
EXPENSES 


A brief listing of common services and expenses is given on Table 8-9: 
Services and Expenses. The cost figures on the table are guidelines only; 
the cost of certain services and expenses may be higher in isolated or 
primitive areas. 


ENCUMBRANCE 

Encumbrance rules determine how much your equipment slows you down. 
Encumbrance comes in two parts: encumbrance by armor and encumbrance 
by total weight. 


ENCUMBRANCE BY ARMOR 
Your armor defines your maximum Dexterity bonus to Reflex Defense, your 
armor check penalty, your speed, and how fast you move when you run (see 
Armor, page 131), Unless your character is weak or carrying a lot of gear, 
that's all you need to know. The extra gear your character carries, such as 
weapons and medpacs, won't slow your character down any more than his 
or her armor already does. 

If your character is carrying a really heavy load, however, then you'll need 
to calculate encumbrance by weight. 


ENCUMBRANCE BY WEIGHT 

If you want to determine whether your character's gear is heavy enough to 
slow him or her down (more than any armor already does), add up the weight 
of all the armor, weapons, and gear the character is carrying, If the total 
equals or exceeds the square of one-half your character's Strength score, 


fhe or she is carrying a heavy load. For example, a character with Strength 
12 is carrying @ heavy load if the total weight of his or her armor and gear 
is 36 ka (0.5 x 12, squared) or more. 

When carrying a heavy load, a character takes a -10 penalty on checks 
made using the following skills: Acrobatics, Climb, Endurance, Initiative, Jump, 
Stealth, and Swim. A heavy load also reduces the character's speed to three- 
quarters normal (rounded down), A character can move up to three times 
his or her speed when running with a heavy load (instead of four times). 


CARRYING Capacity 

The amount of weight that you can lift (in kilograms) is based on your 
Strength score and determined by the following formula: (Strength score)? 
% 0.5. For example, a character with Strength 15 can lift 112.5 kg (15 15 
* 0,5). 


SERVICE cost 
Luxurious 150 

Upscale ta 
Average 10 

__ Budget pes... EN mare 
Luxurious 200 
‘Upscale , 100 
Average 50 
‘Budget j 20 
Bacta tank treatment (per hour) 300 
Long-term care (per day) : 300 
Medpac treatment 300 
Surgery (per hour) 500 
Treat disease (per day) 500 
Treat poison (per hour) ra 100 
Treat radiation (per day) 1,000 


A character can strain ta lift an amount of weight (in kilograms) equal 
to his Strength score squared, but he or she can only stagger around with 
it. While overloaded in this way, the character loses any Dexterity bonus 
to Reflex Defense and can only move 1 Square per round (as a full-round 
action). 

A dragged object has less effective weight depending on the resistance 
of the surface: normal ground, 1/2; smooth surface or wheels, 1/5; com- 
pletely frictionless (such as pulling an object in zero-g or on a repulsorlift), 
1/10, Dragging an object over rough ground is no easier than lifting it. 

Bigger and Smaller Creatures: Larger creatures can carry more weight 
depending on size category: Large (x2), Huge (x5), Gargantuan (x10), and 
Colossal (x20). Smaller creatures can Carry less weight depending on size 
category: Small (x0.75), Tiny (0.5), Diminutive (0,25), Fine (x0.01), 


Taxi, local 10 
Passage, steerage (up to § days) a) 
Passage, average (up to 5 days) 1,000 
Passage, upscale (up to 5 days) 2,000 
Passage, luxurious (up to § days) 5,000 
Chartered space transport (up to 5 days) 10,000 
La 
Luxurious 10,000 
‘Wealthy 5,000 
Comfortable 2,000 
Average 1,000 
Struggling 500 
impoverished 200 
Self-sufficient 100 
MERLOT 
Speeder bike 20 
Landspeeder, average 50 
Landspeeder, luxury 100 
Airspeeder 500 
Shuttle, interplanetary 1,000 


The galaxy is a dangerous place, and sometimes you have to fight to survive. 
Whether the enemy takes the form of battle droids or stormtroopers, a dark 
Force-user or a rampaging rancor, you need to be able to defend yourself. 
Using blasters, vibroblades, and lightsabers, heroes regularly get caught up 
in blazing firefights, wild cantina brawls, and mesmerizing lightsaber duels. 
You can try to bluff your way gut of a tough situation, attempt to sneak 
away when your opponent is distracted, or even dazzle an enemy with your 
charming personality. But when all else fails, nothing beats having a good 
blaster at your side 

This chapter details the combat rules, covering the basics first. The 
back end of the chapter looks at some of the more unusual strategies that 
heroes can employ, including using vehicles in combat. Many special abili- 
ties and forms of damage that affect combat are covered in Chapter 14: 
Gamemastering. 


COMBAT SEQUENCE 
Combat takes place in a series of rounds, with each character taking one 
turn each round. Generally, combat runs in the following way: 

Step 1. The GM determines which characters are aware of their oppo- 
nents at the start of the battle. If at least some combatants are unaware 
of their opponents, a surprise round happens before regular rounds begin. 
If there is a surprise round, each combatant starts the battle flat-footed. A 
flat-footed character doesn't add a Dexterity bonus to his Reflex Defense. 
Once combatants act, they are no longer flat-footed. 

Step 2. The combatants who are aware of the opponents can act in the 
surprise round, so they make an Initiative check. In initiative order (highest 
to lowest), combatants who started the battle aware of th nts each 
take a single action (a standard action, a move action, or ift action; no 
full-round actions allowed) during the surprise round. Combatants who were 
unaware do not get to act in the surprise round, 

Step 3. Combatants who have not yet made an Initiative check do so. 
All combatants are now ready to begin their first regular round. If all com—- 
batants were aware of their opponents when the battle began, there is no 
surprise round and this is the first step in the combat sequence If there is 
no surprise round, no one starts flat-footed (everyone was alert enough to 
be ready for a fight). 

Step 4. Combatants act in initiative order. 

Step 5. When everyone has had a turn, the combatant with the highest 
initiative acts again, and steps 4 and 5 repeat until combat ends. 
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THE COMBAT ROUND 

Each round represents 6 seconds in the game world. In the real world, a 
round is an opportunity for each character involved in a combat to take one 
or more actions. Anything a person could reasonably do in 6 seconds, your 
character can do in 1 round. 

Each round begins with the character with the highest Initiative check 
result and then proceeds, in descending order, from there, Each round uses 
the same initiative order, When a character's turn comes up in the initiative 
sequence, that character performs his entire round's worth of actions. 

For almost all purposes, there is no relevance to the end of a round or the 
beginning of a round. The term “round” works like the word “month.” Amonth 
can mean either a calendar month, or a span of time from a day in one month 
to the same day the next month. In the same way, a round can be a segment 
of game time starting with the first character to act and ending with the last, 
but it usually means a span of time from one round to the same initiative 
number in the next round. Effects that last a certain number of rounds end 
just before the same initiative number that they began on, 


ACTIONS IN COMBAT 

Every round, on your character's turn, you may take a standard action, a 
move action, and a swift action (in any order), You may take a move action 
ora swift action in place of a standard action, but not the other way around. 
You may also take a swift action in place of a move action, but not the other 
way around, Finally, you may sacrifice all three of these actions to perform 
a single full-round action on your turn. 


STANDARD ACTION 
| 
MOVE ACTION 


| 
SWIFT ACTION 


Standard Action: A standard action is usually the most important action 
you'll take in 2 round, and it often consists of some sort of attack—swinging 
a lightsaber, firing a blaster, throwing a punch, hurling a grenade, and so on. 
You can perform one standard action on your turn, 

Move Action: A move action represents physical movement. The most 
common move action is moving your speed. Standing up from a prone position, 
opening a door, and drawing a weapon are also move actions. You can perform 
‘one move action on your turn, or two if you give up your standard action. 

Swift Action: Most swift actions enable you to perform your standard 
action, Examples include switching a weapon's mode and dropping a held 
item. You can perform one swift action on your turn, or two if you give up 
cither your standard action or your move action, or three if you give up both 
your standard action and your move action. 


———— 


Full-Round Action: A full-round action consumes all of your effort during 
a given round, effectively replacing all other actions on your turn. Some uses 
of skills require a full-round action to complete, Examples include bypass- 
ing a lock (using the Mechanics skill), searching an area for clues (using the 
Perception skill), and entering a Force trance (using the Use the Force skill), 
A full-round action can't span multiple rounds; for example, you cannot 
perform a full-round action that replaces your move action and swift action 
in the first round and your standard action in the following round. 


Free Actions and Reactions 
Some actions take such a negligible amount of time that they can be per- 
formed in addition to other actions or they can happen out of turn: 

Free Action: Free actions consume almost no time or effort, and you 
may take one or more free actions even when it isn’t your turn. Examples 
include calling out to your friends for help and taunting a foe. The GM puts 
reasonable limits on what counts as a free action. Reciting the epic history 
of the Rodian hunter clans takes several minutes (or more) and therefore isn't 
@ free action. You can't take free actions when you're flat-footed. 

Reaction: A reaction is an instantaneous response to someone else's 
action, and you can use a reaction even if it is not your turn, Examples 
of reactions include making a Perception check to notice a bounty hunter 
sneaking up behind you and instantly activating a Force power to absorb 
damage from an incoming blaster bolt. 


COMBAT STATISTICS 


Several fundamental statistics determine how well you do in combat. This 
section summarizes these statistics, 


ATTACK ROLL 

Attacking is a standard action, When you make an attack roll, roll 1¢20 and 

add the appropriate modifiers. If your result is equal to or higher than the 

target's Reflex Defense, you hit and deal damage (see Damage below), 
Your attack roll with a melee weapon or unarmed attack is: 


1d20 + base attack bonus + Strength modifier 
Your attack roll with a ranged weapon is: 


1d20 + base attack bonus + Dexterity modifier + range penalty 
(if any) 


Base Attack Bonus; Your class and level determine your base attack 
bonus. 

Strength Modifier: Strength helps you swing a weapon harder and faster, 
so your Strength modifier applies to melee attack rolls. 


Dexterity Modifier: Since Dexterity measures coordination and steadiness, 
your Dexterity modifier applies to attacks with ranged weapons. 

Ronge Penalty: A ranged weapon can attack a target at point blank, short, 
medium, or long range. If you make a ranged attack against a target within 
the weapon's point blank range, you take no penalty on the attack roll; your 
penalty on attack rolls increases to -2 at short range, -5 at medium range, 
and -10 at lang range (see Table 8-5: Weapon Ranges, page 129). 


Critical Hits 

When you roll a natural 20 on your attack roll (the d20 comes up "20"), the 
attack automatically hits, no matter how high the defender’s Reflex Defense. 
jn addition, you score a critical hit and deal double damage. All targets are 
subject to critical hits, even inanimate objects. 


Automatic Misses 

When you roll a natural 1 on your attack roll (the d20 comes up “1"), the 
attack automatically misses, no matter how high the bonus on the attack 
roll is. 


DAMAGE 
When you hit with an attack, you deal damage that reduces the enemy's hit 
points (see Hit Points, below). 

Damage with a melee weapon or thrown melee weapon is calculated 
as follows: 


Weapon damage + one-half heroic level (rounded down) + Strength 
modifier 


Damage with a ranged weapon is calculated as follows: 
Weapon damage + one-half heroic level (rounded down) 


Weapon Damage: A hit always deals at least 1 point of damage, even if 
penalties to damage bring the damage result below 1. 

One-Half Heroic Level: Weapons are simply more dangerous in the hands 
of powerful heroes (and villains). 

Strength Modifier; When you hit with a melee weapon or thrown melee 
weapon, you add your Strength modifier to damage. When you hit with 
a melee weapon that you are wielding two-handed, you add double your 
Strength bonus (if any) to the damage. This higher Strength modifier does 
not apply to two-handed melee attacks with light weapons. 


DEFENSES 
Your defenses represent your ability to avoid taking damage and overcome 
attacks against the body and mind. You have three defense scores: 


Reflex Defense: 10 + your heroic level or armor bonus + Dexterity 
modifier + class bonus + natural armor bonus + size modifier 


Fortitude Defense: 10 + your heroic level + Constitution modifier + 
class bonus + equipment bonus 


Will Defense; 10 + your heroic level + Wisdom modifier + class 
bonus 


Your species, talents, feats, and actions may grant additional bonuses to 
one or more of these defenses. For example, Gamorreans gain a +2 species 
bonus to Fortitude Defense, while a character with the Improved Defenses 
feat (page 85) gains a +1 bonus to all three defenses. 


Reflex Defense 

Your Reflex Defense (Ref) represents how hard you are to hit in combat, and 
most attacks target a creature's Reflex Defense. If an opponent's attack roll 
equals or exceeds your Reflex Defense, the attack hits. 

Heroic Level: Your heroic level is the sum of all levels you have in heroic 
classes (Jedi, noble, scoundrel, scout, soldier) and prestige classes (see 
Chapter 12). It does not include levels in the nonheroic class (see page 277) 
or beast class (see page 273). 

Armor Bonus: Your armor bonus is determined by the armor you wear 
{see Table 8-7; Armor, page 132). If you are wearing armor, add your armor 
bonus to your Reflex Defense instead of your heroic level. This represents 
the difference between using your innate skill to avoid injury and counting 
‘on your armor to absorb the damage from incoming attacks. 

Dexterity Modifier: Nimble targets are more difficult to hit than slow 
ones. Add your Dexterity modifier to your Reflex Defense. If you are flat- 
footed or unaware of an attack, you lose your Dexterity bonus (but not a 
penalty) to your Reflex Defense. If you are helpless (for example, knocked 
unconscious), calculate your Reflex Defense as if you had a Dexterity score 
of 0 (-5 modifier). 

Size Modifier: Smaller creatures are harder to hit than bigger ones. Apply 
the appropriate size modifier to your Reflex Defense (and only your Reflex 
Defense). Size modifiers are as follows: Colossal, -10; Gargantuan, -5; Huge, 
2; Large, -1; Medium, +0; Small, +1; Tiny, +2; Diminutive, +5; Fine, +10. 


Fortitude Defense 

Your Fortitude Defense (Fort) represents your ability to resist the effects of 
poison, disease, and radiation, as well as your ability to ignore effects that 
would incapacitate a normal being. 

Heroic Level: Your heroic level is the sum of all levels you have in heroic 
classes (edi, noble, scoundrel, scout, soldier) and prestige classes (see 
Chapter 12). It does not include levels in the nonheroic class (see page 277) 
or beast class (see page 273). 


Constitution Modifier: Tougher, healthier targets are more difficult to 
hurt than weaker ones, so you add your Constitution modifier to your Forti- 
tude Defense. A nonliving target (that is, any target without a Constitution 
score, such as a droid) instead adds its Strength modifier to its Fortitude 
Defense. 

Equipment Bonus: Some kinds of armor provide an equipment bonus to 
your Fortitude Defense (see Table 8-7: Armor, page 132). 


Will Defense 
Your Will Defense (Will) represents your willpower and your ability to resist 
certain Force powers and other effects that attack your mind. 

Heroic Level: Your heroic level is the sum of all levels you have in heroic 
classes (Jedi, noble, scoundrel, scout, soldier) and prestige classes (see 
Chapter 12), It does not include levels in the nonheroic class (see page 277) 
or beast class (see page 273). 

Wisdom Modifier: Strong-willed characters are harder to influence than 
weak-willed ones. You add your Wisdom modifier to your Will Defense, 
When you are unconscious, you have an effective Wisdom score of 0 (-5 
modifier). 


SPEED 
Your speed tells you how far you can move with a single move action. Your 
Speed depends mostly on your species, although certain kinds of armor can 
reduce your speed (see Armor, page 131). Some creatures, droids, and vehicles 
have a natural climb, burrow, fly, and/or swim speed in addition to their 
normal land speed. Any effect that reduces speed affects all of a creature's 
movement modes unless noted otherwise. 

Speed is measured in squares. Each square represents 1.5 meters (about 
5 feet). 

Fly: A creature with a fly speed is capable of flight, but not if it is carrying 
a heavy load (see Encumbrance, page 140). 


HIT POINTS 
Hit points (sometimes abbreviated “hp*) represent two things in the game 
world; the ability to take physical punishment and keep going, and the abil- 
ity to turn a serious blow into a graze or near miss. As you become more 
experienced, you became more adept at parrying strikes, dodging attacks, 
and rolling with blows such that you minimize or avoid significant physical 
trauma, but all this effort slowly wears you down. Rather than trying to 
keep track of the difference between attacks and how much physical injury 
you take, hit points are an abstract measure of your total ability to survive 
damage. 

As long as you have at least 1 hit point, you can act normally on your 
turn. 


Second Wind . 

If you are reduced to one-half your maximum hit points or less, you can 
catch a second wind as a swift action. This action heals one-quarter of your 
full hit point total (rounded down) or a number of hit points equal to your 
Constitution score, whichever is greater, You can catch a second wind only 
once per day. Certain feats or talents may allow you to catch a second wind 
more often, but never more than once in a single encounter, 

Only heroic characters can catch a second wind: nonheroic characters, 
creatures, objects, devices, and vehicles cannot. Exception: A nonheroic 
character that takes the Extra Second Wind feat (page 85) can catch a 
second wind once per day. 


0 Hit Points 

A creature reduced to 0 hit points moves -5 steps on the condition track and 
falls unconscious (see Falling Unconscious, below). However, if the damage 
that reduced the creature to 0 hit points equals or exceeds its damage 
threshold, the creature is killed instead (see Damage Threshold, below). 

A droid, object, or vehicle reduced to 0 hit points moves -5 steps on the 
condition track and is disabled (but repairable). However, if the damage that 
reduced it to 0 hit points equals or exceeds its damage threshold, the droid, 
object, or vehicle is destroyed instead. A destroyed droid, object, or vehicle 
cannot be repaired. 


Damage Threshold 

Attacks that deal massive amounts of damage can impair or incapacitate 
you regardless af how many hit points you have remaining. Your damage 
threshold determines how much damage a single attack must deal to reduce 
your combat effectiveness or, in some cases, kill you. Your damage threshold 
is calculated as follows: 


Damage threshold = Fortitude Defense + size modifier 


Size Modifier: Creatures, droids, and vehicles larger than Medium size 
gain a size bonus to their damage threshold. This size bonus is +5 for Large, 
+10 for Huge, +20 for Gargantuan, and +50 for Colossal. 

When a single attack made against you deals damage that equals or 
exceeds your damage threshold, but not enough damage to drop you to 0 
hit points, you move -1 step along the condition track (see Conditions, page 
148). If the damage reduces you to 0 hit points, you are dead. 

Droids, Objects, and Vehicles: A droid, object, or vehicle reduced to 0 hit 
points by an attack that deals damage equal to or greater than its damage 
threshold is destroyed. 

Spending a Force Point: If you are reduced to 0 hit points by an attack 
that deals damage equal to or greater than your damage threshold, you 
can avoid death by immediately spending a Force Point, even if you spent 
Force Point earlier in the round, A character who spends a Force Point in this 


fashion remains at O hit points, moves -5 steps along the condition track 
{see Conditions, page 148), and falls unconscious. 

{fa droid is reduced to 0 hit points by an attack that deals damage equal 
to or greater than its damage threshold, it may spend a Force Point in this 
manner to be disabled instead of destroyed. 

Improved Damage Threshold: You can increase your damage threshold 
by taking the Improved Damage Threshold feat (page 86). 


Falling Unconscious 
Acreature pushed to the bottom of the condition track (see Conditions, page 
148) or reduced to 0 hit points falls unconscious, When you fall unconscious, 


you fall prone and are unable to take any actions. After 1 minute (10 rounds), 
you make a DC 10 Constitution check. On a success, you move +1 step on 
the condition track, regain consciousness, recover hit points equal to your 
fevel, and can act normally on your next turn (although you start prone). 
If the check fails, you remain unconscious for 1 hour, after which you can 
attempt another Constitution check. You make a new Constitution check 
every hour until you regain consciousness. If you fail by 5 or more points, 
or if you roll a natural 1 on your Constitution check, you are dead, You can't 
take 10 on the Constitution check 

If you fail a Constitution check to regain consciousness, your condition 
becomes persistent (see page 149), which means that you can't heal damage 
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naturally and you can’t use the recover action (see page 154) until you've 
had surgery performed on you or until you get eight consecutive, uninter- 
rupted hours of rest. 

An unconscious character or creature subjected to a coup de grace attack 
(see page 154) or an attack that deals damage equal to or greater than its 
damage threshold dies immediately. 

A character or creature that receives any kind of healing while uncon- 
scious immediately revives and can get up to fight again (but starts 
prone); the healed character or creature has a number of hit points equal 
to the amount of healing it received, and it moves +1 step on the condi- 
tion track, 

Droids: When a droid is disabled (the equivalent of being unconscious), 
it moves ~5 steps on the condition track, falls prone, and is unable to take 
any actions. It remains inert and inoperative until repaired (see the Mechan- 
ics skill, page 68). A droid that is repaired immediately reactivates and can 
get up to fight again (but starts prone). The repaired droid gains a number 
of hit points equal to the amount repaired, and it moves +1 Step on the 
condition track. 

Objects, Devices, and Vehicles: When an object, device, or vehicle is 
disabled, it moves -5 steps on the condition track and no longer functions. 
It remains inert and inoperative until repaired (see the Mechanics skill, page 
68). A repaired object, device, or vehicle gains a number of hit points equal 
to the amount repaired, and it maves +1 step on the condition track. 


Death 

A character or creature that dies cannot be brought back to life except under 
special circumstances (see the revivify ability of the Treat Injury skill, page 
74). Similarly, a destroyed droid, object, or vehicle cannot be repaired. 

The Star Wars galaxy is a vast and perilous wilderness, and heroes who 
fight against evil and tyranny sometimes make the ultimate sacrifice. When 
a hero dies, the only thing a player can do is bid her character a fond farewell 
and roll up a new one. 


Natural Healing 
A living creature that gets eight consecutive, uninterrupted hours of rest 
regains hit points equal to its level, A living creature cannot heal naturally 
if it has any persistent conditions (see next page), and a creature can only 
benefit from natural healing once in a 24-hour period. 

In addition to the hit points gained from natural healing, a creature can 
regain additional hit points from first aid or long-term care (see Treat Injury 
skill, page 74). 


CONDITIONS . 
Certain debilitating attacks reduce one's combat effectiveness instead of 
one's hit points. Examples include a stun grenade blast, a force march, a 
paralyzing venom, or long-term exposure to extreme temperatures. Multiple 
conditions have cumulative effects and can quickly drive a creature from its 
normal state to unconsciousness or disable an otherwise functional droid, 
device, or vehicle, 

Physically debilitating attacks are usually made against the target's For- 
titude Defense, while mentally debilitating attacks target one's Will Defense, 
Either type of attack pushes the target along the same track. 


The Condition Track 

A creature, droid, object, or vehicle not affected by any debilitating condi- 
tions is assumed to be in a “normal state,” which represents one end of the 
Condition track. Each debilitating effect to which it succumbs moves it one 
or more steps along the condition track. A creature pushed to the last step 
on the condition track falls unconscious (see Falling Unconscious, above), 
A droid, object, or vehicle pushed to the last step on the condition track is 
Gisabled until repaired using the Mechanics skill (see page 68). 

When a device is pushed down the condition track, apply the indicated 
penalty on skill checks to any skill check made using the device. 

When a vehicle is pushed down the condition track, all of the vehicle's 
occupants suffer the same penalties as the vehicle itself until the vehicle is 
disabled. Penalties imposed by multiple condition tracks are cumulative; in 
other words, a vehicle's occupants suffer the effects of their own personal 
Condition tracks in addition to the effects of the vehicle's condition track. 


Removing Conditions 

You can improve your condition by spending three swift actions to use the 
recover action, moving +1 step along the condition track. You can spend all 
three swift actions in a single round or spread them out across consecutive 
rounds. For example, you could spend a swift action at the end of one turn 
and two swift actions at the start of your next turn to move +1 step along 
the condition track. Certain situations may prevent you from spending swift 
actions to move toward a normal state on the condition track (see Persistent 
Conditions, below), 

Resting for eight consecutive, uninterrupted hours usually removes all 
debilitating conditions afflicting a creature and returns it to its normal 
state. Some causes of debilitation, such as poison and hunger, may prevent 
@ creature from improving its condition or returning to its normal state until 
the cause of the debilitation is treated (see Persistent Conditions, below). 


Normal state (no penalties) 


-1 step } +1 step 


~1 step t +1 step 


-1 step 2 +1 step 


-1 step t +1 step 


-1 step 1 +1 step 


Persistent Conditions 

Some hazards and attacks (such as poison and disease) result in a persistent 
condition that cannot be removed except in certain circumstances. Any time 
a condition is persistent, you cannot use the recover action (see page 154) 
to move steps up the condition track, and you do not regain any hit points 
from natural healing. However, once a persistent condition is removed by 
satisfying the requirements stated in its description, you can move up the 
condition track and heal normally. 

Persistent conditions do not prevent you from moving up the condition 
track by means other than the recover action or resting for 8 hours. For 
example, an unconscious creature that fails its first Constitution check has 
a persistent condition from its injuries, but it still moves +1 step on the 
condition track when it makes a successful Constitution check to regain 
consciousness. 

Multiple Persistent Conditions: Sometimes you are affected by more 
than one persistent condition. For example, you might be poisoned after 
already suffering the effects of a disease. In this case, you must satisfy the 
requirements for removing all of these persistent conditions before you can 
move up the condition track. 


INITIATIVE 

In every round during combat, each combatant gets to do something. The 
combatants’ Initiative checks determine the order in which they act, from 
highest to lowest. 


INITIATIVE CHECKS 

At the start of a battle, each player makes an Initiative skill check for his 
character. (A character can make an Initiative check untrained.) The GM rolls 
Initiative checks for the opponents. All combatants act in order, from the 
highest Initiative check result to the lowest. A character's initiative count 
remains the same for all rounds of the combat unless a character takes an 
action that causes her place in the initiative order to change (see Special 
Initiative Actions, page 161). 

The GM should write the names of the characters on a piece of scrap paper 
in initiative order. That way, in subsequent rounds the GM can move quickly 
from one character to the next. If two combatants have the same Initiative 
check result, the character with the highest Initiative check modifier acts 
first. If there is still a tie, roll a die. 

To save time, the GM can make a single Initiative check for all of the bad 
guys, rolling 1420 and adding the lowest Initiative check modifier in the 
group. That way, each player gets a turn each round and the GM also gets 
cone turn. At the GM's option, however, he can make separate Initiative checks 
for different groups of opponents or even for individual foes. For instance, 
the GM may make one Initiative check for an Imperial officer and another 
check for his squad of stormtroopers. 


YHOINING A BATTLE 
If characters enter a battle after it has begun, they make their Initiative check 
at that time and act whenever their turn comes up in the existing order. 


FLAT-FOOTED 

In any battle that begins with a surprise round (see Surprise, below), you 
start the battle flat-footed. You remain flat-footed until your first regular 
turn in the initiative order. You can’t apply your Dexterity bonus (if any) to 
your Reflex Defense while flat-footed. 


SURPRISE 

When combat starts, if you are not aware of your enemies but they are aware 
of you, you're surprised. If you know about your opponents but they don't 
know about you, you surprise them. 
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AWARENESS AND SURPRISE 
Sometimes all the combatants on a side are aware of their opponents; 
sometimes none are; sometimes only some of them are. Sometimes a few 
combatants on each side are aware and the other combatants on each side 
are unaware, 


Determining Awareness 

The GM determines who is aware of whom at the start of a battle. She may 
call for Perception checks to see how aware the characters are of their 
opponents. Some example situations: 


© The mission team enters a cantina and immediately spots a gang of 
Rodians. Alert and watchful, the Rodians also notice the heroes, Both 
sides are aware; neither is surprised, The heroes and the Rodians make 
Initiative checks, and the battle begins. 

© While exploring an abandoned armory, the heroes are being watched by 
a pack of Jawas. The Jawas lurk in hiding places, waiting for the right 
time to strike and defend their new lair from the intruders. Sia-Lan spots 
one of the Jawas as it tries to sneak behind a partially destroyed battle 
droid, The Jawas shriek and leap from their hiding places, surrounding 
the heroes. The Jawas and Sia-Lan each get to act during the surprise 
round, The other heroes, caught unaware, can't act. After the surprise 
round, the first regular round of combat begins. 

The mission team advances down a dark corridor in the space-station 
fortress of Grumbog, an alien warlord, using glow rods to light the way. 
At the end of the corridor, three of Grumbog's soldiers have set up an 
E-Web repeating blaster, They fire the weapon, sending a powerful blast 
down the corridor. That's the end of the surprise round. After determin- 
ing whether any of the heroes were hit and calculating damage, the GM 
announces that the first regular round of combat begins. The mission 
team is in a tough spot, since they are facing a powerful weapon and 
still can't see who is attacking them. 


The Surprise Round 

if some but not all of the combatants are aware of their opponents, a surprise 
round happens before regular rounds begin. The combatants who are aware of 
their opponents can act in the surprise round, so they make Initiative checks. 
In initiative order (highest to lowest), combatants who started the battle 
aware of their opponents each take a single action—a standard action, a move 
action, or a swift action—during the surprise round. If no one is surprised, a 
surprise round doesn't occur. 

Unaware Combatants: Combatants who are unaware at the start of 
battle do not get to act in the surprise round. Unaware combatants are flat- 
footed because they have not acted yet, so they do not apply their Dexterity 
bonus (if any) to their Reflex Defense. 


TYPES OF ACTIONS 
The fundamental combat actions of moving and attacking cover m 
what you want to do in a battle. They're all described here and 
in Table 9-1: Actions in Combat. 


STANDARD ACTIONS 
Astandard action is usually the most important action you'll take in 
and it often consists of some sort of attack—swinging a lightsab 
a blaster, throwing a punch, hurling a grenade, and So on. You can p 
one standard action in a given round of combat. 

A standard action could be any one of the following: 


Attack with a Melee Weapon 
With a melee weapon, you can strike any enemy in a square you can threal 
Small and Medium characters threaten the squares adjacent to them, 
creatures may threaten a larger number of squares, as defined by their 
(see Reach, page 161). 4 
Two-Handed Melee Weapons: When you wield a melee weapon tw 
handed, add double your Strength bonus (if any) to the damage. This 
Strength modifier does not apply to light weapons (weapons smaller 
your size). 
Improvised Weapons: Sometimes objects not crafted to be 
get used: chairs, bottles, crates, and so on. Because these objects 
designed for such use, characters who use improvised weapons are 
as not proficient with them and take a -5 penalty on their attack rolls. 
GM determines the size and damage dealt by an improvised weapon, 


Attack with a Ranged Weapon 
With @ ranged weapon, you can throw or shoot at any target within 
line of sight. A target is in line of sight if there are no obstructions (ine! 
ing other characters) between you and the target. The maximum 
of a ranged attack depends on the weapon used (see Table 8-5: 
Ranges, page 129), 

A ranged weapon can attack a target at point blank, short, med 
long range. If you make a ranged attack against a target within the weal 
point blank range, you take no penalty on the attack roll; your pens 
attack rolls increases to -2 at short range, -5 at medium range, 
at long range. 

Improvised Thrown Weapons: Sometimes objects not crafted 
weapons get thrown: small rocks, vases, pitchers, lightsabers, and $0 fe 
Because these objects are not designed for such use, characters who Us 
improvised thrown weapons are treated as not proficient with them and = 
a -5 penalty on their attack rolls, The GM determines the size and de 
dealt by an improvised thrown weapon. 


HIT DAMAGE STRENGTH 


10 

~ 10 (15) 
hold-out bi 5 10 (15) 
Small (blaster pistol) 5 15 (17) 
j(blaster rifle) 5 \ 20 (20) 
leapon, Large (heavy blaster rifle) 10 25 (25) 
Wed) 10 0 30, 30(30), 

ers ignore an object's damage reduction, 

‘the Strength check to disable the object. 


lard action, you can aid an ally's next skill check or attack roll, or 
erfere with an enemy's attacks. 
@ Skill Check or Ability Check: You can help another character 
55. on her skill check or ability check by making the same kind 
che or ability check in a cooperative effort. If you roll a 10 or higher 
ck, the character you are helping gains a +2 bonus on her check. 
ke 10 on a skill check or ability check to aid another. 
|an Attack Roll: In combat, you can aid another character's attack 
2M Opponent to avoid your own attacks, making it more difficult 
your ally. Select an opponent and make an attack against a 
Of 10. If you succeed, you grant a +2 bonus on a single ally's 
‘against that opponent. 
an Enemy: In combat, you can distract or interfere with an 
g his attacks more difficult, Select an opponent and make an 
3 Reflex Defense of 10. If you succeed, that opponent takes 
its next attack roll, 


POINTS THRESHOLD (BREAK DC*) OBJECT OR’ 


HIT DAMAGE STRENGTH 
POINTS THRESHOLD (BREAK DC’) 


20 (20) 
Syntherope 
Binder cuffs 


Cheap 

‘Average é a 10 1s) 
Sates 

High security 

Ultrahigh security 

Metal bars (2 cm thick) 


Permacrete wall (30 cm thick) 
Metal wall or hull (15 cm thick) 


Wooden door (5 om thick) 5 

Metal door or airlock (Sem thick) 10 30 

Blast door (50 cm thick) 10 a 
Attack an Object 


Sometimes you need to attack an object such as a door, a control console, or 
a held weapon, either to destroy it or to bypass it. An unattended, immobile 
object has a Reflex Defense of 5 + its size modifier; an unattended, moving 
object has a Reflex Defense of 10 + its size modifier. If you hit it, you deal 
damage as normal. However, an object usually has damage reduction (DR), 
which means that any attack that hits it has its damage reduced by the 
indicated amount. (Lightsabers ignore an object's damage reduction.) An 
object reduced to 0 hit points is disabled. If the damage that reduces the 
object to 0 hit points also equals or exceeds the object's damage threshold, 
the object is destroyed instead. 

Like characters, objects become increasingly debilitated if they take a lot 
of damage at once. If an object takes damage from a single attack that equals 
or exceeds its damage threshold, it moves -1 step on the condition track. An 
object that moves ~5 steps on the condition track is disabled. 

Held, Carried, or Worn Objects: A held, carried, or worn object is much 
harder to hit than an unattended object and has a Reflex Defense equal to 10 
+ the object's size modifier + the Reflex Defense of the holder (not counting 
armor bonus or natural armor bonus, if any). 
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Rope (syntherope, liquid cable) 1 per cm of thickness 


Glass (curaplex, plastex) 


1 per cm of thickness 


= perm of thickness 


Ceramic (ceramisteel) 1 per cm of thickness 


Wood (synthwood ot or any natural variety) 5 5 per cm of thickness 


SS perem of thickness 


Stone (permacrete, pee 10 5 per cm of thickness 
©1010 perm of thickness 


Heavy metal (duranium, lanthanide) 1015 per cm of thickness 


Multipart Objects: Very large objects can have separate hit point 
totals for different sections, For example, you can break the window of an 
airspeeder without destroying the whole speeder. 

The Right Weapon for the Job: The GM may determine that certain 
weapons just can't deal damage effectively to certain objects. For example, 
you will have a hard time breaking open a blast door with a cesta or cutting 
a cable with a club. The GM may also rule that certain attacks are especially 
successful against some objects. For example, it's easy to sheer or ignite a 
curtain with a lightsaber. 

Strength: All objects have a Strength score that represents their innate 
ability to bear weight (see Encumbrance, page 140). An object supporting 
weight in excess of its heavy load moves -1 step along the condition track 
immediately and another -1 step each round on the same initiative count. 
If an object is supporting weight in excess of twice its heavy load, it is 
immediately disabled. 

Breaking an Object: When you try to break something with sudden force 
rather than by dealing regular damage, use a Strength check to determine 
whether you succeed. The DC depends more on the construction of the item 
than on the material (see Table 9-1: Statistics for Objects), but it is usually 
equal to 15 + the object's Strength modifier, Attempting to break an object 
isa standard action. If the object has moved steps down the condition track, 
apply the condition penalty to the object's break DC. 

Object Statistics: Use Table 9-1: Statistics for Objects and Table 9-2: 
Statistics for Substances to determine or extrapolate the statistics for any 
given object. 


Charge ° 
As a standard action, you can move your speed (minimum 2 sq 
straight line through unobstructed terrain, and then make a melee 
the end of your movement. You gain a +2 bonus on your attack roll 
a -2 penalty to your Reflex Defense until the start of your next tur 
cannot charge through low objects, difficult terrain, or squares o 
enemies, but allies do not hinder your charge. 


Disarm 
As a standard action, you may attempt to disarm an opponent, fore) 
to drop one weapon (or other abject) that he is holding. 
Making a Disarm Attack: Make a normal melee attack roll against 
opponent, who gets a +10 bonus to his Reflex Defense. If your oppa 
holding the weapon with more than one hand, you take a -5 penalty o 
attack roll to disarm him. 
If the attack succeeds, your opponent is disarmed. If you 
disarm your opponent with an unarmed attack, you can take the d 
weapon. Otherwise, it's on the ground at your opponent's feet (in his 
ing space). 
\f your disarm attack fails, your opponent can make an imi 
attack against you. 
Improved Disarm: If you have the Improved Disarm feat (see pag 
you get a +5 bonus on your melee attack roll to disarm an oppo! 
your opponent doesn't get to make an immediate free attack against yo 
your disarm attack fails. 
Ranged Disarm: If you have the Ranged Disarm talent (see page 217 
you can attempt to disarm your opponent with a ranged attack. If the 
fails, your opponent doesn't get an immediate free attack against you. 


Fight Defensively 
Asa standard action, you can concentrate more on protecting yoursell 
hurting your enemies. You can take a -5 penalty on your attack rolls 


opportunity), you gain a +5 dodge bonus to your Reflex Defense 
start of your next turn. 

Acrobatics: If you are trained in the Acrobatics skill, you instead g 
+5 dodge bonus to your Reflex Defense when you fight defensively, of #4 
dodge bonus if you choose to make no attacks. 


Grab 
As a standard action, you can make a grab attack. A grab attack is trea 
as an unarmed attack except that it doesn't deal damage and you 
~5 penalty on the attack roll. You can only grab an opponent up to 0 
category larger than yourself, and only one opponent at a time. 


ti] it breaks the grab, a grabbed creature takes a -2 penalty on attack 
it uses a natural weapon or a light weapon. Additionally, it cannot 
it breaks the grab. Breaking the grab is a standard action and 
ly clears one grabber per character level, (The grabbed creature 
ch grabbers it clears if there are any left over.) 


attack is an improved version of the grab attack (see above). 


he Trip feat, or both, You can only grapple an opponent up to one size 
ory larger than you, and only one opponent at a time. 
jing attack is treated as an unarmed attack except that it deals 
if the grappling attack hits, you and the target immediately 
d grapple checks. A grapple check is 1420 + base attack bonus 
‘or Dexterity modifier (whichever is higher) + size modifier (see 
i). if your check result equals or exceeds the target's check result, the 
ects of @ grapple depend on the specific feat or combination of 
‘are using (see the feat descriptions in Chapter 5: Feats): Pin, Pin 
sh, Trip, or Trip and Throw. 
hatively, if you are armed with a light weapon, you may deal damage 
} weapon if you win the opposed grapple check; no attack roll is 


fiers for the grapple check are as follows: Fine, -20; Diminutive, 
¥y, -10; Small, -5; Medium, +0; Large, +5; Huge, +10; Gargantuan, 
sal, +20. 


ACTIONS 

On represents physical movement. The most common move action 
‘speed. You can perform one move action on your turn, or two 
your standard action. With the exception of specific movement- 
Mast move actions don’t require skill checks. In some cases 
dering open a stuck door), ability checks might be required. 

s include the following: 


Eup to your speed as a move action. Even moving 1 square is 
ove action. 

‘modes of movement are also covered by this type of action, 
Ng and riding an animal. 


a Weapon 

9 4 Weapon is a move action. 
you have the Quick Draw feat (page 87), you can draw or 
8S a swift action instead of a move action. 


Manipulate an Item 

Manipulating an item includes drawing or holstering a weapon, picking up an 

item, loading a weapon, opening a door, or moving a heavy object. 
Retrieve a Stored Item: Retrieving an item out of a backpack, carrying 

case, or other closed container requires two move actions, one to open the 

container and one to get the item. Holsters, utility belts, and bandoliers are 

not considered to be closed containers for this purpose. 


Stand Up 
Standing up from a prone position requires a move action. 

Acrobatics: If you are trained in the Acrobatics skill (see page 62), you 
can stand up from a prone position as a swift action with a successful DC 
15 Acrobatics check. 


Withdraw 
You can withdraw from combat as a move action. To withdraw, the first 1 
square of your movement must take you out of your opponent's threatened 
area by the shortest possible route. If you must move more than 1 square 
to escape the threatened area, you can't withdraw. You can move normally 
(take a move action) in order to escape an opponent, but you provoke an 
attack of opportunity when doing so. 

Once you clear the threatened area, you may continue to move, up to a 
total of half your speed, 

You can disengage from more than one opponent in the same action, but 
only if you can clear all threatened areas in your first 1 square of movement. 

Disengaging protects you from attacks of opportunity during your first 
square of movement, but you may provoke attacks of opportunity later in 
your turn (for example, you may move through another character's threat- 
ened area). 


Swift ACTIONS 

Things that require very little time or effort can be accomplished with a swift 
action, Some actions, feats, and talents require one or more swift actions 
to perform. You normally get one swift action per round, but you can take a 
second swift action instead of a standard action or move action, and you can 
take three swift actions in a round if you give up both your standard action 
and move action. Multiple swift actions usually have to occur on the same 
round or consecutive rounds, and some actions require that the multiple 
swift actions be consecutive (that is, no other action interrupts them). This 
is noted in the action’s description. 

Swift actions include the following: 


Activate an Item 
A swift action allows you to activate an item. Starting a vehicle, turning on a 
computer, and lighting a fusion lantern are all examples of activating an item. 


Aim 
2 Swift Actions 
You can take two consecutive swift actions in the same round to more care- 
fully line up a ranged attack. When you do so, you ignore all cover bonuses 
to your target's Reflex Defense on your next attack. You still must have line 
of sight to the target, however. 

You lose the benefits of aiming if you lose line of sight to your target or 
if you take any other action before making your attack. 

Careful Shot: If you have the Careful Shot feat (page 82), you gain a +1 
bonus on your ranged attack roll when you take the time to aim first. 

Deadeye: If you have the Deadeye feat (page 84), you deal extra damage 
when you take the time to aim first. 


Catch a Second Wind 

Asa swift action, you can catch a second wind (see Second Wind, page 146). 
You can only catch a second wind once per day. Only heroic characters can 
catch a second wind; nonheroic characters, abjects, devices, and vehicles 
cannot. 

Extra Second Wind: This feat (described on page 85) allows a heroic 
character to catch a second wind one extra time per day (but never more 
than once in a single encounter). A nonheroic character that takes the Extra 
Second Wind feat can catch a second wind once per day. 


Drop an Item 

Dropping an item is a swift action (but picking one up is a move action). 
You can drop an item so that it falls on the ground in your fighting space or 
lands in an adjacent square. 


Fall Prone 
Falling into a prone position requires a swift action. 

Acrobatics: If you are trained in the Acrobatics skill (see page 62), you 
can fall prone as a free action with a successful DC 15 Acrobatics check. 


Recover 

3 Swift Actions 

You can spend three swift actions in the same round or across consecutive 
rounds to move +1 step on the condition track (see Conditions, page 148). 
You cannot use the recover action while affected by a persistent condition 
(see Persistent Conditions, page 149). 


Switch Weapon Mode 

Some weapons have multiple weapon modes. Examples include blaster pistols, 
which have both a lethal setting and a stun setting, and blaster carbines, 
which have both a single-shot mode and an autofire mode. Switching to 
another weapon mode takes a swift action, 


FULL-ROUND ACTIONS 

A full-round action consumes all of your effort during a given ro 

tively replacing all other actions on your turn. A full-round 

‘span multiple rounds; for example, you cannot perform a full-round 

that replaces your move action and swift action in the first round ang 

standard action in the following round. 
Full-round actions include the following: 


Coup de Grace 

Asa full-round action, you can use a melee weapon to deliver a coup 
to a helpless creature or droid. You can also use a ranged weapon, 
you are adjacent to the target. You automatically score a critical hit, 
double damage. A defender reduced to 0 hit points by the coup de gr: 
instantly, or, in the case of a droid, is destroyed. An unconscious or 
defender hit by a coup de grace also dies or is destroyed instantly. 

You can't deliver a coup de grace against a vehicle or object. 


Full Attack 
As a full-round action, you can make more than one attack. To gain: 
attacks, you must be wielding two weapons, wielding a double 
or using a special ability that grants extra attacks. When making m 
attacks, you may resolve your attacks in any order desired, d 
target of each attack immediately before making the attack roll, Extra 
granted from different sources are cumulative. Any penalties associ: 
gaining an extra attack apply to all attacks that character makes 
start of his next turn. 

Attacking with Two Weapons: As a full-round action, a character 
with two weapons can attack once with each weapon, but the character! 
2 -10 penalty on all attacks for the round, This penalty assumes that the che 
acter is proficient with the weapon in hand; apply an additional -5 pen 
‘on the attack roll if the character is not proficient with the weapon. 

A character armed with three or more weapons still only gains one € 
attack, but that character may choose which weapon it wishes to US 
this extra attack each round. 

Attacking with a Double Weapon: As a full-round action, @ c! 
armed with a double weapon (such as a double-bladed light: 
attack once with each end of the weapon, but the character takes: 
penalty on all attacks for the round. This penalty assumes that the 
acter is proficient with the weapon; apply an additional -5 penalty 0 
attack roll if the character is not proficient with the weapon. (A cha 
who chooses to attack with only one end of a double weapon cant 
a standard action.) 

Dual Weapon Mastery: The Dual Weapon Mastery feats (see 
reduce the -10 penalty on attack rolls when fighting with two 


lor both ends of 2 double weapon. A character with all three Dual Weapon 
ery feats negates the ~10 penalty entirely, 

Double Attack and Triple Attack: The Double Attack feat (see page 84) 
allows 3 character to make one extra attack during a full attack, but the 
character takes a -5 penalty on all attacks until the start of his next turn. 
‘The Triple Attack feat (see page 89) allows a character to make one extra 
ipttack in addition to that granted by Double Attack, giving the character 
gn additional -5 penalty {total -10 penalty) on all attacks until the start of 
his next turn, If the character is armed with more than one weapon, he may 
ishoose which weapon (or weapons) he will use to make each extra attack. 


You can run as a full-round action, moving up to four times your speed in 
B straight line (or three times your speed in a straight line if wearing heavy 
rmor or carrying a heavy load). See the Endurance skill (page 66) for run 
ning rules, 


SPECIAL COMBAT 
RULES 


This Section describes various special rules that arise during combat. The 
mules are presented alphabetically by topic 


ARES ATTACKS 
iGetisin weapons and effects, such as grenades, autofire weapons, or the 
Force slam power, target all creatures in a given area instead of a s ngle 
‘target 
When you make an area attack, you make asi ingle attack roll and compare 

the Fesult to the Reflex Defense of every target in the area. Creatures you 
PRR take full damage, and creatures you miss take half damage. 
) Autofire Weapons: A weapon set on autofire targets a 2-square-by-2- 
sAWAKE area (see Autofire, below, for more information) 
t Radius: Grenades and explosives usually have a burst radius. When 
B Make an area attack with such a weapon, you must decide where to 
the burst before you make the attack roll The center of a burst is 
" n the corner of a square (at the “crosshairs"), 

Splash Weapons: Some weapons have a splash radius. When you make an 
Against a target, that target takes full damage if your attack roll equals 
is the its Reflex Defense, and half damage if the attack misses. Also 
your attack roll against the Reflex Defense of every target adjacent 
ME primary target; these adjacent targets take half damage if the attack 
DINO damage if the attack misses 
In: A character with the Evasion talent (see page 50) takes half 
It from a Successful area attack and no damage from an area effect 
his Reflex Defense 


ATTACKS OF OPPORTUNITY 

If an enemy moves out of a square adjacent to you or performs an action that 
forces him to let down his guard, you can make a single, immediate attack 
against that enemy (even if you've already acted during the round). This is 
called an attack of opportunity. 

You can only make attacks of opportunity with melee weapons, natural 
weapons, pistols, carbines, and any weapon with a folded stock. You may 
also make attacks of opportunity while unarmed if you have the Martial 
Arts | feat 
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Provoking an Attack of Opportunity 
Two actions can provoke attacks of opportunity: 


© Moving out of a threatened square. 
© Performing an action that distracts you from defending yourself and lets 
your guard down while within a threatened square. 


Most characters threaten the squares adjacent to them; larger characters 
threaten all squares within their reach (see Reach, page 161). A creature only 
threatens an area if it is armed with a natural weapon, a melee weapon, a 
pistol, a carbine, or any weapon with a folded stock. 

Moving Out of a Threatened Square: When you move out of a threat- 
ened square, you generally provoke an attack of opportunity. You do not 
provoke an attack of opportunity if you use the withdraw action (see page 
153) or if you successfully tumble (see Acrobatics skill, page 62), 

Performing an Action that Distracts You: Some actions, when per- 
formed in a threatened area, provoke attacks of opportunity because they 
make you divert your attention from the fight at hand. The following actions 
provoke attacks of opportunity: 


Making an unarmed attack without the Martial Arts | feat 

Aiming 

Loading a weapon 

Picking up an item 

Retrieving a stored item 

Moving into an enemy's square 

Using any skill that distracts you or forces you to drop your guard (GM's 
determination) 


eee eee 


Making an Attack of Opportunity 

An attack of opportunity is a single free attack, and you can only make 
one attack of opportunity per round. You don't have to make an attack of 
opportunity if you don't want to. An attack of opportunity is always made 
at your full attack bonus, minus any situational penalties you suffer. 

You can't make an attack of opportunity if you're flat-footed. 

Combat Reflexes: If you have the Combat Reflexes feat (page 83), you 
can make more than one attack of opportunity during a round, and you may 
make an attack of opportunity while flat-footed. However, you may only 
make one attack of opportunity per provoking action. (Moving any number 
of squares is treated as a single provoking action.) 


AUTOFIRE 

Any ranged weapon that has an autofire setting can be set on autofire as a 
swift action, Table 8-4: Ranged Weapons (page 126) indicates whether or 
nota specific weapon has an autofire setting. Some weapons, such as E-Web 
repeating blasters, operate only in autofire mode. 


Autofire is treated as an area attack (see Area Attack, page }) 
target a 2-square-by-2-square area, make a single attack roll at a -5 ney 
and compare the result to the Reflex Defense of every creature in the 
Creatures you hit take full damage, and creatures you miss take half der 
Autofire consumes ten shots or slugs, and it can only be used if the 
has ten shots or slugs in it. 

Autofire-Only Weapons: If you are using an autofire-only we 
you may brace your weapon by taking two swift actions in the same ; 
immediately before making your attack. When you brace an auto 4 
weapon, you take only a -2 penalty on your attack roll when 
autofire attack or using the Burst Fire feat (see below). 

Only heavy weapons, rifles, and pistols with an extended stock (seep 
125) can be braced. 7 

Burst Fire: The Burst Fire feat (see page 82) allows you to use a 
set on autofire against a specific creature instead of an area. You ti 
-5 penalty on your attack roll but deal +2 dice of damage. Using burst 
expends half as many shots or slugs (five instead of ten). This is not ec 
sidered an area attack, so the damage cannot be reduced using the Evas 
talent (see below). ; 

Evasion: A character with the Evasion talent (see page 50) takes hj 
damage from a successful autofire attack and no damage from an auto 
attack that misses his Reflex Defense (also see Burst Fire, above). 


CONCEALMENT 
Concealment encompasses all circumstances where nothing physically blo 
a blow or shot but where something interferes with an attacker's 
An attack that would normally hit might actually miss because the t 
has concealment. A target might gain concealment from fog, smoke, 
lighting, tall grass, foliage, or other effects that make it difficult to p 
the target's location. 
To determine whether your target has concealment from your 
attack, choose a corner of your square. If any line from this corm 
corner of the target's square passes through a square or border that p 
concealment, the target has concealment. When making a melee 
against an adjacent target, your target has concealment if his space is 
within an effect that grants concealment (such as a cloud of smoke). 
If you attack a target with concealment, you take a -2 penalty on 
attack roll. Multiple sources of concealment (such as a defender in @ 
night, with no illumination) do not apply additional penalties. j 
If you attempt to notice a target with concealment, you take @ -5 pe 
on your Perception check. 
Ignoring Concealment: Concealment isn’t always effective. For 
a character with low-light vision ignores concealment from darkness (OUS 
total concealment; see below). Likewise, a character with darkvision 
all concealment from darkness (even total concealment). 


Fog, smoke foliage, and other visual obstructions work normally against 


characters with darkvision or low-light vision 


Total Concealment 
a ine of effect to a target but not line of sight (for instance, if 
He you have 


he is in total darkness or if you're blinded), he is considered to have tota! 


concealment from you. You can't attack an opponent that has total conceal 


iment, though you can attack into a square that you think he occupies. If 
you attack @ target with total concealment, 
attack roll. You can't make an attack of opportunity against an opponent 
With total concealment, even if you know what square or squares the oppo- 
nent occupies. 

Ifyou attempt to notice a target with total concealment, you take a -10 
penalty on your Perception check 


take a 


5 penalty on your 
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COVER 
Creatures and terrain features can provide cover against attacks. A creature 
with cover gains a +5 cover bonus to its Reflex Defense, no matter how 
many creatures and terrain features are between it and the attacker, Te 
features that provide cover include trees, walls, vehicles, and cargo crates. 

To determine whether an enemy has cover, choose a corner of the attack- 
er’s square. If any line from this corner to any corner of the target's square 
passes through a barrier or any square occupied by a creature, the target has 
cover. The target does not have cover if the line runs along or touches the 
edge of @ wall or other square that would otherwise provide cover 

An adjacent enemy never has cover. 

Big Creatures and Cover: Any creature with a fighting space larger than 
1 square determines cover against melee attacks slightly differently than 
smaller creatures, Such a creature can choose any square that it occupies to 
determine whether an opponent has cover against its melee attacks. Similarly, 
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when making @ melee attack against such a creature, you can pick any of the 
squares it occupies to determine whether it has cover against you. 

Cover and Attacks of Opportunity: You can't make an attack of oppor 
tunity against an opponent with cover relative to you 

Cover and Stealth Checks: You can use cover to make a Stealth check 
Without cover, you usually need concealment (see above) to make a Stealth 
check 

Low Objects and Cover: Low objects provide cover to creatures in those 
squares. However, the attacker ignores low objects in its own fighting space and 
adjacent squares. Low objects in the attacker's space and in adjacent squares 


don't provide cover to enemies; essentially, the attacker shoots over them. 


Improved Cover 
In some cases, cover may provide a greater bonus to Reflex Defense, 
instance, a character peering around a corner or through a narrow ape, 
has even better cover than a character standing behind a low wall or a land, 
speeder. In such situations, double the normal cover bonus to Reflex Defense 
(+10 instead of +5). A creature with improved cover takes no damage from. 
area attacks that fail to hit its Reflex Defense. Furthermore, improved cover 
provides a +5 bonus on Stealth checks. ] 
The GM may impose other penalties or restrictions to attacks depend. 
ing on the details of the cover, For example, to strike effectively through @ 
gun port, you need to use a long thrusting weapon, such as a lightsaber & 
vibro-ax just isn't going to get through a narrow slit 


Total Cover 

If you don’t have line of effect to your target (for instance, if he is completely 
behind a high wall), he is considered to have total cover from you. You can't 
make an attack against a target that has total cover, 


DAMAGE REDUCTION (DR) 
A creature or object with damage reduction (DR) ignores a certain amount 
of damage from every attack, The amount of damage it ignores is always 
indicated; for example, an object with DR 10 ignores the first 10 points af 
damage from each attack 

Damage reduction is sometimes bypassed by one or more specific damage 
types (noted after the DR value). For example, a creature with DF S/enengy, 
ignores 5 points of damage from any source except one that deals energy, 
damage (such as from a blaster). Similarly, a creature with OR 10/plercing, 
or slashing ignores 10 points of damage from any source except one thal 
deals piercing or slashing damage 

Certain talents grant damage reduction, When a character with multiple 
types of damage reduction takes damage, use whichever damage reduction 
value most benefits the character, based on the type of damage. For exampiy 
if a character with DR 1 and DR 10/energy is struck by a blaster, it’s better 
for the character to apply his DR 1 against the attack (since DR 10/energy 
is bypassed by blaster) 

Lightsabers: Lightsaber ignore damage reduction unless specifically 
noted otherwise 


DIAGONAL MOVEMENT 
Moving diagonally costs double. When moving or counting along @ diagonal 
path, each diagonal counts as 2 squares, as shown in Diagram 9-3. |Fachal 
acter moves diagonally through low objects or difficult terrain, the cost of 
movement doubles twice (that is, each square counts as 4 squares} 

A character can't move diagonally past the corner or end of a wall that 
extends to a grid corner. 


piericuLT TERRAIN 
Broken ground, buckled deck plating, and similar obstacles are collectively 
d to as difficult terrain. It costs twice as much to move into a square 
containing difficult terrain. Creatures of Large size and bigger must pay the 
extra cost for moving across difficult terrain if any part of their fighting 
moves into such a square. 
Difficult terrain does not block line of sight or provide cover. 


ENCUMBRANCE AND SPEED 

Wearing medium or heavy armor or carrying 2 heavy load reduces your 

Gharacter’s specd to three-quarters normal (4 squares if your base speed is 

iBsquares, or 3 squares if your base speed is 4 squares). While wearing heavy 

grmor of carrying @ heavy load, you can run at triple your speed. 
‘Acharacter with a fly speed cannot fly while carrying a heavy load 


FIGHTING SPACE 

The squares that @ creature occupies on the battle map are collectively 
Teferred to as its fighting space. Small and Medium creatures (including 
Most characters) have a fighting space of 1 square. Large creatures have 
Bfighting space of 4 squares (2 squares on a side). Huge creatures have a 
Fighting space of 9 squares (3 squares on a side). Gargantuan and Colossal 
Geatures have much larger fighting spaces 


PLANKING 

Tyou are making a melee attack against an opponent and you have an ally 

Gn the other side of the opponent so that the opponent is directly between 

THE two of you, you are flanking that opponent. You gain a +2 flanking 
On your melee attack roll. See Diagrams 9-4 and 9-5 for examples 


Of flanking 


You don't gain a flanking bonus when making a ranged attack 


HELPLESS OPPONENTS 
Abelpless opponent—one who is bound, sleeping, unconscious, or otherwise 
“Btyour mercy—is an easy target. You can sometimes approach a target that 
Wate of your presence, get adjacent to it, and treat it as helpless. If the 
BIS in combat or some other tense situation, and therefore ina state of 
= eWareness and readiness, or if the target can use its Dexterity bonus 
its Reflex Defense, then that target can't be considered unaware. 
any reasonable precautions taken by a target—including stationing 
TGS, placing its back to a wall, or being able to make Perception 
also precludes catching that target unaware and helpless. 
. aang @ Helpless Opponent: A melee attack against a helpless 
Sains a +5 bonus on the attack roll (equivalent to attacking a 
target). A fanged attack gets no special bonus. In addition, a helpless 
can't add its Dexterity bonus (if any) to its Reflex Defense, In 


fact, its Dexterity score is treated as if it were 0, so its Dexterity modifier 
to Reflex Defense is =5. 


10ON DAMAGE 
lon pistols and ion rifles emit powerful bursts of electrostatic energy that 
can disable droids, vehicles, and electrical devices in much the same way 


that stun weapons can incapacitate living creatures. 

When you make a successful attack with a weapon that deals ion 
damage, first subtract half of the ion damage from the target's hit points. 
Creatures that do not have cybernetic prosthetics are singed by the ion 
energy but suffer no other ill effects. Droids, vehicles, electronic devices, 


DIAGRAM 8-3: Movement 
MOVING DIAGONALLY COSTS DOUBLE. A CHARACTER CAN'T MOVE 
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MOVES DIAGONALLY THROUGH Low OmuecTs, THE cosT OF 
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and cybernetically enhanced creatures may suffer additional effects, as 
noted below 


If the ion damage reduces the target's current hit points to 0, the target 
moves —5 steps on the condition track and Is either knocked unconscious 
or disabled (see Falling Unconscious, page 147) 

If the ion damage (before being halved) equals or exceeds the target's 


damage threshold, the target moves -2 steps on the condition track. 


LINE OF SIGHT 
A character can target an enemy that he can see, which is to say, any enemy 
within his line of sight. Draw an imaginary line from any point in the attacker's 
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fighting space to any point in the target's fighting space. If the Player 
controls the attacking character can draw that line without touching 
square that provides total cover (a wall, closed door, or similar Darrier} e 
total concealment (thick smoke, total darkness, or anything else that pre 
visibility), that character has line of sight to the target. 

A line that nicks a corner or runs along a wall does not provide line of 
sight. Other characters and creatures, low objects, difficult terrain, andy 
do not block line of sight. 

Line of Effect: Line of effect works just like line of sight, but it ig 
squares that provide total concealment, For example, a character who is 
or in total darkness doesn’t have line of sight to any target, but that chara 
has line of effect to any target that doesn't have total cover. 
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VING THROUGH 
SCUPIED SQUARES 
es you can pass through an occupied square. 
“You can move through a square occupied by any character, creature, 
that doesn’t consider you an enemy, 
sd or Unconscious Enemy: You can move through a square occupied 
emy that doesn't present an obstacle, such as one who is dead, 
15, or disabled, 
" Larger or Smaller Enemy: Any character can move through a 
7 ied by an enemy three or more size categories larger or smaller 
‘moving character. 
A character trained in Acrobatics can attempt to tumble 
‘enemy's fighting space (see the Acrobatics skill, page 62). 


ONE TARGETS 

cks, talents, feats, and Force powers can knock a character prone. 
acter takes a -5 penalty on melee attack rolls. Melee attacks 
@ prone character gain a +5 bonus, while ranged attacks made 
‘Prone character take a -5 penalty. Being prone may also give a 
ter total cover instead of normal cover (for example, being prone 
ow wall), subject to the GM's discretion. 


Ht 

feach determines the distance it can reach when making a melee 
ereature threatens all squares within its reach. Small and Medium 
have a reach of 1 square, which means they can make melee 
ily against targets in adjacent squares. Larger creatures tend to 
iter reach and, consequently, a bigger threatened area. 
‘Creatures: A creature with greater-than-normal reach (more 
) can still attack opponents directly next to it. A creature with 
Normal reach usually gets an attack of opportunity against an 
when the opponent approaches it, because the opponent must 

ove within its threatened area before making a melee attack. 

it A Fine, Diminutive, or Tiny creature must be in 

attack you; moving into your square provokes an attack of 
You can attack into your own space if you need to with a melee 
Ut not @ ranged attack), so you can attack very small opponents 


RaTING (SR) 

evices, and vehicles have a shield rating (SR). Whenever a 

takes damage from an attack, reduce the damage by the 
femaining damage (if any) is dealt to the target's hit points, 

g¢ reduction normally. 


Shield Damage: If the damage dealt by an attack exceeds the target's 
‘SR, reduce the shield rating by 5. This reduction is cumulative, so 2 target's 
shield rating can eventually be reduced to zero. A character may recharge the 
shields of a device or vehicle by spending three swift actions on the same or 
Consecutive rounds to make a DC 20 Mechanics check; if the check succeeds, 
the target's SR improves by 5 points (up to its normal maximum), A droid 
may recharge its own shields by spending three swift actions on the same or 
consecutive rounds to make a DC 20 Endurance check; if the check succeeds, 
its current shield rating improves by 5 points (up to its normal maximum). 


SHOOTING OR THROWING INTO 

a& MELEE 

If you shoot a ranged weapon or throw a weapon at an opponent that is adja- 

cent to one or more of your allies, you take a -5 penalty on your attack roll. 

This penalty accounts for the fact that you're trying not to hit your allies, 
Precise Shot: If you have the Precise Shot feat (page 87), you don’t take 

this penalty. 


SPECIAL INITIATIVE ACTIONS 
Usually you act as soon as you can in combat, but sometimes you want to act 
later, at a better time, or in response to the actions of someone else. 


Delay 

By choosing to delay, you take no action when your turn in the initiative 
order arrives, Instead, you act normally at whatever later initiative point you 
decide to act. When you delay, you voluntarily reduce your own initiative 
count for the rest of the encounter. When your new, lower initiative count 
‘comes up later in the same round, you can act normally. You can specify this 
New initiative result or just wait until some time later in the round and act 
at that time, thus fixing your new initiative result at that point. 

Delaying is useful if you need to see what your friends or enemies are 
going to do before deciding what to do yourself. The price you pay is lost 
initiative. You never get back the time you spend waiting to see what's 
going to happen, 

Example; Deel and Vor'en approach @ locked hatch, behind which they 
expect to encounter a crime boss and his thugs. Vor'en’s initiative count is 
22, but he delays. He wants to open fire on the crime boss with his heavy 
blaster rifle, so he delays. On initiative count 14, Deel uses his Mechan- 
ics skill to unlock and open the door. Now Vor'en can move through the 
doorway and fire 2 shot at the crime boss, but his initiative is reduced to 
13 (just after Deel’s initiative of 14). For the rest of the battle, Vor'en acts 
on initiative count 13. 

Multiple Characters Delaying: If multiple characters delay their actions, 
the one with the highest Initiative check modifier has the advantage. If two 
or more delaying characters both want to act on the same initiative count, 
the one with the highest Initiative check modifier gets to go first. 
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Ready 

Readying lets you prepare to take an action later, after your turn is over but 
before your next turn has begun. You can ready a single standard action or 
move action. To do so, specify the standard action or move you will take and 
the circumstances under which you will take it. Then, any time before your 
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DiaaRaM 8-6: Ling OF BIGHT 
TWO CHARACTERS HAVE LINE OF BIGHT TO EACH OTHER IF 
THERE'S AT LEAST ONE CLEAR LINE BETWEEN THEIR SPACES. A 
LINE THAT NICKS 4 CORNER OF RUNS ALONG A WALL COBB NOT 
PROVICE LINE OF BIOHT. A CHARACTER NEEDS LINE OF SIGHT TO 
AN ENEMY TO ATTAGK THAT ENEMY. HAN BOLO HAS LINE OF 
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next turn, you may take the readied action in response to those Circumst; 
(assuming they occur) 

Initiative Consequences of Readying: The count on which you 
your readied action becomes your new initiative result. If you come to 
next action and have not yet performed your readied action, you don't 
to take the readied action (though you can ready the same action agai 
you take your readied action in the next round, before your regular acti a 
your initiative rises to that new point in the order of battle, and you do not 
get your regular action in that round. 

Example: Kelko and his friend Sia-Lan have just encountered a trio of 
Tusken Raiders in the wilds of Tatooine. On initiative count 14, Keiko Specifies. 
that he is going to fire his blaster at the first Raider that tries making an 
attack, On count 10, Sia-Lan moves next to Kelko and readies an attack with 
her lightsaber so that she can strike any foe that comes within 1 square of 
her position. On count 7, the Tusken Raiders charge, brandishing their gaffi 
sticks. As soon as the lead Raider raises his weapon, Kelko fires his blaster, 
but misses. Next, Sia-Lan swings at the first Raider to reach her and drops 
him. Other Raiders, however, reach Sia-Lan and attack her. From this point on, 
both Kelko and Sia-Lan act on initiative count 7 (and before the Raiders), 


SQUEEZING 
Creatures of Large size and bigger can squeeze through small openings ang 
down narrow hallways that are at least half as wide as their fighting spacey 
provided they end their movement in an area that they can normally occupys 
Big droids and vehicles can't squeeze at all, unless they can compress thelr 
frames to accommodate the tighter space. 

Creatures of Large size or bigger cannot squeeze past enemies, 


STUNNING 
Sometimes you'd rather knock an enemy unconscious than kill him, That's way 
many weapons have stun settings and why stun batons and stun grenades: 
are popular with law enforcement agencies throughout the galaxy. 

Various melee weapons and blasters have @ stun setting, and switching) 
a weapon to its stun setting (or resetting it to normal damage) is @ swift 
action. Some stun weapons, such as stun grenades, only have a stun settings 
Unless otherwise noted, the stun setting on a blaster weapon has a maximum) 
range of 6 squares (no range penalties) , 

Only creatures can be stunned. Droids, vehicles, and objects are immune 
to stunning effects. 

When you make a successful attack with a weapon that deals stun damage 
subtract half of the stun damage from the target's hit points. Additional effects 
may occur as well, depending on the amount of damage dealt: 


© Ifthe stun damage reduces the target's current hit points to 0, the target 
moves -5 steps on the condition track and is knocked unconscious (See 
Falling Unconscious, page 147) 


ifthe stun damage (before being halved) equals or exceeds the target's 
ST jamage threshold, the target moves ~2 steps on the condition track 


A creature knocked unconscious by a stunni ffect does not die if it 
r anatural } onits Constitution check to regain consciousness or if it fails 
Se check by 5 or more points. It simply remains unconscious. 
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UNARMED ATTACKS 
Striking for damage with punches, kicks, and head butts is essentially like attack- 
ing with a melee weapon. Unarmed attacks deal normal bludgeoning damage. 
A Medium character normally deals 1d4 points of bludgeoning damage 
(plus Strength modifier) with a successful unarmed attack; a Small character 
deals 143 points of bludgeoning damage (plus Strength modifier). Certain 
talents, feats, or special abilities may increase the damage a character deals 
with his unarmed attacks. 
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CHAPTER 
ea VEHICLES 


fs and capital ships to agile airspeeders and starfighters, Despite this 
i, the basic purpose of all vehicles remains similar; moving passengers 

‘one place to another. Of course, the places involved in this journey can 
affect the form and function of the vehicle. 

mrules come into play whenever vehicles figure prominently on the 

whether that battlefield happens to be ona planet's surface or 

k void of space. The movement and combat rules presented here 


~ 
rs “al types of vehicles, from planetary vehicles to starships. 
gF* 


ter involves both vehicles and characters on foot, use character scale. If the 
scene involves vehicles only, use starship scale. 


CHARACTER SCALE 
Character scale is identical to the standard movement scale. Combat is carried 
out on a grid in which each square equals 1,5 meters (about 5 feet). 

In character scale, most vehicles are large enough to occupy multiple 
‘Squares on the battle grid. How many squares a vehicle occupies is determined 
by the vehicle's size (and the same holds true for characters and creatures), 
Vehicles of Colossal (frigate) size or greater are not placed on the battle map; 
they are either off the map (perhaps providing fire support), or the battle 
takes place inside them. 

In character scale, more than one surface vehicle cannot@ecupy the 
same space on the battle grid, and a collision occurs whenever a vehicle 
ters @ square occupied by a creature, obstacle, or other vehicle (see Col- 
\ isions, page 173). 


. STARSHIP SCALE 
_fistarship scale, each square of the grid is abstract, representing a variable 
‘Bmount of space depending on the vehicles involved. In most cases, one 
Weis hundreds or even thousands of meters wide. In starship scale, the 
eifirepresents relative movement, not absolute movement, so several 
orbit might be drifting together at many kilometers per second 
S they move around one another. 
At starship scale, a vehicle can pass through squares occupied by allies, 
Hot squares occupied by enemies, 


x ween 


x wave 


VEHICLE TYPES 

The term “vehicle” encompasses both planetary vehicles (such as airspeeders, 
landspeeders, and walkers) and starships (such as starfighters, space trans~ 
ports, and capital ships). The major difference between planetary vehicles 
and starships is that planetary vehicles generally do not travel in the vacuum 
of space. Rules that pertain only to planetary vehicles or starships are called 
out specifically. 


PLANETARY VEHICLES 
Planetary vehicles are further subdivided into ground vehicles and air 
vehicles. 

Ground Vehicle: The most basic vehicles in the Star Wars universe, ground 
vehicles only operate on (or very near) a planetary surface. 

Speeder: Speeders are common sights on the technologically advanced 
worlds. Equipped with repulsorlift drive technology, they hover above the 
ground at a height of anywhere from a few centimeters to several meters 
and can achieve remarkable speeds. Speeders ignore penalties for difficult 
terrain, 

Tracked: Tracked vehicles have treads or tracks looped around a large 
number of wheels, providing great traction but making them less maneu~ 
verable at higher speeds—and extremely loud at any speed. Tracked vehicles 
ignore penalties for difficult terrain and take half damage from collisions 
with obstacles at least one size category smaller than them. 

Walker: Walkers move about on two or more legs, literally walking over 
the terrain, Walkers retain their balance by means of finely tuned gyroscopes 
and offer a fairly smooth ride, They rely on even footing, however, and when 
they topple, the results can be disastrous. Walkers ignore obstacles that are 
three or more sizes smaller than them, 


Wheeled: Wheeled vehicles move on one or more wheels ( 
monly two to four). Faster and more maneuverable than tracked or. 
vehicles, wheels are a cheap alternative to repulsorlift technology 
and fast vehicles, F 
Air Vehicle: Air vehicles generally operate above a planetary 5) 
within the planet's atmosphere. 

Airspeeders: Airspeeders are repulsorlift vehicles that can tr; 
where up to about 300 kilometers above ground level, but they are 
of true space flight. Because they fly so high above the ground, they 
penalties for terrain or obstructions. Of all planetary vehicles, airsng 
are the most maneuverable. 


STARSHIPS 
Starships are vehicles capable of interplanetary and interstellar tra 
are further subdivided into starfighters, space transports, capital 
Space stations. 
Starfighter: Starfighters are small, agile starships of Gargantuan 
smaller, Though they can travel in atmosphere, they excel at space 
Starfighters can function with as few as one crewmember (the pilot), 
Space Transport: Space transports are mid-size starships of Colo 
Colossal (frigate) size with fewer than 200 hit points. Most space 
are designed for moving passengers or cargo, but some are used as gui 
drop ships, or assault shuttles. 


VEHICLE SIZE 

SIZE MODIFIER’ EXAMPLES 

Colossal (station) -10 Executor-class Star Dread 
Death Star 


Imperial-class Star Destroyer, 
MCB0 Mon Calamari cruiser 
Corellian corvette (Tantive IV), 


Colossal (cruiser) =10 


Colossal (frigate) -10 


Nebulon-8 frigate 
Colossal -10 AT-AT, YT-1300 light freighter 
{Millennium Falcon) 
Gargantuan -5 AAT-1 repulsor tank, X-wing 5 
Huge <2 AT-ST walker, TIE fighter 
Large -1 Speeder bike, X-34 landspeed 


1 Apply this size modifier to the vehicle's Reflex Defense, as well as to ln 
and Pilot checks made by the vehicle's occupants, 


Capital Ship: Capital ships include all starships of Colossal (frigate) size 
ger. Capital ships usually carry hundreds if not thousands of crewmem- 
‘and passengers, and some are large enough to house other capital ships 
their hangar bays. Some very large transports and colony ships fal! 
to this category despite not being designed for combat. 

Space Station: Though not technically modes of transportation, space 
Hons have statistics like other starships. A space station can have @ 
lation in the thousands or millions, depending on its size. Most space 
is are immobile, the Death Star being a notable exception. 


fEHICLE COMBAT 
TATISTICS 


vehicle statistics that are relevant to combat are described below. 


EHXHICLE SIZE 

jes use similar size categories as creatures, as shown on Table 10-1: 
Sle Sizes, The Colossal size category is further subdivided to differentiate 
icularly massive starships and space stations. 

Avehicle’s size modifier applies to the vehicle's Reflex Defense, as well as 
Mitiative and Pilot checks made by the vehicle's occupants. 


TTACKS 
iny vehicle equipped with weapons can make attacks against enemies within 
An attack roll with a vehicle weapon is calculated as follows: 


pB08¢ Attock Bonus: Use the base attack bonus of the gunner (which, in 
RE Cases, may be the pilot). 
ligence Modifier: A vehicle's computer improves the accuracy of the 
S Weapon systems, and the vehicle's Intelligence score measures the 
Of the computer. 

9¢ Modifier: A vehicle weapon can attack a target at point blank, short, 
Dr long range. If you make a ranged attack against a target within 
POn's point blank range, you take no penalty on the attack roll. Your 
EL OF attack rolls increases to -2 at short range, -5 at medium range, 

Bat long range (see Table 10-2: Vehicle Weapon Ranges) 


er Combat, when you roll a natural 20 an your attack, you 
tically hit and deal double damage. 


Misses 
@ Natural } on your attack, you automatically miss. 


* Saigves 


—CHARACTER SCALE (IN SQUARES) STARSHIP SCALE (IN SQUARES). 
WEAPON TYPE PT, BLANK ‘SHORT MEDIUM LONG PT. BLANK lee MEDIUM 
Blaster cannon 0-120 121-240 241-600 601-1,200 Gl heated ‘ 4 
lon cannon 0-300 301-600 601-1,500 1,501-3,000 0-2 
Laser cannon 0-150 151-300 301-750 751-1,500 0-1 
Missile or torpedo 0-450 451-900 901-2,250 2,251-4,500 0-3 
Point-defense’ 0-150 151-300 = 301-750 751-1,500 04 r 
Tractor beam! 0-150 151-300 301-750 751-1,500 0-1 2 
Turbolaser! 0-600, 601-1,200 1,201-3,000 —_3,001-6,000 0-4, 5307 DM 


1 This weapon can only be mounted on a vehicle of Colossal (frigate) size or larger. 


DAMAGE 

When you hit with a vehicle weapon, you deal damage according to the type 
of weapon [listed in each vehicle's statistics). Damage dealt by a vehicle 
weapon is calculated as follows: 


Weapon damage x damage multiplier 


Damage Multiplier: After rolling the weapon damage dice, multiply the 
result by the listed damage multiplier. For example, when you fire a vehicle 
weapon that deals 6d10x2 damage, roll 6d10 and multiply the result by 2. 


DEFENSES 

Avehicle’s defenses represent how difficult it is to hit or overload its systems, 
Unlike characters, vehicles do not have a Will Defense. However, vehicles have 
a Reflex Defense and a Fortitude Defense which are calculated as follows: 


Reflex Defense = 10 + vehicle's Dexterity modifier + size modifier 
+ armor bonus or pilot's heroic level 
Fortitude Defense = 10 + vehicle's Strength modifier 


Reflex Defense (Ref) 
Whenever you make an attack against a vehicle, compare your attack roll to 
the target's Reflex Defense (abbreviated “Ref”). If you equal or exceed the 
vehicle's Reflex Defense, you hit it and deal damage. 
Size Modifier: Use the vehicle's size modifier instead of your own when 
calculating the vehicle's Reflex Defense (see Table 10-1; Vehicle Sizes). 
Armor Bonus: Use the vehicle's armor bonus instead of your own when 
calculating the vehicle's Reflex Defense. You may add your heroic level 
instead of this armor bonus. 


Dexterity Modifier: A vehicle's Dexterity modifier represents how w 
can move out of harm's way. If the pilot is flat-footed, or if the vehi 
out of control or attacked by an undetected opponent, the vehicle los 
Dexterity bonus to its Reflex Defense. If the vehicle is at a full stop, p 
down, or disabled, it is treated as if it has a Dexterity score of 0 (=! 
to Reflex Defense). 


Fortitude Defense (Fort) 
Vehicles use their Fortitude Defense (abbreviated “Fort") to det 
damage threshold (see below). 

Strength Bonus: A vehicle's Strength bonus represents its overall 
ness and durability, 


Hit POINTS 

Vehicles have hit points, just like characters, Hit points are abstract, 
to represent not only the vehicle's physical mass but alsa the rob! 
fragility of its systems. 


Damage Threshold : 
Like creatures, vehicles have a damage threshold, calculated as follows 


Damage threshold = Fortitude Defense + size modifier 


» Modifier: Apply the following size modifiers to a vehicle's damage 
Large, +5; Huge, +10; Gargantuan, +20; Colossal, +50; Colossal 
‘olossal (cruiser), +200; Colossal (station), +500. 
Fe vehicle takes damage from a single attack that equals or exceeds 
threshold, the vehicle moves -1 step on the condition track (see 
is, page 146), A vehicle pushed to the bottom of the condition 
bled and comes to a complete stop immediately. If the vehicle 
jing in a gravity well at the time it became disabled, it immediately 

meters (100 squares) plus another 300 meters (200 squares) every 
til it either hits the surface or is reactivated. Resolve falling damage 
{see Falling Damage, page 255). 

cle is reduced to 0 hit points by an attack that deals damage equal 

er than its damage threshold, it is destroyed. In addition, all of the 
pccupants take half damage from the attack. 


w COVER 
es provide at least some cover to their passengers. Passengers 
bonus to their Reflex Defense against any attacks that target 
d of the vehicle. A vehicle can provide no cover, normal cover (+5 
is), improved cover (+10 cover bonus}, or full cover. You cannot 
target that has full cover. 
era vehicle provides to its passengers is included in its statistics 
Descriptions, page 174). 


ED 
ithicle has a speed, given in squares. The pilot may move a vehicle up 
ed Speed as a move action, and up to four times its speed with the 
t action (see page 172). 
pS and airspeeders have a separate listing for their speed in star- 


Velocity: This is the maximum speed a vehicle may move in 
Itis seldom relevant in combat because such speeds quickly 
thicle off the battle map and out of range. 


RACTERS IN 
IcLeES 
ina vehicle fills one of several possible roles, which determines 
ler can do. A character can fill several roles at once, but most 
be filled by one character at a time. For example, an X-wing 
tS a5 the vehicle's commander and gunner, while her astromech 
Acts as a copilot, shield operator, and engineer, On the other 
-class Star Destroyer with thousands of crewmembers still 
Jot, One commander, and so forth. You can change roles from 
‘but you can only start filling a particular role if no other 
iS filled that role since your last turn. 


Pilot: The pilot of the vehicle controls its movement, Most vehicles have 
only one position fram where the vehicle can be piloted. Piloting a vehicle is, 
at a minimum, a move action, which means that the pilot can do something 
else with his standard action and swift action. A vehicle can have only one 
pilot at one time. The pilot adds the vehicle's size modifier and Dexterity 
modifier on all Initiative and Pilot checks. 

Copitot: A copilot can help the pilot by using the aid another action (see 
Aid Another, page 170). The copilot must be seated in a location where he can 
see in front of the vehicle and advise the pilot (in most cases, this location 
is the cockpit). Aiding the pilot is a standard action, leaving the copilot with 
a move action and swift action each round to do something else. A vehicle 
can have only one copilot at a time, 

Gunner: Most military vehicles and some civilian vehicles have built-in 
weapons, Any weapon not controlled by the pilot or co-pilot requires a gunner 
to operate, A vehicle can have as many gunners as it has gunner positions. 

Commander: The commander coordinates the various crewmembers and 
stations aboard the vehicle, analyzes the battle as it unfolds, and looks for 
weaknesses in the enemy’s vehicles and tactics. A vehicle can only have one 
commander at a time. 

System Operator: The system operator manages the vehicle's shields, 
sensors, and communications. A vehicle can only have one system operator 
ata time. 

Engineer: The chief engineer keeps the ship running even as it takes 
debilitating damage to its systems, diverting power from overloaded circuits 
to keep the ship functional. The engineer also leads efforts to repair damage 
to the hull between battles. A vehicle can only have one chief engineer at 
atime. 

Other Crew: Other crewmembers can fill many supporting roles, coordi~ 
nating troops or starfighters, administering medical care, guarding sensitive 
areas, and providing general maintenance. These crewmembers can assist 
others on some skill checks; for example, the members of a repair team may 
assist the chief engineer in his duties on capital ships. 

Passenger: All other personnel aboard the vehicle are considered pas- 
sengers. Passengers have no specific role in the vehicle's operation but may 
take actions aboard the vehicle or replace crewmembers as needed. 


STARTING THE BATTLE 


Unless noted otherwise, climbing aboard a vehicle is a move action, and 
powering up a vehicle requires a second move action. 


INITIATIVE 

There are two options for determining initiative in vehicle combat. First, 
each character can make a separate Initiative check. This is probably the 
best method if most or all characters are aboard the same vehicle, but it can 
result in a lot of delayed or readied actions as passengers wait for pilots to 


perform maneuvers, An alternative is to make an Initiative check for each 
vehicle, using the pilot's Initiative check modifier. This is particularly appropri- 
ate when characters are in separate vehicles, since it allows everyone aboard 
the same vehicle to act more or less simultaneously. 

Special: If you are trained in the Pilot skill (see page 71), you can choose 
to make a Pilot check instead of an Initiative check to determine your place 
in the initiative order. In any event, you must apply the vehicle's size modifier 
to your check (see Table 10-1: Vehicle Sizes, page 166). 


VEHICLE COMBAT 
ACTIONS 
The types of actions you can take during a single turn dan’t change when 
you're aboard a vehicle. 

Some of the actions described below can only be performed by particular 
crewmembers. In this case, the eligible crewmembers are listed in parentheses 
following the action's name. 


STANDARD ACTIONS 
A standard action could be any one of the following: 


Aid Another . 

As a standard action, you can aid an ally's next skill check, 
or attack roll. 
Aiding a Skill Check or Ability Check: You can help another: 
achieve success on her skill check or ability check by making the s¢ 
of skill check or ability check in @ cooperative effort. If you roll a 109 
on your check, the character you are helping gains a +2 bonus on he 
You can't take 10 on a skill check or ability check to aid another. Oni 

copilot can assist on Pilot checks, and only the commander can assist 
Computer checks. Any crewmember can aid any other skill check. f 
Aiding an Attack Roll: In combat, you can aid another character's 
by providing improved targeting data or by coordinating that attack y 
other vehicle actions. A gunner can grant a +2 bonus on another 
attack roll by making an attack against a Reflex Defense of 10. 
A sensor operator can grant a +2 bonus on another character's att 
roll by making a DC 10 Use Computer check. i 
Avehicle’s commander can grant a +2 bonus on another character's att 
roll by making a DC 10 Knowledge (tactics) check. 


Attack with Melee Weapon 
With a melee weapon, you can strike any enemy in a square you can tht 
You can only threaten squares within your reach from the vehicle's 
you don’t threaten spaces around the vehicle at all if it grants total coves 
example, a Jedi on a speeder bike could attack targets adjacent to the! 
with his lightsaber, but the same Jedi couldn't do so while inside an 
You can't make a melee attack in starship scale, except within the ct 
of the vehicle you occupy. 


Attack with Ranged Weapon 
With a ranged weapon, you can throw or shoot at any target within 
line of sight, as long as your vehicle does not grant you total cover 
example, clone troopers can fire their blasters at targets outside a 
gunship as long as the ship's doors are open. Range modifiers apply no 
for your weapon, 

You cannot make a personal ranged attack in starship scale, except 
the confines of the vehicle you occupy, 


Attack with Vehicle Weapon 
Gunner Only 
Any gunners {including the pilot, if there are pilot-operated weapons 
vehicle) can make an attack with their vehicle weapon as a sta! 
The maximum range and the range modifiers of a vehicle weapon eM 
depend on the weapon used (see Table 10-2: Vehicle Weapon Ranges): J 
Capital Ships: Capital ship weapons are designed for lond~! 
bombardment against large or immobile targets, and they have 


small enemies, When attacking a target of less than Colossal 
that is Colossal (frigate) size or larger takes a -20 penalty on 
‘olls. Point-defense weapons are specifically designed to attack 
and do not take these penalties. 
Pilot: If you are trained in the Pilot skill, you gain a +2 bonus 
made with any vehicle weapon identified as being crewed by 


d action, you can move up to your vehicle's speed (minimum 2 

s} ina straight line through unobstructed terrain directly toward your 

“and then make an attack with a vehicle weapon at that target at the 

pur movement. You gain a +2 bonus on your attack roll and take a 

‘to your vehicle's Reflex Defense until the start of your next turn. 

)scale, you cannot make an attack run through squares occupied 
mies, but allies do not hinder your attack run. 


d action, the pilot of an airspeeder or starfighter can initiate a 

st an enemy airspeeder or starfighter in an adjacent square 
tale). Make a Pilot check at a -5 penalty, opposed by the enemy's 
If you succeed, you and the target vehicle are engaged in a 


ces of Dogfighting: A vehicle engaged in a dogfight must 
dogfight action on every turn, and it cannot move out of its cur- 
until it disengages (see below). While engaged in a dogfight, you 

ck any target outside the dogfight. 
a Dogfight: If another vehicle fires into a dogfight, it takes a 

attack roll unless the gunner has the Precise Shot feat. 
in a Dogfight: Make an opposed Pilot check as a standard 
win the opposed check, you may make a single attack with a 
as 4 swift action. If you fail, you cannot attack the target, 
on your vehicle take a -5 penalty on any attack rolls they 
next turn. 

g from a Dogfight: Make an opposed Pilot check as a move 
the opposed check, you successfully disengage from the 


HUNK 


dogfight and may move a number of squares equal to your speed. If you 
fail, you remain in the dogfight, and any gunners on your vehicle take a -S 
penalty on any attack rolls they make until your next turn, 

Attack of Opportunity: If an enemy starfighter tries to move through 
your square or an adjacent square, you may attempt to initiate a dogfight 
@s an attack of opportunity. If successful, the enemy starfighter must stop 
moving. 


Fight Defensively 

Pilot Only 

Asa standard action, you can concentrate more on protecting your vehicle 
than hurting your enemies. You and all gunners on your vehicle take a ~5 
penalty on your attack rolls and your vehicle gains a +2 dodge bonus to its 
Reflex Defense until the start of your next turn. If you choose to make no 
attacks, your vehicle gains a +5 dodge bonus to its Reflex Defense and all 
gunners on your vehicle take a -10 penalty on their attack rolls until the 
start of your next turn, 

Trained Pilot: if you are trained in the Pitot skill, your vehicle instead 
gains a +5 dodge bonus to its Reflex Defense when you and your gunners 
take a -5 penalty on attack rolls, or a +10 dodge bonus if you choose to 
make no attacks on your turn, 


MOVE ACTIONS 
Move actions include the following: 


Move 

Pilot Only 

You can mave up to your vehicle's speed. The only restriction for vehicle 
movement is that you cannot reenter a square you just left. 


SwiFtt ACTIONS 
Swift actions include the following: 


Aim 

Gunner Only 

Just as in character combat, you can aim before making a ranged attack 
{see Aim, page 154), 


AT SHIP SAVED MY LIFE QUITE A FEW 
SHE'S THE FASTEST HUNK OF 
IN THE GALAXY." 


—- LANDO CALRISSIAN 


Full Stop 
Pilot Only 
If you haven't already used a move action or full-round action to move your 
vehicle this turn, you can spend a swift action to bring your vehicle to a full 
stop. After that, the vehicle is considered stationary. 

You cannot bring a vehicle to a full stop if you used all-out movement 
{see below) on your last turn. 


Increase Vehicle Speed 

Pilot Only 

If you are trained in the Pilot skill, you may make a DC 20 Pilot check as a 
swift action to push your vehicle beyond its normal limits. (You can't take 
10 on this check.) If the check fails, your vehicle's speed does not increase, 
and your vehicle moves ~1 step on the condition track (see Conditions, page 
148). If you succeed, your vehicle's speed increases by 1 square until the 
start of your next turn. For every 5 points by which you exceed the DC, your 
vehicle's speed increases by an additional 1 square. 


Raise or Lower Shields 

System Operator Only 

By spending a swift action, you can activate or deactivate the shields on 
your vehicle, Shields are generally kept inactive in noncombat situations to 
reduce strain on the vehicle's systems, and raising shields is often perceived 
as evidence of hostile intent, so many commanders prefer to keep their shields 
down unless they are expecting trouble. 


Recharge Shields 

System Operator Only; 3 swift actions 

By spending three swift actions during the same turn or on consecutive turns, 
you can make a DC 20 Mechanics check to increase your current shield rating 
by 5, up to the vehicle's normal maximum. 


Reroute Power 

Engineer Only; 3 swift actions 

By spending three swift actions during the same turn or on consecutive turns, 
you can make a DC 20 Mechanics check to move your vehicle +1 step on the 
condition track (see Conditions, page 148). 


FULL-ROUND ACTIONS 
Full-round actions include the following: 


All-Out Movement 

Pilot Only 

As a full-round action, you can move up to four times your vehicle's speed, 
All of this movement must be in a straight line, and you can't avoid collisions 


while doing so (see Avoid Collision, page 173). Your vehicle loses its D 


bonus to Reflex Defense until the beginning of your next turn, 
You can’t use all-out movement unless you moved on your 
Because most power is diverted to the engines when using allo 
ment, gunners on board your vehicle cannot attack until the st 
next turn, 
Maximum Velocity (character scale only): |f you use all-out 
on your turn, you may move up to your vehicle's maximum velo 
all-out movement on your next turn. If you move your vehicle's 
velocity, you must either continue moving at the vehicle's maximum j 
or use all-out movement as your action on the following turn, 4 


Full Attack 
Gunner Only 
If you are capable of making more than one attack (because you hay 
Double Attack feat or a similar ability), you must make a full attach 
those extra attacks, A pilot who spends at least a move action 
moving his vehicle cannot make a full attack action unless the 
already been brought to a full stop. 


Ram 
Pilot Only 
As a full-round action, you can attempt to ram a target by 
vehicle into the target's fighting space. You must have sufficient mo 
to reach the target's fighting space, and the ram is treated as an area ef 
You can use your vehicle to ram just about anything, including n 
vehicle, a creature, or a structure. 
Make a Pilot check at a -10 penalty against the target's Reflex D 
If the check succeeds, your vehicle, the target, and all passengers 
vehicles involved in the collision [including you) take the r 
damage listed in Table 10-3: Collision Damage. Assuming you're aliv 
conscious, you can continue moving through the target's fighting 
if your vehicle has any movement left. Otherwise, your vehicle is 
out of the target's fighting space and into the nearest available st 
and your turn ends. 
{f your Pilot check fails, your vehicle, the target, and all passengers: 
vehicles involved in the collision (including you) take half damage. 
tion, your vehicle is pushed out of the target's fighting space and 
nearest available squares, at which point your turn ends. 
All-Out Movement: If the colliding vehicle is moving all-out of 
at maximum velocity (see All-Out Movement, above), double the d 
caused by the collision, 
Vehicular Evasion: If you have the Vehicular Evasion talent (p 
you can reduce or negate the damage your vehicle and its passe! 
when rammed by another vehicle. 


CcTIONS 
‘a character may make any number of reactions during a round. 
include the following: 


your vehicle is subject to a collision, you can make a DC 15 Pilot 
gs a reaction. If you succeed on the check, all targets involved in the 
take half damage (see Collisions, below, for more information). 
'tattempt to avoid a collision when you intentionally ram a target 
above). 

lip Scale: Collisions are easier to avoid at starship scale. If you 
id on the Pilot check to avoid a collision in starship scale, no collision 


PECIAL VEHICLE 
OMBAT RULES 


have a few additional rules during combat that are different from 
ed with characters. 


EA ATTACKS 
Aoted here, area attacks work the same for vehicles as they do for 


p Scale: Because of the size of each square compared to the size of 
area attacks (including autofire, burst radius weapons, and splash 
Gre resolved as attacks on a single target in starship scale unless 
On iS specifically listed as having a starship-scale area attack. 


OFIRE 

ch isle weapon is capable of autofire, you can use it to make an area 
‘character scale, just as in character combat. 
‘Attacks: Instead of attacking a 2-square-by-2-square area, air 
ANd starfighters may attack a number of squares in a straight line 
Over them. Doing this requires the attack run action (see page 
He area attack applies to a straight line 1 square wide and 5 to 
slong. You take a penalty to your attack rol] equal to the number 
cluded in the area attack. 

Make a strafe attack in starship scale. 


whenever your vehicle moves into a space occupied by 
lure, another vehicle, or hazard (such as an asteroid), or 
things move into your vehicle's fighting space. A collision is 
‘area attack (see Area Attacks, page 155). You can reduce or 


negate the damage from a collision as a reaction by succeeding at a DC 15 
Pilot check (see Avoid Collision, above), 

Ramming Vehicles: When the source of the collision is a ramming vehicle, 
the pilot of the ramming vehicle makes a Pilot check (instead of an attack 
roll) and compares the result to the Reflex Defense of the target. If the check 
succeeds, the ramming vehicle, the target, and all passengers aboard vehicles 
involved in the collision take the amount of damage listed on Table 10-3: 
Collision Damage. If the check fails, reduce the damage by half. 

Mobile Hazards: When the source of the collision is a mobile hazard of 
Large size or greater (such as an asteroid or unguided vehicle), the colliding 
hazard makes an attack roll against the target's Reflex Defense. The hazard’s 
attack roll is resolved by rolling 1420 and adding a flat modifier based on 
its size: Large, +1; Huge, +2; Gargantuan, +5; Colossal or bigger, +10. If 
the attack hits, the colliding hazard, the target, and all passengers aboard 


SIZE OF COLLIDING 
VEHICLE OR HAZARD 


DAMAGE’ 


Colossal (cruiser) 15d6 + Str modifier 


Colossal 8d6 + Str modifier 


Huge 4d6 + Str modifier 


1 Double the damage if the colliding vehicle is using all-out movement (see 
page 172). 


Galen 


* esievno 


vehicles involved in the collision take the amount of damage listed on Table 
10-3: Collision Damage. If the attack fails, reduce the damage by half. 


MISSILES AND TORPEDOES 

Some vehicles carry guided projectile weapons such as proton torpedoes or 
cancussion missiles. Attacks with these weapons are resolved just as with 
any other weapon. 

If you aim before making an attack with a missile or torpedo, it locks 
on to the target and can track its target independently. Make your attack 
roll normally, but if you miss, the missile or torpedo can attempt to attack 
again on your next turn. This next attack is made using the same attack 
bonus, but with a -5 penalty. (You do not need to spend an action to make 
this attack.) If the missile or torpedo misses its target a second time, it 
self-destructs harmlessly. 

Attacking a Missile or Torpedo: If a missile or torpedo misses its target 
initially, it is possible to shoot it down before it attacks again. A missile or 
torpedo has a Reflex Defense of 30 and 10 hit points, and it is considered 
to occupy the same square as its target for purposes of determining range 
penalties. 


It is also possible to attack a missile or torpedo prior to its firs 
but you must have readied an action specifically for this purpose 
page 162). 


TRACTOR BEAMS 
Instead of damaging a vehicle's hit points, tractor beams prevent an 
vehicle from escaping. When attacking with a tractor beam, 
hits if you equal or exceed the target's Reflex Defense. If you hit, 
opposed grapple check (see Grapple, page 153). If you win the op 
grapple check, the target is grabbed. 
If a grabbed target is of your vehicle's size or smaller, then it cannoty 
and it loses its Dexterity bonus to its Reflex Defense. Each round on your 
you must make another opposed grapple check; if you win the opposed. 
you may pull the target up to 10 squares closer to you (or 1 square: 
you in starship scale) or hold it in place in its current square. If you 
opposed check, the target manages to slip free from the tractor be; 
If the grabbed target is larger than your vehicle, the target rets 
Dexterity bonus to its Reflex Defense and can move freely, but you may 
your vehicle up to 10 squares closer to it (or 1 square closer to it in 
scale). If the grabbed vehicle ever moves beyond the range of your tt 
beam, the tractor beam’s hold is broken automatically, 
If you pull your target into your square (or pull your vehicle into a1 
target's square), your vehicle may use docking clamps to attach itsel 
the target. Once this is done, it is possible to board the target ship byb 
ing open or cutting through an airlock or the hull (see Attack an 0 
page 151). 


VEHICLE 
DESCRIPTIONS 


This section presents several common vehicles that you can 
your Stor Wars campaign. Every vehicle description comes with @ 
combat statistics. Some statistics are exclusive to vehicles or require mm 
elaboration: 

Challenge Level (CL): Heroes gain experience points (XP) for 
ing, disabling, or otherwise overcoming the vehicle based an the ve 
CL (see Awarding Experience Points, page 248). However, they dont g 
additional XP for incidental crew or passengers killed as a result of 
vehicle's destruction. For example, heroes who blow up a shuttle do 
receive XP for its crew; however, if the shuttle was transporting an 
Moff that the heroes were hired to eliminate, they should receive xP 
Imperial Moff as well. 

Maximum Velocity: The maximum speed the vehicle can achieve 
using all-out movement for at least one full round. Maximum velocit 
never used in starship scale. 


(Grp): The vehicle's grapple modifier is mainly used to resist 
to restrain the vehicle physically (usually via tractor beam). 
Space: The fighting space that the vehicle occupies at character 
ship scale, or both (see Fighting Space, page 159). 
er: The amount of cover the vehicle grants to its crew and passengers, 
‘none, +5 (normal cover), +10 (improved cover), or total. 
rew: The number and quality of the crew (see the Crew Quality sidebar). 
sw modifiers are already included in all other statistics in the vehicle 


ers: The number of passengers (including traops) that the vehicle 
in addition to its crew, 

Capacity: The amount of cargo the vehicle can carry. 
ed Craft: Other vehicles that are usually carried aboard this 


1; The vehicle's complement of grenades, rockets, missiles, and 
es, If the vehicle has no payload, this line is absent. 
: The multiplier used when calculating hyperspace travel 
pe Astrogation, page 237). If the starship has a backup hyperdrive, 
lier is listed in parentheses. Hyperdrive is never used in character 
vehicle has no hyperdrive, this line is absent. 
1: See Restricted Items, page 118. 


KERS 
are used as armored assault vehicles. Their sheer size and 
enable them to carry more armor and weapons than a similarly sized 
vehicle, and they can step over smaller obstacles. 


Armored Transport (AT-AT) 

I All Terrain Armored Transport (AT-AT) is an imposing, 
d behemoth that shakes the ground as it plods toward enemy 
{The Empire used AT-ATs to overwhelm Rebel forces on Hoth 


cL 14 


es (max. velocity 60 km/h) 


laser cannons +7 (see below) and 
nons +7 (see below) 


Skills Initiative -2, Mechanics +8, Perception +8, Pilot -2 

Crew 5 (expert); Passengers 40 

Cargo 1 ton; Consumables 1 week; Carried Craft 5 speeder bikes or 2 
AT-STs 

Availability Military; Cost not available for sale 


All-Terrain Scout Transport (AT-ST) 
The 8.5-meter-tall All-Terrain Scout Transport (AT-ST) is a nimble, two-legged 
mobile weapons platform that rapidly moves across battlefields and through 
cramped urban environments, providing reconnaissance and quick-response 
fire support for ground troops. 
AT-ST cL8 
Huge ground vehicle (walker) 
Init +8; Senses Perception +8 
Defense Ref 14 (flat-footed 12), Fort 20; +4 armor 
hp 120; DR 10; Threshold 30 
Speed 6 squares (max. velocity 90 km/h) 
Ranged twin blaster cannons +6 (see below) and 
twin light blaster cannon +6 (see below) or 
Ranged twin blaster cannons +6 (see below) and 
grenade launcher +6 [see below) 
Fighting Space 3x3; Cover total 
Base Atk +5; Grp +25 
Atk Options autofire (twin light blaster cannon) 
Abilities Str 30, Dex 14, Con —, Int 12 
Skills Initiative +8, Mechanics +8, Perception +8, Pilot +8 


Crew 2 (expert); Passengers none 

Cargo none; Consumables 2 days; Carried Craft none 
Payload 12 frag grenades 

Availability Military; Cost not available for sale 


SPeeEDERS 

Ground-based repulsor vehicles, collectively known as landspeeders, are 
common on planets throughout the galaxy. They are used widely by military 
forces, civilian authorities, businesses, and private citizens. Most families 
own at least one landspeeder, particularly on planets with scant urbanization 
and little public transportation. Landspeeders are propelled by repulsorlifts, 
although some racing and military models use ion engines for greater top- 
end speed. 


SoroSuub X-34 Landspeeder 

One of the most popular models of civilian speeders is the SoroSuub X-series, 
which can attain a maximum altitude of 1.5 meters. It is a durable two-person 
craft that features holographic displays, computer-assisted navigation, and 
counterbalances for a stable ride over rough terrain. (Luke Skywalker used 
an X-34 landspeeder on Tatooine in Episode IV.) 
SoroSuub X-34 Landspeeder cL1 
Large ground vehicle (speeder) 

Init +8; Senses Perception +5 

Defense Ref 14 (flat-footed 10), Fort 14; +1 armor 

hp 40; DR 5; Threshold 19 

Speed 12 squares (max. velocity 330 km/h) 

Fighting Space 2x2; Cover +5 

Base Atk +0; Grp +15 

Abilities Str 18, Dex 18, Con —, Int 12 

Skills Initiative +8, Mechanics +5, Perception +5, Pilot +8 

Crew 1 (normal); Passengers 1 

Cargo 30 kg; Consumables 1 day; Carried Craft none 

Availability Licensed; Cost 10,550 (2,500 used) 


SPEEDER BIKES 

These small, fast personal transports appeal to teenagers looking for thrills, 
military forces that require effective scout vehicles, and law enforcers 
needing swift pursuit craft. Speeder bike races are popular in the Core sys- 
tems, where they are viewed as more refined than the extremely dangerous 
Podraces. Still, speeder bikes emphasize speed and maneuverability over 
safety and protection. 


Aratech 74-Z Speeder Bike 

The 74-Z is a basic speeder bike designed for military scouting and urban 
patrol missions. It consists of a powerful repulsorlift engine with two small 
thrust engines, a long forward control vane, and a small blaster cannon ina 
rotating forward mount. It is designed for a single pilot but has room fora 
passenger as well—both straddling the engine block of the vehicle. 


Aratech 74-Z Speeder Bike 
Large ground vehicle (speeder) 
Init +14; Senses Perception +8 
Defense Ref 16 (flat-footed 10), Fort 14; +1 armor 
hp 40; DR 5; Threshold 19 

Speed 12 squares (max. velocity 500 km/h) 
Ranged laser cannon +7 (4410, pilot) 
Fighting Space 2x2; Cover none 
Base Atk +5; Grp +14 
Atk Options autofire (laser cannon) 

Abilities Str 18, Dex 24, Con —, Int 14 

Skills Initiative +14, Mechanics +8, Perception +8, Pilot +14 
Crew 1 (expert); Passengers 1 

Cargo 3 kg; Consumables | day; Carried Craft none 
Availability Restricted; Cost 6,750 (1,200 used) 


Laser cannon (pilot) 
Atk +7 (+2 autofire), Dmg 4410 


ARMORED ASSAULT TANKS (AA 
These heavily armored vehicles use wheels, treads, powered legs, or 
sorlifts to move about the battlefield. Although not mane 
pack incredible firepower and can safely transport small teams of 
into hostile territory. The Trade Federation uses AAT-1s propelled by 
repulsorlifts on the front lines of a battlefield to soften up the enemy 
deploying waves of battle droids. 


AAT-1 

Huge ground vehicle (speeder) 

Init +7; Senses Perception +6 

Defense Ref 16 (flat-footed 13), Fort 23; +5 armor 

hp 180; DR 15; Threshold 33 

Weakness ion vulnerability 

Speed 6 squares (max. velocity 55 km/h) 

Ranged heavy laser cannon +4 (see below) and 
light blaster cannons +4 (see below) and 
repeating blaster cannons +4 (see below) or 

Ranged heavy laser cannon +4 (see below) and 
light blaster cannons +4 (see below) and 
missile launchers +4 (see below) 

Fighting Space 3x3; Cover total (crew), none (passengers) 

Base Atk +2; Grp +25 

Atk Options autofire (repeating blaster cannons) 

Abilities Str 36, Dex 16, Con —, Int 14 

Skills Initiative +7, Mechanics +6, Perception +6, Pilot +7 


14 (skilled); Passengers 6 (external) 
500 kg; Consumables 1 week; Carried Craft none 


12 missiles 
Military; Cost not available for sale 


iuinerability—Due to a design flaw, the AAT takes double damage 
om ion weapons. 


d6, 2-square splash 
PEEDERS 


are swift flying vehicles that can achieve altitudes of a few 
ed kilometers; however, they are not suited for space travel. 


d incom T-47 Airspeeder 

n T-47 airspeeder, heavily modified, is the favored ground attack 
of the Rebel Alliance. They were used to protect Echo Base during 
‘of Hoth and can be adapted to many environments, 


Incom-147 Airspeeder 
thicle (airspeeder) 
nses Perception +7 
16 (flat-footed 10), Fort 16; +2 armor 
OR 10; Threshold 26 
ly 16 squares (max, velocity 1,100 km/h), fly 4 squares 
scale) 
| le laser cannon +4 (see below) and 
Cannon +4 (see below) or 
ble laser cannon +4 (see below) and 
jon gun +4 (see below) or 
>pace 3x3 or 1 square (starship scale); Cover total (crew) 
Grp +18 
Autofire (double laser cannon, blaster cannon), harpoon gun 
Dex 22, Con —, Int 14 
10, Mechanics +6, Perception +6, Pilot +10 
Passengers none 
5 1 day; Carried Craft none 
tary; Cost 50,000 used 


cL6 


Harpoon Gun—A gunner use the harpoon gun to make a grapple check 
against an enemy walker. The gunner must make an attack roll against 
the walker; if successful, the pilot must make an opposed grapple 
check. If the grapple check succeeds, the target walker cannot move 
without first making a Pilot check (DC = harpoon gun's grapple 
check result). If this Pilot check fails, the walker suffers an automatic 
collision, taking twice its collision damage. 


Double laser cannon (pilot) 


Atk +4 (-1 autofire), Dmg 5d10 
Blaster cannon (gunner) 

Atk +4 (1 autofire), Dmg 3d10 
Harpoon gun (gunner) 

Atk +4, Dmg — (grapple +27) 


LAAT/i Gunship 
The LAAT/i attack gunship, first deployed at the Battle of Geonosis, is an 
example of a combat space transport designed to carry combat troops 
directly into the heat of battle. Its weapons are used to clear a landing zone 
and lay down suppressing fire as the troops exit the vehicle. 
LAAT/i Gunship CL 12 
Colossal air vehicle (airspeeder) 
Init +0; Senses Perception +8 
Defense Ref 15 (flat-footed 13), Fort 26; +13 armor 
hp 160; DR 15; SR 15; Threshold 76 
Speed fly 12 squares (max. velocity 620 km/h), fly 3 squares 
(starship scale) 
Ranged mass driver missile launchers +7 (see belaw) and 
anti-personnel laser cannons +7 (see below) and 
4 composite-beam pinpoint lasers +7 (see below) 
Ranged rocket launcher +7 (see below) and 
anti-personnel laser cannons +7 (see below) and 
4 composite-beam lasers +7 (see below) 
Fighting Space 6x6 or 1 square (starship scale); Cover total (none for 
passengers if doors are open) 
Base Atk +5; Grp +38 
Atk Options autofire (anti-personnel laser cannons) 
Special Actions penetration 10 (composite-beam lasers) 
Abilities Str 42, Dex 14, Con —, Int 14 
Skills initiative +0, Mechanics +8, Perception +8, Pilot +0 
Crew 6 (expert); Passengers 30 
Cargo 2 tons; Consumables 2 days; Carried Craft none 
Payload 24 missiles, 6 rockets 
Availability Military; Cost 65,000 (40,000 used) 


Penetration 10—The gunship's composite-beam lasers ignore the first 10 
points of an enemy's damage reduction. 


STARFIGHTERS 

Starfighters, sometimes known as “snub fighters,” are the ships of choice for 
hotshot pilots. Equipped with light yet strong engines and quick, responsive 
controls, starfighters can zip in and out of tight spots before most heavier 
craft can react. Their weaponry is light, and their armor and shields are 
minimal compared to those of larger ships, but a good pilot in a starfighter 
can do as much damage as a capital ship bristling with gun turrets. 


X-wing Fighter 

Often hailed as the best starfighter ever made, the T-65B X-wing was 

developed in secret when the Incom Corporation began to support the Rebel 

Alliance, With impressive firepower for a ship of its size, sturdy shields, and 

even a hyperdrive, the X-wing is as agile as an Imperial TIE fighter and far 

more versatile. It is equipped with a topside astromech bay, letting the pilot 

plug in an R2 droid to handle targeting, damage control, and hyperspace 

calculation. 

Incom T-65B X-wing Starfighter cL 10 

Gargantuan starfighter 

Init +7; Senses Perception +6 

Defense Ref 18 (flat-footed 12), Fort 26; +7 armor 

hp 120; DR 10; SR 15; Threshold 46 

Speed fly 16 squares (max. velocity 1,050 km/h), fly 4 squares 
(starship scale) 

Ranged laser cannons +5 (see below) or 

Ranged proton torpedoes +5 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total (pilot), +5 
{astromech droid) 

Base Atk +2; Grp +33 

Atk Options autofire (laser cannons) 

Abilities Str 42, Dex 22, Con =, Int 16 

Skills initiative +7, Mechanics +6 (+13°), Perception +6 (+3*), Pilot +7, 
Use Computer +6 (+13") 


Crew 1 plus astromech droid (skilled);, Passengers none 
Cargo 110 kg; Consumables 1 week; Carried Craft none 
Payload 6 proton torpedoes 

Hyperdrive x1, 10-jump memory (astromech droid) 
Availability Military; Cost 150,000 (65,000 used) 
* If the ship has an astromech droid, use these skill modifiers insteg, 


Y-Wing Fighter 
The workhorse of the Rebel Alliance, the Koensayr Y-wing is not as, 
as other snub fighters, being neither as fast nor as maneuverable. 
its impressive shields and weaponry more than make up for its perfo 
flaws. 
Like the X-wing, the Y-wing provides a topside port to allow an as 
droid to plug in and handle most of the in-flight “dirty work.” 


Koensayr Y-wing Starfighter 

Gargantuan starfighter 

Init +5; Senses Perception +6 

Defense Ref 16 (flat-footed 12), Fort 26; +7 armor 

hp 120; DR 10; SR 25; Threshold 46 

Speed fly 16 squares (max. velocity 1,000 km/h), fly 4 squares 
(starship scale) 

Ranged laser cannons +5 (see below) and 
ion cannons +5 (see below) or 

Ranged proton torpedoes +5 (see below) and 
ion cannons +5 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total (crew), # 
(astromech droid) 

Base Atk +2; Grp +33 

Atk Options autofire (laser cannons, ion cannons) 

Abilities Str 42, Dex 18, Con —, Int 16 

Skills Initiative +5, Mechanics +6 (+13°), Perception +6, Pilot +5, USt 
Computer +6 (+13°) 

Crew 2 plus astromech droid (skilled); Passengers none 

Cargo 110 kg; Consumables 1 week; Carried Craft none 

Payload 8 proton torpedoes 

Hyperdrive x1, 10-jump memory (astromech droid) 

Availability Military; Cost 135,000 (60,000 used) 

* If the ship has an astromech droid, use these skill modifiers instead. 


it just teaches them to hope that they live long enough to be promoted to 


eannons (pilot) 
Atk +5 [+0 autofire), Dmg 4010x2 


———_, 
anons (gunner) F 
Sa 45 (+0 autofire), Dmg 4d10x2 ion TIE Fighter CL7 


a more advanced TIE variant 


Huge starfighter 


does (gunner) 
Proton torpe’ s Init +8; Senses Perception 


Iatk +5, Dmg 90102, 4-square splash 


d 


Defense Ref 15 (flat-foc Fort 22; +3 armor 
hp 60; DR 10; Threshold 32 


so much feared fortheircapabilities Speed fly 16 squares (max. velocity 1,200 km/h), fly 5 squares 


TIE Fighter 
Cheap and effic 
as their num: 


‘only a fraction 
means that TIE fighters have no shields, hyperdrives, or life suppc 
gravity. They can't even land without special supports. The Imperia Base Atk +2; Grp + 
cockpit 9 p p P 
pilots to rely on higher authorities. In reality Atk Options autofire (laser cannons) 


t, TIE fighters are n 


nar Fleet Systems, TIE fighters cost (starship scale) 


s-produced by S 
hat a comparable fighter costs. Keeping the price dowr Ranged lase 
not ever Fighting Space 3x3 or 1 square (starship scale); Cover total 


cannons +4 (see below! 


Navybelieves that thist 


Abilities Str 34, Dex 18, Con —, Int 14 

Skills Initiative +8, Mechanics +6, Perception +6, Pilot +8 
Crew 1 (skilled); Passengers none 

Cargo 65 kg; Consumables 2 days; Carried Craft none 
Availability Military; Cost 60,000 (25,000 used) 


Laser cannons (pilot) 
Atk +4 (-1 autofire), Dmg 4d10x2 


TIE Interceptor 
The TIE interceptor was designed specifically to counteract the Rebel Alliance 
X-wing. To increase speed and firepower, the designers at Sienar gave it large 
engines, more powerful energy converters, and a package of four fire-linked 
laser cannons. Although put into production before the Battle of Yavin, these 
fighters weren't in general use until just before the Battle of Endor. 
TIE Interceptor cLs 
Huge starfighter 
Init +11; Senses Perception +6 
Defense Ref 18 (flat-footed 11), Fort 24; +3 armor 
hp 90; DR 10; Threshold 34 
Speed fly 16 squares (max. velocity 1,250 km/h), fly 5 squares 
(starship scale) 
Ranged laser cannons +5 (see below) 
Fighting Space 3x3 or 1 square (starship scale); Cover total 
Base Atk +2; Grp +26 
Atk Options autofire (laser cannons) 
Abilities Str 38, Dex 24, Con —, Int 16 
Skills Initiative +11, Mechanics +6, Perception +6, Pilot +11 
Crew 1 (skilled); Passengers none 
Cargo 75 kg; Consumables 2 days; Carried Craft none 
Availability Military; Cost 120,000 (50,000 used) 


Laser cannons (pilot) 
Atk +5 (+0 autofire), Dmg 6d10x2 


Eta-2 Actis Interceptor 

Designed to take advantage of Jedi reflexes and piloting skills, the nimble 
Eta-2 Actis Interceptor is the foremost starfighter used by the Jedi during 
the Clone Wars. Unlike many other starfighters, the Eta-2 does not boast 
any shields, relying on the pilot's ability to avoid incoming damage rather 
than protective shielding. 


Eta-2 Actis Interceptor 

Huge starfighter 

Init +18; Senses Perception +12 

Defense Ref 19 (flat-footed 11), Fort 22; +3 armor 

hp 70; DR 10; Threshold 32 

Speed fly 16 squares (max. velocity 1,500 km/h), fly 6 squares 
(starship scale) 

Ranged laser cannons +12 (see below) or 

Ranged ion cannons +12 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover total ( 
(astramech droid) 

Base Atk +10; Grp +32 

Atk Options autofire (laser cannons, ion cannons) 

ities Str 34, Dex 26, Con =, Int 14 

s Initiative +18, Mechanics +12 (+13°), Perception +12, Pilot + 

Computer +12 (+13*) 

Crew 1 plus astromech droid (ace); Passengers none 

Cargo 60 kg; Consumables 2 days (1 week with booster ring); 
Craft none 

Hyperdrive x1 (with booster ring), 10-jump memory (astromech 

Availability Military; Cost 140,000 used 

* If the ship has an astromech droid, use these skill modifiers instead, 


Laser cannons (pilot) 
Atk +12 (+7 autofire), 
Jon cannons (pilot) 

Atk +12 (+7 autofire), Dmg 40102 ion 


ARC-170 Starfighter 
These rugged and durable attack fighters can handle independent ra 
well as assaults on capital ships. Their powerful shields, robust 
tail gunner give them good odds even when surrounded by ene 
fighters. 


ARC-170 Starfighter 

Gargantuan starfighter 

Init +6; Senses Perception +8 

Defense Ref 16 (flat-footed 13), Fort 28; +8 armor 

hp 150; DR 10; SR 25; Threshold 48 

Speed fly 16 squares (max. velocity 1,050 km/h), fly 4 squares 
(starship scale) 

Ranged heavy laser cannons +7 (see below) and 
proton torpedoes +7 (see below) and 
laser cannons +7 (see below) 


Space 4x4 or 1 square (starship scale}; Cover total (crew), +5 
ech droid) 
tk +5; Grp +38 
ns autofire (medium laser cannons, laser cannons) 
Ries Str 46, Dex 16, Con —, Int 14 
ie Initiative +6, Mechanics +8 (+13°), Perception +8, Pilot +6, Use 
ter +8 (+13") 
‘astromech droid (expert); Passengers none 
710 kg; Consumables | week; Carried Craft none 
gad 8 proton torpedoes 
1.5, 10-jump memory (astromech droid) 
Military; Cost 155,000 (70,000 used) 
hio has an astromech droid, use these skill modifiers instead. 


are 


|, Dmg 64102 
(copilot) 
‘9d10x2, 4-square splash 
; (gunner) 
2 autofire), Dmg 4d10x2 


Droid Starfighter 
by a droid brain and controlled by a remote processor, the droid 
‘is a completely mechanized vessel. Armed with blaster cannons 
launchers, droid starfighters are fast and agile. Unlike conven- 
ters, however, they can reconfigure themselves into “walk mode,” 
to patrol on the ground as well as in space. Switching between 
and walk mode requires a standard action. 


Droid Starfighter cL7 
irfighter/around vehicle (walker) 
ses Perception +8 


Crew 0 (expert); Passengers none 

Cargo none; Consumables 2 days; Carried Craft none 
Payload 6 concussion missiles 

Availability Restricted; Cost 19,000 


Laser cannons 

Atk +7 (+2 autofire), Dmg 4d10x2 
Concussion missiles 

Atk +7, Dmg 8d10x2, 4-square splash 


Droid Tri-Fighter 

Featuring a more advanced droid brain than the “Vulture” droid starfighters, 
the droid tri-fighter has proven itself a capable and versatile addition to the 
Separatist fleet. Its weapons can be fired at the same or separate targets, 
Giving it the ability to capitalize on a target-rich environment 


Droid Tri-Fighter cL9 
Huge starfighter 
Init +10; Senses Perception +8 
Defense Ref 16 (flat-footed 12), Fort 24; +4 armor 
hp 100; DR 10; Threshold 34 
Immune droid traits (see page 187) 
Speed fly 16 squares (max. velocity 1,050 km/h), fly 4 squares 
(starship scale) 
Ranged laser cannon +7 (see below) and 
3 light laser cannons +7 (see below) and 
concussion missiles +7 (see below) 
Fighting Space 3x3 or 1 square (starship scale); Cover — 
Base Atk +5; Grp +29 
Atk Options autofire (medium laser cannon, light laser cannons) 
Abilities Str 38, Dex 18, Con —, Int 14 
Skills Initiative +10, Perception +8, Pilot +10, Use Computer +8 


14 (flat-footed 11), Fort 22; +3 armor 
Threshold 32 
id traits (see page 187) 
€s, fly 16 squares (max. velocity 1,180 km/h), fly 4 squares 


Cannons +7 (see below) or 
ssion missiles +7 (see below) 
3X3 or 1 square (starship scale); Cover — 
Grp +27 
ofire (laser cannons) 
Dex 16, Con —, Int 14 
+9, Perception +8, Pilot +9, Use Computer +8 


Crew 0 (expert); Passengers none 

Cargo none; Consumables 2 days; Carried Craft none 
Payload 6 concussion missiles 

Availability Restricted; Cost 40,000 


Laser cannon ¥ 
Atk +7 (+2 autofire), Dmg 4010x2 

Light taser cannons 
Atk +7 (+2 autofire), Dmg 3d10x2 

Concussion missiles 
Atk +7, Dmg 8410x2, 4-square splash 
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SPACE TRANSPORTS 


A dizzying variety of commercial transports ply 


galaxy 


artying goods and passengers from system to system and world to world for 


area 
nt 


times for peaceful purpo: 


snable price. Mast are controlled by independent o 


tors or corporate 


ests, though governments ¢ 


their fair share 


nearly always armed, shielded, and hype owing merchants 


) survive pirate attacks—and smugglers to avoid authorities—while trave 


ng from place to place 


Corellian YT-1300 Transport 
Perhaps the most adaptable light car ansport in the galaxy, the Yr 
design is built on a modular design to suit the needs of a w 
clients, many of whom aren't Human, let alone bipeda 


ide Variety 
y 

The YT-1309 Be 

rt, with powerful engines and a gf A] 
ut 

realize that it hag 

elling conversion 


excel! 
hu 
a winner on its hands and 
kits as it di 


t all-pur argo tran 


>rellian Engineering Corporation was quick t 


ade almost as many credit 


selling the transports themselves 


Corellian YT-1300 Transport 
Colossal space transport 


Init -5; Senses Perception +5 


Defense Ref 12 (flat-footed 12), Fort 26; +12 armor SS 

hp 120; DR 15; Threshold 76 

Speed fly 12 s (max. velocity 800 km/h), fly 7 
(starship sea 

Ranged laser cannon +2 (see below 

Fighting Space 12x12 or | square ship scale); Cover total 

Base Atk +0; Grp + 


aang 10, Con —, Int 14 

r ive -5, Mechanics +5, Perception +5, Pilot -5, Use 
6 

ormal); Passengers 6 

9 tons; Consumables 2 months; Carried Craft none 

2 (backup 12), nav computer 

Licensed; Cost 100,000 (25,000 used) 


ITAL SHIPS 

il ships are the backbone of any star fleet, more than compensating 
lack of speed and maneuverability with their weapons, armor, and 
shields. The largest carry hangars full of starfighters to supple- 
ir own impressive banks of blasters and ion cannons, gravity-well 
to stop fleeing opponents from entering hyperspace, or thousands 
nd troops and their support vehicles. Capital ship commanders take 
in knowing that they can make a difference just by bringing their 
ear, let alone firing them. 


Corvette 
jan corvette is the logical step up from the YT-1300 transport—a 
qurable space vessel for larger jobs. The corvette can serve as 
port, a passenger liner, a troop ship, or an escort. Corvettes 
find their way into civilian use, and a significant number fall into 


CL 16 
jate) capital ship 
Perception +6 


batteries +12* (see below) 
ce 1 square (starship scale); Cover total 


Con —, Int 18 
og Mechanics +10, Perception +6, Pilot +0, Use 
+ 
(skilled); Passengers 600 
tons; Consumables 1 year; Carried Craft none 
nav computer (+3) 
d; Cost 3.5 million (1.5 million used) 
‘on attacks against targets smaller than Colossal size. 


Turbolaser battery (4 gunners) 
Atk +12 (-8 against targets smaller than Colossal), Dmg Sd10x5 


Imperial I-class Star Destroyer 

An indelible symbol of the Empire's military might, the Star Destroyer is 

a powerful incentive for troublesome worlds to submit to the will of the 

Emperor. Fast, tough, and armed to the teeth, an /mperiol /-class Star 

Destroyer can reduce a fleet of lesser ships to so much floating debris. 

Imperial I-class Star Destroyer CL 20 

Colossal (cruiser) capital ship 

Init -2; Senses Perception +6 

Defense Ref 18 (flat-footed 16), Fort 56; +16 armor 

hp 2,100; DR 20; SR 150; Threshold 256 

Speed fly 3 squares (starship scale) 

Ranged 5 turbolaser batteries +17* (see below) and 
5 ion cannon batteries +17* (see below) and 
10 point-defense laser batteries +13 (see below) and 
10 tractor beams +7* (see below) 

Fighting Space 2x2 (starship scale); Cover total 

Base Atk +2; Grp +68 

Abilities Str 102, Dex 14, Con —, Int 20 

Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, Use 
Computer +6 

Crew 37,085 (skilled); Passengers 9,700 (troops) 

Cargo 36,000 tons; Consumables 6 years; Carried Craft 72 TIE fighters 
(any variant), 8 Lombda-class shuttles, 20 AT-Als, 30 AT-STs, various 
support vehicles 

Hyperdrive x2 (backup x8), nav computer 

Availability Military; Cost not available for sale 

* Apply a -20 penalty on attacks against targets smaller than Colosso! size. 


Turbolaser battery (6 


gunners) 
Atk +17 (-3 against targets smaller than Colossal), Dmg 5d10x5 
Jon cannon battery (6 gunners) 


Atk +17 (-3 against targets smaller than Colossal), Dmg 3d10xS ion 


Point-defense laser battery (4 gunners) ‘ 
Atk +13, 2d10x2 
Tractor beam 


Atk +7 (-13 against targets smaller than Colossal), Omg 
— (grapple +68) 
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d is a kind of intelligent robot, a mechanical automaton electronically 
immed to act, think, and behave in a certain way. 

vids facilitate various tasks that organic beings find tedious, difficult, 
ous. They are typically fashioned in the likeness of their creators or 
litarian design that stresses function, Their usefulness makes them a 
sight on nearly every inhabited world in the galaxy. They provide 
ce, advice, and sometimes even friendship to trillions of sentient 
‘on a daily basis. 


DROID'S LIFE 

ds are usually property, bought and sold like any other piece of equip- 
it. Although some droid owners come to think of their droids as friends, 
f fact remains that droids are programmed to serve whoever is desig- 
d as their master, To the vast majority of droids, the concept of droid 
Micpendence is unthinkable. Without someone to command them, what 
would they do? 

Even so, ownership and control are two very different things, Droids must 
do what they are commanded to do to the best of their ability, but their 
programming dictates how they accomplish their orders. Ordered to find a 
replacement part for an X-wing, a droid might commence a systematic search 
of the repair bay, then the docking facility, then the neighborhood, then the 
countryside, and so on—all the while thinking its actions are perfectly logi- 
cal. Droids often need very specific instructions to do what their masters 
command, in a manner meeting their master's expectations, 

Occasionally, events conspire to lead a droid to independence, These 
so-called “self-owned" droids are few, but not as rare as many believe. One 
might hear stories of droids that escape their masters after years of abuse, 
or of an entire line of droids that manifest violent personalities as the result 
of a programming glitch. However, independent droids are rarely haywire, 
rampaging killers. Independent droids often enter into partnerships with 
organic beings, particularly on worlds where a lone droid without a master 
draws a lot of unwanted attention. Independent droids sometimes even 
seck each other out, hoping to find strength and security in numbers. Some 
independent droids are thrust into the unlikely role of hero, helping to defend 
the galaxy from the depredations of evil as personified by the likes of the 
Empire and the Yuuzhan Vong. 


CREATING A 
DROID HERO 


if you want to play a droid as a hero, you can either play an existing droid from 
this chapter or create your own unique droid hero, Droid heroes are assumed 
cither to be “self-owned" or to be owned by another player character (with 
‘the approval of both the Gamemaster and the player in question). Even if 
owned by another member of the party, the Gamemaster should ensure that 


a 
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the owner does not abuse his authority by giving unreasonable or unwanted 
orders to the other player's droid character. A droid player character should 
be treated the same as any other player character, and in most cases it is 
best to give suggestions or advice instead of actual orders, (in fact, most 
droid heroes have a heuristic processor so that they can creatively interpret 
orders and thus justify acting as they wish.) 

When you decide to play a droid hero, you'll have to pick out a few details 
about what type of droid your character will be. This is the equivalent of 
picking a species for a non-droid character. 


OPTION 1: 

PLAYING A CUSTOM DROID 

You can play a droid of your own design. The only choices you have to make 
are choosing your degree, size, and accessories, and assigning your ability 
scores. Once you have taken note of these details on your character sheet, 
continue with character generation normally. 


Determining Ability Scores 

Droid characters determine their ability scores the same way non-droid 
characters do (see Chapter 1: Abilities). However, droids do not have Con- 
stitution scores because they are not actually living beings; they only need 
scores for their five remaining abilities. You can determine your ability scores 
in one of three ways: 

Rolling: Roll 4d6 five times, discarding the lowest die each time. Add 
up the remaining three dice and assign the result to any one of your five 
abilities. 

Planned Generation: All of your ability scores start at 8, and you have 21 
points to spend to increase them (see Planned Generation, page 18). 

Standard Score Package: The standard score package for droid heroes 
is 15, 14, 13, 12, and 10. Assign these five scores to your five abilities as 
you see fit. 


Degree 

Droids are classified by degree, reflecting the types of tasks they typically 
perform. Generally, 1st-degree droids are medical and analytical droids, 
2nd-degree droids are mechanical and technical droids, 3rd-degree droids 
are protocol and domestic droids, 4th-degree droids are security and battle 
roids, and 5th-degree droids are labor and utility droids. A droid’s function 
does not have to match its degree, but this is uncommon. 

Pick a degree (1st, 2nd, 3rd, 4th, or 5th) for your droid. This determines 
your ability score modifiers, as shown in Table 11-1: Droid Degrees. For 
example, a 3rd-degree protocol droid increases its Wisdom and Charisma 
scores by 2 and reduces its Strength score by 2. 


DEGREE ABILITY MODIFIERS 


+2 Dex, -2 Int, -2 Cha 


Size 
You can choose to play a Medium or Small droid. Droids of other 
but they are controlled by the GM. 

A droid’s size determines its ability modifiers, its size bonus 
Defense, its size bonus on Stealth checks, adjustments to hit point 
damage threshold, its carrying capacity (see Encumbrance, page 14{ 
its cost factor (see below), as shown in Table 11-2: Droid Sizes. 

Medium: Player character droids of Medium size have no special 
because of their size, They have a walking locomotion system (see pac 
and a speed of 6 squares. 

Small: Player character droids of Small size apply the following: 
score modifiers: +2 Dexterity, -2 Strength. They have a tracked n 
system (see page 188) and a speed of 4 squares. Small droids gi 
size bonus to their Reflex Defense and a +5 size bonus on Stealth 
However, their lifting and carrying limits are three-quarters of th 
Medium characters. 

Cost Factor: A droid’s cost factor is used to calculate the cost of t 
and some droid systems, Particularly large droids can be very 
particularly small droids are not any cheaper due to the expenses 2550 
with miniaturization. 


Class and Level 
You are Ist level in one heroic class (noble, scoundrel, scout, of 50 
your choice. You cannot choose the Jedi class, 


Systems and Accessories 
You have a heuristic processor [see page 190) and two arm 
(see page 189). 

Your may spend up to 1,000 credits on additional locomotion 
page 188), appendages (see page 189), and accessories (see page 193). 
fit. You do not get to keep any left over credits, but you still gain the ap 
starting credits according to your class (see Chapter 3; Heroic Class 


characters have certain traits in common as discussed in Droid 


1ON Z: PLAYING A 

NDARD DROID MODEL 

h to forego creating your own custom droid, you can always play 

stock models found later in the chapter. If you use this option, 

roll for ability scores; instead, you automatically have the ability 

d for the selected model of droid. The droid you select must meet 

jing criteria, and you may modify the stock model as noted here. 

You can only be Small or Medium size, 

: You cannot have a remote processor, so you must install a 

or or heuristic processor if the selected model of droid does 

include one (see Processors, page 190). 

and Level: The droid you select can have no more than three levels 

ole class or one level in any heroic class. If the droid you select 

‘oF two levels in the nonheroic class, you may choose to add 

| in a heroic class of your choice; this adds 1,500 credits to your 
cost. 

in play with the minimum number of experience points neces- 

our character level. For example, a 2nd-level nonheroic/tst-level 

‘would begin play with 3,000 XP. 

| Cost: The final cost of your droid, including any necessary adjust- 

'8 processor or adding a level in a heroic class, cannot exceed 5,000 
may add accessories or replace systems as you see fit as long as 

[cost remains within this limit, You do not get to keep any unspent 

‘you still gain the appropriate starting credits according to your 
pter 3: Heroic Classes). 


SIZE MODIFIER 
ABILITY MODIFIERS TO REF DEFENSE 
‘Dex -10 20 


+8 Str, -2 Dex 


-2Str, +2 Dex 


SIZE MODIFIER 
TO STEALTH 


Traits: All droids have certain traits in common (see Droid Traits, 
below). 

Once you have made all necessary adjustments and noted these details 
on your character sheet, continue with character generation normally, 


DROID TRAITS 
Droids share the following basic traits: 

Abilities: Droids are nonliving entities, so they do not have Constitution 
scores, Droids can increase any two of their five remaining ability scores 
by +1 cach at 4th level and every four levels thereafter, just like any other 
character. These increases represent improved heuristics and algorithms that 
the droid has developed from experience as well as upgrades to its compo- 
nents undertaken as a part of routine maintenance, Droid ability modifiers 
are determined by their degree and size (see Degree and Size, above). A droid 
can never have an ability score less than 1, regardless of modifications. 

Behavioral Inhibitors: Droids (except 4th-degree droids) cannot inten- 
tionally harm a sentient living being or knowingly allow a sentient living being 
ta be harmed. Furthermore, all droids must follow orders given to them by 
their rightful owners, as long as those orders don't require the droid to harm 
a sentient living being, Droids with heuristic processors can sometimes violate 
these restrictions by creatively interpreting their behavioral inhibitions (see 
Processors, page 190). 

lon Damage Vulnerability: As electronic constructs, droids are vulner- 
able to damage from ion weapons (see lon Weapons, page 159). Generally, 
jon weapons have the same effect on droids that stun weapons have on 
living beings. 

Maintenance: Droids do not sleep, eat, or breathe. However, they do 
need to enter shutdown mode and recharge for 1 hour after 100 hours of 
operation. If a droid fails to do so, it must make an Endurance check each 


EXTRA SIZE BONUS TO CARRYING — COST 
HIT POINTS DMG THRESHOLD CAPACITY FACTOR 
+100 +50 x20 P3205 - 


x10 x10 


hour (DC 10, +1 per additional hour after the first) or move -1 persistent 
step along the condition track (see Conditions, page 148). This persistent 
condition can only be removed by the droid recharging for 1 hour, 

Memory: A droid's trained skills, feats, and talents can be reassigned with 
the Use Computer skill. A droid hero can use its own Use Computer skill to 
perform this reprogramming, but it takes a -5 penalty on its skill check. Ifa 
droid is ever subjected to a complete memory wipe, it becomes a basic mode! 
of its type, losing any levels and abilities gained (see Processors, below). 

Nonliving: A droid is immune to poison, disease, radiation, noncorrosive 
atmospheric hazards, vacuum, mind-affecting effects, stunning effects, and 
any other effect that works only on living targets, Droids have no connection 
to the Force and can't gain the Force Sensitivity feat or learn Force powers, 
Droids do not have a Constitution score, so they don’t get bonus hit points 
for having a high Constitution, and they apply their Strength modifier to 
their Fortitude Defense. 

Unlike living beings, droids don't “die,” but they can be disabled or 
destroyed. If a droid is reduced to 0 hit points, it is disabled and cannot be 
reactivated until it is repaired so that has at least 1 hit point. If the attack 
that reduced the droid to 0 hit points also exceeds the droid’s damage 
threshold, the droid is destroyed instead. A destroyed droid cannot be 
repaired or salvaged. 

Repair: Droids can regain lost hit points only through the use of the 
Mechanics skill (see page 68). A droid can use this skill to repair itself, but 
it takes a -5 penalty on its skill check. 

Shut Down: A droid that is shut down can take no actions and is effec- 
tively unconscious. Shutting down a willing droid is a standard action, Shut- 
ting down an unwilling droid is more difficult, requiring that you to grab the 
droid (see Grab, page 152) and then make a Mechanics check (DC = droid’s 
Will Defense) as a standard action while it's grabbed. You cannot shut down 
an unwilling droid with locked access unless it is disabled or otherwise help- 
less (see Locked Access, page 195). 

Skills: Droids normally cannot use any skill untrained except for Acrobat- 
ies, Climb, Jump, and Perception. A droid with a heuristic processor ignores 
this limitation (see Processors, page 190). 


LOCOMOTION UP TO SMALL MEDIUM LARGE OR BIGGER cost 

Walking 4 squares 6 squares 8 squares 10 x cost factor x (speed) squared 
Wheeled 6 squares 8 squares 10 squares 5 x cost factor x (speed) squared 
Tracked 4 squares 6 squares 8 squares 20x cost factor x (speed) squared 
Hovering 6 squares 6 squares 6 squares 100 x cost factor x (speed) squared 
Flying 9 squares 12 squares 12 squares 200 x cost factor x (speed) squ 


SPEED (BY DROID SIZE) 


‘Systems: Droids can have many of their characteristics 
ing of replacing existing systems (see Modifying Droids, page 
Automatic Languages: Binary plus one language chosen by the, 
(usually Basic). 


DROID SYSTEMS 
Unlike characters and creatures, droids are essentially collections 
ent equipment called systems. A droid's systems can be upgraded, re 
and modified many times throughout a droid’s operational lifetim, 
system falls into one of four categories: locomotion, processor, 
or accessory. 


LOCOMOTION 
All droids begin with a base movement speed determined by locoms 
system (see Table 11-3: Droid Locomotion). Droids can have more ti 
locomotion system. Add 500 x the droid’s cost factor for the second Io 3 
tion system, 1,000 x the droid’s cost factor for the third, 2,000 x the di 
cost factor for the fourth, and 5,000 x the droid’s cost factor for 
Walking Droids: Walking droids are the most versatile droids, 
legs and feet that let them travel like bipeds, quadrupeds, and other: 
creatures. The most common chassis for walking droids is the “hums 
form (two arms, two legs, and a head). They suffer the usual penalti 
moving through difficult terrain (See Difficult Terrain, page 159). 
Wheeled Droids: Wheeled droids use one or more powered wh 
move and are generally designed to traverse smooth surfaces. 
droids can't use the Climb skill, and the penalties of moving through u 
terrain are doubled. 
Tracked Droids: Tracked droids are an improvement on the wh 
droid, having ridged treads that give them more traction. Tracked d 
ignore the penalties of difficult terrain, but they take a -5 penal 0 
Climb checks. 4 
Hovering Droids: Hovering droids use repulsorlift technology to! 
slowly above the ground (within 3 meters). They ignore the p ¢ 
difficult terrain. 


Flying Droids: Flying droids use engines of some kind to travel more or 
jess wherever they please. They are not hampered by any type of terrain, but 
fend to be the most expensive 

Stationary Droid ‘tionary droids do not have a locomotion system 

t move from a fixed location 
and canno! 


Restricted Locomotion System 
The cost of 9 droid’s locomotion system can be reduced by placing limitations 
nits use. The two types of restrictions are exclusive and limited. A restricted 
Ipcomotion system costs only one tenth the normal cast 

Exclusive Locomotion System: The droid must spend a move action to 
‘engage or disengage this locomotion system, While the system is engaged, 
ihe droid can only use the move and run actions 

Limited Locomotion System: The droid can only use this locomotion 
isystem fora limited time. After using this locomotion system for 1 round, the 
@rold must make an Endurance check (DC 10, +1 per check after the first) or 
cannot use that locomotion system again for 1 


minute (10 rounds) 


Climbing Claws 

Giaws designed to grip a surface 
locomotion 
one-half its walking speed. In addition, a droid equipped with climbing claws 
May reroll a failed Climb check (keeping the better result) and can take 10 
1m Climb checks even when rushed or threatened, Climbing claws double 
ithe cost of a walking locomotion system. 


Extra Legs 


Walking droids are usually bipedal, but a walking droid can be built with three 
BF More legs (usually four) to grant the droid extra stability and carr 
Eepacity. This doubles the cost of the walking locomotion system, but 
BOIS carrying capacity is 50% higher than that of a bipedal droid of the 
SIME Strength. In addition, the droid gains a +5 stabil ty bonus on checks 
To resist Attempts to knock it prone. 


Jump Servos 


PUISOrlift-assisted jump servos can be added to any droid with a walking 
lotion system. Jump servos grant the droid the ability to treat all 

MPS 85 running Jumps, even without the normal running start (see 

Me Jump Skill, page 68); In addition, the droid may reroll a failed 

Som check {keeping the better result) and take 10 on Jump checks 


When rushed or threatened, Jump servos double the cost of a 
NG locomotion system. 


can be added to any droid with a walking 


tem. Climbing claws grant the droid a climb speed equal to 


Magnetic Feet 

Electromagnetic grippers enable a droid to cling to a ship's hull, even when the 
ship is moving at high speed, Only droids with walking, wheeled, or tracked 
locomotion can have magnetic feet 


APPENDAGES 
The types of appendages a droid has determines how well it is able to 
touch, hold, lift, carry, push, pull, or place objects. A limb that isn't used for 
ocomotion or balance has one of the following types of appendages: probe, 
instrument, t or hand. 

Droids can use their appendages to make unarmed attacks. The damage 
t by an unarmed attack depends on the droid’s size and the ty; 


claw, 


c of 


appendage. Table 11-4: Droid Appendages and Damage lists the base 
unarmed damage; remember to apply the droid’s Strength modifier to this 
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DROID SIZE PROBE INSTRUMENT TOOL CLAW HAND 
GT Tre Seay 
Diminutive - - - 1 = 
aS are eS 
Small - 1 12 103 12 
Medium MRM 
Large 1d2 103 104 1d6 td4 
Huge BBB 
Gargantuan 1d4 106 1d8 206 148 


base damage. A droid can have any number of appendages, but this does not 
increase the number of actions or attacks the droid can make in a round. 

Probe: Few droids have no actual manipulators. The bare minimum is a 
probe that can push or pull objects. 

Instrument: Instruments are a step up from simple probes. They 
might be designed to accomplish specific tasks. For example, a droid 
with a hypodermic syringe as its sole appendage can use the syringe for 
its intended purpose, but otherwise can only push objects with it. A few 
instruments are actually designed to clamp, and can thus hold objects, 
but they are generally delicate. A droid using an instrument of this nature 
has a carrying capacity (see Encumbrance, page 140) as if its Strength 
score were one-quarter of its actual value. 

Tool: Tool appendages are somewhat sturdier than instruments. A droid 
must make a DC 15 Dexterity check to lift, carry, or drag objects for which its 
tools were not designed. The GM might rule that particularly delicate objects 
have a higher OC. If the check fails, the droid drops the object. 

Weapons mounted on a droid are considered tool appendages unless 
otherwise noted. A too! mount does not include the cost of the tool or 
weapon mounted on it, 

Claw: Claws are an intermediate step between tools and hands. They are 
useful for grabbing onto objects to be moved, but aren't very good for tasks 
that require fine manipulation. While a droid could easily carry a blaster in 
its claw, it would have difficulty firing it, for example. A droid using a claw 
to perform a task that normally requires a true hand must make a DC 15 
Dexterity check to succeed at the task, If the check fails, the droid drops the 
object it is attempting to manipulate. 


Hand: A droid is considered to have atruc hand if its gripping 
includes at least three digits, one of which is opposable, Factor 
Series protocol droids and Baktoid Combat Automata battle d 
equipped with hands. 


Telescopic Appendage 
The droid has an appendage that reaches farther from its body than ng 
A telescopic appendage has twice the normal reach for the d 
For example, a Medium droid with a telescopic appendage has 
2 squares. 


Stabilized Mount 

For five times the listed cost and weight, a tool appendage can be st 
$0 that it can hold a larger weapon. This allows the droid to use that 
as if was wielded in two hands. 


PROCESSORS 
A droid can't perform any functions without its processor [also 
a droid brain), which contains all the basic information the droid | 
move its appendages, travel from place to place, behave in a 
and so on. A droid’s Intelligence score reflects the quality of its pr 
sor. Low-intelligence droids tend to specialize in single tasks that m 
no deductive capability. High-intelligence droids are consid 
versatile—and more expensive. 
Basic Processor: Basic processors are not designed for creative th 
and problem solving, and as such most droids interpret instructions: 
behavioral inhibitions very literally. Furthermore, basic processors 
limited in that the droid cannot perform any task for which it wi 
programmed. For example, a droid that is not trained in the Decep 
cannot lie or otherwise convey false or unknown information. A dro 
basic processor cannot use any skill untrained except for Acrobatics, 
Jump, and Perception. Similarly, a basic processor does not allow 
to use any weapon with which it is not proficient, and a droid’s beh 
inhibitors may prevent it from harming sentient living beings altoget! 
Behavioral Inhibitors, below). 
Every droid comes with a basic processor, at the very least. 
Heuristic Processor: This type of processor allows a droid ta Ie 
doing, usually without instruction. The droid is able to reason through s¢ 
potential solutions to tasks and formulate the best approach. Becal 
a droid with a heuristic processor may use skills untrained, just like 
character. Similarly, the droid can wield a weapon even if it is not P 
in its use (but still takes the normal -5 penalty on attack rolls). 
In addition, a droid with a heuristic processor can creatively in! 
instructions, allowing it to complete tasks in a manner that it deems: 
priate. A heuristic processor allows a droid to work around its 
inhibitors as tong as it can justify a given action. For example, 2 n0ns 


a heuristic processor can attack and even harm sentient living 
Jong as it believes that doing so will ultimately save more sentient 
eings from harm. 
time, a droid equipped with a heuristic processor develops a unique 
based on experience. Because of this, memory wipes and restrain- 
are commonly used to ensure that a heuristic processor doesn't 
droid to stray too far from its intended purpose. Still, some progres~ 
actually encourage their droids to break their programming, 
the droid’s judgment to make independent decisions without taking 
ge of the situation. 
te Processor: The droid's processor isn't located in the droid; 
the droid is actually a drone for a remote processor. The processor 
ped with a transmitter that allows a droid equipped with the appropri- 
receiver to operate as far away as 5 km (for the least expensive 
‘as much as 5,000 km (for the most expensive model). 
intage of a remote processor is that it makes the droid much less 
because it only needs a receiver instead of a local control system. 
k is that the droid doesn't react as quickly as a droid with an 
€sSOr, SO it takes a -2 penalty to its Dexterity. 
Receiver: This unit allows a droid to receive instructions from a 
acessor, Only droids without internal processors (such as Baktoid 
Automata battle droids) can be fitted with remote receivers. A 
can only be connected to one remote processor at a time. 
§ the connection to a different remote processor requires a DC 20 
es check and a tool kit, 
kup Processor: A droid with a remote receiver can also have a backup 
or that allows the droid to function even if it loses contact with its 
essor. The droid will continue executing its last received orders 
is reestablished. 
d Fire Circuits: A droid with a remote receiver can have 
fire circuits that better coordinate its actions with other droids. 
ifully using the aid another action to assist another droid con- 
Same remote processor, a droid with synchronized fire circuits 
tional +2 bonus to the other droid’s check or roll. 


Inhibitors 

8 restraining bolt or periodic memory wipes, most droids oper- 
ling to a rigid set of guidelines, A droid’s core programming—the 
Memory that can't be wiped—provides it with strict instructions 
ct to common circumstances, most of which revolve around 
ethics, and morality. These instructions are the droid's 


‘common restriction coded into a droid’s memory is the notion 
"tharm a sentient living being or, through inaction, allow a sen- 
§ to come to harm. (Fourth-degree droids do not have this 
ds are under similar strictures not to allow themselves to be 


harmed unless specifically ordered to do so. Of course, droids are also hard- 
wired to obey the commands of their designated masters. When a master's 
orders conflict with the droid’s behavioral inhibitors, the droid is required 
to inform its master immediately. 

Restraining Bolt: A restraining bolt turns off a droid’s motor impulse 
without actually shutting down the droid. The restraining bolt is activated 
with a handheld device called a droid caller (see below). Restraining bolts 
must be secured to specific locations on droids. Attaching or removing a 
restraining bolt is a full-round action and requires a DC 10 Mechanics check. 
A droid fitted with a restraining bolt can't upgrade or improve its skills (see 
Reprogramming, below). 

Adroid with a heuristic processor can attempt to remove its own restrain- 
ing bolt as a standard action with a successful DC 20 Charisma check followed 
by a successful DC 15 Mechanics check. A droid that fails the Charisma check 
can't attempt to remove the restraining bolt again until 24 hours pass. 

Droid Caller: The droid caller is a handheld transmitter weighing 0.2 kg. 
It transmits a signal to any droid equipped with a restraining bolt. The droid 
caller overrides a droid’s motor function and impels it toward the caller for 
as long as the device is activated. 


BINARY 
Nearly all droids are programmed to understand a binary computer 
language used by most computers and intelligent machines. The simple 
version of this is a language skill called Binary. With it, draids can com- 
municate with computers and each other. Binary allows a computer or 
droid to communicate mathematical or technical information in great 
detail at a very high rate (approximately 100 times as fast as normal 
speech), but it has great difficulty expressing nontechnical topics such 
as emotion, art, philosophy, or the Force. For example, as a free action, 
a droid could use Binary to describe the exact location and physical 
description of all objects and characters that the droid detects in a 10- 
square-by-10-square area, but the droid would be unable to express the 
nuance of a conversation or the emotion conveyed by body language. 
Obviously, some droids can understand additional languages as 
well—most droids in the galaxy are programmed with Basic, even if 
they can't actually articulate the language. Some living beings learn to 
interpret the binary language of droids, even if they can't themselves 
speak an approximation of it. A living being who understands Binary 
‘cannot understand the same volume of information as another droid 
‘or computer, so the speaking droid must voluntarily slow its speech to 
normal rates (that is, the same as Basic or any other language) so that 
the living being can understand it. 


SeqQnewe Wi 


pix vaievHS 


A droid with a heuristic processor fitted with a restraining bolt can resist 
the droid caller with a successful DC 20 Charisma check. If successful, that 
droid can't be affected by that specific droid caller for 24 hours. 


Reprogramming 

A basic mode! droid comes with factory-preset skills and a certain set 
of trained skills, feats, and sometimes talents. These factory-presets are 
embedded in the droid's core programming and cannot be altered, but 
many droids have one or more trained skills left unassigned so that they can 
easily be programmed for their specific duties. Unassigned skills as well as 
feats and talents gained through level advancement can be altered through 
reprogramming. 

Reprogramming a droid requires a Use Computer check (DC = droid’s 
Will Defense) and 30 minutes of uninterrupted work. Reprogramming feats 
and talents is more difficult, so you take a -5 penalty on your Use Com- 
puter check. Furthermore, feats and talents can only be reprogrammed if 
they are neither a requirement for any of the droid’s prestige classes nor a 
prerequisite for any feat or talent the droid retains. As always, a droid must 
meet all prerequisites for any replacement feats or talents. Reprogramming 
requires that the droid be shut down for the duration of the procedure (but 
see “Droid Self-Reprogramming,” below). 

To reprogram a skill, the programmer must be trained in that skill or 
purchase a skill package (100 credits). To reprogram a feat or talent, the 
programmer must either have that feat or talent or purchase a feat or talent 
package (1,000 credits). 

If the droid's owner is unable to do the reprogramming himself, he can 
hire a professional programmer to do the task for him. The standard cost of 
hiring a programmer is (droid’s Will Defense squared) x 10 credits for a skill, 
or 10 times this amount for a feat or talent. This cost includes any necessary 
skill, feat, or talent packages. 

Droid Self-Reprogramming: A droid trained in the Use Computer skill 
may attempt to reprogram itself, However, the droid must have the appro- 
priate skill, feat, or talent package to do so, and it takes a -5 penalty on its 
Use Computer skill check, A droid attempting to self-reprogram does not 
have to be shut down, but it is helpless and unable to take any actions until 
the attempt is completed. 


Memory Wipes 
Although intelligent droids consider it frightful and ghoulish and heroic droids 
regard it as a fate worse than death, the memory wipe is a fact of existence 
for most droids. Its primary purpose is to eradicate personality quirks that 
distinguish an independent droid. 

Wiping a droid’s memory requires a successful Use Computer check 
against the droid’s Will Defense, The droid must be shut down to perform 
the memory wipe. 


“WE SEEM TO B 

MADE TO SUFFER 

IT's OUR LOT 
IN LIFE.” 


- C-3P0 


A memory wipe erases one class level per minute. A complete 
wipe reduces a droid to a basic model with no personality quirks an 
abilities. For example, a 3PO Series protocol droid that had been a 
nonheroic/4th-level scoundrel becomes a 1st-level nonheroic 
after a 4-minute memory wipe, losing its scoundrel levels and all th 
responding benefits. a 


Downloading and Restoring Memory 
Unlike organic beings, droids have a form of mechanical imm 
droid's programming is saved to a computer system, and a new 
droid brain can be bought or found, others can attempt to load its 
into the new droid and reactivate the droid. | 

A successful Use Computer check is required to transfer a droi 
gramming into a new chassis. The DC for the Use Computer ch 
on the type of new chassis being used: 


‘Same model 0C20 © 
Different model, same degree oc 25 
Different model, different degree pc35 


Each time the transfer is attempted, the droid must make a oc 
ligence check. A failed check indicates that the droid’s memory 
corruption: a permanent reduction of 1d6 Intelligence points. The 
programming can't be repaired; if the droid’s Intelligence modifier 
because of corruption, the droid’s trained must be reduced a 
The droid also loses access to feats that have an Intelligence preres 
higher than the droid’s new Intelligence score. 

A droid successfully transferred into another droid of the same 
resumes functioning as it was before the transfer, retaining all ability 
class levels, skills, feats, and talents. 

Adroid successfully transferred into a different model adopts the 
and Dexterity of the new model but keeps its previous Intelligence, 
and Charisma scores. The droid retains its trained skills, although SW 
fiers based on Strength and Dexterity might need adjusting. Finally, ™ 
loses one class level (including all associated talents and feats) aS 
reprogram and adapt its memory and sensory inputs for the new 


AccESSORIES 
ystem that does not fall under one of th 


be considered ar 


Any miscellancous s jove catego- 


accessory. Accessories add functions or improve 


fies ca" a 
iegisting systems on 2 droid, making them more capable and efficient. Table 
je5: Droid Accessories summarizes the various accessories described in 
this chapter 


Cost and Weight: Sometimes a droid 
Often the cost and/or weight is determined 6 
By the droid’s cost factor, whic h is determined by the droid’ 
*1-2: Droid Sizes, page 187 

Availability: Some droid accessor 
Strictly requiated, as described in Restricted Items (see page 118) 


ssory has a flat cost or weight 


y multiplying a base number 


ze (see Table 


limited availability or are 


Armor 

Droids can be 
0 Reflex Ocfense. Bipedal droid 
pemor designed for humanoid creatures; however, the armo: 


ipped with built-in armor that provides an armor bonus 


with two hand appendages can 


nus gran 
By built-in droid armor does not stack with the armor bonus provided by worn 
Gemor, Table 11-6: Droid Armor summarizes the different types of built-in 
toid armor available 

Speed: A droid with built-in light, medium, or 
Penalty to its speed. 

Armor Check Penalty: A droid with built-in armor takes an armor check 
Penalty on attack rolls as well as skill checks made using the following skills 
Acrobatics, Climb, Endurance, Initiative, Jump, Stealth, and Swim, The type 
DP armor worn determines the size of the pena 
Reavy, -10. A droid with the appropriate Arm 
82) negates these penalties 
| Maximum Dexterity Bonus: Built-in droid armor has a maximum Dexter- 
BY Sonus, just like normal armor (See Armor, p ge 131) 

Availability: Some armor has limited availab lity 


Hare: This armor is rarely for sale on the open market. The price of the 
#IMor on the black m 


heavy armor takes no 


light, -2; medium, -5: 


Proficiency feat (see page 


4s jarket is usually double the listed cost. 
Ucensed, Restricted, Military, or Illegal: Ownership of the armor is limited 
BE tictly reguiated, as described in Restricted Items (see page 131) 
ining in Heavy Armor: When running in heavy armor, a droid can 
MOVE Up to three times its speed (instead of four times) 


Communications 
AN Broids are ¢ 


apable of emitting the sounds necessary to speak Binary, a 
Sad Used by droids and computers to quickly transmit large amounts 
lation (see Binary sidebar, page 191) 
lator: The droid is equipped with a speaker that enables it to emu: 
ied than simply spout machine code. This device is standard 
BS ability to speak any language other than Binary 


Comlink: The droid is ¢ 
otherwise identical to the standard 


vippec 


omlink (see page 134) 


Diagnostics Package 
Some droids are equipped to perform diagnostics, either as an aid to a techni 


cian or as a general safety feature. The diagnostic package gives a d 


equipment bonus on Mechanics checks to diagnose problems. 


Hardened Systems 


Droids of Large or greater size can be designed to have interna 


armor and redun- 


dant systems that enable it to continue functioning despite heavy damage. Thi 
is represented by a multiplier that incr: 


es the bonus hit points and damage 


ned 


threshold based on the droid’s size. For example, a Large droid with hard 
threshold 


g¢ threshold. 


id a +15 bonus to its damage 
instead of the usual +10 hit points and +5 bonus to its dame 


Lil se 


systems x3 would h 


ve +30 hit points 


ith an integrated comlink system. It is 


Internal Storage 
The droid has a certain amount of open space in its chassis, allowing for the 
addition of new internal components or compartments for carried items. 
Droids of Tiny size or smaller cannot have internal storage. 

For each 50 credits spent, the droid can carry 1 kg of material or equip- 
ment in internal storage. A droid’s size determines the maximum weight of 
items stored in internal storage, as noted below: 


EQUIPMENT cost 
Claw 20 x cost factor 
Hand. 50x cost factor 
Instrument 5x cost factor 
Probe 2x cost factor 
Tool 10 x cost factor 
Jump servos appendage cost x 2 
Magnetic feet appendage cost x 2 
Telescopic appendage appendage cost x 2 
Comlink, internal 250 
Diagnostics package 250 


1,000 x cost factor 


“Hardened system x3 ener 


Hardened system x2 


4,000x 


on a x4 


Compartment space (per soren) 


Locked access 


50 
180 he 
50 


MAXIMUM WEIGHT LIMIT 


oe 


Medium 
sore 
Huge 

Garg . 


Colassal 5,000 kg 


WEIGHT 


(5 x cost factor) kg 


(5x cost factor) kg 


(1 x cost factor) kg 


(0.5 x cost factor) kg 
(2.x cost factor) kg 


(2. cost factor) kg 


(normal weight x 2) kg 


0.1 kg 


0.5kg 
4kg 


02k 


(100 x cost factor) kg 


(400 x cost factor) k 


Military 


Military 


opaded Mechanism: This device allows a Small, Medium, or 
pid to launch an item held in an internal storage compartment up 
es a5 a standard action. The item can weight no more than 4 kg, 
s droid makes a ranged attack against Reflex Defense 10 to launch 
ectile into a designated square. Anyone within reach of the target 
ho has a readied action can try to catch the item, provided the 
attack succeeds. (If the attack fails, the item lands in a randomly 
‘square adjacent to the target square.) Catching the item requires 
éterity check and is considered a move action. 


2,500 x cost factor 
5,000 x cost factor 
7,500 x cost factor 


10,000 xcost factor 


Spring-loaded mechanisms are not typically designed (or practical) for 
droids of Huge or larger size. 


Locked Access 

Addroid with locked access has its shutdown switch secured or located inter- 
nally, preventing it from being shut off by an opponent. The droid must be 
disabled or otherwise rendered helpless before it can be shut down. 


WEIGHT AVAILABILITY 
5kg ~ 
10 kg = 
100 kg = 
1,000 kg Military 
10,000 kg Military 
1 kg = 
1kg Military 
akg - 
{maximum damage x 0.1) «g Restricted 
2.5 kg = 
1.5 kg - 
(10 x cost factor) kg Military 
(20x cost factor) kg Military = 
(30 x cost factor) kg Military 
[40 x cost factor) kg Military 
Tkg - 
ty 2kg = 
fa 5 s 
SPIE ie». sti ke 7 


ARMOR BONUS 
TO REF DEFENSE 


ARMOR (CHECK PENALTY) COST 
Plastee! shell 400 x cost factor 
Quadanium shell 900 x cost factor 
Durasteel shell 1,600 x cost factor 
Quadanium plating 2,500 x cost factor 
Durasteel plating 3,600 x cost factor 
Quadanium battle armor 4,900 x cost factor 
Duranium plating 6,400 x cost factor 
Durastee! battle armor 9,600 x cost factor 
Mandalorian steel shell 8,100 x cost factor 
Duranium battle armor 10,000 x cost factor 
Neutronium plating 12,100 x cost factor +n 


1 When running in heavy armor, 0 droid can only move up to three times its speed (instead of four times). 


Secondary Battery 

A secondary battery (sometimes called a redundant battery or backup 
battery) provides the droid with additional power, allowing it to operate 
for a longer duration. The secondary battery enables the droid to remain 
operational for 200 hours (instead of the normal 100 hours) before it needs 
to shut down and recharge. 


Self-Destruct System 
To prevent capture and analysis, the droid comes equipped with a powerful 
explosive, The charge destroys the droid from within (no attack required), 


DROID Costs 

Some droids have their cost reduced or inflated based on other circum- 
stances. Although the rules in this chapter provide an accurate means 
of determining the cost of a droid, some models may deviate from this 
cost. For example, mass production may reduce labor costs, a droid 
may be priced to match a competitor, prices may increase due to legal 
restrictions for a particular droid (particularly common for 4th-degree 
roids), or a manufacturer may have a virtual monopoly on a particular 
type of droid that allows higher prices. 


MAX. DEX 


BONUS WEIGHT 


(2 x cost factor) kg 


{2x cost factor) kg 


(7 x cost factor) kg 


(8 x cost factor) kg Rest ct 


(9 x cost factor) kg Military, Re 


+1 (20x cost factor) kg Military 


and a droid destroyed in this fashion cannot be repaired or sa 
explosion is treated as an area attack (+5 attack bonus). The damage 
targets with the area is determined by the droid’s size (see below), 

burst radius of the explosion is 2 squares per 4d6 of damage (/ 
squares). Droids of Tiny size and smalier do not deal collateral dams 
they self-destruct. 


DROID SIZE DAMAGE 

Small 4d6 ~ 
Medium 6d6 

tag. | 4) ES ma 
Huge 10d6 

Gargantuan or larger 2006 #8 
Sensors 


Sensors allow the droid to perceive its surroundings. Most droids are eat 
with a standard sensor array that gives them the visual and audi 
of an average Human. For an additional cost, a droid can be outt! 
an improved sensor package or with darkvision. 

Improved Sensor Package: A droid with an improved sensor P 
gains a +2 equipment bonus on Perception checks. In addition, t 


light vision, ignoring concealment (but not total concealment) 
ness. 

: The droid with darkvision ignores concealment (including 
iment) from darkness. 


js fitted with a deflector shield generator—the same type mounted 
is. Whenever the droid would take damage, reduce the damage 
pid’s shield rating (SR). If the damage is equal to or greater than 
shield rating, the droid’s shield rating is reduced by 5. By spend- 
ree swift actions on the same or consecutive rounds, the droid may 
DC 20 Endurance check to restore lost shield power. If the check 
_ the droid’s shield rating increases by 5 points (up to its normal 
). 
the size and energy requirements of shield generators, only droids 
or larger can be equipped with a SR 10 generator. Only droids of 
‘or larger can be equipped with a SR 15 generator. Only droids 
bigger size can be equipped with a SR 20 generator. 


Unit 

|is equipped with a device that allows it to understand and convey 
tion in a variety of languages, including nonverbal ones, When the 
fiences a form of communication for the first time, it makes an 
tnce check to determine whether it can identify and understand the 
j@- The DC is based on the translator unit's database, with the better 
9 2 lower DC. 


DIFYING DROIDS 
be modified to carry additional equipment simply by attaching 
lent to the droid’s chassis and connecting the new component 
processor. Adding equipment increases the droid's weight. 
‘from encumbrance penalties the same way organic characters 
low down. Adding, removing, or replacing the systems on a droid 
chanics check, the DC set by the type of system. 
i 25 Mechanics check, representing 1 day of work. 
DC 20 Use Computer check and DC 20 Mechanics check, 
Ig 1 day of work. 
dage: DC 20 Mechanics check, representing 1 hour of work. 
¥: DC 15 Mechanics check, representing 1 hour of work. 
on, or Instrument Mounted on an Appendage: DC 15 
representing 10 minutes of work. You take a -5 penalty 
check when installing a weapon on a Ist-, 2nd-, 3rd-, 


A droid may install or replace a locomotion system, 
Ory on itself, but it takes a ~5 penalty on its Mechanics 
ot replace or instgll a processor on itself. 


SAMPLE DROIDS 

The following sample droids are presented as basic models, in their factory- 
preset state. The trained skills and feats possessed by a basic model represent 
the droid’s core programming—characteristics the droid maintains even after 
being subjected to a memory wipe (see page 192). 


FiIRST-DEGREE DROIDS 
First-degree droids are usually medical, analytical, or scientific droids. 


2-1B Medical Droid 

Programmed by some of the finest medical minds in the galaxy, Industrial 
Automaton’s 2-1B Series was the first commercially successful surgical droid, 
Each 2-1B is equipped with a computer interface socket and tether; what it 
doesn’t know about a patient's species or medical history, it can download 
from any medical mainframe. 

The 2-1B's servogrip pincer hands are precision-engineered for smooth, 
steady action. The core programming of 2-1B surgical droids includes the 
“physician's code.” This prevents the droid from refusing medical aid to any 
being (unless specifically ordered otherwise by an authorized operator), as 
well as preventing it from deliberately inflicting harm on an organic creature 
(except as defined by extensive guidelines for saving a life). This includes a 
Stricture against engaging in combat. 

2-1B Series droids can be played as droid heroes. 


2-1B Medical Droid 

Medium droid (1st-degree) nonheroic 2 

Init +1; Senses low-light vision; Perception +5 

Languages Basic, Binary, 2 unassigned 

Defenses Ref 10 (flat-footed 10), Fort 9, Will 12 

hp 5; Threshold 9 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed +0 (1d3-1) 

Fighting Space | square; Reach 1 square 

Base Atk +1; Grp +0 

Abilities Str 8, Dex 11, Con —, Int 14, Wis 15, Cha 9 

Feats Cybernetic Surgery, Skill Focus (Knowledge [life sciences], Treat 
Injury), Skill Training (Use Computer), Surgical Expertise 

Skills Knowledge (life sciences) +13, Perception +5, Treat Injury +13, Use 
Computer +8 

Systems walking locomotion, heuristic processor, 2 hands, improved 
sensor package, vocabulator 

Availability Licensed; Cost 4,300 credits 


SECOND-DEGREE DROIDS 
Second-degree droids are typically astromech droids and some technical 
droids. Specific models include the R2 unit. 


R2 Series Astromech Droid 

The R2 astromech is Industrial Automaton's most successful series of diag- 
nostic and repair droids, largely due to the compact design that enables 
it (unlike its predecessors) to fit precisely into the astromech sockets of 
starfighters. An R2 unit performs all of the most complex astrogation, flight 
data, technical diagnosis, and power management tasks, freeing fighter pilots 
to concentrate on staying alive. 

The R2 astromech droid is surprisingly versatile for its size. R2s boast 
an overwhelming array of tools and sensors, all tucked away behind various 
access panels, keeping the housing largely free of obstructions. Industrial 
Automaton’s designers even found a way to include “wasted space” in 
the chassis, allowing internal storage, easy upgrades, and modifications. 
Even the four standard appendages (two manipulator arms, an electric 
arc welder, and a circular saw) can be quickly and easily switched out 
with a number of specialty arms available, The two empty slots are typi- 
cally filled with a fire extinguisher and a computer interface probe (for 
an additional cost). 

Because these droids are quick-witted, sincere, and often insightful, many 
owners are reluctant to have their memories wiped, resulting in headstrong, 
independent astromech droids. 

R2 Series droids can be played as droid heroes. 
R2 Series Astromech Droid cLo 
Small droid (2nd-degree) nonheroic 2 
Init +3; Senses darkvision; Perception +3 
Languages Basic, Binary, 2 unassigned 
Defenses Ref 13 (flat-footed 11), Fort 8, Will 10 
hp 7; Threshold 8 
Immune droid traits 
Speed 6 squares (wheeled), 4 squares (walking), 9 squares (flying) 

Melee electroshock probe +0 (108 ion) 

Fighting Space } square; Reach | square 

Base Atk +1; Grp -4 

Abilities Str 9, Dex 14, Con —, Int 15, Wis 10, Cha 7 

Feats Skill Focus (Mechanics, Use Computer), Skill Training (Perception), 
Toughness, Weapon Proficiency (simple weapons) 

Skills Mechanics +13, Perception +3, Pilot +8, Stealth +6, Use 

Computer +13 
Systems wheeled locomotion, walking locomotion, flying locomotion 

(limited), magnetic feet, heuristic processor, 6 tool appendages, 1 claw 


appendage, diagnostics package, internal storage (2 kg), i 
sensor package, darkvision 
Possessions astrogation buffer (storage device, 10 memory uni 
circular saw, electroshock probe, fire extinguisher, electric 
holorecorder, holoprojector ‘ 
Availability Licensed; Cost 4,500 credits 


THIRDO-DEGREE DROIDS 
Third-degree droids are typically protocol droids and replica dro 
models include 3PO series droids and translator droids. 


Protocol Droid 
Supplied with a SyntheTech AA-1 Verbabrain, the 3PO proto 
capable of storing huge amounts of information, enabling it to 
over six million forms of communication and respond in nearly all 
also has a tremendous capacity for analyzing previously unknown 
and translating them into whatever language its master desires, 
even includes an olfactory sensor for translating pheromonal com 
tion, The 3P0's additional memory storage is generally used to keep: 
communication modes in active memory, avoiding lengthy d 
searching for linguistic information in mid-translation, 
Each 3PO comes with a factory-installed restraining bolt 
are also programmed for passive behavior—a typical 3PO droid neve 
under any circumstances. If the droid becomes a problem, the 3P0's 
switch is conveniently located at the back of its neck. 
Built to resemble humanoids, 3POs come in a wide variety of col 
3PO Series protocol droids can be played as droid heroes. 


“I'M PROGRAMMEE 
FOR ETIQUETTE, NE 
DESTRUCTION!" 


- c-3P0 


3PO Series Protocol Droid 

Medium droid (3rd-degree) nonheroic 1 

Init ~1; Senses Perception +1 

Languages Basic, Binary, 3 unassigned 
Defenses Ref 9 (flat-footed 9), Fort 9, Will 11 
hp 2; Threshold 9 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed -1 (103-1) 


Space 1 square; Reach 1 square 
+0; Grp -1 
5 Str 9, Dex 9, Con —, Int 12, Wis 13, Cha 15 
ts Linguist. Skill Focus (Persuasion), Skill Training (Knowledge 
weracy], Knowledge [galactic lore}) 
pwledge (bureaucracy) +6, Knowledge (galactic lore) +6, 
ledge (social sciences) +6, Persuasion +12 
walking locomotion, basic processor, translator unit (DC 5), 2 
appendages, vocabulator 
ns audio recorder 
lity Licensed; Cost 3,000 credits 


SURTH-DEGREE DROIDS 
degree droids are combat droids. Specific models include battle droids, 
er droids, security droids, war droids, probe droids, and assassin droids, 


series Battle Droid 
‘Wh appearance but deadly in intent, Baktoid Combat Automata’s battle 
@ metal skeleton with a blaster. Built by the Geonosians to the Trade 
‘Specifications, battle droids are designed to resemble Geonosians, 
ps desiccated Neimoidian corpses. Most intelligent beings regard them 
ig, but Neimoidians see battle droids as positively ghoulish. 
ittle droids are drones controlled by a remote processor, taking their 
mands from a Central Control Computer that operates several thousand 
ids, destroyer droids, and droid starfighters simultaneously. A battle 
icates with its fellow drones via comlinks, transmission anten- 
d encryption computers, making for a contro! signal that is nearly 
to jam (DC 40 Mechanics check). 
Battle Droids can't be played as droid heroes. 


ts Battle Droid CL1 
droid (4th-degree) nonheroic 3 
Perception +6 
ts Basic, Binary 
ts Rief 9 (flat-footed 9), Fort 11, Will 11 


13, Dex 9, Con —, Int 9, Wis 10, Cha 10 
. Weapon Proficiency (pistols, rifles, heavy weapons, 
ipons) 


Skills Perception +6 

Systems walking locomotion, remote processor, 2 hand appendages, 
internal comlink, vocabulator 

Possessions blaster carbine 

Availability Military; Cost 1,800 credits 


B2 Series Super Battle Droid 

The B2 Series Super Battle Droid is a marked improvement in the original 
B1 Series Battle Droid design. Larger and armored, the Super Battle Droid 
relies on a central control computer for guidance, but it doesn't deactivate 
when it loses contact with the remote processor thanks to a backup internal 
processor~a droid brain that takes over when the droid loses communica- 
tion with the central computer. This second brain allows the droid to store 
its last set of orders and continue acting on them even after the remote 
processor has shut down. 

Super Battie Droids can be played as droid heroes. 


B2 Series Super Battle Droid 

Medium droid (4th-degree) nonheroic 6 

Init +3; Senses Perception +8 

Languages Basic, Binary 

Defenses Ref 12 (flat-footed 12), Fort 12, Will 10 
hp 21; Threshold 12 

Immune droid traits 


ceZ 


Speed 6 squares (walking) 

Melee unarmed +6 (1d3+1) 

Ranged wrist blasters +4 (3d8) or 

Ranged wrist blasters +2 (4d8) with Rapid Fire 

Fighting Space | square; Reach | square 

Base Atk +4; Grp +6 

Atk Options autofire (wrist blasters), Charging Fire, Rapid Fire, aid 
another (+4) 

Abilities Str 14, Dex 11, Con —, Int 10, Wis 11, Cha 7 

Feats Armor Proficiency (light), Charging Fire, Rapid Shot, Toughness, 
Weapon Proficiency (heavy weapons, rifles, simple) 

Skills Perception +8 

Systems walking locomotion, remote receiver, backup processor, 
synchronized fire circuits, 2 hand appendages, integrated comlink, 
vocabulator, plastee! shell (+2 armor) 

Possessions wrist blasters (as blaster rifle) 

Availability Military; Cost 3,300 credits 


“IT's AGAINST MY 
PROGRAMMING TO 
IMPERSONATE A 
DEITY." 


- C-3P0O 


Droideka Series Destroyer Droid 

Designed and built by the Geonosians of Geonosis and the Collicoids of 
Colla lV, the Droideka Series destroyer droids reflect the savage ferocity of 
their makers. 

The main propulsion method of destroyer droids is a microrepulsor- 
assisted wheel mode that allows a destroyer droid to fold itself into a roughly 
wheel-shaped package and roll along at high speeds. Though lightning~ 
swift in this mode, destroyer droids are considerably more ponderous when 
unfolded for combat. 

Destroyer droids have two heavy repeating blasters that can lay down a 
devastating barrage. To augment its bronzium armor shell, a destroyer droid 
also comes equipped with a deflector shield generator. The tremendous 
energy drain of the blasters and shields necessitates that the destroyer droid 
be equipped with a minireactor. 

Destroyer droids can't be played as droid heroes. 


Droideka Series Destroyer Droid © 

Large droid (4th-degree) nonheroic 12 

Init +8; Senses Perception +13 

guages Basic, Binary 

Defenses Ref 16 (flat-footed 14), Fort 13, Will 10 

hp 40; SR 20; Threshold 18 

Immune droid traits 

Speed 2 squares (walking), 10 squares (wheeled) 

Melee unarmed +12 (1d4+3) 

Ranged 2 laser cannons +11 (348) or 

Ranged 2 laser cannons +9 (408) with Rapid Shot or 

Ranged 2 laser cannons +6 (5d8) with Burst Fire 

Fighting Space 2x2; Reach 1 square . 

Base Atk +9; Grp +17 

Atk Options autofire (laser cannons), Burst Fire, Point-Blank Shot, 

Abilities Str 16, Dex 14, Con —, Int 8, Wis 14, Cha 7 

Feats Armor Proficiency (light), Burst Fire, Point-Blank Shot, Rap 
Dual Weapon Mastery |, Dual Weapon Mastery li, Weapon Profici 
(heavy weapons, rifles, simple weapons) 

Skills Perception +13, Stealth ~3 

Systems walking locomotion, wheeled locomotion (exclusive), 
receiver, 2 tool appendages, shield generator (SR 20), integra! 
comlink, bronzium shell (+5 armor; treat as quadanium plating) 

Possessions 2 laser cannons (treat as blaster rifles) 

Availability Military; Cost 21,000 credits 


Dwarf Spider Droid 
In the Battle of Geonosis, the Commerce Guild deployed forces 
spider droids. Larger than a standard battle droid and armed with a po} 
blaster cannon, the dwarf spider droid gives mobile heavy weapon 
to advancing infantry, 
The original function of dwarf spider droids was to root out 
operations, The Commerce Guild requires a tribute payment for all 
operations within its borders; however, small independent operat 
dig within Commerce Guild borders and attempt to smuggle the 
ore into a neutral region, avoiding tribute payments, Dwar? spider 
equipped to descend down rocky crags like those found inside ro 
mine shafts, to catch offenders red-handed before they can reach 
of the Commerce Guild border. Commerce Guild star cruisers also caf 
pliments of dwarf spider droids for security and tribute enfo 


Dwarf Spider Droid 

Large droid (4th-degree) nonheroic 9 

Init +3; Senses darkvision; Perception +12 
Languages Basic, Binary 


es Ref 13 (flat-footed 13), Fort 16, Will 11 


squares (walking) 
se ynarmed +8° (1d6+10) 
blaster cannon +5 (6d8) 
ng Space 2x2; Reach | square 
+6; Grp +17 
I Far Shot, Point Blank Shot, Power Attack 
Str 22, Dex 9, Con —, Int 10, Wis 12, Cha 8 
Qualities stability 
‘Armor Proficiency (light), Far Shot, improved Damage Threshold, 
Blank Shot, Power Attack, Skill Focus (Perception), Weapon 
(heavy weapons, simple weapons) 
1b +6 [may reroll, may take 10 when threatened), 
on +12, Stealth -6 
walking locomotion (extra legs), climbing claws, magnetic feet, 
receiver, darkvision, improved sensor package, locked access, 1 
ol appendage, quadanium plating (+5 armor) 
ins blaster cannon 
Military; Cost 8,500 credits 
dwarf spider droid gains a +5 stability bonus on checks made 
being knocked prone. 
4 points of Power Attack 


late in the Clone Wars, the crab droids used by the Confederacy 
nt Systems were designed to function as advanced scouts and 
in harsh environments. Nicknamed “muckrakers” by the clone 
jions they faced, crab droids were often used on wet, swampy 
ere they could use their powerful vacuum system to clear a path 
Groids to follow. 
bids range in size from 2 meters tall for the scout models to 6 
for the assault models. They have metal armor plating on the out- 
itiple jointed legs that grant them great stability and flexibility. 
are well protected from incoming fire, they do have weak spots 
Fir central bodies that, while difficult to reach, leave vital equipment 
Systems exposed to anyone brave enough to get that close. 
ds can't be played as droid heroes. 


Scout 
{4th-degree) nonheroic 12 


cL4 


18 (flat-footed 18), Fort 17, Will 12 


hp 80; Threshold 42 

Immune droid traits 

Speed 6 squares (walking), climb 3 squares 

Melee claw +16* (1d6+15) or 

Melee claw +20° (1¢6+21) with Powerful Charge 

Ranged twin blaster +8 (3410) 

Fighting Space 2x2; Reach | square 

Base Atk +9; Grp +21 

Atk Options Power Attack 

Abilities Str 24, Dex 9, Con —, Int 10, Wis 14, Cha 8 

Special Qualities stability 

Feats Armor Proficiency (light, medium, heavy), Crush, Pin, Power Attack, 
Powerful Charge, Weapon Proficiency (rifles, simple weapons) 

Skills Climb +8 (may reroll, may take 10 when threatened), 
Perception +13, Stealth -6 

Systems walking locomotion (extra legs), climbing claws, heuristic 
processor, 2 claw appendages, hardened systems x5, duranium battle 
armor (+10 armor) 

Possessions twin blaster (treat as heavy blaster rifle) 

Availability Military; Cost 20,000 credits 

Stability—A crab droid gains a +5 stability bonus on checks made to resist 
being knocked prone, 

* Includes 8 points of Power Attack 


IG-100 Series Bodyguard Droid 

Manufactured by Holowan Mechanicals, the first |G-100 Series MagnaGuard 
droids were custom-built to General Grievous's specifications. Quick and 
deadly, the MagnaGuards are designed to protect their charge to their own 
destruction. MagnaGuard droids have thick metal plating covering a wiry 
endoskeleton and have specially designed arms that are adept at wielding 
melee weapons. 

A MagnaGuard droid can't be played as a droid hero. 


1G-100 Series MagnaGuard CL6 
Medium droid (4th-degree) soldier 6 
Force 1 
Init +9; Senses darkvision; Perception +12 
Languages Basic, Binary, 2 unassigned 
Defenses Ref 17 (flat-footed 16), Fort 17, Will 18 
hp 53; Threshold 17 
Immune droid traits 
Speed 6 squares (walking) 
Melee electrostaff +8 (248+6) 
Melee electrostaff +3 (2d8+6) and 
clectrostaff +3 (2d8+6) 


SHNOMS) 


Fighting Space | square; Reach 1 square 

Base Atk +6; Grp +7 

Atk Options Improved Disarm, Melee Defenses 

Special Actions Harm's way, indomitable 

Abilities Str 13, Dex 13, Con —, Int 14, Wis 14, Cha 10 

Talents Harm's Way, Indomitable, Weapon Specialization (advanced 
weapons) 

Feats Armor Proficiency (light, medium), Improved Disarm, Melee Def 
Toughness, Dual Weapon Mastery I, Weapon Focus (advanced melee Pr 
weapons), Weapon Proficiency (advanced melee weapons, pistols, rifles, 
simple weapons) 

Skills Climb +9, Endurance +8, Initiative +9, Jump +9, Perception +12 

Systems walking locomotion, magnetic feet, heuristic Processor, 2 
hand appendages, telescopic appendage (1 hand), darkvisigg) 
improved sensor package, locked access, secondary 
battery 
Possessions clectrostaff 
Availability Restricted; Cost 19,000 credits 


Viper Series Probe Droid 

Before the rise of the Empire, probe droids—ofter 

referred to as probots—were used primarily to 

map space lanes, survey planets, and perform 

search-and-rescue operations. However, $i 
friendly purposes fell by the wayside as the Emperan 


1) conquered more and more systems. Probots became 
| 8 tools for rooting out traitors on far-flung worlds. Arakyd 
| 6 Industries manufactures the Empire's favored model, the 

@ Arakyd Viper, for this very purpose. 


Equipped with an extensive sensor system, the Viper is either deployeds 
directly from the ground or fitted with an optional delivery system tet 
guides the probot from a ship to the designated planet. The delivery system 
possesses only rudimentary breaking capabilities, so it includes buffers tm 
prevent damage to the droid on impact. These are especially important, SINCE 
the Imperial Viper's self-destruct system is designed to destroy the droid if it 
takes significant damage (to prevent it from falling into enemy hands), 1 
sublight delivery system costs an additional 5,000 credits; a hyperspace) 
capable version sells for 15,000 credits. 

Viper Series probe droids can't be played as droid heroes 


Viper Series Probe Droid cut 
Large droid (4th-degree) scout 1 

Init +6; Senses darkvision, low-light vision; Perception +9 
Languages Basic, Binary, 1 unassigned 


19-100 Benes MAGNAGUARD 


of 14 (flat-footed 13), Fort 14, Will 13 


ases & 
ppats Threshold 19 
Immune roo We 
read 6 squares (hovering) 


narmed +4 (1d6+4) 
| aa Sbiester +1 (346) 
Fighting Space 2 Reach 1 square 
Base Atk +0; Grp + 
Special Actions se di 
Iabllities Str 18, Dex 12, Con —, Int 12, Wis 15, Cha 11 
Talents Acute 
iFeats Armor Proficiency (light), Weapon Proficienc 


ruct (+5 area attack, 4d6, 2-square burst 


ter pi 


simple weapons, slugthrowers] 

hills Endurance +5, Initiative +6, Perception +9, Stealth +1, Survival +7, 
Use Computer +€ 

Systems hovering !o 
Bppendages, 2 tool appendages, improved sense 


omotion, basic processor, 2 hand appendages, 2 claw 


package, darkvision 


ed comlink 


Self-destruct system (4d6), locked access, intec 

durastee! 
Possessions s 
Availability Restricted; Cost 1 


(44 armor) 


f unit, video recording unit, blaster (treat 


3,500 credits 


PiIPFTH-DEGREE DROIDS 
Pith-degree droids are typically utility 


Specific mod 
ASP Labor Droid 


ASP Series labor droids are common throughout the galaxy. They perform a 


ids with low-level functions. 


include 


jor droids and power droids. 


Weriety of simple tasks, including maintenance, repair, sanitation, delivery 
ANd simple hard tat 


r. Cheap and effective, they are designed as “entry-| 


HOWS for first-time buyers. Many ASP owners modify the droids heavily 
Mbtead of sctually repis 

ASPS are built for strength and sturdiness, not intelligence. Since the main 
PitUE Of the ASP is versatility, it's programmed with only the mo 


HONS—leaving the owner to instruct the droid in its specific 
ASP Series droids can bi 


ing them. 


played as droid heroes 


ASP Series Labor Droid oe 
ol roid (Sth-degree) nonheroic 2 
#2; Senses Perception +1 
ages Basic, Binary 
cr Ref 15 (flat-footed 14), Fort 13, Will 10 
H  Areshold 13 
ie droid traits 


Speed 6 squares (walking) 
Melee claw +4 (1d4+3) 


Fighting Space 1 square; Reach 1 sq 


Base Atk +1; Grp +4 


Abilities Str 17, Dex 12, Co 
Feats Armor Proficiency (light), Skill Focus (Endurance); Ski 


(Mec 


—, Int 6, Wis 11, Cha 5 


anics), 1 unassigned 


Skills Endurance +11, Mechanics +4 


Training 


Systems walking locomotion, basic processor, 2 claw appendages. 


durastee! shell (+4 armor) 


Availability Licensed; Cost 1,¢ 


00 credits 


the “Droideka” stats 
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Prestige classes offer abilities and powers otherwise inaccessible to heroes 
and GM characters, focusing them in specific directions. A character with 
| a prestige class is generally more specialized, yet perhaps slightly more 
| powerful, than a character without one, 
. Acharacter can’t begin as a member of a prestige class. Abilities granted 


| by prestige classes are acquired only by meeting the requirements specific 

o to each example, which almost always demand—in effect—that a character 

be at least mid-level. Additionally, there may be non-rules-related require- 
ments that must be met in-game, such as group membership fees, special 
training exercises, or quests. 

Prestige classes are purely optional, and always under the purview of the 
GM. Even though a few examples can be found below, they are idiosyncratic 
to each campaign, and thus many GMs may choose to not allow them or only 
use them for GM characters. 


PRESTIGE CLASSES 

Table 12-1; Prestige Classes summarizes the prestige classes described in 
this chapter. Some prestige classes (such as the crime lord, Sith apprentice, 
and Sith Lord) are more appropriate for GM characters, and the Gamemas- 
ter may declare these classes off-limits to heroes. For this reason, a player 
should consult with her GM before angling her character toward a particular 
prestige class. 

Requirements: All prestige classes have certain requirements that a 
character must fulfill prior to taking the first level in that class. Among 
the most common requirements are a minimum character level, a minimum 
base attack bonus, being trained in certain skills, or having certain feats. 
These requirements make it easier for certain types of characters to become 
members of a given prestige class. For example, a scout could potentially 
take his first level of bounty hunter as an 8th-level character. 


ac 


PRESTIGE CLASS BASIC DESCRIPTION 


Bounty hunter Expert at locating and capturing fugitives 


Elite trooper Highly trained soldier or bodyquard 


Force disciple Master of the deepest mysteries of the Force 


Jedi Knight Galactic defender who follows the Jedi code 


Officer Leader of a military task force or group 


Sith Lord Powerful master of the dark side 


ACE PILOT 

The ace pilot is to vehicle combat what the elite trooper is to personal 
weapons combat. Her arms and armor are the weapons and shields of a 
sleek starship soaring through space or an airspeeder shrieking through the 
atmosphere. A veteran of countless engagements, the ace pilot has proven 
her skill again and again by virtue of facing the enemy and surviving—and 
making sure the enemy did not, She has several kills to her credit, and her 
combat maneuvers are occasionally studied and discussed in training acad- 
emies for their ingenuity and effectiveness. 

For her part, the ace pilot only feels truly alive in the cockpit, where she can 
pit herself against her peers in a life-and-death contest to see who is the better 
pilot. For some ace pilots, the contest is enough, and they don't care whether 
they win or simply get away with their lives. For others, the important thing is 
the kill. The adrenaline surge they feel when finishing off an enemy brings them 
back again and again. The best ace pilots learn to stop enemies without destroying 
them, but those aces are rare, and their exploits are legendary. 

Ace pilots define themselves by the vehicles they fly. Some are starfighter 
aces, while others fly space transports. Ace pilots can also be found at the 
controls of a Podracer, Coruscant air taxi, or even a large assault vehicle 
such as an AT-AT. 


EXAMPLES OF ACE PILOT 1 
STAR WARS 

Han Solo, Wedge Antilles, Sebulba, Wes Jansen, Tycho Celchu, 
Corran Horn. 


REQUIREMENTS 
To qualify to become an ace pilot, a character must fulfill the 
criteria. 

Minimum Heroic Level: 7th, 

Trained Skills: Pilot. 

Feats: Vehicular Combat. 


GAME RULE INFORMATION 
Ace pilots have the following game statistics. 


Hit Points 
At cach level, ace pilots gain 148 hit points + their Constitution 


Force Points 
Ace pilots gain a number of Force Points equal to 6 + one-half their 
level, rounded down, every time they gain a new level in this class. 


CLASS FEATURES 
The following are features of the ace pilot prestige class. 


BASE ATTACK 
BONUS 


CLASS FEATURES 


Vehicle dodge +1 


Vehicle dodge +2 


Vehicle dodge +3 


Vehicle dodge +4 


Vehicle dodge +5 


Talents 
At every odd-numbered level (Ist, 3rd, 5th, and so on), the ace pilot selects 
7 talent. This talent may be selected from the Expert Pilot or Gunner talent 
{see below) or from the Spacer talent tree (see page 47). 

‘ace pilot must meet the prerequisites (if any) of the 
talent. No talent can be selected more than once 
s expressly indicated. 


PILOT TALENT TREE 

‘ace pilot relies on finely honed instincts and years 
pilot training to outmaneuver and destroy enemy 

ips. 
Elusive Dogfighter: When engaged in a dogfight, 
enemy pilot engaged in the same dogfight takes 
10 penalty on attack rolls when you succeed 
the opposed Pilot check (see Attacking in a 
fight, page 171). 
Full Throttle: You can take 10 on Pilot checks 
to increase your vehicle's speed (see the 
it skill description, page 71). In addition, 
you use the all-out movement action 
while piloting a vehicle, your vehicle moves 
‘to five times its normal speed instead 
Of the normal x4). 
Juke: When you fight defensively as 
pilot of a vehicle (see page 171), the 
Donus to your vehicle's Reflex Defense 
Ereases to +5 even if you make an attack. 
Prerequisite: Vehicular Evasion. 
_ Keep it Together: Once per encounter, when a 

cle you're piloting takes damage that equals or 
its damage threshold, your vehicle avoids 


§ down the condition track (see Conditions, 
148). 


Pilot check made to initiate a dogfight, 
the better result (see Dogfight, page 171) 
vehicular Evasion: If the vehicle you are piloting 

Mt by an area attack (see Area Attacks, page 155), 
If damage if the attack hits. If the area attack misses 
Vehicle, it takes no damage. You cannot use this talent 
“Your vehicle is stationary or disabled. 


GUNNER TALENT TREE 
Many starship gunners are skilled both in and out of the cockpit and are 
deadly with ranged weapons of any kind. 

Dogfight Gunner: While your vehicle is engaged in a dogfight, you take 
no penalty on your attack rolls with vehicle weapons even if you are not 
the pilot. 

Prerequisite: Expert Gunner. 

Expert Gunner: You gain a +1 bonus on attack rolls made using vehicle 
weapons, 

Quick Trigger: Whenever an enemy vehicle moves out of your square or 
an adjacent square, you may make a single attack against that vehicle as an 
attack of opportunity. 

Prerequisite: Expert Gunner. 

System Hit: Whenever you deal damage to a vehicle that equals or 
exceeds its damage threshold, you move that vehicle an additional -1 
step on the condition track (see Conditions, page 148). 

Prerequisite: Expert Gunner. 


Vehicle Dodge 

Beginning at 2nd level, you apply a dodge bonus to the Reflex 

Defense of any vehicle you pilot. The dodge bonus is 
equal to one-half your class level, rounded down. Any 

condition that makes you lose your Dexterity bonus to 

Reflex Defense also makes you lose dodge bonuses. 
Also, dodge bonuses stack with each other, unlike 

most other types of bonuses. 


BOUNTY 
HUNTER 


The bounty hunter capitalizes on the vendet- 
tas of others, tracking down fugitives for 
their enemies, their masters, or simply for 
justice. The best bounty hunters are the 
ones who can stay emotionally detached 
from either their employers or their 
quarry—although bounty hunters who 
hate their prey often make more spec- 
tacular kills. 

Not all bounty hunters kill. Some 
employers reserve that pleasure for them- 
selves, or plan to give the quarry a more or less 

fair trial. Some bounty hunters have reservations about taking 
lives unnecessarily. Regardless of his methods, a bounty hunter still has 
to produce the quarry in order to receive payment. Overkill is generally 
not a good idea. 
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At one time, organized bounty hunter guilds apportioned contracts 
and policed their membership. They dwindled in both power and 
organization during the rise of Emperor Palpatine. 

Whether working alone or in groups, bounty hunters revel in 
the thrill of the hunt. Given the nature of their work, it goes 
without saying that few bounty hunters die of boredom. 


Hunter talent tree (presented below), the Misfortune talent 
page 46), or the Awareness talent tree (see page 49). You my 
the prerequisites (if any) of the chosen talent, No talent 
selected more than once unless expressly indicated. 


BOUNTY HUNTER TALENT TREE 
The nature of their work requires bounty hunt 
associate with the scum of the universe, 
among the finest bounty hunters in the pai 
relying on the element of surprise and your hy 

instincts to catch your prey, 
Hunter's Mark: If you aim before mal 
ranged attack (see Aim, page 154), you me 
target -1 step along the condition track if the 

hits (see Conditions, page 148). 

Hunter's Target: Once per encounter 
free action, you may designate an opponent, f 
the rest of the encounter, when you succeedig 

a melee or ranged attack against that opp 

you gain a bonus on damage rolls equal to 

class level. 
Prerequisite: Hunter's Mark. 
Notorious: Your skill as a bounty hunter 
known throughout the galaxy, even on 
worlds. When you are not disguised, you 
reroll any Persuasion checks made to intimi 
others, keeping the better result (see the 
sion skill, page 71). 

Nowhere to Hide: You may choose to reroll 
Gather Information checks made to locate a Sp 
individual (see the Gather Information skill, page 
but you must keep the result of the reroll even If 
worse. 

Relentless: This talent applies only to an Opp 
you've designated as your hunter's target (see 
Target, above). Any attack or effect originating 
the target that would normally move you along 
condition track (see page 149) does not, in Fach 
you along the condition track 

Prerequisites: Hunter's Mark, Hunter's Target 

Ruthless Negotiator: When haggling over the pf 
bounty (see the Persuasion skill, page 71), you can Feral 
Persuasion check and keep the better result 

Prerequisite: Notorious. 


EXAMPLES OF BOUNTY 
HUNTERS IN STAR WARS 
Aurra Sing, Boba Fett, Bossk, Dengar, 4-LOM, Greedo, IG-88, 
Zuckuss, 


REQUIREMENTS 
To qualify to become a bounty hunter, a character must fulfill 
the following criteria. 

Minimum Heroic Level: 7th. 

Trained Skills: Survival. 

Talents: At least two talents from the Awareness 
talent tree (see page 49). 


Game RULE 
INFORMATION 
Bounty hunters have the following 
game statistics. 


Hit Points 

At each level, bounty hunters gain 
1d10 hit points + their Constitution 
modifier, 


Force Points 
Bounty hunters gain a number of Force Points equal to 6 + one-half 
their character level, rounded down, every time they gain a new 
level in this class 


CLASS FEATURES 
The following are features of the bounty hunter prestige class. 


Defense Bonuses 
At Ist level, you gain a +4 class bonus to your Reflex Defense 
and a +2 class bonus to your Fortitude Defense. 


Talents 
At every odd-numbered level (1st, 3rd, 5th, and so on), you 


select a talent. The talent may be selected from the Bounty 


MALE QUARREN BOUNTY HUNTER 


CLASS FEATURES 
Familiar foe +1 
Familiar foe +2 
Familiar foe +3 
Familiar foe +4 


Familiar foe +5, 


Foe 
fying your enemy in combat, you know how to defeat him more 
If you spend a full-round action observing an opponent in combat, 
@ bonus on attack rolls against that opponent and a bonus to 
Defense against attacks made by that opponent equal to one- 
Fclass level (rounded down). The effects last until the end of the 
t You cannot use this ability until after your opponent has acted 


sSICLIES Manage to eradicate crime altogether. In the underworld, 
‘always rises to the top, either through vision, organization, or sheer 
The life of a crime lord isn't for the timid. After conquering an 
Dire, the crime lord wages a daily struggle not only to stay on top 
0 Stay alive. 
se, Not every crime lord is bent on corrupting society and making 
Use their criminal connections to wage lucrative guerilla 
tyrants and despots. Indeed, some of the lesser-known heroes 
on began as smugglers or pirates, and eventually rose through 
heir organization to provide a more noble direction for their 
ies. Although some did so to remove an obstacle to making 
others recognized that ridding the galaxy of the Empire's evil 
int long-term goal. 


Problematically, crime lords are notoriously bad at cooperating with one 
another, The head of any given criminal empire has as much to fear from a 
gang war as he does from internal dissent and ambitious underlings. Even 
those with altruistic intentions sometimes learn the hard way that their 
troops are more interested in gaining power and wealth than saving the 
galaxy from greater evils. 


EXAMPLES OF CRIME LORDS IN 
STAR WARS 

Jabba the Hutt, Prince Xizor, Talon Karrde, Ploovo Two-for-One, Davik Kang, 
GO-T0. 


REQUIREMENTS 
To qualify to become a crime lord, a character must fulfill the following 
criteria. 

Minimum Heroic Level: 7th, 

Trained Skills: Deception, Persuasion, 

Talents: At least one talent from the Fortune, Lineage, or Misfortune 
talent tree (see pages 44 and 46). 


GAME RULE INFORMATION 
Crime lords have the following game statistics. 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES 
Mt fens bonuses talent 
2nd + Command cover, talent 
= aD Te eee 
4th +3 Talent 
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Hit Points 


At each level, crime lords gain 148 hit points + their Constitu- 


tion modifier. 


Force Points 

Crime lords gain a number of Force Points 
equal to 6 + one-half their character level, 
rounded down, every time they gain a new 
level in this class. 


CLASS FEATURES 
The following are features of the crime lord prestige 
class. 


Defense Bonuses 
At Ist level, you gain a +2 class bonus to your Reflex Defense 
and a +4 class bonus to your Will Defense. 


Talents 


At Ist level and each level thereafter, you select a talent. The talent 
must be selected from the Infamy or Mastermind talent trees (pre- 
sented below) or the Influence talent tree (see page 43). You must 


meet the prerequisites (if any) of the chosen talent. No talent can 
be selected more than once unless expressly indicated. 


INFAMY TALENT TREE 

You are wanted in multiple systems for criminal acts, and your 
manner of doing business has earned you an unsavory reputation 
in the criminal underworld. 

Inspire Fear |: Your infamy and reputation are such that any 
opponent whose level is equal to or less than your character 
level takes a -1 penalty on attack rolls and opposed skill checks 
made against you, as well as Use the Force checks made to 
activate Force powers that target you. This is a mind-affect- 
ing fear effect. 

Inspire Fear Il: As Inspire Fear | (see above), except that 
the penalty increases to -2 

Prerequisite: Inspire Fear | 

Inspire Fear Ill: As Inspire Fear | (see above), except that 
the penalty increases to -5. 

Prerequisites: Inspire Fear |, Inspire Fear II 

Notorious: Your reputation as a crime lord is known 
throughout the galaxy, even on fringe worlds. When you are 
not disguised, you may reroll any Persuasion checks made to 
intimidate others, keeping the better result (see the Persuasion 
skill, page 71). 


Shared Notoriety: When your minions invoke your name, other 

note, If you have minions (see the Attract Minion talent, bg 
they may reroll any Persuasion checks made to intimidate g 
(see the Persuasion skill, page 71), but the result of the reroll 
be accepted even if it is worse, 

Prerequisite: Notorious. 


MASTERMIND TALENT TREE 
You have the ability to attract loyal minions 
skilled at redirecting allies on the battlefield, 
Attract Minion: You attract a loyal 
The minion is a nonheroic character (see page 2 
with a class level equal to three-quarters of 
character level, rounded down, 
You may select this talent multiple tj 
each time you select this talent, you gain 
minion. Normally, you can have only one minig 
with you at a time. Any other minions you hi 
are assumed to be looking after your Vario 
interests. If you lose a minion, you can send f 
another minion if you have one (although normal t 
time still applies) 
Each minion that accompanies you on an adventu 
entitled to an equal share of the total experience po 
earned for the adventure. For example, a minion tf 
accompanies a party of five heroes on an adventun 
receives one-sixth of the XP that the group earns, 
Impel Ally 1: You can spend a swift action tog 
one ally the ability to move its normal speed. The 
must move immediately on your turn, before you: 
anything else, or else the opportunity is wasted. You 
can use this talent up to three times on your tun 
(spending a swift action each time). 

Impel Ally II; You can spend two swift actions | 
grant one ally the ability to take a standard action) 
or move action. The ally must act immediately 

your turn, before you do anything else, or else 
opportunity is wasted 
Prerequisite: \mpel Ally | 


Command Cover 

Starting at 2nd level, you can use YOUF allies t 
shield you from harm. You gain a +1 cover bonus 
your Reflex Defense for each ally that is adjacent to you, 
up to a maximum bonus equal to one-half your Class 
(maximum +5 at 10th level). 


MaLe ROOIAN Came Lomo 


‘LITE TROOPER 
elite trooper represents an individual who has received advanced combat 
More than @ mere soldier, the elite trooper is highly trained and 
‘of taking on any number of combat-related missions, such as quard- 
‘an important location, assaulting an enemy base, or participating in a 
thy insertion into enemy territory. She's a crack shot and, though trained 
‘use of armor, can easily operate without it if the situation warrants. 
the fighting gets particularly brutal, the elite trooper can dispatch 
to-hand as easily as she does with a blaster. 
te troopers exist in a variety of roles, but unlike Imperial stormtroop- 
“elite troops” of the Empire—they rely on skill and ingenuity more 
heer force and blind obedience to the Emperor's will. Thus, the best 
for them involve penetrating attacks deep behind enemy lines, 
lla warfare conducted on enemy-held worlds—situations where 
jity and sheer determination are the elite trooper’s best armaments 


KAMPLES OF ELITE 

OPERS IN STAR WARS 

|Madine, Major Derlin, Kyle Katarn, Lieutenant Page, Kell Tainer, ARC 
er Alpha~02. 


to become an elite trooper, a character must fulfill the following 


ase Attack Bonus: +7. 

Armor Proficiency (light), Armor Proficiency (medium), Martial 
Blank Shot. 

ts: At least one talent from the Armor Specialist, Commando, or 

Specialist talent trees (see pages 51-53). 


E RULE INFORMATION 
have the following game statistics. 


15.gain 8 number of Force Points equal to 6 + one-half their char- 
bunded down, every time they gain a new level in this class. 


FEATURES 
are features of the elite trooper prestige class. 


BASE ATTACK 

LEVEL BONUS CLASS FEATURES 

‘st +1 efense bonuses, delay damage, talent 
2nd +2 Damage reduction 1 
ee eT LES 
4th +4 Damage reduction 2 
ea Te ee ie 
6th 46 Damage reduction 3 
ES Se 
8th +8 Damage reduction 4 
RE SS aes 
10th +10 Damage reduction 5 


Defense Bonuses 
At Ist level, you gain a +2 class bonus to your Reflex Defense and a +4 class 
bonus to your Fortitude Defense. 


Delay Damage 
Elite troopers are among the toughest individuals in the galaxy. After being 
exposed to numerous threats, foes, and combat situations, you've developed 
the ability to delay effects that would drop lesser creatures. 

Once per encounter as a reaction, you can choose to delay the effect of a 
single attack, ability, or effect used against you. The damage or effect does 
not take hold until the end of your next turn. 


Talents 

At every odd-numbered level (Ist, 3rd, Sth, and so on), you select a talent. 
The talent may be selected from the Weapon Master talent tree (presented 
below), the Commando talent tree (page 52), or the Camouflage talent tree 
{page 49). You must meet the prerequisites (if any) of the chosen talent. No 
talent can be selected more than once unless expressly indicated. 


WEAPON MASTER TALENT TREE 
You are skilled at wielding a variety of weapons and can wield choice weapons 
with deadly precision and force. 


SASSVID EOGQ.Sae<) 


Controlled Burst: Your penalty when making an autofire attack Greater Weapon Specialization: Choose one exotic weapon gr, 
or using the Burst Fire feat is reduced to -2, In addition, if the following weapon groups: advanced melee weapons, heayy 
you brace an autofire-only weapon, you have no penalty pistols, rifles, simple weapons. You gain a +2 bonus on damage to 
‘on your attack roll, the chosen exotic weapon or a weapon from the chosen group, This’ 

Exotic Weapon Mastery: You are considered profi- stacks with the bonus granted by the Weapon Specialization talent ( 
cient with any exotic weapon, even if you don't possess the 53). You must be proficient with the weapon to gain this benefit. 
appropriate Exotic Weapon Proficiency feat. You may select this talent multiple times. Each time you select this 

Greater Devastating Attack: Choose a single it applies to a different weapon group, 
exotic weapon or weapon group with which Prerequisites: Greater Weapon Focus, Weapon Focus feat (seep: 
you're proficient. Whenever you make a suc- 89), and Weapon Specialization (see page 53) with the chosen 6 
cessful attack against a target using the chosen weapon or weapon group. 
exotic weapon or a weapon from the chosen Multiattack Proficiency (heavy weapons): Whenever you na 
group, you treat your target’s damage threshold multiple attacks with any type of heavy weapon as a full attack 
as if it were 10 points lower when determining (see Full Attack, page 154), you reduce the penalty on your attack ro 
the result of your attack. This replaces the effects by 2. 
of the Devastating Attack talent (see page 53). You can take this talent multiple times; each time you take this t 

Prerequisites: Greater Weapon Focus, Devas- you reduce the penalty on your attack rolls by an additional 2. 
tating Attack (see page 53), and Weapon Focus Multiattack Proficiency (rifles): Whenever you make multiple attagl 
feat (see page 89) with the chosen exotic weapon with any type of rifle as a full attack action (see Full Attack, page 15 
of weapon group, you reduce the penalty on your attack rolls by 2. 

Greater Penetrating Attack: Choose a single You can take this talent multiple times; each time you take this tale 
exotic weapon or weapon group with you reduce the penalty on 
which you're proficient. Whenever attack rolls by an additional 
you make a successful attack against 
a target using the chosen exotic 
weapon or a weapon from the chosen 
group, you treat your target's damage reduction 
as if it were 10 points lower when determining the 
result of your attack. This replaces the effects of the 
Penetrating Attack talent (see page 53). 

Prerequisites: Greater Weapon Focus, Penetrating 
Attack (see page 53), and Weapon Focus feat (see 
page 89) with the chosen exotic weapon or weapon 
group. 

Greater Weapon Focus: Choose one exotic 
weapon or weapon group with which you're profi- 
cient. You gain a +1 bonus on attack rolls with the 
chosen exotic weapon or a weapon from the chosen 
group. This bonus stacks with the bonus granted by the 
Weapon Focus feat (page 89). You must be proficient 
with the weapon to gain this benefit. 

You may select this talent multiple times. Each 
time you select this talent, it applies to a different 
weapon group, 

Prerequisites: Weapon Focus feat (see page 89) 
with chosen exotic weapon or weapon group. 


Damage Reduction 
At 2nd level, you gain d 
reduction 1 (DR 1), which means that you reduce the damage you take 
any attack by 1 (see Damage Reduction, page 158). 

At every even-numbered level after 2nd, your damage reduction imp 
by 1 (DR 2 at 4th level, DR 3 at 6th level, and so on). 


FORCE ADEPT 
The Force adept is strong in the Force but follows a different path ta 
that of the Jedi, To the Force adept, the Force and the aid it provides: 
more mysterious, more supernatural. A Force adept comes from a diff Pf 
tradition, with different beliefs and codes of conduct than those of theJé 
There are precious few Force adepts in the galaxy, and even fewer 06 
adventurers, Some call the Force by its familiar name, while others 
it by some other term entirely. 

Some Force adepts become adventurers as part of a quest to learn 
about the Force (or whatever they choose to call it). Others do $0 4S 
necessity. They are forced from their world, hunted by unscrupulous ag® 
or are interested in what the galaxy might have to offer them. Force 
might be called wizards, shamans, witches, or prophets, depending of 
they come from and what traditions they follow. Most Force adepts 


FEMALE HUMAN ELITE TROOPER 


nt side (or at least their version of it), but some fully embrace the dark 

d use the Force for evil or selfish intent. 

7 adepts usually hail from primitive cultures that revere or fear 

; for their Force powers. Some strive to keep their powers secret, both 
suse they do not fully understand them and because they are afraid of 

w others might treat them. 


xXAMPLES OF FORCE ADEPTS 
1 STAR WARS 
aij Ventress, Inquisitor Tremayne, Maarek Stele, Sly Moore, Tenenie! Djo. 


QUIREMENTS 
ify to become a Force adept, a character must fulfill the following 


jum Heroic Level: 7th. 
Skills: Use the Force. 
Force Sensitivity. 
ny three Force talents (see Force Talents, page 100). 


AME RULE INFORMATION 
‘adepts have the following game statistics. 


ints 
h level, Force adepts gain 108 hit points + their Constitution modifier. 


Points 
depts gain a number of Force Points equal to 6 + one-half their char- 
fel, rounded down, every time they gain a new level in this class. 


SS FEATURES 
owing are features of the Force adept prestige class, 


Bonuses 
level, you gain a +4 class bonus to your Will Defense and a +2 class 
5 to your Reflex Defense and Fortitude Defense, 


‘odd-numbered level (1st, 3rd, 5th, and so on), you select a talent. 
May be selected from the Dark Side Devotee, Force Adept, or 
falent trees (presented below). You must meet the prerequisites 
‘Of the chosen talent. No talent can be selected more than once 


werful negative emotions allow the dark side to flow through you, 
u great power. 


Channel Aggression: If you succeed on an attack against a flanked 
opponent or any target that is denied its Dexterity bonus to Reflex Defense, 
you may spend a Force Point as a free action to deal additional damage to 
the target equal to 106 per class level (maximum 10d6). 

Channel Anger: You let your anger swell into a rage, As a swift action, 
you may spend a Force Point to gain a +2 rage bonus on melee attack rolls 
and melee damage rolls for a number of rounds equal to 5 + your Constitution 
modifier. At the end of this duration, you move -1 step along the condition 
track (see Conditions, page 148). 

While raging, you cannot use skills that require patience and concentra- 
tion, such as Mechanics, Stealth, or Use the Force, 

Prerequisite: Channel Aqgression. 

Crippling Strike: Whenever you score a critical hit, you may spend a 
Force Point to also reduce the target's speed by half until he is fully healed 
{that is, restored to maximum hit points). 

Prerequisite: Channel Agaression. 

Embrace the Dark Side: Whenever you use a Force power with the [dork 
side] descriptor, you may reroll your Use the Force check, but you must accept 
the result of the reroll even if it is worse. 

Upon choosing this talent, you can no longer use Force powers with the 
[light side} descriptor. 

Prerequisites: Channel Aggression, Channel Anger. 


BASE ATTACK 

LEVEL BONUS CLASS FEATURES 

Wt 40 eens bonuses, talent 
2nd +1 Force technique 

wa LTE SOE 
4th +3 Force technique 

wo PRES 
6th 44 Force technique 

EDA TREES aE 
8th +6 Force technique 
CEES) “See ee 
10th +7 Force technique 


FORCE ADEPT TALENT TREE @ Force Talisman: You may spend one Farce Point to imbue 
Force adepts use the Force to survive on fringe worlds, @ @ ‘or some other portable object with the Force, creating a 
and they often have signature Force powers that that provides protection to you. Creating the talisman ¢ 
they use particularly well, full-round action. While you wear or carry the talisman 

Force Power Adept: You are skilled at using a person, you gain a +1 Force bonus to one of your defenses ( 
particular Force power. Select one Force power you Fortitude, or Will). You may only have one Force talisman acth 
know. When using that Force power, you have the any given time, and if your Force talisman is destroyed, you 9 
option of spending a Force Point to make two Use create another Force talisman for 24 hours. 

‘@ 


9 
the Force checks, keeping the better result. Greater Force Talisman: As Force Talisman (above), ex 

This talent may be selected multiple times. Its that the talisman's Force bonus extends to all three 
effects do not stack. Each time you select this talent, defenses (Reflex, Fortitude, and Will). 
you must choose a different Force power. Prerequisite: Force Talisman. 

Force Treatment: You can make a Use the Force 
check in place of a Treat Injury check (see the Treat 
Injury skill, page 74). You are considered trained in the 
Treat Injury skill for purposes of using this talent. If you 
are entitled to a Treat Injury check reroll, you may reroll 
your Use the Force check instead (subject to the same 
circumstances and limitations). 

In addition, you can administer first aid, treat disease, 
treat poison, and treat radiation without the requisite 
medical kit or medpac. 

Fortified Body: The Force shields you against ail- 
ments, toxins, and radiation poisoning, making you 
immune to disease, poison, and radiation. 

Prerequisite: Equilibrium (see page 101). 


Force Technique 
You have learned improved techniques to feel the rl 
Force. At every even-numbered level (2nd, 4th, 6th, and s1 
you gain one Force technique that, once selected, cans 
changed (see Force Techniques, page 101, for more ji 


FORCE DISCIPLE 
Through meditation and contemplation of the deepest mysten 
of the Force, some individuals transcend the dogma in which 
were raised as they reach a new and deeper understanding 6 fi 
connection to the universe around them. The ebb and j 
life—quickening, growing, struggling, dying—becomes a 1 
less chorus of destiny, Some Force disciples tap into this 
become one with it, and speak its wisdom to others. 0 
might instead enslave destiny, twist its vision, and 
others for the sake of power. 
Force disciples, like Force adepts, exist in every 
tradition, Even the Jedi and the Sith have had 
disciples among their ranks, but the dogma of 
traditions tends to discourage such an 
approach to the Force. However, in less 4 
known dominant traditions—the Baran Do sé 
the witches of Dathomir, the Gand findsm 
the Seyugi dervishes—Force disciples 
great power and influence, shaping theif: 
tions for centuries to come. Force adepts who become Force Gist 
may wield power and influence over entire civilizations. 


FORCE ITEM TALENT TREE 
You can imbue weapons and objects with the power 
of the Force. 

Attune Weapon: You may spend a Force Point to 
attune a melee weapon. Attuning the weapon takes a full- 
round action, From that point forward, whenever you wield 
the attuned weapon, you gain a +1 Force bonus on attack 
rolls. The weapon is attuned to you alone; others who wield 
the weapon do not gain the Force bonus. 

Empower Weapon: You may spend a Force Point to 
empower a melee weapon. Empowering the weapon takes a 
full-round action, From that point forward, the empowered 
weapon deals an additional die of damage, but only when 
wielded by you. (For example, an empowered lightsaber 
deals 3d8 points of damage instead of 2d8 points of 
damage.) Others who wield the weapon do not gain the 
bonus damage die, 
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EXAMPLES OF FORCE Prophet 
pisciPLes IN STAR Every time you gain a level in this class, you receive two Destiny Points 
WARS instead of the usual one. In addition, you may sacrifice this extra 
Kedann, Lord Cronal ("Blackhole"), Rokur Destiny Point immediately after gaining ac 
to do so, you instead ri 


$ level. If you choose 
ve a prophetic vision from the 
Force; the content of this vision is determined by the GM 
The vision is in 


Gepto, the Saarai-kaar, Wialu 


antaneous, so no time Is required to 
exercise this option. Upon seeing 
the option to ¢ 


REQUIREMENTS 
To qualify to become a Force disciple, a character 
a 


he vision, you have 
‘noose a new destiny (se 


page 112) 
So long as the new destiny is related in some way to 


must fulfill the following crit 

Minimum Heroic Level; 12th 

Trained Skills: Use the Force 

Feats: Force Sensitivity. 

Talents: Any two talents from the Dark Side 
Devotee, Force Adept, or Force Item talent tree (see 
page 214) 

Force Powers: Forseeing. 

Force Techniques: Any one (see Force Techniques, 


page 101) 


the vision, The GM is the final arbiter of what new 
destiny (or destinies) are appropriate 


Talents 
At every odd-numbered level (1st, 3rd, and 5th), you 
select a talent, The talent may be selected from the Force 
Adept talent tree (see page 214) or any 


orce talent tree 
in Chapter 6: The Force. You must meet the prerequisites 
(if any) of the chosen talent. No talent can be selected 
GAME RULE 

INFORMATION 
Force disciple: 


more than once unless expressly indicated. 


Force Secret 
You have glimpsed an eternal truth through your 
contemplation of the Force. At 2nd level and every 


have the following game statistics. 


Hit Points 
At each level, Force disciples gain 148 hit points + their 
Constitution modifier. 


level thereafter, you gain one Force secret that, once 
selected, cannot be changed (see Force Secrets, page 
103, for more information) 

Force Points 

Force disciples gain a number of Force Points equal to 7 + 
Ohe-half their character level, rounded down, every time 


They Gain a new level in this class. (Due to their strong 
Sonnection 


f to the Force, Force disciples gain more Force 
Points than most other prestige classes.) 


TABLE 12-7 
THe FORCE DisciPLe 
BASE ATTACK 
LEVEL BONUS — CLASS FEATURES 
ist +0 Defense bonuses, indomitable, 
‘prophet, talent 


Class Features 
Iefollowing are features of the Force disciple prestige 


Glass. 


Defense Bonuses 


it 
HSt level, you gain a +6 class bonus to your Wi 


* 2nd + Force secret 
ai SE and 9 +3 class bonus to your Reflex Defense Force secret talent 

Fortitude Defense. a “a 7 

4th +3 Force secret 


immune to mind-affecting effects. 
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CLASS FEATURES 
The following are features of the gunslinger prestige 


GUNSLINGER 
Since the first primitive slugthrower was developed thousands of years ago, 
there have been soldiers of fortune focused on pistol fighting. The tradi- 
tion grew with the technology, creating a special breed of blaster-wielding 
freelancers who shoot first and ask questions later. Often wandering guns- 
for-hire, bodyguards in fringe areas, professional duelists, 

or even assassins, these fighters know everything 
there is to know about pistols of all descriptions. 
They can draw faster, shoot faster, and aim more 
accurately with their weapons of choice than any 
other category of warrior. Some use their prow- 
ess to defend the weak and battle injustice, while 
others use their skill to gain fast and easy credits. 
Regardless of motivation, gunslingers seek to use 
their focused combat techniques to gain greater 
fame, and wield that fame as a weapon against less 
well-known foes. 


Defense Bonuses 
At Ist level, you gain a +4 class bonus to your Ret 
Defense and a +2 class bonus to your Will Defense. 


Talents 
At every odd-numbered level (1st, 3rd, 5th, and 
you select a talent, The talent may be sek 
the Gunslinger talent tree (presented be 
the Fortune talent tree (see page 46), or) 
Awareness talent tree (see page 49). You 
meet the prerequisites (if any) of the che 
talent. No talent can be selected more thy 
once unless expressly indicated, 


GUNSLINGER TALENT TREE 
EXAMPLES OF You never travel anywhere without a blaster (or two), 
GUNSLINGERS IN you know how to handle yourself in a gunfight. 
STAR WARS Debilitating Shot: If you aim before making a ran 
Jango Fett, Han Solo, Gallandro, Dash Rendar. attack (see Aim, page 154) and the attack hits, yet 
move the target -1 step along the condition tracks 
Conditions, page 148) in addition to dealing di 
Deceptive Shot: Select one target in line of: 
within 6 squares. You can spend two swift actions 
the same turn to make a Deception check; if the el 
result equals or exceeds the target's Will Defense, # 
target is denied its Dexterity bonus to Reflex 0 9 
against your attacks until the beginning of your next tl 
Improved Quick Draw: If you are carrying a pistol [ 
your hand or ina holster), you may draw the pistol and make #1 
attack during a surprise round even if you are surprised. If you art 
surprised, you may take any single action of your choice, as no! 4 
Knockdown Shot: If you aim before making @ ranged atted 
(see Aim, page 154) and the attack hits, you knock the tat 
prone in addition to dealing damage. You can't use this ta 
to knock down targets two or more size categories 0 
than you. 
Multiattack Proficiency (pistols): Whenever 
make multiple attacks with any type of pistol as 2 
attack action (see Full Attack, page 154), you reduce ® 
penalty on your attack rolls by 2. 


REQUIREMENTS 
To qualify to become a gunslinger, a charac- 
ter must fulfill the following criteria 
Minimum Heroic Level; 7th 
Feats: Point Blank Shot, Precise 
Shot, Quick Draw, Weapon Profi- 
ciency (pistols). 


GAME RULE 
INFORMATION 
Gunslingers have the following game statistics. 


Hit Points 
At each level, gunslingers gain 148 hit points + their Constitu- 
tion modifier. 


Force Points 
Gunslingers gain a number of Force Points equal to 6 + one-half 
their character level, rounded down, every time they gain a 

new level in this class, 


MALE WOGKIER OUNSLINOER 


CLASS FEATURES 


Trusty sidearm +1 


Trusty sidearm +2 


Trusty sidearm +3 


Trusty sidearm +4 


+10 


Trusty sidearm +5 


Gan take this talent multiple times; each time you take this talent, 
uce the penalty on your attack rolls by an additional 2. 
ed Disarm: You can disarm an opponent using a ranged attack, If 
disarm attack fails, your opponent doesn't get to make a free 
you (see Disarm, page 152). 
Work: You take no penalty on your attack roll when using the 


‘at 2nd level, you gain a bonus on damage rolls equal to one-half your 

{rounded down) when wielding a pistol. This damage is in addition 

ler’s usual level bonus to damage. This damage is doubled on 
Critical hit, as normal. 


DI KNIGHT 
Jedi, those of the order who have proven capable, wise, self-suf- 

d stable are given the rank of Knight. A Jedi apprentice must learn to 
ce without instability or strain, build his or her awn lightsaber, and 
tanding of the Code of the Jedi (though such understanding 

from era to era, as the nature of the Jedi differs somewhat in each 
‘Most eras, a Jedi must pass a series of tests before becoming a 
which may be as simple as fulfilling a single important mission 
Jedi Master, or as complex as a series of trials to test the Jedi’s 
and dedication. In a few times of chaos and uncertainty, Jedi 


apprentices are forced by circumstance to push themselves past the norma! 
boundaries of their training and become knights in function, if not in name, 
with no formal testing. In these rare cases, the ruling Jedi generally acknow!- 
edge the Jedi’s status as a knight as soon as circumstances allow. 

Jedi Knights are trusted to teach apprentices, carry out missions with little 
aid or support, and use their best judgment when handling the unexpected 
A Jedi Knight is expected to deal with any problem in a manner that reflects 
well on the Jedi as a whole, and carry out the Jedi goals of defending justice 
and maintaining peace. Jedi are the guardians of the galaxy, and the Jedi 
Knight is a skilled individual expected to uphold that trust. 


EXAMPLES OF JED! KNIGHTS IN 
STAR WARS 

Anakin Skywalker (Episode II!), Barriss Offee, Bastila Shan, Kyle Katarn, Luke 
Skywalker (Episode VI), Nomi Sunrider, Ulic Qe!-Droma. 


REQUIREMENTS 
To qualify to become a Jedi Knight, a character must fulfill the following 
criteria. 

Base Attack Bonus: +7. 

Trained Skills: Use the Force. 

Feats: Force Sensitivity, Weapon Proficiency (lightsabers). 

Special: Must have built your own lightsaber (see the Building a Light- 
saber sidebar, page 40). 

Special: Must be a member of the Jedi tradition (see page 104), 


GAME RULE INFORMATION 
Jedi Knights have the following game statistics. 


Hit Points 
At each level, Jedi Knights gain 1410 hit points + their Constitution modifier. 


Force Points 
Jedi Knights gain a number of Force Points equal to 6 + one-half their char- 
acter level, rounded down, every time they gain a new level in this class. 


CLASS FEATURES 
The following are features of the Jedi Knight prestige class. 


Defense Bonuses 
At 1st level, you gain a +2 class bonus to your Reflex, Fortitude, and Will 
Defense, 


Talents 
At every odd-numbered level (Ist, 3rd, Sth, and so on), you select a talent. 
The talent may be selected from the Armor Specialist talent tree (see page 


Se ge eee 


51), the Lightsaber Combat talent tree (see page 41), the Duelist talent tree 
(presented below), or the Lightsaber Forms talent tree (presented below). 
You must meet the prerequisites (if any) of the chosen talent. No talent can 
be selected more than once unless expressly indicated, 


Severing part of an arm prevents the target from wielding yy 
using tools in that hand and imposes a -5 penalty on skill checks ang 
checks keyed to Strength and Dexterity. Severing part of a leg knac} 
target prone, reduces the target's speed by half, reduces its carrying ¢ 
by half, and imposes a -5 penalty on skill checks and 

checks keyed to Strength and Dexterity, 
Because of the severity of such an injury, fox 
a part of a limb causes a persistent condition th, 
can only be removed by having surgery succes 
performed on you (see Treat Injury skill, page 
cybernetic replacement limb (see page 137) neg 
these reductions and penalties. 


DUELIST TALENT TREE 
Through rigorous training and experience, you become one of the greatest 
swordfighters in the galaxy. 

Force Fortification: As a reaction, you can spend a Force Point to 
negate a critical hit scored against you and take normal damage instead. 
You can spend this Force Point even if you've already spent a Force 
Point earlier in the round. 

Greater Weapon Focus (lightsabers): You gain a +1 bonus on 
melee attack rolls with lightsabers. This bonus stacks with the bonus 
granted by the Weapon Focus (lightsabers) feat. 

Prerequisite: Weapon Focus (lightsabers) feat (see 
page 89) 

Greater Weapon Specialization (light- 
sabers): You gain a +2 bonus on melee damage 
rolls with lightsabers. This bonus stacks with 
the bonus granted by the Weapon Specializa- 
tion (lightsabers) talent. 

Prerequisites: Greater Weapon Focus 
(lightsabers), Weapon Focus [lightsabers) 
feat, Weapon Specialization (lightsabers) 
(see page 53) 

Multiattack Proficiency (light- 
sabers): Whenever you make multiple 
attacks with any type of lightsaber as 
a full attack action (see Full Attack, 
page 154), you reduce the penalty 
on your attack rolls by 2 

You can take this talent multiple times; each time you 
take this talent, you reduce the penalty on your attack rolls 
by an additional 2. 

Severing Strike: When you dea! damage with a light- 
saber that is equal to or greater than both the target's 
current hit points and the target's damage threshold 
(that is, when you would deal enough damage to 
kill your target), you may choose to use this talent. 
Instead of dealing full damage, you instead deal half 
damage to your target and move it -1 step on the 
condition track (see Conditions, page 148). In addi- 
tion, you sever one of your target's arms at the wrist Defense and Will Defense. 
or elbow joint, or one of the target's legs at the knee or Shien: Whenever you redirect a deflected blaster bolt (see the Redi 
ankle joint (your choice). Shot talent, page 41), you gain a +5 bonus on your ranged attack roll 


LIGHTSABER FORMS TALENT TREE 
You have refined your knowledge of lightsaber technig, 
your blade becoming an extension of your self, Am 
using a lightsaber may use one of these forms, but 
have the discipline and patience to become a tru 
master of the form. j 
Ataru: You may add your Dexterity bo 
{instead of your Strength bonus) on d 
rolls when wielding a lightsaber. When 
wield a lightsaber two-handed, you 
apply double your Dexterity bonus (insteada 
double your Strength bonus) to the damage, 
Djem So: Once per round when an opponent hits you 
a melee attack, you may spend a Force Point as a reaction’ 
make an immediate attack against that opponent. 
Jar’ Kai: When you use the Lightsaber Defense talent, 
gain twice the normal deflection bonus to your Reflex Defens 
when you are wielding two lightsabers. 
Prerequisites: Lightsaber Defense (see page 41), Niman. 
Juyo: Once per encounter, you may spend a Force Point as a 
action to designate a single enemy in your line of sight. For the remai 
of the encounter, you may reroll your first attack roll each round 
that opponent, keeping the better result 
Prerequisites: Weapon Focus (lightsabers) feat (see page 89), Weap 
Specialization (lightsabers) (see page 41), base attack bonus +10. 
Makashi: When wielding a single lightsaber in ane hand, the def 
bonus you gain from the Lightsaber Defense talent (see page 41) in 
by 2 (to a maximum of +5). 
Prerequisite; Lightsaber Defense, 
Niman: When wielding a lightsaber, you gain a +1 bonus to your Ri 
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BONUS CLASS FEATURES 


Force technique 


Force technique 


Force technique 


Force technique 


+10 Force technique 


ites: Deflect (see page 41), Redirect Shot (see page 41). 
li-Cho: When using the Block or Defiect talents, you only take a =2 
ty on your Use the Force check for every previous block or deflect 
since your last turn (see page 41). 
quisites: Block (see page 41), Deflect (see page 41) 
Ms You may take 10 on Acrobatics checks to tumble even when 
d or threatened. Additionally, each threatened or occupied square 
tumble through only counts as 1 square of movement. 
wuisite: Acrobatic Recovery. 
‘You may reroll a failed Use the Force check when using the Block 
talents. 
sites. Block (see page 41), Deflect (see page 41). 
ta; By harnessing the unique characteristics of a lightsaber, you 
your opponent off guard by quickly shutting off and reigniting 
ade. When wielding a lightsaber, you may spend two swift actions to 
. Deception check to feint in combat (see page 66), 
ites: Weapon Focus (lightsabers) feat (see page 89), Weapon 
ation (lightsabers) (see page 41), base attack bonus +12. 

i When attacking with a lightsaber, you score a critical hit on a 
Of 19 or 20. However, 2 natural 19 is not considered an auto- 
Ifyou roll @ natural 19 and still miss the target, you do not score 


lisites: Juyo, Weapon Focus (lightsabers) feat (see page 89), Weapon 
Of (lightsabers) (see page 41), base attack bonus +12. 


2 


Force Technique 

You have learned improved techniques to attune yourself to the Force. At 
every even-numbered level (2nd, 4th, 6th, and so on), you gain one Force 
technique that, once selected, cannot be changed (see Force Techniques, 
page 101, for more information). 


WED! MASTER 

Jedi Masters represent the pinnacle of the Jedi order, They are Jedi who 
are both strong enough in the Force and patient enough in life to pass on 
their skills by teaching a new generation of Jedi. The journey from Padawan 
learner to Jedi Master usually takes decades, and many who start upon the 
path never reach its final destination. 

Becoming a Jedi Master requires patience, inner strength, wisdom, and 
a deep connection to and understanding of the Force, Further, a Jedi Knight 
usually doesn't become a Jedi Master until he trains a student to completion. 
Jedi are allowed only one Padawan at a time, and the training of a single 
Padawan can take years. 

The most respected Jedi Masters are invited by their peers (and, in some 
cases, their former masters) to join them on the Jedi Council. Those who join 
the council use their wisdom and influence to instruct others in the ways of 
the Force and preserve peace in the galaxy. The Jedi Council is also tasked 
with identifying Force-sensitive children across the galaxy and offering them 
instruction in the Jedi tradition. These lessons are fairly rudimentary—usu- 
ally intended to teach a student “the basics" until he or she is old enough to 
receive formal training as a Padawan. 

During the Rise of the Empire era, the Jedi Council would confer the title 
of Jedi Master upon those deemed qualified to teach others in the ways of 
the Force. During the Rebellion era and The New Jedi Order era, Jedi require 
no such approval; however, they must adhere to the tenets of the Jedi Code 
to become Jedi Masters. 


EXAMPLES OF JED! MASTERS 
IN STAR WARS 

Adi Gallia, Eeth Koth, Luke Skywalker (The New Jedi Order era), Kit Fisto, 
Luminara Unduli, Mace Windu, Obi-Wan Kenobi (Episode III), Plo Koon, 
Shaak Ti, Yoda. 


REQUIREMENTS 
To qualify to become a Jedi Master, a character must fulfill the following 
criteria. 

Minimum Heroic Level; 12th, 

Trained Skills: Use the Force, 

Feats: Force Sensitivity, Weapon Proficiency (lightsabers). 

Force Techniques: Any one (see Force Techniques, page 101). 

Special: Must be a member of the Jedi tradition (see page 104). 
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GAME RULE INFORMATION 
Jedi Masters have the following game statistics. 


Hit Points 
At each level, Jedi Masters gain 1410 hit points + their Constitu 
tion modifier. 


Force Points 
Jedi Masters gain a number o 


gain more Force Points than most other prestige classes.) 


CLASS FEATURES 
The following are features of the Jedi Master prestige class. 


Defense Bonuses 


At Ist level, you gain a +3 class bonus to your Reflex, Fortitude, 


and Will Defense. 


Fearless 
You are immune to fear effects 


Serenity 

You may enter a brief meditative state as a full-round action. You 
may remain in this trance as long as you wish, and you are still 
aware of your surroundings; however, you do lose your Dexterity 
bonus to your Reflex Defense. Upon emerging from the trance 
{a swift action), your first attack roll or Use the Force skill check 
made in the following round is considered to be a natural 20. 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES 


2nd +2 Force secret 
4th +4 Force secret 


Talents 
At every odd-numbered level (1st, 3rd, and Sth), you select a 


ree Points equal to 7 + one-half their 
character level, rounded down, every time they gain a new level in 
this class, (Due to their strong connection to the Force, Jedi Masters 


The talent may be selected from the Duelist talent tree (see 
218) or any Force talent tree in Chapter 6: The Force. You 
meet the prerequisites (if any) of the chosen talent, No talent. 
be selected more than once unless expressly indicated 


Force Secret 

You have meditated on the deeper mysteries of the light 
of the Force. At 2nd level and every level thereafter, you: 
one Force secret that, once selected, cannot be char 
(see Force Secrets, page 103, for more information), 


OFFICER 


Even the best-trained troops need someone to 
decisions and provide direction. The officer fills ; 
role but also takes responsibility when the troops fail 
their appointed tasks. They frequently also suffer the dis 
respect of their subordinates, who often see the unifonm: 
as a symbol of oppression. Many soldiers can't perceive! 
the honor of the person inside the uniform, Very few 
officers earn the universal respect of thelr troops» 
and their superiors, but to those who understand: 
the concepts of leadership and valor, it often just 
comes naturally. 
An officer must be comfortable in commands: 
willing to make tough decisions when his men need 
guidance, and occasionally ordering individual soldiers te 
their deaths so that the unit can survive. A good officers 
learns to do so without hesitation and only agonizes) 
over his decision when lives are no longer at stake. Ine 
best officers don't let their distaste for life-or-death 
decisions paralyze them when their troops are count= 
ing on them, Those who can't find the courage to face 
such dilemmas rarely stay officers for long—thought 
certainly, a few somehow manage to avoid the Issue 
by shifting blame elsewhere 


EXAMPLES OF 

OFFICERS IN 

STAR WARS 

Admiral Ackbar, Captain Needa, General Dodoma 
General Grievous, General Rieekan, General Veer: 


© KEL DOR Jeo! MasTeR 


QUIREMENTS 
walify to become an officer, a character must fulfill the following 


m Heroic Level: 7th, 

Skills: Knowledge (tactics), 
ints: At least one talent from the Leadership talent tree (see page 44) 
do talent tree (see page 52), 
}: Must belong to an organization with a military or paramilitary 
Examples include the Trade Federation, the Galactic Empire, the 
‘Alliance, and the New Republic. 


& RULE INFORMATION 
have the following game statistics. 


ints 
level, officers gain 148 hit points + their Constitution modifier. 


cers gain a number of Force Points equal to 6 + one-half their character 
I, rounded down, every time they gain a new level in this class. 


Ss FEATURES 
ing are features of the officer prestige class. 


level, you gain a +2 class bonus to your Reflex Defense and a +4 class 
your Will Defense. 


‘Odd-numbered level (1st, 3rd, Sth, and so on), you select a talent. 
a may be selected from the Military Tactics talent tree (presented 

the Leadership talent tree (see page 44), or the Commando talent tree 
52). You must meet the prerequisites (if any) of the chosen talent, 
©an be selected more than once unless expressly indicated. 


TACTICS TALENT TREE 

» Study old battles, looking for historic examples of good military 
YOU are an expert at leading troops into battle and using the battle- 
your advantage, 

Tactics: As a move action, you may designate a single creature 
the target of an assault. If you succeed on a DC 15 Knowledge 
‘you and all allies able to hear and understand you deal +1d6 
ge to the target with each successful melee or ranged attack, 
of your next turn. This is a mind-affecting effect. 


BASE ATTACK 


BONUS CLASS FEATURES 


Command cover, share talent 


4th +4 Share talent 
BS. 2 Ee EEF 
6th +6 Share talent 
ERED RR 
8th +8 Share talent 
SS ET, 
10th +10 Share talent 


Deployment Tactics: You can use your tactical knowledge to direct allies in 
battle. As a move action, you can make a DC 15 Knowledge (tactics) check. If 
the check succeeds, you and any allies that can see, hear, and understand you 
gain a +1 competence bonus on attack rolls against flanked opponents or a +1 
dodge bonus to Reflex Defense against attacks of opportunity (your choice). The 
bonus lasts until the start of your next turn, This is a mind-affecting effect. 

If you have the Born Leader talent (page 44) or the Battle Analysis talent 
{page 52), the bonus granted by this talent increases to +2. 

Field Tactics: You know how to use existing terrain to best advantage. By 
using a move action, you can make a DC 15 Knowledge (tactics) check. If the 
check succeeds, you and all allies within 10 squares of you can use whatever 
cover is available to gain a +10 cover bonus to Reflex Defense (instead of 
the normal +5 cover bonus). Allies must be able to hear and understand you 
to gain this benefit, and the bonus lasts until the start of your next turn. 
This talent provides no benefit to anyone who doesn’t have cover. This is a 
mind-affecting effect. 

Prerequisite: Deployment Tactics. 

One for the Team: As a reaction, you can choose to take one-half or 
all of the damage dealt to an adjacent ally by a single attack. Similarly, as 
reaction, an adjacent ally can choose to take one-half or all of the damage 
dealt to you by a single attack (even if he doesn't have this talent), 

Prerequisite: Deployment Tactics, 

Outmaneuver: An officer learns to counter the tactics of his enemies. As 
@ standard action, you can make a DC 15 Knowledge (tactics) check. If the 
check succeeds, enemies in your line of sight lose all competence, insight, 


ix w#iwwRS 


} 
{ 


SBSeCcegese sees Fs 


and morale bonuses on attack rolls, as well as any dodge bonuses to Reflex 
Defense, until the start of your next turn. 

If one or more enemy officers are within your line of sight, the highest- 
level officer among them can attempt to oppose your Knowledge (tactics) 
check as a reaction. If her skill check result is higher than yours, your attempt 
to outmaneuver your enemies fails. 

Prerequisites: Deployment Tactics, Field Tactics 

Shift Defense |: As a swift action, you can take a -2 penalty to one 
defense (Reflex, Fortitude, or Will) to gain a +1 competence bonus to another 
defense until the start of your next turn 

Shift Defense Il; As a swift action, you can take a -5 penalty to one 
defense (Reflex, Fortitude, or Will) to gain a +2 com- 
petence bonus to another defense until the start of 
your next turn. 

Prerequisite: Shift Defense | 

Shift Defense Ill: As a swift action, you can gain 
a +5 competence bonus to one defense (Reflex, 
Fortitude, or Will) by taking a —5 penalty to your 
other two defenses. 

Prerequisites: Shift Defense |, Shift 
Defense IL 

Tactical Edge: You can use the 
Assault Tactics, Deployment Tactics, or 
Field Tactics talent as a swift action 
instead of a move action, provided 
you have the talent in question 


Command Cover 

Starting at 2nd level, you can use 

your allies to shield you from harm. 
You gain a +1 cover bonus to your Reflex 

Defense for each ally that is adjacent to you, 
up to a maximum bonus equal to one-half 
your class level (maximum +5 at 10th level). 


Share Talent 

At every even-numbered level, choose a talent 
that you already possess. The talent you select must be under 
the Influence talent tree (page 43), the Inspiration talent tree 
(page 43), the Commando talent tree (page 52), or the Military 
Tactics talent tree (see above). Once per day as a standard 
action, you can impart the benefits of the chosen talent 

to one or more allies, effectively granting them the talent 
leven if they don't meet the prerequisites). An ally must 

be within 10 squares of you and must be able to see and 
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hear you to gain the talent: once gained, its benefits last until the eng 
encounter. 

You can share the talent with a number of allies equal to one-half, 
officer class level (rounded down). ‘ 

Each time you gain this ability, it applies to 2 different talent. 
level, an officer has five different talents that he can share with u 
allies at a time. 

Once you select a shared talent, it cannot be changed. 
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SiITH APPRENTICE 
The Sith apprentice combines combat mastery with the power of the dark 
to create a living embodiment of rage and savagery, Physical condi 
and punishing discipline make the Sith apprentice into a formidable op 
and facility with the powers of the dark side add a wicked barb to an 
wise deadly weapon. The Sith apprentice is dedicated to the conquest 
subjugation of any obstacle to the Sith tradition. Throughout history, a si 
Sith apprentice has usually been more than a match for most Jedi. When} 
apprentices gathered in numbers, as they did four thousand years before 
days of Darth Maul and Darth Tyranus, the galaxy trembled. ] 
But those times are gone, and the few Sith apprentices to appear since 
tule of Darth Bane have worked in secrecy to preserve the Sith tradition: 
prepare for their ultimate conquest of the galaxy. In the thousand years 
Bane established the rule of “one master and one apprentice,” foot 
outlaws, warlords, mercenaries, pirates, fighter pilots, survivalists, 
ists, and even the occasional Jedi Knight have turned to) 
dark side and embraced the way of the Sith, bt 
mighty warriors, dying brutal deaths, or both, The way 
of the Sith apprentice is a constant, unforgiving tem 
of will and ability, honing each into a blade fe 
enough to cut through the heart of the Fated) 
Jedi order. Every Sith apprentice dreamsas 
being the one who will destroy this anciet 
foe of the Sith tradition q 
The training of a Sith apprentices 
always one of deprivation and hardships 
Mercy and forbearance create @ 
weapon, and such a weapon is 
The Sith apprentice is subjected to en@ 
conditioning and drilling. Displays of feae 
uncertainty are rewarded with painful and 
cational punishment, Displays of streng 
and ruthlessness are reward! 
another day's survival, THE 
apprentice learns to live fF 
precious few words of encouis 


its own reward. 


EXAMPLES OF SITH 
PPRENTICES IN 
TAR WARS 

miya, Darth Bandon, Darth Sion, Visas Marr, Carnor Jax, 
b Null 


REQUIREMENTS 
To qualify to become a Sith apprentice, a character 
pust fulfill the following criteria. 
Minimum Heroic Level: 7th. 
Trained Skills: Use the Force. 
Feats: Force Sensitivity, Weapon Proficiency 
llightsaber) 
Dark Side Score: Your Dark Side Score (see page 94) must 
iequal to your Wisdom score. If your Dark Side Score ever 
es less than your Wisdom score, you lose access to all 

5s features granted by this class (including talents) until 

ur Dark Side Score again equals your Wisdom score. 
| Special: Must be a member of the Sith tradition (see 
ge 105) 


SAME RULE 
INFORMATION 
@pprentices have the following game statistics. 


Hit Points 


ach level, Sith apprentices gain 1410 hit points + their 
stitution modifier. 


Points 

@pprentices gain a number of Force Points equal to 6 + 
E-half their character level, rounded down, every time they 
@ New level in this class. 


SLASS FEATURES 
ic following are features of the Sith apprentice prestige 


Bonuses 


level, you gain a +2 class bonus to your Reflex, Fortitude, 
Will Defense. 


int his master gives, and the dream that he will one day stand 
snp a pile of slain Jedi. For the Sith apprentice, furious battle 


Talents 


At every odd-numbered level (1st, 3rd, 5th, and so on), you select a talent. 
The talent may be selected from the Armor Specialist talent tree (see page 
51), the Duelist talent tree (see page 218), the Lightsaber Combat talent 

tree (see page 41), or the Sith talent tree (presented below). You must 

meet the prerequisites (if any) of the chosen talent. No talent can 
be selected more than once unless expressly indicated. 


SITH TALENT TREE 
The Sith tradition believes in order through tyranny. In ancient 
days, Sith warriors battled Jedi Knights for galactic supremacy 
until, finally, the few surviving Sith were driven into hiding. Since 
then, the Sith have conspired to annihilate the Jedi and everything 
they stand for. 
Dark Healing: You can spend a Force Point to heal wounds by 
drawing life energy from another creature within 6 squares of you. 
Using this ability is a standard action, and you must succeed on 
a ranged attack roll. If the attack equals or exceeds the target's 
Fortitude Defense, you deal 1d6 points of damage per class level 
to the target and you heal an equal amount. If the attack fails, 
there is no effect 
Dark Scourge: You have dedicated your life to wiping out 
the Jedi, and your hatred of them knows no bounds. Against Jedi 
characters, you gain a +1 dark side bonus on attack rolls. 

Dark Side Adept: Force powers that are strongly tied to 
the dark side flow through you more easily. You can reroll any 
Use the Force check made when activating Force powers with 
the [dark side] descriptor, but you must keep the result of the 
reroll, even if it is worse. 

Dark Side Master: As Dark Side Adept (see above), except 
that you can spend a Force Point and keep the better of the 
two Use the Force checks. 

Prerequisite: Dark Side Adept. 
Force Deception: You can use your Use the Force check modifier 
instead of your Deception check modifier when making Deception checks, 


“AT LAST WE WILL 
REVEAL OURSELVES 
TO THE JEDI. AT 

LAST WE WILL 
HAVE REVENGE.” 


—- DARTH MAUL 


MALE HUMAN SITH APeReNTICE 
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LEVEL BONUS CLASS FEATURES 
Wt eense bonuses, talent 
2nd +2 Force technique 
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4th +4 Force technique 
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as you use the Force to cloak your vile treachery. You are considered trained 
in the Deception skill for purposes of using this talent. If you are entitled to 
a Deception check reroll, you may reroll your Use the Force check instead 
(subject to the same circumstances and limitations). 

Improved Dark Healing; Your dark healing ability (see above) improves. 
The range of this ability increases to 12 squares, and even if the attack fails 
the target takes half damage while you heal an equal amount. 

Prerequisite: Dark Healing. 

Wicked Strike: When you score a critical hit with a lightsaber, you may 
spend a Force Point to move the target -2 steps along the condition track 
(see Conditions, page 148). 

Prerequisites: Weapon Focus (lightsabers) feat (see page 89), Weapon 
Specialization (lightsabers) (see page 41). 


Force Technique 

You have learned improved techniques to control the Force. At every even- 
numbered level (2nd, 4th, 6th, and so on), you gain one Force technique 
that, once selected, cannot be changed (see Force Techniques, page 101, 
for more information). 


FALLEN JEDI! 
A Jedi who turns to the dark side and becomes a Sith apprentice retains all 
of his Jedi class features, including talents, Force powers, bonus feats, and 


other abilities. The only exceptions are Force powers with the fj 
descriptor, which the character can no longer use, 4 


SitTH LORD 
The Sith Lord is the pinnacle of the Sith tradition. Her most sacred 
preserving the lore and glory of the Sith and plotting their 

dance to their place as rulers of the galaxy. The Sith Lord must alloy 
to stand in the way of this goal: not all the forces of the Republic 


be prepared to ruthlessly crush all opposition, leaving no traces 
The Sith Lord cultivates individuals with the potential for both 
and great evil, training them from childhood, when possible, to be 
as ruthless as herself, The training can be better described as 
mental torture, but it is designed to create someone strong, fast, 
deadly. The Sith Lord passes on her knowledge of the dark side of 
instilling in her apprentice both a lust for power and a fear of fa} 
Arguably, only the truly ambitious or deeply twisted ever seek 
Sith Lords. Following the path of the Sith dominates one's dest 
ing a constant devotion to engineering the ascendance of the Sith, A 
Lord cannot afford the luxury of friends, mercy, or even rest. The dai 
sustains her through decades of scheming and planning, of master 
plots subtle and grandiose. Even then, a Sith Lord may meet her end 
ever seeing her contributions to the Sith grand scheme come to 
must content herself with knowing that her apprentice, or a des 
her apprentice a hundred generations down the line, will one day hon 
sacrifice by destroying the Jedi order and replacing it with the d ke 
of the Sith. 
In the early days of the Sith, only one of their rank could ever gain th 
“Dark Lord of the Sith.” Seizing this prestigious position generally 
the support of a significant portion of the Sith—and the death of the p 
Sith Lord. With the twilight of the Sith and the rise of Darth Bane, 
of the old Sith were supplanted by new rules. There could only be ti 
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LEVEL BONUS CLASS FEATURES 


Force secret 


+4 


ny time: One was the master, and the other was the apprentice. While both 
GF these could be Sith Lords, neither could take on an apprentice until the 
was dead. Sometimes this resulted in vicious battles between master 
d student. But more commonly, a Sith Master would pass on all he knew 
fore expiring, leaving his former apprentice to take on an apprentice of 

‘own, and thus continue the tradition of the Sith. 


EXAMPLES OF SitH LorRoSs 
STAR WARS 

wth Bane, Darth Sidious, Darth Maul, Darth Tyranus, Darth Vader, 
ih Malak, Darth Nihilus, Darth Krayt, Exar Kun 


EQUIREMENTS 

No qualify to become a Sith Lord, a character must fulfill 
1¢ following criteria. 

Minimum Heroic Level: 12th 

Trained Skills: Use the Force. 

Feats: Force Sensitivity, Weapon Proficiency 

lightsaber). 

Force Techniques: Any one (see Force Techniques, 
101) 

Dark Side Score: Your Dark Side Score (see page 94) 
just be equal to your Wisdom score. If your Dark Side 
fe ever becomes less than your Wisdom score, you 
s€ access to all class features granted by this class until 
Dark Side Score again equals your Wisdom score. 


| Special: Must be a member of the Sith tradition (see 
‘Page 105). 


FORMATION 
Lords have the following game statistics. 


Points 


each level, Sith Lords gain 1d10 hit points + their 


Stitution modifier, 


Points 

Lords gain @ number of Force Points equal to 7 + one- 
ir character level, rounded down, every time they gain 
fevel in this class. (Due to their strong connection to 


k side of the Force, Sith Lords gain more Force Points 
Most other prestige classes.) 


CLASS FEATURES 
The following are features of the Sith Lord prestige class 


Defense Bonuses 


At Ist level, you gain 2 +3 class bonus to your Reflex, Fortitude, and 
Will Defense. 


Fearless 
You are immune to fear effects. 


Talents 
At every odd-numbered level (1st, 3rd, and 5th), you select 
a talent. The talent may be selected from the Sith talent 
tree (see page 223) or any Force talent tree in Chapter 
6: The Force. You must meet the prerequisites (if any) 
of the chosen talent. No talent can be selected more 
than once unless expressly indicated. 


Temptation 
You are adept at using Dun Moch, an ancient and 
vile technique for tempting others to tap into the 
dark side of the Force. As a standard action, make 
a Persuasion check and compare it to the Will 
Defense of a single opponent within line of sight. If 
the check succeeds, the target is filled with fear or 
anger, briefly giving in to the dark side. If the target 
spends a Force Point before your next turn, it must 
either add 1 point to its Dark Side Score or move -1 
step on the condition track (see Conditions, page 
148) as it is overcome by doubt and remorse. If 
the target spends a Destiny Point before your next 
turn, it instead must add 2 points to its Dark Side 

Score or move -2 steps on the condition track. 


Force Secret 

You have learned forbidden secrets of tapping the 

dark side of the Force. At 2nd level and every leve 
thereafter, you gain one Force secret that, once 
selected, cannot be changed (see Force Secrets, 
page 103, for more information). 
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fi The Star Wors universe is populated with a wide variety of species hailing 
__ from thousands of worlds. Each of these worlds has its own unique qualities 
and cultures, Since fantastic locales are a big part of what makes Stor Wars 
exciting and fun, it is important to know a little bit about the established 
worlds in order to base adventures there. 


4 @:) 

; LIFE IN THE GALAxyY 
Because the galaxy has had some form of interrelated society for more than 
twenty thousand years (be it Old Republic, Empire, or New Republic), most 
everyone is used to a mix of species and cultures. There are some beings who 
are prejudiced against one or another species (and this is especially notice~ 
able during the Empire's control of the galaxy), but most others appreciate 
the di the galactic society has to offer, From planetary spaceports 
to orbiting space stations, it isn't unusual for Humans and Twi'leks and 
Mon Calamari to work side by side or otherwise interact. They don't always 
get along, but that could be said about any individuals in any species. This 
diversity has led to a spread of ideas, philosophies, sciences, and cultures. 
Markets throughout the galaxy feature a wide assortment of exotic goods 
from a variety of worlds. Again, such opportunities for species and cultures 
‘to mingle aren't unusual—they’re just part of everyday life. 

Finally, a galactic society requires open communications to flourish, The 
Old Republic developed the HoloNet to handle this. A near-instantaneous 
communications network, it provides a free flow of holograms and other 
forms of communications among member worlds. Using hundreds of thou- 
sands of non-mass transceivers connected through hyperspace simutunnels 
and routed through massive computer sorters and decoders, the HoloNet 
allows news and communications to flow from one world to another in 
almost real time. During the time of the Empire, large portions of the HoloNet 
‘system were shut down, and the remaining portions were mostly restricted to 
government and military use. This reduction of the system cut off rebellious 
worlds and kept news of the Empire’s actions from spreading too quickly. 
In addition, datacards and other forms of news and information are carried 
from place to place by starships, This means that even without the HoloNet, 
in many cases information is only a hyperspace trip away. 
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PLANETS OF 
THE GALAXY 


This section provides a brief gazetteer detailing information on a variety of 
planets throughout the galaxy. Each entry lists not only pertinent informa- 
tion for the Gamemaster but also Knowledge check DCs for players. This sort 
of information allows the GM to determine how much a character (and not 
necessarily the player) knows about a given world. 


BESPIN 

Region: Outer Rim 

Climate: Temperate [in the Life Zone) 

Gravity: Standard 

Moons: 2 

Length of Day: 12 standard hours 

Length of Year: 5,110 standard days 

Sapient Species: 68% Human, 8% Ugnaught, 6% Lutrillian, 18% other 
species 

Government; Guild 

Capital: Cloud City 

Major Exports: Foodstuffs, technology 

Major Imports: Tibanna gas, tourism, cloud cars 


Knowledge (Galactic Lore) 

DC RESULT 

15 The gas giant of Bespin is renowned for its rich stores of Tibanna gas, 
a key component in blaster ammunition. 

20 Cloud City was built by Ugnaughts, the descendents of whom now 
work the Tibanna gas mines above the planet. 

25 The beidon is a huge, floating creature that lives in Bespin’s atmo- 
sphere and feeds off of airborne plankton floating around the planet. 


Knowledge (Social Sciences) 

DC RESULT 

15 Bespin's primary outpost of civilization is Cloud City, an independent 
mining colony and haven port for travelers in the Anoat Sector. 

20 Though Bespin is 3 mining colony, they are not a part of the Mining 
Guild and have rejected any attempts by the Mining Guild to bring the 
colony into the fold. 

25 Bespin maintains neutrality most due to its size, making it a favorite 
port-of-call for smugglers and others that do not wish to attract gov- 
ernmental attention. 


BoTHAwu! 

Region: Mid Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 3 

Length of Day: 27 standard hours 
Length of Year: 351 local days 

Sapient Species: 98% Bothan (native), 1% Human, 1% other 
Government: Bothan council 

Capital: Drev'starn 

Major Exports: Information, technology 
Major Imports: Technology 


Knowledge (Galactic Lore) 


oc 


10 


5 


20 


25 


Knowledge (Social Sciences) 


oc 
10 


15 


20 


CeEREA 

Region: Mid Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 1 

Length of Day: 27 standard hours 
Length of Year: 386 standard days 


RESULT 

Bothawui is a world covered in mountains and ridges 
deep, wide valleys inhabited by dangerous wildlife. 
Bothans eventually discovered that espionage and infill 
far more convenient methods of waging war, and soon it b 
“Bothan way.” 
Settlers from Bothawui established colonies on the planet of 
making the Bothans one of the few species to maintain 
colonies on other worlds. 

As a result of the suspicious and treacherous nature of Ii 
Bothawui, the Bothan SpyNet developed and became the fi 
information gathering network in the galaxy. 


RESULT 
Bothan society is extremely focused on the flow and exc 
information, even impacting the daily lives of ordinary citizs 
Bothan politicians rise to power by displaying a mastery over 
of information and the application of political force. 
othan politics can be extremely dangerous, and sabotage, 
nation, and espionage areas common on Bothawui as debate 
normal legislation on other worlds, 


it Species: 98% Cerean (native), 1% Human, 19% other species 
ilation: 450 million 
nt; Council of Elders 


h Level: Interplanetary (industrial) 
jor Exports: Foodstuffs 
jor Imports: Technology 


(Galactic Lore) 


LT 
‘Cerea is a lush temperate world covered in thick forests and jungles. 
‘Cerea’s isolation from the rest of the galaxy has resulted in the planet 
‘remaining largely untouched by industry or civilization, allowing it to 
maintain a nearly complete natural ecosystem. 
During the Clone Wars, Cerea struggled to maintain its freedom and 
‘neutrality, opting to stay out of the fighting whenever possible. 
Jn the waning days of the Old Republic, a generation of Cerean youths 
rebelled against their elders and sought out the culture and technol- 
‘bay of the galaxy at large, leading to a conflict within their society 
‘that resulted in bloody uprisings. 


{Social Sciences) 
LT 
Is largely isolationist, preferring to stay out of interstellar 
iets. 
ite their isolationist views, many Cereans have risen to positions 


de them outsiders in the eyes of their own people. 

IS have strict laws in place that limit the import of high technol- 

‘and goods from other worlds, as the planet's rulers seek to prevent 
logy from corrupting their society. 


USCANT 
Core 


of Day: 24 standard hours 
f Year: 368 local days 
cies; 78% Human (native), 22% other species 
: Republic or Dictatorship (depending on era) 


orts: None 
ts: Foodstuffs, medicinal goods 


Knowledge (Galactic Lore) 

DC RESULT 

10 Coruscant is one of the oldest and most populated planets in the 
galaxy, its surface completely covered by cities. 

15 Coruscant long ago became the seat of galactic politics, and it is from 
this planet that all major interstellar governments have ruled. 

20 Coruscant relies on vast weather control stations to regulate every- 
thing from temperature to humidity. 

25 Inthe lowest depths of Coruscant, citizens of the planet have degen- 
erated into barbarism or scavenging, making the city depths danger- 
ous to all but the most prepared. 


Knowledge (Social Sciences) 

DC RESULT 

10 Coruscant is not only the governmental center of the galaxy but also 
the cultural center of the galaxy, where new trends and fashions 
debut. 

20 Despite the fact that most of the wealthiest members of galactic soci- 
ety live on Coruscant, the world is also home to millions of poor and 
destitute people, many of whom eke out meager livings as servants 
and laborers. 

30 Coruscant is home to the Black Sun crime syndicate (and other note- 
worthy criminal organizations) and has a flourishing black market 
where illegal goods are trafficked on a daily basis. 


DORIN 

Region: Expansion Region 

Climate: Temperate (low oxygen) 
Gravity: Standard 

Moons: 1 

Length of Day: 22 standard hours 
Length of Year: 409 standard days 
Sapient Species: 100% Kel Dor (native) 
Government: Representative Republic 
Capital: Dor'shan 

Major Exports: None 

Major Imports: Technology 


Knowledge (Galactic Lore) 
DC RESULT 
15 Dorin has a unique atmosphere that is toxic to most sentient species 
but perfectly breathable to the Kel Dor species. 
20 Situated between two black holes, Dorin was not discovered by galac- 
tic settlers until several centuries before the Galactic Civil War. 


25 Though Kel Dor are generally altruistic and helpful, their justice system 
is very swift (perhaps frighteningly so to outsiders who make a habit 
of breaking laws). 

30 The Kel Dor once had a proud and influential Force-using tradition 
known as the Baran Do sages, but since the planet's entry into galactic 
society, the tradition’s influence and prestige have waned as young 
Kel Dor are drawn to other Force traditions. 


Knowledge (Life Sciences) 

DC RESULT 

15 Dorin’s atmosphere is composed mostly of helium and native gases, 
with very little oxygen. As a result, Kel Dor cannot breathe on other 
worlds without the assistance of a breath mask. 


DuRO 

Region: Core 

Climate: Temperate (polluted) 

Gravity: Standard 

Moons: 0 

Length of Day: 33 standard hours 

Length of Year: 420 local days 

Sapient Species: 53% Duros (native), 36% Human, 11% other species (on 
world); 91% Duros, 9% other species (orbital cities) 

Government: Corporate 

Capital: None 

Major Exports: Starships, technology 

Major Imports: Foodstuffs, ore, labor 


Knowledge (Galactic Lore) 

DC RESULT 

10 Duro is one of the most reliable and prolific sources of starship manu- 
facturing in the galaxy. 

15 Many years ago, the government of Duro opted to consolidate all of 
the starship manufacturing companies into one government corpore- 
tion, at which time the entire planet came under corporate rule, 

20 The citizens of Duro were moved off of the surface of the world and 
into floating domed cities that orbited the planet, in order to make 
way for terrestrial manufacturing plants and resource harvesting 
systems. 


Knowledge (Social Sciences) 

DC RESULT 

10 Duro's corporate government controls the planet's starship manufactur- 
ing facilities as well as almost every other industrial site on the world. 

15 Only those that own stock in Duro's corporate government can par- 
ticipate in lawmaking and world politics. 


20 


ENOOR, FOREST MOON oF 

Region: Outer Rim 

Climate: Temperate 

Gravity: Standard 

Moons: — 

Length of Day: 18 standard hours 

Length of Year: 402 local days 

Sapient Species: 95% Ewok (native), 4% Yuzzum (native), 1% other 
species 

Government: None 

Capital: None 

Major Exports: None 

Major Imports: None 


Knowledge (Galactic Lore) 


oc 
20 


25 


Knowledge (Social Sciences) 


oc 
20 


25 


GAMORR 

Region: Outer Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 1 

Length of Day: 28 standard hours 


The government on Duro permeates every aspect of the. 
citizen-employees, and those citizens who remain on Duro 
guaranteed to work for some branch of the starship 
business. 


RESULT 
Traditionally ignored by most of the galaxy, the forest moon of | 
is a lush and nearly untouched satellite orbiting the gas giant En 
the Moddell Sector. 
The forest moon of Endor is a favorite spot for galactic tr. 
ing through the Moddell Sector, and numerous visitors (bo 
mate travelers as well as smugglers and outlaws) have used t 
as a temporary safe haven. 
During the height of the Empire, the forest moon of Endor was: 
an Imperial base of operations far away from the rest of ¢ 
The second Death Star was built in orbit of the forest moon, 


RESULT 
The native sentient species on Endor have no significant cities oF 
nology, living in tribal groups and small villages. 
The native Ewoks are shamanistic, superstitious, and clever, 
their villages in the boughs of great trees and are known to Oulld 
plex traps and pitfalls to snare much larger predators. 


th of Year: 380 local days 
00% Gamorrean (native) 


Exports: Warriors, slaves 
or Imports: Foodstuffs, technology 


owledge (Galactic Lore) 
RESULT 


| Gamorr’s past is filled with tales of war and violence, with conflicts so 
numerous that almost no historians outside of the Gamorreans them- 
“selves can truly understand them. 

) Gamorr is a verdant world covered in forests and jungles that boast a 
"diverse array of flora and fauna. 

s When the first Humans arrived on Gamorr, they enslaved large num- 
__ bers of the native populace and carried them off as slaves. 

) The Hutts are particularly notorious for visiting Gamorr and pressing 
the natives into service, a problem the Gamorreans have been power- 


concept of warfare is central to Gamorrean society, with their 
‘culture and traditions revolving around neverending conflicts. 
Gamorrean males often travel offworld to work as mercenaries and 


ins are divided into clans, each of which represents a family 
_ 0F group of families that constantly clashes with other clans. 

hile Gamorrean males are the primary warriors and hunters, Gamor- 
rean females are the matriarchs and rulers of the society. 


Day: 29 standard hours 
ih of Year: 413 local days 
4 epecies: 299% Zabrak {native}, 19 other species 


Knowledge (Galactic Lore) 

DC RESULT 

10 Iridonia’s environment is extremely harsh, so much so that even the 
native Zabrak have a difficult time surviving exposed on the surface. 

15. Iridonia was one of the first worlds of join the Old Republic and is 
reputed to be one of the first planets to achieve hyperspace travel. 

20 The Zabrak of Iridonia developed cities deep inside canyons carved 
into the planet's surface, clustering together in refuge and developing 
their society in the cramped caverns. 


Knowledge (Social Sciences) 

DC RESULT 

10 Iridonia is a strong, independent world whose people resist oppression 
of any kind. 

15 Though the Zabrak are spread out over eight worlds (including their 
homeworld of Iridonia), all eight governments have a standing agree- 
ment to come to one another's defense in times of crisis. 

20 Nationalism is a major part of Zabrak politics, and Iridonians believe 
that despite their homeworld's harsh environment, it is the greatest 
among all Zabrak worlds, 

25 Iridonians place a large emphasis on the will to survive, and as such 
their government, while civilized, believes that “survival of the fittest” 
is a philosophy that can be used to determine fitness to rule. 


ITHOR 

Region: Mid Rim 

Climate: Tropical 

Gravity: Standard 

Moons: 1 

Length of Day: 41 standard hours 

Length of Year: 422 standard days 

Sapient Species: 99% Ithorian (native), 1% other species 
Government: Herds 

Capital: None 

Major Exports: Foodstuffs, medicine, spices 
Major Imports: Technology 


pegged (Galactic Lore) 
DC RESULT 

10 Ithor is a tropical world covered in dense rainforests and wild jungles, 

15. Ithor’s natural ecosystem remains relatively untouched despite having 
millions of native sentient inhabitants. 

20 The Ithorians first explored space in “herd ships,” massive repulsorlift- 
powered cities. 


Knowledge (Social Sciences) 

OC RESULT 

10 Ithorians live in self-described herds, which travel in massive floating 
cities above the planet's surface. 

15 All Ithorians adore harmony with nature, and they are known to react 
violently when confronted with someone threatening that way of life. 

20 Each herd is completely independent from the others, remaining both 
autonomous and self-sufficient. 


KASHYYYK 

Region: Mid Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 1 

Length of Day: 26 standard hours 
Length of Ye: 1 local days 

Sapient Species: 100% Wookiee (native) 
Government: Representative Tribal 
Capital: Rwookrrorro 

Major Exports: Technology, natural resources 
Major Imports: Medicines 


Knowledge (Galactic Lore) 

DC RESULT 

10 Despite being covered in a thick forest of trees populated by ferocious 
predators, Kashyyyk gave rise to the Wookiee species that now travels 
the space lanes, The Wookiees have warred with their interplanetary 
neighbors, the Trandoshans, frequently throughout history. 

15 The Wookiee natives built huge cities within the trees, high above the 
most dangerous sections of the planet's forest, allowing them to live 
in relative safety. 

20 Kashyyyk only joined the galactic community a few millennia before 
the rise of the Empire, developing space travel as a result of disassem- 
bling Trandoshan technology. 


Knowledge (Social Sciences) 

DC RESULT 

10 Wookiee society revolves around the importance of family and honor. 

15 Wookiees are extremely trustworthy, and a Wookiee's word is a bond 
so strong that only death can break it. 

20 Wookiee society has little tolerance for anything seen as detrimental 
or oppressive, and Wookiees are quick to dispose of problems using 
violence. 

25 The concept of the life debt (becoming someone's loyal protector for 
saving a Wookiee's life) is one example of the strength of Wookiee 
honor, 


MON CALAMARI "= 

Region: Outer Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 3 

Length of Day: 21 standard hours 

Length of Year: 398 local days 

Sapient Species: 39% Mon Calamari (native), 60% Quarren (ng 
other species 

Government: Representative Council 

Capital: Foamwater City 

Major Exports: Warships, weapons 

Major Imports: Foodstuffs, medicine, technology 


Knowledge (Galactic Lore) 

DC RESULT 

10 Mon Calamari is an aquatic world dotted with small contine: 
islands spread throughout its vast oceans, 

15 Mon Calamari has supplied the galaxy with starships of si 
ity ever since it first made contact with the Old Republic. 

20 Unlike other worlds covered by oceans, Mon Calamari has alr 
tectonic activity or violent weather, making the planet both p 
attractive to tourists. 

25 Over time, a rift has developed between the Quarren and 
Calamari, which now manifests itself as an animosity that di 
attempts at cooperation. 


Knowledge (Social Sciences) 
DC RESULT 
10 Mon Calamari boasts two distinct societies: one for the Mon © 
mari species, and one for the Quarren species. 
15 Ill will between the Mon Calamari and the Quarren comes a5: 
of outside interference. The Quarren see the Mon Calamari as 
dlers in galactic affairs, while many Mon Calamari see the 0 
cowards and isolationists. 
20 The animosity between the two species is the result of 
other species, some of which have nearly erupted into full-b 
25 Interacting with either of the two societies is likely to make it 
to interact with the other, as the prejudices found in both 
extend to outsiders as well. 


NABOO NAR SHADDAA 


Region: Mid Rim Region: Mid Rim 
Climate: Temperate Climate: Temperate (urban) 
Gravity: Standard Gravity: Standard 

Moons: 


6 standard hours Length of Day: 87 standard hours 
Length of Year: 312 local days Length of Year: 419 | 
Sapient Species: 72% Gungan (nat 
Government: Democratic monarc 


cal days 
e), 27% Human, 1% other species Sapient Species: 20% Human, 1% Evocii, 79% other species 
Human), Council (Gungan) Government: Hutt crime lords 


Capitals: Theed (Human), Otoh Gunga (Gungan) Capital: None 
Major Exports: Grains, art, cultural items Major Exports: Illegal goods, narcotics, weapons 
Major Imports: Technology, processed foods Major Imports: Foodstuffs, illegal goods, medicine, 


technology 
Knowledge (Bureaucracy) 
DC RESULT 
15 Though the Humans on Naboo support a democratic government, they 
elect a sovereign monarch to rule over them. There are no age limita 


tions on voting or even leadership, 


Knowledge (Galactic Lore) 
DC RESULT 

10 Naboo is a peaceful planet that has remained a relatively insignificant, 
eautiful, member of galactic society for centuries. 

15 Naboo is a world covered in beautiful oceans, sweeping grass 


0 


nds, 
and rich forests. Human settlements tend to incorporate waterfalls, 


cliffs, and other natural terrain feat 


s. Gungans live in beautiful 
Submerged cities hidden beneath great lakes. 
20 Many years ago, the Humans of Naboo came into conflict with the 


Native Gungans, thus beginning a centurie: ity between 


ong anim 


the two peoples. Ft 

25 Naboo, unlike most other habitable worlds, d jot have a molten f 
3 
Sore. Instead, the center of the planet is hollowed out and filled with 2 


water 


Knowledge (Social Sciences) 
DC RESULT 

The Human society on Naboo is peaceful and artistic, focusing on 
Promoting cultural greatness over political power. 

Gungan society is extremely isolationist and xenophobic, to the point 
where they typically use violence first and ask questions later. 
Gungan taw is usually considered extremely harsh, with even the 
Smallest offenses warranting exile or even the death penalty 


10 


25 


30 


Knowledge (Galactic Lore) 

DC RESULT 

10 Nar Shaddaa, also known as the Smuggler's Moon, orbits Nal Hutta 
(the Hutt homeworld). Nar Shaddaa is a haven for criminals of all 
stripes who gather to conduct illicit business. 

15 Nar Shaddaa, though technically within Hutt Space and under Hutt 
rule, has no true organized government and is divided into sectors 
ruled by individual species, gangs, and crime lords. 

20 Nar Shaddaa is an urban sprawl with soaring towers and dizzying 
depths, Many sectors of Nar Shaddaa are in poor repair, boasting 
unstable architecture and zones where even a wise Jedi fears to tread. 


Knowledge (Social Sciences) 

DC RESULT 

10 Nar Shaddaa boasts a strong black market economy. Almost any sort 
of contraband can be found on Nar Shaddaa for the right price. 

15 Millions of smugglers, crime lords, and information brokers make their 
homes on Nar Shaddaa. Their organizations hold sway over different 
zones of the Smuggler’s Moon, and small wars break out between rival 
gangs on a regular basis. 

20 Almost every major criminal organization in the galaxy, from the Hutt 
crime lords to the Black Sun Syndicate, has agents working behind the 
scenes on Nar Shaddaa. 


RODIA 

Region: Mid Rim 

Climate: Tropical and arid (hot) 

Gravity: Standard 

Moons: 2 

Length of Day: 29 standard hours 

Length of Year: 305 local days 

Sapient Species: 99% Rodian (native), 1% other species 
Government: Rodian Grand Protector 

Capital: Equator City 

Major Exports: Bounty hunters, foodstuffs, exotic animals, weaponry 
Major Imports: Technology, agricultural goods, weapons 


Knowledge (Galactic Lore) 

DC RESULT 

10 Rodia's thick, lush jungles provide an ample breeding ground for 
savage predators, and as the Rodians themselves evolved, they learned 
to survive among even the deadliest of creatures. 

15 The Old Republic first made contact with the Rodian people thousands 
of years ago when scouting vessels arrived on their homeworld, and 
this first meeting resulted in violent conflict. 


20 


25 


Knowledge (Social Sciences) 


oc 
10 


15 


20 


RYLOTH 

Region: Outer Rim 

Climate: Subarctic, temperate, and arid 

Gravity: Standard 

Moons: 5 

Length of Day: 305 standard days 

Length of Year: | local day 

Sapient Species: 76% Twi'lek (native), 24% other species 
Government: Feudal meritocracy 

Capital: Kala’uun 

Major Exports: Ryil spice, slaves 

Major Imports: Foodstuffs, medicine, technology 


Knowledge (Galactic Lore) 


oc 
10 


15 


20 


25 


Prior to joining the greater galdctic community, the Rod 
had become violent and prone to hunting one another do 
indiscriminately for the thrill of the hunt. 

Since the jungles of Rodia provide plenty of food in the form g} 
vegetables, and easily hunted prey, the Rodian people never de 
any skill at agriculture. 


RESULT 
Prestige in Rodian society is based on the individual Rodian’s abj 
hunt and track. 
The Rodian people learned to channel some of their violent t 
into works of theater, and Rodian dramas are violent but co 
performances that are well regarded throughout the galaxy. 
The highest aspiration of many Rodian natives is to go out 
galaxy and obtain a great quarry, bringing their prey back to 
proof of their excellent hunting skills, 


RESULT ; 
The planet Ryloth-has long been a relatively neutral and outec 
way planet, avoiding conflict more deftly than most other wo 
Ryloth is an incredibly dangerous world that has a unique orbit 
causes one side of the planet to perpetually face the world’s su 
such, the sunlit side of the planet remains incredibly hot, 
dark side of the planet is frigidly cold year-round. 
Ryloth produces an extremely rare kind of spice known a5 ryll, 
is harvested and sold by Twi'lek traders, 
The only way life forms can survive on Ryloth is by living in! 
of perpetual dusk right at the sunlight's terminator line, Whe 
temperatures are moderate and life can flourish, 


Knowledge (Social Sciences) 

pc RESULT 

40 Ryloth is usually perceived as lawless world by the galaxy at large, 
thanks to its lax views on both slavery and the trafficking of spice. 

45 Twi'leks native to Ryloth are extremely loyal to their families, also 
called head-clans, as they are not only family members but also ave- 
pues to power. 

20 When enough members of a head-clan ascend to positions of leader- 
ship within Ryloth society, that head-clan grows in power and stature, 
rising as one through the ranks of the government 


SuLLusT 

Region: Outer Rim 

Climate: Superheated 

Gravity: Standard 

Moons: 2 

Length of Day: 20 standard hours 

Length of Year: 263 local days 

Sapient Species: 96% Sullustan (native), 2% Human, 1% Bith, 19% other 
species 

Government: Corporation 

Capital: Byllurun 

Major Exports: Starships, computers, droids, hyperdrive and astrogation 
technology 

Major Imports: Foodstuffs, water 


a 


x SaievHD 


Knowledge (Bureaucracy) 

DC RESULT 

10 The SoroSuub Corporation serves as the acting government of Sullust 
and runs planetary affairs like a business. 

15 SoroSuub is not a profit-driven monstrosity like those found in the Cor- 
porate Sector, and most of the company’s policies and decrees are well 
accepted by the populace because they are not intrusive or oppressive. 


Knowledge (Galactic Lore) 

DC RESULT 

10 Sullust is the homeworld of the Sullustan people, as well as the base 
of operations for the powerful SoroSuub Corporation. 

15 Sullust is a volcanic and tectonically unstable planet. The Sullustans 
have adapted to living in massive, subterranean lava tubes. 

20 Sullust became a major trading hub quickly after making contact 
with the rest of the galaxy, and as galactic commerce became more 
frequent on the world, so too did the presence of corporations and 
manufacturing, 

25 As the planet's prestige grew, so did the SoroSuub Corporation, 
which eventually grew so large that it seized control of the planet's 
government. 


TATOOINE 

Region: Outer Rim 

Climate: Arid 

Gravity: Standard 

Moons: 3 

Length of Day: 23 standard hours 

Length of Year: 304 local days 

Sapient Species: 70% Human, 5% Jawa (native), 5% Tusken Raider 
(native), 20% other species 

Government: Hutt crime lords 

Capital: Bestine 

Major Exports: Illegal weapons, minerals, narcotics 

Major Imports: Foodstuffs, medicine, technology 


Knowledge (Galactic Lore) 

DC RESULT 

10 Tatooine is a backwater desert world dotted with cities, villages, and 
moisture farms. Native species include the primitive Tusken Raiders 
and the Jawas. 

15 Controlled by the Hutts, Tatooine is a haven for criminal activity and 
is often used as a hiding place for lawbreakers on the run. 

20 Tatooine hosts numerous dangerous sporting events, including Podrac- 
ing, One of the most famous Podracing events is the Boonta Eve Clas- 
sic, which is frequently attended by the planet's Hutt overlords. 


Knowledge (Social Sciences) ~ 
DC RESULT 


10 


15 


20 


TRANDOSHA 
Region: Mid Rim 

Climate: Arid 

Gravity: 62% Standard 

Moons: 1 

Length of Day: 25 standard hours 
Length of Year: 371 local days 
Sapient Species: 99% Trandoshan (native), 1% other species 
Population: 42 million 
Government: Tribal 

Capital: Hsskhor 

Tech Level: Interstellar (advanced) 
Major Exports: Slaves, mercenaries 
Major Imports: Technology 


Knowledge (Galactic Lore) 
DC RESULT 


10 


15 


20 


Knowledge (Social Sciences) 
DC RESULT 


10 


15 


20 


Tatooine is controlled by the Hutts, and many criminals se 
there. 
The Jawas of Tatooine have a reputation for being scavengj 
dealers and swindlers, but they are mostly harmless, 
The Tusken Raiders of Tatooine are referred to locally as : 
They live in nomadic tribes and often ride around on large hy 
mals called banthas. Sand People are extremely violent, 
anyone who sets foot in their territory. They typically wield ge 
("gaffi sticks"), but some tribes use primitive slugthrowers as y 


Trandosha is located in the same system as Kashyyyk, the 
homeworld, The two species rarely see eye to eye. 
Trandosha boasts lighter than average gravity, which allows the: 
gish Trandoshans to move with ease on their homeworld, 
Trandosha joined the galactic community many millennia ago 6 

always been indirectly represented in galactic affairs by a Woo ie 
resentative, which has led to some animosity between the twos 


Trandoshans make poor diplomats and have trouble dealing pe 
with others. 
Trandoshan slavers have captured or killed more Wookiees tha 
other species. 
Trandoshans revere their tribal elders. Breaking Trandoshan @ 
or disrespecting one’s elders often leads to exile from individ 
or even the entire planet. 


TABLE 13- 
eee’ IN THE GALAXY ASTROGATION DC MODIFIERS 


All the worlds in the galaxy mean nothing to a character if they are unreach- 


gble. Fortunately, hyperspace travel has become common, affordable, and SITUATION CHECK MODIFIER 
ally) safe. 5 

(usu Using nav computer +5 

ASTROGATION No nav computer used -10 

Moving from a given location to a desired destination through hyperspace 

requires a successful Use Computer check. Because every object in the No HoloNet access <5 

galaxy is constantly in motion, the precise path between two locations Attempt to make check in 1 round -10 


changes from day to day. If the astrogator uses current data (one day old 


gt most), he can plot a safe course. Doing so takes 1 minute and requires @ 1 Do not apply the penalty if the ship hos current astrogation dato stored in on 
Successful DC 10 Use Computer check astromech droid of receives accurate transmitted data from another ship. 
if an astrogator has no data with which to plot a jump through hyper- 


Space, the base DC for the Use Computer check is 30, and the astrogator 
must spend 1 hour calculating coordinates and vectors before attempting 
the check 


As a general rule, data for a particular route through hyperspace is avail- ‘ 
able to anyone with access to the HoloNet—although that data might be 4 
Outdated if the route in question is not frequently traveled by other ships 4 

Certain situations or circumstances can also modify the check, as shown 2 
i Table 13-1: Astrogation DC Modifiers. The lack of a nav computer (or, x 


failing that, an astromech droid with stored coordinates) makes the task 


Much more difficult. if time is of the essence, the astr tor can perform 


the check asa full-round action round by tak Ng a -10 penalty on his Use 
Computer check 

If the Use Computer check is successful, the starship enters hyperspace 
Without incident and arrives at its destination in a number of days equal to 
146 x the ship's hyperdrive multiplier 


A failed Use Computer check indicates that the astrogator has made a 
Potentially dangerous error in his calculations, Make another Use Computer 
GhECk using the same modifiers and against the same DC. If this second 


Use Computer check is Successful, the error is caught before entering . 
Hyperspace, and the process of plotting a course must begin anew. If this NI 
Second Use Computer check fails, the Starship moves -1 persistent step on ¥ 
the condition track {see Conditions, page 148) and takes damage equal to | 
5% of its total hit points for every point by which the check fails. (The per- y 


Sistent condition and damage remain until the ship undergoes maintenance.) 
Ifthe Ship is not disabled or destrayed, it arrives at the intended destination 
I double the expected travel time. If the ship is disabled, it drops out of 

€rspace in a random location somewhere between the point of origin 
Md the destination (the exact location is determined by the GM) 


CHAPTER <1 


TAMERS TRIES 


The Gamemaster is the guiding force of the game. If the game is fun, it will 

be to your credit. If it isn't, you'll need to make some adjustments. But don't 

worry—running a Stor Wars game is nowhere near as daunting as it might 
gem at first. 

Described below are the different duties of the GM. As with any hobby, 


© ROLE OF THE 
MEMASTER 

emaster is storyteller and referee, creator of terrible threats against 
laxy, Secret master of the villainous, criminal, and ruthless, and hidden 
ctor of the brave. The GM's responsibilities include several important 
fasks, each of these is outlined in this section. 


CREATING ADVENTURES 

As the GM, your primary role in the game is creating and presenting 
adventures in which the other players can play their heroes. To accomplish 
this, you need to spend some amount of time before the game preparing 
your stories. This is true whether you create your own adventures or use 
published ones, 

Creating adventures takes time. Many GMs find this creative process the 
mast fun and rewarding part of being a Gamemaster. Creating interesting char- 
acters, settings, plots, and challenges to present to your friends can be a great 
creative outlet In fact, creating good adventures is so important that it receives 
its own section in this chapter (see Building an Adventure, page 249). 
TEACHING THE GAME 
Sometimes, but not always, it's the GM's responsibility to teach newcom- 
ers how to play the game. This isn't a burden; it’s a wonderful opportunity. 
Teaching other people how to play provides you with new players and allows 
to set thern on the path to becoming top-notch roleplayers. It’s easier 
p play with someone who already knows the game. Players who 
[by a good teacher ina fun game are more likely to stick with the 
F the long haul. Use this opportunity to encourage new players to 
sort of gamers you want to play games with. 
¢ a few pointers on teaching the game: 


Wfieed to know the character creation rules so that you can help new 

15 build characters. Have each player tell you what sort of hero he 
‘She wants to play, then show the players how they can create those 
heroes with the Star Wars rules. If they don’t know what to play, show 
them the five heroic classes, briefly describe each, and let them choose 
Ki the one that most appeals ta them 


Aix eaievno 
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* Don't worry about teaching all the rules ahead of time. All the players 
need to know are the basics that apply to understanding their heroes 
(what hit points are, how to make attack rolls, how to use skills, and 
so on), and they can pick up most of this information as the game 
progresses. 

© You need to know how to play the game. As long as you know the rules, 
the game can move along, and the players can simply focus on their 
characters and how they react to what happens in the game, Have play- 
ers tell you what they want their characters to do and translate those 
decisions into game terms for them. Teach them how the rules work 
when they need to learn them, on a case-by-case basis. For example, if 
‘a player wants her Jedi to use the Force, the player tells you what the 
hero attempts and you tell her what die to roll, which modifiers to add, 
and what happens as a result. After a few times, the player will know 
what to do without asking. 


PROVIDING THE BACKDROP 

The Gamemaster is the creator of his or her own campaign, Even though 
you'll be basing your adventures in the Star Wars universe, it’s still your 
campaign. 

Consistency is the key to creating a backdrop that feels real to the players. 
When the heroes go back to Mos Eisley for supplies, they should encounter 
some of the same characters they met before. Soon, they'll learn the cantina 
owner's name—and she'll remember them as well. Once you've achieved this 


GAMEMASTER ACCESSORIES 
The following items are available to enhance your game: 

Miniatures: The rules in this book assume that you are using Stor 
Wars miniatures—attractive, pre-painted plastic figures that can be 
used to represent heroes and adversaries in the game, Combined with 
the miniatures-scale battle maps, they make it easy to keep track of 
character position, tactical movement, line of sight, and other combat 
factors. Miniatures also add an exciting visual clement to the game by 
giving players a stronger idea of what GM characters, creatures, and 
other heroic characters look like. 

Battle Maps: Battle maps provide spacious, ready-to-use encounter 
locations for epic Stor Wars battles. Battle maps can be found in the 
Star Wars Miniatures Game on ae ‘Star Wars Roleplaying Game 


‘alan Tiles Acreatve strato the battle maps, the Str Mors 
map features that the GM can assemble to create Rebel bases, Imperial 


level of consistency, however, provide an occasional change. if 
come back to have their starfighter repaired again, they may 
the man who ran the starport went back home to Corellia, and 
now runs the family business, That sort of change—one that has 
do with the heroes directly, but which they'll notice—makes the p 
as though they're adventuring in a living universe as real as the 
not just a flat backdrop that exists only for them to battle 
the villain-of-the-week. 


DETERMINING THE 
STYLE OF PLAY 
While the GM provides the adventures and the universe, the players an 
GM work together to create the game as a whole. However, it's the 
responsibility to quide the way the game is played. The best way to 
plish this is by learning what the players want and figuring out it 
want as well. Many styles of play exist, but a few are detailed below. 


Blast ‘Em All! 

The heroes blow open the blast door, fight the stormtroopers, and 
the princess. This style of play is very straightforward. It’s fun, e: n 
action-oriented. Very little time is spent on developing personas fi 
heroes, engaging in roleplaying encounters, or mentioning situations of 
than what's going on in the adventure. If you're running this type of 
let the heroes face obviously evil opponents and meet obviously 
characters. Don't expect heroes to anguish over what to do with p 
Don't bother too much with credits earned or time spent reco 
whatever it takes to get the heroes back into the action as quickly as 
sible. A hero's motivation does not need to be much more than a 
fight evil (and maybe acquire credits). 

Rules and game balance are important in this style of play. Having het 
with combat ability greater than that of their companions can lead to uml 
situations; the more powerful heroes can handle more of the challe 
and thus their players have more fun. If you're using this style, be ming 
about adjudicating rules. Think long and hard about additions or chant 
that you want to make. 


Immersive Storytelling 
The Galactic Senate is threatened by political turmoil. The heroes my 
convince the senators to resolve their differences, but can only do $0: 
they've come to terms with their own differing outlooks and ag 
style of gaming is deep, complex, and challenging. The focus isn't on 
but on talking, developing in-depth personas, and character inte! 
Whole gaming sessions may pass without a single blaster being fired. 
In this style of game, most characters should be as complex and 
detailed as the heroes—although the focus should be on motivatio 
personality, not game statistics. Expect digressions about what each p 


yants his or her hero to do, and why. Buying spare parts might be as impor- 
‘an encounter as fighting battle droids. (And don’t expect the heroes to 
t the battle droids at all unless their heroes have a good reason to do 
5.) Heroes will sometimes take actions against their players’ better judg- 
because “that’s what a hero would do." Adventures deal mostly with 
egotiations, political maneuverings, and character interaction, Players may 
en talk about the “story” they're collectively creating. 
Quoting the rules is less important in this style of play. Since combat isn’t 
focus, game mechanics take a back seat to hero development. Skills take 
dence aver combat bofiuses, and even then, the numbers don't have 
to be absolutes. Feel free to change things to fit the players’ roleplaying 
n perhaps even streamlining the combat system so that it takes less 
tim away from the story, 


ething in Between 

st campaigns are going to fall between these two extremes. There's 
ity of action, but there's also a plot line and interaction between heroes 
nonheroic characters. Players develop their heroes, but they're eager 
Ao get into fights as well. The "in between” style provides a nice mixture of 
eplaying encounters and combat encounters. Even in combat missions, you 
present characters who don’t need to be killed. Instead, you can interact 
h them through diplomacy, negotiation, or a simple conversation, 


*PERHAPS YOU 

THINK YOU'RE 

BEING TREATED 
UNFAIRLY?” 


—- DARTH VADER 


SDUUDICATING THE RULES 
hen everyone gathers around the table to play the game, the Gamemaster 
tharge. That doesn’t mean that you can tell people what to do outside 
ndaries of the game, but it does mean that you're the final arbiter 
Tules within the game. Good players always recognize that you have 
ite authority over the game mechanics. Good GMs know not to 
Or overturn an existing rule without a good, logical justification so 
don't grow dissatisfied. 
iSmeans that you need to know the rules. You're not required to memo- 


tulebook, but you should have a clear understanding of what's in 
ok so that when a situation comes up that requires a ruling, you know 
Me to reference the noe tule in the book, 


STACKING BONUSES 
The term “stacking” means combining for a cumulative effect. It refers: 
teamoeitiers (hoses wna pena Ces) List combing est- 6c. ore aeep 
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bonus of +1 when both bonuses are applied to: 


Often a situation arises that isn't explicitly covered by the rules. In such a 
situation, it's the GM who needs to provide guidance as to how it should be 
resolved. When you come upon a situation that doesn’t seem to be covered 
by the rules, consider the following: 


© Look to any similar situation that is covered in the rules. Try to extrap~ 
olate from what you see presented there and apply it to the current 
circumstance, 

© Ifyou have to make something up, stick with it for the rest of the cam- 
paign. (This is called a “house rule.") Consistency keeps players satisfied 
and gives them the feeling that they are adventuring in a stable, predict- 
able universe, not in some random, nonsensical place subject only to the 
GM's whims. 

© When in doubt, remember this handy rule: Favorable circumstances 
provide a +2 circumstance bonus to any 420 roll; unfavorable cireum= 
stances impose a -2 penalty. You'll be surprised how often this “GM's 
secret rule” solves problems. 


KEEPING THE GAME BALANCED 

Game balance ensures that most hero choices are relatively equal. A balanced 
game is one in which one hero doesn't dominate over the rest because ofa 
choice that he or she made (species, class, talent, feat, Force power, weapon, 


and so on), It also reflects that the heroes aren't too powerful for the threats 
they face, yet neither are they hopelessly overmatched. 
Two things drive game balance: good management and trust. 


Good Management 

A GM who carefully watches all portions of the game so that nothing 
gets out of control helps keep the game balanced. Heroes and characters, 
victories and defeats, awards and afflictions, items found and credits 
spent—all these things must be monitored. No one hero should ever become 
significantly more powerful than the others. If this does happen, the others 
should have an opportunity to catch up in short order. The heroes as a whole 
should never get so powerful that all challenges become trivial to them. 
Nor should they be constantly overwhelmed by what they must face. It's no 
fun to always lose, and always winning gets boring fast. When temporary 
imbalances do occur, it's easier to fix them by altering the challenges than 
by changing anything about the heroes and their powers or equipment. No 
‘one likes to get something, only to have it taken away again because it 
‘was too unbalancing. 


Trust 

Players should trust the GM. This trust can be gained over time through 
consistent use of rules, by not taking sides (that is, not favoring one player at 
another's expense), and by making it clear that you're not vindictive toward 
the players or their characters. If the players trust the GM—and through you, 
the game system—they will recognize that anything that enters the game has 
been carefully considered. If you adjudicate a situation, the players should be 
able to trust it as a fair call and not question or second-guess you. That way, 
the players can focus their attention on playing their characters, succeeding 
in the game, and having fun, trusting their GM to take care of matters of 
fairness and realism. They also trust that you will do whatever you can to 
make sure that they can enjoy playing their heroes, potentially succeed in the 
game, and have fun. If this level of trust can be achieved, you'll have greater 
freedom to add or change things in your game without worrying about the 
players protesting or scrutinizing every decision, 


Handling Unbalanced Heroes 

Sometimes, the unexpected happens. The heroes may defeat a villain, foil an 
unstoppable escape plan, and steal a custom starfighter you never intended 
to fall into their hands. Or, even more likely, the combination of some new 
acquisition with an item or power a hero already has will prove unbalancing 
in ways you didn't foresee. 

Once a mistake has been made, and a hero ends up too powerful, all is not 
lost. In fact, it’s almost never difficult to simply increase the challenges the 
hero faces to keep him or her from breezing through encounters, However, 
this solution can be unsatisfying, since the encounters can become too dif- 
ficult for the other, more balanced heroes. At the same time, it's never fun 


to lose some aspect of your hero that turns out to be unbd 
player's point of view, it's not his or her fault. 

You have two options: Deal with the problem in-game or deal w 
problem out-of-game. 

Dealing with the Problem In-Game: “In-game” isa term used 
something that happens in the story created by the play of the gap 
example, suppose a hero becomes unbalanced by building a 
that fights better than any of the heroes in the group. (This is son 
the GM shouldn't have let happen to begin with, but all GMs 
make mistakes.) An in-game solution might be to have an 
sabotage the droid, or suspicious guards might confiscate the droid 
time the heroes visit Coruscant. Whatever you do, try not to make it, 
ous that the situation is actually just a tool to balance the game. si 
make it seem just a part of the adventure. (If you don't, indignant F 
will get very angry.) F 

Dealing with the Problem Out-of-Game: “Out-of-game" means 
thing that happens in the real world, but has an impact on the g 
An out-of-game solution to the problem described in the previous 
would be to take the player aside between sessions and explain that 
has become unbalanced because of her too-powerful droid and that t 
need to change or the game may fall apart. A reasonable person w 
the value in continuing the game, and she'll work with you either in-g 
(perhaps donating the droid to an appropriate allied organization) or, 
game (perhaps by erasing the droid from her hero sheet and just 
itwas never there). Be warned, however, that not every gamer is 
in this way. Many will not appreciate this level of intrusion on your 
will resent giving up a great ability or item their hero “earned.” 
unfortunate exchange of this type, it will seem obvious and contrived if} 
try to balance things with an in-game solution. 


RUNNING A 
GAME SESSION 


After everything is prepared, and everyone sits down at the table, ye 
on, It’s your show. Here are some things you should consider, at t 
and before you ever get there, to help make the game run as 
possible. 


KNOWING THE PLAYERS if 
Normally, but not always, the GM is in charge of inviting players to play # 
or her game. If this is the case, it’s your responsibility to know and underst 
cach of these people well enough that you can be reasonably sure thatt 
all get along, work well together, and enjoy the sort of game you Fun 
A lot of this has to do with playing style, Ultimately, you have 1 
the kind of game your players want to play. With players new to 
or a newly formed group, this may take a while to define. Recognize: 


while you're in charge, it’s really everybody's game. The players are all there, 
coming back session after session, because they trust that you'll help them 
rave a fun and rewarding experience 


TABLE RULES 
One thing that will help everyone, players and GM alike, to all get along will 
be establishing a set of rules—rules that have nothing to do with the actual 
game but that govern what happens with the people around the table. 

The following are some “table rules” issues you'll need to deal with 
eventually. It’s best to come up with the answers before you start a regular 
‘campaign. You can establish these yi urself, or you can work them out with 


your players. 


No-Show Players 
Sometimes a requiar player can't show up for a game session, The GM and 
group are faced with the question of what to do with his or her hero. There 


are several possibilities 


Someone else runs that hero for the session [in addition to their own 
hero). This is easiest on you, but sometimes the fill-in player resents the 
task or the replaced player is unhappy with what happens to the hero in 
his or her absence. 

You run the hero, doing your best to make the decisions that you think 
the hero's player would make. This might actually be the best solution, 
but don’t do it if running a hero and running the game at the same time 
is too much for you and hurts the whole session 
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Recognize that players come and go, Someone moves away, an 
busy, and yet another grows tired of the game, They’! 


Make sure to always keep the gro 


players will want to jo 


that you're comfort The normal-sized group has four orf 


(not including the GM). How 
9s large as or more. You can play the game one-on-one 
one player and one GM, t f play 
It's a good way to handle as a Je 
mentorship of a young Padawan learner.) 

If you try to find out from the player 


laying, Try to get a modest comm 


yasis during that time 


Integrating New Players 


When someone new 


oins the campaign, his or her hero needs to be int 


grated 


yame. At the ¢, the player needs to be integrated Into the 
ake sure that @ new player knows the house rules and the table 
rul 5 the game rule 
Rules Discussions 
It's probably best if players don't question your rulings or established rules, 
propose new house rules, or conduct discussions on other aspects of the 
yame (aside fi what mmediately at hand) during the game itself, Such 
ers are be ed at the beginning or er ve Sessic 


Jokes and Off-Topic Discussions 


nere are always funny things to be said, movie quotes, g p, and 
other cony ons that crop up d ey're inspired by 
hat's going on in the session or c for yourself 

jroup) how much i n member that this is a game and 
people are there to have he same time keep the focus on the 
action of the heroes sc yn doesn't pass in idle talk 


WORKING WITH THE PLAYERS 


aracter can 


wo players want the same ne yund item. Each thinks 

use it best or deserves it for what he's done. If the player ja way t0 
decide who gets it, you will have to arbitrate or y ition. Or, WORSE, 
one player is angry with another player for something that happened earlier 
that day outside the game, so hero tries to harass or even kill the 
other player's hero. The GM shouldn't si $ up to 
you to step in and | esolve conflicts 

f ceremonies and an umpire during the 


together or separately outsic 
Mal 


t clear as nicely as yo 


game for the other players, and you won't tolerate real-worlt 


characters within the game react to each ¢ 


affecting the wa 


Another case is when a player gets really mad when you rule against him. 
gain, be firm but kind in telling him that you try your best to be fair. You 
have angry outbursts spoiling everyone else's fun. Settle the matter 
itside the game session. Listen to the player's complaints, but remember 
. you're the final arbiter. By agreeing to play in your game, that player has 
so agreed to accept your decisions as GM. (See When Bad Things Happen 
Good Heroes, page 246.) 

“Sometimes one player's actions ruin the fun for everyone, An obnoxious, 
onsible, troublemaking player can make the game really unpleasant. 
Sometimes he gets others’ heroes killed because of his actions. Other times 

s stops the game with arguments, tantrums, or off-topic conversations, Or 

he might keep everyone from playing by being late or not showing up at all. 
timately, you should get rid of this player. Just don’t invite him next time. 
Don't play the game with someone that you wouldn't enjoy spending time 

in another social setting. 

" Decide how many players you want in your game and stick with it. If 
omeone leaves, try to get 2 new player. If someone new wants to join an 
dy full group, resist the urge to let him or her in unless you're sure you 

n handle the increased number of players. If there are too many players, 
ider dividing them into two groups that play at different times. If there 
‘too few, you might want to recruit more or have each player play more 

‘one hero. (It's good to have at least four heroes on a mission team.) 

‘If one player dominates the game and monopolizes your time with her 
€r0's actions, the other players will quickly grow dissatisfied. Make sure 
one gets his or her turn. Also, make sure cach player gets to make his 
own decisions. Overeager or overbearing players sometimes try to tell 
E others what to do. if one player insists on controlling everything, talk 
m outside the game session and explain that his actions are making 
less fun for everyone. 


bridge," a player says to the others, “because the GM would never create 
p that we couldn't deactivate somehow." That's metagame thinking. Any 
he the players base hero actions on logic that depends on the fact that 
fe playing 2 game, they're “metagaming.” This activity should always 
Is ‘aged, because it detracts from real roleplaying and spoils the 
ension of disbelief. 

surprise your players by foiling this mode of thinking, Maybe there is a 
Pron the other side of the chasm—but it might be malfunctioning. Keep 
layers on their toes, and don’t let them second-guess you, Tell them 
in terms of the game universe, not of you as the GM. In the game 
someone put the trench in the Death Star for a purpose, Figure 
hows and whys for what they have done. The heroes will need to 
ine same. 


In short, where possible, encourage the players to employ in-game logic. 
Confronted with the situation given above, an appropriate response from a 
clever hero is, "| figure there'll be a lever on the other side of the chasm that 
extends the bridge, because you'd have to be able to cross from either side.” 
In fact, this is wonderful—it shows smart thinking as well as verisimilitude 
in the game universe. 


RECAPPING 

“Last time, you had just discovered the secret entrance to the Imperial shield 
generator on the forest moon of Endor. We ended the session with you ona 
nearby ridge overlooking the entrance. Arani suffered a terrible wound while 
fighting the biker scouts, Vor'en wanted to go straight to the entrance and 
shoot it out, but the rest of you talked him into helping you find a suitable 
place to watch and plan. What do you want to do?” 

In the middie of an ongoing campaign, recapping activity from the pre- 
vious session at the start of a new session often helps establish the mood 
and reminds everyone what was going on. In most games, heroes continue 
what they're doing from day to day (or even hour to hour), but most players 
{in the real world) have several days of real time between game sessions. 
Some players might forget important details that will affect their decisions 
if they don't get reminders. 

Of course, that means that you, as the GM, need to keep notes of what 
happens so you don’t forget, either. At the very least, jot down a few sen- 
tences about what's gaing on at the end of each game session. Leave your 
notes where you can find them right away at the beginning of the next ses- 
sion, You'll probably find that, as the GM, you tend to think about the game 
between sessions more than the other players do, and thus you'll remember 
more details. You'll quickly get to the point where you won't forget what 
happened in past sessions, especially if the adventures you're currently 
working on build off those events, 


SETTING THE PACE 

The pace of the game determines how much time you spend on a given activ- 
ity or action taken by the heroes, Different players enjoy different paces. 
Some search every room they come across, but some think doing that is not 
worth the game time. Some roleplay every encounter, while some want to 
skip on to the “good bits.” 

Do your best to please the group, but when in doubt, keep things moving. 
Don't feel that it's necessary to play out rest periods, replenishing supplies, 
or carrying out daily tasks. Sometimes that level of detail is an opportunity 
to develop heroes, but most of the time it’s unimportant. 

You should decide ahead of time, if possible, how long the playing session 
will last, This not only allows everyone to make plans around the game but 
also enables you to judge about how much time is left during a session and 
pace things accordingly. You should always end a session at a good stop- 
ping point (see Ending Things, below). Three to four hours is a good length 
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for an evening game. Some people like to play longer sessions, usually on a 
weekend. Even if you normally play for shorter periods, sometimes it's fun 
to run a longer "marathon" session. 


REFERENCING RULES 

Try to look at the rules as little as possible during @ game. Although the rules 
are there to help you, paging through the book can slow things down. Look 
something up when necessary (and mark things you'll need to refer to again 
with a bookmark), but recall a rule from memory when you can, Even if you're 
not exactly correct in your recollection, the game keeps moving. 


CHEATING 

(AND PLAYER PERCEPTIONS) 
Terrible things can happen in the game because the dice just go awry. 
Everything might be going fine, when suddenly the players have a run of 
bad luck. A round later, half the heroes are down for the count and the other 
half almost certainly can't take on the opponents that remain. If everyone 
dies, the campaign might very well end then and there, and that's bad for 
everyone. Should you stand by and watch the heroes get slaughtered? Or 
should you “cheat" and have the opponents run off, or fudge the die rolls 
So that the heroes still miraculously win in the end? There are really two 
issues at hand. 

Do you cheat? The answer: GMs really can't cheat. You're the umpire, and 
what you say goes. As such, It’s certainly within your right to sway things one 
way of another to keep people happy or keep things running smoothly. It's 
no fun losing a beloved hero because he fell down a flight of stairs. A good 
rule of thumb is thata hero shouldn't die in a minor way by some fluke of the 
dice unless he or she was doing something really stupid at the time. 

However, you might not feel that it's right or even fun unless you obey 
the same rules the players do. Sometimes the heroes get lucky and kill an 
‘opponent you had planned to have around for a long time. By the same token, 
sometimes things go against the heroes and disaster befalls them. Both the 
GM and players take the bad with the good. That's a perfectly acceptable way 
to play, and if there's a default method of running a game, that's it. 

Just as important an issue, however, is whether the players realize that 
you bend the rules, Even if you decide that sometimes it's okay to fudge a 
little to let the heroes survive so the game can continue, don't let the play- 
ers in on this decision. It's important to the game that they believe they're 
always in danger. Consciously or subconsciously, if they believe you'll never 
let bad things happen to their heroes, they'll change the way they act. With 
no element of risk, victory will seem less sweet. And if thereafter something 
bad does happen to a hero, the player may believe you're out to get him. If 
he feels you saved other heroes when they were in trouble, he might become 
disaffected with the game. 


WHEN BAD THINGS HAPPE 
TO GooD HEROES 
Heroes suffer setbacks, lose prized equipment, and so n 
{t's all part of the game, almost as much as success, gaining 
rewards, and attaining greatness. But players don't always take it 
something bad happens to tl 

Remind players that bad things happen sometimes. Challeng 
the game's all about. Mention that setbacks are an opportunity 
later, Reassure the player of the dead hero that there are lots of 
for new hero types she hasn’t tried yet. The dead hero's surviving 
tell tales of their fallen comrade for years to come. The game goes 

It’s rare (but possible) that an entire group of heroes can be wip 
In such a case, don't let it end the whole game. Encourage the p 
new heroes, perhaps of a class or species they haven't played b 
that's not really so bad—in fact, it's an opportunity for a dramatic 
of pace. This new group of heroes might even be charged with vir 
bodies of the fallen heroes for honorable burial, 


ENDING THINGS 

Try not to end a game session in the middle of an encounter. Leavin 
thing hanging in the midst of combat is a terrible way to end a ses 
difficult to keep track of things such as initiative order, in-game s 
other round-by-round details between sessions. The only exception | 
is ending with a cliffhanger, A cliffhanger ending is one in which 
just as something monumental happens or some surprising turn 
occurs. The purpose is to keep players intrigued and excited until 
session. A cliffhanger ends a session right before an encounter b 
to initiative checks, and you pick up the action with initiative chet 
next game session. 
If someone was missing from that session, and you had his 
for a while, make sure that there's a way to work his hero back in nex! 
Sometimes, even in a cliffhanger, this can work out well. The hero f 
come racing into the thick of things to help out his beleaguered frien 
help save the day. A 
Allow some time—a few minutes will do—at the end of the session 10) 
everyone discuss what happened. Listen to their reactions and 

more of what they like and don’t like. Reinforce what you thought 
decisions and smart actions on their part (unless such information 
much away for the adventure), Always end things positively. 

You may want to award experience points at the end of each ses 
you might wait until the end of each ad-venture. That's up to you. "0 
the standard approach is to give out experience points at the end of 
adventure, so players whose heroes go up a level have time between a 
tures to choose new skills, feats, and so forth. 


VILDING AN 
NCOUNTER 


For purposes of the Star Wars Roleplaying Game, an encounter is defined as an 
stacle, threat, or situation (whether it be an opponent, several opponents, 
ra hazard) that prevents the heroes from achieving a specific goal important 
the adventure. An obstacle, threat, or situation can be overcome through 
roleplaying, combat, or skill use. Persuading a crazed Force disciple to 
nder might require heroes to enter difficult and perhaps life-threatening 
iations, while capturing a crime lord might require heroes to fight their 
y past a squad of thugs or infiltrate the crime lord's headquarters without 

q off the security system. 


SHALLENGE LEVELS 
Every opponent or hazard the heroes face has a Challenge Level (CL), which 
lis GMs how tough it is to overcome. For example, every stormtrooper has 
(CL, as does every wampa and garbage compactor. The more opponents and 
wards the heroes face at once, the more difficult the encounter and the 
more experience points (XP) the heroes get for overcoming it (see Awarding 
x ice Points, below). 
A challenging encounter is one the heroes should overcome with minor 
)moderate damage to themselves and some depletion of their resources. A 
gle obstacle, threat, or situation of Challenge Level nis challenging for a 
le character of similar level. For example, a Ist-level hero should find a 
Stormtrooper challenging. By extension, four CL 1 stormtroopers should 
challenging to four Ist-level heroes. 
A difficult challenge is one that seriously taxes the heroes’ resources and 
May require the heroes to withdraw and recover, while an unfair challenge 
G easily lead to a total party kill. Difficult and unfair challenges are 
Hiscussed below (see Measuring Encounter Difficulty). 
, Complications: An encounter can be made harder by adding complica- 
that make overcoming certain obstacles, threats, and situations more 
{n general, adding a complication to an encounter increases the 
‘of every affected obstacle, threat, or situation by 1. For example, if the 
€5 confront four CL 1 battle droids and two of them have the benefit of 
cover (and the heroes do not), the GM should treat the two battle 
with cover as CL 2 threats and award experience accordingly, However, 
two battle droids without cover would still be counted as CL 1 threats. 
n Circumstances: Sometimes an encounter is made easier by 
Fumstances beyond the heroes’ control. In such cases, you may reduce 
© amount of XP the heroes earn for achieving their encounter goals by 
much as half. For example, if the heroes run across two bounty hunters 
NO are moderately injured from a previous skirmish, the GM may elect to 
d only half normal XP for overcoming them. A GM should avoid reducing 
P awards when the beneficial circumstances are the direct or indirect 


It of good planning or roleplaying ‘on the heroes’ parts. For example, if 


the heroes use treachery or bribery to turn one bounty hunter against the 
other, they should receive full XP for both bounty hunters even though the 
encounter was made easier by their actions. 


Measuring Encounter Difficulty 

Creating balanced and fun encounters is more art than science. However, the 
following guidelines will help you build encounters that aren't so straight- 
forward that players will be bored and aren't so difficult that the heroes 
aren't likely to survive: 

Multiple Opponents: Encounters with two to six opponents work best. 
Save the single-opponent encounter for higher-CL “bosses” like the rancor 
or Darth Vader. Avoid encounters with more than a dozen opponents unless 
you want the heroes to feel overwhelmed, 

Variety: The best encounters combine different sorts of obstacles, 
threats, and situations. Battling four Rodian soldiers in a corridor is much 
less interesting than fighting a Rodian noble, two Rodian soldiers, and the 
noble's trained nexu in a storage bay filled with cargo containers. 

Combining Different CLs: When building encounters that involve 
multiple threats, obstacles, or situations of different Challenge Levels, add 
together the various CLs and divide this sum by 3 (round down). If the result 
is within one level of the heroes’ average level, it's probably a tough but fair 
challenge for the heroes. If the result is 2 to 3 levels above the heroes’ level, 
expect a difficult encounter that seriously taxes the heroes’ abilities and 
resources. If the result is 4 or more levels above the heroes’ level, expect the 
heroes to have a real fight on their hands, and also brace for one or more 
hero deaths. Note that these calculations are based on the assumption that 
there are four heroes in the party. Four each additional hero, subtract 1 from 
the result. For each missing hero, add 1 to the result. 

Here are some sample encounters to illustrate the formula: 


© An encounter with four CL 2 clone troopers and one CL 3 elite clone 
trooper has a combined CL of 11. Dividing 11 by 3 and rounding down, 
you get 3. Based on this result, you can expect this encounter to be a 
challenge for four 2nd-, 3rd-, or 4th-level heroes and a less challenging 
encounter for higher-level heroes. 

© An encounter with two CL 15 elite troopers has a combined CL of 30. 
Dividing 30 by 3, you get 10. Based on this result, you can expect this 
encounter to be a challenge for four 9th-, 10th-, or 11th-level heroes; a 
challenge for five 8th-, 9th-, or 10th-level heroes; or a challenge for six 
7th-, Bth-, or 9th-level heroes, 

* An encounter with a CL 8 crime lord and five CL 5 assassins has a com- 
bined CL of 33. Dividing 33 by 3, you get 11. This encounter is a challenge 
for four 10th-, 11th-, and 12th-level heroes and a difficult challenge for 
four 8th- and 9th-level heroes. It's an unfair challenge for heroes of 7th 
level or less. 


AWARDING 
EXPERIENCE POINTS 


Heroes receive experience points (XP) for overcoming opponents, hazards, 
and other obstacles that stand in the way of achieving the goals of an 
adventure, Every opponent and hazard has a Challenge Level (CL) that 
determines how much XP the heroes get for overcoming it, as shown in 
Table 14-1: Experience Point Awards. Note that overcoming an obstacle 
doesn't always mean defeating it. Heroes who trick or bribe a Gamorrean 
guard into letting them pass should get full XP for the Gamorrean, just as if 
they'd bested him in combat. 

The GM has the right to adjust XP awards depending on how rapidly he or 
she wants the heroes to gain levels and how easily the heroes achieve their 
encounter goals. Wherever possible, the GM should split XP awards equally 
between the heroes so that they're gaining levels at the same rate. Once 
the heroes accumulate enough XP to gain a level (see Table 3-1: Experience 
and Level-Dependent Benefits, page 37), it’s time to increase the difficulty 
of the challenges they must overcome. 

Beginning at 6th level, heroes receive less XP awards for obstacles with 
a CL significantly lower than their character level. At some point, low-level 
threats become fodder, and little experience can be gained from overcom~ 
ing them. Heroes receive one-tenth XP for anything with a Challenge Level 
equal to or less than the heroes’ average level - 5. For example, a group of 
6th-level heroes receive 20 XP for defeating a CL 1 stormtrooper (instead 
of 200 XP). 


OTHER REWARDS 
In addition to experience points, the heroes can earn other rewards for 
their actions. As a general rule, a challenging yet fair encounter should 
net the heroes resources equal their average level x 2,000 credits, to be 
divided equally among them. Easy encounters may deliver half as many 
resources or none at all, and difficult encounters should give 50% more at 
least. You don't have to hand out resources at the end of every encounter; 
often it is best to save the heroes’ rewards until the end of the adventure, 
in the form of a lump-sum payment given to them for completing the 
adventure’s goals. 

Resources can take several different forms, as detailed below. For pur- 
poses of comparison, all resources are measured in credits. 


CREDITS 
For many characters, no reward is better than cold, hard cash. This category 
includes credit vouchers, electronic deposits of credits into a character's 
account (if the character owns a credit chip), credit coins, or trade goods 
(often precious metals), 

Credits may be found during the course of an adventure—inside a vault in 
a Hutt crime lord's palace, in the form of trade goods found in a freighter's 


cargo hold, or perhaps even in the pockets or baggage of a 
However, heroes are more likely to receive the bulk of their 
grateful benefactors for jobs well done. 


3,000 


3,400 


19 3,800 


1 Divide the XP award by the number of heroes in the party to dete! 
many XP each hero receives. Heroes receive one-tenth XP for anything) 
Challenge Level equal to or less than their character level - 5. 


EQUIPMENT 
uire new equipment in the cou 
field of b 


© of an adventure, 


Heroes invariably ac 


Zing it from enemie 


recovering 
or stealing it a less cure place (such as the ho! 
Starship or a poorly defended warehouse) 


Be judicious whe ) out valuable equipment as a reward. If the heroes 


find valuable equipment too often, they will be tempted to spend severa! 


minutes after every battle looting bodies for usable gear and later selling their 


kly derail or slow down an adventure. 


hawked goods, and this can qu 


aint out notable e du want the heroes to have 


Always 


uipmen 


[The scout trooper's sniper rifle seems intact, and you can see a targeting 


Scope mounted on it"). Meanwhile, never mention mundane equipment that 


isn't meant to be useful, or emphasize why the equipment is either unusable 


le (“The smuggler’s t 


or undes aster pistol is dirty and rusted, a cheap 
knock-off of a BlasTech model. You doubt he ever took the time to clean or 
maintain the weapon”). If your players still spend too much time looting, you 


Should strictly enforce the encumbrance rules (see p 140) and subtract 


the value of salvaged equipment from the rewards you give them 


BuILDING AN 
ADVENTURE 


Anadventure—sometimes called am 


n—is a collection of related encour 


fers designed to fit together, creating a cogent storyline for the game, Some 
adventures are only short episodes in the campaign or interludes between 


fonger adventures. Others represent significant missions, while still others 


form the backbone of the campaign 


o think in terms 


When building a campaign, adventure, or encounter, try 


OF heroic goals. What must the heroes achieve or accomplish? 


ins with a de: 


‘iptive verb that best defines the required action 
Sapture, defeat, discover, dest 


escape, find, negotiate, obtain, protect 
fescue, and survive are good examples, Once you have a Suitable verb, flest 
Out the details: Rescue the princess from the detention cellblock. Capture 
the plans f 


lor the Emperor's newest superweapon. Negotiate safe passage 
aboard ¢ 


he smuggler's space transport. 

Every encounter should have a specific, attainable goal that heroes car 
achieve, For example, an encounter might require the heroes to obtain a 
Sode cylinder from a Rodian thug. The encounter setup could be as simple 
85 cornering the thug in a cantina or as © 


mplex as a landspeeder chase 
Trough the dusty streets of Mos Eisley. (Capturing the thug alive could be 
# Secondary or additional goal.) Whether or not the heroes obtain the code 
Pylinder will determine or affect their goals in subsequent encounters 

Just as each encounter has a clearly defined goal, so too does every 
Sdventure, For short adventures, the goal might be very simple; Find R2-D2 
M the Tatooine desert and bring him back safely. A longer adventure might 


have 40 ultimate goal that can be accomplished only after the heroes achieve 


us obstacles. For instance, ar 


minor encounter goals and overcome var 


adv 


nture’s ultimate goal might be to destroy a new Imperial superweapon, 


but accomplishing this goal might require the heroes to capture an Im 


spy, discover the location of the superweapon's secret construction facility 


infiltrate the facility, defeat the Imperial forces in the facility's control room, 


and activate the superweapon's self-destruct system 


A campaign need ni 


t have a clear goal (particularly when it begins) 
but it should have a theme or context. When Luke and Ben meet Han and 


Chewbacca in Mos Eisley, 


(and their “players,” in this model) had no 


dea that the ultimate end of their would be the overthrow of 


mpai 


the Empire and the establishment of the New Republic. However, the GM of 
this “campaign” probably had a good idea that these heroes would become 
involved with the Rebellion during the campaign, and the Empire would be 
their primary opposition. (See Building a Campaign on the next page.) 


WHAT MAKES AN ADVENTURE 
EXcIiTING? 

Creating a memorable adventure requires more than just an interesting plot 
or a grand finish. Remember that in most cases, the heroes won't be able 
to see the behind-the-scenes machinations of the villain or the clever plot 
twists that occur on the bridge of the Imperial starship. While you want your 
adventures to feel like they could come from a movie, you can’t always rely 
‘on the same techniques that the moviemakers use, Here are a few tricks to 
help you keep your adventures memorable and exciting. 


Intriguing Interactions 

Too often, players (and GMs) see an adventure as little more than a string 
of firefights separated by “talking.” This shortchanges one of the most com- 
pelling parts of a roleplaying game: playing a role. In addition to creating 
interesting characters, the GM must treat these characters as more than just 
cardboard props to be interacted with and then discarded. 

In general, run a GM character just as a player would run a hero—take 
whatever actions the character would take, assuming the action is possible. 
That's why it's important to determine a GM character's general outlook 
and characteristics ahead of time if possible, so you know how to play the 
character properly. 

When a GM character interacts with heroes, the GM determines the char- 
acters’ initial attitude (hostile, unfriendly, indifferent, friendly, or helpful). A 
hero might try to influence this attitude with a Persuasion check. However, 
not all interactions require a check. Calling a Wookiee a “walking carpet” 
might shift the Wookiee's demeanor from indifferent to hostile. It doesn't 
take a roll—just the right words and deeds—to turn someone more hostile. 
In general, a hero cannot repeat attempts to influence someone. 

Although a GM character can use the Persuasion skill to influence another 
GM character, the attitudes of the heroes are never influenced by a skill 
check—the players always decide those, 


Worthy Adversaries 
While it’s all well and good for the heroes to mow through a few ranks of 
battle droids or stormtroopers during an adventure, this type of encounter 
grows tiresome quickly, Be sure to include competent adversaries for the 
heroes to encounter, whether as common enemies, archvillains, or even 
occasional foils. 

An easy mistake is making an adversary too powerful, believing that the 
heroes will have it “too easy” unless their opponent is another Darth Vader, 


Not every opponent has to be a Dark Lord of the Sith, An intell 
enemy can often seem much more powerful than he appears o 
In the same vein, nothing is more disappointing than a clim 


with a villain who turns out to have a glass jaw. If you know that ye 
will face the heroes in combat, make sure he can stand up to they 
plenty of assistance from underlings). 


Exciting Combats 
One reason that the lightsaber duels in the Star Wars movies are so. 
is that they tend to take place in interesting locations. Froma p 
‘on a marrow ledge above a Cloud City airshaft to a death duel 
by leaps between platforms and opening and closing energy fie) 
elements add twists to traditional combat scenes. y 
While any combat be exciting, you should occasionally hy 
heroes face opponents in a nontraditional setting. Sometimes m 
combat (or aerial mounted combat) can provide a change of pace, 
settings can be interesting as well. A short list of ather suggestions, 
below. For more ideas, look to the Star Wars movies, novels, and com 


Daring Escapes 
Sometimes heroes get captured. It happens all the time in the mov 
While it would be fairly easy for the bad guys to simply kill the her 
that point, it's more interesting and fun to “take them alive.” : 
villains plan to interrogate the heroes, or maybe the heroes are 
to them alive. 

When heroes are knocked unconscious or otherwise force to 
the game isn't over. Quite the contrary! Instead, try setting up a 
which the heroes can perpetrate a daring escape, either alone or 
unexpected assistance, In The Empire Strikes Back, Leia and Che) 
escape Imperial custody with the unexpected help of Lando sia 
Return of the Jedi, the heroes escape the clutches of Jabba the Hutt t 
resourcefulness, teamwork, and sheer luck. Daring escapes are 
good adventure stories and an opportunity for heroes to turn an ut 
situation into an advantageous one. 


Compound Encounters 
You can spice up an otherwise boring scenario by adding new elemt 
be ‘action has already started. After the players think they know wh 
In, make the encounter more complex by adding a new threat, y 
or new opportunity. The simplest kind of compound encounter adds a : 
foe halfway through a fight. If a group of assassins attacks the 
cantina, have their bounty hunter leader show up 4 rounds later. 
if the heroes are convinced they focus of a fight in Mos Eisley is tod 
few stormtroopers, they're not expecting a bantha stampede. 
It’s important to remember the overall Encounter Level of a ¢ 
encounter. Heroes haven't had a chance to recover and heal 


inning of an encounter, so anything they face is all part of the same 
inter, and should be added together to determine the Encounter Level. 
js slightly easier to deal with foes that attack a few rounds apart (since 
ot all enemies can attack the heroes off the bat), but in general you don't 
swant to throw more challenges at the heroes just because their arrival time 
staggered. A compound encounter is a good way fora typical scenario to 
ome more interesting, not a way to sneak in more foes that the heroes 
n deal with. 

For example, the heroes know an Imperial Inquisitor is hunting them 
awn to capture their Force Sensitive members, They've been attacked by 
is troops once already, and know how tough those nonheroic characters 
When the heroes are trying to convince a junk dealer to sell them a 
pad with critical information, the Inquisitor’s troops attack. The junk 
iler hides at first, but after three rounds he screams he's leaving, and if 
heroes want the datapad they can get it themselves, He throws it onto 
r belt, where it's carried toward a smelter, The next round, local 
show up and also start shooting at the heroes. Not only must they 
twice as many foes, but the heroes must reach the datapad before 

melted. 


UILDING A CAMPAIGN 
he term “campaign” refers to the ongoing game created by the Gamemaster, 
‘@ linked set of adventures or missions that follow the escapades of a group 
if heroes. A campaign might have a single ongoing storyline—such as the 
trihrow of the Empire—or several, shorter plots. The “classic” trilogy (A 
tw Hope, The Empire Strikes Back, and Return of the Jedi) is an example of 
paign with a single ongoing storyline. In this "campaign" we follow 
‘Sdventures of a central group of heroes—a group that changes slightly 
time as individual heroes come and go—who generally work together 
0 accomplish their goals, 
Building a good Star Wars campaign is more than just stringing together 
nch of adventures, though. The guidelines below should help you create 
Lich, immersive ‘campaign that is fun for both the players and the GM. 


CREATE 4 CONTEXT 
‘any other campaign-building task, you should decide the context 
ich the players can place (and play) their heroes. While this context 
‘t have to be obvious to the players at the beginning of the campaign 
indeed can change as play goes on), it greatly helps the Gamemaster 
gning adventures and encounter goals for the game, 
Hf course, this context will vary dramatically based on the era in which 
Set your campaign. A plotline appropriate to heroes of the Rebellion 
i well be out of place in the days of the Old Republic. A variety of 


¢ Rebels plotting the overthrow of the Galactic Empire 

Envoys of the Jedi Council searching for evidence of the Sith 

© Diplomats working for the Galactic Senate to foster peace and harmony 
in the galaxy 

© Representatives of the New Republic charged with hunting down rem- 
nants of the Empire 

© Private traders looking to gain wealth and influence 

Members of a mercenary team willing to work for the highest bidder 


INCORPORATE INTERESTING 

GM CHARACTERS 

It's your job to portray everyone in the galaxy who isn't one of the heroes. 
These people are all your characters, running the gamut from the feisty Jawa 
who sold the heroes their astromech droid to the foul Sith Lord out to destroy 
the Rebellion, or the Hutt crime lord holed up in the Tatooine desert. 

Most people go about their own lives, oblivious to the actions of the 
heroes and the events around them. Ordinary people whom they meet in a 
spaceport won't notice them as being different from anyone else unless the 
heroes do something to draw attention. In short, the rest of the galaxy doesn't 
know the heroes are, in fact, heroes. It either treats them no differently from 
anyone else, gives them no special breaks (or special penalties), or gives them 
no special attention whatsoever. The heroes have to rely on their own actions. 
If they are wise and kind, they make friends and garner respect. If they are 
foolish or unruly, they make enemies and earn the enmity of all. 

As you run your campaign, you need to portray all sorts of characters, Use 
the following tips for creating and controlling interesting characters, 


Villains and Opponents 

Villains and opponents provide an outlet for play that is unique to being 2 
GM. Running the foes of the heroes is one of your main tasks, and one of 
the most fun responsibilities. When creating opponents for the heroes, keep 
the following in mind. 

Plausible Villains: Flesh out enemies. Give a fair amount of thought 
toward why enemies are doing what they do, why they are where they are, 
and how they interact with all things around them, If you think of them as 
just bad guys for the heroes to defeat, so will your players, 

Intelligent Villains: Make the enemies as smart and resourceful as they 
really would be—no more, no less. An average Trandoshan might not be the 
best strategist, but Hutts are very intelligent and usually have schemes and 
contingency plans, 

Fallible Villains: Villains don't know everything, and even smart villains 
sometimes leap to the wrong conclusions. Avoid the temptation to make 
your villains omniscient, and let the heroes surprise them once in a while. 
It'll make your villains seem more realistic and help the players feel like they 
have the advantage from time to time. 


Lackeys: Give your major villains underlings, employees, bodyguards, 
and other lackeys whenever possible, At the same time, don't deny the 
heroes the satisfaction of eventually having the opportunity to defeat the 
major villain. 


Allies 

Most allies provide assistance to the heroes in the form of information, 
resources, or safe places to hide from the Empire. These allies may be friends, 
relatives, school chums, former coworkers, or anyone the heroes have met 
during their adventures. The Gamemaster should plan such characters in as 
much detail as necessary for the campaign. At the very least, a name, spe~ 
cies, and personality should be included in the GM's notes. Allies will have 
attitudes of friendly or helpful toward the heroes. 

‘On rare occasions, heroes may have allies who will join them on their 
missions. This is most useful when the group of heroes is small or doesn’t 
cover the requisite skills for an adventure, Either the GM of one of the 
players can run this type of GM character. Be careful not to overuse them, 
because you don’t want the players (and their heroes) to become reliant 
‘on them, 


BUILD ON CAMPAIGN EVENTS 

Once you've finished setting up the campaign, don’t think your work is done. 
Without a living, reactive environment, even the most exciting context will 
become stale. Use what's come before and prepare for what's still coming. 
That's what makes a campaign different from a series of unrelated adven- 
tures. Some strategies for maintaining a campaign by building on the past 
include using recurring characters, having the heroes form relationships 
beyond the immediate adventure, changing what the heroes know, hitting 
them where it hurts, preparing the heroes for the future, and foreshadowing 
coming events. 

Recurring Characters: While this includes Tarnree, the bartender who's 
there each time the heroes visit Mos Eisley, it extends to other characters 
as well, The mysterious stranger they saw in a back alley of Coruscant reap- 
pears on Naboo, revealing his identity and original intentions. The rogue 
officer responsible for inciting mutiny returns, this time with a pirate crew 
at his command. The other Jedi the heroes beat out for a prime position 
as Council Envoy shows up again, after he has turned to the dark side, The 
scoundrel who helped the heroes free the princess returns just in time for 
ictic battle. Overused recurring characters can make things seem 
ial, but when you reuse existing characters judiciously, it not only 
lends realism, but also reminds heroes of their own past, reaffirming their 
place in the campaign. 

Deep Relationships: The heroes make friends with a local bartender and 
visit him every time they are in town, just to hear another of his jokes. A hero 
falls in love with a princess, and eventually, they marry. Old Yaris, a retired 
soldier, looks upon the heroes as the children he never had, The Gungans of 


Otoh Gunga deliver a present to the herbes every year on the ann 
the characters’ heroic victory over a battle droid army. These 
flesh out a campaign, 

Change What the Heroes Know: The Senator of Corulag is, 
usurper. The once-dangerous trade routes are safe now, thanks to 
patrols. A powerful group of corsairs defeats most of the pirates, 


Change a few details that you have already established. You establieh 
what the players know now and what they knew before more firmly 
minds. They'll also be intrigued to know why things changed, 
Hit Them Where They Hurt: If a hero makes friends with thet 
at the spaceport, then rule that his son was among those kid) 
the Imperials attacked. If the heroes really enjoy visiting Mos Espa, 
Espa in the path of the worst sandstorm in memory. Don't overd 
the heroes will never grow attached to anything for fear that it will r 
thing in danger. This strategy works as a powerful motivator whe: 
moderation. 
Foreshadowi you know that later in the campaign you want § 
an order of Dark Jedi rise up from secrecy and begin hunting Jedi, fo 
that event beforehand. Have the heroes hear rumors about Dark Jedi, 
see evidence of them on an unrelated adventure long before they hu 
and destroy Jedi, It will make the later adventure much more 
Threading information into previous adventures while hinting at future 
helps weave a campaign into a whole. 


HAZARDS 
A hazard includes any effect that can cause harm but does not hi 
stat block. Most hazards are self-contained dangers that affect 
‘or anything that comes into contact with them, A scorching des 
toxic or corrosive atmosphere, and a virulent disease are all 
of hazards. 

Hazards affect organic creatures, machines, or both. A hazard 
its effects by making an attack roll against one of the target's 
scores; if the attack succeeds, the target suffers the effects of the 
including damage that may require special actions to treat. A hazé 
affect all targets within an area or a single target, depending on its na 
and its range. 


AcID 
Corrosive acid deals damage on contact. L 
Acid (CL 2): When a target comes into contact with acid, make an 
roll (1d20+5) against the target's Fortitude Defense. If the attack 
the character takes 2d6 points of acid damage. If the attack mi 
target takes half damage that round, This attack occurs again each 
until the acid is washed off or treated (requiring a DC 15 Treat Inj 
and a medical kit), 


ATMOSPHERIC HAZARDS 


Atmospheric hazards cannot be avoided, although gear can sometimes 


protect 3 chi er from them. Atmospheric hazards are not considered 


area effec 


Corrosive Atmosphere (CL 4): A corrosive atmosphere has chemicals 


lesh. Each round a 


1d20+5) 


n cat away at everything from armor to organ 


that 
characteris exposed to a corrosive atmosphere, make an attac 


the character's Fe 


rol 


titude Defense. If the attack 
ck misses, the character 


ceeds, the char- 


again 
neter takes 2d6 points of acid damage. If the 


takes half damage that round 
Toxic Atmosphere (CL 6): A toxic atmosphere fs filled with chemicals 


that harm most living beings. Each round a creature is exposed to a toxic 


atmosphere, make an attack roll (1d20+5) against the character's Fortitude 


Defense. If the att 


succeeds, the creature takes 146 points of damage 


and moves -1 persistent st 


on the condition track (see Conditions, page 


148). If the attack misses, the creature takes half damage that round and 
does not move down the condition track. 


Vacuum (CL 8): When a creature is exposed to vacuum, make an attack 
roll {1d20+20) against the character's Fortitude Defense, If the 


ack suc- 
ceeds, the creature takes 146 points of damage and moves -2 steps down 
the condition track. If the attack fails, the creature takes no damage but 


maves -1 step down the condition tra 


k. The target cannot move back up 
the condition track until it is returned to @ breathable atmosphere. A crea- 
ture knocked 


nconscious by exposure to a vacuum autom 
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BLINDNESS 

Ablinded creature can't see and takes a -2 penalty to Reflex Defense, loses 
its Dexterity bonus to Reflex Defense (if any), moves at half speed, and takes 
a -5 penalty on Perception checks. All opponents are considered to have 
total concealment (page 156) to the blinded creature. All checks and actions 
that rely on vision (such as reading) fail automatically. 


CRUSHING HAZARDS 

Some hazards, such as hydraulic walls or doors, can deal continual crushing 
damage to anyone or anything trapped inside. Crushing hazards require 
no attack roll as long as the target is completely encompassed by the 
hazard. 

Trash Compactor (CL 10): The powerful hydraulic walls of a trash 
compactor normally take 10 rounds to close, Any creature inside the trash 
compactor once it closes completely takes 10d6 points of damage per round 
{no attack roll required). After 5 rounds, the walls retract, taking 10 rounds 
to open fully, 


DIseASE 

Diseases are viruses and other organisms that attack the immune systems of 
living creatures. Disease hazards always attack the Fortitude Defense of a 
target, ignoring equipment bonuses to Fortitude Defense, damage reduction, 
and shield rating. They cause persistent conditions if they move you down the 
condition track (see Conditions, page 148). The persistent condition cannot 
be removed until the disease is cured (see Treat Injury skill, page 74) or until 
the disease fails its attack roll against you twice. Unlike other hazards, some 
diseases may require special equipment or medicine to treat.Diseases affect 
only living creatures; droids and vehicles are immune. Airborne diseases are 
considered atmospheric hazards, 

Cardooine Chills (CL 2): The first time a character is exposed to the Car- 
dooine chills, make an attack roll (1d20+2) against the character's Fortitude 
Defense. If the attack succeeds, the character takes 146 points of damage 
and moves -1 persistent step down the condition track (see Conditions, page 
148), This attack occurs again each day the disease remains untreated, Treat- 
ing the disease requires a successful DC 15 Treat Injury check, 

Krytos Virus (CL 5): The Krytos virus is a bioengineered disease pro- 
duced by the Empire, The first time a creature is exposed to the Krytos 
virus, make an attack roll (1d20+10) against its Fortitude Defense. Apply a 
-5 penalty to the attack roll if the target is Human, If the attack succeeds, 
the creature takes 2d6 points of damage and moves -1 persistent step down 
the condition track (see Conditions, page 148), This attack occurs again 
each day the disease remains untreated. Treating the disease requires a 
successful DC 20 Treat Injury check. Using a bacta tank reduces the Treat 
Injury DC to 15. 


EXTREME TEMPERATURES 
The blistering desert of Tatoaine or the chill winds of Hoth can , 
overcome even the toughest heroes, and creatures ill-equipped to | 
such conditions quickly succumb to heatstroke or hypothermia, Ex: 
temperatures are not considered area effects, 
Extreme Heat or Cold (CL 4): Each hour a creature is ey 
extreme heat or cold, make an attack roll (1d20+5) against the 
Fortitude Defense. If the attack succeeds, the character takes 2 
of damage from heatstroke or hypothermia and moves -1 p 
down the condition track (see Conditions, page 148). If the attack 
character takes half damage and does not move down the conditic 
Heavy clothing or armor provides 2 +5 equipment bonus to your Fa 
Defense to resist extreme cold but imposes a -5 penalty to your Fo 
Defense to resist extreme heat. 

A creature suffering from heatstroke or hypothermia cannot 
points or improve its condition until it spends at least 1 hour in 
environment. 


FALLING OBvECTS 
Just as creatures take damage when they fall, so too do they take 
when hit by falling objects. When a creature could be hit by a falling 
make an attack roll (using the attack bonus listed in Table 14-2: D 
from Falling Objects) against the target's Reflex Defense. If the 
ceeds, the target takes the listed damage. If the attack misses, the 
takes half damage. This is considered an area attack. Objects of Fi 
Diminutive size are too small to deal damage, regardless of the 
fallen, A falling object must land wholly or partly in a creature's 
space to damage the creature. 

The GM may adjust the damage depending on the circumstat 
example, a Colossal object might be extremely light (such as a 


OBJECT SIZE EXAMPLE(S) 


Tiny Blaster, atapad 
Small Blaster rifle 
Large Speeder bike 
Gargantuan Starfighter 


Colossal == AT-AT 


senger balloon). Objects that are forced downward (such as a piston 
‘a droid factory or a closing door) deal damage as if they were two 
eategories larger than they actually are. Additionally, if the target is 
at least three size categories smaller than the falling object, the target 
jot move unless it succeeds on a Strength check to lift the object off 
{see Table 14-2 for the Strength check DC) or a DC 15 Acrobatics 
to crawl out from underneath. The GM can modify the DCs for 
check based on the circumstances; for example, a character might 
herself trapped under an object that has openings or gaps that allow 
to wriggle free. 


IRE 
‘ereature or character that takes fire damage also catches on fire. For 
ch round that a creature is on fire, make an attack roll (1d20+5) against 
target's Fortitude Defense. If the attack succeeds the target takes 146 
doints of fire damage; if the attack fails, the target takes only half damage. 
A character can put out the flames as a full-round action. 


OISON 
| Attack of the Clones, Zam Wesel attempts to assassinate Senator Padmé 
lala using poisonous centipedelike creatures called kouhuns. Later, Zam 
elf is slain by a poisoned Kamino saberdart. In The Phantom Menace, 
Neimoidians pump poisonous gas into the conference room of their 
d peeeation battleship in a vain attempt to dispatch Qui-Gon Jinn and 
i. 
_ Poison hazards are toxins that can be ingested, inhaled, or contracted 
ough contact. They always attack the Fortitude Defense of a target, 
Horing equipment bonuses to Fortitude Defense, damage reduction, and 
d rating. They cause persistent conditions if they move you down the 
dition track (see Conditions, page 148). The persistent condition cannot be 
Moved until the poison is cured (see Treat Injury skill, page 74) or until the 
On fails its attack roll against you once. Contact poisons can be applied 


to weapons; when a poisoned weapon damages the target, the poison then 
makes its attack against the target's Fortitude Defense, 

Acreature that dies from poison damage can be revived (see the revivify 
ability of the Treat Injury skill, page 74), However, reviving a creature doesn't 
remove the poison from its system; the poison must be treated separately, 

Accharacter wearing a functional breath mask (see page 136) is immune 
to inhaled poisons, including toxic gases and atmospheres. Poisons affect 
only living creatures; droids and vehicles are immune. 

Dioxis (CL jioxis is an inhaled gas. Each round a living creature is 
exposed to dioxis, make an attack roll (1d20+10) against the target's Forti- 
tude Defense. If the attack succeeds, the target takes 4d6 points of damage 
and moves ~1 step along the condition track (see Conditions, page 148). If 
the attack fails, the target takes only half damage and doesn’t move down 
the condition track, The poison attacks each round until cured with a suc- 
cessful DC 25 Treat Injury check. 

Knockout Drops (CL 2): When a creature ingests knockout drops, make 
an attack roll (1d20+5) against the target's Fortitude Defense. If the attack 
succeeds, the target takes moves -1 step along the condition track. The 
poison attacks each round until cured with a successful DC 15 Treat Injury 
check. 

Paralytic Poison (CL 5); When a living creature is injected with a para~ 
lytic poison, make an attack roll (1d20+10) against the target’s Fortitude 
Defense. If the attack succeeds, the target moves -1 step along the condi- 
tion track. A target moved to the end of the condition track by the poison 
is immobilized, but not unconscious. The poison attacks cach round until 
cured with a successful DC 15 Treat Injury check. 


RADIATION 

Radiation hazards always attack the Fortitude Defense of a target, ignore 
damage reduction and shield rating, and cause persistent conditions if they 
move you down the condition track (see Conditions, page 148). The persistent 
condition cannot be removed until the radiation is cured (see Treat Injury 
skill, page 74). 


RADIATION ATTACK RADIATION —- TREAT INJURY 
TYPE BONUS DAMAGE oc 
Moderate (CL 4) +2 4d6 20 
Extreme (CL 10) +10 8d6 30 


Each round a creature is exposed to a harmful dose of radiation, make an 
attack roll (1420 + the radiation's attack bonus) against the target's Fortitude 
Defense. If the attack fails, the target shrugs off the radiation and suffers 
none of its effects. If the result hits, the target moves the -1 persistent step 
along the condition track (see Conditions, page 148) and takes an amount 
of radiation damage based on the radiation’s strength, as shown in Table 
14-3; Radiation. The Treat Injury check DC to heal this radiation damage is 
dependent on the classification of the radiation. 

A creature that dies from radiation exposure can be revived (see the 
revivify ability of the Treat Injury skill, page 74). However, reviving a crea~ 
ture doesn't remove the radiation from its system; the radiation must be 
treated separately. 


SMOKE 
Characters breathing heavy smoke, ash, or other toxic gases are subject to 
smoke hazards, Each round a character is exposed to a smoke hazard, make 
an attack roll (1d20+5) against the target's Fortitude Defense. If the attack 
succeeds, the target takes 16 points of damage and moves -1 step down 
the condition track (see Conditions, page 148). If the attack fails, the target 
takes half damage and does not move down the condition track, 

‘Smoke grants concealment to characters within it (see Concealment, 
page 156). Smoke is an atmospheric hazard. 


Traps and Security Systems 

Military bases, criminal hideouts, and other facilities often have security 
systems in place to deter intruders. The Detention Block of the Death Star 
is an example of a location laden with traps designed to halt unauthorized 
incursions. 

Set Explosive (CL 2 or 5): A set explosive usually takes the form of 
detonite or an explosive charge (see Explosives, page 130). When a set explo- 
sive detonates, make an attack rol! (1d20+10) against the Reflex Defense 
of every creature and object in its blast radius. (Any creature or object to 
which the explosive is attached is hit automatically.) If the attack succeeds, 


the creature or object takes full damage. If the attack misses, 
or object takes half damage. This is considered an area effect, 
CL 2 hazard; an explosive charge is a CL 5 hazard. 

Blaster Turret (CL 2): This robotic blaster turret is usually 


a section of floor, wall, or ceiling, It has the range of a pistol, can fi 
direction, and has the following trained skills: Initiative +5, Per 
It is equipped with darkvision (page 257) and makes one attack 
against the closest target within its line of sight. Make an attack roll 
against the target's Reflex Defense, If the attack succeeds, the t: 
346 points of energy damage; on a miss, the target takes no dar 
Blaster Rifle Turret (CL 3): The blaster rifle turret is a slig 
variant of the blaster turret. It is statistically identical to its sm 
except as noted here. It has the range of a rifle and can fire 
Shots or switch to autofire mode (see Autofire, page 156). It deals 
of energy damage with each successful attack. 


GRAVITY 
The force that gravity exerts on a person determines how they develo 
cally as well as their ability to perform certain actions. In addition, gra 
affects the amount of damage a character takes from falling. 
Gravity conditions may vary considerably from one enviro 
next. However, for ease of play, the Stor Wars Roleplaying Game p 
four simplified gravity environments: normal gravity (0.8 to 1.2 | 
gravity (0.1 to 0.8 g), high gravity (more than 1.2 q), and zero g 
than 0,1 g). The following sections summarize the game effects 
type of environment. 


NORMAL GRAVITY 
Normal gravity imposes no special modifiers on a character's ability set 
attack rolls, or skill checks, Likewise, normal gravity does not 
creature's speed, carrying capacity, or the amount of damage it te 
a fall. 


LOw-GRAVITY ENVIRONMENT! 
In @ low-gravity environment, it becomes easier to move and lift 
objects as well as perform Strength-related tasks, In addition, you take 
damage from falling. 

‘Speed: Your speed increases by one-quarter (round down to 
square, minimum 1). This bonus applies to all of your modes of mover 
Carrying Capacity: Your normal carrying capacity is doubled. In at 
you gain a +2 bonus on any Strength check made to lift or move 
unsecured object. 

‘Skill Check Bonuses: You gain a +2 circumstance bonus on Ste 
based skill checks (including Climb, Jump, and Swim checks). 


Attack Roll Penalty: You take a -2 penalty on attack rolls unless you 

native to low-gravity environments or have the Spacehound talent (see 

ge 47). 

Damage from Falling: Roll d4s instead of dGs when calculating falling 
ge (see Falling Damage, page 255). 


IGH-GRAVITY ENVIRONMENTS 
a high-gravity environment, the pull of gravity is significantly greater than 
J, Although an object's mass doesn’t change, it becomes effectively 
It becomes harder to move and carry heavy objects as well as perform 
gth-related tasks. In addition, you take more damage from falling. Even 
simple task of walking or lifting one’s arms feels more laborious. 
‘Speed: Your speed decreases to three-quarters normal (round down to 
nearest square, minimum 1 square). This penalty applies to all modes 
“of movement. 
Carrying Capacity: Your normal carrying capacity is halved. In addition, 
ou take a -2 penalty on any Strength check made to lift or move a heavy 
insecured object, 
‘Skill Check Penalties: You take a -2 penalty on Strength-based skill 
{including Climb, Jump, and Swim checks). 
Attack Roll Penalty: You take a -2 penalty on attack rolls unless you 
re native to high-gravity environments or you have the Spacehound talent 
{see page 47). 
Damage from Failing: Roll d8s instead of dés when calculating falling 
damage (see Falling Damage, page 255). 


ERO-GRAVITY ENVIRONMENTS 
in a zero-gravity environment can move enormously heavy objects. 
AS movement in zero gravity requires only the ability to grab onto or push 

fay from larger objects, Climb and Jump checks no longer apply. 

h Most creatures find zero-gravity environments disorienting, taking 

n on their attack rolls and suffering the effects of space sickness. 
' Addition, creatures in zero gravity are easier to bull rush than in other 

‘ity environments. 

‘Space Sickness: When a living creature is exposed to weightlessness, 
an attack roll (1d20+0) against its Fortitude Defense. If the attack 
the character moves ~1 persistent step down the condition track 
Conditions, page 148). This persistent condition cannot be removed 
outa DC 20 Treat injury check, or after eight hours, whichever comes 
This attack recurs after 8 hours but does not recur ‘again after that. 
es with the Spacehound talent (see page 47) and droids do not suffer 

ts of space sickness. 

i: In a zero-gravity environment, a creature gains a fly speed equ: 

land speed, or it retains its natural fly speed (whichever is greater). 
er, Movement is limited to straight lines only; a creature can change 
only by pushing away from larger objects (such as bulkheads), 


Carrying Capacity: Your normal carrying capacity increases by 10 times. 
in a zero-gravity environment. In addition, you gain a +10 circumstance bonus 
‘on any Strength check made to lift or move a heavy unsecured object. 

Attack Roll Penalty: You take a -5 penalty on attack rolls and skill checks 
while operating in a zero-gravity environment unless you are native to that 
environment or have the Spacehound talent (see page 47). 

Long-Term Exposure: Long-term exposure to zero-gravity conditions 
can cause serious problems when returning to normal gravity, Acreature that 
spends 120 hours or more in a zero-gravity environment moves -2 persistent 
Steps down the condition track upon returning to normal gravity. These steps 
down the condition track cannot be removed unless the character spends at 
least 24 hours in normal gravity. 


VISIBILITY 

It's a rare mission that doesn’t end up in the dark somewhere, and heroes 
need a way to see. See Table 14-4: Light Sources for the radius that a light 
source illuminates and how long it lasts. A light source also provides shadowy 
illumination out to twice this distance; targets within shadowy illumination 
gain concealment (see page 156), but they are visible. Without a light source, 
heroes are effectively blinded (see Blindness, page 254). 


DARKVISION 

Acreature or droid that has this ability can see in the dark, ignoring conceal~ 
ment and total concealment due to darkness. Darkvision is black and white only, 
‘so there must be at least some light to discern colors. It is otherwise like normal 
sight, and a creature with darkvision can function with no light at all. 


LOW-LIGHT VISION 

A creature or droid that has low-light vision can see without penalty in 
shadowy illumination, ignoring concealment (but not total concealment) 
due to darkness. It retains the ability to distinguish color and detail under 
these conditions. 


UGHT DURATION 


Torch ‘3 squares 2 hours 


Glow rod 3 squares* 6 hours 
* Creates a beam 6 squares long and } square high, 


2 
the Gamemaster, you are free to set your Stor Worscampaign in any time 


od. However, the core rulebook focuses on three eras in particular: the 

of the Empire era, the Rebellion era, and The New Jedi Order era. The 

ation presented in this chapter is intended to give you enough of a 
‘op to comfortably set adventures in any of these eras, 

Rise of the Empire era represents a time of political unrest: the slow 
Dlution and ultimate demise of the Old Republic, the rise to power of 

lor Palpatine, and the Clone Wars. Specifically, it's the years around 
ar Wars Episode I; The Phantom Menace, Episode Il: Attack of the Clones, 
d Episode Ill: Revenge of the Sith, 

The Rebellion era covers the time of the Galactic Civil War, as depicted 
in Episode IV: A New Hope, Episode V: The Empire Strikes Back, and Episode 
Vi: Return of the Jedi. 

Finally, The New Jedi Order era is set twenty-five years after A New Hope, 
The New Republic has been established, and Luke Skywalker's Jedi Knights are 
growing stronger. This era begins with the costly Yuuzhan, Vong Wa, wh 
reshapes much of the politics of the galaxy. This is the time per 
in the Del Rey novel series. 

Other Star Wars eras 


SE OF THE 
EMPIRE ERA 


22 to 32 Years before A New Hope 

A campaign set in this era focuses on the slow decline and corruption of 
the Republic. As The Phantom Menace comes to an end, the future for the 
galaxy looks bright. The charismatic and popular Palpatine has been elected 
as Supreme Chancellor, the Trade Federation has seemingly been dismantled, 
and the Jedi Knights are at their peak of power and influence, However, there's 
a sinister shadow creeping across the galaxy. The vile Sith have returned. 
Crime is on the rise. Politicians continue to bicker and look after their own 
petty interests. Nothing is what it seems. 

The Phantom Menoce unfolds with a galaxy torn asunder by strife, hatred, 
and greed, Led by a charismatic Separatist named Count Dooku, thousands of 
worlds have broken away from the Republic. This “confederacy of independent 
systems” wants to free itself from the yoke of the corrupt Senate, unaware 
that their galactic insurrection could spell the rise of an even greater evil. 

As war foments and erupts between the Republic and the Separatists, 
plenty of opportunities for adventure present themselves, Heroes working for 
the Supreme Chancellor, the Jedi Council, or Count Dooku might undertake 
assignments to stem the tide of decay that grows stronger with every passing 
year. Remember that no matter what you or your players might think they 
know about Chancellor Palpatine, most people living in this era consider 
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alpatine a good, fair leader and the best hope of the Republic, His true 


order: There could be only tw 


s have yet to reveal them 
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and an apprentice. This doesn’t limit 


the number of 
¢ nterest he galaxy at heart. Under his august leadership, followers and lackeys the Sith could utilize just the 
galaxy restored to order and prosperity. No one suspects that this number of actual Sith. 
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also that the Jedi Counc 


wants tary commanders, and a variety of secret police, spies, 
to learn more about the new feared agents of the Imperial Security 
Sith menace. From its chamber scour the galaxy traitor 1d Rebels, 
a gh atop the Jedi Temple in ice-great Jedi Order has been eliminated, and only 
ruscant, the capital world of a handful of Force-sensitive individuals remain in hiding 
the Republic, the Jedi Council on out-of-the-way planets—other tha ¢ darksiders 
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that might 
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Admirals command the vast Imperial military machine, and 


ing that 
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eapons 
machine going—no matter what the cost. New weapor 
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er. He dictated the 


of war appear regularly, from modified stormtroopers 12 


kers, TIE fighters to Star Destroyers. Interdictor crus 


ers capable of pulling ships out of hyperspace are SEeIng 


‘wider use. No starship, private or otherwise, is safe from Imperial inspection, 
‘and boardings occur on a regular basis. 

__ Heroes in this era probably work for the Rebel Alliance. They can be part 
‘ofa Rebel cell, attached directly to Alliance High Command, or independents 
‘drawn to the Alliance's cause. In addition to the Empire, opponents in this 
p include crime lords, smugglers, bounty hunters, and traitors to the 
Alliance. It's up to the heroes to help turn the tide of Imperial domination. 


THE New JED! ORDER 
BRA 
{25 Years after A New Hope) 
In this era the New Republic is in place, although a small Imperial remnant 
“maintains contro! of a portion of the galaxy, The Jedi, an the rise again thanks 
tothe ‘efforts of Luke Skywalker, are at a crossroads, Some members of the 
‘onder, which numbers about one hundred individuals, want to take a more 
direct and deliberate role in galactic affairs. Skywalker, meanwhile, is strug- 
with whether or not he wants to reestablish the Jedi Council. Rash Jedi 
have led New Republic officials to be wary of the Knights and suspicious of 
‘their true motives. indeed, this leads to varying degrees of mistrust and even 
fear in the general populace, many of whom still remember the Emperor's 
anti-Jedi rhetoric from years before, 
_ The first galaxy-wide threat in the New Jedi order era is the Yuuzhan Vong 
on. It begins with Nom Anor, a spy who sows additional seeds of discord 
‘throughout the galaxy. His efforts give rise to antitechnology cults dedicated to 
"the destruction of innocent droids. Masking his true identity, he recruits agents 
from the native Populations to carry out acts of sabotage and subversion. Nom 
Anor, however, is only the beginning of the Yuuzhan Vong threat. 

_ The Yuuzhan Vong are humanoids that follow a religion of pain and nature. 
hate machines of all kinds, using instead living technology that they 
bivengincered to serve as ships, weapons, and tools, These fierce, holy 
Ors seek to conquer the galaxy and bring their faith to the infidels who 

ly make use of unclean machines. Their invasion begins on far-flung 

ds such as Belkadan and Helska, but they quickly widen their hold on key 

a Of the Outer Rim and Mid Rim, terraforming worlds to produce the 

fork coral and other living materials that serve as their ships and weapons, 

© Jedi learn, to their horror, that this intractable new enemy cannot be 

through the Force. The Jedi, former guardians of peace, become the 

prey of the Yuuzhan Vong, Meanwhile, the extragalactic intruders 

tinue their relentless advance toward the Core, crushing any force that 

ares stand in their way, A few worlds surrender without a fight, while those 

hat resist are rendered uninhabitable, In time Coruscant itself falls, signaling 
J th of the New Republic. 

tually the Yuuzhan Vong discover their history may nat be as they 

aught, when the living planet Zonama Sekot came to Coruscant and fought 

sively against the Yuuzhan Vong, “welcoming home it’s true inhabit- 


ants." The new Galactic Federation of Free Alliances (Galactic Alliance) allows 
the Yuuzhan Vong to surrender and take Zonama Sekot as their homeworld. 
While not al! Yuuzhan Vong accept this, the primary threat of the Yuuzhan 
Vong ends as Zonama Sekot flies into hyperspace to seek a new home for 
the Yuuzhan Vong in the Unknown Regions. 

Though the war is over, many threats still exist. Some Yuuzhan Vong and 
their cults still fight against technological civilization. The Galactic Alliance 
has to rebuild the galaxy. And the New Jedi Order seeks out threats to peace 
and justice, 


MAIN CHARACTERS 


The following section describes the main protagonists from the Star Wars 
feature films. 


*|1 FIND YOUR 
LACK OF FAITH 
DISTURBING.” 


—- DARTH VADER 


ANAKIN SKYWALKER 

(DARTH VADER) 

Anakin Skywalker’s destiny and the fate of the entire galaxy are linked 
inexorably. After being freed by Qui-Gon Jinn, Anakin studies the ways of the 
Jedi under Obi-Wan Kenobi, but he allows feelings of anger, fear, and hate 
to enslave him. The death of his mother and visions of Padmé’s death drive 
him to seek out the wisdom offered by a Sith Lord. In pursuing the power 
necessary to preserve Padmé’s life, Anakin becomes death incarnate. 

As Darth Vader, he uses the power of the dark side of the Force to betray 
and murder his fellow Jedi and enslave the galaxy, Over two decades later, 
his son Luke—now a Jedi himself—leads Anakin back to the light. He finds 
redemption in his sacrifice, bringing balance to the Force by ending the 
tyranny of the Emperor and the Sith. 


Darth Vader (Episode IV) cL19 

Medium Hurnan Jedi 7/Jedi Knight S/ace pilot 2/Sith apprentice 2/Sith 
lord 3 

Destiny 3; Force 8, Strong in the Force; Dark Side 14 

Init +17; Senses low-light vision; Perception +11 

Lai jes Basic, Binary, Huttese 

Defenses Ref 39 (flat-footed 36), Fort 36, Will 33; Block, Deflect 

hp 181; Threshold 36 


Immune fear effects, atmospheric and inhaled poison hazards 

Weakness life support 

Speed 6 squares 

Melee lightsaber +22 (2d8+17) or 

Melee lightsaber +20 (3d8+17) with Rapid Strike or 

Melee lightsaber +17/+17 (2d8+17) with Double Attack or 

Melee lightsaber +15/+15 (3d8+17) with Double Attack and 
Rapid Strike 

Ranged by weapon +20 

Base Atk +17; Grp +20 

Atk Options Double Attack, Rapid Strike, Severing 
Strike 

Special Actions Djem So, Redirect Shot, 
temptation 

Force Powers Known (Use the Force +17): 
farseeing, Force disarm, Foree grip, Force 
slam, Force thrust, move object, negate 
energy, rebuke, surge 

Force Secrets Distant Power, Multitarget 
Power 

Force Techniques Force Point Recovery, 
Improved Move Light Object, Improved Sense 
Force 

Abilities Str 16, Dex 16, Con 17, Int 14, Wis 14, Cha 15 

Special Qualities life support 

Talents Armored Defense, Block, Dark Side Adept, Deflect, 
Djem So, Force Pilot, Improved Armored Defense, Redirect 
Shot, Severing Strike, Vehicular Evasion, Weapon 
Specialization (lightsabers) 

Feats Armor Proficiency (light), Double Attack 
(lightsabers), Force Sensitivity, Force Training (3), Rapid 
Strike, Skill Focus (Use the Force), Strong in the Force, 
Vehicular Combat, Weapon Focus (lightsabers), Weapon 
Proficiency (lightsabers, simple weapons) 

Skills Initiative +17, Mechanics +16, Pilot +17, Use the 
Force +17 (may reroll when using [dark side] Force powers) 

Possessions custom armor (treat as armored flight suit with 
helmet package; modified, +8 armor bonus), lightsaber 
(self-built), cybernetic prosthetics (4, both arms and legs), Sith 
robes, utility belt with medpac 

Life Support—Due to injuries sustained on Mustafar, Darth 
Vader is completely dependent on the life support 
granted by his armor or by special sealed chambers 
designed specifically for him. Without this special life 
support, Vader begins to suffocate (see Hold Breath, page 66). 


OBI-WAN KENOB: 
A student of Yoda and Qui-Gon Jinn, Obi-Wan 
exemplifies all that is noble and heroic about the Jedi, 
Padawan, he defeats Darth Maul after the Sith Lord strikes; 
Qui-Gon Jinn. Later, he is promoted to the rank of Jedi Knix 
given the responsibility to train Anakin Skywalker, then just a 
Over the next thirteen years, even into the Clone Wars, the two 
become more than student and teacher—they became the true 
of friends. 

Asa general in the Clone Wars, Obi-Wan survives his ef 
assassination attempt when Palpatine issues Order 66, and in 
Jedi Temple he sees horrible evidence of Anakin's fall to the 
side. Despite the crushing pain it causes him, Obi-Wan f 
Anakin (now Darth Vader) on Mustafar, ultimately te; 
the new Sith apprentice half-dead by a river of lava. Obb 

Wan, together with Yoda and Bail Organa, arranges to 
Anakin and Padmé’s newborn twins. Almost two decades 
later, Obi-Wan Kenobi comes out of the Tatooine d 
on one last desperate mission, realizing his destiny too 

more face his old apprentice. 


Obi-Wan Kenobi (Episode III) cL 14 
Medium Human Jedi 7/Jedi Knight S/Jedi Master2 
Destiny 2; Force 7 
Init +15; Senses Perception +9 
Languages Basic, Shyriiwook 
Defenses Ref 30 (flat-footed 27), Fort 29, Will 29; 
Biock, Deflect, Soresu 
hp 129; Threshold 29 
Immune fear effects 
Speed 6 squares 
Melee lightsaber +20 (2¢8+13) or 
Melee lightsaber +15/+15 (2d8+13) with 
Double Attack 
Ranged by weapon +16 
Base Atk +14; Grp +17 
Atk Options Double Attack, Severing Strike 
Special Actions Combat Reflexes, Equilibrium, 
Redirect Shot, serenity 
Force Powers Known (Use the Force +19)> 
farsecing, Force slam (2), mind trick (2), 
move object, rebuke, surge, vital transfer 
Force Secrets Quicken Power 
Force Techniques Force Point Recovery (2h 
Improved Move Light Object 


Om Wan Keno 


Abilities Str 15, Dex 16, Con 14, Int 13, Wis 14, Cha 15 

Talents Block, Deflect, Equilibrium, Greater Weapon Focus (lightsabers), 
Redirect S 
{light 

Feats Armor 
(fightsabers), Force Sensitivity, Force Training (3), Skill Focus (Use 


t, Severing Strike, Soresu, Weapon Specialization 


ciency (light), Combat Reflexes, Double Attack 


the Force), Weapon Finesse, Weapon Focus (lightsabers), Weapon 


Pro 


ency (lightsabers, simple weapons) 
Skills Acrobatics +1 
Possessions lightsaber (self-built), comlink (encrypted) 


belt with medpac 


itiat +15, Use the Force +19 


PADME AMIDALA 

Queen of the planet Nab: 
becomes the senator for her homeworld. Througho 
of de 


admé Amidala later 


Once the youngest electec 


t her political care 


tireles lomacy, fighting until 


champ 


cracy and d 


‘0 prevent Supreme Chancellor Palpatine from creating the Grand Army 


he Republic and 


later transforming the government into the Galactic 


Empire. Her to coordinate dissidents ultimately lead to the formation 
of the Rebel Alliance. 


Padmé falls in love with Anakin Skywalker when he is assigned to protect 


her at the outset of the Clone Wars. They are married secretly and keep their 
relationship hidden, even when she becomes pregnant, After Anakin falls 


to the dark side, she confronts him with tragic cc 


quences. Though she 


Survives her injuries, her destiny is d when she trade or the 
lives of her newborn twins. 
Senator Padmé Amidala (Episode III) CL 10 


Medium Human noble 10 
Destiny 2; Force 5, Strong in the Fo 
Init +12; Senses Pe 
Languages Basic, Gran, Gung 


ption +18 


Mon 


footed 22), Fort 22, Will 26 


n, High Galactic amarian, Ri 


Defenses 

hp 59: Threshold 22 

Speed 6 squares 

Melee unarmed +7 (1d4+5) 

Ranged sporting biaster pistol +9 

Ranged sporting blaster pistol +4/+4 (3d4+5) with Double Attack 

Base Atk +7; Grp +9 

Atk Options Double Attack, Point Blank Shot, Pre 

Special Actions Born Leader, Coordinate + 

Abilities Str 10, Dex 15, Con 12, Int 15, Wis 16, Cha 18 

Talents Born Leader, Coordinate, Trust, Wanted Alive, Wealth 

Feats Double Attack (pistols), Improved Defenses, Linguist, Point Blank 
Shot, Precise Shot, Skill Focus (Deception, Gather Information, 


30445) 01 


Shot 


Knowledge [bureaucracy], Perc 


Weapon Proficiency (p 


eption, Persuasion), Strong in the Force, 


s, simple weapons) 


Skills Deception +19, Gather Information +19, Initiative +12, Knowledge 


bureaucracy) +17, Knol 

sciences) +12, Perception +18, 
Possessions sporting blaster pistol, 

astromech droid (R2-D2 


wiedge (galactic lore) +12, Knowledge (social 
Persuasion +19 


comlink, senatorial wardrobe, 


LUKE SKYWALKER 


A farm boy on the remote desert world of Tatooine, young 


never dreamt that his destiny would 


He studies under Obi-Wan Kenobi, 


becomes a Jedi Knight with Mas 


Luke Skywalker 


e entire galaxy 


ape the fate o 


strays the Death Sta © Yavin, and 


1 Yoda's guidance. He goes on to redeem 


SENATOR PAOME AMIDALA 


1 DO SVME) 


ar 


gaanaaaaanaaaaanae a 


his father, Anakin Skywalker (now Darth Vader), helping to end the reign 
if the Empire 

In the decades that follow, Luke helps to build the fledgling New Republic, 
founds the Jedi Praxeum on Yavin 4, raises a new order of Jedi, and fights 
back the menace of the Yuuzhan Vong invasion 


Luke Skywalker (Episode VI) cL 
Medium Human scout 1/Jedi 7/ace pilot 2/Jedi Knight 1 
Strong in the Force; Dark Side 3 


ception +12 


Destiny 2; Force 5, 
Init +13; Senses Pe 
Languages Basic, Huttese, Shyriiwook 


Luxe G@xyYwakeR 


Defenses Ref 26 (flat-footed 23), Fort’25, Will 25; Block, Deflect, Evasion 

hp 99; Threshold 25 

Speed 6 squares SS — 

Melee lightsaber +14 (2d8+11) or 

Melee lightsaber +9/+10 (2d8+11) with Double Attack 

Ranged blaster pistol +12 (3d6) 

Base Atk +9; Grp +12 

Atk Options Double Attack, Severing Strike 

Special Actions Melee Defense Redirect Shot 

Force Powers Known (Use the Force +16): mind trick, mave object, surge 

Abilities Str 14, Dex 16, Con 14, Int 14,Wis 14,ChaiSst=<“‘«‘<CSCS 

Talents Block, Deflect, Evasion, Redirect Shot, Severing Strike, Weapon 
Specialization (lights 

Feats Double Attack (lightsabers), Fo Sensitivity, Force Training, Melee 

Defense, Skill Focus (Use the Force), Strong in the Fore 

Combat, Weapon Finesse, Weapon Focus (lightsabers), Wear 


rs) 


pon 


Proficiency (lightsabers, pistols, rifles, simple weapons) 

Skills Initiative +13, Mechanics +12, Perception +12, Pilot +13, Ride +13, 
Survival +12, Use the Force +16 

Possessions blaster pistol, lightsaber (self-built), cybernetic prosthesis (1, 

S, utility belt 


right hand), flight suit, rob with medp: 


LEIA ORGANA 

As the Senator of Alderaan, Leia Organa secretly serves the Rebel Alliance, 
down the tyranny and injustice that her adopted father 
to destroy. Leia is instrumental in 


determined to bri 
(2 
every turning point of the Galactic Civil War, and her influ 
government of the New Republic, particularly after she becomes 


j her late mother) had fought so har 


nce shapes the 
Chief 


of State in the wake of Mon Mothma’s retirement, Over time, Leia DECOmeS 
increasingly devoted to the Jedi tradition, until finally she begins to live uP 
to the legacy of the Skywalker name. 

Leia Organa (Episode VI) cL 10 


Medium Human noble 8/soldier 2 
Destiny 2; Force 5, Strong in the Force 
Init +12; Senses Perception +18 


Languages Basic, Bothan, High Galactic, Mon Calamarian, Shyriiwook 


Ubese 


Defenses Ref 23 ( 
hp 63; Threshold 23 


footed 21), Fort 23, 


Will 24 


Speed 6 
Melee ur 
Ranged s 
Ranged s +5 (3d4+5) with Double Attack 


Base Atk +8; Grp +10 

Atk Options Dead oT 
Special Actions 
Abilities Str 13, Dex 14, Con 13 
Talents Bolster Ally, Bc 


Leader, 


Specialization (pistols) 
Feats Deadeye, Doub 
Skill Focus (Deception, Knowledge [tac 


Strong in the Force, Weapon Foc 
istols weapons) 


Skills Deception 


bureaucrai 


. simp 


er Information 


+12, Knowledge (garacti 


tactics) +17 


tiative +12, Perception 
Possessions sporting blaster pistol, datape 


Rebel uniform 


HAN SOLO 
Once an Imperial officer discharged 


H 


goes on to become one of the 


xy, One lo 


shipment of spice, howe 


that Han can't repay, and his sh 
City after the B. 


the clutches of the Hutt gan 


Years later, Ha 


Leia are marri 


an 


to be Jedi studying under their Uncle Luke, When the Yuuzhan Vong in 


the 


one lo: ter an 


alaxy, Han's suffe 


Chewbacca and. 


Attack, Linguist, Point Blank 


saving the life of a W 


dy past comes back to hau 


tle of Hoth. Still, his friends ma 


, his youngest son, Anakin S 


t, Precise Shot 


dence, Rally 


Inspire Conf 


4,Cha 16 


fidence, Rally, Weapon 


hot, Precise Shot 


Perception, Persuasion) 


We Proficie: 
Weapon Proficiency 


+13, Knowledge 
ic lore) +12, Kno 
+17, Persuasion +18 

elt with medpac, 


ledge 


d, utility 


okiee slave, 


best pilots and smugglers in the 


ver, leads to a debt to Jabba the 


him on 


Han from 


er, and Han leads the Rebel commando team 


roys the shield generator on Endor. 


id have children, all of whom grow 
de 
ther, beginning with the deaths 


Even after the end 


of the war, Han's personal pain continues as he watches the Galactic Alliance 


and his native Corellia square off. .. and the fear of losing his onl 


Son to the dark side begins to grow 


Han Solo (Episode VI) 
Medium Human scoundre 
Destiny 2; Force 6 

Init +18; Senses Perception +12 
Languages Basic, Huttese, Rodese, Shyriiv 


aining 


CL 12 


soldier 2/ace pilot 3/gunslinger 2 


wook 


Defenses Ref 28 
hp 77; Threshold 
Speed 6 squares 
Melee unarmed +10 (id44 
Ranged heavy bias 
Ranged heavy blaster pisto! 
Base Atk +3; Grp +11 
Atk Options Point Blan 
Attack +1d6, Trigger We 
Special Actions Full Throttle, Quick 
Abilities Str 13, Dex 15, Con 13 


ecise Shot, Rapid 


w, Stellar Warrior 


HAN SOLO AND Lala ORGANA 


0 


tle, Keep It Together, Sneak Attack +106, Spacehound, 


Stell rior, Trigger Work, Weapon alization (pistols) 
Feats Point Biank Shot, Precise Shot, Quick Draw, Rapid Shot, Skill Foc 
(Initiative, Pilot), Vehicular Combat, Weapon Focus (pistols, heavy 


weapons), Weapon Proficiency (hea simple 


y weapons, pistols, rifles 


weapons 
Skills Deception + q 
Mechanics +13, Perception +12, Pilot +18 


initiative +18, Know (galactic lore) +13 


Possessions heavy blaster pistol with targeting scope, t 
YT-1300 transport (Millen 


kit, mo 


um Falcon) 


SUPPORTING 
CHARACTERS 


The ction presents sample supporting chara 
Wars feature films. 


nllowing ters from the Star 


CHEWBACCA 
The mighty Chewbacca fights in the Clone Wars to defend the Republic, 


iosely with Jedi Mast 


working r Yoda. When the Jedi are destrayed by 


the traitorous clone army, Chewbacca decides he is no longer interest 
| battle, he is captured by the 
tial officer named Han Solo. Moved by 


t 


fighting for the Republic. After a bru 


and rescued by a yc 


Img 
a decid 


‘© Han Solo 


courage, Chewbac 


he owes Solo a life debt. He pr 


attaches himself 


d follows him everywhere, be: 


closest friend and sometimes conscience. 


Chewbacca (Episode VI) 

Medium Wookiee scout 6/scoundrel 4 

Destiny 2; Force 5 

Init +6; Senses Perception +10 

Languages Basic (understand only), Huttese ( 
Shyriiwook 

Defenses Ref 24 (flat-footed 22), Fort 

hp 110; Threshold 27; extraordinary recuperation 


nderstand only), 


7, Will 21 


Speed 6 squares 

Melee unarmed +11 (1d6+9) 

Melee unarmed +15 (1d6+14) with Powerful Charge 

Ranged bowcaster +8 (3d10+5) or 

Ranged bowcaster +6 (4410+5) with Rapid Shot 

Base Atk +7; Grp +11 

Atk Options Careful Shot, Crush, Deadeye, Pin, Point Blank Shot, Powerful 
Charge, Precise Shot, Rapid Shot 

Special Actions rage 2/di 

Abilities Str 19, 


, Int 12, Wis 10, Cha 


Talents Acute Senses, Extreme Effort, Jury-Rigger, Spacehound, Stellar 
Warrior 

Feats Careful Shot, Crush, Deadeye, Extra Rage, Martial Arts |, Pin, Poi 
Blank Shot, Powerful Charge. Precise Shot, Rapid Shot, Sk 
(Use Computer), Weapon Proficiency (pistols, rifles, simple weapons} 


Skills Climb +5 (may take 10 when distracted), Endurance +10, 


nt 
Training 


chanics +10 (may rero 


when making jury-rigged repair) 
Perception +10 (treat range as one ca’ 
intimidate), Pilo 
and keep better result when plott 


ory less), Persuasion +5 {m; 
Use Computer + 
hyperspace jump) 
Possessions bawcaster, bandolier, tool kit 


ay 
10 (may reroll 


reroll attempts 


CHewaace® 


LANDO CALRISSIAN 

A gambler, smuggler, con artist, opportunist, and all-around scoundrel, 
Lando Calrissian considers himself more of an entrepreneur than a criminal. 
Although his capital sometimes comes from questionable sources, Lando 
almost always puts it into more or less legitimate operations, with the sole 
purpose of turning it into even more capital. He is nothing if not ambitious— 
though sometimes his ambition gets the better of him. 


Lando Calrissian (Episode VI) cL8 

Medium Human scoundrel 6 

Destiny 1; Force 4; Dark Side 1 

Init +6; Senses Perception +10 

Languages Basic, Shyriiwook, Sullustese 

Defenses Ref 22 (flat-footed 20), Fort 19, Will 20; Dodge, Mobility 

hp 50; Threshold 19 

Speed 6 squares; Running Attack 

Melee unarmed +7 (1d4+5) 

Ranged blaster pisto! +9 (3d6+4) or 

Ranged blaster pistol +4/+4 (3d6+4) with Double Attack 

Base Atk +6; Grp +8 

Atk Options Dastardly Strike, Double Attack, Point Blank Shot 

Special Actions Fool's Luck, Fortune's Favor, Gambler 

Abilities Str 12, Dex 14, Con 12, int 14, Wis 13, Cha 16 

Talents Dastardly Strike, Fool's Luck, Fortune's Favor, Gambler 

Feats Dodge, Double Attack, Mobility, Point Blank Shot, Running Attack, 
Skill Focus (Deception), Vehicular Combat, Weapon Focus (pistols), 
Weapon Proficiency (heavy weapons, pistols, simple weapons) 

Skills Deception +17, Gather Information +12, Mechanics +11, 
Perception +10, Persuasion +12, Pilot +11 

Possessions blaster pistol, comlink, expensive clothes 


R2-02 

At first glance, R2-D2 seems an unassuming astromech droid, typical of his 
Series. But Artoo is unusual in that he has a unique personality quirk: cour- 
‘ge. Artoo demonstrates his bravery again and again, taking the typical R2 
Unit's helpfulness to an unheard-of extreme. 

Although he serves faithfully, Artoo does so in the manner he feels is 
best—which doesn't always coincide with the instructions given to him. In 
‘addition to being innovative and resourceful, he is often absolutely right 
‘shout the best course of action. 


R2-D2 (Episode VI) cLé 
‘Small droid (2nd-degree) nonheroic 2/scoundrel 6 

Destiny 1; Force 4 

Init +3; Senses darkvision; Perception +6 


‘ 


Languages Basic, Binary, Huttese, Mon Calamarian, Shyriiwook 

Defenses Ref 23 (flat-footed 20), Fort 16, Will 18; Dodge, Mobility 

hp 34; Threshold 16 

Immune droid traits 

Speed 4 squares (wheeled), 1 square (walking), 6 squares (flying) 

Melee electroshock probe +10 (1d8+3 jon) 

Ranged by weapon +14 

Base Atk +5; Grp +3 

Special Actions Melee Defense, Point Blank Shot 

Special Actions Gimmick 

Abilities Str 8, Dex 16, Con —, Int 16, Wis 10, Cha 7 

Talents Gimmick, Master Slicer, Trace 

Feats Dodge, Improved Defenses, Melee Defense, Mobility, Point 
Blank Shot, Skill Focus (Mechanics, Use Computer), Skill Training 
(Perception), Toughness, Weapon Finesse, Weapon Proficiency (simple 
weapons) 

Skills Deception +7, Mechanics +17, Perception +9, Pilot +12, Use 
Computer +15 (may reroll and keep better result when improving 
access to a computer) 

Systems wheeled locomotion, walking locomotion, flying locomotion 
(limited), magnetic feet, heuristic processor, 6 tool appendages, 1 claw 
appendage, diagnostics package, internal storage (2 kg) 

Possessions circular saw, electroshock probe, fire extinguisher, electric arc 
welder, holorecorder, holoprojector 


c-3PO0 

The gleaming golden protocol droid C-3P0 is typical of his model: outspoken, 
fussy, and even a bit high-strung. But since these qualities hardly interfere 
with his work, his personality quirks are mostly tolerated. Threepio is unusual 
in that he was not manufactured by Cybot Galactica, like most protocol 
droids, He was, in fact, assembled from spare parts by young Anakin Sky- 
walker on the remote planet of Tatooine. Still, Threepio meets all the safety 
and performance standards of the original manufacturer, so he has managed 
to serve several masters adequately. 


C-3P0 (Episode VI) cL5 

Medium droid (3rd-degree) nanheroic 1/noble 5 

Destiny 1; Force 4 

Init -1; Senses Perception +0 

Languages Basic, Binary, Bocce, Bothan, High Galactic, Huttese, Mon 
Calamarian, Shyriiwook 

Defenses Ref 16 (flat-footed 16), Fort 15, Will 19 

hp 26; Threshold 15 

Immune droid traits 

Speed 6 squares (walking) 


Melee unarmed +2 (1d3+1) 

Ranged by weapon +2 

Base Atk +3; Grp +2 

Special Actions Coordinate +2 

Abilities Str 8, Dex 9, Con —, Int 12, Wis 12, Cha 16 

Talents Coordinate (2), Educated 

Feats Improved Defenses, Linguist (2), Skill Focus (Persuasion), Skill 
Training (Deception, Knowledge [bureaucracy], Knowledge [galactic 
lore], Perception), Toughness 

Skills Deception +11, Knowledge (bureaucracy) +9, Knowledge 
(galactic lore) +9, Knowledge (social sciences) +9, Perception +9, 
Persuasion +16 

Systems walking locomotion, standard processor, translator unit (DC 5), 2 
hand appendages, vocabulator 

Possessions audio recorder 


YODA 

The wizened Jedi Master Yoda is a living legend to the Jedi order, the per- 
sonification of its ideals. He is nearly 900 years old when Senator Palpatine 
is elected Supreme Chancellor of the Republic. Yoda plays a significant 
part in the events surrounding the start of the Clone Wars. He forges close 
friendships with the Wookiees during the war and spends much of his time 
away from Coruscant. He escapes the destruction and death caused by 
Order 66, and when the Jedi order is destroyed, Yoda retreats into hiding 
on Dagobah to await the day he will be needed to help restore balance to 
the Force. To that end, Yoda trains Luke Skywalker in the ways of the Jedi 
and helps prepare him to confront Darth Vader and the Emperor. This task 
complete, Yoda finally succumbs to age and, like so many Jedi before him, 
becomes one with the Force. 


Yoda (Episode Ill) CL 20 
Small Jedi 8/Jedi Knight 7/Jedi Master 5 

Destiny 4; Force 8, Strong in the Force 

Init +18; Senses Use the Force +24 

Languages Basic, Cerean, Shyriiwook 

Defenses Ref 37 (flat-footed 34), Fort 33, Will 38; Block, Deflect 
hp 174; Threshold 33 

Immune fear effects 

Speed 4 squares 

Melee lightsaber +25 (2d8+16) or 

Melee lightsaber +24/+24 (2d8+16) with Double Attack or 
Melee lightsaber +29/+29/+29 (248+16) with Triple Attack 
Ranged by weapon +23 

Base Atk +20; Grp +14 

Atk Options Acrobatic Strike, Double Attack, Triple Attack 


Special Actions Redirect Shot, serenity, Skilled Advisor 
Force Powers Known (Use the Force +24): battle strike (2), farseeing, 
Force disarm, Force slam (2), Force thrust, mind trick (2), move o 
(2), negate energy, rebuke (3), surge (2), vito! transfer 
Force Secrets Devastating Power, Distant Power, Multitarget Power, 
Quicken Power 
Force Techniques Improved Sense Force, Force Point Recovery (2) 
Abilities Str 8, Dex 16, Con 11, Int 15, Wis 21, Cha 19 
Talents Ataru, Block, Deflect, Force Perception, Foresight, Multiattack 
Proficiency (lightsabers x2), Redirect Shot, Severing Strike, Skilled 
Advisor, Visions 
Feats Acrobatic Strike, Double Attack, Force Sensitivity, Force Traini 
Running Attack, Skill Focus (Use the Force), Skill Training (Acrob; 
Strong in the Force, Triple Attack, Weapon Finesse, Weapon Focus 
(lightsabers), Weapon Proficiency (lightsabers, simple weapons) 
Skills Acrobatics +18, Initiative +18 (may spend a Force Point to reroll 
and keep better result), Knowledge (galactic lore) +17, Knowledge 
(tactics) +17, Use the Force +24 (may substitute for Perception ci 
Possessions lightsaber (self-built), cane, Jedi robes 


EMPEROR PALPATINE 
(DARTH Sipious) 
Possessed of the boundless power of the Force and adept in the ways of 
the dark side, the Emperor is one of the most dangerous and evil Human 
in galactic history. The Emperor began his career of evil so subtly that no 
outward change evidenced the darkness in his heart. Those who encount 
him considered him a kindly fellow, perhaps even a bit outclassed by the c 
and magnitude of the political arena into which he had been thrust when 
became a senator, But even then he was scheming, forging alliances 
influential figures in the Senate and the great learning centers. 

Ten years after he is elected Supreme Chancellor of the Senate, Palp 
sways Count Dooku to the dark side and uses him to found the Confede: 
of Independent Systems. The ensuing conflict between the Republic and 
Separatists enables Palpatine to trick the Senate into forming the 
and voting him in as Emperor. Following the death of Dooku, he secures 
service of Anakin Skywalker as his new apprentice, using him as a foil ag 
the Jedi and the Separatists, His master stroke is the secret Order 66, 
which he orders the clone troopers, programmed to obey him, to betray 
assassinate the Jedi. 

With the resources of a million worlds at his disposal and an end 
supply of political malcontents to serve as slave labor, the Emperor 6 
great engines of destruction to ensure his domination of the galaxy. 
Greatest of these weapons is the planet-destroying Death Star. To 0 
its construction and deployment, the Emperor turns to his new 
Darth Vader, Although the Emperor foresees the return of the Jedi Ki 
in the form of Luke Skywalker, he can't foresee (or won't accept) the 


youn have on Darth Vader—or the ultimate hat Force Powers Known (Use the Force +24) 

yould spell the Empire's doom fisarm, Force lightning (4), Force slam, Force thrust, 7 3 
rebuke (2), su ), vital transfer 

Emperor Palpatine (Episode III) CL 20 Force Secrets Deva: Power, Distant Power, Multit 

Medium Human noble 6/Jedi 1/Sith apprentice 8/Sith Lord 5 Quicken Power 

Destiny 4; Force 8; Dark Side 2¢ Force Techniques Force Point Recovery, Improved Move Light Obje 


Init +16; Senses Improved Se 


s¢ Surroundings 


an, Geonosian, Gran, High Galac 


Languages 


Rodese 


moidian, Abilities Str 10, Dex 
th, Zabrak Talents Block, Connections, 


surge, Dark Side Adept, Deflect, Force 


Defenses Ref 35 (flat-footed 33), Fort 34, Will 38 ; Perception, Multiattack Proficiency (lightsa <2), Redirect Shot 
hp 132; Threshold 34 Visions, Wealth 

Immune fear effects Feats Double Attack, Force Sensitivity, Force Training (3), Linguis 
Speed 6 squares == . Melee Defense, Skill Focus (Use the Force), Triple Attack, Crit 
Melee lightsaber +21 (2d8+1 jhtsabers), Weapon Finess apon Proficiency (lightsabers 


simple weapons), Whirlwind Attack 


Skills Deceptio 


(bureaucracy) +19, Knowledge (galactic lore) + 


Melee lights 
Melee lightss 
Ranged by v 
Base Atk + 


Atk Options 
id Attack Force p 


ve +16, Knowledge 


information +19, Init 


9, Knowledge 


(social sciences) +19, Knowledge (tactics) +19, Persuasion +19, Use 


c F ¢ +24 (may reroll when using [dork side 


Double Attack ee Defense, Triple Attack Computer +19 


tute for Perc jon checks} 


. May 


Whir 


Special Actions F 


t Shot, temptation Possessions lightsaber (self-built), Sith 


ymlink (encrypted 


THe Emeenon 


U 


BoBA FETT Ranged missile launcher +18 (6 re splash) or 

Ranged stun grenade +18 (4d6+7, 2 

Ranged whipcord +18 (grab) 

Base Atk +14; Grp + 

Atk Options Double Attack, Hunter's Mark, Keen SI 
Precise Shot 


The most feared bounty hunter time, Boba Fett racks up a ¢ burst) or 


umber of successful bounties that earns him a reputation as a 


reckoned with. His name fills outla 
r 


s and criminals with dread 


of conscie Point Blank Sh 


ans nothing to him to accept help from 


n minutes later turn that person in for 


Ss 
Boba Fett (Episode IV) CL 15 Abilities Str 15, Dex 18, Con 1 


dier 5/bounty hunter 5/elite trooper 2 Talents Acute Senses, 


jal Actions familiar foe +2, Hunter's T: 
In 
Defense, Hunte 


get, Quick Draw 


14, Wis 14, Cha 13 


Armored 


's Mark, Hunter's Target 


Medium scout 3 
Destiny 3; Force 
Init +16; Senses low-lig 
Languages Basic, Hut 


Dark Side 7 Improved Armored Defense, Juggernaut, Keen Shot, Multiattack 
+1E Proficiency (rifles), Notorious 


Feats Armor Proficiency (light, medium), Double Attack, Exotic We 


Proficiency (flamethrower), Martial Arts |, F 


Defenses Ref 3 nt Blank Shot, Precise 


hp 12 Threshold 3: Shot, Quick Draw, Running Attack, V 
Speed 6 squares, fly 6 squares (jetpack); Running Attack 
Melee unarmed +16 (146+ 
Ranged blaster carbine +18 (3d8+7, 
Ranged blaster carbine +15/+15 
Ranged grenade launcher +18 
Ranged flamethrower +18 (3d6+7, € 


apon Proficiency (heavy 


weapons, pistols, rifles, simple weap 
Skills Endurance + tiative +16, K 


Perception +16, Persuasion +8 (may rer 


edge (tactic 


and keep t 


intimidating), Pilot +16, Stealth +1 
Possessions 
eq t 
package; 4 weapon attachments), bia 


7) with Double Attack or 


Mandaloria 


ops armor [ 
quare t 01 
a5 battle arn 


with he 


Boe, Perr 


carbine with mounted gret 


le 


auncher, 4 stun grenades, Melee lightsaber +11 (208415) and 

lightsaber +11 (2d8+15) and 

lightsaber +11 (2d8415) with Double Attack and 

lightsaber +11 (2d8+15) with Triple Attack 

Ranged heavy blaster pistol +17 (348+7) 

Base Atk +13; Grp +19 

Atk Options Double Attack, Dual Weapon Mastery, 
Melee Defense, Point Blank Shot, Triple Attack 


Special Actions Battle Analysis, Deployment 


flamethrower (5 shots), missile launcher, 4 missiles, 
net), blaster gauntlet (treat as 
hold-out blaster), jet pack (10 charges), utility belt with 


medpac 


GENERAL GRIEVOUS 
General Grievous learned the art of war as a Kaleesh 


That war 


arlord fighting against the Huk speci 


ended when the Jedi Council decreed the Huks to 
be the victims of Kale 


h n and ma 


leesh people pay for their actions. Angered by 


the Jedi order, Grievous is further embittered when 
he barely survives a shuttle crash. His broken body is 
rebuilt on Geonosis, an act paid for by the InterGa. 


actic Banking Clan as a gift to their Separatist leader, 


Count Dooku 
Count Dooku trains Grievous in lightsaber duel- 
ng techniques, and Grievous proudly collects the 


tsabers from the Jedi he defeats. Grievous has 


jabers 


four metal arms and can fight with four lig 
st once, making him a terrifying opponent in melee 
combat. He faces Anakin Skywalker and Obi-Wan 
Kenobi during the Battle of Coruscant but manages 
to elude them. He is not so fortunate when he fights 


against Obi-Wan on Utapau, dying at the end of an 
epic confrontation 


General Grievous CL 14 
Medium Kaleesh (cyborg) soldier 8/elite trooper 
3/officer 3 

Destiny 2; Force 6; Dark Side 
Init +16; Senses darkvision; Perce 
Languages Basic, Kaleesh, Muun 
Defenses Ref 30 (flat-footed 27), Fort 28, Will 28 
hp 101; DR 1; Threshold 28 

Immune atmospheric and inhaled poison hazards 
Weakness vulnerable to ion damage and stunning effects 


n+l4 


osian 


Speed 8 squares, climb 4 squares 
Melee lightsaber +21 (248+21) or 
Melee lightsaber +19 (2d8+15) and 
lightsaber +19 (248415) 
Melee lightsaber +14 (2d8+15) and 
lightsaber +14 (248+15) and 
lightsaber +14 (2d8+15) with Double Attack 
or 


ORNenal Grievous 


life support system, making him immune to atmosphe 
and inhaled poison hazards. 


Outmaneuver, Tough as Nails 


Abilities Str 22, Dex 19, Con 11, Int 15, Wis 10, 

Cha 14 

Special Qualities command cover +2, share talent 
Outmaneuver) 

Talents Armored Defense, Battle Analysis, 
Deployment Tactics, Greater Weapon Focus 
(lightsabers), Improved Armored Defense, 
Outmaneuver, Tough as Nails, Weapon 
Specialization (lightsabers) 
Feats Armor Proficiency (light, medium), Double 
Attack (lightsabers), Dual Weapon Mastery |, Dua 
Weapon Mastery I, Martial Arts |, Melee Defense, 
Point Blank Shot, Triple Attack (lightsabers) 

pon Focus (lightsabers, simple weapons) 

Weapon Prof 


W 
ncy (lightsabers, pistols, rifles 
simple weapons) 

Skills Climb +8 (may take 10 when distracted 
may reroll and keep better result), Endurance +12 
Initiative +16, Jump +13 (may take 
distracted, may reroll and keep b 


) when 


tter result) 


Knowledge (tactics) +14, Perception +14, 
Survival +7 (may reroll and keep better result in 
hot or arid environments) 

Systems walking locomotion, climbing claws, 


jump servos, 6 
be used as hat 


ind appendages (legs may 


), unique armor (+8 armor). 
improved sensor package, darkvision 
Possessions 4 light 


Cloak 


ers, heavy blaster pisto! 


Cyborg Hybrid—As a cy 
Grievous may use any type of droid system 
except a processor. His cyborg chassis includes a 


org hybrid, G 


tar Wars universe is home to a dizzying array of sapient species. Despite 
t that Humans have been traveling the stars for tens of thousands 
and many aliens have been doing the same for an equal amount of 
its discover new inhabited worlds all the time. 
hapter presents various creatures and characters that GMs can use 
| allies or adversaries for the heroes, from rampaging rancors to 
. Each ally or opponént comes with ready-to-play statistics 
the GM's job a little easier. 


EASTS 
All animals and other nonsentient life forms have levels in the beast class (a 
nonheroic class). In the Star Wars universe, beasts are usually encountered 
as threats (such as acklays, rancors, and wampas) or as mounts (such as 
dewbacks and tauntauns). 

Beasts have an Intelligence of 1 or 2. They roll their other five ability 
scores normally (see Chapter 1: Abilities). Beasts that show above average 
cunning usually have a good Wisdom score. 

Beasts increase only one ability score by one point every fourth level 
{instead of increasing two scores by one point éach), However, they gain 
feats normally as they advance in level, as shown in Table 3-1: Experience 
and Level-Dependent Benefits (page 37). A beast that gains an Intelligence 
of 3.or higher as a result of an ability increase is eligible to multiclass (see 
as8ing, below). 

‘asts do not gain talents or starting feats, do not add their beast 
class level to their defense scores, and do not gain Force Points or Destiny 
Points. 


EXAMPLES OF BEASTS IN- 
STAR WARS 
Acklay, dewback, nexu, rancor, reek, tauntaun, wampa. 


GAME RULE INFORMATION 

Beasts have the following game statistics. 

Hit Points 

At each level, beasts gain 1d8 hit points + their Constitution modifier. 


Force Points 
Beasts do not gain Force Points. 
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Class Skills (trained in 1 + Int modifier, minimum 1): Acrobatics, Climb, 
Endurance, Initiative, Jump, Perception, Stealth, Survival, Swim. 


CLASS FEATURES 
Beasts gain the following class features at 1st level, 


ABILITY SIZE MODIFIER 
BEAST SIZE MODIFIERS' TO REF DEFENSE 
Colossal +32 Str, +32 Con, ~4 Dex “0 
Gargantuan +24 Str, +24 Con, -4 Dex -5 
‘Huge +16 Str, +16 Con, -4 Dex 2 
Large +8 Str, +8 Con, -2 Dex = 
Medium None +0 
Small -2 Str, +2 Dex +) 
Tiny i x ar 42 
Diminutive 6 Str, +6 Dex +5 
Fine =8 Str, +8 Dex +10 


1 An ability score can never be lower than 1. 
2 Beasts with four or more legs double their carrying capacity. 


Natural Armor Z 

Many beasts have thick hides or scales that grant a natural armor 
to their Reflex Defense. The amount of natural armor varies from c 
to creature. A beast’s natural armor bonus is never higher than its 
class level, 


Natural Weapons 
A beast has one or more natural weapon attacks (see below). It applies 
Strength bonus on melee attack rolls made with natural weapons and its. 
Dexterity bonus on ranged attack rolls made with natural weapons. Ifa 


has two or more natural eeapons, it may make attacks with all of them at 


no penalty when using the full attack action. 


A beast gains a bonus on damage rolls made with its natural weapons 
equal to one-half its beast class level, rounded down. A beast is proficient 


with its own natural weapons, but not with any other weapon group. 

The most common natural weapon attacks for beasts are summarized 
here: 

Bite: A bite attack deals an amount of piercing damage determined by 
the beast’s size: Fine, 1; Diminutive, 142; Tiny, 143; Small, 14; Medium, 16; 
Large, 1d8; Huge, 246; Gargantuan, 346; Colossal, 4d6. 


Claw: A claw attack deals an amount of slashing damage determined by 


the beast’s size: Fine or Diminutive, 1; Tiny, 162; Small, 143; Medium, 104; 
Large, 1d6; Huge, 1d8; Gargantuan, 206; Colossal, 36. 
Gore: The creature impales opponents with a horn or antler, dealing 


an amount of piercing damage determined by the beast’s size: Fine, 1) 


Diminutive, 1d2; Tiny, 143; Small, 144; Medium, 146; Large, 1d8; Huge, 246; 
Gargantuan, 3d6; Colossal, 4d6. 


SIZE MODIFIER SIZE BONUSTO CARRYING 
TO STEALTH DMGTHRESHOLD CAPACITY’ —_‘HEIGHT OR LENGTH 
20 +50 x20 19.3 mormore 
-15 +20 x10 9,7 to 19.2 m 
-10 +10 x5 49t09.6m 
5 45 x2 2.5 to 4.8m 
+0 = xi 13to24m 
+5 - x0.75 0.7 to 1.2m 
+10 = x08 O4to06m 
+15 - x0.25 0.2t003m 
420 = x001 ON morless 


Slam: The creature batters opponents with an appendage, dealing 
an amount bludgeoning damage determined by the beast’s size: Fine or 
Diminutive, 1; Tiny, 142; Small, 143; Medium, 1d4; Large, 1d6; Huge, 148; 
Gargantuan, 2d6; Colossal, 346. 

Sting: A sting deals piercing damage and may also inject a poison (see 
Poison, page 255). Sting damage is determined by the beast's size: Fine or 
Diminutive, 1; Tiny, 142; Small, 143; Medium, 1d4; Large, 16; Huge, 1d8; 
Gargantuan, 2d6; Colossal, 346. 


Species Traits 
Some beasts have adapted to living in extreme environments and gain special 
bonuses and traits, as summarized below: 

Airborne: May reroll Initiative checks but must keep the second result, 
even if it's worse. 

Aquatic: Can't drown in water and doesn't need to make Swim checks; 
low-light vision (see page 257). 

Arctic: May reroll Survival checks made to endure extreme cold, keeping 
the better result. 

Desert: May reroll Survival checks made to endure extreme heat, keeping 
the better result. 

Subterranean: May reroll Perception checks but must keep the second 
result, even if it's worse; darkvision (see page 257) 


MULTICLASSING 

A beast with an Intelligence of 3 or higher can multiclass into any heroic 
class (see Chapter 3: Heroic Classes). Beasts with an Intelligence of 1 or 2 
Cannot multiclass. 


SiZe MODIFIER 
A beast applies a size modifier to its Reflex Defense and Stealth checks 
based on its size. A beast of Large size or bigger also gains a size 

bonus to its damage threshold. Table 16-2: Beast Size Modifiers 
summarizes this information. 


BEAST 
DESCRIPTIONS 


This section contains sample beasts from the Star Wars 
feature films. Each description includes statistics for a 
typical member of the species. 


ACKLAY 
The most dangerous predator native to Geonosis is the savage acklay, a 
Monstrous arthropod with an armored exoskeleton and slashing foreclaws. 


Acklay CL 10 
Huge beast 11 
Init +9; Senses Perception +10 
Defenses Ref 15 (flat-footed 15), Fort 19, Will 10 
hp 148; Threshold 29 
Immune mild, moderate, and severe radiation 
Speed & squares 
Melee 2 claws +11° (1d8+18) and 
bite +11° (2d6+18) 
Fighting Space 3x3; Reach 2 squares 
Base Atk +8; Grp +26 
Abilities Str 27, Dex 9, Con 29, Int 2, Wis 11, Cha 11 
Feats Cleave, Power Attack, Skill Training (Initiative, Perception) 
Skills Climb +18, Initiative +9, Perception +10 
* Includes 5 points of Power Attack 


DEwBACK 

Of all the creatures indigenous to Tatooine's vast deserts, the dewback is 
the most respected. While the plodding bantha makes for shelter at the first 
hint of a sandstorm, a dewback marches resolutely on without so much as 
4 grunt, even right through the heart of the storm. 


AcKLay 
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Dewback cL2 
Large desert beast 3 

Init +0; Senses Perception +0 

Defenses Ref 12 (flat-footed 12), Fort 18, Will 9 
hp 43; Threshold 28 

Speed 6 squares 

Melee bite +6 (1d8+5) 

Fighting Space 2x2; Reach 1 square 

Base Atk +2; Grp +11 

Abilities Str 19, Dex 8, Con 26, Int 1, Wis 8, Cha 3 
Feats Improved Damage Threshold, Toughness 
Skills Survival +5 


Nexu 

Native to the jungles of Indona and Choiganna, the nexu is a fierce, stealthy 
predator with little fear of larger opponents, or even the weapons of sentient 
beings. Hunted for sport on their native planet, nexu often turn the tables 
on their would-be hunters and slash them to ribbons before they can fire 
a shot. 


Nexu cL5 
Medium beast 6 
Init +12; Senses low-light vision; Perception +10 
Defenses Ref 16 (flat-footed 12), Fort 13, Will 12 
hp 45; Threshold 13 
Speed 8 squares 
Melee 2 claws +8 (1d4+7) and 
bite +8 (1d6+7) 
Fighting Space 1 square; Reach 1 square 
Base Atk +4; Grp +8 
Atk Options ambush +2d6, Pin 
Abilities Str 18, Dex 18, Con 17, Int 2, Wis 14, Cha 12 
Feats Pin, Skill Training (Initiative, Perception) 
Skills Initiative +12, Perception +10, Stealth +12 


Rancor . cL 

Huge beast 12 

Init +5; Senses low-light vision; Perception +9 

Defenses Ref 17 (flat-footed 17), Fort 16, Will 8 

hp 138; fast healing 5; Threshold 36 

Speed 8 squares 

Melee 2 claws +11* (1d8+20) or 

Melee bite +11" (246+20) 

Fighting Space 3x3; Reach 2 squares 

Base Atk +9; Grp +27 

Atk Options Cleave, Crush, Pin, Power Attack 

Abilities Str 26, Dex 9, Con 23, Int 2, Wis 7, Cha 15 7 

Special Qualities fast healing 5 

Feats Cleave, Crush, Pin, Power Attack, Toughness 

Skills Perception +9 

Fast Healing 5—A rancor automatically regains 5 hit points every round 
at the end of its turn, up to its normal maximum, until it is killed, 

* Includes 6 points of Power Attack 


ReEeEK 
Reeks wander the plains of Ylesia in great herds, contentedly munching on 
grass and lichens. Although immensely strong, they generally reserve their 
violent behavior for the mating season, when the sound of two bull reeks 
fighting for dominance rumbles like thunder across the plains. 

When a reek attacks, it lowers its head, charges, and attempts to gore 
with its large horn. Should the initial attack miss, the reck flails its head — 
about blindly, hoping to chase away its prey so that it can attempt another 
charge. 


Reek cle 
Huge beast 8 

Init +3; Senses Perception +3 

Defenses Ref 15 (flat-footed 15), Fort 20, Will 9 

hp 124; Threshold 30 


Ambush—A nexu deals +2d6 points of damage with its natural weapons 
against a flat-footed opponent. 


RANCOR 

While there are certainly larger and more vicious creatures in the galaxy, the 
rancor holds a special place in the nightmares of countless sentient creatures, 
Creatures of vast rage and single-minded carnage, rancors are periodically 
captured by big game hunters and shipped to new worlds as exotic pets. 


Speed 6 squares 

Melee gore +10° (2d6+16) or 

Melee gore +12* (2d6+20) with Powerful Charge 
Fighting Space 3x3; Reach | square 

Base Atk +6; Grp +24 

Atk Options Power Attack, Powerful Charge 
Special Actions rage 

Abilities Str 27, Dex 8, Con 30, Int 2, Wis 8, Cha 2 
Feats Power Attack, Powerful Charge, Toughness 


Skills Endurance +20 a 


Rage—The first time a reek takes damage greater than its Will Defense 
from a single attack, it flies into a terrible rage. While enraged, the 
reek temporarily gains a +2 rage bonus on melee attack rolls and melee 
damage rolls, The reek’s fit of rage lasts for a number of rounds equal 
to 5 + its Constitution modifier. At the end of its rage, the reek moves 
-1 persistent step along the condition track (see Conditions, page 148). 
The penalties imposed by this condition persist until the reek takes at 
least 10 minutes to recuperate, during which time it can't engage in 
any strenuous activity. A reek can be pulled out of its enraged state by 
making it friendly (see the Persuasion skill, page 71). 

* Includes 4 points of Power Attack 


TAUNTAUN 

Dirty and smelly, the reptilian tauntaun is perfectly suited to life on the 
barren ice world of Hoth. The tauntaun’s thick fur and layers of fat keep its 
body temperature high enough for it to operate during the day, but it must 
seek shelter from the bitter cold at night. 


Tauntaun cL1 
Large arctic beast 2 

Init +2; Senses scent; Perception +0 

Defenses Ref 13 (flat-footed 12), Fort 13, Will 9 


hp 17; Threshold 18 
Speed 8 squares 
Melee claw +5 (14645) or 


Melee bite +5 (1d8+5) 

Fighting Space 2x2; Reach 1 square 

Base Atk +1; Grp +10 

Abilities Str 18, Dex 12, Con 16, Int 2, Wis 8, Cha 6 

Feats Toughness 

Skills Survival +5 = 

Scent—Tauntauns ignore concealment and cover when making Perception 
Checks to notice opponents within 10 squares, and they take no penalty 
from poor visibility when tracking (see the Survival skill, page 73). 


WAMPA 

The wampa is a fearsome predator, both aggressive and subtle. Displaying 
uncanny cunning, a wampa sometimes ventures into even heavily guarded 
areas to slaughter and drag a victim away, leaving the survivors confused, 
terrified, and ripe targets for another attack later, 

Wampas are covered in dirty white fur and move with amazing stealth. 
Only their claws, horns, and gleaming yellow eyes show up against the back- 
drop of Hoth's endless snowfields. Most of the time, especially in a raging 
Storm, that simply isn’t enough to betray the wampa’s presence. 


Wampa cL 4 

Large arctic beast 5 

Init +2; Senses darkvision; Perception +2 

Defenses Ref 15 (flat-footed 15), Fort 16, Will 12 

hp 52; Threshold 21 

Speed 6 squares 

Melee 2 claws +7* (1d6+8) and 
bite +7* (1d8+8) 

Fighting Space 2x2; Reach 2 squares 

Base Atk +3; Grp +13 

Atk Options rend +2d6 

Abilities Str 20, Dex 10, Con 22, Int 6, Wis 15, Cha 10 

Feats Power Attack, Skill Training (Stealth) 

Skills Stealth +7, Survival +9 

Rend—If 2 wampa hits with both of its claw attacks in the same turn, it 
rends its opponent for an additional 2d6 points of damage. 

* Includes 1 point of Power Attack, 


NONHEROIC 
CHARACTERS 


Nonheroic characters include everything from professional workers to petty 
criminals, police officers to common thugs. They lack the inclination or train- 
ing to be heroes, but they are capable in their own fields. Skilled engineers, 
educated professors, and master architects are all nonheroic characters, 
as is the local governor, the self-serving spice merchant, and the baseline 
imperial stormtrooper. 

Nonheroic characters do not gain talents, do not add their nonheroic class 
level to their defense scores, and do not gain Force Points or Destiny Points. 
In addition, they only get to increase one ability score by one point every 
fourth level (instead of increasing two scores by one point each), However, 
they gain feats normally as they advance in level, as shown in Table 3-1: 
Experience and Level-Dependent Benefits (page 37). 


EXAMPLES OF NONHEROIC 
CHARACTERS IN STAR WARS 
Battle droids, clone troopers, ordinary civilians, Rebel troopers, 
stormtroopers. 


GAME RULE INFORMATION 
Nonheroic characters have the following game statistics. 


Hit Points 
At each level, nonheroic characters gain 104 hit points + their Constitution 
modifier. 


Force Points 
Nonheroie characters do not gain Force Points. 


CLASS FEATURES 
Nonheroic characters receive no special class features other than some 
starting feats at 1st level. 


Starting Feats 
A nonheroic character gains three starting feats at 1st level, chosen from 
the following list: 

Armor Proficiency (light), Armor Proficiency (medium), Skill Focus*, Skill 
Training’, Weapon Proficiency (advanced melee weapons), Weapon Profi- 
ciency (heavy weapons), Weapon Proficiency (pistols), Weapon Proficiency 
(rifles), Weapon Proficiency (simple weapons). 

* This feat may be selected more than once. Each time the feat is selected, it applies 
toa different skill (see the relevant feat description in Chapter 5: Feats). 


MULTICLASSING 
A nonheroic character can multiclass into a heroic class. The normal multi- 
classing rules apply (see Multiclass Characters, page 54). 
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Class Skills (trained in 1 + Int modifier, minimum 1): Acrobatics, Climb, 
Deception, Endurance, Gather Information, Initiative, Jump, Knowledge (all 
skills, taken individually), Mechanics, Perception, Persuasion, Pilot, Stealth, 
Survival, Swim, Treat Injury, Use Computer. 


CHARACTER 


ARCHETYPES 
The following pregenerated characters are examples of typical allies 
Opponents that you can throw into an adventure or campaign. They 
resent some of the more common characters seen across the various 
Wars eras. Add personalities and histories to these archetypal 
as you see fit. 


CREATING NON-HUMAN 
CHARACTERS 

The statistics provided here use the Human species as the baseline (see 
Humans, page 23). If you wish to change the character's species, follow 
these simple rules: 


© Remove one of the character's feats. (Human characters gain a bonus — 
feat.) 

* Remove one of the Human's trained skills. (Human characters gain a 
bonus trained skill.) 

© Add the relevant species traits for the selected species (see Chapter 2: 
Species or Other Species, page 284). 


THE GALACTIC EMPIRE 

The Galactic Empire is a vast and highly organized government ruled over 
by Emperor Palpatine. The Galactic Empire seized power at the end of the 
Clone Wars following an unprecedented military build-up and the destruc 
tion of the Jedi order. 

The Empire is divided into sectors, each of which is governed by a Mott 
and guarded by military forces. The Empire's authority on any given world 
can range from a single garrison (found mostly on backwater planets like 
Tatooine) to an intense presence with a stormtrooper on every street corner 
{as in the Deep Core and important Core worlds). 


Stormtrooper 

Stormtroopers are the elite troops of the Empire, trained to fight and die 
without fear or question. Squads of stormtroopers strike terror into the 
hearts of civilians throughout the galaxy, enforcing the Emperor's will with 
ruthless zeal and efficiency. 

Stormtroopers are a separate force from the troops of Imperial Forces” 
and do not answer directly to Imperial military officers. They are obedient 
and devoted to the Emperor. They cannot be bribed, blackmailed, or seduced, 
Any such attempt automatically fails. 

After recognizing the need for troopers with special equipment and 
training, the Emperor ordered the development of additional types of stor 
mtroopers, including (but not limited to) snowtroopers, sandtroopers, and 
scout troopers. 


Stormtrooper cL1 
Medium Human nonheroic 4 

Dark Side | 

Init +2; Senses low-light vision; Perception +9 

Languages Ba 
Defenses Ref 16 (fla 
hp 10; Threshold 12 


joted 16), Fort 12, Will 10 


Scout Trooper cL2 
Medium Human nonheroic 6 

Dark Side 1 

Init +4; Senses low-light vision; Per 
Languages Basic 


tion +10 


Defenses Ref 15 (flat-footed 14), Fort 11, Will 10 
hp 21; Threshold 11 


Speed 6 squares 

Melee unarmed +4 (1d4+1) 
Ranged biaster rifle +4 (308) or 
Ranged frag grenade +3 (406, 2-square burst) 

Base Atk +3; Grp +4 

Atk Options autofire (blaster rifle) 

Special Actions Coordinated Atta: 

Abilities Str 12, Dex 11, Con 11, Int 10, Wis 10, Cha 10 

Feats Armor Proficiency (light), Coordinated Attack, Weapon Focus 


(blaster rifles), Weapon Proficiency (pistols, rifles, simple weapons) 
Skills Endurance +7, Perception +9 
Possessions stormtrooper armor (+6 armor, +2 equipment), blaster rifle, 
frag grenade, utility belt with medpac 


Heavy Stormtrooper cL2 
Medium Human nonheroic 8 
Dark Side | 


Init +4; Senses low-light vision; Perception +10 


ooted 16), Fort 12, Will 9 

hp 20; Threshold 12 

Speed 6 squares 

Melee unarmed +8 (1d4+2) 

Ranged light repeating blaster +2 

Ranged light repeating blaster +5 (3d8) with braced autofire or 

Ranged frag grenade +6 (4d6, 2-square burst) 

Base Atk +6; Grp +8 

Atk Options autofire (light repeating blaster), Burst Fire, Point Blank Shot 

Special Actions brace (light repeating b 

Abilities Str 15, Dex 11, Con 10, Int 12, Wis 9, Cha 8 

Feats Armor Proficiency (light), Burst Fire, Point Blank Shot, Weapon 
Focus (rifles), Weapon Proficiency (heavy weapons, rifles, simple 
weapons) 

Skills Endurance +9, Mechanics +10, Perception +10 

Possessions stormtrooper armor (+6 armor, +2 equipment), light repeating 
blaster, 3 explosive charges, frag grenade, utility belt with medpac 


8) with autofire or 


Speed 6 squares 

Melee unarmed +4 (1d4) 
Ranged blaster pistol +5 (3d6) or 
Ranged blaster rifle +5 (3d8) or 
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Ranged frag grenade (406, 2-square burst) 

Base Atk +4; Grp +4 

Atk Options Burst Fire 

Abilities Str 10, Dex 13, Con 12, Int 10, Wis 11, Cha 8 

Feats Armor Proficiency (light), Point Blank Shot, Skill Training (Stealth), 
Vehicular Combat, Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Perception +10, Pilot +9, Stealth +9 

Possessions scout trooper armor (+4 armor; as combat jumpsuit with 
helmet package), blaster pistol, blaster rifle with standard targeting 
scope, frag grenade, utility belt with medpac, Aratech 74-Z military 
speeder bike 


Imperial Officer 

Admired, respected, and feared, the officers of the Imperial Army and Imperial 
Navy are drawn from prestigious families with long histories of military ser- 
vice. Few are promoted up from the lower ranks. Most are inducted straight 
into officer training academies, instructed in doctrine, leadership, and tactics, 
and then awarded commissions. There, if they distinguish themselves, they 
finally get a chance to rise through the upper echelons—but rarely do they 
find occasion to dirty their hands, 


Imperial Officer CL5 
Medium Human nonheroic 4/noble 3/officer 1 

Force 2; Dark Side 5 

Init +3; Senses Perception +10 

Languages Basic, Bocce, Durese, High Galactic 

Defenses Ref 15 (flat-footed 15), Fort 14, Will 18 

hp 33; Threshold 14 


Speed 6 squares 

Melee unarmed +6 (1d4+2) 

Ranged blaster pistol +5 (3d6+2) 

Base Atk +6; Grp +6 

Special Actions Born Leader, Coordinate, Trust, Vehicular Combat 

Abilities Str 10, Dex 8, Con 10, Int 12, Wis 12, Cha 14 

Talents Born Leader, Coordinate, Trust 

Feats Armor Proficiency (light), Linguist, Skill Focus (Persuasion), Skill 
Training (Deception, Pilot), Toughness, Vehicular Combat, Weapon 
Proficiency (pistols, simple weapons) 

Skills Deception +11, Knowledge (tactics) +10, Perception +10, Persuasion 
+16, Pilot +8 

Possessions blaster pistol, code cylinder, comlink (encrypted), officer's 
uniform 


REBEL ALLIANCE 

The Rebel Alliance fights against the tyranny of the Empire in order to restore 
justice and freedom to the galaxy. Formed by loyalists such as Mon Mothma. 
and Senator Bail Organa, the Rebel Alliance struggles against the Empire at 
every turn. It uses guerilla warfare and undercover violence to weaken the 
Imperial machine and help free the oppressed people of the galaxy. Though 
the Alliance sometimes engages in direct military action against the Empire, 
as seen at the Battle of Yavin or the Battle of Endor, most of the efforts of 
the Alliance take place under the quise of legitimate activity. For this reason, 
the Alliance has attracted not only freedom fighters but also outlaws, smug- 
glers, and even pirates, 

The Rebel Alliance is loosely organized into cells that can operate rela- 
tively independently of Alliance command. Each cell operates on imperial 
worlds or out of hidden bases, such as the base on Hoth. Any worlds that 
sympathize with the Alliance find themselves the targets of Imperial wrath. 
Alliance agents are always on the run from the Empire, and Rebels that are 
captured are dealt with swiftly and harshly. 


Rebel Trooper 

The basic Rebel Trooper is stationed on Rebel bases and aboard Alliance star- 
ships throughout the galaxy, serving as the first line of defense against the 
Empire's stormtroopers. They are also used as scouts and saboteurs. 


Rebel Trooper cL1 

Medium Human nonheroic 3 

Init +7; Senses Perception +6 

Languages Basic 

Defenses Ref 13 (flat-footed 12), Fort 11, Will 10 

hp 10; Threshold 11 

Speed 6 squares 

Melee unarmed +2 (144) 

Ranged blaster pistol +4 (306) or 

Ranged frag grenade +3 (406, 2-square burst) 

Base Atk +2; Grp +3 

Special Actions Point Blank Shot* 

Abilities Str 11, Dex 13, Con 12, Int 9, Wis 10, Cha 8 

Feats Armor Proficiency (light), Point Blank Shot", Weapon Focus (pistols), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +7, Perception +6" 

Possessions blast helmet and vest (+2 armor), blaster pistol, comlink 
{encrypted) 

H Human bonus feat or trained skill 


Elite Rebel Trooper CL2 Clone Trooper 


Mediurn Human nonheroic 6 To counter the threat of the Trade Federation's droid armies, the Republic 
Init +9; Senses Perception +8 deploys an army of cloned warriors. The clones’ creators, the Kaminoans, 
Languages Basic conceive the clones from a single genetic blueprint (that of the bounty hunter 
Defenses Ref 13 (flat-footed 12), Fort 11, Will 10 Jango Fett), making a few alterations to ensure the troopers’ rapid maturation 
hp 21; Threshold 16 and unwavering obedience. The true joyalty of the clone troopers is revealed 
Speed 6 squares at the end of the Clone Wars, when Darth Sidious issues Order 66 and turns 
Melee unarmed +5 (1d4+1) the clones against the Jedi order. 


Although identical in appearance, clone troopers have different levels of 
training, which accounts for their varying levels of ability. Clone troopers 
can't be bribed, blackmailed, or seduced. Any such attempt automatically 
fails. 


Ranged blaster pistol +6 (3d6) or 

Ranged frag grenade +5 (406, 2-square burst) 

Base Atk +4; Grp +5 

Special Actions Point Blank Shot" 

Abilities Str 12, Dex 13, Con 12, Int 9, Wis 10, 
Cha 8 

Feats Armor Proficiency (light), Improved 
Damage Threshold, Point Blank Shot", 
Weapon Focus (pistols), Weapon 
Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +9, Perception +8" 

Possessions blast helmet and vest (+2 
armor), blaster pistol, 2 frag grenades, 
comilink (encrypted) 

4 Human bonus feat or trained skill 


Clone Trooper CL2 
Medium Human nonheroic 6 
Init +9; Senses Perception +4 
Languages Basic 
Defenses Ref 17 (flat-footed 16), Fort 1 
hp 21; Threshold 13 
Speed 6 squares 
Melee by weapon +5 
Ranged blaster rifle +5 (3¢8+3) 
Base Atk +4; Grp +5 
Atk Options Careful Shot 
Special Actions Point Blank 
Shot 
Abilities Str 12, Dex 13, 
Con 12, Int 10, Wis 9, 
Chas 
Feats Armor Proficiency 
(light), Careful Shot, Point 
Blank Shot, Weapon Proficiency 
(pistols), Weapon Proficiency 
(rifles), Weapon Proficiency 
(simple weapons) 
Skills Initiative +9, Perception +4 
Possessions clone trooper armor 
(+6 armor, +2 equipment), 
blaster rifle, comlink 


Willd 


GaractTic 
REPUBLIC 
Consisting of thousands of 
civilized worlds, the Galactic 
Republic is the oldest gov- 
erning body in history. 
Senators from its con- 
Stituent worlds deter- 
mine policy and enact 
laws, ensuring that peace and prosperity 
feign throughout the galaxy. 

The greatest threat to the Galactic Repub- 
lic is the Confederacy of Independent Systems, a coali- 
tion of worlds that believes the Republic has become 
Corrupt. The Senate authorizes the deployment of a vast 
clone army to quell the Separatist threat, leading to 
the Clone Wars and ending with the destruction of the 
Separatist leadership and the dissolution of the Republic 
in favor of a new Empire. 


clone TROorER 


TAX BBlevnS 


Clone Trooper Commander cLs 

Medium Human nonheroic 6/soldier 2/officer 1 

Force 3; Dark Side 5 

Init +4; Senses low-light vision; Perception +11 

Languages Basic, High Galactic 

Defenses Ref 18 (flat-footed 18), Fort 17, Will 17 

hp 30; Threshold 17 

Speed 6 squares 

Melee unarmed +7 (1d4+1) 

Ranged heavy blaster rifle +8 (3d10+1) or 

Ranged frag grenade +7 (4d6+1, 2-square burst) or 

Ranged jon grenade +7 (4d6+1 ion, 2-square burst) 

Base Atk +7; Grp +7 

Atk Options autofire (heavy blaster rifle) 

Special Actions Assault Tactics, Battle Analysis, Coordinated Attack, 
Vehicular Combat 

Abilities Str 11, Dex 10, Con 10, Int 13, Wis 10, Cha 12 

Talents Assault Tactics, Battle Analysis 

Feats Armor Proficiency (light), Coordinated Attack, Point Blank Shot, Skill 
Training (Perception, Pilot), Vehicular Combat, Weapon Focus (rifles), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Endurance +9, Knowledge (tactics) +10, Perception +11, Persuasion 
+10, Pilot +9 

Possessions clone trooper armor (+6 armor, +2 equipment), heavy blaster 
rifle, frag grenade, ion grenade, comlink (encrypted, long-range 
[miniaturized], holo capability), utility belt with medpac 


ARC Trooper 

The ARC Troopers (Advanced Recon Commandos) are elite clone units that 
were personally trained by Jango Fett. Whereas most clone troopers are 
trained to work as a unit, ARC Troopers function well as individuals, making 
them even more formidable as foes. 


ARC Trooper cL8 
Medium Human nonheroic 6/soldier 3/elite trooper 3 

Destiny 1; Force 4; Dark Side 2 

Init +12; Senses low-light vision; Perception +13 

Languages Basic, Mando'a 

Defenses Ref 21 (flat-footed 20), Fort 24, Will 16 

‘hp 57; OR 1; Threshold 24 

Speed 6 squares 

Melee unarmed +12 (1d4+5) or 

Ranged heavy repeating blaster +10 (Sd10+5) with Burst Fire or 
Ranged heavy repeating blaster +10 (3d10+5) with autofire or 
Ranged missile launcher +12 (6d6+5, 2~square splash) or 


Ranged heavy blaster pistol +6 (3d8+3] and 
heavy blaster pistol +6 (3d8+3) or 

Ranged frag grenade +11 (4d6+3, 2-square burst) or 

Ranged ion grenade +11 (4d6+3 ion, 2-square burst) 

Base Atk +10; Grp +12 

Atk Options autofire (heavy repeating blaster), brace (heavy repeating 
blaster), Burst Fire (heavy repeating blaster) 

Special Actions Point Blank Shot . 

Abilities Str 15, Dex 13, Con 10, Int 12, Wis 10, Cha 8 ; 

Talents Armored Defense, Controlled Burst, Improved Armored Defense, 
Weapon Specialization (heavy weapons) 

Feats Armor Proficiency (light, medium), Burst Fire, Dual Weapon Mastery 
|, Martial Arts |, Point Blank Shot, Weapon Focus (heavy weapons}, 
Weapon Proficiency (heavy weapons, pistols, rifles, simple weapons) 

Skills Initiative +12, Perception +13, Stealth +10 

Possessions ARC trooper armor (+6 armor, +2 equipment), heavy 
repeating blaster, missile launcher, 4 missiles, 2 heavy blaster pistols, 2 
frag grenades, 2 ion grenades, utility belt with medpac 


THE FRINGE 

Fringers five at the edges of society, Criminals, independents, traders, and 
mercenaries of all kinds consider themselves fringers. While not all members 
of the fringe are criminals (certainly, many are hard-working and honest 
folk), anyone who operates far from the seat of galactic power or outside 
the bounds of the law can be considered part of the fringe. 


Assassin 

An assassin usually maintains a cover that enables him to travel freely, yet 
also explains why he's in a given location at a given time, Many assassins 
hold jobs as merchants, sales representatives for interstellar corporations, or 
diplomats. A truly villainous assassin has a “signature” consisting of a unique 
weapon, a particular approach, or some memento left with his victims. 


Assassin cLS 
Medium Human scoundrel § 

Force 1; Dark Side 12 

Init +10; Senses Perception +8 

Languages Basic plus 2 other languages 

Defenses Ref 20 (flat-footed 17), Fort 14, Will 17 


hp 27; Threshold 14 


Speed 6 squares 
Melee vibroblade +6 (2d6+2) or 


Melee vibroblade +4 (3d6+2) with Rapid Strike 
Ranged blaster rifle +6 (3d8+2) 
Base Atk +3; Grp +6 


Atk Options Careful Shot", Dastardly Strike, Rapid Strike, Sneak Attack 
+2d6 

Special Actions Point Blank Shot, Precise Shot 

Abilities Str 10, Dex 16, Con 8, Int 14, Wis 12, Cha 13 

Talents Dastardly Strike, Sneak Attack +2d6 

Feats Careful Shot", Point Blank Shot, Precise Shot, Rapid Strike, Weapon 
Finesse, Weapon Proficiency {advanced melee weapons, pistols, simple 
weapons) 

Skills Acrobatics +10", Deception +8, Gather Information +8, Initiative 
+10, Perception +8, Persuasion +8, Stealth +10 

Possessions blaster rifle with enhanced targeting scope, hold-out blaster, 
vibroblade, vibrodagger, comlink (encrypted), utility belt with medpac 

H Human bonus feat or trained skill 


Bounty Hunter 

Bounty hunters track and recover sentient beings to bring them to “justice”— 
even if that's little more than a Hutt’s personal vendetta. Before the Empire, 
most bounty hunters were members of a galaxywide guild that worked openly, 
taking contracts to hunt down criminals for various authorities. During the 
Emperor's reign, the guild fragmented, leaving a large number of independent 
Operatives. Though they occasionally band together to tackle particularly 
difficult targets, most of the time they work alone, vying against each other 
to collect the largest rewards. Bounty hunters differ from assassins in that 
they usually seek to capture their targets, not kill them. 


Bounty Hunter cL7 

Medium Human nonheroic 4/scout 3/bounty hunter 3 

Force 2; Dark Side 4 

Init +13; Senses low-light vision; Perception +14 

Languages Basic 

Defenses Ref 23 (flat-footed 21), Fort 20, Will 18 

hp 64; Threshold 20 

Speed 4 squares 

Melee vibrobayonet +10 (2d6+7) or 

Melee vibrobayonet +10 (3d6+7) with Mighty Swing 

Ranged blaster carbine +11 (3d8+3) or 

Ranged blaster carbine +9 (4d8+3) with Rapid Shot or 

Ranged stun grenade +9 (4d6+3 stun, 2-square burst) 

Base Atk +8; Grp +11 

Atk Options Hunter's Mark, Mighty Swing, Rapid Shot 

Special Actions familiar foe +1, Hunter's Target, Point Blank Shot, Precise 
Shot" 

Abilities Str 15, Dex 16, Con 14, Int 8, Wis 14, Cha 10 

Talents Acute Senses, Expert Tracker, Hunter’s Mark, Hunter's Target 


Feats Armor Proficiency (light, medium), Mighty Swing, Point Blank 
Shot, Precise Shot", Rapid Shot, Weapon Proficiency (advanced melee 
weapons, pistols, rifles, simple weapons) 

Skills Initiative +13, Endurance +12", Perception +14, Survival +12 

Possessions Corellian powersuit (+7 armor) with helmet package, blaster 
carbine, vibrobayonet, 2 stun grenades, utility belt with medpac, 
bounty hunter's license, datapad 

H Human bonus feat or trained skill 


Crime Lord 

Crime lords come from all strata of society. Some began their careers as 
streetwise thugs, crawling up from the darkest, filthiest pits of the galaxy 
to positions of power within the criminal underworld. Others are noble-born, 
using their money and influence to support their fiendish syndicates. 


Crime Lord cls 

Medium Human scoundrel 4/noble 3/crime lord 1 

Force 2; Dark Side 9 

Init +6; Senses Perception +10 

Languages Basic, High Galactic, Huttese, plus 5 other languages 

Defenses Ref 22 (flat-footed 20), Fort 18, Will 23; Dodge 

hp 51; Threshold 18 

Speed 6 squares; Running Attack 

Melee unarmed +4 (1d4+3) 

Ranged heavy blaster pisto! +7 (3d8+4) or 

Ranged heavy blaster pistol +5 (3d8+4) and 
heavy blaster pistol +5 (3¢8+4) 

Base Atk +5; Grp +7 

Atk Options Acrobatic Strike, Dastardly Strike, Dual Weapon Mastery Il, 
Sneak Attack +1d6 

Special Actions Point Blank Shot, Presence 

Abilities Str 8, Dex 14, Con 10, Int 17, Wis 12, Cha 15 

Talents Connections, Dastardly Strike, Minion, Presence, Sneak Attack 
+106 

Feats Acrobatic Strike, Dodge, Dual Weapon Mastery |, Dual Weapon 
Mastery Ii, Linguist, Point Blank Shot, Running Attack, Skill Focus 
(Deception), Toughness", Weapon Proficiency (pistols, simple weapons) 

Skills Acrobatics +11, Deception +16, Gather Information +11, Knowledge 
(bureaucracy) +12, Knowledge (galactic lore) +12", Perception +10, 
Persuasion +11, Stealth +11 

Possessions 2 heavy blaster pistols, datapad, comlink (encrypted), 
enforcers (including several thugs and a 6th-level minion), 1,000 
credits 

H Human bonus feat or trained skill 
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Dark Side Marauder 

Though the Jedi are the most powerful Force-users in the galaxy, they are by 
no means the only ones. Dark side marauders are Force-sensitive individuals 
consumed with rage, hatred, or an insatiable hunger for personal power. 


Dark Side Marauder cL4 

Medium Human soldier 4 

Force 1; Dark Side 14 

Init +7; Senses Perception +4 

Languages Basic 

Defenses Ref 19 (flat-footed 19), Fort 19, Will 16 

hp 50; Threshold 24 

Speed 4 squares 

Melee vibro-ax +7 (2d10+10) or 

Melee vibro-ax +7 (3d10+10) with Mighty Swing 

Ranged hold-out blaster +4 (3d4+2) 

Base Atk +4; Grp +7 

Atk Options Mighty Swing 

Special Actions Indomitable, Tough as Nails 

Force Powers Known (Use the Force +8): dark rage (2), surge 

Abilities Str 16, Dex 10, Con 13, Int 8, Wis 14, Cha 12 

Talents Indomitable, Weapon Specialization (advanced melee weapons) 

Feats Armor Proficiency (light, medium), Force Sensitivity, Force Training, 
Improved Damage Threshold", Mighty Swing, Weapon Proficiency 
(advanced melee weapons, pistols, rifles, simple weapons) 

Skills Endurance +8", Initiative +7, Use the Force +8 

Possessions battle armor (+8 armor, +2 equipment), vibro-ax, hold-out 
blaster, comlink, 100 credits 

H Humon bonus feat or trained skill 


Thug 

Thugs are basic bruisers. They are street toughs aspiring to become swoop 
champions, grunts working for a local crime lord, security guards, or law 
enforcers prone to breaking heads and taking bribes. 


Thug cL1 
Medium Human nonheroic 2 

Dark Side 3 

Init +6; Senses +5 

Languages Basic 

Defenses Ref 10 (flat-footed 10), Fort 11, Will9 

hp 9; Threshold 11 

Speed 6 squares 

Melee vibro-ax +2 (2d10+2) 

Ranged blaster pistol +1 (346) 


Base Atk +1; Grp +2 

Atk Options Cleave" 

Abilities Str 13, Dex 11, Con 12, Int 8, Wis 9, Cha 10 
Feats Cleave", Toughness, Weapon Proficiency (advanced melee weapons, 

pistols, simple weapons) 

Skills Initiative +6, Perception +5" 

Possessions Blaster pistol, vibro-ax 

H Human bonus feat or trained skill 


OTHER SPECIES 

All of the character stat blocks in this chapter use Human as the base species, 
However, you can easily use these stat blocks to represent non-Human charac- 
ters as well by removing the Human species traits (one bonus trained skill and 
‘one bonus feat) and applying the new species’ traits. You may use the species _ 
described in Chapter 2: Species or any of the species presented below. 


AQUALISH 

Aqualish are walrus-faced humanoids with skin ranging in color from dark green 
or blue to deep russet or black. Some Aqualish subspecies have four eyes instead 
of two or fins instead of hands, The Aqualish admire strength and are openly 
hostile toward the weak. In fact, it is customary and accepted social behavior 
among Aqualish to be pushy and belligerent upon first meeting others. 


Aqualish Species Traits 

* Ability Modifiers: +2 Constitution, -2 Wisdom, -2 Charisma. 

© Size: Medium. 

© Speed: 6 squares. 

© Breathe Underwater: As amphibious creatures, Aqualish can't drown in 
water. 

© Expert Swimmer: An Aqualish may choose to reroll any Swim check, 
but the result of the reroll must be accepted even if it is worse. In addi~ 
tion, an Aqualish may choose to take 10 on Swim checks even when 
distracted or threatened. 

© Bonus Feat: Toughness, 

© Languages: Aqualish, Basic. 


HUTTS 

Hutts are immense, siuglike, creatures with bulbous heads, Two catlike eyes 
rise from the surface of a Hutt's face, while a lipless mouth spreads from ear 
hole to ear hole. Most Hutts are vicious megalomaniacs who consider their 
kind to be beyond morality as perceived by lesser beings. They have a talent 
for manipulating others and enjoy exerting power over others, 


Hutt Species Traits 
© Ability Modifiers: +2 Strength, +2 Constitution, +2 Intelligence, -6 
Dexterity. 


© Size: Large. Hutts take a their Reflex Defense, a 5 


size penalty on Stealth checks, and a +5 size bonus 


1 size penalty 


their damage 
threshold. Their lifting and carrying limits are double those of Medium 
characters 

© Speed: 2 squares 

* Force Resistance: +5 species bonus to Will Defense against any Use the 
Force check 

* Supreme Stability: Hutts can't be tripped or knocked prone 

© Skills: A Hutt may reroll a Pe 

© Languages: Basic, Huttese 


suasion check, keeping the better result 


NEIMOIDIANS 


Neimoidians stand between 1.6 and 2 meters tall and are of slight build. 


Their skin ranges from mottled green to gray, and their vagu 


thick lips, and no noses. 


y reptilian 


faces are flat and elongated, They have red eye 
Neimoidians have two primary motivations: to control their surroundings at 
all times and to acquire as much wealth and power as they can. The latter 
goal might seem a lo 


cal means of attaining the former, but to a Neimoi 


n 


the pursuit of wealth and power is an end unto itself. Such t 


5 gave rise 


to the Trade Federation, one of the most powerful and influential economic 


forces in the Galactic Republic 
Neimoidian Species Traits 
* Ability Modifiers: +2 Intelligence, +2 Wisdom, -2 Strength 
© Size: Medium 

Speed: 6 squares 
* Conditional Bonus Feat: Neimo ith Deceptio 


gain Skill Focus (Deception) as a bonus feat 


ans a trained skill 


* Skills: A Neimoidian may reroll a Deception check but must keep the 
second result 


Languages: Basic, Neimoidian, Pak Pak 


YUUZHAN VONG 
Conquerors from beyond the galactic rim, the Yuuzhan Vong are organized, 


bloodthirsty, ritually scarred warriors driven by religious fervor. They are 
masters of biot 


nology; their clothing, weapons, and equipment are geneti- 
cally engineered life forms, They ¢ nology (droi 
particular) and destroy any such technology they encounter, They are al 


spise mechanica 


so 
disconnected from the Force in a way that Jedi and other Force-sensitive 
beings find unsettling 

The culture of the Yuuzhan Vong is based on the domination of lesser 
species. To the Yuuzhan Vong, most other species are unworthy and suit- 
able only as slaves. The worthy are regarded with enough tolerance to grant 
them a clean death: 


Yuuzhan Vong Species Traits 


Ability Modifiers: +2 Strength, -2 Wisdom, 

Size: Medium 

Speed: 6 squares 

Force Immunity: Yuuzhan Vong can't take the Force Sensitivity fea’ 
can't make Use the Force checks, and n 


ain Force Points. In addi- 


tion, they are immune to any Force effect that targets their Will Defense 
{including Force powers and aspects of the Use the Force skill). 
Technophobic: Yuuzhan Vong take a -5 penalty on attack rolls and skill 
checks made when using mechanical weapons or tools 

Weapon Familiarity: Yuuzhan Vong with the Weapon Proficiency 
imple weapons) feat are considered proficient with the amphistaff 


Language: Yuuzhan Vong. 
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INDEx 


Entries in black type are talents. 


Acrobatic Recovery 40. 
Acute Senses 49 
Adept Negotiator 39 
Adept Spelicaster 107 
aid another 151 

aim 154 

area attacks 155 
armor check penalty 132 
Armor Mastery 51 
Armored Defense 52 
Assault Tactics 221 


Attract Minion 210 
Attune Armor 107 
Attune Weapon 214 


Battle Analysis 52 
Battle Meditation 40 
Block 41 

Bolster Ally 43 

Born Leader 44 
challenge level (CL) 247 
Channel Aggression 213 
Channel Anger 213 
charge 152 

Charm Beast 107 

Clear Mind 40 

Command Beast 107 


Controlied Burst 212 
Coordinate 44 

coup de grace 154 
cover 157 

Cover Fire 52 

Crippling Strike 213 
critical hits 145 
damage 145 

damage reduction (DR) 158 
damage threshold 146 
Dark Healing 223 

Dark Presence 101 

Dark Scourge 223 

Dark Side Adept 223 
Dark Side Master 223 


Dark Side Sense 40 
dark side score 93 
Dark Side Scourge 40 
darkvision 257 
Dastardly Strike 46 
death 148 
Debilitating Shot 216 
Deceptive Shot 216 
defenses 145 

class bonuses 36 
Deflect 44 
delay 161 
Demand Surrender 43 
Demolitionist 52 
Deployment Tactics 221 
destiny 112 
Devastating Attack 53 
difficult terrain 159 
disarm 152 
Disciplined Strite 100 
Disruptive 46. 
Distant Command 44 
Djem So 218 
Dogfight Gunner 207 
Draw Fire 52 
Educated 44 
Elusive Dogfighter 207 
Elusive Target 40 
Embrace The Dark Side 214 
Empower Weapon 214 
encumbrance 140 
Equilibrium 101 
Evasion 50 
Exotic Weapon Mastery 212 
‘experience points (xp) 248 
Expert Grappler 52 
Expert Gunner 207 
Expert Tracker 49 
Extreme Effort 50 
falling unconscious 147 
Fearless Leader 44 
Field Tacties 221 
fight defensively 152 
fighting space 159 
flanking 159 
Flight 107 
Fool's Luck 46 
Force Cloak 107 
Force Cloak Mastery 107 
Force Deception 223 
Force Focus 101 
Force Fotification 218 
Force Haze 40 
Force Intuition 40 
Force Perception 101 
Force Persuasion 40 
Force Pilot 101 


force points 92 
Force Power Adept 214 


Force Talisman 214 
force techniques 101 
Force Treatment 214 
Foresight 101 
Fortified Body 214 
Fortune's Favor 46 
Fringe Savant 50 
full attack 154 
Full Throtthe 207 
Gambler 46 
47 
Gauge Force Potential 101 
Gimmick 47 
grab 152 
grapple 153 
Greater Devastating Attack 212 
Greater Force Talisman 214 
Greater Penetrating Attack 212 
Greater Weapon Focus 212 
Lightsabers 218 
Greater Weapon Specialization 212 
Lightsabers 218 
Gun Club 52 
Harm's Way &2 
hazards 252 
helpless opponents 159 
heroic level 36 
Hidden Movement 49 
hit points 146 
Hunter's Mark 208 
Hunter's Target 208 
Hyperdriven 47 
Ignite Fervor 43 
impel Ally |, #210 
Improved Armored Defense 52 
Improved Dark Healing 224 
Improved Initiative 49 
Improved Quick Draw 216 
Improved Stealth 49 
Improved Weaken Resolve 43 
Indomitable 52 
initiative 149 
Inspire Confidence 44 
Inspire Fear |, Il, 210 
Inspire Haste 44 
Inspire Zeal 44 
jon damage 159 
Jareai 298 
Juggernaut 82 
duke 207 
Jury-rigget 50 


Juyo 218 
Keen Shot 49 
Keep It Together 207 
Knack 46 
Knockdown Shot 216 
languages 22 
Lightsaber Defense 41 
Lightsaber Throw 41 
line of sight 160 
Unked Defense 107 
Long Stride 50 
low-light vision 257 
Lucky Shot 46 
Makashi 218 
Master Negotiator 40 
Master Slicer 47 
Melee Smash 52 
movement 
diagonal movement 158 
run 155 
speed 146 
squeezing 162 
through occupied squares 161 
Multiattack Proficiency 
Heavy Weapons, Rifles 212 
Lightsabers 218 
Pistols 216 


Notorious 208, 210 
Nowhere to Hide 208 
One for the Team 221 
Outmaneuver 221 
Penetrating Attack 53 
Power of the Dark Side 101 
Presence #3 

prone targets 161 
Quick Trigger 207 

Rally 44 

Ranged Disarm 217 
reach 161 

ready 162 

recover 154 

Redirect Shot 41 
Relentless 208 
Relentless Pursuit 207 
Resilience 40 

Resist the Dark Side 41 
restricted items 118 
retractable stocks 125 
Revenge 101 

Ruthless Negotiator 208 
Second Skin 52 

second wind 146 
Severing Strike 218 
Shared Notoreity 210 


Shil-cho 219 


‘Sneak Attack 46 

Sokan 219 

Soresu 219 

‘Spacehound 47 

Spontaneous Skill 44 

Sprint 50 

Starship Raider 47 

Stellar Warrior 47 

stacking bonuses 241 

stunning 162 

Stunning Strike $2 

Surefooted 50 

surprise 149 

Swift Power 101 

System Hit 207 

Tactical Edge 222 

Telekinetic Power 100 

Telekinetic Savant 100 

Total Concealment 49 

Tough as Nails 53 

Trace 47 

Trakata 219 

Trigger Work 217 

Trust 44 

unarmed attacks 163 

Unbalance Opponent 52 

Uncanny Dodge I, i 49 

Vaapad 219 

Vehicular Evasion 207 

Visions 101 

Welk the Line 46 

Weaken Resolve 43 

Wealth 44 

Weapon Specialization 53 
Lightsabers 41 


Wicked Strike 224 
withdraw 153 


A LONG TIME AGO IN A GALAXY FAR, FAR AWAY... 


cope of the greatest 


ainst the sinister plots of the 


it of the Empire, or save 


epublic from the tyranny of the Yuuzhan Vong 
The only limit to the adventure 


is your imagination 


THIS BOOK INCLUDES EVERYTHING YOU NEED TO 
CREATE YOUR OWN STAR WARS CHARACTERS AND CAMPAIGNS: 


implete game rules for players and Gamemaste 


Characters. creatures, weapons, equipment, vehicles, and droid: 


a </-— |||! i 


Double-sided full-color battle nvap 


(ate © www.wizards.com/starwars Retail US $39.95 
inted in the U.S.A 107967200 


nee 


SAGA EDITION WEB ENHANCEMENT 
DEVARONIANS 


RODNEY THOMPSON 


Desion Rodney Thompson 


EDITING Ray Vallese 


TYPESETTING Ray Vallese, Gary M. Sari 


Wee PRODUCTION Erik Olsen 


LUCAS LICENSING EDITORS | Sie Rosioni, Jonathan Rinzler 


DESIGN MaNaceR Christopher Perkins 


DIRECTOR OF RPG R&D 


Bill Slavicsek 


‘Some rules mechanics are based on the Star Wars Roleplaying Game Revised Care Rulebook by 
Bill Slavicsek, Andy Collins, and JD Wiker, the original DUNGEONS & DRAGONS® rules created 
by E. Gary Gygax and Dave Ameson, and the new DUNGEONS & DRAGONS game designed by 
Jonathan Tweet, Monte Cook, Skip Willams, Richard Baker, and Peter Adkison. 


This Wizards of the Coast game product contains na Open Game Content. No portion of this work 
‘may be reproduced in any form without written permission. To learn more about the Open Gaming 
License and the d20 System License, please visit www.wizards.com/d20. 


US. CANADA, ASIA, GREAT BRITAIN 
PACIFIC, &LATIN AMERICA HASBRO UK LTD 
WIZARDS OF THE COAST, INC, CASWELL WAY 


EUROPE 
WIZARDS OF THE COAST, BELGIUM 
 HOFVELD 60 


P.O. BOX 707 NEWPORT, GWENT NP9OYH 1702 GROOT-BIIGAARDEN 
RENTON, WA 98057-0707 GREAT BRITAIN BELGIUM 
(QUESTIONS? 1-800-324-6496 PLEASE KEEP THIS ADDRESS +22 2 467 3360 
FOR YOUR RECORDS 
WWW.WIZARDS.COM WWW.STARWARS.COM 


©2007 LUCASFILM LTD. & @ OR ™ WHERE INDICATED. ALL RIGHTS RESERVED. 
USED UNDER AUTHORIZATION. 


DUNGEONS & DRAGONS, D20 SYSTEM, Wizards of the Coast, and their respective logos are 
trademarks of Wizards of the Coast in the U.S.A. and other countries. This material is protected 
Under the copyright laws of the United States of America. Any reproduction ar unauthorized 

se of the material or artwork contained herein is prohibited without the express written permission 
of Wizards of the Coast, Inc. This product is a work of fiction. Any similarity to actual people, 
‘organizations, places, ar events is purely coincidental. Printed in the U.S.A, 


———— 


During the development of the Star Wars Roleplaying Game Saga Edition 
Core Rulebook, some material had to be cut for space. One such section 
was the Devaronian species. 


DEVARONIAN 


Devaronians are among the first species in the galaxy to develop 
interstellar travel, and the males of the species have been common 
sights in spaceports throughout the galaxy for thousands of years. After 
reaching middle age, Devaronian males are driven by an urge to wander. 
As such, they are often found traveling the galaxy as tramp freighter 
captains and scouts. Female Devaronians, on the other hand, are content 
to remain in a single location, and as such, raise the young and run the 
government of Devaron. The males send as much money as they can 
back to their families on Devaron, but they seldom return to the 
homeworld. The females are content with this arrangement, as they tend 
to view the restless males as disruptive to home life. 

Personality: Devaronian males are bold, daring, bull-headed, rash, 
terse, unscrupulous, and stingy with their credits. They love being the 
masters of their own destinies. Female Devaronians are generally bright, 
wise, scrupulous, and sharp-tongued. 

Physical Description: Devaronian males are hairless with red-tinted 
skin, sharp incisors, and a pair of large horns growing from their 
foreheads. Their appearance is not unlike the devils of a thousand myths. 
Female Devaronians are covered in thick fur that ranges in color from 
brown to white. Females are hornless and have prominent canine teeth. 

Devaronians stand 1.6 to 1.8 meters tall. 

Homeworld: Devaron, a world of low mountains and deep valleys 
linked by thousands of rivers. 

Languages: Devaronians speak and read Devaronese and Basic. Their 
speech is low, guttural, and full of snarling consonants. 

Example Names: Dmaynel Kiph, Elassar Targon, Jubal, Kapp Dendo, 
Tyrn Jiton, Lak Jit, Oxbel, Saricia, Sires Vant, Trynic, Uliex Vinag, Vilmarh 
Grahrk. 

Adventurers: Male Devaronian heroes tend to be scoundrels or 
scouts. Invariably, they are found in occupations that allow them 
freedom to travel whenever and wherever they wish. Due to the 
oppressive nature of the Empire, many Devaronian males joined the 
Rebellion—not because of politics, but because they were annoyed that 
their freedom to travel was being curtailed. 

Noteworthy female Devaronians on their homeworld tend to be 
nobles and scouts. However, any female Devaronian hero found 
elsewhere is already an exceptional individual who has decided to 
challenge the traditions of her culture. Such Devaronians may be of any 
class or role. 


DEVARONIAN SPECIES 


TRAITS 
Devaronians share the following species traits: 

Ability Modifiers: +2 Dexterity, -2 Wisdom, -2 Charisma (for 
males) or +2 Intelligence, +2 Wisdom, -2 Dexterity (for females). Male 
Devaronians tend to be more carefree and less personable than female 
Devaronians, but they are also more agile. 

Medium Size: As Medium creatures, Devaronians have no special 
modifiers due to their size. 

Speed: Devaronian base speed is 6 squares. 


Conditional Bonus Feat: Devaronians are master manipulator: A DEVARONIAN DRIFTER 
Devaronian with Deception as trained skill gains Skill Focus common sight throughout the galaxy, a Devaronian drifter is a 
(Deception) as a bonus feat. - vagabond among the stars. Moving from port to port, wherever his fate 

Natural Curiosity: Once per encounter as a standard action, 2 may take him, a Devaronian drifter may be friend or foe depending on 


Devaronian can make a Perception check against a single target within the situation. Many drifters are violent and untrustworthy, but others 
line of sight (DC 15 or the result of an opposed Stealth check, if the igo for honest work wherever they can find it 


target is actively attempting to hide). If successful, the Devaronian gains 
a +1 insight bonus on attack rolls against that target. Because of their evaronian Drifter 2 
natural curiosity, Devaronians are very attentive to small details that can 


Medium male Devaronian nonheroic 3/scoundrel 1 
reveal weaknesses. Force 1; Dark Side 1 

Init +4; Senses Perception +8 

Languages Basic, Devaronese 


Automatic Languages: Basic and Devaronese. 


DEVARON 
Region: Colonies 
Climate: Temperate 


Defenses Ref 16 (flat-footed 14), Fort 14, Will 14 

hp 16; Threshold 14 

Speed 6 squares 

Melee unarmed +1 (1d4-1) 

Lehigh of Days 2 standatl haus Ranged hold-out blaster +4 (344) 

Length of Year: 390 local days Base Atk +2: Grp +1 

Sapient Species: Devaronians 
Government: Matriarchy 

Capital: Montellian Serat 

Major Exports: Hyperdrive technology 
Major Imports: High technology, luxury items 


Abilities Str 8, Dex 14, Con 14, Int 10, Wis 12, Cha 14 

SQ natural curiosity 

Talents Sneak Attack +1d6 

Feats Improved Defenses, Point Blank Shot, Skill Focus (Deception), Skill 
Training (Perception), Skill Training (Persuasion), Weapon Proficiency 


Knowledge (Social Sciences) (pistols, simple weapons) 

DC Result 7 : : Skills Deception +14, Perception +8, Persuasion +9 

10 Devaronians are divided among the sexes, with females running Possessions hold-out blaster pistol, traveler's garb, various personal 
the planetary government while males tend to wander the galaxy. belongings 


15  Devaronian males are not even allowed to participate in 
government, and are constantly kept out by the females. The males 
are gripped by an irresistible wanderlust upon reaching adulthood, 
driving them away from their homes. 

20 Devaronian males who take off-world jobs often send money back 
to Devaron to support their families in their absence. 


Knowledge (Galactic Lore) 

DC Result 

10 Devaron is a beautiful planet of deep valleys, low mountains, and 
plentiful rivers. 

15 The Devaronians were among the first species to develop 
hyperspace travel and are one of the oldest known species in the 
galaxy. 

20 Devaron is a dangerous planet due to its strict policies and 
extensive use of capital punishment. As such, outsiders rarely visit 
the world. 

25 The capital city of Montellian Serat is one of the most ancient 
cities in the galaxy and is said to possess sections that are as old 
as the lowest levels of Coruscant. 


Male and female Devaronian 


Saga Edition Web Enhancement 1 


The Tech Specialist 


By Rodney Thompson 


A favored archetype of long-time Star Wars gamers, the tech specialist is a character 
that focuses on modifying and enhanced fantastic technology to fit his or her needs. 
Tech specialists range from brilliant engineers to prodigious outlaw techs, though all 
share a love for the guns, gear, and gadgets found in the galaxy far, far away. 


This web enhancement includes a few rules (cut from the Saga Edition core rulebook 
for space) that allow heroes to take on the role of the tech specialist. Additionally, 
you will find sample heroic characters -- a Zabrak engineer and a Mon Calamari 
outlaw tech -- that illustrate two ways to build tech-oriented characters for your own 
campaign. Of course, these are just two examples, and a hero who wants to tinker 
with machines and electronics has a number of options available across many 
different classes. 


Additionally, these rules will be featured in an upcoming sourcebook for reference at 
the gaming table, and will be expanded upon with more talents and rules to further 
enhance your game. 


New Talent Tree: The Outlaw Tech 


The following new talent tree is intended for use by characters with the scoundrel 
class. Scoundrels learn a variety of tricks that allow them to squeeze more life out of 
ailing technology, and they can enhance their gear in ways the manufacturer never 
intended. 


Fast Repairs 

Whenever you jury-rig an object or vehicle, the vehicle gains a number of temporary 
hit points equal to the result of your Mechanics check. Damage is subtracted from 
these temporary hit points first, and temporary hit points go away at the conclusion 
of the encounter. 

Prerequisites: Trained in the Mechanics skill. 


Hot Wire 

You can use your Mechanics check modifier instead of your Use Computer check 
modifier when making Use Computer checks to improve access to a computer 
system. You are considered trained in the Use Computer skill for purposes of using 
this talent. If you are entitled to a Use Computer check reroll, you may reroll your 
Mechanics check instead (subject to the same circumstances and limitations). 
Prerequisites: Trained in the Mechanics skill. 


Quick Fix 

Once per encounter, you may jury-rig an object vehicle that is not disabled. All 
normal benefits and penalties for jury-rigging still apply. 

Prerequisites: Trained in the Mechanics skill. 


Personalized Modifications 

As a standard action, you may tweak the settings, grips, and moving parts of a 
powered weapon you wield, tailoring it to your needs. For the remainder of the 
encounter, you gain a +1 equipment bonus on attack rolls and a +2 equipment 
bonus on damage rolls with that weapon. You can use this talent only on powered 
weapons (those that require a power cell to operate), including weapons connected 
to a larger power source, such as vehicle and starship weapons. 


New Feat: Tech Specialist 


The new Tech Specialist feat allows a hero to make custom modifications to 
weapons, armor, droids, devices, and vehicles so that they function beyond their 
normal specifications. 


Prerequisite: Trained in the Mechanics skill. 


Benefit: You can modify a device, suit of armor, weapon, droid, or vehicle so that it 
gains a special trait. Specific traits are given on the Tech Specialist Modifications 
table below. You may perform only one modification at a time. Unless noted 
otherwise, you cannot grant more than one benefit to a single device, suit of armor, 
weapon, droid, or vehicle, and you can't apply the same benefit more than once. 


Before beginning the modification, you must pay one-tenth the cost of the device, 
suit of armor, weapon, droid, or vehicle you wish to modify or 1,000 credits, 
whichever is more. Completing the modification requires 1 day per 1,000 credits of 
the modification's cost. At the end of this time, make a DC 20 Mechanics check; you 
can't take 10 or take 20 on this check. If the check succeeds, the modification is 
completed successfully, and the object gains the desired trait. If the check fails, you 
lose all credits spent making the modification, and the object doesn't gain the 
desired trait. However, you may start over from scratch if you wish. 


Other characters trained in the Mechanics skill can assist you, reducing 
proportionately the time needed to complete the modification. At the end of 
modification process, they can make a Mechanics check to aid your check. 

The market value of a modified item is equal to the base cost of the item plus double 
the cost of the modifications made to it (not including credits wasted on failed 
modification attempts). 

Special: This feat is considered a bonus feat for the noble and scoundrel classes. 


Tech Specialist Modifications 


Armor Trait Benefit 


Agile Armor Increases the armor's maximum Dexterity bonus 1. 


Fortifying Increases the armor's equipment bonus to Fortitude 
Armor Defense by 1. 
Protective Increases the armor's armor bonus to Reflex Defense 


Armor by 1. 


Device Trait 
Enhanced 
Strength 


Improved 
Durability 


Mastercraft 
Device 


Droid Trait 


Enhanced 
Dexterity 


Enhanced 
Intelligence 


Enhanced 
Strength 


Vehicle Trait 


Enhanced 
Dexterity 


Improved 
Speed 


Improved 
Shields 


Weapon 
Trait 


Improved 
Accuracy 


Improved 
Damage 


Selective Fire 


Benefit 
Increases the device's Strength score by 2. 


The device's damage reduction increases by 1, and it 
gains extra hit points equal to one-quarter of its base 
hit points. 


Skill checks made using the device gain a +1 
equipment bonus, or the device's existing equipment 
bonus increases by 1. 


Benefit 


Increases the droid's Dexterity score by 2. 
Increases the droid's Intelligence score by 2. 


Increases the droid's Strength score by 2. 


Benefit 
Increases the vehicle's Dexterity score by 2. 


Increases the vehicle's speed by one-quarter of its 
base speed (minimum 1 square). 


Increases the vehicle's shield rating by 5. 


Benefit 


The weapon gains a +1 equipment bonus on attack 
rolls. 


The weapon deals +2 points of damage with a 
successful hit. If the weapon has a damage multiplier 
(for example, 6d10 x 2), apply the extra damage 
before applying the multiplier. 


An autofire-only ranged weapon can be set to fire 
single shots, or a single-shot ranged weapon can be 
made to have an autofire mode. 


*Tech Specialist HOUSERULE* 
mls & rlw 


If you have the Feat Skill Focus (mechanics), the Tech Specialist feat now allows you 
to modify a device, suit of armor, weapon, droid, or vehicle up to three times using 
each of the different available effects only once per item. Additionally, you may 
modify more than one item with the same effect at a time. You may have the same 
effect active on a number of items up to your Mechanics skill value. 


Additional modifications take longer and cost more than the original modification. 
The first modification still takes one day of work and costs 10% of the item’s base 
cost or 1,000 credits, whichever is more. The second modification takes two days of 
work and costs 15% of the item’s base cost, or 1,500 credits, whichever is more. The 
third modification takes three days of work and costs 20% of the item’s base cost or 
2,000 credits, whichever is more. 


At the end of the corresponding time, make a DC 20 Mechanics check for the first 
modification; you can't take 10 or take 20 on this check. If the check succeeds, the 
modification is completed successfully, and the object gains the desired trait. If the 
check fails, you lose all credits spent making the modification, and the object doesn't 
gain the desired trait. However, you may start over from scratch if you wish. 


The same holds true for the second and third modifications, except the DC check 
value. The second modification requires a DC 25 Mechanics check. The third 
modification requires a DC 30 Mechanics check. Treat successes and failures the 
same as if they were for the first modification. 


Other characters trained in the Mechanics skill can assist you (they need not have 
Skill Focus (mechanics); only be trained), reducing proportionately the time needed 
to complete the modification. At the end of modification process, they can make a 
Mechanics check to aid your check, granting your check a +2 modifier. 


The market value of a modified item is equal to the base cost of the item plus double 


the cost of the all modifications made to it (not including credits wasted on failed 
modification attempts). 


*End Tech Specialist HOUSERULE* 


Sample Character: The Outlaw Tech 


An outlaw tech is a master of making machines do what she wants them to do. 
Operating far outside the bounds of manufacturer intentions (and sometimes outside 
the law), she is able to hotwire starships and amp up weapons to the point where 
her after-market modifications can be considered illegal. 


An outlaw tech works well on her own without the need of other classes for support. 


She can run-and-gun just as well as she can use a hydrospanner, and her strengths 

lie in areas where her own actions are what save the day. Though an outlaw tech has 

a less formal education than other technically minded characters, she is a good 
fighter and a fast worker who can fulfill a 
variety of roles. 

Outlaw Tech CL7 


Medium Mon Calamari scoundrel 7 

Force Points 5 

Init +5; Senses Low-light vision, Perception +15 

Languages Basic, Binary (understand only), Huttese, Mon Calamarian, Ryl, 
Shyriiwook (understand only) 


Defenses Ref 21 (flat-footed 19), Fort 17, Will 20 
hp 39; Threshold 17 


Speed 6 squares 

Melee +5 

Ranged heavy blaster pistol +8 (3d8+3) 
Base Atk +5; Grp +5 

Atk Options Careful Shot, Running Attack 


Abilities Str 10, Dex 14, Con 10, Int 18, Wis 15, Cha 9 

SQ breathe underwater, expert swimmer 

Talents Fast Repairs, Knack, Quick Fix, Personalized Modifications 

Feats Careful Shot, Point Blank Shot, Precise Shot, Running Attack, Skill Focus 
(Mechanics), Skill Focus (Perception), Skill Focus (Use Computer), Tech Specialist, 
Weapon Proficiency (pistols, simple weapons) 

Skills Deception +7, Gather Information +7, Knowledge (Galactic lore) +12, 
Knowledge (technology) +12, Mechanics +17 (+18 when using mastercraft tool kit), 
Perception +15, Pilot +10, Swim +15 (may reroll Swim checks and accept the 
second roll; may take 10 even under pressure), Use Computer +17 (+18 when using 
mastercraft datapad) 

Possessions heavy blaster pistol (improved accuracy), comlink, mastercraft 
datapad, mastercraft tool kit, various personal belongings 


Sample Character: The Engineer 


An engineer is more of an academic designer than a jury-rigging mechanic. He 
considers the outlaw tech's work to be a sloppy imitation of real ingenuity and can 
use his knowledge to create more solid and reliable designs. An engineer is much 
more of a team player, and many heroes find that an engineer helps them get out of 
scrapes by encouraging them to work together. Because he's familiar with 
coordinating teams, an engineer has the knowledge and resources to create all-new 
(and significantly improved) pieces of technology that function reliably under all 
conditions. 


Engineer CL7 


Medium Zabrak noble 6/scoundrel 1 

Force Points 5 

Init +9; Senses Perception +10 

Languages Basic, Binary (understand only), Bocce, High Galactic, Huttese, Mon 
Calamarian, Shyriiwook (understand only), Sullustese, Zabrak 


Defenses Ref 21 (flat-footed 20), Fort 18, Will 22 
hp 37; Threshold 18 

Speed 6 squares 

Melee +3 

Ranged hold-out blaster +7 (3d4+3) 

Base Atk +4; Grp +3 


Abilities Str 8, Dex 12, Con 10, Int 16, Wis 14, Cha 13 

SQ heightened awareness 

Talents Coordinate, Inspire Haste, Trace, Wealth 

Feats Linguist, Skill Focus (Knowledge [technology]), Skill Focus (Mechanics), Skill 
Focus (Use Computer), Skill Training (Mechanics), Tech Specialist, Weapon Focus 
(pistols), Weapon Proficiency (pistols, simple weapons) 

Skills Initiative +9, Knowledge (Galactic lore) +11, Knowledge (physical sciences) 
+11, Knowledge (technology) +16, Mechanics +16, Perception +10 (may reroll any 
Perception check and keep the second roll), Persuasion +9, Pilot +9, Use Computer 
+16 (+17 when using masterwork datapad or masterwork portable computer) 
Possessions hold-out blaster (improved accuracy), comlink, masterwork datapad, 
masterwork portable computer, personal holoprojector, various personal belongings 


Star Wars Roleplaying Game Saga Edition 
Errata and Official Clarifications 
Updated - October 2008 


Errata 


p. 38 - Base Attack Bonus 

Should read, “Base Attack Bonus: The 
character's base attack bonus. Apply this bonus 
to the character's attack rolls." Base attack bonus 
does not apply to damage rolls. 


p. 38 - Jedi class skills 

Add Jump and Mechanics to the list of skills on 
the Jedi Class Skills list, below Table 3-2: The 
Jedi. 


p. 40 - Resilience Talent 

Should read “You can spend a full-round action 
to move +2 steps up the condition track (see 
Conditions, page 148).” 


p. 41 - Block Talent 

Add the following sentences before the last 
sentence of the Block talent: 

“You may use the Block talent to negate melee 
area attacks, such as those made by the 
Whirlwind Attack feat. If you succeed on the Use 
the Force check, you take half damage if the 
attack hits and no damage if the attack misses. 
You may spend a Force point to use this talent to 
negate an attack against an adjacent character.” 


p. 41 - Deflect Talent 

Before the last sentence of the first paragraph, 
add the following sentence: “You may spend a 
Force Point to use this talent to negate an attack 
against an adjacent character.” 

Replace the second paragraph with the following: 
“You can use this talent to deflect some of the 
barrage of shots fired from a ranged weapon set 
on autofire, or the Force lightning Force power. If 
you succeed on the Use the Force check, you 
take half damage if the attack hits and no 
damage if the attack misses.” 


p. 44 - Wealth Talent 
Change reference to “your noble level” to “your 
class level.” 


p. 46 - Fool’s Luck Talent 
Change reference to “luck bonus” to 
“competence bonus.” 


p. 47 - Hyperdriven Talent 
Remove the word “scoundrel” before the phrase 
“class level.” 


p. 51 - Soldier Defense Bonuses 

Should read, "At 1st level you gain a +1 class 
bonus to your Reflex Defense and a +2 class 
bonus to your Fortitude Defense." 


p. 52 - Stunning Strike Talent 
Change the phrase “if your attack roll" to “if your 
damage roll.” 


p. 59 - Table 4-1: Trained Skills by Class table 
Add Jump and Mechanics to the class skills for 
the Jedi. 


p. 62 - Table 4-2: Skills 
Change the — in the Jedi column to a C for the 
Jump and Mechanics skills. 


p. 62 - Acrobatics Skill 

In the last sentence of the second paragraph, 
change, “a DC 15 Reflex save" to “a DC 15 
Acrobatics check” The first sentence of the 
second paragraph under the Escape Bonds 
header refers to “an attack action.” This should be 
“a standard action.” 

Under the Special section, replace the last 
sentence with the following: “If you are trained in 
Acrobatics, you gain a +5 bonus to your Reflex 
Defense when fighting defensively (see Fighting 
Defensively, page 152). 


p. 68 - Jump Skill 

Add the following before the last sentence under 
the “Jump Down" use of the Jump skill: For every 
10 points by which you beat the DC, you can 
subtract an additional 3 meters from the fall when 
determining damage. 


p. 69-70 - Mechanics Skill 

First full sentence of second paragraph should 
read “On a result..." instead of “One a result...” 
Under the Jury-Rig header, replace the 4th 
sentence with the following: “A jury-rigged device 
or vehicle gains +2 steps on the condition track 
and 1d8 hit points.” 

Under the Special header, add the following 
sentence: “Characters who are untrained in the 
Mechanics skill can still use the aid another action 
to assist on Mechanics checks.” 


p. 73 - Stealth Skill 

Change the last sentence under the Conceal 
Item header to say, “Drawing a concealed item is 
a standard action.” 


p. 82 - Acrobatic Strike Feat 
Reduce the bonus provided by this feat from +5 
to a +2 competence bonus. 


p. 82 - Burst Fire Feat 

Change the Prerequisites for the feat to: 
Proficient with heavy weapons, proficient with 
weapon. 

At the end of the Special paragraph, add the 
following text: “If you do not have a Strength of 
13 or higher, increase the penalty on attacks to — 
10 when using this feat with non-vehicle 
weapons." 


p. 85 - Force Training Feat 

Under the Special section, the feat should say, 
“Each time you take this feat, you add to your 
Force suite a number of new Force powers equal 
to 1 + your Wisdom modifier.” 


p. 88 - Rapid Shot Feat 

Remove the Strength prerequisite from the feat. 
Add the following sentence to the Special section 
of the feat: “If you do not have a Strength of 13 or 
higher, increase the penalty to attacks to -5 
when using this feat with non-vehicle weapons.” 


p. 88 - Rapid Strike Feat 

Remove the Dexterity prerequisite from the feat. 
Add the following sentence to the Special section 
of the feat: “If you do not have a Dexterity of 13 
or higher, increase the penalty to attacks to -5 
when using this feat with non-light weapons.” 


p. 89 - Whirlwind Attack Feat 
In the first sentence under Benefit, change the 
word “opponent" to “target.” 


p. 93 - Using Force Points 
Spending a Force Point to return a power to your 
Force suite is a reaction, not a swift action. 


p. 96 - Using Force Powers 

Change the second method under Regaining 
Force Powers to say the following “—If you roll a 
natural 20 on a Use the Force check to activate a 
Force power, you regain all spent Force powers 
at the end of your turn.” 


p. 96 - Force Power Descriptors 
Add the following entry after the Mind-Affecting 
paragraph: 


Telekinetic: A Force power with the [telekinetic] 
descriptor uses telekinesis to accomplish its ends. 
Many telekinetic powers interact with the world 
physically in similar ways, and are covered as a 
group by some talents. If a target of a [telekinetic] 
Force power has cover, it gains a cover bonus to 
its relevant Defense score or on its opposed 
check to resist the power. If the target of a 
[telekinetic] Force power has concealment, you 
take a penalty on your Use the Force check to 
activate the power unless you have used the 
Sense Surroundings application of the Use the 
Force skill this turn. Use the standard bonuses 
and penalties for cover and concealment provided 
on pages 156-157. 


Add the telekinetic descriptor to the following 
Force powers: Force disarm, Force grip, Force 
slam, Force thrust, move object. 


p. 96 - Battle Strike 

Change the DC 15 text to: “Gain a +1 Force 
bonus on your next attack roll made before the 
end of your next turn and deal an additional 1d6 
points of damage if the attack hits.” 


p. 97 - Force Grip 
Change the Target text to "One target within 12 
squares and within line of sight." 


Replace the DC 15 text with the following: 

“DC 15: If your Use the Force check equals or 
exceeds the target's Fortitude Defense, the target 
takes 2d6 points of damage and can only take a 
single swift action on his next turn. Otherwise, the 
target takes half damage and may act normally, 
and you may not maintain the power. Targets 
larger than Medium add a size modifier to 
Fortitude Defense against this power: Colossal 
+50, Gargantuan +20, Huge +10, Large +5.” 


Replace the second sentence under Special with 
the following: “Maintaining the Force grip power is 
a standard action, and you must make a new Use 
the Force check each round. If you suffer damage 
while maintaining a Force grip, you must succeed 
on a Use the Force check (DC = 15 + damage 
taken) to continue concentrating.” 


p. 97 - Force Disarm 
Change the Target text to "One target within 12 
squares and within line of sight." 


p. 97 - Force Slam 

Add the following sentence before the “This is an 
area effect” sentence: “Targets larger than 
Medium add a size modifier to Fortitude Defense 
against this power: Colossal +50, Gargantuan 
+20, Huge +10, Large +5.” 


p. 98 - Force Stun 

The Use the Force check should be compared to 
the target's Fortitude Defense instead of Will 
Defense. 


Add the following sentence to the end of the 
Make a Use the Force Check paragraph: 


“Targets larger than Medium add a size modifier 
to Fortitude Defense against this power: Colossal 
+50, Gargantuan +20, Huge +10, Large +5.” 


p. 98 - Force Thrust 

In the second paragraph under Make a Use the 
Force Check, change the first sentence to say, 
“The target adds its base attack bonus and its 
size modifier to its...” 


p. 98 - Move Object 
Change the Target text to "One target within 12 
squares and within line of sight." 


Replace the second sentence under Special with 
the following: “Maintaining the move object power 
is a standard action, and you must make a new 
Use the Force check each round. If you suffer 
damage while maintaining move object, you must 
succeed on a Use the Force check (DC = 15 + 
damage taken) to continue concentrating. If you 
deal damage with the move object power, you 
cease to be able to maintain it.” 


p. 100 - Surge 

The surge power should be a free action, nota 
swift action. Add the following sentences under 
Special: “Using the surge power counts as a 
running start for determining a Jump DC. You 
may spend a Destiny Point to gain an additional 4 
squares of movement; when you do so, you may 
also use any and all movement for the round as a 
part of a jump (no Jump check required).” 


p. 100 - Disciplined Strike Talent 
Change the phrase “has a cone effect" to “has an 
area effect” instead. 


p. 100 - Telekinetic Power Talent 

Change the text of the first sentence of the talent 
to say, “Whenever you roll a natural 20 on your 
Use the Force check to activate a power with the 
[telekinetic] descriptor, you may choose to use 
that power again immediately as a free action.” 


p. 100 - Telekinetic Savant Talent 

Change the text of this talent to say: “Once per 
encounter as a swift action, you may return one 
Force power with the [telekinetic] descriptor to 
your suite without spending a Force Point.” 


p. 102 - Force Point Recovery 
Remove the second paragraph. 


p. 113 - Spending Destiny Points 

Change the third bullet point to say, “Act out of 
turn (thus changing your position in the initiative 
order) once per encounter." 


p. 120 - Weapon Qualities 
The entry for Stun Damage should read as 
follows: 


“If the weapon has a stun setting, it is listed here. 
A weapon set to stun does stun damage equal to 
its normal damage (see Stunning, page 162, for 
more information). Ranged weapons set to stun 
have a maximum range of 6 squares unless 
noted otherwise.” 


p. 122-123 - Table 8-3: Melee Weapons 

All damage entries in the “Stun” column of the 
table should be replaced with the word “Yes” 
except the stun baton, which should say “Yes 
(2d6)." 


p. 126-127 - Table 8-4: Ranged Weapons 

All damage entries in the “Stun” column of the 
table should be replaced with the word “Yes” 
except for the stun grenade, which should say, 
“Yes (4d6).” 

The listings for the sporting blaster pistol, the 
sporting blaster rifle, and the bowcaster should be 
given a superscript of 4, denoting accurate 
weapons. 


The listings for the hold-out blaster, heavy blaster 
pistol, blaster carbine, blaster cannon, heavy 
blaster rifle, thermal detonator, net, and grenade 
launcher should be given a superscript of 5, 
denoting inaccurate weapons. 


Add the following footnotes at the bottom of the 
table: 

4 Accurate weapon: This weapon takes no 
penalty when firing at targets at short range. 

5 Inaccurate weapon: This weapon cannot fire at 
targets at long range. 


p. 128 - Blaster Rifle, Sporting 
In the last paragraph, change the number “50" to 
“100". 


p. 152 - Charge 

Replace the text of the Charge action with the 
following: 

“As a standard action you can move your speed 
(minimum 2 squares) in a straight line and then 
make a melee attack at the end of your 
movement. You gain a +2 competence bonus on 
your attack roll and take a —2 penalty to your 
Reflex Defense until the start of your next turn. 
You cannot charge through low objects or 
squares occupied by enemies (allies do not 
hinder your charge), and charging through 
Difficult Terrain costs twice as much per square 
as normal. You cannot tumble (as per the 
application of the Acrobatics skill) during your 
movement as a part of a charge. After you 
resolve a charge attack you can take no further 
actions this turn.” 


p. 154 - Aim 

Add the following sentence to the second 
paragraph of the description of the Aim action: 
“Aiming provides no benefit when making an area 
attack.” 


p. 155 - Area Attacks 

Replace the first sentence of the second 
paragraph with the following: 

“When you make an area attack, you make a 
single attack roll; if your modified attack roll is 
equal to 10 or higher, compare the result to the 
Reflex Defense of every target in the area.” 


Add the following sentence to the end of the 
second paragraph: 

“A natural 20 on an area attack roll automatically 
hits all targets within the affected area, but area 
attacks do not deal double damage on a critical 
hit.” 


p. 157 - Cover 

Add the following sentence to the end of the 
description of Cover: 

“A target with cover or improved cover takes no 
damage from area attacks if the attack roll is less 
than the target's Reflex Defense. For a burst or 
splash weapon, determine cover relative to the 
center of the weapon's area of effect. For an 
autofire weapon, determine cover relative to the 
attacker.” 


p. 167 — Critical Hits 

Add the following sentence to the end of this 
entry: “When using a vehicle weapon, you cannot 
apply any effect that causes an automatic natural 
20 or automatic critical hit (such as spending a 
Destiny Point or using the Jedi Master's serenity 
class feature), unless a rule specifies that it can 
be used with vehicle weapons.” 


p. 169 - Vehicle Damage Threshold 

Replace the last sentence in this section with the 
following: 

“In addition, all the vehicle's occupants take 
damage equal to one-half the amount that 
exceeded the vehicle's damage threshold.” 


p. 172 - Increase Vehicle Speed 

Add the following sentence to the end of the 
entry: 

“You may attempt to increase vehicle speed once 
per round as a free action when using the all-out 
movement action.” 


p. 173 - Collisions 

Add the following sentence to the end of the first 
paragraph: “Unless the vehicle provides no cover 
to those onboard, any damage dealt to 
passengers and crew in a collision is reduced by 
an amount equal to the vehicle's damage 
threshold.” 


p. 186 — Droid Cost Factor 

Add the following sentence to the end of the 
section on Cost Factor: 

“Droids that are Small size or smaller treat their 


cost factor as being equal to 2/their cost factor for 
the purposes of determining accessory weight.” 


p. 191 - Synchronized Fire Circuits 

Change the end of the last sentence to say, "a 
droid with synchronized fire circuits grants a +5 
bonus instead of a +2 bonus on the other droid's 
check or roll." 


p. 198 - 3PO Series Protocol Droid 
Change Intelligence score to 13 and Charisma to 
14. 


p. 199 - B1 Series Battle Droid 
Under Systems replace the remote processor 
with a remote receiver. 


p. 200 - B2 Series Super Battle Droid 
Under Atk Options change “aid another (+4)" to 
“aid another (+5)". 


p. 200 - Droideka Stat Block 
Replace the droideka stat block with the following 
Statistics: 


Droideka Series Destroyer Droid CL 4 
Large droid (4th-degree) nonheroic 1 


Init +8; Senses Perception +13 


Languages Basic, Binary [rule] 

Defenses Ref 16 (flat-footed 14), Fort 13, Will 12 
hp 40; SR 20; Threshold 18 

Immune droid traits [rule] 

Speed 2 squares (walking), 10 squares (wheeled) 


Melee unarmed +7 (1d4+3) 

Ranged laser cannon +12 (3d8) or 

Ranged laser cannon +10 (4d8) with Rapid Shot 
or 

Ranged laser cannon +7 (5d8) with Burst Fire or 
Ranged laser cannon +10 (3d) and laser 
cannon +10 (3d8) or 

Ranged laser cannon +8 (4d8) and 

laser cannon +8 (4d8) with Rapid Shot or 
Ranged laser cannon +5 (5d8) and 

laser cannon +5 (5d8) with Burst Fire 


Fighting Space 2x2; Reach 1 square 


Base Atk +9; Grp +17 


Atk Options autofire (laser cannons), Burst Fire, 
Rapid Shot [rule] 


s Str 16, Dex 15, Con —, Int 8, Wis 14, 


FeatsArmor Proficiency (light), Burst Fire, Rapid 
Shot, Dual Weapon Mastery I, Dual Weapon 
Mastery II, Weapon Focus (rifles), Weapon 
Proficiency (heavy weapons, rifles) 


Skills Perception +13, Stealth +3 


Systems walking locomotion, wheeled 
locomotion (exclusive), remote receiver, 2 tool 
appendages, shield generator (SR 20), integrated 
comlink, bronzium shell (+5 armor; treat as 
quadanium plating) 


Possessions 2 laser cannons (treat as blaster 
rifles) 


Availability Military; Cost 21,000 credits 


p. 201 - IG-100 Series Bodyguard Droid 
Replace Defenses line with “Ref 18 (flat-footed 
17), Fort 19, Will 18.” 


p. 206-235 - Prestige Class Requirements 
All requirements that state “Minimum Heroic 
Level” should instead say “Minimum Level” 
throughout the chapter. 


p. 207 - Juke Talent 

Replace the text of the Juke talent with the 
following: 

Juke: When you fight defensively as the pilot of a 
vehicle (see page 171), you may negate a 
weapon hit on your vehicle using the Vehicular 
Combat feat one additional time per round. 
Prerequisites: Vehicular Evasion 


p. 208 — Hunter’s Mark Talent 

Replace the text with the following: 

“If you aim before making a ranged attack (see 
Aim, page 154), you move the target character -1 
step along the condition track if the attack deals 
damage (see Conditions, page 148).” 


p. 216 - Gunslinger Talent Tree 

Add the following sentence to the end of the 
introduction: “The following talents may only be 
used with pistols and rifles.” 

Change the text of the Debilitating Shot to the 
following: 

“If you aim before making a ranged attack (see 
Aim, page 154), you move the target character -1 
step along the condition track if the attack deals 
damage (see Conditions, page 148).”" 


p. 220 - Serenity Class Feature 

Replace the second sentence of the class feature 
with the following: 

“You may remain in this trance as long as you 
wish, and you are still aware of your 
surroundings; however, you are otherwise 
helpless and cannot perform any other actions.” 


p. 228 - Bespin 
Swap the Major Export and Major Imports. 


p. 234 - Rodia 
Change the Moons entry from 2 to 4. 


p. 255 — Falling Damage 

Change the second paragraph to read as follows: 
Acrobatics and Jump: If you are trained in the 
Acrobatics or Jump skills, you can reduce the 
damage you take from a fall with a successful skill 
check (see skill descriptions). If the check 
succeeds and you take no damage from the fall, 
you land on your feet. If you fall from a height of 
greater than 60 meters, treat the fall as being only 
60 meters for the purposes of reducing falling 
distance. 


p. 261-262 - Anakin Skywalker (Darth Vader) 
Stat Block 

In Senses line, Perception should be +18. 
Defenses should be Reflex 40 (37 flat-footed), 
Fort 37, Will 34. 


Replace the attack lines with the following: 


Melee lightsaber +23 (2d8+17) or 

Melee lightsaber +21 (3d8+17) with Rapid Strike 
or 

Melee lightsaber +18/+18 (2d8+17) with Double 
Attack or 

Melee lightsaber +16/+16 (3d8+17) with Double 
Attack and Rapid Strike 


Ranged by weapon +21 


Base Atk +18; Grp +21 


Replace Vader's skills with the following: 
Initiative +17, Jump +17, Mechanics +16, 
Perception +18, Use the Force +17 (can reroll 
when using [dark side] powers, can substitute for 
Pilot checks) 


p. 263 - Padme Stat Block 
Replace “Wanted Alive” talent with “Inspire 
Confidence.” 


p. 264 - Luke Skywalker Stat Block 
Reflex Defense should be 28 (25 flat-footed). 
Replace the attack lines with the following: 


Melee lightsaber +14 (2d8+11) 

Melee lightsaber +9/+9 (2d8+11) with Double 
Attack 

Ranged blaster +12 (3d6+5) 

Add the following line between the Abilities and 
Talents lines: 

SQ Vehicle dodge +1 

Add the Elusive Dogfighter talent to Luke’s talent 
list. 


p. 265 - Han Solo Stat Block 
Attack bonus with heavy blaster pistol should be 
+12 instead of +14. 


p. 266 - Chewbacca Stat Block 

Replace Chewbacca's skills with the following: 
Climb +10 (can take 10 when distracted), 
Endurance +15, Initiative +11, Mechanics +11 
(can reroll when making jury-rigged repair), 
Perception +10 (can reroll), Persuasion +5 (can 
reroll attempts to intimidate), Pilot +11, Use 
Computer +11. 

Remove the Extra Rage feat and add Shake It 
Off. 


p. 267 - R2-D2 Stat Block 

Attack bonus with electroshock probe should be 
+9 instead of +10. Ranged attack should be +8, 
not +14. 


p. 268 - C-3PO Stat Block 

C-3PO should have Intelligence 13, Wisdom 13, 
and Charisma 15. Reduce Deception skill bonus 
to +10 and Persuasion skill bonus to +15. 


p. 268 - Yoda Stat Block 
Replace the Languages line with: 


Languages Basic, Cerean, Shyriiwook 
(understand only) 


Replace third line of melee attacks with: 


Melee lightsaber +19/+19/+19 (2d8+16) with 
Triple Attack 


p. 270 - Boba Fett Stat Block 
Reflex Defense should be 36 (33 flat-footed). 


p. 271 - General Grievous Stat Block 

Reflex Defense should be 35 (31 flat-footed). 
Attack bonuses on final Melee line should be +9, 
not +11. 


p. 278 - Nonheroic Class Skills 
Add the Ride skill to the list of Class Skills for the 
nonheroic character, below Table 3-3. 


p. 281 - Clone Trooper 
Perception skill bonus should be +9 and should 
have the Coordinated Attack feat. 


p. 282 - ARC Trooper 

On the Defenses line, the text after Ref should be 
“23 (21 flat-footed).” 

Replace the line that starts with “hp" with the 
following: 

“hp 57; DR 1Threshold 24; delay damage” 

Add the following line below the Abilities line: 
Special Qualities delay damage. 


p. 283 - Bounty Hunter 

Replace the bounty hunter's skills with the 
following: Perception +14, Survival +12. Add the 
“H” superscript after Perception. 


p. 284 - Dark Side Marauder 
Remove “Tough as Nails” from the Special 
Actions line. 


Star Wars Saga Edition - Official Clarifications 


Text changes and official clarifications for various items in the Saga Edition core rulebook. Unlike the 
errata, these are not intended to be fundamental rules changes, but rather clarifications that make the 
full intent of the rules clearer for both players and Gamemasters. These changes are formatted in the 
same style as the errata in case you want to write the changes into the text, and should help make your 


game experience smoother. 


p. 27 - Gungan Weapon Famil ty 
Change the text of Weapon Familiarity to the 
following: “Gungans treat the atlatl and the cesta 
as simple weapons instead of exotic weapons.” 


p. 32 - Wookiee Weapon Fami 
Change the text of Weapon Familiarity to the 
following: “Wookiees treat bowcasters as rifles 
instead of exotic weapons.” 


p. 36 - Class Level vs. Character Level 
Sidebar 

Add the following sentence to the end of the 
sidebar: “If a talent refers to your class level but 
does not specify a class, it means the combined 
number of levels in all classes that grant access 
to that talent.” 


p. 40 - Force Persuasion Talent 
Remove the phrase “for the purposes of using 
this talent" from the talent's description. 


p. 40 - Force Intuition Talent 
Remove the phrase “for the purposes of using 
this talent” from the talent’s description. 


p. 41 - New Sidebar 
Use the following sidebar to explain talents and 
abilities that rely on the target's Dark Side Score: 


Sensing the Dark Side 


You must be aware that your target has a Dark 
Side Score of 1+ to use talents, feats, or other 
abilities that depend on your target having a Dark 
Side Score. Witnessing a target performing an 
action that would earn an increase to one’s Dark 
Side Score (such as using a Force power with 
the [dark side] descriptor) satisfies this 
requirement. Gamemasters may also waive this 
requirement when you encounter an opponent 
that you know to have a Dark Side Score due to 
previous encounters (such as having past 
experience with stormtroopers or Sith Lords) or 
for opponents taking no particular precautions to 
conceal the presence of a Dark Side Score (such 
as thugs, bounty hunters, crime lords, etc.). 


p. 41 - Lightsaber Throw Talent 

Change the first sentence of the talent to say: 
“You can throw a lightsaber as a standard action, 
treating it as a thrown weapon (without this talent, 
a thrown lightsaber is considered an improvised 
thrown weapon).” 


p. 52 - Harm’s Way Talent 
Change the phrase “affects you instead” to 
“targets you instead” 


p. 60 - Taking 10 

Replace the last sentence with the following: 
“Rorworr needs to make a Climb check to reach 
the bounty hunter, and this time he can take 10 
only because of his Wookiee ability to take 10 on 
Climb checks while under pressure.” 


p. 72-73 - Ride Skill 
After the phrase “Armor Check Penalty” add “(see 
text)” Add the following to the Special paragraph: 
“The armor check penalty applies only when 
attempting to fast mount or fast dismount.” 

Under the Use Mount as Cover section, change 
the first sentence to say, “As a reaction to an 
attack against you, you can drop down and hang 
alongside your mount...” 


p. 73 - Stealth Skill 
Change the first sentence under the Pick Pocket 
header to say, “With a successful Stealth check 
as a standard action...” 


Change the first sentence under the Sleight of 
Hand header to say, “As a standard action, you 
can palm hand-sized objects...” 


Pp. 77 - Use the Force Skill 

Add the following sentence to the end of the 
second paragraph under the Sense Force 
application of the skill: 

“You can also specify that you are attempting to 
sense only Force-users with a Dark Side Score of 
1 or higher; success reveals only those Force- 
users with dark side scores, and not any other 
Force-users.” 

Under the Sense Surrounding application of the 
skill, add the phrase “until the start of your next 
turn” to the end of the first sentence. 

Under the Telepathy application of the skill, 
change the first part of the last sentence to say, 
“Against an unwilling target, you must make a 
Use the Force check against the target's Will 
Defense or the base skill DC, whichever is 
higher;” 

Under the Move Light Object application of the 
skill, add the following sentence to the end of the 
paragraph: “Using an object as a projectile 
weapon is otherwise treated as a ranged attack 
for the purposes of talents and feats that interact 
with ranged attacks.” 
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p. 101 - Force Perception Talent 
phrase “for the purposes of using 
it” from the talent's description. 


p. 101 - Force Pilot Talent 
Remove the phrase “for the purposes of using 
this talent” from the talent’s description. 
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p. 120 - Simple Weapons 
Add the followi 


: to the end of the 


“Unarmed attacks and natural weapons are 
considered light simple weapons in which all 
characters are proficient.” 


p. 120 - Weapon Qualities 
Under Rate of Fire add the following sentence to 
‘the end of the paragraph: ‘A weapon can only be 


as rifles, not exotic weapons. Bowcasters are 
treated = ifles for the purposes of: determining 
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(such as a Destiny Point) can also negate a 
critical hit.” 


p. 144 - Free Actions and Reactions 

Add the following sentence to the end of the 
Reaction paragraph: “You may only take a single 
reaction to any one action or effect. A reaction is 
always resolved after the action that triggered it, 
though some reactions (such as the negate 
energy Force power, or the Block and Deflect 
talents) can affect the outcomes of the action that 
triggers a reaction.” 


p. 153 - Draw or Holster a Weapon 

Add the following sentence to the end of the first 
sentence under this header: “If you are proficient 
in a weapon's use, drawing the weapon always 
includes any action necessary to activate the 
weapon (thus, a lightsaber can be drawn and 
activated as a single move action if you are 
proficient in the weapon).” 


p. 156 - Provoking an Attack of Opportunity 
Add the following sentence to the end of the 
Moving Out of a Threatened Square 
description: “Involuntary movement, such as 
being the target of a Bantha Rush or the move 
object Force power, never provokes an attack of 
opportunity.” 


p. 162 - Ready 

Replace the first paragraph under Ready with the 
following text: “Readying lets you prepare to take 
an action later, after your turn is over but before 
your next turn has begun. You can ready as a 
standard action. To do so, specify the standard, 
swift, or move action you will take and the 
circumstances under which you will take it. Then, 
any time before your next turn, you may take the 
readied action as a reaction in response to those 
circumstances (assuming they occur).” 


p. 168 - Vehicle Weapon Damage 

Replace the vehicle weapon damage formula 
with the following: 

(Weapon Damage + % heroic level + 
miscellaneous modifiers) x damage multiplier 


p. 186 - Systems and Accessories 
Add the following sentence before the last 
sentence of the second paragraph: “As with 


standard droid models, your starting locomotion, 
appendages, and accessories do not count 
against your carrying capacity.” 


p. 188 - Droid Traits 

Add the following sentence to the end of the first 
paragraph under Nonliving: 

“Droids do not gain an ability bonus to 
Constitution-based skill checks and may not take 
feats or talents with a Constitution prerequisite.” 


p. 192 - Reprogramming 

Add the following sentence before the last 
sentence of the second paragraph: “A droid can 
only have talents he is eligible for based on his 
classes; thus, a droid with 5 levels in the soldier 
class could only be reprogrammed with 3 talents 
that can be taken by soldiers (soldier levels 1, 3, 
and 5). A droid with 5 levels of soldier and 3 
levels of scoundrel could be reprogrammed with 3 
soldier talents and 2 scoundrel talents.” 


p. 214 - Force Treatment Talent 
Remove the phrase “for the purposes of using 
this talent” from the talent’s description. 


Pp. 223-224 - Force Deception Talent 
Remove the phrase “for the purposes of using 
this talent” from the talent’s description. 


p. 247 - Building an Encounter 

In the second paragraph, remove everything 
following the first sentence. Under Combining 
Different CLs, add the following sentence at the 
end of the first sentence: “The combined CL for 
the encounter is either this result or the highest 
single CL + 2, whichever is more." Add the 
following sentence to the end of the paragraph: 
“Most encounters should not include a single 
enemy whose CL is more than 3 levels higher 
than the average party level.” 


Remove other encounter building errata. 


p. 285 - Yuuzhan Vong Species Traits 
Change the Weapon Familiarity line to say the 
following: 

Weapon Familiarity: Yuuzhan Vong treat the 
amphistaff as a simple weapon instead of an 
exotic weapon. 
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This document contains official and unofficial errata for every star 
block in the Star Wars Saga Edition Core Rulebook. Every stat block 
from that book has been scoured and all of the errors revealed. 

All text written in red indicates a change that was made to the 
stat block where | had to decide what to add or remove. The changes 
are necessary, but the actual Dark Side Marauder (page284) has a 
talent that he cannot use (he can't have Weapon Specialization 
because he doesn't have the Weapon Focus feat). Thus he needs a 
new talent. You can obviously choose any talent you wish, so long as 
he meets the prerequisites, but | also included an option. For the 
Dark Side Marauder, | chose the talent Devastating Attack. When 
choosing which particular character options | had to add or remove | 
kept in mind the rest of the stat block, trying to keep it looking the 
same as best as | could. For the Dark Side Marauder, | wouldn't have 
chosen, for example, Expert Grappler as that would then change 
other aspects of his stat block (his grapple modifier). Therefore | 
chose to add and remove things that would have as little a tangible 
effect as possible. Sometimes however, such things were 
unavoidable. As such, whenever | made a change that affected other 
parts of the stat block that were not originally incorrect, | also 
displayed that text in red. Just remember that anything you see in 
red in this document can be changed to your liking. 
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The Attack Options and Special Actions lines were not updated to 
reflect added or subtracted feats, talents, etc. They are only listed if 
there was an error in the book, in which case the errata will inform 
you to remove it. 
Some of the stat block's CLs should change. | based this on the 
following rules: 
> Nonheroics gain 1 CL on their 3rd level and every 3rd level 
thereafter. Therefore, level 1 or 2 nonheroic characters are 
CLO. 
> Creatures’ CLs are based on their beast level minus 1. 
> Also included in this section are a few updates to certain 
stat blocks utilizing the various new options from newer 
supplements. There aren't many however because this is a 
core rulebook, and should be completely stand-alone. 
Therefore these are entirely optional. 


If you find errors from the Star Wars Saga Edition Core Rulebook 
| didn't account for, or find an error among my work, do not hesitate 
to e-mail me at paulklein22@gmail.com. | plan on updating this 
document until it seems it is no longer necessary. 


DROIDS 


P.197 - 2-1B MEDICAL 
DROID 
Grp: +1 (not +0) 


Feats: Remove Skill Training (Use Computer) 
Skills: Perception is not a trained skill 


P.198 - R2 ASTROMECH 
DROID 


Senses: Perception +8 (not +3) 
Defenses: Fort 9 (not 8) 

Grp: -2 (not -4) 

Threshold: 9 (not 8) 

Skills: Perception +8 (not +3) 


P.198 - 3PO PROTOCOL 
DROID 


Abilities Int 13 (not 12 ) and Cha 14 (not 15) 


P.199 - BI! SERIES BATTLE 
DROID 


Defenses: Will 10 (not 11) 
Systems: Replace "remote processor" with “remote receiver" 


P.199 - B2 SERIES SUPER 
BATTLE DROID 
Ranged: Replace “Rapid Fire” with “Rapid Shot" 


Atk Options: Replace "Rapid Fire" with "Rapid Shot" 
Atk Options: Aid another +5 (not +4) 


P. Z00 - DROIDEKA 
DESTROYER DROID 


Defenses: Will 12 (not 10) 

Ranged: laser cannon +12 (not +11) or 

Ranged: laser cannon +10 (not +9) with Rapid Shot or 

Ranged: laser cannon +7 (not +6) with Burst Fire or 

Ranged: Add laser cannon +10/+10 (3d8) or 

Ranged: Add laser cannon +8 (4d8)/+8 (4d8) with Rapid Shot or 
Ranged: Add laser cannon +5 (5d8)/+5 (5d8) with Burst Fire 
Feats: Remove Point Blank Shot and Weapon Proficiency (simple) 
Skills: Stealth +3 (not -3) 


P. Z00 - DWARF SPIDER 
DROID 


Senses: Perception +17 (not +12) 

Ranged: Blaster cannon 3d12 (not 6d8) 

Feats: Remove Weapon Proficiency (simple) 

Skills: Climb +10 (not +6) and is not a trained skill, Perception +17 
(not +12) and Stealth -2 (not -6) 


P. 201 - CRAB DROID 


Threshold: 22 (not 42) 
Melee: Claw +8* (not +16*) 
“Includes 8 points of Power Attack 
Feats: Remove Powerful Charge 
Skills: Climb +13 (not +8) and is not a trained skill and Stealth +0 
(not -6) 


Pp. 201 - 1G-100 SERIES 
MAGNAGUARD 


Defenses: Ref 18 (not 17) and flat-footed 17 (not 16) 
Defenses: Fort 19 (not 17) 

Threshold: 19 (not 17) 

Melee: Electrostaff 2d6+6 (not 2d8+6) 

Feats: Replace "Melee Defenses" with "Melee Defense" 


P. 202 - VIPER SERIES 
PROBE DROID 


Defenses: Ref 16 (not 14) and flat-footed 15 (not 13) 
Defenses: Fort 16 (not 14) 

Threshold: 21 (not 19) 

Skills: Add Knowledge (Galactic Lore) +6 

Skills: Remove Use Computer 


MAIN AND 
SUPPORTING 
CHARACTERS 


P. 261 - DARTH VADER 


Senses: Perception +16 (not +11) 

Defenses: Ref 40 (not 39) and flat-footed 37 (not 36) 
Defenses: Fort 37 (not 36) — Defenses: Will 34 (not 33) 
Threshold: 37 (not 36) 

Melee: Increase all attacks by 1 

Ranged: by weapon +21 (not +20) 

Base Atk: +18 (not +17) Grp: +21 (not +20) 
Feats: Missing 1 feat 

Skills: Add Jump +17 and Perception +16 

Skills: Pilot +21 (not +17) 


P. 262 - OBI-WAN KENOBI 


Force Techniques: Remove 1 Force Point Recovery 
Skills: Add Pilot +15 


P. 263 - SENATOR PADME 
AMIDALA 


Talents: Add Inspire Confidence 
Talents: Remove "Wanted Alive" 
Skills: Missing 1 skill 


P. 263 - LUKE SKYWALKER 


Defenses: Ref 28 (not 26) and flat-footed 25 (not 23) 
Melee: Lightsaber +9/+9 (not +9/+10) with Double Attack 
Ranged: blaster pistol 3d6+5 (3d6) 

Feats: Add Weapon Proficiency (heavy) 

Feats: Remove Melee Defense 

Skills: Missing 1 skill 


P. 264 - LEIA ORGANA 


Senses: Perception +17 (not +18) 

Ranged: sporting blaster pistol +11 and 3d4+7 (not +10 and 
3d4+5) or 

Ranged: sporting blaster pistol +6/+6 and 3d4+7 (not +5/+5 and 
3d4+5) with Double Attack 

Talents: Add Distant Command 

Talents: Remove Rally 

Feats: Double Attack should apply to pistols. 

Skills: Add Knowledge (social sciences) +12 


P. 265 - HAN SOLO 


Defenses: Will 25 (not 24) 

Ranged: heavy blaster pistol +12 and 3d8+9 (not +14 and 3d8+6) 
or 

Ranged: heavy blaster pistol 4d8+9 (not 4d8+6) with Rapid Shot 

Skills: Add Persuasion +13 


P. 266 - CHEWBACCA 


Init: +11 (not +6) 

Defenses: Fort 26 (not 27) 

Threshold: 26 (not 27) 

Feats: Add Shake It Off 

Feats: Remove Extra Rage 

Skills: Add Initiative +11 

Skills: Climb +9 (not +5), Endurance +15 (not +10), Mechanics +11 
(not +10), Persuasion +10 (not +5), Pilot +11 (not +10), Use 
Computer +11 (not +10) 


P. 267 - LANDO 
CALRISSIAN 


Feats: Double Attack should apply to pistols. 
Skills: Add Knowledge (bureaucracy) +11 


P. 267 - R2-D2 


Init: +7 (not +3) Senses: Perception +9 (not +6) 


Melee: electroshock probe +9 (not +10) 
Ranged: by weapon +8 (not +14) 
Skills: Use Computer +17 (not +15) 


Pp. 267 - C-3PO0O 


Init: +2 (not -1) Senses: Perception +9 (not +0) 
Abilities: Int 13 (not 12), Wis 13 (not 12) and Cha 15 (not 16) 
Skills: Deception +10 (not +11) and Persuasion +15 (not +16) 


P. 268 - YODA 


Languages: Shyriiwook is understand only 

Melee: lightsaber +19/+19/+19 (not +29/+29/+29) with Triple 
Attack 

Grp: +18 (not +14) 

Force Techniques: Add Force Power Mastery (rebuke) 

Force Techniques: Remove 1 Force Point Recovery 

Feats: Double Attack should apply to lightsabers. 


P. 268 - EMPEROR 
PALPATINE 


Init: +17 (not +16) 
Skills: Initiative +17 (not +16) 


P. 270 - BOBA FETT 


Species: Human 

Defenses: Ref 36 (not 34) and flat-footed 33 (not 32) 
Feats: Missing 1 feat 

Skills: Missing 1 skill 

Skills: Stealth +16 (not +11) 


P. 271 - GENERAL 
GRIEVOUS 


Defenses: Ref 35 (not 30) and flat-footed 31 (not 27) 

Melee: lightsaber +22 (not +21) or 

Melee: lightsaber +20/+20 (not +19/+19) or 

Melee: lightsaber +15/+15/+15 (not +14/+14/+14) with Double 
Attack or 

Melee: lightsaber +10/+10/+10/+10 (not +11/+11/+11/+11) with 
Triple Attack 

Ranged: heavy blaster pistol +18 (not +17) 

Base Atk: +14 (not +13) Grp: +20 (not +19) 

Talents: Add Field Tactics 

Talents: Remove Outmaneuver 

Feats: Remove Weapon Focus (simple) 

Skills: Add Pilot +16 


CREATURES 


P. 275 - DEWBACK 
Defenses: Ref 11 (not 12) and flat-footed 11 (not 12) 
P. 276 - RANCOR 
Threshold: 26 (not 36) 

P. 276 - REEK 


CL: 7 (not 8) 
Skills: Endurance +19 (not +20) 


P. 277 - TAUNTAUN 
Defenses: Ref 12 (not 13) and flat-footed 11 (not 12) 
P. 277 - WAMPA 


Senses: Perception +4 (not +2) 
Defenses: Ref 14 (not 15) and flat-footed 14 (not 15) 
Skills: Stealth +2 (not +7) 


CHARACTER 
ARCHETYPES 


P. 279 - SCOUT TROOPER 


Ranged: frag grenade +5 
Grp: +5 (not +4) 


P. 280 - IMPERIAL OFFICER 


Defenses: Will 19 (not 18) 
Abilities: Int 13 (not 12) 


P. 281 - CLONE TROOPER 


Senses: Perception +9 (not +4) 
Ranged: blaster rifle 3d8 (not 3d8+3) 
Feats: Add Coordinated Attack 
Skills: Perception +9 (not +4) 


P. 282 - ARC TROOPER 


Defenses: Ref 23 (not 21) and flat-footed 21 (not 20) 

Melee: unarmed 1d6+5 (not 1d4+5) 

Ranged: heavy repeating blaster +11 and 5d10+3 (not +10 and 
5d10+5) with Burst Fire or 

Ranged: heavy repeating blaster +11 and 3d10+3 (not +10 and 
3d10+5) with autofire 

Ranged: missile launcher +13 and 6d6+3 (not +12 and 6d6+5) 

Talents: Add Greater Weapon Focus (heavy) 

Talents: Remove Weapon Specialization (heavy) 

Skills: Stealth +12 (not +10) 


P. 283 - BOUNTY HUNTER 


Init: +8 (not +13) 

Defenses: Ref 24 (not 23) 

Ranged: stun grenade +11 (not +9) 

Skills: Remove Initiative and Endurance 

Skills: Add the "H" superscript after Perception. 


P. 283 - CRIME LORD 


Ranged: heavy blaster pistol +2/+2 (not +5/+5) 
Feats: Add Precise Shot 

Feats: Remove Dual Weapon Mastery II 

Feats: “Minion” should be “Attract Minion” 


P. 284 - DARK SIDE 
MARAUDER 


Melee: vibro-ax 2d10+8 (not 2d10+10) or 

Melee: vibro-ax 3d10+8 (not 3d10+10) with Mighty Swing 

Special Actions: Remove Tough as Nails 

Talents: Add Devastating Attack (advanced melee weapons) 
Talents: Remove Weapon Specialization (advanced melee weapons) 
Feats: “Force Sensitivity" should be “Force Sensitive” 


P. 284 - THUG 


CL: 0 (not 1) 
Feats: Add Power Attack 
Feats: Remove Cleave 
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EN 


Ultimately, the best way to start a campaign for the new Saga Edition of 
the Star Wars Roleplaying Game is by generating new characters. 
However, many players will want to transfer characters from the 
previous version of the rules outlined in the Revised Core Rulebook. 
These guidelines are designed to help you convert characters, equipment, 
and other mechanics from the previous version into the new rules. 

Throughout the process, remember that conversion from one game 
system to another is by definition an inexact science. Though the 
guidelines provide a foundation for conversion, they can't be exhaustive, 
nor are they perfect. You'll see a lot of vague references to 
approximation, estimates, and "starting points." You and your 
Gamemaster should work together to ensure that the spirit of your 
character is preserved during the process, even if the numbers don't 
always add up the same. 


THE Basics 


There have been a few simple changes to basic mechanics that apply to 
virtually every character in the game. 

Hit Points: For heroic characters, hit points are equal to vitality 
points, but add twice your maximum vitality points from your class at 
Ist level to your total. For example, a soldier 5/noble 3 would add 20 hit 
points to his total; his class at first level has d10 vitality, and twice the 
maximum (10 vitality points) yields +20 hit points. 

For nonheroic characters, hit points are 1d4 + Con modifier per level 
(an average of 2.5 hit points + Con modifier per level, rounded down). 

Defenses: Your Reflex, Fortitude, and Will Defense scores are 
calculated with a new method. Each defense score has a value of 10 + 
heroic level (or armor bonus, if any) + relevant ability modifier + best 
class defense bonus + size modifier (if any). See the Saga Edition 
rulebook, page 36, for a list of class defense bonuses, and see each 
prestige class description for their individual class defense bonuses. 

Damage Threshold: Your damage threshold is equal to your Fortitude 
Defense unless you are greater than Medium size (see Creatures, page 15 
of this document) or you have a talent, feat, or class feature that 
increases it. 


SPECIES 


For the most part, species from the previous rules are playable in the 
new rules. The primary changes you'll need to make are outlined below. 
‘As always, compare the new species to existing species in the Saga 
Edition rulebook to see if your conversion is significantly better or worse 
than those species, making adjustments as you see fit. Species that 
originally appeared in the Revised Core Rulebook but not in the Saga 
Edition rulebook are outlined in Table 1: Species. For others, follow the 
guidelines below. 

Speed: Your new speed (in 1.5-meter squares) is determined by your 
old speed (in meters), as shown in the chart below. 


OLD SPEED NEW SPEED 
18-20 meters 10 squares 
14-16 meters 8 squares 
10-12 meters 6 squares 
6-8 meters 4 squares 
4 meters 2 squares 
2 meters 1 square 


TABLE 1: SPECIES 


SPECIES SPECIES TRAITS 

Geonosian +2 Str, -2 Int, -2 Wis, -2 Cha; speed 6 sq., fly 8 sq.; +1 natural armor; +2 species bonus to Fortitude Defense vs. radiation; 
low-light vision; bonus feat: Weapon Proficiency (advanced melee weapons); conditional bonus feat: Skill Focus (Mechanics) 
if trained in Mechanics; languages: Geonosian. 

Jawa +2 Dex, -2 Str, -2 Cha; Small (+1 Reflex Defense, +5 Stealth); speed 4 sq.; may take 10 on Survival checks in desert terrain, 
reroll Mechanics checks when repairing an object, vehicle, or droid; darkvision; languages: Jawa and Jawa Trade Language. 

Kaminoan speed 6 sq.; may take 10 on Survival checks in aquatic terrain, reroll Treat Injury and Knowledge (life 

nguages: Kaminoan and Basic. 
Noghri +2 Dex, ~4 Cha; Small (+1 Reflex Defense, +5 Stealth); speed 6 sq.; scent; primitive; bonus feat: Martial Arts |; reroll Initiative 


checks; languages: Honoghran. 
Tusken Raider 


If you have an additional movement type (for example, a climb speed or 
a swim speed), convert the speed to squares as described above. Any 
species with a climb speed can reroll Climb checks or take 10 even under 
stress, and any species with a swim speed can reroll Swim checks or take 
10 even under stress. 

Skills: If the species gains a skill bonus of some sort, replace it with 
one of the options outlined below; of these, the “reroll” option is by far 
the most common. Generally, a species shouldn't have special rules for 
more than two skills. 

Reroll: You may reroll a skill check for a given skill, but you must 
keep the second result. If the species’ bonus in the previous rules only 
applied to part of a skill (for example, Intimidation is now just a part of 
Persuasion), limit the reroll to a single use of that skill (for example, you 
can reroll only when using Persuasion to intimidate). This is best used for 
a species that is naturally good—or, rather, naturally unlikely to fail— 
with a given skill, whether trained or not. 

Conditional Bonus Feat: You gain Skill Focus (skill) if you are trained 
in that skill. This is best for skills where the species is best known for 
producing highly skilled experts or professionals in a given field. For 
example, Bothans make exceptionally good spies, but they spend a lot of 
time training to achieve that distinction. In addition, this may be used as 
a way to further enhance a species’ natural aptitude with a skill that 
already gets a reroll. For example, Cereans get a reroll and a conditional 
bonus feat for Initiative. 

Take 10 Under Stress: You may take 10 at any time with the skill. 
This is usually reserved for Swim and Climb checks when the species has 
a swim or climb speed, respectively. 

Other Abilities: Most other abilities should have a clear analog. For 
example, a species that used to gain Iron Will as a bonus feat should 
instead get a +2 species bonus to its Will Defense. Similarly, a species 
with Toughness as a bonus feat should gain either Toughness (if you 
want them to last a bit longer in a fight) or Improved Damage Threshold 
(if you want them to be hard to hurt or kill). Low-light vision and 
darkvision are kept intact, but make sure you use the versions shown in 
Chapter 2: Species. 


DrRoIDS 
Droids are the one aspect of the new rules that are best converted by 
starting from scratch. Unlike the previous rules, Saga Edition presents a 
comprehensive system for designing and building new droids, so 
retaining the balance in the new rules can be tricky. Still, if you want to 
convert a droid and keep it as close as possible to the previous version, 
follow the steps outlined below. 

Abilities: For unique, heroic droids (such as one created specifically 
for a player character), no adjustment is necessary. For mass-produced 


+2 Con, -2 Int, -2 Wis; speed 6 sq.; reroll Stealth and Survival checks; languages: Tusken. 


models of droids, determine the droid's natural ability scores by 
subtracting the size modifiers by degree and size (Saga Edition rulebook, 
pages 186-187); discard the droid’s original Constitution score, since it 
is not used in the new rules. Replace these ability scores with 13, 12, 11, 
10, and 9, from highest to lowest (or 15, 14, 13, 12, and 10 if the droid's 
first level is in a heroic class). If two ability scores have the same value, 
you may put the higher score in whichever one you wish. Finally, add the 
degree and size modifiers back into the ability scores to determine their 
final value. 

Hit Points and Damage Threshold: If the droid is Large or greater 
size, make sure you add the appropriate adjustment to the droid’s hit 
points and damage threshold (see Table 11-2, Saga Edition rulebook, 
page 187). 

Speed: Determine the droid's speed as shown for species (see above), 
up to the maximum listed for the droid’s locomotion system and size 
(see Table 11-3, Saga Edition rulebook, page 188). 

Unarmed Damage: Replace the droid's unarmed damage with the 
appropriate amount for its size and appendages (see Table 11-4, Saga 
Edition rulebook, page 190). 

Other Systems and Accessories: Most other systems and accessories 
should have a clear equivalent in the new rules. When in doubt, compare 
to a droid that has game statistics in both systems (such as an R2 
astromech, a 3PO protocol, or a B1 battle droid). 


CLASSES AND 
PRESTIGE CLASSES 


Classes and prestige classes are substantially changed from their 
previous versions (see Table 2: Classes and Prestige Classes, and Table 3: 
Class Features). Instead of having predetermined class features that are 
granted at particular levels, classes and prestige classes in Saga Edition 
have “talents” that can potentially be selected in any order. This 
maximizes the degree of customization possible in the new rules, but it 
makes converting an old character somewhat tricky. 

Keep in mind that some classes have been merged with others, and 
each class is meant to be very flexible in its scope. Don't get caught up 
on the name of a class; instead, focus on its functionality and role. For 
example, an officer, business executive, or professor might all be 
members of the noble class despite having no aristocratic background. 
They are logical members of that class because of their leadership skills 
and education. 


TABLE 2: CLASSES AND PRESTIGE CLASSES 


OLD CLASS NEW CLASS OR PRESTIGE CLASS 
Force adept Scout" and Force adept 
Fringer Scout 


Jedi consular Jedi and Jedi Knight 


Jedi guardian Jedi and Jedi Knight 


Noble Noble 
Scoundrel Scoundrel 
Scout Scout 
Soldier Soldier 
Tech specialist Scoundrel 


OLD PRESTIGE CLASS 
Bounty hunter 
Crime lord 


Bounty hunter 
Crime lord 
Dark side devotee 
Dark side marauder 
Elite trooper 


Force adept 
Force adept 
Elite trooper 


Jedi ace Ace pilot 
Jedi investigator Jedi and bounty hunter 
Jedi master Jedi Master 

Officer Officer 

Sith acolyte Sith apprentice 

Sith Lord Sith Lord 

Sith warrior Sith apprentice 
Starship ace Ace pilot 

OLD PROFESSIONAL CLASS NEW CLASS 

Diplomat Nonheroic 

Expert Nonheroic 

Thug Nonheroic 


NEW CLASS OR PRESTIGE CLASS 


* The Force adept concept can be played with any class, but those that come from isolated worlds (the default for Force adepts in the Revised Core 


Rulebook) are most often scouts. 
** Many scoundrels are also well adapted to the gunslinger prestige class. 


OTHER PRESTIGE CLASSES 
To convert other prestige classes to the Saga Edition rules, use existing 
prestige classes as a starting point for a comparison. A few specific 
suggestions are outlined below. 

Requirements: Convert skill rank requirements to skill training in the 
equivalent skill, and add a "Minimum Character Level" requirement equal 
to (required skill ranks) - 3. For other requirements, look for an 
equivalent talent, feat, or class feature. 

Hit Points: Prestige classes should grant the same number of hit 
points at each level as their old versions granted in vitality points. 

Starting Feats: Prestige classes should not have starting feats in the 
new rules. 

Defense Bonuses: To figure out a prestige class's class defense 
bonuses, look at the previous progression of Fortitude, Reflex, and Will 
saving throws to determine if they are "high" (starting at +2), "medium" 
(starting at +1), or "low" ( starting at +0). Generally, a high bonus should 
be +4 in the new rules, a medium bonus should be +2, and a low bonus 
should be +0. For example, a prestige class with a good Fortitude save 
and a medium Reflex save should have class defense bonuses of +4 
Fortitude Defense and +2 Reflex Defense. 


The total of all class defense bonuses should be +6 for most prestige 
classes. If you went over this amount, reduce class defense bonuses 
(starting with the lowest) until you reach the right amount. For example, 
if a class had two high and one medium saving throw, this would be +4, 
+4, and +2—four points too many. Reducing the lowest class bonus first, 
we're left with +4 and +4 in the highest two—still two points too many. 
Removing points from them equally yields +3 and +3—a total of six 
points. 

Class Features: Most class features can be left intact or used with 
slight adjustments. Note that the new rules generally avoid giving a 
bonus to skill checks. Instead, consider abilities that reduce penalties, 
allow rerolls, or allow the character to take 10 even under stress. As 
always, look for an existing talent or class feature in the Saga Edition 
rules that is close to the previous class feature. 


TABLE 3: CLASS FEATURES 


OLD CLASS FEATURE NEW MECHANIC 
Fringer 
Barter Barter (talent: scout) 
Bonus class skill Skill Training (feat) 
Bonus feat Bonus feat (scout) 
Jury-rig Jury-Rigger (talent: scout) 
Survival Fringe Savant (talent: scout) 
Force adept 
Bonus feats Bonus feat (scout) 
Comprehend speech nla 
Force secret Force Secret (feature: Force disciple) 
Force talisman Force Talisman (talent: Force adept) 
Force training Force Training (feat) 
Force weapon Attune Weapon (talent: Force adept), Empower Weapon (talent: Force adept) 
Skill emphasis Skill Focus (feat) 
Jedi consular 
Block Negate energy (Force power) or rebuke (Force power) 
Bonus feats Bonus feat (Jedi) 
Deflect (attack) Redirect Shot (talent: Jedi) 
Deflect (defense) Deflect (talent: Jedi) 
Deflect (extend defense and attack) Draw Fire (talent: soldier) 
Force training Force Training (feat) 
Healing Force Treatment (talent: Force adept) 
Increase lightsaber damage nla 
Jedi Knight Bonus feat (Jedi) 
Skill Emphasis Skill Focus (feat) 
Jedi guardian 
Block Negate energy (Force power) or rebuke (Force power) 
Bonus feats Bonus feat (Jedi) 
Deflect (attack) Redirect Shot (talent: Jedi) 
Deflect (defense) Deflect (talent: Jedi) 
Deflect (extend defense and attack) Draw Fire (talent: soldier) 
Force training Force Training (feat) 
Increase lightsaber damage nla 
Jedi Knight Bonus feat (Jedi) w 
Noble : 
Bonus class skill Skill Training (feat) Gi 
Bonus feats Bonus feat (noble) 
Coordinate Coordinate (talent: noble) fal) 
Favor Connections (talent: noble) = 
Inspire confidence Inspire Confidence (talent: noble) | 
Inspire greatness Ignite Fervor (talent: noble) : 
Resource access Wealth (talent: noble) Ww 
Scoundrel a 
Bonus feats Bonus feat (scoundrel) 
INlicit barter nla 
Lucky Knack (talent: scoundrel) or Lucky Shot (talent: scoundrel) 
Precise attack Sneak Attack (talent: scoundrel) 


Skill Emphasis Skill Focus (feat) 


TABLE 3: CLass 


OLD CLASS FEATURE 
Scout 
Bonus feats 
Evasion 
Extreme effort 
Heart 
Skill mastery 
Trailblazing 
Uncanny dodge 
Soldier 
Bonus feats 
Tech specialist 
Expert 
Instant mastery 
Research 
Skill Emphasis 
Tech specialty 


OLD PRESTIGE CLASS FEATURE 
Bounty hunter 
Sneak attack 
Target bonus 
Crime lord 
Contact 
Exceptional minions 
Inspire fear 
Minions 
Resource access 
Dark side devotee 
Dark side Skill Emphasis 
Dark side talisman 
Force training 
Force weapon 
Dark side marauder 
Bonus feats 
Force training 
Flite trooper 
Deadly strike 
Uncanny dodge 
Weapon Focus 
Weapon specialization 
Jedi ace 
Familiarity 
Jedi Knight 
Starfighter defense 
Starfighter evasion 
Starship focus 
Trust the Force 


FEATURES (CONT.) 


NEW MECHANIC 


Bonus feat (scout) 

Evasion (talent: scout) 
Extreme Effort (talent: scout) 
nla 


Acute Senses (talent: scout), Improved Initiative (talent: scout), or Improved Stealth (talent: scout) 


Long Stride (talent: scout) or Surefooted (talent: scout) 
Uncanny Dodge I/II (talent: scout) 


Bonus feat (soldier) 


Skill Focus (feat) 

Skill Training (feat) 
Trace (talent: scoundrel) 
Skill Focus (feat) 


Tech Specialist (feat)*, Fast Repairs (talent: scoundrel)*, Hot Wire (talent: scoundrel)", Quick Fix (talent: 
scoundrel)’, Personalized Modifications (talent: scoundrel)", Gimmick (talent: scoundrel), Master Slicer 


(talent: scoundrel), Demolitionist (talent: soldier) 
NEW MECHANIC 


Sneak Attack (talent: scoundrel) 
Familiar Foe (feature: bounty hunter) 


Connections (talent: noble) 

Attract Minion (talent: crime lord) 
Inspire Fear I/II/II (talent: crime lord) 
Attract Minion (talent: crime lord) 
Wealth (talent: noble) 


Embrace the Dark Side (talent: Force adept) 

Force Talisman (talent: Force adept) 

Force Training (feat) 

Attune Weapon (talent: Force adept) and Empower weapon (talent: Force adept) 


Bonus feat (soldier) 
Force Training (feat) 


Devastating Attack (talent: soldier) and Greater Devastating Attack (talent: elite trooper) 
Uncanny Dodge I/II (talent: scout) 

Weapon Focus (feat) 

Weapon Specialization (talent: soldier) 


Expert Gunner (talent: ace pilot) 

Bonus feat (Jedi) 

Vehicle Dodge (feature: ace pilot) 

Vehicular Evasion (talent: ace pilot) 

Force Pilot (talent: Force) 

Hyperdriven (talent: scoundrel) or stellar warrior (talent: scoundrel) 


OLD PRESTIGE CLASS FEATURE NEW MECHANIC 


Bonus feat Bonus feat (Jedi) 


Deflect (attack) Redirect Shot (talent: Jedi) 


Favor Connections (talent: noble) 


Profile Nowhere to Hide (talent: bounty hunter) 


Jedi Master 


Deflect (attack) Redirect Shot (talent: Jedi) 


Force secret Force Secret (feature: Jedi Master) 
Officer 


Improved tactics Tactical Edge (talent: officer) 


Requisition supplies Connections (talent: noble) 


Uncanny survival Shift Defense |/II/III (talent: officer) 


Familiarity Expert Gunner (talent: ace pilot) 


Starship defense Vehicle Dodge (feature: ace pilot) 


JOU 
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* See Saga Edition Web Enhancement 1, “The Tech Specialist," on Wizards of the Coast's Star Wars Web site. 
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SKILLS FEATS 


Skills have changed substantially in that there are no longer skill ranks, In most cases, feats haven't changed too much, but feats that provide a 
and most skills have been combined into new skills. To convert your bonus to skill checks are an exception. Most of these feats are best 
character's skills, look at the number of ranks in each skill. If you have a realized with the Skill Focus feat. Use Table 5: Feats to determine the 
number of ranks equal to at least half your character level, you should equivalent mechanic for all of your character's feats in the old rules. 
probably be trained in the equivalent skill (or possess the talent, feat, or 
other mechanic) shown on Table 4: Skills. 

If you run out of trained skills (determined by your starting class), 


NOIL, 


NOUAANG: 


@ 


skills best fit your character's background and personality. 


TABLE 4: SKILLS 


OLD SKILL NEW MECHANIC 
Appraise Knowledge (technology) (skill) 
Astrogate Use Computer (skill) 
Balance Acrobatics (skill) 
Bluff Deception (skill) 
Climb Climb (skill) 
Computer Use Use Computer (skill) 
Craft Mechanics (skill) or Knowledge (technology) (skill) 
Demolitions Mechanics (skill) and Demolitionist (talent: soldier) 
Diplomacy Persuasion (skill) 
Disable Device Mechanics (skill) 
Disguise Deception (skill) 
Entertain Persuasion (skill) 
Escape Artist Acrobatics (skill) 
Forgery Deception (skill) 
Gamble Gambler (talent: scout) 
fal Gather Information Gather Information (skill) 
Handle Animal Persuasion (skill) or Knowledge (life sciences) (skill) 
Hide Stealth (skill) 
Intimidate Persuasion (skill) 
Jump Jump (skill) 
| Knowledge (alien species) Knowledge (life sciences) (skill) or Knowledge (social sciences) (skill) 
i Knowledge (archaeology) Knowledge (galactic lore) (skill) or Knowledge (social sciences) (skill) 
Knowledge (architecture) Knowledge (technology) (skill) 
Knowledge (astronomy) Knowledge (physical sciences) (skill) 
Knowledge (biology) Knowledge (life sciences) (skill) 
Knowledge (bureaucracy) Knowledge (bureaucracy) (skill) 
Knowledge (business) Knowledge (bureaucracy) (skill) 
Knowledge (chemistry) Knowledge (physical sciences) (skill) 
Knowledge (engineering) Knowledge (technology) (skill) 
Knowledge (forensics) Knowledge (physical sciences) (skill) 
Knowledge (genetics) Knowledge (life sciences) (skill) 
Knowledge (geography) Knowledge (galactic lore) (skill) 
Knowledge (history) Knowledge (galactic lore) (skill) 
Knowledge (Jedi lore) Knowledge (galactic lore) (skill) 
Knowledge (medicine) Knowledge (life sciences) (skill) 
Knowledge (physics) Knowledge (physical sciences) (skill) 
Z Knowledge (politics) Knowledge (social sciences) (skill) or Knowledge (bureaucracy) (skill) 
q Knowledge (streetwise) Knowledge (bureaucracy) (skill) or Knowledge (social sciences) (skill) 
is Knowledge (tactics) Knowledge (tactics) (skill) 
& Knowledge (technology) Knowledge (technology) (skill) 
E Knowledge (wilderness lore) Knowledge (life sciences) (skill) and/or Survival (skill) 
& Knowledge (world lore) Knowledge (galactic lore) 
f Listen Perception (skill) 
Move Silently Stealth (skill) 
Pilot Pilot (skill) 
Profession nla 
Read/Write Language Linguist (feat) 


Repair Mechanics (skill) 
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NEW MECHANIC 
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Perception (skill) 


Sleight of Hand Deception (skill) 


yw 


pot Perception (skill) 
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‘Swim (skill) 
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Acrobatics (skill) 
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Mind trick (Force power) 


Drain Energy 


= 
ra 


Enhance Ability 


a 
ra 


Farseeing Farseeing (Force power) 


Force Defense Rebuke (Force power) 


Force Lightning Force lightning (Force power) 


Force Strike Force slam (Force power) and/or Force thrust (Force power) 


Heal Another Vital transfer (Force power) 


Mlusion nla 


See Force Use the Force (skill) 


NOILIGE vavs 
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TABLE S: FEATS 


OLD FEAT NEW MECHANIC 
Acrobatic Skill Focus (Acrobatics) (feat) 
Advanced Martial Arts Martial Arts Ill (feat) 
Alertness Skill Focus (Perception) (feat) 
Ambidexterity Dual Weapon Mastery | (feat) 
‘Armor Proficiency (heavy) Armor Proficiency (heavy) 
Armor Proficiency (light) Armor Proficiency (light) 
Armor Proficiency (medium) Armor Proficiency (medium) 
Armor Proficiency (powered) nla 
Athletic Skill Focus (Climb) and/or Skill Focus Jump) 
Blind-Fight Keen Shot (talent: scout) 
Cautious Skill Focus (Mechanics) (feat) 
Cleave Cleave (feat) 
Combat Expertise Melee Defense (feat) 
Combat Reflexes Combat Reflexes (feat) 

@ Defensive Martial Arts nfa 
Dodge Dodge (feat) 
Endurance Endurance (skill) 
Exotic Weapon Proficiency Exotic Weapon Proficiency (weapon) (feat) or Weapon Proficiency (lightsabers) (feat) 
Fame nla 

| Far Shot Far Shot (feat) 

i Force-Sensitive Force Sensitivity (Feat) 
Frightful Presence na 
Gearhead Skill Focus (Mechanics) (feat) 
Great Cleave Great Cleave (feat) 
Great Fortitude Improved Defenses (feat) 
Headstrong nia 
Heroic Surge nla 
Improved Bantha Rush Bantha Rush (feat) 
Improved Critical Triple Crit (feat) 
Improved Disarm Improved Disarm (Feat) 
Improved Initiative Initiative (skill) 
Improved Martial Arts Martial Arts II (feat) 
Improved Trip Trip (feat) 

5 Improved Two-Weapon Fighting Dual Weapon Mastery III (feat) 

a Infamy nla 

S Influence Connections (talent: noble) 

a Iron Will Improved Defenses (feat) 

e Lightning Reflexes Improved Defenses (feat) 

ie Low Profile nla 

c Martial Arts Martial Arts | (Feat) 

z Mimic Skill Focus (Deception) (feat) 

i Mobility Mobility (feat) 
Multishot Burst Fire (feat) 
Nimble Skill Focus (Acrobatics) (feat) or Skill Focus (Deception) (feat) 
Persuasive Skill Focus (Deception) (feat) or Skill Focus (Persuasion) (feat) 
Point Blank Shot Point Blank Shot (feat) 
Power Attack Power Attack (feat) 


Precise Shot Precise Shot (feat) 


TABLE S: FEATS (CONT). 


OLD FEAT 

Quick Draw 

Quickness 

Rapid Shot 

Rugged 

Run 

Sharp-Eyed 

Shot on the Run 

Skill Emphasis 

Spacer 

Spring Attack 

Stamina 

Starship Dodge 

Starship Operation 

Steady 

Stealthy 

Sunder 

Surgery 

Toughness 

Track 

Trick 

Trustworthy 

Two-Weapon Fighting 

Weapon Finesse 

Weapon Focus 

Weapon Group Proficiency (blaster pistols) 
Weapon Group Proficiency (simple) 
Weapon Group Proficiency (blaster rifles) 


Weapon Group Proficiency (vibro weapons) 
Weapon Group Proficiency (heavy weapons 


Weapon Group Proficiency (slugthrowers) 


Weapon Group Proficiency (vehicle 
weapons) 


Whirlwind Attack 
Zero-G Training 
OLD FORCE FEAT 
Alter 

Attuned 

Aware 

Burst of Speed 
Compassion 
Control 

Dissipate Eneray 
Focus 

Force Flight 

Force Mastery 
Force Mind 

Force Speed 

Force Whirlwind 
High Force Mastery 


NEW MECHANIC 

Quick Draw (feat) 

Toughness (feat) 

Rapid Shot (feat) 

Skill Focus (Survival) (feat) 

Run (talent: scout) 

Skill Focus (Perception) (feat) 

Running Attack (feat) 

Skill Focus (feat) 

Skill Focus (Pilot) (feat) 

Running Attack (feat) 

Extra Second Wind (feat) 

Vehicle Dodge (feature: ace pilot) 
Vehicular Combat (feat) 

Skill Focus (Acrobatics) (feat) 

Skill Focus (Stealth) (feat) 

nla 

Skill Focus (Treat Injury) (feat) 

Improved Damage Threshold (feat) 

Expert Tracker (talent: scout) 

Skill Focus (Deception) (feat) 

Skill Focus (Persuasion) (feat) or Skill Focus (Gather Information) (feat) 
Dual Weapon Mastery Il (feat) 

Weapon Finesse (feat) 

Weapon Focus (feat) 

Weapon Proficiency (pistols) (feat) 
Weapon Proficiency (simple) (feat) 
Weapon Proficiency (rifles) (feat) 

Weapon Proficiency (advanced melee weapons) (feat) 
Weapon Proficiency (heavy weapons) (feat) 
Weapon Proficiency (pistols) (feat) and Weapon Proficiency (rifles) (feat) 
Weapon Proficiency (heavy weapons) (feat) 


Whirlwind Attack (feat) 

Spacehound (talent: scoundrel) 

NEW MECHANIC 

Use the Force (skill)* 

Equilibrium (talent: Force) 

Improved Sense Force (Force technique) 
Surge (Force power) 

Vital transfer (Force power) 

Use the Force (skill)* 

Negate energy (Force power) 
Disciplined Strike (talent: Force) 

Flight (talent: Dathomiri Witch) 
Quicken Power (Force secret) 

Battle Meditation (talent: Jedi) 

Surge (Force power) 

Improved Move Light Object (Force technique) 
Force Point Recovery (Force technique) 


TABLE S: FEATS (CONT). 


Improved Force Mind Battle Meditation (talent: Jedi) 


Knight Defense Lightsaber Defense (talent: Jedi) 
Knight Mind Battle Meditation (talent: Jedi) 
Knight Speed Surge (Force power) 

Lightsaber Defense Lightsaber Defense (talent: Jedi) 
Link Improved Telepathy (Force technique) 
Malevolent Telekinetic Power (talent: Force) 


Master Defense 


Lightsaber Defense (talent: Jedi) 


Master Mind Battle Meditation (talent: Jedi) 

Master Speed ‘Surge (Force power) 

Mettle Battle strike (Force power) or rebuke (Force power) 
Mind Trick Mind trick (Force power) 

Rage Dark rage (Force power) 

Sense Use the Force (skill)* 


* Optionally, you might take a talent from the Force talent tree of the same name (Alter, Control, Sense). 


EQUIPMENT 


Like everything else, equipment usually works similarly to how it did 
before, but there are a few significant exceptions. 


WEAPONS 
The primary things you'll need to adjust with weapons are range, 
translating multifire/autofire into the new rules, and (occasionally) 
changing damage dice. 


Range 

Ranged weapons have their range determined by their weapon group. In 
addition, they may have the accurate/inaccurate quality, depending on 
their range increments (see Table 6: Accurate and Inaccurate Weapons 
by Range Increment). 

Exotic Weapons: To determine the range for an exotic weapon, 
compare it to the most similar weapon to determine what range group it 
should use. For example, a Medium-size weapon with a stock is probably 
mast similar to a rifle, while a Large shoulder-fired weapon is probably 
mast similar to a heavy weapon. Determine the accurate or inaccurate 
quality as described above. 


TABLE 6: 
BY RANGE INCREMENT 


Autofire Capability 

Most weapons are single-shot only. Rifles with a multifire setting will 
have single-shot and autofire capability in the new rules. Any weapon 
with an autofire setting in the old rules will be an autofire-only weapon 
in the new rules. 


Threat Range 
Note that all weapons inflict critical hits at the same rate in the new 
rules, so the critical threat range in the previous rules is not used. 


Damage 
Damage dice are the same, with a few exceptions: 

Explosives: Grenades, thermal detonators, and the like no longer 
have a bonus after their damage dice (for example, 4d6+1 is now 4d6). 
Other explosive weapons, such as missile launchers and flechette 
launchers, have dé damage dice. Figure the weapon's maximum damage 
and divide by 6, rounding down, to determine the number of damage 
dice. 

Example: A DF-D1 flechette launcher deals 5d8 points of damage. 
Its maximum damage is 40; dividing by 6 and rounding down, we get 6. 
Thus, in Saga Edition, the DF-D1 deals 6d6 points of damage. 


ACCURATE AND INACCURATE WEAPONS 


WEAPON GROUP INACCURATE ACCURATE 
Heavy 60 mor less 120 m or more 
Pistols 8 mor less 12 m or more 
Rifles 20 mor less 40 m or more 
Simple 4m or less 12 m or more 
Thrown 2m 6 m or more 


Blasters: All blasters deal 3 dice of damage. Add the weapon's 
maximum damage to its minimum damage, and look up the result on the 
following chart: 


MAX DAMAGE NEW DICE 
12 or less 3d3 
13-18 3d4 
19-24 3d6 
25-30 3d8 
31-36 3d10 
37 or more 3d12 


Example 1: An A-280 blaster rifle deals 348+3 points of damage. Its 
maximum damage is 27, and its minimum damage is 6, yielding a total 
of 33. According to the chart, the A-280 blaster rifle deals 310 points 
of damage in the new rules. 

Example 2: § DY-225 heavy blaster deals 348-2 points of damage. 
Its maximum damage is 22, and its minimum damage is 1, yielding a 
total of 23. According to the chart, the DY-225 heavy blaster deals 3d6 
points of damage in the new rules. 

Slugthrowers and Powered Melee Weapons: All slugthrowers and 
powered melee weapons deal 2 dice of damage. Add the weapon's 
maximum damage to its minimum damage, and look up the result on the 
following chart: 


MAX DAMAGE NEW DICE 
7 or less 2d3 
8-11 2d4 
12-15 2d6 
16-19 2d8 
20-23 2410 
24 or more 2d12 


Example 1: A great force pike deals 3d8 points of damage. Its 
maximum damage is 24, and its minimum damage is 3, yielding a total 
of 27. According to the chart, a great force pike deals 2412 points of 
damage in the new rules. 

Example 2: A vibrorapier deals 2d6+2 points of damage. Its 
maximum damage is 14, and its minimum damage is 4, yielding a total 
of 18. According to the chart, a vibrorapier deals 2d8 points of damage 
in the new rules. 

Nonpowered Weapons: All other nonpowered weapons should only 
deal a single die of damage. Add the weapon's maximum damage to its 
minimum damage, and look up the result on the following chart: 


MAX DAMAGE NEW DICE 
4or less 1d3 
5-6 1d4 
7-8 1d6 
9-10 1d8 
11-12 1d10 
13 or more 1d12 


ARMOR 

Armor works differently in Saga Edition, providing a bonus to Reflex 
Defense (and sometimes Fortitude Defense) instead of Damage 
Reduction. 

Armor Bonus to Reflex Defense: The armor bonus to Reflex Defense 
is equal to the armor's previous Damage Reduction. Add +1 to the armor 
bonus if the suit had a DR of 3 or more, add +2 to the armor bonus if 
the suit had a DR of 5 or more, and add +3 to the armor bonus if the 
suit had a DR of 7 or more. 

Equipment Bonus to Fortitude Defense: Most full-body armor (that 
is, covering the whole body, including the head and face) provides an 
equipment bonus to Fortitude Defense. This bonus is +1 for an armor 
bonus of +4 or less, +2 for an armor bonus of +5 to +8, +3 for an armor 
bonus of +9, and +4 for an armor bonus of +10. 

Maximum Dex Bonus: Most armor has a Max Dex Bonus equal to 
(12 - armor bonus)/2, rounded down. 


OTHER EQUIPMENT 

With few exceptions, equipment will work as written in the new rules, 
but devices that provide an equipment bonus of greater than +2 should 
be very rare. In these cases, consider alternatives that reduce penalties 
or add capabilities instead of adding bonuses. 

For example, a camouflage poncho might grant the ability to have 
concealment as long as you are in the poncho's designated terrain type 
and you are either prone or adjacent to an object that would grant 
concealment or cover. Camo scout armor might do the same thing in any 
terrain. A shadowsuit might take this a step further and allow the 
wearer to reroll Stealth checks (keeping the second result, even if it is 
worse). 

Electronic Devices: Most electronic devices that provide a skill bonus 
have an Intelligence of 10 + (2 x bonus), but very simple electronic 
devices—that is, those that don't provide a skill bonus—usually have an 
Intelligence of 1. 


VEHICLES AND 
STARSHIPS 


Converting vehicles and starships can be a little tricky because you need 
to determine statistics in a particular order. Follow the guidelines below 
in the order listed. 

Size: A vehicle's new size is based on its old size (in character, 
starship, or station scale), as shown on Table 7: Vehicle Sizes. You'll need 
this when recalculating Reflex Defense. 

Speed: A vehicle's speed is determined by its maximum velocity (in 
km/h). Generally, capital ships (that is, anything of Colossal [frigate] or 
greater size) do not have a character-scale speed rating. At this 1.5- 
meter-square scale, they don't move around on battlefields—they are 
battlefields. 


MAX VELOCITY SPEED* 
less than 10 km/h 2 squares 
10-29 km/h 4 squares 
30-99 km/h 6 squares 
100-299 km/h 8 squares 
300-999 km/h 12 squares 
1,000 km/h or more 16 squares 


* Reduce speed by one step for walkers of Gargantuan or greater size. 


Maximum velocity itself does not change. 


Speed (starship scale): For airspeeders and starships with a 
maximum velocity rating (in km/h), determine the vehicle's speed in 
space using the following chart: 


MAX VELOCITY SPEED (IN SPACE) 
less than 800 km/h 1 square 

800-949 km/h 2 squares 
950-1,049 km/h 3 squares 
1,050-1,199 km/h. 4 squares 
1,200-1,299 km/h 5 squares 
1,300 km/h or more 6 squares 


If a starship does not have a maximum velocity rating, its new speed 
in space is equal to 1/2 its space speed in the previous rules. 

Hit Points: Hit points are determined by the vehicle's previous Hull 
Points. The exact formula is determined by the vehicle's class (starship 
vs. vehicle) and its previous Hull Points. 

Starship with 200 or more Hull Points: Hit points = Hull Points 3. 

Starship with less than 200 Hull Points: Hit points = Hull Points. 

Other vehicle (including airspeeders): Hit points = Hull Points x 2. 

Damage Reduction: A vehicle's damage reduction is determined by 
its size: up to Large, DR 5; Huge or Gargantuan, DR 10; Colossal or 
Colossal (frigate), DR 15; Colossal (cruiser) or greater, DR 20. Ground 
vehicles with 150 or more hit points add an additional +5 to their DR 
(maximum DR 20). 

Shield Rating (SR): A vehicle's SR is equal to its Shield Points / 2, 
rounding down to the nearest multiple of 5. 

Strength: A starship's Strength is determined by its hit points and 
size (both determined above). A vehicle's strength is determined by its 
hit points only. 

Starship, Colossal (station): Strength = 98 + (hit points/75). 

Starship, Colossal (cruiser): Strength = 74 + (hit points/75). 

Starship, Colossal (frigate): Strength = 50 + (hit points/75). 

Starship, Colossal or less: Strengt! 6 + (hit points/7.5). 

Other vehicle, 100 or more hit points: 18 + (hit points/10). 

Other vehicle, less than 100 hit points: 10 + (hit points/5). 


TABLE 7: VEHICLE SIZES 


CHARACTER SIZE STARSHIP SIZE STATION SIZE 
Fine = = 
Diminutive = = 

Tiny = = 

Small - = 

Medium - - 

Large Fine ~ 

Huge Diminutive = 
Gargantuan Tiny - 

Colossal Small Fine 

= Medium Diminutive 
f=: Large Tiny 

= Huge Small 

g Gargantuan Medium 

= Colossal Large 

z = Huge 

z = Gargantuan 
= = Colossal 


Constitution: Any living vehicle (such as Yuuzhan Vong technology) 
will have a Constitution equal to its Strength score. This doesn't affect 
hit points or Fortitude save, but it can be useful for determining if a 
coralskipper or another living vehicle dies after being reduced to 0 hit 
points. Living vehicles automatically have all appropriate environmental 
immunities. For example, a coralskipper is not subject to vacuum, 
atmospheric, or radiation hazards because it is a starship designed to 
function in such hostile environments. 

All nonliving vehicles (that is, the vast majority of Star Wars 
technology) have no Constitution score at all. 

Dexterity: There is no direct analog to a vehicle's Dexterity in the 
previous rules, Use the guidelines below to estimate a vehicle's Dexterity, 
picking a specific value in the listed range based on how that vehicle 
compares with others, When in doubt, give the vehicle the minimum 
Dexterity in a given range. 

A vehicle shouldn't have a Dexterity score below 10 unless it is an 
immobile space station. 


DEXTERITY VEHICLE 
10-13 Most freighters, dreadnoughts, heavy walkers 
Most cruisers, most frigates, armed transports, 
14-16 heavy bombers, light walkers, heavy 
repulsorlift vehicles 
Corvettes, most starfighters, light repulsorlift 
17-19 7 
vehicles 
Superiority fighters, combat airspeeders, older 
20-23 Y 
speeder bikes 
24-26 Most speeder bikes, swoops, interceptors 


Intelligence: A vehicle's Intelligence score is generally 10 + the best 
fire control bonus of all its weapons. For relatively modern vehicles with 
sophisticated on-board computers (that is, almost everything in the Star 
Wars galaxy, except vehicles from underdeveloped planets), the 
minimum Intelligence should be 12 for ground vehicles and 14 for 
airspeeders and starships. 


NEW SIZE SIZE MODIFIER 
Fine +10 
Diminutive 45 
Tiny 42 
Small +1 
Medium: -0 
Large “1 
Huge 5) 
Gargantuan -5 
Colossal -10 
Colossal (frigate) -10 
Colossal (frigate) -10 
Colossal (frigate) -10 
Colossal (cruiser) -10 
Colossal (cruiser) -10 
Colossal (station) -10 
Colossal (station) -10 


Colossal (station) -10 


Weapons: Damage for starship weapons stays the same as in the 
previous rules. For other vehicles, weapon damage will change 
depending on the die type used: 

Damage #10: New damage is #410%2. 

Damage #d8:New damage is #410. 

Any other damage dice: No change except for dropping any 
modifiers (for example, 4d6+1 becomes 4d6). 

Autofire: Turbolasers, heavy cannons, single laser cannons (that is, 
those that aren't fire-linked, double cannons, or quad cannons), ion 
cannons, tractor beams, and missile/torpedo/grenade launchers are 
single-shot only. All other vehicle weapons have autofire capability. 

Capital Ships: Capital ships have half as many batteries (round 
down) as in the previous rules. This accounts for the lack of fire ares and 
the somewhat messy issue of batteries, which had a different meaning 
in the older d6 version of the game than in the later 20 versions. 

Grapple: A vehicle's grapple modifier is equal to its pilot's base 
attack bonus + the vehicle's Strength modifier + the vehicle's special 
size modifier (Large +5, Huge +10, Gargantuan +15, Colossal +20, 
Colossal [frigate] +25, Colossal [cruiser] +30, Colossal [station] +35). 

Armor Bonus: A vehicle's armor bonus is determined by its hit 
points, class, and size. 

Starship with 200 or more hit points: Armor bonus is equal to hit 
points/500 - size modifier, rounded down. For example, a Colossal 
(frigate)-sized starship with 1,000 hit points would have an armor bonus 
of +12 (1,000/500 is equal to 2, and 2 minus -10 is equal to 12). 

All other vehicles: Armor bonus is equal to hit points/50 - size 
modifier, rounded down. 

Reflex Defense: The vehicle's Reflex Defense is equal to 10 + size 
modifier + armor bonus (ar pilot's heroic level) + Dexterity bonus. 

Fortitude Defense: The vehicle's Fortitude Defense is equal to 10 + 
its Strength bonus (or Constitution bonus, for living vehicles). 

Damage Threshold: Damage threshold is equal to Fortitude Defense 
+ special size modifier (Large +5, Huge +10, Gargantuan +20, Colossal 
+50, Colossal [frigate] +100, Colossal [cruiser] +200, Colossal [station] 
+500). 


CREATURES 


While most of the guidelines under Species, Skills, and Feats apply to 
creatures, the following tips will make conversion a little easier. 

Class and Level: All creatures convert their existing class and level 
into levels of the beast class. 

Hit Points: Creatures’ hit points are equal to their vitality points, and 
their hit points and base attack bonus may be adjusted upward or 
downward depending on their class in the old rules. 


CREATURE CLASS. HIT POINTS 
Herd animal +(2 * level) 
Parasite +(1 = level) 
Predator no change 
Scavenger +(1 * level) 
Vermin no change 


Base Attack Bonus: All creatures now have a base attack bonus 
equal to their level x 3/4. This will decrease the base attack bonus for 
predators but increase it for herd animals and parasites. 

Size: Creatures’ sizes stay the same, but the size bonuses have 
changed, and size bonuses are no longer added to attack bonuses. Use 
the following chart to adjust the creature's Reflex Defense and attack 
bonuses: 


SIZE REFLEX DEFENSE ATTACK BONUS 
Colossal 2 +8 
Gargantuan -1 +4 
Huge nla 42 
Large nla +1 
Medium nla nla 
Small nla -1 
Tiny nla 2) 
Diminutive +1 -4 
Fine 42 “8 


Natural Attacks: A creature's natural attacks should be changed to 
match the description in the Saga Edition rulebook, pages 274-275. 
Note that a creature adds double its Strength modifier to its damage if it 
has only one type of natural attack, and beasts no longer take a penalty 
for using secondary natural attacks. 

Natural Armor: Creatures have natural armor equal to that listed in 
the old rules or their beast class level, whichever is less. 

Defenses: Creature’s defense scores are equal to 10 + the relevant 
ability modifier (Dexterity for Reflex Defense, Constitution for Fortitude 
Defense, and Wisdom for Will Defense). If the creature has natural 
armor, add its value to its Reflex Defense. 

Damage Threshold: Creatures’ damage thresholds are equal to their 
Fortitude Defense, plus a bonus for creatures of greater than Medium 
size: Large, +5; Huge, +10; Gargantuan, +20; Colossal, +50. 

Speed: Adjust a creature's speed as described under Species (page 2 
of this document). 

Skills: Adjust a creature's species bonus to different skills as 
described under Species (page 2). In addition, you may convert a skill 
bonus into a bonus trained skill. Normally, most beasts will have only 
one trained skill 

Other Abilities: Most special abilities can be used as written, but 
follow the guidelines under Species (page 2) for converting anything 
unusual. 
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During the era of the Old Republic, Jedi battle against Sith Lords, Mandalo- 
rian warriors raid Outer Rim worlds, and the Republic struggles to fight off 
enemies at every turn, Smugglers dodge Sith warships and bluff their way 
past Republic customs agents, while bounty hunters and mercenaries play 
both sides of every conflict for the greatest profit. Soldiers fight on distant 
battlefields and defend planets close to home. Vast empires rise, fall, and 
are reborn. This is the time of the Knights of the Old Republic campaign, and 
it is one of the most exciting periods in all Star Wars continuity. 

In these years of conflict, your heroes have limitless opportunities to 
become part of the galaxy's salvation—or its destruction. It is a time of 
constant warfare, when peace has become little more than a memory and 
survival is threatened by armies in all parts of the galaxy. It is a time when 
the Jedi are in abundance, fighting on all fronts, only to be whittled down 
to near extinction over the course of several conflicts. It is a time when 
civilization is under siege; warlords and Force-users struggle to unmake the 
Republic and sow the seeds of chaos. It isa time of mysterious enemies and 
sudden betrayals, when allies turn to foes, and you never see the lightsaber 
until itis buried in your back, It is a time when new powers are on the rise, 
and anyone can ascend to greatness. 

A Knights of the Old Republic campaign calls for heroes. A hero might be.a 
Jedi Knight, sworn to protect the Republic but reeling from losses in previous 
wars, Another hero might be a Republic soldier on the front lines of battle, 
fighting with every ounce of effort to hold the line against Mandalorian 
invaders. One hero might be an arms dealer smuggling weapons to resis- 
tance cells on Sith-controlled worlds, while another might be a hyperspace 
explorer that stumbles across a secret rallying point for the forces of the 
Republic. A hero might be a corporate agent overseeing the construction 
of vital defense systems, or a Jedi Shadow working behind the scenes to 
bring down a sinister villain. Whatever your hero's history and specialty, 
the Knights of the Old Republic campaign is rife with opportunities to send 
ripples of influence throughout the galaxy. 


THE OLD REPUBLIC 


ERA 


The Knights of the Old Republic Campaign Guide focuses on the period 
between the Great Sith War and the final destruction of the old Sith Empire. 
During this time, the galaxy is embroiled in one war after another, and the Jedi 
are all but wiped out. Gamemasters have several choices for when, specifi- 
cally, they might set a Knights of the Old Republic campaign. The following 
section describes the major conflicts and eras of this time. 
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THE GREAT SITH WAR 
(4,000-3,996 BBY) 

The Great Sith War begins with the fall of two Jedi students to the dark 
side: Exar Kun and Ulic Qel-Droma. The spirit of an ancient Sith Lord, Marka 
Ragnos, tempts the two Jedi and trains them in ancient teachings of the Sith. 
Flush with power, the two new Sith Lords lead the forces of the Krath—a 
dark-side cult founded on the Deep Core world of Empress Teta—in a war 
against the Republic. As the galaxy becomes embroiled ina conflict between 
the Sith and the Republic, many Jedi fight on either side of the battle. Some 
defend the Republic from their former comrades, while others are tempted 
by the lure of the dark side, 

The Great Sith War takes an interesting turn with lasting repercussions 
when Ulic Qel-Droma vanquishes Lord Mandalore in single combat. This 
binds the Mandalorian clans to the Sith Lord, and he uses their prowess 
and numbers to redouble the Sith war effort. With both the Krath and the 
Mandalorians at their command, the Sith ravage the galaxy and deal the 
Republic blow after blow, staggering their forces. As more and more Sith 
train on the planet Korriban, thousands of Jedi die at the hands of Krath 
and Mandalorian forces. 

The tide turns once more in favor of the Republic as the brothers Ulic 
and Cay Qel-Droma engage in a vicious duel on Ossus. After staying Cay, a 
despondent Ulic surrenders to the Jedi Nomi Sunrider. Following his capture, 
the Republic begins an offensive that drives the forces of the Sith back, 
eventually shattering the Krath forces, routing the Mandalorians, and scat- 
tering the few remaining Sith to the farthest reaches of the galaxy. Crippled 
by the prolonged war effort, the Republic cannot pursue the Sith forces, and 
Korriban remains under Sith control. 


THE RESTORATION PERIOD 
(3,995-3,966 BBY) 

The Great Sith War is a devastating event that causes more damage than 
any conflict since the Great Hyperspace War a thousand years before. 
The Jedi Order, greatly depleted, turns inward to heal itself, increasing the 
responsibilities of a Republic that is barely standing, Piracy is rampant. Trade 
routes, which had been blazed and developed over centuries at enormous 
cost, require redevelopment at nearly every stop. Nearly one quarter of the 
civilized worlds in the Republic have been devastated by the conflict, and 
most worlds are left on their own to rebuild as the Republic's resources are 
depleted. 

With the Republic itself on the verge of collapse for over a decade fol- 
lowing the war, a group of politicians put into motion a series of events that 
eventually restores the Republic to its prior strength. By guaranteeing the 
various corporations throughout the galaxy safe passage and trade along 
the space lanes in exchange for commercial investment in the Republic’s 
infrastructure, the Republic is able to rebuild its military and provide much- 


needed goods to the devastated people of the galaxy. Hyperspace explorers 
once again began scouting the galaxy in earnest, discovering newer and safer 
routes. Across the galaxy, planets begin to rebuild, commerce resumes, and 
the Republic's military might is reestablished. 

The enemies of the Republic are far from inactive during this time, how- 
ever. The Sith who had fled back to Korriban bide their time and keep a low 
profile, while those who had fled to the Unknown Regions practice their dark 
arts in secret. The Mandalorians continue their nomadic existence, rebuilding 
their ranks and continuing the Mandalorian tradition. Though the Sith would 
remain silent for a time, the Mandalorians marshal their forces in secret for 
a return to the galactic stage. 


THE MANDALORIAN WARS 
(3,965-3,960 BBY) 

The first battles of the Mandalorian Wars begin nearly a year before the 
Mandalorians' major invasion. The nomadic mercenary army begins testing 
the rebuilt Republic's defenses by raiding Outer Rim worlds and interrupting 
trade routes, forcing the Republic to push its resources further than they were 
prepared for. When the Republic has been stretched thin across the Outer Rim, 
the Mandalorians launch a major offensive, invading worlds and devastat- 
ing the Republic military in battle after battle. As the Mandalorians launch 
focused strikes against the Republic's poorly defended targets, chaos spreads 
throughout a Republic that fears the devastation of the Great Sith War. 

After a series of military failures, the Republic once again turns to the 
Jedi Order for aid. Having been hit the hardest by the casualties of the Great 
Sith War, the Jedi Order refuses, at first, to join the military effort. How- 
ever, among the Jedi are a few who cannot stand by while the Mandalorian 
invasion batters at the Republic's defenses, including a powerful Jedi called 
Revan. Revan leads other like-minded Jedi into battle once more, despite the 
Order's directive that they should not be involved. After victories against the 
Mandalorians, even more Jedi flock to Revan's call. Over time, the Republic 
cedes control of many of its military assets to the Jedi, and the Mandalorian 
Wars begin in full. 

As battles rage across the galaxy, Mandalorians win victories against 
the Republic and the Republic reclaims territories lost to the Mandalorians. 
Quickly, Jedi such as Revan and his apprentice, Malak, become war heroes. 
After years of violent conflict, the Republic finally manages to repel the Man- 
dalorians with a devastating victory at Malachor V. There, the Mandalorian 
forces are nearly wiped out. The surviving Mandalorians go into exile, and 
the Jedi are heralded as saviors of the Republic. Surprisingly, though, Revan 
and Malak gather the remnants of their fleets and flee into the Unknown 
Regions. For a short few months, peace reigns in the Republic once more, 
but questions surround the departure of the Jedi 


THE JEDI CivIL WAR 
(3,959-3,956 BBY) 

Celebration of victory over the Mandalorians soon turns bitter when Revan 
and Malak return from the Unknown Regions at the head of a massive Sith 
Armada. Darth Revan and Darth Malak, now Dark Lords of the Sith, quickly 
reclaim the planet Korriban, seize control of a large swath of Republic 
space and declare themselves the leaders of a new Sith Empire. While in the 
Unknown Regions, Revan and Malak steep themselves in the teachings of 
those Sith who had been defeated in the Great Sith War, and empowered by 
the Jedi victories in the Mandalorian Wars they set out to conquer the galaxy. 
The Sith military continue their assaults on Republic worlds, conquering one 
planet after another, embroiling the galaxy in conflict once more. 

Even though the Republic military that travel with Revan and Malak have 
long since been corrupted by the dark side, upon their return they are joined 
by many other Republic loyalists. Former comrades-in-arms now fight one 
another in desperate battles. A Republic already damaged by the Mandalorian 
Wars struggles to fight off a new enemy made up of their former allies. Many 
worlds voluntarily join the Sith, believing that because Revan and Malak saved 
them from the Mandalorians they are more fit to lead than the Republic. 
Revan recruits to his cause those Jedi who will follow him, and he attacks 
the rest, forcing the Jedi to choose between joining the Sith or death. 

A Jedi strike force alters the course of the Jedi Civil War by boarding 
a starship controlled by Revan and Malak, engaging the two Sith Lords in 
combat. Malak turns on his master, and Revan is struck down, only to be 
saved by a young Jedi named Bastila Shan. A captive of the Jedi, Revan's 
memory is erased and his identity rebuilt as a loyal agent of the Republic. 
This ruse does not last long, and soon Revan rediscovers who he is and what 
he has done. Rejecting his former self and embracing the way of the light, 
Revan retraces his steps and discovers a massive artifact known as the Star 
Forge, aboard which he duels and vanquishes his former apprentice, Malak, 
ending the Jedi Civil War. 


THE DARK WARS 
(3,955-3,951 BBY) 
After Darth Malak’s defeat at the Battle of Rakata Prime, the forces of the 
Sith fall into chaos. Retreating from continued attacks by the Republic, 
the Sith Empire fragments into hundreds of smaller territories ruled over 
by Sith warlords. The few remaining Dark Lords of the Sith fight with one 
another over the scraps of their Empire, damaging themselves as much as 
the Republic. While the Republic rebuilds its forces, the Sith seem content 
to eradicate themselves, as each Dark Lord of the Sith becomes determined 
to be the new leader of the Sith Empire. 

Though the Sith are at war with themselves, a small number of Sith Lords 
band together to form new leadership for their crumbling Empire. Three Sith 
Lords, Darth Nihilus, Darth Sion, and Darth Traya, decide to restore their 


former power by eliminating. the greatest threat facing the Sith: the Jedi 
Order. Over the course of several months, these Sith Lords dispatch assas- 
sins and strike forces to eliminate the few remaining members of the Jedi 
Order. In the middle of the Dark Wars, the Jedi order collapses and only a 
few survivors escape death at the hands of the Sith. 

The Sith Triumvirate eliminates the Jedi and seizes control of the failing 
Sith Empire, planning to reclaim lost territory and launch a united offensive 
once more. However, these plans are dashed when a Jedi survivor slays all 
three members of the Sith Triumvirate and helps eliminate the last of the 
Sith threat. At the end of the Dark Wars, the Jedi survivors begin to rebuild 
their Order, the Republic solidifies its forces, and the galaxy is once again 
peaceful and prosperous. 
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In the days of the Old Republic, as in all Star Wars eras, a variety of species 
thrive throughout the galaxy. Even though Humans dominate the galactic 
governments and corporations, many other species hold prominent positions 
of power. The colonization of the galaxy expands during this era, however the 
number of inhabited worlds is comparatively fewer than in the classic era. 
Less common species live on Republic worlds, but they are likely to be fewer in 
number, and reside in their own enclaves. 

Relations between species are more varied than during the classic era. Some 
worlds have few conflicts, with each species considering others more or less 
their equal. On other planets, species in the minority might be restricted to 
certain areas or have fewer rights than the dominant species. This might be true 
even on planets that consider themselves to be among the most civilized in the 
galaxy. Non-Human species on the planet Taris, for instance, are not welcome 
in the Upper City during certain periods of this era. Characters might find their 
efforts and adventures hampered by such attitudes, but players might find such 
conflicts useful points for their character backgrounds 

Any of the common species available during the Rise of the Empire era are 
suitable fora Knights of the Old Republic campaign. However, primitive species 
such as Gungans and Ewoks leave their homeworlds only in rare and unusual 
circumstances. The remaining species presented in the Saga Edition core rule~ 
book, along with the species presented in this chapter, are all appropriate for 
a Knights of the Old Republic campaign. 


SPECIES 
CHARACTERISTICS 


Your character's species determines some of his or her qualities. 


ABILITY ADJUSTMENTS 

Find your character's species on the table below and apply the adjustments 
indicated to your character's ability scores. Use the last two tables to help 
determine age, height, weight, and any related adjustments to your character. 
See the Saga Edition core rulebook for additional information. 


KNOWN LANGUAGES 

In addition to the languages described in the Saga Edition core rulebook, 
Arkanian and Snivvian are considered common languages in the galaxy. Other 
languages might be more common in specific regions of the galaxy. For instance, 
the Mandalorians bring Mando’a to the worlds they conquer. Except for the 
earliest period of the original Sith Empire, the Sith of this era rely on Basic and 
their own native languages rather than any common Sith tongue. 
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SPECIES ABILITY ADJUSTMENTS ‘SPECIES HEIGHT WEIGHT 
Arkanian +2 Int, -2 Cha Arkanian 1.8m 75 kg 
Arkanian Offshoot +2 Str or +2 Dex, -2 Con Arkanian Offshoot 1.8m 75 kg 
Cathar +2 Dex, -2 Int Cathar 17m 85 kg 
Draethos +2 Con, -2 Cha Draethos 1.8m 70 kg 
Feeorin +2 Str, -2 Dex, +2 Con, -2 Wis, -2 Cha Feeorin 2.2m 125 kg 
Khil -2 Con, +2 Int, +2 Cha Khil 1.5m 60 kg 
Kissai -2 Wis, +2 Cha Kissai 1.8m 90 kg 
Massassi +4 Str, -2 Int, -2 Wis, -2 Cha Massassi 19m 95 kg 
Miraluka -2 Dex, +2 Int Miraluka 18m 75 kg 
Rakata +2 Int, -2 Wis Rakata 2.0m 85 kg 
Selkath +2 Cha Selkath 15m 60 kg 
Snivvian +2 Wis Snivvian 14m 55 kg 
FABLE 1-3! AGE BY SPECIES — U0 Se ae 
YOUNG MIDDLE 
‘SPECIES CHILD ADULT ADULT AGE OLD VENERABLE 
Arkanian 1-12 years 13-18 19-44 45-76 71-99 100+ 
Arkanian Offshoot 1-8 years 9-13 14-30 31-45 46-55 56+ 
Cathar 1-10 years 1-15 16-40 41-62 63-79 80+ 
Draethos 1-12 years 13-17 18-399 400-699 700-780 781+ 
Feeorin 1-11 years 12-16 17-194 195-324 325-399 400+ 
Khil 1-10 years W-15 16-49 50-74 75-89 90+ 
Kissai 1-10 years 1-15 16-30 31-42 43-59 60+ 
Massassi 1-10 years 1-13 14-25 26-35 36-50 Bit 
Miraluka 1-11 years 12-15 16-44 45-69 70-84 85+ 
Rakata 1-11 years 12-16 17-50 51-69 70-79 80+ 
Selkath 1-10 years N-15 16-54 55-84 85-99 100+ 
Snivvian 1-11 years 12-17 18-49 50-79 80-105 106+ 
academicians and scientists. It is therefore not surprising that Arkania would 
ARKANIAN become a main repository of the history of the Sith Empire, as well as home 
Arkanian society and history are among the most complex in the Old Republic, __to vast libraries of information from across the galaxy. 
At different times in its history, Arkania has belonged to both the Republic Arkanians are not afraid to profit from their research and high intelligence. 


and the Sith Empire and played important roles in each. Knowledge and Arkanian corporations amass wealth by bringing key medical treatments and 
research are extremely important to the Arkanians, and they are highly skilled technology to the market at opportune times, Many in the galaxy find the 


Arkanians arrogant and aloof. 
They are horrified by the 
direction of some Arkanian 
research, particularly their 
work in genetic engineering. 
Indeed, the Arkanians are 
known to have transformed 
entire species over the course 
of generations, often to the 
detriment of the species. 

Even the Arkanian species 
itself has not been off-limits 
to research and genetic engi- 
neering. Specific subspecies, 
such as Arkanian Offshoots, 
were engineered for specific 
tasks. However, the Offshoots 
are less hardy and shorter 
lived than the original Arka- 
nians—a trait not helped by occasional attempts by racist Purebloods to wipe 
them out. They also differ in physical appearance, typically in skin tone, eyes, 
and ears. Reactions to Offshoots vary within Arkanian society. Much to the 
horror of the occasional outsiders who visit Offshoot communities, some 
Arkanians regard them as merely tools or as a slave species. However, such 
feelings are not universal. Many regard the Offshoots as an example of the 
cruel consequences of Arkanian corporate greed. 

Personality: Arkanians are arrogant and regard themselves superior to 
all other species. Even those with a more moderate viewpoint still believe 
themselves to be among the more intelligent beings in the galaxy. As such, 
they prefer the company of fellow Arkanians. Arkanian Offshoots do not 
share this arrogant attitude, They are highly confident in their own abilities, 
nonetheless. 

Physical Description: Both Arkanians and Offshoots are bipedal human- 
oids with near Human appearance. Arkanian eyes have no visible iris or pupil, 
a trait not shared by the Offshoots. The Offshoots have pure white skin and 
might display other lesser genetic anomalies. The Arkanians also have only 
four clawed digits, whereas the Offshoots' hands have five fingers. 

Homeworld: The frigid and inhospitable world of Arkania, in the Perave 
System of the Colonies Region. Offshoots who have left Arkania are scattered 
across the galaxy, hiding in the lower reaches of society. 

Languages: Arkanians speak their native tongue of Arkanian, as well as 
Basic. Offshoots speak Basic and a slightly different Arkanian dialect based 
on an older version of the language. 

Example Names: Arkoh Adasca, Dolvan Genarik, Jaro Salaban, Kalor 
Nelprin, Marael Kortva, Sulan Bek. 

Example Offshoot Names: Edessa, Gorman Vandrayk, Jarael, Zadawi. 


Adventurers: Arkanian heroes are typically nobles, scouts, or scoundrels. 
Many attempt to counter the reputation that all Arkanians are greedy, out-of- 
control scientists out to change the galaxy to benefit Arkanian corporations. 
Even Jedi Arkanians meet with skepticism and distrust, despite their position. 
Arkanian Offshoots are typically any non-Jedi class that complements the 
task they were engineered for. However, most offworld Offshoots soon gain 
levels in scoundrel, just to survive. 


ARKANIAN SPECIES TRAITS 
Arkanians share the following species traits: 

Ability Modifiers: +2 Intelligence, -2 Charisma. 

Medium Size: As medium creatures, Arkanians have no special bonuses 
or penalties due to their size. 

‘Speed: Arkanian base speed is 6 squares. 

Darkvision: Arkanians ignore concealment (including total concealment) 
from darkness. However, they cannot perceive colors in total darkness. 

Intellectual Reputation: Arkanian prominence in the galaxy makes 
many individuals more willing to go along with their ideas. An Arkanian can 
use his or her Intelligence modifier in place of the Charisma modifier on 
Persuasion checks. 

Flash of Genius: Arkanians have moments of brilliance. Once per 
encounter, an Arkanian can add a +5 circumstance bonus to the result of 
one Knowledge, Mechanics, or Use Computer skill check. 

Automatic Languages: Arkanian and Basic. 


ARKANIAN OFFSHOOT SPECIES 
TRAITS 
Arkanian offshoots share the following species traits: 

Ability Modifiers: +2 Dexterity or +2 Strength, -2 Constitution. 

Medium Size: As Medium creatures, Arkanian Offshoots have no special 
bonuses or penalties due to their size. 

Speed: Arkanian Offshoot base speed is 6 squares. 

Conditional Bonus Feat: Arkanian Offshoots are typically engineered 
for specific industrial tasks. They gain the Skill Focus feat for one of the 
following skills in which they are trained: Endurance, Mechanics, Pilot, 
Survival, or Treat Injury. 

Determination: Arkanian Offshoots are particularly determined and 
driven. Once per encounter, they can reroll one failed skill check with a 
trained skill. This reroll can be declared after the success or failure of the 
roll is known. The Arkanian offshoot must take the result of the second roll. 
A skill check is considered a failure only when the check fails to meet the 
minimum DC for any kind of success. 

Automatic Languages: Arkanian and Basic. 


sleds 


a 


ae 


LFA 


CATHAR 

The Cathar are a proud, passionate, and loyal species of bipedal feline 
humanoids, well known for their long-standing friendships and ferocity in 
battle. They dwell in large city-trees, each meticulously carved with friezes 
depicting the city's heroes and history. The planet Cathar is a wild place, 
with many ecological niches and huge insect predators. The Cathar easily 
hold their own, aided by their natural claws and passionate combat ability. 
Physically, the Cathar vary greatly in size and features. Some are muscular, 
with pronounced manes and beards, but others have Humanlike proportions, 
with fine, short hair covering their bodies. 

Cathar have high moral values, learned from family and society. As such, 
Force-sensitive Cathar often become Jedi, though they know the Jedi way 
to be in direct opposition to their natural instincts. Cathar know all too well 
the story of Crado's fall to the dark side under Exar Kun. However they might 
find strength in fact that Crado's mate was able to turn away from the dark 
path and regain the Jedi way. 

How Cathar are viewed in the galaxy depends on the exact time frame of 
the game. A nonaligned Rimworld, Cathar is devastated in the Mandalorian 
Wars prior to the Mandalorian invasion of the Republic. Remnants of the 
species flee offworld to survive. The extent of the massacre on this remote 
world remains unknown to the Republic until an expedition led by Revan 
brings the atrocity to the attention of the galaxy at large, winning him the 
support of many Jedi. The Cathar begin resettling their planet after the 
Mandalorian Wars, working to rebuild their society. Cathar survivors find 
sympathy on Republic worlds after Revan’s discovery, but many are too 
proud to use defeat to their advantage. Prior to the battle, the Cathar are 
treated as any other species 
in the galaxy. 

Personality: Cathar are 
moral and passionate crea~ 
tures with strong ties to tra 
dition and family. They have 
great passion in all emotions, 
with love and hate holding 
equal strength. Despite their 
reputation, Cathar are even- 
tempered, but do not hesitate 
to act when needed. 

Physical Description: 
Cathar have leonine features, 
the distinctiveness of which 
varies by individual. Males 
have large manes, short 
beards, and tusks jutting from 
the lower jaw. Females have 


smaller manes but impressive fangs along the upper jaw. Cathar coloration 
ranges from light yellow to dark beige, sometimes accented with dark 
stripes. 

Homeworld: Prior to the Battle of Cathar, most hail from their Cathar 
itself. After the battle, Cathar find refuge on most any Republic world. 

Languages: Cathar speak Catharese and Basic, using low growls and 
similar sounds to emphasize their point. 

Example Names: Crado, Elashi, Feeth, Ferroh, Juhani, Larducias, Marn- 
shara, Nodon, Nonak, Stragos, Sulvar, Tinisho. 

Adventurers: Cathar adventures can be of any heroic class. Force- 
sensitive Cathar often become Jedi. Cathar scoundrels are relatively rare, 
for even they cannot escape their own instinctive morals. Such scoundrels 
create their own rules to live by. 


CATHAR SPECIES TRAITS 
Cathar share the following species traits: 

Ability Modifiers: +2 Dexterity, -2 Intelligence, 

Medium Size: As Medium creatures, Cathar have no special bonuses or 
penalties due to their size. 

Speed: Cathar base speed is 8 squares. 

Natural Weapons: A Cathar has natural weapons, in the form of razor- 
sharp claws. When a Cathar makes an unarmed attack, it may choose to use 
its natural weapons, dealing 146 points of slashing damage with that attack 
instead of normal unarmed damage. Cathar are always considered armed 
with their natural weapons. 

Reactive Claw: Once per encounter when a Cathar damages an opponent 
with a melee attack, the Cathar can make a single melee attack with its 
natural weapons against that target as a swift action. The Cathar must have 
one hand free at the time to make this attack (and thus cannot be wielding 
a weapon two-handed). 

Cathar Instincts: Climb and Stealth are class skills for Cathar. 

Automatic Languages: Catharese and Basic. 


DRAETHOS 
Draethos are long-lived humanoids from a little known, largely secret world 
in the Outer Rim. When on their homeworld, Draethos are fierce and unrepen- 
tant warriors. They are ruled by haughty, spoiled aristocrats more interested 
in local affairs than galactic politics. The warriors spend their time perfecting 
their skills and hunting fierce predators on their homeworld of Thosa. 
Draethos residing offworld are usually exiles who chose not to become 
warriors, each for his or her own reason. Thus, they are highly intelligent 
and pacifistic. Exiled Draethos become enthralled with learning as much as 
they can, though they might never practically apply their detailed knowl- 
edge of a given subject. They dislike debate—even on subjects they know 
extremely well—because Draethos fear overlooking details or being unable to 


adequately explain what they 
have learned. Older Drae- 
thos eventually overcome this 
barrier. 

Partly due to their long 
lives, Draethos society is slow 
to evolve and relies heavily on 
tradition. Attitudes developed 
before the Knights of the Old 
Republicera remain central to 
Draethos society thousands 
of years later. The stabil- 
ity of the Draethos culture 
cause exiled Draethos to have 
trouble understanding the 
complex and relatively rapid 
changes in alien societies. 

Personality: The typical 
personalities of the Draethos 
vary greatly between offworld residents and those remaining on Thosa. 
Exiles are highly intelligent, but socially inept. They avoid conflict whenever 
possible. Draethos living on their homeworld live up to their fierce and 
aggressive reputations. 

Physical Description: A Draethos's most prominent feature is a lipless 
mouth, which creates the illusion of a large overbite. Their tightly muscled 
humanoid bodies are covered in a scaly skin ranging from violet to mauve 
to gray. Their hands are clawlike, contributing to the Draethos's skeletal 
appearance. 

Homeworld: Few offworlders know the exact location of the Outer 
Rim world Thosa, the Draethos homeworld. It features jagged, windswept 
mountains and deep, sprawling cave systems. 

Languages: Draethos is an erratic-sounding language full of harsh clicks 
and sighs. Exiled Draethos also quickly learn Basic and any other languages 
common to the region. 

Example Names: Odan-Urr, Omal-Zan, Uval-Nor, Shal-Orl, Tyan-Ruu. 

Adventurers: Draethos on Thosa are primarily soldiers, with a few noble 
leaders. Force-users follow ancient and mysterious Draethos force traditions. 
Exiled Draethos can belong to any class, and a few have gone on to join the 
ranks of the Jedi. 


DRAETHOS SPECIES TRAITS 
Draethos share the following species traits: 

Ability Modifiers: +2 Constitution, -2 Charisma. 

Medium Size: As medium creatures, Draethos have no special bonuses 
or penalties due to their size. 


Speed: Draethos base speed is 6 squares. 

Natural Armor: The Draethos's tough skin provides a +1 natural armor 
bonus to their Reflex Defense. 

Natural Telepath: A Draethos gains a +5 species bonus using the Telepa- 
thy aspect of the Use the Force skill and can make untrained Use the Force 
checks to use this application even without the Force Sensitivity feat. 

Bonus Feat: Draethos gain Weapon Proficiency (advanced melee weap- 
ons) as a bonus feat. 

Low-Light Vision: Draethos ignore concealment fram darkness (but not 
total concealment). 

Automatic Languages: Draethos. Exiled Draethos also gain Basic for 
free, 


FEEORIN 
In the Knights of the Old 
Republic era, the Feeorin 
are known to come from the 
planet Odryn, a planet of 
severe climatic extremes. 
Little else is known about 
the world, given the closed 
nature of Feeorin society. Few 
Feeorin venture from their 
homeworld, and those few 
outsiders who have survived 
a visit there tell of a world 
well suited for the Feeorin but 
nobody else. 

Feeorin are massive 
humanoids whose aging pro- 
cess allows them to grow 
stronger and more powerful 
until they die, dropping dead 
suddenly of old age. Because they are long-lived, they have ample time to 
gather and use their strength. Feeorin who travel offworld typically select 
careers compatible with their self-serving and aggressive nature. Feeorin 
encountered on their homeworld display a greater range of personality 
and motivation. In either case, Feeorin do not seek out acquaintance with 
members of other species. 

Personality: Feeorin are reputed to be brutal and dangerous. While 
this is not entirely the case, they are quick to anger and highly impersonal. 
They typically place their own affairs above others, causing other species 
to regard them as selfish. 

Physical Description: Feeorin are massive, highly muscled humanoids 
standing over 2 meters tall. Their skin tones vary wildly, from coal black to 
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pale white but are more commonly green, yellow, or blue. Half-meter-long 
tendrils hang from the sides and backs of their head. They also have bright 
red eyes. 

Homeworld: The harsh Outer Rim world of Odryn, but this knowledge is 
lost by the classic era. 

Languages: Feeorin speak and read their own language, as well as 
Basic. 

Example Names: Bral, Crayl, Dod, Dreyla, Feln, Kren, Nor, Nym, Pryn, 
Sayla, Zun, 

Adventurers: Feeorin adventurers are typically soldiers or scoundrels. 
Force-users are uncommon, though some have become Jedi Knights and 
Masters. 


FEEORIN SPECIES TRAITS 
Feeorin share the following species traits: 

Ability Modifiers: +2 Strength, -2 Dexterity, +2 Constitution, -2 
Wisdom, -2 Charisma. 

Medium Size: As Medium creatures, Feeorin have no special bonuses or 
penalties due to their size. 

Speed: Feeorin base speed is 6 squares. 

Brutal: Feeorin are vicious combatants who do not hesitate to strike 
vulnerable areas or fight dirty. Once per encounter, after making a successful 
melee attack, a Feeorin may treat its opponents damage threshold as though 
it were 5 points lower when determining the result of the attack. 

Great Fortitude: Feeorin gain a +2 species bonus to their Fortitude 
Defense, accounting for their great physical condition. 

Inborn Resilience: Feeorin are highly resilient to physical attack. A 
Feeorin can use Second Wind even when unconscious (no action required, 
but the Second Wind can only be taken when the Feeorin would normally 
get a turn). Taking a Second Wind while unconscious also move the Feeorin 
+3 steps on the condition track. 

Low-Light Vision: Feeorin ignore concealment from darkness (but not 
total concealment). 

Stronger by Age: At middle age, a Feeorin adds a +1 species bonus to 
all Strength or Constitution checks. At old age, this bonus increases to +2. 
Feeorin do not increase their Intelligence, Wisdom or Charisma or decrease 
their Strength, Dexterity or Constitution as they age 

Automatic Languages: Feeorin and Basic. 


KHIL 

Even in the Knights of the Old Republic era, the Khil are considered to be 
one of the oldest species of the Republic. They are avid travelers and set- 
tlers, spreading colonies and settlements throughout the galaxy. During 
this era, the Khil are particularly active colonizers. They respect planets 
already inhabited by native sapient species or other colonists, preferring to 


use worlds without significant 
major threats, be they intel- 
ligent or highly predatory. 
However, once a colony is 
established, the Khil become 
fully dedicated to its suc- 
cess. They are a peace-loving 
species, but they are also 
highly driven and can become 
vindictive when impeded or 
crossed by an enemy. 

The Khil are technologi- 
cally advanced. Their cosmo- 
politan cities attest to their 
willingness to live in harmony 
with other peaceful species. 
They are enthusiastic sup- 
porters of the Republic and 
the peaceful order it repre- 
sents. Unfortunately, in these days of interstellar warfare, the Khil find they 
cannot follow their peaceful ideals. While they greatly prefer a political 
solution when possible, they recognize that the Mandalorians and the Sith 
are unlikely to be swayed by negotiation. Khil deviousness and vindictive- 
ness become especially apparent when they defend their homeworld and 
colonies. They have no desire to see their hard work destroyed, especially 
by a war-loving enemy. 

Personality: Khil are highly intelligent and dedicated to their tasks, hating 
to leave projects unfinished. They become especially frustrated with those 
who would impede their progress, regardless of whether an individual or 
government blocks their way. Their vindictive side surprises many who know 
them only as peaceful creatures. They view music as high art; it pervades 
their culture and society. 

Physical Description: To Humans, Khil faces are ghastly. Their skin is a 
sickly green, and they have fleshy strands (hullepi) hanging were one would 
expect a mouth. 

Homeworld: The Colonies world of Belnar features dank, marshy environ- 
ments with wide open spaces. Khil can also come from one of their many 
colonies, or live in most any civilized area of the galaxy. 

Languages: Khilese is a melodious language, pleasing to other species, 
They “speak” or sing the language by breathing through their hullepi, which 
are of different lengths, and therefore produce different tones. It is impos- 
sible for other species to speak Khilese, though they can learn to understand 
it. Not surprisingly, their written language is also ornate and resembles 
poetic prose. 

Example Names: Geld Bernar, Greldo Farnor, Tarlo Ganar, Revel Mallinor, 
Xamar. 


Adventurers: Though they are avid colonizers, they are not willing explor- 
ers. Khil prefer to follow in the tracks of others, when possible. However, 
their compulsive nature drives them in unusual directions. Khil adventurers 
can be of any class, and a few Khil become Jedi. 


KHIL SPECIES TRAITS 
Khil share the following species traits: 

Ability Modifiers: -2 Constitution, +2 Intelligence, +2 Charisma. 

Medium Size: As Medium creatures, Khil have no special bonuses or 
penalties due to their size. 

Speed: Khil base speed is 6 squares. 

Dependable Worker: Khil reliably achieve good results. Once per 
encounter, a Khil can treat one skill check with certain skills (detailed below) 
as though he or she had taken 10, even after the roll has been made (but 
before the result of the check is known). The Khil may only use this ability on 
checks with one of the following skills: Climb, Endurance, Gather Informa- 
tion, Jump, Knowledge (any), Mechanics, Pilot, Ride, Survival, Swim, Treat 
Injury, or Use Computer. 

Cooperative Spirit: Khil work with others easily. They can aid another on 
skill checks made by adjacent allies as a swift action, and others can likewise 
aid Khil on skill checks as swift actions when adjacent to the Khil, with the fol- 
lowing skills: Climb, Endurance, Gather Information, Jump, Knowledge (any), 
Mechanics, Pilot, Ride, Survival, Swim, Treat Injury, or Use Computer. 

Hullepi: Khil are able to absorb nutrition through the tentacles on their 
faces, called hullepi, drawing nourishment from almost any environment. Khil 
do not suffer the effect of starvation, except in sterile environments. 

Automatic Languages: Khilese and Basic. 


KISSAI AND MASSASSI 
The Massassi and Kissai are two subspecies of the original Sith race of Kor- 
riban. The Kissai are the priests and spiritual leaders who indoctrinate their 
comrades in the teachings of the Sith. The Massassi are ferocious, selfless 
soldiers led by the great Sith Lords. When the Sith Empire goes to war with 
the Republic for the first time, the Massassi fill the ranks of the Sith armies 
and starfleets 

The Massassi are fearsome, ruthless and efficient soldiers. They use 
traditional Sith weapons and armor—primarily the lanvarok and alchemically 
hardened armor. They also prefer to use simple martial weapons. In addition 
to their focus on war and fighting, the Massassi are also loyal and organized. 
Even though they are not extremely intelligent, they can be trained well 
enough to carry out complex battle plans and maintain their equipment, 
starships, and weaponry. 

The Kissai are just as ruthless as the Massassi, but they are more intelligent 
and observant. Their strict cultural standards demand that they serve their 
masters well, a trait instilled in them by the Dark Jedi who first enslave their 


species. When the Massassi 
and Kissai flee Korriban (well 
before the arrival of the even- 
tual Sith Lords) to resettle on 
Ziost, the Kissai oversee the 
rebuilding efforts. 

The Kissai serve the Sith 
directly, but the Sith Lord 
Naga Sadow has other ideas 
for the Massassi caste. The 
Kissai are largely left on Ziost 
as the servants of other Sith 
Lords, but Sadow uses Sith 
alchemy to transform the 
Massassi into his hulking, 
brutish soldiers. His Massassi 
crews labor under his com- 
mand on Yavin 4, building 
temples and providing the 
means for him to hide his ship and practice his dark arts. After Sadow’s 
death, they become a primitive, tribal society worshiping one of Sadow's 
creations as a dark god. 

A thousand years after Sadow and the Massassi arrive on Yavin 4, Exar 
Kun discovers the ancient Sith secrets in the temples, He uses the Massassi 
to fight the Jedi across the galaxy. Eventually, Kun consumes the life force 
of every Massassi on Yavin 4 in his transformation into a dark side spirit. 
‘A few Massassi are taken offworld prior to Kun’s final decimation of their 
society. Some remain loyal and find their way back to the new Sith Empire, 
but a few resentful individuals drift into the darker fringes of society, looking 
to live their own lives or seeking revenge against the Sith 

Personality: Massassi are fearsome, loyal, and formidable fighters, They 
live to serve their Sith masters. On their own, Massassi dedicate themselves 
strongly to whatever life they choose. Kissai are loyal and capable allies who 
prefer to work with others, making them excellent aides and assistants. They 
respond well to instruction and are adaptable despite great adversity. 

Physical Description: Massassi and Kissai have glowing yellow eyes and 
crimson hides. They are humanoid with distinctly sharp, predatory features. 
The Massassi are large, hulking beings who appear brutish—a trait that 
disguises their intelligence. 

Homeworld: Korriban, later Ziost 

Languages: Massassi and Kissai speak the Sith language. Kissai also 
speak Basic. 

Example Names: Baelgren, Kelgath, Vissrar, Zythmnr. 

Adventurers: Massassi adventurers are rare in the Republic, even during 
the fall of the Sith Empire. Most beings in the galaxy would not recognize 
@ Massassi or a Kissai on first glance, even though adventurers from these 
subspecies draw attention to themselves. Massassi and Kissai do not become 
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Jedi during this time, but one might have received formal Force training at 
the hands of a Sith Master. Such training is forbidden, though, even among 
the Sith. Kissai are nobles and scoundrels, and Massassi prefer the soldier 
and scout classes. 


KISSAI SPECIES TRAITS 
Kissai share the following species traits: 

Ability Modifiers: -2 Wisdom, +2 Charisma. 

Medium Size: As Medium creatures, Kissai have no special bonuses or 
penalties due to their size. 

Speed: Kissai base speed is 6 squares. 

Inspired: Kissai make the best of any inspiration or information provided 
to them, Whenever a Kissai receives a morale or insight bonus from any 
source, the bonus increases by 1. 

Warrior's Awareness: Kissai grow up in a violent and warlike society, 
so they constantly watch for threats. Once per encounter as a reaction a 
Kissai can gain the benefit of the Uncanny Dodge | and Uncanny Dodge Il 
talents (see page 49 of the Saga Edition core rulebook) until the beginning 
of the Kissai's next turn. 

Weapon Familiarity: Kissai treat the lanvarok as a simple weapon instead 
of an exotic weapon. 

Automatic Languages: Basic and Sith. 


MASSASS! SPECIES TRAITS 
Massassi share the following species traits: 

Ability Modifiers: +4 Strength, -2 Intelligence, -2 Wisdom, -2 
Charisma. 

Medium Size: As Medium creatures, Massassi have no special bonuses 
or penalties due to their size. 

Speed: Massassi base speed is 6 squares. 

Conditional Bonus Feat: Massassi are skilled trackers. A Massassi with 
Survival as a trained skill gains Skill Focus (Survival) as a bonus feat. 

Duty Bound: Once per encounter when the Massassi receives a morale 
bonus of any kind from any source, the Massassi gains bonus hit points equal 
to 4 x the Massassi's level until the end of the encounter. 

Primitive: Massassi do not gain Weapon Proficiency (pistols, rifles, or 
heavy weapons) as starting feats at 1st level, even if their class normally 
grants them. 

Warrior's Awareness: Massassi grow up ina violent and warlike society, 
so they constantly watch for threats. Once per encounter as a reaction a 
Massassi can gain the benefit of the Uncanny Dodge | and Uncanny Dodge 
II talents (see page 49 of the Saga Edition core rulebook) until the beginning 
of the Massassi’s next turn. 

Weapon Familiarity: Massassi treat the lanvarok as a simple weapon 
instead of an exotic weapon. 

Automatic Languages: Sith. 


MIRALUKA 

Miraluka are remarkably similar to Humans, except for two important and 
distinctive differences, Miraluka have no eyes, but they have a natural abil- 
ity to "see" by using the Force. Since they appear Human—including their 
speech and mannerisms—Miraluka attempt to blend with Humans when 
traveling throughout the galaxy. Thus, estimating how often they travel 
or how many live off their home planet of Alpheridies is difficult, but the 
number is relatively low. To make matters worse, the Sith Lord Darth Nihilus 
consumed the colony of Katarr after the Jedi Civil War. Currently, no major 
centers of Miraluka life exist outside their homeworld and colonies, though 
individuals might be encountered anywhere in the galaxy. 

It is highly unusual for an 
entire sapient species to be 
Force-sensitive. Given their 
connection to the Force, it is 
common for Miraluka to join 
the Jedi Order. In fact, sev- 
eral Miraluka become central 
figures in shaping the Jedi 
traditions during this era. 
The strength of a Miralu- 
kan's connection to the Force 
varies by individual. Miraluka 
who are not powerful enough 
to become full-fledged Jedi 
serve the order in supporting 
roles. Most live lives similar to 
that of a normal Human. 

Miraluka and Humans tend 
not to intermarry, given the 


unpredictable and often unhappy genetic results. A rare exception is Krynda, 
daughter of a Miralukan father and Human mother. She was born with both 
Force Sight and functioning Human eyes. 

Personality: Miraluka are a thoughtful, cautious, and deliberative spe- 
cies. They have little interest in personal gain or glory. Some have a strong 
desire to follow their own path, because of their connection to the Force. 
They remain committed once a course of action is selected. 

Physical Description: Miraluka are similar to Humans. They cover their 
featureless eye sockets with cloth or visors, especially when traveling 

Homeworld: The terrestrial world of Alpheridies in the Abron system, in 
the Expansion Region. 

Languages: Miraluka speak Miralukese and Basic. 

Example Names: Damaya Guru, Embrul Joff, Jerec, Q’Anilia, Shoaneb 
Culu, Visas Mart, Zebron Tadro. 

Adventurers: Miraluka adventurers are almost always Force-sensitive 
They can be of any class, but are often Jedi. 


MIRALUKA SPECIES TRAITS 
Miraluka share the following species traits: 

Ability Modifiers: -2 Dexterity, +2 Intelligence. Miraluka have keen 
minds, but their reliance on the Force to perceive their surroundings prevents 
them from reacting quickly. 

Medium Size: As Medium creatures, Miraluka have no special bonuses 
or penalties due to their size. 

Speed: Miraluka base speed is 6 squares. 

Force Sight: Although blind, Miraluka can "see" by using the Force. They 
act normally without taking any penalties for blindness when in the pres- 
ence of living creatures or life of any kind. This trait enables them to make 
Perception checks, and read and write as a sighted person. They can ignore 
the effect of darkness as if they had darkvision. Miraluka cannot, however, 
detect creatures that are “invisible” to the Force such as the Yuuzhan Vong 
and the ysalamiri. These creatures have total concealment from Miraluka, 
as do creatures in areas that dampen or suppress the Force. Additionally, the 
Miraluka ignores all penalties to Perception checks from cover and conceal- 
ment (but not total cover or total concealment). Miraluka do not increase 
the DC of Use the Force checks made to Sense Surroundings against targets 
with total cover. 

Conditional Bonus Feat: A Miraluka who has Use the Force asa trained 
skill gains Force Training as a bonus feat. 

Automatic Languages: Basic and Miralukese, 


RAKATA 

The Rakata are an ancient species, whose society once stretched from the 
unknown regions to distant parts of the galaxy, such as Corellia and Manaan. 
They called it the Infinite Empire. At the height of their civilization, they built 


a massive space station fac- 
tory called the Star Forge that 
enabled them to create the 
machinery and ships needed 
to manage their massive, 
interstellar empire. The Force 
powered their technology, and 
they relied on their connec- 
tion to the Force to control 
it. For unknown reasons, the 
Rakata eventually lost their 
ability to use the Force. As 
their grasp over their machin- 
ery and technology weakened, 
so did their control over their 
subjugated worlds. The native 
species managed to throw 
off their masters and regain 
control of their own destinies, 
However, the impact of Rakata technology would be felt by some of these 
worlds for thousands of years to come. 

The Rakata and their planet became lost to history, perhaps purpose- 
fully erased by the newly freed societies. Their former subjects eliminated 
their former masters, or forced them to leave. Rakata civilization on their 
homeworld of Lehon deteriorated until all that remained were small, primitive 
tribes. Eventually, the Rakata are rediscovered by Darth Revan, who learns 
the secret of the Star Forge and uses it to build a massive military force to 
attack the Republic. He and the Republic are also responsible for the destruc- 
tion of the Star Forge. After the battle to destroy the Star Forge, the Rakata 
join the Republic. Some leave their homeworld to rejoin a technologically 
advanced society. Though they spread stories of their ancient society, few 
believe or take notice. The Rakata that remain on Lehon eventually die out 
because they are too few to maintain the species. 

Personality: Rakata are primitive, and are driven by a great desire to 
restore their species to its former, powerful glory. They know they were once 
much more powerful. Some Rakata obsess over discovering new ways to try 
to reconnect to the Force. Other tribes disregard their past, allowing their 
society to become even more primitive. 

Physical Description: The Rakata resemble humanoids with tall, cone- 
like heads. Their eyes are located on the sides of their head, attached by a 
short eye stalk. Their clawlike hands have only three digits. Their skin is gray 
or gray-brown. 

Homeworld: Lehon, also known as Rakata Prime, is a temperate terrestrial 
world in the Unknown Regions. 

Languages: Rakata speak their own language, also called Rakata. 

Example Names: Bandra, Daneel, Fralee, Orsaa, Vareen, Wauula 
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Adventurers: Until the destruction of the Star Forge, almost all the 
living Rakata are still on Lehon, and do not leave. After the end of the Jedi 
Civil War, the Rakata become curious about life away from Lehon, and a few 
explore the galaxy. Players wishing to play a Rakata prior to these events 
might create heroes who grew up in a remote, abandoned Rakata colony in 
the Unknown Regions, far from Lehon but still isolated to the point of being 
completely unknown, Though at a distinct disadvantage because of their 
primitive upbringing, Rakata are intelligent and can learn to use advanced 
technology. 


RAKATA SPECIES TRAITS 
Rakata share the following species traits: 

Ability Modifiers: +2 Intelligence, -2 Wisdom. 

Medium Size: As Medium creatures, Rakata have no special bonuses or 
penalties due to their size. 

Speed: Rakata base speed is 6 squares. 

Ancient Knowledge: Rakata retain many of the qualities that led their 
ancestors to create great technological works in the distant past. Rakata 
reduce the penalty for not being proficient in a weapon from -5 to -2 and 
reduce the armor check penalty for armor they are not proficient in by one 
step (-5 for heavy armor, -2 for medium armor, and no penalty for light 
armor) All other penalties for not being proficient still apply. 

Additionally, once per encounter the Rakata can use a trained-only 
application of the Mechanics, Pilot, Treat injury or Use Computer skill even 
if untrained in that skill. 

Conditional Bonus Feat: Rakata with Weapon Proficiency (simple weap- 
ons) or proficient in an Exotic melee weapon gain the Weapon Focus feat (for 
simple weapons or a chosen Exotic melee weapon) as a bonus feat. 

Force Blind: For reasons unknown, the Rakata have lost their connection 
to the Force. Rakata cannot take the Force Sensitivity feat. They can still 
increase their Dark Side Score and are still affected by Force powers, talents, 
and the Use the Force skill as normal. 

Primitive: Rakata do not gain Weapon Proficiency (pistols, rifles, or 
heavy weapons) as starting feats at 1st level, even if their class normally 
grants them. 

Rage: Once per day, a Rakata can fly into a rage as a swift action. While 
raging, the Rakata temporarily gains a +2 rage bonus on melee attack rolls 
and melee damage rolls but cannot use skills that require patience and 
concentration, such as Mechanics, Stealth, or Use the Force. 

A fit of rage lasts for a number of rounds equal to 5 + the Rakata’s Consti- 
tution modifier. At the end of its rage, a Rakata moves -1 persistent step along 
the condition track (see Conditions, page 148). The penalties imposed by this, 
condition persist until the Rakata takes at least 10 minutes to recuperate, 
during which time the Rakata can't engage in any strenuous activity. 

Automatic Languages: Rakata. 


SELKATH 
The Selkath are amphibious 
beings native to the planet 
Manaan. During the era of the 
Knights of the Old Republic, 
Manaan is one of the most 
important planets in the galaxy. 
As the sole source of kolto 
(a naturally occurring healing 
agent much more effective 
than bacta), Manaan is able to 
retain its neutrality by supply- 
ing all sides of a conflict with 
this vital substance. The Selkath 
leaders might favor one side 
over another if it is in the long- 
term interests of the planet. However, Selkath closely guard their neutrality, 
lest they fall prey to powerful corporations or oppressive invaders. 

Few Selkath travel offworld, preferring the habitat of their homeworld. 
They have never joined the Republic or any other Galactic organization, so 
most have little reason to leave. They enjoy the technology and wealth pro- 
duced by the sale of kolto. All contact with offworlders occurs in Ahto; the 
Selkath live in underwater cities and settlements scattered around the planet. 
As amphibious creatures, they are equally at home in either locale. However, 
those areas closer to Ahto are home to more sophisticated and technologi- 
cally advanced Selkath settlements. Historically, Selkath settlements were 
divided by clan affiliation. However, these affiliations have become less 
pronounced due to the importance of kolto production. 

Personality: Selkath prefer negotiation and diplomacy to direct, possibly 
rash actions, especially where influential governments are concerned. They 
are not pacifists so much as pragmatists, being less reserved when dealing 
with other Selkath. 

Physical Description: Selkath are amphibious humanoids, with large eyes 
on each side of their wide, flat heads. They have concealed gill slits that work 
equally well in air or water. They have natural poisoned retractable claws, 
but it is socially unacceptable (and illegal on Manaan) to use them against 
an opponent. Nevertheless, highly enraged Selkath occasionally disregard 
this restriction. 

Homeworld: Manaan is a temperate ocean world in the Mid Rim. 

Languages: Selkath speak their own language, also called Selkath. 

Example Names: Qual, Shasa, Shaelas, Shelkar. 

Adventurers: Selkath adventurers are normally scouts or nobles. Few 
Selkath are known to have joined the Jedi Order, though some are Force- 
sensitive 


SELKATH SPECIES TRAITS 
Selkath share the following species traits: 

Ability Modifiers: +2 Charisma. 

Medium Size: As Medium creatures, Selkath have no special bonuses or 
penalties due to their size. 

Speed: Selkath base speed is 6 squares. Their swim speed is 4 squares. 

Breathe Underwater: As amphibious creatures, Selkath cannot drown 
in water. 

Expert Swimmer: A Selkath can choose to reroll any swim check, but 
the result of the reroll must be accepted even if it is worse. In addition, 
Selkath can choose to take 10 on swim checks even when distracted or 
threatened, 

Able Healer: Whenever Selkath restores hit points to another character 
by any means, or aids another who is doing so, the target regains an additional 
5 hit points. Additionally, once per encounter as a swift action the Selkath 
can grant an adjacent ally bonus hit points equal to 10 + the Selkath's level, 
which last until the end of the encounter. 

Automatic Languages: Selkath. 


SNIVVIAN 


Snivvians are short, stocky humanoids whose hardships have produced 
some of the galaxy's best artists and authors. The Snivvian homeworld has 
extremely cold temperatures and long winters, forcing the Snivvians to live 
ong periods of time in subterranean caverns. During those long days, Sniv- 
vians develop their artistic talents and sensibilities. Although technology 
would eventually lessen the need for this form of hibernation, Snivvians still 
feel the need—biologically and culturally—to continue the tradition. 

Historically, Snivvians 
have withstood numerous 
hardships that they channel 
into their impressive artis- 
tic works. After gaining the 
ability to travel between the 
stars, the Snivvians attracted 
the attention of the brutal 
Thalassian slavers. Snivvian 
culture was nearly destroyed 
before the Republic discovered 
the practice and stepped in to 
protect the Snivvians. This 
protection has been reduced 
during this era of warfare, but 
combined Republic and Sniv- 
vian forces remain sufficient 
to hold off lesser threats. 


During this era, the Snivvians are still rebuilding the damage done to their 
society by the slavers and other threats, They proceed with the intent to 
colonize other worlds. Many Snivvians travel throughout the galaxy attempt- 
ing to live the lives of the subjects of their future artistic works, even when 
it is dangerous. Snivvian enclaves made up of escaped slaves and refugees 
are scattered through the systems near their homeworld. 

Personality: Snivvians are insightful and gentle. They contemplate and 
seek out life lessons to incorporate into their art. However, not all follow 
artistic pursuits, though the exceptions are occasionally dangerous to Sniv- 
vian society. 

Physical Description: The short Snivvians have tough skin and sparse 
hair. They have a large, short snout and large canines protruding from their 
lower jaw. Their thick skin protects them from harsh winters and also aids 
them in warmer climates. 

Homeworld: The Outer Rim world of Cadomai Prime is located near the 
Corporate Sector. It is @ cold planet with many subterranean caverns. 

Languages: Snivvians speak their own language, also called Snivvian. 

Example Names: Bakken, Dezzen, Dezirdna, Elinselor, Geezum, Marn 
Heirogryph, Nejet, Prinzan, Rachalt Hyst, Rincholar, Serna, Snagletooth, 
Takeel, Thasca Knarr, Wiorkettle, Zereldspidar, Zutton. 

Adventurers: Snivvian adventurers are often scoundrels, but can be of any 
class. They often multiclass to broaden their experiences and knowledge. 


SNIVVIAN SPECIES TRAITS 
Sniwvians share the following species traits: 

Ability Modifiers: +2 Wisdom. 

Small Size: As Small creatures, Snivvians gain a +1 size bonus to their 
Reflex Defense and a +5 size bonus on Stealth checks. However, their lifting 
and carrying limits are three-quarters of those of medium characters. 

Speed: Snivvian base speed is 4 squares. 

Observant: Snivvians are highly aware of their surroundings, giving them 
an advantage when dealing with others. Once per encounter, a Snivvian can 
use the Perception skill modifier in place of the Deception or Persuasion 
skill modifier. 

Cold Resistance: The Snivvians' thick skin provides protection from 
extreme cold. Snivvians add a +5 species bonus to Fortitude Defense to 
resist extreme cold. 

Automatic Languages: Snivvian. 
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The Knights of the Old Republic era provides exciting story opportunities 
for all character types, especially Jedi and other Force-users. This chapter 
contains information for creating heroes tailored to this era, including story 
considerations, new ideas and talents for the standard classes, plus new 
feats and expanded skills usable by all classes. These volatile times—when 
it is difficult to distinguish friend from foe—also call for new heroes to 
fulfill their destinies. 

In the Knights of the Old Republic Campaign Guide, characters are 
assumed to be good, fighting against the forces of evil. It is a time of wide- 
ranging open warfare, with shifting fronts and loyalties. Heroes can face 
off against Mandalorian or Sith invaders. Other enemies might not be so 
clear-cut, especially if the campaign takes place during the Jedi Civil War. 
Although it is possible to play darker characters using these rules, the forces 
of good remain the focus of this book. 


CHARACTER CREATION 
IN THE OLD REPUBLIC 


In a Knights of the Old Republic campaign, exciting character and plot devel- 
opment are integral to creating the feel of an era previously establiced by 
computer games, comics, and novels. Much as a classic-era campaign strives 
to re-create the feel of the movies, a Knights of the Old Republic campaign 
should capture the atmosphere of its earlier incarnations. Your campaign will 
feel more authentic if the Gamemaster and players give their characters rich 
backstories that develop over the course of the game. Gamemasters should 
see later chapters for suggestions on attaining the right plot and feel. This 
section focuses on character creation and development. 

You can spend as much or as little time as you wish on your character's 
background, but answering the following questions will give you a sound 
foundation to build upon. 

What is your view of the Republic? The Republic of this era is not an 
all-powerful bureaucratic machine. It does not dominate the galaxy. You 
might be a citizen of the Republic, but if you are not, where do you come 
from? You might regard the Republic as static and ineffectual in the face 
of dire enemies, or you might view it as the galaxy's best hope for victory, 
regardless of its flaws. You might take pride in fighting for the Republic, or 
resent its ineffectual responses. The answer to this question should impact 
how you relate to your fellow heroes, as well as Gamemaster characters such 
as government officials, Jedi Knights, or the many invaders of the era. 

How do you feel about current events? In times of war, you must decide 
which side to support. Supporting the Republic might seem natural, However, 
you might be operating in regions outside of their sphere of influence, and it 
might be more practical or beneficial to support another side. Your answer 
might depend on your view of the Republic, as above, or on the results of a 
specific battle or other major event. 
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If you are a Jedi, do you support the Jedi Council? Given that the Jedi 
Order is more fragmented in philosophy and organization, its influence over 
all Jedi is weaker than in later eras. This is especially true if your campaign 
takes place when the Jedi Council is withholding support from the Republic 
war effort. Jedi characters should decide whether to support the Jedi Coun- 
cil's positions or to strike out on their own. This affects how they deal with 
other Jedi and with the Council itself. If you are playing during the Jedi Civil 
War, you will need to decide how you feel about Revan and Malak’s break 
with the Council. 

How do the recent wars affect your species? Were they devastated 
by a Mandalorian invasion? Did Sith governance alter their society? Did the 
Republic safeguard them, or were they forced to fend for themselves? Plus, 
unlike the latter days of the Republic, not all species are looked upon as 
equals on all worlds. Chapter 1: Species and Chapter 8: Galactic Gazet- 
teer later in this book provide additional clues and hooks you can use to 
help answer these questions. 

How strong are your loyalties to your current affiliation? Are you a 
fanatical supporter? Do you question their authority? Are you disillusioned 
with your leadership? How likely are you to switch sides? What would happen 
if your government abandoned you, or if your leaders completely failed you? 
Alternatively, what would happen if you are saved by one side or another? 
How likely are you to swear loyalty to one side or another? 

What is your tolerance of the dark side? Will the dark side tempt you? 
Do you want its power? Is it a threat to be wary of, or a tool to be used? In 
the Knights of the Old Republic video games, every decision pushes you closer 
to the light side or the dark side. Your tolerance of the dark side can influence 
your relationship with your fellow party members. Unlike later eras, you will 
likely battle directly against Sith with the full power of the dark side at their 
disposal. They are not hidden away, or dismissed as myth. They are real; they 
are here, and they are a threat to the Republic. However, you might not see 
this as black and white, especially because many Republic citizens do not 
discern a great difference between the Sith and the Jedi, in many cases. 

How does your character class fit into this era? Look for ways to tie 
your class and character into the organizations and events unique to this 
era. Instead of being a simple smuggler, specialize in smuggling between 
the Republic and Sith Empire. A scout might be a clandestine Mandalorian 
advance reconnaissance scout, traveling incognito. A noble might work 
directly for the Czerka Corporation. A Jedi might serve as a Jedi Watchman 
over a single world or in a Jedi Covenant. Look for ideas in the different 
organizations discussed throughout this book. You might be a member of 
one of the groups, or you might turn out to be an enemy instead. 

What is your relationship with the other characters? Character con- 
nections are important in a Knights of the Old Republic game, perhaps more 
than in a typical Star Wars campaign. Even if your characters do not know 
each other before play begins, you should seek to develop strong bonds 
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between them during the game. These relationships might change as each 
of you makes decisions based on the answers to the questions above. 

That is not to say that characters with diametrically opposed views on 
certain subjects cannot get along; it just might take more compromises or 
a concerted effort to agree on a course of action. Additionally, characters 
might have feats or abilities that influence your character through their 
actions, Since having two or more characters who argue all the time becomes 
uninteresting or disruptive to the game, you are encouraged to have the 
characters change their stance over time. After all, character development 
and evolution can make for dramatic moments in a campaign. 

One option is to create the characters as a group, with a specific concept 
in mind. Most gaming groups already create parties with characters that 
complement each other's abilities. By taking that one step farther, you can 
strengthen the party and the game by incorporating character interaction 
into the common group concept. Group concepts can include the crew of a 
single starship, friends or associates from a specific homeworld, members of 
a military team, or any other strong reason for a group to work and remain 
together through tough times. 

If you want to raise the stakes even further, and your Gamemaster 
approves, consider creating characters with large amounts of political, 
military, or other power. The Star Wars movies and the events of the Knights 
of the Old Republic video games and comics depict characters involved in 


the most important events in the galaxy. That is possible in this game as 
well. You might find it easier to restrict this concept to a single star system, 
planet, or corporation. The characters’ positions of power will make their 
decisions more dramatic over the course of the game. 

For instance, consider a party with the following characters: a Republic 
Senator, an elected planetary leader, a couple of Jedi Knights, a general of 
the Republic military forces, and the vice president of a interstellar corpora- 
tion, Placed against the backdrop of an impending Mandalorian invasion, the 
decisions of such a party will have far-reaching consequences for themselves 
and thousands of others, producing a high degree of drama. There should 
also be plenty of action, especially if the Mandalorian forces penetrate the 
Republic defenses, putting the heroes’ lives in direct danger. 

Regardless of your answers to these questions, you should also reference 
the class updates below. 


SAMPLE GROUP CONCEPTS 

Below are some examples of the kinds of heroes you will find in a Knights 
of the Old Republic campaign. Each of these examples is centered around a 
theme that can be used to create a cohesive party with existing connections 
between the heroes. 


Corporate Investigations Team 

Specialist investigators can deal with corporate issues such as fraud, theft, 
kidnappings, and other threats to a major company. This team should be 
noble-heavy and supported by scouts and soldiers. Jedi are unlikely to be 
involved. 


Corporate Security Team 

Corporate muscle can be used on demand to intervene and combat piracy, 
large-scale theft, rioting laborers, or even invading forces such as a Man- 
dalorian strike team. This team relies on soldiers and scouts, perhaps with 
a noble commander. 


Gladiator Team 

A gladiator team might fight as professionals out to make some credits, 
or the team might be forced to fight together, such as captives held in an 
Outer Rim gladiatorial pit. In the first instance, such a group is likely to be 
comprised mainly of soldiers and highly talented scouts. Otherwise, they can 
be made up of most any class. 


Jedi Covenant 

Made up exclusively of Jedi, the Covenant watches over specific areas 
or aspects of Galactic life. See Chapter 6: The Force for additional 
information. 


Military Reconnaissance Force 
A small reconnaissance team can operate as advance scouts for a military 
force, such as the Republic, Sith Empire, or Mandalorians. This group is made 
up primarily of scouts and scoundrels, with soldiers for additional protection, 
and possibly a Jedi supporting the Republic. 


Military Search-and-Rescue Squad 
This team is out to locate wayward pilots or military survivors from large- 
scale battles. Much like the recon force, this team is made up of scouts and 
soldiers, with classes specializing in medical treatment. 


Postbattle Emergency Security Force 
This team is sent into a battle-damaged area, such as a city or large space 
station, when local security has been destroyed or scattered. Soldiers secure 
the area while scouts search the surroundings for remaining threats. 


Rescue Crew 
This crew specializes in rescuing civilians in space or on most any world. They 
operate out of their own ships and can be of any class. 


Revanchists (Mandalorian Wars) 
These Jedi support the work of Revan and Malak—against the will of the 
Jedi Council. Most do not realize the dark path ahead of them, but others 
embrace it. 


Republic Negotiating Team 
This team represents the Republic government in negotiating military settle- 
ments, planetary treaties, and other complex situations, large or small. Such 
teams are mainly nobles, supported by scoundrels while other characters 
provide security. 


Republic Special-Forces Strike Team 
Republic special forces carry out surgical strikes against the Sith Empire and 
Mandalorians. Soldiers, scouts and scoundrels make up the majority of these 
forces, with noble officers and the occasional Jedi. 


Scavenger Crew 

A fringe group out to make credits by scouring terrestrial battlefields and 
debris-strewn regions of space after one of the many battles in this era. The 
crew can be made up of any class, and might even be officially sanctioned 
by one side or another to salvage certain equipment, ships or items. 


Smuggling Ring 
This is another fringe group, this time smuggling goods between planets of 
opposing sides, or at least unfriendly sides. Scoundrels and unscrupulous 
nobles lead these groups, with brutish soldiers for protection. 
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THE HEROIC CLASSES 
Each of the heroic classes from the Saga Edition core rulebook is presented 
here as it relates to the Knights of the Old Republic era. Each class update 
features new talents added to existing talent trees, or wholly new trees. These 
talents can be used in other eras with your Gamemaster's approval. 


JEDI 

Jedi can play a major role in any Knights of the Old Republic campaign. They 
are at the forefront of the critical events during this era. However, the Jedi 
Order of the Knights of the Old Republic era is different from that of the clas- 
sic era in several crucial ways. First, many more Jedi are active throughout 
the galaxy. They are not as reserved and bureaucratic as in later times, and 
the Jedi Council does not yet dominate the Order. Even though the Council 
exerts control, it does not necessarily interfere with semiautonomous Jedi 
enclaves or non-Jedi Force traditions that might view their connections to the 
Force differently, Jedi training is decentralized. Jedi academies and enclaves 
are scattered throughout the galaxy, using their own training methods 
and philosophies. However, the majority still use the master-and-Padawan 
pairing as the primary training tool. Jedi are not officially prohibited from 
marrying during this era. Some factions promote a ban, but their influence 
varies within this time. 

Jedi philosophy and learning is still evolving in this era, but one thing 
remains the same: Practitioners of the dark side are not tolerated. Some 
might be redeemable, but those beyond hope and help are hunted down and 
eliminated. At times, such as during the Jedi Civil War or the Sith wars, dark 
side Force-users are much more common than in other eras. Dark Jedi, Sith 
Lords, Dark Side Adepts, and Sith apprentices are common foes. The dark 
side threat is real, and the Jedi must counter it directly. 

In this era, Jedi training is dependent on the teachings of a specific orga- 
nization or enclave within the Order. Many Padawans are trained just as their 
Republic-era counterparts. Others are exposed to another Force tradition 
before joining the Order. They might struggle with reconciling their original 
teachings with that of the Order. Some are even exposed to Sith teachings 
before becoming aware of the benefit of following the light side. 

The many wars of this era compel large numbers of Jedi to become 
experts in lightsaber and Force-related combat. Some become masters on 
the battlefield; others become highly skilled duelists, able to battle dark Jedi 
and Sith in single combat. 

The Jedi operate in a variety of ways specific to this era. A single Jedi 
might serve as a Watchman over a particular sector or planet. A group of 
Jedi might form their own Covenant, finding their tasks through the guid- 
ance of the Force. Of course, the traditional master-and-Padawan duo is 
used extensively. 

Sample Jedi Concepts: Exiled Jedi, Jedi Battlemaster, Jedi Covenanter, 
Jedi Shadow, Jedi Watchman, Revanchist Jedi. 
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New JEDI TALENTS 
The following talents are intended for use with the Jedi class. 


New Jedi Consular Talents 

The following new talents belong to the Jedi Consular talent tree, which 
is available to members of the Jedi class. Any character that can normally 
choose talents from the Jedi Consular talent tree can choose from these 
talents as well. 

Collective Visions: Developed by Krynda Dray, this talent is used by Jedi 
Covenant WatchCircles to sharpen their visions through the Force. When you 
use farseeing or a Force power or talent that has farseeing as a prerequisite, 
other Force-users with farseeing in their Force-power suite can aid another 
(page 151 of the Saga Edition core rulebook) on your Use the Force check as 
a reaction if they are within 6 squares of you. 

Prerequisite: farseeing. 

Visionary Attack: As a reaction, you can make a Use the Force check 
after you or an ally within 12 squares misses with a melee or ranged attack, 
removing one use of the farseeing Force power from your active suite (as 


though you had activated the power). If your check result equals or exceeds 
the Will Defense of the target of that missed attack, the attacker can reroll 
the missed attack roll. This counts as using the farseeing Force power against 
that target, but this talent replaces the normal rules and effect of that power. 
Any attack can only be affected by this talent once (thus, multiple characters 
cannot use this talent on the same attack to allow multiple rerolls). You take 
a cumulative -5 penalty on Use the Force checks until the beginning of your 
next turn when you use this talent. 

Prerequisites: farseeing, WatchCircle Initiate. 

Visionary Defense: As a reaction, you can make a Use the Force check 
after you or an ally within 12 squares is the target of a melee or ranged 
attack (but before the results of the attack roll are known), removing one 
use of the farseeing Force power from your active suite (as though you had 
just activated the power). If your check result exceeds the Will Defense of 
the attacker, you grant the target of the attack a +5 Force bonus to Reflex 
Defense against that attack. This counts as using the farseeing Force power 
against the attacker, but this talent replaces the normal rules and effect of 
that power. Any attack can only be affected by this talent once (thus, mul- 
tiple characters cannot use this talent on the same attack to allow multiple 
rerolls). You take a cumulative -5 penalty on Use the Force checks until the 
beginning of your next turn when you use this talent. 

Prerequisites: farseeing, WatchCircle Initiate 

Renew Vision: Once per encounter, you can regain all expended uses of 
the farseeing power as a swift action. 

WatchCircle Initiate: As a reaction, you can make a Use the Force check 
(DC 15) and remove one use of the farseeing Force power from your active 
suite (as though you had activated the power). You subtract 1 from your 
Force Point total (this cannot be subtracted from temporary Force Points, 
and does not count as spending a Force Point) and add 1 to the Force Point 
total of an ally within line of sight, This counts as using the farseeing Force 
power against that target, but this talent replaces the normal rules and 
effect of that power. 

Prerequisites: farseeing. 


New Jedi Guardian Talents 

The following new talents belong to the Jedi Guardian talent tree. Any 
character who can normally choose talents from the Jedi Guardian talent 
tree can choose this talent as well. 

Improved Battle Meditation: You may activate your Battle Meditation 
talent as a swift action instead of as a full-round action. The range of the 
Battle Meditation extends out to 12 squares. Enemies within the radius of 
your Battle Meditation suffer a -1 penalty to all attack rolls. 

Prerequisite: Battle Meditation. 


New Jedi Sentinel Talents 

The following new talents belong to the Jedi Sentinel talent tree. Any char- 
acter who can normally choose talents from the Jedi Sentinel talent tree can 
choose from these talents as well. 

Dark Retaliation: Once per encounter, you can spend a Force Point to 
activate a Force power as a reaction to being targeted by a power with the 
[dark side] descriptor. 

Prerequisite: Sentinel Strike. 

Sentinel Strike: Any time you attack a flat-footed opponent (or one 
who is denied its Dexterity bonus to Reflex Defense against you) with a 
damage-dealing Force power or attack with a lightsaber, you deal an extra 
1d6 damage with that attack. This talent does not affect Force powers with 
the [dark side] descriptor. 

You can select this talent multiple times. Each time you select it, your 
Sentinel Strike damage increases by 1d6 (maximum +5d6). 

Sentinel’s Gambit: Once per encounter, as a swift action, you can desig- 
nate an adjacent enemy with a Dark Side Score of 1 or higher as the target of 
this talent. The designated enemy loses its Dexterity bonus to Reflex Defense 
against your attacks until the end of your next turn. 


New Lightsaber Combat Talents 

The following new talent belongs to the Lightsaber Combat talent tree. Any 
character who can normally choose talents from the Lightsaber Combat 
talent tree can choose this talent as well. 

Riposte: As a reaction once per encounter, make a lightsaber attack 
against a being whose attack you negate using the Block lightsaber combat 
talent (page 41 of the Saga Edition core rulebook). Only non-area melee 
attacks can be riposted in this manner; you cannot use this talent when 
negating the damage from melee area attacks (such as those made with 
the Whirlwind Attack feat). 

Prerequisites: Block, base attack bonus +5. 


NOBLE 

This is an era of action. As the warlike Mandalorian and Sith invaders provide 
fewer opportunities for negotiation, nobles of this era are more likely to be 
drawn to leadership and action, rather than diplomacy and rhetoric. Inspir- 
ing officers are needed to keep up the morale of Republic and planetary 
forces fighting against the relentless Mandalorians or the mysterious and 
dangerous Sith. Charismatic leaders are required to bolster the spirit of the 
war-weary citizenry. 

Many nobles create successful careers by serving a major interstellar 
corporation. Even though this might not keep them out of the wars, such a 
position is often better compensated and, depending on the corporation and 
position, nobles might find themselves with a great degree of autonomy. In 
other cases, nobles serving large companies that own or operate a significant 


region of the galaxy might find working for a corporation similar to working 
for a government agency. Ultimately, they will find that the reputation of 
their corporation often overrides their own personal reputation—for better 
or worse. 

Despite the focus on action, negotiation is not dead. Much must be settled 
internally within the Republic, as different factions and worlds argue for 
their own piece of the Republic defense or for funds for rebuilding. Corpora 
tions must negotiate among themselves and with government entities. Even 
criminal elements must make deals on occasion. Nobles help facilitate many 
deals, large and small. 

Sample Noble Concepts: City or planetary leader, corporate negotiator, 
corporate operative, Republic agent, Republic diplomat. 


New NOBLE TALENTS 
The following talents are for use with the noble class. 


New Influence Talents 

The following new talents belong to the Influence talent tree, which is 
available to members of the noble class. Any character who can normally 
choose talents from the Influence talent tree can choose from these talents 
as well. 


LORD ARKOH ADASCA, ARKANIAN NOBLE 


Fluster: You get under an enemy's skin. Once per encounter, make a 
Persuasion check to intimidate one creature within line of sight as a standard 
action. On a success, instead of the normal effect of an intimidate applica- 
tion of the Persuasion skill, the affected creature can take only a single swift 
action on its next turn, If the target is higher level than you, it gains a +5 
bonus to its Will Defense against the skill check. 

This is a mind-affecting effect. 

Prerequisites: Presence, trained in Persuasion. 

Intimidating Defense: Once per encounter, as a reaction, you can make a 
Persuasion check to intimidate one creature that has made a melee or ranged 
attack against you if that creature is within line of sight. If you succeed, you 
impose a -5 penalty to that attack roll. If the target is higher level than you, 
it gains a +5 bonus to its Will Defense against the Intimidating Defense. 

This is a mind-affecting effect. 

Prerequisites: Presence, trained in Persuasion. 


New Leadership Talent 
The following new talent belongs to the Leadership talent tree, which is avail- 
able to members of the noble class. Any character who can normally choose 
talents from the Leadership talent tree can choose this talent as well. 
Reactionary Attack: Once per encounter, as a reaction to an attack 
made against you or an ally, you can direct an ally within 6 squares to make 
an immediate attack as a reaction against the attacking enemy. The ally you 
choose must be capable of making an attack against the target. 
Prerequisites: Born Leader, trained in Persuasion. 


Fencing Talent Tree 

In the days of the Old Republic, the fine art of swordplay was stylish among 
nobles. A particular style arose mixing martial precision with forceful 
panache. 

Demoralizing Defense: As a reaction, you can designate an enemy you 
have just hit with a melee attack. The enemy takes only half damage from 
the attack, but takes a -5 penalty on attacks made against you until the 
end of your next turn. 

This is a mind-affecting effect. 

Prerequisites: Noble Fencing Style 

Leading Feint: Whenever you successfully damage an opponent with a 
melee attack, you can make a Deception check to feint against that target 
asa swift action. If successful, you designate an ally within 12 squares; your 
target is treated as flat-footed against the first attack that ally makes against 
your target before the beginning of your next turn. 

Prerequisites: Noble Fencing Style 


Noble Fencing Style: This style of swordplay uses wit and force of 
personality to increase accuracy, taunting and distracting an opponent with 
feints, misdirection, and deception. When using a light melee weapon or a 
lightsaber that you are proficient with, you can use your Charisma modifier 
instead of your Strength modifier on attack rolls. 

Prerequisite: Trained in Deception and Persuasion. 

Personal Affront: Once per encounter, as a reaction, you can make a 
single melee attack against an adjacent enemy who just damaged you. 

Prerequisites: Noble Fencing Style, base attack bonus +5. 

Transposing Strike: When you hit a character with a melee attack, you 
can choose to have the attack deal only half damage and switch places 
with that foe. Your foe must be no more than one size category larger than 
you, and you must end up occupying a space that was previously occupied 
by your target (and vice versa) to use this talent. This movement does not 
provoke attacks of opportunity. 

Prerequisites: Noble Fencing Style, base attack bonus +5. 


SCOUNDREL 

As in all eras of uncertainty, scoundrels thrive throughout the galaxy. Scoun- 
drels dealing in the gray areas of commerce find a wide variety of opportu- 
nities, especially as large populations move throughout the galaxy, trying 
to avoid war zones. People so uprooted are in need of difficult-to-obtain 
information and material. They often require less-than-legal transport, or 
any transport available in an emergency. Scoundrels meet these needs. 

Smugglers find the Outer Rim wide open to their illicit deals, but they 
must contend with powerful criminal organizations such as the Exchange. 
Move in on the wrong market or planet, and a smuggler might end up at the 
wrong end of a blaster—or pirate fleet. Smugglers work across the front lines 
of the many wars of the era. Though they risk running into an unexpected 
battle or being arrested for treason or sedition, the economic rewards can be 
great. Many passengers desperately want to escape back to their homeworld 
from an occupied planet. 

Not all scoundrels are smugglers, however. Some are opportunistic busi- 
nessmen, trying to keep their ship flying or their skin intact in a dangerous 
time. More have been displaced by war, forced to follow paths they would 
never have dreamt of in more peaceful times. Scoundrels share one common 
feature: Survival is the number one priority. 

Sample Scoundrel Concepts: Battlefield scavenger, ex-swoop gang 
member, professional pazaak player, resource acquisition specialist, Sith 
deserter, undercover agent or spy. 


New SCOUNDREL TALENTS 
The following talents are for use with the Scoundrel class. 


New Fortune Talent 

The following new talent belongs to the Fortune talent tree, which is available 
to members of the scoundrel class. Any character who can normally choose 
talents from the Fortune talent tree can choose this talent as well. 

Lucky Stop: A successful hit against you is mitigated by an item you just 
happen to be wearing or carrying, or glances off your armor or clothing in just 
the right way. Once per encounter, as a reaction, you can negate the damage 
from a single attack that would normally reduce you to 0 hit points. 

Prerequisite: Knack. 


Run and Gun Talent Tree 
Scoundrels find ways to slip through fights 
of any size, even when the odds are 
against them. 

Cheap Shot: Once per encounter, 
you can make an attack of opportunity 
against an opponent that takes the 
withdraw action to withdraw from a 
space threatened by one of your allies 
within point-blank range. 

Prerequisite: Opportunistic 
Strike. 

No Escape: Whenever an 
opponent uses the withdraw 
action to leave your threat- 
ened space, that opponent 
is considered flat-footed 
against you until the end 
of your next turn. 

Prerequisite: Oppor- 
tunistic Strike, 

Opportunistic Strike: 
Once per encounter, you can 
make an attack of opportunity 
against an opponent within 
point-blank range (even using a 
ranged weapon) if that opponent 
provokes an attack of opportu- 
nity from one of your allies. 

Slippery Strike: Once per 
encounter, you can designate 
an opponent you have just 
damaged as a reaction; that 


MIRA, HUMAN SCOUNOREL 


7 wsaaveo 


SLIVEL SIGE) 


opponent cannot make attacks of opportunity against you until the end of 
your next turn. You may use this in conjunction with the Strike and Run talent, 
allowing you to benefit from both talents as a single reaction 

Prerequisite: Strike and Run. 

Strike and Run: Once per encounter, as a reaction after successfully dam- 
aging an opponent with a melee or ranged attack, you can move your speed. 


scout 

Many scouts find that they have two major services to offer during this era. 
One is reconnaissance. Government forces can always use an extra source of 
information during these volatile times. News of fleet movements, uncertain 
alliances, and secret corporate activities is interesting to certain parties. 

The second major service is that of the scout's traditional role: explora- 
tion of space and new worlds. Despite widespread warfare, this is also an 
era of rapid colonization. Many species are seeking suitable planets for 
new colonies, and corporations are willing to pay for information regarding 
natural resources. Scouts might be commissioned specifically to discover 
new worlds for a specific patron. 

A scout's intimate knowledge of specific regions of space gives him a 
valuable commodity: astrogation information. Because scout ships are often 
the most recent to travel certain routes, especially in remote areas of the 
galaxy, they might find that their astrogation data is worth a high price. 
Whether vast battle fleets or single colonization ships, every starship requires 
the best data available. In remote areas of the galaxy, this information can 
be difficult to come by. In fact, corporations and military organizations hire 
scout ships to map specific paths before moving a large fleet into unknown 
space. Though such mapping expeditions are risky, they are exactly what 
many scouts live for. 

Sample Scout Concepts: Colony scout, corporate scout, hyperspace 
scout, military reconnaissance specialist, search and rescue specialist (ter- 
restrial or space-based), swoop racer. 


New Scout TALENTS 
The following talents are for use with the scout class. 


New Awareness Talent 
The following new talent belongs to the Awareness talent tree, which is avail- 
able to members of the scout class. Any character who can normally choose 
talents from the Awareness talent tree can choose this talent as well. 
Weak Point: Once per encounter, you can use a swift action to ignore 
the Damage Reduction of a single target within your line of sight for the 
rest of your turn. 
Prerequisites: Acute Senses, Keen Shot. 
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Hyperspace Explorer Talent Tree 
You are an experienced deep-space explorer who has learned a few tricks 
along the way that help you survive both in space and planet-side. 

Deep-Space Gambit: Once per encounter, when you or a vehicle you 
occupy are the target of an attack roll, you can force your opponent to reroll 
the attack. The opponent must take the worse result. 

Guidance: You know how to guide others through treacherous terrain. 
You may use a swift action to point out to an ally the path of least resistance 
to an ally within line of sight who can see, hear, and understand you. The 
ally ignores the effect of difficult terrain on its next turn. You may not use 
this talent on yourself. 

Prerequisite: Trained in Perception. 


Hidden Attacker: Your shots seem to come from nowhere. Whenever 
you use the snipe application of the Stealth skill, you do so as a swift action 
instead of a move action. 

Prerequisite: Trained in Stealth. 

Hyperspace Savant: You can substitute your Pilot skill for any Use 
Computer check made to astrogate or operate sensors while you are the 
pilot of a vehicle. 

Prerequisite: Trained in Pilot. 

Vehicle Sneak: You know how to fly and operate your vehicle in order 
to hide its approach visually, decrease the noise it produces, and minimize 
its sensor signature. Treat your ship as two size categories smaller when 
attempting Stealth checks. 

Prerequisite: Trained in Pilot. 


SOLDIER 
With the galaxy in the midst of several major 
wars, soldiers are a common class in the 
Knights of the Old Republic era. Even 
between the wars, soldiers and former 
fighters can be found in most any locale 
and social class. Soldiers might serve in 
the Republic armed forces or another 
major military group, or they might 
be freelance mercenaries for hire. 
They might be veterans, trying 

to redeem themselves for their 
actions during the war, possibly 
regretting the side that they 
served. 

Shifting loyalties might cause 
soldiers to become caught up in 
difficult situations. A commander or 
government serving one side might 
suddenly shift to support the enemy 
or even oppose all others. During 
the Jedi Civil War, for example, 
Republic ships and entire fleets 
join Revan in the Sith. Dissent- 
ing soldiers might be unable to 
detach themselves from their 
unit or starship, and unable to 
follow their own paths with- 
out risking their lives. Once 
they seize an opportunity 
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to jump ship, they might be stranded on a remote planet or in a hostile 
environment. 

Soldiers of this era specialize in combat techniques different from those 
of the classic era. With the advent of personal shields, melee combat has 
come to the fore, requiring acquisition of new skills. Some soldiers receive 
training specific to their military service, with Republic soldiers specializing 
in techniques different from their Sith military counterparts. Whatever their 
training, soldiers remain as deadly as ever. 

Sample Soldier Concepts: Corporate security, Mandalorian soldier, 
Republic soldier, ex-Sith soldier, gladiator, personal bodyguard. 


New SOLDIER TALENTS 
The following talents are for use with the soldier class. 


New Armor Specialist Talent 
The following talent belongs to the Armor Specialist talent tree. 

Shield Expert: You are an expert in using personal shields for maximum 
effectiveness. Once per encounter, you can spend a swift action to regain 10 
points of SR (up to the shield's maximum) on an active personal shield. 

Prerequisite: Armor Proficiency (light). 


New Brawler Talent 

The following talent belongs to the Brawler talent tree. 

Devastating Melee Smash: Once per encounter, you can attempt 
a devastating melee smash. You must declare this special melee 
attack before making the attack roll. If the attack roll succeeds 
add half your level to the damage instead of the normal +1 
for Melee Smash. The damage from this talent does 
not stack with any damage bonus provided by 
the Powerful Charge feat. 

Prerequisite: Melee Smash. 


New Weapon Specialist Talent 
The following talent belongs to the Weapon Specialist talent tree. 
Disarming Attack: Choose a single exotic weapon or weapon 
group with which you are proficient. You ignore a target's armor 
bonus to Reflex Defense when disarming with such a weapon. Addi- 
tionally, as a free action, once per encounter, you can grant yourself a +10 
bonus on your attack roll when attempting to disarm an opponent while 
using such a weapon. 
Prerequisites: Improved Disarm, Intelligence 13, Weapon Specializa- 
tion with the chosen weapon. 
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Rocket Jumper Talent Tree 
You are an expert in the use of jet packs. You can use this form of transport 
to perform specialized aerial assaults and maneuvers. 

Burning Assault: As a standard action you can expend one of your jet 
pack's charges to make an attack with the jet pack, treating it as a flame 
thrower (see page 128 of the Saga Edition core rulebook). You cannot use 
this talent when you are flying. You are considered proficient in the flame 
thrower for the purpose of making this attack. 

Prerequisite: Jet Pack Training. 

Improved Trajectory: You always use the proper trajectories to maximize 
efficiency of your rocket-pack burn rates. You increase your fly speed by 2 
squares when using a jet pack. 

Prerequisite: Jet Pack T 
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Jet Pack Training: You can activate a jet pack as a free action on your 
turn. You need not make Pilot checks to land safely with a jet pack. 

Jet Pack Withdraw: Once per encounter, as a reaction when an opponent 
moves adjacent to you, you can expend one charge of your jet pack to fly 
and move your speed or withdraw. 

Prerequisite: Jet Pack Training. 


SKILLS 


Below are new uses for the skills described in the Saga Edition core rulebook. 
These additional uses can be used in any era. 


ACROBATICS 

Long Falls: When falling great distances, you can attempt to use your 
Acrobatics skill to guide your descent. Make a DC 20 Acrobatics check to 
land on a target near a square you would normally land in. You can adjust 
your target by 1 square for every 60 meters fallen, Gamemasters can give 
favorable or unfavorable circumstance adjustments to the check based on 
mitigating circumstance—for example, the amount of wind or the favorable 
use of equipment, such as baggy clothing. 


Cums 

Climbing in Low or High Gravity: When climbing in low-gravity envi- 
ronments, Climb DCs are halved and movement is double. When climbing 
in high-gravity environments, DCs are doubled and climb speed is halved 
(minimum 1 square). 


Use THE FORCE 

Breath Control (Trained Only): You can use the Force to help you hold 
your breath for an extended period of time. A successful DC 15 Use the 
Force check allows you to hold your breath for a number of rounds equal to 
twice your Constitution score before having to succeed Endurance checks 
to continue to hold your breath. 
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FEATS 

Feats provide game mechanics for core character concepts. They allow 
characters from any class to access significant special abilities, as long as 
they meet certain prerequisites. This section provides new feats common 
to the Knights of the Old Republic era, as well as new ways to use some 
existing feats. 


COMBINED FEATS 

Characters can use their existing feats in new ways, as noted below. Essen- 
tially, certain feats allow characters to benefit from combining their use. 
A character wishing to use one of the combinations described below must 
have all the required feats to do so. 


DODGE + CHARGING FIRE 
You can reduce your penalty to your Reflex Defense against all opponents 
to-1 when making a ranged attack at the end of a charge. 


DODGE + RUNNING ATTACK 

You can add your Dodge bonus to your Reflex Defense against anyone who 
makes an attack of opportunity against you while using the Running Attack 
feat. 


DUAL WEAPON MASTERY I + 
Quick DRAw 

You can draw or holster two weapons with a single swift action; you must 
have both hands free to draw both weapons, and each weapon must be able 
to be held in one hand. 


FORCE TRAINING + IMPROVED 
DISARM 

When you use the Force disarm Force Power, you gain the +5 bonus from 
Improved Disarm on your Use the Force check as though you were making 
an attack roll. 


Quick DRAW + WEAPON 
PROFICIENCY (LIGHTSABERS) 
You can draw and ignite your lightsaber as a single swift action. 


WEAPON FOCUS + WEAPON 
FINESSE 

When you are wielding a single one-handed weapon for which you have 
Weapon Focus, you can treat that weapon as a light weapon for the purpose 
of Weapon Finesse. 


“STAY OUT OF MY 
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FEAT NAME PREREQUISITES 


Accelerated Strike Base attack bonus +6 

Conditioning Str 13, Con 13 

Critical Strike Base attack bonus +9, proficient with 
melee weapon used, Weapon Focus 

Echani Training Dex 13, Martial Arts | 

Force Readiness = 

Flurry Dex 13 

Gearhead a 

Implant Training Possess a cybernetic implant 

Improved Rapid Strike Rapid Strike, light melee weapon, 

Increased Agility Conditioning 

Logic Upgrade: Self-Defense Droid 

Logic Upgrade: Tactician Droid, base attack bonus +4 

Mandalorian Training Charging Fire 

Poison Resistance Con 13 

Power Blast Dex 13 

Quick Skill - 


Republic Military Training - 
Sith Military Training p 


Sniper Shot Proficient with ranged weapon/group 
Tumble Defense Dex 13, proficient with melee weapon 
Withdrawal Strike Base attack bonus +5, proficient with 


melee weapon used 


New FEATS 


The new feats presented below are available in any era. 


ACCELERATED STRIKE 
Your melee attack is exceptionally quick. 
Prerequisite: Base attack bonus +6. 
Bene 
are proficient, you can take a full attack action as a standard action. 


CONDITIONING 


You are in excellent physical condition, enabling you to extend physical activi- 


ties. You might not have great strength, but you have a lot of stamina. 
Prerequisites: Strength 13, Constitution 13 


Once per encounter, when using only weapons with which you 


BENEFIT 
Once per encounter, make a full attack as a standard action 
Reroll Strength- and Constitution-based skill checks 
Increase critical threat range of an attack 


In unarmed combat, increase damage, knock opponent down on critical hit 
Spend Force Points even if it is not your turn 

Increase attack bonus, with penalties to Reflex defense 

Make Mechanics and Use Computer checks quickly 

You take no penalty to Will Defense with cyberntetic implant 

Trade -5 penalty on attack roll for +2 dice of damage when using light melee weapon 
Increase Climb speed, Swim speed, and Jump distance by 2 squares 

Grant yourself +2 to the defense of your choice for 1 round 

Grant a +5 bonus to attack with a successful aid another attempt 

Gain a +2 bonus on attack rolls when using Charging Fire feat 

You are inherently more resistant to poison 

Trade attack bonus for damage on ranged attacks (up to your base attack bonus) 
Take 10 on skill checks when rushed, take 20 in half normal time 

When behind cover, you can reduce the damage of an incoming attack 

Upon debilitating an enemy, you can cause other enemies to lose heart 

Increase accuracy at a -5 Reflex Defense penalty 

Your martial ability makes it harder for opponent to tumble past 

You can make attacks of opportunity against enemies using the withdraw action 


Benefit: You can reroll any Strength- or Constitution-based skill checks 
for skills that you are trained in. The result of the reroll must be accepted 
even if it is worse. Additionally, once per encounter you can add your Strength 
bonus to your Fortitude Defense as a reaction; this bonus lasts until the 
beginning of your next turn. 


CRITICAL STRIKE 
At the cost of speed, you can make a devastating attack. 

Prerequisites: Base attack bonus +9, proficient with melee weapon used, 
Weapon Focus for the melee weapon used. 

Benefit: You can take two consecutive swift actions in the same round 
to increase the critical range of your next melee attack by 1. Thus, if a 
weapon scores a critical hit on a natural 20, it can score a critical hit on a 
natural roll of 19 or 20 instead. However, any roll other than a natural 20 


is not considered an automatic hit; if you roll a natural 19 and miss the 
target, you do not score a critical hit. You lose the benefits of Critical Strike 
if you lose line of sight to your target or if you take any other action before 
making your attack. 


ECHANI! TRAINING 
You are trained in Echani unarmed fighting techniques, giving you an advan- 
tage in hand-to-hand combat. 

Prerequisites: Dexterity 13, Martial Arts |. 

Benefit: You can double the damage bonus provided by your Strength 
bonus to unarmed attacks (minimum +1) provided you make only one 
unarmed attack this turn. Once per encounter when you deal damage to a 
target with an unarmed attack you may make an immediate unarmed attack 
against the target's Fortitude Defense as a free action; if successful you knock 
your opponent to the ground (prone) in their current square, provided they 
are one size larger than you or smaller. 

Special: Targets gain a bonus to Fortitude Defense against being knocked 
prone based on their size: Large +5, Huge +10, Gargantuan +20, Colossal +50. 
Unusually stable creatures (such as those with four legs) gain a +5 bonus to 
their Fortitude Defense against being knocked prone as well. 


FORCE READINESS 
The Force is always with you, and you have a knack for succeeding even 
when the odds are against you. 

Benefit: You can spend Force Points as a free action, even ifit is not your 
turn, All other restrictions to Force Point use still apply. 

Normal: Unless otherwise specified, you can spend Force Points only 
on your turn, preventing you from enhancing attacks and skill checks made 
as reactions. 


FLURRY 
You attack using a series of quick strikes, sacrificing defense in the 
process, 

Prerequisite: Dexterity 13. 

Benefit: When wielding only light weapons or lightsabers, you can make a 
flurry of attacks. You take a -5 penalty to your Reflex Defense, but you gain 
a +2 bonus on your melee attack rolls. The bonus on attacks and penalty to 
Reflex Defense apply until the start of your next turn, 

Special: You can use this feat in the place of the Point Blank Shot feat 
to qualify for the elite trooper prestige class. 


GEARHEAD 
You are naturally talented with machines and electronics. 

Benefit: Once per encounter, you can make Mechanics and Use Computer 
checks more quickly than normal. A check requiring a full-round action can 
be attempted as a standard action, a check requiring a standard action can 
be attempted as a move action, and a check requiring a move action can 
be attempted as a swift action. Checks requiring multiple swift actions can 
be reduced by one swift action. Checks requiring more than a full round 
action can be attempted in one-half the amount of time required at a -10 
penalty. 


IMPLANT TRAINING 
You have acclimated your mind and body to the presence of a cybernetic 
implant. 

Prerequisite: Must possess a cybernetic implant. 

Benefit: You are not moved an extra step down the condition track when 
you would normally be moved down the condition track. 

Normal: Characters with an implant move one extra step down the condi- 
tion track when moved down the condition track for any reason. 


IMPROVED RAPID STRIKE 
Your Rapid’ Strike is more effective with light melee weapons. 

Prerequisites: Rapid Strike, light melee weapon 

Benefit: When using a light melee weapon or lightsaber with the Rapid 
Strike feat, you can take a -5 penalty to your attack roll to gain +2 dice of 
damage on a successful strike, This does not stack with the Rapid Strike feat 
or extra damage provided by any source that does not stack with the Rapid 
Strike feat (such as Mighty Swing). 

Special: If you do not have a Dexterity of 13 or higher, the penalty to 
your attack roll is -10. 


INCREASED AGILITY 
Due to your own natural abilities or specific training, you move faster or 
farther than normal when climbing, jumping and swimming. 

Prerequisite: Conditioning 

Benefit: You increase your Climb speed, Swim speed and Jump distance 
by 2 squares and do not lose your Dexterity bonus to Reflex Defense when 
climbing. 
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LOGIC UPGRADE: 
DEFENSE 
You can use your acquired knowledge and experiences to increase your 
defenses. 

Prerequisite: Droids only. 

Benefit: Once per encounter, as a reaction, you can grant yourself a 
+2 morale bonus to the defense score of your choice until the end of your 
next turn. 


SeEcr 


LoGic UPGRADE: TACTICIAN 
You have learned to use your systems and equipment to arm yourself. 
Prerequisites: Droids only, base attack bonus +4. 
Benefit: Once per encounter, you can use the aid another action to grant 
a single ally a +5 bonus to their next attack roll against an opponent 
Normal: Successfully aiding an attack roll grants a +2 bonus to the ally's 
next attack roll against the opponent. 


MANDALORIAN TRAINING 
You are trained in Mandalorian fighting techniques, giving you an advantage 
in many types of combat. 

Prerequisite: Charging Fire. 

Benefit: When using the Charging Fire feat, you gain a +2 bonus toa 
ranged attack made at the end of a charge. As with a normal charge, you 
still take a -2 penalty to your Reflex Defense, but you also gain a +2 morale 
bonus to your Will Defense until the beginning of your next turn 

Normal: You gain no bonus to a ranged attack made at the end of a 
charge with the Charging Fire feat. 


POISON RESISTANCE 
You are naturally more resistant to the effect of poison. 

Prerequisite: Constitution 13 

Benefit: You gain a +5 bonus to your Fortitude Defense when attacked 
by poison. If the attack succeeds, you take only half damage. 


POWER BLAST 
You can make exceptionally powerful ranged attacks. 

Benefit: As a swift action, before making an attack roll, you can choose 
to subtract a number from all ranged attack rolls and add the same number 
to all ranged damage rolls. This number cannot exceed your base attack 
bonus. The penalty on attacks and bonus on damage applies until the start 
of your next turn but you gain no bonus to damage with area attacks or 
when attacking objects or vehicles from this feat. 

Special: If you do not have a Strength of 13 or higher, you take a -5 
penalty to attacks when using this feat with non-vehicle weapons. 


Quick SKILL 
Your cautious nature provides a bonus to accomplishing extremely dangerous 
tasks. You are steady and confident. 

Benefit: Once per encounter, you can take 10 when rushed on a single 
skill check for a skill you are trained in, unless the skill description explicitly 
forbids it. Alternatively, you can take 20 when using a skill you are trained 
in at half the normal time required. 

Normal: Taking 20 normally requires 20 times the amount of time needed 
by a regular skill check. 


REPUBLIC MILITARY TRAINING 

You are trained in Republic military fighting techniques, giving you an 
advantage in ranged combat. This training is generally given to members of 
the Republic military forces. 

Benefit: Once per encounter, as a reaction, you gain DR 10 against an 
incoming attack if you have cover from the attacker. You can gain the DR as 
long as you have cover, even if your opponent uses aim to ignore your cover 
bonus to Reflex Defense. 


SITH MILITARY TRAINING 

You are trained in Sith military fighting techniques, giving you an advantage 
in melee combat. This training is generally given to rank and file military 
members of the Sith Empire regardless of their Force training. 

Benefit: Once per encounter, as a reaction when you reduce a target to 
Ohit points or deal damage that exceeds the target's damage threshold, you 
can activate this feat to cause all enemies within 6 squares of that target to 
take a -2 to defenses until the end of your next turn. 

This is a mind-affecting effect. 


SNIPER SHOT 
You make a precision attack at the expense of your own defense. 

Prerequisite: Proficient with ranged weapon used (other than 
heavy weapons). 

Benefit: When wielding only weapons with which you are proficient, 
you can gain a +2 bonus on your ranged attack, but you take a -5 penalty 
to Reflex Defense until the beginning of your next turn. 

Special: This feat cannot be used with vehicle weapons or heavy 
weapons. 


TUMBLE DEFENSE 
You can use your melee weapon to hinder acrobatic enemies. 

Prerequisites: Proficient with melee weapon used. 

Benefit: When an opponent attempts to tumble through a square you 
threaten with a melee weapon, add your base attack bonus to the DC of the 
Acrobatics check made to tumble. If the target fails the Acrobatics check 
to tumble, you can make an attack of opportunity against that opponent 
as normal. 

Special: You cannot use this feat when you are flat-footed 


WITHDRAWAL STRIKE 
Your enemies do not escape easily. 
Prerequisites: Base attack bonus +5, proficient with melee weapon used 
Benefit: When taking this feat, select a single exotic weapon or weapon 
group. When wielding a melee weapon from the chosen weapon group, 
adjacent opponents may not withdraw from squares you threaten. They may 
still make Acrobatics checks to tumble as normal. 


BONUS FEATS 

Some of the feats in this chapter can be selected as bonus feats by 
members of certain classes. Each class mentioned below adds the following 
feats to its list of available bonus feats. 


Class Bonus Feats 

Jedi Accelerated Strike, Critical Strike, Force Readiness, 
Flurry, Improved Rapid Strike, Tumble Defense, 
Withdrawal Strike 

Noble Flurry, Quick Skill 


Scoundrel Gearhead, Implant Training, Poison Resistance, 
Quick Skill, Sniper Shot 

Scout Conditioning, Gearhead, Increased Agility, 
Poison Resistance 

Soldier Accelerated Strike, Conditioning, Critical Strike, 


Flurry, Improved Rapid Strike, Increased Agility, 
Power Blast, Sniper Shot, Tumble Defense, 
Withdrawal Strike 
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CHAPTER III 


PRESTIGE CLASSES 
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abilities unavaitable to other classes. Prestige classes allow players to develop 
their characters around specific concepts, roles, or character types. Prestige 
classes are optional, and the Gamemaster has the final say on which, if any, 
are allowed in the campaign. 

All prestige classes are suitable for player or Gamemaster use, To qualify 
for a prestige class, a character must meet all prerequisites, including story 
factors and statistical requirements. Players and Gamemasters should work 
together to generate adventures and storylines that allow a player to take 
advantage of these classes. 


New TALENTS 
FOR EXISTING 
PRESTIGE CLASSES 


This chapter features three new prestige classes suitable for a Knights of 
the Old Republic campaign and also includes several new talent trees for 
existing prestige classes. Like those new talent trees for core classes (Jedi, 
noble, scoundrel, scout, soldier) in the previous chapter, any character taking 
a level in the designated prestige class that would normally grant the talent 
can take one of these talents. Even though a prestige class description might 
not mention these talent trees specifically, they are considered to be a part 
of the list of suitable talent trees for that prestige class. 

For example, in the description of the talents granted to the elite trooper 
prestige class that appear in the Saga Edition core rulebook, the text states 
that a character can choose talents from the Weapon Master talent tree, the 
Commando talent tree, or the Camouflage talent tree. This chapter presents 
the Mandalorian Warrior talent tree for the elite trooper, which is considered 
to be on the list of talent trees for the elite trooper just like the other three. 
Any talent that relies on a character's class level considers the levels of all 
classes that have access to that talent cumulative. 

However, none of the new talent trees granted to core classes by this book 
are added to the list of approved talent trees for that prestige class unless 
specifically noted in that talent tree's description. Though the elite trooper 
has access to the Commando talent tree of the soldier class, he does not 
gain access to the Rocket Jumper talent tree from the previous chapter even 
though it is considered a soldier talent tree. New talents for existing talent 
trees are treated no differently from any other talent in that tree. 
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New PRESTIGE CLASS 
TALENTS 


This section presents new talents for several of the prestige classes in the Saga Edi- 
tion core rulebook. 


ELITE TROOPER TALENTS 
The following talents are intended for use with the elite trooper prestige 
class. 


MANDALORIAN WARRIOR TALENT TREE 

Mandalorians are talented and ferocious warriors. Their skillful training, 
warrior culture, and advanced combat abilities make them formidable foes 
in any era. The following talents are particularly suited to the Knights of the 
Old Republic era. 

Armored Mandalorian: Mandalorians wear armor constantly and learn 
to adjust to take an impact on the strongest section of their armor. You add 
your armor's Fortitude Defense bonus as an equip- 
ment bonus to your elite trooper 
damage reduction (with a maxi- 
mum bonus equal to your base 
elite trooper DR). Additionally, ifa 
lightsaber does not ignore the DR of 
the armor you are wearing (such as 
cortosis weave/phrik alloy armor), 

a lightsaber does not ignore your 
damage reduction. 

Prerequisites: Dexterity 13, 
Mandalorian Glory, proficient in 
armor worn. 

Mandalorian Advance: 
Veteran Mandalorians 
know how to move on 
the battlefield. Once 
per encounter, on 
your turn, you 
can move up to 
your speed as 
a free action 
before any 
other action. 


ROHLAN DYRE, MANDALORIAN ELITE TROOPER 


Mandalorian Ferocity: Mandalorians can be ferocious fighters. Select 
one weapon group or exotic weapon you are proficient with. Once per 
encounter, when making more than one attack in a round, you can add 
one damage die to each successful hit with the selected weapon group or 
exotic weapon. You can take this talent more than once, selecting a different 
weapon group each time. 

Prerequisites: Dexterity 13, proficient in selected exotic weapon or 
weapon group. 

Mandalorian Glory: Above everything else, Mandalorians fight for glory 
in battle. Once per encounter, when you reduce an opponent's hit points 
to 0, you gain a +5 attack bonus with your next attack during the same 
encounter. 


FORCE ADEPT TALENTS 
The following talents are for use with the Force adept prestige class. 


New Force Item Talents 

The following new talents belong to the Force Item talent tree, which is 
available to members of the Force adept prestige class. Any character that 
can normally choose talents from the Force Item talent tree can choose 
from these talents as well. 

Primitive Block: As a reaction, you may negate a melee attack by making 
a successful Use the Force check. The DC of the skill check is equal to the 
result of the attack roll you wish to negate, and you take a cumulative -5 
penalty on your Use the Force checks to use this talent for every time you 
have used Primitive Block since the beginning of your last turn. You must 
have a weapon you have empowered drawn to use this talent, and you must 
be aware of the attack and not flat-footed. You may spend a Force Point to 
use this talent to negate an attack against an adjacent character. 

You may use the Primitive Block talent to negate melee area attacks, 
such as those made by the Whirlwind Attack feat. If you succeed on the Use 
the Force check, you take half damage if the attack hits and no damage if 
the attack misses. 

Prerequisite: Empower Weapon. 

Force Throw: You can hurl a simple or advanced melee weapon your size 
or smaller as a standard action, treating it as a thrown weapon. You are con- 
sidered proficient with the thrown weapon. The thrown weapon deals normal 
weapon damage if it hits. If the weapon deals piercing or slashing damage, it 
becomes embedded in your target, remaining there and causing an additional 
die of damage each round at the end of the target's turn, and also when it is 
removed (removing the embedded weapon is a swift action and an adjacent 
ally can remove the embedded weapon for you). Your target must be within 
6 squares of you. The weapon does not automatically return to you, but you 
can retrieve it with move object (dealing an additional die of damage in the 
process, if the weapon is embedded in the target, as above). 

Prerequisite: Empower Weapon. 


GUNSLINGER TALENT 
The following talent is for use with the Gunslinger prestige class. 


New Gunslinger Talent 

The following talent is for use with the Gunslinger talent tree, which is 
available to members of the gunslinger prestige class. Any character that 
can normally choose talents from the Gunslinger talent tree can choose 
this talent as well. 

Mobile Attack (pistols): Immediately after making a full attack where 
you attack with two pistols, you may move up to your speed as a free 
action. 

Prerequisites: Multiattack Proficiency (pistols), Dual Weapon Mastery |, 
Weapon Focus (pistols). 


dEDI KNIGHT TALENTS 
The following talents are for use with the Jedi Knight prestige class. 


New Duelist Talents 

The following talents are for use with the Duelist talent tree, which is avail~ 
able to members of the Jedi Knight prestige class. Any character that can 
normally choose talents from the Duelist talent tree can choose from these 
talents as well. 

Improved Riposte: Once per turn, when you successfully make a riposte 
attack using the Riposte talent, you do not count the Block use that triggered 
the riposte (thus, you take no cumulative penalty to Use the Force checks 
from that Block attempt). Subsequent Block attempts before the beginning 
of your next turn impose penalties as normal. 

Prerequisites: Block, Riposte. 

Improved Redirect: Once per turn, when you successfully redirect an 
attack with the Redirect Shot talent, do not count the Deflect use that trig- 
gered the redirected attack (thus, you take no cumulative penalty to Use 
the Force checks from that Deflect attempt). Subsequent Deflect attempts 
before the beginning of your next turn impose penalties as normal. 

Prerequisites: Deflect, Redirect Shot. 


JEDI BATTLEMASTER TALENT TREE 
Jedi Battlemasters are highly trained in Jedi combat techniques. They serve as 
the head combat trainers for Jedi organizations and as Jedi commanders on 
the battlefield. Many Battlemasters begin their careers as Jedi Guardians. 
Defensive Circle: As a swift action, you and any allies affected by your 
Battle Meditation gain a +2 insight bonus to Reflex Defense, lasting as long 
as they are affected by Battle Meditation. Additionally, you gain a +1 bonus 
to your Use the Force checks to Block and Deflect (as per the talents) for 
each adjacent ally wielding a lightsaber. 
Prerequisites: Battle Meditation, Block or Deflect, Jedi Battle 
Commander. 


Force Revive: When an ally affected by your Battle Mediation is reduced 
to 0 hit points, you can spend a Force Point as a reaction, allowing that ally 
to take its Second Wind as a reaction immediately (though the target still 
falls unconscious before the Second Wind is triggered). 

Prerequisites: Battle Meditation, Jedi Battle Commander. 

Jedi Battle Commander: You are trained to direct Jedi in pitched battles. 
Your battle meditation grants a +2 insight bonus on attack rolls instead of 
the normal +1. 

Prerequisite: Battle Meditation. 

Slashing Charge: Once per encounter, while making a charge, you take 
no cumulative penalty to Use the Force checks for each Block attempt you 
make during the charge. When performing slashing charge, you can apply 
the attack bonus granted by the charge to all Riposte attacks as well. You 
can declare the use of this ability after you begin the charge but before you 
make your first Riposte attack. 

Prerequisite: Block, Riposte, Weapon Focus (lightsabers), Weapon Pro- 
ficiency (lightsabers). 

Mobile Attack (lightsabers): Immediately after making a full attack 
where you attack with two lightsabers (or both ends of a double-bladed 
lightsaber), you may move up to your speed as a free action. 

Prerequisites: Multiattack Proficiency (lightsabers), Dual Weapon Mastery 
|, Weapon Focus (lightsabers). 


JEDI SHADOW TALENT TREE 

Jedi Shadows are often elite Jedi Sentinels who specialize in abilities that 
aid them in pursuing dark side users in all forms and locations. These talents 
are also utilized by Jedi Covenant Shadows. 

Dark Deception: You can cloak your intentions with a veil of anger and 
hate. When another character attempts to sense you through the Force in 
any way, you can choose to act as though your Dark Side Score equals your 
Wisdom score. 

Additionally, Deception is now a class skill for you. 

Improved Sentinel Strike: Increase the damage dice of your Sentinel 
Strike to d8 instead of d6. 

Prerequisite: Sentinel Strike. 

Improved Sentinel's Gambit: You can use Sentinel's Gambit an additional 
number of times an encounter equal to half your class level (minimum 1). 

Prerequisite: Sentinel's Gambit. 

Rebuke the Dark: When using the rebuke Force power against a Force 
power with the [dark side] descriptor, roll two dice for the rebuke attempt 
and take the better result. 

Taint of the Dark Side: Add one Force power with the [dark side] descrip- 
tor to your Force suite. Once per encounter you can use that Force power with 
the [dark side] descriptor without increasing your Dark Side Score. 

Prerequisite: Dark Deception. 
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JEDI WATCHMAN TALENT TREE 

Jedi Watchmen are elite Jedi tasked with protecting and watching over a 
specific world or region of space. They seek out and destroy threats to the 
Republic and the Jedi Order. As such, they have enhanced their abilities to 
blend in and covertly investigate threats at their source. All Watchmen are 
appointed and approved by the Jedi Council before training; many begin 
as Jedi Consulars. A Watchman's assignment might change, as directed by 
the Council. 

Force Warning: Allies within 12 squares can choose to reroll their Initia- 
tive checks at the start of combat but must take the second result, even if 
it is worse. Furthermore, if any allies within 12 squares are surprised at the 
start of an encounter, but you are not, you can designate a number of those 
allies equal to your Wisdom modifier (minimum 1); those allies are no longer 
considered surprised and can act normally on the surprise round. 


MASTER ATRIS, JEDI WATCHMAN 


Improved Quick Draw (lightsabers): If you are carrying a lightsaber 
(either in your hand or at your belt), you can draw the lightsaber, ignite it, 
and make a single attack during the surprise round even if you are surprised 
If you are not surprised, you can take any single action of your choice, as. 
normal. 

Additionally, once per turn you may draw and ignite a lightsaber as a 
free action on your turn. 

Prerequisites: Quick Draw, Weapon Focus (lightsabers). 

Sheltering Stance: Whenever you are adjacent to an ally, you may use 
the Block or Deflect talents on attacks that target that ally without the need 
to spend a Force Point. 

Prerequisite: Block or Deflect, Vigilance 

Vigilance: As a swift action you may designate one adjacent ally as 
the target of this talent. That target gains a +1 deflection bonus to Reflex 
Defense as long as you remain adjacent to them. You may change the target 
of this talent as a swift action. 

Watchman's Advance: When acting in the surprise round, you and your 
allies can take an extra move action. Any character can gain only one extra 
move action during the surprise round regardless of the number of Jedi with 
this talent in your group. 

Prerequisites: Force Warning. 


SITH TALENTS 
The following talents are for use with the Sith apprentice prestige class. 


New Sith Talents 

The following talents are for use with the Sith talent tree, which is available 
to members of the Sith apprentice prestige class. Any character that can 
normally choose talents from the Sith talent tree can choose from these 
talents as well. 

Affliction: Your Force power carries the taint of the dark side more so 
than even other dark side users. When you damage a single opponent with 
one of your Force powers, that target also takes 2d6 points of Force damage 
at the beginning of its next turn, before taking any actions. 

Dark Healing Field: You can spend a Force Point to heal wounds by 
drawing life energy from up to three targeted creatures within 12 squares of 
you. Once per encounter, make a Use the Force check. If the attack equals or 
exceeds a target's Fortitude Defense, the target takes 1d6 damage per class 
level. You heal half the total damage dealt (cumulative from all targets). If 
the attack fails, the targets take half damage and you heal that amount. 

Prerequisites: Dark Healing, Improved Dark Healing. 

Drain Force: Once per encounter, as a reaction when you damage a Force- 
sensitive opponent, the dark taint of your power allows you to sap some of 
the opponent's strength and covert it to personal power, regaining one spent 
Force power. Additionally, the target loses one Force Point. 

Prerequisite: Affliction. 


Sith Alchemy: Your knowledge of Sith sorcery allows you to imbue 
talismans and other objects with the power of the dark side. 

Create Sith Talisman:You can spend one Force Point to imbue a portable 
object with the dark side, creating a Sith talisman that provides offensive 
strength to a Force power ar lightsaber attack. Creating the talisman takes 
2 full-round action. While you wear or carry the talisman on your person, 
add 1d6 to your damage with Force powers. You gain a Dark Side point 
when you first put on or carry a Sith talisman. You can have only one Sith 
talisman active at any given time, and if it is destroyed, you cannot create 
another one for 24 hours. 

Create Sith Weapon: You can alchemically treat a properly prepared 
weapon to become a Sith weapon. You may spend a Force Point to imbue 
the weapon with the properties of the Sith alchemical weapon template 
(this process takes one hour to complete). See Chapter 5: Equipment and 
Droids for information on Sith alchemical weapons. 

Prerequisite: Dark Side Adept, Dark Side Master. 


New PRESTIGE 
CLASSES 

This following new prestige classes are available in the Knights of the Old 
Republic era. In later eras, the Gladiator is less common, and most often 
found in systems outside direct Imperial control. 


PRESTIGE CLASS —_ BASIC DESCRIPTION 
Corporate agent Governmentlike agents working for corporations 


Gladiator Underworld combatants who fight for cash or prizes 
Melee duelist Individuals specialized in single combat 


CORPORATE AGENT 

Interstellar corporations hold a huge amount of power in all eras of play. In 
some regions, the corporations control enough systems to operate as the 
de facto government. However, most are spread across countless worlds 
throughout the galaxy. Their presence varies, ranging from near dominance 
of a local market, to only a single office, store, or facility. Major corpo- 
rations have agents of their own, looking after company interests. These 
agents might specialize in security, fraud, exploration, administration, or 
many other aspects of management and production. They operate in the 
open or covertly, normally restricting their activities to keeping an eye on 
their own company, but corporations can use agents for corporate espionage 
or even sabotaging competitors. 
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BASE ATTACK 
LEVEL BONUS CLASS FEATURES 
Ist +0 Defense bonuses, talent 
2nd +1 Executive Leadership (1/encounter) 
3rd +2 Talent 
4th +3 Executive Leadership (2/encounter) 
5th 43 Talent 
6th +4 Executive Leadership (3/encounter) 
7th 45 Talent 
ath +6 Executive Leadership (4/encounter) 
9th +6 Talent 
10th +7 Executive Leadership (5/encounter) 


Corporate agents might wield as much or more power than government 
agents. Some agents find that the company is their life. Indeed, with each 
promotion they might find that the company demands more and more of 
their time in exchange for increased status, power, and pay. 


EXAMPLES OF CORPORATE 
AGENTS IN STAR WARS 
Fiolla of Lorrd, Haydel Goravvus, Jana Lorso, Odumin. 


REQUIREMENTS 
To qualify to become a corporate agent, a character must fulfill the fol- 
lowing criteria. 

Minimum Level: 7th. 

Trained Skills: Gather Information, Knowledge (bureaucracy). 

Feats: Skill Focus (Knowledge [Bureaucracy]). 

Special: Must be employed by a major interstellar corporation. 


GAME RULE INFORMATION 
Corporate agents have the following game statistics. 


Hit Points 
At each level, corporate agents gain 1d8 hit points + their Constitution 
modifier. 


Force Points 

Corporate agents gain a number of Force Points equal to 6 + one-half their 
character level, rounded down, every time they gain a new level in this 
class, 


CLaAss FEATURES 
The following are features of the corporate agent prestige class. 


Defense Bonuses 
At Ist level, you gain a +2 class bonus to your Reflex Defense anda +4 class 
bonus to your Will Defense. 


Employment Required 

You must retain employment by a major interstellar Corporation to gain new 
levels of corporate agent. If you leave the company for any reason, you cannot 
take additional corporate agent levels until you join a new one. 


Talents 

At every odd-numbered level (ist, 3rd, 5th, and so on), you select a talent. 
The talent can be selected from the Leadership or Lineage talent trees in the 
Saga Edition core rulebook, or from the Corporate Power talent tree, below. 
You must meet the prerequisites (if any) of the chosen talent. No talent can 
be selected more than once unless expressly indicated. 


CORPORATE POWER TALENT TREE 
You are an extension of your corporation and wield their power as your 
own. 

Competitive Drive: You are driven to compete and succeed. Once per 
encounter, you can reroll any Wisdom-, Intelligence-, or Charisma-based skill 
check (except Use the Force) and take the better result. 

Competitive Edge: When you and your allies are not surprised, you and 
a number of allies equal to your Charisma modifier (minimum 1) that you 
designate on your first turn gain the benefit of the Quick Draw feat for the 
remainder of the encounter. 

Corporate Clout: You are adept at making deals that make enemies 
question which side they should be on, Once per encounter, as a standard 
action, you can make a Persuasion check against the Will Defense of an 
enemy within line of sight. If your check equals or exceeds the target's Will 
Defense, the target cannot attack you for the remainder of the encounter. 
If your check exceeds the Will Defense by 5 or more, the target will not 
attack you or your allies for the remainder of the encounter, and retreats 
from the encounter. If your check exceeds the Will Defense by 10 or more, 
the target's attitude toward you is now Friendly, and the target becomes 
your ally for the remainder of the encounter, remaining under the control of 
the Gamemaster, If you or one of your allies attacks the target, the target 
once again becomes hostile. 

If the target is higher level than you, it gains a +5 bonus to its Will 
Defense. 

This is a mind-affecting fear effect. 

Prerequisites: Impose Hesitation, Wrong Decision. 


Impose Confusion: Increase the area of Impose Hesitation to.a 12-square 
cone. Also, once per encounter, after making the Persuasion check for Impose 
Hesitation, you can instead choose to have the targets lose a standard action 
on their next turn. 

Prerequisite: Impose Hesitation. 

Impose Hesitation: As a standard action, make a Persuasion check tar- 
geting all opponents in a 6-square cone. If you equal or exceed the target's 
Will Defense, the target loses a swift action on its next turn and cannot take 
full-round actions. This is a mind-affecting effect. Targets need to see, hear, 
and understand you to be affected by this attack. 

Willful Resolve: Once per encounter, you can negate the effect of a single 
attack roll or skill check made against you that targets your Will Defense. 

Wrong Decision: Each time you are attacked, the opponent that attacked 
you takes a -2 morale penalty to its Will Defense until the end of your next 
turn. This penalty is not cumulative, so if a target makes multiple attacks 
against you it only incurs the penalty once per turn. 


Executive Leadership 

Asa swift action, as many times an encounter equal to half your corporate 
agent level, you can grant an ally within line of sight a temporary boost to 
their speed, attacks, or defenses. Until the end of their turn they can gain one 
of the following benefits (your choice): increase base speed by 2 squares, a 
+2 morale bonus to attack rolls, or a +2 morale bonus to all defenses. 


GLADIATOR 

Though the most violent forms are officially banned in the Republic and 
on most civilized planets, gladiatorial combat remains an entertaining and 
lucrative combination of business and entertainment. In more civilized 
locales, such contests are held using nonlethal weapons—such as blasters 
‘on stun—with strict rules, resulting in a fight more like a sparring match 
than lethal combat. However, a more dangerous form of the sport flour- 
ishes in underground matches and on the wilder planets of the galaxy. For 
instance, cantinas on the planet Taris host gladiator contests as entertain- 
ment, allowing spectators to gamble on the results. The contests might be 
to the death, but they are more often fought until one side is unconscious 
or unable to continue. 

The gladiators have diverse backgrounds. Some are former soldiers look- 
ing to make a few credits using the only skills they have. Others are thrill 
seekers looking for fame and notoriety, as well as money. Still others have 
been captured, forced to fight and are looking to escape. The best of these 
fighters eventually go on to become professionals that are extremely good 
fighters and incredibly dangerous both in the arena and on the streets, 
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BASE ATTACK 
LEVEL BONUS CLASS FEATURES 
Ist 41 Defense bonuses, talent 
2nd 42 Unflinching (1/encounter) 
3rd +3 Talent 
4th +4 Unflinching (2/encounter) 
5th +5 Talent 
6th +6 Unflinching (3/encounter) 
7th 47 Talent 
8th +8 Unflinching (4/encounter) 
9th +9 Talent 
10th +10 Unflinching (5/encounter) 


EXAMPLES OF GLADIATORS IN 
STAR WARS 
Bendak Starkiller, Twitch. 


REQUIREMENTS 
To qualify to become a gladiator, a character must fulfill the following 
criteria, 

Minimum Level: 7th. 

Minimum Base Attack Bonus: +7. 

Feats: Improved Damage Threshold, Weapon Proficiency (advanced 
melee weapons). 


GAME RULE INFORMATION 
Gladiators have the following game statistics. 


Hit Points 
At each level, gladiators gain 1d10 hit points + their Constitution modifier. 


Force Points 
Gladiators gain a number of Force Points equal to 6 + one-half their character 
level, rounded down, every time they gain a new level in this class. 


CLASS FEATURES 
The following are features of the gladiator prestige class. 


Defense Bonuses 
At 1st level, you gain a +4 class bonus to your Reflex Defense and a +2 class 
bonus to your Fortitude Defense. 


Talents 

At every odd-numbered level (1st, 3rd, Sth, and so on), you select a talent. 
The talent can be selected from the Awareness or Armor Specialist trees in 
the Saga Edition core rulebook, or from the Gladiatorial Combat talent tree 
below. You must meet the prerequisites (if any) of the chosen talent. No talent 
can be selected more than once unless expressly indicated. 


GLADIATORIAL COMBAT TALENT TREE 

You have learned the tricks of fighting in the gladiatorial arena. These tal- 
ents represent your knowledge of this specialized combination of combat 
and showmanship. 

Brutal Attack: Choose a single exotic weapon or weapon group you are 
proficient with. Attacks with such weapons that deal damage that exceeds 
an opponent's damage threshold deal +1 die of damage on that attack. 

You can select this talent multiple times. Each time you select this talent, 
it applies to a different exotic weapon or weapon group. 

Prerequisite: Weapon Focus with the chosen weapon. 

Call Out: When you use the Personal Vendetta talent, you may designate 
one target of that talent to take a -5 penalty to attacks against targets other 
than you instead of the normal -2. 

Prerequisite: Personal Vendetta. 

Distracting Attack: When you deal damage to a target with a melee or 
ranged attack, compare the attack roll to the target's Will Defense. If the 
attack roll also meets or exceeds the target's Will Defense, the target takes 
a -2 penalty to Reflex Defense until the end of your next turn. 

Prerequisite: Brutal Attack with the weapon used. 

Exotic Weapons Master: You treat all exotic weapons asa single weapon 
group (exotic weapons). If you already have feats that grant proficiency with 
‘or augment the use of one exotic weapon, those feats grant proficiency 
with or augment all exotic weapons. For example, if you already had Exotic 
Weapon Proficiency (shyarn) and Weapon Focus (shyarn) you now how 
Weapon Proficiency (exotic weapons) and Weapon Focus (exotic weapons), 
and the effects of both feats apply to all exotic weapons. 

Prerequisite: Proficiency in at least one exotic weapon. 

Lockdown Strike: When you hit a moving opponent that is one size 
category larger than you or smaller with an attack of opportunity, you 
immediately end its current movement. 


Multiattack Proficiency (exotic weapons): Whenever you make multiple 
attacks with exotic weapons as a full attack action, you reduce the penalty 


on your attack rolls by 2 


You can take this talent multiple times; each time you take this talent, 


you reduce the penalty on your attack rolls by an additional 2. 
Prerequisite: Exotic Weapons Master. 


Personal Vendetta: As a swift action, you can taunt all enemies within 12 
squares and line of sight; on their next turn, these enemies take a -2 penalty 


on attack rolls made against any target other than you. 
This is a mind-affecting effect. 


Unstoppable: You can sometimes shrug off the effect of debilitating 
attacks. Once per encounter, if you are hit by an attack that would normally 
knock you down the condition track, you can reduce the number of steps you 


move down the condition track by 1 step (to a minimum of 0). 


GLADIATORIAL COMBAT 
circuit 

Gladiatorial combat and formalized duels are popular spectator sports 
in much of the galaxy, particularly the Outer Rim planets and planets 
‘outside Republic control. Whether they are fights to the death, or the 
more common fight to first blood or unconsciousness, these displays 
of combat attract spectators far and wide, particularly over secured 
video links. Profits are generated through ticket sales, but more money 
comes from gambling. Promoters secure both the combatants and the 
profits taken on the contest. 

The size and type of arena varies by planet, and most permanent 
facilities employ 2 number of regulars to fight among themselves, or 
against challengers from other worlds. Some contestants travel from 
arena to arena and world to world, following an informal circuit of 
legitimate and underground facilities. The legality of such combat varies 
drastically from planet to planet. 

One of the better-known dueling arenas is run by Ajuur the Hutt 
through the Upper City Cantina on the planet Taris. Through much of 
this era, Ajuur can be found arranging battles, no matter the state of the 
planet, or who is in charge of it. He pays well for skilled combatants, and 
is willing to take a chance on newcomers. For most battles, he sticks to 
the laws of Taris. However, he arranges fights to the death if he believes 
it might bring in enough credits to be worth the risk. 


Unflinching 

At 2nd level your training as a gladiator has made you very difficult to 
intimidate or deter. Once per encounter, you may add your gladiator level 
to your Fortitude Defense (and damage threshold) or Will Defense until 
the start of your next turn as a reaction; you choose which defense to 
apply the bonus to when you use the ability, but you must declare the use 
of this feature before you know the outcome of the effect targeting you. 
‘At each even-numbered class level thereafter, you gain one additional 
use of this ability per encounter. 


CROWD RESPONSE 

Crowds of spectators at a gladiatorial contest or duel can have a notice- 
able influence on the outcome of the event. Positive crowd responses 
give bonuses, and negative responses result in penalties to combat- 
ants. A character can attempt to gain crowd support through his or 
her actions, mannerisms and combat prowess. Likewise, they can lose 
support through unpopular moves or poor fighting skills. 

Crowd attitudes follow the same attitude steps as the Persuasion 
skill (see page 71 of the Saga Edition core rulebook). At the start of a 
contest, the Gamemaster determines the attitude of the crowd toward 
each participant, supporting some while opposing others. Their attitude 
shifts when a character is reduced to 0 hit points or the bottom of the 
condition track, or in response to combatant actions and attempts to 
sway the crowd. 

To sway a crowd, a participant must make a DC 25 Persuasion check, 
with applicable adjustments for the crowd's current attitude as specified 
for the Persuasion skill. If successful, the crowd moves one step in the 
fighter's favor. Gamemasters can apply other modifiers to the crowd 
response DC for additional circumstances, such as a favorite champion, 
hated opponent, or partisan crowd. 

Characters reducing an opponent to 0 hit points or the bottom of the 
condition track also move the crowd one step in their favor. 

Crowd response grants a bonus or penalty to one attack each round 
to each combatant. Characters whom the crowd regards as helpful gain 
a +2 morale bonus. Those regarded as friendly gain a +1 morale bonus 
instead. Indifferent grants no bonus or penalty, Unfriendly gives a -1 
morale penalty, and hostile results in a -2 morale penalty. 
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MBLEE DUELIST 

Throughout the history of the galaxy, dueling has seen many degrees of 
acceptability, militarily, legally, and socially. Some cultures or subcultures 
regard dueling as an honorable and civilized method of settling disputes, 
but others see dueling as barbaric. During the Knights of the Old Republic 
era, melee combat has resurged, forcing many to study dueling as a means 
to survive on the battlefield. In addition, dueling is still regarded as a sport 
on many planets. In fact, dueling is allowed on more civilized worlds than 
gladiatorial combat, given the higher cultural status dueling enjoys. 

The melee duelist specializes in fighting a single opponent. The melee 
duelist selects a primary weapon of choice, studying and practicing maneu- 
vers, feints, and tricks to perfection. Competitive duelists train with several 
types weapons because they may not know ahead of time which types of 
weapons will be used in a duel. Battlefield duelists expand their abilities to 
take on small groups because they cannot depend on the luxury of fighting 
a single opponent in the middle of a skirmish. Jedi can also become melee 
duelists to improve their lightsaber combat and expand their knowledge 
beyond the standard Jedi lightsaber forms. Sith of all ranks and types can 
specialize in melee duelist, as many of them do not have direct access to 
learning lightsaber forms. 
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EXAMPLES OF MELEE 
DUVELISTS IN STAR WARS 
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MasTER DUELIST 


REQUIREMENTS 
To qualify to become a melee duelist, a character must fulfill the following 
criteria. 

Minimum Level: 7th. 

Minimum Base Attack Bonus: +7. 

Feats: Melee Defense, Rapid Strike, Weapon Focus with exotic melee 
weapon or advanced melee weapons. 


GAME RULE INFORMATION 
Melee duelists have the following game statistics. 


Hit Points 
At each level, melee duelists gain 1d8 hit points + their Constitution 
modifier. 


Force Points 
Melee duelists gain a number of Force Points equal to 6 + one-half their char- 
acter level, rounded down, every time they gain a new level in this class. 


CLASS FEATURES 
The following are features of the melee duelist prestige class. 


Defense Bonuses 
At 1st level, you gain a +4 class bonus to your Reflex Defense and a +2 class 
bonus to your Will Defense. 


Talents 

At every odd-numbered level (1st, 3rd, 5th, and so on), you select a talent. 
The talent can be selected from the Brawler or Weapon Specialist talent tree 
in the Saga Edition core rulebook or from one of the talent trees below. You 
must meet the prerequisites (if any) of the chosen talent. No talent can be 
selected more than once unless expressly indicated. 


MELEE DUELIST TALENT TREE 
You are lethal when fighting with one or more melee weapons. 

Advantageous Strike: You take advantage of your opponent's haste. 
You gain 2 +5 bonus on attacks of opportunity with melee weapons you 
are proficient with. 

Dirty Tricks: You are not above using a few dirty tricks to win. You can 
use the feint application of the Deception skill as two swift actions against 
an opponent you threaten. 

Prerequisite: Trained in Deception. 


Dual Weapon Flourish I: When wielding only two light melee weapons 
or two lightsabers, whenever you make a single attack as a standard action 
with one weapon you can make a single attack with the other weapon as. 
a free action against the same target. You apply the normal penalties for 
fighting with two weapons with this attack. 

Prerequisites: Dual Weapon Mastery |, Weapon Finesse. 

Dual Weapon Flourish Il: When you are wielding only two light melee 
weapons or two lightsabers, you can make a full attack as a standard action 
instead of a full-round action, provided you attack with both weapons during 
the attack. You apply the normal penalties for fighting with two weapons 
to both of these attacks. 

Prerequisites: Duel Weapon Mastery |, Duel Weapon Mastery Il, Dual 
Weapon Flourish I, Master of Elegance, Weapon Finesse. 

Master of Elegance: You may add your Dexterity bonus (instead of your 
Strength bonus) on damage rolls when wielding a light melee weapon. When 
you Wield a light melee weapon two-handed, you may apply double your 
Dexterity bonus (instead of double your Strength bonus) to the damage. 

Prerequisites: Dual Weapon Flourish | or Single Weapon Flourish |, Weapon 
Finesse. 

Multiattack Proficiency (advanced melee weapons): Whenever you 
make multiple attacks with advanced melee weapons as a full attack action, 
you reduce the penalty on your attack rolls by 2. 

You can take this talent multiple times; each time you take this talent, 
you reduce the penalty on your attack rolls by an additional 2. 

Out of Nowhere: Once per encounter, as a free action on your turn, 
you can make an attack with a light melee weapon or lightsaber after a 
successful feint. 

Prerequisites: Trained in Deception, Weapon Finesse. 

Single Weapon Flourish 1: When you wield only a single light melee 
weapon or a single lightsaber and make a full attack, you can move up to 
your speed as a free action at any time during your turn. 

Prerequisites: Double Attack (advanced melee weapons, exotic melee 
weapon, or lightsabers), Weapon Finesse 

Single Weapon Flourish Il: When you wield only a single light melee 
weapon ora single lightsaber, you can make a full attack as a standard action 
instead of a full-round action. 

Prerequisites: Double Attack (advanced melee weapons, exotic melee 
weapon, or lightsabers), Master of Elegance, Single Weapon Flourish |, 
Weapon Finesse, 


Master of Movement 

You know how to take advantage of whatever terrain you are fighting in. A 
number of times per encounter equal to half your melee duelist level, you 
can either ignore the movement penalty for moving through difficult ter- 
rain or over low objects on a single move action, or reroll a single Jump or 
Acrobatics check, taking the better result. 


CHAPTER {IV | 
THE FORCE 
Se i 


The Force and its practitioners have an enormous impact on the galaxy 
during this era, Jedi travel throughout the galaxy pursuing their own mis- 
sions and those of the Republic. Non-Jedi Force traditions are active in many 
societies, both primitive and technologically advanced. The resurgence of 
the Sith and the dangers of the dark side become all too apparent during 
tthe Jedi Civil War. 

Most beings have never personally seen a Jedi, but they are aware of their 
exploits and have opinions about the nature of the Force. In fact, especially 
during the Jedi Civil War, many regular folks do not know or understand 
the differences between the Sith and Jedi philosophies, despite Jedi efforts 
to educate them. However, Republic citizens regard the Jedi as a good and 
helpful force, if unpredictable and occasionally misguided. 

This chapter presents new Force Powers, Force Talents, Force Techniques 
and Force Secrets used specifically in this era. Some of these powers can 
be available to characters in other eras, at the Gamemaster's discretion. 
Many of these powers are powerful compared with some of the powers 
used in the classic era, so the Gamemaster should carefully consider which 
ones to allow. 

This chapter also includes new Force traditions active during this time, 
These traditions can be restricted to specific cultures or certain planets, but 
they might be extremely influential in those areas. Additionally, the Jedi have 
been known to add to their own body of knowledge by studying other tradi- 
tions, and even accepting members of other traditions into the Jedi ranks. 
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FORCE POWERS 
The following Force powers are available to any character who has the Force 
Sensitivity feat (see page 85 of the Saga Edition core rulebook). These Force 
powers represent the variety of powers available to Jedi and other Force 
traditions, light and dark 

Telekinetic Power: Powers with the [te/ekinetic] descriptor are included 
among the powers affected by talents like Telekinetic Power and Telekinetic 
Savant (SE 100). 


ENERGY RESISTANCE 
You use the Force to protect you from damage caused by energy, sonic, fire, 
cold and electrical sources. Time: Standard action. Target: You. 

Make a Use the Force check. The result of the check determines the 
effect, if any: 

DC20:You gain DR 5 against energy damage until the beginning of your 
next turn 

DC 25:As DC 20, except DR increases to 10. 

DC30:As DC 20, except DR increases to 15. 

DC35: As DC 20, except DR increases to 20. 

Special: You can spend a Force Point to use this power as a swift 
action. 

You can maintain energy resistance from round to round, extending the 
normal duration. Maintaining the energy resistance power is a swift action. 
If you take damage while maintaining energy resistance, you must succeed 
ona Use the Force check (DC = 15 + damage taken) to continue maintaining 
the power. 


FEAR [DARK SIDE, MIND- 
AFFECTING] 

You summon the power of the dark side to instill fear in your enemies. 
Time: Swift action. Target: One creature within 12 squares and within line 
of sight. 

Make a Use the Force check. The result of the check determines the 
effect, if any: 

Compare the result to the target's Will Defense. If the check result equals 
or exceeds the target's Will Defense, the target is affected as determined by 
the results of your Use the Force check. This is a fear effect. 

DC 15:The target can take only one standard action on the next turn 

DC 20:The target can take only one move action on the next turn 

DC 25:The target can take only one swift action on its next turn. 

DC 30: The target can take no actions on its next turn. 

Special: When you successfully use this power on an opponent, you can 
spend a Force Point to impose a -2 penalty to all of the opponent's Defenses 
until the beginning of your next turn 
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FORCE SCREAM [DARK SIDE] 
You create an intense sonic scream, amplified by the Force. Time: Standard 
action. Target: All creatures that are within 12 squares and can hear you. 

Make a Use the Force check. Compare the result to the target's For- 

titude Defense. If the check result equals or exceeds the target's Fortitude 
Defense, the target sustains damage as determined by the results of your 
Use the Force check. 

DC 15:The target takes 1d6 points of Force damage this round and the 
target's damage threshold is reduced by -5 until the end of your 
next turn. 

DC 20:As DC 15, except the target takes 2d6 points of Force damage. 

DC.25:As DC 15, except the target takes 3d6 points of Force damage. 

DC 30: As DC 15, except the target takes 4d6 points of Force damage. 

The target adds a size modifier to its Fortitude Defense: Colossal, +50; 

Gargantuan, +20; Huge, +10; Large, +5; Medium and smaller, +0 
Special: You can spend a Force Point to reduce the target's damage 
threshold by -10 instead of -5. 


FORCE WHIRLWIND 
[TELEKINETICI 

You call upon the Force to surround an enemy in a swirling vortex of Force 
energy. The whirlwind lifts them about a half a meter off of the ground, spin- 
ning them in the air and buffeting them with Force energy. Time: Standard 
action, Target: One creature or droid within 12 squares and within line of 
sight. 

Make a Use the Force check. The result of the check determines the 
effect, if any. 

Compare the result to the target's Fortitude Defense. If the check result 
equals or exceeds the target's Fortitude Defense, the target is captured within 
the whirlwind and immobilized until the beginning of your next turn. Any 
attack rolls or skill checks the target attempts while within the whirlwind 
are at a 5 penalty. The target falls prone when the effect ends. The target 
also sustains damage at the end of your turn as determined by the results 
of your Use the Force check. 

DC 15: The target takes 146 points of Force damage 

DC 20; The target takes 2d6 points of Force damage. 

DC 25: The target takes 3d6 points of Force damage. 

DC 30: The target takes 4d6 points of Force damage. 

The target adds a size modifier to its Fortitude Defense: Colossal, +50; 
Gargantuan, +20; Huge, +10; Large, +5; Medium and smaller, +0 

Special: You can spend a Force Point to increase the penalty to the 
target's attack rolls and skill checks from -5 to-10. 

You can maintain Force whirlwind from round to round, extending the 
normal duration. Maintaining the Force whirlwind powers a move action, and 
you must make a new Use the Force check each round. If you take damage 
while maintaining @ Force whirlwind, you must succeed on a Use the Force 
check (DC = 15 + damage taken) to continue maintaining the power. If a 
target within a Force whirlwindis attacked or otherwise damaged or moved 
down the condition track by you or one of your allies, the effects of the Force 
whirlwind end immediately. 


IONIZE 

You call upon the Force to overload electronic systems and droids, damaging 
or even destroying the unit. Time: Standard action. Target: One target within 
6 squares and within line of sight. 

Make a Use the Force check. Compare the result to the target's Reflex 
Defense. If the check result equals or exceeds the target's Reflex Defense, 
the target takes damage as determined by the results of your Use the Force 
check: 

DC 20: The target takes 4d6 points of ion damage. 

DC 25: The target takes 5d6 points of ion damage. 

DC 30: The target takes 6d6 points of ion damage. 

Special: You can spend a Force Point to increase the ion damage dealt 
by this Force Power by 2d6. 


KINETIC COMBAT [TELEKINETICI 
You use the Force to manipulate your chosen weapon, allowing it to operate 
independent of your grasp. Time: Standard action. Target: You. 

Make a Use the Force check. If you succeed on a DC 20 check, you can 
telekinetically move a one-handed melee weapon you hold up to 12 squares 
and make an attack with it. The weapon is considered held by you, even 
if it is hovering nearby and not in your hands. The attack uses your base 
attack bonus modified by your Charisma modifier as the attack bonus for 
the attack. A successful attack deals normal melee weapon damage, adding 
one-half your heroic level to damage as normal and substituting your Cha- 
risma modifier for your Strength modifier for damage. Talents and feats that 
would normally enhance a weapon's use do not do so while you are using 
kinetic combat to wield the weapon (for example, you cannot use Mighty 
Swing or Power Attack while wielding the weapon). The weapon threatens all 
squares adjacent to it, and it can be used to make an attack of opportunity 
if a target provokes one from the weapon. Any attacks of opportunity made 
by the weapon count as though they were made by you. 

Special: You can maintain kinetic combat from round to round, extending 
the normal duration. Maintaining the kinetic combat power isa swift action, 
and as a standard action each round you maintain it you can direct the 
weapon to move up to 6 squares and make a single attack against a target 
adjacent to the weapon, though the weapon must remain within 12 squares 
of you or the power's effect ends. If you suffer damage while maintaining 
kinetic combat, you must succeed on a Use the Force check (DC = 15 + 
damage taken) to continue maintaining the power. 

You can spend a Force Point to gain a +1 bonus on attack rolls with a 
weapon wielded using kinetic combat. 


ReEsIST FORCE 
You use the Force to protect yourself from an enemy's Force powers. Time: 
Standard action. Target: You. 

Make a Use the Force check. The result of the check determines the 
effect, if any, 

DC 15: You gain +1 to the Defense score of your choice against Force 
powers used against you until the beginning of your next turn. 

DC20:As DC 15, except the Defense bonus increases to +2. 

DC 25:As DC 15, except the Defense bonus increases to +5. 

Special: You can spend a Force Point to apply the bonus provided by this 
power to any two Defense scores of your choice. 

You can maintain resist Force from round to round, extending the normal 
duration. Maintaining the resist Force power is a swift action. If you suffer 
damage while maintaining resist Force, you must succeed on a Use the Force 
check (DC = 15 + damage taken) to continue maintaining the power. You may 
have multiple instances of resist Force active at once, but maintaining each 
one requires a swift action each round, and each one must be activated by 
a separate use of resist Force. 
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SLOw [TELEKINETICI 

The Force enables you to slow your targets as if they are encumbered by an 
extremely heavy load, making it difficult for them to move. Time: Standard 
action. Target: One creature or droid within 12 squares and within line of 
sight. 

Make a Use the Force check. If your result equals or exceeds your 
target’s Fortitude Defense, they take the following effects as determined 
by your check result: 

DC 15:Target's speed is reduced by 1 square until the beginning of your 
next turn. The target is also encumbered, as though carrying a heavy load, 
taking a -10 penalty on Acrobatics, Climb, Endurance, Initiative, Jump, 
Stealth, and Swim checks. 

DC20:As DC 15, except speed is reduced by 2 squares. 

DC25:As DC 15, except speed is reduced by 3 squares. 

DC30:As DC 15, except speed is reduced by 4 squares. 

The target adds a size modifier to its Fortitude Defense: Colossal, +50; 
Gargantuan, +20; Huge, +10; Large, +5; Medium and smaller, +0. 

Special: You can spend a Force Point impose a ~5 penalty to your target's 
Fortitude Defense against the use of this power. 


VALOR [LIGHT SIDE] 

You call upon the strength of the Force, reaching out to your ally and sharing 
your strength with them. Time: Standard action. Target: One ally within 12 
squares and within line of sight. 

Make a Use the Force check. The result of the check determines the 
effect, if any: 

DC 15:The target gains a +1 bonus to Will Defense against mind-affecting 
and fear effects until the start of your next turn. 

DC 20:As DC 15, except the bonus increases to +2. 

DC 25:As DC 15, except the bonus increases to +5. 

DC30:As DC 15, except the bonus increases to +10. 

Special: You can spend a Force Point when you activate this power to 
have the bonus apply against all effects that target Will Defense (not just 
mind-affecting and fear effects). 

You can maintain volorfrom round to round, extending the normal dura- 
tion. Maintaining the valorpower isa swift action. If you suffer damage while 
maintaining valor, you must succeed on a Use the Force check (DC = 15 + 
damage taken) to continue maintaining the power. You may have multiple 
instances of valoractive at once (affecting different allies), but maintaining 
each one requires a swift action each round, and each one must be activated 
by a separate use of valor. 


WOUND [DARK SIDE] 

You cause spasms in the lungs of your target, painfully injuring them. Time: 
Standard action. Target: One creature within 6 squares and within line of 
sight. 

Make a Use the Force check. Make one roll and compare the result to 
the target's Fortitude Defense. If the result equals or exceeds the target's 
Fortitude Defense, it takes 4d6 points of Force damage. The target adds a 
size modifier to its Fortitude Defense: Colossal, +50; Gargantuan, +20; Huge, 
+10; Large, +5; Medium and smaller, +0 

Special: If the target moves 1 or more steps down the condition track, 
the condition becomes persistent until the target is treated with a DC 20 
Treat Injury check to perform surgery. 

You can spend a Force point to increase the damage by 2d6. 


FORCE TALENTS 

When a character who has the Force Sensitivity feat would normally gain a 
talent (such as from advancing to an odd-numbered level in a heroic class), 
he or she can instead select a Force talent from among those in Chapter 6 of 
the Saga Edition core rulebook or those presented below. If a character who 
has the Force Sensitivity feat is a member of a Force-using tradition (see page 
57 of this book and page 103 of the Saga Edition core rulebook), he or she 
can instead select a Force talent from that tradition’s Force talent tree. 


ALTER TALENT TREE 
The following new talents belong to the Alter talent tree. 

Force Flow: For reasons unknown to you, the Living Force flows through 
you in an irregular fashion. Whenever you roll a natural 1 on an attack roll 
or Use the Force check, you gain one temporary Force Point. If you do not 
spend this Force Point before the end of the encounter, it is lost, 

Illusion: As a standard action, you can spend a Force Point to create 
an illusion that seems perfectly real to anyone who views it. You designate 
the form and complexity of the illusion, as well as its size and location, and 
make a Use the Force check. When a creature views the illusion, compare 
the result of your Use the Force check to the creature's Will Defense; if your 
check result exceeds its Will Defense, it believes the illusion to be real. Any 
physical interaction with the illusion (such as touching it, passing through 
it, or shooting it with a blaster) immediately reveals the true nature of the 
illusion, and the creature is no longer deceived. The illusion lasts for a number 
of minutes equal to your heroic level. 

The illusion’s size also affects your Use the Force check, applying 2 pen- 
alty for exceptionally large illusions. The penalties are -1 for Huge illusions, 
~2 for Gargantuan illusions, ~5 for Colossal illusions, and -10 for Colossal 
(Frigate) or larger illusions 

This is a mind-affecting effect. 

Prerequisite: Mind trick. 


Telepathic Influence: You naturally and unconsciously influence those 
who are regularly around you. Whenever you roll a natural 20 on an attack 
roll or Use the Force check, instead of regaining all your spent Force powers 
you may instead choose to grant one ally within 12 squares a temporary 
Force Point. If your ally does not use this temporary Force Point before the 
end of the encounter, it is lost. 

Prerequisites: Telepathic Link, trained in Use the Force. 

Telepathic Link: You form an enhanced telepathic link with a willing 
ally with the Force Sensitivity feat as a swift action. The link is maintained 
until you choose to remove it (no action required). As long as you remain 
within one kilometer or your target, you and the target can communicate 
telepathically as though you were speaking. Once per encounter, you may 
use a Force power from your target's Force suite (if the target consents), 
or you may allow the target to use one of your Force powers. You may only 
have one telepathic link active at a time. 

Prerequisite:Trained in Use the Force. 


CONTROL TALENT TREE 
The following new talents belong to the Control talent tree. 

Beast Trick: You can use the mind trick Force power on creatures of 
Intelligence 2 and lower. However, a beast with an Intelligence of 2 or less 
still cannot perform any complex action or understand complex commands 
it wouldn't otherwise be able to understand; an affected beast might under- 
stand "Attack those Sith troopers!" but it would not comprehend, "Break into 
the command center and disable the communications array.” 

Force Suppression: If you use the rebuke Force power to attempt to 
negate or redirect a Force power used against you but fail to overcome your 
opponent's Use the Force check result, you instead lessen the effect of the 
Force power by one step. For example, if an opponent attempted to use the 
slow Force power on you and rolled a 21, if you fail to rebuke the power you 
only suffer the DC 15 effect instead of the DC 20 effect. This talent only 
affects Force powers that have variable effects based on your opponent's 
Use the Force checks, and powers with static DCs without variable effects 
(such as Force lightning) are unaffected. 

Prerequisite: rebuke Force power. 
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FORCE TECHNIQUES 

Force techniques represent deeper understanding of the Force and, like 
martial skills, require years of practice. A few gifted or devoted Force-users 
learn to master them more quickly. In general, Force techniques are available 
only to characters with levels in certain Force-using prestige classes (such 
as Force adept, Jedi Knight, and Sith apprentice). 

When you gain access to a new Force technique, you can select it from 
those on pages 102-103 of the Sago Edition core rulebook or from the 
techniques described below. Once selected, a Force technique cannot be 
changed. 


Dominate Mind 

When using mind trick, if you exceed your target's Will Defense by 10 or 
more points, your can choose what your target does with its standard action 
on its next turn. 


Improved Energy Resistance 
When you activate energy resistance, you can choose to have it affect one 
of your allies within 6 squares instead of you. 
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Improved Force Stun 
Your successful Force stun also temporarily immobilizes the target for one 
round. 


Improved Force Slam 

When you use the Force slam power, you can change the time it takes to 
activate to a full-round action in order to target all targets within a 2-square 
radius originating in your square. You can spend a Force Point to increase the 
area to a 4-square-radius burst that originates from your square. 


Improved lonize 

When you use the ionize power, you can spend a Force point to have the 
target take full ion damage (instead of halving the ion damage after compar- 
ing it to the target's damage threshold, as normal). 


Improved Kinetic Combat 

You can wield up to three weapons simultaneously using the kinetic combat 
power, though moving and attacking with one of the weapons is still a 
standard action. 


Improved Resist Force 
When you activate resist Force, you can choose to have it affect one of your 
allies within 6 squares instead of you. 


Improved Valor 
When you activate valor, you gain the benefits of this power as well. 


Improved Vital Transfer 
You can use the vital transfer power against a target within 6 squares and 
line of sight. 


Language Absorption 

You can use telepathy to forcibly learn a language from another creature. If 
the target is unwilling, you must succeed on a Use the Force check against the 
target's Will Defense, as with the telepathy aspect of the Use the Force skill. 
You retain the ability to speak and understand this language for 24 hours. 


JEDI ORGANIZATIONS 
Throughout the Knights of the Old Republicera, the formal organization of the 
Jedi Order adjusts and changes more frequently than in other eras. Some of 
these adjustments occur as the Jedi Council attempts to exert more control 
over the Order, but many are in response to external forces, such as the many 
wars of the era that directly impact all Jedi. See Chapter 9: The Jedi for the 
status of the Order during particular years. Some organizations included here 
might be available or fully functional only at specific times. 
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4EDI ACADEMIES AND 
ENCLAVES 

Throughout this era, Jedi training continues to be largely decentralized. For 
many, training takes place at academies and enclaves scattered through out 
the galaxy. Even though these organizations recognize the direction of the 
Jedi High Council on Coruscant, they operate independently and promote 
their own philosophical views on the Force. The terms academy and enclave 
are sometimes used interchangeably. However, academies are educational 
facilities, whereas enclaves provide living quarters and support for fully 
trained Jedi, An enclave might house its own Jedi Council, and might have 
an attached academy. In either case, academies and enclaves are communal 
facilities, providing living quarters, meeting space, and safe haven to mem- 
bers, Examples of academies and enclaves include: 


Jedi Temple on Coruscant 

The most prominent Jedi Academy is located at the Jedi Temple on Coruscant, 
under the auspices of the Jedi High Council. This academy is usually the larg- 
est in the order, but its size and overall influence fluctuates with political 
and military events that impact Coruscant. Training methods vary, but the 
Master and apprentice model is most often used. 


Jedi Enclave on Dantooine 

The Jedi enclave on Dantooine is one of the oldest enclaves and academies in 
the Order. A satellite Council here manages Jedi affairs on nearby worlds in 
the Outer Rim, and the chambers serve as a meeting place for the Coruscant 
High Council when the Council is in the area. Many prominent Jedi students 
of the era study here. The enclave is completely destroyed by Darth Malak 
during the Jedi Civil War. The site is abandoned and in ruins for many years 
after the Sith attack, but it is eventually rebuilt. 


USING ACADEMIES, ENCLAVES 
AND PRAXEUMS 

The decentralized and wide variations in Jedi teaching techniques and 
organizations during this era provide Gamemasters with a lot of flex- 
ibility in their own games. The Gamemaster might place the campaign in 
a familiar setting, such as the Jedi Enclave on Dantooine or Jedi Temple 
on Coruscant, and find plenty of material in this book to support it. The 
Gamemaster can also create a Jedi training facility populated with char- 
acters and backstories of his or her own devising, giving the Gamemaster 
the advantage of full control over the characters’ fate and interaction 
with the player characters. Examples include: 

The Solo Master: A single Jedi Master provides training for one or 
more apprentices, often on an isolated planet. The Master might be a 
Jedi Watchman for the planet, ora freethinking Jedi, promoting his own 
view of the Force without disruptions from the Jedi Council. His views 
are not likely to be radically different from other Jedi, such as promot- 
ing the dark side, but might be thought of as subversive or dangerous 
‘to the Council itself. 

The Satellite Academy: A small teaching facility run by several Jedi 
Masters and Knights with a small number of students. A satellite acad- 
emy is attached to a larger or more prominent facility, such as the Jedi 
Temple on Coruscant or the Jedi Enclave on Dantooine. Students might 
train at this smaller facility fora limited time, or they might be permanent 
residents, making short trips to the main academy for additional training. 
These satellites might also provide other Jedi services. The Jedi Tower on 
Taris is an example of a satellite academy. 

The Regional Enclave: A moderately sized Jedi enclave that serves 
as a regional center for Jedi personnel and major contact point for area 
governments and other organizations to work directly with the Jedi 
Order. The enclave might not have a Jedi Council of its own, but it will at 
least have one Jedi Master who is recognized as the leader. The enclave 
might promote its own view of the Force, or might support one of the 
other major academies or the Jedi Temple on Coruscant. It might have 
an educational component, either as a satellite facility or a full-fledged 
academy with many students. The enclave might have considerable 
influence in the area, ranging from a local presence to planetary or 
sectorwide influence. 


Taris Academy 

The Taris Academy, housed in the Jedi Tower on the planet Taris, is an example 
of a smaller training facility. Early classes vary in size, but in the years 
immediately before the Mandalorian Wars, it is home to five Masters with 
a single student each. In addition to teaching, the Masters there contribute 
to planetary security, with their Padawans keeping justice as part of their 
training. The Jedi order and local officials do not know that the five Masters 
are also the First WatchCircle of Krynda's Covenant, sent there to investigate 
possible Sith threats to the galaxy. When these Masters perceive such a threat 
from their own students, they murder them and blame the lone surviving 
student, Zayne Carrick. The academy is closed, and the Jedi are recalled to 
Coruscant. The building is later used as a headquarters for the Mandalorian 
invaders until its destruction by the planetary resistance, 


THE JEDI COVENANT 

An example of the limited reach and effectiveness of the Jedi High Council, 
the Jedi Covenant is a secret organization established within the Jedi Order. 
The Jedi High Council on Coruscant is unaware of its existence. The Covenant 
is wholly dedicated to preventing the return of the Sith. Covenant members 
depend heavily on visions and farseeing for guidance. Their fanatical dedi- 
cation to this task leads them down paths that most Jedi would never find 
acceptable. However, they have been able to operate and grow without sig- 
nificant interference for twenty years before the Mandalorian onslaught. 

Krynda Draay establishes the Jedi Covenant after her perceived failure 
to recognize the threat Exar Kun represented to the Jedi and the galaxy. 
Funded by the assets of her dead husband's fortune, she dedicates herself 
and her new organization to defeating the Sith. To achieve this goal, the 
Covenant recruits Jedi of many traits and talents. At its core, the Covenant 
depends on Jedi Consular vision techniques developed by Krynda. She trains 
other Consulars, organizing them into WatchCircles. They passed significant 
information on to Jedi Guardians and Jedi Shadows within the Covenant, 
enabling them to carry out any tasks necessary to support or prevent the 
Consulars' visions from coming true. 

At least, that is the theory. In reality, the situation is more complex and 
fluid. Those involved in the Covenant are on constant guard to keep the 
greater Jedi Order from discovering their activities. Many also have influ- 
ential connections that they wish to protect or wield, in addition to their 
own ambitions within the Jedi Order. As such, the flow of information is not 
as direct as planned, and those acting upon the information are not always 
those intended in the structure of the Covenant. This produces conflict and 
stress within the organization, because some individuals act in their own 
interest or as they see fit, even though others see such actions as a risk to 
the entire Covenant. In some cases, a WatchCircle revealed to the Jedi Order 
or of the general public can be severed from the organization, framed as a 
single group of fanatics or wayward Jedi. 
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The Jedi Covenant Hierarchy 

Krynda Draay and Haazen: Krynda Draay has the power, finances, and 
will to build the Covenant. She works with Haazen to establish the details 
and organization. In the years before the Mandalorian Wars, Haazen directs 
the day-to-day operations of the Covenant, leaving Krynda to concentrate 
on visions and WatchCircle training. 

WatchCircles: WatchCircle cells are groups of three to eight Consulars, 
called Seers of the Circle. They typically use farseeing, visions, and Krynda's 
group techniques to foresee the future. Over time, WatchCircles are quietly 
installed across the galaxy, particularly near locations where Sith threats 
have been foreseen. Some are devoted to early warnings on various aspects 
of galactic life, such as the Economic WatchCircle. The WatchCircle of 
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Lucien Draay is known as the First WatchCircle. Other WatchCircles are 
named for fallen Jedi heroes of the Sith War, such as WatchCircle Vodo for 
Vodo Siosk-Baas. 

Executors: Each WatchCircle has a single Jedi Guardian who acts as 
an Executor, the facilitator who manages logistical details so the Watch- 
Circles can do their job. The Executor is also responsible for reporting the 
WatchCircle's findings and activities back to Hazen. Executors also operate 
individually, providing general security for the Covenant. In all cases, these 
individuals are selected for their inability to use farseeing or other significant 
precognitive abilities, so that they do not taint or influence the findings of 
their WatchCircles. 


Covenant Shadows: The Covenant Shadows operate at the direction of 
Haazen, at the request of an Executor, to carry out assignments and missions 
that a WatchCircle or Executor should not be associated with. When under- 
taking a mission, the Shadow operates under the Executor's authority, but 
the Shadow is detached from the Executor’s group once the task is complete. 
Missions include investigating possible Sith-influenced individuals, as well 
as locating and acquiring Sith artifacts. They operate alone in most cases. 
The Shadows are removed from the rolls of the Jedi Order, either through 
bureaucratic subterfuge, or by being falsely reported dead. They give up their 
former lives in their dedication to the eradication of the Sith. The only full list 
of Shadows is kept at the Draay Estate and is maintained by Haazen, Lucien 
Draay, and a small number of other Guardians involved in logistics. 


OTHER FORCE-USING 
TRADITIONS 


The mysteries and manipulations of the Force have never been solely the 
province of the Jedi and Sith. These two groups dominate the galactic stage 
for thousands of years, but many worlds and cultures establish their own 
traditions based on their own cultures and understanding of the Force. 
Unlike the Jedi and Sith, these traditions rarely seek dominance of all Force 
teaching. 

In the Knights of the Old Republic era, most Jedi view non-Jedi traditions 
as misguided at best, or downright threatening if the tradition embraces the 
dark side. As always, dark side threats are sought out and eliminated where 
possible. Other traditions are tolerated, even embraced, especially when the 
Jedi believe they can learn something new. However, the Jedi still attempt to 
convert practitioners of these other traditions to the Jedi Order. 

The Sith, on the other hand, attempt to dominate all other traditions. 
Exactly how they view a specific tradition depends on the strength of the 
Sith. When the Sith number in the thousands, such as during the Sith wars, 
they attempt to eradicate all other traditions. They corrupt and convert those 
open to their teachings, and eliminate all others. When the Sith numbers are 
reduced, or are operating under Darth Bane’s rule of two, they rarely take 
‘on another tradition directly. However, they might still attempt to recruit 
apprentices from these traditions. 

In the Knights of the Old Republic era, many more traditions are operating 
throughout the galaxy than in the classic era. Practitioners of these traditions 
are most likely found on their homeworlds, or within their home cultures. 
However, individual practitioners might travel to other worlds on occasion. 


HAL SHEY 

The Jal Shey is one of the oldest known Force traditions, and one of the most 
wide-ranging. Unlike other traditions, the Jal Shey study the Force from 
an intellectual, scientific point of view, rather than a spiritual journey. The 


Jal Shey are regarded as effective and sincere diplomats, on par with the 
greatest Jedi negotiators. Unlike the Jedi, the Jal Shey spend less effort on 
physical pursuits, even where the Force is involved. But their understanding 
of the Force is considerable, enabling them to create items that improve 
their abilities simply by wearing them. Force-users from other traditions are 
able to imbue the Force into weapons for their own personal use, but the Jal 
Shey have perfected a method of extending their improvements to anyone 
who wields their items. 

The origins of the Jal Shey remain lost to the mists of time. They are 
nomadic by nature and do not settle for long on any particular world. Instead, 
they seek out places that might improve their knowledge of the Force. They 
might research a dark side nexus or study another tradition or seek to learn 
the history of a particular species if it could lead to new insight. However, the 
Jal Shey are not only scholars and observers of the Force. They also participate 
in the society around them, using their knowledge to help improve the lives 
of others. They are especially adept at diplomacy, negotiation, and spirited 
debate. They act as intermediaries in disputes ranging from simple arguments 
to negotiated settlements of great complexity—even wars. 

The Jal Shey are not great in number. They fall into three categories: 
neophytes, advisors, and mentors. Advisors’ diplomatic missions make them 
likely to be encountered traveling throughout the galaxy. Neophytes typically 
study with mentors until they are ready to accept investigative and diplomatic 
missions of their own. The Jal Shey recruit Force-users from many worlds 
and many species, but they are highly selective, choosing only those they 
believe will accept the Jal Shey way of life and contribute to their scholarly 
and diplomatic efforts. Thus, those tainted with the dark side and those who 
present an affinity for combat are not normally selected. 

Many Jal Shey learn basic lightsaber techniques for defense, but they 
rarely specialize in them. Their defenses are not as strong as many Jedi 
techniques, hence their desire and ability to create armor, belts, and other 
items to augment their abilities. Itis believed that they achieve this through a 
combination of imbuing the item with the Force and applying technology that 
helps enhance the Force for the user. The nomadic Jal Shey have been creating 
such items for uncounted years, and many of their creations have found their 
way into shops and military stores scattered throughout the galaxy. 


Jal Shey Talent Tree 

The Jal Shey concentrate on studying the Force, improving their diplomacy, 
and applying their knowledge to their trappings. You must be a member of 
the Jal Shey tradition to use any of these talents. 

Action Exchange: Whenever you successfully use Force Delay, you grant 
one ally within six squares and line of sight the ability to trade a move action 
for another standard action on his next turn. 

Prerequisite: Force Delay. 

Force Delay: Jal Shey verbally startle opponents with a little help from 
the Force. Once per encounter, make a Persuasion check against the Will 
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Defense of a target of Intelligence 3 or higher that can understand you as a 
reaction. If successful, the target loses its move action on its next round. If 
you spend a Force Point, the target loses its standard action instead 

Prerequisite: Trained in Persuasion. 

Imbue Item: You can spend a Force Point to imbue a specially crafted 
weapon, item, armor, or article of clothing with the power of the Force. 
Imbuing the item requires a full round action. As a full-round action, the 
wearer of such an item can open himself to the Force, transferring one of 
their Force Points into the item. You can then use a swift action to spend a 
stored Force Point at any later time, even in the same round that you spend 
a Force Point of your own. You can attune only one item per 24 hours, the 
item functions only for you and a given item can only store one Force Point 
ata time. You cannot wear more than one attuned item at a time, and you 
can spend only up to a maximum of two Force Points in a round (one of your 
‘own plus one from an item). 

Knowledge of the Force: You can use your scholarly knowledge of the 
Force to help others reach their full potential. You can spend a Force Point 
as a reaction to aid another ally within 6 squares on a Use the Force check, 
following the normal rules for the aid another action as usual. 


KEETAEL 
On the Draethos homeworld of Thosa, warriors and hunters dominate the 
culture, Unsurprisingly, the Draethos Force tradition of Keetael uses the Force 
to increase fighting and hunting prowess. The Keetael do not teach strict 
adherence to using either the light side or the dark side of the Force. Instead, 
they use aspects of each to improve their combat, hunting, and fighting abili- 
ties. The Keetael recognize the light and dark sides of the Force, but counsel 
against following either exclusively. Following solely the light side might 
prevent victory in battle, and exclusively following the dark side leads to 
vengeful and selfish warriors who put their own importance over those they 
defend. Those Draethos more aligned with the light side of the Force seek to 
join the Jedi ranks, because their pacifistic tendencies make them unwelcome 
in Draethos society. Keetael fallen to the dark side are often destroyed by 
their fellow warriors, who recognize true threats to their existence. 
Keetael is a mysterious but not secretive tradition. They are relatively few 
(only in the hundreds), as are the number of Draethos Force-users. Many 
practitioners choose to conceal their abilities and membership, not out of 
fear of reprisal, but to maintain a significant advantage over their opponents 
in battle. When a Force-user is identified by a member of the Keetael, they 
receive intense training to hone and control their abilities. However, they do 
not live or train in isolation, Instead, Keetael initiates participate in extended 
training hunts, called Ube-tel. These hunts last for weeks on end, with one 
or more Keetael Masters leading up to a dozen initiates on ancient trails 
through the brutal Thosa wilderness. Early hunts focus on discovering the 
inherent abilities of the Keetael initiates. Later hunts increasingly focus on 
controlling abilities and learning how to use them efficiently, even when 


attempting other tasks. The Ube-tel has no set schedule. Once an initiate 
completes a hunt, months or years may pass before another is undertaken, 
especially after an initiate reaches adulthood. 

Initiates are also taught the customs and history of the Keetael. Rather 
than carrying lightsabers, they use the same weapons as the rest of Draethos 
society. Though few wear few trappings that identify them as members 
of the order, each initiate receives a small silver disc upon completion of 
training. One side is inscribed with an elaborate series of circles, the symbol 
of the order, and the other side carries the symbols and signatures of the 
Keetael masters and initiates involved in the individual's training. The disc 
is 2 symbol of membership in the order, However, members are not required 
to display it or even carry it. 

Because the Draethos live for hundreds of years, a Keetael master might 
teach thousands of initiates over a lifetime, The Keetael operate as a loose 
fellowship, focusing on the training of new members. They do not act or live 
in large numbers. Keetael regard themselves as regular members of their 
families and clans, albeit with unusual abilities. Keetael who lean more toward 
the dark side occasionally band together to become a potent mercenary or 
criminal group. Keetael Masters might live among a single community, but 
most travel the lands, seeking new initiates and leading Ube-tel, especially 
in regions where no established masters operate openly. 


Keetael Talent Tree 

Keetael learn to efficiently and secretively manipulate the Force in combat. 
Because of their long lives, they gain certain advantages when attempting 
to view the past through Force. You must be a member of the Keetael tradi- 
tion to use these talents. 

Conceal Force Use: You have learned to use the Force without telltale 
gestures, reducing the disturbance created in the process. Whenever you 
make a Use the Force check, as a swift action you can make a Deception check 
to convey deceptive appearances in order to conceal the effects of your Force 
use. Normal modifiers for the deception’s complexity still apply. 

Force Direction: You use the Force to guide your ranged attacks to 
their target. Whenever you spend a Force point to add to a ranged attack 
roll, you can always add +3 (or +4, if you roll d&s for Force Points) instead 
of rolling the die. 

Force Momentum: You use the Force to add to the impact of your melee 
weapon, increasing your damage. Whenever you spend a Force point to add 
to a melee attack roll, if the attack hits you can also add the Force point's 
result to the damage roll. 

Past Visions: The long-lived Draethos are particularly adept at search- 
ing and understanding the past. When using farseeing to look into the past, 
reduce your DC numbers by half. Also, you are able to see everything within 
6 squares of your target clearly without spending a Force Point. 

Prerequisite: Visions. 


THE KRATH 

The Krath is a Sith-inspired organization created by the cousins Satal and 
Aleema Keto, heirs to the Empress Teta system (formerly the Koros system of 
the Unification Wars), The two cousins and a number of other rich and spoiled 
aristocrats teach themselves a bit of Sith magic from artifacts recovered by 
Jedi Master Odan-Urr during the Great Hyperspace War a thousand years 
earlier. The group call themselves the Krath, a name based on a fearsome 
creature of legend. After recovering a book of Sith secrets from a museum on 
Coruscant, the cousins proceed to the planet Onderon, which is in the midst 
of a revolt by supporters of the ancient Sith Lord Freedon Nadd. 

The spirit of Freedon Nadd has been working with Onderon's King Ommin 
to sustain the Sith ways. However, Nadd realizes that the King is on the brink 
of defeat by Jedi and Republic forces, so he transfers his support to Satal and 
Aleema, promising to guide them into @ new Sith Golden Age. The cousins 
escape Onderon and return to the Empress Teta system, where they stage 
a coup to take control of the seven worlds. However, the populace revolts, 
resulting in a systemwide struggle in which the Krath unleash their new Sith 
powers, including impressive Sith sorcery and large-scale illusions. The Krath 
also skirmish with Jedi forces, using their Krath war droids in a preemptive 
strike that results in the death of Master Arca. 

The death of Master Arca has a profound impact on Jedi Ulic Qel-Droma 
He pledges to bring down the Krath from the inside, by posing as a fallen 
Jedi. Ultimately, Ulic is seduced into joining the dark side by Aleema, killing 
Satal in the process and taking his place as one of the rulers of the Krath. 
In his new position, he finds himself battling the Jedi forces who sought to 
save him from the Krath deceptions. During a climactic battle, Exar Kun 
appears and engages Ulic in lightsaber combat. At that moment, the spirit of 
the Dark Lord of the Sith Marka Ragnos appears, drawn by the Sith amulets 
both combatants wear. The Sith spirit orders the two to join forces so that 
they can bring about the predicted return of the Sith. 

The two become allies. Exar Kun follows his own path to create Sith 
converts from the Jedi. Ulic leads the military forces of the Krath, joining 
them with the Mandalorians after defeating Mandalore the indomitable 
in single combat. The battles rage across the galaxy, including Coruscant. 
Aleema falls as she triggers the destruction of Ossus, betrayed by Ulic for 
her lack of loyalty. Eventually, Ulic realizes his mistake in following the dark 
side, but only after he kills his brother Cay, and Nomi Sunrider blinds him to 
the Force. Ulic leads the Jedi to Yavin 4, in an attempt to stop Exar Kun. They 
are successful, though unaware that Kun's spirit survives, trapped within one 
of his temples. The remaining Krath forces are destroyed or scattered. Some 
Sith forces retreat to the outer rim, near Korriban. 

The Krath are an unusual combination of reclaimed Sith learning and 
direct influence from Sith spirits. None of the early Krath receive formal 
Sith training. Instead, they piece together techniques and Sith magic from 
artifacts and occasional input from powerful Sith spirits, Rather than 


A KRATH DEATH WITCH IS NOT TO BE TRIFLED WITH 


avoiding the dark side, the Krath have no such inhibitions and follow their 
investigations in any direction they deem worthy. They learn how to use 
ancient Sith amulets, project massive and destructive Sith illusions, and 
wield Sith sorcery. 

Those Krath that survive the end of the Sith war are scattered in the Outer 
Rim, mainly in the regions around Korriban. Some Krath are absorbed into 
older Sith settlements, but others continue on their own, with little outside 
influence. These Krath continue to delve the depths of the dark side, but 
without the benefit of ancient Sith teachings or access to the technology 
left behind in the Empress Teta system. During the following decades, Jedi 
and Republic forces occasionally clash with these isolated pockets. 


The Krath Talent Tree 

The Krath specialize in experimenting with the dark side and Sith sorcery. 
You must be a member of the Krath tradition to take any of the talents 
described here. 

Dark Side Manipulation: Your Sith sorcery experimentation has provided 
you with a method of manipulating the dark side. Once per encounter, when 
using a Force Point in an act that would give you a dark side point, you may 
treat the Force Point as though you had rolled the maximum on the die. 
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Krath Illusions: As a swift action, you can reduce the penalty for large 
illusions by one half (rounded down, minimum -1). 

Prerequisite: Illusion. 

Krath Intuition: You have a natural ability to use dark-side artifacts, 
such as Sith talismans and alchemical weapons. Once per encounter, you may 
spend a Force Point to treat the damage from a Sith alchemical weapon as 
though you had rolled the maximum damage on the dice. 

Krath Surge: Once per encounter, using rudimentary Sith sorcery, you 
channel dark side energy in a manner that boosts one use of a Force power. 
As a swift action, you can add 1 die of damage (if the power deals damage) 
or extend the range of the power by 6 squares (if it has a range beyond 
yourself or a single target). Using this talent automatically adds the [dark 
side] descriptor to the power used. 


LUKA SENE 

Connection to the Force is far more common among Miralukans than other 
species, Miralukans also rely on the Force more than any other species 
because they depend on the Force to sense their surroundings in lieu of 
their lost eyesight. Thus, Miralukans do not regard beings with Force as 
seers or mystics, and mystically based Force traditions have few supporters 
in Miralukan society. 

However, some Miralukans do present an increased aptitude with the 
sense-based aspects of the Force. Once identified, Miralukan educators 
and leaders encourage such individuals to join the Luka Sene, a formal 
organization, with meditation and education chambers in most cities on their 
homeworld. The Luka Sene concentrates first and foremost on developing 
the powers of their membership, particularly sense-related powers. Luka 
Sene is academic in atmosphere and culture. Mysticism is still present, but 
used by most members as a basis for more practical application of Force 
powers, Offworlders regard the Luka Sene as a university for Force-users, 
a place where classes and education take place, but not a tradition that 
dominates an attendee’s personal life to the degree seen in the Jedi, Sith, 
or other traditions. 

Members of the Luka Sene participate in all aspects of society and all 
fields, Most have only small degrees of increased sensitivity, which they 
use to improve their own lives, careers and Miralukan society. Those more 
gifted in the Force might become Administrators, Masters, or Mentors in 
the Luka Sene organization. A few eventually leave to join the Jedi Order. It 
is uncommon to encounter a Luka Sene member off of their homeworld, but 
some travel to meet with the Jedi Order, or at the uncommon request of an 
off-world family seeking advice on a talented child 

The Luka Sene provides guidance to protect Miralukans from falling 
prey to the dark side. Miralukans' inherent sensing abilities are not normally 
regarded as a threat, but they can still provide a path to the dark side, 
especially in the talented individuals targeted for Luka Sene training, Some 
Miralukans seek to develop powers contrary to the Luka Sene's emphasis on 


the light and practical sides of Force use. When a Miralukan is suspected 
of falling to the dark side, a Luka Sene team called the Sene Seekers might 
search him or her out to alter the individual's path. If redemption is hope- 
less, these teams are accompanied by security personnel to help capture or 
eliminate the dark sider. 


The Luka Sene Talent Tree 
The Luka Sene build upon the natural Miralukan sense-based abilities. You 
must be a member of the Luka Sene to take the talents described below. 

Field Detection: As a swift action, make a DC 15 Use the Force check. 
If the check succeeds, you can detect the presence, general strength, and 
origin (or direction of origin if the source is out of range) of electromagnetic 
and energy fields within 12 squares of you. You can also determine the type 
of field, allowing you to detect communications devices, sensors, and other 
electronic equipment. When dealing damage to a person or droid using a 
personal shield, or to a vehicle with shields active, a successful check allows 
you to detect minute fluctuations in the shield, reducing their SR by -5 
against your attacks until the end of your turn. 

Prerequisite: Trained in Use the Force. 

Improved Force Sight: Your natural Force sight is more precise than that 
of your fellow Miraluka. You can use the Search application of the Perception 
skill as a swift action. Additionally, you always succeed when using the Sense 
Surroundings application of the Use the Force skill (no roll required). 

Prerequisite: Force sight species trait, trained in Use the Force. 

Luka Sene Master: You are a master of Luka Sene techniques and an 
expert in using sense-related talents and powers. Once per encounter, you 
gain a temporary Force Point that you must spend when activating a talent 
from the Sense or Luka Sene talent trees, using the farseeing Force power, 
or on a Use the Force check made to use the Search Your Feelings or Sense 
Force applications of the skill. The Force Point is lost if not used before the 
end of the encounter. 

Prerequisites: Field Detection, farseeing. 

Quickseeing: As a free action on your turn, you can make a Use the Force 
check against a living creature within 12 squares, removing one use of the 
farseeing Force power from your active suite (as though you had activated 
the power). If your check result equals or exceeds the Will Defense of the 
target you gain a +2 insight bonus on attack rolls against that target until the 
end of your turn, This counts as using the farseeing Force power against that 
target, but this talent replaces the normal rules and effect of that power. 

Prerequisites: Trained in Use the Force, farseeing. 


ORDER OF SHASA 

The Order of Shasa is a new Force tradition, formed just after the end of the 
Jedi Civil War. Named for its founder, the Order is exclusive to the planet 
Manaan and its native species, the Selkath. Toward the end of the Jedi Civil 
War, Shasa and a number of other young Selkath are lured to the Sith Embassy, 


where they receive Sith training. Their training is short-lived. Revan intervenes, 
proving to Shasa and the others that the Sith are distorting the truth and 
setting them up to serve as a puppet government under Sith control. 

After the war ends, Shasa realizes that if Manaan is to remain truly neutral 
in the coming years, the Selkath must not rely on the Jedi anymore than they 
rely on the corrupt Sith, However, Force-sensitive Selkath still need training 
and guidance to develop their powers and avoid the dark side, Shasa and the 
other Sith-trained Selkath develop a doctrine of peace and defense, creating 
an organization initially known as the Order. With few members formally 
trained in the ways of the Force, the Order rapidly discovers that dark side 
temptations are a constant threat. Those with Sith training have difficulty 
disregarding their early lessons, especially when they were so powerful, 
useful, and tempting. 

The Order of Shasa struggles to resolve the conflict between ideals 
derived from the light and techniques based on the dark side, seeking a path 
of moderation between the light and dark. The Sith deception fresh in her 
mind, Shasa has avoided contacting the Jedi or any other Force-using tradi- 
tion for aid. However, if dark side proponents make significant advances or 
begin to influence new members of the Order, she will not hesitate to seek 


THE ORDER OF SHASA KNOWS How TO DEAL WITH THE SITH 


advice from a Jedi she trusts, or from another Force tradition with a good 
reputation, such as the Jal Shey. 

Because the Order is so new, initiates undergo little formal training. 
Those teaching have little more experience than those learning. However, 
Shasa has instituted one formal initiation requirement—the Rite of Fira. 
Students deemed ready to become full members of the Order are sent on a 
special quest that serves as a final test of their abilities, reminding them of 
the reason the Order was founded and providing them with a weapon for 
personal defense. The Rite of Fira requires the initiate to swim to the wreck 
of the kolto harvester destroyed by Revan in the Hrakert Rift. After removing 
2 piece of metal from its cortosis-laden hull plating, the initiate must then 
use the heat from volcanic vents on the ocean floor to craft the cortosis into 
2 fira—a curved, lightsaber-resistant sword, which members of the Order can 
use to defend themselves against possible Sith—or even Jedi—threats. 


Order of Shasa Talent Tree 
The Order is still developing training techniques and abilities. You must be a 
member of the Order of Shasa to take any of the following talents. 

Deception Awareness: Realizing how the devastating the consequences 
would have been if the Sith had successfully deceived her and her companions 
during the Jedi Civil War, Shasa has developed a technique for using the Force 
to detect deceptions. You gain +5 to your Will Defense against uses of the 
Deception skill. Additionally, you can make a Use the Force check instead of a 
Perception check to sense deception and sense influence, You are considered 
trained in Perception for the purpose of using this talent. If you are entitled 
to a Perception check reroll, you may reroll your Use the Force check instead 
(subject to the same circumstances and limitations). 

Greater Weapon Focus (Fira): You have mastered the chosen weapon 
of the Order of Shasa. You gain a +1 bonus on melee attack rolls with a fira 
This bonus stacks with the bonus granted by the Weapon Focus feat. 

Prerequisite: Weapon Focus (fira) 

Progenitor's Call: You have learned to sense the call of your ancestors 
and wield it through the Force. Once per encounter, you can telepathically 
disrupt an enemy by making a Use the Force check against the target's Will 
Defense. If you succeed, the target is confused by the call, moving -1 per 
sistent step down the condition track and losing its standard action on its 
next turn. A creature can only be affected by this power once per encounter, 
and the persistent condition can be removed with a DC 15 Treat Injury check 
or by resting for 8 hours. This is a mind-affecting effect. 

Waveform: Taking cues from Manaan's oceans, you know how to emulate 
wave action using the Force. As a swift action, when you use a telekinetic 
Force power (that is, a power affected by the Telekinetic Power or Telekinetic 
Savant talents), you manipulate the particles of the environment around you 
to add to the force of impact, allowing you to add your Charisma modifier 
to any damage dealt (minimum +1). 
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CHAPTER Vv 
EQUIPMENT AND DROIDS 
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“( _ AKnights of the Old Republic campaign takes place during a time of techno- 
logical innovation. New weapons and armor appear on the galactic market 
every day, and the constant warfare requires arms makers to keep abreast 
of the latest technological trends. Despite the rapidly advancing pace of 
technology, relics of older eras remain in active use. As some planets race 
toward the cutting edge of technology, others are blasted back to the past 
by widespread devastation. 

This chapter presents new weapons, armor, equipment, and droids that 
can be used to populate your campaign. In this chapter you will find both 
advanced and archaic technologies that can add diversity to the equipment 
found in your campaign. These weapons and equipment are designed to 
supplement (but not replace) those found in the Saga Edition core rulebook. 
Heroes still wield blasters and lightsabers, and those weapons’ statistics 
change little through the ages. 

The droids in this chapter, on the other hand, are meant to replace the 
droids from the core rulebook in a Knights of the Old Republic campaign. For di 
this reason, the chapter presents a wide variety of droids from all degrees, I 
making it possible to use only the droids in this book (and those you create al 
yourself) throughout your campaign. Players already familiar with the setting | 

2B 
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of a Knights of the Old Republic campaign might recognize some of these 
droids, helping to reinforce the feel of the setting for those players. 

Stun Weapons: Weapons that have the word YES in their stun damage 
column deal stun damage equal to normal weapon damage when set to (ss) 
stun. 
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ADVANCED MELEE WEAPONS cost DAMAGE ‘STUN DAMAGE WEIGHT TYPE AVAILABILITY 
hi ee ee ee eee 
Dire vibroblade 60 2d6 od 2kg Slashing or piercing Licensed 
i ne ee 
Double vibroblade 550 2d6/2d6 - akg Slashing - Licensed 
Shockstaff 3,500 2d6/2d6 YES 3kg Bludgeoning and energy —_—Restricted 
EXOTIC WEAPONS cosT DAMAGE STUN DAMAGE WEIGHT TYPE AVAILABILITY 
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Shyarn 1kg Slashing or piercing Rare 


Fira 100 1d8 = 2kg Slashing or piercing Rare 
Arg'garok 150 2012 = 2kg Slashing Rare 
Zhaboka Se gira N6 Liga, 206/200 Ve agli 2kg © Slashing fares 
SEIS ERS COST DAMAGE STUN DAMAGE WEIGHT TYPE AVAILABILITY. 
Lightfoil 4,500 2d8 - 0.5 kg Energy and slashing ” Rare 
SIMPLE WEAPONS, COST DAMAGE STUN DAMAGE WEIGHT TYPE AVAILABILITY 


Short sword 
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1d6 = 1.5 kg Slashing or piercing 5 


War sword 
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1d8 5 2 kg Slashing or piercing 2 


Dire sword 100 110 - 4kg Slashing or piercing - 
Double-bladed sword 120 1d6/1d6 - 2kg Slashing or piercing = 
, 
MELEE WEAPONS ARGIGARSK 


Exotic Weapon 

The arg'garok is a rarely seen weapon created by the Gamorrean species and 
prized by their greatest warriors. The arg'garok resembles nothing more than 
a huge axe, balanced so that only the strongest and best-trained warriors can 
use it effectively. Any character attempting to wield an arg'garok without 
a Strength of 15+ suffers a -5 penalty on attack rolls with the weapon. 
Gamorreans treat the arg'garok as an advanced melee weapon instead of 
an exotic weapon. 


During the time between the Great Sith War and the final fall of the Sith 
Empire, melee weapons see a resurgence in popularity. The presence of per- 
sonal shields and the abundance of lightsaber-wielding foes in the galaxy 
lead many soldiers to become more adept in melee combat. The weapons 
given on Table 5-1 are described below. 


DIRE SworRD 

Simple Weapon 

This archaic weapon is a favorite of duelists and other students of classic 
fighting styles. Unpowered, this weapon is little more than a refinement of 
the classic longsword, crafted with tradition in mind but using the most 
modern technology. 


DIRE VIBROBLADE 
Advanced Melee Weapon 
Alarger version of the vibroblade that first came into service during the Great 
Sith War, the dire vibroblade is merely a vibroblade with a larger hilt, making 
it easier to wield in two hands (and thus allowing Medium characters to gain 
double their Strength bonus to damage with the weapon). 

A dire vibroblade requires an energy cell to operate. 


DOUBLE-BLADED SworRD 
Simple Weapon 
This two-bladed version of the war sword allows those proficient in the use of 
two weapons to take advantage of their skills while wielding only one weapon. 
Typically the two blades are connected in the middle by a short length of 
metal, providing a safe place for the wielder to grip the weapon. 

A double-bladed sword isa double weapon. You can attack with both ends 
of the weapon asa full-round action, but both attack rolls take a -10 penalty 
(although certain feats and talents can reduce these penalties). 


DOUBLE VIBROBLADE 

Advanced Melee Weapon 

The double vibroblade is essentially two curved vibroblades (designed exclu- 
sively for slashing attacks) attached to a central, twisted hilt. Though difficult 
to control, when used properly it is an effective close-combat weapon. 

A double vibroblade is a double weapon. You can attack with both ends of 
the weapon as a full-round action, but both attack rolls take a -10 penalty 
(although certain feats and talents can reduce these penalties). 

A double vibroblade requires two energy cells to operate. 


FIRA 

Exotic Weapon 

The fira is a traditional weapon used by Selkath warriors belonging to the 
Order of Shasa. Constructed from the wreckage of a kolto harvester and 
forged in underwater volcanic vents, fira are tough, curved swords made 
out of an alloy containing cortosis (thus benefiting from the cortosis weave 
general template, presented below). If an attack roll with the fira against a 
living creature equals or exceeds both the target's Reflex Defense and For- 
titude Defense, the target takes half damage again on the following round 
from the grievous wound. 


LIGHTFOIL 

Lightsaber 

If the lightsaber is an elegant weapon for a more civilized age, then this is 
that age and the lightfoil is the pinnacle of elegant design. More lightweight 
and balanced than a lightsaber, the lightfoil is wielded with just one hand, 
as its petite and elegantly designed handles attest. Assembled in secret by 
Mecrosa's Sith Knights of the Tapani Sector, each lightfoil isa work of art, The 
combination of these weapons and the graceful Makashi form of lightsaber 
combat produces a graceful and deadly fighting style. 

Up until the Cleansing of the Nine Houses, the quality of Mecrosa lightfoil 
construction is on par with Jedi lightsabers. However, after these Sith are 
eliminated, mediocre copies of diminished efficacy spring up due to the lack 
of Force abilities on the part of their makers. Many nobles in the Tapani Sector 
pay huge sums of money to obtain lightfoils, and for centuries to come the 
lightfoil is a favored weapon of Tapani duelists. 

A lightfoil is delicately balanced and its wielder may choose to consider 
it a Small weapon whenever it would be beneficial. However, a lightfoil may 
not be wielded two-handed. A lightfoil requires an energy cell to operate. 


SHOCKSTAFF 

Advanced Melee Weapon 

The Old Republic equivalent of the electrostaff, this weapon is laced with 
phrik alloy, so lightsabers do not ignore the shockstaff’s damage reduction. 
The shockstaff does stun damage equal to its normal damage, and can be 
set to stun as a swift action. 

A shockstaff is a double weapon. You can attack with both ends of the 
weapon as a full-round action, but both attack rolls take a -10 penalty 
(although certain feats and talents can reduce these penalties). 

A shockstaff requires two energy cells to operate. 


SHORT SwoRD 

Simple Weapon 

A weapon of ancient design, the short sword is a simple weapon used to 
deflect incoming melee attacks. Short swords are often used by warriors 
wielding two weapons. 


SHYARN 

Exotic Weapon 

The shyarn is a rare weapon of Cerean design. Its blade is magnetically 
charged, which (in the hands of one trained in its use) can make the blade 
accelerate toward the weapons and armor of the enemy. A character wielding 
a shyarn takes no penalty to attack rolls when using the Rapid Strike feat. 
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WwaR SwoORD 

Simple Weapon 

Also known as the longsword in most cultures, the war sword is a heavy, 
durable blade made of the finest metals. Before the advent of the lightsaber, 
war swords were the weapon of choice for both the Sith and the Jedi. Most 
Sith swords are war swords. 


ZHABOKA 
Exotic Weapon 
A ceremonial weapon of the Zabrak, the zhaboka is a long wooden pike 
with a sharpened blade on each end. The blades of a zhaboka are smaller 
and lighter than those on a double-bladed sword, allowing the wielder to 
swing the weapon with increased speed, generating more momentum for 
each attack. A character wielding a zhaboka takes no penalty to attack rolls 
when using the Rapid Strike feat. 

A zhaboka is a double weapon. You can attack with both ends of the 
weapon as a full-round action, but both attack rolls take a -10 penalty 
(although certain feats and talents can reduce these penalties) 


ALTERNATE LIGHTSABER 
CRYSTALS 

During the days of the Old Republic, Jedi experiment with different kinds 
of crystals as key components to their lightsabers. In later years the Jedi 
use crystals from the caves at Ilum because of their stability and their 
connection to the Force. However, during the tumultuous period following 
the Great Sith War, Jedi and Sith alike experiment with different kinds of 
lightsaber crystals. 

Jedi heroes can use alternate crystals in the construction of their light- 
saber, gaining certain benefits, depending on the crystal. However, a Jedi 
using an alternate lightsaber crystal instead of a standard lightsaber crystal 
does not gain the usual +1 bonus on attack rolls for a personally constructed 
lightsaber. Essentially, the new benefit of the alternate crystal replaces 
the normal +1 bonus on attack rolls. Lightsaber construction is handled as 
normal, even with an alternate crystal, though any crystal that provides any 
kind of Force bonus does so only for the person building the lightsaber. 

Alternate lightsaber crystals are rare, and finding one could be the focus 
of a small adventure or even a special prize for a Jedi character completing 
a difficult quest. These crystals are not for sale on any market, and have no 
purchase value. Only Jedi who specifically seek out or earn them can use 
one of these crystals for lightsaber construction. 


—~» Bondar Crystal 
——~~__ Bondar crystals convert the energy 
ofa lightsaber blade into a different 
form of energy. A lightsaber constructed 
with a bondar crystal deals stun damage instead 
of normal damage. Training lightsabers are 
made with bondar crystals. 


Firkraan Crystal 

Like the bondar crystal, a firkraan crystal 
absorbs the energy that creates a lightsa- 
ber blade and converts it into a different 
kind of energy, altering the effect of using 
the weapon. A lightsaber constructed with 
a firkraan crystal deals ion damage instead 
of normal damage, making lightsabers con- 
structed with firkraan crystals more effective 
against droid enemies. See "lon Damage” on 
pages 159-160 of the Saga Edition core rulebook. 

Luxum crystals also have the same effect. 


A JUGGERNAUT WAR DROID (LEFT) EXCHANOES FIRE WITH A K-12 PROBE DROID (RIGHT? 


Jenraux Crystal 

Like the solari crystal (described below), the jenraux crystal widens the blade 
of a lightsaber. Unlike the solari crystal, it also causes the blade to absorb 
kinetic energy, making it exceptionally effective at defending against incom- 
ing melee attacks. A lightsaber constructed with a jenraux crystal grants its 
user a +2 Force bonus to Use the Force checks to block an incoming melee 
attack with the Block talent. 


Opila Crystal 

The opila crystal increases the destructive power of the lightsaber against 
weak or unprotected targets, though it does little to allow the blade past 
most defenses. A lightsaber constructed with an opila crystal deals +1 die 
of damage on a critical hit (this die of damage is added after damage is 
multiplied for the critical hit). 


Phond Crystal 

A phond crystal reduces the cutting power of the lightsaber blade but 
solidifies the energy beam, making it more effective at battering down an 
opponent's energy shield. A lightsaber constructed with a phond crystal deals 
an extra die of damage against a target with active shields. 


Rubat Crystal 

The rubat crystal causes the energy frequency of a lightsaber blade to fluc- 
tuate slightly, allowing the weapon to have a greater potential for damage. 
Once per encounter, a lightsaber constructed with a rubat crystal allows the 
wielder to reroll one damage roll made with the lightsaber, keeping the better 
result. Eralam and upari crystals also have the same effect. 


Sigil Crystal 

A sigil crystal focuses the energy of a lightsaber blade with incredible effi- 
ciency, causing it to have a more devastating effect on a target. A lightsaber 
constructed with a sigil crystal gains a +2 Force bonus to damage rolls. 
Other crystal types have the same effect, including the daminia, nextor, 
and sapith crystals. 


Solari Crystal 

The solari crystal changes the width of a lightsaber blade, making it easier 
to intercept blaster bolts and other incoming ranged attacks. A lightsaber 
constructed with a solari crystal grants its user a +2 Force bonus to Use the 
Force checks to deflect incoming ranged attacks with the Deflect talent. 


RANGED WEAPONS 

The Great Sith War saw the transition from primitive energy weapons to the 
more advanced blaster weapons that would become common in the galaxy 
within just a few short years. Though primitive weapons remained, the major- 
ity of the galaxy was using blaster weapons by the time of the Mandalorian 
Wars. The weapons given on Table 5-2 are described below. 


ADHESIVE GRENADE 

Simple Weapon 

Designed as a method of riot control, the adhesive grenade explodes with an 
incredibly sticky substance that anchors a target to the ground and slowly 
dissolves so as not to trap targets for long periods of time. Any targets in the 
blast radius must succeed on a grapple check against the attacker's ranged 
attack roll or they will be unable to move, This effect lasts for 3 rounds, and 
once a character has broken free he of she need not make another grapple 
check to move through the blast radius. 


AURIAL BLASTER 
Exotic Weapon 
Designed by a weapons manufacturer called Systech, this weapon is awk- 
ward and difficult to wield without special training. Shaped like a pistol 
with auxiliary sonic emitters attached to either side of the barrel, the aurial 
blaster can deafen a target with a successful hit. When a target is struck by 
an aurial blaster, if the attack roll beats the target's Fortitude Defense the 
target takes a -5 penalty on all Perception checks made until the end of the 
attacker's next turn. An aurial blaster is treated as a pistol for the purpose 
of determining range. 

An aurial blaster requires a power pack. After 50 shots, the power pack 
must be replaced. 


BLASTER CARBINE, 
Rifle 
The repeating blaster carbine is an autofire weapon that functions best at 
short range. The repeating blaster carbine has difficulty hitting targets at 
longer ranges, and is ineffective against distant targets. 

A repeating blaster carbine requires a power pack. After 30 shots, the 
power pack must be replaced. 


REPEATING 


BLASTER RIFLE, 
Rifle 
A precision weapon used by military units the assault blaster rifle is one of 
the most precise weapons in existence. The original design of the assault 
blaster rifle comes from the Mandalorians, but is perfected by the Czerka 
Corporation. 

An assault blaster rifle requires a power pack. After 50 shots, the power 
pack must be replaced. 


ASSAULT 
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EXOTIC WEAPONS COST DAMAGE STUN DMG = RATEOF FIRE =~ WEIGHT TYPE AVAILABILITY 
Aurial blaster 2,500 3d6 - Ss 1kg Energy (sonic) Restricted 
‘Lanvarok, Sith? 4,000 3d4 - Ss 5.8 kg Bludgeoning Rare 
Lanvarok, Massassi? 250 3d4or1d8 = 5s 9.8 kg Bludgeoning Rare 

HEAVY WEAPONS COST DAMAGE STUN DMG = RATE OF FIRE = WEIGHT TYPE AVAILABILITY 
Carbonite rifle 1,200 - 3d10 s 6 kg Energy Licensed 

PISTOLS COST DAMAGE STUNDMG = RATEOF FIRE ~=WEIGHT TYPE AVAILABILITY 
Needler® 650 204 - S 1kg Piercing Licensed 
Pulse-wave pistol? 200 2d6 = s 1kg Energy Licensed 
Ripper? 750 2d4 2 S 1kg Slashing Licensed 
Sonic disruptor 1,000 2d6 - Special 1kg Energy (sonic) legal 
Sonic pistol 900 2d6 S s 1kg Energy (sonic) Licensed 
Heavy sonic pistol 1,250 2d8 - S 1 kg Sonic Licensed 

RIFLES COST DAMAGE STUN DMG ~= RATE OF FIRE ~WEIGHT TYPE AVAILABILITY 
lon carbine? 800 3d8 ion - SA 3kg Energy (ion) Restricted 
Pulse-wave rifle 550 2d8 - SA 4kg Energy Restricted 
Sonic rifle 900 2d8 z S.A 5kg Energy (sonic) Restricted 
Blaster rifle, assault 1,750 3d8 YES SA 5 kg Energy Military 
Blaster carbine, repeating’? 2,000 3d10 YES A 6 kg Energy Military 

SIMPLE WEAPONS. cosT DAMAGE STUN DMG = RATEOF FIRE + WEIGHT TYPE AVAILABILITY 
Adhesive grenade 200 = = s 0.5 kg Eneray Restricted 
CryoBan grenade 500 306 - S 0.5 kg Energy “Restricted 


1 Area arrack weapon 
2 Inaccurate weapon: This weapon cannot fire at targets at long range, 
3 Accurate weapon: This weapon takes no penalty when firing at targets at short range. 


CARBONITE RIFLE 
Heavy Weapon 
A weapon crafted by scientists from the planet Empress Teta, the carbonite 
rifle fires a short stream of liquid carbonite that solidifies on contact with 
a target. Any target moved down the condition track by this weapon is also 
immobilized until the end of its next turn. 

A carbonite rifle requires special carbonite cartridges, which each cost 
50 credits and weigh 1 kg. After 20 shots, the carbonite cartridge must be 
replaced. 


IMMOBILIZED 

When a creature is immobilized it cannot move by its own volition. 
An immobilized creature can take move actions, but it cannot move 
from its current space, and it cannot make skill checks associated with 
movement (such as Acrobatics, Climb, Jump, or Swim). An immobilized 
creature can still be moved by other effects, such as being the target 
of a Bantha Rush or the Force thrust power. 


CRYOBAN GRENADE 

‘Simple Weapon 

Using technology adapted fram the carbon freezing process, the CryoBan 
grenade coats those in its blast radius with supercooled chemicals, causing 
pain and making movement difficult. If the grenade's attack roll also beats 
the target's Fortitude Defense, the target's speed is reduced to 2 squares 
until the end of its next turn. 


ION CARBINE 
Rifle 
The prevalence of assassin droids and war droids during and after the Great 
Sith War necessitates the creation of advanced ion weapons to combat them. 
The ion carbine is similar to an ion rifle, but is autofire-capable, allowing the 
wielder to take down several droids at once. 

An ion carbine requires a power pack. After 30 shots, the power pack 
must be replaced. 


LANVAROK 

Exotic Weapon 

The lanvarok is an ancient weapon that comes in two varieties: the Sith 
lanvarok, and the Massassi lanvarok. The Sith lanvarok is a wrist-mounted 
weapon that fires small discs at the target, dealing damage comparable to a 
blaster pistol. A Sith lanvarok is worn, not held, freeing up the wielder's hands 
for melee weapons. A Sith lanvarok is treated as a pistol for the purpose of 
determining range, and a wielder can fire a Sith lanvarok as though it were 
a second weapon for the purpose of two-weapon fighting. 


A Massassi lanvarok is a large, polearmlike weapon that can be used to 
hurl the same discs fired by a Sith lanvarok. A disc flung from a Massassi 
lanvarok is treated as a thrown weapon for the purpose of determining range. 
After the disc is hurled, the weapon can be used as a normal two-handed 
slashing weapon (dealing 148 damage on a successful hit). Massassi treat 
the Massassi lanvarok as an advanced melee weapon instead of as an exotic 
weapon, 

A Massassi lanvarok requires disc ammunition, and only holds one dise 
ata time. A Sith lanvarok can hold up to 5 discs at a time; after 5 shots, the 
discs must be replaced. Each disk weighs 0.1 kg and costs 5 credits. 


NEEDLER 

Pistol 

Designed to be effective against personal shields without sacrificing range, a 

needler fires tiny, ultra-sharp darts that penetrate energy shields and drill into 

the target's body. A needler’s ammunition can be laced with contact poison, 

delivering the poison to its targe 
Aneedler requires an ammunition clip (20 credits, 0.1 kg). After 10 shots, 

the clip must be replaced. 


PULSE-WAVE PISTOL 
Pistol 
The technological predecessor to the blaster pistol, the pulse-wave pistol 
is an energy weapon that was largely abandoned when blaster technology 
became common. Pulse-wave blasters are particularly devastating at point 
blank range (granting a +4 equipment bonus to the weapon's damage) even 
though the eneray bolt is ineffective at long ranges. 

A pulse-wave pistol requires a power pack. After 100 shots, the power 
pack must be replaced. 


PULSE-WAVE RIFLE 
Rifle 
A large version of the pulse-wave pistol, the pulse-wave rifle operates on the 
same principles as its smaller cousin. Pulse-wave rifles grant a +5 equipment 
bonus to damage rolls at point blank range. 

A pulse-wave rifle requires a power pack. After 50 shots, the power pack 
must be replaced. 


RIPPER 

Pistol 

The ripper is designed to bypass personal shields by dealing physical damage. 
The ripper is a pistol that fires a variety of oddly shaped pieces of shrapnel, 
similar to the flechette weapons that will be used during the Galactic Civil 
War. A ripper's irregularly shaped ammunition penetrates deep into the 
target's body, damaging it severely. Ifa ripper moves a target at least 1 step 
down the condition track by dealing damage exceeding the target's damage 
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threshold, shrapnel embedded in the target's body immediately does an 
additional 1d4 damage. 

A ripper requires an ammunition clip (20 credits, 0.1 kg). After 10 shots, 
the clip must be replaced. 


SONic DISRUPTOR 

Pistol 

One of the most violent sonic weapons on the market, the sonic disruptor is 
outlawed by the Republic, even for use against the Sith. The sonic disruptor 
not only deals devastating sonic damage to a target, it also atomizes any- 
thing it harms, leaving few traces of a victim behind. Like all weapons that 
deal sonic damage, a sonic disruptor's attacks cannot be negated using the 
Deflect talent (or any talents with Deflect as a prerequisite). 

As a disruptor weapon, the sonic disruptor treats all targets as if their 
damage threshold was 5 lower than it is. If damage from the sonic disruptor 
Kills a creature or destroys an object, vehicle, or droid, that target is dis~ 
integrated and ceases to exist. Because of the massive energy required to 
create a sonic disruptor beam, the sonic disruptor can fire only once every 
other round. You cannot use any feat, talent, or other special ability that 
consumes more than one shot from the weapon per round (such as Double 
Attack or Rapid Shot) with a sonic disruptor. 

A sonic disruptor requires a power pack. After 10 shots, the power pack 
must be recharged. 


SONIC PISTOL 
Pistol 
Designed as the civilian response to Jedi and Sith using lightsabers to deflect 
their attacks, the sonic pistol fires compressed bolts of pure sound at its 
target. Though slightly less powerful than standard energy weapons such 
as blasters and pulse-wave weapons, the sonic pistol is particularly effec- 
tive against Jedi and Sith because the weapon's sonic bolt bends around a 
lightsaber, striking the target despite the intervention of the lightsaber's 
energy blade. Like all weapons that deal sonic damage, a sonic pistol’s attacks 
cannot be negated using the Deflect talent (or any talents with Deflect as 
a prerequisite). 

A sonic pistol requires a power pack. After 100 shots, the power pack 
must be recharged. 


SONIC DAMAGE 

Sonic damage is considered to be energy damage in all ways. However, 
ranged weapons that deal sonic damage cannot be deflected with a 
lightsaber. If a weapon deals bonus sonic damage (such as those with 
certain gear templates) in addition to its normal damage and is not 
purely an energy attack, the attack can be deflected by a lightsaber, but 
the target still takes the sonic damage regardless (just not the weapon's 
normal eneray damage) if the attack would normally hit. 


SONIC PISTOL, HEAVY 
Pistol 
The heavy sonic pistol enhances the sonic pistol's design, dealing greater 
damage. A heavy sonic pistol creates more intensely compressed bolts of 
sonic energy, which are far more devastating than those generated by a 
standard pistol. Unfortunately, this extra compression unravels quickly, and 
by the time the bolt has reached a great distance it dissipates ineffectively. 
Like all weapons that deal sonic damage, a heavy sonic pistol’s attacks 
cannot be negated using the Deflect talent (or any talents with Deflect as 
a prerequisite). 

A heavy sonic pistol requires a power pack. After 50 shots, the power 
pack must be recharged. 


SONIC RIFLE 
Rifle 
The sonic analogue to the blaster rifle, a sonic rifle is a larger weapon capable 
of striking targets from a greater range than the heavy sonic pistol while 
still maintaining the same damage. Like all weapons that deal sonic damage, 
a sonic rifle's attacks cannot be negated using the Deflect talent (or any 
talents with Deflect as a prerequisite). 

Asonic rifle requires a power pack. After 50 shots, the power pack must 
be recharged. 


ARMOR 

Though many heroes choose not to wear armor, relying only on their own 
speed and cunning to keep them safe, soldiers and warriors don armor to 
protect themselves in such dangerous times. Some factions, most notably 
the Mandalorians, make extensive use of various types of armor and are 
exceptionally adept in their uses. The types of armor given on Table 5-3 are 
described below. 


BATTLE ARMOR, LIGHT 

Light Armor 

Similar to denser suits of battle armor, this stripped-down battle armor is 
frequently used by soldiers who lack extensive armor training but need a 
slight edge in combat. 


BATTLE ARMOR, LIGHT 
POWERED 

Light Armor 

Designed to be augmented with additional components and weapons, light 
powered body armor comes prewired with special connections to power 
auxiliary accessories, Light powered battle armor comes with a helmet 
package preinstalled. If you are using the equipment modification rules 
from Scum and Villainy, light powered armor has 2 free upgrade slots (as 
does all powered armor). 


ARMOR BONUS 


ARMOR (CHECK PENALTY) COST TO REF DEFENSE 


Energy shields, light = a 


Fiber armor 3,000 +4 
Battle armor, light powered 6,500 +4 
Battle armor, light 3,500 +5 


Energy shields, medium - 
6,000 


Mesh armor +6 
Weave armor 5,000 +6 
Battle armor, powered 11,000 47 


Energy shields, heavy - = 
Matrix armor 9,000 +9 
Battle armor, heavy powered 19,000 +9 


EQUIP BONUS 
TO FORT DEFENSE 


MAX DEX 
BONUS 


SPEED 
(6 SQ.) 


SPEED 


(4SQ.) WEIGHT AVAILABILITY 


+4 = - 1kg - 

7) a = 10kg _Licensed 
+3 = = 12kg Military 
+3 = - 10kg Military 


+3 - - 1kg - 

+2 4sq. 3. sq. 13 kg Restricted 
43 4sq. 3 sq. 15 kg Restricted 
2 45q, 359. 17kg Military 
+2 e 5 ig: = 

+1 45g. 3sq." 25 kg Restricted 
+1 4sq.' 3 sq.' 32 kg Military 


1 When running in heavy armor, you can move up to only three times your speed (instead of four times). 


BATTLE ARMOR, 
Medium Armor 

The powered armor variant of standard battle armor, powered battle armor 
is frequently used by those warriors who see their armor as an extension 
of their combat prowess and not just their defenses. Powered battle armor 
comes with a helmet package preinstalled. If you are using the equipment 
modification rules from Scum and Villainy, powered battle armor has 2 free 
upgrade slots (as does all powered armor). 


POWERED 


BATTLE ARMOR, 
POWERED 

Heavy Armor 

Utilized by warriors who define their fighting style by the gear they carry, 
heavy powered battle armor resembles standard heavy battle armor but 
comes prewired for augmentation, Heavy powered battle armor comes with 
a helmet package preinstalled. If you are using the equipment modification 
rules from Scum and Villainy, heavy powered battle armor has 2 free upgrade 
slots (as does all powered armor). 


HEAVY 


ENERGY SHIELDS 

Light, Medium, and Heavy Armor 

Rising to prominence in the days after the Great Sith War, personal energy 
shields project a thin layer of shielding over an individual character or 
creature. The popularity of energy shields sparks a revolution in combat 
tactics, including a surge in the popularity of melee weapons and non-energy 
projectile weapons. Just as the spread of energy shields is a response to the 
prominence of energy weapons, they in turn cause warriors to adjust their 
tactics to deal with personal energy shields. 

Energy shields give a character a Shield Rating, which functions exactly 
as vehicle and starship shields. An energy-shield generator is typically worn 
on the forearm or upper arm and must be activated as a swift action. Energy 
shields typically have 5 charges, and energy shields can only be activated 
once per encounter (the stress on the shield generator causes the device to 
overload otherwise, so the manufacturers build in failsafes to prevent such 
an occurrence). Each activation consumes one charge and lasts through the 
end of the encounter. An energy shield only protects against weapons that 
deal energy damage; a Weapon that deals any other type of damage bypasses 
the shield’s SR entirely. 

Energy shields come in three varieties: light, medium, and heavy. Each 
energy shield type corresponds to an armor type. A character with an active 
personal shield without the relevant Armor Proficiency feat takes a -5 penalty 
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to Reflex Defense, and the wearer is denied its Dexterity bonus to Reflex 
Defense, though he or she still gains the benefit of the shield. Regardless of 
whether or not the character is proficient in the personal shield, the character 
always takes the armor check penalty associated with the shield while it is 
activated. Additionally, each type of energy shield imposes its Maximum 
Dexterity Bonus restriction only when activated, not when worn and inert. 
An energy shield can be added to a suit of armor as an accessory. An energy 
shield can be modified by armor templates (see below) only if the template 
specifically states that it can be used on energy shields, and the shield confers 
that benefit only when it is activated. 

The SR provided by the energy shield determines the shield's price, as well 
as the type of Armor Proficiency feat required to operate the shields without 
penalty. SR 5 and SR 10 energy shields require Armor Proficiency (light); SR 
15 and SR 20 energy shields require Armor Proficiency (medium); SR 25 and 
greater energy shields require Armor Proficiency (heavy). See Table 5~4 for 
prices of energy shields. 


SR cost 
5 500 
10 2,000 
15 4,500 
20 8,000 
25 12,500 
30 18,000 


FIBER ARMOR 

Light Armor 

Initially used on worlds where traditional armor plating was in short supply, 
fiber armor is specially designed to channel energy-weapon attacks away 
from the body. The various metal fibers woven into the exterior of this armor 
cause it to absorb and harmlessly disperse energy damage. However, fiber 
armor is far from perfect, and lucky shots manage to hit. Once per encounter, 
a character fighting defensively while wearing fiber armor can gain DR 10 
against a single ranged energy attack as a reaction. 


MATRIX ARMOR 

Heavy Armor 

Though few military engineers would call matrix armor a pretty design, it 
is effective. Matrix armor takes armor plating from starships, bonding it to 
the outside of a suit of heavy armor. With the matrix armor plating in pat- 
terns similar to those used by fiber and mesh armor, the wearer of a suit of 
matrix armor can turn aside energy-weapon attacks that would otherwise 
be devastating. Once per encounter, a character fighting defensively while 
wearing matrix armor can gain DR 30 against a single ranged energy attack 
as a reaction. 


MESH ARMOR 

Medium Armor 

A more advanced form of fiber armor produced by military contractors 
across the galaxy, mesh armor uses the engineering principles of fiber armor, 
enhancing them with high-quality materials and extensive research. Mesh 
armor is heavier and more cumbersome than fiber armor and confers many 
of the same benefits of fiber armor and traditional suits of armor. Once per 
encounter a character fighting defensively while wearing mesh armor can 
gain DR 20 against a single ranged energy attack as a reaction. 


WEAVE ARMOR 

Medium Armor 

A civilian model of armor worn by military units throughout the era, weave 
armor is a relatively flexible and yet durable suit of armor that provides 
excellent protection to the wearer while restricting movement by only a 
small amount. Weave armor is favored by warriors whose combat style calls 
for fast and flexible movements, and is the armor of choice for duelists and 
gladiators. 


MIXED DAMAGE TYPES 

Some weapons and effects deal damage with multiple damage types; 
for example, lightsabers deal energy and slashing damage, and bow- 
casters deal energy and piercing damage. Whenever a weapon or effect. 
has multiple damage types, if the effect deals both types of damage 
simultaneously (see Damage Types, SE 120) then any other ability that 
depends on one of the effect’s damage types applies to the full damage 
from that effect. So, for example, the negate energy Force power can 
be used to negate the full damage from a lightsaber attack since it can 
negate energy damage. Similarly, the special function of fiber armor 
(presented above) can be used to grant the wearer DR 10 against an 
attack from a bowcaster, since the bowcaster is considered to be a 
ranged energy weapon. 


EQUIPMENT 


A sample of common equipment available in a Knights of the Old Republic 
campaign is given on Table 5-5. Refer to the descriptions below for other 
pertinent information. 


COMPUTERS AND STORAGE DEVICES COST WEIGHT 
Computer interface visor 1,200 0.5 kg 
DETECTION AND SURVEILLANCE DEVICES cosT WEIGHT 
Aural amplifier 2,000 0.5 kg 
Demolitions sensor 7,000 0.5 kg 
Motion sensing visor 2,500 0.5 kg 
Neural band 3,500 0.5 kg 
Stealth field generator 5,000 0.2 kg 
IMPLANTS cost WEIGHT 
Bio-stabilizer implant 1,750 = 
Cardio implant 4,000 eA 
Combat implant 5,000. - 
Memory implant 2,000 = 
Nerve reinforcement implant 5,000 = 
Regenerative implant, 4,250 = 
Sensory implant 2,500 2 
LIFE SUPPORT cost WEIGHT 
Vacuum mask 650 0.3 kg 
MEDICAL GEAR cost WEIGHT 
Medical Interface visor 1,500 0.5 kg 
TOOLS COST WEIGHT 
Mechanical interface visor 1,250 0.5 kg 


AURAL AMPLIFIER 

The aural amplifier is a device worn on the head, allowing the wearer to 
hear from a great distance. By amplifying sound waves originating from the 
direction of the wearer's interest while dampening ambient noise, the aural 
amplifier grants the wearer a +5 equipment bonus on Perception checks to 
eavesdrop. An aural amplifier cannot be worn at the same time as armor 
with a helmet or any other device worn on the head. 


COMPUTER INTERFACE VISOR 
Worn across the eyes and connected to a computer system, the computer 
interface visor provides the wearer with a heads-up display that displays 
relevant data laid over one’s normal vision. A computer interface visor 
translates complex computer algorithms into easy-to-understand symbols 
and words, allowing the wearer to attempt trained-only applications of the 
Use Computer skill even if untrained. The computer interface visor also pro- 
Vides a +2 equipment bonus on Use Computer checks. A computer interface 
visor cannot be worn at the same time as armor with a helmet or any other 
device worn on the head. 


DEMOLITIONS SENSOR 

Resembling a pair of goggles, the demolitions sensor can detect both 
the explosives and triggering mechanisms of mines, grenades, and other 
explosive devices, highlighting them in the wearer's vision. The demolitions 
sensor grants the wearer a +5 equipment bonus on Perception checks made 
to find mines and other planted explosives. A demolitions sensor cannot be 
worn at the same time as armor with a helmet or any other device worn 
‘on the head. 


MECHANICAL INTERFACE VISOR 
This visor translates images received through its visual sensors and scans 
them for common mechanical designs, The visor then provides the wearer a 
heads-up display of basic information and tips on dealing with those designs. 
The mechanical interface visor allows the wearer to attempt trained-only 
applications of the Mechanics skill even if untrained, and grants a +2 equip- 
ment bonus on Mechanics checks. A mechanical interface visor cannot be 
worn at the same time as armor with a helmet or any other device worn 
on the head. 


MEDICAL INTERFACE VISOR 

This visor contains thousands of preprogrammed medical training tutorials. 
It analyzes visuals and provides tips and assistance in a variety of medical 
situations. The medical interface visor allows the wearer to attempt trained- 
only applications of the Treat Injury skill even if untrained, and grants a +2 
equipment bonus on Treat Injury checks. A medical interface visor cannot 
be worn at the same time as armor with a helmet or any other device worn 
on the head. 


A sailaveo 


MOTION SENSING VISOR 

The motion sensing visor tracks movement and highlights moving objects 
with color-coded warnings. This allows the wearer to see moving enemies 
with ease, even those attempting to be stealthy. The wearer of this visor 
gains a +5 equipment bonus to Perception checks against targets that have 
moved at least one square since the end of the wearer's last turn. However, 
2 motion sensing visor can be disorienting, especially in the heat of combat, 
and a character must spend two additional swift actions to use the recover 
action when attempting to move up the condition track. A motion sensing 
visor cannot be worn at the same time as armor with a helmet or any other 
device worn on the head. 


NEURAL BAND 

Developed in response to both Sith and Jedi using the Force to manipulate 
soldiers and security personnel, the neural band reinforces various synapses 
throughout the brain and provides alternate conduits for electrical impulses 
within the mind, making the wearer's thoughts difficult to affect. Neural 
bands grant their wearers a +2 equipment bonus to Will Defense, but lower 
the wearer's damage threshold by -2. A neural band cannot be worn at the 
same time as armor with a helmet or any other device worn on the head. 


STEALTH FIELD GENERATOR 

Asmall and unobtrusive device worn on the belt, the stealth field generator 
emits a sound-dampening field around the wearer that makes sneaking up on 
an opponent easier. Additionally, the stealth field generator uses technology 
similar to that of a personal energy shield to bend light around the wearer, 
making them harder to see. The stealth field generator grants concealment 
(but not total concealment) to the wearer when activated. Activating a 
stealth field generator is a swift action, and it lasts for the duration of the 
encounter, until the wearer takes damage or until the wearer attacks or uses 
a Force power, whichever comes first. A stealth field generator requires a 
power pack to operate. After 5 uses, the power pack must be replaced. 


VACUUM MASK 

Worn or carried by individuals who spend a great deal of time aboard star- 
ships and space stations, the vacuum mask is a short-term solution to a 
loss of atmosphere while aboard a spacecraft. The vacuum mask provides 
the wearer 10 minutes of breathable air, which automatically begins to 
flow when sensors on the mask detect a lack of breathable air. Though the 
vacuum mask is no replacement fora space suit, it has saved crews trapped 
in compartments aboard ships after the atmosphere has vented. A vacuum 
mask cannot be worn at the same time as armor with a helmet or any other 
device worn on the head. 


IMPLANTS 

Seeking to gain an edge against their enemies, military forces experiment 
with mechanical implants designed to augment a character's efficiency. 
These implants, which are inserted directly into the brain and integrated 
into a character's neural pathways, alter bioelectrical and chemical impulses 
controlling everything from reaction times to the release of adrenaline. 

Due to the complex nature of this technology, living creatures can have 
only a single implant at any given time, though they can be switched out as 
needed. If an implant is removed, the character immediately loses all benefits 
and penalties associated with the implant. Installing or removing an implant 
follows the same rules as installing a cybernetic prosthesis, requiring a 
surgeon with the Cybernetic Surgery feat, although unlike some cybernetic 
parts an implant cannot be installed by the recipient. A character with an 
implant is considered to have a cybernetic part, making them vulnerable to 
ion damage and imposing the same penalties on Use the Force checks as 
other cybernetic body parts. 

Additionally, characters without the Implant Training feat take a -2 
penalty to their Will Defense due to the implant's interference with normal 
brain functions. Implants can disrupt the body's ability to deal with system 
shocks, and a character with an implant moves 1 additional step down the 
condition track when another effect would normally move them down the 
condition track, regardless of the source of the effect. 

Below are several sample implants. 


Bio-Stabilizer Implant 

The bio-stabilizer implant stores and transmits basic knowledge of various 
poisons and toxins into the mind of its user, teaching the brain to synthesize 
antidotes, The user of a bio-stabilizer implant is immune to poison. 


Cardio Implant 

A cardio implant encourages the brain to send vital chemicals to the heart and 
other organs, revitalizing them and giving the user greater physical reserves. 
The user of a cardio implant gains +1 hit point per level. 


Combat Implant 

The combat implant stores and transmits basic knowledge of a variety of 
weapons into the mind of its user. A combat implant eliminates penalties to 
attack rolls for weapons the user is not proficient with. 


Memory Implant 

‘A memory implant reinforces and augments the synapses in the memory 
centers of the brain, making it possible to recall knowledge locked away 
in the user's mind. The user of a memory implant can reroll any Knowledge 
check, keeping the better result. 


Nerve Reinforcement Implant 

The nerve reinforcement implant augments the signals sent from the brain 
through the central nervous system, making the body's senses difficult to 
overload through conventional means. The user of a neural-reinforcement 
implant gains a +5 equipment bonus to Damage Threshold against stun 
damage. 


Regenerative Implant 

The regenerative implant coaxes the healing sections of the brain, causing 
them to work harder to repair damage. The user of a regenerative implant 
recovers twice as many hit points as normal from natural healing. 


Sensory Implant 

The sensory implant augments the mind's natural ability to process visual 
data, enhancing the user's ability to perceive targets under difficult condi- 
tions. The sensory implant grants a user low-light vision; if the character 
already has low-light vision, he or she gains darkvision from the implant 
instead. 


WEAPON AND ARMOR 
ACCESSORIES 

The following off-the-shelf accessories can enhance weapons and armor in 
a variety of ways. Most pieces of equipment can have only one accessory, 
though in some cases Gamemasters might allow them to have more. Each 
weapon and armor accessory listing on Table 5-6 also lists the upgrade slot 
cost of each accessory (for use with the gear enhancement system in Scum 
and Villainy). 


ACCESSORY cOsT UPGRADE SLOT COST 
Armor reinforcement 3,000 1 
Beam splitter 1,200 2 
Durasteel bonding 2,000 1 
Enhanced energy projector 3,000 1 
Hair trigger 1,200 1 
Improved energy cell 4,000 2 
Mesh underlay 2,500 a 
Tremor cell 1,000 1 


Armor Reinforcement 
The armor reinforcement accessory increases armor's ability to harmlessly 
deflect incoming attacks by coating the interior of the armor with tough 


materials, adding an extra layer of defense. Reinforced armor grants the 
wearer DR 2 against piercing damage. 


Beam Splitter 

A modification made only to pistols, rifles, heavy weapons, and exotic ranged 
weapons that deal energy damage, the beam splitter accessory makes it 
easier to fire a powerful energy bolt by increasing the size of the bolt fired. 
Once per encounter, the wielder of a weapon with a beam splitter that uses 
the Power Blast feat to modify an attack roll deals 2 points of damage for 
every 1 point subtracted from the attack bonus. 


Durasteel Bonding 

The durasteel bonding accessory coats an advanced melee weapon, a melee 
exotic weapon, or a melee simple weapon with a thin layer of durasteel, 
making it more resistant to damage and ensuring that it retains its keen edge 
cover time. A weapon with durasteel bonding increases its own DR by 5 and 
deals an extra die of damage on a critical hit (this die of damage is added 
after damage is multiplied for the critical hit). This accessory can only be 
placed on a weapon that deals slashing damage. 


Enhanced Energy Projector 

The enhanced energy projector accessory smoothes the flow of power to an 
advanced melee weapon or a melee exotic weapon that requires a power 
pack, making it less likely to produce unpredictable results. A weapon with 
an enhanced energy projector allows to wielder to reroll a natural 1 on any 
attack roll once per encounter, keeping the second result. 


Hair Trigger 

A modification made only to pistols, rifles, heavy weapons, and exotic ranged 
weapons that use a trigger mechanism to fire, the hair trigger accessory 
makes it easier to fire several shots in quick succession by reducing the 
amount of pressure that must be placed on the trigger. Once per encounter, 
the wielder of a weapon with a hair trigger that uses the Rapid Shot feat to 
modify an attack roll may reroll the damage from the attack, keeping the 
better result. 


Improved Energy Cell 

A modification made only to pistols, rifles, heavy weapons, and exotic 
ranged weapons that require a power pack, the improved energy cell acces- 
sory increases the efficiency of the energy flow between a power pack and 
the weapon's firing mechanism. A weapon with the improved energy cell 
modification doubles the number of shots it can fire on a single power pack. 
Additionally, if the weapon has the increased weapon damage modification 
from the Tech Specialist feat (see page 21 of Starships of the Galaxy), the 
equipment bonus to damage increases to +3. 
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Mesh Underlay 

Designed with the same principles as mesh armor, the mesh underlay acces- 
sory helps channel certain types of energy away from the wearer's body, 
reducing the effectiveness of a potentially devastating blow. A character 
wearing a suit of armor with the mesh underlay accessory gains a +5 equip- 
ment bonus to his damage threshold against stun damage. 


Tremor Cell 

An advanced melee weapon or a melee exotic weapon that requires a power 
pack can be augmented by a tremor cell accessory, allowing the wielder to 
subdue rather than kill an opponent by dazing it. A weapon with a tremor 
cell can be set to stun as a swift action, and does stun damage equal to its 
normal damage. Weapons larger than Medium cannot be fitted with this 
accessory. 


GEAR TEMPLATES 

Ina Knights of the Old Republic campaign, a hero might have access to a wide 
variety of exotic gear with special properties not found in more common 
types of equipment. Rather than list individual pieces of equipment from 
dozens of worlds in the galaxy—such as a Bothan heavy blaster pistol or a 
suit of Arkanian battle armor—this section presents several gear templates 
that can be applied to normal equipment statistics to produce an unusual 
version of an item. 

To create an item using a gear template, choose a basic piece of equipment 
(such as a blaster rifle), then choose one of the templates from the sections 
below. Apply the changes to the equipment's statistics and effect as described 
in the template. Some templates have restrictions, either because of the tem- 
plate type (for example, weapon templates can be applied only to weapons) 
or because of specific prerequisites (for example, only weapons that deal 
stun damage can have the Bothan Weapon template applied). Gamemasters 
might rule that some weapons cannot be altered due to cultural or logical 
prerequisites; for example, since a bowcaster is a weapon unique to Wookiee 
culture, it makes little sense for there to be an Echani bowcaster. 


GENERAL TEMPLATES 

Templates denoting a particular place or method of manufacturing might 
cover both weapons and armor. The following general templates can be 
applied to suits of armor or weapons, using the rules described in the tem- 
plate's entry. 


Arkanian Manufacture 

Developed on the frozen tundra world of Arkania, weapons and armor of 
Arkanian manufacture are engineered to function in extremely cold environ- 
ments. Arkanian weapons deal energy and fire damage (see “Fire” on page 
255 of the Saga Edition core rulebook); however, if an Arkanian weapon is 


INTRODUCING GEAR 
TEMPLATES 
Introducing gear templates into your campaign takes a major step away 
from the simplicity of equipment design, purchase, and use that the Saga 
Edition rules provide. The gear templates presented in this section balance 
out the benefit of the templates with drawbacks, so heroes still have a 
reason to pick up a standard heavy blaster pistol rather than an Iridonian 
heavy blaster pistol. Items that have had a gear template applied repre- 
sent rare samples that are found only once in a great while. All templated 
items have the Rare tag applied to their Availability, since they are found 
only on one planet or in the possession of one particular group. 
Gamemasters should be cautious when introducing gear templates 
into the game. Items with templates applied should not be included in the 
list of items a character can buy; rather, they must be found or earned. 
Items with gear templates applied make great rewards for completing 
missions or defeating important villains, but if they can be found in every 
shop or purchased off of a computer shopping network then they are no 
longer special. Even when these items are available for purchase, such 
as buying a suit of Eriadun flex armor on Eriadu, only one such item will 
be available, since they are above and beyond the weapons and armor 
found commonly throughout the galaxy. Unlike the heroes in the Knights 
of the Old Republic video games, your heroes probably should not walk 
around with unique items on every part of their bodies. Instead, treat 
these special weapons as exceptional rewards or prized finds. 


used with an ability that consumes more than one shot in a round (such as 
Rapid Shot or Double Attack) the weapon overheats and cannot be fired for 
‘one round as it cools down. 

Arkanian armor doubles its equipment bonus to Fortitude Defense against 
cold weather hazards, but has no equipment bonus to Fortitude Defense 
against heat-based hazards. Arkanian items cost 10% or 1,000 credits 
(whichever is higher) more than other items of their kind. 

Restrictions: This template can be applied only to armor or to ranged 
energy weapons. 


Cinnagaran Manufacture 
Cinnagaran items are manufactured on the sprawling metropolis world of 
Empress Teta, which has been at the center of galactic wars for over a thou- 
sand years. Cinnagaran armor and shields grant DR 5 against weapons that 
deal sonic damage, but its Maximum Dexterity Bonus is reduced by 1. 
Cinnagaran weapons deal energy and bludgeoning damage. Cinnagaran 
items cost 10% or 1,000 credits (whichever is higher) more than other items 
of their kind. 
Restrictions: This template can be applied only to armor or to ranged 
energy weapons. 


Cortosis Weave/Phrik Alloy 

Weapons and armor made of cortosis weave or phrik alloy share a special 
property that prevents lightsabers from slicing through them with great ease. 
A lightsaber does not ignore the DR of a weapon or suit of armor made of 
cortosis weave or phrik alloy. A piece of equipment with this template costs 
20% more than the base item. 

During this time, almost all melee weapons are coated with a cortosis weave 
due not only to an abundance of the material but also the presence of large 
numbers of lightsaber-wielding combatants; as a result, they are not given the 
Rare availability tag during this era. During other eras, however, these materials 
are far more difficult to find, and are given the Rare tag as normal. 

Restrictions: None. 


Echani Manufacture 

Extremely rare, items of Echani manufacture are hand-crafted by the 
powerful and skilled Echani warriors, and each individual item is unique. 
Echani armor weighs half as much as other armor of its kind, and once per 
encounter the wearer can move at their normal speed (not the adjusted speed 
for wearing the armor) for one round, though the armor's bonus to Reflex 
Defense is reduced by 1. 

Once per encounter the wielder of an Echani weapon can declare that the 
critical range of his weapon is increased by one (thus scoring a critical on a 
19 or a 20 on most weapons). However, any roll other than a natural 20 is not 
considered an automatic hit, and if you still miss the target you do not score 
a critical hit. The use of this ability can be declared after the attack roll is 
made, but before the attack is resolved. However, Echani weapons have half 
as many hit points as other weapons of their kind. Echani-manufactured items 
cost 10% or 1,000 credits (whichever is higher) more than the base item. 

Restrictions: This template can be applied only to armor or to weapons 
that deal slashing or piercing damage (no lightsabers). 


GenoHaradan Manufacture 
A secretive guild of assassins and bounty hunters, the GenoHaradan have 
items specially crafted to suit their darker purposes. GenoHaradan armor 
provides a +2 equipment bonus on Stealth checks to sneak but reduces the 
equipment bonus to Fortitude Defense by one (minimum +0). GenoHaradan 
weapons grant a +2 equipment bonus to the attack roll of a contact poison 
applied to the weapon (for melee weapons), or a +1 equipment bonus on 
attack rolls with weapons set to stun (for ranged weapons). GenoHaradan 
weapons are somewhat fragile, and become disabled until repaired when the 
wielder rolls a natural 1 on an attack roll. GenoHaradan-manufactured items 
cost 10% or 1,000 credits (whichever is higher) more than the base item. 
Restrictions: This template cannot be applied to melee weapons that deal 
energy damage or to ranged weapons without a stun setting. This template 
can be applied only to a suit of armor that provides an equipment bonus to 
Fortitude Defense. 


Iridonian Manufacture 

The Iridonians are a mysterious species known for their savagery and aggres- 
siveness. Iridonian armor and shields provide DR 2 against bludgeoning 
damage. Iridonian weapons gain a +2 equipment bonus to damage rolls when 
using either the Power Attack or Power Blast feats. However, all Iridonian 
weapons are considered Illegal, and visibly displaying an Iridonian weapon 
or wearing Iridonian armor always imposes unfavorable circumstances on 
Deception or Persuasion checks against law enforcement officials and other 
authority figures. Iridonian-manufactured items cost 10% or 1,000 credits 
(whichever is higher) more than the base item. 

Restrictions: None. 


Krath Manufacture 
Items created by the Krath typically have a cruel and dangerous twist. Krath 
armor and shields provide DR 2 against energy damage. If an attack roll with 
a Krath weapon equals or exceeds the target's Fortitude Defense as well as 
Reflex Defense, the target takes 1d4 damage at the beginning of its next 
turn. Krath-manufactured items cost 10% or 1,000 credits (whichever is 
higher) more than the base item. However, Krath weapons and armor hold 
the taint of the dark side within them, and any character wielding a Krath 
manufacture weapon or wearing Krath armor treat their Dark Side Score as 
one higher than it actually is for the purposes of being targeted by effects 
that only affect targets with a Dark Side Score. 

Restrictions: This template can be applied only to armor or to melee 
weapons that deal slashing or piercing damage, and cannot be applied to 
lightsabers. 


Mandalorian Manufacture 

‘A Mandalorian warrior is made great by his or her equipment, and each piece 
of Mandalorian equipment is unique in some way. Mandalorian items are 
made with customization in mind; any character making a Mechanics check 
to repair or modify a weapon or suit of armor of Mandalorian manufacture 
gains a +5 equipment bonus on the check. However, Mandalorian technol- 
ogy is often based on the designs of other cultures, causing some unusual 
interaction between technologies; if a Mandalorian item is disabled all of 
the modifications to that item are destroyed (and much be purchased anew, 
not merely repaired). Mandalorian-manufactured items cost 10% or 1,000 
credits (whichever is higher) more than the base item. 

Restrictions: None. 


Massassi Manufacture 

Built by primitive creatures for use in the service of the Sith, Massassi items 
are designed to take advantage of the strength of their wielders. Massassi 
armor allows a critical hit against the wearer to be turned into a normal hit 
once per encounter as a reaction. However, if a character does not have a 
sufficient Strength score (13 for light armor, 15 for Medium armor, or 17 
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for heavy armor) they take armor-check penalties even when proficient in 
the armor. 

When a character scores a critical hit with a Massassi weapon held in two 
hands, that character triples his Strength bonus to damage (before multiply- 
ing for the critical hit); like armor, if a character does not have a sufficient 
Strength score (15 for Medium weapons, 17 for Large weapons, or 19 for 
Huge and bigger weapons) then he takes a -2 penalty to attack rolls with 
that weapon, even if proficient. Massassi-manufactured items cost 10% or 
1,000 credits (whichever is higher) more than the base item. 

Restrictions: This template can be applied only to armor or to melee 
simple weapons. 


Prototype 

Prototype items are unstable and not ready for release to the general public, 
but they might have properties that other items do not. A prototype item 
can have two modifications from the Tech Specialist feat (see page 21 of 
Starships of the Galaxy) instead of just one. However, a prototype weapon 
treats a natural roll of 1, 2, 3, or 4 as though it were a natural 1 (thus, 
automatically missing), and the weapon becomes disabled until repaired. A 
wearer of prototype armor takes 1 more die of damage from a critical hit 


AN HK-SO ASSASSIN DROID (LEFT) AND A KELLENECH SENTINEL 
Drain (RIGHT) PREPARE THEIR UPGRADED WEAPONS 


(before multiplying); thus, a heavy blaster pistol that scores a critical hit 
against a target wearing prototype armor deals 4d8 damage base, which is 
then doubled. 

Restrictions: None. 


Verpine Manufacture 
The insectoid Verpine are technological masters who can create items with 
exceptional characteristics. Verpine armor and shields provide DR 10 against 
ion damage. As a swift action, a Verpine weapon can be switched to ion fire 
mode, changing the weapon to deal ion damage instead of normal damage 
(at the same damage dice). However, Verpine items are designed for their 
unique physiologies, and they require the owner to have a minimum Dexterity 
of 13+ to wear their armor effectively (otherwise the wearer takes armor- 
check penalties) or a minimum Intelligence of 13+ to operate their weapons 
properly (otherwise the wielder takes a -2 penalty to attack rolls with that 
weapon). Verpine-manufactured items cost 10% or 1,000 credits (whichever 
is higher) more than the base item. 

Restrictions: This template can be applied only to armor or to ranged 
weapons that deal energy damage. 


WEAPON TEMPLATES 
The following templates function the same way as general templates, but 
can be applied only to weapons. 


Baragwin Weapon 
Weapons manufactured by the Baragwin can be nasty, because the species 
has perfected the creation of deadly weapons through centuries of serving 
as galactic arms dealers. On a successful critical hit, Baragwin weapons 
grant their wielders +1 die of damage (after multiplying for the critical hit). 
However, Baragwin weapons are considered illegal, Baragwin weapons cost 
10% or 1,000 credits (whichever is higher) more than the base item. 
Restrictions: None. 


Bothan Weapon 
Bothan society is well known for its penchant for espionage, and the 
Bothans have developed methods of subduing targets without killing them. 
Bothan weapons deal +1 die of damage when set to stun or when dealing 
ion damage, but deal -1 die of damage when not set to stun or dealing ion 
damage. Bothan weapons cost 109% or 1,000 credits (whichever is higher) 
more than the base item. 

Restrictions: This template can be applied only to weapons that deal 
stun damage or ion damage. 


Dashade Weapon 

The Dashade species specializes in creating weapons capable of inflicting 
great pain—if not great damage—upon an opponent. A target moved down 
the condition track by an attack from a Dashade weapon can only spend 2 
swift actions per turn to recover. This effect lasts until the target returns to 
its normal state (all conditions removed). Dashade weapons are considered 
legal, and take a -2 penalty to damage rolls. Dashade weapons cost 10% 
or 1,000 credits (whichever is higher) more than the base item. 

Restrictions: None. 


Gand Weapon 
The Gand species, peculiar and often incomprehensible, specializes in crafting 
weapons that immobilize opponents. If a Gand weapon moves a target down 
the condition track with its stun damage, that target has its speed halved 
until it returns to its normal state (all conditions removed); a target that is 
~4 steps down the condition track (at the -10 step) is immobilized instead. 
Gand weapons are sometimes difficult to operate, and all Gand weapons 
are considered exotic weapons for the purposes of proficiency (except to 
members of the Gand species). Gand weapons cost 10% or 1,000 credits 
(whichever is higher) more than the base item. 

Restrictions: This template can be applied only to weapons that deal 
stun damage. 


Quick Draw Weapon 
These weapons are specially designed to be pulled quickly, whether by 
modification to the blaster or to its holster. A quick draw weapon wielder 
that possesses the Quick Draw feat can draw or holster the weapon once 
per round as a free action. A quick draw weapon costs 10% more than the 
cost of the base weapon. 

Restrictions: None. 


Rakatan Weapon 

Crafted by an ancient and extremely advanced species known as the Rakata, 
weapons with this template are powerful and extremely alien to modern 
species, Rakatan weapons increase their die type by one step (from d4 to 
d6, d6 to d8, d8 to d10, or d10 to a maximum of d12) and grant the wielder 
a +1 equipment bonus on attack rolls. Rakatan weapons are considered 
exotic weapons, except to Rakatan characters (who treat them as weapons 
of their normal weapon group). Rakatan weapons cost 30% or 3,000 credits 
(whichever is higher) more than the base item. 

Restrictions: None. 


Sith Alchemical Weapon 

Sith alchemical weapons are items that have undergone an arcane enhance- 
ment process using ancient Sith techniques. Favored by the Sith in the days 
prior to the spread of lightsabers, Sith alchemical weapons are not only 
resistant to damage but also channel the dark side through them. Ancient 
Sith Lords used alchemy to fundamentally alter the chemical makeup of 
their weapons, resulting in something far more dangerous than the typical 
sword or lanvarok. 

A lightsaber does not ignore a Sith alchemical weapon's DR, and char- 
acters who are proficient with the Sith alchemical weapon can treat it as 
a lightsaber for the purpose of using the Block, Deflect, and Redirect Shot 
talents (and any talents that have those Jedi talents as a prerequisite). 

Additionally, a Sith alchemical weapon becomes more powerful in the 
hands of a character who is steeped in the dark side of the Force. A character 
proficient in Sith alchemical weapon use can spend a Force Point as a swift 
action to gain a bonus to damage rolls with the Sith alchemical weapon equal 
to his or her Dark Side Score. This bonus to damage applies to the next attack 
made with the weapon before the end of the encounter, and activating this 
ability increases the wielder's Dark Side Score by 1. 

Sith alchemical weapons cost 20% or 2,000 credits (whichever is higher) 
more than the base item. 

Restrictions: This template can be applied only to advanced melee 
weapons and simple melee weapons. 


STACKING TEMPLATES 

The templates presented in this chapter are meant to represent the unique 
products of various societies and cultures. Stacking one template on 
top of another will inevitably produce weapons and armor far superior 
to other weapons, possibly creating confusing results (what is a suit of 
Massassi Eriadun armor?). Therefore, with the exception of the prototype 
template, the quick-draw weapon template, and the cortosis-weave/ 
phrik-alloy template, no items should have more than one template 
added. Gamemasters might remove this restriction for special items, 
but this can quickly affect the way mundane equipment is perceived in 
your campaign. 

Additionally, when determining the costs for items with multiple 
templates, apply each template one at a time, starting with the most 
expensive template and adding new ones after determining the new price 
for the item based on the previous template. 


Sarg envy zaveweines) 


SGleXNGg GNY LNeweInSs) 


ARMOR TEMPLATES 
The following templates function the same way as general templates, but 
can be applied only to armor. 


Bonadan-Alloy Armor 
Although weapons are illegal on the crowded world of Bonadan, armor crafted 
from a unique alloy created on that planet is second to none. Bonadan-alloy 
armor provides DR 2 against slashing damage, but any equipment bonus to 
Fortitude Defense provided by the armor is reduced by one (to a minimum of 
+0), Bonadan-alloy armor costs 10% or 1,000 credits (whichever is higher) 
more than the base item. 

Restrictions: This template can be applied only to a suit of armor that 
provides an equipment bonus to Fortitude Defense. 


Bronzium Cast Armor 

An extremely solid and durable metal, bronzium can be used in the produc- 
tion of armor that can protect the wearer from suffering great harm. Once 
per encounter, the wearer of bronzium cast armor can redirect the damage 
from a successful incoming attack to the armor; the armor takes the damage 
from the attack (armor has the same DR, hit points, damage threshold, and 
break DC as a weapon of the same size category as the wearer). If the armor 
is disabled or destroyed, it no longer provides any bonuses to the wearer. A 
suit of armor pushed down the condition track imposes its condition penal- 
ties to the wearer's Reflex Defense only. Bronzium cast armor costs 10% or 
1,000 credits (whichever is higher) more than the base item. 

Restrictions: None, 


Durasteel Cast Armor 
A thin and lightweight metal, durasteel is used in the construction of armor 
when extra protection is needed. Durasteel cast armor grants DR 1 to the 
wearer, but any equipment bonus to Fortitude Defense provided by the armor 
is reduced by one (to a minimum of +0). Durasteel cast armor costs 10% or 
1,000 credits (whichever is higher) more than the base item. 

Restrictions: This template can be applied only to a suit of armor that 
provides an equipment bonus to Fortitude Defense. 


Environmental Bastion Armor 
Environmental bastion armors are designed to protect the wearer from harsh 
environments—including vacuum—and provide a comfortable environment for 
whatever species they are made for (for example, Ubese wear environmen- 
tal bastion armor that produces atmosphere similar to their homeworld’s). 
Environmental bastion armor acts as a sealed environment suit, providing a 
number of hours of breathable air to the wearer equal to the armor's equip- 
ment bonus to Fortitude Defense. Environmental bastion armor costs 10% 
more than the base item. 

Restrictions: This template can be applied only to a suit of armor that 
provides an equipment bonus to Fortitude Defense. 


Eriadun Armor 
Crafted on the Human-dominated world of Eriadu, Eriadun armor helps 
soldiers avoid being taken prisoner and interrogated by enemy forces. A suit 
of Eriadun armor or an Eriadun energy shield provides DR 5 against stun 
damage, but any equipment bonus to Fortitude Defense provided by the 
armor is reduced by one (to a minimum of +0). Eriadun armor costs 10% or 
1,000 credits (whichever is higher) more than the base item. 

Restrictions: This template can be applied only to a suit of armor that 
provides an equipment bonus to Fortitude Defense. 


DROIDS 

Droids play an important part in any Knights of the Old Republic campaign 
Droids are just as prominent during the days of the Old Republic as they are 
in later years, and many models are the obvious predecessors of droids used 
during the Galactic Civil War. This chapter presents a good cross-section of 
the droids used in this era, providing droids that can fill a variety of roles in 
any Knights of the Old Republic campaign. 


FiRST-DEGREE DROIDS 
First-degree droids are medical, analytical, or scientific droids. Specific 
examples include the ET-74 communications droid. 


ET-74 COMMUNICATIONS DROID 
Developed by Automata Galactica to handle communications in automated 
facilities and coordinate the efforts of labor droids, the ET-74 communica- 
tions droid isa multipurpose droid that handles electronic communication and 
logistics for several different industries. The ET-74 communications droid is 
programmed with an excellent mastery of computer systems and networks, 
as well asa variety of data transmission and receiving systems. Additionally, 
this droid has several routines that enable it to communicate effectively with 
its biological masters, making it an excellent liaison between a large droid 
worker force and their living owners. 

ET-74 communications droids are smaller and are often found on space 
stations and capital ships. Though they are no match fora living communica- 
tions officer, these droids can temporarily replace crew members by manning 
the communications and sensor stations for a short while. ET-74 droids are 
put in charge of mining, construction, and excavation droids whose tasks are 
menial (requiring droids with only a marginal intelligence) but which require 
coordination to ensure that a task is completed. As a result, some beings 
confuse ET-74 communications droids for worker droids of various types, 
though in truth they are merely directing those droids under their charge. 

ET-74 communications droids can be played as droid heroes. 


AN ET-74 COMMUNICATIONS OROIO 


Automata Galactica ET-74 Communications Droid cLo 
Small droid (1st-degree) nonheroic 1 

Init +1; Senses Perception +0 

Languages Basic, Binary, plus 5 unassigned 


Defenses Ref 12 (flat-footed 11), Fort 8, Will 10 
hp 3; Threshold 8 
Immune droid traits 


Speed 4 squares (walking) 
Melee unarmed -2 (142) 
Base Atk +0; Grp -4 


Abilities Str 7, Dex 12, Con —, Int 15, Wis 10, Cha 8 

Feats Linguist, Skill Focus (Knowledge [technology]), Skill Focus (Use 
Computer), Skill Training (Knowledge [galactic lore]) 

Skills Knowledge (galactic lore) +7, Knowledge (technology) +12, 
Persuasion +4, Use Computer +12 

Systems walking locomotion, basic processor, 2 hand appendages, 
translator unit (DC 10), vocabulator 

Possessions comlink, datapad, portable computer 

Availability Licensed; Cost 2,700 


SECOND-DEGREE DROIDS 
Second-degree droids are typically astromech droids and technical droids. 
Specific models include the GO-TO infrastructure planning droid and the 
T3-Series utility droid. 


ARATECH GO-TO 
INFRASTRUCTURE-PLANNING 
DROID 

Following the devastation of the Great Sith War and during the rebuilding 
years leading up to the Mandalorian Wars, the Republic is in dire need of 
assistance to rebuild the galaxy’s infrastructure. The Aratech Repulsor 
Company steps in to provide that much-needed assistance. As a part of the 
company's investment in the Republic's rebuilding efforts under the Cor- 
uscant Financial Exchange Establishment Act, Aratech begins research and 
development of the GO-T0 infrastructure-planning droid. The first prototype 
models help with the reconstruction efforts after the Great Sith War, but 
in 3,955 BBY Supreme Chancellor Cressa puts the droids to greatest use 
rebuilding the galaxy after the Jedi Civil War. 

GO-TO infrastructure-planning droids are designed and programmed to 
serve as a central organizational hub for planetary rebuilding efforts. A GO-TO 
droid, which is given a unique identifier that corresponds with the planet it 
assists, can plug directly into a planet's information network and immediately 
begin coordinating reconstruction and relief efforts, using its specialized 
software to maximize efficiency and minimize mistakes. Unfortunately for 
the Aratech company (and for the galaxy), the massive amounts of data 
flowing through a GO-TO infrastructure-planning droid can corrupt the droid’s 
memory, causing it to rapidly develop both a personality and independent 
motivations. Asa result, many GO-T0 droids seized control of planetary assets 
or struck out on their own to organize and run their own tiny empire. 

For example, GO-T0-Telerath temporarily seized control over one of 
the galaxy's most prominent financial institutions, causing an economic 
emergency when it demanded control of the Coruscant Financial Exchange. 
Similarly, a number of GO-T0 droids stationed in the Gordian Reach declared 
their intentions to secede from the Republic and set themselves up to be 
dictatorial rulers of the independent territory 400100500260026. 

0-10 infrastructure-planning droids cannot be played as droid heroes. 
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Aratech GO-TO Infrastructure-Planning Droid cL1 
Tiny droid (2nd-degree) nonheroic 4 

Init +4; Senses low-light vision, Perception +4 

Languages Basic, Binary, plus 3 unassigned 


Duwani Mechanical Products T3-Series Utility Droid cLo 
Small droid (2nd-degree) nonheroic 2 

Init +2; Senses darkvision, Perception +3 

Languages Basic (understand only), Binary, 2 unassigned 


Defenses Ref 15 (flat-footed 13), Fort 9, Will 11 
hp 10; SR 10; Threshold 9 
Immune droid traits 


Defenses Ref 12 (flat-footed 11), Fort 9, Will 10 
hp 5; Threshold 9 
Immune droid traits 


Speed 4 squares (fly) 

Melee electroshock probe +1 (1d8-2 ion) 

Base Atk +3; Grp -5 

Abilities Str 6, Dex 15, Con —, Int 16, Wis 10, Cha 14 

Feats Improved Defenses, Skill Focus (Knowledge [social sciences]), Skill 
Focus (Knowledge [technology]), Skill Focus (Use Computer), Weapon 
Proficiency (simple weapons) 

Skills Knowledge (social sciences) +15, Knowledge (technology) +15, 
Persuasion +9, Use Computer +15 

Systems hovering locomotion, heuristic processor, 2 tool appendages, 
electroshock probe, holorecorder, holoprojector, improved sensor 
package, locked access, integrated comlink, vocabulator 

Possessions planetary infrastructure management software 

Availability Military; Cost 60,000 


T3-SERIES UTILITY DROID 

One of the earliest known predecessors to the astromech droid, Duwani 
Mechanical Products’ T3-Series utility droid is designed to function as a 
maintenance droid for a variety of mechanical and electronic systems. Though 
adept at dealing with computers and machines of all types, T3-Series utility 
droids do not boast vocabulators, since they are not required to interact with 
organic denizens of the galaxy. The sophisticated mechanical and computer 
training software loaded into the T3-Series utility droid allows it to function 
in the capacity of an engineer or even a copilot aboard a starship, making it 
a favored purchase for traders and smugglers alike. 

The T3-Series utility droid boasts a squat body with a disc-shaped head 
and a single photoreceptor gleaming brightly on one end. T3-Series droids 
come with enough tools and equipment to perform the functions required 
of it, but some tinkerers have modified their T3 units to better serve their 
individual needs. One common modification is the addition of a starfighter 
interface package, allowing the droid to plug directly into a specialized slot 
on a starfighter, granting starfighter pilots the same benefit that transport 
pilots have come to expect from the T3. Though this after-market modifi- 
cation is not endorsed by Duwani Mechanical Products, some fighter pilots 
insist that their ships and droids receive these modifications on the grounds 
that they increase pilot survivability. 

T3-Series utility droids can be played as droid heroes. 


Speed 4 squares 

Melee electroshock probe +1 (1d8-1 ion) 

Ranged stun ray +1 (3d6 stun) 

Fighting Space 1 square; Reach 1 square 

Base Atk +1; Grp -3 

Abilities Str 8, Dex 12, Con —, Int 14, Wis 11, Cha 7 

Feats Skill Focus (Mechanics), Skill Focus (Use Computer), Weapon 
Proficiency (simple weapons, pistols) 

Skills Mechanics +13, Pilot +7, Use Computer +13 

Systems wheeled locomotion, magnetic feet, heuristic processor, 5 tool 
appendages, diagnostics package, internal storage (2 kg), improved 
sensor package, darkvision 

Possessions stun ray (as blaster pistol set to stun), astrogation 
buffer (storage device, 10 memory units), electroshock probe, fire 
extinguisher, electric arc welder, holorecorder, holoprojector 

Availability Licensed; Cost 3,500 credits 


THIRD-DEGREE DROIDS 


Third-degree droids are typically protocol droids. Specific models include the 
GE3-Series protocol droid and the GG-Series hospitality droid. 


GES-SERIES PROTOCOL DROID 
One of the best-selling droids in the galaxy, the Czerka Corporation's GE3- 
Series multipurpose protocol droid is found everywhere from Coruscant to 
Tatooine and beyond. One of the most common humanoid droid models, the 
GE3-Series protocol droid primarily serves as an agent of Human-cyborg 
relations but can be programmed to fill a variety of rales. Some GE3-Series 
droids are used as liaisons between farmers and their machinery; others 
serve as personal secretaries and errand-runners for busy citizens on urban 
worlds. These droids serve a variety of tasks, from menial chores to assisting 
in galactic negotiations, and as such they are highly valued by citizens both 
high and low on the power ladder. 

The GE3-Series programming is geared specifically toward social interac- 
tion. They are extremely knowledgeable about the customs, cultures, and 
histories of species throughout the galaxy, and serve as the standard for 
protocol droids for decades. GE3 protocol droids are used in domestic and 
political environments, and the Czerka Corporation has a longstanding policy 
of selling these droids to planetary governments in bulk at a discounted rate, 


ensuring that their droids are found on nearly every planet in the Republic. 
Though technically all GE3-Series droids share the same suffix to their names 
(GE3), most shorten their designation to contain only their unique identifier; 
thus, a protocol droid whose full designation would be S-OD3-GE3 would 
drop the GE3 and would go by only S-OD3 

GE3-Series protocol droids can be played as droid heroes. 


Czerka Corporation GE3 Protocol Droid cLo 

Medium droid (3rd-degree) nonheroic 2 

Init +0; Senses Perception +2 

Languages Basic, Binary, plus one unassigned; translator unit (DC 5) 

Defenses Ref 10 (flat-footed 9), Fort 10, Will 11 

hp 5; Threshold 9 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed +0 (1d3-1) 

Base Atk +1; Grp +0 

Abilities Str 8, Dex 8, Con —, Int 13, Wis 12, Cha 15 

Feats Skill Focus (Knowledge [bureaucracy]), Skill Focus (Knowledge 
[galactic lore]), Skill Training (Knowledge [social sciences]), Skill 
Training (Persuasion) 

Skills Knowledge (bureaucracy) +12, Knowledge (galactic lore) +12, 
Knowledge (social sciences) +7, Persuasion +8 

Systems walking locomotion, basic processor, translator unit (DC 10), 2 
hand appendages, vocabulator 

Possessions audio recorder, comlink 

Availability Licensed; Cost 2,500 


GG-SERIES HOSPITALITY DROID 
Designed to act as a receptionist, host, and greeter, the G-Series hospitality 
droid is a new take on the traditional role of the protocol droid, focusing 
less on raw knowledge and more on interacting with living beings. Manu- 
factured on Arkania by Adascorp, the GG-Series hospitality droid is slightly 
more expensive than the standard protocol droid but is favored by large 
corporations and other entities wishing to provide customer service with- 
out taking up the time of executives or other biological employees. Though 
their introduction heralds a new level of Human-cyborg relations that the 
traditional protocol droid could not live up to, consumer response to the 
GG-Series hospitality droid turns lukewarm. Customers find that GG-Series 
hospitality droids are only a partial solution to the difficulties of dealing with 
large corporations. They resent the presence of these droids because they 
are yet another wall between a company and its consumers. 

The GG-series protocol droid is best received in environments where it 
serves as host, receptionist, or greeter that then escorts visitors to deal with 
a living representative of the company. On the banking world of Telerath, 


A GG-SERIES HOSPITALITY DROID (LEFT) AND 4 GES-Senies 
PROTOCOL OROID (RIGHT) DISCUSS MATTERS OF ETIQUETTE 
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GG-Series hospitality droids greet newcomers and usher them to a banking 
representative, an experiment in customer service that proves exceptionally 
popular because the G-Series droids do not replace biological employees and 
instead act as go-betweens. Corporations use GG-Series hospitality droids 
in their corporate offices as receptionist and communications specialists, 
even as secretary droids for high-ranking executives. However, corpora 
tions stop using G-Series hospitality droids when a scandal reveals that 
Adascorp has planted command routines in the processors of droids sold to 
other companies, allowing the hospitality droids to spy on their owners and 
report back to Adascorp. 
GG-Series hospitality droids can be played as droid heroes. 


Adascorp GG-Series Hospitality Droid cLo 

Medium droid (3rd-degree) nonheroic 2 

Init +3; Senses Perception +7 

Languages Basic, Binary; translator unit (DC 10) 

Defenses Ref 12 (flat-footed 10), Fort 9, Will 11 

hp 5; Threshold 9 

Immune droid traits 

Speed 6 squares 

Melee unarmed +0 (1d3-1) 

Base Atk +1; Grp +2 

Abilities Str 8, Dex 13, Con —, Int 10, Wis 12, Cha 15 

Feats Skill Focus (Persuasion), Skill Training (Knowledge [bureaucracy]), 
Skill Training (Knowledge [galactic lore]), Skill Training (Perception) 

Skills Knowledge (bureaucracy) +6, Knowledge (galactic lore) +6, 
Perception +7, Persuasion +13 

Systems walking locomotion, basic processor, 2 hand appendages, 
vocabulator 

Possessions comlink 

Availability Licensed; Cost 4,000 


FOURTH-DEGREE DROIDS 
Fourth-degree droids are combat droids. Specific models include assassin 
droids, probe droids and war droids. 


HK-SERIES ASSASSIN DROIDS 

Designed to disguise themselves as protocol droids to lull targets into a false 
sense of security, HK-Series assassin droids represent one of the deadliest 
innovations in droid technology of this time. The Czerka Corporation's first 
major success in assassin-droid production came with the release of the 
HK-24 assassin droid, which the company hoped to sell in large quantities 
to the Republic and planetary governments during the run-up to the Man- 
dalorian Wars. Many HK-24 assassin droids are purchased by Lord Adasca to 
hunt down one of his former employees hiding on Taris. Even with red armor 


plating and glowing orange eyes, the HK-24 appears, to the untrained eye, to 
be nothing more than a slightly sinister-looking servant droid. Unfortunately, 
the Czerka Corporation never finds success with the HK-24 (since most people 
in the galaxy have no use for an assassin droid), and soon their factories are 
shut down and abandoned. 

During the Jedi Civil War, Darth Revan constructs an HK-Series assas- 
sin droid based on the HK-24 design, but with several of his own upgrades. 
This droid, HK-47, in turn becomes the basis for a new model of HK-Series 
assassin droids: the HK-5O. After seeing HK-47's abilities first-hand, Revan 
becomes convinced that the droids will make excellent agents. The Sith Lord 
is captured before his plans come to fruition, however, and production on 
the HK-50 model ceases for several years. Eventually, the droid crime lord 
Goto (a GO-TO infrastructure planning droid) discovers the HK-50 produc- 
tion facility and reactivates it, disseminating the new model assassin droids 
throughout the galaxy. 

HK-24 and HK-50 assassin droids cannot be played as droid heroes. 


Czerka Corporation HK-24 Series Assassin Droid CL7 

Medium droid (4th-degree) nonheroic 6/soldier 5 

Init +12; Senses low-light vision, Perception +8 

Languages Basic, Binary; translator unit (DC 5) 

Defenses Ref 22 (flat-footed 19), Fort 19, Will 16 

hp 43; Threshold 19 

Immune droid traits 

Speed 6 squares 

Melee unarmed +11 (1d3+4) 

Ranged blaster rifle +13 (3d8+4) or 

Ranged blaster rifle +11 (4d8+4) with Rapid Shot or 

Ranged blaster rifle +8 (348+14) with Power Blast 

Base Atk +9; Grp +12 

Atk Options Devastating Attack (rifles), Point Blank Shot, Power Blast, 
Rapid Shot 

Special Actions Tough as Nails 

Abilities Str 14, Dex 17, Con —, Int 10, Wis 12, Cha 13 

Talents Devastating Attack (rifles), Tough as Nails, Weapon Specialization 
(rifles) 

Feats Armor Proficiency (light, medium), Point Blank Shot, Power Blast, 
Rapid Shot, Skill Training (Initiative), Weapon Focus (rifles), Weapon 
Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +12, Persuasion +11 

Systems walking locomotion, heuristic processor, 2 hand appendages, 
2 tool appendages, improved sensor package, translator unit (DC 5), 
vocabulator 

Possessions blaster rifle, durasteel battle armor 

Availability Illegal, Rare; Cost Not available for sale (estimated value 
24,000 credits) 


PLAYING AN HK-SERIES 
DROID. 

Though the HK-24 and HK-50 model assassin droids are unsuitable for 
heroes, players might want to play as a droid such as HK-47; that is, 
a droid from the HK series but independent and with a developed (or 
developing) personality. Gamemasters that wish to allow HK-Series 
assassin droids can use the following statistics as the baseline for the 
droid hero. Gamemasters should encourage their heroes to come up 
with a history and unique designation for their HK-Series droid. Which 
model is the unique droid hero based on? Why has the droid developed 
a personality? What motivates the droid to overcome its assassination 
protocols, or does the droid even try? By answering questions such as 
these, a heroic HK-Series droid can be an interesting and valuable addi- 
tion to the group. 


Independent HK-Series Droid icky 

Medium droid (4th-degree) soldier 1 

Force 5 

Init +8; Senses low-light vision, Perception +8 

Languages Basic, Binary; translator unit (DC 5) 

Defenses Ref 18 (flat-footed 15), Fort 15, Will 12 

hp 30; Threshold 15 

Immune droid traits 

Speed 6 squares 

Melee unarmed +3 (1d3+2) 

Ranged blaster rifle +5 (348+2) 

Base Atk +1; Grp +4 

Special Actions Tough as Nails 

Abilities Str 14, Dex 17, Con —, Int 10, Wis 12, Cha 10 

Talents Tough as Nails 

Feats Armor Proficiency (light), Weapon Focus (rifles), Weapon 
Proficiency (heavy weapons, pistols, rifles, simple weapons) 

Skills Initiative +8, Perception +8, Use Computer +5 

Systems walking locomotion, heuristic processor, 2 hand appendages, 
2 tool appendages, improved sensor package, translator unit (DC 
5), vocabulator 

Possessions blaster rifle, durasteel battle armor, comlink 


HK-5O Series Assassin Droid 

Medium droid (4th-degree) nonheroic 6/soldier 6/elite trooper 4 
Init +15; Senses low-light vision, Perception +11 

Languages Basic, Binary, 1 unassigned; translator unit (DC 5) 


cLi2 


Defenses Ref 26 (flat-footed 22), Fort 26, Will 21 
hp 75; DR 2; Threshold 26 


Immune droid traits 


Speed 6 squares 

Melee unarmed +16 (1d4+7) 

Ranged blaster rifle +19 (348+7) or 

Ranged blaster rifle +17 (5d8+7) with Burst Fire or 

Ranged blaster rifle +14 (3d8+17) with Power Blast 

Base Atk +14; Grp +17 

Atk Options Burst Fire, Careful Shot, Controlled Burst, Devastating Attack 
(rifles), Point Blank Shot, Power Blast, Precise Shot 

Special Actions Tough as Nails 

Abilities Str 15, Dex 17, Con —, Int 12, Wis 13, Cha 13 

Talents Controlled Burst, Devastating Attack (rifles), Greater Weapon 
Focus (rifles), Tough as Nails, Weapon Specialization (rifles) 

Feats Armor Proficiency (light, medium), Burst Fire, Careful Shot, Martial 
Arts |, Point Blank Shot, Power Blast, Precise Shot, Weapon Focus 
(rifles), Weapon Proficiency (heavy weapons, pistols, rifles, simple 
weapons) 

Skills Initiative +15, Persuasion +14 

Systems walking locomotion, heuristic processor, 2 hand appendages, 
2 tool appendages, improved sensor package, translator unit (DC 5), 
vocabulator 

Possessions blaster rifle, durasteel battle armor 

Availability Illegal, Rare; Cost Not available for sale (estimated value 
33,000 credits) 
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YUGGERNAUT WAR DROID 

The Juggernaut war droid by Duwani Mechanical Products is designed spe- 
cifically for use by the Republic's Rocket Jumper corps. Intended for use as 
a remote resupply and combat assistance droid, the Juggernaut war droid 
is a valuable aid to the Rocket Jumpers, whose far-ranging missions carry 
them outside the normal military supply lines. During the Great Sith War, 
Juggernaut war droids provide Republic soldiers with much-needed materiel, 
and thanks to the versatility of their jet packs, which also serve as underwater 
propulsion systems, these droids are able to reach Republic personnel well 
behind enemy lines. 

The Juggernaut war droid is equipped with a shatter beam (designed to 
penetrate enemy bunkers and other defensive positions) as well as a sonic 
Weapon to protect the droid from lightsaber-wielding foes. However, the 
droid’s primary weapon is a pulse-wave rifle; the other weapons are to be 
used only in emergency situations. Many of these droids are retired after 
taking part in a droid uprising on Coruscant during the Great Sith War, having 
been reprogrammed by the original HK-01 assassin-droid prototype. 

Juggernaut war droids cannot be played as droid heroes. 
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Duwani Mechanical Products Juggernaut War Droid cL4 
Medium droid (4th-degree) nonheroic 6/soldier 2 

Init +12; Senses Perception +6 

Languages Basic, Binary 


Defenses Ref 20 (flat-footed 17), Fort 16, Will 14 
hp 26; Threshold 16 

Immune droid traits 

Speed 6 squares (fly, walk, or swim) 

Melee unarmed +8 (1d3+3) 

Ranged pulse-wave rifle +10 (3d8+3) or 
Ranged heavy sonic pistol +9 (2d8+1) or 
Ranged shatter beam +9 (3d8+1) 

Base Atk +6; Grp +9 

Atk Options Charging Fire, Running Attack 
Special Actions Coordinated Attack 
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Abilities Str 15, Dex 16, Con —, Int 10, Wis 14, Cha 11 

Talents Weapon Specialization (rifles) 

Feats Armor Proficiency (light), Charging Fire, Coordinated Attack, 
Running Attack, Weapon Focus (rifles), Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Initiative +12 

Systems walking locomotion, basic processor, 2 hand appendages, 2 tool 
mounts, vocabulator 

Possessions pulse-wave rifle, shatter beam (as heavy blaster pistol, deals 
double damage to unattended objects), heavy sonic pistol, durasteel 
plating, jet pack (also provides swim speed) 

Availability Military; Cost 20,000 credits 


K-xXIZ2 PROBE DROID 

Though officially billed as a probe droid, the K-X12 model droid from Mer- 
enData becomes popular because of its ability to fulfill multiple roles. The 
hovering droid is good at getting into and out of dangerous or confined 
locales, and its three clawed appendages allow it to twist, move, and other 
wise manipulate objects that would block other droids. Though MerenData 
claims that the blaster appendage is used only to clear away debris, owners 
of K-X12 probe droids use them as security and patrol droids because of 
their offensive capabilities. 

MerenData's probe droids come into widespread use during the Jedi Civil 
War, when the Republic, Sith, and private citizens alike use the droids for 
security and observation. Many of the droids are reprogrammed and sent 
out as espionage droids, slipping into enemy facilities through unusual points 
of entry. These probe droids are loaded into hollowed-out concussion mis- 
siles and fired into the atmosphere of enemy-controlled planets; the droid 
is programmed to destroy the missile from the inside before impact, then 
float away to avoid slamming into the planet. 

K-X12 probe droids cannot be played as droid heroes. 


MerenData K-X12 Probe Droid cL2 

Small droid (4th-degree) nonheroic 3/scout 1 

Init +4; Senses low-light vision, Perception +17 (can reroll, must take 
second result) 

Languages Binary 


Defenses Ref 17 (flat-footed 15), Fort 13, Will 16 
hp 12; Threshold 13 
Immune droid traits 


Speed 4 squares (fly) 

Melee unarmed +1 (143-1) 

Ranged blaster pistol +4 (346) 

Ranged self-destruct system +5 (4d6, 2-square splash) 

Base Atk +2; Grp +0 

Abilities Str 8, Dex 15, Con —, Int 13, Wis 16, Cha 9 

Talents Acute Senses 

Feats Improved Defenses, Skill Focus (Perception), Skill Focus (Stealth), 
Skill Training (Stealth), Weapon Proficiency (pistols, simple weapons) 

Skills Perception +17 (can reroll, must take second result), Stealth +14, 
Use Computer +9 

Systems hovering locomotion, basic processor, 3 claw appendages, 1 tool 
appendage, improved sensor package, self-destruct system 

Possessions blaster pistol, holorecorder 

Availability Restricted; Cost 6,000 credits 


PATROL DROID MaRK | 

Designed as a law enforcement assistant droid for urban environments, the 
Municipal Patrol Droid Mark | is a small, lightweight droid, which packs a 
bit more firepower than the average patrol droid. Engineered by Automata 
Galactica to serve as a droid partner for law enforcement officials operat- 
ing without assistance, the Municipal Patrol Droid Mark | quickly becomes 
popular among private security companies and wealthy individuals (such as 
corporate executives) who use the droids to bolster their firepower without 
adding personnel. 

During the Jedi Civil War, the Municipal Patrol Droid Mark lis frequently 
used by the Sith on conquered worlds to reinforce their troops and help keep 
the peace, Unlike their Sith troopers, these droids can be mass produced by 
the Star Forge and sent out to worlds where the Sith presence is only tenu- 
ously keeping an oppressed populace under control. The Sith variety of the 
Municipal Patrol Droid Mark | is reprogrammed to no longer require a living 
officer's authorization to fire. This makes the droids extremely dangerous 
since they could be the first to fire shots during a conflict. 

Mark | patrol droids cannot be played as droid heroes. 


Automata Galactica Municipal Patrol Droid Mark | CL2 
Small droid (4th-degree) nonheroic 6 

Init +11; Senses Perception +10 

Languages Basic, Binary 


Ubrikkian Steamworks Devastator War Droid cL5 
Medium droid (4th-degree) nonheroic 9/soldier 2 

Init +13; Senses Perception +11 

Languages Basic, Binary 


Defenses Ref 15 (flat-footed 12), Fort 9, Will 13 
hp 12; Threshold 9 
Immune droid traits 


Defenses Ref 18 (flat-footed 15), Fort 16, Will 13 
hp 46; Threshold 16 
Immune droid traits 


Speed 6 squares (fly) 

Ranged blaster pistol +8 (3d6) or 

Ranged blaster pistol +3 (306) and 
blaster pistol +3 (346) 

Base Atk +4; Grp +2 

Abilities Str 6, Dex 17, Con —, Int 12, Wis 14, Cha 9 

Feats Dual Weapon Mastery |, Improved Defenses, Skill Training 
(Acrobatics), Skill Training (Use Computer), Weapon Focus (pistols), 
Weapon Proficiency (pistols) 

Skills Acrobatics +11, Initiative +11, Perception +10, Use Computer +9 

Systems hovering locomotion, basic processor, 2 tool mounts 

Possessions 2 blaster pistols 

Availability Restricted; Cost 4,700 


DEVASTATOR WAR DROID 

Designed by Ubrikkian Steamworks as an upgrade to the popular sentinel 
droid by Kellenech Technologies, the Devastator war droid has been called 
an assassin droid by those who have faced it. The Devastator war droid is a 
dangerous and tough droid that is difficult to bring down. Redundant sys- 
tems help reduce the effect of damage on the droid's combat readiness. A 
Devastator war droid is capable of continuing to fight at over 85% combat 
efficiency even after losing a limb or other significant system, making it the 
perfect droid to operate on the front lines of battle. 

Although Ubrikkian Steamworks expects to sell the droid to the private 
security market, the Republic designates the Devastator war droid too sophis- 
ticated and dangerous to be in private hands, declaring that only individuals 
and organizations with special permission from the Military Arms Regulatory 
Bureau can purchase these droids. As a result, the massive profits that Ubrik- 
kian expected to make (based on estimates that one third of sentinel droid 
owners would upgrade to the Devastator droids) never come, and Ubrikkian 
is forced to cut production of the droids almost as soon as it begins. As a 
result, only a few of these droids can be found anywhere in the galaxy, most 
in the hands of mercenaries and crime syndicates. 

Devastator war droids cannot be played as droid heroes. 


Speed 6 squares 

Melee unarmed +10 (1d3+3) 

Ranged blaster rifle +12 (348+1) or 

Ranged blaster rifle +10 (4d8+1) with Rapid Shot 

Base Atk +8; Grp +11 

Atk Options Point Blank Shot, Rapid Shot 

Special Actions Indomitable 

Abilities Str 14, Dex 16, Con —, Int 12, Wis 13, Cha 9 

Talents indomitable 

Feats Armor Proficiency (light), Point Blank Shot, Rapid Shot, Toughness, 
Weapon Focus (rifles), Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Initiative +13, Perception +11 

Systems walking locomotion, basic processor, 2 hand appendages, 
internal comlink, vocabulator 

Possessions blaster rifle, durasteel shell 

Availability Military; Cost 12,000 


SENTINEL DROID 

Possibly one of the most popular and widely owned combat droids in the 
galaxy, the Kellenech Technologies sentinel droid was designed for personal 
security, but it is also used for other purposes. Though many models of this 
droid can be found throughout the galaxy, the Mark | version of the sentinel 
droid is by far the most common. With a humanoid structure and a solid 
physical build, the sentinel droid can be an imposing figure for anyone who 
goes up against it. However, unlike other combat-capable droids, the sentinel 
droid functions best when used in large numbers, similar to the battle droids 
that would become popular thousands of years later during the Clone Wars. 
Though a single Kellenech sentinel droid might not be much of a threat, a 
half dozen of the droids can be a dangerous security detail. 

Sentinel droids can be played as droid heroes. 
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Kellenech Technologies Sentinel Droid 

Medium droid (4th-degree) nonheroic 3 

Init +8; Senses Perception +1 

Languages Basic, Binary 

Defenses Ref 16 (flat-footed 14), Fort 13, Will 10 

hp 8; Threshold 13 

Immune droid traits 

‘Speed 6 squares (walking) 

Melee unarmed +5 (1d3+3) 

Ranged blaster rifle +4 (348) or 

Ranged blaster rifle +2 (448) with Rapid Shot 

Base Atk +2; Grp +5 

Atk Options Rapid Shot 

Abilities Str 16, Dex 15, Con —, Int 10, Wis 11,ChaQ 

Feats Armor Proficiency (light), Rapid Shot, Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Initiative +8 

Systems walking locomotion, basic processor, 2 hand appendages, 
internal comlink, vocabulator 

Possessions blaster rifle, durasteel shell 

Availability Restricted; Cost 2,400 


FIrFTH-DEGREE DROIDS 
Fifth-degree droids are typically utility droids with low-level functions. 
Specific models include maintenance droids and loader droids. 


SECURITY/MAINTENANCE DROID 

The MerenData S6-Series security and maintenance droid is one of the more 

common security observation droids found throughout the galaxy. Though 

the droid features little more than repulsorlifts, a camera, and a processing 

unit, the S6-Series droid provides constant surveillance over a wide-ranging 

area, making it one of the predecessors to later models of patrol and seeker 

droids. S6-Series droids boast advanced sensors and security cameras, and 

have the ability to make repairs to other droids and vehicles. Most citizens of 

the galaxy do not even notice these droids as they go about their business, 

making them prime targets for espionage attempts. 
S6-Series droids cannot be played as droid heroes. 

MerenData S6-Series Security/Maintenance Droid cLO 

Diminutive droid (Sth-degree) nonheroic 2 

Init +6; Senses low-light vision, Perception +15 

Languages Basic (understand only), Binary 

Defenses Ref 20 (flat-footed 15), Fort 7, Will 12 

hp 5; Threshold 7 

Immune droid traits 

Speed 9 squares (fly) 

Base Atk +1; Grp -9 


Abilities Str 4, Dex 20, Con —, Int 13, Wis 15, Cha 6 

Feats Skill Focus (Mechanics), Skill Focus (Perception), Skill Focus (Use 
Computer), Skill Training (Mechanics) 

Skills Mechanics +12, Perception +15, Use Computer +12 

Systems flying locomotion, basic processor, 2 tool appendages, improved 
sensor package, internal comlink 

Possessions security camera, tool kit 

Availability Licensed; Cost 2,000 


Ti BULK LOADER DROID 

The T1 bulk loader droid is an older model droid still in use through the Jedi 
Civil War and beyond. Built by Kellenech Technologies for menial tasks and 
heavy lifting, the T1 bulk loader droid is one of the most durable and reliable 
droids on the market. The only major drawback to the T1 bulk loader droid 
is its size. The droid has difficulty working in tight spaces, such as aboard 
starships. T1 bulk loader droids are exceptionally diligent and do not stop 
performing an assigned task except by the command of their masters or until 
the droid stops functioning. 

The T1 bulk loader droid is referred to as the LB series droid. However, 
the LB designation indicates a primary function of this particular subtype 
of the T1 model (loader, bulk), not the model name itself. Kellenech Tech- 
nologies originally produces several series of 11 droids, each with different 
programming and functions; the T1-CW is the "construction worker" model, 
and the T1-EX is the emergency excavation model (used in clearing rubble 
from the scenes of accidents). However, these other T1 droids see limited 
production and quickly fade from memory. Eventually, Duwani Mechanical 
Products obtains the T1-series trademark, which they rebrand for their first 
run of utility droids. 

T1 bulk loader droids cannot be played as droid heroes. 
Kellenech Technologies T1 Bulk Loader Droid cL1 
Large droid (Sth-degree) nonheroic 2 
Init +1; Senses Perception +1 
Languages Basic, Binary 
Defenses Ref 17 (flat-footed 17), Fort 17, Will 10 
hp 15; Threshold 22 
Immune droid traits 
Speed 8 squares 
Melee unarmed +8 (1d4+7) 

Base Atk +1; Grp +13 

Abilities Str 24, Dex 10, Con —, Int 6, Wis 10, Cha 8 

Feats Armor Proficiency (light, medium), Skill Focus (Endurance), Weapon 
Proficiency (simple weapons) 

Skills Endurance +11 

Systems walking locomotion, basic processor, 2 hand appendages, 
internal storage (5 kg) 

Possessions duranium armor plating 

Availability Licensed; Cost 6,000 


A T+] Senies BULK LOADER DROID (LEFT) LABORS ALONGSIDE ITS 
R-8008 UTILITY DROID COMPANION (RIGHT) 


UTILITY DROID 

The Serv-O-Droid R-8009 utility droid is the standard labor droid used during 
the days of the Old Republic. This utility droid can perform a number of 
functions, including basic maintenance and cleaning. The droid is outfitted 
with varying equipment, depending on the role it is intended to fulfill. Cheap, 
relatively skilled, and capable of operating quietly and subtly around living 
beings, the R-8009 can be found everywhere from the Deep Core to the Outer 
Rim. Unlike other utility droids, the R-8009 has the skills and hardware to 
enable it to interface with other droids and computers. This allows the owner 
to program the utility droid to return to a designated computer terminal and 
receive new instructions on a regular basis, eliminating the need for another 
droid to constantly update the R-8009's programming. 

The R-8009 is the model that made Serv-O-Droid a household name, 
raking in untold billions of credits and enabling the company to swallow up 
many of its competitors, including Delban Electrodyne—its chief competitor. 
Though Serv-O-Droid never reaches the level of fame that Cybot Galactica 
or Industria Automaton would, the company establishes itself firmly in the 
galaxy for thousands of years, though it eventually goes bankrupt with the 
establishment of the Corporate Sector. 

R-8009 utility droids can be played as droid heroes. 


Serv-O-Droid R-8009 Utility Droid cLo 
Small droid (Sth-degree) nonheroic 1 

Init -2; Senses Perception +5 

Languages Basic (understand only), Binary 


Defenses Ref 10 (flat-footed 10), Fort 9, Will 10 
hp 4; Threshold 9 
Immune droid traits 


Speed 4 squares 
Base Atk +0; Grp -5 


Abilities Str 8, Dex 8, Con —, Int 4, Wis 10, Cha 6 
Feats Skill Training (Knowledge [technology]), Skill Training (Mechanics), 
Skill Training (Use Computer), Toughness 
Skills Knowledge (technology) +2, Mechanics +2, Perception +5, 
Use Computer +2 
Systems hovering locomotion, basic processor, 4 tool appendages 
Availability Licensed; Cost 800 
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“CHAPTER VI 
VEHICLES — a STARSHIPS 


wale 


The troubled era of a Knights of the Old Republic campaign is the dawn of a 
new age for the engineering and manufacturing of vehicles and starships. 
The presence of conflict creates a breeding ground for new ideas and new 
technologies. The vehicles and starships produced by manufacturers during 
times of war are, out of necessity, on the cutting edge of technology. Fac- 
tions seeking advantage in war commission new designs, or manufactur- 
ers benefit from designs handed down from government engineers to the 
private sector. 

The starships and vehicles presented in this chapter represent a cross- 
section of vessels that find their way into the hands of heroes and their allies 
over the course of a Knights of the Old Republic campaign. Vessels such as 
the 578-R space transport or the G-Type light shuttle can serve as mobile 
bases of operations for a group of heroes (Gamemasters should also consider 
the Dynamic-class light freighter, featured with deck plans in Starships of 
the Galaxy, for this role). The ground vehicles, including speeder bikes and 
landspeeders, represent contemporary civilian vehicles in common use 
throughout the galaxy during this time period. Heroes are as familiar with 
these vehicles and ships as heroes during the Galactic Civil War are familiar 
with YT-1300 space transports or T-16 Skyhopper speeders. 

Additionally, some of the starships in this chapter also list an Emplace- 
ment Point value in their statistics, enabling compatibility with the starship 
modification and enhancement rules presented in Starships of the Galaxy. 
These starships follow all the normal rules for starship modification as 
presented in that supplement. 

The vehicles and starships described in this chapter are those that are 
available and commonly found in the ownership of individuals and organiza 
tions other than the Jedi, the Mandalorians, the Republic, or the Sith. For 
vehicles and ships for those factions, see their respective chapters later in 
the book. 
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GROUND VEHICLES 

Though repulsorlifts have long since made mundane ground transport a 
technology of the past, ground vehicles can still be found throughout the 
galaxy. Most of the time, these vehicles are manufactured to keep costs low, 
or in response to an environmental problem that makes using repulsorlifts 
impossible. 


SPEEDER BIKES 

Speeder bikes spike in popularity following the Great Sith War as Lhosan 
Industries introduces two new models—a swoop bike for racing, and a more 
common street speeder bike for simple transport. Both of these designs spark 
a revolution in speeder bike design. Only the Aratech Urban Navigator speeder 
bike comes clase to the Lhosan bikes’ popularity. The speeder bikes are based 
on military speeders used by the Republic just prior to the Great Sith War. 


A LHOSAN AgROCHASER (LEFT) AND AN ARATECH 
URBAN NaviaaTor (RIGHT) 


LHOSAN AEROCHASER 
SPEEDER BIKE 

Designed by the engineers responsible for the company's swoop racer, 
Lhosan Industries’ AeroChaser is a quick and durable speeder bike, found 
on worlds throughout the galaxy. Designed and manufactured on Taris, the 
‘AeroChaser is shipped to planets throughout the Republic and beyond. Sleek 
and fast, the AeroChaser is also a relatively inexpensive because of the large 
quantities produced. 

During the Mandalorian Wars, Republic scouts use Lhosan AeroChasers 
on hotly contested worlds. The bikes are fast enough to outrun the Man- 
dalorians’ war droids, allowing Republic agents to approach Mandalorian 
encampments and retreat safely if discovered. During the Jedi Civil War 
these speeder bikes fall out of military use but remain extremely popular 
with civilians throughout the galaxy. 

The Lhosan AeroChaser is a single-rider speeder bike with long prongs 
extending from the front of the vehicle. Designed for balance, the front-end 
prongs also contain significant empty space, which unscrupulous mechan- 
ies use to mount weapons on the speeder bikes. Others use the space for 
storage, and some have reduced the size of the prongs to allow the speeder 
bike to handle more loosely. These customizations illustrate how easily the 
Lhosan AeroChaser is modified. Its modularity makes it a favorite vehicle 
for outlaw techs. 


Lhosan Industries AeroChaser Speeder Bike cL1 

Large ground vehicle (speeder) 

Init +9; Senses Perception +5 

Defenses Ref 15 (flat-footed 10), Fort 13; +1 armor 

hp 30; DR 5; Threshold 18 

Speed 12 squares (max. velocity 400 km/h) 

Fighting Space 2x2; Cover none 

Base Atk +0; Grp +8 

Abilities Str 16, Dex 20, Con —, Int 10 

Skills Initiative +9, Mechanics +5, Perception +5, Pilot +9, 
Use Computer +5 

Crew 1 (normal); Passengers none 

Cargo 4 kg; Consumables 1 day; Carried Craft none 

Availability Licensed; Cost 5,800 (1,000 used) 


Swoop Racer 

The speeder bike design that put Lhosan Industries on the map, the Lhosan 
swoop racer is an unorthodox design that resembles a landspeeder more 
than a speeder bike. Although the rider of the Lhosan swoop sits in a cockpit 
similar to that of a landspeeder, the vehicle's light construction, single-pilot 
capacity and narrow chassis design qualify it as a speeder bike. Lhosan 
Industries produces the swoop bike in the lower levels of the world of Taris, 


capitalizing on the cheap labor and love of swoop racing that the planet 
offers. The popularity of the Lhosan swoop spreads like wildfire, and soon 
racing enthusiasts purchase the speeder bikes in large quantities. 

Though the Lhosan swoop is incredibly fast, it is not nearly as maneuver 
able as most speeder bikes, including the AeroChaser. In fact, at high speeds 
the vehicle is sluggish if the pilot attempts to make more than minor course 
corrections, and the swoop has a larger turn radius than most repulsorlift 
vehicles. The swoop’s ability to reach blazing speeds makes ita popular racing 
craft, but the lack of maneuverability limits the AeroChaser to drag races on 
a straight track with a few obstacles in the path. 


Lhosan Industries Swoop Racer 

Large ground vehicle (speeder) 

Init +8; Senses Perception +6 

Defenses Ref 13 (flat-footed 10), Fort 14; +1 armor 

hp 40; DR 5; Threshold 19 

Speed 12 squares (max. velocity 850 km/h) 

Fighting Space 3x3; Cover +5 

Base Atk +2; Grp +11 

Abilities Str 18, Dex 16, Con —, Int 12 

Skills Initiative +8, Mechanics +6, Perception +6, Pilot +8, 
Use Computer +6 

Crew 1 (skilled); Passengers none 

Cargo 2 kg; Consumables 1 day; Carried Craft none 

Availability Restricted; Cost 18,700 (14,300 used) 
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Urban Navigator Speeder Bike 

The rise in popularity of speeder bikes in the run-up to the Great Sith War 
allows Lhosan Industries to dominate the light repulsorcraft market. Though 
other companies try to produce bikes to rival Lhosan’s, only one company 
achieves anywhere near the same level of success. The Aratech Corpora- 
tion designs its Urban Navigator speeder bike specifically for use in large 
cities and ecumenopolises such as Coruscant and Taris. Moreover, the Urban 
Navigator is one of the few speeder bikes to accommodate a passenger. Its 
sidecar makes it ideal for those who need quick and nimble transportation 
and have friends, coworkers, or spouses to travel with. 

The Urban Navigator is an excellent source of transportation over short 
distances. It is a fast speeder bike, though it cannot compare to the Lhosan 
AeroChaser for maximum velocity. The addition of the vehicle's sidecar 
reduces its maneuverability, but the speeder bike is also capable of operat- 
ing at the higher altitudes of urban airspeeder lanes, making it a versatile 
transport for getting anywhere in a city. 

The Republic purchases a large quantity of Urban Navigators for use 
during wartime. The speeder bikes prove to be an excellent choice for officers 


and their aides when traveling the skyways of Coruscant and other heavily 
developed worlds. They also allow politicians to move quickly from one place 
to another while accompanied by their bodyguards. 


Aratech Urban Navigator Speeder Bike 

Large air vehicle (speeder) 

Init +10; Senses Perception +5 

Defenses Ref 16 (flat-footed 10), Fort 13; +1 armor 

hp 35; DR 5; Threshold 18 

Speed fly 12 squares (max. velocity 500 km/h) 

Fighting Space 2x2; Cover +5 

Base Atk +0; Grp +8 

Abilities Str 17, Dex 22, Con —, Int 14 

Skills Initiative +10, Mechanics +5, Perception +5, Pilot +10, 
Use Computer +5 

Crew 1 (normal); Passengers 1 

Cargo 10 kg; Consumables 1 day; Carried Craft none 

Availability Licensed; Cost 9,600 (3,500 used) 


cli 


SPEEDERS 

Repulsorlift vehicles of the days of the Old Republic follow simple and thor- 
oughly tested design standards. Many varieties of speeders exist throughout 
the Republic, and urban worlds such as Taris and Coruscant are home to 
literally thousands of different speeder makes and models. The speeders 
presented in this section represent a basic cross-section of the repulsorlift 
vehicles available during this time. 


TT-6 Landspeeder 

The SoroSuub TT-6 landspeeder is the iconic personal vehicle of these 
turbulent times. A two-seater landspeeder with large rear engines and an 
aerodynamic body, the TT-6 is mass-produced by SoroSuub to provide an 
inexpensive and appealing vehicle for personal use. The SoroSuub Corporation 
produces the TT-6 model for nearly 200 years—one of the longest produc- 
tion runs in galactic history. Though advancements in vehicle technology are 
incorporated into the TT-6 as time goes on, the basic design and aesthetic 
of the landspeeder remains unchanged. As a result, one might find an old, 
beat-up TT-6 for sale in an Outer Rim junkyard while eager buyers on Corellia 
snap up sleek new TT-6 landspeeders at the same time. 

The TT-6 is a reliable speeder that has proven to be a solid investment for 
those looking fora vehicle that will work for years to come. Though the TT-6 
landspeeder boasts few of the amenities of more expensive luxury speeders, 
this solidly built speeder is one of the easiest vehicles to keep in good repair. 
As a result, any character attempting a Mechanics check to repair damage 
toa TT-6 landspeeder gains a +2 equipment bonus on the check. 
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SoroSuub TT-6 Landspeeder cL1 
Large ground vehicle (speeder) 
Init +8; Senses Perception +5 


Defenses Ref 14 (flat-footed 10), Fort 14; +1 armor 
hp 45; DR 5; Threshold 19 


Speed 12 squares (max. velocity 400 km/h) 
Fighting Space 2x2; Cover +5 
Base Atk +0; Grp +9 


Abilities Str 19, Dex 18, Con —, Int 12 
Skills Initiative +8, Mechanics +5, Perception +5, Pilot +8, 
Use Computer +5 


Crew 1; Passengers 1 
Cargo 40 kg; Consumables 1 day; Carried Craft none 
Availability Licensed; Cost 12,000 (3,800 used) 
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PL-90 Luxury Speeder 

A large speeder intended to carry wealthy individuals and their entourages, 
the Ubrikkian PL-90 Luxury Speeder is one of the most popular, if expensive, 
vehicles on the market. A favored vehicle of nobles and wealthy corporate 
agents, the PL-90 boasts four rows of seats (including individual seats for 
the vehicle's pilot and a single passenger in the front). The back three rows 
of the landspeeder are padded bench seats, which provide passengers with 
the utmost in comfort and relaxation during their travels. The PL-90 makes 
use of advanced inertial dampening technology to provide the smoothest 
possible ride, keeping passengers from feeling the bumps and twitches of 
landspeeder travel. 

Unlike other vehicles of the time, this speeder model is rarely used by 
military forces. It is specifically designed for luxury and not utility. Though 
Ubrikkian Repulsorlift Manufacturing sells many of these speeders to nobles 
and politicians throughout the galaxy, they do not achieve the widespread 
appeal that other speeders, such as the SoroSuub TT-6, have achieved. The 
PL-90 is somewhat slower than other speeders, giving up speed in favor of 
a smooth and comfortable ride. A PL-90 Luxury Speeder is a status symbol 
among the galactic elite, because only those who live a life of comfort can 
afford such an impractical vehicle. The Draay family owns several of these 
vehicles, using them for transportation on Coruscant. 


Ubrikkian Repulsorlift Manufacturing cL2 

PL-90 Luxury Speeder 

Huge ground vehicle (speeder) 

Init +8; Senses Perception +6 

Defenses Ref 15 (flat-footed 11), Fort 17; +3 armor 

hp 70; DR 5; Threshold 27 

Speed 8 squares (max. velocity 280 km/h) 

Fighting Space 3x3; Cover +5 

Base Atk +2; Grp +19 

Abilities Str 24, Dex 18, Con —, Int 16 

Skills Initiative +8, Mechanics +6, Perception +6, Pilot +8, 
Use Computer +6 

Crew 1 (skilled); Passengers 7 

Cargo 30 kg; Consumables 1 day; Carried Craft none 

Availability Licensed; Cost 48,000 (29,000 used) 


AIRSPEEDERS 

Though most commonly used on worlds with large urban populations (neces- 
sitating traffic lanes that stretch up into the sky), airspeeder production lags 
during the turbulent years following the Great Sith War. Those who once 
owned airspeeders trade them in for small starfighters or space transport; 
the ability to flee from a planet under assault from the Mandalorians or the 
Sith quickly outweighs the additional costs of maintaining a starship. 


TWIN-228 AIRSPEEDER 

Another design popularized by the SoroSuub Corporation, the Twin-228 
airspeeder is a two-person speeder that shares aesthetic similarities with 
other contemporary vehicle designs. The cockpit is situated toward the rear, 
with two sets of prongs stretching forward from the cockpit for over half 
of the airspeeder’s length. Two large engines at the rear of the vehicle give 
it a decent top speed, but like civilian airspeeders, the Twin-228 never gets 
up to starfighter speeds. 


A TWIN-228 AIRSPEEDER (BOTTOM) FLIES BELOW A PL-S0 LuxuRY 
SPEEDER (TOP) IN THE CROWDED LANES OF TARIS 


One advantage the Twin-228 has over other airspeeders of the time is that 
its two-pronged front section is easily attached to cargo carriers, allowing 
the vehicle to haul moderate amounts of cargo in addition to providing simple 
transport. This increased cargo capacity comes at the expense of comfort for 
the pilot and passenger, but most accept this as a necessary aspect of the 
airspeeder's design. The SoroSuub Corporation sells a standard cargo pod 
designed specifically for use with the Twin-228, and it has proven to be one 
of their highest selling vehicle add-ons. As a result, the Twin-228 airspeeder 
has also become popular among citizens of agricultural worlds, where the 
vehicles are used to carry equipment from one farm to another. 


SoroSuub Twin-228 Airspeeder cL2 

Huge air vehicle (airspeeder) 

Init +9; Senses Perception +6 

Defenses Ref 16 (flat-footed 11), Fort 16; +3 armor 

hp 60; DR 5; Threshold 26 

Speed fly 12 squares (max. velocity 800 km/h) 

Fighting Space 3x3; Cover +5 

Base Atk +2; Grp +18 

Abilities Str 22, Dex 20, Con —, Int 12 

Skills Initiative +9, Mechanics +6, Perception +6, Pilot +9, 
Use Computer +6 

Crew 1 (skilled); Passengers 1 

Cargo 60 kg (460 kg with cargo pod); Consumables 1 day; Carried Craft 
none 

Availability Licensed; Cost 22,000 (13,500 used); cargo pod 1,000 


STARFIGHTERS 

With the galaxy plunged into one war after another, most advancements 
in starfighter design fall under the domain of various militaries. Few star- 
ship manufacturers provide starfighters for the private sector other than 
those made for local planetary militias and defense forces. Some of these 
starfighters make it into wider use. However, the Republic frowns on private 
ownership of armed starfighters, typically preferring that starfighters with 
military-grade weapons be owned only by government-sponsored organiza- 
tions, including the various corporations allied with the Republic. 


S-100 STINGER-CLASS 
STARFIGHTER 

The Corellian Engineering Corporation's S-100 Stinger-class starfighter is one 
of the most maneuverable ships in the galaxy. Favored by the Jedi during the 
Great Sith War, these snubfighters are lightly armed and have only minimal 
shielding. However, what they lack in attack power they make up for in their 
agility. Though they are later replaced as the Jedi starfighter of choice by 
the Republic's Aurek fighter, these ships are among the few starfighters to 
see widespread use up through the Dark Wars. 
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Because of the lighter armament, the Republic approves the sale of the 
11-meter-long Stinger-class starfighters for civilian use, Though they shred 
through Krath Chaos fighters during the Great Sith War, their stock weapons 
systems are no match for Republic vessels, and most civilians are better off 
using freighters and transports for their space-travel needs. The maneuver- 
ability of these starfighters makes them popular among planetary defense 
forces, especially given that the rebuilt Republic Navy provides heavier 
firepower support during times of war. 


Corellian Engineering Corporation S-100 Stinger-class Star- 

fighter CLS) 

Huge starfighter 

Init +11; Senses Perception +6 

Defenses Ref 18 (flat-footed 11), Fort 24; +3 armor 

hp 90; DR 5; SR 30; Threshold 34 

Speed fly 16 squares (max. velocity 1,150 km/h), fly 4 squares (starship 
scale) 

Ranged laser cannons +4 (see below) or 

Ranged proton torpedoes +4 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +26 

Atk Options autofire (laser cannons) 


The weapons of the 13-meter-long Star Saber are a significant advance- 
ment over those of other starfighters of the time. Nevertheless, the Republic 
authorizes the sale of these snubfighters to civilians in an attempt to recoup 
losses associated with the design of the Star Saber, The Star Saber is used 
by Force-sensitive pilots—particularly Jedi—because their quick reflexes 
make up for the limited maneuverability of the fighter, gaining an edge in 
firepower that pilots of other ships lack. The Star Saber is one of the few 
civilian starfighters to be used through the end of the Jedi Civil War, though 
Republic Fleet Systems ceases production of the Star Saber when the Aurek 
Fighter begins coming off of assembly lines. 


Republic Fleet Systems Star Saber XC-01 Starfighter 

Gargantuan starfighter 

Init +5; Senses Perception +6 

Defenses Ref 16 (flat-footed 12), Fort 26; +7 armor 

hp 120; DR 10; SR 35; Threshold 46 

Speed fly 16 squares (max. velocity 1,280 km/h), fly 5 squares (starship 
scale) 

Ranged heavy laser cannons +4 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +33 

Atk Options autofire (heavy laser cannons) 


CL 10 


Abilities Str 38, Dex 24, Con —, Int 14 
Skills Initiative +11, Mechanics +6, Perception +6, Pilot +11, 
Use Computer +6 


Abilities Str 42, Dex 18, Con —, Int 12 
Skills Initiative +5, Mechanics +6, Perception +6, Pilot +5, 
Use Computer +6 


Crew 1 (skilled); Passengers none 

Cargo 30 kg; Consumables 1 month; Carried Craft none 
Payload 8 proton torpedoes 

Hyperdrive x2, 10-jump memory (utility droid) 
Availability Restricted; Cost 150,000 (90,000 used) 


Laser cannons (pilot) 

Atk +4 (-1 autofire), Dmg 5d10x2 
Proton torpedoes (pilot) 

Atk +4, Dmg 8d10x2 


STAR SABER XC-Ol1 

An extremely fast but somewhat less maneuverable starfighter, the Republic 
Fleet Systems Star Saber XC-01 is a sleek, low-profile ship that comes into 
common usage during the Great Sith War. Though these ships can reach 
high speeds in a matter of seconds, the Star Saber is somewhat sluggish 
in its response, and lacks the maneuverability of other starfighters of the 
time. After rough initial test runs, the starship's production is almost halted. 
However, the need for more firepower necessitates the snubfighter’s produc- 
tion even though the design is never perfected. 


Crew 1 (skilled); Passengers none 

Cargo 45 kg; Consumables 1 week; Carried Craft none 
Hyperdrive x2, 10-jump memory (utility droid) 
Availability Restricted; Cost 145,000 (75,000 used) 


Heavy laser cannons (pilot) 
Atk +4 (-1 autofire), Dmg 7d10x2 


SPACE TRANSPORTS 

A space transport can serve not only as a method of transportation but also 
asa home and base of operations. During the turbulence of the Old Republic 
era, many individuals buy and maintain space transports because they fear 
that they might have to relocate at a moment's notice. With waves upon 
waves of refugees created by the various wars of this time, space transports 
were often the safest place to live. When invasion fleets arrive, transport 
owners can fire up their hyperdrives and jump to a safer star system, leaving 
behind the war—at least for a while. 


O/8-R Space Transport —_ ssvere = 145 meters 


|. Bridge 5. Crew Cabins §. Garga Hold / Workshop 
2. Stairwell ta Lower Deck 6. Engine Room 10. Junk Receptacle 

3. Crew Lounge 7. Stairwell to Upper Deck — ‘fl. Boarding Ramps 

4. Airlock & Dorsal Hatch 8. Forward Crawlspaces 


Upper Deck Lower Deck 
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578-R SPACE TRANSPORT 
The 31.5-meter-long 578-R space transport by Amalgamated Hyperdyne is 
a modestly designed ship that has its share of manufacturing problems. The 
Corellian company (whose full name is Amalgamated Hyperdyne and Refuse 
Management) goes bankrupt after repeated safety recalls drain the profits 
built up after initial sales. Though the ship is designed to be modular, many 
578-R space transports come off of assembly lines incomplete, Sometimes a 
finished ship is missing a critical piece, such as a hyperdrive motivator or an 
inertial dampener. Others suffer more subtle problems that are not apparent 
until a dangerous moment, such as transparisteel viewports coming loose 
during space travel, or sensor systems burning out during a tricky landing 
Most of the flawed transports are recalled or otherwise removed from 
the market, but those 578-R space transports still in use are a hit with 
mechanics and outlaw techs looking to customize a ship and make it their 
own. Additionally, the 578-R uses components of contemporary Corellian 
Engineering Corporation designs. In fact, some of the ship's systems are 
licensed from CEC engineers, so finding replacement parts for the 578-R 
is exceptionally easy. The Last Resort, a 578-R space transport owned by 
Gorman “Camper” Vandrayk, is an excellent example of one such ship that 
is modified over a long period of time. 


Amalgamated Hyperdyne 578-R Space Transport cL6 
Colossal space transport 

Init -5; Senses Perception +5 

Defenses Ref 12 (flat-footed 12), Fort 24; +12 armor 

hp 100; DR 15; Threshold 76 


Speed fly 12 squares (max. velocity 800 km/h), fly 3 squares (starship 
scale) 

Ranged laser cannon +1 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 

Base Atk +0; Grp +34 

Atk Options autofire (laser cannon) 


Abilities Str 39, Dex 10, Con —, Int 12 
Skills Initiative -5, Mechanics +5, Perception +5, Pilot -5, 
Use Computer +5 


G-TYPE LIGHT SHUTTLE 

The Hoersch-Kessel Drive G-Type light shuttle is a small spacecraft designed 
to ferry individuals and small groups from orbiting capital ships down to the 
surface of a planet. The 23-meter-long G-Type shuttle is also designed to 
be easy to pilot, and it has an exceptionally sophisticated pilot assistance 
system that allows even rookie pilots to make it safely from space to surface. 
Asa result, characters who are not trained in the Pilot skill gain a +2 equip- 
ment bonus on Pilot checks in a G-Type light shuttle. The pilot assistance 
software package offers no benefit to experienced pilots. Lightly armed, 
the G-Type shuttle is somewhat more fragile than other transport ships and 
rarely sees use in combat scenarios. G-Type shuttles are lightweight and 
nimble, though, and many have found their way into the hands of smugglers 
and other less-than-reputable individuals who use the ships to avoid law 
enforcement entanglements. 

Unlike other shuttlecraft (such as the Republic's Ministry-class orbital 
shuttle), the G-Type shuttle has a limited passenger capacity. An alternate 
configuration (colloquially referred to as the G-Type escape shuttle) accom- 
modates only a pilot with no passengers. The passenger space is used for 
extra shielding in this model. Additionally, the escape shuttle variant boasts 
a hyperdrive and enough supplies for the pilot to survive several months. 
The advanced pilot-assistance software enables politicians and other VIPs 
with no experience in the cockpit of a starship to escape war zones and 
reach safer worlds. 


Hoersch-Kessel Drive G-Type Light Shuttle cLs8 

Colossal space transport 

Init +0; Senses Perception +6 

Defenses Ref 16 (flat-footed 12), Fort 24; +12 armor 

hp 100; DR 15; SR 30; Threshold 74 

Speed fly 12 squares (max, velocity 950 km/h), fly 3 squares (starship 
scale) 

Ranged double laser cannons +5 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +36 

Atk Options autofire (double laser cannons) 


Crew 2 (normal); Passengers 10 

Cargo 40 tons; Consumables 4 months; Carried Craft none 
Hyperdrive x3, navicomputer 

Availability Licensed; Cost 75,000 (28,000 used) 
Emplacement Points: 4 


Laser cannon (gunner) 
Atk +1 (-4 autofire), Dmg 44102 


Abilities Str 39, Dex 18, Con —, Int 16 

Skills Initiative +0, Mechanics +6, Perception +6, Pilot +0, 
Use Computer +6 

Crew 1 (skilled); Passengers 3 

Cargo 10 tons; Consumables 1 week; Carried Craft none 

Availability Restricted; Cost 200,000 (95,000 used) 


Double laser cannons (pilot) 
Atk +5 (+0 autofire), Dmg 5d10x2 


TWO STAR SABER XC-O! FIGHTERS ESCORT A 
G-TyPe LIGHT SHUTTLE 


For the escape shuttle variant, make the following changes to the above 
stat block: 


hp 100; DR 15; SR 50; Threshold 74 

Crew 1 (skilled); Passengers none 

Cargo 2 tons; Consumables 4 months; Carried Craft none 
Hyperdrive x2 (backup x10); navicomputer 

Availability Restricted; Cost 230,000 (105,000 used) 


LETHISK-CLASS ARMED 
FREIGHTER 

The turmoil of the Knights of the Old Republic period necessitates the cre- 
ation of several starship designs that are more heavily armed than typical 
civilian ships. Arakyd Industries’ Lethisk-class armed freighter is a large 
space transport designed to hold its own against military forces, raiders, 
and other hazards in the war-torn galaxy. Though the Republic shows stern 
disapproval when the ship is first introduced, Arakyd Industries is able to 


put the starship into mass production thanks to a Republic defense-contract 
clause that allows it to sell military-grade equipment in limited quantities. 
The 34-meter-long Lethisk-class armed freighter features superior armor and 
powerful laser cannons, enabling the ship to travel throughout the galaxy 
without starfighter escorts. 

Even though Arakyd produces the ship for sale to the general public, the 
cost of the Lethisk-class keeps it out of the hands of any but the richest 
citizens. Wealthy families (such as the Sandral family of Dantooine) snatch 
up most of the production run of the Lethisk-class armed freighter, but many 
find their way into the hands of crime lords and smugglers. Shortly after 
the Lethisk-class transport is introduced to the public, a government inquiry 
into Arakyd Industries uncovers a small cadre of employees that arranged 
for several well-known criminals (including upper-tier members of the 
Exchange) to receive a number of first-run armed freighters at a significant 
discount, Following a Republic inquiry, seven Arakyd employees—including 
the Sector Executive of the Raioballo Sector—are sent to the spice mines of 
Kessel for selling more than 30 Lethisk-class armed freighters to Exchange 
crime bosses. 


Arakyd Industries Lethisk-class Armed Freighter 
Colossal space transport 
Init -3; Senses Perception +6 
Defenses Ref 14 (flat-footed 13), Fort 28; +13 armor 
hp 150; DR 15; SR 30; Threshold 78 
Speed fly 12 squares (max. velocity 900 km/h), fly 3 squares (starship 
scale) 
Ranged double laser cannons +5 (see below) and 
light concussion missiles +5 (see below) 
Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +40 
Atk Options autofire (double laser cannons) 
Abilities Str 46, Dex 12, Con —, Int 16 
Skills Initiative -3, Mechanics +6, Perception +6, Pilot -3, 
Use Computer +6 
Crew 3 (skilled); Passengers 8 
Cargo 60 tons; Consumables 2 months; Carried Craft none 
Payload 12 light concussion missiles 
Hyperdrive x2 (backup x12), navicomputer 
Availability Restricted; Cost 470,000 (225,000 used) 
Emplacement Points: 3 


CL 10 


Double laser cannons (gunner) 

Atk +5 (+0 autofire), Dmg 6d10x2 
Light concussion missiles (pilot) 

Atk +5, Dmg 8d10x2 
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PELAGIA DUPLEX COMMAND 
ASSAULT GUNSHIP 

Designed by House Pelagia engineers in the Tapani Sector, the Pelagia Duplex 
Command Assault Gunship—dubbed the Orphanmaker by its designers— 
defends Tapani space from the onslaught of the Sith during the Great Sith 
War. Boasting two cockpits and two gunnery pods, the Orphanmaker is a 
military vessel outfitted for use in the private fleets of the Lords of the 
Expanse. With the threat of the Great Sith War gone (for a time), House 
Pelagia has no qualms in selling these well-equipped gunships to outside 
buyers, and they significantly increase their family holdings with profits 
reaped from the Orphanmaker design. 

The 30-meter-long Orphanmaker requires five crew members to operate 
at optimal functionality, though it can be flown effectively with only a pilot 
and one other crew member. The Duplex Command Assault Gunship also fea- 
tures numerous built-in weapon mounts and power supply conduits, making 
it easier to install new weapons systems and upgrade existing weapons than 
any other ship of its size (granting a +5 equipment bonus to Mechanics 
checks made to install weapons systems). A number of these ships are sold 
off just prior to the Mandalorian Wars and bought by wealthy individuals 
and bounty hunters, including the Moomo Brothers (whose heavily armed 
custom Orphanmaker is called the Moomo Williwaw). 


Pelagia Duplex Command Assault Gunship 
Colossal space transport 
Init +0; Senses Perception +8 
Defenses Ref 14 (flat-footed 12), Fort 26; +12 armor 
hp 130; DR 15; SR 20; Threshold 76 
Speed fly 12 squares (max. velocity 870 km/h), fly 3 squares (starship 
scale) 
Ranged 2 heavy laser cannons +8 (see below) and 
2 laser cannons +8 (see below) 
Fighting Space 8x8 or 1 square (starship scale); Cover total (crew) 
Base Atk +5; Grp +41 
Atk Options autofire (heavy laser cannons, laser cannons) 
Abilities Str 43, Dex 14, Con —, Int 16 
Skills Initiative +0, Mechanics +8, Perception +8, Pilot +0, 
Use Computer +8 
Crew 5 (expert); Passengers 6 
Cargo 10 tons; Consumables 1 week; Carried Craft none 
Availability Restricted; Cost 525,000 (310,000 used) 


CL 12 


Heavy laser cannons (gunner) 

Atk +8 (+3 autofire), Dmg 6d10x2 
Laser cannons (pilot/copilot) 

Atk +8 (+3 autofire), Dmg 4d10x2 


QUARTERMASTER-CLASS 
SUPPLY CARRIER 

One of the first new ships to come off of the line after the Commercial Pro- 
tectorate Acts, the Quartermaster-class supply carrier is designed specifically 
to carry a variety of goods and raw materials to outlying worlds in desperate 
need of reconstruction or relief. Following the devastation of the Great Sith 
War, worlds throughout the Republic (and beyond) are in dire need of support 
for reconstructing their devastated infrastructures and for restoring their 
populations’ health and prosperity. Some worlds are completely untouched 
by the Great Sith War, and others manage to maintain their industrial infra- 
structure despite occupation or their involvement in battles. Resources are 
funneled from these worlds to those that need help the most, but military 
ships are ill-equipped to carry provisions, supplies, and raw materials from 
one side of the galaxy to the other. 

This need gives rise to the Quartermaster-class supply carrier. The size 
of a large space transport, the 45-meter-long Quartermaster-class supply 
carrier is mostly cargo space. Its systems and interior structure are highly 
modular, so the ship can be outfitted to carry a variety of cargoes, includ- 
ing liquids and gases. Though it has only a few minor defense systems, its 
reinforced duranium hull allows it to withstand punishing damage without 
breaching and spilling its cargo into space. By the time of the Mandalorian 
Wars, most of these vessels have been retired or sold on the secondary 
market because reconstruction efforts around the galaxy are mostly com- 
plete. One such vessel, the Little Bivol, is used to supply Republic military 
forces at Serroco. 


Corellia StarDrive Quartermaster-class Supply Carrier cL6 
Colossal space transport 
Init -4; Senses Perception +6 
Defenses Ref 14 (flat-footed 14), Fort 31; +14 armor 
hp 200; DR 20; SR 50; Threshold 81 
Speed fly 12 squares (max. velocity 350 km/h), fly 2 squares (starship 
scale) 
Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +43 
Abilities Str 52, Dex 10, Con —, Int 14 
Skills Initiative -4, Mechanics +6, Perception +6, Pilot -4, 
Use Computer +6 
Crew 2 (skilled); Passengers 10 (standard configuration) 
Cargo 120 tons; Consumables 6 months; Carried Craft varies by mission 
Hyperdrive x3 (backup x12); navicomputer 
Availability Licensed; Cost 300,000 (110,000 used) 
Emplacement Points: 2 


CAPITAL SHIPS 
Though most capital ships in service during this time are strictly for military 
use, a few serve the general public in other roles. 


PRAETORIAN-CLASS FRIGATE 
Originally commissioned as a vessel of war during the Great Sith War, the 
Praetorian-class frigate is a modestly sized capital ship found in the hands 
of wealthy organizations and planetary governments across the galaxy. The 
predecessor to the larger Hammerhead-class ships used by the Republic 
Navy, the Praetorian-class frigate is a tough and powerful vessel for its size. 
Despite objections of Naval officials who claimed that such firepower should 
not be placed in civilian control, Rendili Hyperworks obtains permission from 
the Republic Senate to sell its remaining stock of Praetorian-class frigates 
on a limited basis. 


The 180-meter-long Praetorian-class frigate serves the Republic well at 
the Battle of Koros Major during the Great Sith War, and afterward those 
vessels sold to the public are mostly using in peacekeeping roles. During the 
Republic's rebuilding years, these vessels are used to protect newly discovered 


THREE PRAETORIAN-CLASS FRIGATES MONITOR THE OEPARTURE OF 
A QUARTERMABTER-CLA 


hyperspace trade routes and to escort supply ships and relief caravans across 
the galaxy. With large quantities of resources being moved from one region of 
the galaxy to another on a daily basis, pirates and other unsavory predators 
make frequent attacks on transport ships carrying relief supplies, necessi- 
tating the presence of a Praetorian-class frigate to deter piracy. Eventually, 
Rendili Hyperworks will sell the design to the Corellian Engineering Corpora- 
tion. Under the guidance of CEC engineers, the Praetorian-class frigate is 
remodeled and updated over the years, being rebranded as the Class VI Bulk 
Freighter and converted almost entirely to a cargo transport role. 

Tactical Fire: The Praetorian-class frigate is designed to protect convoys 
of transport vessels through pirate-infested space, and can shelter other ships 
from attacks. Asa standard action, a Praetorian-class frigate can forego all 
attacks to provide tactical fire to all squares in a 2-square radius. All allied 
starships gain a +1 bonus to Reflex Defense and a +10 bonus to Fortitude 
Defense and damage threshold. 

Rendili Hyperworks Praetorian-class Frigate CL 14 
Colossal (frigate) capital ship 

Init -4; Senses Perception +6 

Defenses Ref 12 (flat-footed 12), Fort 35; +12 armor 

hp 850; DR 15; SR 100; Threshold 135 

Speed fly 2 squares (starship scale) 

Ranged 2 light turbolaser cannon batteries +13* (see below) and 

2 point-defense laser cannon batteries +11 (see below) and 

2 tractor beam batteries +11* (see below) 

Fighting Space 2x2 (starship scale); Cover total (crew) 
Base Atk +2; Grp +47 

Atk Options autofire (point-defense laser cannon battery) 
Abilities Str 61, Dex 10, Con —, Int 20 

Skills Initiative -4, Mechanics +6, Perception +6, Pilot -4, 

Use Computer +6 
Crew 1,470 (skilled); Passengers 2,700 
Cargo 10,000 tons; Consumables 2 years; Carried Craft 12 starfighters, 

6 shuttles 
Hyperdrive x2 (backup x12); navicomputer 
Availability Restricted; Cost 12 million (6 million used) 

* Apply a -20 penalty on attacks against targets smaller than Colossal in 
size, 


Light turbolaser cannon batteries (4 gunners) 
Atk +13 (7 against targets smaller than Colossal), Dmg 2d10x5 
Point-defense laser cannon batteries (3 gunners) 
Atk +11 (+7 autofire), Dmg 4410x2 
Tractor beam batteries (3 gunners) 
Atk +11 (9 against targets smaller than Colossal), Dmg -- (grapple 
+63) 
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The galaxy is torn by war. The Republic is fighting for its survival, and 
everywhere the enemies of civilization—the Krath, the Mandalorians, the 
Sith—threaten to shatter what tenuous hold the Republic has on the galaxy. 
Lightsabers clash on nearly every planet, and few worlds remain untouched 
by the violence of the times. This is the galaxy into which heroes in a Knights 
of the Old Republic campaign must venture forth, and it is a galaxy that teems 
with adventure possibilities. 

‘A Knights of the Old Republic campaign gives Gamemasters opportunities 
that they do not have in other eras, allowing the freedom to create unique 
stories that let the heroes influence galactic events. A Knights of the Old 
Republic campaign has room for a broad range of characters, from Jedi and 
soldiers to scoundrels, scouts, and nobles, and allows the heroes to do battle 
with famous enemies such as the Sith and the Mandalorians. A Knights of the 
Old Republic campaign gives the Gamemaster carte blanche to create epic 
campaigns that put the heroes (and their destinies) in the forefront of the 
setting, with only a few sources of existing continuity to deal with. 

Knights of the Old Republic campaigns take place against a backdrop that 
captures everything that makes Star Wars unique. Even more so than in the 
Clone Wars, these are the days of the Jedi in their prime. They do battle 
with the evil Sith, and defend the galaxy against the Mandalorian hordes. 
Heroes rise to prominence and then fall into darkness, and villains who seem 
beyond saving find redemption and reject the dark side. Soldiers leave the 
planets of their birth to head off to war on distant battlefields, only to be 
drawn back to their home worlds as the war comes quickly to a new front. 
Criminals thrive on the chaos of war, and nobles and corporations struggle 
to wrest the reins of power away from their adversaries, and perhaps even 
from the Republic. Yet, the Knights of the Old Republic campaign has a feel 
all its own, and this chapter should help Gamemasters develop a sense for 
the qualities that make a campaign in this era unique, explaining how to 

apture that feeling and use it to create epic adventures. 


BUNDANCE OF 
FORCE-USERS 


A key element of a Knights of the Old Republic campaign is the many 
fi cose active throughout the galaxy at this time. Unlike 
campaigns set in the classic era, Jedi, Sith, and other Force-sensitive groups 
are spread throughout the galaxy. Moreover, the Jedi Order has not been 
vigilant in scooping up members of other Force-using groups. As a result, 
many worlds maintain alternate traditions while still sending members to 
become Jedi. Though such traditions are eventually absorbed into the Jedi 
Order in later years, for now the Order's influence is less focused, allowing 
alternate traditions to flourish even on worlds where a Jedi Watchman has 
been assigned to stand guard over the planet. Though Jedi Watchmen try 
to recruit members of alternate traditions as Padawan learners, they do not 
have the manpower to force anyone to join the Order. 
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As a result, Force-using enemies are common. Almost any adventure 
might feature a Force-sensitive opponent or ally, whether that character 
comes from the Jedi or Sith organizations or from a smaller tradition. Addi- 
tionally, Force-wielding heroes are not looked at askance by the general 
populace during this time; most worlds under Republic or Sith control are 
well aware of the capabilities of the Jedi and their darker counterparts, and 
encountering one is rarely cause for alarm, Meeting a Jedi might cause a 
stir in out-of-the-way communities, but most major cities have seen Jedi 
and Sith representatives in recent times and are unlikely to respond with 
fear or prejudice. Some corporations, governments, and criminal organiza~ 
tions are even known to employ Force-users to gain a small edge, and noble 
houses hide Force-sensitive sons and daughters from the Jedi, keeping them 
concealed to gain an advantage over other houses. 


THE JEDI ORDER 

Between the Great Sith War and the Dark Wars, the Jedi go from the height 
of their power to a mere remnant of their existence. Unlike the Jedi of later 
years, the Jedi in a Knights of the Old Republic campaign are likely to be frac- 
tious and unwilling to bow to their own central authority—the Jedi Council. 
Before the Great Sith War, most Jedi are lone masters with a handful of 
pupils, or teachers at various academies scattered throughout the galaxy. 
As war spreads across the galaxy again and again, Jedi see the need for a 
strong central authority, and the Jedi Council gains more power. However, 
some Jedi are unwilling to accept what they see as the Jedi Council's yoke of 
command, and they defy the Council on a regular basis. Though this leads to 
in-fighting among the Jedi, it does have one positive side-effect: the bond 
between Jedi Masters and their apprentices becomes stronger. Padawans 
are more likely to follow in their Masters’ footsteps in a Knights of the Old 
Republic campaign, and might side with their Masters against the Jedi Council 
if a dispute develops. 

Moreover, with Jedi enclaves and academies spread throughout the galaxy, 
the Jedi Order is extremely decentralized. Academies can be found on Arkania, 
Dantooine, Dorin, Taris, Telos, and Teya IV to name only a few. Additionally, 
hundreds of Jedi are trained by lone Masters away from any academy or 
enclave. Asa result, a Jedi can be accepted into the Order, raised and trained, 
and become a Jedi Knight without ever setting foot on Coruscant. 

For Gamemasters, this means that using the Jedi as antagonists or the 
motivators of plots is easier than in other eras. Conflicts between Jedi, 
although rarely violent, are not unheard of, and two factions of Jedi with 
opposing views might throw whole systems or even entire sectors of the 
galaxy into turmoil with their disagreements. For example, a Gamemaster 
wishing to use Jedi as antagonists for an adventure could create a scenario 
in which two Jedi Masters are at odds over how to deal with a trade dispute 
between planets. As the Jedi step in on behalf of each side of the dispute, 
both sides are emboldened and begin to act rashly. As Jedi flock to either 
cause, civil war breaks out in the system, with Jedi on either side trying to 
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force the opposition to back down. Without a strong Jedi Council to step in 
and stop conflicts from escalating, the heroes might become caught between 
two Jedi ideologies with no hope of outside assistance, requiring them to 
step in and solve the dispute in whatever way they can. 


THE KRATH 

Neither the Jedi nor the Sith are the ones who initially tip the scales of des- 
tiny and plunge the galaxy into a century of war. The Krath, a small cult of 
dark side Force-users from the Deep Core, have the ignominious distinction 
of igniting the Great Sith War. Though they are the first group of dark side 
cultists to rise to prominence in the galaxy, they are far from the last. The 
Krath, unlike the Sith, are largely unknown to the Jedi before the war, and 
asa result they are mysterious enemies that have the advantage of surprise 
over the Jedi and the Republic. 

The Krath are dark side cultists who base their powers on ancient Sith 
teachings. Founded by nobles from the Deep Core, the Krath quickly ascend 
to power when they seize control of the Empress Teta system. With one 
prominent and powerful star system under their control, the Krath expand 
outward, and soon they plunge the entire Core into open war, with attacks 
against both the Republic and the Jedi. The Krath attract the attention of 
the newly revived Sith, and with a coalition between the Krath military, 
the Sith, and the Mandalorian clans (brought to the Krath by fallen Jedi 


Ulic Qel-Droma), the forces of darkness ravage the Deep Core and spread 
the war all the way to the Outer Rim. Unfortunately for the galaxy, neither 
the Krath nor their Mandalorian allies have much interest in maintaining 
infrastructures or civil order, and as a result much of the galaxy succumbs 
toa tide of darkness. 

The Krath present a unique opportunity for Gamemasters in that they 
are a source for nontraditional dark side Force-users. The Sith have a great 
history with the Jedi, but the Krath are relative newcomers to the galactic 
scene and can fulfill nearly any role the Gamemaster needs. Krath enemies 
can be mysterious foes whose powers are unknown and whose techniques 
and politics are completely alien to the heroes. Likewise, they can be tempters 
who promise power, glory, and fame for the heroes, hoping to woo them to 
their side in the Great Sith War. They might even be unlikely allies; not all 
the Krath are happy with their alliance with the Sith or Mandalorians, and 
corrupt Krath leaders might seize an opportunity to eliminate one of those 
factions if possible, agreeing to aid the heroes if needed. 


RETURN OF THE SITH 

The Sith are thought to be extinct, but the Republic experiences a rude 
awakening when the Sith return to galactic prominence. These ancient foes 
of the Jedi can be the primary antagonists of many Knights of the Old Republic 
campaigns: they return from a thousand years of secrecy to rise to power in 
the Great Sith War; they bide their time during the Restoration; they watch 
from the shadows during the Mandalorian Wars; they clash directly with the 
Republic during the Jedi Civil War; and they return to their vicious infighting 
during the Dark Wars. The Sith are omnipresent, though sometimes hidden, 
and they fit well into nearly any campaign. They are the classic foes of the 
Jedi, performing much the same function in this era as the Empire does 
during the Galactic Civil War. 

Chapter 10: The Sith goes into more detail about the Sith, including 
their history and motivations, and provides numerous suggestions for how 
to integrate them into a campaign. Gamemasters should not hesitate to use 
the Sith in any Knights of the Old Republic campaign, as their presence is 
both iconic and exciting. The Sith provide excellent enemies for all kinds of 
characters—not just Jedi. Smugglers and criminals hate the Sith for their 
ruthless dealings with the Fringe, and those loyal to the Republic have 
little desire to see the Sith Empire gain any more power or seize any more 
Republic territory. 


CIVILIZATION UNDER 
SIeGEeE 


Several successive wars throw the Republic into turmoil, allowing the criminal 
element of the galaxy to rise to prominence. Organized crime, in a variety of 
forms, seizes power, and lawlessness and violence become the rule on worlds 
where Republic presence is light. 


THE EXCHANGE 

The Exchange is one of the largest criminal networks in the galaxy. Though 
their operations thrive on the Outer Rim—outside Republic control and law 
enfarcement—elements of their schemes and organization can be found 
throughout the galaxy. The organization is said to be run by an entity or 
individual known as the Comper, but this person's location and identity 
remain mysterious, even to those high up in the Exchange leadership. 

On each planet where the Exchange has significant influence, a powerful 
crime lord oversees all Exchange operations. Each of these crime lords comes 
to power through the approval of and election by the other Exchange leaders. 
Though nominally allies, they compete for power, influence, and control. As 
masters of their respective planets, they were responsible for their operations’ 
successes and failures, Notable leaders include Davik Kang of Taris—who 
is killed when Revan and others steal his ship, the Ebon Hawk—and Goto, 
alias of the droid GO-TO, who controls a major smuggling operation at Nar 
Shadda years later. 

The Exchange can be found on nearly all developed planets. Anyone with 
the right reputation, or determination, can eventually make contact with 
the organization. In fact, those who display particular aptitude in an area 
the Exchange wishes to exploit might attract overtures, threats, or both, 
depending on the response. Smugglers are always needed, but bounty hunt- 
ers, mercenaries, slave traders, and infiltrators are also recruited. 

The Exchange has a peculiar hierarchy, which few have managed to 
uncover. The Exchange maintains organized cells on worlds of interest, and 
each of those planetary cells is led by a single boss who rules over Exchange 
interests on that world. The bosses report to sector chiefs, who have no cells 
of their own (though they might have a small support staff) and operate under 
secret identities, leading normal lives. Even the bosses do not know who the 
chiefs are in real life, as most communications are done over secret, secure 
communications channels. The chiefs report to the head of the Exchange, who 
is himself a sector chief, so ifa single sector chief's cover is compromised, the 
organization merely appears to be ruled by a council of sector chiefs. 


THE GENOHARADAN 

The GenoHaradan is a secret bounty hunters’ guild, controlled by several 
overseers out to influence galactic governments and other organizations 
through selective assassinations. Unlike other guilds, the GenoHaradan 
performs assassinations to influence galactic politics and manipulate the 
outcome of important events. The GenoHaradan overseers pull the strings 
of thousands of politicians and corporate executives, and though they might 
not have the overt power of the Exchange, they can achieve their goals when 
the need arises—and achieve them secretly. The guild is so secretive that 
virtually no outsiders know of its existence, making the guild's impact on 
the galaxy difficult to assess—especially in times of war. Revan is rumored 
to have decimated the organization during his search for the Star Forge, 
but like so much of GenoHaradan history, this cannot be confirmed. The 
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guild recruits primarily from the ranks of bounty hunters. However, the few 
members exposed to the outside world have come from a variety of criminal 
backgrounds. 

The GenoHaradan are secretive, so prospective members must be 
approached by the organization to join; the GenoHaradan cannot be sought 
out. The organization has significant political interests, so brutes, loose 
cannons, and criminals who could endanger their goals are never accepted 
into the GenoHaradan. For gamemasters, the GenoHaradan presents an 
opportunity to introduce an organization that manipulates galactic politics 
with secretive and brutal methods. Heroes might join the GenoHaradan to 
influence galactic politics, hoping to make a bigger mark on the galaxy than 
they would as lowly bounty hunters. Moreover, the GenoHaradan’s goals are 
mysterious, and though their members might be brutal assassins, their work 
can be good for the galaxy. A Gamemaster wishing to use the GenoHaradan in 
‘a campaign might give the organization goals similar to those shared by the 
heroes, forcing the players to decide whether they want to align themselves 
with the ruthless guild or oppose them, even if it makes the tasks ahead that 
much more difficult. As antagonists, the GenoHaradan can range from simple 
assassins and bounty hunters to villains of an entire campaign, requiring 
the heroes to oppose a secretive organization with malicious designs on the 
galaxy, Massive, climactic space battles or planet-spanning ground skirmishes 
rarely result from dealing with GenoHaradan overseers. They are more likely 
to be fought and defeated in up-close and personal ways. 


Swoop Ganocs 

Swoop gangs are the scourge of Outer Rim worlds and seedier sections of 
mega cities throughout the galaxy. In regions with wide open spaces, the 
gangs move about on their swoop racers, causing trouble wherever they 
go. In the megacities, they fly throughout the lower levels, competing in 
underground racing. At a minimum, the races are gambling opportunities, 
but far more often they are about honor or settling arguments—at least 
the nonviolent kind. The gangs participate in most forms of petty criminal 
activity and are particularly opportunistic, especially when it comes to 
kidnapping and theft. 

In the low levels of the Undercity on the planet Taris, two well-established 
and particularly competitive gangs are the Black Vulkars and Hidden Beks. 
Both of these gangs have established their own bases of operation, including 
their own garages where they store and tend to their customized Lhosan 
swoop racers. Swoop gang members are known to defect from one gang to 
another, especially if the leadership is more to their liking. The two gangs 
are never friendly, and open warfare often breaks out over the smallest of 
disagreements. Of the two, the Black Vulkars are regarded as the more brutal, 
participating in slavery. The Hidden Beks, on the other hand, fight for the 
Taris resistance during the Mandalorian occupation. 


CONSTANT WARFARE 

From one end of the Knights of the Old Republic era to the other, the galaxy 
is constantly torn by wars, and times of peace seem more rare than times of 
conflict. Most of the heroes in a Knights of the Old Republic campaign (except 
those set in the Great Sith War) will have experienced nearly a lifetime of 
war, and have likely felt the rippling effect of massive battles and horrific 
devastation. As such, the face of the galaxy is much different than in the 
classic era; the advent of the Clone Wars was a major event in the galaxy, 
while the Republic has already weathered two major wars by the time the 
Jedi Civil War begins. 

More than just affecting the heroes, the constant warfare plaguing the 
galaxy has changed the face of planets and their populations irrevocably. 
Most planets have militias and defense forces that are significantly more 
powerful than they would have in peacetime. Conversely, some worlds have 
been so devastated by war that their populations are barely hanging on to 
their lives, and on many worlds the toll of war has simply exhausted their 
resources and lead to widespread famine, plague, and a collapse of infra~ 
structure. Even worlds that have not seen the use of superweapons may look 
as though they have been devastated by one, with cities crumbling under 
a lack of maintenance and empty buildings looking like mere ghosts of a 
civilization with no populace. 

Even liberation often brings devastation. When the Jedi liberate a planet 
from the clutches of the Sith or the Mandalorians, the locals still suffer the 
side effects of that battle, Many native populations are as wary of their 
liberators as their oppressors, and sometimes they lash out at anyone they 
can blame for the pain they have endured, 


THE GREAT SITH WAR 

The Great Sith War is the first major conflict of the era and one that will 
set the tone for the century of conflict to come. Unlike the later wars, the 
Great Sith War begins with a small group of tyrants in the Deep Core and 
then slowly expands to encompass the entire galaxy as disparate factions 
unite to battle against the Republic. During the Great Sith War, the galaxy 
is shocked out of complacency and suffers widespread devastation, reaching 
the point where the Republic itself is in danger of collapse. Were it not for 
the Jedi and their defeat of the Sith leader Ulic Qel-Droma, the galaxy might 
have been plunged into an inescapable chaos. 

The dark forces of the Great Sith War are called from several different 
groups. As a result, adventures set during this war will be guaranteed to fea- 
ture a wide variety of opponents. During this time, the enemy forces consist 
mainly of Krath warriors and their leaders, some Sith forces directly under 
the command of the new Sith Lords, and Mandalorian Crusaders (but not the 
Neo-Crusaders). Major antagonists will include Krath death witches, minor 
and major Sith Lords, Mandalorian commanders, and opportunistic mercenar- 
ies. More than in any other war, the opposition in a campaign set during the 
Great Sith War will be an amalgamation of several different factions. 
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During the Great Sith War, heroes might be agents of the Republic or 
the Jedi, sent to deal with plots and mysteries related to the Krath, the Sith, 
or the Mandalorians. Adventures in the Great Sith War may deal with the 
ever-growing tide of barbarism and evil flowing from the Deep Core, and 
many times the heroes will find themselves outnumbered and surrounded by 
barbaric hordes of Krath warriors or the vicious forces of the Mandalorians. 
Plots and villains of the Great Sith War often tend to deal with arcane rituals 
of the ancient Sith Lords, and the tone of such a campaign will likely lean 
more toward space fantasy than traditional space opera. 


THE MANDALORIAN WARS 
During the Mandalorian Wars, the heroes face off against hordes of armored 
warriors from a variety of species—or join them. During the Mandalorian 
Wars, the Republic faces off against a powerful, ever growing enemy force 
without the assistance of the Jedi, leaving the skirmish to be an almost 
entirely military affair. Unlike the wars that precede and follow it, the 
struggles between the Jedi and other Force-using enemies are of minimal 
importance, and the battles of the Mandalorian Wars take place without the 
intervention of a mystical eneray field or its manipulators. 

The Mandalorians are the primary antagonists of the Mandalorian Wars 
During this time, a few Crusaders who fought in the Great Sith War may still 
be engaged in the fight, but many of the Mandalorian forces are made up of 


Neo-Crusaders and their officers. A key factor in the Mandalorians' successes 
during this time is their ability to recruit new warriors from the populations 
of the planets they conquer; as a result, Gamemasters using Mandalorians 
in their campaigns can feel free to alter the statistics of the Neo-Crusaders, 
replacing the human species traits with those of another species. Unlike Sith 
troopers, Mandalorians need not all be visually identical, and coming into a 
fight that features a hulking Feeorin Neo-Crusader alongside humans and 
Rodians in Mandalorian armor adds an interesting element to the fight. 

The Mandalorian Wars represent a struggle between barbarism and civili- 
zation; though the Mandalorians are more organized under the Neo-Crusader 
philosophies advocated by Cassus Fett, they are still capable of unspeakable 
acts of violence. Adventures set during the Mandalorian Wars may feature 
massive battles where technology and the skill of soldiers determines the 
outcome of the fight, not a duel between Jedi, and the time period lends itself 
well to gritty, brutal adventures where the Republic teeters on the brink of 
being shattered under the strength of the Mandalorian assault. 


THE JEDI CiviIL WAR 

The Jedi Civil War is all about betrayal. Republic heroes who fought in the 
Mandalorian Wars now stand at the side of Sith Lords. Jedi who were once 
loyal servants of the light now vie for the chance to be the next great Dark 
Lord of the Sith. During the Jedi Civil War, former allies find themselves on 
opposite sides of the conflict, with little choice but to fight their ex-comrades 
or be killed. During the Jedi Civil War, heroes are also presented with similar 
choices, and may need to choose sides or face off against old friends. 

During the Jedi Civil War, the reborn Sith Empire is truly at the height of 
its power and influence. Unlike during the Great Sith War, the Sith Empire 
of the Jedi Civil War does not share the spotlight with any other factions. 
This Sith Empire employs armies full of Sith troopers, led by Sith officers, 
and ruled over by dark side-wielding Sith Lords, This is the Sith Empire at its 
purest, at a paint during which it most closely resembles Palpatine’s Galactic 
Empire that will rise several thousand years in the future. 

The Jedi Civil War provides many options for exciting adventures. Since 
the heroes never know whether their allies may secretly be planning on 
defecting to the Sith Empire, it becomes difficult to trust anyone, and makes 
the eventual betrayal of allies all the more bitter. The Sith are constantly 
trying to find ways to draw more worlds into their empire, and the Jedi and 
the Republic must foil their plots and clash with the Sith head-on to prevent 
the galaxy from being swallowed by darkness. Adventures set in this war 
will likely take place against iconic Star Wars backdrops, featuring intense 
lightsaber duels on exotic worlds, space battles that determine the fate of 
entire star systems, and heroes outnumbered by legions of enemy troops. 


THE DARK WaRS 
In many ways, the Dark Wars resemble the time of the New Republic 
immediately following the Galactic Civil War. During the Dark Wars, the once- 
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monolithic Sith Empire is reduced to many smaller territories, each ruled over 
by a warlord with ambitions of being the next great Sith Lord. Occasionally a 
leader rises that can unite those warlords (for example, when Darth Sion and 
Darth Nihilus seize control of the Sith remnants), but eventually even those 
temporary alliances crumble. The Sith are still a threat, and the Jedi have 
been nearly eliminated, leaving the Republic, the Jedi, and the Sith wearied 
and battered from the prior decades of conflict. 

During the Dark Wars, Gamemasters have as many or more options for 
antagonists in their campaigns. The Sith are still around and strong, if frac- 
tured, and serve as perfectly serviceable foes. However, the Sith aren't the 
only interesting antagonists. For example, a rebellious Mandalorian leader 
might try to stage a coup on a Sith world, seizing that territory for himself 
and plunging an entire sector into war. Mercenaries who fought in the Jedi 
Civil War might go on a rampage across the galaxy, or the Exchange could 
hatch a plot to destabilize the Republic. 

A campaign set during the Dark Wars has the advantage of putting a 
lot of resources at the heroes’ disposal. The Republic is the larger and more 
stable force, and the various Sith warlords are too small and unwilling to 
cooperate to pose a significant threat. Though the Republic is cautious and 
does not want the Sith to rise again, there is enough stability in the galaxy 
that commerce and politics can resume. The Republic military will still engage 
the Sith from time to time, but the real threat is a Sith leader that can unite 
the warlords and lead a renewed assault against the Republic, 
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MYSTERIOUS ENENIES 
Though the threat from enemies is ever-present, in a Knights of the Old 
Republic campaign those threats may be difficult to see at first. One's 
enemies may be hidden, remaining entirely unseen before striking out from 
the shadows, or they may be right in front of you, presenting a deceptive 
facade all the while planning to attack. A Knights of the Old Republic cam- 
paign is rife with antagonists and opponents whose motivations, history, 
plans, and appearances may be all but unknown to the heroes, and a major 
motivation in the campaign may simply be to find out the truth behind the 
mystery of an enemy. Threats can come from many angles in a Knights of 
the Old Republic campaign, and the real danger is not seeing those threats 
until it is too late to resist them. 

It is not just one’s enemies that may be shrouded in mystery, but also a 
wide variety of events and plots as well. Zayne Carrick attempts to unravel 
the mystery behind the murder of his fellow Padawans against the backdrop of 
the Mandalorian Wars, while an amnesiac Revan retraces his steps to unlock 
the secrets of ancient Rakatan artifacts. There are things in the galaxy that no 
one knows about or understands, and the unearthing of ancient secrets can 
often lead to mysteries that require an entire campaign's worth of adventures 
to unravel. Campaigns themed around mysteries of this sort often involve 
lengthy investigations, surprise plot twists, false trails and red herrings, and 
a strong sense that in the unknown waits real and palpable danger. 

For Gamemasters looking to add a sense of the mysterious and unknown 
danger to their campaigns, one of the best methods of doing so is to shroud 
one's villains in secrecy. A classic trope of the Star Wars saga, compelling 
and mysterious villains can spur on heroes who seek to find out more about 
who they are fighting and what malicious plots they have in store for the 
galaxy. Sith Lords like Darth Revan and Darth Nihilus are excellent examples 
of enemies whose secrets make them compelling characters. Players will 
want to know more about a mysterious villain naturally, but it is also the 
responsibility of the Gamemaster to provide them with ways of doing so. The 
path that Revan takes in rediscovering his own mysterious past is a prime 
example of an exciting adventure involving dangerous mysteries; the heroes 
of a Knights of the Old Republic campaign should undertake adventures that 
uncover secrets and delve into the unknown where danger and death could 
lurk behind every blast door. 


BETRAYAL 

One key theme in a Knights of the Old Republic campaign is the concept of 
betrayal. Betrayal plays a major role in many of the stories set during this 
time period. Ulic Qel-Droma betrays the Jedi Order and becomes a Dark 
Lord of the Sith; the Jedi Covenant betrays their Padawans on Taris; a large 
segment of the Republic betrays its government to join the Sith during the 
Jedi Civil War. Throughout the Knights of the Old Republic period there is 
a constant danger that your friends and allies may only be waiting for the 


right time to betray you, or even may do so without any forethought. Those 
who are your allies today could be your enemies tomorrow, and it makes 
an uneasy life for those heroes who need to rely on the help of others to 
achieve their goals. 

No one is immune to betrayal in a Knights of the Old Republic campaign. 
Jedi Masters, long servants of the Force, succumb to the draw of the dark 
side and turn their backs on their comrades. Respected veteran military 
leaders may flee across battle lines to join the opposing forces, either out 
of a sense of preservation or even the belief that they have been fighting on 
the wrong side all along. Sith Lords squabble amongst themselves, waiting 
for the right moment to drive the lightsaber into the back of an ally who 
lets his quard down. For the heroes, this means that a mentor of today may 
become the enemy of tomorrow, or they may find themselves targeted by 
allies that would once shelter them. War does strange things to people, even 
peaceful people, and betrayal lurks in the heart of any being that feels fear, 
greed, paranoia, confusion, doubt, or loss. 

Betrayal is not the sole province of nonplayer characters, either. Though 
many Gamemasters may wish to avoid conflict between heroes, the dynamics 
of this time period make it easier than ever for a hero to turn on his allies 
when the time is right. Sometimes this means that the hero falls to the 
dark side, running off to join the Krath or the Sith in their wars against the 
Republic. Other times this may mean drawing their comrades into a trap, 
luring them into the clutches of the Exchange to claim a handsome reward. 
Gamemasters should be careful when allowing this kind of conflict to arise 
between heroes; though it can lead to compelling storytelling, it can also 
sometimes lead to friction or resentment between players. Ifa Gamemaster 
feels that the story could benefit from a hero's betrayal, approach the player 
of that hero separately to discuss the motivations, timing, and consequences 
of that betrayal. Such a betrayal may be tied to that hero's Destiny, or it 
could simply be a natural occurrence in the storyline. In most cases, a hero 
that betrays his party should become an NPC (just the same as a player loses 
contro] of a character that falls to the Dark Side), allowing the player of that 
character to create a new hero to join the party. 


HIDDEN DANGERS 

Along with the dangers of betrayal and enemies that the heroes must face, 
the galaxy itself is a treacherous place rife with secret weapons and artifacts. 
Like the era surrounding the Galactic Civil War, this galaxy is littered with 
superweapons and items of great power during this time period, each one 
of which awaits discovery. In fact, many adventures may revolve around 
the heroes in pursuit of a powerful weapon, racing against their enemies 
to claim it with failure resulting in galactic devastation, Below are some 
examples of dangerous mysteries that can be used in any Knights of the Old 
Republic campaign. 
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The Dark Reaper 

Created by ancient Sith Lords during the Great Hyperspace War, the Dark 
Reaper is a Force-draining weapon rediscovered by the Krath and used in the 
Great Sith War. At its heart is a device known as a Force Harvester, which 
drains the life essence from all living things around it. When activated, the 
Dark Reaper drains the life forces in the surrounding area, channeling that 
energy to boost the power of its turbolasers. More than just a weapon of 
mass destruction, the Dark Reaper can defend itself using the very Force 
energy it steals from nearby living beings. 


The Mass Shadow Generator 

Utilized to deal a crushing defeat to the Mandalorians at Malachor V, the 
Mass Shadow Generator is a superweapon designed to draw upon the natural 
gravity shadows generated by a planet to unleash massive devastation to 
everything within the vicinity of the planet on which it is used. The Mass 
Shadow Generator is used on Malachor V due to the unique gravity anoma- 
lies in that system, though it is speculated that the device could function, 
with adjustments, in any star system. The Mass Shadow Generator not only 
devastates ships and space stations in orbit of the planet, it also destroys 
nearly everything on the surface of the planet itself, and two activations are 
enough to obliterate a planet entirely. 
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Rakatan Mysteries 

The ancient Rakatans left behind numerous technological mysteries that can 
serve as the focus of adventures or campaigns. The Rakatans were masters 
of incredibly technology, but when their Infinite Empire crumbled they left 
behind a legacy of artifacts of their advanced civilization that are just waiting 
to be found. Some of these ancient mysteries may involve powerful weapons, 
while others may be more benevolent, like advanced medical technology or 
methods of power generation unparalleled by existing technology. Secrets of 
the Infinite Empire can come in almost any shape, form, or function, giving 
a Gamemaster using Rakatan mysteries a blank slate on which to design 
adventure hooks. 


The Star Forge 

The most influential piece of Rakatan technology known to exist in the 
Knights of the Old Republic period, the Star Forge is a massive space station 
that is capable of mass-producing vehicles, weapons, and starships. The Star 
Forge draws energy from the Lehon system's sun to scan, analyze, and then 
infinitely reproduce any piece of technology imaginable. The rediscovery 
of the Star Forge is what allows Revan to transform his segment of the 
Republic fleet into a massive invasion force, and the Star Forge continues 
to crank out new weapons of war as quickly as the Sith Empire can overrun 
new worlds. 


New POWERS ON THE 
Rise 


The repeated devastation of the galaxy leads to massive rebuilding efforts 
on behalf of the Republic. During this time, many corporations suddenly find 
themselves with vast amounts of political clout thanks to the Coruscant 
Financial Exchange Establishment Act. Similarly, as previously widespread 
organizations collapse as a result of assets lost during wartime, others step in 
to take their places, leading to a wealth of new powers in the galaxy coming 
onto the scene suddenly. 


THE HYPERSPACE NAVIGATORS 
Guitd 
Though far from a politically influential organization, the Hyperspace Naviga~ 
tors Guild impacts the lives of sentient beings across the galaxy. During the 
Knights of the Old Republic period, most ships throughout the galaxy begin to 
carry their own navicomputers, and the hyperspace beacons maintained by 
the Navigators Guild rapidly diminish in importance. This does not stop the 
guild from continuing to function as a primary repository for navigational 
data, especially in the Unknown Regions and Deep Core. 

The Hyperspace Navigators Guild is responsible for the discovery and 
establishment of new hyperspace routes throughout the galaxy. Scouts across 


the galaxy are constantly attempting to discover new hyperspace routes, and 
the Navigators Guild pays handsomely for information regarding the creation 
of new hyperlanes. Once a scout reports the existence of a new route, the 
guild begins the lengthy process of verifying the safety and integrity of the 
route, investing large amounts of resources and time to make sure that the 
route is safe and will remain in existence for the long-term. 

Once a lane has been verified, the Hyperspace Navigators Guild passes the 
data on the route on to the Space Ministry, from which point the coordinates 
are distributed throughout the galaxy. While a route is still under investiga- 
tion, the guild is responsible for maintaining the hyperspace beacons marking 
the route and organizing the scouts using the routes. During wartime, the 
Republic goes to great pains to ensure that knowledge of secret hyperspace 
corridors remains concealed, and the guildhouse on Empress Teta becomes 
nearly as important as the Senate on Coruscant. 


Hyperspace Travel 

One of the major differences between the Knights of the Old Republic setting 
and campaigns set in the classic era is the way hyperspace travel func- 
tions. Prior to the Mandalorian Wars, most starships do not have advanced 
navicomputers built into their ships. Instead, they have simple hyperdrive 
operation systems that depended on satellites known as beacons for navi- 
gational data. These beacons record and broadcast navigational data to any 
ships stopping at that point, keeping them up to date on a small number of 
routes connected to that beacon. Each beacon possesses only the smallest 
amount of computing power, with a basic artificial intelligence built in to 
keep the beacons from being moved or damaged by stellar anomalies. Beacons 
are critical to hyperspace travel, as they are the buoys that guide all ships 
through the space lanes. 

With galactic exploration reaching levels unseen since the Great 
Hyperspace War, the Republic military invests significant resources in the 
miniaturization of navigational computers. As a part of the reconstruction 
efforts during the Restoration period, the Republic financially sponsors the 
establishment of a system by which navigational data would be distributed 
across the galaxy quickly and efficiently, allowing navigators to pull up-to- 
date hyperspace geography data at any stop. The new navicomputers, coupled 
with the rapid spread of hyperspace data, reduce the need for hyperspace 
beacons to the point where they are only used on hyperspace routes that 
have not yet been verified as 100% safe. 

For campaigns set prior to the Mandalorian Wars, or for campaigns set 
in areas where hyperspace routes have not yet been finalized, hyperspace 
beacons can provide opportunities to challenge the heroes or place them ina 
dangerous position. If a ship is capable of opening a communications channel 
toa hyperspace beacon, treat that ship as though it has a navicomputer for 
the purpose of astrogation. Otherwise, the ship's navigator will need to make 
the Use Computer check without the aid of a navicomputer. 


Hyperspace Beacon cLo 

Huge satellite 

Init -2; Senses Perception +0 

Defenses Ref 11 (flat-footed 11), Fort 21; +3 armor 

hp 50; DR 5; Threshold 31 

Speed 0 squares (immobile) 

Fighting Space 3x3 or 1 square (starship scale); Cover total 

Base Atk -5; Grp +6 

Abilities Str 32, Dex 10, Con —, Int 12 

Skills Initiative -2, Mechanics +0, Perception +0, Pilot -2, Use Computer 
+0 

Crew 1 droid brain (untrained); Passengers none 

Cargo 5 kg; Consumables none; Carried Craft none 

Availability Restricted; Cost 20,000 (11,000 used) 


THE ASCENT OF 

CORPORATIONS 

Major corporations form the backbone of the Republic economy and many 
political entities in the galaxy, The scope of a corporation ranges from very 
small, such as one based in a specific city, to incomprehensibly vast inter= 
stellar companies, such as the Czerka Corporation. A successful corporation 
might operate for years, even centuries. Some remain family- or clan-owned 
operations, but others shift ownerships and allegiances as they are bought, 
sold, or taken over by any number of methods. 

Interstellar corporations are by far the most influential and powerful com- 
panies in the galaxy. Corporations control vast tracts of space, such as the 
Corporate Sector in the classic era. Those who live under corporate rule find 
that Republic law means little, especially in outlying areas. Most corporations 
look out for their bottom-line and the interests of their owners or leaders rather 
than looking after the welfare of those who live on company planets. 


Adascorp 

Officially known as the Adasca BioMechanical Corporation of Arkania, Adas- 
corp is one of the largest Arkanian corporate dynasties. It is also the galaxy's 
largest bioengineering firm. It is owned by the House of Adasca and operated 
by current lord of the house, Lord Adasca. Although the Lord of Adasca is 
not the ruler of Arkania, outsiders are forgiven for assuming that is the case, 
given the extent of Adascorp’s influence over the population. 

Adascorp is famous for bioengineering and medical research advances. It is 
responsible for providing the galaxy with thousands of treatments and advanc- 
ing medical knowledge at a tremendous pace. However, not all its pursuits are 
as noble as some would hope. Some schemes are driven by pure economics, to 
enrich the corporation and expand its reach. Much of the galaxy would also 
be shocked to learn of Adascorp’s persecution of Arkanian offshoots and its 
promotion of pure-blooded Arkanians as a superior species. 


For years, Adascorp headquarters is located on the massive starship 
Arkanian Legacy. However, the great ship is lost along with Lord Arkoh 
Adasca in his ill-fated attempt to secure galactic power through Operation 
Dark Harvest. Arkoh's scheme is to militarize massive Exogorths to enable 
them to decimate entire star systems, He tries to sell them in a bidding war 
between the Republic, the Mandalorians, and the Jedi. Unfortunately for 
Arkoh, the scheme falls apart when his lead researcher turns the Exogorths 
against the Arkanian Legacy. The loss of the ship and its extensive archives 
and research facilities sets Adascorp research back by decades. Worse, with 
no explicit heir to Arkoh's controlling interest in the corporation, ownership 
remains contested and is unlikely to be settled for years. The situation is 
complicated by the fact that the Republic continues to conceal the events 
around Operation Dark Harvest, seeking to protect its own interests with 
the Arkanians. 


Czerka Corporation 

Czerka Corporation is one of the most widespread and influential of the 
galaxy's vast interstellar corporations. They have their fingers in every 
market and they have offices on every major world and on minor or remote 
planets as well. The Czerka Corporation represents the worst in interstellar 
corporations: they are amoral, consumed with their own success, loyal only 
to themselves, and worried primarily only about their reputation. Despite 
their selfish ways, they provide a wide variety of products of decent-or 
at least acceptable—quality. Though customers are loath to deal with the 
company, Czerka products are economical, and the company's vast reach 
makes them widely available. 

For years, President Pollard Seario has run Czerka Corporation from the 
spaceport of Dreshdae, on the planet Korriban. An unlikely headquarters for 
an interstellar corporation, the tiny outpost reveals much about the company 
and its leadership. First, the company is willing to maintain operations on any 
world, no matter which government or military force occupies the planet. 
Second, Seario is more than happy to ally himself and his company with the 
Sith during the Jedi Civil War. Even though the Sith are defeated, the alliance 
is not fatal to the corporation. After the obvious setback, the company works 
quickly to rebuild itself and strengthen its ties to the Republic. 

Czerka Corporation offices are utilitarian, and their staff is just customer 
friendly enough for their clientele to tolerate. They work hard to maintain a 
good reputation in the galaxy, even if they have to cover up failed ventures 
and illegal activities. Facilities include general stores on remote worlds 
such as Tatooine, slave trade on non-Republic worlds such as Kashyyyk, 
energy generators for entire cities, a highly successful arms division, and 
construction facilities for building freighters, bulk cruisers, and HK assas- 
sin droids. During this era, the Czerka Corporation has at least one division 
devoted to any given pursuit. They are constantly on the search for new 
materials, markets, and worlds to exploit. 
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MARAEL ON THE RUN 


Lhosan Industries 

Lhosan Industries is widely regarded as the inventor and first mass producer 
of the modern swoop bike. Because their first factory is located in the Lower 
City of Taris, the planet becomes a center of swoop-racing popularity. 
Lhosan's plan to diversify to other worlds is disrupted by the Mandalorian 
occupation of Taris. 

In a move that demonstrates the power and influence of the company, 
chairman Jervo Thalien works with Goravvus to orchestrate the acceptance 
of Taris into the Republic to protect the planet and its supporting resource 
systems in the region, The plan succeds. However, once it becomes appar- 
ent that the Mandalorian invasion is going to reach Taris, Thalien wastes 
no time in pulling operations offworld. The resulting scandal threatens to 
devastate the company and Jervo Thalien personally, if it comes to light. 
Thalien works to make sure that never happens, but ultimately Goravvus 
thwarts him, enabling the company to become a strong supporter of the 
war and the Republic. 


Lhosan Industries produces dozens of models of swoop bikes of virtually 
any size and configuration a customer could request. Although purchasers 
customize the stock units, creating a vibrant aftermarket culture, Lhosan 
takes pride in providing a first-class product adored by fans throughout 
the galaxy. Their quick move from Taris slows and hampers their production 
in the following months, but the Mandalorian onslaught itself reduces the 
immediate demand in any case 


TIMELINE 

The following timeline covers many of the major events in the Knights of 
the Old Republic setting. While it is by no means completely comprehensive, 
it covers the rise and defeat of major antagonists across the four wars in 
the setting, and should give Gamemasters a good idea of when to set their 
campaigns. 

4,000 BBY: Satal and Aleema Keto discover ancient secrets of the Sith, 
including artifacts and tomes of knowledge, on their home planet of Empress 
Teta, Satal and Aleema Keto recruit hundreds of fellow aristocrats and form 
the Krath, a dark side cult based on Sith teachings. 

3,997 BBY: Steeped in knowledge of the dark side of the Force, the Krath 
rally military forces throughout the Deep Core and stage a coup on their 
own homeworld of Empress Teta. 

3,997 BBY: The Jedi are ambushed by Krath forces during a conclave on the 
planet Deneba, causing massive Jedi casualties. After the battle, Ulic Qel- 
Droma departs and begins to infiltrate the upper echelons of the Krath. 
3,997 BBY: Exar Kun, a Jedi apprentice, abandons his master to delve deeper 
into the secrets of the dark side, traveling the galaxy in search of Sith lore. 
On Korriban, Kun is educated in the ways of the Sith and soon is elevated to 
the rank of Dark Lord of the Sith. 

3,997 BBY: After the Jedi attempt to extract him from the Krath-held world 
of Empress Teta, Ulic Qel-Droma succumbs to the pull of the dark side. When 
Exar Kun arrives to stake his claim as Dark Lord of the Sith, he and Qel-Droma 
duel, but stop when ancient Sith spirits appear and declare them both Dark 
Lords of the Sith, master and apprentice. Many Jedi flock to the newly reborn 
Sith order, forming a hierarchy of lesser Sith Lords. 

3,996 BBY: The Krath forces, under the control of the Dark Lords of the Sith, 
begin expanding their newly formed empire, seizing worlds throughout the 
Deep Core. The Krath's ability to control the planets they have conquered is 
strained until Ulic Qel-Droma defeats Mandalore the Indomitable in a duel 
on the planet Kuar. With the Mandalorians bound to the Sith Lords, their 
combined forces flow outward from the Deep Core and begin conquering 
planets across the galaxy. 

3,996 BBY: After months of conquering planets from the Deep Core to 
the Outer Rim, the Sith launch their attack against the capital planet of 
the Republic, Coruscant. During the battle, Ulic Qel-Droma is captured and 
subsequently put on trial for treason. 


3,996 BBY: Aleema Keto, leading the forces of the Krath in battle near the 
Cron Cluster, is killed after activating a supernova-inducing weapon aboard 
her warship, The Krath space fleet is devastated. 

3,996 BBY: After an intense battle at Onderon, Mandalore the Indomitable 
is killed and the Mandalorians suffer a stunning defeat. 

3,996 BBY: Exar Kun and the remnants of the Sith are defeated at Yavin 4. 
The Great Sith War comes to an end when Republic forces liberate Empress 
Teta. 

3,985 BBY: The Coruscant Financial Exchange Establishment act facilitates 
the restoration of the galaxy by allowing galactic corporations to invest in 
the Republic's infrastructure. 

3,976 BBY: Under the leadership of Mandalore the Ultimate, remnants 
of the Mandalorian clans begin testing the Republic's defenses by raiding 
Outer Rim worlds. 

3,973 BBY: Cassus Fett leads the Mandalorian massacre on Cathar. Few 
Cathar survive the assault, but the Republic suppresses news of the attack, 
fearing it might destabilize reconstruction efforts. 

3,965 BBY: The Republic engages the Mandalorians in small proxy skirmishes 
along the Outer Rim. 

3,964 BBY: The Mandalorians stage a massive invasion of Republic space, 
eginning the Mandalorian Wars. 

3,963 BBY: As the Republic continues to battle the Mandalorians across 
all fronts, Revan attempts to persuade the Jedi Council to join the war. The 
Council refuses, claiming that their losses during the Great Sith War were 
too great. 

3,963 BBY: The Mandalorians overrun numerous Republic worlds, including 
Duro, Iridonia, Serroco, and Taris. Meanwhile, Revan discovers and reveals 
the truth about the massacre at Cathar, winning dozens of converts from 
the Jedi Order. These Jedi take a more active hand in the Mandalorian Wars 
and are branded the Revanchists. 

3,961 BBY: Revan discovers the Rakatan star map at Kashyyyk. Revan travels 
to Malachor V and discovers the Trayus Academy, delving deeply into the 
Sith secrets contained within. 

3,960 BBY: Revan lures the Mandalorians to Malachor V, where a battle 
ensues between the Republic and the Mandalorians. Revan defeats Mandalore 
the Ultimate, activates the superweapon known as the Mass Shadow Genera- 
tor, and shatters the Mandalorian fleet. The Mandalorian Wars officially end, 
and remnants of the opposition scatter throughout the galaxy. 

3,960 BBY: Revan and his apprentice, Malak, take a large segment of the 
Republic fleet and vanish into the Unknown Regions. They rediscover the Star 
Forge, declare themselves Dark Lords of the Sith, and corrupt the Republic 
forces under their control. 

3,959 BBY: Darth Revan and Darth Malak return to the Republic, at the 
head of the newly constructed Sith Fleet. They begin their conquest of the 
galaxy, carving out a new Sith Empire and seizing control of Korriban, where 
they establish a new academy. 


3,958 BBY: Many among the Republic's military forces defect to the Sith 
Empire, including Saul Karath. Jedi start to flock to Darth Revan's banner, 
and the Sith Empire begins to swallow up Republic worlds. The Sith carry out 
successful attacks at Foerost and Telos IV, among other worlds. 

3,957 BBY: A Jedi task force captures Darth Revan aboard his flagship after 
Darth Malak turns on his master and attempts to kill him. Revan's memory 
is erased, and the Jedi flee with him back to Republic space. 

3,956 BBY: Revan once again turns to the Jedi Order and begins relearn- 
ing the ways of the Force. Accompanied by Bastila Shan, Revan retraces 
his steps in the pursuit of the Star Forge, eventually discovering the truth 
behind his past. 

3,956 BBY: Darth Malak’s forces devastate the Jedi Enclave on Dantooine. 
3,956 BBY: In the Lehon system, the Republic clashes with the Sith at the 
Battle of Rakata Prime. Revan defeats Darth Malak in a duel, the Republic 
defeats the Sith Empire, and the Jedi Civil War comes to an end. Revan leaves 
once more for the Unknown Regions. 

3,955 BBY: Sith Lords, formerly loyal to Darth Revan and Malak, begin 
breaking the Sith Empire into smaller domains, declaring themselves sov- 
ereign warlords. 

3,954 BBY: Sith assassins, under orders from Darth Sion, begin a wide- 
spread assassination campaign against the Jedi. The Jedi are all but wiped 
out, and the Republic is left without its Jedi defenders for the first time in 
centuries. 

3,954 BBY: The remnants of the Sith Empire are largely unified by Darth 
Sion and Darth Nihilus. Though some Sith warlords continue to squabble 
over territory, Sion and Nihilus represent the most unified front for the Sith 
during this time. 

3,951 BBY: Canderous Ordo, now the Mandalore, reunites the Mandalorian 
clans and aids in the fight against the remnants of the Sith Empire. 

3,951 BBY: Under the guidance of a disguised Darth Traya, the Jedi Exile 
defeats Darth Sion and Darth Nihilus. Bao-Dur activates the Mass Shadow 
Generator on Malachor V again, destroying what is left of the planet, and 
Traya is defeated. 

3,950 BBY: The last remnants of the Sith Empire crumble, and the Republic 
once again establishes control over worlds that have been under Sith rule 
since the Great Sith War. 


“SOMETIMES YOU 
HAVE TO ENTER THE 


DARKNESS TO SAVE 
THE LIGHT.” 


-ALEK 
SQUINQUARGESIMUS 
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The galaxy is afar different place in the period many millennia before the Star Wars 
films take place. Some worlds that eventually rise to galactic prominence 
have not even been settled yet, and powerful worlds of a Knights of the 
Old Republic campaign will have been long forgotten by the time of the 
Clone Wars. 


PLANETS OF THE OLD 
REPUBLIC 


This chapter presents several new planet entries for worlds relevant to a 
Knights of the Old Republic campaign, as well as planetary updates for worlds 
described in Chapter 13 of the Saga Edition core rulebook. 


ALPHERIDIES 
Region: Expansion Region 
Climate: Cool 

Gravity: Standard 

Moons: None 

Length of Day: 21 standard hours 
Length of Year: 450 local days 
Sapient Species: 90% Miraluka, 7% Alpheridian, 3% other 
Government: Oligarchy 

Capital: None 

Major Exports: None 

Major Imports: None 


Knowledge (bureaucracy) 

DC RESULT 

15. Alpheridies has no planetary government; local officials rule small 
settlements and individual cities. 

20 Decisions affecting the entire planet are made by a council of 23 
representatives, one from each of the planet's major provinces. 


Knowledge (galactic lore) 

DC RESULT 

10 Alpheridies is located in the Abron system, Coreward of the Expansion 
Region and near a giant molecular cloud called the Veil. 

15 The planet's proximity to the system's Red Dwarf star caused the 
Miraluka to lose their eyes and evolve an ability to see through the 
Force. 

20 The Miralukan natives of Alpheridies are largely isolationist, and remain 
self-sufficient without the need for galactic intervention. 

25 The Miraluka of Alpheridies have only one known colony world, the 
planet Katarr. Though Alpheridies possesses interstellar capabilities, 
the Miraluka have only rarely ventured far from their homeworld. 
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ARKANIA 
Region: Colonies 


Moons: None 

Length of Day: 18 standard hours 

Length of Year: 277 local days 

Sapient Species: 98% Arkanian and Arkanian offshoots, 2% other 

Government: Corporate meritocracy 

Capital: Adascopolis 

Major Exports: Diamonds and raw materials, medical supplies, 
high technology 

Major Imports: Luxury items 


Knowledge (galactic lore) 

DC RESULT 

10 The frozen tundra of Arkania is home to a race of scientifically minded 
near-Humans, the Arkanians. 

15 Beneath the permafrost of the Arkanian landscape lie vast stores of 
naturally occurring diamonds, which are harvested by the natives and 
off-world contractors. 

20 Arkanian cities are designed to keep the cold out, and are mostly com- 
pletely enclosed. Off-world visitors rarely have to deal with the frigid 
conditions of the planet. 

25 The planet is populated by the indigenous Arkanians and a race of 
genetically modified offshoots, who are largely considered second-class 
citizens. 

30 Arkania is the site of a Jedi training academy, established by Master 
Arca Jeth. 


Knowledge (life sciences) 

DC RESULT 

15. The Arkanians are somewhat unscrupulous genetic tinkerers who 
are responsible for creating various "new" races thanks to their 
tampering 

25 Both their own Arkanian offshoots and the Quermians are the result 
of Arkanian genetic enhancements 


*THE ONLY THING 

MORE DANGEROUS 

THAN A FOOLISH 
ARKANIAN IS A 
SMART ONE.” 


—-MASTER ARCA JETH 


ARKANIA 


BELNAR 

Region: Colonies 

Climate: Temperate 

Gravity: Standard 

Moons: None 

Length of Day: 23 standard hours 
Length of Year: 347 local days 
Sapient Species: 98% Khil, 2% other 
Government: Colonial democracy 
Capital: Belnar City 

Major Exports: Luxury items 
Major Imports: None 


Knowledge (galactic lore) 

DC RESULT 

10 _Belnar is the Khil homeworld, and was once covered by vast swathes 
of swampland and marshes. 

15 Belnar is a peaceful world, and the Khil welcome outsiders. 

20 Though the Khil have developed large cities, the rest of the homeworld 
remains untouched by the species’ progress. 

25 Several large natural swamps, some covering tens of thousands of 
square miles in area, are the sites of numerous research expeditions 
made by xenobiologists from off-world 


CADOMA! PRIME 
Region: Outer Rim 

Climate: Tundra 

Gravity: Standard 

Moons: 1 

Length of Day: 27 standard hours 
Length of Year: 405 local days 

Sapient Species: 99% Snivvians, 1% other 
Government: Republic 

Capital: Brella 

Major Exports: Art 

Major Imports: Foodstuffs, raw materials 


Knowledge (galactic lore) 


oc 
10 


25 


RESULT 

Cadomai Prime is the homeworld of the Snivvian species, and is covered 
by tundra and open plains. 

Unlike other frozen worlds, Cadomai Prime has made a name for itself 
as a resort world where citizens of the galaxy can go to relax. 

The Snivvians have built large vacation complexes within their cities, 
and lure tourists to their world with their artistic and creative culture. 
Cadomai Prime is famous for producing a number of famous works of 
art, including a form of art known as transnovels—a combination of 
words and images that tells a story while on display. 


CATHAR 

Region: Expansion Region 
Climate: Temperate 

Gravity: Standard 

Moons: 1 

Length of Day: 24 standard hours 


Sapient Species: 99% Cathar, 19% other 
Government: Tribal 

Capital: None 

Major Exports: None 

Major Imports: Luxury goods, technology 


Knowledge (galactic lore) 

DC RESULT 

10 Cathar isa peaceful planet covered in vast plains with a diverse ecology 
similar to Human worlds. 

15 Cathar is home to the feline Cathar species, who live in cities built in 
huge trees that can house thousands of Cathar. 

20 Cathar tree-cities appear to be hand crafted, and the planet has little 
industrial manufacturing. 

25 ACathar tree-city is covered in artistic designs that tell stories of the 
city’s history and the histories of various important Cathar who have 
visited or lived in the city. 


DRAETHOS 

Region: Outer Rim 

Climate: Arid 

Gravity: Standard 

Moons: 2 

Length of Day: 19 standard hours 
Length of Year: 426 local days 
Sapient Species: 100% Draethos 
Government: Military dictatorship 
Capital: Avadrei 

Major Exports: None 

Major Imports: None 


Knowledge (galactic lore) 

DC RESULT 

10 The Draethos species hails from a mysterious Outer Rim world, which 
few outsiders have ever seen or visited. 

15. The planet is covered in barren mountain ranges and deep caves, and 
the world is known to be a hostile place for non-Draethos to visit. 

20 The Draethos homeworld is called "Draethos" by the galaxy at large, 
but its secret name is “Thosa.” 

25 No non-Draethos are allowed to settle on Thosa by the natives, and 
only a select few may visit for short periods. 


Knowledge (social sciences) 

DC RESULT 

20 Draethos society is extremely warlike, and the most powerful Draethos 
warriors on the planet rule the world with an iron fist. 

25 Draethos who do not follow the path of the warrior are exiled and 
forbidden to ever return to their homeworld, 
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DANTOOINE 

Region: Outer Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 2 

Length of Day: 25 standard hours 

Length of Year: 378 local days 

Sapient Species: 50% Human, 10% Dantari, 40% other 
Government: Oligarchy 

Capital: Garang 


Knowledge (galactic lore) 

DC RESULT 

10 Dantooine is a pleasant world covered in rolling hills, wide-open plains, 
and bountiful farmland available for cultivation. 

15 Dantooine has only a few scattered settlements, which are inhabited 
by wealthy farmers whose lands produce the majority of the planet's 
food exports. 

20 A Jedi enclave exists on Dantooine, serving as a training facility for Jedi 
away from Coruscant. After the Jedi Civil War, the enclave is destroyed, 
and only ruins remain, 

25 Dantooine is also the home to a primitive species known as the Dantari, 
who stay far away from most other settlements. 

30 Several temples and other structures scattered throughout the planet 
were built by the ancient species known as the Rakata, whose Infinite 
Empire stretched from one side of the galaxy to the other. 


FLASHPOINT 

Region: Outer Rim 

Climate: Barren 

Gravity: Standard 

Moons: None 

Length of Day: 1 standard hour 

Length of Year: 1,776 local days 

Sapient Species: 99% Human, 1% other 

Government: None (affiliated with Old Republic and Mandalorians) 
Capital: Flashpoint Station 

Major Exports: None 

Major Imports: Foodstuffs, raw materials, medical supplies, scientific 
technology 


A CONOUCTOR-CLASS LANDING CRAFT ON DANTOOINE 


Knowledge (galactic lore) 


DC RESULT 

15. Flashpoint isa barren rock that orbits extremely close to its sun, making 
the surface uninhabitable to nearly all forms of life. 

20 Flashpoint is the site of a research facility that uses shielding technology 
to protect it from heat and solar radiation. 

25 The research facility is protected by a magnetic field, and even environ- 
mentally sealed spacesuits are incapable of protecting a person from 
harm outside that magnetic field. 


Knowledge (physical sciences) 


DC RESULT 

20 Flashpoint's day lasts only one hour, and during the 30 minutes of 
darkness the world cools only slightly. 

25 Significant amounts of solar radiation cling to Flashpoint's surface, 
making any surface travel outside the magnetic field impossible, even 
during the short nighttime 


KORRIBAN 
Region: Outer Rim 
Climate: Arid 


Length of Day: 28 standard hours 

Length of Year: 780 local days 

Sapient Species: 1% Kissai, 19% Massassi, 98% other 

Government: Sith Empire 

Capital: None/Dreshdae 

Major Exports: None 

Major Imports: Foodstuffs, high technology, raw materials, weapons 


Knowledge (bureaucracy) 

DC RESULT 

15 The Czerka Corporation was given permission by the Sith to set up a 
settlement near the Sith Academy, in the city of Dreshdae. 


Knowledge (galactic lore) 

DC RESULT 

15 Korriban is the capital of the Sith Empire, and holds extreme significance 
to Sith, both old and new. 

20 Korriban is home to a Sith training academy, where young Sith are 
trained in the ways of the dark side of the Force. 

25 The planet is a massive crypt for ancient Sith Lords who lived during the 
Great Hyperspace War and before. Numerous tombs scattered across 
the planet house the remains of dead Sith. 

30 Prior to the arrival of the fallen Jedi who would found the Sith, the 
planet is inhabited by the Massassi species, and their Kissai cousins. 

35 Though the Massassi abandoned the planet long before they were 
enslaved by fallen Jedi, a few Massassi and Kissai settlements remain 
scattered across Korriban, in isolation. 
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LEHON 
Region: Unknown Regions 


Gravity: Standard 
Moons: 2 

Length of Day: 24 standard hours 
Length of Year: 370 local days 
Sapient Species: 100% Rakata 
Government: Tribal 

Capital: None 

Major Exports: None 

Major Imports: None 


Knowledge (galactic lore) 

DC RESULT 

25 Lehon isa distant world in the Unknown Regions. Explorers have ven- 
tured there, but none have returned. 

30. Lehon is a starship graveyard where thousands of ships from across 
millennia have crashed, never to escape. 

35 Lehon is home to an ancient species known as the Rakata, whose Infinite 
Empire once covered the galaxy. 


Knowledge (technology) 

DC RESULT 

30. Lehon is in the same star system as the Star Forge, an ancient space 
station constructed by the Rakata. 

35. Starships that enter the same system as the Star Forge are disabled by 
a magnetic field, which causes ships to crash on Lehon (if they are not 
destroyed outright). 


MALACHOR V 
Region: Outer Rim 


Gravity: Standard 
Moons: 1 

Length of Day: 31 standard hours 
Length of Year: 271 local days 
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Knowledge (galactic lore) 

DC RESULT 

10 Malachor V is an Outer Rim world that falls within the domain of the 
Sith Empire, and has been a hotly contested world for years. 

15 Prior to the end of the Mandalorian Wars, Malachor V is a fertile and 
hospitable world. It is an excellent site from which to stage campaigns 
throughout the Outer Rim, making it a tactically valuable planet. After 
the Mandalorian Wars, Malachor V js nearly uninhabitable, and visitors 
to the world face extremely harsh conditions. 


20 A massive battle renders Malachor V uninhabitable, and thousands of 


starships are dragged down to the ruined planet's surface. Before the 
Mandalorian Wars, the planet has several military bases scattered 
across the world, as well as a Sith academy. 

25 Malachor Vis destroyed by the Mass Shadow Generator, a superweapon 
that eradicates most of the Mandalorian space fleet. Before that fateful 


battle, the planet changes hands several times, and the Jedi constantly 


urge the Republic to seize the world to prevent further incursions from 
the Outer Rim. 


MANAAN 
Region: Inner Rim 
Climate: Temperate 
Gravity: 130% Standard 
Moons: None 


Sapient Species: 99% Selkath, 1% other 
Government: Tribal 

Capital: Ahto City 

Major Exports: Foodstuffs, kolto 

Major Imports: Foodstuffs, raw materials, technology 


AHTO CITY ON MANAAN, 


Knowledge (galactic lore) 

DC RESULT 

10 Manan is a peaceful planet whose inhabitants are wary of taking part 
in galactic conflicts. 

15 The Selkath natives of Manaan are amphibious creatures. Their cities 
exist both above and below the ocean's water line. 

20 The Selkath live in isolated cities, but trade and communications flow 
easily between settlements. The Selkath work well together, and have 
a natural rapport with other Selkath. 

25 The ocean floor of Manaan is home to numerous research facilities and 
other structures accessible only by submarine. 


Knowledge (life sciences) 

DC RESULT 

20. The Selkath harvest a plant known as kolto, which is used in the creation 
of a bactalike substance with miraculous healing powers. 

25 When refined, kolto is used to create advanced medpacs, a quick means 
of repairing superficial wounds, but bacta is still better suited to healing 
grievous wounds. 


ODRYN 

Region: Outer Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 2 

Length of Day: 41 standard hours 
Length of Year: 303 local days 

Sapient Species: 99% Feeorin, 1% other 
Government: Tribal 

Capital: None 

Major Exports: None 

Major Imports: Luxury items, technology 


Knowledge (galactic lore) 

DC RESULT 

10 Odryn is the largest colony world of the Feeorin, a long-lived species 
whose original homeworld was lost well before most histories began. 

15 Odryn isa lush forest world with an average temperature that makes it 
just hot enough to be uncomfortable for Humans, though the Feeorin 
find it pleasing. 

20 Though the planet is home to the largest number of Feeorin in the 
galaxy, actual settlements on Odryn are few and far between, as the 
world is still relatively uninhabited. 

25 The security force protecting Odryn carefully monitors any off-world 
visitors and space traffic around the planet, and it has been known to 
spy on non-Feeorin out of suspicion. 

30 Several ships and their crews have vanished after landing on Odryn, 
and many suspect that the Feeorin security force is responsible. 


ONDERON 

Region: Inner Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 4 

Length of Day: 28 standard hours 
Length of Year: 405 local days 

Sapient Species: 99% Human, 1% other 
Government: Monarchy 

Capital: Iziz 

Major Exports: None 

Major Imports: High technology, weapons 


Knowledge (galactic lore) 

DC RESULT 

10 Onderon is an out-of-the-way world in the Inner Rim. The largely Human 
population is distrustful of outsiders and aliens, 

15 Onderon's great walled cities are built for defense, a necessity stem- 
ming from the frequent skirmishes between Onderon’s natives and the 
beasts from the planet's moon, Dxun. 

20. For over three hundred years before the beginning of the Great Sith 
War, the planet is ravaged by a conflict with exiles from the city of Iziz, 
who tame beasts from Dxun to use against their fellow Onderonians in 
combat. 

25 For several centuries, the ruling families of Onderon exiled criminals and 
political dissidents from Iziz, leaving them to be killed by beasts from 
Dxun. These dissidents formed the core of the resistance movement, 
who fought against the Onderonians in the Beast Wars. 

30 Prior to the Great Sith War, the rulers of Onderon are steeped in the 
lore of the dark side of the Force, stemming from the planet's conquest 
by the Dark Lord of the Sith, Freedon Nadd. 


Knowledge (physical sciences) 

DC RESULT 

20 Dxun, one of Onderon’s moons, orbits so close to the planet that it 
periodically brushes Onderon’s atmosphere, allowing creatures to 
escape Dxun and make their way to the surface of Onderon. 


PERAGUS II 

Region: Outer Rim 

Climate: Uninhabitable 

Gravity: Standard 

Moons: None 

Length of Day: 14 standard hours 
Length of Year: 417 local days 
Sapient Species: None 

Government: None 

Capital: None/Peragus Mining Facility 
Major Exports: Fuel 

Major Imports: Foodstuffs, technology 


Knowledge (galactic lore) 

DC RESULT 

15 Peragus Il is the site of a mining operation that produces starship fuel 
in modest quantities. 

20. Peragus Il is a broken world, the remains of which float in an asteroid 
belt in the Peragus system. 

25 Peragus II was once a terrestrial world, but a mining accident caused 
an explosion deep beneath the planet's surface, blowing the planet 
apart and creating the Peragus asteroid belt. 

30 Mining facilities on the asteroid remains of Peragus Il now go to 
great lengths to prevent further explosions of the volatile planetary 
remains. 


Knowledge (physical sciences) 

DC RESULT 

20 Peragus II's core was exposed when the planet exploded, and molten 
tock within the core can still be seen from space. 

25 The volatile chemicals in Peragus II's crust were mostly consumed in 
the explosion, but traces of these chemicals remain in the asteroids 
(and in heavy concentrations in the large solid chunk that remains of 
the planet). 
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Climate: Temperate 

Gravity: Standard 

Moons: 1 

Length of Day: 24 standard hours 

Length of Year: 314 local days 

Sapient Species: 30% Human, 70% other 
Government: Republic 

Capital: None (ecumenopolis) 

Major Exports: Luxury items, technology 
Major Imports: Food, raw materials 


Knowledge (bureaucracy) 

DC RESULT 

15  Taris is the home of Lhosan Industries, one of the foremost manufac- 
turers of speeders and swoops. The senator from Taris has close ties to 
Lhosan Industries, which earns favorable treatment for the world. 


Knowledge (galactic lore) 

DC RESULT 

10 Taris is a highly populated world that was once considered the “Capital 
of the Outer Rim" by travelers. 

15 An ecumenopolis, the city of Taris covers the entire surface of the 
planet, similar to Coruscant and Nar Shaddaa. 

20 Taris sees an economic boom in the years leading up to the Great Sith 
War, thanks in part to the support of speeder manufacturer Lhosan 
Industries. During the Mandalorian Wars, Lhosan withdraws its support 
from Taris, and the planet's prosperity decays rapidly. 

25 Like other city-planets, Taris is divided into multiple city layers, as well 
as districts. Inhabitants of the Upper City maintain a luxurious lifestyle, 
but those in the Lower City and the Undercity live without comforts. 

30 The Undercity of Taris is infested with rakghouls, a species of mutated, 
feral humanoids, who plague the planet's less fortunate inhabitants. 


TELERATH 

Region: Inner Rim 

Climate: Tropical 

Gravity: Standard 

Moons: 2 

Length of Day: 26 standard hours 

Length of Year: 374 local days 

Sapient Species: 30% Human, 10% Arkanian and Arkanian offshoots, 
60% other 

Government: Corporate meritocracy 

Capital: None 

Major Exports: Business goods 

Major Imports: Foodstuffs, luxury items, raw materials, technology 


TeLeRATH 


Knowledge (galactic lore) 

DC RESULT 

10. Telerath is a pleasant world owned by the Telerath Interstellar Banking 
Initiative, which offers first-class financial services. 

15 Unlike other corporate-owned worlds, Telerath exists solely for the 
service of its customers. Visitors to Telerath are guaranteed face-to- 
face customer service, and the Initiative pays for nearly everything on 
the planet, much of which is provided to customers for free. 

20 Visitors come to Telerath not just for financial services but also for 
vacation and recreation, as the planet boasts beautiful vistas and a 
wide variety of entertainment. Profits from such ventures go toward 
enhancing the Telerath experience. 

25. Telerath is mostly owned by the Arkanian company Adascorp, with a 
small piece of ownership held by the Draay Trust. Adascorp agents can 
be found all over Telerath, though they stay out of the way of everyday 
business. 


TELOS IV 


Region: Outer Rim 
Climate: Temperate 
Gravity: Standard 
Moons: None 


Sapient Species: 35% Human, 65% other 
Government: Republic 

Capital: Thani 

Major Exports: Foodstuffs 

Major Imports: Luxury items 


Knowledge (galactic lore) 

DC RESULT 

10 Telos IV is an important Republic world. Its military and economic 
powers are instrumental for the Republic's survival. 

15. Telos IV is covered in hills and grasslands, with frozen polar regions, 
which supply water to the rest of the planet through an elaborate 
irrigation system. 

20 The Republic Agricultural Corps produces large amounts of foodstuffs 
on Telos IV, most of which feeds the Republic military presence on the 
world, 

25 Telos IV is one of the few worlds under direct control of the Galactic 
Republic, and the planet's security is managed by the Telos Security 
Force, a division of the Republic Judicial Department. 

30. Czerka Corporation agents have been infiltrating the Telosian govern- 
ment for years, though they lack enough strength and influence to 
affect events on the planet until well after the Jedi Civil War. 


PLANETARY UPDATES 
Familiar planets undergo significant changes over the centuries between 
these troubled times and the Galactic Civil War. Some of these planets are 
quite different in Knights of the Old Republic campaigns, and the updates in 
this section should provide Gamemasters with enough information to use 
these planets in this era. 


BESPIN 

The gas giant Bespin has not yet been colonized during this time period, and 
will not be until 1,989 BBY when Cloud City is first commissioned. However, 
hyperspace scouts discover Bespin years before the Galactic Civil War, and 
a number of corporations try—and fail—to establish Tibanna gas mining 
operations above the world. With the decline of pulse-wave weapons and 
the ascension of blaster weapons, the undeveloped world of Bespin is rising 
in importance to the galactic economy. A number of corporations continue 
to lobby the Galactic Senate for mining rights to Bespin, though corporate 
lobbies keep the Senate tied up in procedures as each company jockeys for 
position. 

The carbonite-rich planet Empress Teta stakes an extremely strong 
claim to Bespin, because explorers from the Hyperspace Navigators Guild— 
whose guildhouse is on Empress Teta—discovered the world. No permanent 
outposts are established above Bespin, and Tetan mining operations consist 
mainly of large repulsorcraft dipping into Bespin's atmosphere to scoop up 
gas where they can. During the Mandalorian Wars, a fleet of Mandalorian 
warships destroys most of the Tetan mining infrastructure, hoping to break 
up the Tibanna gas supply chain for the Republic. Following this attack, few 
companies have the time or resources to attempt to mine Bespin, and the 
planet remains nearly unheard of until the founding of Cloud City. 


BoTHaAwul! 

The Bothans have long been members of the Galactic Republic, and in a 
Knights of the Old Republic campaign Bothawui is one of the most recogniz~ 
able and heavily trafficked planets in the Republic. In the millennia preceding 
the Great Sith War, rapid expansion of hyperspace lanes opens up new worlds 
to exploration and investigation, and Bothans found their first colony on the 
world of Kothlis. Moreover, Bothawui's influence in the Galactic Senate is 
considerable, and many of the Republic's bureaucratic committees meet on 
Bothawui to discuss matters of government. 

More important, the Bothan Spynet is beginning to grow at an expo- 
ential rate, Each new hyperspace route quickly has dozens of Bothans 
traveling across it to reach new worlds. As the Bothans send agents to join 
the inhabitants of dozens of newly discovered worlds, information begins 
to flow through Bothawui back to the Republic about the expanding known 
galaxy. Moreover, Bothawui becomes a hub of not only information but 
trade as well. Bothan spies, returning from stints on distant worlds, bring 
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back exotic items to sell on Bothawui’s open market. Collectors of rare items 
flock to Bothawui, and many Bothan explorers become wealthy overnight. 
Bothawui becomes a world not only of abundant information but also of 
abundant opulence. The Bothan homeworld is more prominent and more 
envied than any other time in galactic history. 


CEREA 

The Cerean homeworld has not yet established a formal connection with the 
galaxy at large, nor with the Galactic Republic. Such contact does not come 
for several millennia yet, though the planet does appear in the Navigators’ 
Guild database as Planet 36-AFE-2C, with a note that the scouts encountered 
no intelligent life on the world nor any valuable resources. Despite this entry, 
Cerea has had contact with the outside galaxy, and it has not been pleas- 
ant. Shortly after the planet was discovered, a secret expedition is sent to 
the world by Adascorp, the Arkanian corporation operated by Lord Adasca. 
After encountering resistance from the natives, the Adascorp agents kidnap 
an entire village of Cereans and flee the world, leaving behind several dam- 
aged and destroyed starships, which leak fuel and pollute the area around 
the landing site. 

Since the failed Adascorp mission to Cerea, few ships have even chanced 
by the planet. Well away from most common hyperspace routes, Cerea sees 
visits from the outside only once every decade or so, and those starships 
rarely land because they are merely Navigators Guild survey vessels updat- 
ing their records. The Cerean people are wary of visitors after the violent 
encounter with Adascorp agents, and they have turned against technology 
of any kind. 


CORUSCANT 

Already the most important and prominent world in the galaxy, Coruscant is a 
bustling planet where decisions affecting the entire galaxy are made. Though 
the Republic fights to defend itself against threats from all sides, Coruscant 
isa shining gem at the center of the Core. It serves as a bastion of civiliza- 
tion in a darkening galaxy. Coruscant changes little in the time between the 
Great Sith War and the Clone Wars, and most of the features of Coruscant 
that are seen in later years are already in place by this time. 

Coruscant has seen its share of battles, however, and continues to do so 
throughout the wars that plague the galaxy during this time. The defenses 
around Coruscant are tougher than they will be during the fall of the Republic 
a few millennia later, and security procedures during this time more closely 
resemble those that will be in place during the reign of the Galactic Empire. 
Corporations volunteer their security firms to help police and protect Corus- 
cant, which the Senate allows as a part of the rebuilding process following the 
Great Sith War. As a result, visitors are just as likely to encounter corporate 
enforcers as Republic military personnel when arriving on Coruscant, a fact 
that gives citizens of the Republic pause. 


DORIN 

Already a member and staunch supporter of the Galactic Republic before the 
Great Sith War, the home planet of the Kel Dor is rarely visited because of 
natural hyperspace hazards nearby. Though Dorin sees little traffic, it plays 
an important role in galactic politics, particularly in the affairs of the Jedi. 
The Kel Dor have sent as many Padawans to train with the Jedi Order as any 
other species except for Humans. So many Force-sensitive Kel Dor have been 
discovered that the Republic funded a Jedi Enclave on Dorin. Though only 
Kel Dor students can study at the enclave regularly because of the planet's 
unique atmosphere, Jedi of other species sometimes visit the world (using 
environment-filtering breath masks) to study the exceptional Force abilities 
taught by Kel Dor Jedi Masters. 

The enclave on Dorin continues to send new Jedi to help defend the 
Republic, but the planet provides far more to the galaxy. Following each 
of the wars of this era, teams of Kel Dor travel to various planets to aid in 
reconstruction efforts. The Kel Dor knack for helping environmentally ravaged 
worlds earns them a positive reputation, making Kel Dor welcome on nearly 
every world. Dorin remains untouched during the major conflicts of this time 
because it is too difficult for most space fleets to reach. However, after the 
Jedi Civil War, Sith assassins infiltrate the Jedi Enclave on Dorin and manage 
to exterminate nearly every Jedi present. 


DuRO 
The world of Duro is one of the earliest members of the Galactic Republic, 
and like Bothawui it has risen to prominence thanks to that association. The 
Duros are some of the galaxy's foremost hyperspace explorers, and their 
knowledge of space lanes exceeds that of nearly any other group in the 
galaxy. As a result, the world of Duro is a prominent travel hub during the 
years leading up to and following the Great Sith War. Not only is Duro a Core 
World that acts as a gateway to the Colonies, starships that pass through 
Duro are more likely to obtain the most accurate hyperspace navigation 
data available—rivaled only by data obtained on Empress Teta. Thousands 
of starships pass through the space above Duro every day, and hyperspace 
explorers consider it the best launching point for expeditions. 
Unfortunately for Duro, the planet's reputation as a hub of hyperspace 
travel comes back to haunt it during these war-torn years. The Mandalorians 
devastate Duro, reducing its infrastructure to rubble and destroying most 
of its orbital space platforms in an attempt to cut off a major hyperspace 
lane for the Republic. Later, the Sith Empire stages its invasion of the Core 
from Duro. 


A DEVASTATOR WAR DROID ON KORRIBAN 


GAMORR 

The primitive world of Gamorr has already been visited many times by the 
time of the Great Sith War, and Gamorreans have spread throughout the 
galaxy, The Hutts have been rounding up Gamorrean slaves and mercenaries 
for years, depositing them on distant worlds to protect their interests. During 
these war-torn years, Gamorreans see unprecedented expansion into the 
galaxy, because of their warrior culture. The undeveloped planet produces 
some of the most violent and ravenous mercenaries in the galaxy, a fact 
some factions use to their advantage. 

Prior to obtaining the services of the Mandalorians, the combined Krath 
and Sith armies seek to bolster their ranks by scooping up thousands of 
Gamorrean mercenaries to serve as cannon fodder against the Republic in 
the Great Sith War. Krath and Sith ships arrive daily to obtain more Gamor- 
rean warriors, and Gamorr is considered to be under Sith occupation. When 
the Republic drives the Sith forces away from Gamorr, the world returns to 
a state of primitive isolation that lasts until after the Jedi Civil War. Though 


both the Mandalorians and the Sith Empire avoid the planet, several Sith 
warlords press Gamorrean mercenaries into their service during the Dark 
Wars, and the planet changes hands among nearly a dozen Sith warlords 
during this time. 


IRIDONIA 

Home of the Zabrak, Iridonia is frequently among the first planets to be 
pulled into war. A Mid Rim world situated near important hyperspace lanes, 
lridonia is one of the gateway planets that connects the Outer Rim to the 
Inner Rim. At the start of the Mandalorian Wars, Iridonia is one of the first 
planets to be invaded. It suffers heavy losses in the initial wave of attacks 
because the planet's defenders fight aggressively and recklessly to repel the 
invaders. Though the Republic eventually liberates Iridonia and the planet 
subsequently joins the Republic's war against the Mandalorians, many of the 
planet's soldiers are recruited and indoctrinated by the Mandalorians, joining 
the enemy cause before the Republic can free their home world. 

Iridonia is the site of several battles throughout these dangerous years. 
The First Battle of Iridonia is a turning point in the Great Sith War. Jedi-led 
Republic forces rout the combined armies of the Krath and Sith, driving 
them back and gaining significant momentum. During the Jedi Civil War, 
the planet changes hands several times as the Sith and the Republic clash 
over the planet, which is used as a staging point for both militaries. The 
Zabrak suffer heavy losses during the Jedi Civil War, though they never stop 
fighting the Sith invaders. After the Jedi Civil War, Iridonia's eight colonies 
become independent, but cooperative, worlds, because the central govern- 
ment on lridonia cannot maintain control of the colonies when the home 
planet is occupied. 


ITHOR 

One of the oldest members of the Republic, Ithor can be an extremely impor- 
tant world in a Knights of the Old Republic campaign. The Ithorian aptitude 
for biology, botany, and other life sciences sends the planet's natives across 
the galaxy, and the nearly untouched ecosystem of Ithor becomes a valu- 
able asset to the Republic throughout the various wars of the time. Ithorian 
scientists—working side by side with Selkath marine biologists—first dis- 
cover the methods of using kolto to produce exceptionally powerful healing 
salves. Ithorian efforts to produce new strains of kolto that grow in Ithor's 
jungles meet with mixed results, but the planet still is a primary source of 
agricultural and medical supplies during the wars and the rebuilding periods 
following each of them. 

Realizing the military value of Ithor early in the Great Sith Wer, the Repub- 
lic stations a massive planetary defense fleet around the world. The fleet is 
increased during the Mandalorian Wars and the Jedi Civil War. Though the 
Republic presence is strong, enemy forces attempt to infiltrate the world in 
indirect ways. Sith saboteurs manage to disable at least two Ithorian hardships, 
sending them crashing into their jungles and causing the native Ithorians to 
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partially withdraw from the war effort. Though Ithorians are a common and 
welcome sight throughout the galaxy, the Republic presence at Ithor—ostensibly 
there for the planet's protection—takes a firm and arguably forceful hand in the 
planet's defense, instituting strict policies that border on martial law. 


KASHYYYK 

During the period following the Great Sith War, Kashyyyk is an occupied 
world, oppressed and controlled by the Czerka Corporation. Because of 
Czerka's investment in the Republic's rebuilding efforts, the Senate grants 
Czerka domain over Kashyyyk, citing the corporation's discovery of the world 
as justification for the control of the planet. Believing the world to possess 
no sentient life (though this attitude is likely one born more of prejudice than 
scientific research), the Czerka Corporation ignored the native Wookiees' 
designation for the world and renamed it Edean. Czerka took control of the 
world against the Wookiees' wishes and began allowing slavers to have free 
rein over the planet's native inhabitants. 

Kashyyyk remains under Czerka control until after the Jedi Civil War, 
when Wookie natives rise up against their corporate occupiers to liberate 
their home world. Prior to that, Kashyyyk largely escapes the conflicts of 
the Mandalorian Wars and the Jedi Civil War, as both sides of each conflict 
see that Kashyyyk offers little value but would be difficult to capture. With 
its dangerous and unstable terrain, Kashyyyk is valued only by the Czerka 
Corporation, which treats the Wookiees as less than sentient and exploits the 
planet's natural resources and native population for its own profit. 


MON CALAMARI 

Only recently discovered by explorers from the Galactic Republic, Mon Cala- 
mari isa new and mysterious planet whose inhabitants are largely unknown 
to the majority of Republic citizens, Little is known about Mon Calamari 
during this time because its discovery just prior to the Great Sith War is not 
widely publicized. Though the natives of Mon Calamari are technologically 
advanced and possess a seemingly inherent aptitude for starship construc- 
tion and design, most other Republic worlds are reluctant to trade with Mon 
Calamari since its two native species appear to be constantly on the brink of 
war with one another. Mon Calamari has begun to deal tentatively with the 
Republic, but relations are far from solid. Mon Calamar! is far from becoming 
the staunch supporter of the Republic it will be in the future. 

Mon Calamari is an isolated world with few outsiders during this time. 
The Quarren natives are occasionally defensive—even violent—when con- 
fronted by outsiders, and the Mon Calamari are reluctant to trust anyone 
from off-world. Mon Calamari has not yet become a prominent starship 
manufacturer, though the planet does possess early hyperspace technology, 
and its inhabitants have been exploring nearby star systems for several years. 
Cities on Mon Calamari have not yet been adapted for visitors from other 
worlds, and the settlements on the planet are largely underwater, making a 
visit to the planet difficult for outsiders. 


NaBoo 

One of many planets first colonized during this time, Naboo is an untamed 
world inhabited only by the native Gungans. The first Humans settle Naboo 
shortly after the Jedi Civil War, and the Gungans live in underwater cities, 
seemingly unaware of the events of the galaxy at large. Prior to the Jedi Civil 
War, no records of visits to Naboo by Republic explorers exist. An explorer 
named Kwilaan supposedly discovers the planet after the end of the Dark 
Wars. However, Kwilaan might not have been the first person to visit the 
planet, because the Gungan natives seem unperturbed by the arrival of 
Kwilaan’s expedition, as though they had encountered Humans before. Most 
likely, previous visits to the world were not recorded, though the explorers 
find no trace of such landings. 

Naboo is a pristine world, untouched by technology except for what little 
the Gungans possess. No civilization exists above the water line, and the 
planet's rolling plains and beautiful landscapes are untainted by cities or other 
settlements. Despite its beauty, Naboo is a dangerous world, with a number 
of large predators both on land and in the seas, and traveling to Naboo can 
be nearly as dangerous as visiting the jungles of Kashyyyk. 


NAR SHADDAA 

By the Great Sith War, Nar Shaddaa is already a dangerous place infested 
with criminals of all stripes, Nar Shaddaa sees a massive influx of refugees 
from hundreds of worlds passing through the Smuggler's Moon on their way 
to safer worlds. Though the planet is a dangerous place, huge numbers of 
refugees put down roots in Nar Shaddaa, forging a new life on a world where 
they have little to fear from governments or wars. 

Nar Shaddaa falls under the control of the Exchange during these years, 
becoming a strong base of operations for the vast criminal organization. 
The Exchange acts much like a government on the largely lawless world of 
Nar Shaddaa, imposing its own form of order wherever it sees fit. Most visi- 
tors to Nar Shaddaa have a brush with the Exchange, usually encountering 
low-ranking lackeys. Though the Hutts continue to fight the Exchange for 
control of the world, their power has waned, and Nar Shaddaa is, at least 
temporarily, firmly in the domain of the crime syndicate. 


RODIA 
The Rodians are, like Ithorians and Twi'leks, among the most common non- 
Human species seen throughout the galaxy. During this time, Rodia has a 
unique and valuable resource waiting to be exploited by all parts of the 
galaxy: Rodian hunters. The Republic, the Sith, the Exchange, and other 
factions continually vie for the favor of Rodia, hoping to woo the skilled 
hunters to their side in nearly every conflict. Rodians play these factions 
off of one another, building up wealth while never committing fully to one 
side or another. 

Rodia remains largely neutral throughout most of this time—with one 
notable exception. During the Jedi Civil War, Sith forces attempt to destroy 
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the planet using the massive firepower of the Star Forge fleet, hoping to deny 
the Republic one of its greatest sources of scouts and explorers. Before this 
plot can succeed, however, the Jedi uncover it and signal the Republic fleet, 
which comes to Rodia's rescue. The Battle of Rodia is a pivotal battle in the 
Jedi Civil War, and after the Republic repels the Sith fleet, Rodia officially 
joins the war on the side of the Republic. Individual Rodians still work for the 
Sith and other factions, but Rodia does not forget its debt to the Republic 
for the remainder of the war. 


RYLOTH 

A longstanding member of the Republic, Ryloth is of little intrinsic value 
during the wars of this time, and it is largely ignored by the various militar- 
ies. Though Twi'leks join the fight on various sides during the wars of the 
period, officially Ryloth is a Republic world. The planet's allegiance holds 
little sway over its citizens, however. Important and influential Twi'leks join 
the ranks of the Republic, the Jedi, the Sith, the Exchange, the GenoHaradan, 
and dozens of other organizations. This leads to significant internal strife on 
Ryloth, since the government's unwillingness to rein in its own citizens leads 
to conflicts among the Twi'leks. One family might support the Republic, but 
another might have a son studying at the Sith Academy on Kortiban, creating 
divided loyalties within communities. 

Ryloth is on the brink of civil war throughout this time. Though dis- 
agreements between individuals, families, and settlements rarely come to 
violence, skirmishes break out from time to time. The Twi'lek clans are hard 
pressed to keep the peace. The inhabitants of Ryloth seethe as ideological 
differences between neighbors create an environment of dislike, distrust, and 
occasionally hatred that leads to violent outbursts. Riots are not uncommon 
on Ryloth during this time, though the clans manage to stop them before 
they do too much harm: 


SuULLUST 
A Republic world since before the Great Hyperspace War, Sullust is at the 
center of many conflicts during this time. Sullust is tactically important as a 
hub of trade along the Rimma Trade Route. With varying degrees of success, 
several factions attempt to blockade Sullust and disrupt commerce along the 
Rimma Trade Route. Though the space above Sullust is frequently filled with 
military vessels, either blockading or defending the world, the planet's volatile 
environment is as unappealing to the Sith and Mandalorians as it is to most 
of the Republic. Few skirmishes take place on the planet's surface 

Since Sullust’s infrastructure is rarely affected by the various wars, 
the SoroSuub Corporation continues to produce vehicles, starships, and 
other technological marvels unimpeded by galactic strife. In fact, the few 
skirmishes on Sullust involve enemy forces trying to sabotage SoroSuub 
installations, which provide military technology to the Republic. Occupying 
forces are rarely in place for long, because the Republic assiduously defends 
the planet against outside invaders, keeping SoroSuub technology flowing 
to the Republic war effort. 


TATOOINE 

Out of the way and of little interest to military forces, Tatooine is under the 
control of the Czerka Corporation during this time. Anchorhead is the only 
active settlement on the planet. Anchorhead is a modest outpost for Czerka 
operatives and a few other entrepreneurs who have made their way to the 
distant Outer Rim world hoping to find their fortune mining the desolate 
world. The two indigenous peoples of Tatooine—Tusken Raiders and Jawas— 
have made contact with the settlers; the Sand People violently oppose Czerka 
operations, and the Jawas seize the opportunity to make a hefty profit from 
the ill-prepared newcomers. 

Tatooine sees little military action during this time. The Mandalorians 
avoid the planet entirely, and the Sith visit the planet individually only when 
Revan and Malak seek out ancient Rakatan star maps to help find the Star 
Forge. Realizing that the planet is of little interest, yet possessing the basics 
of civilization, criminals flock to Tatooine as a short-term hiding place from 
the long arm of the law. The Hutts show a small amount of interest in the 
planet, and both the Exchange and the GenoHaradan have influence over 
the Anchorhead colony. 


TRANDOSHA 

By the time of the Great Sith War, Trandosha has been a part of the Republic 
for several centuries, though it has not integrated itself into the Republic as. 
thoroughly as other planets. In fact, though the world has representation 
in the Galactic Senate, Trandosha itself has little Republic presence. The 
recent discovery of Kashyyyk, however, opens up new avenues to galactic 
prominence for Trandosha. The planet negotiates with the Czerka Corpora- 
tion to gain slaving rights to Wookiees, beginning a millennia-long struggle 
between the Wookiees and the Trandoshans. 


BOSALLIEZVS HLOVIVA 


“i CHAPTER IX. 
THE JEDI 
1) 


ESS 


Eons ago, the Jedi Order was whole and in pursuit of a deeper understanding 
of the Force. However, some were not content with the Jedi path and turned 
to the dark side of the Force. They abandoned their pasts and were driven to 
the farthest reaches of the galaxy by the remaining Jedi. For thousands of 
years, the Jedi thought their long-lost traitorous comrades gone and forgot- 
ten. But when hyperspace explorers discover an empire ruled with an iron fist 
by the descendants of those fallen Jedi, the Order realizes that the exiles had 
found and enslaved a people called the Sith, taking the name as their own. 
When the whole of this Sith Empire turns its terrifying might against the 
Republic in The Great Hyperspace War, the Jedi fully grasp the consequences 
of that nearly forgotten decision to banish their fallen comrades. 

Some Jedi denounce the Order's zeal to extinguish every trace of the Sith 
in the war's aftermath, and many think the Sith extinct. Then the mortal 
enemy of the Jedi returns in force. First the Jedi Knights Exar Kun and Ulic 
Qel-Droma turn to the dark side and ally themselves with the Krath, a dark- 
side cult borne of ancient Sith tradition. As the newly revived Sith Empire 
thrusts the galaxy into the conflict that would come to be called the Great 
Sith War, Ulic Qel-Droma cements his power by defeating the Mandalore and 


binding the Mandalorian warrior clans to his cause. The Jedi face not only 
fanatical soldiers and skilled warriors but also their own comrades; Jedi flee 
the Order to join the Sith cause, and the Sith begin to regain the numbers 
they once had during the Great Hyperspace War. 

During this time, the Jedi Order is at the summit of its power and self- {zs} 
confidence. The Jedi High Council is a largely ceremonial body with no real 4 
authority over Jedi, Jedi Masters and Watchmen are entrusted to maintain I 
peace and train the new generations of Jedi, allowing remarkable diversity a) 
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and freedom of ideas. Though a dichotomy of “light” and “dark” remains | 
firmly entrenched, schools of thought abound about how to best serve the 

Force. Jedi Padawans are regularly accepted in their teens and twenties, and 
even though Jedi Knights rarely take more than two apprentices, a single | 
Jedi Master might have dozens. Unfortunately, the Jedi suffer heavy losses 

during this war, and by the time the Jedi defeat Qel-Droma and the rest of | 
the Sith Empire their numbers are drastically diminished. | 
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THE RESTORATION 
(3,995-3,966 BBY) 

Humbled by the Great Sith War, the Jedi undertake major reform. The Jedi 
Council seeks to hold Jedi Masters and Watchmen to a higher standard of 
accountability and asserts more uniform practices. But as Jedi Code appen- 
dices indicate, Jedi do not rule over others, and the council faces a long, 
uphill battle toward claiming unquestioned authority. 

Tension is thick as differing points of view polarize the order, and the 
council seeks a responsible median. The Republic views the Jedi Council's 
newfound sternness as positive, but Jedi accustomed to a looser hierarchy see 
the council as oppressive in its influence. Conversely, some Jedi are enthusi- 
astic about implementing more stringent policies, The secret Jedi Covenant 
is one example of a reactionary group that Jedi heroes might oppose. 

Though few galaxy-spanning threats are apparent during this time, the 
Jedi must still deal with remnants of the Sith Empire, though this is a lower 
priority given their need to rebuild the order. The Jedi expunge the Mecrosa 
Order from the decadent Tapani Sector, and the Great Hunt turns Jedi into 
exterminators, slaying terentateks and other Sithspawn left over from the 
Great Sith War. However, the Order returns to some semblance of normal 
operation, with Jedi running down pirates, breaking up crime rings, adjudi- 
cating planetary disputes, and fighting pockets of Mandalorian marauders 
on distant worlds. 


THE MANDALORIAN WARS 
(3,965-3,960 BBY) 

Once again the galaxy plunges into war as the Mandalorians, thought dis~ 
organized after their defeat in the Great Sith War, begin their onslaught of 
Republic worlds at the command of Mandalore the Ultimate. Even though Jedi 
numbers have recuperated, their confidence and solidarity has not. This first 
interstellar crisis since the Great Sith War highlights the rift in Jedi ideology, 
with rogue Jedi pressing the Council to help the Republic and the Jedi Council 
taking a stance of noninvolvement. Once the charismatic Jedi Knight Revan 
defiantly joins the Mandalorian Wars, other Jedi must choose a side. The 
Revanchists, as those Jedi who choose to defy the Council and join the war 
are called, are heralded as heroes by the Republic and its citizens. 

Jedi fighting the Mandalorians experience regular interaction with grate- 
ful Republic soldiers as they share the mess halls, battleships, and front lines. 
Reluctant Jedi are drawn into the war, but some of Revan’s followers abandon 
the fight once they see how thoughtlessly their leader approaches the dark 
side. Some of Revan's recruits are spies, reporting back to the council, but 
few are prepared for Revan's betrayal. At Malachor V, Revan confronts Man- 
dalore the Ultimate, drawing him into a trap and activating a superweapon 
known as the Mass Shadow Generator. The Mandalorians are destroyed, but 
celebrations are cut short as Revan, already steeped in the dark side from his 
dealings with Sith remnants, flees to the Unknown Regions, taking a large 
piece of the Republic military with him. 


THE JEDI Civil WAR 
(3,959-3,956 BBY) 

When Revan and Malak Return from the Unknown Regions at the head of 
a revitalized Sith Empire, the Jedi are inevitably drawn into the conflict as 
the Republic fights to defend itself against the might of the Sith. Though 
the Jedi Civil War is precipitated by a betrayal from within their own ranks, 
the Jedi have been preparing for battle since the Great Sith War. Witnessing 
the Sith corruption of Revan's army, the Jedi are again filled with conviction, 
fighting with impunity beside loyal Republic soldiers. Popular opinion of the 
Jedi, however, has declined steeply. Failing to comprehend the convoluted 
causes of the invasion of the Sith Empire, the galactic citizenry understands 
only that Jedi they once championed against the Mandalorians have now 
betrayed them; hence, they refer to the conflict as the Jedi Civil War. 

The Jedi Civil War rages for several years until the Council decides to 
deal the Sith a major blow. A Jedi strike team, led by legendary Jedi Knight 
Bastila Shan, lands on Darth Revan's flagship, captures him, and brings him 
back to the Republic. The Jedi convert Revan back to the light side of the 
Force, purging from him the corruption of the Sith. With Revan's help the 
Jedi locate the Star Forge—the source of the Sith military's resurgence—and 
defeat Darth Malak. Having defeated the Sith leaders, the Jedi continue to 
struggle against the remnants of the Sith Empire, who retreat behind their 
borders to recuperate. 


THE DARK WARS (3,955-3,951 
BBY) 
With their leaders defeated, the Sith Empire crumbles, and the Jedi face not 
a single, united Sith front, but instead a dozen or more Sith warlords who 
fight against the Republic, the Jedi, and each other. Unfortunately for the 
Jedi, a small cadre of Sith warlords manage to band together long enough 
to deal a staggering blow to the Order, using assassins to decimate the Jedi, 
leaving but a handful of survivors. This is a dire time for the Jedi. Reeling 
from crippling losses sustained during the Jedi Civil War, the Order hobbles 
on the brink of extinction. The Jedi Council's authority has completely broken 
down and satellite academies are near-empty. The surviving Jedi are on a 
desperate mission to find the source of the killings. 

After the Sith Triumvirate is discovered and eliminated by a surviving Jedi, 
the few remaining Jedi resurrect the Order from the ashes of its defeat. 
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KNIGHTS OF THE 
GALACTIC REPUBLIC 


The following archetypes can be used by Gamemasters in any Knights of the 
Old Republic campaign. 


GRAY JEDI 

Since The Great Sith War, the Jedi Order has undergone serious change. 
Historians revisit the Jedi Code to produce a more literal and more restrictive 
translation of the ancient credo. Falling between the cracks are those Jedi 
who do not necessarily agree with reinterpreting 20,000 years of proper Jedi 
etiquette. Like others, these "Gray Jedi" grope for a new paradigm of right 
and wrong, but consider themselves beholden only to the Force and to their 
own consciences when determining their path. 

These mavericks are regularly at odds with the Jedi Council. They reject 
strictures against admitting Jedi hopefuls over age four, and they defy the 
prohibition of Jedi having families. These rogue Jedi search their feelings and 
the Living Force to determine their actions rather than relying on an increas- 
ingly inscrutable Jedi Council. Gray Jedi recognize that theirs is a precarious 
position, but they believe moral certainty demands tempting the dark side, 


Gray Jedi CLs. 

Medium Human Jedi 4/scoundrel 1 

Force 2; Dark Side 1 

Init +9; Senses Perception +9 

Languages Basic, Huttese 

Defenses Ref 19 (flat-footed 16), Fort 17, Will 18; Dodge 

hp 53; Threshold 17 

‘Speed 6 squares; Running Attack 

Melee lightsaber +7 (2d8+2) 

Ranged blaster pistol +6 (3d6+3) 

Base Atk +4; Grp +6 

Atk Options Point Blank Shot, Running Attack, Sneak Attack 

Special Actions Adept Negotiator 

Force Powers Known (Use the Force +15): Force thrust, ionize, mind trick 

Abilities Str 8, Dex 14, Con 12, Int 12, Wis 14, Cha 14 

Talents Adept Negotiator, Equilibrium, Sneak Attack 

Feats Dodge, Force Sensitivity, Force Training, Point Blank Shot, Running 
Attack, Skill Focus (Use the Force), Weapon Finesse, Weapon Focus 
(lightsabers), Weapon Proficiency (lightsabers, pistols, simple weapons) 

Skills Deception +10, Initiative +10, Perception +10, Use the Force +15 

Possessions blaster pistol, Jedi robes, lightsaber 


qaEDI COVENANTER 

Zeal is not a Jedi virtue, Nonetheless, when it comes to Sith, the Jedi 
Covenant makes the exception. This secret sect was formed in reaction 
to Exar Kun’s unforeseen Sith ascendancy. Members undergo traditional 
Jedi training, but most are Jedi Consulars rigorously schooled in farseeing. 
Monitoring the flow of the Force, they police the future for any remote sign 
of the Sith’s return. 

Constant immersion in the Unifying Force makes many Covenanters cal- 
lous with a distinct streak of paranoia, Their ethical judgment can be affected 
by their perceived knowledge of coming events. Though well intentioned, they 
carry out repellant acts based on visions, mollifying themselves by believing 
they have averted a greater evil. 


Jedi Covenanter CcL7 

Medium Human Jedi 7 

Force 2 

Init +9; Senses Use the Force +15 

Languages Basic, Sith 

Defenses Ref 18 (flat-footed 17, 13 with Flurry), Fort 17, Will 20 

hp 60; Threshold 17 

Speed 6 squares 

Melee lightsaber +9 (248+2) 

Melee lightsaber +11 (2d8+2) with Flurry 

Ranged by weapon +8 

Base Atk +7; Grp +8 

Atk Options Acrobatic Strike, Flurry 

Special Actions Collective Visions, Coordinated Attack 

Force Powers Known (Use the Force +15): battle strike, farseeing, Force 
resistance, Force thrust, mind trick, move object, slow, vital transfer 

Abilities Str 8, Dex 13, Con 11, Int 13, Wis 16, Cha 14 

Talents Force Perception, Collective Visions, Visions, Watch Circle Initiate 

Feats Acrobatic Strike, Coordinated Attack, Flurry, Force Sensitivity, Force 
Training (2), Skill Focus (Use the Force), Weapon Finesse, Weapon 
Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +9, Initiative +9, Knowledge (galactic lore) +9, 
Perception +15, Use the Force +15 

Possessions Jedi robes, lightsaber (self-built) 
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JEDI SHADOW 

Despite the name, Jedi Shadows are steadfast defenders of the light. Shad- 
ows are selected for Jedi Council approval by their masters and are trained 
to sniff out evil. Their goal is the obliteration of the dark side, including the 
Sith and any other malevolent Force organization. In disguise, under cover 
of night or the Force, they venture where the stench of darkness is pungent, 
gathering intelligence to deal villainy a killing blow. 

Shadows are typically humorless loners. Their perceptions of reality 
are black and white, and they see signs of the dark side everywhere, even 
among their peers. Shadows are, therefore, implemented cautiously, seeing 
most action after epic Force conflicts. They have no qualms about lying to 
or betraying those who are evil, but they exercise restraint, understanding 
their definition of “evil” does not always match the Council's. Some Jedi 
Shadows, however, believe in a more aggressive approach. From these, the 
Jedi Covenant has created its own secret police of "Covenant Shadows.” 


Jedi Shadow 

Medium Human Jedi 7/Jedi Knight 3 

Force 2 

Init +12; Senses Perception +11 

Languages Basic, Huttese, Rozzum, Sith 
Defenses Ref 19 (flat-footed 17), Fort 18, Will 18 
hp 78; Threshold 18 


CL 10 


Speed 6 squares 

Melee lightsaber +13 (248+5) 

Ranged by weapon +11 

Base Atk +10; Grp +12 

Atk Options Whirlwind Attack 

Special Actions Combat Reflexes, Melee Defenses, Sentinel's Gambit, 
Sentinel Strike +146 

Force Powers Known (Use the Force +15): Force resistance, Force thrust, 
negate energy, rebuke 


Abilities Str 11, Dex 14, Con 13, Int 16, Wis 12, Cha 10 

Talents Clear Mind, Dark Deception, Dark Side Scourge, Dark Side Sense, 
Sentinel's Gambit, Sentinel Strike +106 

Feats Combat Reflexes, Force Sensitivity, Force Training (2), Improved 
Disarm, Melee Defenses, Skill Focus (Use the Force), Weapon Finesse, 
Weapon Proficiency (lightsabers, simple weapons), Whirlwind Attack 

Skills Acrobatics +12, Endurance +11, Initiative +12, Knowledge (galactic 
lore) +12, Perception +11, Use the Force +15 (can reroll when avoiding 
detection by the Force, must take second result; and can reroll when 
sensing opponents with a Dark Side Score of 1+, must take better 
result) 

Possessions lightsaber (self-built), medpac, syntherope 


A Jed! SHADOW SNEAKS ABOARD A HERALO-CLASS SHUTTLE 


JEDI BATTLEMASTER 

Dedicated to the art of war, Battlemasters are experts in more melee styles 
than most beings know exist. Rather than seeking equilibrium between 
contemplation and physical training, they channel all their Jedi reflexes 
into fighting, obtaining peaceful communion with the Force in the midst of 
their transformation into living weapons. Jedi Battlemasters’ concentration 
on combat can draw them precariously close to the dark side, and some 
subconsciously relish this flirtation. Jedi Battlemasters are also among the 
most talented battlefield leaders and commanders of the Jedi and are highly 
sought after by Republic forces requesting aid from the Order. 


Jedi Battlemaster 

Medium Human Jedi 7/Jedi Knight 5 

Force 4 

Init +14; Senses Perception +8 

Languages Basic, Bunduki, Huttese 

Defenses Ref 27 (flat-footed 24), Fort 24, Will 26; Block, Deflect 

hp 89; Threshold 24 

Speed 6 squares 

Melee lightsaber +17 (2d8+9) or 

Melee lightsaber +12 (2d8+9) and 
short lightsaber +12 (2d6+9) 

Ranged blaster pistol +15 (3d6+6) 

Base Atk +12; Grp +15 

Atk Options Acrobatic Strike 

Special Actions Battle Meditation, Defensive Circle, Force Revive, 
Jedi Battle Commander 

Force Powers Known (Use the Force +16): battle strike (2), Force slam, 
Force thrust, Force whirlwind, surge 

Force Technique Force Power Mastery (battle strike) 

Abilities Str 13, Dex 17, Con 11, Int 12, Wis 14, Cha 11 

Talents Battle Meditation, Block, Defensive Circle, Deflect, Jedi Battle 
Commander, Riposte, Weapon Specialization (lightsabers) 

Feats Acrobatic Strike, Dual Weapon Mastery |, Force Sensitivity, Force 
Training (2), Martial Arts |, Skill Focus (Use the Force), Weapon Finesse, 
Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, pistols, 
simple weapons) 

Skills Acrobatics +14, Initiative +14, Pilot +14, Use the Force +17 

Possessions Jedi robes, lightsaber (self-built), short lightsaber 
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JEDI WATCHMAN 

Stationed on or near trouble worlds, Watchmen are often the highest-ranking 
representatives of authority in theirstar system. They are selected by the Jedi 
Council and are frequently either Jedi Masters or Jedi Knights, accomplished 
in both diplomacy and “aggressive negotiations." A Watchman is also never 
alone, with at least one Padawan—or as many as two dozen—under wing to 
help maintain order. Each Jedi Watchman is assigned a particular planet or 
group of star systems to observe and protect. 

Jedi Watchmen are also responsible for identifying Jedi candidates, hence 
the many pupils. Since the Great Sith War, however, the council discourages 
Watchmen from taking multiple apprentices and urges them to reject adoles- 
cent Jedi aspirants—sometimes even those just a few seasons too old. 
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Jedi Watchman 


Medium Human Jedi 7/Jedi Knight 5/Jedi Master 2 


Destiny 1; Force 5 
Init +13; Senses Perception +14 
Languages Basic, Huttese 


Defenses Ref 28 (flat-footed 27), Fort 29, Will 28; Block, Deflect 


hp 123; Threshold 29 


Speed 6 squares 
Melee lightsaber +17 (2d8+8) or 
Melee lightsaber +14 (2d8+8) and 


lightsaber +14 (24848) with Double Attack or 


Melee lightsaber +9 (2d8+8) and 
lightsaber +9 (2d8+8) and 
lightsaber +9 (2d8+8) with Triple Attack 

Ranged by weapon +15 

Base Atk +14; Grp +15 

Atk Options Double Attack (lightsabers), 
Triple Attack (lightsabers), Whirlwind 
Attack 

Special Actions Adept Negotiator, Force 
Warning, Melee Defenses, Vigilance 

Force Powers Known (Use the Force +19): 
battle strike, energy resistance, farseeing, 
Force resistance, Force slam, ionize, mind 
trick, sever Force, vital transfer 

Force Techniques Dominate Mind, Improved 
Force Slam 

Force Secrets Multitarget Power 


Abilities Str 13, Dex 12, Con 14, Int 12, Wis 
15, Cha 14 

Talents Adept Negotiator, Block, Deflect, 
Force Warning, Multiattack Proficiency 
(lightsabers), Redirect Shot, Vigilance, 
Watchman's Advance 

Feats Double Attack (lightsabers), Force 
Sensitivity, Force Training (3), Melee 
Defenses, Skill Focus (Use the Force), 
Triple Attack (lightsabers), Weapon 
Focus (lightsabers), Weapon Proficiency 
(lightsabers, simple weapons), Whirlwind 
Attack 

Skills Initiative +13, Knowledge (galactic 
lore) +13, Perception +14, Use the Force 
+19 

Possessions Jedi robes, lightsaber (self-built) 


GUARDIANS OF PEACE 
AND JUSTICE 


The Jedi Order as a whole contributes much to the peace and turmoil in the 
galaxy during this time period, but it is the contributions of individual Jedi 


that echo loudest through the years. 


Uvic QeL-DROMA 
Apart from the respected Lost Twenty, only a handful of Jedi are known to 
have purposely given into the dark side to conquer it from within; Ulic Qel- 


Droma is one of these. 


Ulic's naiveté regarding the dark side stems from spending 
his childhood not in the Jedi Temple, but with his brother Cay 
and cousin Duron on Alderaan, where he studies all forms of 
knowledge obsessively. Eventually his mother, a renowned Jedi, 
arranges for Ulic and Cay to apprentice under the fatherly 


Uuc GeL-DRoma 


Jedi Watchman Arca Jeth. But when 
Arca falls fighting the Krath, Ulic 
inflitrates the cult, seeking revenge by 
learning the Krath's dark-side secrets 
and using them to try and destroy the 
organization. 

Ulic's self-confidence is his undo- 
ing. Intoxicated by power, he plunges 
into the dark side, teaming with Sith- 
aspirant Exar Kun, Becoming Kun's 
Sith apprentice, Ulic helps to create 
the Brotherhood of the Sith and sets 
out to forge a new Sith Empire. He 
wins the Mandalorians' loyalty and 
spreads genocidal-scale death with 
the Datk Reaper superweapon. How- 
ever, when Ulic takes his brother's life, 
grief drives him to betray Kun and 
turn away from his dark ways. 

Severed from the Force by the 
great Jedi Nomi Sunrider, a humbled 
Ulic roams the galaxy, Eventually he 
arrives at frozen Rhen Var, where 
Nomi's daughter Vima seeks Ulic as 
her master, slowly returning him to 
the side of good. When Ulicis killed by 
a misguided “hero,” he becomes one 
with the Force, a redeemed man. 


Ulic's cousin Duron shoulders the task of clearing the Qel-Droma name, 
destroying Sith remnants in the Cleansing of the Nine Houses and eradicat- 
ing nightmare Sith creations such as silan, terentateks, and giant wyrms in 
the Great Hunt. 


Ulic Qel-Droma (Redeemed) 

Medium Human Jedi 7/Jedi Knight 5/Sith apprentice 5 

Destiny 1; Force 8, Strong in the Force; Dark Side 1 

Init +16; Senses Improved Sense Surroundings, Perception +15 

Languages Arkanian, Basic, Ryl, Sith 

Defenses Ref 33 (flat-footed 30), Fort 34, Will 32; Block, Deflect 

hp 178; Threshold 34 

Speed 6 squares 

Melee lightsaber +21 (2d8+13) or 

Melee lightsaber +18 (2d8+13) and 
lightsaber +18 (2d8+13) with Double Attack or 

Ranged by weapon +20 

Base Atk +17; Grp +20 

Atk Options Acrobatic Strike, Double Attack (lightsabers), Whirlwind 
Attack 

Special Actions Melee Defenses 

Force Powers Known (Use the Force +20): battle strike, dark rage, 
farseeing, Force grip, Force resistance, Force slam, ionize, move object, 
negate energy 

Force Techniques Force Power Mastery (battle strike), Improved lonize, 
Improved Force Slam, Improved Sense Surroundings 

Abilities Str 16, Dex 16, Con 18, Int 14, Wis 15, Cha 14 

Talents Affliction, Block, Deflect, Djem So, Force Warning, Slashing 
Charge, Multiattack Proficiency (lightsabers), Riposte, Weapon 
Specialization (lightsabers) 

Feats Acrobatic Strike, Armor Proficiency (light), Double Attack 
(lightsabers), Force Sensitivity, Force Training (3), Melee Defense, 
Mighty Swing, Skill Focus (Use the Force), Weapon Focus (lightsabers), 
Weapon Proficiency (lightsabers, simple weapons), Whirlwind Attack 

Skills Acrobatics +16, Initiative +16, Knowledge (galactic lore)+15, 
Perception +15, Use the Force +21 

Possessions lightsaber, comlink, various personal belongings 


CL17 


ZAYNE CARRICK 

The middle child of five born to Arvan and Reiva 
Carrick, Zayne Carrick makes friends easily asa boy. 
But at age four, his Force attunement prompts Jedi 
attentions, singling him out for a destiny far from 
his homeworld of Phaeda. Master Tokare 
of Dantooine perceives the boy's peculiar 
difficulties in wielding the Force but after 
the Great Sith War, the Jedi cannot 
afford to reject even the least 
capable candidates, regardless 
of their expected potential. 
Zayne proves to be a difficult 
student whose skill in the Force is 
meager, yet he shows progress at 
surprising times. 

Under Master Lucien 
Draay, good-natured 
Zayne ekes out an 
unexceptional 
apprenticeship 
on Taris—one 
grueling day ata 
time, Zayne’s closest friends and fellow Padawans, 
including Shad Jelavan, are assigned to Jedi 
Masters on the planet, and with Shad's younger 
sister Shel also on Taris, life is good. By the time 
he is to be tested to become a Jedi Knight, 
Zayne has already almost caught the second- 
rate racketeer Marn “The Gryph" Hierogryph 
‘on several occasions, and is positive the eighth time will be the charm, 

On Zayne’s ninth attempt, he finally succeeds. Unfortunately, the timing 
could not have been worse. Late for his classmates’ knighting rite, he races 
back to the temple, leaving Gryph temporarily magnacuffed to his speeder, 
and barges in on the would-be ceremony. 

What Zayne sees changes his life. Lightsabers ablaze, Lucien and the 
other Jedi Masters stand over the slain corpses of his Padawan classmates. 
In shock, Zayne runs, taking Gryph along for the ride while the Jedi Masters 
give chase. Though they escape, Zayne is named the primary suspect in the 
“Padawan Massacre," and Gryph is identified as his accomplice. Descending 
into Taris's dilapidated sublevels, the fugitives hook up with two of Gryph's 
underworld contacts and flee the planet. 

Zayne's quest to clear his name leads him into the company of Camper, 
Jarael, and Rohlan Dyre, but with his new outlaw friends, the fugitive Padawan 
spends the Mandalorian Wars putting the pieces of this puzzle together. 
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Zayne Carrick (as of the Padawan Massacre) CL7 

Medium Human Jedi 6/scoundrel 1 

Destiny 2; Force 3 

Init +5; Senses Perception +4 

Languages Basic 

Defenses Ref 21 (flat-footed 19), Fort 20, Will 19; Block 

hp 75; Threshold 20 

Speed 6 squares; Running Attack 

Melee lightsaber +7 (2d8+4) 

Ranged blaster pistol +8 (3d6+3) 

Base Atk +6; Grp +8 

Atk Options Running Attack 

Special Actions Mobility, Skilled Advisor 

Force Powers Known (Use the Force +9): Force slam, mind trick, 
move object, surge 

Abilities Str 13, Dex 15, Con 14, Int 11, Wis 12, Cha 13 

Talents Acrobatic Recovery, Block, Force Flow, Skilled Advisor 

Feats Dodge, Force Sensitivity, Force Training (2), Mobility, Running 
Attack, Skill Focus (Acrobatics), Skill Training (Deception), Weapon 
Proficiency (lightsabers, pistols, simple weapons) 

Skills Acrobatics +15, Deception +9, Pilot +10, Use the Force +9 

Possessions lightsaber, blaster pistol, phrik-alloy vambraces (unique 
item: worn on both forearms; use with Jedi talent Block instead of 
lightsaber; both arms must be free to use the Block talent, and Zayne 
must be aware of the attack and not flat-footed), utility belt with 
medpac 


LUCIEN DRAAY 

Heir to his family’s fortune and respected name, Lucien Draay is son to one 
of the greatest Jedi sibyls. A talented instructor but a poor mother, Krynda 
Draay neglects Lucien in favor of Jedi younglings who, like her, demonstrate 
affinity for peering into the vortex of the future and extracting pristine pearls 
of insight. Lucien takes after his father, Barrison, having the talents of a Jedi 
warrior rather than an augur. With his father dead in the Great Sith War 
and his mother unavailable, Lucien grows spiteful and develops a love-hate 
surrogate relationship with his family's confidant Haazen—a shrewd man 
who had failed in his Jedi training, 

Haazen convinces Krynda to make Lucien the guardian of her young seers 
circle. Lucien soon dominates the seers, but Krynda controls them all. They 
become the First WatchCircle of Krynda’s Jedi Covenant, a secret organiza 
tion sworn to prevent the Sith’s return by all necessary means, Lucien keeps 
the WatchCircle together despite their individual obligations to become Jedi 
Masters. Eventually, Lucien’s WatchCircle is assigned to Taris, where they 
take on new Padawans, including Lucien’s, Zayne Carrick. 

During their Padawans' Jedi trials, the WatchCircle seers get what they 
have been waiting for—a terrifying vision of galactic turmoil and their own 


deaths. Worse, one of their Padawans seems destined to become a new 
Dark Lord! Panic-stricken and determined, the WatchCircle slaughters its 
students like nerf cattle, 

When Zayne escapes, Lucien frames him for the murder of his classmates, 
earning the boy a death mark. Convinced Zayne is the envisaged "Dark Lord," 
Lucien obsessively hunts for him, brushing aside any obstacles to his vendetta 
against the Sith menace that left him parentless. 


Lucien Draay €L 15) 

Medium Human noble 3/Jedi 5/Jedi Knight 5/Jedi Master 2 

Destiny 2; Force 7; Dark Side 5 

Init +14; Senses Perception +14 

Languages Arkanian, Basic, Feeorin, High Galactic, Miralukese, Togruti 

Defenses Ref 30 (flat-footed 28), Fort 30, Will 30; Block, Deflect 

hp 121; Threshold 30 

Immune fear effects 

Speed 6 squares 

Melee lightsaber +19 (2d8+10) or 

Melee lightsaber +17 (2d8+10) with Rapid Strike or 

Melee lightsaber +16 (2d8+10) and 
lightsaber +16 (248+10) with Double Attack or 

Melee lightsaber +14 (2d8+10) and 
lightsaber +14 (2d8+10) with Rapid Strike and Double Attack 

Ranged by weapon +16 

Base Atk +14; Grp +17 

Atk Options Cleave, Double Attack (lightsabers), Power Attack, 

Rapid Strike 

Special Actions Riposte, serenity 

Force Powers Known (Use the Force +14): battle strike (2), farseeing, 
Force slam (2), Force thrust, move object, negate energy, rebuke 

Force Secrets Quicken Power 

Force Techniques Force Point Recovery (2) 

Abilities Str 16, Dex 15, Con 14, Int 14, Wis 14, Cha 15 

Talents Block, Connections, Deflect, Elusive Target, Multiattack 
Proficiency (lightsabers), Riposte, Shii-Cho, WatchCircle Initiate, 
Wealth 

Feats Cleave, Double Attack (lightsabers), Force Sensitivity, Force Training 
(3), Linguist, Power Attack, Rapid Strike, Skill Training (Use the Force), 
Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, pistols, 
simple weapons) 

Skills Deception +14, Gather Information +14, Initiative +14, Knowledge 
(bureaucracy) +14, Knowledge (galactic lore) +14, Perception +14, 
Persuasion +14, Pilot +14, Use Computer +14, Use the Force +14 

Possessions lightsaber (self-built), Jedi robes, comlink (encrypted), code 
cylinder, datapad, personal space yacht 


LUCIEN DRAAY AND BASTILA SHAN 


BASTILA SHAN 
Maybe the most heroic Jedi of her time, Bastila Shan was a Jedi exemplar. 
The dark side, however, erodes even the purest lights. 

Born on Talravin, at an early age Bastila exhibits an independent streak 
and a startling Force acuity that inevitably leads to Jedi life. Her ability to 
affect minds blossoms with astounding speed and scope, and she becomes 
one of the youngest Jedi ever to master battle meditation. This sweeping 
Force power, which infuses allies with hope while simultaneously strangling 
enemy morale, has in the past reversed whole wars, and as the Jedi Civil War 
engulfs the galaxy, Bastila hopes to turn the tide toward Jedi favor. 

She does just that, in the most direct way possible. Storming Darth Revan's, 
own command ship, Bastila's Jedi strike team captures the Dark Lord. Thanks 
to Revan's treasonous apprentice Darth Malak, a turbolaser blast aimed at 
Revan's ship knocks him comatose, and Bastila uses the Force to keep Revan 
alive, establishing a telepathic bond between them. Upon returning to the 
Jedi Council with her Sith prize, she helps to concoct an audacious plan. 
After using the Force to temporarily wipe Revan’s memories, Bastila coaxes 
him into revealing priceless intelligence about the Sith enemy. The scheme 
is controversial at best. Mind-wiping is considered an immoral Force appli- 
cation, and there is no telling how Bastila’s Force bond with the Dark Lord 
would affect her. Yet, with trepidation, the Council proceeds. 


In the end, they fail to account for two distinct possibilities: that Bastila 
would fall in love with Revan; and that Bastila, purest of Jedi, would fall to the 
dark side. As Bastila watches Revan for Sithlike reversion, she becomes enam- 
ored of his unexpectedly compassionate nature. Amid this emotional turmoil, 
she is captured by Darth Malak, who twists her into his apprentice. 

With the roles of Sith and Jedi reversed, Bastila confronts Revan on the Star 
Forge. Revan asks her to come back from the dark side for both their sakes, 
and after witnessing Revan's compassion, Bastila returns to the light, going 
on to use her invaluable battle meditation to help defeat the Sith Empire. 


Bastila Shan (Jedi Civil War) ELSa7, 

Medium Human Jedi 10/Jedi Knight 7 

Destiny 3; Force 8; Dark Side 1 

Init +17; Senses Perception +21 

Languages Basic 

Defenses Ref 24 (flat-footed 20), Fort 21, Will 22; Block, Deflect, 
Lightsaber Defenses 

hp 127; Threshold 21 

Speed 6 squares 

Melee double-bladed lightsaber +23 (2d8+9/2d8+9) or 

Melee double-bladed lightsaber +21 (3d8+9) with Rapid Strike or 

Melee double-bladed lightsaber +23/+23 (2d8+9/2d8+9) or 

Melee double-bladed lightsaber +21/+21 (3d8+9/3d8+9) with Rapid 
Strike 

Ranged by weapon +21 

Base Atk +17; Grp +18 

Atk Options Accelerated Strike, Rapid Strike, Withdrawal Strike 
(lightsabers) 

Special Actions Battle Meditation, Force Valor, Improved Battle 
Meditation, Jedi Battle Commander, Telepathic Link 

Force Powers Known (Use the Force +16): battle strike, Force grip, Force 
slam, Force whirlwind, mind trick, rebuke, slow, surge, vital transfer 

Force Techniques Improved Force Slam, Improved Move Light Object, 
Improved Sense Force 


Abilities Str 12, Dex 18, Con 12, Int 10, Wis 14, Cha 17 

Talents Block, Battle Meditation, Deflect, Improved Battle Meditation, 
Jedi Battle Commander, Lightsaber Defense, Multiattack Proficiency 
(lightsabers), Riposte, Telepathic Link 

Feats Accelerated Strike, Dual Weapon Mastery I, Dual Weapon Mastery 
II, Dual Weapon Mastery III, Force Sensitivity, Force Training (3), Rapid 
Strike, Skill Focus (Use the Force), Weapon Finesse, Weapon Focus 
(lightsabers), Weapon Proficiency (lightsabers, simple weapons), 
Withdrawal Strike (lightsabers) 

Skills Initiative +17, Perception +15, Use the Force +21 

Possessions double-bladed lightsaber (self-built) 
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JOLEE BINDO 

Jolee Bindo was once filled with a verve and gusto that never failed to make 
fellow Padawans like Nomi Sunrider smile, but witnessing his wife's cortuption 
by the dark side scars him for life 

In Bindo’s time, it was not unusual for Jedi to wed. So when he marries 
his Force-sensitive wife Nayama, he enthusiastically trains her in the Jedi 
arts. Unfortunately, Bindo is not a Master; he is merely a Padawan. The end 
result is surprising only to him. When Exar Kun creates the Brotherhood of 
the Sith, Nayama is among his earliest Jedi recruits. When Kun orders his 
Sith brothers and sisters to murder their masters, husband and wife face 
off in mortal combat. Bindo emerges the victor, but he cannot strike down 
his better half. Spared, Nayama kills many Jedi, and the Sith proceed with 
activating the Dark Reaper superweapon, causing countless innocent deaths. 
Though Nayama is slain at the end of the Great Sith War, a sorrowful Bindo 
rejects promotion to knighthood and forsakes Jedi life. 

Full of regret for his contribution to a war as pointless as any other, 
Bindo takes up smuggling. However, when a starship mishap strands him in 
Kashyyyk's depths, Bindo opts to stay buried there for next twenty years. 
Only when a mind-wiped Revan arrives does Bindo come out of seclusion 
To his credit, Bindo retains his sense of humor and his heart remains good. 
He helps the amnesiac Jedi stay true to the light and puts an end to another 
Sith superweapon, the Star Forge, partly reconciling himself to his past. 


Jolee Bindo (Jedi Civil War) cL 

Medium Human Jedi 7/scoundrel 2/scout 2 

Destiny 1; Force 4; Dark Side 1 

Init +13; Senses Perception +13 

Languages Basic, Huttese 

Defenses Ref 26 (flat-footed 23), Fort 23, Will 25 

hp 85; Threshold 23 

Speed 6 squares 

Melee lightsaber +13 (2d8+6) or 

Melee lightsaber +11 (3d8+6) with Rapid Strike 

Ranged blaster pistol +12 (346+5) 

Base Atk +9; Grp +12 

Atk Options Point Blank Shot, Rapid Strike, Sneak Attack, 
Whirlwind Attack 

Special Actions Adept Negotiator, Equilibrium, Melee Defenses 

Force Powers Known (Use the Force +18): battle strike, Force thrust, 
ionize, mind trick (2), move object, slow, wound 

Abilities Str 12, Dex 16, Con 12, Int 12, Wis 16, Cha 16 

Talents Adept Negotiator, Beast Trick, Equilibrium, Force Persuasion, 
Force Pilot, Sneak Attack 


Feats Force Sensitivity, Force Training (2), Melee Defenses, Point 
Blank Shot, Rapid Strike, Skill Focus (Use the Force), Skill Training 
(Mechanics), Skill Training (Survival), Weapon Finesse, Weapon 
Proficiency (lightsabers, pistols, simple weapons), Whirlwind Attack 

Skills Deception +13, Initiative +13, Mechanics +11, Perception +13, 
Persuasion +18, Pilot +18, Survival +13, Use the Force +18 

Possessions blaster pistol, Jedi robes, lightsaber (self-built) 


YJUHANI 

The lioness Juhani lived her life between extremes. A Cathar, she immigrates 
with her family to Taris after the Mandalorian Wars depredate her home- 
world, but the change helps little. In fact, Xor—a hardened Twi'lek slaver and 
Mandalorian Neo-Crusader—murders her father, and her mother, drowning 
in the consequent debt, literally works herself to death. Juhani becomes 
indentured to the Taris Exchange ctiminal organization and seems doomed 
to live out her days a slave. Then, a Jedi Knight comes to her rescue. Wowed 
by her dashing hero, Revan, Juhani makes up her mind to likewise become 
a servant of the Force. 

Young Juhani resourcefully finds her way to Dantooine. There she is 
accepted for Jedi training by Master Quatra, and for once, her future seems 
bright and clear. 

Juhani’s training under Master Quatra progresses as many apprenticeships 
do, but over time Juhani's hot-tempered nature continues to create problems 
in her acceptance of the will of the Force. As she nears the end of her training, 
Juhani begins to lose control over her emotions, and Master Quatra knows it. 
Juhani gives into her fear and anger and apparently cuts down her Master; 
in truth, Quatra is merely testing Juhani, who fails disastrously. 

Remorse and rage fill Juhani, and she retreats to her favorite grove—alone. 
Here Revan comes to her aid again, this time defeating her in a duel and 
sparing her life. In gratitude, Juhani joins Revan’s quest for the Star Forge and 
crosses paths with her father's killer. Xor and his slavers ferociously attack 
her and Revan, and the Jedi defend themselves fiercely, critically wounding 
Xor. Yet, with Revan's help, Juhani refrains from slaying the slaver. She stays 
true to the Jedi Code, and as they continue their quest, Juhani becomes a 
pillar of the light side for Revan, 


Juhani (Jedi Civil War) cL8 

Medium Cathar Jedi 8 

Destiny 1; Force 2; Dark Side 1 

Init +12; Senses Perception +5 

Languages Basic, Catharese 

Defenses Ref 22 (flat-footed 19), Fort 21, Will 20; Deflect, Lightsaber 
Defenses 

hp 81; Threshold 21 

Speed 6 squares 

Melee lightsaber +13 (2d8+5) or 

Melee claws +9 (1d6+5) 

Ranged by weapon +11 

Base Atk +8; Grp +9 

Atk Options Natural Weapons 

Special Actions Claw Lock, Combat Reflexes 

Force Powers Known (Use the Force +16): Force grip, Force stun, 
Force thrust, mind trick 


wage civil war, culling the weak and electing leadership by the lightsaber's 
blade. This new Sith blood executes a divide-and-conquer tactic, targeting 
the Jedi for eradication, while the Republic, also reeling, is unable to defend 
them. To divine the identities of their hunters, Master Tokare meets with 
most of the hundred surviving Jedi on the planet Katarr.Itis just the moment 
that the Sith Lord Darth Nihilus has been waiting for. Through an unholy 
dark-side technique, Nihilus murders every living being on Katarr, including 
Master Tokare. Perhaps Tokare's prescient faculties at last fail him, or perhaps 
Tokare's instincts lead him to become one with the Force. 


Vandar Tokare (Dark Wars) 

Small Jedi 7/Jedi Knight 5/Jedi Master 5 

Destiny 3; Force 8, Strong in the Force 

Init +16; Senses Use the Force +21 

Languages Basic, Draethos, Kreva 

Defenses Ref 34 (flat-footed 21), Fort 31, Will 33; Block 
hp 133; Threshold 31 


CL17 


Abilities Str 13, Dex 16, Con 14, Int 11, Wis 12, Cha 14 

Talents Block, Deflect, Lightsaber Throw 

Feats Combat Reflexes, Force Sensitivity, Force Training (2), Skill Focus 
(Use the Force), Weapon Finesse, Weapon Focus (lightsabers), Weapon 
Proficiency (lightsabers, simple weapons) 

Skills Initiative +12, Use the Force +16 

Possessions lightsaber (self-built) 


VANDAR TOKARE 

Olive-skinned, long-eared, and pint-sized, Vandar Tokare serves as the lead- 
ing master of the respected Dantooine Jedi Council during the Mandalorian 
Wars. 

Though the future is always in motion, Tokare excels at reading portents. 
His wisdom is frequently questioned by contemporaries such as Master 
Vrook Lamar, but as history engulfs the future, the diminutive Jedi's insights 
repeatedly prove correct. When the Jedi Exile comes to Revan's side against 
the Mandalorians (and against the Jedi Order's wishes), Tokare insists she 
will ultimately stay true to the light. In a premonition he also foresees the 
destruction set to befall the galaxy in the Jedi Civil War. Sadly, the warn- 
ings of this prophecy are all for naught when the Jedi Council misinterprets 
it as a warning against engaging Mandalore the Ultimate in battle. The 
resulting series of events leads to the Sith’s resurrection and the death of 
Master Tokare. 

But the Jedi Master does not meet his end quietly. Narrowly escaping an 
orbital bombardment of the Dantooine Jedi Enclave by Darth Malak's forces, 
Tokare goes on to fight in the final battle over Rakata Prime, where Darth 
Malak and the Sith are defeated. 

The victory is temporary, however. Fifty years of betrayals, defections, and 
death have dwindled the Jedi spirits and numbers. Meanwhile, Sith survivors 


Immune fear effects 

Speed 4 squares 

Melee short lightsaber +21 (2d6+7/x3) or 

Melee short lightsaber +18/18 (246+7/x3) with Double Attack 

Ranged by weapon +20 

Base Atk +17; Grp +15 

Atk Options Ataru, Double Attack (lightsabers), Triple Crit (lightsaber) 

Special Actions Battle Meditation, Force Suppression, Force Warning, 
Gauge Force Potential, Melee Defense, serenity 

Force Powers Known (Use the Force +21): battle strike, energy resistance, 
farseeing, Force disarm, Farce resistance, Force slam, Force whirlwind, 
ionize, kinetic combat, mind trick, move object, rebuke, sever Force, slow, 
vital transfer 

Force Secrets Devastating Power, Distant Power, Multitarget Power, 
Quicken Power 

Force Techniques Improved Kinetic Combat, Improved Vital Transfer 

Abilities Str 8, Dex 16, Con 12, Int 15, Wis 19, Cha 17 

Talents Ataru, Battle Meditation, Block, Force Perception, Force 
Suppression, Force Warning, Gauge Force Potential, Multiattack 
Proficiency (lightsabers), Riposte, Visions 

Feats Double Attack (lightsabers), Dual Weapon Mastery I, Force 
Sensitivity, Force Training (3), Melee Defenses, Skill Focus (Knowledge 
[galactic lore]), Skill Focus (Use the Force), Strong in the Force, Triple 
Crit (lightsaber), Weapon Finesse, Weapon Proficiency (lightsabers, 
simple weapons) 

Skills Acrobatics +16, Initiative +16, Knowledge (galactic lore) +20, 
Perception +21, Use the Force +21 

Possessions Jedi robes, 2 short lightsabers (self-built) 
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THE JEDI EXILE 
She saves the Jedi from extinction, and though her name is lost to history, 
she becomes known as the Jedi Exile. 

The Jedi Exile’s training begins on Dantooine as Jedi Knight Kavar's 
informal apprentice. After he leaves to fight Mandalorians in the early skir- 
mishes before the outbreak of the Mandalorian Wars, she trains with other 
masters, including Vima Sunrider, who cautions the Jedi Exile to be mindful 
of her powers, particularly her aptitude for severing another's connection 
to the Force. 

Within a decade, the Mandalorian Wars erupt in earnest. Inspired by 
Master Kavar's example, the Jedi Exile rallies alongside the charismatic 
Revan, and she becomes his most trusted general besides Malak by war's 
end. In the so-called Ani‘la Akaan or “Great Last Battle" above Malachor V, 
Republic and Mandalorian armadas clash in Revan’s carefully choreographed 
gambit. When the Mandalorians are in position, the Jedi Exile springs the trap, 
unleashing an apocalyptic weapon called the Mass Shadow Generator. The 
Mandalorian navy is decimated in a space-rending gravitational crush—as 
is the Republic fleet. Thousands of soldiers the Exile had led in battle and 
befriended are killed instantly. The disturbance in the Force is so great that 
the Jedi Exile instinctively severs herself from the Force before the backlash 
rips her to pieces. 

Grief-stricken and intractable, she returns alone to answer for herself and, 
by extension, Revan and his errant Jedi. With the pestilence of the Malachor 
V deaths clinging to the unrepentant Jedi, the Council is not kind. Though 
a similar decree had culled the seeds of the old Sith Empire from their own 
ranks, the Council excommunicates her, reasoning that, dead to the Force, 
permanent banishment is punishment enough for her. Like the denounced 
Jedi renegades of old, she too is now an exile. 

While the Jedi Exile roams aimlessly, news comes of a Jedi Civil War— 
begun by Darth Revan. The news sends her spinning. Had she been so blind 
or is the galaxy so truly incomprehensible? She retreats further into herself, 
forsaking all Jedi principles except one: no attachments. 

However, after the war, word comes that the Jedi are being exterminated, 
and after nearly ten years, the Jedi Exile returns. What she finds is a ruined 
Jedi Order, and an enigmatic Jedi Master—Kreia, who also claims to have 
been exiled and stripped of her Force powers. Kreia’s union with the Jedi 
Exile creates a vergence in the Force that reconnects them to the energy 
field surrounding all living things. With Kreia, the Jedi Exile seeks out Jedi 
survivors in an effort to reconstitute the Order, collecting informal Jedi pupils 
of her own, such as Mical and Visas Marr. However, when Kreia reveals her 
identity as Darth Traya, the Jedi Exile is forced to kill her mentor along with 
the Dark Lord's apprentices. Afterward, she ventures into unknown territory 
searching for Revan, leaving her disciples to resurrect the Jedi 


The Jedi Exile (Dark Wars) GENS. 

Medium Human Jedi 7/Jedi Knight 5/soldier 1/officer 2 

Destiny 3; Force 6; Dark Side 2 

Init +15; Senses Perception +15 

Languages Basic, Huttese, Mando’a, Tehuukthese 

Defenses Ref 31 (flat-footed 28), Fort 30, Will 33; Block, Deflect 

hp 113; Threshold 30 

Speed 6 squares 

Melee lightsaber +20 (2d8+9) or 

Melee lightsaber +18 (348+9) with Rapid Strike or 

Melee lightsaber +15/15 (2d8+9) with Double Attack or 

Melee lightsaber +13/13 (3d8+9) with Double Attack and Rapid Strike 

Melee unarmed +17 (1d6+11) or 

Ranged blaster pistol +18 (3d6+7) 

Base Atk +15; Grp +18 

Atk Options Double Attack (lightsabers), Rapid Strike 

Special Actions Adept Negotiator, Beast Trick, Force Valor, Telepathic Link 

Force Powers Known (Use the Force +22): battle strike, Force resistance, 
Force thrust, Force whirlwind, mind trick, rebuke, sever Force, vital 
transfer 

Force Techniques Force Power Mastery (sever Force), Improved Sense 
Force 

Abilities Str 14, Dex 16, Con 13, Int 16, Wis 16, Cha 20 

Special Qualities command cover, share talent (Battle Analysis) 

Talents Adept Negotiator, Battle Analysis, Beast Trick, Block, Deflect, 
Force Persuasion, Force Valor, Telepathic Influence, Telepathic Link 

Feats Armor Proficiency (light, medium), Double Attack (lightsabers), 
Echani Training, Force Sensitivity, Force Training (2), Improved 
Defenses, Martial Arts |, Rapid Strike, Skill Focus (Use the Force), 
Weapon Finesse, Weapon Focus (lightsabers), Weapon Proficiency 
(lightsabers, pistols, rifles, simple weapons) 

Skills Initiative +15, Knowledge (tactics) +15, Perception +15, Persuasion 
+22, Treat Injury +15, Use the Force +22 

Possessions blaster pistol, lightsaber (self-built), Jedi robes 


VISAS MARR 

Asa Force-rich world, the Miralukan colony Katarr was already an appetizing 
target for Darth Nihilus, out when one hundred Jedi convene there during 
the Dark Wars, it becomes a full-course meal. With the power of the Dark 
Side, Nihilus obliterates all life on Katarr—all but Visas Marr. 

Like all Miraluka, Visas is born Force-sensitive and physically blind, but 
when she awakes on Nihilus's ship, the Ravager, after Katarr's destruction, 
she realizes the Sith Lord has carved the flesh from her eye sockets so that 
she resembles him. Sundered by Nihilus's aura, young Visas can see only 
death in the Force. Accepting Nihilus's unspoken invitation, she pledges 
herself to the Dark Lord 


Visas MARR 


As Nihilus's Shadow Hand, Visas does her lord's bidding. This includes 
tracking down a disturbance in the Force that turns out to be the Jedi Exile. 
They cross lightsabers, and Visas is summarily beaten, subsequently vowing 
loyalty to her vanquisher. In the Jedi Exile's company, Visas finds renewed 
hope, and begins freeing herself of Nihilus’s influence, At last dispelling her 
grief for the butchery at Katarr, Visas leads the Jedi Exile to her Sith master, 
and together they defeat the Dark Lord. To cut the last bond between her- 
self and Nihilus, she peers beneath his death mask to look upon the face 
of pure evil. 
After the Dark Wars, Visas is pivotal in restoring the Jedi Order. 


Visas Marr (Dark Wars) (1) 
Medium Miraluka Jedi 7/Sith apprentice 2 

Destiny 1; Force 3; Dark Side 14 

Init +13 (can reroll, must take second result); Senses Use the Force +16 
Languages Basic, Miralukese 

Defenses Ref 21 (flat-footed 17), Fort 18, Will 19; Block, Deflect 

hp 79; Threshold 18 

Speed 6 squares 

Melee lightsaber +15 (2d8+5) or 

Melee lightsaber +10/+10 (2d8+5) with Double Attack 


Ranged by weapon +13 

Base Atk +9; Grp +13 

Atk Options Double Attack (lightsaber), Riposte 

Special Actions Dark Healing, Power of the Dark Side 

Force Powers Known (Use the Force +16): Force grip, move object, 
rebuke, shock, vital transfer, wound 

Force Techniques Improved Sense Force 

Abilities Str 12, Dex 18, Con 12, Int 10, Wis 14, Cha 15 

Special Qualities Force sight, intuitive initiative 

Talents Block, Dark Healing, Deflect, Force Perception, Power of the Dark 
Side, Riposte 

Feats Double Attack (lightsabers), Force Sensitivity, Force Training (2), 
Improved Defenses, Skill Focus (Use the Force), Weapon Finesse, 
Weapon Focus (lightsabers), Weapon Proficiency (ightsabers, simple 
weapons) 

Skills |nitiative +13 (can reroll, must take second result), Perception +16, 
Use the Force +16 

Possessions Jedi robes, lightsaber (self-built) 


ATRIS 
The road to the dark side is often paved with the best intentions. The story 
of Master Atris serves as the perfect parable. 

The Great Sith War induces great philosophical upheaval in the Jedi Order. 
In its aftermath, Atris, a Jedi historian, attempts to revise the broken system 
of Jedi apprenticeship. Atris argues that, with liberal instruction practices 
such as dozens of Padawans training under a single Jedi Master, the radical 
bond of reciprocal apprenticeship, and Jedi beginning their training in their 
teens and later, there is little wonder that Exar Kun and Ulic Qel-Droma fell 
to the dark side. Invoking thousand-year-old recommendations by Master 
Simikarty, she lobbies for reducing the number of apprentices Masters can 
take and for limiting the age of Jedi candidates, She also advocates pro- 
hibiting romantic involvement for Jedi. Had not the First Great Jedi Schism 
been started by two lovers? Atris even endorses adoption of a more austere 
interpretation of the Jedi Code favored by the famed Master Odan-Urr, in 
memory of his recent death, 

Master Atris's arguments find powerful purchase, and her peers offer 
her a seat on the Jedi Council. When the Mandalorian Wars erupt, Atris is a 
staunch opponent of Jedi involvement. When Revan defies the council, Atris 
feels betrayed. She condemns Revan, his followers, and the "freethinking” 
teachings of his Jedi Master, fellow historian Kreia. Revan's eventual turn to 
the dark side comes as little surprise. 

After the Jedi Civil War, the future looks bleak for the Jedi. Though they 
won, their infrastructure is decimated and some thing is systematically 
hunting them. Orchestrating an irresistible lure, Atris calls a Jedi conclave 
on Katarr, where most of the one hundred remaining Jedi meet. She then 
leaks knowledge of the session to bait their killer into the open. Atris gets 
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what she wanted—at the expense of her Jedi comrades—when Darth Nihilus 
razes Katarr. Believing she can save the Jedi Order and once and for all shape 
it to her taste, Atris flees to Telos IV with the most important items from 
the Jedi Library, including Sith holocrons. There, she sets up @ would-be 
Jedi praxeum, 

At her Telos stronghold Atris is discovered by the Jedi Exile, Seemingly 
redeemed, she causes Atris great consternation, challenging the very crux 
of her rigid beliefs. This confusion manifests itself alternately as Atris helps 
the Jedi Exile find the remaining Jedi Masters, and as she succumbs to the 
whisperings of her Sith holocrons and Darth Traya—formerly Master Kreia. 
Atris's self-righteousness finally drives her into the dark side's embrace, But 
Atris's pride is no match for the Jedi Exile's lightsaber prowess. Atris becomes 
a captive in her own sanctum until such time as her role in nearly destroying 
the Jedi can be judged by Mical and a new Jedi Council, 


Atris (Dark Wars) cL15 

Medium Human Jedi 7/Jedi Knight 5/Jedi Master 2/Sith apprentice 1 

Destiny 2; Force 7; Dark Side 9 

Init +14; Senses Perception +14 

Languages Basic, Echani, Old Galactic Standard, Sith 

Defenses Ref 30 (flat-footed 28), Fort 29, Will 30 

hp 115; Threshold 29 

Immune fear effects 

Speed 6 squares 

Melee lightsaber +18 (2d8+10) or 

Melee unarmed +15 (1d6+9) 

Ranged by weapon +16 

Base Atk +14; Grp +16 

Atk Options Acrobatic Strike 

Special Actions serenity, Fear, Force Suppression, Horror, Juyo 

Force Powers Known (Use the Force +19): dark rage, ionize, Force grip, 
Force lightning, Force stun, move abject, rebuke (2), wound 

Force Secrets Multitarget Power 

Force Techniques improved lonize, Improved Force Resistance 


Abilities Str 13, Dex 15, Con 12, Int 16, Wis 14, Cha 14 

Talents Adept Negotiator, Affliction, Deflect, Equilibrium, 

Force Focus, Force Suppression, Juyo, Power of the Dark Side, 
Weapon Specialization (lightsabers) 

Feats Acrobatic Strike, Force Sensitivity, Force Training (3), Martial Arts 
|, Echani Training, Skill Focus (Knowledge [galactic lore]), Skill Focus 
(Use the Force), Weapon Focus (lightsabers), Weapon Proficiency 
(lightsabers, simple weapons) 

Skills Acrobatics +14, Initiative +14, Knowledge (galactic lore) +20, 
Perception +14, Pilot +14, Use the Force +19 

Possessions Jedi historian robe, lightsaber (self-built), Sith holocrons 


CELESTE MORNE 

Secretive, unorthodox, and good at her job, Celeste Morne is one of the few 
mysterious Jedi known as Covenant Shadows. Like all Jedi Shadows, Morne 
has dedicated her life to wiping out the agents of the dark side through 
whatever means necessary. As a Covenant Shadow, she is completely off the 
Jedi Council's radar. She does not dress as a Jedi, she only rarely uses her 
lightsaber publicly, and she answers to no one except Lucien Draay. In many 
ways, Morne is the embodiment of the spirit of the Covenant Shadows; she 
operates completely in secret as a sleeper agent, going about her daily life 
while awaiting the call to duty. 

Originally from Ossus, Morne wandered the galaxy after her home planet 
was devastated in the Great Sith War, eventually being raised by Krynda Draay 
and coming under the command of her son when she began training as a Jedi 
Shadow. She has served for years as an undercover agent of the Jedi, though 
she vanishes without a trace in 3,963 BBY under mysterious circumstances. 


Celeste Morne Gli} 

Medium Human Jedi 7/scoundrel 2/Jedi Knight 3 

Destiny 2; Force 5; Dark Side 4; Strong in the Force 

Init +13; Senses Perception +14 

Languages Basic, Bocce 

Defenses Ref 26 (flat-footed 24, with Flurry 21), Fort 24, Will 27; Deflect 

hp 87; Threshold 24 

Speed 6 squares 

Melee lightsaber +15 (2d8+6) or 

Melee lightsaber +17 (2d8+6) with Flurry 

Ranged blaster pistol +13 (3d6+6) 

Base Atk +11; Grp +13 

Atk Options Dastardly Strike, Flurry, Sentinel Strike +248 

Special Actions Force Haze 

Force Powers Known (Use the Force +19): battle strike (2), Force slam, 
mind trick, move object, rebuke (2), surge 

Force Techniques Force Point Recovery 

Abilities Str 10, Dex 14, Con 10, Int 12, Wis 16, Cha 16 

Talents Clear Mind, Dastardly Strike, Deflect, Force Haze, Improved 
Sentinel Strike, Sentinel Strike (2) 

Feats Flurry, Force Sensitivity, Force Training (2), Skill Focus (Deception), 
Skill Focus (Use the Force), Skill Training (Deception), Skill Training 
(Stealth), Strong in the Force, Weapon Finesse, Weapon Focus 
(lightsabers), Weapon Proficiency (lightsabers, pistols, simple weapons) 

Skills Deception +19, Initiative +13, Knowledge (galactic lore) +12, 
Perception +14, Stealth +13, Use the Force +19 

Possessions lightsaber (self-built), comlink, datapad, street clothes, utility 
belt, various personal belongings 


STARSHIPS JEDI COVENANT SHUTTLE 

The ornately designed Baronial-class luxury yachts from Eleaor Propulsion 
were commissioned by the Draay Trust. Too expensive for the Jedi Order's 
bankroll, these majestic 26-meter-long ships serve Covenant WatchCircles. 
Models can vary when credits talk, but seating capacity is restricted to a pilot 
and four passengers (or a Circle guardian and four seers), with removable 
benches in back for Padawans or cargo. Rigged for stealth and maneuver- 
ability, the yacht's shielding is not stupendous, but it is deceptively well 
armed and equipped with a modest hyperdrive. 


The Jedi Order has little need for its own starships and vehicles, relying on the 
Republic for most of its transportation needs. However, the Jedi Covenant, 
funded by the Draay Trust, makes use of a unique starship when moving 
covertly through the stars. 


Eleaor Propulsion Baronial-class Yacht cL6 
Colossal space transport 
Init -2; Senses Perception +6 
Defenses Ref 14 (flat-footed 12), Fort 25; +12 armor 
hp 115; DR 15; SR 10; Threshold 75 
Speed fly 12 squares (max, velocity 900 km/h), fly 3 squares (starship 
scale) 
Ranged laser cannons +7 (see below) 
Fighting Space 12x12 or 1 square (starship scale); Cover total 
(crew) 
Base Atk +2; Grp +37 
Atk Options autofire (double light laser cannons) 
Abilities Str 41, Dex 14, Con —, Int 16 
Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 
Crew 1 (skilled); Passengers 4 
Cargo 30 tons; Consumables 1 month; Carried Craft none 
Hyperdrive x3 
Availability Restricted; Cost 200,000 (120,000 used) 


Double light laser cannons (pilot) 
Atk +7 (+2 autofire), Dmg 4d10x2 


THE REVANCHISTS ARE THE FIRST JEO! TO LEAP INTO ACTION 
DURING THE MANDALORIAN WARS 
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Peace isa lie, there is only passion. 
Through passion, | gain strength. 
Through strength, | gain power. 
Through power, | gain victory. 
Through victory, my chains are broken. 
The Force shall free me. 

—The Code of the Sith 


The story of the Sith goes back one hundred thousand years, eons before 
even the rise of the Republic or the Jedi. 

The Sith were a people who called the world Korriban home. But around 
the year 28,000 BBY, the archetypal model of ambition rises to power among 
them. This inflexible Sith ruler unites his world into a single kingdom, and 
claims the titles of both monarch and god of his people. History calls him 
King Adas, but according to legend, the Force bestows on him a different 
name: Sith‘ari—the perfect being. 

Three thousand years before the founding of the Republic, Adas's hege- 
mony is invaded by the Rakatan Infinite Empire, an immensely powerful 
interstellar nation. Here, later Sith would say, they prove their right to rule 
the galaxy. Qutsmarting the technologically superior invaders, Adas conquers 
the conquerors, sacrificing his life in the process. With the aliens’ technology, 
the Sith prosper, colonizing nearby worlds and even banishing a group of 
pureblooded Sith as far away as Tund. But there is a greater gift the Infinite 
Empire bequeathed to the Sith—the dark side of the Force. 

Eventually, the Sith are again visited by aliens, this time by the Dark Jedi 
exiled in the Hundred-Year Darkness. These exiles, initially called Jen'jidai 
in the Sith tongue, easily conquer the reigning Sith overlord, earning their 
leader Ajunta Pall the new title Jen‘ari or “Dark Lord” of the Sith. Though 
a number of these Sith conquerors follow their leaders back to Republic 
space for revenge against the Jedi, many stay to interbreed with the Sith by 
alchemical means. For the next two thousand years, Jedi blood mixes with 
Sith, breeding out feeble characteristics of each species—such as supersti- 
tion, sympathy, and loyalty—while sharpening desirable qualities such as 
ambition, cunning, and raw power in the Force. At last, around the year 
5,000 BBY, the Sith Empire, led by the Dark Lord Naga Sadow, is ready and 
invades Republic space. 

Because of treason, the Sith campaign fails, and special enforcers called 
Jedi Shadows zealously eradicate every last vestige of the Sith they find. 
But ina twist of irony, a few short centuries later, the Jedi Knight Freedon 
Nadd finds two Sith relics the Shadows missed. Taking instruction from 
both King Adas's holocron and Sadow's disembodied spirit, Nadd becomes 
a Dark Lord. In turn, he inculeates the Jedi Exar Kun into the Sith creed, 
consequently bringing the Republic to its knees as Kun's Brotherhood of the 
Sith instigates the Great Sith War. 
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Kun's Brotherhood is defeated, and in another blow, the Mecrosa Order, 
2 long-time Sith bastion, overplays its hand in the Tapani Sector and is 
completely annihilated in the Cleansing of the Nine Houses. Still, the Sith 
need never fear extinction again. From the seed of Kun’s conversion comes 
2 host of Jedi followers, and after his death, his acolytes scatter throughout 
the galaxy with the teachings of the Sith ancients. 


THE RESTORATION 

AND THE MANDALORIAN WARS 
(3,995-3,960 BBY) 

Though the forces of the Jedi and the Republic manage to throw back the 
combined forces of the Sith and the Krath during the Great Sith War, many 
followers of the Sith remain loyal to their ways, As the Republic rebuilds and 
subsequently engages the Mandalorians in a bloody war of attrition, remnants 
of the Sith Empire, some on worlds completely unknown to the Republic, 
continue to practice their dark arts in secret. Though they remain scattered 
and unable to mount a serious effort to regroup, Sith loyalists, fallen Jedi, 
and the descendants of powerful leaders in Exar Kun's Sith Empire await 
their chance to rebuild the mighty Sith Empire. 


THE JEDI Civil WAR 
(3,959-3,956 BBY) 

They do not have to wait long, for soon Darth Revan and Darth Malak 
appear, resurrecting the Sith Empire in a Jedi Civil War. Returning from the 
Unknown Regions following the Mandalorian Wars, the two Sith Lords engage 
ina lightning-fast campaign to reestablish the Sith Empire and reclaim 
conquered worlds. Among the first planets retaken by the Sith is Korriban, 
which becomes one of the most important locations in the Sith Empire and 
houses the academy where new Sith leaders are trained. With the Star Forge 
producing huge amounts of starships, weapons, and vehicles at all times, the 
Sith are able to resurrect their Empire in a matter of months. 

At the height of the Jedi Civil War, the Sith Empire covers nearly one- 
third of the known galaxy, with many worlds hotly contested between the 
Republic and the Sith Empire. Some worlds join the Sith Empire willingly, 
while others are taken by force. Dozens if not hundreds of Sith apprentices 
learn the ways of the dark side of the Force, and a few even rise to the rank 
of Sith Master, training students of their own. With legions of armored troops 
spreading throughout the galaxy, all led by masters of the Force, the Sith 
Empire seems unstoppable, 

Betrayal spells the undoing of Revan's glorious, if short-lived, Sith Empire, 
At the moment the Jedi capture him, Darth Revan's own apprentice attempts 
to seize control, firing on his flagship. Though the Sith Empire continues 
to grow for some months under the control of the traitorous Darth Malak, 
eventually the redeemed Revan slays his former apprentice and shatters the 
backbone of the reborn Sith Empire. The Jedi Civil War comes to an end as the 
once-unified Sith Empire fragments into dozens of smaller territories. 


THE DARK WARS 

(3,955-3,95) BBY) 

The Sith Empire crumbles, and within months former Sith Lords have declared 
themselves the masters of much smaller domains. As the Sith squabble among 
themselves, fighting over the scraps of the Sith Empire, Darth Sion and Darth 
Nihilus engage in a campaign to wipe out the Jedi, with great success, Thanks 
to the foolish ambitions of the Jedi Atris, Nihilus is able to wipe out almost 
all of the remaining Jedi, leaving only a small handful alive. 

The skirmishes between the Sith warlords continue for nearly four years 
until Darth Sion and Nihilus attempt to reuinite the Sith under a single banner 
of strong leadership. Any hope for resurrecting the Sith Empire is undone by 
a lone surviving Jedi, and when the Jedi Order is reborn the Sith fade back 
into the shadows, not to be seen again in force for many years. 


USING THE SITH 

One quality that has allowed the Sith to survive after so many millennia 
is their ability to adapt. This era in particular presents a gamut of Sith 
incarnations. The Sith operating at this time fall into the following general 
categories: imperialists, traditionalists, secret societies, and remnants. Each 
offers unique gaming opportunities. 


IMPERIALISTS 

The reinvented Sith Empire of Darth Revan and Darth Malak is a massive 
galaxy-threatening organization on par with the Galactic Empire of the 
original Star Wars trilogy, This version of the Sith has it all, from huge 
battleships and starfighters to countless shocktroopers of both the “normal” 
and Force-using variety. They even have a Death Star-like superweapon, in 
the form of the Star Forge, Technology and military engagements naturally 
play a major role for these Sith, since a show of overwhelming force is a 
prized strategy. Nonetheless, this revived Sith Empire has not abandoned 
its supernatural roots, training an army of acolytes in an academy on the 
ancient Sith home Korriban. 

At the height of its power, the Sith Empire is much like the Republic in that 
it is highly organized and has the ability to wage an effective war against 
its enemies. Despite the inherently traitorous nature of the Sith, the Sith 
Empire's hierarchy is suprisingly rigid, and has a rank structure that ensures 
‘that all war efforts do not suffer from infighting. 

At the top of the command structure are the two most prominent Sith 
Lords, Darth Revan and Darth Malak (though Malak assumes sole control 
of the Sith Empire after betraying his master). A number of Sith Lords serve 
under the two most prominent masters, including Darth Bandon. Each being 
that achieves the full title of Dark Lord of the Sith is given control over some 
military or civilian assets; many Sith Lords are placed in charge of entire fleets 
or battalions, while others serve as the rulers of captured worlds. In many 
respects, the Sith Lords are above and beyond the normal rank structure, and 


they have the final authority over admirals, commanders, and entire sector 
governments. In many ways, the Sith Lords are comparable to the Moffs of 
the Galactic Empire. 

The Sith Navy consists of all of the military starships under the control 
of the Sith Empire. The Sith Navy is further subdivided into fleets, some of 
which are large enough to patrol an entire sector effectively. Each fleet is 
under the control of an admiral, like Saul Karath, though these admirals in 
turn answer to a Sith Lord. Fleets are further subdivided into battle groups, 
which usually consist of five to ten capital ships and various support craft. 
The descending order of ranks among the Sith Navy are admiral, vice admiral, 
commodore, captain, major, and lieutenant. All nonofficer personnel aboard 
starships in the Sith Navy are Sith troopers or specially assigned crewmem- 
bers, such as students from the Sith Academy on Korriban joining a crew 
for a special assignment. 

Though there is no formal Sith army, the ground forces of the Sith are an 
entity all their own. Used not only in ground warfare but also in the occupa- 
tion, policing, and pacification of captured worlds, Sith troopers and their 
officers fall directly under the command of the Sith Lords they serve. While 
aboard ships of the Sith Navy they are under the command of the captain of 
the ship they serve on, but once planetside they report either directly to the 
Sith Lord ruling that planet or to the Sith Lord in command of the military 
efforts in the region. The highest-ranking Sith officers are commanders, 
who outrank colonels and lieutenants. Among the Sith troopers, there are 
truly only two designations: troopers and commandos, though neither truly 
outranks the other. Lieutenants and colonels in command of squads handle 
the front-line efforts of Sith trooper squads, reporting up the chain of com- 
mand to colonels who apprise Sith Lords of ongoing situations and ensure 
the Sith Lords' commands are carried out. 


TRADITIONALISTS 

Exar Kun and Ulic Qel-Droma's Brotherhood of the Sith and the reclusive 
Sorcerers of Tund are both Sith traditions that rely significantly on the more 
esoteric and mystical practices of their ancient order. Adventures involving 
these groups carry a greater "fantasy" flavor, with arcane dark side powers 
and talismans, Sith swords, and alchemically created monsters at every turn. 
In contrast to the faceless empire of Revan and Malak, the Brotherhood of the 
Sith is represented by a handful of tightly knit dark siders with an egalitarian 
methodology. The Brotherhood uses technological and military elements, but 
these are deemphasized in favor of Force powers and Sith talismans. 


SECRET SOCIETIES 

The Sith Triumvirate and the Mecrosa Order are two examples of Sith secret 
societies, similar to the Sith in the Star Wors prequels. The most prevalent 
tools of this class of Sith are secrecy, deception, and patience. Like a disease, 
they conquer from the inside and work from the small scale to the grand 
design. They reveal themselves only after calculated planning, in the mean- 


time using their resources to quietly dismantle their enemies and sow chaos 
with precision strikes, The Sith Triumvirate carries out the genocide of the 
Jedi Order through subterfuge and assassination, but the Mecrosa Order uses 
its Sith sparingly to intimidate, persuade, and murder key rivals until such 
time as they can establish their total domination. 


REMNANTS 

The Sith fall into diasporas at the immediate conclusion of both the Great Sith 
War and the Jedi Civil War. These Sith scatter to the cosmic winds, setting 
up their own petty kingdoms on distant worlds or fighting one another to 
claim the title of new Dark Lord, Still, even a small-time Sith can be big-time 
trouble for characters on a mission to eliminate the Sith remnants one dark 
side follower at a time. These Sith are violent, opportunistic, and protective 
of whatever power they have been able to consolidate. Some even have 
dreams of returning the Sith to their former glory, recruiting under the guise 
of disenchanted and charismatic Jedi Knights. 


THE LEGIONS 
OF THE SITH 


The Sith Empire (and all affiliated groups) make use of a large number of 
agents, both specialized and general. The following generic characters can 
be used to flesh out encounters featuring the Sith as enemies, particularly 
those set during the Jedi Civil War. 


SITH PARAPHERNALIA 

The Sith have a wide variety of paraphernalia that they use when making 
war on the Republic, The following pieces of equipment can be commonly 
found in the Sith arsenal: 

Sith Tremor Sword: A Sith tremor sword is a deadly throwback to 
the blades wielded by the ancient Sith Lords of Ziost. Sith tremor swords 
are dire vibroblades with the cortosis weave template. 

‘Sith War Sword: The prized weapons of ancient Sith Lords, the Sith 
war sword is an incredibly sharp blade treated with ancient Sith alchemy 
to produce a deadly weapon. Sith war swords are war swords with the 
Sith alchemical weapon template. 

Sith Trooper Armor: Designed by the onboard computers of the Star 
Forge and replicated millions of times over, Sith trooper armor is silver 
multi-piece plating worn over a sealed black body glove, with a helmet 
incorporating a comlink, blast shield, and helmet package. Statistically, 
it is identical to stormtrooper armor (SE 133). 
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SITH TROOPER 

Sith troopers are the Sith Empire's foundation. Though not wielding Force 
powers like other Sith constituents, they do possess a dark side, frequently 
expressed with their blaster rifles. Sporting a sleek, faceless silver armor, the 
Sith trooper demeanor is like that of a heartless war droid. 

Specialized Sith troopers are readily distinguished by armor-color variants, 
such as red for commandos and black for pilots. Like soldiers of any army, 
their reasons for joining the Sith Empire are distinct, but they are all fully 
committed to reaping spoils of riches and power and to committing good 
old-fashioned bloodletting. Even after defeat in the Jedi Civil War, surviving 
Sith soldiers join the secret Sith Triumvirate. 


Sith Trooper cL1 

Medium Human nonheroic 4 

Dark Side 1 

Init +2; Senses low-light vision, Perception +9 

Languages Basic 

Defenses Ref 16 (flat-footed 16), Fort 12, Will 10 

hp 10; Threshold 12 

Speed 6 squares 

Melee unarmed +4 (1d6+1) 

Ranged blaster rifle +3 (3d8) or 

Ranged frag grenade +3 (4d6, 2-square burst) 

Base Atk +3; Grp +4 

Atk Options autofire (blaster rifle) 

Abilities Str 12, Dex 11, Con 11, Int 10, Wis 10, Cha 10 

Feats Armor Proficiency (light), Martial Arts I, Sith Military Training, 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Endurance +7, Perception +9 

Possessions blaster rifle, comlink, frag grenades, Sith trooper armor (+6 
armor, +2 equipment) 


Sith Pilot cL2 

Medium Human nonheroic 6 

Dark Side 1 

Init +9; Senses low-light vision, Perception +10 

Languages Basic 

Defenses Ref 17 (flat-footed 16), Fort 12, Will 10 

hp 16; Threshold 12 

Speed 6 squares 

Melee unarmed +4 (104) 

Ranged blaster pistol +5 (3d6+1) 

Base Atk +4; Grp +5 

Abilities Str 10, Dex 12, Con 10, Int 11, Wis 10, Cha 10 

Feats Armor Proficiency (light), Sith Military Training, Skill Training 
(Initiative), Skill Training (Perception), Weapon Proficiency (heavy 
weapons, pistols, simple weapons) 

Skills Initiative +9, Mechanics +8, Perception +10, Pilot+9 

Possessions blaster pistol, comlink, Sith fighter, Sith trooper armor (+6 
armor, +2 equipment) 


Sith Commando cL2 
Medium Human nonheroic 8 

Dark Side 1 

Init +10; Senses low-light vision, Perception +10 

Languages Basic 

Defenses Ref 17 (flat-footed 16), Fort 12, Will 9 

hp 20; Threshold 12 


‘Speed 6 squares 

Melee prototype vibroblade +8 (246+2) 

Ranged light repeating blaster rifle +3 (348) with autofire or 
Ranged light repeating blaster +6 (248) with braced autofire 
Base Atk +6; Grp +8 

Atk Options Burst Fire 

Special Actions brace (light repeating blaster) 


Abilities Str 15, Dex 12, Con 10, Int 12, Wis 9, Cha 9 

Feats Armor Proficiency (light), Burst Fire, Sith Military Training, Weapon 
Focus (rifles), Weapon Proficiency (advanced melee weapons, rifles, 
simple weapons) 

Skills Endurance +9, Mechanics +10, Perception +10 

Possessions comlink, light repeating blaster, prototype vibroblade, Sith 
trooper armor (+6 armor, +2 equipment) 


SITH OFFICER 

Sith officers are normal Humans whose ruthlessness makes up for their 
lack of Force sensitivity, Most once served the Republic, but their ambitions 
exceed that age-old military. Many are competent and skilled leaders, but 
more are hedonists, sadists, and drunkards. Having already lived through the 
Mandalorian Wars, Sith officers are, if nothing else, cunning survivors. 


Sith Officer 

Medium Human nonheroic 6/noble 3/officer 1 
Force 3; Dark Side 7 

Init +5; Senses Perception +11 

Languages Basic, Durese, Mando’, Sith 
Defenses Ref 16 (flat-footed 16), Fort 14, Will 19 
hp 34; Threshold 14 


cL6 


Sith Student 

Medium Human Jedi 3/soldier 1 

Force 1; Dark Side 14 

Init +8; Senses Perception +4 

Languages Basic, Sith 

Defenses Ref 19 (flat-footed 17), Fort 20, Will 17; Block 
hp 53; Threshold 25 

Speed 6 squares 

Melee lightsaber +7 (2d8+6) or 

Melee unarmed +6 (1d6+4) 

Ranged blaster pistol +5 (3d6+2) 

Base Atk +4; Grp +6 

Special Actions Power of the Dark Side 

Force Powers Known (Use the Force +8): battle strike, dark rage, wound 


cL4 


Speed 6 squares 

Melee unarmed +7 (1d4+2) 

Ranged blaster pistol +7 (3d6+2) 

Base Atk +7; Grp +7 

Special Actions Born Leader, Coordinate +1, Deployment Tactics 

Abilities Str 10, Dex 10, Con 10, Int 14, Wis 12, Cha 14 

Talents Born Leader, Coordinate, Deployment Tactics 

Feats Armor Proficiency (light), Linguist, Sith Military Training, Skill Focus 
(Knowledge [tactics]), Skill Focus (Persuasion), Skill Training (Pilot), 
Vehicular Combat, Weapon Proficiency (pistols, simple weapons) 

Skills Deception +12, Knowledge (tactics) +17, Perception +11, 
Persuasion +17, Pilot +10 

Possessions blaster pistol, comlink (encrypted), officer's uniform 


SITH STUDENT 
They use the Force, wield lightsabers, and follow an ancient code, but they 
are not Jedi—at least, not anymore. The Sith students of Darth Revan and 
Darth Malak are many of the same Jedi crusaders that once fought for the 
Republic. Loyal to their fearless commander, they follow Revan to Korriban 
and into the heart of darkness. Already proficient in the Jedi arts, these 
marauders acquire new nefarious talents studying at the feet of the Sith 
academy headmaster Jorak UIn—one of Exar Kun's original Sith acolytes. 
Sith students’ fighting capabilities are surpassed only by their rage and 
selfishness. During the Dark Wars, surviving Sith students submit to the 
Sith Triumvirate. 


Abilities Str 14, Dex 12, Con 14, Int 10, Wis 14, Cha 12 

Talents Block, Power of the Dark Side, Weapon Specialization (lightsabers) 

Feats Armor Proficiency (light, medium), Force Sensitivity, Force 
Training, Improved Damage Threshold, Martial Arts |, Weapon Focus 
(lightsabers), Weapon Proficiency (lightsabers, pistols, rifles, simple 
weapons) 

Skills Endurance +9, Initiative +8, Use the Force +8 

Possessions lightsaber, Sith battle suit (+7 armor, +2 equipment) 


SITH ASSASSIN 

The only thing more frightening than seeing a Sith assassin—clad in black 
with glowing red eyes staring from a Sith mask~is not seeing one; the 
presence of a vibroblade protruding from one's chest is often the alterna- 
tive, Established by Darth Revan and heavily utilized by Darth Sion, these 
surreptitious butchers specialize in practical modes of Jedi execution. They 
drain the Force from their targets to augment their own powers and expertly 
turn captives into Sith with a combination of torture, Sith poisons, and the 
dark-side-drenched masks they wear. 

The most elite of these assassins are the Bladeborn—Sith blademasters 
who sometimes use lightsabers but more often wield dreaded tremor swords. 
Secluded on Malachor V, the Sith assassins become pivotal tools for the 
Sith Triumvirate. 
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Sith Assassin 

Medium Human Jedi 4/scoundrel 2 

Force 1; Dark Side 14 

Init +11; Senses low-light vision, Perception +5 
Languages Basic, Huttese, Sith 


LEFT TO RIGHT: SITH TROOPER, SITH OFFICER, SITH ASSASSIN, SITH APPRENTICE 


Defenses Ref 21 (flat-footed 18), Fort 16, Will 19 
hp 45; Threshold 16 


Speed 6 squares 
Melee Force pike +8 (2d8+4) or 

Melee prototype vibroblade +8 (2d6+4) or 
Melee unarmed +5 (1d6+4) 

Ranged hold-out blaster +8 (3d4+4) 

Base Atk +5; Grp +8 


Atk Options Acrobatic Strike, Dastardly Strike, Point Blank Shot, Rapid 
Strike, Sneak Attack +1d6 

Special Actions Power of the Dark Side, Swift Power 

Force Powers Known (Use the Force +9): battle strike, dark rage, surge 

Abilities Str 10, Dex 16, Con 8, Int 14, Wis 14, Cha 13 

Talents Dastardly Strike, Sneak Attack +1d6, Power of the Dark Side, 
Swift Power 

Feats Acrobatic Strike, Force Sensitivity, Force Training, Improved Disarm, 
Martial Arts |, Point Blank Shot, Weapon Finesse, Weapon Proficiency 
(advanced melee weapons, lightsabers, pistols, simple weapons) 

Skills Acrobatics +11, Deception +9, Initiative +11, Persuasion +9, 
Use the Force +9 

Possessions Force pike, hold-out blaster, infra-goggles (low-light vision), 
prototype vibrablade, Sith mask, stealth field generator 


Bladeborn CL 10 
Medium Human Jedi 4/scoundrel 3/melee duelist 3 

Destiny 1; Force 4; Dark Side 14 

Init +19; Senses low-light vision, Perception +7 

Languages Basic, Sith 


Sith Mage cLs8 
Medium Human noble 7/Sith apprentice 1 

Force 1, Strong in the Force; Dark Side 15 

Init +9; Senses Perception +10 

Languages Basic, Sith 


Defenses Ref 28 (flat-footed 24), Fort 21, Will 24; Elusive Target 
hp 56; Threshold 21 


Defenses Ref 20 (flat-footed 20), Fort 22, Will 18 
hp 53; Threshold 22 


Speed 6 squares 

Melee tremor sword +13 (2d6+4) or 

Melee tremor sword +11 (346+4) with Rapid Strike or 

Melee tremor sword +8 (4d6+4) with Improved Rapid Strike or 

Melee double-bladed lightsaber +12 (248+4) 

Ranged hold-out blaster +12 (344+5) 

Base Atk +6; Grp +10 

Atk Options Improved Rapid Strike, Rapid Strike, Sneak Attack +146 

Special Actions Dirty Tricks, Fear, Melee Defenses, Single Weapon 
Flourish 

Force Powers Known (Use the Force +12): battle strike, dark rage, surge 

Abilities Str 8, Dex 18, Con 8, Int 14, Wis 14, Cha 14 

Talents Block, Dirty Tricks, Power of the Dark Side, Riposte, Single Weapon 
Flourish |, Sneak Attack +146 

Feats Dual Weapon Mastery |, Force Training, Improved Rapid Strike, 
Martial Arts |, Melee Defenses, Rapid Strike, Skill Focus (Initiative), 
Weapon Finesse, Weapon Focus (advanced melee weapons), Weapon 
Proficiency (advanced melee weapons, lightsabers, pistols, simple 
weapons) 

Skills Acrobatics +15, Deception +13, Initiative +20, Stealth +15, Use the 
Force +13 

Possessions double-bladed lightsaber, hold-out blaster, infra-goggles 
(low-light vision), Sith mask, Sith tremor sword, stealth field generator 


SITH Mace 

The Sith mage is a menacing relic of the past. In the original Sith Empire, 
mages unleashed awesome tides of mystical powers, supposedly even 
causing stars to go supernova. More often, their black arts manifest in less 
extravagant—but no less deadly—ways. 

Though their heyday has come and gone, the last bulwark of Sith mages 
remains among the Sorcerers of Tund. They are conjurers of mind-pulverizing 
illusions and perpetrators of hellish transmogrifications, capable of incred- 
ible thaumaturgy. Though they rarely travel offworld, the sorcerers’ intense 
investigations into the Force sometimes drive their own members mad. 


Speed 6 squares 

Melee Sith war sword +6 (1d8+3) 

Ranged hold-out blaster +7 (3d4+4) 

Base Atk +5; Grp +4 

Special Actions Illusion 

Force Powers Known (Use the Force +16): dark rage, fear, Force grip, 
Force lightning, Force resistance, Force whirlwind, kinetic combat, 
rebuke, wound 

Abilities Str 9, Dex 10, Con 14, Int 14, Wis 15, Cha 15 

Talents Affliction, Dark Presence, Force Focus, Illusion, Power of the Dark 
Side, Swift Power 

Feats Exotic Weapon Proficiency (Sith war sword), Force Sensitivity, 
Force Training (3), Linguist, Skill Focus (Deception), Skill Focus (Use 
the Force), Strong in the Force, Weapon Proficiency (pistols, simple 
weapons) 

Skills Deception +16, Gather Information +11, Initiative +9, Knowledge 
(galactic lore) +11, Knowledge (social sciences) +11, Perception +11, 
Persuasion +11, Pilot +9, Use the Force +16 

Possessions hold-out blaster, Sith talisman, Sith war sword, robes 


SHADOW HAND 

(SITH APPRENTICE) 

The title Shadow Hand originated on Korriban, indicating the second in 
command of a Sith Master. A Shadow Hand is the Sith analogue to a Jedi 
Padawan, though the relationship between a Hand and a Master is far less 
amicable. Never knowing when a Sith Master might decide to poison their 
food or attempt to murder them in their sleep, Sith apprentices are utterly 
without scruples and as dangerous as feral kath hounds. A Shadow Hand's 
expertise in cruelty, trickery, and the dark side are second only to the 
Master—for now. 
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Shadow Hand cL 12 
Medium Human Jedi 7/Sith apprentice 5 

Destiny 2; Force 4; Dark Side 14 

Init +12; Senses Perception +13 

Languages Basic, Sith 


Dark Lord of the Sith cL 14 
Medium Human Jedi 7/Sith apprentice /Sith Lord 2 

Destiny 3; Force 5; Dark Side 14 

Init +14; Senses Improved Sense Surroundings, Perception +14 
Languages Basic, Sith 


Defenses Ref 25 (flat-footed 23), Fort 24, Will 26; Block, Deflect 
hp 85; Threshold 24 


Speed 6 squares; Running Attack 

Melee lightsaber +14 (2d8+8) or 

Melee lightsaber +9/+9 (2d8+8) with Double Attack 

Ranged by weapon +13 

Base Atk +12; Grp +13 

Atk Options Double Attack (lightsabers), Running Attack, 
Whirlwind Attack 

Special Actions Dark Presence, Melee Defenses, Power of the Dark Side 

Force Powers Known (Use the Force +18): battle strike, dark rage, energy 
resistance, Force grip, Force lightning, Force thrust, mind trick, move 
object, wound 

Force Technique Improved Wound 


Abilities Str 11, Dex 13, Con 10, Int 13, Wis 14, Cha 14 

Talents Affliction, Block, Dark Presence, Dark Side Adept, Deflect, Power 
of the Dark Side, Weapon Specialization (lightsabers) 

Feats Double Attack (lightsabers), Force Sensitivity, Force Training (3), 
Melee Defenses, Running Attack, Skill Focus (Use the Force), Weapon 
Focus (lightsabers), Weapon Proficiency (lightsabers, simple weapons), 
Whirlwind Attack 

Skills Initiative +12, Knowledge (galactic lore) +12, Perception +13, Use 
the Force +18 (can reroll when using [dark side] Force powers, must 
take second result) 

Possessions lightsaber (self-built) 


DARK LORD OF THE SITH 

(SITH MASTER) 

Revan and Malak each bear the appellation “Darth,” but the hoary hierarchy 
of Master and apprentice remains firm. The ruling Dark Lord of the Sith is 
a master of the dark side of the Force. Accompanied by a Sith apprentice, 
or "Shadow Hand," Sith Masters’ agendas are as varied as their methodolo- 
gies. In general, however, they seek to accumulate vast resources to make 
of reality what they see fit. During the Dark Wars, many dark side followers 
nominally proclaim themselves Dark Lords, until Darth Traya establishes the 
Sith Triumvirate. 


Defenses Ref 28 (flat-footed 27, with Flurry 23), Fort 29, Will 30; Block, 
Deflect 

hp 123; Threshold 29 

Speed 6 squares 

Melee lightsaber +19 (2d8+12) or 

Melee lightsaber +21 (2d8+12) with Flurry or 

Melee lightsaber +14/+14 (2d8+12) with Double Attack 

Ranged by weapon +15 

Base Atk +14; Grp +17 

Atk Options Double Attack (lightsabers), Flurry, Power Attack, 

Whirlwind Attack 

Special Actions Dark Healing, Drain Force, Fear, Melee Defenses 

Force Powers Known (Use the Force +19): battle strike, dark rage, energy 
resistance, farseeing, Force lightning, Force scream, Force slam, mind 
trick, move object, rebuke, slow, wound 

Force Secrets Devastating Power 

Force Techniques Improved Force Slam, Improved Sense Surroundings 

Abilities Str 16, Dex 13, Con 14, Int 14, Wis 17, Cha 15 

Talents Affliction, Block, Dark Healing, Deflect, Drain Force, Power of the 
Dark Side, Riposte, Weapon Specialization (lightsabers) 

Feats Double Attack (lightsabers), Flurry, Force Sensitivity, Force Training 
(3), Melee Defenses, Power Attack, Skill Focus (Use the Force), Weapon 
Focus (lightsabers), Weapon Proficiency (lightsabers, simple weapons), 
Whirlwind Attack 

Skills Initiative +13, Knowledge (galactic lore) +14, Knowledge (tactics) 
+14, Perception +14, Use the Force +19 

Possessions lightsaber (self-built) 


AGENTS OF EVIL 


The Sith are more than just faceless legions intent on conquering the galaxy. 
The following collection of individuals, many of them Dark Lords of the Sith, 
represent some of the most influential Sith in this time period. 


EXAR KUN, 

DARK LORD OF THE SITH 

The father of a half century of bloodshed, Exar Kun was the prized Padawan 
of Master Vodo-Siosk Baas, until his arrogance drove him to study under the 
Sith spirit of Freedon Nadd. 

Nadd nearly kills Kun by luring him to a Sith mausoleum and collaps- 
ing it. Crushed to near-death, Kun opens his heart to the dark side and is 
rewarded with new life. Kun continues unabated, discovering and enstaving 
devolved Massassi Sith on Yavin 4, where he also repays Nadd by destroying 
the wraith with dark energy. 

However, Kun knows Nadd has been mentoring other Sith hopefuls. Track- 
ing them down, he finds the dark side-embattled Jedi Ulic Qel-Droma, and 
as their lightsabers clash, an ancient Sith Lord appears to them across time. 
Branding Kun with the mark of a Dark Lord and Qel-Droma with that of a 
Shadow Hand, he declares, "Exar Kun, because of you, the Sith will never 
die.” With that, the Great Sith War begins. 

Kun and Qel-Droma devastate the Republic. While Gel-Droma secures the 
allegiance of Krath dark side followers and the Mandalorians, Kun converts 
Jedi to the Brotherhood of the Sith. This commune of evil brings destruction 
from Coruscant's Senate Hall to Ossus's ancient Jedi Library, and unleashes 
the murderous Dark Reaper superweapon. However, when Qel-Droma loses 
his nerve, he leads the Jedi straight to Kun on Yavin 4. Unyielding, Kun drains 
the life energies of his Massassi to assure his essence lives beyond death. 

The Jedi launch a salvo of light side energy at the planet, trapping Kun's 
spirit there, but ravaging Yavin 4 in the process. Afterward, the Jedi build a 
city deep underground to nurture the world back to health and guarantee 
Kun never returns. 


Exar Kun (Great Sith War) 

Medium Human Jedi 7/Jedi Knight 2/Sith apprentice 5/Sith Lord 6 

Destiny 3; Force 8; Dark Side 15 

Init +18; Senses Improved Sense Surroundings, Perception +17 

Languages Arkanian, Basic, Catharese, Kreva, Ryl, Tetan, Sith 

Defenses Ref 36 (flat-footed 33, with Flurry 31), Fort 37, Will 35; Block, 
Deflect, Niman 

hp 185; Threshold 37 

Immune fear effects 

Speed 6 squares 

Melee double-bladed lightsaber +25 (2d8+15) or 

Melee double-bladed lightsaber +23 (3d8+15) with Rapid Strike or 

Melee double-bladed lightsaber +27 (2d8+15) with Flurry or 

Melee double-bladed lightsaber +25 (3d8+15) with Flurry and Rapid 
Strike or 

Melee double-bladed lightsaber +25/25 (2d8+15/2d8+15) 

Ranged by weapon +23 


CL 20 


Base Atk +20; Grp +23 

Atk Options Dark Scourge, Double Attack (lightsabers), Flurry 

Special Actions Drain Force, temptation 

Force Powers Known (Use the Force +23): battle strike, dark rage, energy 
resistance, Force lightning, Force stun, Force thrust, Force whirlwind, 
mind trick, wound 

Force Secrets Devastating Power, Distant Power, Multitarget Power, 
Quicken Power 

Force Techniques Improved Force Stun, Improved Sense Surroundings, 
Language Rip 

Abilities Str 17, Dex 17, Con 15, Int 14, Wis 15, Cha 17 

Talents Armored Defense, Block, Dark Healing, Dark Scourge, Dark 
Side Adept, Deflect, Drain Force, Niman, Redirect Shot, Riposte, Sith 
Alchemy, Weapon Specialization (lightsabers) 

Feats Armor Proficiency (light), Dual Weapon Mastery |, Dual Weapon 
Mastery II, Dual Weapon Mastery Ill, Flurry, Force Sensitivity, Force 
Training (3), Rapid Strike, Skill Focus (Use the Force), Weapon Focus 
(lightsabers), Weapon Proficiency (lightsabers, simple weapons) 

Skills Initiative +18, Knowledge (galactic lore) +17, Perception +17, 
Pilot +18, Use the Force +23 (can reroll when using [dark side] Force 
powers, must take second result) 

Possessions double-bladed lightsaber (self-built), Exar Kun’s light battle 
suit (+6 armor, +2 equipment), Sith talisman 


HIGH LADY BREZWALT, 
MECROSA MATRIARCH 

For centuries, a secret evil in Tapani Sector has had nobles and commoners 
jumping at shadows in their own homes and palaces. That evil is the Sith 
Mecrosa Order, and its nefarious leader is High Lady Brezwalt Ill. 

Descendants from an ancient order of Sith settled in the Tapani Sector, 
and years later a young noblewoman would rediscover her ancient Sith heri- 
tage. She founds the Mecrosa Order: a coalition of Force-sensitive knights 
sworn to protect Mecetti’s High Lord and Lady. These Sith Lords are granted 
tax-free holdings on the world Nyssa; over two centuries, Mecrosa grows 
immensely wealthy and powerful, developing chapter houses, palazzi, and 
spynets throughout the sector. 

Yet, the aloof Tapanis value their independence from the Republic above 
all. Despite the Jedi ties of Mecetti’s archnemesis House Pelagia, Tapanis 
refuse outlander meddling in this "minor domestic affair.” So when the Great 
Sith War erupts, the young cutthroat Mecrosa matron High Lady Brezwalt II, 
part of a dynasty of Mecetti rulers of the Tapani Empire, brazenly endeavors 
to seize control of half the sector. During Tapani Day festivities, her Sith 
assassins attempt simultaneous assassinations of five of the eight rival 
house leaders, including Reena, Pelagia, Melissus, Calipsa, and Barong. Of 
these, only Pelagia foils the plot, while Houses Calipsa, Melissus, Barong, and 
a clump of Reena are absorbed into Mecetti Province. The Mecrosa Order, 
long a mere myth, now brutally showcases its reality. 
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At last, Houses Pelagia and Melantha beg for Republic intervention, but 
with Exar Kun's war intensifying, no help comes. Sith Lady Breawalt Ill stands 
poised to transform Tapani Sector into the Mecetti Empire, until Pelagian 
Jedi Shadows turn the tables. Infiltrating every Mecrosa chapter, the Jedi 
double agents wait. Then, when Kun is defeated, the Shadows spring their 
trap and the Jedi Order pounces. In this event, known as the Cleansing of the 
Nine Houses, Jedi Knights destroy the Mecrosa Order, and Mecetti nobles, 
anxious to save face, turn against Lady Brezwalt. 


High Lady Brezwalt III (Restoration) CL 16 

Medium Human noble 7/Force adept 5/Sith Lord 4 

Destiny 3; Force 6; Dark Side 17 

Init +15; Senses Improved Sense Surroundings; Perception +16 

Languages Basic, Bocce, Herglese, High Galactic, Malkite, Mrisstese, 
Muun, Sith 

Defenses Ref 31 (flat-footed 29, with Flurry 26), Fort 29, Will 33 

hp 92; Threshold 29 

Immune fear effects 

Speed 6 squares 

Melee lightfoil +15 (2d8+9) or 

Melee lightfoil +10/+10 (2d8+9) with Double Attack or 

Melee lightfoil +17 (248+8) with Flurry 

Ranged blaster pistol +14 (3d6+8) 

Base Atk +12; Grp +14 

Atk Options Double Attack (lightfoil), Flurry 

Special Actions Born Leader, Force Focus, Power of the Dark Side, 

Sith Alchemy, temptation 

Force Powers Known (Use the Force +22): battle strike, dark rage, Force 
grip, Force lightning, Force slam, ionize, mind trick, wound 

Force Secrets Mentor, Quicken Power, Shaped Power 

Force Techniques Improved Sense Force, Improved Sense Surroundings 

Abilities Str 13, Dex 14, Con 13, Int 16, Wis 17, Cha 18 

Talents Affliction, Born Leader, Channel Aggression, Channel Anger, 
Dark Side Adept, Dark Side Master, Force Focus, Power of the Dark Side, 
Sith Alchemy, Swift Power 

Feats Double Attack (lightfoil), Flurry, Force Sensitivity, Force Training 
(3), Linguist, Poison Resistance, Skill Focus (Use the Force), Weapon 
Finesse, Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, 
pistols, simple weapons) 

Skills Deception +17, Gather Information +17, Initiative +15, Knowledge 
(bureaucracy) +16, Knowledge (galactic lore) +16, Perception +16, 
Persuasion +17, Pilot +15, Ride +15, Use Computer +15, Use the Force 
+22 (can reroll when using [dark side] Force powers, keeping better 
result) 

Possessions lightfoil, Sith poison, Sith talisman 


DARTH REVAN, 
PRODIGAL KNIGHT 
Hero and villain, Jedi and Sith—all of these titles fit the Revanchist. 

The early life of the rebellious Revan is shrouded in mystery. What is 
known is that his power blooms during the Restoration under Jedi Master 
Kreia, whose controversial tutelage significantly impacts Revan's think- 
ing. Revan eventually passes from Padawan to Jedi Knight, but he seeks 
out other masters to round out his education, including the Twi'lek Zhar 
Lestin, under whom Revan apprentices alongside another Jedi: his future 
Sith cohort Malak. 

Had Revan been born a generation sooner, he might have been touted as 
the Jedi standard, but in light of the war started by Exar Kun, Revan’s boldness 
in righting wrongs meets with suspicion from a progressively conservative 
Jedi Council. These distinct Jedi ideologies collide when the Mandalorians 
invade the Republic. Revan advocates revanchism—the retaking of territories 
lost to the invaders—but the Council staunchly opposes involvement. For 
Revan, sitting idly while the Republic took on the Mandalorian juggernaut is 
unthinkable. Consulting with Master Kreia, he makes up his mind to openly 
defy the Council. 

As Jedi—such as his loyal friend Malak—flock to Revan's flag, the council 
warns that their aggressions could transform them into the very conquerors 
they fought. The moral lines are already blurring as Revan adopts Mandalo- 
rian Crusader rhetoric, calling his own cause a “Jedi crusade.” The Force 
seems with Revan, however, as his Jedi beat the enemy back, Soon, the 
Republic military cedes control to Revan, without regret. After three long 
years, Revan vanquishes the Mandalorians' chieftain in single combat and 
shatters their navy. 

The Republic rejoices. Instead of joining the revelry, however, Revan and 
Malak vanish into unknown space, where Mandalorians supposedly linger. In 
truth, they have gone in search of Sith dogma and the Rakatan Star Forge 
superweapon. 

One year later, they return. As the Council warned, the revanchist has 
become a conqueror. Darth Revan and Darth Malak now head a Sith Empire 
bent on conquest, and the Jedi meet their wayward son head on. The Jedi 
Civil War initially favors Revan, who wisely tries keeping the infrastructures 
of the Jedi and Republic intact, but his luck soon runs out, Betrayed by a 
power-hungry Malak, Revan is captured by Bastila Shan's Jedi strike team. 
His memories are then temporarily erased with the Force, and he is sent out 
as a Jedi sleeper to locate the Star Forge shipyard. 

Alongside Bastila, Revan does just that, forming an intimate bond with 
his captor and saving her from the dark side. In a bitter reunion, he also 
confronts Malak aboard the Star Forge and does away with his long-time 
friend and former apprentice. Yet, after the war, other memories haunt 
Revan. He strikes out for the Rim alone, searching for what he believes is 
the true Sith menace, 


DARTH REVAN DOES NOT TAKE FAILURE LIGHTLY 


Darth Revan (Jedi Civil War) 

Medium Human Jedi 7/Jedi Knight 5/Sith apprentice 3/Sith Lord 5 
Destiny 4; Force 8, Strong in the Force; Dark Side 16 

Init +19; Senses Perception +19 

Languages Basic, Binary, Huttese, Mando’a, Rakata, Sith 


CL 20 


Defenses Ref 36 (flat-footed 33), Fort 35, Will 37; Block, Deflect 
hp 165; Threshold 35 


Immune fear effects 

Speed 6 squares 

Melee lightsaber +25 (2d8+13) or 

Melee lightsaber +22/+22 (2d8+13) with Double Attack or 

Melee lightsaber +17/+17 (2d8+13) with Triple Attack or 

Melee unarmed +23 (1d6+13) or 

Ranged by weapon +23 

Base Atk +20; Grp +23 

Atk Options Double Attack (lightsabers), Triple Attack (lightsabers) 

Special Actions Adept Negotiator, Dark Presence, Drain Force, Force 
Focus, Power of the Dark Side, Skilled Advisor, temptation 


Force Powers Known (Use the Force +23): battle strike, dark rage, 
farseeing, Force grip, Force lightning, Force whirlwind, mind trick, move 
object, slow, wound 

Force Secrets Devastating Power, Distant Power, Multitarget Power, 
Quicken Power 

Force Techniques Force Power Mastery (battle strike), Improved Sense 
Force, Language Absorption 

Abilities Str 17, Dex 17, Con 14, Int 15, Wis 18, Cha 19 

Talents Adept Negotiator, Affliction, Armored Defense, Block, Dark 
Presence, Deflect, Drain Force, Force Deception, Force Focus, 
Multiattack Proficiency (lightsabers), Power of the Dark Side, Skilled 
Advisor 

Feats Armor Proficiency (light), Double Attack (lightsabers), Dual Weapon 
Mastery |, Force Sensitivity, Force Training (2), Martial Arts |, Skill 
Focus (Use the Force), Strong in the Force, Triple Attack (lightsabers), 
Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, simple 
weapons) 

Skills Acrobatics +18, Deception +24, Initiative +18, Knowledge (tactics) 
+17, Perception +19, Use the Force +24 (can reroll when using [dark 
side] Force powers) 

Possessions lightsaber (self-built), Darth Revan's armor (+6 armor, +2 
equipment) 


DARTH MALAK, SITH MAGNUS 
Darth Malak was not always a model Dark Lord. He was once a compassion- 
ate Jedi Knight. In fact, Republic citizens’ sufferings so move the young Jedi 
Alek Squinquargesimus during the Mandalorian Wars that he rebels—along 
with his good friend Revan—against the Jedi Council's decree of inaction. 
The young Jedi helps recruit thousands of Jedi to spearhead the war against 
the Mandalorians, and they drive back the invaders. Yet sweeping victories 
correspond all too frequently with proportionately devastating moral com- 
promises, Day by day, Alek perceives himself sliding toward the dark side, 
but sees no alternative. The horrors of war are not a mystery, and he knew 
he would face this dilemma. 

Just as he intends, Alek saves the galaxy. Victorious against the Mandalo- 
rians, he realizes that all his efforts may be for naught if a strong hand does 
not steer the galaxy. In actuality, besides himself, he knows he can trust only 
the soldiers he had fought alongside, because they are capable defenders. 
Sharing these thoughts with Revan, Alek finds his brother-in-arms agrees. 

Now Alek understands the dark side. It is named from ignorance: the 
ignorance of never having killed, of never having ordered friends to their 
deaths, of always thinking today is your day to die—all for cowards unwilling 
to fight for their own safety—and ignorance of what it means to wield so 
much power. Revan, of course, understands completely. 

After the Mandalorian Wars, Alek and Revan subsume themselves in Kor- 
riban and Malachor V's Sith occultism and use the Star Forge superweapon 


AHS shh 


to churn out war materiel almost limitlessly. Alek then becomes Darth Malak 
of the remade Sith Empire, apprentice to Darth Revan. The Republic conquest 
initially goes well, but in time, Malak sees Lord Revan as soft, resulting in 
a tension that culminates in a lightsaber duel; Malak loses his lower jaw to 
Revan's blade, necessitating a metallic jaw guard. Returning the favor, Malak 
fires on Revan's flagship. Unaware that Jedi have captured the traitor, Malak 
assumes the crown of ruling Dark Lord, inheriting the empire. With Admiral 
Saul Karath, Malak's fleet spreads terror, and he cultivates Darth Bandon 
and Bastila Shan as his pupils. However, Malak faces Revan again, this time 
as a reconditioned Jedi. In the rematch, Malak's twisted dream of protecting 
the galaxy dies with him. 


Darth Malak (Jedi Civil War) CL 20 

Medium Human Jedi 7/Jedi Knight 5/Sith apprentice 4/Sith Lord 4 

Destiny 2; Force 8; Dark Side 15, 

Init +17; Senses Perception +17 

Languages Basic, Sith 

Defenses Ref 35 (flat-footed 33), Fort 38, Will 35 

hp 185; Threshold 43 

Immune fear effects 

Speed 6 squares 

Melee lightsaber +27 (248+17) or 

Melee lightsaber +24/+24 (2d8+17) with Double Attack or 

Melee Sith war sword +26 (2d6+17) 

Ranged blaster pistol +22 (3d6+15) 

Base Atk +20; Grp +25 

Atk Options Double Attack (lightsaber), Whirlwind Attack, Wicked Strike 

Special Actions Dark Healing, Force Suppression, Force Warning, Melee 
Defenses, Sith Sorcery, Telekinetic Power, temptation 

Force Powers Known (Use the Force +20): battle strike, dark rage, Force 
grip, Force lightning, Force scream, Force stun, Force whirlwind, mind 
trick, surge 

Force Secrets Devastating Power, Distant Power, Shaped Power 

Force Techniques Dominate Mind, Improved Force Stun, Force Power 
Mastery (Force whirlwind), Improved Move Light Object 


Skills Endurance +18, Initiative +17, Perception +17, Knowledge (tactics) 
+17, Use the Force +20 (can reroll when using [dark side] Force powers 
and keep better result) 

Possessions lightsaber (self-built), Sith alchemical war sword, Darth 
Malak's armor (+6 armor, +2 equipment) 


DARTH BANDON, 

SITH SHADOW HAND 

Most Jedi who join the Sith Empire abandon their former Republic allegiance 
when the Mandalorian Wars conclude, but several traitors flee to the Kor- 
riban Sith academy during the Jedi Civil War. Among these turncoats is 
Darth Bandon. 

Bandon chafes under his Jedi Master, who aims to curb his natural anger 
and hatred. So when a mighty Sith Empire assaults Republic space, Bandon 
flees the repressive Jedi Order. Unleashing his cruelty within the Sith hierar- 
chy, he immediately sparks interest from Darth Malak. Once Malak controls 
the Sith Empire, he makes Bandon his Sith apprentice, 

The bloodthirsty Darth Bandon wastes no time in building a double-bladed 
Sith lightsaber resembling that of Exar Kun, using it to impale a score of his 
former Jedi allies. Growing arrogant, Bandon inevitably sets his sights on 
Malak's mantle. But when Bandon kills the common Republic soldier Trask 
Ulgo, who sacrifices himself to save Revan after his Jedi reconditioning, the 
cocksure Bandon never imagines it will be the death of him. Ulgo’s sacrifice 
allows Revan to escape and start down the path to reclaiming his legacy. As 
Revan grows more powerful, Darth Malak orders Darth Bandon to seek out 
and destroy Revan and his companions. With two dark side cronies in tow, 
Bandon confronts Revan but is killed by the former Sith Lord. 


Darth Bandon cL 10 
Medium Human Jedi 7/Sith apprentice 3 

Destiny 1; Force 3; Dark Side 12 

Init +12; Senses Perception +11; Block, Deflect 

Languages Basic, Sith 

Defenses Ref 24 (flat-footed 22), Fort 26, Will 23 

hp 95; Threshold 26 


Abilities Str 20, Dex 14, Con 16, Int 15, Wis 15, Cha 20 

Talents Armored Defenses, Block, Dark Healing, Dark Side Adept, Dark 
Side Master, Deflect, Force Suppression, Force Warning, Multiattack 
Proficiency (lightsabers), Weapon Specialization (lightsabers), Wicked 
Strike 

Feats Armor Proficiency (light), Double Attack (lightsabers), Force 
Sensitivity, Force Training (3), Melee Defense, Republic Military 
Training, Weapon Focus (lightsabers), Weapon Focus (simple 
weapons),Weapon Proficiency (lightsabers, pistols, simple weapons), 
Whirlwind Attack 


Speed 6 squares 

Melee double-bladed lightsaber +13 (248+9) or 

Melee double-bladed lightsaber +8 (2d8+9) and 
double-bladed lightsaber +8 (2d8+9) 

Ranged by weapon +12 

Base Atk +10; Grp +12 

Atk Options Dark Scourge, Mighty Swing 

Special Actions Coordinated Attack, Redirect Shot 

Force Powers Known (Use the Force +16): battle strike, dark rage, 
Force lightning, Force thrust 

Force Techniques Force Power Mastery (dark rage) 


ADMIRAL SAUL KARATH, 
TRAITOR TO THE REPUBLIC 


Abilities Str 15, Dex 14, Con 14, Int 12, Wis 12, Cha 13 

Talents Armored Defenses, Block, Dark Scourge, Deflect, Redirect Shot, 
Weapon Specialization (lightsabers) 

Feats Armor Proficiency (light), Coordinated Attack, Dual Weapon 
Mastery I, Force Sensitivity, Force Training (2), Mighty Swing, 
Skill Focus (Use the Force), Weapon Focus (lightsabers), Weapon 
Proficiency (lightsabers, simple weapons) 

Skills Initiative +12, Perception +11, Pilot +12, Use the Force +16 

Possessions double-bladed lightsaber (self-built). Darth Bandon’s 
fiber armor (+5 armor, +2 equipment) 


ADMIRAL SAUL KARATH 

Corellian-born Saul Karath comes from tough working-class beginnings— 
made all the tougher when the Great Sith War turns his life upside down. The 
Navy provides a means of escape. Starting asa noncommissioned crewman, 
Karath serves as steward for Great Sith War naval hero Orley Vanicus— 
beginning a career that sees him trying nearly every duty aboard a starship 
at least once. He grows into a talented pilot and an even better tactician, 
known for acting on quality snap judgments. 

His skills for dealing with bureaucracy are less developed, with numer- 
ous setbacks in his career. But his remarkable ability to rebound allows 
him to survive and thrive. On Reciprocity, he finds success protecting 
convoys against pirates; 
later, as captain and then 

admiral on Courageous 
and Swiftsure, he leads 
the defense against the 
Mandalorians. The Navy, 
for Karath, is family. 

But when Darth Revan 
strikes, that family is 
shaken, and Karath makes 
his ultimate gamble to 
save it. Faced with the 
loss of his forces and com- 
mand, Karath betrays the 
Republic, bringing Levio- 
than and other ships to 
the Sith, and devastating 
his protégé, Carth Onasi 
The move is the greatest 
of ironies for Karath, who 
had mistrusted Jedi since 
the Sith War. Earlier, in the 
Mandalorian Wars, Karath 


immediately—and incorrectly—assumes on scant evidence that Zayne Carrick 
is a Mandalorian spy; other Jedi received similarly icy receptions. Now, in 
the Jedi Civil War, Karath finds himself in the service of fallen Jedi, and he 
is driven to dire acts to prove his worth 

Karath initially hopes the disappearance of Revan from the scene would 
improve matters, but he soon finds that serving Malak is no easier. But as 
the highest-ranking official in Malak's service, he is not about to abandon his 
post. The preservation of his beloved Navy, and his status within it, overrules 
all other concerns. As he puts it, "War's a funny thing. It makes you do things 
you never thought you'd do.” 


Saul Karath CL16 

Medium Human soldier 5/noble 3/ace pilot 1/officer 7 

Destiny 2; Force 6; Dark Side 10 

Init +17; Senses Perception +17 

Languages Basic, Bothan, Durese, Khilese, Kuat, Mando’a, Sullustese, 
Zabrak 

Defenses Ref 31 (flat-footed 30), Fort 30, Will 31 

hp 131; Threshold 30 

Speed 6 squares 

Melee unarmed +15 (1d4+9) 

Ranged blaster pistol +11 (3d6+8) 

Base Atk +14; Grp +15 

Atk Options Expert Gunner, Penetrating Attack (heavy weapons) 

Special Actions Assault Tactics, Battle Analysis, Born Leader, Coordinated 
Attack, Deployment Tactics, Field Tactics, Rally 

Abilities Str 12, Dex 12, Con 14, Int 16, Wis 12, Cha 16 

Special Qualities command cover +3, share talent (Assault Tactics, 
Deployment Tactics, Field Tactics) 

Talents Armored Defenses, Assault Tactics, Battle Analysis, Born Leader, 
Deployment Tactics, Distant Command, Expert Gunner, Field Tactics, 
Penetrating Attack (heavy weapons), Rally 

Feats Armor Proficiency (light, medium), Coordinated Attack, Linguist, 
Republic Military Training, Skill Focus (Initiative), Skill Focus 
(Knowledge [tactics]), Skill Focus (Perception), Skill Focus (Persuasion), 
Vehicular Combat, Weapon Focus (heavy weapons), Weapon 
Proficiency (heavy weapons, pistols, rifles, simple weapons) 

Skills Initiative +17, Knowledge (bureaucracy) +14, Knowledge (tactics) 
+19, Mechanics +14, Perception +17, Persuasion +19, Pilot +12 

Possessions blaster pistol, code cylinder, comlink (encrypted), officer's 
uniform 
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DARTH TRAYA, 
LORD OF BETRAYAL 

As master to the galaxy's savior and its destroyers, Darth Traya seems a 
paradox. But she understands treachery to be not only the way of the Sith 
but the will of the Force, 

Before becoming a Sith, Kreia is a Jedi Master. A mystic and historian, 
her unused eyesight lies fallow as she relies on marathon meditations 
to penetrate the universe's mysteries. For decades, Kreia challenges her 
Padawans with difficult questions. “If a lightsaber loses its power, is it still 
lightsaber?” she would ask. “And ifa Jedi loses her powers, is she still a Jedi?" 
Her peers consider "Kreia's conundrums” quaint, but her Knights-in-training 
are spellbound. However, when Kreia's former students follow her one-time 
Padawan Revan to battle the Mandalorians, her rhetoric is denounced by 
Master Atris and the Jedi Council. 

Kreia silently withdraws from the Jedi. Some believe she too has followed 
Revan, but she traces her Padawan's footsteps in a different way. Kreia is 
drawn to the Force echoes at Malachor V. Within its Trayus Academy, she 
encounters assassins left by Darth Revan, but instead of attacking, they 
present her with Sith hermetica. "The truths of the cosmos," these writings 
intimated, "are not intended for the sane.” Intrigued, Kreia scours 
the texts through the Force, suspecting their authors were in 
fact pureblooded descendants of the Sith people. 

The Sith sorcerers claim privileged insight into secret 
realities. They argue that even though the contradictory 
and aimless nature of existence appears obvious to all 
intelligent beings, awareness of the Force exposes this 
obvious “fact” for a lie. Hence, the Force betrays 
Force-sensitive beings, forcing them to live 
in this compromised, chaotic universe— 
to live the lie. Even as she wants to 
denounce this, Darth Traya falls 
under its seductive spell. Clearly, 
not just these Sith but the Force 
itself must be destroyed—and the 
“wound! in the Force at Malachor V 
proves it possible. 

Traya begins hunting Force-wounds, thus 
discovering and allying with the ghastly Darth 
Nihilus and monstrous Darth Sion. Coming to 
the Sith Empire's remnants as Revan's master, the 
remaining troopers also pledged their loyalty 
to her. This Sith Triumvirate is launched 
from Malachor \V, intending to wipe out 
Traya's Jedi betrayers. But Traya under- 
estimates her disciples’ depravity. They 
turn on her and drain her Force powers. 
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As Sion and Nihilus unwittingly aid her by carrying out a massive assas- 
sination campaign against the Jedi, Traya seeks the Jedi Exile, Revan’s old 
general, who had been severed from the Force. Together forging a telepathic 
link, they revitalize their Force connections. In the Jedi Exile, who had 
wounded the Force at Malachor V, Traya believes she has found a way to 
destroy all traitors, including the Force itself. Traya manipulates the Exile 
into finding the surviving Jedi Masters and Traya's Sith apprentices so that 
Traya can destroy them. 

At last, Traya reveals herself as a Sith, but the Jedi Exile refuses her 
invitation to join the dark side. Traya uses vast telekinetic powers to wield a 
trio of lightsabers against her, but she is ultimately killed by the person she 
considered her greatest disciple 


Darth Traya (Dark Wars) 
Medium Human Jedi 7/Jedi Knight 5/Jedi Master 5/Sith Lord 3 
Destiny 6; Force 8, Strong in the Force; Dark Side 20 
Init +18; Senses Use the Force +24 
Languages Basic, Caamasi, Cerean, Sith, Tundan 
Defenses Ref 36 (flat-footed 33, with Flurry 28), Fort 36, Will 41; Block, 
Deflect 
hp 126; Threshold 36 
Immune fear effects 
Speed 6 squares 
Melee lightsaber +25 (2d8+13/x3) or 
Melee lightsaber +22/+22 (2d8+13/x3) with Double 
Attack or 
Melee lightsaber +17/+17/+17 (2d8+13/x3) 
with Triple Attack or 
Melee lightsaber +27 (2d8+13/%3) with Flurry 
Ranged by weapon +23 
Base Atk +20; Grp +21 
Atk Options Double Attack (lightsabers), 
Flurry, Trakata, Triple Attack (lightsabers), 
Triple Crit (lightsaber) 
Special Actions Dark Healing, Fear, serenity, 
temptation 
Force Powers Known (Use the Force +24): battle 
strike, dark rage, energy resistance, farseeing, Force 
disarm, Force lightning, Force scream, Force slam, Force 
thrust, kinetic combat, mind trick, move object, negate 
energy, rebuke (2), surge, vital transfer, wound 
Force Secrets Devastating Power, Distant Power, 
Mentor, Multitarget Power, Quicken Power, 
Shaped Power 
Force Techniques Improved Kinetic Combat, 
Improved Sense Force 
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DARTH TRAYA, MASTER OF KINETIC COMBAT 


Abilities Str 12, Dex 16, Con 16, Int 18, Wis 20, Cha 12 DARTH SION HAS VANGIUSHED MANY JEDI FOES 

Talents Block, Deflect, Dark Healing, Equilibrium, Force Deception, 

Force Perception, Multiattack Proficiency (lightsabers), Power of the 
Dark Side, Telepathic Link, Trakata, Visions, Weapon Specialization 
(lightsabers) 

Feats Double Attack (lightsabers), Flurry, Force Sensitivity, Force Training 
(3), Skill Focus (Use the Force), Strong in the Force, Triple Attack 
(lightsabers), Triple Crit (lightsaber), Weapon Finesse, Weapon Focus 
(lightsabers), Weapon Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +18, Deception +24, Endurance +18, Initiative +18 
(can reroll and keep better result), Knowledge (galactic lore) +19, 
Knowledge (social sciences) +19, Perception +24, Pilot +18, Use the 
Force +24 

Possessions lightsaber (self-built), Jedi robes 


DARTH SION, LORD OF PAIN 

The ancient Sith texts at Korriban are rife with paranormal tales of death- 
defying Sith Lords. But none ever so ardently clung to his broken body as 
the hate-filled, animate corpse Darth Sion. 

Hatred. Since time immemorial, Sion—possibly his given name—clotted his 
heart with hatred. Like all people, Sion was susceptible to infirmity of every 
kind—physical, emotional, mental—and, like all people, Sion suffered each of 
these to a degree that to another might not seem extraordinary, but which 
their sufferer might rightly term intolerable. Like all people, Sion was faced 
with the choice to endure his unspeakable pain as one more nameless person 
among many, or to imbue his suffering with the true but hollow uniqueness 
entitled the individual sufferings of all people. He chose the latter, and Darth 
Sion, Lord of Pain, was born. 

Asa marauder for the Sith Empire during the Great Sith War, Sion flings 
himself at the Jedi, seeking death, but instead, he finds the opposite. Regu- 
larly surviving the frontline pandemonium, Sion acquires a pain tolerance 
that convinces him of his immortality. Inevitably, probability has its day and 
Sion is struck down. 

Yet death does not come for Darth Sion, and each centimeter of his fail- 
ing body comes alive with anguish, multiplying that infinitely distant point 
of pain one thousandfold until his brain threatens to collapse. Improbably, _Traya's hand. Sion embarks on a Jedi-assassination spree, "dying" many more 
Sion gets up. And as he locks eyes with his attacker, Sion lets all his anger _ times, but always ending more enemy lives. 
for being killed—all the hatred clotting his heart—explode. One Jedi especially gets underneath Sion’s decrepit skin. The Jedi Exile 

Sion finds that keeping his decomposing flesh tethered together with dark proves remarkably resilient. Sion feels an alien feeling bud within him: not 
side energy is inexplicably painful, and requires endless concentration on the __respect for the female Jedi, not admiration, but an emotion quite intolerable. 


rage that festers inside him—but immortality is immortality. It causes his intense hatred to flag, threatening his tenuous hold on life, so 

Surviving the Sith backstabbing following the Jedi Civil War, Sion's abili- Sion decides to destroy the woman responsible for this weakness. However, 
ties draw the eye of Revan's former master, the powerful Darth Traya. Sion in their final confrontation, the Jedi Exile convinces the Dark Lord to release 
learns much from the shrew, but grows frustrated with her abstract teachings. himself from his enslaving hatred. Rage and life flee Sion simultaneously, his 


He conspires with Darth Nihilus to strip her powers and eventually severs undead body finally yielding to absolute necrosis. 
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Darth Sion (Dark Wars) cL 19 

Medium Human soldier 7/Sith apprentice 7/Sith Lord 5 

Destiny 4; Force 7; Dark Side 14 

Init +17; Senses Perception +16 

Languages Basic, Sith 

Defenses Ref 35 (flat-footed 32), Fort 35, Will 34 

hp 177; Threshold 35 

Immune fear effects 

Speed 6 squares 

Melee lightsaber +25 (2d8+16) or 

Melee lightsaber +20/+20 (2d8+16) with Double Attack 

Ranged blaster pistol +22 (3d6+9) 

Base Atk +19; Grp +24 

Atk Options Dark Scourge, Double Attack (lightsabers), Power Attack, 
Severing Strike 

Special Actions Dark Healing Field, Dark Presence, Improved Dark 
Healing, Power of the Dark Side, temptation 

Force Powers Known (Use the Force +18): battle strike (2), dark rage, 
Force slam, Force thrust, Force whirlwind, move object, slow, wound 

Force Secrets Devastating Power, Distant Power, Multitarget Power, 
Shaped Power 

Force Techniques Improved Force Slam, Improved Force Trance, Improved 
Wound 

Abilities Str 20, Dex 17, Con 16, Int 13, Wis 14, Cha 9 

Talents Dark Healing, Dark Healing Field, Dark Presence, Dark Scourge, 
Dark Side Adept, Improved Dark Healing, Power of the Dark Side, 
Severing Strike, Swift Power, Weapon Specialization (lightsabers) 

Feats Armor Proficiency (light, medium), Double Attack (lightsabers), 
Force Sensitivity, Force Training (3), Power Attack, Sith Military 
Training, Skill Focus (Use the Force), Skill Training (Deception), Weapon 
Focus (lightsabers), Weapon Proficiency (lightsabers, pistols, rifles, 
simple weapons) 

Skills Deception +14, Initiative +17, Knowledge (tactics) +15, Perception 
+16, Pilot +17, Use the Force +18 (can reroll when using [dark side] 
Force powers, must take second result) 

Possessions lightsaber 


DARTH NIHILUS, LORD OF 
HUNGER 

Victim of the Mandalorian Wars, the man who became Nihilus lost everything: 
his possessions, his loved ones, and the will to live. While illness cannibalizes 
his body, a vast emptiness devours his humanity. Then, when all seems lost, he 
discovers that his emptiness hungered. The first time, he fed it unconsciously. 
Draining another being's life is frightening, nauseating, but for a euphoric 
moment, the memories, the illness, and the hunger disappeared. 


But it proves insatiable, The more he indulges it, the shorter the satis- 
faction lasts and the more severe the hunger becomes, He begins feeding 
relentlessly, still always craving. Existence again becomes unbearable, but 
then hope materializes. A blind Sith Lord appears. She has felt his existence 
like a gaping wound through the Force. The Force, she explains, fuels his 
hunger, and she will show him how to devour worlds. The Sith and the Force 
are meaningless to him, but the hunger must be appeased. 

Darth Traya indeed teaches the newly christened Darth Nihilus to harness 
his life-draining gift to radical heights—so effectively, in fact, that Nihilus 
saps Traya's powers in a calculated double-cross, However, as Nihilus greed- 
ily consumes entire planets’ life energy, the dark side macerates him even 
faster. But no matter. Nothing matters except his hunger. Before it devours 
him totally, Nihilus uses its power to displace his persona into his robes 
and armor. As his useless body disintegrates, he becomes living primitive 
intention; at last, the whole of the galaxy becomes food—for Nihilus has 
become the hunger. 

Ousting Traya with Darth Sion’s help, Nihilus binges on the Force, nearly 
extinguishing the Jedi forever at Katarr. However, Traya reciprocates his 
betrayal by luring him into a confrontation with the Jedi Exile and Nihilus's 
own former apprentice. When Nihilus tries feeding on this Jedi, his hunger 
is mysteriously repelled, as if confronted by his exact polar opposite. Psychi- 
cally starved by the effort, the Dark Lord falls to the Jedi, and Nihilus the 
man dissolves into oblivion. 


Darth Nihilus (Dark Wars) cL19 

Medium Human (Dark Side Aberration) soldier 7/Sith apprentice 7/Sith 
Lord 5 

Destiny 4; Force 7; Dark Side 14 

Init +18; Senses Improved Sense Surroundings, Use the Force +21 

Languages — 

Defenses Ref 36 (flat-footed 32), Fort 38, Will 34 

hp 234; Threshold 38 

Immune fear effects 

Speed 6 squares 

Melee lightsaber +25 (248+13) or 

Melee lightsaber +22/+22 (2d8+13) with Double Attack or 

Melee lightsaber +17/+17 (2d8+13) with Triple Attack 

Ranged blaster pistol +23 (346+9) 

Base Atk +19; Grp +21 

Atk Options Double Attack (lightsabers), Mighty Swing, Running Attack, 
Triple Attack (lightsabers) 

Special Actions Dark Healing Field, Drain Force, Improved Dark Healing, 
temptation 

Force Powers Known (Use the Force +21): battle strike, dark rage, 
farseeing, Force grip, Force lightning, Force resistance, Force scream, 
Force whirlwind, sever Force, slow, surge, wound 


Force Secrets Devastating Power, Distant Power, Mentor, Multitarget 
Power 

Force Techniques Force Power Mastery (Sever Force), Improved Sense 
Force, Improved Sense Surroundings 

Abilities Str 19, Dex 18, Con 22, Int 8, Wis 16, Cha 15 

Talents Armored Defenses, Dark Healing, Dark Healing Field, Drain Force, 
Force Flow, Force Perception, Improved Dark Healing, Multiattack 
Proficiency (lightsabers), Telepathic Influence, Telepathic Link, Visions 

Feats Armor Proficiency (light, medium), Double Attack (lightsabers), 
Force Sensitivity, Force Training (3), Mighty Swing, Rapid Strike, 
Running Attack Skill Focus (Use the Force), Triple Attack (lightsabers), 
Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, pistols, 
rifles, simple weapons) 

Skills Endurance +20, Initiative +18, Perception +21, Use the Force +21 

Possessions lightsaber (self-built), mask, Sith robes 


STARSHIPS 

Though most of the ships used by the Sith Empire are based on designs 
stolen from the Republic, the following starships are emblematic of the Sith 
Empire's war machine. Also note that many vessels used by the Republic, 
both in the Mandalorian Wars and the Jedi Civil War, may be stolen by the 
Sith and replicated using the Star Forge. 


INTERDICTOR-CLASS WARSHIP 


The Interdictor-class capital ship comes to symbolize the might of the 
Sith Empire, This “pure warship” is originally commissioned to round out 
the Republic fleet, filling a strategic gap between its Inexpugnable-class 
behemoths and Hammerhead-class frigates. Only a single prototype, the 
Leviathan, comes out of the Corellian shipyards spaceworthy. To the Repub- 
lic's regret, Admiral Saul Karath obtains command of the ship—and soon 
deserts for the Sith. 


AN INTERDICTOR-CLASS WARSHIP FIRES ON A Pain 
OF FLEEING FORAy-CLASS BLOCKADE RUNNERS: 


At 600 meters long, armed to the teeth, and equipped with the latest in 
mass-shadow-generating technology, the Interdictor represents the peak of 
Corellian engineering. Revan wastes no time in deconstructing its design with 
the Star Forge, spitting out hundreds of replicas for the Sith armada. 

Tactical Fire: The Interdictor-class warship is a mobile capital ship 
capable of trapping enemy forces by filling in the gaps in fleet formations. 
As a standard action, an Interdictor-class warship can forego all attacks to 
provide tactical fire to all squares in a 2-square radius. All enemy starships 
within this area suffer a -1 penalty to Reflex Defense and have their space 
speed reduced by 2 squares (to a minimum of 1 square). 


Star Forge Manufacture Interdictor-class Warship CL16 
Colossal (cruiser) capital ship 
Init -2; Senses Perception +6 
Defenses Ref 14 (flat-footed 12), Fort 50; +12 armor 
hp 1,250; DR 20; SR 110; Threshold 250 
Speed fly 3 squares (starship scale) 
Ranged 5 medium turbolaser batteries +14* (see below) and 
6 point-defense light laser batteries +10 (see below) 
3 tractor beam batteries +10" (see below) 
4 gravity well projectors +8 (see below) 
Fighting Space 2x2 (starship scale); Cover total (crew) 
Base Atk +2; Grp +62 
Atk Options autofire (point-defense light laser cannon batteries) 
Abilities Str 90, Dex 14, Con —, Int 18 
Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 
Crew 5,224 (skilled); Passengers 3,600 (troops) 
Cargo 11,000 tons; Consumables 3 years; Carried Craft 48 Sith 
interceptors, various support vehicles 
Hyperdrive x2 (backup x9), navicomputer 
Availability Military Cost not available for sale 
“Apply a -20 penalty on attacks against targets smaller than Colossal size. 


Medium turbolaser battery (5 gunners) 
Atk +14 (-6 against targets smaller than Colossal), Dmg 5d10%5 


Point-defense light laser cannon battery (3 gunners) 
Atk +10 (+5 autofire), Dmg 3d10x2 

Tractor beam battery (3 gunners) 
Atk +10 (-10 against targets smaller than Colossal), Dmg —(grapple 
+61) 

Gravity well projector (2 gunners) 

Atk +8 (3x3 square starship-scale area attack), Dmg Special (SG 45) 
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CENTURION-CLASS 
BATTLECRUISER 
Twice the size of Interdictor-class warships, the Centurion-class battle 
cruiser is the heavyweight of Revan's fleet, first fighting for the Republic, 
then against it. Intended to phase out the problematic /nexpugnable-class 
ships, a limited number of these 1,200-meter-long starships see action in 
the Mandalorian Wars. Several of the ships are crushed beyond recognition 
by the Mass Shadow Generator in the Battle of Malachor V, The rest wind up 
serving as prestigious, colossal mobile fortresses for the Sith Empire. 

The Centurion-class battlecruiser is a powerful ship that presents an 
imtimidating visage to its opponents. Built in the same wedge-shaped design 
that would later become popular among Star Destroyers in the Galactic Civil 


War, a single Centurion-class battlecruiser packs enough firepower to take 
on an Inexpugnable-class command ship and is purely a weapon of war. 

Most Centurion-class battlecruisers are destroyed or captured by the end 
of the Jedi Civil War. However, during the Dark Wars, the Sith Lord Darth 
Nihilus manages to resurrect one of the crushed battlecruisers from Malachor 
\V, turning the wreck of the Ravager into a spaceworthy ghost ship. 

Tactical Fire: The Centurion-class battlecruiser is a powerful vessel that 
can devastate enemy forces with its powerful weaponss. As a standard action, 
a Centurion-class battlecruiser can forego all attacks to provide tactical fire 
to all squares in a 2-square radius. All allied ships of Colossal (frigate) size or 
larger deal +1 die of damage with vehicle weapons against any enemy ships 
of Colossal (frigate) size or larger within this radius. 


A WING OF GHELA-CLASS STARFIGHTERS LAUNCHES AN ATTACK ON A CENTURION-CLASS BATTLECRUISER 


Star Forge Manufacture Centurion-class Battlecruiser CL 20 
Colossal (cruiser) capital ship 
Init -1; Senses Perception +6 
Defenses Ref 17 (flat-footed 14), Fort 55; +14 armor 
hp 1,950; DR 20; SR 140; Threshold 255 
Speed fly 3 squares (starship scale) 
Ranged 6 medium turbolaser batteries +17* (see below) 
6 heavy ion cannon batteries +17* (see below) 
6 point-defense light laser cannon batteries +11 (see below) 
3 tractor beam batteries +11* (see below) 
Fighting Space 2x2 (starship scale); Cover total 
Base Atk +2; Grp +67 
Atk Options autofire (point-defense light laser cannon batteries) 
Abilities Str 100, Dex 16, Con —, Int 20 
Skills Initiative -1, Mechanics +6, Perception +6, Pilot -1, 
Use Computer +6 
Crew 31,452 (skilled); Passengers 7,400 (troops) 
Cargo 32,000 tons; Consumables 5 years; Carried Craft 96 Sith 
interceptors, various support vehicles 
Hyperdrive x2 (backup x8), navicomputer 
Availability Military; Cost not available for sale 
“Apply 0 -20 penalty on attacks against targets smaller than Colossal size. 


Medium turbolaser battery (6 gunners) 
Atk +17 (-3 against targets smaller than Colossal), Dmg 5d10x5 
Heavy ion cannon battery (6 gunners) 
Atk +17 (-3 against targets smaller than Colossal), Dmg 3d10x5 ion 
Point-defense light laser cannon battery (3 gunners) 
Atk +11 (+6 autofire), Dmg 2d10x2 
Tractor beam battery (3 gunners) 
Atk +11 (-9 against targets smaller than Colossal), Dmg —(grapple 
+67) 


DERRIPHAN-CLASS BATTLESHIP 
One of the staples of the Sith fleet a thousand years before the Great Sith 
War, the 215-meter-long Derriphan-class battleship is a well-armored frigate 
that is capable of dealing significant amounts of damage to enemy forces. 
Despite being unshielded and sluggish, the Derriphan-class battleship can 
still take a beating as it concentrates its fire on individual enemy ships. Since 
this battleship carries only a small complement of six starfighters, it relies on 
its point-defense weapons for most of its anti-fighter protection, 

Though all of the Derriphon-class battleships were thought to be 
destroyed in the Great Hyperspace War, at least one survived. The ship, 
belonging to Naga Sadow, was buried on Yavin 4. During the Great Sith War, 
Exar Kun would raise the ship from the planet and put it back in to service, 
similar to the way that Darth Nihilus would raise the Ravager from the ruined 


surface of Malachor V. Though Sadow's ship, under Exar Kun's control, would 
eventually be destroyed at the conclusion of the war, knowledge of the ship's 
construction is handed down to a small number of Sith exiles who kept the 
secret of the ship's design. 

When Darth Revan and Darth Malak return from the Unknown Regions 
and resurrect the Sith Empire, the exiles in possession of the plans for the 
Derriphan-class battleship turn the information over to Revan's forces. In 
need of smaller capital ships, the Sith Empire uses the Star Forge to quickly 
construct dozens of Derriphan-class battleships. More powerful than analo- 
gous frigates under Republic control, these ships prove to be an excellent 
complement to the larger capital ships in the Sith fleet, though their lack of 
shielding results in heavy casualties among this class of ship. 

Tactical Fire: The Derriphan-class battleship is designed to unload a 
heavy amount of focused firepower on enemy capital ships, even at the 
expense of their own longevity. As a standard action, a Derriphan-class 
battleship can forego all attacks to provide tactical fire to all adjacent 
squares. Any missile or torpedo attacks against enemies who are within this 
radius deal +1 die of damage. 


Star Forge Manufacture Derriphan-class Battleship CL 14 
Colossal (Frigate) capital ship 

Init -4; Senses Perception +6 

Defense Ref 13 (flat-footed 13), Fort 35; +13 armor 

hp 840; DR 30; Threshold 135 


Speed fly 2 squares (starship scale) 

Ranged point-defense medium blaster cannon battery +7 (see below) and 
heavy concussion missile battery +7* (see below) 

Fighting Space 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +47 

Atk Options autofire (point-defense medium blaster cannon battery) 

Abilities Str 61, Dex 10, Con —, Int 13 

Skills Initiative -4, Mechanics +6, Perception +6, Pilot -4, 
Use Computer +6 

Crew 25 (skilled); Passengers 850 

Cargo 5,000 tons; Consumables 1 year; Carried Craft 6 starfighters, 2 
shuttles 

Payload 60 concussion missiles 

Hyperdrive x4 (backup x12), navicomputer 

Availability Military; Cost not available for sale 

“Apply a ~20 penalty on attacks against targets smaller than Colossal size, 


Point-defense laser cannon battery (3 gunners) 
Atk +7 (+2 autofire), Dmg 4410x2 
Heavy concussion missile battery (3 gunners) 
Atk +7 (-13 against targets smaller than Colossal), Dmg 8d10x5 
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HERALD-CLASS SHUTTLE 

One of the few transport ships mass-produced for the Sith Empire during 
the Jedi Civil War, the 28-meter-long Herald-class Shuttle is originally based 
ona design by @ Republic Fleet Systems design that was produced in limited 
quantities but eventually supplanted by the Ministry-class orbital shuttle 
and the KT-400 droid cartier. This vessel is actually a multipurpose craft, 
allowing it to function either as a shuttlecraft for transporting powerful 
Sith or as a cargo vessel, used to haul valuable goods like kolto, Those ves- 
sels used as transport craft are usually outfitted with a luxury upgrade and 
serve as the personal shuttlecraft of Sith Lords and wealthy nobles loyal to 
the Sith Empire 


Star Forge Manufacture Herald-class Shuttle 
Colossal” space transport 
Init -1; Senses Perception +6 
Defenses Ref 15 (flat-footed 12), Fort 26; +12 armor 
hp 130; DR 15; SR 20; Threshold 76 
Speed fly 12 squares (max. velocity 600 km/h), fly 3 squares (starship 
scale) 
Ranged light turbolaser cannons +7* (see below) and 
point-defense double laser cannons +5 (see below) 
Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +38 
Atk Options autofire (point-defense double laser cannons) 
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SITH INTERCEPTOR 

Few sights are as overwhelming as a Centurion-class battlecruiser spewing 
scores of Sith interceptors. Small, lightweight, and fragile, the Sith interceptor 
is a physical manifestation of Sith philosophy. Like the Empire under Darth 
Sidious uses TIE fighters, Revan's Sith Empire uses the disposable Sith fight- 
ers because they can be mass-produced and thrown at the enemy with little 
regard for the lives of the pilots. As long as they accomplish their goal, the 
Sith Lords care little for how many casualties the pilots of Sith interceptors 
sustain, Most Republic pilots who refused to defect to the Sith find it hard 
to believe just how fragile the Sith interceptor is, though the Sith pilots’ 
willingness to throw away their lives makes it likely that even sturdier Republic 
craft will suffer devastating losses during space engagements. 

Sith interceptors are small, no more than 7 meters in length with their 
wings extended, and have very little in the way of hull integrity. The cockpits 
provide only the barest minimum of life support, allowing a pilot to fly with 
out the need for a full spacesuit; however, most pilots of Sith interceptors 
do wear full environment suits since they are likely to need to eject (or on 
the off chance that they survive their craft's destruction). 


Star Forge Manufacture Sith Interceptor cLs 
Huge starfighter 

Init +9; Senses Perception +5 

Defenses Ref 17 (flat-footed 11), Fort 21; +3 armor 

hp 50; DR 10; Threshold 31 


Abilities Str 43, Dex 12, Con —, Int 16 

Skills Initiative -1, Mechanics +6, Perception +6, Pilot -1, 
Use Computer +6 

Crew 2 (skilled); Passengers 5 (10 on shuttle-only models) 

Cargo 70 tons (15 tons on shuttle-only models); Consumables 1 month; 
Carried Craft 1 landspeeder, 2 speeder bikes 

Hyperdrive x2 

Availability Military; Cost Not available for sale (estimated value 120,000 
credits; 222,500 for shuttle-only model) 

“Apply a -20 penalty on attacks against targets smaller than Colossal size. 


Light turbolaser cannons (pilot) 

Atk +7 (-13 against targets smaller than Colossal), Dmg 3d10x5, 
Point-defense double laser cannons (copilot) 

Atk +5 (+0 autofire), Dmg 4d10x2 


Speed fly 16 squares (max. velocity 1,250 km/h), fly 5 squares (starship 
scale) 

Ranged laser cannons +4 (see below) 

Fighting Space 3xx3 or 1 square (starship scale); Cover total (crew) 

Base Atk +0; Grp +21 

Atk Options autofire (laser cannons) 

Abilities Str 32, Dex 22, Con —, Int 14 

Skills Initiative +9, Mechanics +5, Perception +5, Pilot +9, 
Use Computer +5 

Crew 1 (normal); Passengers none 

Cargo 40 kg; Consumables 1 day; Carried Craft none 

Availability Military; Cost Not available for sale 


Laser cannon (pilot) 
Atk +4 (-1 autofire), Dmg 3d10x2 


DROIDS 


The following droids can be found throughout the Sith Empire, particularly 
during the Jedi Civil War period and later. 


SITH ASSAULT DROIDS 

Originally created by the Republic in the days leading up to the Mandalorian 
Wars, the Mark | and Mark IV assault droids are two of the most common 
droid weapons in the Sith Empire. Though the Republic still uses these droids 
as automated defenses (patrolling city streets or military facilities), the Sith 
Empire puts the droids to greater use. In the early days of the Jedi Civil War, 
the Sith rely heavily on assault droids to fill out the ranks of their military, as 
it takes time for members of the Republic to defect and join the Sith Empire. 
As the Sith academy on Korriban cranks out more and more recruits, assault 
droids fall back into an auxiliary role, but are still used as the defenders of 
starships throughout the Sith fleet. 

Though Czerka manufactures several models of assault droid, the Mark 
| and Mark IV models are the most sought after. The Mark | assault droid is 
a unique design that, while vaguely humanoid, relies on a single leg for the 
bulk of its motion. The Mark IV assault droid is more spiderlike, with four legs 
and a head with a mounted blaster rifle. Both the Mark | and Mark |V droids 
are capable defenders, but they have little in the way of advanced tactical 
programming. These droids are used primarily in a reactive, defensive manner 
and, despite their simple programming, have proven exceptionally capable of 
repelling Republic boarding parties attempting to seize Sith starships. 

Sith assault droids cannot be played as droid heroes. 


Czerka Corporation Mark | Assault Droid cL6 
Medium droid (4th-degree) nonheroic 12 
Init +8; Senses Perception +13 
Languages Binary 
Defenses Ref 20 (flat-footed 18), Fort 12, Will 12 
hp 30; SR 10; Threshold 12 
Immune droid immunities 
Speed 4 squares 
Melee claw +11 (14+2) 
Ranged blaster rifle +12 (348) or 
Ranged blaster rifle +10 (3d8) and 
blaster rifle +10 (3d8) or 
Ranged flamethrower +11 (3d6) 
Base Atk +9; Grp +13 
Atk Options autofire (blaster rifle) 
Abilities Str 15, Dex 15, Con -, Int 8, Wis 14, Cha 6 
Special Qualities droid traits 


Feats Armor Proficiency (light, medium), Dual Weapon Mastery |, Dual 
Weapon Mastery II, Exotic Weapon Proficiency (flamethrower), 
Weapon Focus (rifles), Weapon Proficiency (rifles, simple weapons) 

Skills Perception +13 

‘Systems basic processor, walking locomotion, 3 tool mounts, 2 claw 
appendages 

Possessions blaster rifle (2), flamethrower, duranium plating, shield 
generator (SR 10) 

Availability Military; Cost 14,910 


Czerka Corporation Mark IV Assault Droid cL6 
Large droid (4th-degree) nonheroic 12 

Init +12; Senses Perception +12 

Languages Binary 


Defenses Ref 19 (flat-footed 18), Fort 14, Will 12 
hp 52; SR 10; Threshold 19 
Immune droid immunities 


Speed 6 squares 

Ranged double blaster cannon +11 (4d12, 1-square splash) 
Base Atk +9; Grp +17 

Special Actions Logic Upgrade: Self Defense 


Abilities Str 16, Dex 13, Con -, Int 8, Wis 12, Cha 6 

Special Qualities droid traits, stable 

Feats Armor Proficiency (light, medium), Improved Defenses, Logic 
Upgrade: Self Defense, Skill Training (Initiative), Toughness, Weapon 
Focus (heavy weapons), Weapon Proficiency (heavy weapons) 

Skills Initiative +12, Perception +12 

Systems basic processor, walking locomotion, tool mount 

Possessions double blaster cannon, duranium plating, shield generator (SR 
10) 

Availability Military; Cost 16,270 
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The Galactic Republic has known times of prosperity, of great upheaval, of 
hopelessness, and of renewal. But the half century following the Great Sith 
War is a favorite of historians for a good reason: it has all of those things— 
often at the same time! 

The Republic prior to the Great Sith War retains trappings of the past, 
both in fashion and in behavior. Archaic wardrobe is in vogue during a brief 
revival that spans much of the Republic. Wealth coalesces in the hands of 
the few, including the Tapani dynasties and families with such names as 
Adasca, Zentine, Vanjervalis, and Draay. And the Republic sees the Jedi order 
asa lifeline to the past, as a force for good. 

The Great Sith War changes everything. This “internal squabble over 
Jedi beliefs," as reporters first characterize it, takes untold lives and dam- 
ages over 25% of the Republic's infrastructure. Though the Great Sith War 
begins seemingly as an internal conflict within the Empress Teta system, 
the chaos spreads outward from the Deep Core at an incredible rate. When 
the Mandalorians join the war, the Republic nearly finds itself overhwelmed, 
and attacks on Coruscant and other important worlds drive the real danger 
of this war home. While the Republic lets the Jedi deal with their traitor- 
ous comrades, the Republic military battles Mandalorians on one front and 
Krath warriors on another, trying to keep from being torn apart. After years 
of grueling conflict where worlds are leveled and the Republic is placed on 
the brink of total destruction, the tide turns, and eventually, with the help 
of the Jedi, the Republic wins the day. 

The results of the Great Sith War are devastating, Entire worlds have been 
blasted back to pre-hyperspace technology levels, Entire sectors vanish from 
communications channels, and go for months at a time without any news 
of their survival reaching the central systems of the Republic. Trade routes 
blazed over millennia require redevelopment at every stop. Piracy is rampant. 
The Republic, just as much a financial compact as a deliberative institution, 
fails to deliver on the basic premises of its creation. 
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THE RESTORATION 
(3,995-3,966 BBY) 

‘A decade-long postwar depression ends when business—the driver of much 
in the Republic—comes to its rescue. With both rich and poor suffering, the 
Senate has to act—and it does. The brainchild of economist Herron Morvis, the 
Coruscant Financial Exchange Establishment Act (the first of the so-called 
Commercial Protectorate Acts) restores the capital markets by making a 
simple bargain. Corporations listing their shares on the Coruscant Financial 
Exchange receive guarantees of protection on all trade routes within the 
Republic. A rejuvenated Republic Navy, raised on investment taxes, provides 
that protection. The Navy of the Sith War had been weak, eclipsed in some 
sectors by private space forces. The new force would have the mission—and 
the power-—to keep the goods flowing, 

Firms are quick to sign on, and even dynastic families float their hold- 
ings on the exchange. Corporations shed their security budgets altogether, 
relying on the Republic to defend spacelanes with its Hammerhead cruisers 
and state-of-the-art Inexpugnable tactical-command ships. The Restoration 
period is a rewarding time for many. 

Efforts to play the system for profit weaken the Republic strategically. The 
accession of Taris into the Republic is the final, fatal straw. When Mandalo- 
rian attacks on nonaligned worlds increase, executives with operations on 
Taris bribe Senators to bring the planet into the Republic. Even though it is 
improved, the Navy is too weak to protect such a distant world. Some, such 
as rising star Saul Karath, see the dangers, but the Admiralty, delighted with 
its additional funding, pays no heed. So when the Zayne Carrick affair causes 
civil order on Taris to collapse, the Mandalorians see their chance and launch 
a surprise invasion of the Republic. Defenses on the Outer Rim crumble. 


THE MANDALORIAN WARS 
(3,965-3,960 BBY) 

Finger-pointing at home coincides with desperate (and unsuccessful) moves 
on the frontier, including the tactic of positioning military units near cities. 
Mandalorian forces push into the Outer Rim and then further inward, reaching 
critical worlds along hyperspace routes and either seizing them or making 
holding those worlds a huge drain on Republic resources. As the Republic 
scrambles to deal with a continued Mandalorian threat, many in the Republic 
see echoes of the Great Sith War in current events. Though the Republic is 
pushed back during the early campaigns, losing Taris, Serroco, and other 
worlds almost immediately, the fighting intensifies and the Republic wins 
important battles at Iridonia and Ithor, bolstering their own supply lines as 
well as improving their troops’ morale. 

‘A solid advantage in the Mandalorian Wars arrives only when a Jedi 
Knight calling himself Revan comes to the Republic's aid. Revan is so suc- 
cessful that the Republic yields operational control of its forces to him. With 
Revan's final defeat of the Mandalorians at Malachor V, many in the Republic 
had cause to hope that the postwar lessons from the Great Sith War might 


restore prosperity faster than before. The Republic is stunned when two of 
their great Jedi leaders take the ships under their command and vanish into 
the Unknown Regions under the pretense of hunting down the last of the 
Mandalorians. Though surprised, the Republic begins to regroup and rebuild 
quickly, and as curiosity over their missing fleet turns to concern there is an 
ever-palpable tension nearly everywhere in the Republic. 


THE JEDI CivIL WAR 
(3,959-3,956 BBY) 

Revan, having fallen to the Dark Side, returns to the Republic as an invader 
at the head of a massive Sith Armada. The Republic, barely having recovered 
from the Mandalorian Wars, loses several battles in rapid succession as the 
Sith Empire carves out a large chunk of the galaxy for its own. Other Republic 
worlds, sensing a shift in power and dissatisfied with the performance of the 
Republic in the last two wars, secede and join the Sith Empire voluntarily. 
Treachery is not limited to the Jedi. For many, the worst comes when Admiral 
Karath turns traitor, rupturing the Navy between loyal and Sith factions. 

For several years the Sith Empire grows, pitting the Republic against its 
former allies and comrades in every battle. Unlike fights against the nomadic 
Mandalorians, the Republic cannot force the Sith into retreat, as many of 
its members fight to defend their homeworlds with no intention of leaving. 
The Jedi Civil War is very much a battle between two well-established and 
entrenched forces, though fortunately the Republic has the aid of the Jedi 
in this war. After a Jedi strike force captures the enemy commander, Darth 
Revan, and then sets him ona path of redemption, Darth Malak takes control 
of the Sith Empire. His willingness to destroy the Republic's infrastructure 
is unlike the care Revan showed for preserving the worlds he conquered, 
and many battles mirror the mutually assured destruction so often seen in 
the Great Sith War. 

Revan's redemption breaks the Sith domination, but the citizens of the 
Republic see only hardships ahead. With Sith survivors warring with the 
shattered Jedi Order, Republic worlds struggle to restore their civilization 
for the second time in half a century. This era teaches the lesson that the 
protection of the Jedi Order is no free ride for the Republic. 


THE DaRK WARS 

(3,955-3,95!1 BBY) 

When the Sith Empire shatters into many smaller domains, the Republic finally 
has a chance to rebuild and take the offensive. While its enemies squabble 
among themselves, the Republic puts shipyards into service, quickly rebuild~ 
ing the Navy in a matter of just over a year. At last able to police and patrol 
outlying sectors, the Republic can finally make the galaxy safe for its citizens 
ance more. Skirmishes with Sith warlords continue, but thanks to excellent 
strategic planning and leadership the Republic topples one Sith dictator after 
another, reclaiming lost territories piecemeal. By the time the last of the Stih 
are wiped out, the Republic is once again at nearly its full strength. 


USING THE REPUBLIC 

The wartime periods of the Great Sith War, the Mandalorian Wars, and the 
Jedi Civil War allow ample opportunities for military campaigns ranging from 
limited engagements to operations spanning multiple worlds at once. Com- 
bined operations using the Republic Navy and Army provide for interesting 
interactions between members of those services—as do joint efforts with 
Jedi. A campaign using the Republic does not have to be about major wars, 
but there are plenty to choose from. 

Following the Great Sith War and the Jedi Civil War, the Republic is eager 
to reestablish a credible role in galactic affairs. The military works to keep 
order, nobles seek to extend their influence, and bounty hunters and scoun- 
drels are out to make a quick credit. These postwar eras are ideal for Game- 
masters looking to craft campaigns with less Jedi and Sith involvement. 

Many adventures can be found by exploring the two major facets of the 
Republic: the military, and the body politic. 


THE REPUBLIC Navy 

When the Commercial Protectorate Acts directly ties its fortunes to the 
trade of the galaxy, the Navy finally has a worthy mandate and abundant 
resources. Ina few decades, the Navy goes from being an antiquated, irrel- 
evant institution to an organizing feature of Republic life. 

The direct linkage between commerce and the Naval budget chafes the 
old-timers; Sith War veteran Orley Vanicus likens it to “running a protection 
racket." This is partially true; protecting more trade routes means more tax 
revenues, which means more ships to protect more trade routes. It becomes 
a recipe for disaster during the Mandalorian Wars. But in the meantime, 
more ships to command means more career opportunities—making the 
Navy a respectable calling indeed. Even Admiralty Plaza on Coruscant, 
once considered a retirement home for spacers, becomes a popular posting 
sought by many. 

Gamemasters can promote the spirit of the Navy in these times by giving 
players opportunities to work with or join the Navy. With the Rendili yards 
turning out a Hammerhead-class cruiser every ten days during the years 
before the Mandalorian Wars, postings become available faster than they 
can be filled. Given the tougher life of the ground-pounders, it should not 
be uncommon to find players initially aiming for elite trooper turning toward 
ace pilot, instead. Money—and advancement—are in the stars! 


Joining the Navy 
Characters join the Navy through one of three paths: as commissioned 
officers, as crew recruits, or through provisional ratings. 

Officers come from the Naval Academy at Coruscant and from the 
satellite schools focusing on particular specialties. The Corellian Academy, 
for example, produces many of the Navy's shipwrights and engineers, and a 
Duro orbital facility specializes in tactical networking, 


Most beings aboard the Navy's ships and working its shipyards are non- 
commissioned crew members. Most join through local recruiting centers. 
Signing bonuses are awarded in times of great need, but the desirability of 
the Navy is such that compulsory naval service is not needed, even when 
the Navy is under Sith control. 

Rarely, in times of danger, merchant space captains are granted pro- 
visional ratings to serve on Republic bridges, However, such ratings can 
be revoked in peacetime—a practice that causes other spacers to hold the 
service in disdain, 


Life in the Navy 

With the exception of ground crews and station personnel ("Where careers go 
to die," the saying goes), spacers for the peacetime Republic lead privileged 
lives. The pay is far higher than that which soldiers receive. Given the newness 
of the vessels, living conditions are practically antiseptic, and technology has 
removed many of the challenges interstellar combat used to pose. Ships of 
the Inexpugnable line slave the tactical systems of whole fleets to a single 
command—creating occasions when bridge crews are “along for the ride.” 

For those who serve as jacks-of-all-trades, such as Carth Onasi, the Navy 
offers a variety of experiences, from running spacelift missions for the Army 
to flying stealth starfighter patrols to trap pirates. As the recruitment ad 
says, “Joining the Navy is the way to see the galaxy." 

The portion of the Navy that defects to the Sith during the Jedi Civil War 
provides an interesting contrast. Spacers join the Sith cause as a means of 
preserving their status—and, indeed, the quality of life aboard Sith vessels is 
better than in other places under Sith rule. But the Sith stoke ambition—the 
lifeblood of the Republic Navy during peacetime—to unhealthy levels, pitting 
ship against ship, officer against officer, and crewman against crewman. 
Martial punishments are many and harsh. For this reason, the Republic Navy 
under the Sith is an attractive path for dark side players. 


Naval Organization 

Few enterprises pay more respect to formal command structures than the 
Navy. With millions of beings moving trillions of tons of deadly force across 
the galaxy, Admiralty Plaza must be sure its directives reach everyone, down 
to the serving-droid repair technicians in the ship's mess. 

Most beings working the Navy's ships and shipyards are noncommis- 
sioned. The rating of “Able Crew Member" (usually addressed as Crewman”) 
encompasses a variety of titles, from Captain's Steward to Medic Assistant 
to Machinist. All report to a Shipmaster, the highest noncommissioned post- 
ing on each ship. In many ways, the Shipmaster is the most powerful being 
aboard, Bridge crews come and go, but the Shipmaster and crew stay, passing 
knowledge to the next senior staff they have to break in. The Shipmaster 
is responsible for crew discipline; if he fails to act, tradition regards him as 
culpable for crew members’ crimes . Therefore, most run tight ships. 
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Crew members can receive commissions on the recommendations of the 
Shipmaster or the ship’s captain. Usually the result of years of service, this 
sometimes happens because of a crew member's act of heroism. Karath, who 
started as Vanicus's steward, followed that path. Later, during the Jedi Civil 
War, an affinity for the dark side can help a new recruit stand out. 

The list of commissioned officer ranks is larger. 

Admiral of the Fleet: A single officer holds this position for a ten-year 
term, chosen from the pool of full admirals by the Defense Ministry. A 
political appointment for a political job, it is one of two ranks not awarded 
by a Merit Board. 

Admirals of the Coreworlds: The other such rank is a holdover from 
when the Navy reformed after a cataclysm. When the space forces of many 
worlds united, positions were reserved for the longest-serving admirals from 
each of those planets—for example, "Admiral of Coruscant” or "Admiral of 
Corellia." Their greatest interest tends to be jockeying to be Admiral of the 
Fleet. Coreworld admirals technically hold command over any ships operating 
within their designated planetary sectors, but in practice, this authority is 
seldom used—except to cause trouble by influencing local disputes. Admirals 
about to age into these positions officially declare themselves to have no 
homeworld in order to stay aboard ship. 

Admirals, Vice Admirals, Rear Admirals: Managing sectors of battle- 
front and commanding heavy vessels, admirals make the real strategic deci- 
sions. The three levels are largely a functional matter; a Merit Board (or Court 
Martial) for a rear admiral would consist of vice admirals, for example. The 
conduct of full admirals is subject to the arbitrary discretion of the Admiral 
of the Fleet. Admirals in combat during the Sith War are sometimes informally 
known as "fleet captains.” 

Captains: The workhorses of the Navy, captains are on the spot across 
the galaxy, commanding cruisers and sometimes heavier vessels. For example, 
Karath was captain of the Inexpugnable-class command vessel Courageous 
while waiting for his Merit Board to meet. The term “captain” can be mis- 
leading, though, as it is used in an honorary sense on smaller ships when 
commanders or lieutenants are at the helm. Panels of captains also handle 
all promotions and courts martial for lesser officers. 

Commanders: On large vessels, commanders provide support to captains; 
more often, commanders lead the crews of smaller starships. The leader of 
a starfighter squadron is a commander; it is a terminal rank in that field, 
explaining why turnover at the top is so high. Most "unjump ship" to take 
a bridge assignment. 

Lieutenants: Most pilots of starfighters and spacelift vessels are lieuten- 
ants, as are most of the tactical bridge crew on heavy ships. On lighter ships 
such as blockade runners, midships fill those roles. 

Midships: Students are rated as provisional midships on entering the 
Academy and are fully rated for service on graduating. An "ensign" rank is 
not used. 
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Dates of service are used among admirals to determine seniority; at 
captain and below, all within the same rank are considered equal—though 
the one with the most connections usually wins. 

In the Navy, "justice is swift; promotions are slow.” Merit Boards can take 
anywhere from weeks to years to meet, but Courts Martial meet as soon 
as enough officers can be found, Honor dictates that a board be convened 
even in matters where a conviction is not sought. Customarily, the accused 
resigns his commission at the outset, “winning” his position back in the 
course of the inquiry. Karath lost the Courageous after the battle of Serroco 
and resigned immediately on return to Coruscant; the Navy, mindful of his 
role in the encounter with Mandalore on the Arkanian Legacy, rejected his 
resignation and restored his command. 


THE REPUBLIC ARMIES 

Unlike the “Grand Army of the Republic,” the Republic Armies—plural—of this 
period are a chaotic agglomeration of planetary militias and mercenary forces 
united by Republic funding and an institutional inferiority complex. 

Until Revan, no single field marshal commands all ground forces. Rather, 
all generals take direction from the Defense Ministry on Coruscant. The lack 
of local coordination frequently puts the true command of surface forces 
in the hands of the Navy, which provides spacelift. During wartime, more 
soldiers are in transit aboard ships than are on the ground 

The result is a parochial body that bears signs of its piecemeal ori- 
gins. Units are known not by uniform designations, but by their original 
nomenclatures—and not all units of the same type are created equal. The 


Ralltiir Corps contains brigade-sized groups such as the Telerath 2nd and 
the Serroco Colonial—but it also contains smaller units such as Graysons 
Company, which reports directly to Corps Command because of the agree- 
ment under which it entered Republic service. 

Unsurprisingly, the institution exerts little political influence, but the Navy 
has expressed little desire to take control of the ground forces as marines. 
Beyond the culture clash, which often manifests itself violently, the biggest 
expense of the Army-the vehicles hauled on ships—would be added to the 
Naval budget. “We'd rather rent than own,” Admiral Veltraa once said. 


Joining Up 
With pay and conditions far worse than in the Navy, surface units suffer 
from recruiting problems. The Republic addresses this by contracting with 
existing local militias and mercenary groups, buying some out entirely. It 
also offers healthy signing bonuses for dangerous duties. 

Service is not compulsory—outside the areas the Sith take over in the 
Jedi Civil War—but some irregular units use “recruiting" methods that the 
Defense Ministry would rather not know about, 


Army Organization 
Army structures can have local and historical eccentricities, but some ele- 
ments are common: 

Squad: Teams of 8 to 12 soldiers led by a sergeant and a corporal, squads 
are the basic building block of Army operations, Regardless of specialty or 
duration of service, squad members are known as troopers and regarded as 
equal in rank. 

Battalion: Groups of 25 to 40 squads organized under a major, battalions 
are the level at which specialization occurs. A 400-member laser artillery 
battalion travels with its own assigned equipment and vehicles, as well as a 
20-member headquarters unit. Specialist battalions are frequently reassigned 
to other corps, leaving them with no true home. 

Brigade: Brigades combine four to nine battalions with a headquarters 
battalion run by a brigadier, resulting in a force ranging between 1,000 
and 5,000 strong. The typical force for raids and occupation, brigades work 
together in larger landing operations, with command and control handled, 
as often as not, by the navy that transported them. 

Corps: Corps comprise all forces within an area and are named for the 
planets where their headquarters are based. A general leads each corps, 
although the office is weak relative to that of other eras. Infrequently at the 
front, generals relay commands from the Defense Ministry to the brigadiers 
on the scene. Direct superiors of irregular units (former mercenary groups and 
single-species militias) in their command, they lose time to bureaucratic and 
provisioning headaches. Therefore, promotion past brigadier is rarely sought. 

No ranks of lieutenant, captain, and colonel officially exist—partially to 
prevent confusion with the Navy—but they can be found vestigially in the 
irregular native units, as well as in such strange titles as commandant, Gray 
Chieftain, and Grand Xenog. 


THE SENATE 

The Republic of this era provides noble heroes with a wide variety of places to 
polish their skills and find adventure. Local leadership takes many interesting 
forms on the planets of the Republic, but the greatest politicians aspire to 
serve in one place: the Galactic Senate. 

The Galactic Senate undergoes many changes after the Sith War, It had 
met for years in ancient stonework chambers, but after Exar Kun kills Vodo 
Siosk-Baas on the Senate floor, Senators order the construction of a secure 
high-tech facility with no reminders of that fateful day. Attitudes modernize 
as well, with Senators taking more interest in trade with the Commercial 
Protectorate Acts. The “age of the staffer" begins, with Senators cultivating 
large entourages of young educated beings who deal with the pleas of 
corporate lobbyists. 

In this era, the length of Senators’ terms and the methods of choosing 
them are set by individual systems, Some are lifetime appointments chosen 
by local potentates; others, such as Senator Graw of Ithor, face frequent 
trips home to stand for reelection. Thus, staffing for a Senator is not just a 
lucrative and educational experience for a young noble; it can also involve 
extensive travel. Senators from planets occupied during the Mandalorian 
Wars keep their seats, and some, such as Goravwus of Taris, actively organize 
resistance movements. 

As bruising as the battles for committee assignments are, nothing in the 
Senate tests a noble like the campaign for Chancellor. Once elected to a 
four-year term by his colleagues, a Chancellor of this era must manage (or 
attempt to manage) a bureaucracy of ministries devoted to defense, internal 
security, economic development, and jurisprudence. The Chancellor frequently 
calls upon Jedi to fulfill assignments of state and to perform investigations 
on behalf of oversight committees. 


REPUBLIC PERSONNEL 

The Republic succeeds because of the dedication and hard work of thousands 
of individuals throughout the galaxy. The following list of personnel repre- 
sents a wide array of citizens that contribute to the health of the Republic. 


REPUBLIC NAVAL ADMIRAL 
From the Admiral of the Fleet to the lowest rear admiral, the right to “raise 
one's flag’ is the signal achievement for all in the Republic Navy. Of the sev- 
eral kinds of admiral, the full admirals typify the Naval ideal. Unlike the aged 
admirals of the Coreworlds, they continue to fly for the Republic, commanding 
fleet battles, And where the “junior flags’—vice and rear admirals—can still 
lose their careers after an embarrassing loss, Admirals have enough con- 
nections at Admiralty Plaza to survive anything. More important, they have 
clout at the shipyards, getting priority on repairs and provisions. 

Full admirals do not run their own vessels, instead traveling within the 
fleet and transferring their command to whatever ship they are on. However, 
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many find ships they like and captains they enjoy working with—and they 
have the influence necessary to bring those ships into whatever actions 
they are mounting. 

Each admiral, regardless of rank, receives an office at Admiralty Plaza and 
the use of a permanent clerical staff. Most admirals eschew the Coruscant 
work and bring their entourage with them. Secretary to an admiral is an ideal 
learning experience for any cadet. 


Republic Navy Admiral cL15 

Medium Human nonheroic 4/noble 7/officer 7 

Force 4 

Init +17; Senses Perception +19 

Languages Basic, Bocce, Bothan, Durese, High Galactic, Mon Calamarian, 
Sullustese, Zabrak 

Defenses Ref 27 (flat-footed 27), Fort 25, Will 31 

hp 56; Threshold 25, 

Speed 6 squares 

Melee unarmed +11 (144+6) 

Ranged blaster pistol +12 (346+7) 

Base Atk +12; Grp +12 

Special Actions Bolster Ally, Born Leader, Deployment Tactics, Field 
Tactics, Inspire Confidence, Outmaneuver, Rally 

Abilities Str 9, Dex 11, Con 10, Int 16, Wis 15, Cha 17 

Special Qualities command cover +3, share talent (Bolster Ally, Field 
Tactics, Inspire Confidence) 

Talents Bolster Ally, Born Leader, Deployment Tactics, Distant Command, 
Field Tactics, Inspire Confidence, Outmaneuver, Rally 

Feats Armor Proficiency (light), Linguist, Republic Military Training, Skill 
Focus (Deception), Skill Focus (Initiative), Skill Focus (Knowledge 
[tactics]), Skill Focus (Perception), Skill Focus (Persuasion), Skill 
Training (Initiative), Skill Training (Knowledge [bureaucracy]), Skill 
Training (Knowledge [galactic lore]), Weapon Proficiency (pistols, 
simple weapons) 

Skills Deception +20, Initiative +17, Knowledge (bureaucracy) +15, 
Knowledge (galactic lore) +15, Knowledge (tactics) +20, Perception 
+19, Persuasion +20, Pilot +12 

Possessions blaster pistol, uniform, comlink (encrypted), code cylinder 


REPUBLIC NAvy CAPTAIN 

The Republic Navy's training system is directed toward a single goal: gen- 
erating quality captains to helm vessels. In the earlier days of the smaller 
Navy, this took on added importance, as commands were few and ships were 
precious. Competition remains cutthroat into the early years of the Restora- 
tion, but the burgeoning number of available postings turns what was once 
a privilege into an expectation. The majority of spacefaring captains receive 
a cruiser of some kind to command. 


As such, the pool of captains is somewhat weaker at the onset of the 
Mandalorian Wars, and opportunities for captains to distinguish themselves 
are excellent. Occasionally, a captain with special experience is tapped to 
helm a larger vessel normally reserved for admirals; Karath, present at field 
tests of the Vanjervalis data systems, received Courageous while still wait- 
ing for his Merit Board to meet on his promotion to rear admiral. The glut 
of captains also makes the admiralty is less reluctant to allow captains to 
join their surface teams in action. Captains are not exactly expendable, but 
they are readily replaceable. 

Pay for captains is based on the size of ship they command, with cruiser 
captains receiving nearly twice what the handful of frigate captains earn. The 
few captains serving as space station administrators earn the least. 


Republic Navy Captain CL 10 

Medium Human nonheroic 4/noble 5/officer 4 

Force 3 

Init +11; Senses Perception +11 

Languages Basic, Bocce, Durese, High Galactic, Sullustese, Zabrak 

Defenses Ref 23 (flat-footed 22), Fort 20, Will 25 

hp 46; Threshold 20 

Speed 6 squares 

Melee unarmed +7 (1d4+5) 

Ranged blaster pistol +8 (3d6+5) 

Base Atk +7; Grp +8 

Special Actions Battle Analysis, Born Leader, Demand Surrender, 
Deployment Tactics 

Abilities Str 10, Dex 12, Con 11, Int 14, Wis 13, Cha 16 

Special Qualities command cover +2, share talent (Battle Analysis, 
Deployment Tactics) 

Talents Battle Analysis, Born Leader, Demand Surrender, Deployment 
Tactics, Presence 

Feats Armor Proficiency (light), Linguist, Republic Military Training, Skill 
Focus (Knowledge [tactics]), Skill Focus (Persuasion), Skill Training 
(initiative), Skill Training (Knowledge [galactic lore}), Skill Training 
(Perception), Vehicular Combat, Weapon Proficiency (pistols, simple 
weapons) 

Skills Deception +13, Initiative +11, Knowledge (galactic lore) +12, 
Knowledge (tactics) +17, Perception +11, Persuasion +18, Pilot +11 

Possessions blaster pistol, uniform, comlink (encrypted), code cylinder 


REPUBLIC NAVAL LIEUTENANT 
“The galaxy will run out of stars to visit before the Navy runs out of Lieu- 
tenants." This aphorism is not mathematically true, but it reflects the state 
of starship bridges during the Restoration. Midship graduates from the 
Academy regard their careers as over if they do not make lieutenant after a 
year on a ship, and lieutenant is the most common rank noncommissioned 
crew members receive when promoted to the bridge. The result is an odd 
split between very young lieutenants and experienced older lieutenants who 
started out below decks. 

Bridge duty for lieutenants ranges from communications to gunnery 
control to hyperspace navigation. Lieutenants also find many opportunities 
off-ship. Those with piloting experience assist with spacelift and starfighter 
patrols, and those with combat skills join surface parties in securing landing 
sites. At most of the smaller Naval shipyards, the stationmaster is an older 
lieutenant; these positions, however important, tend to be dumping grounds 
for those who have found further promotion impossible. 

Lieutenants are easily the most avid audience of the official communiqué 
of the Republic Navy, The Admiral’s List. A mention there makes a career, 
and graduates of the same class compete to see how many commendations 
they can receive. 


Lert TO RIGHT: REPUBLIC TROOPER, REPUBLIC PILOT, REPUBLIC OFFICER, REPUBLIC NAVAL OFFICER 


Republic Navy Lieutenant CES 
Medium Human nonheroic 4/noble 3/officer 1 

Force 2 

Init +2; Senses Perception +8 

Languages Basic, Bocce, Durese, Zabrak 


Defenses Ref 17 (flat-footed 17), Fort 15, Will 20 
hp 25; Threshold 15 


Speed 6 squares 

Melee unarmed +3 (1d4-+2) 

Ranged blaster pistol +3 (346-2) 

Base Atk +3; Grp +3 

Special Actions Assault Tactics, Born Leader, Inspire Confidence 


Abilities Str 10, Dex 11, Con 10, Int 12, Wis 12, Cha 14 

Talents Assault Tactics, Born Leader, Inspire Confidence 

Feats Armor Proficiency (light), Linguist, Republic Military Training, Skill 
Training (Perception), Skill Training (Pilot), Vehicular Combat, Weapon 
Proficiency (pistols, simple weapons) 

Skills Deception +9, Knowledge (tactics) +13, Perception +8, Persuasion 
+9, Pilot +7 

Possessions blaster pistol, uniform, comlink (encoded), code cylinder 
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REPUBLIC ARMY BRIGADIER 

Brigadier generals— known as “brigadiers'—are the highest-ranking officers 
to see action in the Republic Armies from the Great Sith War to the Mandalo- 
rian Wars, so they are often the envy of their deskbound superiors, 

That said, brigadiers rarely feel the envy of anyone, as they frequently 
have to contend with missions out of all proportion to the forces and material 
available, Crafty brigadiers make do by encouraging their underlings to live 
off the land, bending—but rarely breaking—local Republic statutes to make 
sure the mission is accomplished. 

Few brigadiers excel in negotiating skills, a hindrance in dealing with 
the banes of their existence, the mercenary companies and species militias 
they are often required to work with. Brigadiers so fear the headaches a 
promotion to general would entail that many famously sabotage their own 
careers—never in ways that harm their troops, but by saying or doing things 
that make them politically radioactive. As such, the longest-serving brigadiers 
in the Republic are a colorful bunch. 


Republic Army Brigadier eL13) 
Medium Human nonheroic 6/soldier 5/noble 3/officer 3 

Force 4 

Init +12; Senses Perception +14 

Languages Basic, Bocce, Bothan 

Defenses Ref 28 (flat-footed 25), Fort 28, Will 30 

hp 86; Threshold 28 


REPUBLIC ARMY OFFICER 

Typically holding the rank of sergeant or corporal in the Republic Army, these 
officers are the field commanders for most Republic troopers. Culled from 
the best and brightest members of their respective units, many of these 
officers were commanders in local militias mercenary bands before join- 
ing the Republic Army. These officers also receive extensive training with 
vibroweapons after the Republic realizes that lightsaber-wielding Sith usually 
target officers first, giving these officers a fighting chance when faced with 
a Force-using enemy commander. 


Republic Army Officer cL6 

Medium human nonheroic 3/noble 4/officer 1 

Force 1 

Init +5; Senses Perception +11 

Languages Basic, High Galactic, three others 

Defenses Ref 19 (flat-footed 17), Fort 16, Will 22 

hp 26; Threshold 16 

Speed 6 squares 

Melee vibroblade +6 (2d6+2) 

Ranged blaster pistol +6 (3d6+2) 

Base Atk +5; Grp +6 

Atk Options Melee Defense 

Special Actions Born Leader, Deployment Tactics, Fearless Leader, 
Republic Military Training, Vehicular Combat 


Speed 6 squares 

Melee unarmed +11 (1d6+7) or 

Melee gun club +11 (1d6+7) 

Ranged blaster pistol +11 (3d6+6) 

Base Atk +10; Grp +11 

Atk Options Charging Fire, Gun Club 

Special Actions Assault Tactics, Battle Analysis, Bolster Ally, 
Coordinate +1, Coordinated Attack, Inspire Confidence 

Abilities Str 12, Dex 12, Con 13, Int 14, Wis 16, Cha 16 

Special Qualities command cover +1, share talent (Inspire Confidence) 

Talents Armored Defenses, Assault Tactics, Battle Analysis, Bolster Ally, 
Coordinate, Gun Club, Inspire Confidence 

Feats Armor Proficiency (light, medium), Charging Fire, Coordinated 
Attack, Martial Arts |, Republic Military Training, Skill Focus 
(Deception), Skill Focus (Knowledge [tactics]), Skill Training 
(Knowledge [bureaucracy]), Skill Training (Perception), Skill Training 
(Persuasion), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Deception +19, Endurance +12, Initiative +12, Knowledge 
(bureaucracy) +12, Knowledge (tactics) +18, Perception +14, 
Persuasion +14 

Possessions blaster pistol, officer's battle armor, comlink (encrypted), 
code cylinder, electrobinoculars, medpac, portable computer, extra 
power pack, ration pack 


Abilities Str 10, Dex 13, Con 11, Int 13, Wis 14, Cha 14 

Talents Born Leader, Deployment Tactics, Fearless Leader 

Feats Improved Defenses, Linguist, Melee Defense, Republic Military 
Training, Skill Training (Persuasion), Vehicular Combat, Weapon 
Finesse, Weapon Proficiency (advanced melee weapons, pistols, simple 
weapons) 

Skills Knowledge (tactics) +10, Perception +11, Persuasion +11, Pilot +10 

Possessions blaster pistol, vibroblade with cortosis weave, code cylinder, 
comlink (encrypted), datapad, officer's uniform 


REPUBLIC ARMY TROOPER 
The trooper is the heart of the Republic's ground force, Soldiers feel distant 
from the decision making (and they are), but small squad sizes allow them to 
feel like vital parts of their mission. Instead of shuffling around anonymously 
from force to force, Republic commanders keep effective squads together, 
allowing camaraderie to develop. A Republic trooper might not know what 
planet he is on or what enemy he is fighting, but he knows the name of his 
fellow grunts, who keep him alive. 

Unfortunately when troopers pick up areas of specialization, the Republic 
of this era does a poor job of recognizing that talent and moving it where it 
is needed. As a result, troopers who excel in areas such as heavy Weapons 


or amphibious assault are not recognized and moved to units where that 
knowledge can be applied. Some troopers see this as a hindrance to their 
careers, but some take advantage of the ground military's logistical chaos 
and hook up on the battlefield with the unit they want to join. Given the 
time required to replace personnel lost in battle, many sergeants look the 
other way. 


Republic Army Trooper cL 

Medium Human nonheroic 3 

Init +6; Senses Perception+5 

Languages Basic 

Defenses Ref 15 (flat-footed 14), Fort 12, Will 11 

hp 8; Threshold 12 

Speed 6 squares 

Melee bayonet +1 (1d8+2) or 

Ranged blaster rifle +2 (3d8) or 

Ranged frag grenade +1 (406) 

Base Atk +0; Grp +1 

Atk Options autofire (blaster rifle) 

Abilities Str 12, Dex 12, Con 10, Int 10, Wis 10, Cha 8 

Feats Armor Proficiency (light), Republic Military Training, Weapon Focus 
(rifles), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Initiative+6, Perception+5 

Possessions Republic Army light armor (+4 armor, +1 equipment), blaster 
rifle with bayonet, 2 frag grenades, comlink (encrypted), utility belt 
with medpac 


Elite Republic Army Trooper CcL2 

Medium human nonheroic 8 

Init +11; Senses Perception +9 

Languages Basic 

Defenses Ref 18 (flat-footed 16), Fort 12, Will 10 

hp 20; Threshold 12 

Speed 4 squares 

Melee bayonet +7 (1d8+2) 

Ranged biaster rifle +9. (348) or 

Ranged blaster pistol +8 (3d6) or 

Ranged frag grenade +8 (4d6) 

Base Atk +6; Grp +8 

Atk Options autofire (blaster rifle) 

Special Actions Republic Military Training 

Abilities Str 12, Dex 14, Con 10, Int 10, Wis 10, Cha 10 

Feats Armor Proficiency (light, medium), Republic Military Training, 
Weapon Focus (rifles), Weapon Proficiency (pistols, rifles, simple 
weapons) 


Skills Initiative +11, Perception +9 

Possessions blaster rifle with bayonet, blaster pistol, 2 frag grenades, 
Republic combat armor (+6 armor, +2 equipment), comlink (encrypted), 
utility belt with medpac 


REPUBLIC ARMY RECON 
COMMANDO 

Light infantry and assault battalions frequently use reconnaissance squads, 
which specialize in acquiring battle information firsthand. However, the work 
of recon commandos is not limited to simple drop-and-snoap missions. Once 
the battle is joined, they assist in tactical control and positioning of the 
battalion's combat squads. They might also be detached for special duties, 
including sabotage operations and Jedi-assist missions. 

Inspiration for the use of recon squads in the Republic came from its 
irregular units—former mercenaries experienced with multitasking. Recon 
commando squads have multiple operational-environment specializations, 
ranging from amphibious to spacedrop. The Republic's quality recon squads 
are, thus, the busiest postings in the ground military, seeing action wherever 
they are required. 


Republic Army Recon Commando cL8 

Medium Human untrained 3/scout 7 

Init +11; Senses low-light vision, Perception+10 (can reroll, must take 
second result) 

Languages Basic, Mando'a 

Defenses Ref 23 (flat-footed 20), Fort 19, Will 19 

hp 39; Threshold 19 


Speed 6 squares 

Melee unarmed +6 (1d6+5) 

Ranged heavy blaster pistol +8 (346+4) 

Base Atk +5; Grp +6 

Atk Options Point Blank Shot 

Special Actions Guidance, Quick Skill 

Abilities Str 12, Dex 14, Con 10, Int 12, Wis 12, Cha 10 

Talents Acute Senses, Guidance, Improved Stealth, Surefooted 

Feats Armor Proficiency (light), Martial Arts |, Point Blank Shot, Republic 
Military Training, Quick Skill, Skill Focus (Stealth), Skill Training 
(Knowledge [tactics]), Skill Training (Survival), Weapon Focus (pistols), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +11, Knowledge (tactics) +10, Perception +10 (can reroll, 
must take second result), Stealth +16 (can reroll, must take second 
result), Survival +10 

Possessions heavy blaster pistol, low-light-vision goggles, 
electrobinoculars, comlink (encrypted), utility belt with medpac 
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REPUBLIC 
PERSONALITIES 


The Republic may be founded on the cooperation of entire species, but it is 
the strength of individuals that helps it persevere. The following characters 
are among the most influential individuals that work for and are members 
of the Republic. 


Bao-DuUR 
Bao-Dur isa highly talented inventor and technician, During the Mandalorian 
Wars, he serves with the Exile as a tech and refers to her as "General" even 
years after the war's end. He is responsible for creating the Mass Shadow 
Generator used to destroy Malachor V and end the Mandalorian Wars, How- 
ever, the invention also kills a great number of his allies and own forces in 
the process, He does not escape without injury, losing most of his left arm 
in the battle, He builds himself an impressive new cybernetic replacement 
that features an energy binding instead of a mechanical elbow. 

Bao-Duris haunted for years by the outcome of Malachor V. He becomes 
a pacifist and attempts to redeem himself and repay his perceived debt to the 
galaxy, He ends up working in the rehabilitation efforts of Telos IV. There he 
once again encounters the General—now the Exile. He rejoins her, traveling 
with her in her quest for the Jedi and Sith. At the end of the Exile’s quest, 
they return to Malachor V, where Bao-Dur programs his remote to reactivate 
the Mass Shadow Generator for a final time. 


BaA0-DuUR'S CYBERNETIC ARM 
After the battle of Malachor V, Bao-Dur designs and builds himself 
a unique cybernetic arm that uses an energy binding in place of a 
mechanical elbow. The arm has normal Human strength. By manipu- 
lating the energy binding during combat, Bao-Dur can disrupt an 
opponent's personal energy shield as well as some other force fields. 
The energy cell must be recharged every 48 hours, though Bao-Dur has 
included a variety of attachments to ensure he can recharge it from a 
variety of sources in an emergency. 


Shield Breaker 

To disrupt a field, Bao-Dur must be adjacent to the target and make a 
successful unarmed strike. If the attack hits, shields with an SR rating 
of 15 or lower are disabled and provide no protection for the rest of 
the encounter. If the shield has a rating greater than SR 15, the shield 
rating drops by -5, failing once it falls to SR 15 or lower. Bao-Dur's 
arm is ineffective against shields protecting Gargantuan or larger 
starships and vehicles. 


Bao-Dur (Dark Wars) 

Medium Zabrak scoundrel 9 

Destiny 1; Force 7; Dark Side 2 

Init +9; Senses Perception +11; heightened awareness 

Languages Basic, Bocce, Binary, Ithorese, Zabrak 

Defenses Ref 23 (flat-footed 22), Fort 22, Will 23 

hp 64; Threshold 22 

Speed 6 squares 

Melee unarmed +8 (1d6+5) or 

Melee vibroblade +8 (2d6+5) or 

Melee vibroblade +5 (2d6+8) with Power Attack or 

Melee vibroblade +13 (246+3) with Flurry 

Ranged blaster pistol +6 (3d6+3) 

Base Atk +6; Grp +8 

Atk Options Flurry, Hyperdriven, Point Blank Shot, Power Attack 

Special Actions Gearhead, Knack 

Abilities Str 14, Dex 11, Con 14, Int 16, Wis 14, Cha 10 

Special Qualities heightened awareness 

Talents Gimmick, Hyperdriven, Knack, Master Slicer, Trace 

Feats Flurry, Gearhead, Martial Arts |, Point Blank Shot, Power Attack, 
Skill Focus (Mechanics), Skill Focus (Use Computer), Tech Specialist, 
Weapon Proficiency (advanced melee weapons, pistols, simple 
weapons) 

Skills Deception +9, Gather Information +17, Knowledge (physical 
sciences) +12, Knowledge (technology) +17, Mechanics +17, Perception 
+11 (can reroll, must take second result), Stealth +9, Use Computer 
+17 (can reroll when improving access and take better result) 

Possessions vibroblade, blaster pistol, cybernetic left arm, remote droid 


cL9 


SENATOR HAYDEL GORAVVUS 

The product of a liaison between a Human businessman and a Hamadryas 
serving girl, Goravvus saw racial injustice on Taris firsthand. Unable to gain 
a formal education, Goravvus spends his youth in the Lhosan Industries 
swoop bike factory in Machineville. Needing money during a labor action, 
the teenage Goravvus accepts payment from management to help break the 
strike, bringing him to the attention of corporate management. Such a wily, 
hungry young schemer is bound to go places. 

He does, and a corporate hatchet-man is born. Garavvus spends the next 
third of a century traveling the galaxy for Lhosan, undercutting regulations, 
blackmailing suppliers, and sabotaging competitors. The pinnacle of Gorav- 
vus's achievements—or so he thinks—comes when he helps Lhosan and 
other corporations use bribery to gain Taris's admission into the Republic. 
His reward: Taris's new Senate seat. Many in Upper City society chafe at a 
mixed-species Senator, and that is all right with Goravwus. He has won. 


SENATOR HaAYDEL GorAvvUS, 


But the Senate changes Goravvus for the better. This lifelong loner finds 
a family in the people of Taris. He openly challenges the business interests 
that put him in power, earning the scorn of Lhosan Chairbeing and former 
friend, Jervo Thalien. When civil order on Taris collapses, Goravvus disappears 
in shame, but the invasion of Taris by the Mandalorians offers a chance for 
redemption. In the Lower City, Goravvus organizes the remains of the plan- 
etary security force into the Taris Resistance. Goravvus's political skills are 
helpful as he forges an alliance with the Hidden Bek gang and blackmails aid 
from Thalien. When Taris ultimately falls, Goravvus escapes to the Republic, 
where the exiled Senator becomes a popular figure espousing the cause of 
people living on occupied worlds and providing funds for private efforts to 
rescue refugees. 


Senator Haydel Goravvus CL 13 

Medium Near-Human nonheroic 3/scoundrel 5/corporate agent 4/noble 3 

Force 2 

Init +5; Senses Perception +12 

Languages Basic, Gamorrean, Hamadryas, High Galactic, Huttese, 
Ithorian, Kedorzhan, Ryl 


Defenses Ref 24 (flat-footed 24), Fort 22, Will 28 

hp 41; Threshold 22 

Speed 6 squares 

Melee unarmed +7 (1d4+5) 

Ranged sporting blaster pistol +8 (3d4+6) 

Base Atk +8; Grp +7 

Atk Options Point Blank Shot 

Special Actions Coordinate +1, Fool's Luck, Inspire Confidence 

Abilities Str 8, Dex 9, Con 8, Int 16, Wis 13, Cha 16 

Talents Competitive Edge, Coordinate, Fool's Luck, Gimmick, Inspire 
Confidence, Master Slicer, Trace 

Feats Linguist, Point Blank Shot, Skill Focus (Gather Information), Skill 
Focus (Knowledge [bureaucracy]), Skill Focus (Persuasion), Skill Focus 
(Use Computer), Skill Training (Gather Information), Skill Training 
(Knowledge [bureaucracy]), Skill Training (Knowledge [technology]), 
Skill Training (Perception), Skill Training (Persuasion), Weapon Focus 
(pistols), Weapon Proficiency (pistols, simple weapons) 

Skills Deception +14, Gather Information +19, Knowledge (bureaucracy) 
+19, Knowledge (galactic lore) +14, Knowledge (technology) +14, 
Mechanics +14, Perception +12, Persuasion +19, Stealth +10, Use 
Computer +19 (can reroll when improving access and take better 
result) 

Possessions sporting blaster pistol, comlink (encrypted), code cylinder, 
datapad 


COMMANDER CARTH ONASI 

Carth Onasi's career path resembles that taken by his mentor, Saul Karath— 
which might explain the admiral’s early fondness for this charismatic jack- 
of-all-trades. Born on Telos IV, Onasi works as both a mechanic and police 
officer before joining the local militia, When his heroics in a piracy sting bring 
him to the attention of a recruiter with the Republic Navy, he reluctantly 
leaves with his wife and son for a career in space. 

Onasi soon sees action, serving on the bridge of the Courageousduring the 
Battle of Vanquo at the outbreak of the Mandalorian Wars. Now a lieutenant, 
he handles spacelift for the ground forces on Serroco, where he encounters 
fugitive Padawan Zayne Carrick, Believing Carrick’ vision of impending plan- 
etary devastation, Onasi brings it to Karath's attention—only to discover that 
Karath suspects the boy of being a Mandalorian spy—and during a meeting 
on Adascorp's flagship, the Arkanian Legacy, Onasi frees Carrick. 
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The Mandalorian Wars continue for three years, during which Carth's skills 
increase. After Revan defeats the Mandalorians and returns as the invading 
Darth Revan, Onasi again finds himself called to action. But this time, the 
Navy is torn between loyalty to the Republic and service of the Sith—and, 
shockingly to Onasi, his one-time mentor Karath goes to the other side. 

Refusing to turn against the Republic, Onasi is further devastated when 
his homeworld is bombed by Karath. When his wife Morgana dies in his arms, 
Onasi—who believes his son, Dustil, to have also been killed—swears he will 
get revenge on his former friend and admiral. 

As the Jedi Civil War rages, Onasi-now a Commander—finds himself 
at the helm of the Endar Spire. Attacked by the Sith forces of Darth Malak 
above Taris, Onasi escapes alongside another Republic soldier, unaware that 
this new ally will lead him on an adventure that will change the galaxy and 
settle his score with Karath. 


Carth Onasi (Jedi Civil War) cL 10 
Medium Human soldier 7/ace pilot 3 

Destiny 2; Force 5 

Init +8; Senses Perception +10 

Languages Basic 


Defenses Ref 27 (flat-footed 24), Fort 23, Will 20 
hp 92; Threshold 23 


Speed 6 squares 
Melee unarmed +10 (1d4+6) 
Ranged blaster pistol +13 (346+7) or 
Ranged blaster pistol +8 (3d6+7) and 
blaster pistol +8 (3d6+7) 
Base Atk +9; Grp +12 
Atk Options Devastating Attack (pistols) 
Special Actions Battle Analysis, Point Blank Shot, Precise Shot 


Abilities Str 13, Dex 17, Con 12, Int 14, Wis 10, Cha 12 

Special Qualities vehicle dodge +1 

Talents Battle Analysis, Cover Fire, Devastating Attack (pistols), Keep It 
Together, Vehicular Evasion, Weapon Specialization (pistols) 

Feats Armor Proficiency (light, medium), Dual Weapon Mastery |, 
Republic Military Training, Point Blank Shot, Precise Shot, Skill Focus 
(Knowledge [tactics], Skill Focus (Pilot), Vehicular Combat, Weapon 
Focus (pistols), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Knowledge (tactics) +17, Mechanics +12, Perception +10, 
Persuasion +11, Pilot +18, Treat Injury +10, Use Computer +12 

Possessions 2 blaster pistols, uniform, comlink, credit chip, utility belt 


ATTON RAND 

Atton Rand is a veteran of both the Mandalorian Wars and the Jedi Civil War 
and at one time he was a member of the Republic military who defected to 
the Sith Empire. Atton Rand was trained during the Jedi Civil War to resist 
detection and manipulation through the Force, which allows him to remain 
free of Jedi influence, Atton encounters the Exile on Peragus and becomes 
an integral part of her efforts against the Sith Lords. He also harbors feelings 
for her, which often manifest as jealousy, especially toward Mical who is 
also an admirer, if from a different point of view. In fact, he regularly clashes, 
with the Exile's companions throughout the journey. Atton’s background is 
a mystery to his companions, though many see aspects of themselves in his 
attitudes and skills. 


Atton Rand (Dark Wars) cL5 
Medium Human scoundrel 3/soldier 2 

Destiny 1; Force 3; Dark Side 3 

Init +10; Senses Perception +10 

Languages Basic 


Defenses Ref 20 (flat-footed 17, with Sniper Shot 15), Fort 20, Will 19 
hp 46; Threshold 20 


Speed 6 squares 

Melee vibroblade +5 (2d6+3) or 

Melee vibroblade +5 (2d6+3/19-20) with Critical Strike 

Ranged blaster rifle +7 (34842) or 

Ranged blaster rifle +7 (348+2/19-20) with Sniper Shot 

Base Atk +4; Grp +7 

Atk Options Critical Strike, Point Blank Shot, Sneak Attack +146, 
Sniper Shot 

Special Actions Knack 


Abilities Str 12, Dex 17, Con 14, Int 10, Wis 16, Cha 12 

Talents Armored Defenses, Knack, Sneak Attack +1d6 

Feats Armor Proficiency (light), Critical Strike, Force Sensitivity, Point 
Blank Shot, Sniper Shot, Weapon Proficiency (advanced melee 
weapons, pistols, rifles, simple weapons) 

Skills Deception +8, Mechanics +7, Pilot +10, Stealth +10, Use Computer 
+7, Use the Force +3 

Possessions blast jacket (+2 armor, +1 equipment, +4 max Dex) 


ARMOR BONUS 
ARMOR (CHECK PENALTY) COST 


Republic light armor - +4 
Republic combat armor = +6 


Republic heavy armor = +8 


EQUIP BONUS 
TO REF DEFENSE TO FORT DEFENSE = BONUS (6 SQ.) 


ARMOR 


The types of armor given on Table 11-1 are described below. 


REPUBLIC LIGHT ARMOR 

Standard-issue armor for Republic forces not expecting heavy combat, 
Republic light armor includes a helmet and boots. The helmet provides any 
wearer who has the Armor Proficiency (light) feat with an attached comlink. 
This simple armor is not upgradable. 


REPUBLIC COMBAT ARMOR 

Inferior in all respects but weight to Mandalorian Neo-Crusader armor, 
Republic combat armor nonetheless provides valuable protection to saldiers 
on the ground. It includes a helmet, boots and gauntlets. The helmet provides 
any wearer who has the Armor Proficiency (medium) feat with an internal 
comlink and low-light-vision capabilities. This armor can be upgraded with 
additional equipment to provide oxygen flow and protection against vacuum 
environments. 


REPUBLIC HEAVY ARMOR 

As good as it gets for Republic troops, this full-body armor features energy- 
ablating plating granting the wearer -2 damage against energy attacks. The 
helmet provides any wearer who has the Armor Proficiency (heavy) feat 
with an internal comlink and low-light-vision capabilities. The suit can also 
provide its wearer with up to 24 hours of life support in the vacuum of space 
or other hostile environments. 


MAX DEX SPEED SPEED 
(4SQ.) WEIGHT AVAILABILITY 


43 - - 7kg Military 


42 45g. 3sq. 14kg Military 


4 45g 35g." 26g Military 


1 When running in heavy armor, you can move up to only three times your speed (instead of four times). 
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TABLE 11-2: RANGED WEAPONS 


RIFLES COST DAMAGE STUN DMG 
Medium 

Commando special rifle 1,250 310 = 
SIMPLE WEAPONS COST DAMAGE STUN DMG 
Tiny es 5 ~ 

Remote grenade 300 4d6 2 
WEAPONS 


The weapons given on Table 11-2 are described below. 


GRENADE, REMOTE 

A scaled-down version of a system used in mining and industrial demolitions, 
these grenades are programmable for remote detonation using a handheld 
100-credit detonator also sold by the manufacturer. Safety features pre- 
vent the remote detonation of deployed grenades within 100 meters of the 
transmitter, under all circumstances, 


RIFLE, COMMANDO SPECIAL 

The “Special” is a sawed-off rifle preferred by Republic commandos for its 
light weight and stopping power. Its portability and power are offset by its 
ammunition demands; power packs must be replaced after 25 shots. 


STARSHIPS 

Apart from the Republic Fleet Systems consortium in which it holds an 
interest, the Republic Navy prefers to purchase all its craft from private 
manufacturers, thus contributing to the galactic economy. Many are com- 
missioned under contracts in which the Republic controls the patents, limiting 
the ability of manufacturers to sell their craft to other navies. 


RATE OF FIRE WEIGHT TYPE AVAILABILITY 
S.A 3.3 kg Energy Military 

RATE OF FIRE WEIGHT TYPE AVAILABILITY 
S 1kg Energy Military 


AUREK TACTICAL 
STRIKEFIGHTER 

When the Republic Navy's coffers begin to overflow with credits during the 
Restoration, the Navy sponsors one of the greatest engineering contests in 
years. More than three dozen shipwrights are solicited to submit designs for 
the “Generation Tomorrow Starfighter,” intended to replace the Star Saber 
as the stock vehicle in the Navy's arsenal. The winning design—coproduced 
with the Republic through its Republic Fleet Systems consortium of manu- 
facturers—is a starfighter for the ages. 

The 9.2-meter-long Aurek Tactical Strikefighter combines speed and 
maneuverability with the ability to deal surprising amounts of damage. 
Ease of refueling and rearmament make the Aureks ideal for capital-ship 
squadrons. And their simple fuselage minimizes production time to such an 
extent that the Republic frequently foregoes all but the most minor repair 
work, choosing instead to ship out new fighters. This results in many scrapped 
Aureks finding their way into civilian use. 

The chevron-shaped fighter's wings can be reconfigured in different 
attack positions, one of which resembles the Aurebesh letter that inspired 
the craft's name. 


A SITH INTERCEPTOR COESN'T LAST LONG AGAINGT 


THE AUREK TACTICAL STRIKEFIGHTER 


Republic Fleet Systems Aurek Tactical Strikefighter cL 

Huge starfighter 

Init +10; Senses Perception +6 

Defenses Ref 18 (flat-footed 12), Fort 25; +4 armor 

hp 110; DR 5; SR 15; Threshold 32 

Speed fly 16 squares (max. velocity 1,400 km/h), fly 5 squares (starship 
scale) 

Ranged heavy laser cannons +6 (see below) and 
proton torpedoes +6 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +27 

Atk Options autofire (heavy laser cannons), fire-link (heavy laser 
cannons) 

Abilities Str 43, Dex 25, Con —, Int 14 

Skills Initiative +10, Mechanics +6, Perception +6, Pilot +10, 
Use Computer +6 

Crew 1 (skilled); Passengers none 

Cargo 20 kg; Consumables 1 week; Carried Craft none 

Payload 6 proton torpedoes 

Hyperdrive x2, navicomputer 

Availability Military; Cost not available for sale (estimated value 
360,000) 


Heavy laser cannon (pilot) 

Atk +6 (+1 autofire), Dmg 6d10x2 
Proton torpedoes (pilot) 

Atk +6, Dmg 9d10x2, 4-square splash 


S-250 CHELA-CLASS 
STARFIGHTER 

One of the losing firms in the drive for the "Generation Tomorrow Starfighter,” 
the Corellian Engineering Corporation still comes out a winner when its design 
impresses the Republic Navy. Even though it is not as low-maintenance and 
high-performance as the Aurek Tactical Strikefighter, the 14-meter-long 
S-250 Chela-class starfighter incorporates the agility of the earlier S-100 
Stinger-class starfighter with improved weapons systems in a new design. 
It also saves its manufacturer in the process. 

Ordered in far fewer numbers than the Aurek Tactical Strikefighter, Chela- 
class fighters are preferred vehicles of honor guards and veteran commanders. 
Their performance is not a step up from the Aurek strikefighters, but some 
consider their roomier and more comfortable pilot compartments to be more 
than enough compensation. 


Corellian Engineering Corporation S-250 Chela-class 
Starfighter CL 10 
Gargantuan starfighter 

Init +6; Senses Perception +6 


Defenses Ref 17 (flat-footed 12), Fort 26; +7 armor 
hp 120; DR 10; SR 20; Threshold 46 


Speed fly 16 squares (max. velocity 1,200 km/h), fly 4 squares (starship 
scale) 

Ranged medium laser cannons +6 (see below) and 
concussion missiles +6 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +33 

Atk Options autofire (medium laser cannons), fire-link (concussion 
missiles) 


Abilities Str 42, Dex 20, Con —, Int 14 

Skills Initiative +6, Mechanics +6, Perception +6, Pilot +6, 
Use Computer +6 

Crew 1 (skilled); Passengers none 

Cargo 30 kg; Consumables 1 week; Carried Craft none 

Payload 12 concussion missiles 

Hyperdrive x2, navicomputer 

Availability Military; Cost not available for sale (estimated value 
420,000) 


Medium laser cannons (pilot) 

Atk +6 (+1 autofire), Dmg 5d10x2 
Concussion missiles (pilot) 

Atk +6, Dmg 10d10x2, 4-square splash 


CONDUCTOR-CLASS SHORT- 
HAUL LANDING CRAFT 

Built over the years by several manufacturers licensing a military patent, the 
19-meter-long Conductor-class landing craft covers a dozen special-purpose 
varieties. All involve military cargo transports ranging from orbital drops to 
short hyperspace jumps between neighboring systems. 

The most frequent configuration is the Cx line, with two configurations: 
Ships named with a CX followed by a two-digit number have additional 
fuel storage for traveling from gravity well to gravity well; those with a 
CXB followed by a three-digit number are designed to be carried aboard 
capital ships in landing bays and can carry slightly more cargo. The disdain 
the sluggish vehicles draw is expressed in the unofficial names their pilots 
give them. For example, under Carth Onasi, the CXB-560 becomes The 
Deadweight. However, the ships can perform for a quality pilot, as Onasi 
shows in his rescue of Admiral Karath from the Courageous and later from 
the Arkanian Legacy. 
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Republic Fleet Systems Conductor-class Short-haul Landing 
Craft cL7 
Colossal space transport 
Init -4; Senses Perception +6 
Defenses Ref 12 (flat-footed 12), Fort 26; +12 armor 
hp 120; DR 15; Threshold 76 
Speed fly 12 squares (max. velocity 500 km/h), fly 2 squares (starship 
scale) 
Ranged light laser cannons +5 (see below) 
Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +38 
Atk Options autofire (light laser cannons), fire-link (light laser cannons) 
Abilities Str 42, Dex 11, Con —, Int 13 
Skills Initiative -4, Mechanics +6, Perception +6, Pilot -4, 
Use Computer +6 
Crew 1 (skilled); Passengers 5 (plus 2 bulk-loader droids) 
Cargo 80 tons; Consumables 2 weeks; Carried Craft none 
Hyperdrive x3; navicomputer 
Availability Restricted; Cost 250,000 (100,000 used) 


Light laser cannon (pilot) 
Atk +5 (+0 autofire), Dmg 4d10x2 


MINISTRY-CLASS ORBITAL 
SHUTTLE 

First forged in the Zentine Dynamics shipyards at Foerost, Ministry-class 
shuttles become the short-trip workhorses for the Republic after the Great 
Sith War. Originally commissioned to help the Chancellor's bureaucrats tour 
the war-torn remains of the Republic (hence the class name), Ministry- 
class orbital shuttles—nicknamed “minis” by their pilots—quickly come into 
general use. 

Lacking hyperdrives, the 20-meter-long Ministry-class orbital shuttles 
perform a variety of duties. They are used as shuttles by Navy capital ships, 
and Republic scientists at Flashpoint Station use versions with strong shield- 
ing in their stellar research studies. 


Zentine Dynamics Ministry-class Orbital Shuttle cL6 
Colossal space transport 
Init -1; Senses Perception +6 


Defenses Ref 15 (flat-footed 12), Fort 25; +12 armor 
hp 110; DR 15; SR 30; Threshold 75 


Speed fly 12 squares (max. velocity 750 km/h), fly 3 squares (starship 
scale) 

Ranged medium laser cannons +5 (see below) 

Fighting Space 12x12 or 1 squares (starship scale); Cover total (crew) 

Base Atk +2; Grp +37 

Atk Options autofire (medium laser cannons) 


Abilities Str 40, Dex 16, Con —, Int 17 
Skills Initiative +0, Mechanics +6, Perception +6, Pilot +0, 
Use Computer +6 


Crew 2 (skilled); Passengers 36 
Cargo 1,500 kg; Consumables 1 week; Carried Craft none 
Availability Licensed; Cost 160,000 (80,000 used) 


Double laser cannons (copilot) 
Atk +5 (+0 autofire), Dmg 5d10x2 


A MINISTRY-CLASS ORBITAL SHUTTLE FLEES FROM 
TWO DAVAAB-TYPE MANDALORIAN STARFIGHTERS 


KT-400 MILITARY DROID 
CARRIER 
Few ships took as winding a path into the fleet as the KT-400. Its initial design 
comes not from an established shipwright, but from Kellenech Technologies, 
a droid-maker, which proposes the 24-meter-long KT-400 as a complement 
to its military and construction droids. The startup investment bankrupts the 
firm, and the Republic takes the design and begins building the ships through 
its proprietary manufacturer, Republic Fleet Systems. But when the Sith War 
ends, so does funding—leaving dozens of unfinished hulls in spaceyards. When 
interest in droid-carriers finally revives, the Republic awards contracts to 
finish the vessels to a variety of manufacturers for military and commercial 
use. Ironically, that means that the vessels produced retain the original model 
designation—decades after the “KT” no longer stood for anything! 

The vessel can carry up to 400 bipedal war-droids in its compact cargo 
area, discharging them all in under five minutes. 


Republic Fleet Systems KT-400 Military Droid Carrier cL6 

Colossal space transport 

Init -4; Senses Perception +6 

Defenses Ref 14 (flat-footed 14), Fort 26; +14 armor 

hp 130; DR 15; SR 30; Threshold 76 

Speed fly 12 squares (max. velocity 800 km/h), fly 3 squares (starship 
scale) 

Ranged double medium laser cannons +3 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +38 

Atk Options autofire (double medium laser cannons) 

Abilities Str 43, Dex 10, Con —, Int 12 

Skills Initiative -4, Mechanics +6, Perception +6, Pilot -6, 
Use Computer +6 


FORAY-CLASS BLOCKADE 
RUNNER 

Initially, the ships of the Foray-class were commissioned to help the Republic 
Navy expand its reach, With the Navy charged with sealing off space against 
the Mandalorians in the Outer Rim, it needs every ship it could procure to 
fill gaps in the cordon. 

Soon after the first ships enter service, the Mandalorians invade the 
Republic in force—and the principal mission of the 155-meter-long Foray- 
class blockade runner changes from protection to interdiction, The nimble 
vehicles prove the best answer the Republic has for the Mandalorian fleets 
protecting their new conquests. Blockaders turned blockade runners, Foray~ 
class ships deliver relief to Republic citizens and resistance movements in 
occupied space. They perform the same mission later against their own former 
compatriots in the Jedi Civil War. 

Tactical Fire: The Foray-class blockade runner's design helps facilitate 
exploration, expansion, and deep-space defense of Republic assets. As a 
standard action, a Foray-class blockade runner can forego all attacks to 
provide tactical fire to all adjacent squares. All allied starships gain a +5 
bonus to Pilot checks made to resist being drawn into a dogfight or to escape 
from a dogfight while in this area. 


Republic Fleet Systems Foray-class Blockade Runner CL15 
Colossal (frigate) capital ship 

Init +0; Senses Perception +6 

Defenses Ref 15 (flat-footed 11), Fort 35; +11 armor 

hp 750; DR 15; SR 80; Threshold 135 

Speed fly 3 squares (starship scale) 

Ranged 2 medium turbolaser batteries +13” (see below) 

Fighting Space 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +47 


Crew 8 (skilled); Passengers 400 bipedal droids 

Cargo 40 tons; Consumables 2 weeks; Carried Craft none 
Hyperdrive x2, navicomputer 

Availability Restricted; Cost 280,000 (150,000 used) 


Double medium laser cannon (gunner) 
Atk +3 (-2 autofire), Dmg 6d10x2 


Abilities Str 60, Dex 18, Con —, Int 17 

Skills Initiative +0, Mechanics +6, Perception +6, Pilot +0, 
Use Computer +6 

Crew 40 to 100 (skilled); Passengers 300 

Cargo 2,800 tons; Consumables 9 months; Carried Craft none 

Hyperdrive x2, navicomputer 

Availability Military; Cost not available for sale (estimated value 3 
million) 

“Apply a -20 penalty on attacks against targets smaller than Colossal size. 


Medium turbolaser battery (5 gunners) 
Atk +13 (-7 against targets smaller than Colossal), Dmg 5d10x5 
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HAMMERHEAD-CLASS CRUISER 
Through many corporate identities over the centuries, the shipwrights 
of Rendili contribute whole fleets of ships to the Republic and, later, the 
Galactic Empire. In this era, Rendili Hyperworks finds commercial success 
selling hundreds of Hammerhead-class cruisers to a Republic eager to regain 
control of the spaceways. 

Nearly too large for the frigate classification, the 315-meter-long 
Hammerhead-class cruiser is more than a match for most capital ships of 
the time. Its ability to make planetfall gives it a second calling as a cargo 
carrier; its capacity is not as large as ships designed for the role, but the craft 
are so numerous that a dozen or more might be used in the same operation 
The Hammerhead-class cruiser's success comes at a cost, however, as its 
data systems are unable to cope with the logistical challenges of large fleet 
actions. That flaw is redressed with the Inexpugnable line. 

Synchronized Systems: When an /nexpugnable-class command ship is 
within 10 squares of this ship and both ships are in a normal state (no condi- 
tions), the system operator of this ship can use a standard action to link its 
systems to the command ship's computer system, using the Inexpugnable- 
class's Use Computer skill modifier instead of its own for all purposes. This 
effect ends when the cruiser goes out of range, when either craft maves down 
the condition track, or if the system operator terminates the link. 

Tactical Fire: The Hammerhead-class cruiser is the most prevalent ship 
in the Republic fleet, and has proven itself capable of fulfilling multiple roles 
in combat. As a standard action, a Hammerhead-class blockade runner can 
forego all attacks to provide tactical fire to all squares in a 2-square radius. 
All allied starships within that area gain a +2 bonus to attack rolls, Reflex 
Defense or Fortitude Defense (as determined by the commander of the 
Hammerhead-class cruiser at the time this ability is activated). 
Rendili Hyperworks Hammerhead-class Cruiser cL18 
Colossal (frigate) capital ship 
Init -2; Senses Perception +6 
Defenses Ref 14 (flat-footed 12), Fort 36; +12 armor 
hp 1,000; DR 20; SR 125; Threshold 136 
Speed fly 3 squares (starship scale) 

Ranged 4 double light turbolaser batteries +12* (see below) and 

2 medium turbolaser batteries +12* (see below) and 

2 point-defense light laser cannon batteries +12 (see below) and 

tractor beam battery +8* (see below) 

Fighting Space 1 square (starship scale); Cover total 

Base Atk +2: Grp +48 

Abilities Str 63, Dex 15, Con —, Int 15 

Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 (+12"*) 

Crew 300 (skilled); Passengers 400 


Cargo 4,000 tons; Consumables 8 months; Carried Craft 12 Aurek 
tactical strikefighters, 2 Ministry-class orbital shuttles, various support 
craft 

Hyperdrive x2; navicomputer 

Availability Military; Cost not available for sale (estimated value 10 
million credits) 

* Apply a -20 penalty against targets smaller than Colossal size. 

“When communications are established with an Inexpugnable-class 
tactical command vessel within 10 squares, use this skill modifier 
instead. 


Double light turbolaser battery (5 gunners) 
Atk +12 (-8 against targets smaller than Colossal), Dmg 4d10x5 
Medium turbolaser battery (5 gunners) 
Atk +12 (-8 against targets smaller than Colossal), Dmg 5d10x5 
Point-defense light laser cannon battery (5 gunners) 
Atk +12 (+7 autofire), Dmg 3d10x2 
Tractor beam battery (3 gunners) 
Atk +8 (-12 against targets smaller than Colossal), Dmg — (grapple 
+48) 


INEXPUGNABLE-CLASS 
TACTICAL COMMAND VESSEL 
Known to crews as the “Inexies," Inexpugnable-class tactical command 
vessels are designed to serve as important pieces of a larger tactical puzzle. 
With dozens of the Rendili Hammerhead-class cruisers protecting the same 
lines during the run-up to the Mandalorian Wars, fire-control coordination is 
a key concern. Enter the Vanjervalis Systems computer conglomerate, which 
proposes a colossal computer to be fitted to a Rendili warship frame. Using 
the native software codes in a Hammerhead-class cruiser, a single tactical 
command vessel can transmit commands instantaneously and simultane- 
ously to. as many as 64 Hammerhead-class cruisers, managing their combat 
systems from a single headquarters. 

As much flying space stations as warships, the 3,100-meter-diameter 
Inexpugnable-class ships move slowly, safely defended by the dozens of 
cruisers in the vicinity. Helmsmen refer to the peculiar bridge configura- 
tion as the “wishing well” because it merges visual and electronic data by 
suspending holographic images over a transparent deck. 

Adapting the proof-of-concept Swiftsure, the Republic produced less 
than half a dozen prototypes before the Mandalorians attacked in force. 
One, Courageous, is helmed by then-Captain Karath at the Battle of Vanquo. 
Even though he loses the Courageous in the escape from Serroco, he helps 
Rendili/Vanjervalis incorporate the knowledge gained into the refit of Swift- 
sure, his next command, which would become the template for the entire 
production model. 


AN INEXPUGNABLE-CLASS TACTICAL COMMAND VESSEL IN FORMA- 
TION WITH THREE HAMMERHEAD-CLASS CRUISERS 


Tactical Fire: The Inexpugnable-class tactical command vessel is 
designed to function as a platform from which the actions of an entire fleet 
are coordinated. As a standard action, an Inexpugnable-class tactical com- 
mand vessel can forego all attacks to provide tactical fire to all squares in a 
2-square radius. All allied ships within this radius may move 1 square in any 
direction at the beginning of that's ship's turn. 


Rendili Hyperworks Inexpugnable-class Tactical Command 
Vessel cL19 
Colossal (cruiser) capital ship 

Init -3; Senses Perception +6 


Defenses Ref 15 (flat-footed 14), Fort 55; +14 armor 
hp 2,050; DR 20; SR 150; Threshold 255 


Speed fly 2 squares (starship scale) 

Ranged 5 double turbolaser batteries +15* (see below) and 
5 light turbolaser batteries +15* (see below) and 
2 point-defense light laser cannon batteries +15 (see below) and 
2 tractor beam batteries +11* (see below) 

Fighting Space 2x2 squares (starship scale); Cover total 

Base Atk +2; Grp +67 


Abilities Str 101, Dex 13, Con —, Int 21 
Skills Initiative -32, Mechanics +6, Perception +6, Pilot -3, 
Use Computer +12 


Crew 4,300 (skilled); Passengers 2,000 (troops) 

Cargo 50,000 tons; Consumables 2 years; Carried Craft 144 Aurek 
tactical strikefighters; 24 Chela-class starfighters; 24 Conductor-class 
short-haul landing craft; 6 Ministry-class orbital shuttles; various 
support craft 

Hyperdrive x2 (backup x10), navicomputer 

Availability Military; Cost not available for sale (estimated value 70 
million) 

* Apply a -20 penalty against targets smaller than Colossal size. 


Double turbolaser battery (5 gunners) 
Atk +15 (-5 against targets smaller than Colossal), Dmg 6d10x5 


Light turbolaser battery (5 gunners) 
Atk +15 (-5 against targets smaller than Colossal), Dmg 3d10x5 


Point-defense light laser battery (5 gunners) 
Atk +15, Dmg 34102 


Tractor beam battery (3 gunners) 
Atk +11 (-9 against targets smaller than Colossal), Dmg — (grapple 
+67) 
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CHAPTER Xil 


THE MANDALORIANS 


lip 


SS 
The Mandalorians are not a race, but a movement. They are a society of 
warriors who embrace a rough, honor-driven, and nomadic lifestyle. Conflict 
with the Mandalorians is a defining characteristic of the half century that 
began with the Great Sith War. For the Mandalorians, the period encompasses 
their movement's greatest triumph and its near-total end. 

For centuries, Mandalorian Crusaders roam the galaxy, seeking new 
battles and challenges. During the Great Sith War, this movement of free 
agents becomes embroiled in the politics of the galaxy, setting off a chain 
of events that will include the near-extinction of their own movement. 

Sensing an opportunity in the conflict between the Sith and the Repub- 
lic, Mandalore the Indomitable directs his forces against the Empress Teta 
system, expecting to make an easy conquest. But fallen Jedi Ulic Qel- 
Droma bests the leader in single combat, an act which has immediate and 
long-term repercussions. As a term of the duel, the Mandalorian clans are 
obliged to swear allegiance to the Sith, joining them in their war against 
the Republic, 

Mandalore the Indomitable falls in battle and the Jedi eventually prevail, 
but for the Mandalorian warriors, the consequences linger long after the 
Sith War ends. Warriors are scattered across the galaxy, endangering the 
continuation of their traditions. Worse, many warriors are embarrassed 
and feel betrayed, Uninterested in the differences between Jedi and Sith, 
they see only their people in servitude to beings with powers beyond their 
understanding. Wherever clans gather, there is talk of retribution against 
the Jedi and against the Republic they protected. 
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THE RESTORATION 
(3,995-3,965 BBY) 

Soon, another leader rises with the name and mask of Mandalore. He calls 
upon the talents of advisors whose knowledge goes beyond the battlefield— 
Cassus Fett, Demagol, and others—to help him reshape Mandalorian iden- 
tity. When an extremist cult calls for the reestablishment of the Crusader 
tradition, this Mandalore, "The Ultimate," uses that group as the foundation 
to reinvent the Mandalorian movement as a more disciplined, organized 
fighting force. 

The spread of the "Neo-Crusader” subculture bears fruit in the Mandalori- 
ans’ successful conquests of nonaligned worlds. By the time the Mandalorians 
launch the “Onslaught"—their full-scale attack on the Republic—a system has 
been established to assimilate the new conquests. Factories that might have 
been pillaged before are now made to serve as War Forges. Captured ships are 
quickly refitted for immediate service. And many of the conquered peoples are 
efficiently transformed into Mandalorians, undergoing speedy indoctrination 
by Neo-Crusader “rally masters" and receiving Neo-Crusader armor. 

Some see the cultivation of the "Neo-Crusaders” as a crass ploy, sacrific- 
ing Mandalorian tenets in the name of a larger goal. But dissidents are effec 
tively silenced. When Rohlan Dyre risks his life to question the movement, 
Mandalore uses the warrior's fate as an example for nat bucking authority. 
So it is that the Mandalorians who nearly conquer the galaxy bear little 
resemblance to the Crusaders of just a generation before. 


THE MANDALORIAN WARS 
(3,965-3,960 BBY) 

After decades of rebuilding, the Mandalorians are ready to strike. For some 
years they test the Republic's defenses, erigaging in small skirmishes along 
the Outer Rim, seeing how strongly the damaged Republic can resist their 
efforts, When at last the Mandalorians have amassed large enough resources 
and numbers, they launch an all-out invasion of Republic worlds, seeking 
to claim those planets for their own. Under the direction of Mandalore the 
Ultimate with the aid of Cassus Fett, the Mandalorians are successful in 
seizing countless worlds before a real defense can be mounted. 

For years the Mandalorians engage the Republic in a devastating war of 
attrition, Each world they conquer provides the Mandalorians with thou- 
sands of new troops, while the Republic's resources begin to feel strained. 
With only a few Jedi engaged in the opposition, the Mandalorians are able 
to take advantage of the bureuacratic weakness displayed by the Republic 
military and their superior warrior's training earns them victory in many 
battles. When they finally fall to the Jedi Revan and his Republic forces 
at Malachor V, Mandalorians feel a new kind of shame, The hurt of being 
defeated and dispersed again pales before the knowledge that, in their 
eagerness to defeat the Republic, they had given up the traits that had made 
them Mandalorians. 


THE JED! CiviL WAR 

AND THE DARK WARS 
(3,9859-3,95!1 BBY) 

The remaining Mandalorians, scattered and lacking in identity, face the 
Jedi Civil War and the tough years to follow. Some turn to crime. Others, 
such as Canderous Ordo, attempt to restore the Mandalorian movement to 
its original principles. The Mandalorian Wars are over, but the story of the 
Mandalorian people will go on. Many Mandalorians become mercenaries, 
particularly those who bought into the Neo-Crusader movement, as they 
quickly find themselves falling out of favor with the remaining Mandalorian 
traditionalists. Honorable Mandalorians continue to carry on their traditions 
throughout the galaxy, awaiting a leader to reunite them and help restore 
the clans to their former glory. While the scattered Mandalorians weather 
the Jedi Civil War and the Dark Wars that follow, they cease to be a major 
faction in the galactic scene following two devastating defeats in the Great 
Sith War and the Mandalorian Wars. 

Yet all hope is not lost for the Mandalorians. Near the end of the Dark 
Wars, an honorable Mandalorian warrior named Canderous Ordo takes up 
the mantle of Mandalore and reunites the Mandalorians clans into one 
people again. Under his leadership, the clans restore much of their honor in 
helping defeat the last remaining Sith and begin establishing their place in 
the galaxy once more. 


USING THE 
MANDALORIANS 


Even though the Mandalorians’ belief system has existed for centuries before 
the Great Sith War, the years leading up to and including the Mandalorian 
Wars bring major changes to Mandalorian organization and behavior. 

The two distinct varieties—the Crusader, or traditional culture, and the 
Neo-Crusader movement—coexist uneasily in the years between the Great 
Sith War and the defeat at Malachor V. The numbers of each vary depending 
on the time, Early on, Neo-Crusaders are few, but during the heat of the war 
with the Republic, when their ranks have ballooned from conquered peoples, 
the majority of Mandalorians are Neo-Crusaders. 

Mandalorians from the period after the Mandalorian Wars are a mix of 
former members of the two groups. 


CRUSADERS 
Following the traditions of old, Mandalorian Crusaders are a community of 
individuals who adopt and respect the same warrior tradition. They value 
abilities more than possessions, understanding that, even though they do 
settle in places from time to time, there will always be another call to battle 
beyond the horizon 

Traditional Mandalorians are unafraid of technology, using what they 
learn to help augment their personal arsenals. Thus, warriors’ armor and 


weaponry can be very different. Many wear personal jet packs as tools for 
opening new avenues of attack rather than for escape, because they are 
honor-bound to stand and fight. Mandalorian armors also have internal 
environmental systems. In addition to allowing warriors to wear them for 
long durations, they provide protection against poison gas and permit activity 
in the vacuum of space. 


Joining Up 
The way to become a Mandalorian is simple. You are a Mandalorian because 
you choose to be a Mandalorian and because you act like a Mandalorian. 
Of course, it helps to have other Mandalorians—known collectively in 
their language as the Mando'ade—around, because much of acting like a 
Mandalorian involves the community. Mandalorian society has no written 
laws and few norms, but the few that exist are sacred. Chief among these 
are the Resol'Nare, or the Six Actions: 


Baur, beskar'gam, 
Ara‘noy, aliit, 

Mando’'a bal Mand‘alor— 
An vencuyan mhi. 


Education and armor, 
Self-defense, our tribe, 
Our language, our leader— 
All help us survive. 


A few words, for a people of few words. Raising younglings as Mandalorians; 
wearing armor; defending one's self and family; helping the clan flourish; 
speaking Mando’a; and rallying to Mandalore's side when needed. It is a 
simple creed that translates well, given the variety of non-Human species 
represented among the Mandalorians. It is vital to keep to these tenets, 
because someone ignorant of Mandalorian culture is regarded as dar’manda— 
seen as the equivalent of living without a soul. Just as no individual authority 
figure declares you a Mandalorian, no one figure decides when someone 
has been unworthy. In both cases, that decision comes organically from the 
community, accepting or shunning the newcomer. 

The traditional Crusaders do not proselytize; rather, they attract others 
to their cause through the examples they set. Veterans see the later Neo- 
Crusader movement, which actively converts outsiders in its hurry to conquer 
the galaxy, as a perversion. 


Life in the Clans 

Aharsh life awaits newcomers to the Mandalorian ways—particularly those 
who have spent their lives in the Republic, which the Mandalorians see as 
soft and decadent. Even though Mandalorians help each other—directing a 


SOMETIMES EVEN JEDI ARE NO MATCH FOR MANDALORIANS 


promising convert to old or spare armor and weapons for an initial outfit— 
self-sufficiency is a necessity. Meals, weapons, and starship fuel: all are 
where you find them. 

Fortunately, traditional Mandalorians are not unduly burdened with a 
respect for the property rights of outsiders. Craftspeople within the Crusader 
clans use industrial skills as necessary, but no static infrastructure for formal 
manufacturing exists for long anywhere other than the planet Mandalore. 
Thus, much of the Mandalorians’ arsenal—from the Basilisk war droids they 
ride to the ships they fly—has traditionally come from somewhere else. The 
galaxy's greatest flouters of the Republic's patent laws, Mandalorians happily 
adopt technologies found elsewhere for their own purposes. 


Z 
10) 
8 
> 
i 
9) 
a 
> 
2 
10) 


SeeCCeCCeUeEee 
SNVIHOIVEaNYY) SHA, 


Mandalorians place great emphasis on the family, prizing chastity before 
marriage and fidelity thereafter. Children are trained from a young age, and 
all members of the family share an equal role in its preservation against 
enemies. 

Trade within Mandalorian communities is based on barter, with jewelry 
and precious metals used as portable commodities alongside weapons and 
armor. However, Mandalorians understand the currencies used in the galaxy 
around them, and many have been known to amass fortunes for reinvestment 
in their gear or ships. 


Crusader Organization 

Throughout most of their history, “Mandalorian" and “organization” are 
contradictory terms. Such is the case with the Crusaders of the Great Sith 
War. They recognize no official ranks; they do not divide into formal units; 
they use no command structure of any kind. Respect for Mandalore—their 
sole leader—and filial obligation to their clans are the Mandalorians’ only 
responsibilities to others, 

Mandalorian forces—a term more accurate than “armies"—are amorphous, 
with information spreading through the warrior mass by sight and sound. 
Keeping one eye on their comrades enables Mandalorians to respond quickly 
when the direction of battle changes. Mass movements, too, appear to follow 
a sort of hive behavior. When respected warriors head to another ridge—or 
star system—others follow. 


THE NEO-CRUSADERS 

The Resol’Nare have nothing to say when it comes to bureaucracy, payrolls, 
or the other features found in regular militaries, Of course, nothing in the 
creed forbids those features from developing, either. Thus, the first Neo~ 
Crusaders are able to argue for a change in the ideal Mandalorian without 
seeming to offend the Mandalorian ideals. 

The Neo-Crusader movement springs from Sith War veterans who are 
discontent about how the Crusaders performed against the Republic and its 
Jedi, They are excellent at pillaging and destroying Republic installations, but 
the Mandalorians are not efficient at exploiting their conquests. With the 
Crusader ethic focused on fighting the next battle, the brief Sith War provides 
the Mandalorians with little time to digest their gains. As such, huge conquered 
industrial complexes sit idle rather than rearming the Mando‘ade, and untold 
millions of beings who might have been brought into the fold are not. The 
Crusaders are talented at invading but not at occupying or, for that matter, at 
creating new Crusaders—at least, not at a pace necessary to hold a galaxy. 

Ascribing this deficit to the lack of order arising from their nomadic 
lifestyle, a small group of zealots calling themselves Neo-Crusaders take 
residence on the planet Mandalore. They wear identical suits of armor, a 
practice others see as bizarre. Further, they adopt their own rudimentary 
chain of command and division of labor—again, a feature not found in the 
traditional culture. Many Mandalorians find this freakish, but a few take 


interest in what the Neo-Crusaders have to say. And when the Mandalorians 
again reach out to raid nonaligned worlds, the Neo-Crusaders—with their 
discipline and willingness to rely more on their helmet transceivers—are 
winning more than their share of battles. 

Sensing an opportunity, Mandalore and aide-de-camp Cassus Fett 
encourage the movement. Cassus refines the one-time cult's organizational 
strategies for use on a larger scale—the big time, as it were, And it becomes 
big, indeed. The Mandalorians who first tested the Republic in the so-called 
“False War" find that they are at a distinct advantage with Neo-Crusaders 
as their vanguard, By the time the wider Mandalorian Wars with the Republic 
break out, Mandalore has Neo-Crusaders present in every unit, boosting 
morale and spreading the new ideals of conformity and discipline. 

When the Mandalorians take Republic worlds, they immediately locate 
likely recruits. Shipped to training centers (another concept alien to Man- 
dalorians), the new recruits are taught by Neo-Crusaders to become Neo- 
Crusaders, Traditional Mandalorians are encouraged to adopt the system, 
too—although some are distressed by the changes. The Mandalorians of the 
past are voluntarily committed to the cause, but Neo-Crusaders increasingly 
include warriors of poor quality who join to escape occupation or to share 
in the pillaging. 

Having transformed from a grassroots movement to a weapon that nearly 
conquers a galaxy, the Neo-Crusader dream ends with their final defeat in 
the Mandalorian Wars. 


Joining the Neo-Crusaders 

During the early years of the movement the Neo-Crusaders are ideologically 
pure. Coming from the ranks of existing Mandalorians, members tend to be 
young, often children of Crusaders lost in the Great Sith War. 

Later, after victories against nonaligned worlds, the Neo-Crusaders 
gain official blessing and begin targeting existing Mandalorian warriors 
for conversion. Intellectual agreement with the Neo-Crusader approach 
remains important, and new members who buck authority or show excessive 
individualism risk being cast out. 

Finally, during the Mandalorian Wars when the entire Mandalorian 
movement is organized according along Neo-Crusader lines, standards 
quickly begin to collapse. On Taris, as on other worlds, Cassus Fett gives 
citizens a choice: join the Mandalorians as warriors, or sit quietly and work 
as manufacturers for the clans as de facto slaves. Many—including a host of 
criminals from the prisons the Mandalorians empty—go with the recruiters 
to planetary staging centers. There they receive whirlwind indoctrination in 
the Resol'Nare from Mandalorian “Rally Masters” before being issued blue 
Neo-Crusader armor, fresh from the on-site War Forges. 

As the size of the conquered population explodes during the Mandalorian 
Wars, Neo-Crusader training devolves to “put on a helmet and go," as one 
dissident puts it. The average Neo-Crusader warrior in the Battle of Malachor 
is “average,” indeed. 


Life as a Neo-Crusader 

In the beginning, Neo-Crusaders are looked upon as weird cultists. Their 
uniforms and structured approach are as much an offense to Mandalorian 
senses of style as anything. Many warriors laugh at or avoid them. 

When they gain Mandalore's imprimatur in the years leading up to the 
war on the Republic, they rise quickly in standing. They fashion themselves 
as “model Mandalorians,” setting examples to be followed by others. 
Neo-Crusaders initially receive preferential treatment when it comes to 
receiving armor and weaponry from the new War Forges. Eventually, all 
new equipment is designed for Neo-Crusaders, leaving the holdouts to fend 
for themselves. 

Neo-Crusaders use their helmet comm systems constantly, and warriors 
are expected to keep them on to hear any orders coming through. 


Neo-Crusader Organization 

Under the structure decreed by Mandalore the Ultimate and implemented by 
Cassus Fett, the Neo-Crusaders recognize four levels of authority. The gulf 
between ranks is wide and the ratios of underling to superior soon grow huge, 
but this organization is far more structured than traditional Mandalorians 
are accustomed to. 

Neo-Crusader: The basic warrior, Mandalorian Neo-Crusaders wear 
identical blue armor. The color-coding, Cassus Fett contends, makes it 
easier for new recruits to recognize authority even when they do not speak 
Mando'a. A transponder signal is later implemented to help color-blind spe- 
cies in this regard. 

Neo-Crusader Rally Master: Where the Crusaders had formed up around 
whatever warriors seemed to be most lethal—Rohlan was one—the Rally 
Masters are Mandalore the Ultimate's trusted lieutenants on the ground. 
They are called upon for many duties: part drill sergeant, part political 
officer, part battlefield commander. Wearing crimson Neo-Crusader armor, 
they are instantly recognizable in the field—and blue Neos are expected to 
find and heed them. Formal units do not exist at the outbreak of the Man- 
dalorian Wars, so warriors are expected to obey the Rally Master nearest 
them. Since they all presumably speak with Mandalore's voice, this division 
of command is enough. 

Neo-Crusader Marshal: Cassus Fett is among the first of Mandalore's 
top advisors to accept the gold-colored Neo-Crusader armor as an example 
that even those at the top should give up individualism. But the gold armor's 
value as a status symbol quickly deteriorates. Some, such as science advisor 
Demagol, refuse to take on the new appearance—and Mandalore the Ultimate 
soon distributes the golden armor as rewards to everyone from his personal 
vanguard to anyone who desires differentiation from the Rally Masters—all 
the way down to Demagol’s own aides. 

Admitting defeat on this one point, Fett later argues for unique armors 
for the truly special—including himself. But on the battlefield, the shining 
armor continues to designate the operation's field marshal. 


As the population of Neo-Crusaders increases, Mandalore the Ultimate 
approves new armor packages for special purposes. Neo-Crusader shock 
troopers are the first of several kinds of Neo-Crusader, all with look-alike 
armor geared toward their tactical specialty. 


THE SCATTERING 

During the years following the Mandalorian Wars, the Mandalorians scatter 
to the galactic winds. Many of those remaining in the Republic stop wearing 
armor and blend in with the crowd. Others, in more remote areas, attempt 
to keep quietly to their traditions, but the going is difficult. Many turn to 
smuggling, bounty hunting, and piracy, plying their battle-hardened skills as 
best they can. However, not everyone using Mandalorian weapons or armor 
is Mandalorian. After the Wars, Mandalorian artifacts are so plentiful that 
they are frequently used in other contexts. 


MANDALORIAN 
PERSONNEL 


The Mandalorians are a diverse group with members of many species repre- 
sented throughout its forces. The following characters can be used to create 
exciting encounters with Mandalorians during most of the major conflicts 
of this time period. 


MANDALORIAN CRUSADER 
The traditional Mandalorian Crusader—from the days before the Neo- 
Crusader movement—lives like his ancestors. Many are born into the clans. 
The majority are Human, although members of the Taung species remain, 
as well as some alien converts. They travel and fight and strive to live their 
lives in accordance with the Resol’Nare. For the Crusaders—derisively called 
“paleo-Crusaders” by Neo-Crusaders—this is enough to fill a life. 

Crusaders in the field are responsible for their own provisioning, carrying 
their whole worlds on their back. Likewise, division of labor sorts itself out 
organically. A Crusader who wants to run an artillery unit or fly a Dovaab 
fighter just shows up and does it~and does it better than anyone else if he 
wants to keep doing it. The Crusaders have little tolerance for bureaucracy 
and none at all for incompetence. 

No two suits of Crusader armor are identical, internally or externally. They 
are the most visible symbol of a movement prizing individualism. 
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LerT To RIGHT: MANDALORIAN CRUSADER, NEO-CRUSADER, NEO-CRUSADER RALLY MASTER, NEO-CRUSADER SHOCK TROOPER 


Mandalorian Crusader cL3 
Medium Human soldier 3 

Init +6; Senses low-light vision, Perception +1 

Languages Mando'a 


Defenses Ref 16 (flat-footed 15), Fort 17, Will 13 
hp 44; Threshold 17 


Speed 6 squares 

Melee combat gloves +5 (1d6+3) or 
Melee knife +5 (1d4+2) or 

Melee mace +5 (1d8+2) 

Ranged heavy blaster pistol +3 (3d8+1) 
Base Atk +3; Grp +4 

Atk Options Burning Assault 


Abilities Str 13, Dex 11, Con 12, Int 10, Wis 10, Cha 9 

Talents Burning Assault, Jet-Pack Training 

Feats Armor proficiency (light, medium), Mandalorian Training, Martial 
Arts |, Weapon Focus (simple weapons, unarmed strike), Weapon 
Proficiency (pistols, rifles, simple weapons) 


Skills Initiative +6, Mechanics +6, Pilot+6, Treat Injury +6 

Possessions Mandalorian combat suit (+4 armor, +1 equipment) with 
targeting scope, jet pack, and knife gauntlet upgrade; heavy blaster 
pistol; mace; combat gloves; field kit with medpac 


MANDALORIAN NEO-CRUSADER 
In the early years of the movement, Mandalorian Neo-Crusaders are fervently 
committed warriors of high quality. But in the years leading up to the Man- 
dalorian Wars, as the Neo-Crusader movement takes hold, the simple Neo- 
Crusader—wearing a basic blue version of the Neo-Crusader armor—becomes 
the generic grunt of the clans. The vast majority of Neo-Crusaders are of 
this lowest rank, and many in the later days of the Wars have backgrounds 
as soldiers, scouts, or scoundrels. 

Neo-Crusaders are responsible to the authority of their Rally Masters. 
One who fails or runs from battle is considered a hut‘vun—a coward—and 
placed on the front lines in the next engagement. 


Mandalorian Neo-Crusader Soldier cL1 
Medium Human nonheroic 4 

Init +6; Senses low-light vision, Perception +0 

Languages Basic, Mando'a 


Mandalorian Neo-Crusader Rally Master cL6 
Medium Human nonheroic 3/noble 3/soldier 2 

Init +4; Senses low-light vision, Perception +3 

Languages Basic, Mando'a 


Defenses Ref 17 (flat-footed 16), Fort 13, Will 11 
hp 10; Threshold 14 


Defenses Ref 19 (flat-footed 20), Fort 20, Will 18 
hp 29; Threshold 20 


Speed 6 squares 

Melee mace +1 (1d8+1) 

Ranged blaster rifle +2 (348) 

Base Atk +0; Grp +1 

Atk Options autofire (blaster rifle) 

Abilities Str 12, Dex 12, Con 11, Int 10, Wis 10, Cha 9 

Feats Armor Proficiency (light), Mandalorian Training, Weapon Focus 
(rifles), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +6, Mechanics +5 

Possessions Neo-Crusader light armor (+6 armor, +2 equipment) with 
targeting scope, jet pack and shield-generator gauntlet upgrade, 
blaster rifle, mace, 2 frag grenades, utility belt with medpac 


MANDALORIAN NEO-CRUSADER 
RALLY MASTER 

Wearing crimson-colored armor, the Rally Masters of the Neo-Crusaders 
are as close as Mandalorians come to having officers. They serve both as 
Mandalore's vital operational link to his forces and as teachers spreading 
Neo-Crusader thinking. Without these leaders, the Mandalorians likely 
never would have left the Outer Rim, much less threatened to take over 
the Republic, 

In the early days of the Neo-Crusader movement, Rally Masters function 
independently, but with the number of marshals increasing, Rally Masters 
more often come under the authority of the golden-armored warriors. Many 
Rally Masters complain of the presence of too many generals, but others find 
ways to continue to function independently on the battlefield. 

In the early years, a basic Neo-Crusader achieves promotion to Rally 
Master after commendation by a marshal for battlefield heroics. In the later 
stages of the Mandalorian Wars, standards decline so that simply serving 
with the clans long enough to learn Mando'a and some of their ways is 
enough to earn promotion. 


Speed 6 squares 
Melee combat gloves +5 (1d6+5) or 

Melee knife +5 (1d4+4) 

Ranged blaster rifle +6 (348+3) or 

Ranged blaster pistol +5 (3d6+3) 

Base Atk +4; Grp +5 

Special Actions Coordinate +1, Coordinated Attack 


Abilities Str 12, Dex 13, Con 11, Int 12, Wis 10, Cha 14 

Talents Coordinate, Jet Pack Training, Presence 

Feats Armor Proficiency (light, medium), Coordinated Attack, 
Mandalorian Training, Skill Focus (Persuasion), Vehicular Combat, 
Weapon Focus (rifles), Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Mechanics +9, Persuasion +15, Pilot +9 

Possessions Neo-Crusader light armor (+6 armor, +2 equipment) with 
electrobinoculars, targeting scope, and jet pack; blaster rifle; blaster 
pistol; knife; combat gloves; utility belt with medpac 


MANDALORIAN NEO-CRUSADER 
MARSHAL 

Initially, the golden suits of marshals are reserved for a handful of Man- 
dalore the Ultimate’s closest advisors. Cassus Fett is one of the earliest to 
take on the armor, in a show of his support for the color-coded hierarchical 
system he helps to implement. But even before the assault on the Republic 
begins, Mandalore has begun to devalue the position, rewarding his personal 
vanguard with the gold-colored armor. Soon, issuing the right to wear the 
golden armor becomes his preferred resolution for a variety of bureaucratic 
problems. 

As the average quality of the beings in the suits of marshal armor declines, 
their powers do not. Marshals exercise command over an amorphous area 
depending on the proximity of other marshals; one might command an entire 
sector, while another directs affairs on only one flank of a battlefield. They 
are expected to engage in combat personally just as any other Mandalorian, 
but as the position becomes corrupted near the end of the Mandalorian Wars, 
50, too, do some of the people holding the position; the sight of a marshal 
scurrilously issuing orders from a position of safety becomes common. 
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Mandalorian Neo-Crusader Marshal CL 10 
Medium Human nonheroic 3/noble 2/soldier 4/officer 3 

Init +17; Senses low-light vision, Perception +10 

Languages Basic, Mando'a 

Defenses Ref 24 (flat-footed 21), Fort 25, Will 24 

hp 62; Threshold 25 


Speed 6 squares 

Melee combat gloves +10 (1d6+8) or 

Melee bayonet +11 (1d8+7) or 

Melee dagger +11 (1d4+7) 

Ranged blaster rifle +11 (348+5) or 

Ranged blaster rifle +6 (3d8+10) with Power Blast, 

Base Atk +8; Grp +10 

Atk Options Power Blast 

Special Actions Battle Analysis, Deployment Tactics, Inspire Confidence 

Abilities Str 14, Dex 14, Con 13, Int 12, Wis 11, Cha 16 

Talents Armored Defenses, Battle Analysis, Deployment Tactics, Inspire 
Confidence, Jet Pack Training 

Feats Armor Proficiency (light, medium), Mandalorian Training, Martial 
Arts |, Power Blast, Skill Focus (Knowledge [tactics]), Skill Training 
(Knowledge [tactics]), Skill Training (Perception), Vehicular Combat, 
Weapon Focus (rifles, simple weapons), Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Knowledge (tactics) +16, Mechanics +11, Perception +10, 
Persuasion +13, Pilot +12 

Possessions Neo-Crusader light armor (+6 armor, +2 equipment) with 
electrobinoculars, targeting scope, jet pack, and dagger and shield- 
generator gauntlet upgrades; blaster rifle with bayonet; combat gloves; 
utility belt with medpac 


MANDALORIAN NEO-CRUSADER 
SHOCK TROOPER 

Generic Neo-Crusader armor is standardized except for adaptations for dif- 
ferent species, but Mandalore found that standardization created a hole in 
the clans’ operational abilities. Crusaders of the past had customized their 
armor in anticipation of battlefield and environmental requirements. Among 
the Neo-Crusaders, there was still a need for specialization, both in armor 
and personnel. 

Neo shock troopers were one of the early “special varieties” of Neo- 
Crusaders, making their first appearance in the boarding of the Courageous 
after its flight from Serroco. The shock troopers specialize in incursions where 
the nature of the battlefield is unknown, such as underground tunnels, aboard 
spacecraft, and in congested urban areas. The Neo shack armor package is 
hardened for extensive extravehicular activity, allowing a full 24 hours in 
space without recharge. 


Quality Neo-Crusaders win positions as shock troopers by impressing 
their Rally Masters, The shock troopers have their own hierarchy, report- 
ing ultimately to Cassus Fett, who sees that they have the best equipment 
available from the War Forges. 


Mandalorian Neo-Crusader Shock Trooper G5: 

Medium Human nonheroic 6/soldier 3 

Init +3; Senses low-light vision, Perception +7 

Languages Basic, Mando'a 

Defenses Ref 21 (flat-footed 19), Fort 22, Will 15 

hp 32; Threshold 22 

Speed 4 squares 

Melee vibrodagger +4 (2d4+3) or 

Melee vibroblade +4 (2d6+3) 

Ranged blaster rifle +5 (348+4) 

Base Atk +3; Grp +4 

Atk Options autofire (blaster rifle) 

Abilities Str 12, Dex 13, Con 12, Int 10, Wis 10, Cha 9 

Talents Jet Pack Training, Weapon Specialization (blaster rifle) 

Feats Armor Proficiency (light, medium, heavy), Mandalorian Training, 
Skill Training (Pilot), Weapon Focus (rifles), Weapon Proficiency 
(advanced melee weapons, pistols, rifles, simple weapons) 

Skills Mechanics +7, Perception +7, Pilot +8 

Possessions Neo-Crusader assault armor (+10 armor, +4 equipment, 
max +0 Dex) with electrobinoculars, targeting scope, jet pack, and 
vibrodagger and shield generator gauntlet upgrades; blaster rifle; 
vibroblade; 2 frag grenades; utility belt with medpac 


MANDALORIAN 
PERSONALITIES 


Individuals within the ranks of the Mandalorians are frequently raised up as 
exemplars of Mandalorian culture, and just as many are reviled for betraying 
the unique code of honor held by their people. The following individuals are 
among the most influential Mandalorians found in the galaxy throughout 
this era. 


BENDAK STARKILLER 

Born into a mining family, Gorse Bendak follows his forefathers into that 
rough trade, traveling from worksite to worksite on the Outer Rim. His last 
posting, however, changes his life forever. Bendak is deep in the mines at a 
worksite on the dayside of Vanquo when the Mandalorians invade the planet 
as part of their sneak attack on the Republic. Discovering the invaders above, 
Bendak remains holed up in the shafts, using mining implements to mount 
a makeshift—and deadly—personal defense. It takes two weeks and a dozen 


Mandalorians to finally bring Bendak to heel—and, sensing his abilities, they 
immediately offer to recruit him into their ranks. Seeing no alternative in 
slavery, Bendak agrees. 

Bendak’s career as a Mandalorian Neo-Crusader is brief but fruitful. The 
Mandalorians train him well in the ways of weaponry, and the fast study 
Bendak rises to the level of Field Marshal within two years. But when Revan's 
forces defeat the Mandalorians once and for all, Bendak is a warrior without 
an army. Drifting into work as a bounty hunter, he soon finds his talents in 
great demand. 

Another reversal of fortune follows, however. When Bendak accidentally 
kills the daughter of a nobleman, he finds himself with a huge bounty on his 
own head. Even though he does not fear death, Bendak is unable to work, so 
he turns to friend and employer Ajuur the Hutt, Ajuur encourages Bendak to 
don his old armor again and enter the gladiatorial rings of Taris, adding the 
stage name “Starkiller” to his own. 

Initially concerned about looking like a circus act—Mandalorians are hated 
on Taris—Bendak instead becomes an immediate sensation. Many citizens 
come to bet on Starkiller in the arena, where dozens of duelists meet their 
deaths against the warrior. Jealous of any legends other than their own taking 
root, the Sith forces that now rule Taris outlaw death matches. Irritated, 
Bendak Starkiller goes into retirement, still hoping for the day when a truly 
worthy opponent arrives. 

Both fast and accurate on the draw, Starkiller uses a heavy blaster pistol 
that he customized himself. 


Bendak Starkiller cL 12 

Medium Human soldier 8/scoundrel 1/gladiator 3 

Force 3 

Init +20; Senses low-light vision, Perception +13 

Languages Basic, Huttese, Mando'a 

Defenses Ref 29 (flat-footed 26), Fort 29, Will 25, 

hp 96; Threshold 29 

Speed 6 squares 

Melee unarmed +13 (1d4+8) 

Ranged customized heavy blaster pistol +17 (3d8+9) or 

Ranged customized heavy blaster pistol +15 (4d8+9) with Rapid Shot 

Base Atk +11; Grp +15 

Atk Options Brutal Attack (pistols), Careful Shot, Deadeye, Devastating 
Attack (pistols), Penetrating Attack (pistols), Point Blank Shot, Precise 
Shot, Quick Draw, Rapid Shot, Running Attack, Skirmisher 

Special Actions Indomitable, Unflinching 

Abilities Str 15, Dex 18, Con 16, Int 14, Wis 14, Cha 14 

Special Qualities Unflinching (1/encounter) 

Talents Armored Defenses, Brutal Attack (pisto!s), Devastating Attack 
(pistols), Indomitable, Penetrating Attack (pistols), Skirmisher, Weapon 
Specialization (pistols) 


Feats Armor Proficiency (light, medium), Careful Shot, Deadeye, 
Mandalorian Training, Point Blank Shot, Precise Shot, Quick Draw, 
Rapid Shot, Running Attack, Skill Focus (Initiative), Skill Training 
(Persuasion), Weapon Focus (pistols), Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Deception +13, Initiative +20, Knowledge (tactics) +13, Mechanics 
+13, Perception +13, Persuasion +13, Treat Injury +13 

Possessions customized heavy blaster pistol (+1 to hit and damage) with 
targeting scope, Neo-Crusader light armor (+6 armor, +2 equipment, 
+3 max Dex), 2 spare power packs, medpac 


DEMAGOL 

Even though Mandalorians focus on combat, they also respect and use 
technology. But they seldom respect those who embrace science as its own 
end—particularly when the practice of that science violates their senses of 
morality, Thus Demagol—the greatest name in Mandalorian science in the 
half century after the Sith War—provokes both admiration and disgust. 


Demacon 


% SSlevno 


SNVIMOIVENYIA SH, 
BARRERA BRaRaRn 


Gl 


SNYIHOIVENTA) SHA 


SES) 


Little is known in the Republic about the origins of "Doctor" Demagol, 
whose name is a contraction of the Mando'a phrase demar agol, "to carve 
flesh.” More than happy to dirty his gloves in the biological study of his 
“research subjects,” the so-called flesh carver is fastidious, preferring to 
remain inside his climate-controlled armor, his true face hidden from all. 
No one knows Demagol’s species or planet of origin=much to the surprise 
of Republic investigators. The lack of inquisitiveness comes naturally in the 
clans, where one's armored persona is, for Mandalorians, one's true face. 
In the years leading up to the Mandalorian Wars, Demagol participates in 
the capture and evaluation of conquered alien species on the Outer Rim, 
but reports indicate Demagol, or someone by that name, was active much 
farther back. 

Demagol's most pernicious project involves Jedi. Demagol dismisses 
explanations of Jedi powers involving what he termed “the so-called Force” 
as superstitious claptrap. He further doubts the theories of his own assistant 
and sometime rival, Pulsipher, that Jedi and Sith powers arose from artifacts 
crafted by an ancient and mysterious science. Instead, Demagol seeks a bio- 
logical explanation for the powers—through dissection. Jedi are kidnapped 
by Mandalorians on the Outer Rim and secretly delivered to Demagol's 
laboratory—a "visit to the doctor” from which they would never recover. 
Later, during the “False War" that immediately preceded the Mandalorians' 
invasion of the Republic, Demagol sets up shop in the captured research 
station on Flashpoint. Captured Jedi, originally dispatched by Revan to scout 
the Mandalorian lines, are delivered to him. 

The Jedi would have lost their lives, but for Zayne Carrick, Gryph, and 
the Mandalorian deserter Rohlan Dyre, They capture Demagol and con- 
vince the Mandalorians that the scientist is dead. In fact, they intend to 
give Demagol to his one-time research subjects to return to Coruscant for 
questioning. But that tantalizing interrogation is not to be; the prisoner in 
the Jedis care falls into 2 coma en route, drugged in an evident attempt to 
avoid questions forever. 

While active, Demagol enjoys a status within the clans that far outstrips 
his contributions as a warrior. He is believed to be a close confederate and 
advisor of Mandalore the Ultimate. Cassus Fett regards Demagol as a rival 
for Mandalore’s attention, and Demagol has tweaked Fett by refusing to don 
Neo-Crusader armor. The devilish doctor is independent to a fault. 


Demagol cL 15 

Medium noble 3/scoundrel 9/soldier 3 

Destiny 2; Force 3; Dark Side 14 

Init +14; Senses low-light vision, Perception +16 

Languages Arkanian, Basic, Bocce, Bothese, Durese, Ithorian, Mando'a, 
Miralukese, Rodese, Selkath, Shyriiwook, Snivvian 

Defenses Ref 21 (flat-footed 17), Fort 19, Will 21 

hp 88; Threshold 19 


Speed 6 squares 


Melee combat gloves +13 (1d8+9) or 

Melee knife +13 (1d4+8) 

Ranged blaster pistol +14 (3d6+7) 

Base Atk +11; Grp +13 

Atk Options Dastardly Strike, Devastating Attack (pistols, simple 
weapons, unarmed strike), Point Blank Shot, Precise Shot, Sneak Attack 
(+2d8) 

Abilities Str 12, Dex 15, Con 12, Int 20, Wis 18, Cha 15 

Talents Armored Defenses, Dastardly Strike, Devastating Attack (pistols, 
simple weapons, unarmed strike), Educated, Presence, Sneak Attack 
(+2d6) 

Feats Armor Proficiency (light), Cybernetic Surgery, Linguist, Mandalorian 
Training, Martial Arts |, Martial Arts II, Point Blank Shot, Precise 
Shot, Skill Focus (Deception), Skill Fous (Knowledge [life sciences]), 
Skill Focus (Persuasion), Skill Focus (Treat Injury), Surgical Expertise, 
Weapon Focus (pistols, simple weapons, unarmed strike), Weapon 
Proficiency (pistols, simple weapons) 

Skills Deception +19, Gather Information +14, Initiative +14, Knowledge 
(galactic lore) +17, Knowledge (life sciences) +22, Perception +16, 
Persuasion +19, Pilot +14, Stealth +14, Treat Injury +21, Use Computer 
+17 

Possessions blaster pistol, Mandalorian combat suit (+4 armor, +1 
equipment), knife, combat gloves, code cylinder, datapad 


ROHLAN DyrrReE 

Rohlan Dyre is a Human symbol. Among traditional Mandalorian Crusaders, 
he exhibits all the qualities expected in the Mando'ade: self-reliance, respect. 
for the Resol’Nare, leadership, and above all, excellence in combat. Yet he 
also symbolizes the discord within the clans over the changes wrought by 
the Neo-Crusader movement. 

However others regard him, the only identity Rohlan ever seeks for him= 
selfis that of a competent warrior, and the warrior in spiked armor displays 
that competence time and again. Apart from fealty to Mandalore, the clans 
observe no hierarchy, but Mandalorians will follow a strong leader on the 
battlefield. Mandalorian warriors respect experience, clustering around 
veterans both to learn and to stay alive. Rohlan earns that respect, and over 
the years leads countless warriors into battle. 

But as the Mandalorians’ campaigns on the Outer Rim grow closer to 
Republic space, Rohlan begins to question the events surrounding him. The 
Neo-Crusader cultists he once ridiculed are in ascendance. Order is being 
imposed on the organic flow of Mandalorian life. And Mandalore the Ulti- 
mate's stratagems against the Republic seem to Rohlan to be too clever by 
half—deceptions not worthy of the Mando’ade. 

As with most conflicts in his life, Rohlan attacks this head-on, asking 
questions. When he fails to receive answers from Mandalore or his lieuten- 
ants, Rohlan decides to find out for himself. As soon as one raid is success- 


fully completed, he slips away in search of answers. When his actions are 

discovered, he is captured and returned to the front—where he runs again. 

The cycle continues until the Mandalorians invade the Republic in force, 
when chance brings Rohlan into the company of renegade Padawan Zayne 
Carrick. Joining in common cause, Zayne and Rohlan capture the demonic 
Mandalorian scientist Demagol on Flashpoint. In the process, Zayne helps 
Rohlan fake his own death before the Mandalorians, leaving him to continue 
his pursuit for truth. 

Ironically, Mandalore the Ultimate twists the news of Rohlan's supposed 
demise into a legend in which "Rohlan the Questioner" proclaims that Man- 
dalorians should never question authority. Thus, the curious warrior's efforts 
are corrupted into propaganda promoting the very uniformity he doubted. 

The ventilation system in Rohlan's airtight armor provides him with cool, 
purified air, allowing him to stay in uniform for extended periods, even 
surviving hours in a vacuum. 
Rohlan Dyre Cag) 
Medium Human scoundrel 1/soldier 9/elite trooper 3 
Destiny 2; Force 3 
Init +14; Senses low-light vision, darkvision, Perception +17 
Languages Basic, Bocce, Mando'a 
Defenses Ref 29 (flat-footed 25), Fort 31, Will 25 
hp 123; DR 2; Threshold 31 
Speed 4 squares (6 squares with rocket pack) 

Melee unarmed +15 (1d6+11) or 

Melee knife +14 (144+8) 

Ranged heavy blaster pistol +16 (3d8+8) 

Base Atk +12; Grp +17 

Atk Options Crush, Expert Grappler, Pin, Point Blank Shot, Precise Shot 

Special Actions Burning Assault, Shake It Off 

Abilities Str 15, Dex 16, Con 14, Int 14, Wis 13, Cha 14 

Special Qualities damage reduction 1, delay damage 

Talents Armored Defenses, Armored Mandalorian, Armor Mastery, Burning 
Assault, Expert Grappler, Jet-Pack Training, Weapon Specialization 
(pistols, unarmed strike) 

Feats Armor Proficiency (light, medium), Crush, Mandalorian Training, 
Martial Arts |, Pin, Point Blank Shot, Precise Shat, Shake It Off, Skill 
Focus (Perception), Skill Training (Gather Information), Vehicular 
Combat, Weapon Focus (pistols, unarmed strike), Weapon Proficiency 
(pistols, rifles, simple weapons) 

Skills Endurance +13, Gather Information +13, Initiative +14, 

Knowledge (tactics) +13, Perception +17, Pilot +14, Treat Injury +12 
Possessions Mandalorian battle armor (+8 armor, +2 equipment) with 

electrobinoculars and jet pack, heavy blaster pistol with targeting 

scope, knife, combat gloves, utility belt with medkit 


Cassus FETT 

Republic intelligence does not know where Cassus Fett comes from, and few 
Mandalorians know, either. But they all know what he has done. Through 
early conquests of nonaligned worlds and the assault against the Republic, 
Fett becomes known as a master of battlefield command. Behind the scenes, 
he helps turn the Mandalorians from a disorganized mob into an efficient 
invasion machine. 

As a tactician, Fett has few equals. He deals the Cathar a defeat so 
complete the scattered remnants of the species fear to speak of it for years. 
He helps engineer the “False War," a period of limited engagement with the 
Republic on the Outer Rim. In it, the Mandalorians feign weakness until the 
true strength of the rejuvenated Republic Navy can be determined. Fett also 
designs the Onslaught, the surprise invasion of the Republic along three 
fronts, taking advantage of a weakness created by Zayne Carrick’s notorious 
escape from Taris. 

The influence of this enigmatic warrior extends far beyond fighting. 
Where earlier Mandalorians had conquered systems without bringing them 
into the warrior fold, Fett gives the clans what they need to capitalize on 
their conquests. He finds a solution in the Neo-Crusaders, a fringe sect of 
warriors willing to trade individualism and independence for uniformity and 
order. Fett convinces Mandalore the Ultimate to embrace the cult, spreading 
its members among the clans to promote Neo-Crusader ideals. By the time 
the Mandalorians invade the Republic, a system is in place to quickly convert 
conquered peoples into new warriors for the cause. Fett even plays a role as 
a symbol for the system, donning golden Neo-Crusader armor for a time. 

Fett also revolutionizes Mandalorian war production, setting up War 
Forges near the Neo-Crusaders’ staging areas. These massive facilities on 
Jebble, Tarnith, and elsewhere quickly come online, ready to supply new 
Neo-Crusader armor and weapons to new recruits. 

Fett's strategic contributions also extend to relatively mundane matters. 
During the siege of Taris, the colossal logjam created by invasion forces, cap- 
tured vehicles, and attempted escapees threatens to bog the Mandalorians 
down for months. Grasping the problem, Fett personally oversees traffic 
control from a headquarters in the former Jedi Tower—still finding time to 
lead a successful assault on the Taris Resistance. 

Less is known of Fett personally. His peers are few, and friends fewer; he 
reportedly relishes the passing of perceived rivals Demagol and Pulsipher. 

Like many warriors, Cassus Fett has a family in the clans—including at 
least one son. But even though he shares the same surname as later famous 
Mandalorians, Jango and Boba Fett, historians have yet to establish the 
nature of their relationship, if any exists. 
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Cassus Fett CL17 

Medium Human noble 7/soldier 3/officer 7 

Destiny 4; Force 3; Dark Side 12 

Init +10; Senses low-light vision, Perception +20 

Languages Arkanian, Basic, Bothese, Durese, High Galactic, Ithorian, 
Khilese, Mando’a, Ryl, Sullustese 


Defenses Ref 22 (flat-footed 19), Fort 22, Will 23 
hp 104; Threshold 22 


Speed 6 squares 

Melee unarmed +16 (146+) 

Ranged heavy blaster pistol +17 (348+8) 

Base Atk +15; Grp +17 

Atk Options Far Shot, Point Blank Shot, Precise Shot 

Special Actions Assault Tactics, Battle Analysis, Coordinate +3, 
Coordinated Attack, Deployment Tactics +2, Field Tactics, Inspire 
Confidence, Outmaneuver 


Abilities Str 13, Dex 14, Con 12, Int 18, Wis 15, Cha 18 

Special Qualities command cover +3, share talent (Field Tactics, Inspire 
Confidence, Outmaneuver) 

Talents Armored Defenses, Assault Tactics, Battle Analysis, Coordinate 
(3), Deployment Tactics +2, Field Tactics, Inspire Confidence, 
Outmaneuver 

Feats Armor Proficiency (light), Coordinated Attack, Far Shot, Linguist, 
Mandalorian Training, Martial Arts |, Point Blank Shot, Precise 
Shot, Skill Focus (Gather Information), Skill Focus (Knowledge 
[bureaucracy]), Skill Focus (Knowledge [tactics]), Skill Focus 
(Perception), Skill Focus (Persuasion), Weapon Proficiency (pistols, 
simple weapons) 

Skills Deception+17, Gather Information +22, Knowledge (bureaucracy) 
+22, Knowledge (galactic lore) +17, Knowledge (social sciences) +17, 
Knowledge (tactics) +22, Knowledge (technology) +17, Perception +20, 
Persuasion +22, Pilot+15, Use Computer+17 

Possessions heavy blaster pistol, Neo-Crusader light armor (+6 armor, +2 
equipment) with electrobinoculars, comlink (encrypted), code cylinder, 
datapad, utility belt with medpac 


MANDALORE THE INDOMITABLE 
Passed down through generations, the honorific title of Mandalore has tradi- 
tionally been taken by the recognized leader of the movement. Before the Great 
Sith War, a Taung warrior—whose original name is lost to history—rises through 
the clans to take the title, Mythosaur axe in hand, this Mandalore—called 
the “Indomitable” by his people for his fighting spirit—leads the Mondo‘ade 
on many successful campaigns. He is peerless when it comes to inspiring his 
troops, and his overly simplistic view of galactic affairs suits the Crusader 
consciousness well. Guile is not a Mandalorian virtue, in any event. 

This lack of sophistication becomes a fatal flaw in what would come 
to be the most remarkable episode in his life. Ironically, the Indomitable 
is dominated—along with all his people—when he allows his bravado to 
push him into a foolish wager. Sensing an opportunity in a galaxy torn by 
strife, the Indomitable brings his forces to the Empress Teta system, then 
controlled by the fallen Jedi Ulic Qel-Droma and his Krath ally Aleema Keto. 
There, Mandalore challenges Qel-Droma to single combat—of fering not only 
his allegiance, but also that of all the clans if he fails to emerge victorious. 
Qel-Droma wins the battle, and true to his word, Mandalore kneels before 
the dark Jedi. 

Mandalore expects all the clans to fulfill his promise to serve Ulic Oel- 
Droma, and though they do, their support is grudging. Many warriors are 
offended by the notion of being subjugated to the rogue Jedi. Some quietly 
grumble that Mandalore's bargain is not theirs. His loss to Qel-Droma is not 
their loss, so the clans should not be bound to his promise. A few extremists 
take an even more legalistic view. Technically, they argue, the Indomitable's 
authority ended when Qel-Droma defeated him. And since the rogue Jedi is 
not of the Mando‘ade and could not take the title, they regard themselves 
as leaderless and go to ground. Too few in number to warrant Mandalore’s 
attention, these objectors later help found the Neo-Crusader movement. 

At Qel-Droma’s side, the indomitable commands Mandalorian forces 
against the shipyards at Foerost and other targets. And alongside Aleema, 
he leads an abortive invasion of Coruscant. But he fails to comprehend the 
treacherous game going on between his new masters. When Aleema betrays 
Qel-Droma, Mandalore sneaks off to find and warn the dark Jedi—but not 
before making sure that Aleema's orders are carried out to the letter. His 
honor will not allow him to do otherwise—even though, as some in the clans 
whisper, Mandalore owes no loyalty to Aleema. The simple nature of the great 
warrior is no match for Aleema's seductive voice. He returns to Qel-Droma's 
service, meeting his fate, like many others, in the Sith War's chaotic end. 


Mandalore the Indomitable CLT9) 

Medium Near-Human noble 7/soldier 8/elite trooper 4 

Destiny 2; Force 4; Dark Side 4 

Init +21; Senses low-light vision, Perception +14 

Languages Basic, Mando'a 

Defenses Ref 23 (flat-footed 21), Fort 28, Will 21 

hp 176; Threshold 28 

Speed 4 squares 

Melee Mythosaur axe +22 (1d12+15) or 

Melee Mythosaur axe +22 (2d12+15) with Mighty Swing or 

Melee Mythosaur axe +17 (1d12+15) and 
Mythosaur axe +17 (1d12+15) with Double Attack 

Melee spear +22 (1d8+15) 

Ranged spear +20 (148+11) 

Base Atk +17; Grp +21 

Atk Options Cleave, Double Attack (simple weapons), Mandalorian 
Ferocity (simple weapons), Mandalorian Honor, Mighty Swing, Point 
Blank Shot, Power Attack 

Special Actions Bolster Ally, Ignite Fervor, Indomitable, Inspire 
Confidence, Inspire Zeal, Mandalorian Advance 

Abilities Str 18, Dex 15, Con 16, Int 12, Wis 11, Cha 16 

Talents Armored Defenses, Bolster Ally, Ignite Fervor, Indomitable, Inspire 
Confidence, Inspire Zeal, Mandalorian Advance, Mandalorian Ferocity 
(simple weapons), Mandalorian Glory, Weapon Specialization (simple 
weapons) 

Feats Armor Proficiency (light, medium), Cleave, Double Attack (simple 
weapons), Mandalorian Training, Martial Arts |, Mighty Swing, 
Point Blank Shot, Power Attack, Skill Focus (Endurance), Skill Focus 
(Initiative), Skill Focus (Persuasion), Skill Training (Knowledge 
[tactics]), Skill Training (Persuasion), Skill Training (Pilot), Vehicular 
Combat, Weapon Focus (simple weapons), Weapon Familiarity (pistols, 
rifles, simple weapons) 

Skills Climb +18, Endurance +22, Initiative +21, Knowledge (tactics) +15, 
Jump +18, Perception +14, Persuasion +22, Pilot +16 

Possessions Mythosaur axe, spear, Mandalorian battle armor (+8 armor, 
+2 equipment, +5 DR) 


MANDALORE THE ULTIMATE 
In contrast to the apolitical nature of Mandalore the Indomitable, the leader 
who would come to be known as the Ultimate is willing to use all the stra~ 
tegic tools available to him. With them, Mandalore the Ultimate is able to 
reinvigorate his people—and lead them into the colossal confrontation with 
the Republic known as the Mandalorian Wars. 

Republic observers differ as to when Mandalore the Ultimate rises to 
power. Some believe he is the Taung warrior who claimed the mantle at the 


MANDALORE THE INDOMITABLE (LEFT) AND MANDALORE 
THE ULTIMATE (RIGHT) 


end of the Great Sith War; others are less sure. What they do recognize is that 
under the Ultimate, a massive change sweeps across Mandalorian culture. 
Seeking to cleanse the stain of the clans’ servitude to Ulic Qel-Droma, the 
Ultimate surrounds himself with a coterie of able and deadly individuals, 
including Cassus Fett and Demagol. Cultivating the fringe Neo-Crusader 
movement into a key regulative element of his forces, the Ultimate sets his 
people on a course of conquest. 

First, he leads the clans to victories against nonaligned worlds on the 
Outer Rim, never threatening the Republic's interests, But thereafter, Man- 
dalore maneuvers the Republic into a series of small proxy and brushfire 
wars, harassing border resource worlds. He holds back the full force of 
the Mando'ade during this "False War," waiting until the time is ripe to 
invade in force. The strategy is an overwhelming success—although the un- 
Mandalorian nature of the approach raises questions from some, including 
the warrior Rohlan Dyre. 

Time and again, the Ultimate displays a cunning willingness to use "soft 
weaponry,” as he calls it, alongside the deadlier implements of war. After 
Rohlan's disappearance, the wily Mandalore spins the warrior’s doubts into a 
legend promoting the acceptance of his own authority, Mandalore personally 
attends Lord Adasca's secret summit meeting in an attempt to lure part of the 
Republic's power base to his own cause. His skillful arguments, playing upon 
fissures between the Jedi and the Republic, draws the surprise of those pres- 
ent. "Politics is simply the continuation of war by other means," he says 
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The physically imposing Mandalore—his species, as his age, remain 
unknown—is, of course, no stranger to fighting. He participates in many 
battles and rules with a stern hand, brooking no insubordination from his 
inferiors. But as time and the invasion progress, the increasingly busy war- 
rior finds it easier to co-opt those whose assistance he requires, eventually 
undermining his own Neo-Crusader hierarchy by passing out titles and ranks 
first to favorite henchmen and later to anyone whose support he desires. 
Where Mandalore the indomitable expected blind obedience, Mandalore the 
Ultimate's more cynical eye sees dissension as one more tactical problem 
to be solved. 

Mandalore the Ultimate carries a ceremonial version of Mandalore the 
Indomitable's Mythosaur axe, Infused with cortosis and other materials, it 
is capable of delivering an electric charge. 


Mandalore the Ultimate 

Medium noble 5/soldier 7/elite trooper I/officer 5 

Destiny 1; Force 4; Dark Side 5 

Init +15; Senses low-light vision, Perception +15 

Languages Arkanian, Basic, Basiliskan, Mando'a 

Defenses Ref 27 (flat-footed 26), Fort 29, Will 24 

hp 146; Threshold 34 

Speed 6 squares 

Melee cortosis Mythosaur axe +21 (2d12+11) or 

Melee cortosis Mythosaur axe +21 (3d12+11) with Mighty Swing 

Ranged heavy blaster rifle +21 (3410+9) or 

Ranged heavy blaster rifle +16 (3410+14) with Power Blast 

Base Atk +18; Grp +20 

Atk Options autofire (heavy blaster rifle), Devastating Attack (rifles), 
Mighty Swing, Point Blank Shot, Power Blast 

Special Actions Assault Tactics, Born Leader, Rally, Shift Defenses |, Shift 
Defenses Il, Tough as Nails 

Abilities Str 15, Dex 13, Con 14, Int 16, Wis 12, Cha 18 

Special Qualities command cover +2, delay damage, share talent (Assault 
Tactics, Shift Defenses I) 

Talents Armored Defenses, Assault Tactics, Born Leader, Devastating 
Attack (rifles), Distant Command, Improved Armor Defenses, 
Juggernaut, Rally, Shift Defenses |, Shift Defenses Il, Tough as Nails 

Feats Armor Proficiency (light, medium, heavy), Improved Damage 
Threshold, Improved Defenses, Linguist, Mandalorian Training, Martial 
Arts |, Mighty Swing, Point Blank Shot, Power Blast, Skill Focus 
(Persuasion), Skill Training (Persuasion), Weapon Focus (advanced 
melee weapons, rifles), Weapon Proficiency (advanced melee weapons, 
pistols, rifles, simple weapons) 


cL18 


Skills Endurance +16, Initiative +15, Knowledge (tactics) +17, Mechanics 
+22, Perception +15, Persuasion +23, Pilot +15, Treat Injury +15 

Possessions cortosis Mythosaur axe, heavy blaster rifle, Neo-Crusader 
assault armor (+10 armor, +4 equipment) with cloak, comlink 
(encrypted), code cylinder 


CANDEROUS ORDO, 
MANDALORE THE PRESERVER 

He does not ask for the job, but after Revan smashes the Mandalorians, 
Canderous Ordo finds himself leading his people into an uncertain age. 

“Ordo” is Canderous's surname and also the name of his Mandalorian clan 
and homeworld. Clan Ordo fights as Mandalorian Crusaders in the Great Sith 
War under Mandalore the Indomitable and the Sith Ulic Qel-Droma. With 
Indomitable's death and Qel-Droma's abandonment, however, apprehen- 
sion sweeps through the Crusaders, That's when Mandalore the Ultimate 
appears—and the Neo-Crusaders. Canderous, devoted to the Resol’Nare and 
traditional Canons of Honor, considers these warriors disturbed. However, he 
cannot argue with their war record. Once Ultimate openly sponsors them, 
Canderous converts to the new Mandalorian way. 

The Neo-Crusaders achieve staggering power, but soon Canderous notices 
chinks in the beskar'gam. As Ultimate enlists more and more conquered 
peoples, outright criminals began flooding the Mandalorians, and the 
Resol'Nare goes by the wayside, 

The crushing defeat at Malachor V and Mandalore the Ultimate's death 
finally reveal the Neo-Crusader hypocrisy, shaking Canderous to his core. 
The clans disperse, with many abandoning the Canons of Honor. Shamefully, 
Canderous becomes a thug-for-hire. 

But during the Jedi Civil War, Canderous returns to glory. He teams with 
his former enemy Revan, reconditioned by the Jedi, and joins the Star Forge 
quest. Helping crush the Sith Empire restores Canderous's honor. In thanks, 
Revan returns to him the traditional mask of Mandalore, and Canderous sets 
out to reunite the Mandalorians. 

In so doing, Canderous happens upon an ailing Taung claiming to be the 
true Mandalore, and calling Mandalore the Ultimate a usurper with Sith 
ties. Before dying, this nameless Mandalorian presents his armor and clan to 
Canderous, asking him to preserve the old ways. Canderous takes the armor 
for himself, integrating the Mandalore mask into its helmet. 

Canderous's unification efforts are spotty, but in the Dark Wars, his loyal 
Mandalorians fight beside Republic troops and storm Darth Nihilus's ship with 
the Jedi Exile. As his disillusioned people descend into greater lawlessness, 
an aging Canderous fights to keep Mandalorian tradition alive. 


TABLE 12-1: ARMOR 


ARMOR BONUS EQUIP BONUS 


MAX DEX SPEED SPEED 


ARMOR (CHECK PENALTY) COST — TO REF DEFENSE TO FORT DEFENSE — BONUS (6SQ.)  (4SQ.) WEIGHT AVAILABILITY 

Light Armor (-2) 4 = E i eee ser 
Neo-Crusader light armor - +6 +3 - - 42 kg Military, Rare 
Mandalorian combat suit - +4 +5 - - Bkg Rare 

Medium Armor (-5) caer ; 5 so : 
Mandalorian battle armor - +8 +2 459. 3sq. '18kg~—éRare 

Heavy Armor (-10) = = Seas 
Neo-Crusader assault armor - +10 +1 459," 3sq.'  65kg Military, Rar 


1 When running in heavy armor, you can move up to only three times your speed (instead of four times). 


Canderous Ordo CL16 
Medium Human soldier 7/elite trooper 6/officer 3 

Destiny 2; Force 6; Dark Side 4 

Init +15; Senses low-light vision, Perception +17 

Languages Basic, Mando'a 


Defenses Ref 29 (flat-footed 27), Fort 35, Will 31 
hp 142; DR 3; Threshold 35 


Speed 4 squares 
Melee dagger gauntlet +19 (1d4+11) or 
Melee unarmed +19 (1d6+11) 
Ranged light repeating blaster rifle +14 (3d8+8) with autofire or 
Ranged light repeating blaster rifle +17 (348+8) with braced autofire or 
Ranged blaster gauntlet +18 (3d6+8) or 
Ranged blaster gauntlet +13 (346+8) and 
blaster gauntlet +13 (3d6+8) 
Base Atk +13; Grp +16 
Atk Options Accelerated Strike, Point Blank Shot, Precise Shot 
Special Actions Battle Analysis, brace (light repeating blaster), 
Deployment Tactics, Field Tactics, Mandalorian Advance 


Abilities Str 16, Dex 14, Con 14, Int 14, Wis 15, Cha 10 

Special Qualities command cover, share talent (Deployment Tactics) 

Talents Armored Defenses, Battle Analysis, Deployment Tactics, Exotic 
Weapon Mastery, Field Tactics, Juggernaut, Mandalorian Advance, 
Mandalorian Ferocity (pistols), Mandalorian Glory 

Feats Accelerated Strike, Armor Proficiency (light, medium, heavy), Dual 
Weapon Mastery |, Implant Training, Mandalorian Training, Martial 
Arts |, Point Blank Shot, Precise Shot, Weapon Focus (rifles), Weapon 
Proficiency (heavy weapons, pistols, rifles, simple weapons) 


Skills Endurance +15, Initiative +15, Knowledge (tactics) +15, Mechanics 
+15, Perception +17, Pilot +15 

Possessions Mandalorian Neo-Crusader heavy battle armor (+10 armor, 
+2 equipment), Basilisk war droid, blaster gauntlet (2), dagger gauntlet, 
implants (alacrity, endurance, regeneration, strength), light repeating 
blaster rifle 


ARMOR 


The types of armor given on Table 12-1 are described below. 


MANDALORIAN NEO-CRUSADER 
LIGHT ARMOR 

The basic issue armor of the Mandalorian ground forces, Neo-Crusader light 
armor includes @ helmet, boots, and gauntlets. The helmet provides any 
wearer who has the Armor Proficiency (light) feat with an internal comlink 
and a helmet package. The suit can also provide its wearer with up to 10 
hours of life support, allowing the wearer to survive in the vacuum of space 
or in any other hostile environment. This armor comes with a jet pack and 
has four unused upgrade slots (if using the equipment modification system 
presented in Scum and Villainy). 


MANDALORIAN COMBAT SuIT 
Favored by the Mandalorians before the beginning of the Neo-Crusader 
movement, this vacuum-sealed suit has metal composite plates attached, 
providing protection in battle with a maximum range of movement. A helmet 
is included in this package, providing any wearer who has the Armor Profi- 
ciency (light) feat with an internal comlink and a helmet package. The suit 
can also provide its wearer with up to 10 hours of life support. This armor 
comes with a jet pack and has five unused upgrade slots. 
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DAMAGE 


SIMPLE WEAPONS cost 


Stunning gauntlet 300 2 + 


Mythosaur axe 1,000 1d12 - 


MANDALORIAN NEO-CRUSADER 
BATTLE ARMOR 

A heavier version of the Mandalorian Combat Suit sometimes worn by 
veteran warriors, this armor includes a helmet, boots, and gauntlets. Any 
wearer who has the Armor Proficiency (medium) feat can use the helmets 
internal comlink andhelmet package. The suit provides its wearer with up to 
10 hours of life support. This armor comes with a jet pack and six unused 
upgrade slots. 


MANDALORIAN NEO-CRUSADER 
ASSAULT ARMOR 

The armor of the Neo-Crusader shock troops, this upgrade of the Neo- 
Crusader light armor is covered with energy ablative plating and includes 
a helmet, boots and gauntlets. Any wearer who has the Armor Proficiency 
(heavy) feat can use the helmet's internal comlink and helmet package. The 
suit provides its wearer with up to 24 hours of life support. This armor includes 
a jet pack; however, due to the weight of the suit, the jet pack has a maximum 
fly speed of 4 squares per turn. The suit has six unused upgrade slots. 


MELEE WEAPONS 


The weapons given on Table 12-2 are described below. 


MYTHOSAUR Axe 

Simple Weapon 

Crafted from the calcified bones of the extinct monster for which it is named, 
the Mythosaur axe is one ceremonial weapon that can be deadly. Mandalore 
the Ultimate’s variation, atop a staff, uses modern metals and an energy cell 
to achieve double the damage. 


STUN DAMAGE 


Stunning gauntlet 200 = +H 


WEIGHT TYPE AVAILABILITY 


04 kg Energy Restricted ; 
0.5 kg Energy Restricted 
10 kg Slashing Restricted, Rare 


STUNNING GAUNTLET 

Simple Weapon 

An insulated glove with an embedded eneray cell, the stunning gauntlet 

produces an electrifying charge when it strikes a target, A stunning gaunt- 

let changes the wearer's unarmed melee attacks to stun damage, and they 

provide a +1 bonus to stun damage on a successful unarmed attack. 
Stunning gauntlets are two sizes smaller than their wearer (for example, 

a pair of stunning gauntlets designed for a Human are Tiny). Because of how 

they are worn, stunning gauntlets can't be disarmed or dropped. 


DROIDS 

The Basilisk war droid, one of the most unique weapons of war in the galaxy, 
is frequently seen in skirmishes throughout the Great Sith War and the 
Mandalorian Wars. 


BASILISK WAR DROID 

The ancient Basiliskan race yielded up many technological advances to their 
Mandalorian conquerors. Chief among them is the Basilisk war droid, heavily 
armed electronic quadrupeds. Operating both in atmosphere and in space, 
they are deadly enough on their own, their artificial intelligence operating a 
variety of weapons systems within their Mandalorian steel shells. 

But the Basilisk droids are seldom on their own. Mandalorians use them as 
their personal mounts, saving wear and tear on their jet packs. The war droid 
is capable of melee action with its huge claws, as Ulic Qel-Droma finds when 
the mounted Mandalore the Indomitable meets him for their fateful duel. 


Basilisk War Droid cL6 
Huge air vehicle (droid) 
Init +6; Senses Perception +11 


Defenses Ref 13 (flat-footed 11), Fort 19; +3 armor 
hp 70; DR 5; Threshold 29 


Speed fly 12 squares (max. velocity 550 km/h), fly 3 squares (starship 
scale) 

Melee claws +11 (see below) or 

Ranged light laser cannons +4" (see below) or 

Ranged light concussion missile launcher +4* (see below) or 

Ranged pulse-wave cannons** +4* (see below) or 

Ranged space mines +5 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover +5 

Base Atk +2; Grp +21 

Atk Options autofire (light laser cannons) 


Abilities Str 28, Dex 15, Con —, Int 14 
Skills* Initiative +6, Mechanics +6, Perception +11, Pilot +6, 
Use Computer +11 


Crew 1 (skilled, droid brain); Passengers 1 

Cargo 100 kg; Consumables 1 day; Carried Craft none 

Payload 4 concussion missiles, 2 space mines 

Availability Military, Rare; Cost Not available for sale (estimated value 
70,000) 

* IF the Basilisk war droid has a passenger, the passenger may use its 
attack bonus or skill bonuses instead of those of the droid brain. 
Basilisk war droids always obey the commands of authorized 
passengers. 

** Treat as pulse-wave rifles, page 69 


Light laser cannons (pilot) 
Atk +4 (-1 autofire), Dmg 3d10x2 


Light concussion missiles (pilot) 
Atk +4; Dmg 7d10x2 


Pulse-wave cannons (pilot) 
Atk +4; Dmg 348 


Space mines (pilot) 
Atk +5; Dmg 7410x2 


A MANDALORIAN WARRIOR RIDING 4 BASILISK WAR DROID 


STARSHIPS 


Mandalorians are technological mimics, able to replicate and improve upon 
the technologies of conquered peoples. Mandalorian ship designs are based 
on pirated vessels, augmented beyond recognition by Mandalorians looking 
for an extra technological edge. 

The ships of traditional Mandalorians are, therefore, as highly personal- 
ized as their suits of armor. Most known “types” are vague categorizations, 
named by Republic observers for their convenience. (Use the junker template 
from Starships of the Galaxy on any of the ships presented in this section to 
represent modified designs from before the Mandalorian Wars.) Under the 
Neo-Crusaders, more designs are routed to War Forges for mass production, 
creating somewhat more recognizable classes of vehicles. 
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Manufacturing during the Mandalorian Wars is all for the Crusade, with- 
out such Republic niceties as patents or corporate entities. In later times, with 
the Mandalorians scattered, their technologies resurface in more traditional 
corporate bodies such as MandalMotors. 


DAVAAB-TYPE STARFIGHTER 

With a name based on the Mando'a word for "execution" or "carrying out,” 
Davoab-type starfighters carty out the capital-ship protection work in 
this era. The initial design for the 8.8-meter-long Davaab-type starfighter 
appears to have been a Core Galaxy Systems model from well before the Great 
Sith War, much modified by the Mandalorians who fly them. Crusaders treat 
their starfighters as objects of personal pride, second only to their suits of 
armor, happily spending their personal time and resources on modifications 
The Davaab-type starfighters open systems architecture adapts to this degree 
of kit-bashing better than other starfighters do. 

The most frequently seen variation is the one selected for mass production 
in the Neo-Crusaders' War Forges. Older Mandalorians chafe at this version's 
stock package and its lack of interior comforts for armor wearers. But many 
soon find they can quietly modify these Davaab-type fighters just as they 
had in the past—if only out of sight of their Rally Masters. 


Davaab-type Starfighter cL8 
Huge starfighter 
Init +9; Senses Perception +6 
Defenses Ref 17 (flat-footed 12), Fort 24; +4 armor 
hp 100; DR 5; SR 25; Threshold 34 
Speed fly 16 squares (max. velocity 1,100 km/h), fly 5 squares (starship 
scale) 
Ranged light laser cannons +6 (see below) or 
medium concussion missiles +6 (see below) 
Fighting Space 3x3 or 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +26 
Atk Options autofire (light laser cannons), fire-link (light laser cannons) 
Abilities Str 39, Dex 20, Con —, Int 15 
Skills Initiative +9, Mechanics +6, Perception +6, Pilot +9, 
Use Computer +6 
Crew 1 (skilled); Passengers none 
Cargo 40 kg; Consumables 1 week; Carried Craft none 
Payload 3 medium concussion missiles 
Hyperdrive x2, limited navicomputer (5-jump memory) 
Availability Restricted; Cost 150,000 (80,000 used) 


Light laser cannons (pilot) 

Atk +6 (+1 autofire), Dmg 44102 
Medium concussion missiles (pilot) 

Atk +6, Dmg 8d10x2, 4~square splash 


A KYRAMUO-TYPE BATTLESHIP PROTECTS A FLIGHT OF 
SHAAOLAR-TYPE TROOPSHIPS DURING 4 PLANETARY INVASION 


SHAADLAR-TYPE TROOPSHIP 
Another ancient ship design pirated from another culture, the Shaadlar-type 
troopships—named for the Mando'a word for “move"—come from the con- 
quered Basilisk race. The 130-meter-long troop transport, though modified 
several times through the generations, retains the organic look of Basilisk 
technology. Its gruesome appearance generates the desired shock as it enters 
the atmosphere of an unfortunate world to be conquered. 

The ship's heavy armaments include an emphasis on ion weapons—a 
common theme to Basilisk technology. It also includes a battery of concus~ 
sion missiles, which, though intended for bombardments before landing, can 
be reconfigured for firing at targets in space. 


Shaadlar-type Troopship cL15 
Colossal (frigate) space transport 
Init -2; Senses Perception +6 


Teroch-type Fast Attack Gunship cL 10 
Colossal space transport 
Init +0; Senses Perception +6 


Defenses Ref 14 (flat-footed 12), Fort 35; +12 armor 
hp 750; DR 15; SR 150; Threshold 135 


Defenses Ref 16 (flat-footed 12), Fort 25; +12 armor 
hp 110; DR 10; SR 25; Threshold 75 


Speed fly 2 squares (starship scale) 
Ranged 2 medium turbolaser batteries +14* (see below) and 
2 point-defense medium ion cannon batteries +10 (see below) and 
2 point-defense light concussion missile batteries +14 (see below)) 
Fighting Space 1 square (starship scale); Cover total 
Base Atk +2; Grp +47 
Atk Options autofire (point-defense medium ion cannon batteries) 
Abilities Str 60, Dex 15, Con —, Int 18 
Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 
Crew 30 (skilled); Passengers 800 
Cargo 2,500 tons; Consumables 1 year; Carried Craft none 
Payload 50 medium concussion missiles 
Hyperdrive x2, navicomputer 
Availability Restricted; Cost 3 million (1.2 million used) 
“Apply a -20 penalty on attacks against targets smaller than Colossal size 


Medium turbolaser battery (5 gunners) 

Atk +14 (-6 against targets smaller than Colossal), Dmg 5d10x5 
Point-defense medium ion cannon battery (3 gunners) 

Atk +10 (+5 autofire), Dmg 5d10x2 ion 
Point-defense light concussion missile battery (5 gunners) 

Atk +10, Dmg 7d10x2 


TEROCH-TYPE GUNSHIP 

“Pitiless" as their Mando'a name suggests, Teroch-type fast-attack gunships 
specialize in swift interdiction. The nimble craft spend little time squaring off 
with opposing ships, instead using their speed to make the most of their lim- 
ited firepower, A wave of Teroch-type gunships breaching a line is a horrible 
sight for a Republic captain, who suddenly has opponents fore and aft. 

In the early days of the Mandalorian Wars, the 18-meter-long Teroch-type 
gunships are tasked with returning captured Jedi to Demagol on Flashpoint 
for evaluation. The fast-attack ship that mistakenly whisked @ captured 
Jarael from Vanquo arrived long before the Last Resort, which followed it 
into hyperspace moments later. 


Speed fly 14 squares (max. velocity 1,000 km/h), fly 3 squares (starship 
scale) 

Ranged double laser cannons +4 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +37 

Atk Options autofire (double laser cannons) 

Abilities Str 40, Dex 19, Con —, Int 15 

Skills Initiative +0, Mechanics +6, Perception +6, Pilot +0, 
Use Computer +6 

Crew 8 (skilled); Passengers 6 

Cargo 8 tons; Consumables 3 weeks; Carried Craft none 

Hyperdrive x2, navicomputer 

Availability Restricted; Cost 400,000 (200,000 used) 


Double laser cannons (gunner) 
Atk +4 (-1 autofire), Dmg Gd10x2 


JEHAVEY'IR-TYPE ASSAULT 
SHIP 

Named for the Mando'a word for “ambush,” ships of the Jehavey'ir-type serve 
that purpose as well as a capital ship can. Based on—but visually and techno- 
logically many generations away from—captured Basilisk technology, these 
assault ships are known for their ability to make quick hits. Jehavey'ir-type 
assault ships fly with guns charged and ready to fire, even in hyperspace, so 
they can engage moments after arriving on the scene of battle. 

The 188-meter-long Jehavey'ir-type assault ship's missile batteries deal 
a devastating barrage, made all the more terrible during the Mandalorian 
Wars when fission warheads are occasionally used. Several assault ships so 
armed join in the destruction of the Stereb cities of Serroco. 

Lacking landing bays, ships of this type have special airlocks permitting 
the easy projection of troops toward a ship to be boarded. Neo-Crusader 
shock troopers from a Jehavey'ir-type assault ship were among those who 
took the Courageous, 

Tactical Fire: The Jehavey'ir-type assault ship can launch an ambush 
against unsuspecting foes on a moment's notice, caching them when their 
defenses are weakest. As a standard action, a Jehavey‘ir-type assault ship 
can forego all attacks to provide tactical fire to all adjacent squares. All 
enemy ships within this radius suffer a -1 penalty to Reflex Defense and 
Fortitude Defense. 
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Jehavey'ir-type Assault Ship cL18 
Colossal (frigate) capital ship 
Init +0; Senses Perception +6 


Kyramud-type Battleship CL 20 
Colossal (cruiser) capital ship 
Init -2; Senses Perception +6 


Defenses Ref 15 (flat-footed 11), Fort 36; +11 armor 
hp 900; DR 15; SR 75; Threshold 136 


Defenses Ref 16 (flat-footed 14), Fort 50; +14 armor 
hp 1,250; DR 20; SR 90; Threshold 250 


Speed fly 3 squares (starship scale) 
Ranged medium double turbolaser batteries +13" (see below) and 
heavy ion cannon batteries +9* (see below) and 
super-heavy concussion missile battery +15” (see below) 
Fighting Space 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +48 
Abilities Str 62 Dex 18, Con —, Int 16 
Skills Initiative +0, Mechanics +6, Perception +6, Pilot +0, 
Use Computer +6 


Crew 200 (skilled); Passengers 500 

Cargo 3,500 tons; Consumables 6 months; Carried Craft none 

Payload 36 super-heavy concussion missiles 

Hyperdrive x2 (backup x12), navicomputer 

Availability Restricted; Cost 10 million (4 million used) 

“Apply a -20 penalty on attacks against targets smaller than Colossal size. 


Medium double turbolaser battery (5 gunners) 

Atk +13 (-7 against targets smaller than Colossal), Dmg 6d10x5 
Heavy ion cannon battery (3 gunners) 

Atk +9 (11 against targets smaller than Colossal), Dmg 4d10x5 ion 
Super-heavy concussion missile battery (6 gunners) 

Atk +15 (-5 against targets smaller than Colossal), Dmg 11d10x5 


KYRAMUD-TYPE BATTLESHIP 
Another Basilisk-inspired vessel, the 752-meter-long Kyramud-type— 
Mando'a for "killer" or "assassin’—battleship made frequent fleet battle 
appearances from the Sith War through to the Mandalorian Wars. The 
Kyramud-type battleship includes a landing bay and troopships, making ita 
significant piece of any ground-invasion plan during the Great Sith War and 
the Mandalorian Wars. Rohlan Dyre spends three years managing a group of 
shock troopers on the battleship Joi'galaar, 

Missiles are a major component of the Kyramud-type battleship's arsenal, 
and another part of the Mandalorians’ ground strategy. When directed at 
a planet's surface, missiles from these battleships frequently turn the tide 
against opposing armies. 

Tactical Fire: The Kyramud-type battleship is often used in the ground 
assault on worlds targeted by the Mandalorian hordes, and is designed to 
provide invasion support. As a standard action, a Kyramud-type battleship 
can forego all attacks to provide tactical fire to all squares within a 2-square 
radius. Any allied starship that makes an attack run against a target within 
this radius gains a +2 circumstance bonus on the attack roll. 


Speed fly 2 squares (starship scale) 

Ranged 4 point-defense medium ion cannon batteries +9 (see below) and 
5 double medium turbolaser batteries +13* (see below) and 
2 heavy concussion missile batteries +13* (see below) and 
2 tractor beam batteries +9" (see below) 

Fighting Space 2x2 (starship scale); Cover total (crew) 

Base Atk +2; Grp +62 

Atk Options autofire (point-defense medium ion cannon batteries) 

Abilities Str 90, Dex 15, Con —, Int 16 

Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 

Crew 1,200 (skilled); Passengers 2,000 

Cargo 8,000 tons; Consumables 1 year; Carried Craft 3 Shoadlar-type 
troopships, 36 Davaab-type fighters, various support craft 

Payload 80 heavy concussion missiles 

Hyperdrive x2 (backup x15); navicomputer 

Availability Restricted; Cost 40 million (22 million used) 

“Apply a -20 penalty on attacks against targets smaller than Colossal size. 


Point-defense medium ion cannon battery (3 gunners) 
Atk +9 (+4 autofire), Dmg 44102 ion 
Double medium turbolaser battery (5 gunners) 
Atk +13 (-7 against targets smaller than Colossal), Dmg 6d10x5 
Heavy concussion missile battery (5 gunners) 
Atk +13 (-7 against targets smaller than Colossal), Dmg 9d10x5 
Tractor beam battery (3 gunners) 
Atk +9 (-11 against targets smaller than Colossal), Dmg - (grapple 
+62) 


KANDOSII-TYPE DREADNAUGHT 
The 1,360 meter long Kandosii-type dreadnaught, named for the Mando’a 
word for “ruthless," is the most fearsome element of the Mandalorian fleet. 
Perhaps more than any other ship in the Mtandalorian arsenal, the Kandosii- 
type dreadnaught is an amalgamation of “appropriated” technologies. Repub- 
lic investigators cracking the hull of the first Kandosii-type dreadnaught to 
be taken were astonished to find a Corellia StarDrive engine system and deck 
plating manufactured by Byblos Drive Yards. 

Even without an escort, the massive vessel alone is a match for most 
opponents. During the Mandalorian Wars, the heavy concussion missiles, 
formidable on their own, can be tipped with fission warheads on the orders 


TWO JEHAVEY'IR-TYPE ASSAULT SHIPS PATROL THE SPACE ABOVE A 
CAPTURED WORLD WITH A KANDOSII-TYPE OREADNAUGHT 


of Mandalore or Cassus Fett. Such weapons are used more than once, most 
notoriously in the immolation of the cities of Serroco. 

Tactical Fire: The Kandosii-type dreadnaught is a powerful ship whose 
missile compliment is often called the most sophisticated and most destruc- 
tive in the galaxy. As a standard action, a Kandosii-type dreadnaught can 
forego all attacks to provide tactical fire to all squares within a 2-square 
radius. Any allied starship that makes a successful attack with a missile or 
torpedo against a target within that radius gains a +1 circumstance bonus 
on the attack roll, and takes no penalty on secondary attacks with a missile 
that has locked onto its target. 


Kandosii-type Dreadnaught 
Colossal (cruiser) capital ship 
Init -3; Senses Perception +6 
Defenses Ref 16 (flat-footed 15), Fort 56; +15 armor 
hp 2,100; DR 20; SR 125; Threshold 256 
Speed fly 2 squares (starship scale) 
Ranged 5 double medium turbolaser batteries +17* (see below) and 
2 point-defense triple laser cannon batteries +17 (see below) and 
2 super-heavy concussion missile batteries +17* (see below) and 
2 tractor beam batteries +11* (see below) 
Fighting Space 2x2 (starship scale); Cover total (crew) 
Base Atk +2; Grp +68 
Atk Options autofire (point-defense triple laser cannon batteries) 
Abilities Str 102, Dex 13, Con —, Int 20 
Skills Initiative -3, Mechanics +6, Perception +6, Pilot -3, 
Use Computer +6 
Crew 10,000 (skilled); Passengers 30,000 (troops) | 
Cargo 45,000 tons; Consumables 5 years; Carried Craft 8 Shaadlar-type > 
troopships, 128 Davaab-type fighters, various support craft \3 
3 
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Payload 120 super-heavy concussion missiles 
G 


cL 20 


Hyperdrive x2 (backup x9), navicomputer 
Availability Restricted; Cost 200 million (120 million used) 
* Apply 0 -20 penalty on attacks against targets smaller than Colossal size. 


Double medium turbolaser battery (6 gunners) 

Atk +17 (-3 against targets smaller than Colossal), Dmg 6d10x5 
Point-defense triple laser cannon battery (6 gunners) 

Atk +17 (+2 autofire), Dmg 6d10x2 


IA, 


Super-heavy concussion missile battery (6 gunners) 
Atk +17 (-3 against targets smaller than Colossal), Dmg 11d10x5 
Tractor beam battery (3 gunners) 
Atk +11 (-9 against targets smaller than Colossal), Dmg - (grapple 
+68) 
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CHAPTER XIII. 
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The galaxy is filled with organizations other than large governments such as 
the Republic, or powerful invaders such as the Sith or Mandalorians. Though 
they vary in scale and complexity, these other organizations fulfill functions 
much more vital to the day-to-day needs of most Galactic citizens. Some 
might be employees of interstellar corporations, but others find their niche 
within underworld criminal operations. 

This chapter covers a wide range of entities, corporations, and other 
groups active in the galaxy. It highlights influential—if not prominent— 
individuals. Also included are ships, vehicles, and droids that can be found 
among the fringes of society, or at least outside the major forces presented 
in earlier chapters. 


NOTABLE 
PERSONALITIES 


The following individuals are of some significance to the galaxy, and play a 
major role in shaping history with their actions. | 


LORD ARKOH ADASCA 

Arkoh Adasca is the eighth member of the House of Adasca to rise to the 
title of Lord, The youthful and charismatic Arkoh captures the imagination 
of the Arkanians. Though he is not the Arkanian political leader, his manner 
isms and demeanor allow him to project and assume more power than he is (2038, 
truly entitled to. Arkoh successfully raises the Arkanian sense of superiority 
over other species through subtle but enticing arguments. He also uses his 
persuasive skills to convince otherwise loyal Arkanians to aid him in the 
ill-fated Project Black Harvest, even though the Republic would consider 
such actions treasonous. 

Arkoh is supremely confident in his position and abilities. Although he 
projects an image of an honorable and ethical leader, this is merely a front 
for his schemes and vast ambition. Ultimately, his overconfidence leads to 
his destruction, significantly damaging his company in the process. 
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Lord Arkoh Adasca (Mandalorian Wars) eis: 

Medium Arkanian noble 7/corporate agent 6 

Destiny 2; Force 6; Dark Side 10 

Init +11; Senses darkvision, Perception +14 

Languages Arkanian, Basic, Binary, Bocce, Cerean, Draethos, Durese, High 
Galactic, Huttese, Ithorese 

Defenses Ref 25 (flat-footed 25), Fort 23, Will 30 

hp 66; Threshold 23 

Speed 6 squares 

Melee unarmed +9 (1d4+6) 

Ranged hold-out blaster pistol +9 (3d4+6) 

Base Atk +9; Grp +9 

Atk Options Point Blank Shot 

Special Actions Born Leader, Gearhead, Impose Hesitation, Inspire 
Confidence, Inspire Haste, Willful Resolve 

Abilities Str 10, Dex 11, Con 10, Int 17, Wis 16, Cha 18 

Special Qualities executive leadership (3/encounter) 

Talents Born leader, Competitive Edge, Educated, Impose Hesitation, 
Inspire Confidence, Inspire Haste, Willful Resolve 

Feats Gearhead, Linguist, Point Blank Shot, Skill Focus (Deception), 

Skill Focus (Knowledge [bureaucracy]), Skill Focus (Knowledge [life 
sciences]), Skill Focus (Knowledge [physical sciences]), Skill Focus 
(Persuasion), Skill Training (Knowledge [technology]), Skill Training 
(Mechanics), Weapon Proficiency (pistols, simple weapons) 

Skills Deception +20, Gather Information +15, Knowledge (bureaucracy) 
+19, Knowledge (life sciences) +19, Knowledge (physical sciences) 
+19, Knowledge (technology) +14, Mechanics +14, Perception +14, 
Persuasion +20, Treat Injury +14, Use Computer +14 

Possessions hold-out blaster, comlink, datapad 


BRIANNA 

(THE LAST HANDMAIDEN) 

Brianna is one of the handmaidens in service to Jedi Master Atris on Telos 
IV. The daughter of a forbidden love affair between her Jedi Master mother 
and Echani father, she lives her life trying to make up for her shameful 
parentage—at least as it is seen in Echani culture. Her fellow handmaidens 
have no respect for her. At Master Atris' request, she steals the Ebon Hawk, 
forcing the Exile to come to Telos IV to retrieve it. She travels with the Exile 
all the way to Malachor V. 


GO-TO AND BRIANNA GPEN NecoTiaTiONS 


Brianna, the Last Handmaiden (upon joining the Exile) CL 10 
Medium Human soldier 9/melee duelist 1 

Destiny 2; Force 5; Dark Side 2 

Init +13; Senses Perception +10 

Languages Basic 


Defenses Ref 28 (flat-footed 24), Fort 24, Will 22 
hp 100; Threshold 24 


Speed 6 squares 

Melee unarmed +12 (1d6+9) or 

Melee staff +13 (1d6+12) or 

Melee staff +8 (1d6+17) with Power Attack or 

Melee staff +11/+11 (1d6+12/1d6+12) with Dual Weapon Mastery Il or 

Melee staff +6/+6 (1d6+17/1d6+17) with Dual Weapon Mastery Il and 
Power Attack 


Ranged blaster pistol +13 (346+5) or 

Ranged blaster pistol +8 (3d6+10) with Power Blast 

Base Atk +10; Grp +13 

Atk Options Devastating Attack (pistols), Dual Weapon Flourish |, Melee 
Smash, Power Attack, Power Blast, Stunning Strike 

Special Actions Tough as Nails 

Abilities Str 14, Dex 16, Con 15, Int 10, Wis 10, Cha 14 

Talents Devastating Attack (pistols), Dual Weapon Flourish I, Melee 
‘Smash, Stunning Strike, Tough as Nails, Weapon Specialization (simple 
weapons) 

Feats Armor Proficiency (light, medium), Dual Weapon Mastery |, Dual 
Weapon Mastery II, Echani Training, Force Sensitivity, Martial Arts |, 
Power Attack, Power Blast, Skill Training (Acrobatics), Weapon Focus 
(simple weapons), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Acrobatics +13, Initiative +13, Jump +12, Perception +10, Treat 
Injury +10, Use the Force +5, 

Possessions Handmaiden's staff (quarterstaff), blaster pistol, 
Handmaiden’s robes 


CALO NorRD 

Calo Nord is a ruthless bounty hunter, known to work at various times for the 
Sith, the Republic, and finally for the Exchange. Thought originally to have 
been a slave, rumors suggest that he killed his original owners, his parents 
who had sold him, the bounty hunters who came after him, and even the 
slavers. He learns to become a lethal bounty hunter in his own right. Cold, 
menacing, and unapproachable, Nord fears no one. Ultimately, it takes a 
person of equal power to defeat him, as Revan does when the bounty hunter 
tries to prevent his escape from Taris in the Ebon Hawk. 


Calo Nord cL 13 

Medium Human scout 3/soldier 4/bounty hunter 4/gunslinger 2 

Destiny 1; Force 6; Dark Side 6 

Init +13; Senses low-light vision, Perception +12 (can reroll, must take 
second result) 

Languages Basic 

Defenses Ref 33 (flat-footed 32), Fort 31, Will 26 

hp 113; DR 10 (ion damage only, from shields); SR 25; Threshold 31 

Speed 4 squares 

Melee vibroblade +15 (2d6+9) 

Ranged blaster pistol +14 (3d6+7) or 

Ranged blaster pistol +12/+12 (3d6+7) with Dual Weapon Mastery Il 

Base Atk +12; Grp +15 

Atk Options Hunter's Mark, Keen Shot, Point Blank Shot, Precise Shot 

Special Actions familiar foe +2, Quick Draw, Shake It Off 


Abilities Str 16, Dex 15, Con 14, Int 10, Wis 12, Cha 10 

Special Qualities familiar foe +2, trusty sidearm +1 

Talents Acute Senses, Armored Defenses, Hunter's Mark, Improved 
Armored Defenses, Keen Shot, Mobile Attack (pistols), Notorious 

Feats Armor Proficiency (light, medium, heavy), Dual Weapon Mastery |, 
Dual Weapon Mastery II, Point Blank Shot, Precise Shot, Quick Draw, 
Shake It Off, Weapon Proficiency (advanced melee weapons, pistols, 
rifles, simple weapons) 

Skills Endurance +12, Initiative +12, Perception +12 (can reroll, must take 
second result), Stealth +12, Survival +12, Treat Injury +12 

Possessions heavy battle armor (+10 armor, +4 equipment), 2 blaster 
pistols, vibroblade, 4 stun grenades, 2 thermal detonators, low-light 
goggles (grants low-light vision to wearer), Verpine prototype heavy 
energy shields (SR 25), 2000 credits 


MARN “THE GRYPH" 
HIEROGRYPH 

Falsely accused as an accomplice to the murders of the Padawans on Taris, 
Marn "The Gryph" Hierogryph's immediate impulse is to protest: "| am not an 
accomplice! | am a mastermind!" And that is, indeed, the fondest ambition 
of this Snivvian flim-flam artist. Gryph found his calling as a youth when 
he discovered money—and his uncanny ability to talk others into giving 
him theirs. 

Snivvians are obsessed with living their lives in pursuit of art, so Gryph’s 
interest in the criminal arts does not draw the scorn of his fellows on Cado- 
mai. But Gryph's avocation is con artistry, and after enough Snivvians feel 
the sting of his antics, his parents send him offworld, There begins for Gryph 
a life in the study of the galaxy's more notorious—as well as some of its less 
successful—career criminals. 

Gryph is in danger of joining the latter group when he first encounters 
Zayne Carrick, who is assigned to capture him. Zayne succeeds on the final 
try, only to find both of them framed for the Padawan Massacre. Overcom- 
ing his impulse to run away and save his own skin, Gryph sees possibilities 
in working con games with someone with Jedi talents. 

There begins a long and sometimes rocky partnership, with Gryph's finan- 
cial goals frequently at odds with Zayne's quest for justice. But the Snivvian 
flourishes during the partnership, reforging his relationship with the Hidden 
Beks and annoying enough people to boost the bounty on his head into the 
six-figure range. For Gryph, that is all part of keeping score. 

Gryph has one hireling in Slyssk, a meek Trandoshan starship thief. He also 
refers to Zayne as a henchman, although the two are constantly renegotiating 
the terms of their partnership. 
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Marn “The Gryph” Hierogryph cLs 
Small Snivvian nonheroic 2/scoundrel 7/crime lord 1 

Destiny 1; Force 2; Dark Side 4 

Init +5; Senses Perception +10 

Languages Basic, Bocce, Huttese, Snivvian 


GO-TO (Dark Wars) cL6 
Tiny droid (2nd-degree) nonheroic 4/scoundrel 5 

Destiny 1; Force 3; Dark Side 7 

Init +7; Senses low-light vision, Perception +6 

Languages Basic, Bocce, Binary, High Galactic, Huttese 


Defenses Ref 25 (flat-footed 24), Fort 19, Will 24 
hp 34; Threshold 19 


Speed 4 squares 

Melee by weapon -1 (nonproficient with all weapons) 

Ranged by weapon +1 (nonproficient with all weapons) 

Base Atk +5; Grp +1 

Atk Options Point Blank Shot 

Special Actions Disruptive, Knack, Melee Defenses 

Abilities Str 8, Dex 12, Con 10, Int 16, Wis 13, Cha 17 

Special Qualities cold resistance 

Talents Attract Student, Disruptive, Fool's Luck, Knack, Lucky Stop 

Feats Improved Defenses, Melee Defenses, Point Blank Shot, Quick 
Skill, Skill Focus (Deception), Skill Focus (Gather Information), Skill 
Focus (Persuasion), Skill Focus (Stealth), Skill Training (Knowledge 
{oureaucracy]), Skill Training (Knowledge [galactic lore]), Skill Training 
(Perception), Skill Training (Use Computer) 

Skills Deception +17, Gather Information +17, Knowledge (bureaucracy) 
+12, Knowledge (galactic lore) +12, Perception +10, Persuasion +17, 
Stealth +20, Use Computer +12 

Possessions 4 credit chips, datapad, video recorder, winning smile 


GO-TO (GoTo) 

G0-T0 is better known to his underlings and the outside world as Goto, a 
Human male. Thanks to skilled holographic manipulation, virtually no one 
suspects that Goto is, in fact, an alias of a scheming droid. As @ highly intel- 
ligent infrastructure-planning system, GO-TO was originally programmed 
to aid the Republic in reconstruction after the Jedi Civil War. However, he 
eventually breaks his programming to follow Republic law and opts to help 
stabilize the Republic in any manner he sees fit. Using his alias, he establishes 
a smuggling operation that gets him into the Exchange, leading their Telos 
operations. He also establishes the HK-50 assassin-droid factory to aid his 
stabilization efforts. GO-T0 orchestrates the capture of the Exile as one of 
the bounties he places on all Jedi and Sith, who he considers destabilizing 
factors. GO-TO ends up accompanying and aiding the Exile, hoping that doing 
so will stabilize the Republic. GO-T0 is destroyed in a showdown with HK-47 
and his own HK-50s on Malachor V. 


Defenses Ref 18 (flat-footed 16), Fort 9, Will 12 
hp 28; SR 10; Threshold 9 
Immune droid traits 


Speed 4 squares (fly) 

Melee electroshock probe +4 (148 ion) 

Ranged integrated blaster pistol +9 (3d6+5) or 

Ranged integrated blaster pistol +6 (346+8) with Power Blast 
Base Atk +6; Grp -6 

Atk Options Deadeye, Point Blank Shot, Power Blast, Precise Shot 


Abilities Str 6, Dex 16, Con —, Int 16, Wis 11, Cha 14 

Talents Gimmick, Master Slicer, Trace 

Feats Deadeye, Improved Defenses, Point Blank Shot, Power Blast, Precise 
Shot, Skill Focus (Knowledge [social sciences]), Skill Focus (Knowledge 
[technology]), Skill Focus (Use Computer), Weapon Proficiency (pistols, 
simple weapons) 

Skills Knowledge (social sciences) +17, Knowledge (technology) +17, 
Persuasion +11, Use Computer +17 (can reroll when improving access 
and take better result) 

Systems hovering locomotion, heuristic processor, 2 tool appendages, 
electroshock probe, holorecorder, holoprojector, improved sensor 
package, locked access, integrated comlink, vocabulator 

Possessions integrated blaster (treat as blaster pistol), planetary 
infrastructure management software, The Visionary (Goto's Yacht) 


HK-47 

HK-47 is a lethal assassin droid, albeit one with a sharp wit combined with 
a barely concealed hatred of organic “meatbags.” He serves Revan, both 
before and after the Dark Lord's capture. In fact, at one point his memories 
are concealed even from himself, by Revan's own hand. Though HK-47's 
primary function is concealed, this cannot completely hide the fact that 
the droid is more than it seems, nor can it hide the droid's attitude. After 
rejoining Revan on Tatooine, HK-47's full personality eventually appears 
when Revan's true past is revealed. He continues serving Revan through 
the search and destruction of the Star Forge. Little is known about HK-47's 
travels for the next five years. Though he travels with the Jedi Exile for a 
while, he eventually convinces the imitation HK-50 droids to join his cause, 
leading them against GO-T0 on Malachor V. 


HK-47 (Jedi Civil War) cL9 

Medium droid (4th-degree) soldier 7/elite trooper 2 

Destiny 1; Force 7; Dark Side 11 

Init +11; Senses darkvision; Perception +12 

Languages Basic, Binary, Tusken 

Defenses Ref 24 (flat-footed 21), Fort 23, Will 20 

hp 76; DR 1; Threshold 23 

Immune droid traits 

Speed 6 squares 

Melee unarmed +12 (1d6+7) 

Ranged heavy blaster rifle +12 (3410+6) or 

Ranged heavy blaster rifle +10 (3410+6) with Controlled Burst 

Ranged flamethrower +11 (3d6+4) 

Base Atk +9; Grp +12 

Atk Options autofire (heavy blaster rifle), Controlled Burst, Point Blank 
Shot, Precise Shot 

Special Actions Tough as Nails 

Abilities Str 16, Dex 14, Con —, Int 14, Wis 12, Cha 10 

Special Qualities delay damage 

Talents Armored Defenses, Controlled Burst, Tough as Nails, Weapon 
Specialization (rifles) 

Feats Armor Proficiency (light, medium), Exotic Weapon Proficiency 
(flamethrower), Martial Arts |, Point Blank Shot, Precise Shot, Weapon 
Focus (rifles), Weapon Proficiency (advanced melee weapons, heavy 
weapons, pistols, rifles, simple weapons) 

Skills Initiative +11, Knowledge (tactics) +11, Mechanics +11, Perception 
+12, Use Computer +11 

Systems walking locomotion, heuristic processor, 2 hand appendages, 
darkvision, improved sensor package, locked access, secondary battery, 
translator unit (DC 5), vocabulator 

Possessions durasteel battle armor, heavy blaster rifle, flamethrower 


HARAEL 
For someone who has spent much of her life living in a junkyard, Jarael 
attracts the interest of a wide variety of people, and not only because of 
her savage beauty—which is considerable. Powerful individuals from Lord 
Adasca to Squint to Demagol learn that Jarael might be more than she 
acknowledges—or realizes 

Her public persona is that of a scrappy, acrobatic fighter used to life in 
harsh places. She appears to be an Arkanian Offshoot, although her pointed 
ears are not shared by that subspecies. She visits the Offshoot villages of 
Arkania for only the first time as an adult. Her sole mission in life has been 
caring for the increasingly addled inventor known as Camper. Jarael never 
discusses the fate that Camper saved her from years before—but in protect- 
ing her, he changes her life. 


Jarael's mission to protect Camper from his own past fails when the two— 
against Jarael’s better judgment—are thrown into the company of fugitives 
Zayne Carrick and Marn Hierogryph. Immediately after Jarael and Camper 
part company with them, Camper falls ill, and Jarael finds herself forced 
to turn to Adascorp—the medical conglomerate Camper has been running 
from—for help. Jarael then becomes a pawn in Lord Adasca's galactic game 
to pry knowledge from Camper. When Camper escapes, going his own way, 
she blames herself. 

Working to piece her life back together, Jarael returns to Zayne Carrick's 
company. She focuses on physical training, and even begins to explore her 
nascent Force sensitivity. Jarael uses a shockstaff of Camper's design, capable 
of delivering a charge that temporarily numbs the flesh it strikes. 
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Jarael cL8 

Medium Arkanian Offshoot scout 5/soldier 3 

Destiny 2; Force 2; Strong in the Force 

Init +12 (can reroll, must take second result); Senses Perception +9 (can 
reroll, must take second result) 

Languages Basic 


Defenses Ref 23 (flat-footed 23), Fort 22, Will 20 
hp 75; Threshold 22 


Speed 6 squares 

Melee shockstaff +8 (2d6+7) or 

Melee shockstaff +3/+3 (2d6+7) with Dual Weapon Mastery | 
Ranged by weapon +8 

Base Atk +6; Grp +9 

Atk Options Devastating Attack (advanced melee weapons) 
Special Actions Shake It Off 


Abilities Str 12, Dex 17, Con 14, Int 10, Wis 11, Cha 16 

Talents Acute Senses, Devastating Attack (advanced melee weapons), 
Improved Initiative, Uncanny Dodge I, Weapon Specialization 
(advanced melee weapons) 

Feats Armor Proficiency (light), Dodge, Dual Weapon Mastery |, Force 
Sensitivity, Shake It Off, Strong in the Force, Weapon Focus (advanced 
melee weapons), Weapon Proficiency (advanced melee weapons, 
pistols, rifles, simple weapons) 

Skills Initiative +12 (can reroll, must take second result), Jump +10, 
Knowledge (galactic lore) +9, Perception +9 (can reroll, must take 
second result), Survival +9 

Possessions shockstaff, comlink, various personal belongings 
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MIRA 

Mira is a young female Human bounty hunter with the unconventional 
preference for capturing targets rather than killing them. Even though the 
Wookie Hanharr attempts to kill her, Mira spares his life, earning his |ife 
debt. Hanharr again tries to kill her, both for his Exchange boss and to free 
himself from the debt. When he again fails, Mira leaves him for dead. Hanharr 
returns unexpectedly on Malachor V, where once again, Mira refuses to kil 
him. After becoming involved in the Exile's capture on Nar Shaddaa, Mira 
joins the travelers with the Exile, She joins the Ebon Hawk crew's rescue 
mission and remains with them through the end at Malachor V, 


Mira (Dark Wars) cL6 

Medium Human scout 5/soldier 1 

Destiny 1; Force 4 

Init +11; Senses Perception +13 

Languages Basic, Huttese 

Defenses Ref 21 (flat-footed 18, with Critical Strike 16), Fort 20, Will 16; 
Evasion 

hp 54; Threshold 20 

Speed 6 squares 

Melee vibroblade +4 (2d6+3) or 

Melee vibroblade +4 (2d6+3/19-20) with Critical Strike 

Ranged blaster pistol +9 (346+3) or 

Ranged blaster pistol +9 (346+3/19-20) with Sniper Shot or 

Ranged wrist launcher +7 (damage per ammunition: grenade per type, 
dart 1d4+3 or rocket 2d6+3) 

Base Atk +4; Grp +7 

Atk Options Critical Strike, Sniper Shot 

Special Actions Guidance, Shake It Off 

Abilities Str 10, Dex 16, Con 13, Int 14, Wis 11, Cha 10 

Talents Armored Defenses, Evasion, Guidance, Surefooted 

Feats Critical Strike, Exotic Weapon Proficiency (wrist launcher), Skill 
Focus (Perception), Shake It Off, Sniper Shot, Weapon Focus (pistols), 
Weapon Proficiency (advanced melee weapons, pistols, rifles, simple 
weapons) 

Skills Endurance +9, Initiative +11, Jump +8, Mechanics +10, Perception 
+13, Stealth +11, Survival +8, Use Computer +10 

Possessions blaster pistol, vibroblade, wrist launcher (able to launch 
grenades (damage per grenade type), darts (1d4 damage) and rockets 
(2d6 damage), blast jacket (+2 armor, +1 equipment, +4 max Dex) 


MISSION VAO 

Mission Vao is a bright, cheerful, young Twi'lek who grows up in the rough 
Undercity of Taris. Though her skills are less than reputable, she is nonethe- 
less loyal to her Wookie friend Zaalbar and her troublesome brother Griff. 
She and Zaalbar travel with Revan after he helps Zaalbar escape slavers on 
Taris. Her skills prove to be extremely useful, but she is also on a mission of 
her own—trying to catch up with her brother. She succeeds, only to discover 
that he was more dishonest than she imagined, She and Revan succeed in 
bailing him out of yet another unlikely scheme, before they part ways and 
she follows Raven in his search for the Star Forge. 


Mission Vao (in Taris Undercity) cL4 

Medium Twi'lek scoundrel 4 

Destiny 1; Force 3 

Init +10; Senses low-light vision, Perception +7 

Languages Basic, Huttese, Ryl, Shyriiwook (can't speak) 

Defenses Ref 19 (flat-footed 16), Fort 17, Will 15 

hp 33; Threshold 17 

Speed 6 squares 

Melee vibroblade +3 (2d6+2) or 

Melee vibroblade +3 (2d6+2/19-20) with Critical Strike (Reflex Defenses 
-5) 

Ranged blaster pistol +6 (3d6+2) or 

Ranged blaster pistol +6 (3d6+2/19-20) with Sniper Shot 
(Reflex Defenses -5) 

Base Atk +3; Grp +6 

Atk Options Critical Strike, Sniper Shot 

Special Actions Fool's Luck, Melee Defenses, Sneak Attack 
+106 

Abilities Str 10, Dex 17, Con 12, Int 14, Wis 11, Cha 10 

Talents Fool's Luck, Sneak Attack +1d6 

Feats Critical Strike, Melee Defenses, Point Blank 
Shot, Sniper Shot, Weapon Proficiency 
(advanced melee weapons, pistols, simple 
weapons) 

Skills Deception +7, Mechanics +9, Perception 
+7, Persuasion +7, Stealth +10, Use 
Computer +9 

Possessions blaster pistol, vibroblade, stealth field 
generator 


DOB AND DEL MoomMo 

Violent and stupid where their fellow Ithorians are peaceful and contempla- 
tive, brothers Dob and Del Moomo are expelled from the herd for its own 
safety. Unable to grasp traditional Ithorian values (or many other concepts, 
for that matter), Dob and Del venture forth into the galaxy as muscle—or 
muscleheads—for hire. 

Whenever the brothers serve as bodyguards, bounty hunters, or assas- 
sins, the description “would-be" always applies. Few of their endeavors 
are successful; most are torpedoed by their own back-stabbing feuds. "My 
brother wouldn't pull a poisoned stake out of my hide," Del once said. “At 
least, he didn’t the first two times." Yet the two mysteriously continue to 
be recommended for jobs in the highest levels of Republic society, including 
assignments for Krynda’s Jedi Covenant and industrialist Jervo Thalien. During 
the siege of Taris, they come into a temporary alliance with Zayne Carrick's 
gang, cooperating until such time as they can turn him in for a bounty—if 
they can remember to do it. 

The brothers do not lack for resources, as evidenced by their insanely 
over-armed starship, the Moomo Williwaw. The interior of the ship continues 
the theme: Dob and Del are obsessed with weapons of all kinds, and their 
ship is littered with implements of destruction from hundreds of cultures. It 
has provided the Moomos the one education that seems to have taken: Del 
specializes in demolitions, and Dob is a treasure-trove of information about 
melee weapons. They rarely use the same weapons twice, 
preferring to pull something new out of their collection. 
Dob and Del's statistics are iden- 

tical except for their talents, 
where noted below. The only 
distinguishing characteris- 
tic between the two is a 
scar over Del's right eye, 
gained in childhood when 
Dob shoved his brother's 
head into a working trash 
compactor. (In Dob's 
defense, Del didagree 

to look.) 
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Dob and Del Moomo 

Medium Ithorian scout 3/soldier 4/bounty hunter 3 

Destiny 1; Force 2; Dark Side 4 

Init +8; Senses Perception +3 (can reroll, must take second result) 
Languages Basic, Ithorese 


cL 10 


Defenses Ref 27 (flat-footed 24), Fort 26, Will 20 
hp 112; Threshold 31 


Speed 6 squares 

Melee vibroblade +13 (2d6+10) or 

Melee vibroblade +13 (346+10) with Mighty Swing or 

Ranged blaster pistol +12 (3d6+5) or 

Ranged blaster pistol +10 (4d6+5) with Rapid Shot or 

Ranged blaster pistol +7 (3d6-+5) and 
blaster pistol +7 (3d6+5) or 

Ranged blaster rifle +12 (3d8+5) or 

Ranged heavy repeating blaster rifle +7 (3410+5) or 

Ranged slugthrower pistol +12 (2d6+5) or 

Ranged sonic disruptor +12 (2d6+5) or 

Ranged thermal detonator +12 (8d6+5) or 

Ranged bellow +10 (3d6 sonic, 6-square cone, miss deals half damage) 
see Saga Edition core rulebook 

Base Atk +9; Grp +13 

Atk Options Dual Weapon Mastery |, Keen Shot, Melee Smash, Mighty 
Swing, Power Attack, Rapid Shot, Stunning Strike (Dob only) 

Special Actions Disruptive, familiar foe +1 


Abilities Str 18, Dex 16, Con 18, Int 7, Wis 6, Cha 10 

Special Qualities familiar foe +1 

Talents Acute Senses, Demolitionist (Del only), Disruptive, Keen Shot, 
Melee Smash, Notorious, Stunning Strike (Dob only) 

Feats Armor Proficiency (light), Dual Weapon Mastery |, Improved 
Damage Threshold, Mighty Swing, Power Attack, Rapid Shot, Weapon 
Proficiency (advanced melee weapons, heavy weapons, pistols, rifles, 
simple weapons) 

Skills Mechanics +8, Perception +3 (can reroll, must take second result), 
Persuasion +5 (can reroll when intimidating and keep better result), 
Pilot +13, Survival +8 (can reroll, must take second result) 

Possessions blaster pistol (2), blaster rifle, heavy repeating blaster, 
slugthrower pistol, sonic disruptor, thermal detonator (6), vibroblade, 
utility belt, security and tool kits (on board the Moomo Williwaw), 
Moomo Williwaw 


T3-M4 

T3-M4 is a highly customized and advanced utility droid, upgraded specifi- 
cally for Taris Exchange boss Davik Kang, However, T3 ends up in the hands 
of Revan, who makes use of the droid’s abilities during the search for the 
Star Forge. The droid remains with the Ebon Hawk, after Revan parts with 
the ship before departing to the Unknown Regions at the end of the Jedi Civil 
War, T3 reappears with the ship years later, joining with the Exile, The droid 
proves as useful to her as it was to Revan. T3 is believed to have remained 
with the Exile after the Sith are defeated at Malachor V. 


T3-M4 (Jedi Civil War) cL6 

Small droid (2nd-degree) nonheroic 2/scoundrel 6 

Destiny 1; Force 4 

Init +2; Senses darkvision, Perception +3 

Languages Basic (understand only), Binary, Huttese (understand only), 
Shyriiwook (understand only), Zabrak (understand only) 

Defenses Ref 21 (flat-footed 11), Fort 15, Will 18 

hp 26; Threshold 15 

Immune droid traits 

Speed 4 squares 

Melee electroshock probe +4 (1d8+2 ion) 

Ranged stun ray +6 (3d6+3 stun) or 

Ranged integrated laser pistol +6 (346+3) 

Fighting Space 1 square; Reach 1 square 

Base Atk +5; Grp +1 

Atk Options Point Blank Shot, Precise Shot 

Special Actions Gearhead, Knack, Logic Upgrade: Tactician 

Abilities Str 8, Dex 13, Con —, Int 16, Wis 12, Cha 7 

Talents Gimmick, Master Slicer, Knack 

Feats Dodge, Gearhead, Logic Upgrade: Tactician, Point Blank Shot, 
Precise Shot, Skill Focus (Mechanics), Skill Focus (Use Computer), Skill 
Training (Deception), Weapon Proficiency (pistols, simple weapons) 

Skills Deception +7, Mechanics +17, Perception +10, Pilot +10, Use 
Computer +17 (can reroll when improving access and take better 
result) 

Systems wheeled locomotion, magnetic feet, heuristic processor, 5 tool 
appendages, diagnostics package, internal storage (2 kg), improved 
sensor package, darkvision 

Possessions integrated blaster pistol (stun ray when set to stun), 
astrogation buffer (storage device, 10 memory units), electroshock 
probe, fire extinguisher, electric arc welder, holorecorder, holoprojector 


ZAALBAR 

Zaalbar has been Mission Vao's Wookiee protector and companion since 
they teamed up while living in the Undercity of Taris. Unfortunately, he is 
captured by slavers, forcing Mission to seek Revan's help to mount a rescue. 
In gratitude, Zaalbar owes a life debt to Revan, causing both he and Mission 
to join in what would ultimately become the search for the Star Forge. Among 
the worlds they visit is Zaalbar's homeworld, Kashyyyk. He is not welcome 
however, having been banished for the culturally inexcusable use of his 
climbing claws in combat. His brother Chuundar has taken over the position 
of chieftain, and Zaalbar is imprisoned for turning. Fortunately, Revan is able 
to uncover Chuundar's slaving activities, locate their father, and lead a revolt 
against Chuundar and the Czerka Corporation slavers. Despite the promise 
of becoming a future chieftain, Zaalbar honors his life debt and continues 
with Revan through the destruction of the Star Forge. 


Zaalbar (Jedi Civil War) cL4 

Medium Wookiee scout 4 

Destiny 1; Force 3; Dark Side 1 

Init +8; Senses Perception +7 (can reroll, must take second result) 

Languages Basic (understand only), Huttese (understand only), Ryl 
(understand only), Shyriiwook 

Defenses Ref 17 (flat-footed 16), Fort 20, Will 14 

hp 87; Threshold 20 

Speed 6 squares 

Melee unarmed +8 (1d4+7) or 

Melee sword +8 (1d6+12) or 

Melee sword +6 (1d6+14) with Power Attack 

Ranged bowcaster +4 (346+2) or 

Ranged bowcaster +2 (4d6+2) with Rapid Shot 

Base Atk +3; Grp +8 

Special Actions Extreme Effort, Power Attack, rage 1/day, Rapid Shot, 
Shake It OFF 

Abilities Str 20, Dex 13, Con 20, Int 14, Wis 11, Cha 10 

Talents Acute Senses, Extreme Effort 

Feats Dodge, Implant Training, Shake It Off, Power Attack, Rapid Shot, 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Climb +12 (can take 10 even when threatened), Endurance +12, 
Initiative +8, Jump +12, Mechanics +9, Perception +7 (can reroll, must 
take second result), Persuasion +7 (can reroll when intimidating, must 
take second result) 

Possessions bowcaster 


OTHER ALLIES AND 
OPPONENTS 


These generic characters represent an array of heroes and villains that you 
can use to flesh out encounters in a Knights of the Old Republic campaign. 


CZERKA ASSOCIATES 

Czerka Associates form the core of the corporation's low-level management 
and workforce. Though loyal to Czerka, most associates place their own 
careers over all else. In a corporation the size of Czerka, even the slightest 
blemish on a young associate's record can be devastating in the early years 
of their career. Ideally, this would make them more concerned with customer 
service, However, associates more often use bureaucracy or underhanded 
means to make problems disappear. 


Czerka Associate cli 

Medium Human nonheroic 3 

Dark Side 1 

Init +0; Senses Perception +7 

Languages Basic plus 1 other lanquage 

Defenses Ref 10 (flat-footed 10), Fort 10, Will 11 

hp 8; Threshold 10 

Speed 6 squares 

Melee unarmed +1 (1d4-1) 

Ranged blaster pistol +2 (346) 

Base Atk +2; Grp +2 

Abilities Str 8, Dex 10, Con 10, Int 13, Wis 12, Cha 12 

Feats Skill Focus (Knowledge [bureaucracy]), Skill Training (Deception), 
Skill Training (Perception), Skill Training (Use Computer)", Weapon 
Proficiency (pistols, simple weapons) 

Skills Deception +7, Gather Information +7, Knowledge (bureaucracy) +12, 
Perception +7, Persuasion +7, Use Computer +7" 

Possessions comlink, datapad, blaster pistol 

H Human bonus feat or trained skill 


CZERKA SCIENTIST 

Czerka scientists work in Czerka-financed outposts and offices throughout 
the galaxy. They typically study local biology and geological formations, 
searching for new compounds, elements, or life forms for the corporation to 
exploit. Czerka scientists are amoral, more concerned about their position in 
the company then what might be done with the results of their work. They 
are talented, competent and practical, if a bit self-centered. 
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Czerka Scientist cL2 
Medium Human nonheroic 5/noble 1 

Dark Side 2 

Init +2; Senses Perception +10 

Languages Basic plus 4 other languages 

Defenses Ref 10 (flat-footed 10), Fort 11, Will 13 

hp 15; Threshold 11 


Speed 6 squares 

Melee unarmed +2 (104-1) 

Ranged by weapon +2 

Base Atk +3; Grp +2 

Abilities Str 8, Dex 8, Con 10, Int 16, Wis 15, Cha 12 

Talents Educated 

Feats Skill Focus (Knowledge [life sciences]), Skill Focus (Knowledge 
[physical sciences]), Skill Training (Deception), Skill Training 
(Mechanics), Skill Training (Perception), Skill Training (Persuasion)", 
Skill Training (Use Computer), Weapon Proficiency (simple weapons) 

Skills Deception +9, Gather Information +9, Knowledge (bureaucracy) 
+11, Knowledge (life sciences) +16, Knowledge (physical sciences) +16, 
Mechanics +11, Perception +10, Persuasion +94, Treat Injury +10, Use 
Computer +11 

Possessions comlink, datapad, tool kit, utility belt 

H Human bonus feat or trained skill 


GENOHARADAN ASSASSIN 
GenoHaradan assassins come in many forms and with many skill sets. Since 
the GenoHaradan always ply their trade in such a way that benefits them 
politically, most GenoHaradan assassins are trained in multiple assassination 
techniques, ranging from public and messy to secret and mysterious. Geno- 
Haradan assassins are extremely dangerous but wear no distinctive clothing 
or uniform; part of the danger associated with the GenoHaradan is that they 
could be anyone, including a friend, coworker, or family member. 


Genoharadan Assassin CL 10 
Medium Human scout 3/soldier 4/elite trooper 3 

Force 5; Dark Side 6 

Init +13; Senses Perception +11 (can reroll, must take second result) 
Languages Basic 

Defenses Ref 25 (flat-footed 22), Fort 25, Will 21 

hp 85; DR 1; Threshold 30 


Speed 6 squares 

Melee knife +12 (144+7) 

Ranged blaster pistol +12 (3645) or 

Ranged blaster rifle +14 (348+9) or 

Ranged blaster rifle +9/+9 (348+) with Double Attack 


Base Atk +9; Grp +12 

Atk Options Deadeye, Devastating Attack (rifles), Double Attack (rifles), 
Far Shot, Keen Shot, Point Blank Shot, Precise Shot, Sniper Shot 

Special Actions Shake It Off 

Abilities Str 14, Dex 16, Con 13, Int 10, Wis 12, Cha 10 

Special Qualities delay damage 

Talents Acute Senses, Devastating Attack (rifles), Greater Weapon Focus 
(rifles), Greater Weapon Specialization (rifles), Keen Shot, Weapon 
Specialization (rifles) 

Feats Armor Proficiency (light), Deadeye, Double Attack (rifles), Far Shot, 
Improved Damage Threshold", Point Blank Shot, Precise Shot, Sniper 
Shot, Shake It Off, Weapon Focus (rifles), Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Climb +12, Initiative +13, Jump +124, Perception +11 (can reroll, 
must take second result), Pilot +13, Stealth +13 

Possessions blaster rifle, blaster pistol, knife, comlink 

H Human bonus feat or trained skill 


KRATH ADEPT 

Krath adepts are enthusiastic—but undertrained—followers of the Krath. 
They display ability with the Force, and a great attraction to the power of 
the dark side, Krath adepts are found at various ranks and levels of society 
when the Krath control the Empress Teta System. 


Krath Adept cL4 

Medium Human noble 4 

Force 3; Dark Side 12 

Init +3; Senses Perception +8 

Languages Basic 

Defenses Ref 16 (flat-footed 15), Fort 14, Will 17 

hp 29; Threshold 14 

Speed 6 squares 

Melee sword +3 (1d4+2) 

Ranged weapon +4 (3d6+2) 

Base Atk +3; Grp +4 

Special Actions Dark Side Manipulation, Krath Surge 

Force Powers Known (Use the Force +8): Force thrust, move object 

Abilities Str 10, Dex 12, Con 10, Int 11, Wis 12, Cha 12 

Talents Dark Side Manipulation, Krath Surge 

Feats Armor Proficiency (light), Force Sensitivity, Force Training, Skill 
Focus (Deception) ", Skill Training (Use the Force), Weapon Proficiency 
(pistols, simple weapons) 

Skills Deception +13", Gather Information +8, Knowledge (galactic lore) 
+7, Perception +8, Persuasion +8, Treat Injury +8, Use Computer +7, 
Use the Force +8 

Possessions blaster pistol, data pad, comlink 

H Human bonus feat or trained skill 


KRATH COMMANDER 

Krath commanders are more highly skilled adepts, and have a great deal of 
military training as well. They can be found leading Krath military forces 
throughout the Sith War. 


Krath Commander cL6 

Medium Human noble 2/soldier 4 

Destiny 1; Force 5; Dark Side 13 

Init +9; Senses Perception +9 

Languages Basic, High Galactic 

Defenses Ref 19 (flat-footed 18), Fort 21, Will 20 

hp 44; Threshold 21 

Speed 6 squares 

Melee stun baton +5 (1d6+3) 

Ranged blaster pistol +7 (3d6+3) 

Base Atk +5; Grp +6 

Atk Options Point Blank Shot, Precise Shot 

Special Actions Inspire Confidence, Krath Surge 

Force Powers Known (Use the Force +11): Force grip, Force thrust 

Abilities Str 10, Dex 12, Con 10, Int 12, Wis 13, Cha 14 

Talents Armored Defenses, Inspire Confidence, Krath Surge 

Feats Armor Proficiency (light), Force Sensitivity, Force Training, Improved 
Defenses, Point Blank Shot, Precise Shot", Skill Training (Use the Force), 
Weapon Focus (pistols), Weapon Proficiency (pistols, simple weapons) 

Skills Deception +10, Initiative +9, Knowledge (tactics) +9, Perception 
+9, Persuasion +11, Pilot +10, Treat Injury +9", Use Computer +9, Use 
the Force +11 

Possessions blaster pistol, stun baton, Krath armor (light armor, +5 
bonus to Reflex Defense, +2 bonus to Fortitude Defense, max Dex +3), 
comlink 

H Human bonus feat or trained skill 


KRATH WARRIOR 

Drawn from the militaries of conquered Deep Core worlds, Krath warriors 
are the staple forces of the Krath army prior to the defeat of Mandalore the 
Indomitable by Ulic Qel-Droma. Krath warriors are among the most savage 
and bloodthirsty in the galaxy, and the dark side corruption of their leaders 
and commanders seeps down through the ranks, infusing Krath warriors with 
the rage and hate of the dark side of the Force. Krath warriors fight side-by- 
side with Krath war droids throughout the Great Sith War. 


A. KRATH WAR DROID FOLLOWS 4 KRATH WARRIOR INTO BATTLE 


Krath Warrior cla 
Medium human nonheroic § 

Dark Side 8 

Init +3; Senses Perception +8 

Languages Basic 


Defenses Ref 16 (flat-footed 15), Fort 14, Will 11 
hp 23; Threshold 14 


Speed 6 squares 
Melee spear +7 (1d8+6) or 

Melee spear +7* (148+16) with Powerful Charge 
Ranged heavy blaster pistol +4 (3d6) 

Base Atk +3; Grp +6 

Atk Options Power Attack, Powerful Charge 


Abilities Str 16, Dex 13, Con 14, Int 9, Wis 12, Cha 10 

Feats Armor Proficiency (light), Power Attack, Powerful Charge, Weapon 
Focus (simple weapons), Weapon Proficiency (pistols, simple weapons) 

Skills Endurance +9, Perception +8 

Possessions war sword, spear, heavy blaster pistol, Krath battle armor (as 
armored flight suit, +5 armor, +2 equipment), comlink, various trophies 
of battle 

* Includes 4-point Power Attack 
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STARSHIPS 

In the Knights of the Old Republic era, most capital ships reside in the hands 
of the military. Major corporations also use capital ships as part of their 
security force, particularly if they control large areas of space. However, 
they are dependent on Republic fleets for large-scale defense. A number 
of nonmilitary craft the size of capital ships are used by corporations for 
research or transport purposes. 


THE EBON HAWK 

The Ebon Hawk is the prized possession of Taris Exchange boss Davik 
Kang—at least until an amnesiac Darth Revan takes it away from him. 
The vessel's history is almost completely unknown, but over the years the 
ship's owners (many of whom have been members of the Exchange) have 
upgraded, modified, and otherwise personalized the ship to suit their needs. 
The Ebon Hawk is recognizable in many shadowports and on fringe worlds 
throughout the galaxy, sometimes as a welcome sight and sometimes as a 
herald of trouble. 

The Ebon Hawk boasts improved hull integrity, advanced weapons, heavily 
modified engines, and one of the fastest hyperdrives available. Moreover, the 
ship's weapons load has been improved significantly over the stock Dynamic- 
class freighter (SG80) and a shield generator more powerful than those found 
on most military starfighters. Though the ship has been associated with the 
Exchange for most of its existence, the Ebon Hawk might find its way into 
the hands of heroes any time in the Knights of the Old Republic time period, 
and the heroes have a chance to make their mark on this iconic freighter. 


Ebon Hawk cL8 
Colossal" space transport 
Init -1; Senses Perception +6 
Defense Ref 15 (flat-footed 12), Fort 27; +12 armor 
hp 140; DR 15; SR 40; Threshold 77 
Speed fly 16 squares (max. velocity 1,100 km/h), fly 4 squares (starship 
scale) 
Ranged double laser cannons +7 (see below) and 
double heavy laser cannons +5 (see below) and 
docking gun (blaster cannon) +5 
Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +6 
Atk Options autofire (double heavy laser cannons, double laser cannons) 
Abilities Str 44, Dex 16, Con —, Int 16 
Skills Initiative -1, Mechanics +6, Perception +6, Pilot -1, 
Use Computer +6 
Crew 3 (skilled); Passengers 8 
Cargo 40 tons; Consumables 2 months; Carried Craft none 
Hyperdrive x1, navicomputer 


Availability Unique; Cost not available for sale (estimated value 154,000 
credits) 

“This ship is treated as 0 Gargantuan starfighter for the purposes of being 
targeted by capital ship weapons, dogfighting, and using starship 
maneuvers. 


Double laser cannon (pilot) 

Atk +7 (+2 autofire), Dmg 4d10x2 
Double heavy laser cannon (gunner) 

Atk +5 (+0 autofire), Dmg 6d10x2 
Docking gun (blaster cannon) (copilot) 

Atk +5, Dmg 3412, character scale only 


KRATH CHAOS FIGHTER 

Originally designed by Koros Spaceworks as a light, inexpensive fighter for the 
defense of Deep Core worlds, the 10.5-meter-long CX-133 Chaos fighter is a 
light superiority fighter that can be mass-produced quickly and without great 
cost. When Krath cultists seize control of numerous Deep Core worlds, they 
convert manufacturing facilities to Chaos fighter assembly lines. Hundreds of 
thousands of Chaos fighters enter service quickly, and the quick production 
is made into a necessity by the Krath space fleet tactics, which calls upon 
Chaos fighters to slam into enemy ships in ram attacks. Chaos fighters are 
always loaded with volatile fuel and munitions, resulting in greater explosions 
when they engage in ram attacks. 


Koros Spaceworks CX-133 Chaos Fighter Cle 

Huge" starfighter 

Init +8; Senses Perception +6 

Defenses Ref 15 (flat-footed 11), Fort 23; +3 armor 

hp 60; DR 10; Threshold 33 

Speed fly 16 squares (max. velocity 1,100 km/h), fly 4 squares (starship 
scale) 

Ranged light laser cannons +4 (see below) 

Fighting Space 3x1 or square (starship scale); Cover total (crew) 

Base Atk +2; Grp +25 

Atk Options autofire (light laser cannons), fire-link (light laser cannons) 


Abilities Str 36, Dex 18, Con —, Int 14 

Skills Initiative +8, Mechanics +6, Perception +6, Pilot +8, 
Use Computer +6 

Crew 1 (skilled); Passengers none 

Cargo 40 kg; Consumables 2 days; Carried Craft none 

Availability Military; Cost not available for sale (estimated value 65,000) 

* Chaos fighters are laden with volatile materials, causing them to deal 8d6 
domage to any ship they collide with instead of the normal 4d6. 


Light laser cannons (pilot) 
Atk +4 (—1 autofire), Dmg 5d10x2 


A KRATH CHAOS FIGHTER FIRES AT AN S-100 STINGER 


KRATH COMMAND SHIP 

A powerful capital ship used in the defense of the Deep Core, Koros Space- 
works’ Supremacy-class attack ship is a formidable vessel favored by the 
nobles and leaders of the Krath. These 550-meter-long command ships 
serve as mobile attack platforms that can fill a number of roles; not only 
do they carry an exceptionally large number of Chaos fighters that can be 
launched from one of over a dozen hangar bays, each Supremacy-class vessel 
carries several battalions of Krath war droids that could be deployed to a 
planet's surface by shuttle or, more commonly, by special escape podlike 
deployment pods. 

Tactical Fire: The Supremacy-class attack ship can provide both space 
and ground support to Krath troops, acting as a base of operations for entire 
Krath battlegroups. As a standard action, a Supremacy-class attack ship can 
forego all attacks to provide tactical fire to all squares in a 2-square radius. 
All engineers aboard allied ships within this radius may use the reroute power 
action with only a single swift action (instead of the usual 3 swift actions). 
Any effects that also reduce the number of actions required to reroute power 
do not stack with this effect. 


Koros Spaceworks Supremacy-class Attack Ship CL 17 
Colossal (cruiser) capital ship 
Init -3; Senses Perception +6 
Defenses Ref 14 (flat-footed 13), Fort 52; +13 armor 
hp 1,500; DR 20; SR 120; Threshold 252 
Speed fly 2 squares (starship scale) 
Ranged 3 light double turbolaser batteries +17° (see below) and 
3 heavy ion cannon batteries +17" (see below) and 
5 point-defense medium laser cannon batteries +9 (see below) and 
3 tractor beam batteries +9° (see below) 
Fighting Space 2 squares (starship scale); Cover total (crew) 
Base Atk +2; Grp +64 
Atk Options autofire (point-defense medium laser cannon batteries) 
Abilities Str 94, Dex 12, Con —, Int 20 
Skills Initiative -3, Mechanics +6, Perception +6, Pilot -3, 
Use Computer +6 


Crew 1,800; Passengers 3,000 (troops) 

Cargo 6,000 tons; Consumables 2 years; Carried Craft 144 Chaos 
fighters, 8 shuttles 

Hyperdrive x2 (backup x8) 

Availability Military; Cost Not available for sale (estimated value 
16,000,000) 

*Apply a -20 penalty on attacks against targets smaller than Colossal size. 


Light double turbolaser batteries (6 gunners) 
Atk +17 (-3 against targets smaller than Colossal), Dmg 4d10x5 
Heavy ion cannon batteries (6 gunners) 
Atk +17 (-3 against targets smaller than Colossal), Dmg 3d10x5 ion 
Point-defense medium laser cannon batteries (2 gunners) 
Atk +9 (+4 autofire); Dmg 4d10x2 
Tractor beam batteries (2 gunners) 
Atk +9 (-11 against targets smaller than Colossal), Dmg - (grapple 
+64) 


THE VISIONARY, GOTO'S YACHT 
The Visionary, commonly called Goto's Yacht, is the prototype Eleaor Propul- 
sion Starscape-class yacht. Through his datalinks, GO-T0 discovers Eleaor 
is expanding into luxury starships, and he calculates that a stronger Eleaor 
Propulsion would aid his Republic-stabilization efforts. He commissions 
the prototype for himself, and Eleaor goes on to produce a successful, if 
expensive, class of yacht. GO-T0 hires Nar Shaddaa shipyards to upgrade 
the weaponry and install formidable interior defensive systems, including 
turrets and a minefield. This also includes an effective cloaking device that 
protects the Visionary from enemy attacks as the ship orbits Nar Shaddaa. 
Ultimately, the Visionary is destroyed when the cloaking device is disabled 
by the Exile, enabling GO-T0's enemies to target the ship. 
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Eleaor Propulsion Starscape-class Yacht CEt3) 
Colossal space transport 


Init -1; Senses Perception +8 


Defenses Ref 13 (flat-footed 12), Fort 26; +12 armor 
hp 120; DR 15; SR 30; Threshold 76 


Speed fly 12 squares (max. velocity 800 km/h), fly 2 squares (starship 
scale) 

Ranged 2 light laser cannon batteries +10 (see below) and 
2 medium laser cannon batteries +8 

Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 

Base Atk +5 Grp +41 

Atk Options autofire (light laser cannon batteries, medium laser cannon 
batteries) 


Abilities Str 42, Dex 12, Con —, Int 12 
Skills Initiative -1, Mechanics +8, Perception +8, Pilot -1, 
Use Computer +8 


Crew 14 (expert); Passengers 12 

Cargo 50 tons; Consumables 6 months; Carried Craft none 
Hyperdrive x1, navicomputer 

Availability Unique; Cost Not available for sale 


Medium laser cannon battery (3 gunners) 
Atk +10 (+5 autofire), Dmg 5d10x2 


Light laser cannon battery (2 gunners) 
Atk +8 (+3 autofire), Dmg 34102 


DROIDS 

The droids presented below, while not the most commonly seen throughout 
the galaxy, can provide interesting encounters with alien technology and 
represent some of the most unique droid designs found in this time period. 


KRATH WAR DROID 

During their conquest of the Deep Core but prior to their invasion of the 
galaxy at large, the Krath often have a tenuous hold on the planets they 
capture due to sheer lack of numbers. The Krath war droid is designed to 
supplement the military forces on Krath-held worlds, acting as soldiers with 
few needs and no mercy. Krath war droids are deployed via pods dropped from 
orbit to the surface of the planet, at which point they use the strength of their 
numbers to overwhelm enemy forces, Since Krath war droids have none of 
the sense of self-preservation that biological troops do, Krath commanders 
have no difficulties in sending wave after wave of Krath war droid to their 
doom in order to wear down and eventually overrun enemy positions. Krath 
war droids play a major role in the assault during the Conclave on Deneba, 
slaying many Jedi before the droids are destroyed. 

Krath war droids cannot be played as droid heroes. 


Krath War Droid cL5 
Medium droid (4th degree) nonheroic 6/soldier 3 

Init +7; Senses Perception +5 

Languages Basic (can't speak), Binary 


Stygium crystal cloaking device—A cloaked ship is considered to have 
total concealment, and can make a Stealth check to sneak. (Remember 
to apply the -10 penalty to notice a target that has total concealment 
when making checks to notice a cloaked ship.) Noticing a cloaked ship 
does not negate its concealment, but it does allow you to make 
attacks against the ship, taking the normal penalty on 
attacks for concealment. 


Defenses Ref 22 (flat-footed 19), Fort 20, Will 14 

hp 26; Threshold 20 

Immune droid immunities 

Speed 6 squares 

Melee short sword +13 (1d6+8 ) or 

Melee short sword +11 (2d6+8 ) 

Ranged pulse-wave pistol +11 (3d6+1 ) or 

Ranged pulse-wave pistol +9 (4d6+1 ) 

Base Atk +7; Grp +12 

Atk Options Devastating Attack (simple weapons), Rapid Shot, Rapid 
Strike, Withdrawal Strike (simple weapons) 

Abilities Str 20, Dex 16, Con —, Int 6, Wis 12, Cha 6 

Special Qualities droid traits 

Talents Devastating Attack (simple weapons), Weapon Specialization 
(simple weapons) 

Feats Armor Proficiency (light, medium), Rapid Shot, Rapid Strike, Weapon 

Focus (pistols), Weapon Focus (simple weapons), Weapon Proficiency 

(pistols, simple weapons), Withdrawal Strike (simple weapons) 


p Skills Acrobatics +12 


Systems basic processor, walking locomotion, 2 hand appendages 

Possessions short sword, pulse-wave pistol, durastee! battle armor, 
internal comlink 

Availability Licensed; Cost 11,000 


RAKATAN GUARDIAN DROID 

The Rakatan guardian droids are incredibly resilient and able to remain 
functional thousands of years after their original construction. The Rakatans 
used the droids for many functions, including security, guiding slaves, and 
overseeing complex projects and personnel. They understand the languages 
of the Rakatan slave species. Revan encounters several of these ancient 
droids while searching for the Star Forge. 


Rakatan Guardian Droid cL5 

Large droid (4th-degree) nonheroic 15, 

Init +9; Senses darkvision, Perception +15 

Languages Basic (understand only), Binary, Rakatan, Selkath (understand 
only), Shyriiwook (understand only), Tusken (understand only) 

Defenses Ref 19 (flat-footed 17), Fort 10, Will 11 

hp 38; Threshold 10 

Immune droid traits 

Speed 8 squares 

Ranged blaster rifle +13 (3d8) or 

Ranged flamethrower +13 (306) or 

Ranged carbonite projector +13 (3d8 stun) 

Base Atk +11; Grp +10 

Atk Options Point Blank Shot 

Abilities Str 10, Dex 14, Con —, Int 14, Wis 12, Cha 8 

Special Qualities increased stability 

Feats Armor Proficiency (light, medium), Exotic Weapon Proficiency 
(carbonite projector), Exotic Weapon Proficiency (flamethrower), 
Linguist, Point Blank Shot, Skill Training (Endurance), Skill Training 
(Survival), Weapon Proficiency (rifles) 

Skills Endurance +12, Mechanics +14, Perception +15, Survival +13 

Systems walking locomotion, heuristic processor, darkvision, improved 
sensor package, locked access, Rakatan internal generator, duranium 
plating 

Possessions integrated weaponry (treat as blaster rifle, flamethrower, and 
carbonite projector) 


BEasTS 

These beasts are just a small sample of the strange creatures found through- 
out the galaxy, and represent some of the biggest threats encountered by 
heroes in this time. 


KATH HOUND 

Kath hounds are beasts native to the planet Dantooine, They stand about 
1 meter tall, with four legs and razor-sharp teeth. One breed also sports 
impressive horns, flanking its head on three sides, The hounds are dangerous 
to the unprepared, Occasionally, criminal lords in the Exchange keep them 
as pets, or for use as primitive guardians. 


Kath Hound CL3 
Small beast 4 
Init +2; Senses Perception +1 
Defenses Ref 14 (flat-footed 14), Fort 12, Will 10 
hp 18; Threshold 12 
Speed 6 squares 
Melee 2 claws +5 (1d3+4) and 
bite +5 (1d4+4) 
Base Atk +3; Grp +4 
Atk Options Bantha Rush 
Abilities Str 14, Dex 10, Con 12, Int 2, Wis 9, Cha 8 
Feats Bantha Rush, Improved Defenses 
Skills Jump +9 


RAKGHOUL 

Rakghouls are the hideous results of the feared rakghoul disease that plagued 
the Taris surface and Undercity. Those infected mutated into savage four- 
legged beasts within hours. The aggressive nature of the rakghouls made them 
extremely dangerous to anyone who was not already infected. They attack on 
sight, infecting their victims through the wounds they inflicted. 


Rakghoul cL4 

Medium beast 4 

Init +9; Senses low-light vision, Perception +7 

Defenses Ref 17 (flat-footed 14), Fort 13, Will 10 

hp 26; Threshold 13 

Speed 6 squares 

Melee 2 claws +5 (1d4+4) and 
bite +5 (1d6+4) 

Base Atk +3; Grp +5 

Atk Options Bantha Rush 

Abilities Str 14, Dex 15, Con 17, Int 1, Wis 10, Cha 2 

Feats Skill Training (Initiative), Skill Training (Perception) 

Skills Initiative +9, Jump +9, Perception +7 

Rakghoul Disease—When a rakghoul successfully damages a living 
creature with its bite attack, the target may become infected with 
the rakghoul disease. Make an immediate attack against the target's 
Fortitude Defense at +8; if successful, the target is infected. Once 
infected, the rakghoul disease makes a single attack against the 
target's Fortitude Defense once every five minutes at +8. After three 
successful attacks, the target transforms into a rakghoul. For targets 
other than Medium size, adjust the statistics above so that the size 
matches the target's original size, A successful Treat Injury check (DC 
25) with access to the rakghoul serum can remove this disease, 
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“THIS 


IS BUT A TASTE OF THE DARK SIDE.” 


Journey back nearly four thousand years before the Battle of Yavin to a time when 
the Republic struggled for survival against the threats of the Sith and the Mandalorians. 
The Knights of the Did Republic” Campaign Guide gives you everything you need to play 
in the time of the Mandalorian Wars and the Jedi Civil War. Play a noble Jedi struggling 
against the Sith, or a Republic soldier fighting to keep the Mandalorian hordes fram i 
sweeping across the galaxy like a storm. 


FEATURING: 
@ A complete campaign setting covering the /a/es of the Jedi and Knights of 
the Did Republic comics and video games. 


@ An in-depth look at the species, technology, heroes, and villains from the distant 
past of Star Wars. 


@® New character options, including talents and feats, as well as expanded uses of character 
abilities featured in the Star Wars® Ableplaying Game Saga Edition core rulebook 


@® A detailed examination of the Mandalorians, the Sith, the Jedi, and the Old Republic. 


To use this accessor, players and Gamemasters 
also need the Star Wars Roleplaying ame Saga 
edition care rulebook, 
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Star Wars Roleplaying Game: Knights of the Old 


Republic - Errata and Official Clarifications 
Updated - January 2009 


Errata 


p. 26 — Demoralizing Defense 
Add the following sentence to the end of this talent’s description: “A single target may only be affected by this talent 
once per round.” 


p. 32 - Table 2-1: Feats Implant Training 
Change the table description for Implant Training's benefit to “Do not move extra steps down the condition track.” 


p. 39 - Taint of the Dark Side 
Add the following sentence to the end of the talent’s description: “If you spend a Force Point or Destiny Point to 
modify this power in any way, you increase your Dark Side Score as normal.” 


p. 47 — Melee Duelist Requirements 
Change the Feats section to say, “Melee Defense, Rapid Strike, Weapon Focus with any melee weapon.” 


p. 47 — Dual Weapon Flourish II 
Add the phrase “once per turn on your turn” before the phrase “you can make a full attack...” 


p. 47 — Single Weapon Flourish II 
Add the phrase “once per turn on your turn” before the phrase “you can make a full attack...” 


p. 67 — Adhesive Grenade 
Add the following sentence to the end of the weapon’s description: “Adhesive grenades have a 2-square burst 
radius.” 


p. 69 — CryoBan Grenade 
Add the following sentence to the end of the weapon's description: “CryoBan grenades have a 2-square burst radius.” 


p. 69 — Lanvarok 
Change the last sentence of the second paragraph to say, “Massassi and Kissai treat the Massassi lanvarok as a 
simple weapon instead of as an exotic weapon.” 


p. 75 — Table 5-6: Weapon and Armor Accessories 
Change the Upgrade Slot Cost of the Improved Energy Cell to 1. 


Knights of the Old Republic Clarifications 


p. 31 — Weapon Focus + Weapon Finesse Combined Feats 
Remove the phrase “for the purpose of Weapon Finesse” from the end of the paragraph. 


p. 35 — Sniper Shot 
The bonus to attacks applies to all attack rolls made until the beginning of your next turn. 


p. 39 — Improved Riposte 
Remove the phrase “once per turn” from the beginning of the talent’s first sentence. 


p. 44 - Brutal Attack 
You determine damage (including doubling damage from a critical hit) and compare it to your target's damage 
threshold first, then add the extra die of damage when applicable. 


p. 47 — Exotic Weapon Master 
Add the phrase “or talents” after the word “feats” in the second sentence of this talent’s description. 


p. 52 —- Wound Force Power 
Change the first sentence of the Special section to say, “If the target moves 1 or more steps down the condition track 
as a result of being damaged by this power, the condition becomes...” 
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T7, 
INTRODUCTION 


The Clone Wars polarize the galaxy, from Coruscant to Geonosis. The 
Separatists’ movement to create their own government, separate from the 
Republic, spirals out of control into a full galactic-scale conflict. Villains rise 
to prominence, heroes fall in battle, and the galaxy teeters on the edge of 
total chaos. In a Clone Wars campaign, war has come to the galaxy far, far 
‘away, and the actions of your heroes can tip the balance toward the Republic 
or the Confederacy of Independent Systems. 

AClone Wars campaign takes place against the backdrop of a devastating 
galactic conflict which stretches from the Deep Core to the fringes of the 
Outer Rim. Everywhere the heroes go they are confronted with the realities 
of galactic war. Nearly every world has a Republic or Separatist presence, and 
even remote and out-of-the-way planets are drawn into the war. Except for 
the Unknown Regions, nowhere in the galaxy offers escape from the Clone 
Wars. Previously peaceful planets are swept up in increased militarization, 
and worlds that have been free of conflict for centuries are now the site of 
devastating clashes. No organization is safe from the effects of the war, as 
corporations, criminal empires, and mercenary armies struggle to find a way 
to survive the expanding conflict, and turn a profit at the same time. 

Meanwhile the defenders of peace and justice in the Old Republic—the 
Jedi Knights—are stretched beyond their capabilities in their role as leaders 
in the Clone Wars. With even newly knighted Jedi being placed at the heads 
of entire armies, the Jedi are simultaneously more prominent in the galaxy 
and yet on the brink of extinction. Many worlds see a greater Jedi presence 
than they have in millennia, yet the Jedi themselves fall one by one on the 
field of battle. Meanwhile, the Confederacy recruits more villainous mem- 
bers, and soon the likes of Count Dooku, General Grievous, Asajj Ventress, 
and General Loathsom are facing off against Yoda, Mace Windu, Obi-Wan 
Kenobi, and Anakin Skywalker. As the Jedi go into decline, sinister villains are 
on the rise. Meanwhile, Supreme Chancellor Palpatine oversees the entire 
conflict, secretly playing each side against the other in his guise as the Sith 
Lord, Darth Sidious. 


“TWICE THE PRIDE, 
DOUBLE THE FALL.” 


- COUNT DOOKU 
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A GALAXY AT WAR 

The Clone Wars might be the greatest, most far-reaching conflict the galaxy 
has seen—at least in recorded history. Even during the Jedi Civil War, many 
worlds escape the conflict entirely, However, when the Separatists withdraw 
from the Republic, they create a schism that divides the galaxy into two fac- 
tions. As a result, worlds that would have remained neutral are forced into 
either the Republic camp or the Separatist camp because of the imperative 
to declare allegiance to one of the two competing governments. In the Clone 
Wars, any world that attempts to maintain neutrality is crushed between the 
Republic and the Confederacy as they compete for that world’s resources. 

Whether aligned with the Republic or the Confederacy, many planets— 
especially those with significant manufacturing resources—become vital to 
the war effort simply by being able to produce ships, weapons, and equip- 
‘ment. On some worlds, militarization is harsher than on others. For example, 
the shipbuilding facilities of Utapau, which had previously manufactured 
domestic planetary defender starfighters, are forced to produce Mank- 
virn-814 light interceptors and Porax-38 starfighters for the Confederacy. 
Other worlds are practically enslaved to meet the demands of their military 
‘masters, and the natural resources of entire planets are consumed in a matter 
of months to keep the fight going. 

Even remote worlds feel the sting of the Clone Wars. Remote Tatooine— 
where the Republic has had no presence—is embroiled in the war as the 
Confederacy attempts to trick Jabba the Hutt into influencing the other Hutt 
clans to allow the Separatists to use the their shipping lanes. The Techno 
Union sets up a top-secret research facility on snow-covered Nelvaan, where 
the natives have lived in isolated peace for most of their history. No matter 
how far out on the Outer Rim or how deep in the Deep Core the planet is, 
the Clone Wars affect it, 


CHOOSING Sipes 

‘The heroes of a Clone Wars campaign can have options regarding their alle- 
giance and are far more likely to side with one faction or another, at least 
tangentially, giving them a stake in the Clone Wars as a whole. For example, 
the heroes might choose to support the Republic as official members of the 
Republic military or other Republic agency, such as the Judicial Department or 
the Jedi Order. Or they might be citizens doing their part to ensure the Repub- 
Jic's success, The heroes might be mercenaries, privateers, or free traders who 
volunteer to help transport undercover Republic agents behind Confederacy 
lines. Heroes might even be clone troopers or members of the Republic Navy, 
putting them right in the middie of the galaxy-spanning conflict. 

Conversely, the heroes might choose to ally themselves with the Sepa- 
ratists, seeing the Republic 2s the faction in the wrong. These heroes might 
be mercenaries, smugglers, or even Jedi who have left the Order, convinced 
that the Confederacy represents the galaxy's best chance for freedom. Alter- 
natively, the heroes might ally with one of the various trade organizations, 
working 2s corporate troubleshooters or freelance agents hired by the Trade 
Federation, the Techno Union, or the Retail Caucus to deal with Republic 
disruptions of supply lines or seditious elements on Confederate worlds. The 
heroes might not support questionable Confederacy tactics (such as those 
employed by the sinister military leaders, like General Grievous and General 
Loathsom), but they might yet believe that even with such leadership the 
Confederacy is a better alternative than the Republic. 

The heroes might be on the fringes of society, trying to get along in the 
galaxy despite the raging Clone Wars. Even neutral heroes are likely unable to 
avoid the conflict of the war, and their allegiance might hinge on who attacks 
them first. These heroes can try to play both sides of the conflict against 
each other, but this is a precarious path to walk. After all, one faction might 
get word that the heroes are working with the other, and when this hap- 
pens, the situation can quickly go bad. Fringe heroes with the best intentions 
might find themselves staring down the full military might of the Republic 
if they misplay their cards. By the same token, heroes who attempt to stay 
neutral also have the opportunity to experience life on both sides of the war, 
‘opening options for a Gamemaster who wants to have the heroes work with 
the Confederacy in one adventure and the Republic in the next. 
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THE CLONE WARS 

The Clone Wars encompass a complicated series of battles and skirmishes 
with a complex history Covering approximately three years. Below are some 
‘major events in the Clone Wars. Gamemasters can use these events as quide- 
posts when creating Clone Wars zdventures. They serve as good markers for 
the major events during this turbulent time. 


THE BATTLE OF NABOD 

Though the Battle of Naboo is litt'¢ more than a skirmish between the Trade 
Federation and the planetary defense forces of the planet Naboo, it is the 
precursor to the Clone Wars, which begin ten years later. The repercussions 
of this battle echo through the Clone Wars and beyond. After the Battle of 
‘Naboo, Palpatine is elected to the post of Supreme Chancellor, allowing him 
to manipulate the Republic into the Clone Wars. Meanwhile, the Trade Fed- 
eration is rebuffed and joins with the other trade organizations to form the 
alliance that eventually becomes the Confederacy of Independent Systems. 
Lastly, the Battle of Naboo leads to Anakin Skywalker becoming the Padawan 
of Obi-Wan Kenobi, a course of events that shakes the entire galaxy. 


THE BATTLE OF GEONOSIS 

The first true battle of the Clone Wars, the Battle of Geonosis introduces 
the Grand Army of the Republic and unleashes the clone troopers upon the 
galaxy. On this desolate planet the first shots of the galactic conflict are 
fired, and the full extent of Count Dooku's betrayal becomes evident to the 
Jedi, Many Jedi die on Geonosis, but just as many are thrust into the com~ 
mand of clone forces, setting a precedent that draws the Jedi out into the 
galaxy as military leaders. 


CORUSCANT AND UTAPAU 

After three years of struggling against the Confederacy, the Jedi strike a 
major blow against the Separatists with the death of Count Dooku. If the 
process of rescuing Supreme Chancellor Palpatine from the flagship of the 
Separatist fleet, Anakin Skywalker dispatches the Sith apprentice, and the 
Republic wins a significant vietory. A short time later, Obi-Wan Kenobi ends 
General Grievous's reign of terror during the siege of Utapau. in a short time, 
the Jedi eliminate two of the Confederacy’s powerful leaders, and the tide 
shifts heavily in favor of the Republic. 


ORDER 66 

Without strong military leadership, the Confederacy is on the brink of col- 
‘apse, The Jedi suspect that Palpatine has no intention of giving up his power 
after the Clone Wars end, After a confrontation leaves Mace Windu dead 
‘and Anakin Skywalker as the new apprentice of Darth Sidious, clone forces 
throughout the galaxy respond to Order 66, turning on their Jedi generals 
and slaughtering the noble defenders of the Republic. With the Jedi Order 
wiped out, Skywalker, now named Darth Vader travels to Mustafar, murders 
the remaining leaders of the Confederacy, and brings the Clone Wars to its 
‘tue end. 


“THE SHROUD OF 
THE DARK SIDE HAS 


FALLEN. BEGUN, 
THIS CLONE WAR 
HASI" 

- YODA 


CHAPTER | 
SPECIES 


The Clone Wars are a time of turmoil and strife throughout the galaxy. The 
lumber of alien species affected by the war number in the thousands. In 
addition to those systems and species that side with either the Republic or 
the Confederacy, a number of neutral species, such as the Nelvaanians, are 
unwittingly drawn into the war. 

This chapter presents several new species that can be played as heroes 
in any Star Wars campaign, although they are particularly appropriate for 
Clone Wars campaigns. 


SPECIES 
CHARACTERISTICS 


Your character's species determines some of his or her qualities. 


ABILITY ADJUSTMENTS 

Find your character's species on Table 1-1: Species Ability Adjustments, 
and apply the adjustments listed there to your character's ability scores. 
Use Tables 1-2 and 1-3 on the next page to help determine age, height, 
and weight, 


TABLE t-li SPEciES 
ABILITY ADUUSTMENTS 


SPECIES ABILITY ADJUSTMENTS 

Dug +2 Dex, -2 Cha 

Gen'Dai +4 Con, -2 Wis, -2 Cha 
Iktotehi +2 Con, -2 Cha 

Kaleesh 2Dex, +2 Con, -2 Int, +2 Cha 
Kaminoan +2 Int, -2 Wis 

Kerkoiden -2Con, +2 Wis 

Nautolan +2 Con, -2 Int, -2 Wis 
Nelvaanian -2Int, +2 Wis 


Vurk -2 Dex. +2 Con, +2 Cha 
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YOUNG MIDDLE Dugs are an arboreal species fram the Republic world of Matastare. They are 
SPECIES CHILD ADULT ADULT AGE © OLD VENERABLE —_ strong and agile for theit size, and climb and jump exceptionally well. Dugs 
ae io") t0Lta” HeLay) “aaa Tenaga yee unwillingly share their hameworld with the Gran, who establish trade colonies 
. con Malastare in 8,000 BBY. The Dugs fight a tong, intense war against the 
Gen'Dai 1-8 10-200 201-989 1,000- 2,000- 4000+ Gran. Eventually the Republic intervenes and sides with the Gran, negotiating 
1,999 3,999 4 truce that essentially demilitarizes the Dugs. 
Iitotchi 113° 14-18 19-44 45-70 71-89 904 In response to their marginalization, the Dugs develop a culture based, in 
Fi 2% large part, on self-pity. They are self-congratulatory to a fault, and every Dug 
t 1-! )-24 4 H-! = 4 

Eatesst ee Oia at pe Seats claims at least one celebrated hero or martyr in his family tree. Beads, worn on 
Kaminoan = 1-6 = 7-10. 11-39 40-59 60-79 80+ their ear fins, represent these purported patriots and their stories of heroism. 
Kerkoiden 1-11. 12-18 19-45 46-70 71-80 t+ To question the legitimacy of 2 Dua's collection of martyr beads is 2 grave 

ACSUCSISe NL co ns NAR NSAO IATL ERERB I JO insult that can be retracted only by the death of the offending party. 
Nee TT eee Stags, sich, SARA ase Personality: The Dugs' reputation for violence and bullying is well- 
deserved. As a species, they are adversarial, preferring to solve problems 
Vurk e714 15-30-49 50-69 704+ through intimidation and hostile acts. They consider themselves to be 


beleaguered warriors, underdogs who must fight against the rest of the 


j universe for what is rightfully theirs. Despite their best efforts, the Dugs 
are continually mired in defeat. They tend to be xenophobic, and this fear of 
| outsiders often manifests as blatant bigotry. 


SPECIES HEIGHT WEIGHT Physical Description: Dugs are vaguely humanoid, in that they possess 3 
Dogme ir 48g torso, two legs, and two arms. The positions of their limbs are reversed, how- 
Cares on a ever, $0 that they use their upper limbs for walking and their lower limbs to 

D7 9 manipulate objects. They have brown skin, floppy ear flaps, and large mouths 
Gen'Dai, male or female 2.5m 145 kg filled with broad, flat teeth. Male dugs possess a flap of skin 
Iktotchi, male or fernale 1.8m 804g on their throats that can be inflated and used to produce 
RRO au B0kg mating calls during the appropriate season. 

Homeworld: Malastare. 
Kaleesh, female 1.6m 75 kg Epacitamel: Dig: 
Kaminoan, male 27m 70 kg Example Names: Drodwa, Flugello, Flugo, 
Kaminoan, female 21m 65 kg Gorlok, Langro Luvagwa, Pugwis, Rewulga, 
. Sebulba, Sloor. 

Reset alee female se ae) Adventurers: Dugs are drawn to occupations 
Nautolan, male or female Lm 75kq that involve skullduggery and violence, and they 
Nelvaanian, male 2m 1309 make exceptional scoundrels, scouts, and 
Nelvaanian, female 15m $0 eg soldiers. Dug nobles are rare, and the typical 
ork male ae 90kg Dug does not possess the mental acuity or 


patience required to become a Jedi 
Vurk, female 1.9m 85 kg = 


DUG SPECIES TRAITS 
Dugs share the following species traits: 

Ability Modifiers: +2 Dexterity, -2 Charisma. Dugs possess excellent 
reflexes and hand-eye coordination, but they rarely think before they act 
and are known for their crude demeanor. 

Small Size: As Small creatures, Dugs gain a +1 size bonus to their Reflex 
Defense and a +5 size bonus on Stealth checks. However, their lifting and 
carrying limits are three-quarters of those of Medium characters. 

Speed: Dug base speed is 6 squares. 

Athletic: A Dug can reroll any Climb or Jump check, but the result of the 
reroli epust be accepted, even if itis worse. In addition, a Dug can take 100n 
Climb and Jump checks even when distracted or threatened, 

Automatic Languages: Dug. 


GEN'DAI 
The Gen'Dai benefit from extremely long life spans, Accounts of Gen'Dai living 
to be over four thousand standard years old are common. They 2re a hardy spe- 
cies, thanks in part to their unique physiology. The Gen'Dai have na centralized 
vital organs, and their elaborate nervous and vascular systems allow them to 
act quickly and withstand wounds that would kill nearly any other creature. 
The Gen‘Dai are intergalactic nomads, constantly traversing the galaxy. 
The location of their homeworld has been lost to time. Even those Gen'Dai 
who claim to have lived For several millennia cannot, of do sat, reveal its 


location. 

Personality: With few exceptions, the Gen'Dai are an introspective and 
peaceful species. Because of their extraordinarily Jong life spans, they are 
slow in their decision-making processes. 
They consider the long-term conse- 
quences of their actions, and do 
not jump to conclusions with 
out adequate evidence. 

‘As they age, they begin 

to lose their grip on their 
mental faculties. Their per- 
sonalities become increas- 
ingly disjointed, and their 
penchant for introspection 
‘causes them to suffer from 
depression, psychosis, and 
‘other forms of insanity. 


Physical Description: Superficially, Gen'Dai appear to be a humanoid 
race. Their skin color ranges from light red to deep purple, and their eyes 
vary from bright red to dull yellow-orange. A mandiblelike protrusion extends 
from cach of their cheekbones. The Gen’Dai are large, typically standing over 
two meters tall 

Homeworld: Unknown, 

Languages: Gen'Dai. 

Example Names: Durge, Grozm, Kranth, Lu'urn. 

Adventurers: The most common character class for Gen’Dai heroes is 
the scout, followed by the soldier. A few Gen'Di use their veritable immor- 
tality to amass wealth and influence as nobles, and oniy 2 handful become 
scoundrels. No Gen'Dai are known to have become Jedi. 


GEN'DA!I SPECIES TRAITS 
Gen‘Dai share the following species t-aits: 

Ability Modifiers: +4 Constitution, -2 Wisdom, -2 Charisma. Gen’Dai 
are incredibly resistant to damage, but their tong life spans cause them to 
be mentally unstable. 

Large Size: As Large creatures, Gen‘Dai take 2 -1 size penalty to their 
Reflex Defense, a -5 size penalty on Stealth checks, and gain a +5 size bonus 
to their damage threshold. Their lifting and carrying limits are double those 
‘of Medium characters. 

Speed: Gen'Dai base speed is 8 squares, 

Gen’Dai Surge: Whenever a Gen'Dai takes its second wind, it regains § 
hit points every round at the end of its turn until killed, until the end of the 
encounter, or until reaching one-half hit points (whichever comes first), 
eration: A Gen’Dai can enter a state similar to a hibernation trance. 
A Gen'Dai can use the Force Trance application of the Use the Force skill 
untrained (and even if not Force-sensitive) and can remain in the trance 
indefinitely. A Gen'Dai in such a state ceases to age, and needs no food, 
water, or air until it emerges from hibernation, 

Mental Instability: As they age, Gen'Dai begin to lose touch with reality. 
For each age category a Gen'Dai advances past Adult, it takes an additional 
Joss of ~1 Wisdom, Gen'Dal characters never gain increased Wisdom due to 
age, though they can increase their Wisdom scores as their character level 
increases. 

Regeneration: A Gen'Dai can regrow lost body parts—including signifi- 
cant portions of its physical structure and individual limbs—in 1410 minutes, 
At the end of that time, all persistent penalties associated with the loss of 
‘one or more limbs are semoved. 

Resilient Physiology: Because of their unique physiology, the Gen'Dai 
can shrug off the effect of wounds that would be fatal to any other spe- 
cies. Because of this, a Gen'Dai’s damage threshold is doubled after adding 
bonuses for feats or size when determining whether the Gen’Dai is killed by 
‘an attack (but not for any other purpose). 

Automatic Languages: Basic and Gen'Dai 
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IKTOTCHI 
Hailing from the Expansion region 
world of tktotchon and its 
moon, Iktotch, the Iktotchi 
are a race of precog- 
nitive humanoids. All 
Iktotchi possess this 
precognitive ability, 
which manifests as 
vivid dreams, visions, 
or waking dreams. Few 
Iktotchi have control of 
how or when their precog- 
nition manifests ar of what 
it reveals to them. As a spe- 
cies, they know of the Republic's 
coming long’ before their world is 
visited, and they are prepared to 
welcome the guests that would 
usher them into a vast galactic 
society. Iktotchi are famed for their prowess as pilots, and attribute their 
success at the helm to nearly imperceptible precognitive inclinations. 

Because of their visiens, Iktotchi are aware of the bloodshed that heralds 
the coming of the Clone Wars. Many of the era's prominent diplamats are 
Iktotchi who seek to avert the impending violence. 

Personality: Iktotchi are a deeply emotional species. Despite their sensi 
tive qualities, their culture dictates that they must hide their feelings behind 
a veneer of quiet stoicism. Though they respect the nature of diversity in 
the galaxy, the Iktotchi have a hard time forming lasting friendships with 
members of other species because of the Iktotchi’s occasional impatience 
with species who lack their precognitive gifts and because of other species’ 
vert suspicion of the Iktotchi's precognition, 

Physical Description: The Iktotchi are a humanoid species with large, 
downward-curving horns. Females have smaller horns than the males. Their 
skin is thick, tan, and hairless, weather beaten by Iktotchon's fierce winds. 
Their eye color ranges from yellow to orange, 

Homeworld: Iktotchon, 

Languages: Iktotchese. 

Example Names: Arctan Meeso, Daedar Xiese, Liiren Baelar, Niira Kor, 
Suesee Tiin, Seer Varree, 

Adventurers: Iktotchi who journey out into the galaxy become nobles, 
scouts, or soldiers. A small number excel as scoundrels by using their spe~ 
cies’ reputation for clairvoyance to run scams and rackets, despite a strong 
cultural prohibition against using their visions to generate a profit. Because 
of their precognitive talents, there have been several notable Iktetchi Jedi, 
such as Sactee Tis, 


IKTOTCH! SPECIES TRAITS 

Iktotchi share the following species trait 
Ability Modifiers: +2 Constitution, -2 Charisma. Though they are a 

hardy species, the Iktotchi are a quiet and introspective people and have 

trouble forming friends 
‘Medium Size: As Medium creatures, Iktotchi have no special bonuses or 

penalties due to their size. 

ase speed is 6 squares. 

ktotchi have tough skin that provides a +1 natural 

armor bonus to their Reflex Defense. A natural armor bonus stacks with an 

armor bonus. 

Limited Precognition: Iktotchi are gifted with limited precognition and 
are subjected to prophetic dreams, Once per encounter, as a reaction, an 
Iktotchi can grant itself or any vehicle the Iktotchi pilots a +2 species bonus 
to Reflex Defense against any single attack. 

Expert Pilot: An |ktotchi can reroll any Pilot check, but the result of the 
reroll must be accepted, even if itis worse. 

‘Automatic Languages: Basic and Iktotchese. 


KALEESH 
The Kaleesh are a nomadic species with a tribal culture. They are spiritual 
‘beings who worship their ancestors as deities, and they consider their ances- 
tral burial grounds to be sacred lands. The Kaleesh believe that anyone who 
dies in honorable service to his people becomes a god upon death. 

The Kaleesh come to momentary prominence in the galaxy when they 
fight off an invasion by an alien species known as the Huk. Having already 
subjugated and exploited the natural resources of 
several worlds, the Huk capture millions 
of Kaleesh and sell them into slavery. 
However, the Huk invasion of Kalee is 
short lived. Under the leadership of @ 
hero who eventually comes to be known 
a8 Grievous, the Kaleesh repel the Huk. 
They doggedly pursue their enemies 
into space, and the Huk are completely 
overcome by the Kaleesh. The hunters 
become the hunted. The Huk request 
assistance fram the Republic, and 
through a number of underhanded 
dealings, they receive it. AS 2 
result, the Republic subjects 
the Kaleesh to severe eco- 
nomic sanctions, and the 
Kaleesh are marginalized by 
galactic society. 


Personality: Kaleesh are 2 warlike species, but they reserve their ire for 
those who provoke them, They art protective of their territory—especially 
their ancient burial grounds. Kaleesh hold their families and tribes in high 
esteem, and do anything to protect them. These sentiments sometimes extend 
to non-Kaleesh who prove themselves to be trustworthy companions, but 
such a distinction is rare, Honor and sacrifice at the expense of oneself are 
inighly valued qualities in their society. 

Physical Description: The Kaleesh are tall, reptilian humanoids. Their 
scaly skin varies from deep red to dull yellow. Their black hairis worn in tong 
braids or tied up in a queue or topknot. 

The long faces of the Kaleesh are framed on either side by two sharp 
tusks that extend outward from tneir jawbones, and their nostrils are two 
long slits that stretch toward their yellow eyes. However, few non-Kaleesh 
have seen the faces of these enigmatic aliens, for they wear masks made 
from the skulls of some of Kalee’s most vicious predators. The Xaleesh are 
also distinguished by their hands, which each feature four long fingers, two 
of which are fully opposable. 2 

Homeworld: Kalee. 

Languages: Kaleesh. 

Example Names: Qymaen jai Sheelal, Ronderu lij Kumar, Bentilais san 
Sk'ar 

Adventurers: The Kaleesh excel in the roles of scout and soldier. Given 
their inherent sense of honar and dignity, they also make excellent nobles 
but rarely take on the role af a scoundrel. Aithough no Kaleesh Jedi are 
known, Kaleesh spiritual traditions view Forte sensitivity 3s boon granted 
by their ancestors, 


KALEESH SPECIES TRAITS 
Kalvesh share the folfowing species traits: 

Ability Modifiers: -2 Dexterity, +2 Constitution, -2 Intelligence, +2 
Charisma. 

Medium Size: As Medium creatures, Kaleesh have no special bunuses or 
penalties due to their size, 

Speed: Kaleesh base speed is 6 squares. 

Conditional Bonus Feat: Kaleesh are a nomadic people who have learned 
to live off the land, A Kaleesh with Survival as a trained skill gains Skill Focus 
(Survival) as a bonus feat. 

Darkvision: Because of the thermoreceptor glands next to their eyes, 
Kaleesh ignore concealment (including total concealment) from darkness 
However, they cannot perceive colors in total darkness, 

Driven: Kaleesh are focused individuals who maintain sight of their goals 
even under adverse conditions. Because of this single-minded drive, they gain 
a +5 species bonus to Will Defense against mind-affecting effects. 

Persistent: A Kaleesh can reroll any Endurance check, but the result of 
the reroll most be accepted, even if it is worse. 

‘Automatic Languages: Basic and Kaleesh 


KAMINOANS 

The watery planet of Kamino is home to a species of cloners known as 
Kaminoans. These tall aliens are the result of generations of selective 
breeding and genetic modification that began when their world suffered a 
drastic change in climate. These restrictive breeding programs have made 
Kaminoans an extremely adaptable species. Apart from gender, Kaminoans 
have little variation, and to the untrained eye they all look the same. Subtle 
val ions have been introduced into their genetic codes, however, allowing 
for diversity within a strict set of parameters. 

The economy of Kamino is based on cloning for profit, but not every 
Kaminoan isa cloner by trade. The majority of Kaminoans support their com- 
munities with various skills and specialized abilities. They strive to perform 
their work flawlessly, and seek perfection. Because Kaminoans are moderately 
xenophobic and rarely venture away from their homeworld, they are a rare 
sight in other parts of the galaxy. 

Personality: Kaminoans see themselves as superior to other forms of life. 
They harbor a private intolerance for imperfection, but they are, nonetheless, 
polite to outsiders. To a Kaminoan, any species that seeks self improvement is 
worthy of respect, but those who do not are obviously inferior and deserve their 
inevitable dectine. This attitude is reflected in their clor processes, where 
‘entire crops of clones might be eliminated due to a single, subtle flaw. 
al Description: Kaminoans are talt and gaunt, with pale skin, 
ingered hands, and long necks. Their faces are small and dominated 
by a pair of large, black eyes. Every male Kaminoan has a finlike crest on the 
top of his head, but female Kaminoans have none. 

Homeworld: Kamino. 
Languayes: Kaminoan 
Example Names: Aya Lim, Lama Su, 
Maru Lan, Tau Shel, Taga Sai, Seva Ke, 
Taun We. 
Adventurers: Because they are 
genetically designed, Kaminoans 
are bred to fulfill a specific role 
‘or niche. They make excellent 
nobles, scouts, and soldiers, 
Scoundrels, though rare, are 
not unheard of. Kaminoans are 
not bred with Force sen: 
though anomalies are possible. 
Kaminoan Jedi are essentially 
nonexistent 
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KAMINOAN SPECIES TRAITS 
Kaminoans share the following species traits: 

Ability Modifiers: +2 Intelligence, -2 Wisdom 

Medium Size: As Medium creatures, Karninoans have no special bonuses 
‘or penalties due to their size 

Speed: Kaminoan base speed is 6 squares. 

Conditional Bonus Feat: Kaminoans are expert cloners and possess 
remarkably knowledge 2bout the physiologies of species across the galaxy. 
AKsmingan with Treat Injury as a trained skill gains Skill Focus (Treat injury) 
as a bonus feat. 

Resistant: Scientific refinements te their genetic code make Kaminoans 
resistant to poisons, disease, radiation, and other hazards that target their 
physiology, Kaminoans gain a +2 species bonus to Fortitude Defense. 

Automatic Languages: Basic and Kaminoan. 


KERKOIDENS 

A smalter species from the Expansion Region, the Kerkoidens are aggressive 
and cunning beings who often have something to prove. Excellent traders, 
skilled politicians, and creative military commanders, Kerkaidens are known 
as formidable opponents, a reputation they prove is well-earned curing the 
Clone Wars. 

Xenobiologists from the University of Sanbra believe that the Kerkoiden 
species descended from quadruped predators that hunt on the savannahs 
and in the jungles of Kerkoidia. Much of the Kerkoiden physiology seems to 
support this claim, including their hunched posture, fang snout, claws, and 
jutting teeth. Additionally, Rerkoiden aggression seems to be consistent with 
the predatory instincts of their ancestors, lending credence to this theory 
of Kerkoiden evolution. 

The Kerkoiden species as a whole has fought to evolve beyond their 
predatory ancestry and prove to the galaxy that they are sophisticated and 
civilized. Many Kerkoiden nobles pride themselves on superior breeding 
and also on being refined and sophisticated enough to rub elbows with the 
galaxy's elite on Coruscant, Of course, this also leads to elitism among the 
Kerkoidens, which does the species no favors on the galactic scere. 


“UNLESS YOU CALL 
OFF YOUR TROOPS 
RIGHT NOw, I WILL 
HAVE NO CHOICE 
BUT TO DESTROY 
you.” 


-GENERAL WHORM 
LOATHSOM 


Personality: The 
Kerkoidens have shifted 
many of their cunning 
predatory instincts over to 
the social arena, becom- 
ing savvy politicians on 
2 galactic scale. Most 
Kerkoidens are pushy if 
not outright aggressive. 
They are regard every- 
one with suspicion, and 
expect decention from 
their political and social 
rivals. Additionally, many 
Kerkoidens would like to 
believe that their people 
are more evolved and 
sophisticated thar thei 
beritage suggests, leading 
them to be both elitist and 
arrogant at times. 

Physical Deseription: 
Kerkoidens are hunched beings with rough skin that ranges in hue from green 
to dark blue. Their bodies still show sighs of predator physiology, namely their 
long ciaws and jutting teeth. Kerkoidens have tall, slender heads with long 
snouts and narrow eyes. 

Homeworld: The Kerkoiden species hails from Kerkoidie, a world covered 
in tall, grassy savannahs and thick swamps in the Expansion Region, specifi- 
cally in the Kira Sector just off of the Harrin Trade Corridor, 

Languages: Kerkoidens speak Kerkoidese and Basic. 

Example Names: Dram Bothren, Var Cashral, Pheel Hoshar, Whorm 
Loathsom. 

Adventurers: Kerkoiden adventurers gravitate toward classes where 
they can freely exhibit their aggressiveness or demonstrate their sophisti- 
cation. Soldiers are common. Kerkoidens also make excellent nobles, using 
their wisdom and cunning to talk circles around their opponents. Kerkoiden 
scoundrels take pleasure in throwing a proverbial hydraspanner into their 
opponents’ plans, sowing discord and shattering enemy organization. 
Kerkoidens who learn to temper their aggression with wisdom might also 
become Jedi. 


KERKOIDEN SPECIES TRAITS 
Kerkoidens share the following species traits: 

Ability Modifiers: -2 Constitution, +2 Wisdom. Though fess hardy than 
‘other species, Kerkoidens are devious and cunning. 

‘Medium Size: As Medium creatures, Kerkoidens have no special bonuses 
or penalties due to their size 

‘Speed: Kerkoiden base speed is 6 squares. 

Predator's Heritage: Despite their stature, Kerkoidens are descended 
from predatory beings. Kerkoidens gain a +2 species bonus on damage 
rolls against a target that has been damaged since the beginning of the 
Kerkoiden’s last turn, 

Social Cunning: Kerkoidens may use their Wisdom modifier in the place 
of their Charisma modifier for determining their skill bonus an Deception 
and Persuasion, 

Automatic Languages: Basic and Kerkoidese. 


NAUTOLANS : 

Nautolans are one of the sentient species native to the pianet Glee Anseim. 
Their language, Nautila, evolved underwater and is heavily tied to pheromones. 
‘Out of water, Nautila loses much of its meaning. As a result, Nautolans learn 
another language, typically either Basic or Anseimian, the language of the 
Anselmi people, who are native to Glee Anselm's land masses. 

Even though they are aquatic, Nautolans have little difficulty living in 
climates that would be uncomfortable for other amphibians. They are a 
hardy species, due in part to the extra cartilage that supports their skeletsl 
structures, Given their aquatic origins, they are excetlent swimmers, 

Personality: Nautolans are loyal and steadfast companions, They wear 
their moods on their proverbial sleeves, expressing both jay and despair with 
equal zeal. Though polite and civilized under most circumstances, Nautolans 
tend to reflect the moods of others around them, The tendrils on their heads 
sense the pheromones released by others. This can inadvertently affect a 
Nautolan's disposition—for better or for worse. Despite their peaceful nature, 
Hautolans are not above defending themselves. 

Physical Description; Nautolans have thick green skin that is covered 
in dark, mottied spots. Their large, black eyes allow them to see well in dim 
light. Each Nautolan's head is crowned by long, tentacielike tendrils, which 
the Nautolan decorates with leather bands, metal rings, of beaded ties, 

Homeworld: Glee Anselm. 

Languages: Nautila. 

Example Names: Hiskar Dorse 
Rin Mako, Setel Yast. 


Kit Fisto, Ploss Niklos, Renko Losi, 


Adventurers: Nautolans 
crave adventure and are 
as likely to be nobles or 
scoundrels as they are to 
be scouts or soldiers, There 
have also been several 
notable Nautolan Jedi, 


NAUTOLAN 
SPECIES 
TRAITS 
Nautolans share the follow- 
ing species traits 

Ability Modifiers: +2 
Constitution, -2 Intelli- 
gence, -2 Wisdom. 

Medium Size: As 
Medium creatures, Nau- 
tolans have no special 
loomuses or penalties due to 
their size. 

‘Speed: Nautolan base speed is 6 squares, They have a swim speed of 4 
squares. 

Breathe Underwater: As amphibious creatures, Nautolans cannot drown 
in water. 

Expert Swimmer: A Nautolan can rerall any Swim check, but the result 
of the reroll must be accepted, even if itis worse. In addition, a Nautolan can 
take 10 on Swim checks even when distracted or threatened. 

Low-Light Vision: Nautotans ignore concealment (but not total conceal- 
ment) from darkness. 

Natural Damage Reduction: The rubbery hide of 2 Nautolan provides 
oR2. 

Pheromonal Sensor: A Nautolan can reroll any Perception check made 
to sense deception or sense influence, but the result of the reroll must be 
accepted, even if itis worse. If underwater, the Nautolan can take the better 
of the two rolls instead. 

Automatic Languages: Basic and Nautila. 
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NELVAANIANS 
Nelvaanians, also referred to as Nelvaans, 

are a species of tribal humanoids from 
the planet Nelvaan, They are a primitive 
species, using only crude technology. 
Male Nelvaanians are responsible for 
bunting game and protecting the tribe, 
while females are responsibte for the day- 
to-day affairs of their tribe, which includes 
raising cubs, 

‘At the top of the Nelvaanian tribe 
is the chief, who rules with the help 
of his mate and a sheman. A tribal 
Chief is not chosen by trial, nor is he 
elected to his position. Instead, the 
chief's ascension is determined by the 
grace of the "Great Mother” and is 
established through a show of mutual 
admiration and respect among the 
entire tribe. Religion and spirituality 
are the center of Nelvaanian society, 
Elders are revered, as are mothers of 
all ages. 

During the Clone Wats, male Nel- 
vaanians are abducted by the Techno 
Union and subjected to extensive physiological and genetic manipulation in 
an attempt to create a race of mutant warriors, The experiments are partially 
successful, turning the males of the species into monstrous versions of their 
former selves, However, the experiments are stopped by Anakin Skywalker, 
and the modified Nelvaanians reunite with their tribes. 

Personality: Nelvaznians are closely tied by the bonds of family and 
kinship. They are superstitious, attributing magical powers to most technol- 
ogy, which they distrust, Nevertheless, they are honorable and faithful once 
their trust is earned, Genetically modified male Nelvaanians are somewhat 
less astute than their female counterparts, and this extends to their social 
graces, as well 


“THE FORCE HAS 
OR YOUR FINAL 
YOU'VE NEVER 


Physical Description: The Nelvaanians are @ humanoid species with 
pronounced canine characzeristics. They have blue-green fur, large teeth in 
a pronounced muzzle, and two pointy, independently movable €ars. A thick 
mane of black hair on their heads extends down the napes of their necks, 
and this tends to whiten with age. 
After the experiments of the Techno Union, nearly all Nelvaanian 
males are transformed into hulking monstrosities due to intensive genetic 
manipulation. This genetic trait persists in males born after the Clone Wars, 
though females are not subject to the mutation, 
Homeworld: Nelvaan. 
Languages: Nelvaanese 
Example Names: Harvos, Orvos, Tuzes-Adaz. 
Adventurers: Nelvaanians are rarely encountered away fram Nel- 
vaan, but those who are become soldiers and scouts. 


NELVAANIAN SPECIES 

TRAITS 

Nelvaanians share the following species trai 

Ability Modifiers: -2 Intelligence, +2 Wisdom. 
Medium Size: As Medium creatures, Nelvaanians have no special 
bonuses or penalties due to their size. 
Speed: Neivaanian base speed is 6 squares. 
Low-Light Vision: Nelvaanians ignore concealment (but net total 
concealment) from darkness. 

Primitive: Ne!vaanizns do not gain Weapon Proficiency (pistols, rifles, 
‘or heavy weapons) as starting feats at Ist level, even if their class normally 
grants them. 

Scent: Nelvaanians have a keen sense of smell. At close range (within 
10 squares), Nelvaanians ignore concealment and cover for the purposes 
of Perception checks, and they take no penalty fram poor visibility when 
tracking, 

Shadow Swiftness: If a Nelvaanian begins its turn with concealment from 
a target or with the target unaware of it, the Nelvaanian does not provoke 
attacks of opportunity when moving through the target's threatenec space 
until the end of the Nelvasinian's turn, 
Automatic Languages: Nelvaanese. 


GUIDED US HERE 
TRIAL. THE ONE 
TRULY FACED.” 


-OBI-WAN KENOBI 


VURKS 
Vurks are an amphibious 
species from the planet 
Sembla. Their way of life 
is based on a nomadic life- 
style, as large family units 
move en masse across Semi- 
bla’s watery surface. They 
transition easily from the 
depths of Sembla's warm 
seas to the heights af its 
rocky, voleanic archipelagos. 
Vurk families rarely stop in 
any one spot for more than 
a fortnight at a time. 

When two or more Vurk 
clans meet during their 
constant migration, the 
families of these cians stop 
and hold 3 mutual feast. 
Tests of strength, speed, 
and wits are commonplace, 
as are arranged marriages 
‘and commerce. Young males 
are married off by their parents and leave to be with their wives and their 
new families, Male Vurks who fail to marry before reaching adulthood remain 
bachelors for the rest of their lives. 

Originally considered a primitive species by galactic survey teams, Vurks 
are intelligent and philosophically advanced. From birth, they are taught to 
honor personal integrity, individual freedom, and honesty. Because of these 
tenets, Vurks make excellent diplomats and negotiators. 

Persanality: Known for their even tempers, compassion, and personal 
integrity, Vurks abhor lying, They take their duties, whether to family, friends, 
or nation, seriously. Because of this, others consider them somewhat blunt 
and stern, 
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Physical Description: Vurks are tall, reptilisn amphibians with leathery 
gray-green skin. Their eyes are dark and set deep in their faces. A long crest 
‘extends up and back from a Vurk’s skull. A Vurk has two long, thick fingers 
and an apposable thumb on each hand. 

Homeworld: Sembla. 

Languages: Semblan. 

Example Names: Coleman Trebor, Sweitt Concorkill. 

Adventurers: Vurks who leave their homeworld tend toward the path 
of the scout oF soldier. A handful of Vurk nobles make their way to the 
stars as diplomats, but given the species ingrained integrity, few Vurk are 
scoundrels. 


VURK SPECIES TRAITS 
‘Vurks share the following species traits: 
Modifiers: -2 Dexerity, +2 Constitution, +2 Charisma. 

Medium Size: As Medium creatures, Vurks have no special banuses or 
penalties due to their size. 

Speed: Vurk base speed is 6 squares. Vurk have a swim speed of 4 
squares. 

Breathe Underwater: As amphibious creatures, Vurks cannot drown 
in water. 

Expert Swimmer: A Vurk can reroll any Swim check, but the result of 
‘the reroll must be accepted, even if itis worse. In addition, a Vurk can take 
10 on Swim checks even when distracted or threatened. 

Placid: Vurks ace renowned for their ability to remain calm and collected, 
even in the face of danger. Once per encounter, as a free action, a Vurk can 
remove one fear effect currently affecting it. 

Nomads: As nomads, Vurks are accustomed to moving around, even 
through dangerous places. A Vurk can reroll any Survival check, but the 
result af the reroll must be accepted, even if it is worse. 

Automatic Languages: Bosic and Semblen. 
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During the Clone Wars, few worlds are untouched by the tide of battle. From 
these affected worlds rise heroes whose actions shake the foundations of the 
galaxy. These are your heroes, and your actions can affect how systems, sec~ 
tors, and even the entire galaxy endures the hardships of the Clone Wars. 

Creating heroes for a Clone Wars campaign is just like creating characters 
for any campaign. However, this book provides new talents, feats, and skill 
uses to help tailor your hero to best fit a Clone Wars campaign. Heroes who 
come to prominence against the background of the Clone Wars likely have 
strong ties to the Separatists or to the Republic, and most have at least 
2 passing familiarity with the Jedi and their powers. Even in the farthest 
reaches of the galaxy, the Clone Wars disturb and destroy the lives of beings 
that otherwise have no interest in—or knowledge of—the politics and events 
of the center of the galaxy. Many heroes are thrust into their role by war 
coming to their homes, and unlikely heroes can be created in the fire fights 
on distant Outer Rim planets. The mechanics in this chapter help you build 
heroes who reflect the unique environment and themes of the Clone Wars, 
but you can use mechanics from other supplements as well. 

When you create your character, consider not only how the Clone Wars 
have shaped his or her life but also where your character is going in the 
future. Your callous smuggler who has become wealthy running weapons for 
the Separatists behind Republic lines will not be a neutral third party forever. 
As your hero becomes entangled in the conflicts and plots that surround 
the Clone Wars, the hero's station in life, capabilities, and even personality 
might change accordingly. You might begin your career running weapons 
with little interest in which side emerges victorious, but when your Clone 
Wars campaign begins, you join other heroes and engage in adventures of 
your own. Think not only about how the Clone Wars affect your character 
at the time of creation but also how it may affect your character five, ten, 
Gr even twenty levels into the campaign. 


HEROES OF THE 
CLONE WARS 


When creating your hero for a Clone Wars campaign, consider how unique 
aspects of the era and the overarching conflict give your character an 
interesting history and personality. Ask yourself how these themes impact 
your hero, and create a rich and interesting character who contributes to 
the story throughout the entire campaign. Of course, you can ignore these 
themes and create a character whose history is of your own devising, but 
if you want to create a character who interacts with the larger themes of a 
Clone Wars campaign, consider some of the following facets of campaigns 
Set in this time. 
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LARGE-SCALE CONFLICT 

Ahero ina Clone Wars campaign can come from almost any world in the Star 
Wars saga, and chances are his or her life has been affected by the war in 
some way. Few worlds escape the galactic conflict, so even primitive planets 
can become critical battlefields in the Clone Wars. Your hero might be from an 
obscure, out-of-the-way planet like Nelvaan, drawn into the war after Anakin 
Skywalker and Obi-Wan Kenobi liberate the Nelvaanians from the oppression 
of the Techno Union. Or your hero might be a noble from Commenor, run- 
ning away from a life of wealth and luxury to join in the war effort for the 
Separatists. With special permission from your Gamemaster, you might even 
be able to play a member of a species that has not yet entered the galaxy at 
large, such as Ewoks or the Chiss, if your hero's unique history includes an 
explanation of how the conflicts of the Clone Wars cause you to leave your 
home planet well before the rest of the galaxy even knows it exists. In a Clone 
Wars campaign, planet of origin is rarely a hindrance for a character becoming 
highly involved in the conflict, as the battles of the Clone Wars stretch from 
the densely populated Core Worlds all the way to the-Outer Rim. 


DECLINE OF THE JEDI 

The Clone Wars are waning years for the Jedi Order. Not only do their 
numbers shrink leading up to the conflict, but many Jedi Generals are killed 
in skirmishes on distant battlefields. Ultimately, the Jedi Order is nearly 
completely wiped out by Order 66, but even before that point, many Jedi 
sense that their organization is on the decline. This affects not only the 
Jedi themselves but also those who rely on the Jedi for peace and justice. 
With the Jedi drawn away to fight in the Clone Wars, planets that rely on 
the Jedi to settle disputes and protect them from predatory neighbors are 
now exposed to danger and unrest. Your hero might be a native of an Outer 
Rim world that reies on local Jedi for protection from pirates; with the Jedi 
engaged in the Clone Wars, the pirates ravage your homeworld, leaving you 
to find your way in the galaxy with no home to return to. Likewise, your 
hero could be a mercenary who serves alongside a Jedi general who, like 
Jedi Master Kota, prefers not to work with clone troops; when the Jedi falls 
in battle, your hero suddenly finds himself without an employer. These are 
the kinds of heroes that might arise as a result of the changing status of the 
Jedi during the Clone Wars. 


RAMPANT CORRUPTION 

A key facet of galactic culture that leads to the eruption of the Clone Wars 
is rampant corruption, Politicians, nobles, businessmen, and other wealthy 
and powerful beings disregard their responsibility to those less fortunate 
and put their own desires and greed above the needs of those who rely on 
them. Corruption in the Senate allows Senator Palpatine to maneuver his 
way into the position of Supreme Chancellor, and the greed of the member 
organizations of the Confederacy allows Darth Sidious and Count Dooku to 
manipulate them into starting a galaxy-spanring war. Heroes of this era 
have likely been exposed to corruption. Jedi witness the fall of Count Dooku, 
nobles have brushes with power-hungry peers, and soldiers are thrown into 
chaos by the carelessness with which politicians commit lives to battle. Many 
heroes in Clone Wars campaign have been put on their path as a result of 
the corruption of others, 


*VYOUR LIGHTSABERS 
WILL MAKE A FINE 
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COLLECTION.” 


-GENERAL GRIEVOUS 


HIGH-PROFILE VILLAINS 

The Clone Wars allow for the ascension of powerful villains into the limelight. 
The Separatists, denounced by the Republic as greed-driven traitors, have 
some of the most visible and eclectic villains in the entire Star Wars saga. 
Count Dooku is a well-known Jedi traitor; Generel Grievous is a reputedly bril- 
liant military leader whose visage intimidates his enemies; General Loathsom 
is a vicious brute, Asajj Ventress an aspiring Sith, and Durge an immortal 
bounty huater. Even Darth Maul, whose involvement in the lead-up to the 
Clone Wars ends nearly ten years before the outbreak of war, works closely 
alongside \eaders of the Trade Federation. Your hero might have a history 
involving one of these high-profile Separatists, even if the Gamemaster 
chooses not to integrate that villain into your campaign. Your hero might be 
a Kaleesh who fought alongside General Grievous on Kalee, but now your 
hero resents Grievous for his role in the devastation of your planet. Similarly, 
your world might have been blasted from orbit by Separatist vessels under 
the command of General Loathsom, or the bounty hunter Durge might have 
killed or captured a member of your immediate family. Tying your hero's 
history to one of these highly visible villains is an excellent way to help your 
hero feel more like a part of the Clone Wars campaign. 


MILITARIZATION 

A necessity of warfare is the increased militarization of the galaxy. The best 
example is the Republic government, which has no standing military prior to 
the Clane Wars. To stand against the forces of the Confederacy, the Republic 
militarizes quickly (with the help of the Kaminoan cloners and the military 
hardware provided by Rothana Heavy Engineering). Individual worlds that 
pledge their support to the Republic find themselves the beneficiaries of this 
militarization, but many also have their infrastructure commandeered for 
the increased production requirements of the war effort. Separatist worlds 
spend large amounts of credits pumping out new starships, walkers, tanks, 
and battle droids, buying them from other member worlds or mass-producing 
materiel for their own use. As a result, even once-peaceful worlds have their 
industries converted to military use, including agriculture (cione troopers 
must be fed), medical (injured soldiers need healing to keep fighting), and 
manufacturing (producing the weapons and vehicles of war). Your scoundrel 
hero might have established herself as a smuggler of fine antiquities, but 
finds that her services are required for legally shipping supplies.to the front 
lines. Or your scout hero might have been a big game hunter who traveled the 
Outer Rim in search of the rext big hunt, but thanks to a massive increase 
in military influence, finds herself recruited as a guide for Republic troops 
through the deep jungles of Felucia. 


yHeEDI 

During the Clone Wars, the Jedi are not just the defenders of peace and jus- 
tice but also the military leaders of the Republic. The Jedi are placed at the 
head of clone armies, and they wade into battle on distant worlds alongside 
the rest of the Grand Army of the Republic. For Jedi heroes in a Clone Wars 
campaign, this means being sent on military assignments, even for Padawans. 
Your Jedi hero might be out in the galaxy on a dangerous mission entrusted 
to you by the Jedi Council, or you might be accompanying your Master to an 
important planet to defend it against Separatist attacks. Though the Jedi are 
allied with the Republic, some Jedi, such as Quinlan Vos, go undercover to 
infiltrate the Confederacy; such Jedi would likely keep their allegiances and 
powers a secret, as the powerful Force-users among the Separatists would 
be able to detect both their deception and, likely, their subterfuge. 


PLO KOON ClseaTcHES & COLD ASSAULT BATTLE DROID. 


Establishing your Jedi hero’s role in the Clone Wars is an important part 
of creating your character, Jedi who follow the Guardian path, and any Jedi 
that use their powers to enhance their combat prowess, are likely to seek out 
an active role in the war effort. This might mean leading clone troopers into 
battle, working with elite Republic commandos, or leading a starfighter corps 
into Separatist space. Jedi who follow the Consular path join the Republic 
as healers and diplomats. Some Jedi join up with Republic Mobile Surgical 
Units (RMSUs), providing Force-assisted healing for those injured in battle. 
Other Jedi act as liaisons between the Republic and the civilian populations 
of disputed worlds, providing humanitarian assistance or merely serving in a 
diplomatic capacity, Jedi who follow the path of the Sentinel put their skills 
in stealth, subterfuge, and investigation to qood use as undercover agents, 
spies, and saboteurs. These Jedi act behind enemy lines, infiltrating Separatist 
forces or causing chaos and havoc for the Confederacy. 
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NEw JeEO! TALENTS 
The following talents are intended for use with the Jedi class. 


New Jedi Consular Talents 

The following new talents belong to the Jedi Consular talent tree (see page 
39 of the Saga Edition core rulebook), which is available to members of the 
Jedi class. Any character who can normally choose talents from the Jedi 
Consular talent tree can choose from these talents as well. 

Consular’s Vitality: Jedi during the Clone Wars learn to call upon the 
Force not only for their own strength but also to aid the clone troopers and 
other allies under their command. Once per round as a swift action, you grant 
‘one ally within 12 squares of you (and in your line of sight) bonus hit points 
equal to 5 + your Charisma modifier. These bonus hit points last until the 
beginning of your next turn (at which point any remaining bonus hit points 
are lost), and any damage dealt to that ally comes out of bonus hit points 
first. You take a 5 penalty on all Use the Force checks until the beginning 
of your next turn. ; 

Improved Consular's Vitality: Whenever you damage a target with a 
successful lightsaber attack, you may use the Consular’s Vitality talent as 
a free action instead of a swift action until the start of your next turn. 


New Jedi Guardian Talents 

The following new talents belong to the Jedi Guardian talent tree (see page 
40 of the Saga Edition core rulebook), which is available to members of the 
Jedi class. Any character who can normally choose talents from the Jedi 
Guardian talent tree can choose from these talents as well. 

Exposing Strike: When you use a lightsaber to deal damage to a target, 
you can spend a Force Point to make that target flat-footed until the end 
of your next turn. 

Guardian Strike: Whenever you use a lightsaber to deal damage to a 
target, that target takes -2 penalty on attack rolls against any target other 
than you until the beginning of your next turn. 


New Jedi Sentinel Talents 

The following new talents belong to the Jedi Sentinel talent tree (see page 
40 of the Saga Edition core rulebook), which is available to members of the 
Jedi class. Any character who can normally choose talents from the Jedi 
Sentinel talent tree can choose from these talents as well. 

Sentinel’s Observation: If you have concealment against a target, you 
gain a +2 circumstance bonus on attack rolls against that target. 

Unseen Eyes: Whenever you use the Force Haze talent, allies hidden by 
‘the haze can reroll any Perception check, keeping the better result. Addition- 
ally, allies hidden by the haze gain +2 on all damage rolls against foes that 
are unaware of them. 

Prerequisites: Clear Mind, Force Haze. 


NOBLES 

The Clone Wers can be difficult for nobles. Those nobles who are members of 
noble houses or corporations on disputed worlds might find their resources 
drained by one faction or another, and others’ homes and livelinoods are 
completely destroyed when conflict comes to their home planet. Though 
nobles can fill their traditional role, the Clone Wars provide opportunities for 
nobles to see what life is like for most citizens of the galaxy. When a battle 
between the Separatists and the Republic literally destroys everything they 
know and love, many nobles turn to a life among the stars, using their skills 
and knowledge to their advantage. With nothing left to fose, some nobles 
flee their homeworlds, seeking a haven safer and farther from the war, only 
to find themselves drawn back in. 

By the same token, many nobles find their own place in the war. Those 
nobles whose weaith ties them to the various commercial institutions that 
make up the Confederacy find it in their best interests to contribute to the 
war effort. Nobles serve as officers aboard Separatist starships or lead 
ground troops into battle. Gther nobles are not so eager to throw their sup- 
port in with the Separatists, despite their financial ties, and instead turn 
their back on the Confederacy to support the Republic, Those nobles who do 
not become military officers (on one side of the conflict or the other) might 
fight to protect their interests or to expand their influence and profit from 
the chaos of war. Many nobles find themselves on worlds occupied by the 
factions they do not support, and to survive they put on a friendly face for 
their new masters while secretly working against them from within. Even 
though these nobles might be branded as traitors or collaborators, they know 
in their hearts where their true loyalties lie. 


New NOBLE TALENTS 
The following new talents are intended for use with the noble class. 


Collaborator Talent Tree 
Some nobles learn to work both sides of the conflict in war and can manipu- 
late their enemies into believing they are allies. 

Double Agent: When you roll Initiative at the beginning of combat, 
also roll a Deception check, comparing the result to the Will Defense of all 
enemies in line of sight. If your Deception check is successful, that target 
cannot attack you and does nat believe you to be an enemy (though they do 
not consider you an ally) while this effect is active. If you attack or otherwise 
obviously harm or hinder a target under the effect of this talent, or one of 
that target's allies, this effect ends. 

This is a mind-affecting effect. 


Enemy Tactics: Whenever an enemy within 12 squares of you and in 
your ine of sight receives an insight or morale bonus from any source, you 
can also gain that bonus, subject to all the same limitations as the bonus 
provided to that enemy. 

Feed Information: As a swift action, you can grant one enemy a +1 
bonus on its next attack roll made before the beginning of your next turn, 
Additionally. until the beginning of your next turn, you can designate one 
ally who receives a +2 bonus on its next attack roll 

Friendly Fire: If you are engaged in melee combat with an adjacent 
enemy and are the target of a ranged attack that misses you, compare the 
attack roll to the Reflex Defense af ane adjacent enemy; if the attack equals 
or exceeds the target’s Reflex Defense, that enemy becomes the new target 
of the attack, which is resolved as normal. 

Prerequisite: Enemy Tactics 

Protecti 5 a standard action, you can designate one aliy and make 
a Persuasion check, comparing the result against the Will Defense of all 
enemies in your line of sight who can hear and understand you. If your check 
result equals or exceeds a target's Will Defense, that target cannot attack 
the ally you designated until the beginning of your next turn 

Prerequisite: Double Agent. 


Loyal Protector Talent Tree 
‘Asa result of your tation, accupat'an, or even just your natural Charisma, you 
can attract one or more faith{ul followers who protect you from harm. 

Inspire Loyalty: You gain a single follower. Choose either the aggres- 
sive, defensive, or utility follower template for your follower, generating the 
follower's statistics based on the rules on page 32. This follower gains one 
Armar Proficiency feat of your choice and becomes trained in the Perception 
skill. The follower must meet the prerequisites for the Armor Proficiency 
feat you select. 

You can select this talent multiple times, Each time you do, you gain one 
additional follower (maximum of 3 followers). 

Undying Loyalty: Each of yaur followers gains the Toughness feat. 

Prerequisite: Inspire Loyalty. 

Punishing Protection: As a reaction to you being damaged by an attack 
or 4 Force power, ane of your followers can make an immediate melee or 
ranged attack against the target that attacked you. Until the beginning 
of your next turn, any time you are damaged by an attack or Force power, 
another one of your followers can attack that attacking target. This ability 
can be used once per encounter. 

Prerequisites: Inspire Loyalty, base attack bonus +5. 


Protector Actions: You and your followers have learned to work together 
togreat effect, ensuring that you renvain safe while allowing them to do their 
duty. You can use any of the following actions on your turn. 

+ Bodyguard: As a standard action, you can make a melee or ranged attack 
against a target within range. Until the end of your next turn, if that 
target damages you with an attzck or a Force power, as a reaction you 
can choose to redirect the attack or Force power to an adjacent follower; 
the attack or Force power is resolved against that aily as normal. 

+ Diversion Attack: As a standard action, you can make a melee or ranged 
attack against a target within range. If that target attacks you or one of 
your allies before the beginning af your next turn, you can move one of 
your followers up to its speed directly toward that target. 

‘© The Best Defense: As a standard action, you can make 3 melee or ranged 
attack against a target within range. For each of your followers armed 
with a ranged weapon and having line of sight to the target. that target 
takes a -1 penalty on attack rolls until the beginning of your next turn. 
Prerequisite: Inspire Loyalty. 


SCOUNDRELS 

The scoundrel flourishes during the C:one Wars, because the shifting lines of 
battle and utter chaos create an environment in which she can thrive. With 
both the Republic and the Separatists engaged in a fong, drawn-out war, 
resources used to keep the peace and enforce the law are instead diverted 
to enhance military assets. Though planetary police forces and the Sector 
Rangers continue ta enforce the law, they find themselves without the ships, 
personnel, and credits necessary to do their jobs, fetting scoundrels get away 
with more than before. Smugalers, pirates, and black marketers take the 
opportunity to expand their influence during the Clone Wars, extending their 
operations into new systems and sectors where they previously had little 
influence. A scoundrel character car seek to take advantage of the havoc 
wreaked upon the galaxy by war, looking to make credits while the attention 
of the Republic is elsewhere. 

Alternatively, many scoundrels find themselves drawn into the Clone Wars, 
finding more legitimate employment as 2 result of increased need. Many 
smugglers cease to transport contraband and instead become legitimate 
shippers of weapons and supplies, giving up a life of crime thanks to the 
generous contracts handed out to independent traders by both the Republic 
and the Confederacy. Both sides of the conflict seek out pirates, offering 
them commissions to act as privateers that prey only on the members of the 
opposing faction. Though mostly the domain of the Separatists, bounty hunt- 
ersand assassins find themselves on the payrolls of factions involved in the 
‘war, Serving as mercenaries, bodyguards, and leaders. Any scoundrels whose 
Skills aflow them to work well with others can surely find a place alongside 
one of the factions in the Clone Wars, because both sides of the conflict 
engage in tactics far outside the realm of proper military protocol. 
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NEw SCOUNDREL TALENTS 
The following new talents are intended for use with the scoundrel class. 


New Misfortune Talent 

The following new talent belongs to the Misfortune talent tree (see page 
46 of the Saga Edition care rulebook), which is available to members of the 
scoundre! class. Any character who can normally choose talents from the 
Misfortune talent tree can choose this talent as weil. 

Stymie: Once per round, as 2 swift action, you can designate a target 
within 12 squares of you and in your line of sight as the target of this talent. 
Until the beginning of your turn, you can cause that target to take a -5 
penalty on all checks made with a single skill. You must have line of sight 
to your target to make use of this talent, and declare which skill is to be 
penalized at the time this talent is activated. 

This is a mind-affect ng effect 


Opportunist Talent Tree : 
Profiteers, gunrunners, and privateers can use the chaos of war to make a 
tidy profit, and you are no exception. Your talents allow you to make the 
best of a bad situation, keep your pockets filled with credits, and keep you 
alive long enough to spend them. 

Advantageous Opening: When an enemy or ally in your line of sight ralls 
@ natural 1 onan attack roll, you can make a melee or ranged attack against 
a Single target within range. 

Retribution: When a target moves one of your allies in your line of sight 
down the condition track by any means, you gain a +2 insight bonus to your 
attack roils against that target until the end of your next turn. 

Slip By: When you damage a target, until the beginning of your next turn, 
you can move through that target's space. Moving through the target's space 
might still provoke attacks of opportunity as normal, and you must end your 
movement in a legal space. 

Thrive on Chaos: When an enemy or ally within 20 squares of you is 
reduced to 0 hit points, you gain bonus hit points equal to S + one-half 
your character level. Damage is subtracted from bonus hit points first, and 
any bonus hit points remaining at the end of the encounter go away. Bonus 
hit points do not stack. 

Prerequisite: Advantageous Opening. 

Vindication: When an enemy you have damaged is reduced to O hit points 
or moved to the bottom of the condition track, your next attack made before 
the end of the encounter deals +1 die of damage. 

Prerequisite: Retribution 


sSscouTs 

The Clone Wars send agents of both the Republic and the Confederacy 
to far-flung worlds in search of resources to exploit. Many rely on local 
guides to keep them from getting last in the unfamiliar wilderness, and 
scout heroes become entangled in the conflict in such a way. The Republic 
and the Confederacy hire scout heroes either as quides or trackers, but also 
sometimes as advanced scouts, bounty hunters, and even assassins. Thanks 
to the expansive nature of the Clone Wars, major conflicts take plece on 
undeveloped, wild worlds where the skills of a scout are extremely valuable. 
Without scouts, both the Republic and the Separatises would have 2 more 
difficult time finding their way across pianets like Felucia and Saleucami, 
both of which see significant activity during the Clone Wars. 

Moreover, scouts find themselves thrust into the Clone Wars against 
their will simply by living on out-of-the-way worlds that become hot spots 
for military activity. Though actual conscriptions are rare, many Scouts are 
scooped up by occupying ferces and pressed into service. Though the occu- 
piers pay these scouts, they have little choice in accepting the job. Other 


scouts willingly join one faction or the other, and many of the Republic's 
and Separatists’ best scouts do not officially join either faction until the war 
comes to their home planets. Regardless of how the hera is drawn into the 
conflict, scouts have skills that are hot commodities during the Clone Wars. 
‘Aca result, scouts see working fer one faction or another during the Clone 
‘Wars a5 a way to make some easy credits and also improve their standing 
with the winning faction. 


NEw ScouT TALENTS 
The following new talents are intended for use with the scout class. 


Reconnaissance Talent Tree 
You have learned to work in concert with a team to provide the best tecon- 
naissance and cover as much ground as possible. 

Reconnaissance Team Leader: You gain a single fotlower. Choose cith 
the aggressive, defensive, or utility follower template for your follower, 
generating the follower's statistics using the rules on page 32. This follower 
gairts the Skill Training feat for the Perception and Stealth skills. Additionatly, 
whenever you use the Stealth skill ll your followers can also make Stealth 
checks as a part of the same action if they are able to 

You can select this talent mult ple times. Each time you do, you gain one 
additional Follower (maximum of three followers). 

Close-Combat Assault: Each of your followers gains the Point Blank 
Shot feat. 

Prerequisite: Reconnaissance Team Leader, 

Get Into Position: As a move action, you van cause one of your followers 
to move up to his or her speed +2 squares, 

Prerequisites: Reconnaissance Team Leader, base attack bonus +5 

Reconnaissance Actions: You and your reconnaissance team have 
learned to work together as a cohesive unit and have an established set 
of tactics, which you have practiced to perfection. You can use any of the 
following actions on your turn. 

* Forward Scouting: Asa standard action, you can make a melee or ranged 
attack against a target in range. For each of your followers armed with 

@ ranged weapon who has line of sight to your target, you can grant 

one ally @ +2 insight bonus on attack rolls against your target until the 

beginning of your next turn, Thus, if you have multiple armed followers 
with line of sight to the target, you can grant the +2 bonus to multiple 
allies. 

* Group Sniping: As a standard action, you can make a melee or ranged 
attack against a target in range, For each of your followers armed with 

a ranged weapon who has line of sight to your target, you and each of 

your followers gains a +1 circumstance bonus to Stealth checks until 

the end of your next turn. 


*# Sweep the Areo: As 3 standard action, you can make a melee or ranged 
attack against a target in range. For each of your followers armed with 
a ranged weapon who has line of sight to your target, you and each of 
your followers gains @ +1 circumstance on Perception checks until the 
end of your next turn. 
Prerequisite: Reconnaissance Team Leader. 


Surveillance Talent Tree 
You have mastered the art of surveillance, transforming the information you 
gather with scouting into a distinct advantage on the battlefield. 

Advanced Intel: if you are not surprised at the beginning of combat, 
you can use the Spotter talent as a free action on your first turn, including 
during the surprise round. 

Prerequisite: Spotter. 

Hidden Eyes: If you have concealment from a target, you gain a +5 
circumstance bonus on all Perception checks made against that \arget. 

Hunt the Hunter: When you use 2 standard action to actively look for 
hidden enemies (as per the Notice Targets application of the Perception skill), 
you can make a single mefee or ranged attack sgainst any one enemy you 
notice with your Perception check. 

Seek and Destroy: If you make charge attack against a target that 
is unaware of you, that target cannot make a Perception check to natice 
you until after the attack is resolved, even if you move away from cover or 
concealment. 

Prerequisite: Hidden Eyes. 

Spotter: As @ move action, you can make a Perception check with a DC 
equal to 10 + the CL of a single target enemy in your line of sight. If you 
succeed on the check, you and all your allies that can hear and understand 
you gain a +1 insight bonus on attack rolls against that target until the end 
of your next turn, 


SOLDIERS 

The Clone Wars are a soldier's dream. With two major factions struggling 
for control of the galaxy, soldiers find themselves in high demand on both 
sides of the battlefield. Professional soldiers, including members of planetary 
militias, lend their expertise to the Republic or the Separatists. Some become 
mercenaries, acting as blasters-for-hire for the highest bidder. Others fight 
out of idealism, standing by their principles as they support the Republic 
or secede with the Confederacy, The Clone Wars present a straightforward 
conflict between two forces of relatively equal power, and the toughness 
and cunning of soldiers can tip the scates of any given battle. 

Soldiers are everywhere during the Clone Wars. The clones and droids 
fighting on either side have soldiers among them (and players might choose 
to create heroic clone or droid characters). Pilots and vehicle operators in 
the Clone Wars are soldiers, as are gunners manning artillery stations. Most 
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soldiers specialize in a particular field during the Clone Wars, providing a 
specific service as a member of infantry units, starfighter corps, or armor 
units, Heroic soldiers are usually more than rank-and-file troopers during the 
Clone Wars; many are officers (even low-level captains and lieutenants) com- 
manding larger groups oF soldiers, and some are elite special forces soldiers— 
expected to be more talented and more deadly than other soldiers. 


New SOLDIER TALENTS 
The following new talents are intended for use with the soldier class. 


New Brawler Talent. 

The following new talents belong to the Brawler talent tree (see page 52 of 
the Saga Edition core rulebook), which is available to members of the soldier 
class. Any character who can normally choose talents from the Brawler talent 
tree can choose from these talents as well. 

Bayonet Master: When you take a full attack action, you can treat 2 
ranged weapon with a bayonet as a double melee weapon. You can attack 
with the bayonet and club a target with your ranged weapon (as with the 
Gun Club talent), ignoring the normal penalties for attacking with both ends 
of a double weapon. 

Prerequisite: Gun Club, 

Unretenting Assault: You launch yourself at your foe, attacking with 
weapons, limbs, and anything else available, Whenever you miss with a melee 
attack or the attack is negated, you still deal your Strength bonus in damage 
to the target (minimum 1) or 2 x your Strength bonus if you attack with 2 
weapon you are weilding two-handed. 

Prerequisite: Melee Smash. 


New Commando Talent 

The following new talent belongs to the Commando talent tree (see page 
52 of the Saga Edition core rulebook), which is available to members of 
the soldier class. Any character who can normally choose talents from the 
Commando talent tree can choose this talent as well, 

Keep Them at Bay: When you use the aid another action to suppress 
an enemy, that enemy takes a -5 penalty on its next attack instead of the 
normal ~2 penalty, Only 1 character may gain the benefits of this talent 
against a given target at a time. 


Trooper Talent Tree 
In war, soldiers stand side by side against deadly foes, and you have learned 
how to keep yourself and your comrades alive in battle. 

Comrades in Arms: Whenever you are within 3 squares of an ally, you 
gain a +1 circumstance bonus on all melee and ranged attack rolls. 

Focused Targeting: When you damage a target with a melee or ranged 
attack, all allies within 3 squares gain a +2 bonus on damage rolls against 
that target until the beginning of your next turn. 

Prerequisite: Comrades in Arms, 


henever you provide soft caver to an ally within 2 squares, 
you are considered to be providing improved cover. 

Prerequisite: Watch Your Back. 

Stick Together: You can spend a move action to activate this talent. 
Until the beginning of your next turn, if an ally moves you can immediately 
move up to your speed as 2 move action, provided you end your movement 
within 3 squares of that ally. 

Prerequisite: Comrades 'n Arms. 

Watch Your Back: If you are adjacent to at least one ally, enemies gain 
no benefit from flanking you or any adjacent allies. 


Squad Leader Talent Tree 
You are a capable military leader who can issue orders to a squad of soldiers 
with poise and efficiency. 

‘Commanding Officer: You gain a single follower. Choose either the 
aggressive, defensive, or utility follower template for your follower, generat- 
ing the follower's statistics using the rules on page 32. This follower gains 
‘one Armor Proficiency feat of your choice and Weapon Proficiency (rifles), 
in addition to those provided by the follower templates. The follower must 
meet the prerequisites for the Armor Proficiency feat you select. 

You can select this talent multiple times. Each time you do, you gain one 
additional follower (maximum of three followers). 

Coordinated Tactics: Each of your followers gains the Coordinated Attack 
feat (see page 83 of the Saga Edition core rulebook), provided he meets the 
prerequisite. If your follower later meets the prerequisite for the feat, he 
gains the feat at that time. 

Prerequisite: Commanding Officer. 

Fire at Will: As a full-round action, you and one of your followers can 
make a ranged attack against one target (each) in line of sight. You each 
take a ~5 penalty to your attack rolls. 

Prerequisites: Commanding Officer, base attack bonus +5. 

Squad Actions: You and your squad have learned to work together as 
2 team, and have an established set of tactics that you have practiced to 
perfection. You can use any of the following actions on your turn. 

* Autofire Barrage: As a standard action, you can make an autofire attack 
against legal target spaces. For each of your followers who is armed 
with a ranged weapon set on autofire and has line of sight to the area 
targeted by your autofire, you can designate one additional square as 
targeted by your autofire (that square must be adjacent to your ori 
target area). 

© Open Fire: As a standard action, make a ranged attack against a single 
target. For each of your followers who is armed with a ranged weapon 
and has line of sight to the target, add +2 to your damage roll on a 
successful hit. 


© Pointed Target:As a standard action, make a ranged attack against a 
single target. You gain a competence bonus on your attack roll equal to 
the number of your followers who are armed with a ranged weapon and 
have line of sight to the target. Thus, if you have three armed followers 
with line of sight to the target, you gain @ +3 competence bonus on 
your attack roll 
Prerequisite: Commanding Officer. 


SKILLS 

Skills in the Stor Wars Roleplaying Game Saga Edition cover a broad range of 
uses under their general titles. Below are new specific uses for some of the 
skills in the game. However, a skill could apply in situations even when specific 
rules are not provided in the skill description. It is up to the Gamemaster to 
determine when a skill is applicable, or if an ability check is more suitable. 


KNOWLEDGE (TACTICS) 

Heroes in a Clone Wars campaign often find themselves on the field of 
battle, and only the quick minds of military leaders can ensure that the 
heroes survive or even emerge victorious. The following new applications 
of the Knowledge (tactics) skill can be used in any era but are particularly 
relevant to the Clone Wars. 

Anticipate Enemy Strategy (Trained Only): A good tactician can an 
pate her enemy's movements and strategies, and then plan accordingly. As 
a move action, a character trained in Knowledge (tactics) can designate a 
target in her line of sight and make a Knowledge {tactics) check to anticipate 
the enemy's next move, The DC for the check is equal to the target's Will 
Defense, or 10 + the target's CL if the target does not have a Will Defense 
(as is the case for vehicles without unique pilots) 

If successful, you gain special insight into the target's strategy and 
can anticipate its next move. You learn what actions the target is likely to 
take on its next turn based on the current circumstances; if circumstances 
change, the target's actions might change as well, though typically unless 
the situation changes drastically you should have a good idea of the target's 
likely next action. The Gamemaster is the final arbiter of just how much 
information you gain through the use of this skill, Typically this does not 
include information on the use of talents or feats, but it should provide 
information on whether the target is going to attack, who the target intends 
to attack, where the target might move to, or any other special strategies 
the target might employ. 

Battlefield Tactics (Trained Only): If you are the commander in a unit 
during mass combat, you can use your tactical knowledge to grant extra 
standard actions to other characters in your unit (see "Mass Combat” on page 
95), The base check DC for this application of the skill s 20, and it requires 
three swift actions made on consecutive rounds to activate. 


PERCEPTION 

The battlefields of the Clone Wars are confusing, hazardous places where 
danger can rise from anywhere to strike without warning. Scouts and other 
forward units are critical to the success of a faction during a battle. The 
following new application of the Perception skill can be used in any era but 
is particularly relevant to the Clone Wars. 

Long-Range Spotter (Trained Only; requires electrobinoculars): 
Though anyone can use electrobinoculars to see objects at a distance, those 
trained in the Perception skill can glean particularly useful insights from 
their long-range observation, You can aid another on an attack roll (see 
page 151 of the Saga Edition core rulebook) made by an ally or allied vehicle 
by making a DC 10 Perception check instead of an attack roll. You must be 
able to See the target of the attack through the electrobinoculars, and your 
target must be at least 50 squares (character scate) from both you and the 
ally you aid. Your ally must be able to hear and understand you to use this, 
application of the Perception skill. 
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SURVIVAL 

Since many of the battles of the Clone Wars take place on worlds hostile to 
Humans and other species, it should come as no surprise that the Survival 
skill is used extensively during this era, The following new application of 
the Survival skiil can be used in any cra but is particularly relevant to the 
Clone Wars. 

Create Defensive Position (Trained Only): A character trained in the 
Survival skill can make camp in a defensible position, digging trenches or 
otherwise preparing the excampment to defend against an attack. When 
you stop to rest (even in urban or otherwise civilized environments), you can 
take 10 minutes to prepare the place where you and your allies are resting 
as a defensive position. At the end of the 10 minutes, if you succeed on 2 
DC 20 Survival check, you prepare an ares no bigger than 20x20 squares 
as a defensive position. While you and your ailies sleep within that area, 
‘you take no penalty to Perception checks to notice targets. Furthermore, all 
creatures take a -5 penaity on Stealth checks made within the prepared area. 
Lastly, you and all allies gain a +2 circumstance bonus'to Reflex Defense 
while within the area. If you and your allies abandon the defensive position, 
the effect ends. 

Special: Sleeping or unconscious characters take a -10 penalty on 
Perception checks. 


USE THE Force 

The Jedi generals of the Clone Wars do not all lead clones into battle; many 
serve in auxiliary capacity, such as the Jedi healers who serve in Republic 
Mobile Surgical Units. The fatlowing new application of the Use the Force skill 
can be used in any era but is particularly relevant to the Clone Wars. 

Move Light Object (Trained Only): You can use this application of the 
skill to catch and move a thrown weapon, such as grenades, that lands within 
your reach, The object can weigh no more than § kg. You must rendy sn action 
ta catch the object on your turn, before the abject is thrown. Moving the 
abject requires Use the Force check, with a DC equal to the attack roll of 
the thrown weapon. If you succeed on this check, you catch the object with 
the Force and can immediately move the object up to 6 squares away from 
you; otherwise, resolve the attack as narmal. If the object you caught is an 
explosive, such as a grenade, it explodes at the end of its movement. You 
can use the object caught asa projectile weapon, as normal, 

Place Other in Force Trance (Trained Only): As.a full-round action, you 
can place an adjacent willing ally that you touch into a Force trance with 
a DC 15 Use the Force check. In this state, the target ally rests as though 
in a deep coma and is considered helpless. Each hour the target remains in 
the trance, the target regains a number of hit points equal to its character 
level. You can bring an adjacent atiy you touch out of a Force trance as a 
swift action, but the target cannot otherwise come out of the Force trance 
‘on his or her own, If the target remains in the Force trance for 4 consecutive 
hours, the target emerges from the trance fully rested (as though the target 
had rested for 8 hours), 


While the target ally is in a Force trance, it can go ten times as long as 
normal without air, food, ar water (see the Endurance skill on page 66 of 
the Saga Edition core rulebook). Unwilling targets cannot be placed in 2 
Force trance. 


FEATS 

The new feats presented here are available in any era. Some feats are 
especially appropriate for Clone Wars campaigns and should contribute to 
character concepts commanly found in ime. 


ANOINTED HUNTER 
You have been anointed as a hunter for your tribe and possess skills few 
other Nelvaanians do. 

Prerequisite: Nelvaanian species. 

Benefit If you end your move at least 2 squares from where you started, 
you gain a +1 competence banus on attacks made with thrown weapons 
until the end of your turn. 


ARTILLERY SHOT 
You have learned to use the angle and distance between you and your target 
to devastating effect. 

Prerequisite: Proficient with weapon used. 

Benefit: When you make an attack with 2 burst or splash weapon against 
a target at greater than point blank range, you can affect two additional 
squares adjacent to the normal burst or splash area. 


COORDINATED BARRAGE 
When you combine fie with an aily, your barrage can have devastating 
results on the attacker. 

Prerequisites: Coordinated Attack, base attack bonus +5. 

Benefit: When you aid an ally’s attack, for every 3 points that the ally's 
attack roll beats the target's Reflex Defense, the attack deals +1 die of 
damage. The maximum number of bonus damage dice the attack receives is 
equal to the number of allies with this feat that aided on the attack roll or 
+5 dice, whichever is lower. 


DROIDGCRAFT 
You ean repair droids quickly. 

Prerequisite: Trained in the Mechanics skill 

Benefit: You can perform repairs on a droid in 10 minutes. 

Normal: Repairing a droid typically takes 1 hour (see the Mechanics skill, 
page 70 of the Saga Edition core rulebook), 


DROID HUNTER 
You have learned to target the delicate parts of your droid opponents, taking 
advantage of their mechanical frailties. 

Prerequisite: Proficient with weapon used. 

Benefit: You gain a +2 bonus an damage rolls against droid enemies, or 
+4 if you are using a weapon that deals ion damage. 


EXPERIENCED MEDIC 
You have spent so much time on the battlefield that patching up wounded 
allies has become second nature to you. 

Prerequisite: Trained in Treat Injury. 

Benefit: You can perform surgery (see page 74 of the Saga Edition core 
rulebook) on a number of creatures equal to your Intelligence bonus (mi: 
mum 2) simultaneously. You make Treat Injury checks for each individuat 
creature as normal. 


ANOWTED HUNTER 


BONUS FEATS — a! Me 
Some of the feats in this chapter may be selected as bonus feats by 
certain classes, Each class may ad¢ the following feats to their relevant 
bonus feat list. “ 


Class Bonus Feats 
Jedi Unstoppable Force, Unwavering Resolve, Wary Defender 
Nobie Experienced Medic, Leader of Droids, Unwavering Resolve, 


Wary Defender 

Scoundrel Droid Hunter, Oroidcraft, Expert Droid Repair, 
Overwhelming Attack 

Scout Droid Hunter, Droidcraft, Expert Droid Repair, 
Flash and Clear 

Soldier Artillery Shot, Coordinated Barrage, Droid Hunter, 


Experienced Medic, Flash and Clear, Flood of Fire, Grand Army. 
of the Republic Training, Gunnery Specialist, Overwhelming 
Attack, Separatist Military Training, Trench Warrior, 
Unstoppable Force, Wary Defender 


EXPERT DROID REPAIR 
You can repair multiple droids simultaneously. 
isite: Trained in the Mechanics ski 
Benefit: You can cepair a number of droids equal to your Intelligence bonus 
simultaneously. You make Mechanics checks for each droid as normal. 


FLASH AND CLEAR 
You can use the smoke, noise, light, and confusion caused by your grenade 
aitacks to move unseen near your foes. 

Benefit: When you damage a target with a burst or splash weapon, you 
gain concealment against that. target until the beginning of your next turn, 


FLOOO OF FIRE 
You fill the air with weapon fire, k 
the barrage. 

Prerequisite: Proficient with weapon used. 

Benefit: When you make an area attack with a weapon set on autofire, 
all targets in the arca lose all dodge or deflection bonuses to Reflex Defense 
against the autofire attack, 


jing your opponents fram escaping 
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FEAT NAME 
‘Anointed Hunter 


Artillery Shot 
Coordinated Barrage 


Droideraft 

Droid Hunter 
Experienced Medic 
Expert Droid Repair 
Flash and Clear 
Flood of Fire 


Grand Army of the 

Republic Training 
Gunnery Specialist 
Jedi Familiarity 


Leader of Droids 
Overwhelming Attack 


Pall of the Dark Side 
Separatist Military Training 
Spray Shot 

Trench Warrior 


Unstoppable Force 


Unwavering Resolve 
Wary Defender 


PREREQUISITES 
Nelvaanian species 


Proficient with weapon used 
Coordinated Attack, 

base attack bonus +5 
Trained in Mechanics 

Proficient with weapon used 
Trained in Treat injury 

Trained in Mechanics. 


Proficient with weapon used 
Proficient with armor worn 


Base attack bonus +1 


Dark Side Score 1+ 


Trained in Perception 


BENEFIT 

Move 2 or more squares and gain 2 +1 bonus on attacks with thrown 
‘weapons until the end of your turn. 

You increase the efficacy of your burst and splash weapon attacks. 
Allow an ally to deal more damage when you aid his attack. 


Repair a droid in 10 minutes instead of t hour 

Deal +2 damage to droid enemies, or +4 when using an ion weapon. 

Perform surgery on multiple créatures simultaneously. 

Repair multiple droids simultaneously 

Gain concealment against a target you damage with a burst or splash weapon. 
Ignore enemies’ dodge and deflection bonuses to Reflex Defense when making 
‘area attacks with 2 weapon set on autofire. 

Apply your armor's equipment bonus to your Will Defense. 


Reroll an attack made with a vehicle weapon. 

Gain one temporary Force Point when targeted by an ally’s Force power 

oF Force talent. 

Allied droids benefit from your beneficial mind-affecting effects. 

Any attempt to negate your attack takes a ~5 penalty on the attack roll 

of skill check. 

Add half your Dark Side Score to Use the Force checks to resist detection. 
Gain @ +1 bonus on an attack roll while adjacent to an ally. 

When using a weapon set on autofire, you can reduce the area to 1 square. 
When you have cover against a enemy's ranged attacks, gain a +1 bonus 
on attack roils against that enemy. 

Gain 2 +5 bonus to Fortitude Defense and Will Defense against any effect 
requiring a Use the Force check. 

Gain a +5 bonus to Will Defense against Deception and Persuasion checks. 
Gain 2 +2 bonus to Fortitude Defense and Will Defense while fighting defensively. 


GRAND ARMY OF THE 
REPUBLIC TRAINING 
You have received basic training from the Grand Army of the Republic and 
know how to turn even bulky armor into an asset. 

Prerequisite: Proficient with ermor worn, 

Benefit: If you wear armor that provides an equipment bonus to your 
Fortitude Defense, you also apply the armor's equipment bonus to your Will 
Defense. 


GUNNERY SPECIALIST 
You are right at home in the gunrer's seat and use heavy artillery to great 
effect. 

Prerequisite: Base attack bonus +1 

Benefit: While you are the gunner of a vehicle, you are considered 
proficient with vehicle weapons. Additionally, once per encounter, you can 
reroll an attack call made with a vehicle weapon, though you must keep the 
second result, even if it is worse. You can declare this reroll after you learn 
the result of the attack roll, but before damage is resolved. 

Special: Taking this feat satisfies the prerequisites for the Starship Tactics 
feat (page 20 of Starships of the Galaxy); however, unless you are trained in 
the Pilot skill and have the Vehicutar Combat feat, you may only take [gunner] 
maneuvers when you select starship maneuvers for Starship Tactics. 


JEDI FAMILIARITY 
You have worked alongside Jedi or other Foree-users and have developed 
an excelient rapport. 

Benefit: Once per encounter, when you are targeted or affected by a 
Force power of Force talent originating from an ally, you gain one temporary 
Force Point, which must be spent before the end of the encounter or it goes 
away. If the Force power ar Force talent damages you or moves you down 
the condition track, you do not gain the benefit of this feat. 


LEADER OF DROIDS 
You are experienced in leading droids, and you know how to direct them 
tactically 

Benefit: Whenever you provide a beneficial, mind-affecting effect to 
your allies, you may select from among these allies a number of droids equal 
to your Intelligence modifier (minimum 1), The droids you designate ignore 
their mind-affecting immunity with regards to this effect, provided they are 
willing to ignore this immunity. 


OVERWHELMING ATTACK 
You know how to get your attacks past enemy defenses, making sure they 
strike true. 

Benefit: You must spend two swift actions in the same round to activate 
this feat. If your target attempts to use a talent, feat, or other ability to 
negate your attack (such as Block, Deflect, or Vehicular Combat), the target 
takes a -S penalty to any attack rolls or skill checks it makes to negate the 
attack. This effect applies to the next attack you make before the end of 
the same round. 


PALL OF THE DARK SIDE 
You are adept at hiding yourself from Force-users, thanks to the haze of 
the dark side, 

Prerequisite: Dark Side Score 1+. 

Benefit: You can add one-half your Dark Side Score (minimum 1) to any 
Use the Force checks made to resist attempts to detect you with the Sense 
Force application of the Use the Force still. 


SEPARATIST MILITARY TRAINING 
You have received extensive training from the military of the Confederacy 
of Independent Systems and are familiar with its practices. 

Benefit: While you are adjacent to at least one of your allies, gain a +1 
circumstance bonus on any ane attack roll you make on your turn. 


SPRAY SHOT 
You can fire a short burst at an enemy while protecting nearby allies from 
errant shots. 

Benefit: When you have a weapon set on autofire, you can reduce the 
area targeted by your autofire attack to 1 square. 


TRENCH WARRIOR 
You have experience fighting in the trenches, and you know how to use cover 
to your attack advantage, 

Benefit: When you are adjacent zo a wall or object that provides you 
with cover from your target's ranged attacks, you gain a +1 circumstance 
bonus on your attack ralis against thet target. 


UNSTOPPABLE FORCE 
Your constant exposure to Force-users has taught you methods of physically 
resisting their effect on you in battie. 

Benefit: You gain a +5 insight bonus to Fortitude Defense and Will 
Defense against any attack or effect requiring a Use the Farce check. 


UNWAVERING RESOLVE 
You are not easily swayed by the words of others, and can see through 
deceptions thanks to your keen mind. 

Prerequisite: Trained in Perception. 

Benefit: You gain a +5 insight bonus to Will Defense against Deception 
and Persuasion checks. 


WARY DEFENDER 
Even in the heat of battle you can bolster yourself against nearly anything 
that comes your way. 

Benefit: When you use the fight defensively action (see page 152 of 
the Saga Edition core rulebook), you gain a +2 competence bonus to your 
Fortitude Defense and Will Defense until the beginning of your next turn, 


FOLLOWERS 

Followers are nonheroic characters that act as your allies and agents during 
adventures. Uniike other NPC allies, followers are obtained through talents 
and augmented by abilities of your choosing. A player that selects follower 
granting talents ean choose the role, function, and abilities of those followers 
through further talent selection, Unlike a crime lord's minions, followers do 
not gain skills or feats as they advance in level, and many of theit statistics 


are tied directly to the hero who spent talents and feats to gain them. How- 
ever, followers go on adventures with you and provide assistance, both in 
combat and in noncombat encounters, and otherwise function as. members 
of your party. Followers are considered your allies, as well as the allies of 
your party members. 

Ina Clone Wars campaign, followers give the heroes an opportunity to 
lead troops inte battle, command a crack squad of Republic Commandos, 
control 3 group of mercenaries hired to do reconnaissance, or retain a retinue 
af guards fitting for 3 noble of stature. Though they serve the same functions 
as nonheroic allies, they are different in that their actions are typically under 
the direct control of one of the heroes. A Jedi hero might lead clone trooper 
followers into battle, while a noble might have a team of loyal protectors 
and decoys accompanying her as she travels the galaxy. These followers are 
not just mindless, faceless drones who obey the hera’s every bidding, but 
they do represent the many Sackground characters that assist heroes in one 
way or another throughout the Star Wars saga 

For an individual hero, the presence of followers represents a significant 
part of that character's development: leadership. When a hero takes a talent 
that grants followers, that hero has become a leader to a single follower 
‘or small group of NPCs. Gamemasters that allow heroes to take follower- 
granting talents should encourage these heroes to act as good leaders should, 
taking care of their followers, ensuring they are healthy and prepared, and 
watching out for their emotional and physical welfare, 

Each individual Gamemaster can determine how much or how little time 
they devote to fleshing out the personalities and mannerisms of a hero's 
followers. For some, assigning a name to the follower is enough, but some 
Gamemasters might wish to flesh out the followers as thoroughly as they 
would major NPCs for a campaign. Gamemasters should also consult with 
their players to determine how much detail they would like for their follow 
ers, For example, a hero leading a squad of clone troopers as followers might 
not care about his followers’ thoughts and motivations, and Gamemasters 
should be aware of how much attention their players want paid to followers’ 
personality details. 


HUMAN FOLLOWERS 

Since Human species traits grant a bonus feat and a bonus trained skill, 
Human followers gain no species bonus from the standard follower 
generation system. Instead, Human followers can choose one item from 
any template (other than their own follower template) and apply that to 
the follower's statistics instead. For example, a Human follower with the 
aggressive template could choose to gain the bonus to Reflex Defense 
from the defensive follower template, or a Human utility follower could 
choose the +2 bonus to Constitution from the aggressive follower. 


FOLLOWER STATISTICS 

A follower's statistics are determined by your heroic level, so when you 
take a talent that grants you a follower, you need not worry about Building 
2 character completely from scratch. Similarly, as you gain levels, the fol- 
Jower's statistics improve, helping your followers stay active as your campaign 
progresses. When you gain a follower, you can auild a full stat block for that 
follower by using the guidelines presented below. 

Level: Your followers are considered to be the same level as your hero. 
Followers are considered nonheroie characters but gain none of the benefits 
of the nonheroic class (see page 277 of the Saga Edition core rulebook) 

Species: When you receive a follower, you can select the follower's 
species, applying that species’ traits to the statistics of the follower. Your 
followers never gain bonus feats from their species traits. 

Initiative: Followers do not meke Initiative checks. They act on the hero's 
turn, as the hero must spend actions to activate them. 

Destiny and Force Points: Followers do not receive Destiny Points or 
Force Points, nor do they have destinies. Any effect that would give a fol- 
lower a Force Point, use a follower's Force Point, or atherwise interact with 
the follower's Force Points and Destiny Points have no effect, 

Dark Side Score: Followers have Dark Side Scores (though they begin 
with no score), which increase as they commit acts that would warrant an 
increase normally. 

Languages: A follower speaks its native languages, plus it has at least 
one language in cammon with you (usually Basic), 

Defenses: A follower has a Reflex Defense, Fortitude Defense, and Will 
Defense equal to 10 + the relevant ability score modifier + your heroic level. 
Some talents and effects allow you to increase these defenses, and the basic 
follower templates can also include bonuses for individual defenses, Any bonus 
to Reflex Defense from armor does not stack with the bonus from your heroic 
level. If the follower is wearing armor, use the higher of the two bonuses. 

Hit Points: A follower has a number of hit points equal to 10 + your 
heroic level. 

Damage Threshold: A follower's damage threshold is calculated as normal 
(see page 146 of the Saga Edition core rulebook). 

Base Attack Bonus: A follower's template determines its base attack 
bonus. Aggressive followers use the soldier base attack progression (see 
page 51 of the Saga Edition core rulebook), while defensive and utility fol- 
lowers use the scoundrel base attack progression (see page 45 of the Saga 
Edition core rulebook). 

Grapple: A follower's grapple onus is calculated as normal (see page 
183 of the Saga Edition care rulebook). 

Ability Scores: A follower’s ability scores are all equal to 10, except 9s 
noted under each template. 

Talents and Feats: Followers do not gain talents or feats unless specified 
by the follower's template or talents taken by your hero. This means they do 
rot gain bonus feats from their species, even if they normally would gain one, 
Exception: All foliowers gain the Weapon Proficiency (simple weapons) feat. 


Skills: Followers do not gain trained skills, though their untrained skill 
modifiers are calculated as normal (one-half level + the relevant ability score 
modifier). Some templates and talents allow followers to become trained 
in certain skills. Followers do not gain bonus trained skills for having a high 
Intelligence. 

Possessions: All followers have starting credits equal to the starting 
eredits for your first class. 


DROID FOLLOWERS 

(Unlike the various alien species of the Star Wars universe, droids do not 
share a basic set of traits that can be used to quickly build a character. 
Heroes in a Clone Wars campaign with droid followers are likely to be mem 
bers of the Confederacy (or at least working with the Separatists). Rather 
that restrict droid followers to a single model of droid, all droid followers 
use some of the same basic rules to cover their game mechanics, leaving 
the specifics of droid model and appearance up to the Gamemaster. The 
droids might be super battle droids, droid commandos, or IG-100 bodyguard 
droids depending on the needs and desires of the individual hero. 

However, droid followers come with some pitfalls that nondroid fol- 
lowers do nat. It is much easier to upgrade the combat capabilities of a 
droid follower simply by purchasing equipment for it, such as hardened 
systems or personal shields. Gamemasters should be careful when 
allowing PCs to take droid followers, as they can quickly become more 
powerful than their nondroid counterparts. Gamemasters must carefully 
consider the repercussions of giving heroes too free a hand in modifying 
their droid followers. 

Use the foliowing species traits when creating @ droid follower: 

Ability Scores: Droid followers may choose to apply a +2 bonus to 
any ability score of their choice (except Constitution). 

Size: Droid followers should be Medium size, Gamemasters that wish to 
allow droid followers of different sizes can do'so, but must make adjustments 
to statistics and locomotion speed based on the size of the follower, 

‘Speed: Droid followers can begin with walking locomotion or tracked 
Jocomotion, each af which confers a speed of 6 squares. 

Droid Traits: Droid followers have all of the droid traits and droid 
immunities. They follow all of the same rules as droids, as outlined on 
pages 187-188 of the Saga Edition core rulebook. All droid followers are 
considered to be fourth-degree droids, though Gamemasters are free to 
allow a different droid degree. Gamemasters should keep in mind, how- 
ever, that droids of other degrees typically have limitations placed on the 
actions they can take (specifically with regards to combat). 

‘Starting Equipment: Droid followers begin with a heuristic processor, 
2 arm appendages, and a locomotion system. They gain normal start- 
ing credits as per the follower rules, but these credits must be spent on 
nondroid equipment or the following droid accessories: appendages, 
communications devices, internal storage, sensors, or translator units. 
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FOLLOWER TEMPLATES 
When you gain a follower, you must choose one of three templates for your 
follower: the aggressive follower, the defensive follower, or the utility follower. 
These follower templates pravide unique skills and other mechanical benefits 
for your followers that rot only increase their usefuiness but alse prevent 
all your follawers from having identical statisties (if you choose different 
templates for each follower] 

When you gain a follower, chouse one template and apply the mechanical 
modifications indicated in that template to the statistics of your follower. 
Once chosen, a follower's template cannot be changed. 


The Aggressive Follower 
Aggressive followers are focused on attacks and depleting enemy resources. 
They are somewhat tougher than other followers becauise they put themselves 
in harm's way more often and are more likely to attack an enemy target. 

Defenses: An aggressive follower gains 2 +2 banus to Fortitude 
Defense. : 

Base Attack Bonus: An agaressive follower uses the soldier class's base 
attack bonus progression (see page 51 of the Saga Edition core ru ebook). 

Ability Scores: An aggressive follower gains a +2 bonus to Strength or 
Constitution (your choice). 

Trained Skills; Aggressive followers are trained in Endurance. 

Feats: Aggressive followers gain the Weapon Proficiency (pistols) feat 


The Defensive Follower 
Defensive followers specialize in protecting themselves from damage and, 
similarly, hoiding a defensive position. Defensive followers make excellent 
support fighters, laying down suppression fire or helping to hold @ corridor 
against an invading force. 

Defenses: A defensive follower gains a 42 bonus to Reflex Defense, 

Base Attack Bonus: A defensive follower uses the scoundrel class's base 
attack bonus progression (see page 45 of the Saga Edition core rulebook). 

Ability Scores: A defensive follower gains 2 +2 bonus to Dexterity or 
Wisdom (your choice). 

Trained Skills: Defensive followers are trained in Endurance, 

Feats: Defensive followers gain the Armor Proficiency (light) fe 


The Utility Follower 
Utility followers are typically skilled in several areas, allowing them to 
contribute to a variety of situations where skill checks are called for. Utility 
followers might be demolitions experts, slicers, saboteurs, or any number of 
other professions that rely on skills to excel 

Defenses: A utility follower gains a +2 bonus to Will Defense. 

Base Attack Bonus: A utility follower uses the scoundrel class's base 
attack bonus progression (see page 45 of the Saga Edition core rulebook). 

Ability Scores: A utility follower gains a +2 banus to intelligence or 
Charisma (your choice). 

Skills: Utility followers are trained in one skill of your choice (except 
Use the Force), 

Feats: Utility followers gain either the Armor Proficiency (light) feat 
‘or the Weapon Proficiency (pistols) feat (your choice at time of Follower 
tion). 


SAMPLE FOLLOWER: 

GAMMA-383 “TRENCH” 

The following stat block represents a sample follower fos 3 level 7 soldier who 

has taken the Commanding Officer talent, Since the soldier is a member o* 

the Republic, he decides that his follower is a special clone trooper assigned 

to follow his orders in preparation for life as a member of a commando squad. 

‘Wanting his follower to be more survivable, the hero chooses the defensive 

follower template, Since the cione trooper is Human, the soldier also decides 

that his follower shauld take the Weapon Proficiency (pistols) feat from the 

aggressive follower template’s feats section. The clone trooper, designate 

Gamma-383 by the Grand Army of the Republic, is nicknamed “Trench” due 

to his penchant for hunkering dewn and holding a threatened pasition for 

long periods af time, 

Gamma-383 “Trench” cL2 

Medium Human defensive follower 7 

Init acts on hero's Initiative; Senses low-light vision, Perception +5 

Languages Basic 

Defenses Ref 20 (flat-footed 19), Fort 19, Will 17 

hp 17; Threshold 19 

Speed 6 squares 

Melee unarmed +5 (104) 

Ranged blaster rifie +6 (348) or 

Ranged blaster pistol +6 (306) o- 

Ranged frag grenade +6 (4d6) 

Base Atk +5; Grp +5 

Atk Options autofire (blaster rifle) 

Abilities Ste 10, Dex 12, Con 10, Int 10, Wis 10, Cha 10 

Special Qualities follower qualities 

Feats Armor Proficiency (light, medium), 
rifles, simple weapons) 

Skills Endurance +8 

Possessions clone trooper armor, blaster rifle, blaster pistol, 2 frag 
grenades 


Weapon Proficiency (pistols, 


FOLLOWER ACTIONS 
Unlike normal NPCs, followers have a limited array of actions that they can 
perform on any given round. They depend on you, the hero, to direct them. 
Followers act on your initiative count and take actions based on the 
actions you choose to give them. Below is a summary of actions your fol- 
lowers can take (along with the action cost to you), both in character-scale 
combat and in vehicle and starship combat. 
You must have line of sight to your follower or be in communications with 
your follower to be able to use any of the actions below. Other talents related 
to followers might have their own action or range requirements, as well, 


Standard Actions 

You can give up your standard action to let one of your Followers take a stan- 
dard action of its own. On any round in which an individual follower does not 
take a standard action (that is, if you do not grant that follower a standard 
action from the fist below or from a taient-granted ability), that follower is 
considered to be fighting defensively as their standard action. 

Asa standard action, you can cause one of your followers to take one of 
the following actions: 

Attack: The follower makes a melee or ranged attack against 2 legal 
target. Followers can use weapons set on different settings—such as autofire 
or stun—as normal. 

Aid Another: The follower uses the aid another action 2s normal. 

Charge: The follower makes a charge attack against a legal target, 

Fight Defensively: The follower takes the fight defensively action as 
normal (it can still make attacks of epportunity). 

Retrieve a Concealed Item: The follower retrieves an item concealed 
with the Stealth skill from his person. 

Use Special Ability: If you have a talent that allows one of your followers 
to use a special ability as a standard action, it can do so. 


Move Actions 
‘As-a move action, you can allow your followers to take one of the following 
actions: 

Draw or Holster a Weapon: When you use a move action to draw or 
hholster @ weapon, each of your followers can do the same. You can also use 
the action to let one or more of your followers draw or holster 2 weapon, 
even if you do not. 

Manipulate an Item: Each of your followers can pick up an item, load 2 
weapon, open or close a door, or move a heavy object. 

Move With You: When you take a move action to move, stand up, or 
withdeaw, each of your fallowers can move up to thelr speed, stand up, or 
withdraw as normal. You can also use the action to fet one or more of your 
followers perform these actions, even if you do not. 
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Swift Actions 
Asa swift action, you can allow your followers to take one of the following 
actions: 

Activate an Item: When you use a swift action to activate an item, each 
of your followers can do the same. You can use the action to let one or more 
of your followers activate an item, even if you do not. 

Drop an Item: Wher you use a swift action to drop an item, each of your 
followers can do the sare. You can use the action to let one or more of your 
followers drop an item, even if you do not. 

Fall Prone: When yau use a swift action to fall prone, each of yaur fol 
lowers can do the same. You can use the action to let one ar move of your 
followers fall prone, even if you do not. 

Recover: When you use three swift actions to recover in the same 
round or on consecutive rounds, cach of your followers can do the same. 
You can use the actions to let one or more of your followers recover, even 
if you do not. 

Switch Weapon Mode: When you use a swift action to switch weapon 
made, each of your followers can da the same. Yau can use the action tolet 
one of mare of your followers switch weapon made, even if you do not. 


Full-Round Actions 
As a full-round action, you can allow your followers to take the following 
action: 

Run: When you take 2 full-round action to run, each of your followers 
can run up to their normal run speed. You can also use the action ta jet one 
‘or more of your followers perform this action, even if you do not. 


FOLLOWERS IN VEHICLES 

Followers can pilot or act as gunners in vehicles just like any other NPC 
ally. However, they operate under the same action restrictions as they do 
in character-scale combat. A follower can take on any role on a starship, 
including pilot, but the follower must abide by the same restrictions of that 
role that any other character wauld have. For example, fallower pilots must 
still spend a move action piloting their ships. 


Standard Actions 

You can give up your standard actions to let one of your followers take a 
standard action of its own, On any round in which an individual follower in 
the pilot's role does not take a standard action (that is, if you do no? grant 
that follower a standard action from the list below or from a talent-granted 
ability), that follower is considered to be fighting defensively as their standard 
‘action, though normal penalties to the attacks of gunners still apply. 

‘Asa standard action, you can cause one of your followers to take one of 
the following actions: 

Attack: The follower makes a melee or ranged attack against 2 legal 
target. including an attack with a vehicle weapon. 

Aid Another: The follower uses the gid another action as normal. The 
normal rules for the ald another vehicle action still apply. 

Attack Run: The follower can make an attack run against a legal target, 
provided that follower is the pilot of the vehicle. Foliowers acting as gunners 
cannot coordinate their attacks with this attack run, since they require 2 
standard action to ready or make attacks. 

Dogfight: The follower initiates or participates in a dogfight. When 
engaged in a dogfight, your follower can attack or disengage as normal. 
Follow all the normal rules for dogfighting, Followers can initiate a dogfight 
8 an attack of opportunity as normal, but this counts as your one attack of 
‘opportunity for the round (see “Attacks of Opportunity” below). 

Fight Defensively: The follower takes the fight defensively action as 
normal; it can still make attacks of opportunity. Your follower must be the 
ot of the vehicle to take this action. 

Use Special Ability: If you have a talent that allows one of your fo'lowers 
0 use a special ability as 2 standard action, the follower can do so. 


Move Actions 
As a move action, you can cause your followers to take one of the follow- 
ing actions: 

Move Vehicle With You: When you take a move action to move your 
vehicle, each of your followers can move a vehicle they pilot up to their 
vehicle's speed. You can also use the action to let one or more of your fol- 
lowers perform this action, even if you do not. 


‘Swift Actions 
As aswift action, you can allow your followers to take ane af the following 
actions: 

Full Stop: When you take a swift action to bring a vehicle to a full stop, 
one or more of your followers piloting 2 vehicle can take the full stop action 
as well, You can also use the action to let one or more of your followers 
perform this action, even if yau da not. 

Increase Vehicle Speed: When you take a swift action to increase vehicle 
speed, one or more of your fallowers piloting a vehicle can take the increase 
vehicle speed action as well. You can also use the action to let one or more 
of your followers pecform this action, even if you do not. 

Raise or Lower Shields: When you take a swift action to raise or tower 
shields, one or more of your fallowers acting as system operator can raise or 
ower shields 07 their vehicles as well, Yau can also use the action to let one 
‘or more of your followers perform this action, even if you do not. 

Recharge Shields: When you spend 3 swift actions in the same round or 
‘on consecutive rounds to recharge shields, you can also let one or more of 
your followers acting as system operator make a DC 20 Mechanics check to 
increase their vehicles’ shield rating by 5, upto the vehicle's normal maximum, 
You can also use the action to tet one or more of your fallowers perform this 
action, even iF you do not. 

Reroute Power: Whenever you spend 3 swift actions in the same round 
or on consecutive rounds to reroute power, you can also let ane or more of 
your followers acting as engincer make a DC 20 Mechanics check to move 
their vehicles +1 step on the condition track. You can also use the action to 
{et one or more of your followers perform this action, even if you do not. 


Full-Round Actions 
Asa (ull-round action, you can allow your followers to Lake the following 
action 

All-Out Movement: When you take 2 full-round action to move your 
vehicle using the all-out movement action, each of your followers can take 
the all-out movement action for vehicles they pilot as well, You can also use 
the action to fet one or more of your followers perform this action, even if 
you do not 


ATTACKS OF OPPORTUNITY 
Like 2 normal hero, followers that threaten can make attacks of opportunity 
as normal. However, any attack of opportunity made by a follower counts as 
an attack of opportunity made by you. 


EQUIPPING A FOLLOWER 

Followers gain starting credits and can use those credits to purchase equip- 
meat, A hero can provide equipment to his followers, though their limited 
number of armor and weapon proficiencies keeps fallawers from becoming 
walking arsenals. Followers must abide by the normal rules for carrying 
capacity and encumbrance, though they are otherwise unrestricted in the 
Kinds or amounts of equipment they can use. 


FOLLOWER DEATH 

When a follower is reduced to 0 hit points by an attack that exceeds its 
damage threshold, it dies. However, you can spend a Force Point to prevent 
the follower from dying just 2s you would prevent yourself from dying from 
2 similar wound. An attack that reduces 2 follower to O hit points but does 
not exceed the follower’s damage threshold causes the follower to go uncon- 
scious (apply the normal rules far unconsciousness, death, and dying). 

{fa follower dies, you da nat lose the benefils of the talent that granted 
you the follower. You can recruit another follower to replace a dead one, 
abiding by the normal rules for gaining a follower at that point. Recruiting a 
new follower usually requires 8 hours of searching and recruitment, though 
Gamemasters can shorten or lengthen this amount of time based on the 
circumstances, However, Gamemasters should be careful nat to delay this 
recruitment (or too long, because until the hero gains a replacement follower, 
that hero is at a disadvantage, 
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CHAPTER III 
CLASSES 


PRESTIGE 


ye classes offer more options for heroes and GM characters than 
what would normally be available to them. They allow characters to spe- 
 cializelin particular areas, and they sometimes allow characters to be more 


‘ter cannot start as a member of a prestige class. Abilities 
prestige classes can be granted only by meeting the stated 
s, which usually require the character to be at least mid level. 
, the prestige class might also have requirements that are not 
rules but must be met in game, such as having membership 
far organization. 

ige classes are strictly optional, and their use is subject to the dis~ 
of the GM. In some cases, the prestige classes presented might be 
/¢ appropriate for GM characters and might be considered off-limits to 
heroic characters. You should consult your GM before steering your character 

toward a particular prestige class. 


New TALENTS 


The following new talents have proven useful to those characters in a Clone 
Wars campaign. 


ACE PILOT TALENT z 
The following new talent is intended for use with the Ace Pilot prestige class 
(see page 206 of the Saga Edition core rulebook). 


New Expert Pilot Talent 
The following talent expands the Expert Pilot talent tree (see page 207 of 
the Saga Edition core rulebook). 

Renowned Pilot: Your reputation as a skilled pilot precedes you and 
bolsters the resolve of your allies. All allies within 6 squares of a vehicle 
you pilot can reroll one Pilot check, keeping the better result. Once an ally 
has used this ability, that same ally cannot gain this talent’s benefit during 
the same encounter. 


ELITE TROOPER TALENTS 
The following new talent trees are intended for use with the Elite Trooper 
prestige class (see page 211 of the Saga Edition core rulebook). 


Melee Specialist Talent Tree 
Your skill with hand-to-hand combat is unmatched, and you can wield melee 
weapons with lethal accuracy and power. 

Accurate Blow: Choose one exot relee weapon or one of the following 
weapon groups in which you are proficient: advanced melee weapons, light- 
sabers, or simple weapons. When you make a melee attack with a weapon 
from the chosen group and the attackroll exceeds the target's Reflex Defense 
by5 or more, you deal +1 die of damage with the attack. 
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Close—Quarters Fighter: Whenever you occupy the same square as your 
target or are adjacent to your target, you gain a +1 circumstance banus to 
your melee attack rolls against that target. 

Ignore Armor: Once per encounter, when you make a melee attack, 
you can ignore any armor or equipment bonuses granted by your target's 
armor, 

Improved Stunning Strike: When you damage an opponent with a melee 
attack that moves the target dawn the condition track, the target cannot take 
any action requiring a standard or full-round action on its next tum. 

Prerequisite: Stunning Strike. 

Whiirling Death: You twirl your weapon around you in a blur, creating a 
circle of death around you. Any enemy target that begins its turn adjacent 
to you takes damage equal to your Strength bonus. You must be wielding 2 
melee weapon to use this talent. 

Prerequisites: Melee Smash, Unrelenting Assault 


Republic Commando Talent Tree 
You have demonstrated that you are a highly skilled and capable soldier for 
the Republic and work well in a commando squad. 

Ambush: When you successfully hit an opponent that has not yet acted 
in combat, you deal +2 dice of damage with the attack, 

Higher Yield: Once cer encounter, you can choose to deal +1 die of 
damage with a single grenade or other explosive. 

Prerequisite: Trained in the Demolitions skill. 


REPUBLIC COMMANDOS ATTAGK 4 HoMiNG 


Rapid Reload: You can retrieve a stored energy cell and reload your 
weapon as a single swift action. 

Shoulder to Shoulder: Whenever you begin your turn adjacent to an ally, 
you gain 2 number of bonus hit points equal to your heroic level. Damage is 
subtracted from the bonus hit points first, and any bonus hit points remaining 
at the end of the encounter go away. Bonus hit points from various sources 
do not stack, 

Strength in Numbers: lf you are within 10 squares of an ally. you can 
add +2 10 your DR. 

‘Weapon Shift: If you use a ranged weapon as a melee weapon (2s 
with the Gun Club talent], you gain a +2 bonus to melee attack rolls with 
that weapon. 

Prerequisite: Gun Club, 


FORCE ADEPT TALENTS 
The Following new talents are intended for use with the Force Adept prestige 
lass (see page 212 of the Saga Edition core rulebook) 


New Force Item Talents 
The folfowing talents expand the Force Item talent tree (see page 214 of the 
Saga Eaition core mulebook). 

Focused Force Talisman: When you create a Farce talisman (see page 
214 of the Saga Edition core rulebaok), you can select a single Force power 
from your Force suite. Whenever you are wearing this talisman and activate 
the selected Force pawer, you can spend a Force Point to immediately regain 
that spent power, adding it to your Force suite, 

Prerequisite: Force Talisman, 

Greater Focused Force Talisman: As Focused Force Talisman (see above), 
‘except that 3 Force Point spent to immediately recover the selected power does 
not count against the “one per turn’ restriction on spending Force Points. 

Prerequisites: Force Talisman, Focused Force Talisman. 


GUNSLINGER TALENT 
The following new talent is intended for use with the Gunslinger prestige 
class (see page 216 of the Saga Edition core rulebook) 


New Gunslinger Talents 
The following talent expands the Gunslinger talent tree (see page 216 of the 
Saga Edition core rulebook) 

Blind Shot: You ignore the penalties on your ranged attack rolls when a 
target has conccalmeat or tatal concealment. 


JED! KNIGHT TALENTS 
The following new talentsand talent trees arc intended for use with the Jedi 
Knight prestige class (see page 217 of the Saga Edition core rulebook). 


Jedi Archivist Talent Tree 
You have dedicated your life as a Jedi 10 preserving knowledge and applying 
it in times when it is needed. 

Direct: As a standsrd action, you can return one spent Force power to 
the Force suite of any ally within & squares of you and in your line of sight. 
The Force power must have been spent by the ally you designate. 

\mpart Knowledge: You can aid another on the Knowledge checks of 
any ally within & squares of you as a reaction for Knowledge skills you are 
trained in. 

Prerequisite: Skitled Advisor. 

Insight of the Force: You can make a Use the Force check in place of a 
Knowledge check for any Knawiedge skill you are not trained in. You are con- 
sidered trained in that Knowledge skill for the purposes of using this talent. 
If you are entitled to a Knowledge check reroll, you can reroll your Use the 
Force check instead (subject to the same circumstances and limitations). 

Master Advisor: When you ust the Skilled Advisor talent (see page 40 of 
the Saga Edition core rulebook), the ally you aid gains one temporary Force 
Point at the end of her next turn. If the Force Point is not spent before the 
end of the encounter, it is fost. 

Prerequisite: Skilled Advisor. 

Scholarly Knowledge: As a swift action, you can reroll 3 Knowledge check 
and keep the better of the two results, This can be used with any Knowledge 
skill you are trained in, 


Jedi Healer Talent Tree 
You have focused your natural ability with the Force to heal the sick and 
injured. 

Force Treatment: You can make a Use the Force check in the place of a 
Treat Injury check. You are considered trained in the Treat Injury skill. If you 
ve entitled to 2 Treat Injury check reroll, you ean reroll your Use the Force 
check instead (subject to the same circumstances and limitations). 

Healing Bonst: When healing somebody through vital transfer, the 
amount of damage healed increases Sy 1 point per your class level 

Prerequisite: Vital transfer. 

Improved Healing Boost: When healing somebody through vitol transfer, 
the amount of damage healed increases by 2 points per your class level. 

Prerequisites: Healing Boost, vita! transfer 

Soothe: When using vital transfer to heal somebody, you can move the 
target +1 step on the condition track instead of healing damage. When doing 
0, You move -1 step on the condition track in exchange. 

Prerequisite: Vital transfer 
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OFFICER TALENTS 
The following new talents are intended for use with the officer prestige class 
(see page 20 of the Saga Edition core rulebook). 


New Military Tactics Talents 
The following new talents expand the Military Tactics talent tree (see page 
221 of the Saga Edition core rulebook). 

Exploit Weakness: When you use the Assault Tactics talent (see page 221 
of the Saga Edition core -ulebook) on an enemy, the target takes a cumulative 
-1 penalty to Reflex Defense each time it is damaged by one of your allies 
(maximum -5). This penalty applies until the end of your next turn. 

Prerequisite: Assault Tactics. 

Grand Leader: As a swift action, once per encounter, you can grant bonus 
hit points equal to § + one-half your character level to all allies within 20 
‘squares of you and in your line of sight. Damage is subtracted from the bonus 
hit points first, and any bonus hit points remaining at the end of the encounter 
{go away, Bonus hit points from multiple sources do nat stack. 

Uncanny Defense: Once per day, you can add one-half your officer class 
level to all your defenses for one round. You must declare that you are using 
this talent at the beginning of your turn. The benefits last until the begin 
ning of your next turn. 


PRESTIGE CLASSES 
The following new prestige classes are available during the Rise of the Empire 
era, particularly during the Clone Wars. 


PRESTIGE CLASS BASIC DESCRIPTION 


Droid commander Leader specializing in droid troops 
Military engineer Tech specialist focusing on military hardware 
Vanguard Advanced scout who pinpoints enemy forces 


DROID COMMANDER 

All armies need an established hierarchy to ensure that objectives are 
achieved successfully. Even battle droids, with their network connection to 
a central command computer, must sometimes have specific movements 
dictated to them by a separate droid designated as a field commander. The 
droid commander, through the course of its career as a soldier for its orga- 
nization, proves itself though its actions and is promoted to lead others of 
its kind to support the unit's mission and the organization's cause 


Droid commanders are easy to spot on the battlefield. They bear command 
colors and are positioned within the ranks to receive maximum protection 
from the enemy. Although they might be easy to find, they are rarely easy 
to eliminate. Because these droids are prized by their superiors, they are 
augmented and improved to increase the likelihood of their survival and 
continued service to their ‘masters. Better weapons, armor, and equipment 
in addition to upgraded systems make the droid commander a formidable 
foe on its own. Its ability to effectively lead troops on the battlefield make 
the droid commander and its squad a force to be reckoned with. 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES 
Ist +t Defense bonuses, talent 
2nd +2 Networked mind (1 droid ally) 
3d 8 Talent 
ath +4 Networked mind (2 droid allies) 
‘Sth +5 Talent 
6th +6 Networked mind (3 droid allies) 
7th +7 Talent 
8th +8 Networked mind (4 droid allies) 
oth +9 Talent 
10th +10 Networked mind (5 droid allies) 


EXAMPLES OF DROID 
COMMANDERS IN STAR WARS 
OLR-4, OOM-9, OOM-15. 


REQUIREMENTS 
To qualify to become a droid commander, a character must fulfill the fol- 
lowing criteria. 

Minimum Level: 7th. 

Trained Skills: Knowledge (tactics), Use Computer. 

Talents: At least one talent from the Leadership talent tree (see page 44 
of the Saga Edition core rulebook) or the Commando talent tree (see page 
52 of the Saga Edition core rulebook). 

Special: Droids only. 


GAME RULE INFORMATION 


Droid commanders have the following game statistics. 


Hit Points 
At each level, droid commanders gain 1410 hit points. 


Force Points 
Droid commanders gain ¢ Force Points equal to 6 + one-half their 
aracter level, rounded down, every time they gain a new level in this elass 


CLASS FEATURES 


The following are features of the droid comm 


er prestige class, 


Defense Bonuses 
At Ist level, you 
Defense, and Will Defer 


iefen: 


s bonus to your Reflex £ 


Talents 
At every odd-numbered level (Ist, 3rd, Sth, and so on), é commander 
selects a talent. The talent can be selected from the Droid Commander talent 


tree (presented below), the Inspiration talent tree (see page 43 of the Saga 
ge 44 of the Saga 


ship talent 


Edition core rulebook), or the Le (see p 
Edition core rulebook). The droid commander must meet the prerequisites [if 
awl OF the ches ent can be selected more than once unless 


talent, No t 


expressly indicated 


DROID COMMANDER TALENT TREE 
You have learned the quirks and intricacies of commanding droids, and you 
nming. 


can get the most out of even the least sophisticated basic prograr 

Automated Strike: As a swift action, you can make a DC 1§ Knowledge 
(tactics) check. If successful, all droid allies able to hear and understand 
you gain the benefits of the Double Attack feat 
which you are proficient until the end of your next turn, 
quisite: Double Attack with the chosen weapon, 

Droid Defense: As a standard action, you can transmit tactical infor- 
mation to all droid allies that cen hear and understand you, granting them 
a bonus equal to your Intelligence modifier to one of their defenses (your 
choice) until inning of your next turn, 

Droid Mettle: As a swift action once per turn, you can designate a single 
droid ally within your line of sight. T lly gains bonus hit points equal 
to 10 + your class level 

Prerequisites: Droid Defense 

Expanded Sensors: If you or any of your droid allies has line of sight to 
aware of a target, all droid allies that can hear and understand you 
are also considered to have line of sight {but not necessarily line of effect) 
to that target, 


‘one weapon group with 


Inspire Competence: As a swift action once per turn, you can grant one 
deoid ally within your line of sight a competence bonus on its next attack 
roll made before the start of your next turn equal to half your class level 
Additionaly, any droid designated as the target of your Networked Mind class 
feature is considered to have a heuristic processor whenever it is beneficial, 
even if it does not actually have a heuristic processor. 

Prerequisite: Expanded Sensors. 

Maintain Focus: As a swift action once per turn, you can grant all 
droid allies within your line of sight the ability 10 take the Recover action 
as two swift actions (instead of as three swift actions) until the start of 
your next turn, 

Overclocked Troops: You push the limits of the droids under your com- 
mand. You can spend a swift action once per tur to allow each of your net- 
worked allies (see the Networked Mind class feature below) to immediately 
move up to their speed. 

Prerequisite: Droid Defense. 

Reinforced Commands: When you use an ability that grants a droid ally 
4 morale or insight bonus, increase the value of that bonus by 1. 

Prerequisite: Droid Defense. 


Networked Mind 

You can designate a number of your droid allies equal to one-half your class 
level as being networked with you. A networked droid ally can recerve ben~ 
éficial mind-affecting e*fects from you. Once you designate a dreid ally as 
the recipient of this benefit, you cannot change the droid beneficiary until 
after the end of the encounter, and designating a droid to benefit from this 
class feature is a free action. Additionally, you are considered to have line 
of sight to a networked droid ally as long as both you and the ally have an 
active comlink (if the comlinks are subject to communications jamming, you 
lose this benefit). 


MILITARY ENGINEER 

The platoon’s transport has broken down. The radio is not working. Two of 
the soldiers’ rifles have jammed. The enemy is closing in. Who is going to fix 
everything in time? This is when the military engineer steps in, The military 
engineer is a tech specialist who focuses her energy on making repairs in 
the field and keeping the group's hardware running until they make it back 
to base. 

Although the military engineer is likely to be part of a combat unit, she 
feels more comfortable with tools in her hands while lying under a vehicle or 
digging through a droid's internal components than firing a blaster. Her skill, 
are honed so that she can rapidly perform repairs and adjustments during 
highly stressful situations—even while under fire. In fact, military engineers 
thrive on stress and look for such opportunities 


The military engineer can be deployed virtually anywhere within the 
military organization, but is often found near the front lines as part of a 
squad requiring technical support. 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES. 
ist +0 Defense bonuses, talent 
2nd “ Field-created weapon +1 
ond ¥2 Talent 
4th 4 Field-created weapon +2 
5th 8 Talent 
6th +4 Field-created weapon +3 
7th +6 Talent 
8th +6 Field-created weapon +4 
‘oth +6 Talent 
oth ro] Field-created weapon +5 


EXAMPLES OF MILITARY 
ENGINEERS IN STAR WARS 
Bao-Dur, Raith Sienar, Wat Tambor 


REQUIREMENTS 
To qualify to become a military engineer, a character must fulfill the fol- 
lowing criteria. 
Base Attack Bonus: +7, 
Trained Skills: Mechanics, Use Computer. 


Game RULE INFORMATION 
Military engineers have the following game statistics. 


Hit Points 
At each level, military engineers gain 148 hit points + their Constitution 
modifier. 


Force Points 

Military engineers gain a number of Force Points equal to 6 + one-half 
their character level, rounded down, every time they gain a new level in 
this class. 


CLASS FEATURES 
The following are features of the military engineer prestige class. 


Defense Bonuses 
At Ist level, you gain @ +2 class bonus to your Reflex, Fortitude, and Wil 


Defenses 


Talents 

At every odd-numbered level (1st, 3rd, 5th, and so on), you select a talent 
The talent can be selected from the Military Engineer talent tree (presented 
below) or the Outlaw Tech talent tree (see page 16 of Starships of the Gaioxy) 
You must meet the prerequisites [if any) of the chosen talent. No talent can 
be selected more than once unless expressly indicated. 


MILITARY ENGINEER TALENT TREE 
You have become skilled at using and manipulating technology on the 
battlefield. In fact, your fellow soldiers rely on your technical expertige in 
the heat of battle. 

Breach Cover: When you fire or throw a weapon with a burst or spl 
radius at a target with cover, you ignore that cover. 

Breaching Explosive: You ignore the damage threshold of doors and 
walls when using mines and fixed (non-gre 

Droid Expert: When you repair 3 droid, you repair 1 additional hit point 
for each point by which your Mechanies check beats the base DC of 20. 

Prerequisite: Repairs on the Fly. 

Prepared Explosive: When you use a mine or other fixed (non-grenade) 
explosive, you can chaose to have the blast radius of the explosive become 
difficult terrain after the explosive has detonated. Alternately, if you plant 
a mine or fixed explosive in an area of difficult terrain, you can have 
the explosive deal no damage and instead turn the difficult terrain into 
normal terrain 
Problem Solver: As a swift action once per turn, you can designate a 
gle vehicle within your line of sight whose pilot can hear and understand 
you. That pilot's vehicle ignores difficult terrain until the start of your next 
turn, and the pilot gains a +5 insight bonus on all Pilot checks made to avoid 
hazaeds and collisions untit the start of your next turn. 

Quick Modifications: When you create 2 field-created weapon (as per 
the class feature), you can choose one weapon modification from the Tech 
Specialist feat (see page 21 of Starships of the Galaxy) to apply to the created 
weapon at the time of creation. 

Prerequisites: Repairs on the Fly, Tech Specialist feat. 

Repairs on the Fly: You can use the Repair application of the Mechanics 
skill to repair a droid or object as a standard action. You can gain the benefits 
of this talent only once per day per droid, object, or vehicle repaired. 
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Sabotage Device: As a swift action, you can sabotage any object or 
weapon that is powered by an eneray cell so that it becomes a grenade. The 
abject or weapon is then considered to be a fragmentation grenade in all ways, 
but it can be turned back into its original form with another swift action. 

Tech Savant: As a standard action, you can increase the speed of one 
adjacent droid or vehicle you occupy by 1 square (applied to any method of 
locomotion) until the erd of your next turn, 

Prerequisite: Trained in the Knowledge (technology) skill 

Vehicular Boost: Asa standard action, you can make a DC 15 Mechanies 
check to grant one vehicle you occupy a number of bonus hit points equal to 
5 x your class level. Damage is subtracted from the bonus his points first, 
and any bonus hit points remaining at the end of the encounter go away. 
Bonus hit points from multiple sources do not stack. 


Field-Created Weapon 

You are able to scavenge parts from other technological objects and use 
them to build a limited-use personal-sized weapon. The item you create 
has only a limited life span, and the parts used to build it are rendered 
useless afterward, 

‘Asa standard action, you make a Mechanics check (DC 20) te create a 
melee or ranged weapon of your choice. The base value of the weapon can 
bbe no more than 600 credits x your class levet. Additionally, the weapon 
grants you (and only you) an equipment bonus on attack rolls equal to 
one-half your class level. You can use this ability only once per encounter, 
and at the end of the encounter the weapon is destroyed. If the weapon 
requires an energy cell to operate, you create one (at no additional cost) 
for the weapon at the time you create the weapon, You may orly create 
weapons you are proficient with. 


VANGUARD 

Fighting an effective war and taking out the enemy is necessary if your army 
is to live to fight another day. But you must find the enemy first, and those 
sensor results can be @ little deceptive at times. Send out the vanguard to 
track them down, 

The vanguard, simply put, is an advance scout who specializes in locating 
the enemy and relaying its position to his allies. With the stealth and sharp 
senses required ta achieve his goal, he specializes in locating and observing 
the enemy's movements, all the while obscuring his presence from them. If 
the situation arises, he might try to take a few of the enemy down before 
retreating back to friendly territory, but his primary purpose is to serve as 
his group's eyes and ears. 

Vanguards are typically attached to military units near the front lines. 
They operate best in smell groups as individuals. In either case, the vanguard 
excels at sneaking in clase to hostile forces, stealing away the knowledge of 
their location, and watering them fall to the might of his allies. 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES 
Ist +1 Defense bonuses, talent 
2nd +2 Surprise attack +1 
3rd + Talent 
4th +4 Surprise attack +2 
Sth oe Talent, 
éth +6 Surprise attack +3 
7th v7 Talent 
sth +8 Surprise attack +4 
oth +o Talent 
10th +0 Surprise attack +5, 


ExamMPLES OF VANGUARDS 

IN STAR WARS 

‘91st Reconnaissance Corps clone troopers, Aleenan scouts, Antarian Rengers, 
Neyo (CC-826), Rebel Plex Troopers. 


REQUIREMENTS 
To qualify to become a vanguard, a character must fulfill the following 
criteria. 

Minimum Level: 7th. 

Trained Skills: Perception, Stealth. 

Talents: Any two talents from the Camouflage talent tree (see page 49 
of the Saga Edition core rulebook) or the Commando talent tree (see page 
52 of the Saga Edition core rulebook). 


GAME RULE INFORMATION 

Vanguards have the following game statistics. 

Hit Points 

At each level, vanguards gain 1410 hit points + their Constitution medifier. 
Force Points 

Vanguards gain a number of Force Points equal to 6 + one-half their character 
level, rounded down, every time they gain a new level in this class. 


CLAss FEATURES 
The following are features of the Vanguard prestige class. 


Defense Bonuses 
At Ist level, you gain a +4 class bonus to your Fortitude Defense and a +2 
‘class bonus to your Reflex Defense. 


Talents 

At every odd-oumbered level (Ist, 3rd, 5th, and so on), you select a talent. 
The talent can be selected from the Awareness talent tree (see page 49 of 
the Saga Edition core rulebook), the Survivor talent tree (see page SO of the 
Saga Edition core rulebook), or the Vanguard talent tree (presented below). 
You must meet the prerequisites (if any) of the chosen talent. No talent can 
be selected more than once unless expressly indicated. 


VANGUARD TALENT TREE 

Asan expert in the art of scouting enemy formations, you are a valuable asset 
to any military force. Your ability to see what lies ahead on the battlefield 
is uncanny. 

Enhanced Vision: When actively looking for hidden enemies, you can 
make a Perception check as a swift action instead of a standard action. 

Impenetrable Cover: Whenever you have cover against a target, you gain 
DR equal to your class level against that target until the start of your next turn, 
provided you still have cover from the target at the time the attack is made. 

Prerequisites: Maximize Cover. 

Invisible Attacker: If your target is unaware of you, your ranged attacks 
deal +1 die of damage against that target. 

Prerequisit jaximize Cover. 

Mark the Target: Whenever you camage 2 target with 2 non-area ranged 
attack, you may designate one ally within your line of sight as a swift action. 
Your target is considered flat-footed against that ally’s first attack made 
before the start of your next turn. 

Maximize Cover: When an opponent uses the aim action to negate your 
cover, You can make a Stealth check opposed by the attacker's Initiative 
check. If successful, you retain your cover bonus. 

Shellshock: Whenever you damage a target that is unaware of you with 
an area attack, that target is considered flat-footed until the start of your 
next tur, 

Prerequisite: Soften the Target. 

Soften the Target: Whenever you damage a target with a ranged attack, 
you may designate one ally within your line of sight a5 2 swift action. The ally 
you designate ignores the target's damage reduction and SR (if 2ny) until 
the start of your next turn. 

Triangulate: If you and at least cne other ally have line of sight to and 
are aware of a target, you and allies that can hear and understand you can 
reroll one sanged attack roll against that target, accepting the second result 
even if it is worse. You and your allies can only gain the benefit of this talent 
once per encounter. 

Prerequisite: Enhanced Vision. 


Surprise Attack 

Whenever you attack a target that is unaware of you or otherwise denied its 
Dexterity bonus to Reflex Defense, you gain a bonus on your first attack roll 
in a round against that target equal to one-half your class level. 
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CHAPTER 1! 
HE FORC 


The field of energy created by all living things gives all Force-users their 
power. According to Jedi belief, which side of the Force is used depends 
| largely upon the person's emotional state of mind when the Force is tapped. 
Being calm and at peace allows the light side to flow through your being, 
" while anger, hatred, and thoughts of destruction bring forth the dark side 
of the Force. 


Most beings have never seen a Force-user, let alone met one. Accounts of 
their deeds stretch far and wide, though, and people form their own opinions 
about the Force. As Jedi take prominent positions in the Grand Army of the 
Republic, news of their exploits reaches more ears, and their actions are 
witnessed firsthand by those following the war, giving the galaxy a better 
idea of what the Force can do, 

This chapter presents new Force powers, secrets, talents, and techniques 
that are specifically used during this era. Some of these powers might be 
available to other Force-users in other eras at the Gamemaster's discretion. 
This chapter also presents other Force-using traditions that are active during 
this time. Although some of them are isolated to certain planets or galactic 
regions, they can be highly influential in those areas. 


THE FORCE DURING 
THE CLONE WARS 


The Clone Wars represent not only a conflict between the Republic and the 
Confederacy of Independent Systems but also the beginning of a dark period 
in which the Jedi begin to lose prominence in the galaxy. With their numbers 
dwindling and most of the galaxy's resources devoted to the war, some Jedi 
become desperate and resort to tactics they would not normally consider in 
a time of peace—including unintentionally tapping into the dark side of the 
Force through fear or aggression, 

In the heat of battle, giving in to feelings of hatred and aggressive 
behavior can be tempting. As younger, less experienced Jedi are promoted 
and take command of the Republic's clone troopers, tempers flare, fear of 
death or failure consumes, and those Jedi—once promising Knights—fall to 
the dark side before they know it. Even though they fight against droids and 
do not have to worry about any repercussions for using the Force against 
living targets, their feelings at the time they draw upon the Force can drive 
even the best of the Jedi over the edge into darkness. 

Some Jedi, despite the temptation, manage to adhere to their beliefs and 
remain clean of the dark side's influence. These Jedi stay level-headed even 
during the most chaotic times of battle and effectively lead their troops to 
victory. These are the Jedi who earn the respect of their troops as well as 
the respect of the Jedi Council and the rest of the Order. 
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Although the Jedi must struggle with the temptation of the dark side 
during the war, ather Force-users who do nat rely solely on the light site of 
the Force—such as the Jensaarai or the Korunnai—are not affected so much 
by their feelings during combat and might inadvertently take a Dark Side 
Point in the midst of battle. Typicalty, these users of the Force have rituals 
that help them cope with and accept a brush with the dark side, or they have 
practices that help cleanse them of its influence. 


FORCE POWERS 
The following Force powers are available to any character with the Force 
Sensitivity feat (see page 85 of the Saga Edition core rulebook). These Force 
powers expand the range of powers available to the Jedi and other Foree- 
using traditions. 

Telekinetic Powers: Force powers with the telekinetic} descriptor are 
added to the list of powers affected by talents such as Telekinetic Power and 
Telekinetic Savant (see page 100 of the Saga Edition core rulebook). 


CLOAK 
You can bend light arourd your body, rendering yourself invisible to anyone 
looking in your direction, Time: Standard action, Target: You. 

Make a Use the Force check. The result of the check determines the 
effect, if any; 

OC 15:You are considered to have total concesiment against all targets 
until the beginning of your next turn, 

DC20:As DC 15, and you gain a +2 Force bonus to Stealth checks until 
the beginning of your next turn, 

DC25:As DC 15, except you gain a +3 Force bonus to Stealth checks until 
the beginning of your next turn. 

DC30:As DC 15, except you gain a +5 Force bonus to Stealth checks until 
the beginning of your next turn, 

Special: You can maintain the cloak power from round to round, extending 
the normal duration. Maintaining the cloak power is a standard action, and 
you must make a new Use the Force check each round, If you take damage 
while maintaining this power, you must succeed on a Use the Force check 
(DC = 15 + damage taken) to maintain the power. 

You can spend a Force Point to increase the bonus to your Stealth checks 
by 5. 


Levitate [TELEKINETICI] 
You can float up or down without anything ar anyone to assist you. Time: 
Move action. Target: You. 

Make a Use the Force check. The result of the check determines the 
effect, if any: 

DC 15:You gain a fly speed of 2 squares but can only move vertically. 
You may move up to your fiy speed as part of this action, and if you end this, 
movement adjacent to a horizontal surface, you can move 1 square onto 
that surface as a free action. At the start of your next turn, if you are not 
standing or holding onto @ solid surface, you fall to the ground. 

DC 20: As DC 15, except the fly speed increases to 4 squares. 

DC25: As DC 15, except the fly speed increases to 6 squares. 

Special: You can spend 2 Force Point asa reaction to activate this power 
when falling. You can reduce your fall distance by a number of squares equal 
to the fly speed provided by this power. If you reduce the fall distancz to 0. 
squares, you land safely on your feet. 

You can maintain the levitate power from round to round, extending the 
normal duration. Maintaining fevitote is @ move action, and whenever you 
‘maintain this power you car move vertically up to your fly speed. If you take 
damage while maintaining /evitate, you must succeed on a Use the Force 
check (DC 15 + damage taken) to continue maintaining the power. 'f you 
fail this Use the Force check, you immediately fall. 
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MALAGIA [LIGHT SIDEI 

You create dizziness and nausea by disrupting your enemy's equilibriven. 
Time: Standard action. Target: One living creature within 6 squares of you 
and in your line of sight. 

Make a Use the Force check. Compare the result to your target's Farti- 
tude Defense. If your check equals or exceeds the target's Fortitude Defense, 
the target moves 1 step down the condition track. Additionally, until the end 
of its next turn, the target takes @ ~5 penalty to its damage threshold. 

Special: You can spend a Force Point to increase the penalty to damage 
threshold to -10. 

You can maintain the malacia power tram cound to round, extending the 
duration of the damage threshold senalty. Maintaining the malacia power is 
a standard action, and you must make a new Use the Force check each round, 
If you take damage while maintaining malacio, you must succeed an a Use 
the Force check (DC = 15 + damage taken) to continue concentrating. 


MORICHRO : 

‘You slow the vital functions of a tarvet, causing her to slip into a deep sleep 
or even die. Time: Standard action. Target: One living creature you have 
‘grabbed or grappled. 

Make a Use the Force check. Compare the result to the target's Fortitude 
Defense. if you succeed, the target moves -1 step down the condition track. 
Each round you maintain this power, if your Use the Force check exceeds the 
target's Fortitude Defense, the target moves another step down the condi- 
tion track. If you move a target to the bottom of the condition track with 
this power, you can choose to kill the target or place it into a Force trance 
even if it is unwilling (see page 28). Additionally, if you use this power on 
an already unconscious target, you can consider the target willing for the 
purposes of placing them in a Force trance. 

Special: You can maintain the morichro power from round to round, 
extending the normal duration. Maintaining this power is a standard 
action, and you must make a new Use the Force check each round, If you 
take damage while maintaining morichro, you must succeed on a Use the 
Force check (DC = 15 + damage taken) to maintain the power, If the target 
escapes your grab or the grab ends for any reason, you cannot maintain this 
power on your next turn. 


PHASE 
You can pass through solid objects, such as walls and doors. Time: Mave 
action. Target: You. 

Make a Use the Force check. The result of the check determines the 
effect, if any: 

DC 25: You gain a phasing speed of 2 squares; your phasing speed can 
never exceed your own base speed. When moving using your phasing speed, 
‘you can move through the spaces of your enemies, as well as through walls, 
vehicles, large objects, and other obs:ructions but must end your movement 
in a legal, unoccupied space. You retain this phasing speed until the begin- 
rning of your next turn. You may move up to your phasing speed as.a part of 
the activation of this power. 

DC30:As DC 25, except your phasing speed is 4 squares. 

DC35-As DC 25, except your phasing speed is 6 squares. 

DC-40:As DC 25, except your phasing speed is 8 squares. 

Special: You can spend a Force Point to increase your phasing speed by 2 
squares. You can maintain the phase power from round to round, extending 
the normal duration. Maintaining this power is @ move action, and whenever 
‘you maintain the phase power you can move up to your phasing speed. If you 
take damage while maintaining this power, you must succeed on a Use the 
Force check (DC = 15 + damage taken) to maintain the power. 
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REND [DarRK 8102] 

You can move a single target, whether itis a creature or object, in two dif 
ferent directigns simultaneously, Time: Standard action. Target: One target 
in your fine of sight and within 6 squares of you. 

Make a Use the Force check. Compare the result with the target's Reflex 
Defense. Ifthe check equals or exceeds the target's Reflex Defense, the target 
takes 346 damage. If your Use the Farce check is a natural 20, you score the 
equivalent of a critica! n't, and the target takes double damage. if you deal 
enough damage to reduce the target t0 0 hit points, you rip the target into 
two separate parts (living creatures are automatically killed). 

Special: If your Use the Force check succeeds, you can spend a Force 
Point to deai an additional 266 damage to the target 


SHATTERPOINT 

You can see the critical point of something, whether it is a person or 
object, that would shatter if struck st the right time, Time: Swift ection. 
Target: You. 

Make a Use the Force check. The re 
effect, if any: 

OC 25: If your next attack made hefare the end af the encounter hits, 
treat the target’s damage threshold against the attack as though it is 5 
points lower than normal. 

DC3O:As DC 25, except treat the target's damage threshold as though 
it is 10 points lower than normal. 

DC 35:As DC 25, except treat the target's damage threshold as though 
itis 15 points lower than normal, 

DC 40;As DC 25, except treat the target’s damage threshold as though 
itis 20 points lower than normal. 

Special: You can spend a Force Point to ignore the target’s DR in addition 
to gaining the normal effect of this power. 


it of the check determines the 


TECHNOMETRY 
You can tap into and reed technological devices and, in some cases, con 
trol them, Time: Standard actian. Target: One droid or electronic device 
touched 

Make a Use the Force check. Compare the result ta the target's Will 
Defense, Ifthe check equels or exceeds the target's Will Defense, you discover 
one piece of information contained within the target’s memory as determined 
by the Access Information table under the Use Computer skill description 
(see page 75 of the Saga Edition core rulebook, For every 5 points that 
you exceed the target's Will Defense, you can ‘earn one additional piece of 
information. 


Alternatively, if you target a droid and succeed at your Use the Force 
check, you may choose one of the following effects and apply it to the 
targeted drai 

‘© The droid’s senses are jammed, allowing you to make Stealth checks 
against the droid until the end of your next turn, even though it is aware 
you. 

‘The droid is denied its Dexterity bonus to Reflex Defense against your 
nex! attack made before the end of your next turn. 

* On its next two turns, the droid does nothing except flee fram you at 
p speed. 

Special: You can spend a Force Point to learn two more pieces of 
formation or extend one of the droid-specific effects of this power by an 
additional round. 
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FORCE TALENTS 

Force talents work just like talents found elsewhere in this book and in the 
Saga Edition core rulebook. However, they are available only to characters 
with the Farce Sensitivity feat (see page 85 of the Saga Edition core rule- 
book). Any time a character with the Force Sensitivity feat can select a talent, 
he or she can select one from any of the talent trees presented below. If the 
character is also a member of a Force-using tradition, he or she can also 
select from that tradition’s specific Force talent tree. 


NEW ALTER TALENT 
The following new talent expands the Alter talent tree (see page 100 of the 
Saga Edition core rulebook) 

Aversion: As a swift action, you can spend a Force Point to radiate an 
invisible aura that makes other beings want to avoid you. Until the end of 
the encounter, all squares within 2 squares of you are considered difficult 
‘terrain for your enemies. 

This is a mind-affecting effect 


NEW CONTROL TALENT 
The following neve talent expands the Control talent tree (see page 101 of 
the Saga Edition core ruleboak) 

The Will To Resist: Once per tum, as a reaction to being targeted by a 
Force power or other ability that targets your Will Defense, you can make 
a Use the Force check and replac= your Will Defense with the result of the 
Use the Force check. After you make this check, until the end of your next 
turn, you take a -5 penalty on all Use the Force checks, 


NEW DARK SIDE TALENT 

The following new talent expands the Dark Side talent tree (see page 101 
of the Saga Edition core rulebook). You must have a Dark Side Score of 1 
or higher to select talents from this tree; if your Dark Side Score is ever 
reduced to 0, you lose access to all talents in this talent tree until your Dark 
Side Score increases. 

‘Consumed by Darkness; Sometimes your anger consumes you. As a 
swift action, you can take a ~5 penalty to your Will Defense to gain a +2 
Force bonus on attack rolls, The penalty and bonus last until the beginning 
of your next turn. 


LIGHT SIDE TALENT TREE 

The light side of the Force is not the easiest course to fallow, but its promise 
of peace and harmony can help even the most weak-willed of Force-users 
‘on the right path. 

You must have a Dark Side Score of 0 to select talents from this tree; 
your Dark Side Scare ever increases to at least 1, you lose access to ali talents 
in this talent tree until your Dark Side Score drops back to 0. 

At Peace: You can spend a Force Point to gain 2 +2 Force bonus to 
all defenses until the end of the encounter or until you attack, whichever 
comes first. 

Attuned: When you roll a natural 20 on an attack roll against a target 
with a Dark Side Score of 1 or highet, you can activate a single Force power 
with the [fight side] descriptor immediately as a free action. 

Prerequisite: Focused Attack. 

Focused Attack: You can spend a Force Point to reroll an attack against 
2 creature with a Dark Side Score of 1 or higher, keeping the better of the 
two rolls. 

Surge of Light: Once per encounter, as a swift action, you can return any 
Force power with the flight side] descriptor to your suite withaut spending 
a Force Point. 

You can select this talent multiple times. Each time you select it, you can 
use this talent one additional time per encounter. 


NEW SENSE TALENTS 
The following new talents expand the Sense talent tree (see page 101 of the 
Saga Edition core rulebook). 

Heightened Awareness: You can spend 2 Force Point to add your Cha- 
risma bonus to your Perception check. 

You can select this talent multiple times. Each time you select this talent, 
you add your Charisma bonus an adcitional time 

\Psychometry: When you use the forseeing Force power, you can choose 
to target an object you hold instead of a character or creature. You can 
look into the targeted object's past, up to a maximum of S years per your 
character level. Any information gained about the object's past is based on 
the thoughts and emotions of the person holding or carrying the object at 
the time you perceive, which can skew the results of the vision. 

Prerequisites: Force Perception, forseeing. 

Shift Sense: You can spend a Force Point to gain low-light vision for 1 
minute or until the end of the encounter, whichever is longer. 
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FORCE TECHNIQUES 

Force techniques represent a deeper understanding of the Force and, like 
martial skills, are mastered after years of practice. A Few gifted or devoted 
Force-users learn to master them more quickly. In general, Force techniques 
are available only to characters with levels in certain Force-using prestige 
classes (such as Force adept, Jedi Knight, and Sith apprentice) 

When you gain access to 2 new Foree technique, you can select it from 
among those found on peges 102-103 of the Saga Edition core rulebook or 
from the techniques described below. Once you select a Force technique, it 
cannot be changed. 


ADVANCED VITAL TRANSFER 

When you use the vital ronsfer power, you can spend a Destiny Point to 
fully heal the target of all damage and remove all of the target's debilitating 
conditions, 


IMPROVED CLOAK 
You can maintain your clovk power as a move action instead of a standard 
action. 


IMPROVED LEVITATE 

If you are moved into a pit or off another elevated surface involuntarily, such 
as by being the target of a Force thrust or Bantha Rush, you can spenc a Force 
Point to activate this power as a reaction. If you do $0, you end your forced 
movement in the last square before the edge of the precipice 


IMPROVED MALACIA 
You can maintain the damage threshold penalty of the molacia pawer as 2 
swift action. 


IMPROVED PHASE 

When you use the phase power, you can end a single move action i: 
an occupied space, but you must still end your turn in a legal, unoccupied 
square. 


IMPROVED REND 

The range of your rend power increases to 12 squares. When using this 
pawer on an object or character or creature, you can ignore the object's or 
creature's damage reduction. 


IMPROVED BHATTERPOINT 

When you move a target down the condition track with an attack benefit- 
ting from the shatterpoint power, you can spend a Force Point to make the 
target's condition persistent. This persistent condition can only be inemoved 
if the target receives surgery (for living beings) oF repairs (for draids, objects, 
and vehicles). 


IMPROVED TECHNOMETRY 

When you use the technometry power, you can change the time it takes to 
activate to 2 full-round action and target all droids in a 6-square cone that 
originates from your square. 


*| SOMETIMES 
CAN SEE THE 
WEAK PLACES IN 
AN OPPONENT— 
SHATTERPOINTS 
WHERE THE 
UNBREAKABLE CAN 
BE BROKEN. THEY 
CAN OCCUR IN 
INDIVIDUALS...AND IN 
EVENTS.” 


-~-MACE WINDU 


FORCE SECRETS 

Skilled Force-users can lesrn to manipulate their Force powers in intriguing 
ways. Force secrets represent a sublime connection to the Force and are 
available only to powerful Force-users such as Force disciples, Jedi Masters, 
and Sith Lords. 

Activating a Force secret costs either a Force Point or a Destiny Point 
{as noted in its description), and the normal limits on spending Force Points 
and Destiny Points during a round apply. When you learn a new Force secret. 
you can select it from among those found on page 103 of the Saga Edition 
core rulebook or from the Force secrets listed below. Once you select a Force 
secret, it cannot be changed. 


EXTEND POWER 

When using a Force power that allows you to maintain your concentration 
(such as Force grip), you can sperd a Force Point to sustain the poner asa 
swift action instead of 2 standard action for a number of rounds equal to 
your Charisma modifier. 


LINKED POWER 

You can spend a Force Paint to link a Force power to the power you us¢ in the 
current round so that it goes off in the following round. You must choose two 
powers—one for the current round and one for the next round. Bath selected 
powers cannot be altered in any wey, such as through Force techniques, Force 
secrets, or the use of Force Points, However, the second power goes off in 
the following round as a free action at the start of your turn. 


UNCONDITIONAL POWER 
When you activate @ power that targets only you, you ignore all condition 
track penalties to your Use the Force check to activate that power, 


FORCE-USING 
TRADITIONS 


Even though the Jedi are the most prominent and well-known users of the 
Force in the galaxy during the Clene Wars, they are not the only ones who 
know how to manipulate the Force. Other Force-using traditions exist and 
ascribe the source of their powers to other sources, such as magic or a deity, 
but they all use the same source of eneray to accomplish the desired effect. 
when they call upon that power, Basically, anyone with the Force Sensitivity 
feat has the capability to utilize the Use the Force skill and learn Force 
powers, even though they might not follow the path of a Force-user. 


During the Clone Wars, other traditions that use the Force include dark 
side sects such as the Sith as well as little known factions such as the Koru- 
nai. Others know the Force as it is but approach its use from a different 
direction and purpose than the Jedi, Still others call the Force by a totally 
different name. Regardless of the approach, the Force remains the same and 
is the one constant that ties these organizations together. 


THE BANDO GORA 

Tucked away in the Inner Rim, near the Hydian Way, isan ancient burial moon 
named Kholma, located in the Bogden system. Its presence in the galaxy would 
have gone unnoticed for the most part, if not for the emergence of a band of 
ruthless, Force-sensitive criminals calling themselves the Bando Gora. 

Shortly after the Battle of Galidraan, the Bando Gora gains the attention 
of the Galactic Republic, which swiftly requests Jedi intervention against 
the criminal faction. Even the mighty Jedi Order underestimates the sect’s 
power and loses nearly every member they send against the Bando Gora. 
The only known survivor is Komari Vosa, who abandons her Jedi teachings 
and succumbs to the dark side of the Farce to escape her bands, eventually 
becoming the new leader of the Bando Gors. 

‘As the Trade Federation invades Naboo, the Bando Gara stretches its dark 
influence to many worlds and organizations, subjugating them and enstaving 
countless peopte. Those that do not surrender to Banda Gora rule are killed 
or captured and brutally tortured, Companies that refuse to foliow the cult’s 
ead find their leaders assassinated. 

In addition to conquering uncivilized worlds and driving companies under 
their heel, the Bando Gora supplements its income through the production 
and sale of a highly potent strain of death stick that is sometimes used as 3 
brainwashing agent. The narcotic sells all across the galaxy and is particularly 
popular with those who have ties to the underworld. 

After joining the cult, members of the Bando Gora must undergo a ritual 
that transforms their appearance, giving them dark, mottled skin and glowing 
eyes. Leaders af the organization are known to don frightening masks and 
carry staffs that shoot green balls of fire, 

Membership: Anyone with the Force Sensitivity feat and a Dark Side 
Score of 1 or higher can become a member of the Bando Gora 


BANDO GORA CAPTAIN TALENT TREE 
The cultists of the Bando Gora have a reputation for being merciless, and 
you are no exception. 

Bando Gora Surge: Whenever you mave up the condition track by any 
means, you gain bonus hit points equal to § + your heroic level. Bonus hit 
points are consumed before normal hit points, and unused bonus hit points 
go away at the end of the encounter. Bonus hit points from multiple sources 
do not stack. 
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Force Fighter: Whenever you spend a Force Point to add to an attack 
roll, you heal 3 number of hit points equal to the Force Point result if the 
attack hits. 

Resist Enervation: Whenever an effect would move you down the con- 
dition track, you can spend a Force Point to negate that movement down 
the condition track. 

Vietorious Force Mastery: Whenever an enemy you have damaged in 
this encounter is reduced to O hit points, you may automatically return ane 
spent Force power to your Force suite as a free action. 


THE BELIEVERS 

Rising to prominence shortly after the Battle of Naboo, the Believers, based 
in the Cularin system, are a cult of Force-sensitive beings. Members devote 
their energies to studying and embracing the dark side of the Force, with 
the intent of following the doctrines and customs of the ancient Sith that 
existed before Darth Bane. Rejecting Bane's Rule of Two, the Believers seek 
to expand their numbers to eventually challenge the Jedi directly and usher 
in a new age for the Sith. All Believers can be recognized by a distinctive 
tattoo, a shape that resembles the spire of the Sith fortress on Almas with 
a broken lightsaber at its base, 

At first, the existence of the Believers is thought to ae nothing more than. 
rumor, since their presenee cannot be confirmed by even the Jedi. During 
the Clone Wars, however, Jedi stationed in the Cularin system slowly begin 
turning to the dark side and joining the Believers, confirming the existence of 
the dark side cult and increasing its size. As their numbers swell, the Believers 
create a plague virus to eradicate the Caarite race and the Metatheran Cartel 
Initially, the virus is successful, but it is stopped by a counteragent created 
from samples of the virus recovered from early victims of the plague. With 
their plans foiled, the Believers abandon the Sith Temple on Almas and go 
underground for a short time, 

The Believers return later, when the Darkstaff, a Sith artifact, attempts 
to protect itself from a group of agents that discover its connection to the 
shadow lurkers and the Oblee. Found by Len Markus in the Cularin asteroid 
belt, the artifact possesses him and rises to become the new leader of the 
Believers. The Darkstaff calls on the Believers to destroy the freelance 
agents that hunted it, However, the agents manage to thwart the Believers 
and free the Oblee, 

Membership: Anyone with the Force Sensitivity feat and a Dark Side 
Scare of 1 or higher is welcome to join the Believers by being accepted as an 
apprentice by a Force adept or Force disciple member af the cult, 


BELIEVER DISCIPLE TALENT TREE 
The Believers follow the teachings of the Sith from ancient times ard strive 
to extend the influence of the dark side of the Force, 

Believer Intuition: Asa reaction, when an opponent successfully attacks 
you, make a Use the Force check and compare the result to your opponent's 


attack roll. If the check equals or exceeds the result of the attack roll, you 
can add your Charisma mnod fier to your Reflex Defense. 

Defense Boost: As 2 swift action, you can make a DC 15 Use the Force 
check. If the check succeeds, you gain a +1 Force bonus to your Fortitede 
Defense until the end of the encounter. Before you make your Use the Force 
check, you can increase the target number to1DC-20 to gain a +1 Force konus 
to all your defenses. 

Hardiness: You can spend a Force Point to reduce the number of swift 
actions it takes you to move +1 step along the condition track by one. 

High Impact: As a swift action, make a DC 15 Use the Force check. If 
your check succeeds, double your Strength bonus to the next melee damage 
roll you make before the end of your turn. 

Sith Reverence: You gain a +1 morale bonus on your attack rolls while 
you are within 20 squares and in line of sight of an ally with a Dark Side 
Score equal to or greater than your own. 


THE KORUNNA! 

The Korunnai are 2 nomadic “trike” of Humans from the uplands of the planet 
Haruun Kal, the sole planet of the Al'Har system. Not so much a formalized 
Foree-traditian like the Jedi, the Karunnai live in the harsh jungles that 
grow above the liayers of lethal gases thas fill the planet's lowlands. They 
maintain their existence by following herd animals called grassers, which 
provide them with sustenance and the materials they needed to survive. In 
addition to theirikeen survival skills, members of the Kerunnai have a strong 
connection to the Farce. 

Life is not so simpte for the Korunnai, as they alse fight a bloody war 
against the planet's other sapient inhabitants—the Balawai. Originally 
offworlders, the Balawai invade the jungles the Korunnai call home and 
ransack the natural resources to sell in the galaxy’s markets for profit, 
including spices and exotic woods. Their unsympathetic behavior quickly 
creates enmity between the two peoples that erupts into war lasting well 
into the Clone Wars. When the Separatist-backed [Balawai are reinforced with 
updated weapons and technology to pratect the planet's only spaceport, the 
Republic has too few troops to help in the conflict and sends only @ single 
Jedi—Depa Bitlaba—to back the Korunnai. The conflict between the Korunnai 
and Balawai escalates to such an extent that the Jedi Master is mertally 
scarred from the experience. 

The Korunnai refer to the Force as pelekotan, interacting with what they 
believe to be the “jungle mind” as a way to survive the perils of their hame- 
world. They see pelekotan as 3 dark force that rules the darkness of the jungles 
and challenges those that tap into its energy. Sometimes, pelekotan presents 
its challenges in ways that cause physical ailments for its users, and.at ather 
times, those challenges can cause mental impairevents. Jedi believe that users 
of pelekotan equally use both the light side and the dark side of the Force, but 
the Korunnai merely believe that they are all part of the same entity, Some 
Jedi feel that pelekotan is just another name for the Living Force. 


Membership: True members of the Karunnai are the natives of Haruun 
Kal who roam the world’s highlands. Others who join their tribe have the 
Force Sensitivity feat and embrace the concept of pelekotan. 


KORUNNAI ADEPT TALENT TREE 
You have learned to use pelekotan to survive in the jungles of Haruun Kal 
and have bonded with an akk dog, which serves you faithfully 

Akk Dog Master: You gain an 2kk dog follower. Choose either the 
aggressive, defensive, or utility fotlower template, and generate the akk dog 
follower's statistics using the rules on page 32. This follower gains the akk 
dog species traits (see the “Akk Dag Followers” sidebar) and the Power Attack 
feat. Additionally, any Force power you activate that targets you can target 
your akk dog follower instead, at your discretion 

‘An akk dog counts toward the total number of followers you have, just 
like followers gained from other talents. 

‘Akk Dog Trainer’s Actions: You and your akk dog have bonded through 
the Force and can fight in concert, You can use any of the following actions 
‘on your turn, 

«# Attack in Concert:As a standard action, you can make a melee or ranged 
attack against a target in range. If your akk dog foliower is adjacent to 
the target and your attack hits, the target aiso takes piercing damage 
equal to 1d6 + the akk dog's Strength modifier. This additional damage 
is considered part of your attack for the purposes of resolving damage, 
DR, SR, and overcoming damage threshold. 


A KORUNNAI WAMMION Une THE FORCE 75 TAME AN ARK D0, 


AKK DOG FOLLOWERS 
‘When a character gains an akk doa follower, the follower gains the species 
traits of the akk dog described below. Akk dogs are considered beasts. 

Abilities: Akk dogs have set ability scores. They use the following 
Statistics: Strength 16, Dexterity 8, Constitution 12, Wisdom 10, Intel- 
ligence 2, Charisma 8. 

Large Size: Akk dogs take 2-1 size penalty to Reflex Defense and 
a -5 size penalty to Stealth checks. Their lifting and carrying limits are 
double thase of Medium characters. 

‘Speed: An akk dog's base speed is 6 squares. 

Natural Armor: Akk dogs gain a +2 natural armor bonus to Reflex 
Defense. 

‘Natural Weapon: When an akk dog makes an unarmed attack, it 
can use its natural weapons, dealing 146 points of slashing damage 
(plus its Strenath modifier) with that attack instead of normal unarmed 
damage, 


* Foll Upon Prey: As a standard action, you can make a melee or ranged 
attack against a target in range, and your akk dog can take the charge 
action against a target within its range. However, both you and your akk 
dog take a -5 penalty on your attack ralls (this replaces the bonus to 
attack rolls granted by the charge action). 

* Poired Moul: As a standard action, you can make a melee or ranged 
attack against a target in range. If the attack hits, your akk dog fol- 
lower gains a +2 competence bonus on its next attack roll against that 
target 

Prerequisite: Akk Dog Master. 

‘Akk Dog Attack Training: Your akk dog follower gains the Powerful 
Charge fea! 

Prerequisite: Akk Dog Master. 

Protective Reaction: Whenever you are targeted by an attack made 
by an enemy adjacent to your akk dog follower, that attacker provokes an 
attack of opportunity from your ak: dog follower. 

Prerequisite: Akk Dog Master. 


“THE FORCE GROWS 
DARK, ANAKIN, 
AND WE'RE ALL 

AFFECTED By IT." 


- OBI-WAN KENOBI 
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If war is good for one thing, it is the rapid advancement of weapons and 
“technology. While warring factions assemble their top minds to create new 


and build these new designs to help support those that send new commerce 
their way. For companies such as BlasTech, Industrial Automaton and Sienar 
Fleet Systems, creating these new technologies proves to be a lucrative 


;” business during the Clone Wars. 


This chapter presents new weapons, armor, equipment, and droids that 
are seen throughout the galaxy during the Clone Wars. The equipment found 
here is not exclusively used by any one group and can be used by paramilitary 
‘organizations, criminal syndicates, or well-stocked individuals. 


MELEE WEAPONS 
During the Clone Wars, combatants for the Republic and the Separatists 
rarely use melee weapons. However, many others, such as mercenaries, 
criminals, and bounty hunters, are not above keeping @ melee weapon 
available just in case. 


Garrote 

Exotic Weapon 

Typically fashioned from a strand of spun durasteel, a garrote is designed 
to crush the target's throat and prevent breathing. A garrote requires two 
hands to use, and any attack made with the garrote is treated as a grab 
attack (see page 152 of the Saga Edition core rulebook). Bonuses granted by 
talents and feats apply to the grab attack as though it was a garrote attack; 
for example, a character with the Weapon Focus (garrote) feat gains a +1 
bonus on grab attacks made with the garrote. 

The effects of a garrote are felt on the target's turn. At the beginning of 
the grabbed target's turn, before it can take any actions, the target takes 
damage from the garrote and moves -1 step along the condition track. The 
target also suffers the normal effects of a grab. The target may attempt to 
break the grab, as normal. 


‘Snap Baton 

‘Simple Weapon 

The snap baton is a collapsible weapon that expands from its tiny handle 
to become a 1-meter-long rod. In its collapsed form, it is easily carried in 
a pocket or utility belt. Expanding or collapsing the weapon takes a swift 
action. Several models are available, including specially colored versions to 
appeal to a wide range of customers, Models that incorporate additional 
functions such as panic alarm or a built-in glowrod sell for double the 
price. One model made by Merr-Sonn even includes an outer layer of sound 
dampening material that muffles the sound made when the baton hits its 
target. Snap batons are popular in urban areas, especially with thugs. 
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ADVANCED MELEE WEAPONS COST DAMAGE 


‘STUN DMG 


WEIGHT TYPE AVAILABILITY 


Vibroknucklers 200 Fr) = 0.5 kg Slashing Restricted 
a a eee a a EL 
Vibrorapier 500 246 - 14kg Slashing Restricted 

EXOTIC WEAPONS cost DAMAGE  STUNDMG — WEIGHT TYPE AVAILABILITY 
lin a Sc) SS Rast LGN ac | 
Garrote’ so 146" = 0.5 kg Slashing = 

SIMPLE WEAPONS cost DAMAGE STUNDMG — WEIGHT TYPE AVAILABILITY 
STE ES ea) a ONS ae Ce EE oe OO 
Snap baton 100 | 2da Yes 1kg Bludgeoning = 

UNARMED cost DAMAGE  STUNDMG — WEIGHT TYPE AVAILABILITY 


Stunning gauntlet 200 ~ 
1 See the weapon's description for special rules. 


Stunning Gauntlet 

Simple Weapon 

An insulated glove with an embedded energy cell, the stunning gauntlet 

produces an electrifying charge when it strikes a target. A stunning gaunt- 

let changes the wearer's unarmed melee attacks to stun damage, and they 

provide a +1 bonus to stun damage on a successful unarmed attack. 
Stunning gauntlets are two sizes smaller than their wearer (for example, 

4 pair of stunning gauntlets designed for a Human are Tiny), Because of how 

they are worn, stunning gauntlets can't be disarmed or dropped. 


Vibroknucklers 
‘Advanced Melee Weapon 
Little more than a casing attached to a set of finger rings, vibroknucklers are 
3 tiny weapon favored by thugs and petty thieves, mainly because the weapon 
can be easily concealed or stored away. The weapon's nasty surprise—a small 
microblade that extends slightly beyond the knuckles~is an added bonus. 
‘A character wearing vibroknucklers deals +3 points of damage on a suc- 
cessful unarmed attack. 
ike combat gloves, vibroknucklers are two sizes smaller than their wearer 
(for example, vibroknucklers designed for a Human are Tiny). Because of how 
they are worn, vibroknucklers can't be disarmed or dropped. Additionally, 
while wearing vibroknucklers, your unarmed attacks are considered to be 


+1 04 kg 


Energy Restricted 


both a normal unarmed attack (treated as a simple weapon) as well a5 an 
attack with an advanced melee weapon, 

Vibroknucklers require an energy cell to operate, which is stored within 
the casing. 


Vibrorapier 
‘Advanced Melee Weapon 
A vibrorapier Is designed to have a longer, thinner blade than the standard 
vibroblade, It is well-balanced and completely silent due to @ specialized 
design that diminishes the ultrasonic pitch that other vibco weapons normally 
create. Many professional fighters consider the vibrorapier an excellent 
weapon and prefer it over a dlaster or other melee weapons when stealth 
is necessary. 

A vibrorapier requires two energy cells to operate. 


RANGED WEAPONS 

Ranged weapons, especially blasters, can be found throughout the galaxy 
and are preferred by military and security organizations, bounty hunters, 
mercenaries, and ordinary people who live away from the relative safety of 
the Core Worlds. 


EXOTIC WEAPONS cost DAMAGE STUNDMG — RATEOFFIRE = WEIGHT TYPE AVAILABILITY 
Wrist rocket launcher 2,500 Varies - s 1kg Varies Restricted 
PISTOLS cost DAMAGE STUNDMG —RATEOFFIRE © WEIGHT ‘TYPE AVAILABILITY 
Czerka Adjudicator 325 24a = 5 —05kg Piercing Licensed 
Gee-Tech 12 Defender* 400 ad4 = s 0.25kg Energy Megat 


BlasTech DI-12* 406 Yes, 2kg Em M il 
Merr-Sonn Model 434 650 2d8 Yes s 1.2kg Energy Restricted 
RIFLES cost DAMAGE STUNDMG — RATEOFFIRE WEIGHT TYPE AVAILABILITY 
BlasTech $00 “ESPO"* 1,000 308 Yes S.A 4.5 kg Eneroy. Military 
Czerka Adventurer? 360 2410 - s 4kg Piercing Restricted 
SoroSuub Firelance 1,200 308 Yes (446) S.A 2.5 kg Energy Restricted 
BlasTech DLT-20A? 1,300 3di0 - S.A 67g Energy Military 
‘SIMPLE WEAPONS cost DAMAGE ‘STUN DMG RATE OF FIRE WEIGHT TYPE AVAILABILITY 
EMP grenade! 500 36 ion - s OSkg  Energy(ion) _Restricted 


1 Area attack weapon (see page 155 of the Sogo Edition cove rulebook}. 
2 Inaccurate weapon: This weapon copnot fire at targets at long range, 
2 Accurate weapon: This weapon takes no penalty when firing ot torgets at short ronge. 


BlasTech 500 “ESPO” Riot Gun BlasTech DH-23 “Outback” Blaster Pistol 

Rifle Pistol 

Best known as the “ESPO" gun due to its wide use by the Corporate Sector The DH-23 is designed to be a more reliable weapon when compared to 
Security Division, the Blaslech 500 is a compact blaster with a short barrel the typical blaster pistol, but it sacrifices range and strength to achieve 
and an open-frame stock, Designed for use against large crowds, the weapon _it, The pistol incorporates an effective heat radiator and a tight body 
trades simple accuracy for the ability to hit just about anything in its path, construction that increase its durability, granting it 2 Strength of 17 and 
Operating best in autofire mode, the rifte incurs a -2 penalty when used as _a Break OC of 20. 

a single-shot weapon, 
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BlasTech DLT-20A “Longbarrel” Blaster Rifle 

Rifle 

The DLT-20A sees use primarily by mounted troops, especially Republic recon 
patrols that use local planetary wildlife as their mounts. The rifle comes 
standard with a top-mounted rangefinder and electronic sight that acts as 
a standard targeting scope. It also incorporates a new concept in weapon 
technology called a magnatomic adnesion grip, which improves the user's 
hold on the rifle, granting a +1 equipment bonus to his Reflex Defense when 
he is the target of a disarm attack, 


BlasTech DT-12 Heavy Blaster Pistol 

Pistol 

The initial concept behind the design and production of the DY-12 is to cater 
to customers who do not have hands like Humans, such as Redians with their 
longer fingers, by incorporating a larger trigger grip. The weapon gives up 
weight and long-range accuracy to provide a stronger punch, 


Czerka Adjudicator 

Pistol 

The Adjudicator remains one of the few slugthrower hold-out pistols still in 
production today. It shares a lot of the same attributes=such as its small 
size and ease of concealment—with its hold-out blaster pistol cousins. The 


weapon is popular and useful winen slugthrowers are mare numerous than 
blasters. With its limited ammunition capacity and show reload time, most 
‘owners use the Adjudicator as 2 backup weapan. The pistol can fire only 4 
shots before needing to be reloaded, and a fuil-round actiun is required to 
reload it. 


Czerka Adventurer 

Rifle 

Designed as a long-barreled slugthrower rifle, the Czerke Adventureris used 
by bounty hunters because of its high accuracy ratings at long range. Unfike 
other slugthrower rifles, the Adventurer fills its firing chamber witle a rich 
oxidizer as the bullet fires, propelling it faster to give ita longer range anda 
higher punch. Bounty hunters also prize the rifle for its ability to easily break 
down and be stashed inside a small portable container. The weapon can be 
disassembled or reassembled quickly using 2 move action. 


EMP Grenade 

Simple Weapon 

Often referred to by the clone troops of the Republic as “droid poppers,” 
EMP grenades are similar to ion grenades in most respects. The biggest dif- 
ference between EMP grenades and standard ion grenades is that they can 
completely shut down relatively weak droids. 

When you make an area attack with an EMP grenade, make a single 
attack roll and compare the result to the Reflex Defense of every target in 
the grenade’s 2-square burst radius. 

Droids, vehicles, electronic devices, and cybernetically enbanced creatures 
hit by the grenade take normal ion damage, or half damage on 2 miss. li 
the ion damage dealt by the weapon would reduce a target to 0 hit points 
(before the ion damage is halved), the target is pushed -5 steps down tine 
condition track and disabled. 

Creatures without cybernetics take half ion damage on a hit or no ion 
damage on a miss, and they suffer no other ill effects. 

A target with the Evasion talent takes half damage from a successful 
attack and no damage if the attack misses. 


Gee-Tech 12 Defender Microblaster 

Pistol 

The designers at Gee-Tech exchanged range and damage to create the 
galaxy's smallest blaster. In fact, the Gee-Tech 12 is so small that it grants 
its wielder a +5 bonus on Stealth checks to conceal it. The Defender is 
light on energy because it carries only enough power for two shots, with a 
maximum range of 3 squares. A bigger disadvantage is that the power pack 
is integrated into the weapon and cannot be recharged once its two shots 
are spent, making it a truly disposable weapon. 


Merr-Sonn Model 434 “DeathHammer” 

Pistol 

Built 2s a compact pistol, the Model 434 quickly earns the nickname of 
*DeathHammer” from the bounty hunters and professional killers who favor 
the gun because of its durability and sheer power. The weapon's durastee! 
plating increases its sturdiness, giving it a +2 equipment bonus to its DR. 
Bounty hunters, mercenaries, and assassins who use the DeathHammer 
ornately decorate the weapon, adding more detail after every kill. 


SoroSuub Firelance Blaster Rifle 

Rifle 

‘The Firelance stands out among other blaster rifles solely because of its highly 
effective stun setting. When sales to bounty hunters skyrocket, SoroSuub 
markets the rifle as “the most effective weapon available for freelance law 
enforcement officials.” Although the rifle's owners come from different 
walks of life, most are bounty hunters who use the firearm to bring back 
their targets alive. In addition to its stun capability, the Firelance is also 
lighter than other blaster rifles in its class, weighing as little as a carbine 
‘and making it a good choice for those law enforcement agents who need to 
travel long distances to track their quarry. 


Wrist Rocket Launcher 

Exotic Weapon 

The wrist rocket launcher is a versatile personal weapon designed to be useful 

in various combat situations. It mounts on the forearm and extends over the 

back of the wielder's hand. Bounty hunters favor the weapon, despite various 

government attempts to ban the weapons and force production to stop. 
Wrist rocket launchers are single-shot weapons that must be reloaded 

after each shot, See the “Wrist Rocket Ammunition” sidebar for more infor- 

mation on wrist rockets. 


ROCKETS cost DAMAGE STUNDMG = RATEOFFIRE = WEIGHT ~—TYPE AVAILABILITY 

Antipersonnel rocket 400 3d8 = Ss 0.25 kg Stashing 

Antivehicle rocket 500 3di0 - $ 0.25 kg Slashing 

Flash rocket 400 Special = s 0.25kg Energy 

Hollow-tip rocket 
Empty 200 206 = s 0.25kg Piercing Licensed 
nerve toxin 600 Special - s 0.25kg Piercing tllegal 
stun gas 400 - 3d6 s 0.25 kg Piercing Restricted 

Jon blast rocket 400 3d6 ion - s 0.25 kg Energy (ion) Restricted 
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ARMOR BONUS EQUIP BONUS MAX DEX = SPEED 
ARMOR (CHECK PENALTY) COST TO REF DEFENSE TO FORT DEFENSE BONUS (6SQ.) a ea WEIGHT AVAILABILITY 
Shadowsuit? 600° = +6 = az 3kg Military 
Thinsuit® 900 - +6 - - 1 kg - 
Tracker utility wiz ee +5 = -  0skg = 


Camo armor 6,000 +5 


Vacuum pod 15,000 4 


1 When running in heavy armor, you can only move up to three times your speed {instead of four times}. 


2 Can be worn beneath clothing or other armor, 


ARMOR 

Even though blasters are the most common form of weapon in the galaxy, 
personal armor is still in widespread use, Many factions use atmor as a type 
of uniform as well as a means of protecting its members. Many types of 
armor are severely restricted or even illegal if not used within the proper 
scope of the organization's mandate. Even in areas where armor is not pro- 
hibited, wearing a suit of armor indicates to others that you are expecting 
or courting trouble. 


‘Camo Armor 

‘Medium Armor 

Camo armor protects the wearer from discovery as well as injury. In addition 
to of the usual hard metal plates woven on top of a fabric body suit, the 
armor is also embedded with miniature photoreactive fibers that allow the 
suit to absorb light and change its color to match the wearer's surroundings. 
When attempting to hide, the wearer gains @ +10 equipment bonus to Stealth 
checks, regardless of the terrain. 


Shadowsuit 

Light Armor 

A shadowsuit appears te be nothing more than an unassuming black body 
stocking that covers every part of the wearer's body except for the eyes. 
Actually, the shadowsuit is composed of a special soft fiber called shadowsilk 
that absorbs light and sound. To further improve covert movement, the suit 
also has sound dampening pads on the hands and feet, and the wearer's eyes 
are covered by @ set of goggles that come with the suit. A shadowsuit has 
no electronic systems that can reveal the wearer to sensors, Therefore, the 
person wearing a shadowsuit gains a +10 equipment bonus to all Stealth 
‘checks when trying to sneak, but the bonus is nullified if any other armor is 
‘worn with the shadowsuit, 


Thinsuit 
Light Armor 
Insulating against extreme pressure and temperature, a thinsuit is a skintight 
garment that covers the entire body except for the face, which is covered by 
2 breath mask that provides 1 hour of breathable ir. The thinsuit comes with 
an environmental system of minuscule heaters and coolers that allaw the 
wearer to remain comfortable in extreme heat and cold. It provides the wearer 
with a +5 bonus to Fortitude Defense when resisting extreme temperatures. 
In addition, the suit further reduces damage taken im such circumstances. If 
an attack is successful, the character takes only tralf damage and does not 
move along the condition track, while a failed attack deals no damage. 

A thinsuit can be worn under other armors. 


Tracker Utility Vest 

Light Armor 

The tracker utility vest is a simple garment that allows hunters and guides 
to carry a wide assortment of small equipment without discomforting the 
wearer. Although they can be constructed from an assortment of materials, 
tracker utility vests are commonly made from a tough, leathery hide treated 
to be watertight, stainproof, and resistant to rips and tears. 

The vest features pockets, pouches, and straps capable of carrying up to 
twenty-four small objects weighing no more than 1 kilogram each. Because 
the items are stored so that their weight is distributed evenly around the 
wearer's torso, their cumulative weight is halved for purposes of calculating 
the wearer's total carried weight. 


Vacuum Pod 

Heavy Armor 

The Extra-Vehicular Activity (EVA) 0d, or vacuum pod, isa droid-assisted suit 
of powered armor specifically designed to allow a person to repair a starship 
while in space, Its systems are designed in so that a wearer not proficient 
swith heavy armor can use it competently in nonstressful situations. The 
suit, once donned properly, provides full life support to its wearer and also 
includes external thrusters to allow: movement in a zero-gravity environment 
(speed fly 6). It also features motorized limiss, a complete set of integrated 
repair toals, and an external compartment to allow the user to carry any 
extra materials needed to make repairs. The suit's functions are controlled 
by 2 dedicated, low-level droid brain that handles all the complex systems 
of the suit, such as the life support monitoring system and the regulation 
of the external thrusters. 

‘Vacuum pod users whe have the Armor Proficiency (heavy) feat can use 
the following features and reccive the bonuses listed. A wearer who does not 
have the feat can still use the suit but does not receive any of the equipment 
bonuses listed below, unless otherwise noted, Regardless, the wearerlhas any 
armor check penalties halved while in noncombat situations. 

Comlink: The suit’s integrated comlink has a range of 100 kilometers and 
can send and receive encrypted messages. 

Life Support: The suit provides up to 2 hours of continuous life support 
with air supply and protection against extreme environments, including 
hard vacuum, 

Powerlamp: The armor comes with an integrated glowrad, which emits 
a 70-square cone of light. 

Repair Kit: The tools integrated in the suit’s motorized arms give the user 
3 +2 bonus on all Mechanics checks while the systems function, 

Strength Augmentation: The suit’s power systems grant the wearer a 
+4 bonus to Strength while the suit is operational. 

Putting on the suit and bringing all the droid’s systems online takes 15 
minutes. Removing the suit takes only 3 rounds. 


*THISs DELUXE 
MODEL 1S THE ONLY 
THING STANDING 
BETWEEN YOU AND 
A BLOODY DEATH." 


-CLONE COMMANDO 
RC-138 “Boss” 


EQuIPMENT 

During the Clone Wars, technolagical advances allow new and better equip- 
ment to appear on the open market faster than any other time within the 
previous thousand years. The equipment presented in this chapter represent 
but a small fraction of the devices that emerge during this time. 


EQUIPMENT cost WEIGHT 
Binseanner 3,500 05 ka 
Bracer computer 1,300 05 kg 
‘Camouflage netting 6000 40g 
Halo lamp 30 Vig 
Visual wrist comm 1,300 0.25 kg 
Bioscanner 


The bioscanner is 3 low-power, handheld scanner used by doctors and medi- 
cal technicians to help diagnose medical conditions in their patients. One 
or two passes over the patient collects biological information. The scanner 
displays vital statistics and analyzes and diagnoses any anomalies on file in 
the scanner’s medical database. This ¢evice grants its user a +2 bonus on all 
Knowledge (life sciences) checks made to identify ailments. 


Bracer Computer 

The bracer computer is  datapad worn on the user's forearm. It performs 
ail the same functions as the standard datapad, including the ability to read 
standard data cards in a slot on the underside of the device, The bracer 
computer also features @ holographic sereen that displays information as 
a two-dimensional image about three centimeters above the device. Plus, 
the keyboard is designed to accommodate one-handed typing. The bracer 
computer is popular among those who need to Conserve space with their 
equipment, particularly bounty hunters. 

A bracer computer has intelligence 12. 


Camouflage Netting 

Any camouflage netting found on the market is one of two kinds: powered 
and unpowered. Both kinds, when draped over one or more objects within a 
6-square-by-6-square area, bestow 2 +5 bonus to all Stealth checks while 
under the netting, and offer partial concealment. 

Integrated into the netting of the powered version are overlapping 
sensor baffle scales that emulate the emission patterns of the surrounding 
‘terrain—including light emissions. Thus, powered camoullage netting grants 
an additional +5 bonus to all Stealth checks while under the netting. The 
netting is carried in a small backpack and takes a full-round action and two 
people to deploy it 


[AwarevRS 


eos 


SGIGUEG ONY 2M 


Halo Lamp 
A pocket-sized dise small enough to fit in the palm of a Human hand, the 
halo lamp shines a bright light in @ circle around the persen holding it out 
toa 3-square radius. While lit, it remains cool to the tauch, and it can easily 
be attached as a weapon accessory. 


Visual Wrist Comm 

The visual wrist comm is popular with smugglers and soldiers. The comm is 
‘a small, flat, rectangular panel that easily attaches to a glove or other flat 
surface. The comm sends and receives audio and visual signals, and it can 
display holographic information, though only as 2 two-dimensional image. 
It has a range of up to 75 kilometers while pianetside—sufficient to reach 
orbital range—and runs on a singie energy cell, which must be replaced after 
10 days of continuous use. In addition, the wrist comm functions as a simple 
datapad that stores and receives information from droids, comm signals, 
direct computer links, and standard data cards. 


DrROIDS 

The Clone Wars saw the rapid development of droid technology, mainly due 
to the Separatists' heavy reliance on droid military units. The droigis pre 
sented in this chapter are some of the models found in use in nonmititary 
capacities, You can find information on the droids used by the Repubtic in 
Chapter 10: The Republic, and thase used by the Separatists in Chapter #1: 
The Confederacy. 


FIRST-DEGREE DROIDS 
First-degree droids usually hold medicai, scientific, and analytical positions. 
These droids are commonly found in hospitals and laboratories. 


DD-13 Medical Assistant Droid 

Officially dubbed the Mode! 00-13, this droid is created by Ubrikkian Trans 
ports, a company more commonly associated with repulsorlift vehicles. 
The DD-13 gains the nickname "Galactic Chopper” from clone commanders 
who know of the model’s origins and who witness the droid in action in 
the field. 

Oddly enough, Ubrikkian originally designs the droid to be used aboard 
its medlifter transports, When the transports prove less useful than or 
nally anticipated, Ubrikkian redistributes the draids as medical assistants 
and battlefield medical droids with updated databases and medical tools 
installed within the two upper arms. The draid's cylindrical head, which sits 
atop its three-legged body, is equipped with specially calibrated medical 
sensors that help it perform procedures with extreme precision. Droids of 
this model do not converse much, if at all, with patients, preferring to work 
without any distractions, 

0-13 medical assistant droids can't be played as droid heroes. 


DD-13 Medical Assistant Droid cla 
Medium droid (1st-degree) nonheroic 3 

Init +1 ; Senses low-light vision, Perception +10 

Languages Basic, Binary. 2 unassigned 


Defenses Ref 10 (flat-footed 10), Fort 9, Will 12 
hp 8; Threshold 9 

Immune droid traits 

‘Speed 6 squares (walking) 

Melee unarmed +1 (144-1) 

Fighting Space 1 square; Reach 1 square 

Base Atk +2; Grp +1 


Abilities Str 9, Dex 11, Con —, Int 15, Wis 14, Cha 8 

Feats Cybernetic Surgery. Skill Focus (Knowledge [life sciences], Treat 
Injury), Skill Training {Use Computer) 

Skills Knowledge (life sciences) +13 , Perception +10 , Treat Injury +13. 
Use Computer +8 

Systems walking locomotion, basic processor, 2 claw appendages, 
improved sensor package, internal storage (10 kq), vocabulator 

Possessions surgery kit 

Availability Licensed; Cost 4,150 credits 


MEDICAL ORGID AND A OD-19 MEDICAL AABIBTANT OROID 
OPERATE ON A PAT! 


EW-3 Midwife Droid 

Designed by the Polis Massans on their homeworld years before the Clone 
Wars, the EW-3 droid mimics its creators’ appearance. That, however, is where 
the resemblance ends, Unlike its designers, the EW-3 has a vocabulator that 
allows it to speak at frequencies audible to others. Its behavior algorithms: 
cause the droid to act in a motherly fashion. Plus, repulsorlift units in the 
droid’s base permit freedom of movement. 

EW.-3 midwife droids work in medical facilities all over the galaxy, tend- 
ing to children’s wards and nurseries and providing attention to its young 
patients. Some EW-3 droids serve as nurses for doctors needing an assistant 
for their private practices 

EW.-3 droids can be played as droid heroes. 


EW-3 Midwife Droid 

Medium droid (1st-degree} nonheroic 2 

Init +1 ; Senses low-light vision, Perception +5. 

Languages Basic, Binary, 1 unassigned 

Defenses Ref 10 (flat-footed 10), Fort 10, Will 12 

hp 6; Threshold 10 

Immune droid traits 

Speed 6 squares (hovering) 

Melee unarmed +1 (143) 

Fighting Space 1 square; Reach 1 square 

Base Atk +1; Grp +1 

Abilities Str 10, Dex 10, Con —, Int 12, Wis 14, Cha 13 

Feats Skill Focus (Knowledge [life sciences}, Knowledge [social sciences}) 
Skill Training (Treat Injury) 

Skills Knowledge (life sciences) +12 , Knowledge (social sciences) +12, 
Perception 45 Treat Injury +8 

Systems hovering locomotion, heuristic processor, 2 tool appendages, 
improved sensor package, vocabulator 

Availability Licensed; Cost 5,870 credits, 
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“My LORD, 
1S FINISHED 


IM-6 Medical Droid 
The widely employed IM-6 from Cybo: Galactica is perhaps the most versatile 
and advanced medical droid of the Clone Wars, renowned not only for its skill 
but its attention to patients’ needs and limitations. Used on the battlefield as, 
well as aboard AT-TEs and a variety of military starships, the IM-6 is capable 
of dodging nimbly through enemy fire to retrieve wounded soldiers and drag 
them back to safety before commencing treatment, all the while speaking in 
a soothing voice. Their friendly and helpful programming leads clone trooper 
platoons to adopt IM-6 droids as unofficial members of their units 

IM-6 droids are so efficient partly because they carry their own medical 
and surgical supplies, including an internal medpac reservoir that holds the 
equivalent of five medpacs worth of pharmaceuticals. 

IM-6 medical droids can be played as droid heroes, 


IM-6 Medical Droid 

Small droid (1st-degree) nonheroic 3 

Init +8; Senses Perception +5 

Languages Basic, Binary, 2 unassigned 

Defenses Ref 13 (flat-footed 11), Fort 10, Will 12 

hp 7; Threshold 12 

Immune droid traits 

Speed 6 squares (hovering) 

Melee unarmed +2 (142) 

Fighting Space 1 square; Reach 1 square 

Base Atk +2; Grp -2 

Al lies Str 10, Dex 14, Con —, Int 14, Wis 14, Cha 13 

Feats Cybernetic Surgery, Skill Focus (Knowledge [life sciences], Treat 
Injury), Skill Training (Use Computer), Surgical Expertise 

Skills Initiative +8, Knowledge (life sciences) +13, Perception +5, 
Treat Injury +13, Use Computer +6 

Systems hovering locomotion, internal comiink, heuristic processor, 
‘Z hands, improved sensor package, vocabulstor 

Possessions surgery kit, medpac reservoir (equivalent of S medpacs) 

Availability Licensed; Cost 11,800 credits 


THE CONSTRUCTION 


HE LIVES.” 


-DD-13 MEDICAL ASSISTANT DROID 
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SP-4 Analysis Droid 

The SP-4 analysis droid fram Cybot Galactica is a sophisticated droid designed 

to help in the objective ceconstruction and analysis of empirical data. SP-4 

analysis droids are often used by law enforcement agencies to analyze the 

ata from crime scenes and eliminate human error. The Jedi Temple owns 

severai SP-4 analysis droids, which work as a part of the Jedi Archives. 
SP-4 analysis droids can be played as droid heroes. 


SP-4 Analysis Droid cL 

‘Small droid (1st-degree) nonheroic 3 

Init +1; Senses darkvision, Perception +10 

Languages Basic, Binary, 2 unassigned 

Defenses Ref 11 (flat-footed 11), Fort 9, Will 12 

hp 8; Threshold 9 

Immune droid immunities 

‘Speed 4 squares 

Melee unarmed +1 (1d2-1) 

Ranged by weapon +2 

Base Atk +2; Grp -4 

Abilities Str 8, Dex 10, Con =, Int 15, Wis 14, Cha 12 

Special Qualities droid traits 

Feats Skill Focus (Know edge [galactic lore)}, Skill Facus (Use Computer), 
Skill Training (Gather Information), Skill raining (Perception), Skill 
Training (Use Computer) 

Skills Gather Information +7, Knowledge (bureaucracy) +8, Knowledge 
(galactic lore) +13, Knowledge (technology) +8, Perception +10, 
Use Computer +13 

Systems walking locomotion, 2 hand appendages, heuristic processor, 
darkvision, improved sensor package, internal comiink, vocabulator 

Availability Licensed; Cost 3,100 


“MASTER JEDI, 
OUR RECORDS ARE 
VERY THOROUGH. 

THEY COVER EIGHTY 
PERCENT OF THE 
GALAXY. IF I CAN'T 
TELL YOU WHERE !T 
CAME FROM, 
NOBODY CAN." 


-SP-4 ANALYSIS DROID 


SECOND-DEGREE DROIDS 
Second-degree droids are skilled at mechanical and technical work. Repair 
facilities usually have at least one second-degree droid to assist in major 
jobs or to complete minor repairs. 


LE Series Repair Droid 
The concept behind Cybot Galactica’s LE Series repair droid is simple enough: 
Combine the repair functions of an astromech droid with the chassis and 
personality matrix of an administrative droid. With the hopes of appealing 
to 2 market of independent traders and space transport captains, Cybot 
Galactica advertised the LE Series droid as having extensive functionality 
concentrated into one droid, and the corporation asked a high price for them. 
The main drawback is the bipedal, humanoid chassis. Although it helps the 
droid to more easily interact with spaceport officials and docking crews, the 
design bampers its primary function as a repair droid. Cybot Galactica insists 
that the LE Series can use the same tools as its owner and emphasizes that 
the administration skills programming allows it to handle the day-to-day 
duties that starship captainis want (0 avoid. However, the company’s efforts 
fall on deaf ears. 

LE Series droids are found on capital ships and in port 
offices, acting as administrative assistants, though their 
technical skills do occasionally come into play to help repair 
office equipment. 

LE Series repair droids can be played as droid heroes. 


AN @P-4 AWALVEI# ORGID AND A BYO eaDTOCOL CROWD 
BTUOY 4 HOLOOMARHIC MAGE. 


AN FA:® VALET DRDIO AND 4 LE @enma REPAIR OROID ARQUE 
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LE Series Repair Droid cL 
Medium droid [and-degree) nonheroic 3 

Init +0 ; Senses low-light vision; Perception +4 

Languages Basic, Binary, 1 unassigned 

Defenses Ref 13 (flat-footed 13), Fort 10, Will 11 

hp 7; Threshold 10 

Immune droid traits 


Speed 6 squares (walking) 
Melee unarmed +2 (1c) 

Fighting Space 1 square; Reach 1 square 
Base Atk +2; Grp +2 


Abilities Str 10, Dex 8, Con —, Int 13, Wis 12, Cha 12 

Feats Armor Proficiency (light), Skill Focus (Mechanies), Skill Training 
(Knowledge [technology)), Skill Training (Mechanics) 

Skills Knowledge (bureaucracy) +7 , Knowledge (technology) +7, 
Mechanics +12 , Perception +4, Use Computer +7 

‘Systems walking locomotion, heuristic processor, 2 hand appendages, 
durasteel shell, integrated comlink, diagnostic package, improved 
sensor package, tanslator unit (DC 18), vocabulator 

Possessions holoprojector, holorecorder 

Availability Licensed; Cost 6,000 credits 


P2 Series Astromech Droid 

The first of Industrial Automaton’s attempts ta creating an astromech droid 
for commercial and consumer markets, the P2 droid is a prototype initially 
sold to the Republic for use aboard their merchant fleet vessels on a trial 
basis, 

The P2 looks, in many ways, like a larger version of the newer R2 series 
dreid, but the P2 also has a norretractable claw appendage attached to its 
dome. Another feature missing in the P2, but present in its later cousins, 
is a vocabulator. Instead, the P2 communicates with its owner through an 
integrated screen on its dome, making communication inconvenient at best. 
In spite of these drawbacks, P2 droids have the same cheerful attitude that 
their younger R2 cousins display, making them popular with their owners, 

P2 Series astramech droids can be played as droid heroes. 


P2 Series Astromech Droid cLo 
Medium droid (2nd-degree) nonheroic 1 

Init ~1 ; Senses darkvision: Perception +6 

Languages Basic (understand only), Binary, 2 unassigned 

Defenses Ref 9 (flat-footed 8), Fort 12 , Will 9 

hp 5; Threshold 12 

Immune droid traits 


Speed 8 squares (wheeled), 2 squares (walking) 
Melee unarmed +2 (1442) 
Fighting Space 1 square; Reach 1 square 
Base Atk +0; Grp +2 
Abilities Str 15, Dex 9, Con —, Int 14, Wis 8, Cha 10 
Feats Skill Focus (Mechanies, Use Computer), Skill Training (Perception) 
Skills Mechanics +12 , Perception +4, Pilot +4 , Use Computer +12 
Systems wheeled locomotion, walking locomotion, magnetic fee 
heuristic processor, 6 too! appendages, 2 claw appendages, diagnostics 
package, internal storage (10 ky), improved sensor package, internal 
zomlink, darkvision 
Possessions astrogation buffer (storage device, 4 memory units}, circular 
saw, electric arc welder, fire extinguisher, holoprojector, holorecorder 
Availability Licensed; Cost 4,200 credits (used) 


Pit Droid 

Designed by Serv-O-Droid to assist docking bay mechanics with repairs, 
the pit droid is remarkably sturdy and strong for its size, Unlike other small 
droids, pit droids take no penalty to their carrying capacity for being Small. 
Additionally, pit droids fold up into a Tiny object when deactivated, allowing 
them to be stowed in a smaller space when unused. Many transport pilots 
keep a small number of pit droids in their cargo holds to assist with repairs, 
especially when they are the lone crew member. 

Pit droids can be played as droid heroes. 


Serv-O-Droid Pit Droid co 

Small droid (2nd degree) nonheroic 2 

Init +3; Senses Perception +0 

Languages Basic (understand only), Binary 

Defenses Ref 13 (flat-footed 11), Fort 12, Will 8 

hp 5; Threshold 12 

Immune droid immunities 

Speed 4 squares 

Melee unarmed +3 (142+2) 

Ranged by weapon +3 

Base Atk +1; Grp -2 

Abilities Str 15, Dex 14, Con —, Int 10, Wis 8, Cha 12 

Special Qualities droid traits 

Feats Skill Focus (Mechanics), Skill Training (Mechanics), Skill Training 
(Pilot), Skill Training (Use Computer) 

Skills Knowledge (technology) +6, Mechanics +11, Pifot +8, 
Use Computer +6 

Systems walking locomotion, 2 hand appendages, basic processor 

Availability Licensed; Cost 1,200 


“DON'T TOUCH 
ANYTHING" 


-QuiI-GON JINN 
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THIRD-DEGREE Droips 

Third-degree droids are used in situations where interactions between beings 
play an important role in everyday life, such as political arenas, me-chant 
services, and even domestic settings. Military forces during the Clone Wars 
sometimes send third-degree droids to soften the blow of bad news, creating 
negative feelings toward them. 


SYQ Series Protocol Droid 
Built asa more affordable version of their popular 3PO series protocol droid, 
Cybot Galactica’s SYQ protocol droid is intended for the Mid Rim market, 
where expensive droids do not sell well. Only a limited number are produced 
before legal action forces Cybot Galactica to cancel the line. Few SYQs 
service, but they are popular on the Outer Rim, where 3PO models 
are still exorbitantly expensive. 

The SYQs are also surprisingly popular among droid “kit” enthusiasts, who 
tear out most of the internal components and replace them with custom 
upgrades. One popular conversion is disabling the SYQ's creative dampeners, 
which not only allows the normally scrupulous droid to manufacture false- 
hoods but also enables it to form independent ideas and opinions. 

5YO protocol droids can be played as droid heroes. 


SYQ Protocol Droid cLo 

Medium droid (3rd-degreei nonheroic 

Init +0; Senses Perception +6 

Languages Basic, Binary, 3 unassigned 

Defenses Ref 10 (flat-footed 10), Fort 9, Will 11 

hp 2; Threshold 9 

Immune droid traits 

‘Speed 6 squares (walking) 

Melee unarmed 1 (143-1) 

Fighting Space 1 square; Reach 1 square 

Base Atk +0; Grp -1 

Abilities Str 8, Dex 10, Con =, Int 12, Wis 12, Cha 14 

Feats Linguist, Skill Focus (Persuasion), Skill Training (Knowledge 
[bureaucracy]), Skill Training (Knowledge [galactic lore}) 

Skills Initiative +0, Knowledge (bureaucracy) +6, Knowledge (galactic 
lore) +6, Perception +6, Persuasion +12 

Systems walking locomotion, basic processor, translator unit (DC 10), 
2 hand appendages, vocabulator, internal storage (5 kg) 

Possessions audio recorder 

Availability Licensed; Cost 1,460 credits 


FOURTH-DEGREE DROIDS 
Fourth-degree droits include models designed for combat in one form or 
another. Most fourth-degree droids are military and security droids, but other 
models such as assassin droids, probe droids, tracker droids, and certain non- 
combative droids used by military organizations fall in this group as well. 


BCA-11/X Lightsaber Practice Droid 

Before the Battle of Naboo, Baktcid Combat Automata produces a number of 
training droids for the Jedi Order, but the results convince them that helping 
to train young Jedi might not be the best business decision. The 11/X's most 
unusual feature is the use of a cortosis matrix in the bonding of the droid’s 
quadanium armor, designed to resist the energy of a lightsaber and make 
the 11/X harder to disable or destroy. 

BCA-11)X training droids can't be played as droid heroes. 


BCA-11/X Training Droid cL2 
Medium droid (4th-deqree) nonheroic 3/soldier 1 : 
init +9; Senses low-light, Perception +4 

Languages Basic, Binary 


JG-86 Sentinel Droid 

Part of Holowan Mechanicals evergrowing line of IG Series combat droids, 
the IG-86 sentinel droid was designed to function as a bodyguard or home 
security system for the wealthy. In practice, however, most IG-86 droids 
are used for more sinister purposes. Armed with programming that is only 
marginally more sophisticated than basic battle droids, the IG-86 comes 
Standard with 2 heuristic processcr, making it versatile as well as more 
capabie of learning new combat routines aver time. 

Both Ziro the Hutt and Gha' Nachkt use 1G-86 sentinel draids as agents 
and protectors. Zira the Hutt has allowed several of his 16-86 droids to go 
for long periods of time without memory wipes, causing them to gain sig- 
nificant experience and develop personalities. One such droid, KRONOS-327, 
is a formidable assassin droi 

1G-86 sentinel droids can be played as droid heroes. 


IG-86 Sentinel Droid cla 
Medium droid (4th-degree) soldier 1 

Init +7: Senses Perception +6 

Languages Basic, Binary 


Defenses Ref 20 (flat-footed 18], Fort 13, Will 11; +7 armor 
‘hp 17; DR 5 (lightsabers only); Threshold 13 
Immune droid traits 


Defenses Ref 17 (flat-footed 15), Fort 15, Will 12 
hp 30; Threshold 15 
Immune droid immunities 
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Speed 6 squares (walking) 

Melee claw +4 (1d4+1) 

Ranged blaster carbine +6 (348~2) 

Base Atk +3; Grp +5 

Fighting Space 1 square; Reach 1 square 

Atk Options autofire (blaster carbine) 

Special Actions Coordinated Attack 

Abilities Str 13, Dex 14, Con —, Int 9, Wis 11, Cha & 

Talents Weapon Specialization (rifles) 

Feats Armor Proficiency (light, medium), Coordinated Attack, Toughness, 
Weapon Focus (rifles), Weapon Proficiency (rifles) 

Skills Initiative +9, Perception +4, 

Systems walking locomotion, basic processor, improved sensor package, 
internal comlink, quadanium battle armor (+7 armor, cortosis-durastec! 
alloy}, vocabulator 

Possessions blaster carbine 

Availability Military; Cost 5,860 credits 


‘Speed 6 squares 

Melee unarmed +3 (16342) 

Ranged blaster carbine +4 (348) or 

Ranged blaster carbine +2 (448) with Rapid Shot 

Base Atk +1; Grp +3 

Atk Options Rapid Shot 

Abilities Str 14, Dex 15, Con — Int 10, Wis 12, Cha 8 

‘Special Qualities droid traits 

Talents indomitable 

Feats Armor Proficiency (light), Rapid Shot, Weapon Focus (rifles), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +7, Mechanics +5, Perception +6, Use Computer +5 

Systems walking locomotion, 2 hand appendages, heuristic processor, 
vocabulator 

Possessions blaster rifle, durasteel shell 

Availability Restricted; Cost 7,800 
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FIFTH-DEGREE DROIDS 

Fifth-degree droids are labor and utility droids, performing heavy lifting and 
low-level, repetitive grunt work that many beings in the galaxy prefer to 
avoid. The main difference between these and other domestic droids is that 
fifth-degree droids are not programmed to provide companionship. instead, 
they perform the ordered task and report back when it is completed. 


CLL-6 Binary Load Lifter 

So cognitively slow that it barely qualifies as a droid, the binary load lifter 
serves one purpose only: to lift and stack cargo containers in industrial 
warehouses all over the galaxy. The most basic of processors keeps this droid 
moving and carrying out its orders. Only the slightest level of self-awareness 
prevents CLL-6 droids from being considered nonthinking machines. 

The binary load fifter is one of the oldest and simplest droid models in 
the galaxy. The boxy droid stands 3 meters tall and appears to be carrying 
two trays at the end of its arms. In fact, the droid has no manipulators at all 
and uses the “trays” ta lift cargo palettes and deliver them to their destina~ 
tions. Each leg is reinforced with industrial-grade durastee! and powered 
by a heavy-duty hydraulic system to support the droid's bulk as well as the 
burden of its load 

Although the CLL-6 can understand and take orders in Basic, itean speak 
only in Binary, When it takes orders, the droid takes them literally, much to 
the regret of frustrated owners who eventually decide to invest in a protocol 
droid to deliver orders for them. WWith the binary load lifter’s low cost, those 
owners are not set back much when they do so. 

CLL-6 droids can't be played as droid heroes, 


4“*My FIRST JOB 
WAS PROGRAMMING 
BINARY LOAD 
LIF TERS...VERY 
SIMILAR TO YOUR 
VAPORATORS."” 


-C-3P0 


CLL-6 Binary Load Lifter ct 
Large droid (Sth-degree) nonheroic 1 

Init +0 ; Senses Perception +10 

Languages Basic (understand only), Binary 

Defenses Ref 3 (flat-footed 9), Fort 19, Will 10 

hp 23; Threshold 19 

Immune droid traits 

Speed 8 squares (walking) 

Melee unarmed +9 (1d4+9) 

Fighting Space 2x2; Reach 1 square 

Base Atk +0; Grp +14 

ies Str 28, Dex 10, Con — Int 8, Wis 10, Cha 5 

Feats Skill Focus (Endurance, Perception), Skill Training (Perception) 
Skills Endurance +19 , Perception +10 

Systems walking locomotion, basie processor, 2 tool appendages 
Availability Licensed; Cost 4,200 credits (used) 


FA-5 Valet Droid 

One of the SoroSuub Corporation's most popular servant draids, the FA-S 
valet droid is used for menial tasks in hotels, spaceports, and government 
facilities. The FA-5 valet droid has little in the way of complex programming 
and is best used for basic serv'ce tasks, such as carrying bags, delivering (ood 
and drinks, and acting as 2 mail courier, All FA-S valet droids are programmed 
with basic flight protocols, allowing them to move, park, and retrieve the 
airspeeders and starships of their owners or their owners’ clients. 

FA-5 valet droids can be played as droid heroes. 


FA-5 Valet Droid cLo 

Medium droid (Sth-degree) nonheroic 1 

Init +2; Senses Perception +0 

Languages Basic, Binary 

Defenses Ref 12 (flat-footed 10), Fort 11, Will 10 

hp 3; Threshold 10 

Immune droid immunities 

Speed 6 squares 

Melee unarmed +1 (143+1) 

Ranged by weapon +2 

Base Atk +0; Grp +2 

Abilities Str 12, Dex 15, Con —, Int 10, Wis 10, Cha 12 

Special Qualities droid traits 

Feats Skill Focus (Endurance), Skill Training (Pilot), 2 unassigned 

Skills Endurance +10, Pilot +12 

Systems walking locomotion, 2 hand appendages, basic processor, 
vocabulator 

Availability Licensed; Cost 1,100 


IW-37 Pincer Loader Droid 
Marketed as “the bantha of load lifters,” the Industrial Automaton IW-37 
pincer loader droid is designed to carry rackets, torpedoes, and other mis- 
siles, and to load them into the launch tubes of starships and other vehicles. 
|W-37s are also used on battlefields, where they are programmed to locate 
‘and retrieve unused munitions and other salvage from disabled vehicles. 
Although not built for combat, the (W-37 is pragrammed to immobilize 
those who attempt to interfere with its work. Clone trooper units occasion~ 
ally find IW-37s in the cargo holds of wrecked Separatists ships, clutching 
still-functioning super battle droids in their claws. 
IW-37 pincer loader droids can't be played as ciroid heroes. 


IW-37 Pincer Loader Droid cL 
Large droid (Sth-degree) nonheroic 4 

Init +7; Senses Perception +6 

Languages Binary 


Defenses Ref 15 (flat-footed 15), Fort 17, Will 10 
hp 11; Threshold 22 
Immune droid traits 


Speed 6 squares (walking) 
Melee 2 claws +10 (1d6+7) 

Fighting Space 2x2; Reach 1 square 
Base Atk +3; Grp +15 


Abilities Str 24, Dex 11, Con —, Int &, Wis 8, Cha 6 

Feats Armor Proficiency (light), Improved Damage Threshold, Pin, 
Power Attack 

Skills Initiative +7, Perception +6 

Systems walking locomotion, basic processor, 2 claw appendages, 
durastee! plating (+6 armor) 

Possessions durasteel shell 

Availability Licensed; Cost 8,000 credits 


AN IW:37 PINCER LOADER DRGID HoLOm A 
BLABTER CANNON WHILE TWO BIT OROIO® 
PREPARE YO WELO IT TO A BYAREHIP. 


“CHAPTER VI 
STARSHIPS 
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igh the Clone Wars are waged between the Republic and the Con- 
f Independent Systems, a number of unaffiliated organizations 


the Separatists, itis a matter of business as usual; to the Republic, especially 
“in the earliest days of the conflict, the use of mercenaries is necessary to 
bolster the few available fighter craft. 

With the coming of lawlessness in the wake of the war, piracy blossoms. 
Many late-war pirate bands are formed from disenfranchised mercenary 
companies, and their weapons include the same craft that are on the Republic 
and Separatist rolls earlier in the conflict. 

Other factions, too, possess unique vessels during the Clone Wars. 
The Mandalorians, for one, had their own ships, the majority of which are 
produced by Mandalmotors, The Selti of luxury ships—expensive and 
opulent—are used by the Hutts and their ilk for centuries to come. 


SPACE TRANSPORTS 
The following space transports are prevalent or achieved notoriety during 
the Clone Wars. 


BARLOZ-CLASS FREIGHTER 

At the time of its release, the Barloz-class freighter is one of the Corel- 
lian Engineering Corporation's most lauded models, and it sets the bar for 
freighters in a number of areas. It is designed during the height of the Old 
Republic, and its features reflect the standards of the era. It is a sturdy ship 
with large cargo holds that are easily customized to accommodate different 
payloads. Barloz-class freighters can be modified to carry everything from 
bacta to foodstuffs. A small number are produced to transport passengers 
and refugees, but the living conditions aboard these models are cramped 
and provide few frills. 

One of the Barloz’s glaring deficiencies is its stock armament. Its single 
turret-mounted laser cannon is adequate during the height of the Old Repub- 
lic, when the space lanes are relatively safe. With the Galactic Civil War and 
the chaos that follows, the Barloz becomes easy prey for pirates. In addition, 
the Barioz is not particularly comfortable—especially on long voyages. 

The focus in freighter design shifts in the later years of the Old Republic, 
aiving rise to the YT series. The CEC reduces its support of the Borfoz line 
in lieu of its newer entries into the marketplace. Though it is marginalized, 
the Barioz continues to see service well into the Rebellion era. The Barloz's 
inexpensive price tag allows an entire generation of traders, explorers, and 
smugglers to take to the stars at a time when only the wealthy or indebted 
can afford to do so. 
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Asseries of Borloz gunships, known colloquially as Justifiers, are produced 
by private parties at the height of the Clone Wars. Internal cargo space is 
converted to make room for larger engines and shield generators, and a 
number of gun emplacements are added to the ventral and dorsal surfaces of 
the ship. Intended to provide fire support for merchant shipping, the Justifier 
is expensive to maintain and is produced only in limited numbers. 


Barloz-class Freighter cL? 
Colossal space transport 
Init ~3; Senses Perception +5 
Defenses Ref 15 (flat-footed 13), Fort 30; +13 armar 
hp 180; DR 15: SR 15; Threshold 80 
Speed fly 12 squares (max. velocity 850 km/h), fly 3 squares 
(starship scale) 
Ranged laser cannon +1 (see below) 
Fighting Space 12x12 o- 1 squares (starship scale); Cover total (crew) 
Base Atk +0; Grp +40 , 
Abilities Str 50, Dex 14, Con =, Int 12 
Skills Initiative -3, Mechanics +5, Perception +5, Pilot -3, 
Use Computer +5 
Crew 2 (normal): Passengers 4 
Cargo 85 metric tons; Consumables 2 months; Carried Craft none 
Hyperdrive x2 (backup x12) 
Availability Licensed; Cost 120,000 (17,500 used) 


Laser Cannon (copilot) 
Atk +1, Dmg 4d10x2 


“WE'RE TAKING THIS 
JUNKER? WE'D BE 
BETTER OFF ON 
THAT BIG BUG." 


-AHSOKA TANO 


@9 RIGGER 
Designed by the Corellian Engincering Corporation as a budget space trans- 
port for fledgling businesses, the G9 Rigger is a slow and unwieldy transport 
ship on the verge of obsolescence by the time of the outbreak of the Clone 
Wars, The G9 Rigger, though inexpensive, offers few of the amenities sought 
after by independent traders. Like all Corellian Engineering Corporation 
ships, the G9 Rigger is fairly easy to customize, but the ship is too bulky 
and sluggish for most couriers and transport pilots who pride themselves 
on speed, As 2 result, the Gd Rigger is most often seen in the hands of lacal 
traders who ply the space lanes in a small area of the galaxy, and has earned 
a reputation as a low-quality vessel suitable for use only on the Outer Rim, 
interestingly, itis this reputation that teads many spice smugglers to spend 
the time and effort to modify the G9 Rigger, as mast sector authorities see 
little threat from this vessel. 

The Twilight, a spice freighter owned by Ziro the Hutt and stolen from 
the planet Teth by Anakin Skywalker, is 2 G9 Rigger. 


G9 Rigger a6 
Colossal space transport 
Init -§; Senses Perception +5 
Defenses Ref 11 (flat-footed 11), Fort 24; +11 armor 
hp 100; DR 15; Threshold 74 
Speed fly 12 squares (max. velocity 700 km/h), fly 2 squares 
(starship scale) 
Ranged double light laser cannons +3 (see below) and 
light laser cannons +1 (see below) 
Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 
Base Atk +0; Grp +5 
Atk Options autofire (double light laser cannons) 
Abilities Str 39, Dex 10, Con —, Int 12 
Skills Initiative ~8, Mechanics +5, Perception +5, Pilot -S, 
Use Computer +5 
‘Crew 2 (normal); Passengers 6 
‘Cargo 70 tons; Consumables 1 month; Carried Craft none 
Hyperdrive x2 
Availability Licensed; Cost 85,000 (45,000 used) 


Double Light Laser Cannons (pilot) 
Atk +3 (+2 autofire), Dmg 4d10x2 


Light Laser Cannons (copilot) 
Atk +1, Dmg 3d10%2 


Barloz-class 
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GS-100 SALvaGeE SHIP 
The Gallofree Yards GS-100 salvage ship is a large, bulky craft designed to 
navigate debris fields in the wake of space battles, picking up salvageable 
parts ta sell as scrap. Durable and capable of dealing with dangerous float- 
ing flotsam and debris, the GS-100 runs with a small crew complement, 
and some independent salvagers prefer to fill the other two crew slots with 
droids, allowing them to plunder the graveyards of past battles withaut the 
need to split the profits with living associates 

Gha’ Nachkt's ship, the Vulture’s Claw, is a heavily modified GS-100 
salvage ship. 


GS-10 Salvage Ship 
Colossal space transport 
Init ~4; Senses Perception +5 
jat-footed 13), Fort 30; +13 armor 
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Defenses Ref 14 
hp 190; DR 1%; Threshold 80 
Speed fly 12 squares (mmax. velocity 400 km/h), fly 2 squares 
(starship seabel 
Ranged 2 medium taser cannons +2 (see below) 
Fighting Space 12x12 or + square (starship scale); Cover total (crew) 
Base Atk +0; Grp +40 
Abilities Str 51, Dex 12, Con —, Int 14 
Skills Initiative ~4, Mechanics +5, Perception +5, Pilot ~4, 
Use Computer +5 “a 
Crew 3 (normal); Passengers 20 (droids) 
Cargo 140 tons; Consumables 1 month; Carried Craft none 
Hyperdrive x3 
Availability Licensed; Cost 190,000 (95,000 used) 


Medium Laser Cannons (gunner) 
Atk +2, Dmg 4d10x2 


AN GAOQK PHORNI MAWE-CLASE LIGHT minKAGE Ane RTS 


KR-TB DOOMTREADER 

One of the Corellian Engineering Corporation's forgotten achievements is 
the KR-TB, better known as the Daomtreader. It represents a radical shift in 
design for the CEC at a time when the company is searching fora product that 
resonates well with the majority of their customer base. Though the YT series 
is nearly a century away from being realized, the KR-TB is one of the earliest 
attempts at designing a freighter that would be all things to all people. 

For the time, the Doomtreader’s expansive cargo holds are its “nost 
lauded feature, With over 300 metric tons of capacity, a small fortune can 
be secured for reliable transport. The KR-T6 is also designed with the solo 
pilot in mind. The duties of the copilot can be delegated to an astromech 
dcoid, necessitating only a small organic crew. Adequate passenger space is 
provided for up to six additional organics. 

Next to its vast cargo capabilities, the Doomtreader is renowned for 
its defensive capabilites. In fact, the KR-TB earns its moniker from its 
heavy shields, durable construction, and dual laser cannons, which allow 
it to venture inte situations that would doom lesser vessels to capture or 
destruction. 


Even though it seems the perfect ship for the intergalactic merchant, the 
KR-TB isonly moderately successful-in part because of the ship's high price 
tag. Behind the scenes, rivalries within the Corellian Engineering Corpora- 
tion also play a sutstantial role in the model's marginalization. In the end, 

emaining Doomtreaders are sold at cut rates to planetary defense forces 
nd law enforcement agencies. 

The most famous KR-TB Doomtreader is Hell’s Anvil, Taken as a prize by 
Montross, a well-known Mandalorian bounty hunter and rival of Jango Fett, 
Hell's Anvil is heavily modified and converted for tise as a prisoner transport 
and mobile base. The most notorious of Hell's Anvit's modifications is a pair 
of solar ionization cansions, devastating weapons that are unaffected by 
ventional deflector shields. With Montross's death at the hands of Jango 
Fett, the Hell’s Anvilfades into obscurity, 


KR-TB Doomtreader 
Colossal space transport 
~4; Senses Perception +5 
Defenses Ref 14 (flat-footed 13), Fort 30; +13 armor 
180; DR 15; SR 30; Threshold 86 
peed fly 12 squares (max. velocity 900 km/h), fly 3 squares 
{starship scale} 
Ranged laser cannons +4 (see below) 
Fighting Space 20x10 or | squares (starship scale); Cover tetal (crew), 
total (astromech droid) 
Base Atk +0; Grp +40 
Abilities Str 50, Dex 12, Con 
Skills Initiative ~4, Mechani 
Use Computer +5 (+13*) 
Crew 2 plus asiramech droid (skilled); Passengers 6 
Cargo 100 tons; Consumables 1 month; Carried Craft none 
Hyperdrive x2 (backup x15) 
A ty Licensed; Cost 350,000 (70,000 used) 
* Ifthe ship has an astramech droid, use these skit! modifiers instead, 


Int 14 
+5 (413% 


Perception +5, Pilot -4, 


Dual Laser Cannons (pilot) 
Atk +4, Dmg 6d10x2 


PURSUER-CLASS 

ENFORCEMENT SHIP 

The Pursuer-class enforcernent ship is a patrol vessel and fast transport 
designed by MandalMotors with Mandalorians specifically in mind. The ship 
is popular with the Mandalorian Protectors during the Clone Wars, but the 
Pursuer-class also becomes a sought-after ship among non-Mandalorian 
police forces and bounty hunters across the galaxy. 

The stock Pursuer is fast, with goad armament and adequate shields. 
Though its cargo capacity is not up to par with other interstellar transports 
and freighters, it can be easily relegated to a transport role in a pinch. Pas- 
senger space is limited 10 five cramped cells and a couple of bunks, and the 
cargo area is adequate for securing contraband and ground vehicles. Even 
though it is a capable craft right off the assembly line, few Pursuers go long 
without aftermarket modification. 

Following the Clone Wars, the Pursuer-class continues to see production 
and distribution across the galaxy with few changes to its basic design. Its 
fearsome reputation, combined with its capabilities, is just as valuable to 
potential owners as its actual weapon systems are. 

With his Firespray-31, Slave J, in impound, Boba Fett uses of a modified 
Pursuer-class, dubbing it Slave ll The ship serves him well until it is nearly 
destroyed at Byss. Fett’s modified Pursuer includes a rear-firing proton 
torpedo launcher, an improved sensor array, and improved shiels generators 
and sublight engines. 
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Pursuer-class Enforcement Ship cL7 

Colossal space transport 

Init -3; Senses Perception +5 

Defenses Ref 14 (flat-footed 12), Fort 26; +12 armor 

hp 120; DR 15; SR 15; Threshold 76 

Speed fly 16 squares (max. velocity 1,000 km/h), fly 4 squares 
(starship scale) 

Ranged twin blaster cannons +5 (see below) or 

Ranged jon cannons +5 (see below) 

Fighting Space 10x20 or 1 square (starship scale); Cover total (crew) 

Base Atk +1; Grp +37 

Atk Options autofire (twin blaster cannons) 

Abilities Str 42, Dex 14, Con — Int 14 

Skills Initiative -3, Mechanics +5, Perception +5, Pilot -3, 
Use Computer +5, 

Crew 1; Passengers 7 (2 Passengers, 5 prisoners) 

Cargo 35 metric tons; Consumables 5 weeks 

Hyperdrive 1 (backup x16) 

Availability Restricted; Cost 200,000 (40,000 used) 


‘Twin Blaster Cannons (pitot) 

Atk +5 (+0 autofire), Dmg 5d10x2 
Ton Cannons (pilot) 

Atk +5, Dmg 4410x2 ion 


SELTISS-2 CARAVEL 

All Hutts of means seek to demonstrate their personal successes, This extends. 
to the vessels they buy, and the Seltiss-2 caravel isa prime example of Hut- 
tese taste in starships. The Seltiss-2 is modest by Hutt standards, ye\ to other 
species its amenities seem lush. No two ships are the same, and the interiors 
are crafted to individual specifications and requirements, Externally, the 
Seltiss-2 resembles a sail barge. inside, however, the accommodations—at 
least for the Hutt and honored guests—are spacious and opulent. 

Hutt caravels, the Seltiss-2 among them, are designed with short intra 
system jaunts in mind. Thus, they are not equipped with hyperdrives as a 
standard feature. They move easily between the upper atmosphere of Nal 
Hutta and the smuggler's moon of Nar Shaddaa. The vessel's combat capa~ 
bilities are humble and hidden from the naked eye. Any self-respecting Hutt 
prefers to keep his weapons concealed to lull enemies into a false sense of 
superiority. 


The main cabin of the Seltiss-: 
ning view. It serves as a Hutt's audience chamber away fram the [personal 
palace. The cabin detaches from the rest of the ship, ferrying the Hurt amd 
his servants to and from the planet below. 


Ubrikkian Seltiss-2 Caravel 

Colossal space transport 

5; Senses Perception +5 

Defenses Ref 14 (flat-footed 14), Fort 31; +14 armor 

hp 200; DR 15; SR 30; Threshold 81 

‘Speed fiy 12 squares (max. velocity 850 km/h), fly 3 squares 
(starship scale) 

Ranged lases cannon battery +2 (see below) 

Fighting Space 10x20 or | square (starship scale); Cover total (crew) 

Base Atk +0; Grp +41 

Atk Options autofire (laser cannon battery) 

Abilities Str 52, Dex 10, Con =, Int 14 

Skills Initiative -5, Mechari¢s +5, Perception +5, Pilot -5, 
Use Computer +5 

Crew 4 (1 pilot, 1 copitot, 2 gunners); Passengers 12 

Cargo 50 tons; Consumables 1 month; Carried Craft main cabin 

Availability Licensed; Cost 800,000 (160,000 used) 
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Laser Cannon Battery (2 gunners) 
Atk +4 (-1 autofire), Dmg 44102 


Seltiss~2 Caravel Cabin 
The Seltiss-2 caravel, like many Hutt space transports, is equipped with 
cabin that separates from the rest of the ship. Though this is often done 
merely to accommodate suborbital transportation, the most obvious reason 
forsuch a feature is to allow the owner of the caravel to escape harm. Escape 
pods are not a standard feature aboard Hutt caravels, leaving the Hutt’s 
crew and entourage in dire straights if the ship's owner decides to depart 
during an emergency. 

When detached from the primary hull, the cabin of a Seltiss-2 has the 
following statistics. 


Ubrikkian Seltiss-2 Caravel Cabin cL3 
Huge space transport 
Init +4; Senses Perception +8 ms 
Defenses Ref 12 (flat-footed 11), Fart 21; +3 armor 
hp 80; DR 5; $R 10; Threshold 31 
Speed fly 12 squares (max. velocity 700 km/h), fly 3 squares 
(starship scale) 
Fighting Space 3x3 or 1 square {starship scale); Cover total (crew) 
Base Atk +0; Grp +21 
Abilities Str 32, Dex 12, Con —, Int 14 
Skills Initiative +4, Mechanics +5, Perception +, Pilot +4, 
Use Computer +5 
Crew 1; Passengers 6 
Cargo 5 tons; Consumables 2 weeks; Carried Craft none 
Availability Licensed; Cost 400,000 (80,000 used) 


STARFIGHTERS 
The follawing starfighters are prevalent during the Clone Wars. Same achieve 
greatness, while others fly into obscurity after the wars, 


DAGGER-CLASS STARFIGHTER 

The Degger-class space superiority starfighter is produced in large numbers 
by Republic Sienar Systems in the waning days of the Old Republic. It is a 
formidable craft for its time: small, maneuverable, and fast, with powerful 
weaponry and a relatively cheap price tag. It even incorporates a hyper- 
drive and a limited astrogation computer that stores enough data for three 
hyperspace jumps. 

As with later examples of Sienar’s design philosophy, the Dagger-class 
lacks shields ar extensive life support systems, Dagger pilots must don pres~ 
surized flight suits to withstand the rigors of space. An absence of inertial 
and gravity controls means that Dagger pilots are also exposed to extreme 
gravitational forces as they dodge, weave, and careen through space. 

Thousands of Dagger-class starfighters are produced by Republic Sienar 
prior to the Clone Wars. The majority are purchased by planetary defense 
forces, artd many of the systems that take up the banner of the Confederacy 
of Independent Systems have Daggers in their arsenals. Given its low cost 
and ubiquitous nature, the Dogger is also used by a number of mercenary 
organizations, as well as independent paramilitary contractors. The Trade 
Federation, in particular, contracts with a number af mercenary arganizations 
that employ Dagger starfighters, 

With Republic Sienar's dissalutian by Emperor Palpatine, and subsequent 

nneorporation into the Republic Navy, production of many of its starfighters 

ceases completely. This includes the Dagger-class starfighter, The design 
specifications of the Dagger are eventually brought out for review by the 
newly founded Sienar Fleet Systems, and some elements of the class are 
incorporated into the initial TIE series of starfighters. 


Dagger-class Starfighter cLé 

Gargantuan starfighter 

Init +4; Senses Perception +5 a 

Defenses Ref 15 (flat-footed 11), Fort 22; +6 armor 

‘hp 60; DR 10; Threshold 42 

Speed fly 16 squares (max. velocity 1,000 km/h), fly 4 squares 
(starship seale) 

Ranged laser cannons +2 (see belaw) 

Fighting Space 4x4 or 1 square (starship scale); Cover total (crew) 

Base Atk +0; Grp +27 

Atk Options autofire (laser cannons) 


Abilities Str 34, Dex 18, Con —, Int 10 
Skills Initiative +4, Mechanics +5, Perception +5, Pilot +4, 
__Use Computer +5, 


Crew 1; Passengers none j ‘ = 
Cargo 55 kg; Consumables ? week; Carried Craft none 
Availability Restricted; Cost 35,000 (8,000 used) 


Laser Cannons (pilot) 
Atk +2 (-3 autofire), Dmg 6d10x2 
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DIANOGA-CLASS ASSAULT 
STARFIGHTER 

The Dianogo-class starfighter is one of Koensayr’s most popular starfighter 
models prior to the advent of the Y-wing. Though its armaments are con- 
sidered excessive for a civilian fighter produced during peacetime, it is a 
popular choice of planetary defense forces, mercenary fleets, and pirate 
bands. Though effective when employed in large numbers, the Dianoga’s 
relatively stow speed and fow maneuverability keep it from competing with 
faster and nimbler military-grade starfighters. 

The Dianoga’s leading feature is its weaponry. Four fire-linked laser can- 
nons provide the fighter with a significant offensive punch, while the craft's 
heavy ion cannon allows for more controlled attacks against sensitive targets 
that need to be taken in one piece. Decent shields, a reinforced full, and a 
mid-grade hyperdrive are also standard features of the Dionogo, providing 
it with a degree of tactical flexibility. 

During the Clone Wars, Dianogas fly in mercenary and pirate fleets. 
Koensayr eventually discontinues the line, making it a rare sight following 
the Clone Wars. Same Dianogas are still in service with pirate bands well 
imto the Rebellion era, but the lack of available parts makes them difficult, 
if not impossible, to maintain. 


Dianoga-class Assault Starfighter cL7 

Garyentuan starfighter 

Init +2; Senses Perception +5 

Defenses Ref 13 (flat-footed 11), Fort 23; +6 armor 

hp BO; DR 10; SR 15; Threshold 43 

‘Speed fly 12 squares (max. velocity 950 km/h), fly 3 squares 
{starship scale) 

Ranged laser cannons +2 (see below) or 

Ranged heavy ion cannon +2 (see below) 

Fighting Space 4x4 or 1 squares (starship scale); Cover total (crevi) 

Base Atk +0; Grp +28 

Atk Options autofire (laser cannons) 

Abilities Str 36, Dex 14, Con — Int 11 

Skills Initiative +2, Mechanics +5, Perception +5, Pilot +2, 
Use Computer +5 

Crew 1; Passengers none 

Cargo 90 kg; Consumables 3 days; Carried Craft none 

Hyperdrive x2 

Availability Restricted; Cost 45,000 (12,000 used) 


Fire-linked Laser Cannons (pilot) 
Atk +2 


FREEFALL-CLASS STARFIGHTER 
The Freefall-class starfighter is a bomber manufactured by the Nubian Design 
Collective. Named for the unguided bombs it is designed to use, the Freefallis 
an effective craft despite its lowtech approach to ordnance delivery. Itisalarae 
starfighter, possessing @ wide wingspan with a large sublight engine mounted 
on each wing tip. Cargo capacity is typically limited to bombs, but the ship can 
bbe converted to make supply drops and troop insertions if necessary. 

A Freefall requires an extensive crew, including 2 d 
navigator, and bombardier. Allowing 2 pilot to focus on maneuvers while 
providing additional crew to perform other functions is a staple of Nubian 
design philosophy. In fact, the calibration of these diverse systems is so 
‘exacting that as long as a crew of four operates the ship, each gains a +1 
bonus to checks and rolls related to his own duties. (tis theoretically possible 
to consolidate systems, thereby reducing the ship's required crew, but this 
eliminates the aforementioned bonus. 

During the Clone Wars, the Freefail-class starfighter is employed by 
several independent mercenary units, mostly on the side of the Republic. 
The best known of these mercenaries is the Bith engineer Jinkins, who flies 
a heavily modified Freefall-class starfighter with improved weaponry. 


Freefall-class Starfighter cLs8 
Colossal starfighter 
Init -2; Senses Perception +5 
Defenses Ref 15 (flat-footed 12), Fort 26; +12 armor 
hp 120; DR 15; SR 20; Threshold 76 
Speed fly 16 squares (max. velocity 1,000 km/h), fly 4 squares 
(starship scale) 
Ranged laser cannons +1 (see below) and 
Ranged bomb chute +1 (see below) 
Fighting Space 30x20 or 1 square (starship scale); Cover total (crew) 
Base Atk +0; Grp +36 
Atk Options autofire (laser cannons) 
Abilities Str 42, Dex 16, Con —, Int 12 
Skills Initiative ~2, Mechanics +5, Perception +5, Pilot -2, 
Use Computer +5 
Crew 4 (1 pilot, 1 gunner, 1 navigator, | bombardier); Passengers 10 
Cargo 20 metric tons; Consumables 4 weeks; Carried Craft none 
Payload 20 proton bombs 
Hyperdrive x2 (backup x10) 
Availability Restricted; Cost 70,000 (18,000 used) 


Laser Cannons (gunner) 
Atk +1 (-4 autofire), Dmg 6d10x2 


Heavy ton Cannon (pilot) 
Atk +2, Dmg 5d10x2 ion 


Bomb Chute (bombardier) 
Atk +1, Dmg 8d10x5 


MORNINGSTAR ASSAULT 
STARFIGHTER 

The MorningStar is @ tri-wing starfighter used extensively in mercenary 
fleets prior {0 the invasion of Naboo. The Trade Federation employs several 
mercenary groups that use the MorningStar fighter and its variants. Of the 
starfighters available prior to the Galactie Civil War, the MorningStar is 
one of the most capable designs available. in spite of being marketed as a 
planetary defense ship, the MorningStar finds its way into mereenary and 
pirate fleets across the galaxy. 

Kuat Systems Engineering originally produces the MorningStar as an 
orbital fighter and picket vessel *or planetary defenses and law enforee- 
ment. With the eventual addition of a Class-2 hyperdrive, the MorningStar 
is shoehorned into the raie of a space superiority starfighter. Though 
effective, especially en masse, the MorningStar suffers from light construc 
tion, mediocre maneuverability, slow speed, and an inadequate payload of 
concussion missiles. 


MORNINGITAM A@SAULT STARFIOMTERS MEET THEIR MATCH. 


Variants of the MorningStar are produced, the most popular of which are 
the A, B, and C models. The A model, detailed here, is the original space supe- 
viority design. The MorningStar-8 trades in its concussion missile launcher 
for three heavy laser cannons (damage 74102). AS a result, itis favored 3s 
‘a dogfighting craft by the mercenaries who emptoy it. 

The MorningStar-C is born of the desire for a starfighter that is effective 
against capital ships. This design change takes the B model, removes the 
light laser cannons, and includes three concussion missile launchers with 
ten missiles each in their place. 


MorningStar-A Assault Starfighter cL 
Gargantuan starfighter 
Init +2; Senses Pere 
Defenses Ref 13 (flat-footed 11), Fort 22; +6 armor 
hp 70; DR 10; SR 20; Threshold 42 
Speed fly 12 squares (max. velocity 950 km/h), fly 3 squares 
(starship scale) 
Ranged light laser cannons +3 (see below) or 
Ranged concussion missile launcher +3 (see below) 
Fighting Space 4x4 or 1 square (starship scale}; Cover total (crew) 
Base Atk +0; Grp +27 
Atk Options autofire (light laser cannons) 
Abilities Str 35, Dex 14, Con —, Int 12 
Skills Initiative +2, Mechanies +5, Perception +5, Pilot +2, 
Use Computer +5 
Crew 1; Passengers none 
‘Cargo 75 kg; Consumables 3 days; Carried Craft none 
Payload 4 missiles 
Hyperdrive x2 
Availability Restricted; Cost 43,000 (10,000 used) 


Light Laser Cannons (pitot) 
Atk <3 (-2 autofire), Dmg 5410x2 
Concussion Missile Launcher (pilot) 
Atk +3, Dmg 8410x2 
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S40K PHOENIX HAWK-CLASS 
LIGHT PINNACE 

The S40K is one of Kuat Systems Engineering's first forays into the galactic 
starship market. Designed as art affordable space transport with minimal 
cargo capacity, good defenses, ane high utility, the Phoenix Hawé-class 
falls short in a number of areas, and these shortcomings eventually doom 
it to failure, So many corners are cut by KSE's designers that the Phoenix 
Hawk-class is essentially ignored by wealthy pilots antl merchants in favor 
of more expensive, less cramped alternatives. Externally, the Phoenix Haiwk- 
class resembles a squat Firespray-31 patrol craft. Unlike the Firespray, which 
is streamlined and elegant in appvarance, the Phoenix Hawk-class appears 
ungainly and clumsy. 

The ship's starkest deficiency is its cramped living conditions, Though 
marketed asa transport for up to six occupants, the crafts amenities are hardly 
sufficient for haif that number. Crew and passengers are pressed together into 
small quarters, and bunks must be shared if the ship is staffed to full capacity. 
Standard ceiling height within the S40K is capped at 1.83 meters, making the 
interior a claustrophobe's nightmare. To make matters worse, refreshe* facilities 
are uncomfortable and prone to malfunctioning at inopportune times uniess 
several systems are replaced with nonstandard parts 
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Despite its drawbacks, the S40K succeeds in the area of defensive Sys- 
tems and offensive capabilities. Though it is slow and plodding in flight, the 
Phoenix Howk-class is equipped with excellent shields and powerful weap- 
onry. When flown by. skilled pilot, the S40K makes 2 formidable target, sa 
it is popular with bounty hunters, mercenaries, and paramifitary units that 
are less concerned with amenities and more interested in the application 
of brute force. 

Though itis an incredibly common sight on the space lanes during the days 
of the Old Republic, the Phoenix Havk-class becomes increasingly obscure 
with each passing decade. 

S40K Phoenix Hawk-class Light Pinnace cL7 

Gargantuan starfighter 

Init +1; Senses Perception +5 

Defenses Ref 14 (flat-footed 13), Fort 28; +8 armor 

hp 150; DR 10; SR 30; Threshold 48 

Speed fly 12 squares {max velocity 750 km/h), fly 3 squares 
{starship scale) 

Ranged heavy baster canrons +2 (see below) of 

Ranged light ion cannons +3 (see beiow) 

Fighting Space 4x4 or 1 squares (starship scale); Cover totat (crew 

Base Atk +0; Grp +33 

Atk Options autofire (heavy blaster cannons) 

Abilities Str 46, Dex 12, Con —, Int 12 

Skills Initiative +1, Mechanics +5, Perception +5, Pilot +1, 

Use Computer +5 
Crew | or 2; Passengers 4 
Cargo 20 tons; Consumables 2 months; Carried Craft none 
Hyperdrive x2 
Availability Licensed; Cost 112,000 (22,500 used) 


Heavy Blaster Cannons (pilot) 

Atk +3 (-2 autofire), Omg 6d10x2 
Light lon Cannons (pilot) 

Atk +3, Dmg 30102 ion 
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SCURRG H-S& PROTOTYPE 
BOMBER 

The Scurrg H-6 is one of the most dangerous starfighter designs in the 
galaxy. It is created five years before the Battle of Naboo by the Nubian 
Design Collective, who hope to sell it to Naboo. Naboo, seeing little use for 
an expensive offensive bomber, refuses the Collective's offer. The original 
Scurrg prototype is mothballed on Nubia while the Collective lackadaisically 
seeks another buyer. As they search, the prototype is stolen by Fecorin pirate 
named Nym with the aid of Jinkins, one of the Collective's engineers, 

Following the original prototype’s theft. the Nubian Design Callective 
produces several other prototypes anticipating the impending civil war. These 
new prototypes incorporate minor improvements on the original design, 
but are otherwise identical. The expense of the starfighter, along with its 
advanced Nubian technology, dissuades 3 number of buyers (including the 
Republic) from investing in the Scureg, Given their friendly relationship with 
Naboo, the Nubians refuse to entertain offers from the Confederacy. 

The Seurrg is best classified as a heavy assault starfighter, It is equipped 
with six forward-mounted faser cannons, a laser turret, and an experimental 
bomblet generator. The energy spheres dropped by the Scurrg are produced by 
the bomblet generator, which uses the ship's primary power source to create 
them. The generator can produce one bomblet every 10 rounds (1 minute), 
but it can hold no more than ten energy spheres at any one time, The bomblet 
‘generator is a modular design, allowing it to be removed and incorporated 
into other compatible starfighters. The Scurrg can easily be equipped with 
a standard bomb chute that drops standard protan bombs. 

The original Scurrg prototype, ss flown by Nym, is known as the Hovec, 
In addition to an improved hyperdrive engine, the Havoc is modified to allow 
Nym to operate it without @ full crew complement. While Nym takes the 
helm, the gunner and navigator positions are filled by two astromech droids, 
which have been integrated into the ship's system. 
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Scurrg H-6 Prototype Bomber 10 

Colossal starfighter 

Init -1; Senses Perception +6 

Defenses Ref 15 (flat-footed 12), Fort 27; +12 armor 

hp 140; DR 15; SR 25; Threshold 77 

Speed fly 16 squares (max. velocity 1,000 km/h), fly 4 squares 
{starship seate) 

Ranged laser turret +7 (see below) and 
laser cannons +7 (see below) or 

Ranged bomblet generator +7" (see below) 

Fighting Space 14x14 or 1 squares (starship scale); Cover total (crew) 

Base Atk +2; Grp +39 

Atk Options autofire (laser cannons, laser turret) 


Abilities Str 44, Dex 16, Con —, Int 16 
Skills Initiative -1, Mechanies +6, Perception +6, Pilot -1, 
Use Computer +6 
Crew 3 (1 pilot, 1 gunner, 1 navigator); Passengers 3 
Cargo 10 metric tons; Consumables 2 weeks Carried Craft none 
Payload 10 explosive eneray spheres (see below) 
Hyperdrive x2 (backup x10) 
Availability Military; Cost 150,000 (no used models available) 
“Apply 0 ~20 penolty on attacks against targets smaller thon Colossal size. 


Laser Cannons (pitot) 
Atk +7 (+2 autofire), Dmg 8d10x2 

Laser Turret (gunner) 
Atk +7 (+2 autofire), Dmg 6d10x2 

Bomblet Generator (pilot) 
Atk +7 (-13 against targets smaller than Colossal), Omg 8410x5 
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ENGINES SING ME TO SLEEP.” 
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CHAPTER VII 
AMPAIGNS 


CLONE WARS C 


EOS 


The Clone Wars embodies traditional warfare better than any other war in 
the Star Wors saga. Whereas the Galactic Civil War features querilla warfare 
‘against a monolithic Empire, the Clone Wars are a struggle between two 
|| more evenly matched forces using more conventional tactics and strategies. 


H ‘Battles of the Clone Wars involve two comparable military forces clashing 

ad expansive and exotic battlefields in a struggle to capture and secure 
territory. The Republic and the Confederacy are vying to be the dominant 
ruling body of the galaxy, and both sides commit millions of troops—clones 
and droids—in an effort to stop their foes. 

The Clone Wars lead millions of ground troops to fields of battle through- 
ut the galaxy, and the heroes of a Clone Wars campaign quickly find them- 
selves drawn into these conflicts. Part of the excitement of a Clone Wars 
campaign is that everywhere the heroes go they find conflicts close by. Few 
places in the galaxy avoid conflict. The Jedi are fighting and dying on the 
front lines of these wars, sending the Order into decline. The corrupt leaders 
of the Confederacy use droid troops to advance their agenda, aided by the 
sinister leadership of villains like General Grievous and General Loathsom, 
The galaxy offers the heroes no sanctuary from the effects of the Clone 
Wars. Even when visiting distant, backwater worlds, they might see secret 
rendezvous points for Republic military forces or even entire populations 
toiling day and night to power the Separatist war machine, 


DECLINE OF THE JEDI 
Though the Jedi are the guardians of the Republic for millennia, during the 
Clone Wars they dwindle nearly to the point of extinction. The Jedi slowly 
decline up to the point of the Clone Wars, but the sudden deaths of dozens of 
Jedi at the battle of Geonosis mark the first step in the rapid thinning of the 
Jedi ranks. As the Clone Wars progress, more Jedi are killed than are raised to 
knighthood, and the number of Jedi Knights and Jedi Masters shrinks as the 
war rages on. By the time Order 66 is implemented, the Jedi are significantly 
fewer in number than they are at the beginning of the Clone Wars. 

Showing the decline of the Jedi in a campaign is a great way to reinforce 
the common themes of a Clone Wars campaign. If, as the campaign goes 
‘on, the heroes see the Jedi falling out of prominence, they should develop a 
greater sense of urgency and a deepening impression that their own actions 
could turn the tide, since calling on the Jedi to fix problems becomes increas- 
ingly difficult. The following suggestions offer ways that Gamemasters can 
weave the decline of the Jedi into their campaigns. 
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THE DWINDLING JEDI 

CAMPAIGN 

When the Clone Wars campaign opens, the Gamemaster libera!ly sprinkles 
the Jedi throughout the early adventures. The heroes receive missions from 
Jedi Masters, encounter wandering Jedi Knights on the battlefield, and help 
Padawans escape trouble. As the heroes grow in power, gaining fevels and 
completing adventures, the Gamemaster gradually reduces the number of 
Jedi that show up in the campaign. Instead of having Jedi show up every 
session, they begin to show up every other session, thee every third session, 
and so forth, Major NPC Jedi die in the Clone Wars, while others are called 
away to distant star systems well beyond the heroes’ reach. Jedi heroes who 
became one with the Force are replaced by non-Jedi heroes, so that even 
within the confines of an adventuring party of heroes the Jedi are on the 
decline, By the time the heroes reach the highest evels, only @ small number 
of Jedi—one or two, at most—are actively visible in the campaign, 

The contrast between the beginning of the campaign, when the heroes 
‘encountered Jedi frequently in nearly every adventure, and the end of the 
campaign, when only one or two Jedi are even interacting with the heroes 
on a regular basis, should be enough to reinforce the sense that the Jedi 
area dying breed. 


THE MASTERLESS PADAWAN 
Jedi heroes in a Clone Wars game keep the Jedi in the heroes’ perception 
‘throughout the campaign, However, this does not mean that 2 campaign with 
4a Jedi hero cannot take advantage of the diminishing Jedi Order as.a theme. 
A Clone Wars campaign that starts at Ist level could begin with Jedi heroes 
as Padawans whose masters have died or otherwise deserted them. 

Left to find their own way, Padawan heroes are confronted immediately 
by the decline of the Jedi. if that Padawan then makes contact with the Jedi 
Council (an encounter that could even be worthy of a small quest), the Jedi 
Council informs the Padawan that no Jedi Master is available to complete 
his or her training, The Padawan can be given an assignment, or entrusted 
to the companionship o* the other heroes (particularly if another hero is a 
Republic soldier or @ well-known and loyal noble) until such a time when 
another Jedi Master can continue the Padawan's training. Alternatively, a 
Padawan might be entrusted to the care of a mere Jedi Knight—as Ahsoka 
Tano is entrusted to Anakin Skywalker just a short time after his Knighting 
ceremony. This leaves the hero under the tutelage of a Jedi who is not yet 
ready to truly train the Padawan, 


—— 


ORDER 66 
Using Order 66—-the order given by Supreme Chancellor Palpatine to wipe 
out the Jedi—can be tricky because it represents @ major setting shift. When 
Palpatine issues Order 66, the Clone Wars quickly come to an end, and within 
a brief time the Empire rises and the Dark Times begin. However, using Order 
66 in @ campaign gives the Gamemaster a chance to build up to a single, 
climactic event that is prominent in Revenge of the Sith and can connect 
‘a campaign to the Stor Wers films. For campaigns taking place during the 
Clone Wars, Order 66 should probably be one of the last major events in the 
campaign. Jedi heroes in the company of clone troops during Order 66 must 
deal with sudden betrayal, which can surprise players if they do not know it 
is coming, This surprise can also be enhanced if any of the heroes have clone 
trooper followers, as formerly loyal allies that have likely been through many 
adventures with the heroes suddenly, without warning, become enemies. 
Order 66 presents 2 great opportunity to surprise the heroes, and Game- 
masters planning to use Order 66 should be careful, over the course of the 
Clone Wars campaign, to resist providing too much information as to how 
close, or how far away, Order 66 is. Additionally, after the Order G6 event, 
Jedi become outlaws, and Jedi heroes quickly find themselves hunted and 
cut off from the resources they have come to rely on over the course of the 
campaign, radically altering the feel of the campaign. Order 66 represents the 
final blow in the collapse of the Jedi Order, and it should be treated as either 
‘2 major shift in the campaign's tone or as one of the final events leading to 
the climax of the campaign. 
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RAMPANT CORRUPTION 
By the time the Clone Wars begin to tear the galaxy apart, the Republic has 
already been steeped in massive corruption for decades, even centuries. in 
fact, corruption in the Republic allowed Palpatine to maneuver his way imto 
becoming Supreme Chancelior a decade before the outbreak of the Clone 
Wars. Similar corruption allowed him—in his guise as Darth Sidious—to 
manipulate the Separatists into engaging the Republic in open war. In a 
Clone Wars campaign, the heroes are likely to encounter corruption at every 
turn, and those in positions of power can never be truly trusted, for they 
might have their allegiances bought by enemy factions. Politicians sell their 
votes, corporate leaders disregard the basic rights of their employees, and 
security forces turn a blind eye to crime and violence all out of the greed 
that permeates the Republic during this time. 

The heroes are likely to encounter rampant corruption when dealing with 
their enemies and opponents, A corrupt Republic Senator, taking bribes from 
Separatist agents, might reveal the heroes’ plans to their enemies, allowing 
the Separatists to set a trap and draw the heroes into it. A civilian contrac- 
tor at a military shipyard might deactivate the automated security system 
at the shipyard, forcing the heroes to repel an invasion without the help of 
the yard's droid defenders. 

Corruption usually means saying one thing and then doing another, 
meaning the heroes likely have no ‘dea that they are dealing with a corrupt 
individual until proof of corruption surfaces. For example, @ high-ranking 
military officer who has proven to be an ally and an asset for the heroes is 
suddenly revealed to have been sending substandard weapons to the front 
lines, endangering nat only the war effort but also the soldiers on the front, 
lines. The heroes are then faced with a difficult decision: to continue to 
benefit from that officer's assistance and expertise, or reveal the officer's 
corrupt dealings and lose the benefit of his friendship. If they decide upon 
the latter, they make an enemy of that officer and also likely find themselves 
making enemies with whoever bribed the officer to buy the substandard 
munitions in the first place. 

Typically corruption is problematic, but sometimes it can work in the 
heroes’ favor, Savvy heroes who use the corruption of the enemy to their 
advantage can orchestrate victories that prey upon the susceptibility of 
their enemies. Heroes who know that two enemy leaders are distrustful of 
‘one another could arrange for one (or both) to be bribed into betraying the 
other, using credits and leaning on their lack of trust to create friction within 
the enemy ranks, Similarly, if the neroes discover that an enemy leader is 
particularly susceptible to one form of bribery, they could turn that enemy 
into an ally by exploiting the enemy's corruption. The heroes gain insight into 
the workings of the enemy, and gain a valuable, though untrustworthy, asset 
wha can provide a significant advantage in future adventures. For example, if 
the heroes learn that a Trade Federation starship captain /s willing to accept 
bribes, they can use credits to ingratiate themselves with that captain and 


then turn him to their advantage. When the heroes need to sneak behind 
‘enemy lines, they call in a favor with the bribed starship captain and find 
themselves moving through Confederacy space aboard a Confederate vessel. 
Gamemasters should feel free to use the corruption of the enemy to help 
heroes achieve their goals once in a while, since it keeps the heroes from 
feeling as though corruption happens only among their allies. 

Additionally, the heroes should not be considered above the temptation 
of corruption. During an adventure, 3 liaison from the enemy could approach 
the heroes, offering them an astronorrical sum of credits to turn over secret 


information or abandon their mission. Such situations can be interesting 


roleplaying opportunities because each hero must decide whether greed 
‘outweighs principles in a time when corruption is everywhere, If the heroes 
are smugglers, mercenaries, or bounty hunters, the corruption might serve to 
further their goals. With the promise of credits fom bath sides, the heroes 
tan turn corruption to their advantage, plying their trade while draining 
credits from corrupt officials on both sides of the war. 

For mare advice on running campaigns in which the heroes are confronted 
and tempted by widespread corruption, check out the Scum and Villoiny 
supplement. 


“GREED CAN BE A 
POWERFUL ALLY.” 


-QUI-GON JINN 


VILLAINS 

The Clone Wars has an abundance of high-profile villains. Count Dooku, 
General Grievous, Durge, Asajj Ventress, General Loathsom, and others make 
pa motley group of villains who share the spotlight. Though some, like Asajj 
Ventress, work behind the scenes, other villains are well-known. Count Dooku 
and General Grievous are famous names recognized throughout the galaxy, 
‘even among those who are not directly involved in the war. High-profile vil 
lains are extremely important in Star Wars, but even more so in a Clone Wars 
campaign. The following aspects of the villains of the Clone Wars should give 
Gamemasters a good basis on which to build their own villains. Providing such 
notable enemies for the heroes ot only provides a more genuine Star Wars 
‘experience but also helps the Gamemaster create memorable characters and 
storylines that can last throughout an entire campaign. 


DEHUMANIZATION 

One important aspect of creating memorable, high-profile villains for a Clone 
Wars campaign is the dehumanization of those villains. Even though this need 
‘not apply to all villains (Count Dooku is a good example of a very Human 
villain), most of the villains of the Clone Wars are distinctly dehumanized, 
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even monstrous. A villain’s physical appearance has a great deal 10 do with 
how monstraus that villain seems. Some villains, like Asajj Ventress, are 
merely twisted shadows of humanity; her gray skin, dark eyes, and lack of 
hair are just different enough from Humans to make her seem both alien and 
terrifying, Gn the far end of the spectrum are villains like General Grievous 
and Durge; though vaguely humanoid in shape, they are so distinctly mon- 
strous in their appearance that no one confuses them with Humans. Grievous 
achieves new levels of inhumanity because he is a near-total reptacement 
cyborg, truly embodying the idea of being more machine than creature. 
Durge, on the other handi, is dehumanized by his faceless armor, an effect 
like that of stormtroopers and clone troopers. When creating a villain for 
Clone Wars campaign, Gamemasters should take care to describe them in a 
way that makes them seem ane step away from Human—monstrous and yet 
Just familiar enough that Human qualities are recognizable, These similarities 
make the differences stand out all the stronger. 

High-profile villains need more than a frightening and monstrous appear- 
ance to sustain them. The viliains of the Clone Wars have voices, mannerisms, 
and habits that augment their inhuman appearances. The metallic echo to 
General Grievous’ voice, the harsh accent, and the hacking coughs wrack- 
ing his cybernetic bady combine with his physical description to create @ 
complete, memorable villain package. Asajj Ventress has a hissing, smakelike 
voice, while Durge is notabie for his disturbing silence. General Loathsom's 


boiling anger complements his physical stature and personality, producing 
a three-dimensional villain. Not all of a villain’s mannerisms must be off 
pulting or exaggerated, ard strong contrasts can also breed good villains. 
A Human villain who speaks with a smooth, well-cultured accent and rich 
vocabulary can be interesting if the Gamemaster contrasts his conventional 
appearance with a deep, inhuman cruelty. 

The above advice might tempt a Gamemaster to make one-dimensional 
villains who are litle mare than monstrous caricatures. However, the villain’s 
actions truly define him as an antagonist. Especially among the Confederacy, 
careless with the lives (or, in the Separatists® case, 
subordinates, and they are wisting to cast their followers 
aside when the situation demands it. The lives of underlings mean fittle to the 
Clone Wars villain, and ruthlessness is the order of the day. A truly sinister 
and dehumanized villain kills anyone or anything that gets in the way of her 
progress, and Gamemasters should not be afraid to have their villains perform 
acts of heartiessness and cruelty to get the heroes’ undivides attention. 


POWERFUL PERSONALITY 

A villain is more than just a collection of physical descriptions, mannerisms, 
and acts of cruelty. A key aspect of creating goed villains for a Clone Wars 
campaign is giving the villains a strong personality that resonates throughout 
an entire campaign. For example, Caunt Dooku is an excellent and iconic 
villain of the Clone Wars because he is charismatic and bald. Likewise, he is 
not afraid to delve into darkness to achieve his goals. Yet he is still very much 
the Jedi Master who left the Order after the death of one of his most beloved 
apprentices. Similarly, Asajj Ventress is more than just a pair of lightsabers 
and a frightful appearance. She strives to be the heir to the Sith legacy, 
and must prove again and again to Count Dooku that she is worthy of his 
tutelage, A good villain has his or her own aspirations, flaws, and personality 
traits that heroes can relate to. Many Jedi heroes, for example, begin their 
adventuring careers trying to prove to their Masters or to the Jedi Council 
that they are worthy of knighthood, much as Ventress begins her career as 
a villain trying to prove her worth to Dooku. 

When creating a personality for a Clone Wars villain, the Gamemaster 
can likely take @ look at the histories, personalities, and aspirations of the 
heroes in the campaign for reference. Villains are often merely twisted, dark 
reflections of heroes, having walked 3 different path after reaching a deci- 
sive turning point. Others are simply damaged beings thoroughly corrupted 
by the injustices (real and imagined) inflicted upon them. If the heroes sce 
something of themselves in the villain, that villain is not only memorable 
but also relatable, For example, if one of the heroes in the campaign is @ 
scoundrel whose aspiration is to become the greatest smuggler in the galaxy, 
the Gamemaster might create a villain who once had similar aspirations. This 
new villain might have once been @ smuggler who bartered away his freedom 
for the credits to buy a starship, and as his debts to crime lords grew, the 
more horrific and dangerous acts he had to perform te placate them. Over 


time, working for crime lords eroded any sense of right and wrong, reduc- 
ing the once-aspiring smuggler to a brutal, uncompromising pirate captain 
who has achieved the notoriety he once sought by sacrificing his bumanity 
in the process, 


MILITARIZATION 

The onset of the Clone Wars necessitates that various planets of the galaxy 
leave their peaceful, prosperous, and civilized ways behind and embrace mili- 
tarization to survive. Worlds that have not seen major conflicts for thousands 
of years become central to the war, and more than just infrastructure must 
change for those worlds to survive. 

A Clone Wars campaign brings with it an aspect of growing military 
importance, and few worlds are exempt from this. Gamemasters have several 
options for highlighting this militarization in their campaigns; some methods 
are overt, such as throwing the heroes directly into a battle between the 
Republic and the Confederacy, while others are more subtle, such as having 
the heroes witness the launch of a Republic flotilla from a staging point on 
an Outer Rim world, Below, Gamemasters can find suggestions on ways to 
make militarization a small or large part af a Clone Wars campaign. 


CONVERSION OF 
CIVILIAN ASSETS 
One intrusive form of militarization is the conversion of civilian assets into 
military assets, Droid-manned factories devoted to pumping out civilian 
airspeeders or computers for homes are converted to manufacturing AT-TEs 
and fire control computers for droid starfighters. Research hospitals that 
once served xenobiologists as havens for study are commandeered by the 
military and transformed into research facilities for biological weapons and 
their countermeasures. Few industries escape militarization, and practically 
all those that involve manufacturing are transformed by the Clone Wars. 
For Gamemasters, including this aspect of militarization in @ campaign 
entails showing how the military has invaded every aspect of life. The heroes 
might be required to go behind enemy lines and rescue engineers who are 
being forced to work on weapons against their will, or they might receive 2 
mission to escort former Republic citizens who have been forcibly removed 
from a hospital to make room for Separatist mercenaries, Gamemasters 
need only refer to a facility's Former role to instill a sense of militarization. 
For example, when the heroes infiltrate a Separatist weapons factory, the 
GM can include in the description of the building some offhand references 
to discarded consumer electronics or dormant machinery that once made 
speeder bike parts. The transformation of important civilian resources into 
military resources is @ big part of conveying the Clone Wars’ impact on 
the galaxy, and Gamemaster should feel free to include many references 
to assets that have been confiscated or stripped by the military for use in 
the war effort, 


CLONE HEROES 

Given the prominence of clones in the story of the Clone Wars, Game- 
masters should not be surprised if players wish to play clone characters. 
Clone heroes can be interesting and present exciting story opportunities, 
especially fora Gamemaster who plans to use Order 66 in the campaign 
finale. Gamemasters should allow players to play clone heroes who stand 
out from the rank-and-file clone troopers, 

The basic clone trooper is bred for obedience and military discipline. 
This can stifle players who want more free will. Instead, the player could 
choose to play an ARC Trooper or a Republicclone commando; both unit 
types are clones based on the original Jango Fett template, but they 
have more of Fett’s personality and fewer behavioral restrictions than 
standard clone troopers. They receive special training better suited to 
heroic careers, and many have destinies that stretch out beyond the Clone 
Wars. For clone heroes, use the following species template—a variant of 
the basic Human template. 


REPUBLIC CLONE SPECIES TRAITS 
The Human clones produced by the Kaminoans for the Republic share 
the following species traits: 

Ability Scores: Republic clones begin with the following ability 
score array: Str 15, Dex 13, Con. int 12, Wis 10, Cha 8. Additionally, 
a clone player can choose one ability Score to increase by 2 at the time 
of character creation. 

Medium Size: As Medium creatures, clones have no special bonuses 
or penalties due to their size. 

‘Speed: Base speed is 6 squares. 

Bonus Trained Skill: Human clones are versatile and accomplished 
‘at many tasks. A Human clone character chooses one additional trained 
skill at 1st level. This skill must be chosen from the character's list of 
class skills. 

Bonus Feat: Human clones gain one bonus feat at Ist level. 

‘Automatic Languages: Basic. 


PFORCES OF THE CLONE WARS 

One of the easiest ways to make militarization more visible is to make refer- 
ences to the Republic and Separatist militaries. If the heroes are working 
foror against—the Republic, this is easy. Including clone troopers, V-19 
starfighters, and AT-XT walkers in an adventure gives the Republic an 
-extremely visible presence. However, not every reference to military presence 
requires direct interaction with military personnel or assets. For example, 
heroes who have taken no side in the Clone Wars might see Confederacy 
Recusant-class destroyers in orbit above a planet they are visiting, or they 
might be stopped by a Separatist security detail. Alternatively, the heroes 
‘might enter a cantina where 2 number of off-duty clone troopers are taking 
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some downtime. Picking out individual elements of the various -ilitaries 
to highlight during an adventure does not require the GM to invelve them 
directly in the adventure, Gamemasters should feel free to use elements of 
the two opposing factions as simple “windaw dressing” when setting the 
scene during an adventure. Every casual reference to Republic or Separatist 
forces helps reinforce the image of a wartarn galaxy, keeping the players in 
a mindset appropriate to @ Clone Wars campaign 


PLAYING AS SEPARATISTS 

Though adventuring heroes likely want to work for the Republic against the 
Separatists if they take sides in the war, some might instead choose to work 
as Separatist agents against the Republic. In this case, the Gamemaster 
can choose from two styles of campaign. First, the campaign can assume 
that the heroes are, in fact, villains; they work for the Separatists willingly 
out of greed of lust for power, and Jedi in this style of campaign are likely 
to have fallen away from the Jedi Order and instead joined the Separatist 
cause. The hetaes in such 3 campaign are probably out to see the Republic 
shattered so they can seize powes, and adventures in this kind of campaign 
are merely the opposite of adventures run with heroes of the Republic. These 
Separatist-aligned heroes might infiltrate Republic installations, sabotaye 
shipyards, or engage in large-seale batties against the clone forces of the 
Republic. Gamemasters running this style of campaign need only treat the 
relationship between the heroes and the Republic as adversarial to craft 
fulfilling adventures. 

However, the alternative campaign involving Separatist heroes is more 
complex. Instead of joining the Separatists out of greed or out of a desire to 
see the Republic destroyed, the heroes might have aligned themselves with 
the Separatists because they believe they are doing the right thing, These 
heroes might be unhappy with methods used by the Confederacy, out they 
believe that the Separatists are a more appealing faction than the Republic. 
Campaigns of this type rarely feature Jedi heroes, since it can be difficult 10 
reconcile the heroes’ desire to protect the Republic with joining the Separat- 
ists. Gamemasters running campaigns of this type can challenge the heroes 
with a broad range of adventures and enemies, beyond the obvious "heroes 
‘against the Republic” scneme. For example, even though the heroes are, 
themselves, Separatists, they might come into conflict with members of the 
Confederacy; for example, Separatist heroes who discover a Techno Union 
research facility torturing the indigenous inhabitants of a remate word might 
be compelled to intervene, even violently, Gamemasters running Separatist 
campaigns of this type should include adventures that blur the line between 
ally and enemy, and encourage the heroes to consider whether they are on 
the right side of the Clone Wars, 
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LARGE-SCALE 
CONFLICT 


Large-scale battles are common throughout the Clone Wars. Battles of the 
Clone Wers reach truly epic proportions, spanning multiple star systems or 
covering the surface of an entire planet. Adventures in the Clone Wars should 
also include similar large-scale battles, either as encounters themselves= 
using the mass combat rules below—or as the backdrop for Clone Wars 
adventures. If the heroes participate—and perhaps even turned the tide—in 
the Battle of Glee Anselm, for example, the players become invested in both 
the setting 2s well as the cempaign. Large-scale conflicts are an important 
part of the Star Wors milieu, and the Clone Wars give Gamemasters ample 
‘opportunity to create battles that reach massive proportions, involving the 
copious resources of both the Republic and the Separatists. 

When the time comes for a large-scale conflict to take place ir your 
campaign, as the Gamemaster you should be prepared to answer certain 
questions about the battle end the role it serves in the story. First and fore- 
most, you should decide whether the battie is merely the backdrop for this 
section of the campaign's story, of whether it is@ pivotal event. {fit is simply 
a backstop, the actual outcome of the battle is ikely Out of the players’ Fands, 
but if it is 2 pivotal event. you should take care to design the adventure so. 
that the heroes’ actions can sway the outcome of the battle, Gamemasters 
using the battle as a backdrop can still alow the heroes #0 influence the 
battle, but more likely the battle is scripted and plays out according to the 
needs of the adventure. 
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Next, you should decide where the battle takes place (as determined by 
the needs of the adventure} and whether it is a land battle, a space battle, 
ora combination of both. The opposing factions are usually the Republic and 
Separatists, but you also need to decide whether mercenaries or indigenous 
peoples are involved. And you need to determine whether one side will have 
an advantage in the battle. From there, you should either construct the 
battle's sequence of events to match the needs of the adventure, or play out 
the battle using the mass combat rules below. 

Large-scale battles are complicated, and literally millions of tiny factors 
can influence the outcome of real battles. For the purposes of your adven- 
ture, you should determine the major turning points of the battle snd focus 
on describing those rather than getting caught up in the little details. The 
battle shauld serve the needs of the adventure and the greater campaign, 
and as the Gamemaster, you should feel free ta seript the battle as much as 
you need to accomplish that. The progress of the battle should make sense, 
but Fantastic occurrences can turn the tide on the battlefield. Similarly, you 
want to make your battle memorable, so make sure you choose a.locale that 
tends itself to an easily visualized and interesting series of events. 


BATTLEFIELD ADVENTURES 
When set amid large-scale conflict, adventures require extra considerations 
for their construction, Entire adventures can take place during the course of & 
single battle, or the battle can be the backdrop for just one or two encounters. 
For adventures that take place entirely on the battlefield, as Gamemaster 
you should plan the events that will happen and determine the goals of the 
heroes. The heroes’ goals should encourage them ta stay involved in the 
battle, so giving them objectives like “sabotage the shield generator” or 
“rescue captive allies from the enemy bunker” mesh well with the backdrop 
of a battlefield adventure. When designing a battlefield adventure, keep in 
mind that though you can have encounters that are just as diverse as in other 
adventures, a battle is a dangerous place. With explosions all around them 
and troops advancing over the next hill, the heroes likely will not want to 
stop for an extended rest to allow their medic to perform surgery, Provide 
players with plenty of ways to heal up and prepare for the next encounter, 
and plan the encounters so that they do not follow one another so closely 
that the heroes’ survival becomes impossible, 

Encounters in a battlefield adventure are usually objective-based. If the 
heroes are going to sabotage a Separatist antivehicle cannon, an encounter 
might likely involve droids trying to defend the cannon while the heroes try to 
set explosives, Battlefield encounters feature an additional degree of tension, 
and the Gamemaster can reinforce this with descriptions of troops coming 
over the horizon, droid bombers Screaming in to target the heroes’ location, 
and explosions growing closer by the second, A battlefield encounter should 
be built just like any other combat encounter, but use the ongoing battle as 
a backdrop. Don't worry about the number of troops in the vicinity or how 
Jong reinforcements take to arrive any more than you would for a normal 


encounter. The battle is going on around the heroes, in the background, 
but for the purposes of the encounter, all that matters are the heroes and 
the enemies you have arrayed against them. An ongoing battle offers an 
‘opportunity to create exciting and challenging terrain effects. For example, 


stray bombs falling on the encounter area cause an explosion to go off every 
round at a random location on the map, the encounter becomes even more 


interesting and players feel like they actually are part of a larger battle. 


USING TROOPERS 

Low-CL nonheroie characters are easy to use in large numbers as background 
elements or obstacles in a battlefield adventure. By the time the heroes have 
hit middle levels, low-level opponents like bz B1-Series battle droids are 
no real threat. However, battles of the Clone Wars feature dozens, if not 
hundreds, of basic troops engaged in the fight. Gamemasters can use non- 
threatening, low-CL enemies (hereafter referred to simply as troopers) as. 2 
means of highlighting this aspect of the Clone Wars. Since low-CL enemies are 
not much of a threat, the heroes and their allies can blast through them with 
relative speed without earning much (if any) XP for defeating them. However, 
Gamemasters should be wary of the threat of the natural 20 when includ- 
ing large numbers of troopers in the encounter, and therefore, should have 
troopers take the aid another action to assist a single trooper on an attack 
roll. The squad rules (described below) use this basic principle to transform 
a cluster of troopers into a more significant threat. Gamemasters can add 2 
number of troopers to an encounter to not only make the encounter feel more 
like it is taking place on 2 large battlefield but also to present a number of 
enemies that function more like obstzcies than true opponents. 


SQuaADsS 

‘Squads are collections of lower-CL enemies that work together as a single 
creature on the battlefield. Squads are ideal for encounters in which the 
Gamemaster wants to include a large number of weaker enemies and allies, 
and can help replicate the chaos of a battlefield in 9 more manageable 
fashion. Similarly, squads provide the Gamemaster with ways to transform 
low-CL enemies into a more significant threat, By the time the heroes hit 
10th level, those CL 1 battle droids have ceased to be a challenge, but trans- 
forming those droids into squads raises their CL to the point where they can 
‘be sufficiently dangerous, 

A squad represents a small number of creatures (usually three to four) of 
the same type that come together into a single unit. They occupy the same 
space and have only one turn’s worth of actions. The squad is an abstract 
concept that allows the Gamemaster to populate an encounter with low- 
level troopers and still maintain the speed and ease of combat they need, 
Squads are by no means necessary, but they do streamline the game experi- 
ence. For example, a Gamemaster could éreate an encounter with 15 battle 
droids, or the same encounter could be created using only 5 squads, which 
is more manageable. 
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Squads follow a few special rules that differentiate them from normal 
creatures, though they are similar to packs and swarms (see page 130 of 
Threats of the Galoxy) 


Creating a Squad 
To create a squad, make the following changes to the statistics block of 
any character: 

* Increase the charecter's size by one category, and apply al relevant 
modifiers. 

* Double the character's hit points 

= Increase the character's damage threshold by 10. 

* Add +4 to all attack ralls, as the members of the squad are considered 
to be aiding one another 


Squad Traits 
Squads share the following special traits: 

# All melee attacks riade by @ squad are considered melee arca attacks 
that affect all squeres within the squad's reach (although s squad can choose 
not to affect a target with its attacks) 

* All ranged attacks made by a squad are considered to have a \-square 
splash. If the squad's wespon already has splash effect, increase the splash 
radius by 1 square 

# A squad can choose not to affect allies with its attacks. 

* Area attacks deal +2 dice of damage against a squad. 

* A squad cannot be grabbed or grappled 

* A.squad can make attacks of opportunity against creatures that provoke 
them, though these attacks of opportunity are 
not considered area attacks, 


Sample Squad: Battle Droid Squad 
The following statistics are for a squad of Bi-Series battle 
roids. The statistics are derived by taking the basic statistics 
for the Bi (see page 199 of the Saga Edition core rulebook) and 
applying the changes irdicated above, 
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B1-Series Battle Droid Squad 

Large droid (4th degree) squad nonheraic 3 
Init +0; Senses Perception +6 
Languages Basic, Binary 

Defenses Ref 8 (flat-footed 8), Fort 11, Wi 
hp 20; Threshold 21 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed +7 (143+1) 

Ranged blaster carbine +5 (308, !~square splash) 
Fighting Space 2x2; Reach 1 square 

Base Atk +2; Grp +8 


cL3 
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Abilities Str 13, Dex 9, Con ~, Int 9, Wis 10, Cha 10 

Special Qualities droid traits, squad traits 

Feats Toughness, Weapon Proficiency (pistols, 
simple weapons) 

Skills Perception +8 

‘Systems walking locomotion, remote receiver, 2 hand appendages, 
internat comlink, vocabulator 

Possessions blaster carbine 

Squad Traits—The melee attack of a squad is an area attack that affects 
all squares within reach. The ranged attacks of a squad are considered 
to have a 1-square splash, Area attacks deal an extra 2 dice of damage 

against a squad. A squad cannot be grabbed or grappled. 


fles, heavy weapons, 
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Mass COMBAT 

The Clone Wars are all about the massive battles that transform the galaxy 
for decades—even centuries—to come, No conflict on the scale of the Clone 
Wars is complete without sweeping battles that cover entire planets. In 
most cases, these battles serve as the backdrop for adventures, with either 
predetermined outcomes planned in advance by the Gamemaster or outcomes 
based on the results of smaller encounters, as described in the guidelines 
above. However, sometimes the GM might want the players to act as com- 
manders and tacticians on a higher level. In these cases, Jedi generals can 
truly be generals in command of entire battalions, and all the heroes can 
participate in these large-scale battles. 

The following rules govern massive ground combat, like that seen in the 
Stor Wars movies and The Clone Wars animated series. In many ways, these 
rules mirror vehicle combat—and for good reasen. Units—the basic organi- 
zational name for large numbers of troops—funetion like vehicles in that 
heroes can join the unit and take actions to control and manipulate that unit 
The mass combat rules are designed to simulate the outcome of large-scale 
ground battles, and vehicle-only or space battles are likely better resolved 
using the existing vehicle combat rules (including the expanded rules from 
Starships of the Galaxy). 

‘These mass combat rules represent the chance to put thousands of 
soldiers into play during a single encounter. This section also includes rules 
for integrating both individual vehicles as well as groups of smaller vehicles, 
allowing Gamemasters more diversity than just having two armies firing at 
one another across an open plain. Like designing interesting character-scale 
and vehicle encounters, designing interesting mass battles is 2 matter of 
choosing compelling opponents, providing an engaging setting, and adding 
exciting hazards and challenges. The Clone Wars feature battles deep in 
the jungles of Felucia, on the ash-choked streets of Mygeeto, and deep in 
the sinkholes of Utapau. Picking an exciting setting for a mass battle is an 
important step—(ust as important as choosing the two (or more) opposing 
forces, 


SCALE 

Everything in a mass combat encounter takes place at starship scale (see 
page 165 of the Saga Edition core rulebook). As in starship scale, each square 
is abstract, representing however much terrain the Gamemaster needs it to. 
Ina densely packed battle, the squares might be relatively small, forcing the 
members of each unit to crowd in together (as in the Battle of Geonosis). 
In other cases, the battle might be spread out over several kilometers. As @ 
result, the actual time taken up by the combat round is also abstracted, and 
to.a certain extent, so are the actians of each unit. 


units 

A unit represents a group of combatants taking part in mass combat, For 
the most part, a unit is based on a single creature or character representing 
the majority of the combatants in that unit. Therefore, the statistics for the 
unit are based on the statistics for this representative creature. Units are fike 
vehicles in that heroes can join units, filling specific roles in the unit, just 
as heroes can serve as pilots, copilots, gunners, and system operators on a 
starship. Furthermore, a unit has statistics and actions comparable to those 
of vehicles, allowing vehicle combat and mass combat to integrate seamlessly. 
Indeed, the mass combat system is effectively also the vehicle combat system, 
allowing vehicles, mass combat units, and individual characters to take part 
in the same encounter. Like vehicles, units can be used in character-scale 
combat, but they are designed to be used primarily in mass combat. The squad 
rules in this chapter (see page 93) provide an easier method for including 
large numbers of enemies and allies in 2 single encounter. 

A.unit represents a large group of more-or-less identical ¢reatures that 
work together in mass combat. Unlike a vehicle, a unit is composed of dozens, 
or even hundreds, of individuals. Therefore, single attacks do far less damage 
to the unit than a spray of autofire ar an exploding grenade. Though members 
of a unit do not need be exactly identical, the unit's statistics are based on 


a single creature for simplicity and ease of play. Heroes contribute to the 
unit by their leadership and ability to affect the whole unit, not their indi 
vidual combat prowess. A single creature or character 


a unit cannot 
be targeted; all attacks target the uniz, effectively providing all heroes in 2 
unit with total cover from outside attacks. 

When a unit is reduced to 0 hit points, or when the commander of the unit 
ordersits0, the unit disands. Any heroes in a unit that disbands are no longer 
part of the unit, and they are then considered individual targets. Two or more 
adjacent disbanding units can recombine into a single unit. The newly formed 
unit is of the same type as the lowest CL disbanding wnit; thus, a CL 8 unit 
and a CL 10 unit can disband and reform asa unit of the same type as the CL 
8 unit. The hit points of the disbanding units are added together, and become 
the new hit point total of the unit (up to the unit's maximum hit points). Ifthe 
Cls of the disbanding units have a difference of 4 or more, the Gamemaster 
can designate the new unit as an advantaged unit (see below). However, this 
is solely at the Gamemasters discretion, and might be affected by the circurs- 
stances surrounding the formation of the new unit, A disbanding unit that does 
not reform with another disbanding unit leaves the battlefield. 


COMBINING 

MASS COMBAT AND 
BATTLEFIELD ENCOUNTERS 
‘Combining mass combat with individual battlefield encounters can lead 
to exciting scenes mirroring those of the Stor Wars saga. In fact, entire 
adventures can be created simply by presenting battlefield encounters 
within the framework of mass combats. 

‘One method of intearating battlefield encounters into mass combat 
is to use mass combats to trigger smaller encounters, This method works 
‘best when all the heroes are part of the same unit in a mass combat. 
‘Whenever the heroes’ unit moves adjacent to, or into the same square as, 
‘an opposing force, the heroes immediately begin a battlefield encounter. If 
‘the heroes emerge victorious, they gain favorable circumstances on their 
unit's attack rolls until the end of the next mass combat round, 

Alternatively, the heroes might be charged with winning several 
battlefield encounters while the mass battle takes place around them. 
In this case, the heroes are not a part of any unit but each time they 
‘complete an objective, it triggers a special effect on the battlefield. For 
‘example, if the heroes take out a communications tower, enemy reinforce- 
ments accidentally target their own allies for one round. 

Perhaps the most challenging possibility is having the mass combat 
and battlefield encounters take place simultaneously. In this scenario, the 
players control two heroes (or one hero and one NPC); one is engaged in 
battlefield encounters while the other is a part of a unit in mass combat. 
For example, the heroes might be part of a unit in a mass battle, but the 
players of those heroes also each take control of a Republic Commando 
with a special mission to disable a shield generator. Initiative is rolled 
for both battles simultaneously, and the mass combat encounter and the 
battlefield encounter progress concurrently. 


Creating a Unit 
To create a unit, make the following changes to the statistics block of a base 
creature to transform it into a unit: 

Challenge Level: The unit has a CL equal to its base CL + 6. 

‘Size and Type: All units are considered Colossal in size. Colossal (frigate) 
and larger vehicles are typically used as terrain, not units in mass combat. 
See the “Colossal Vehicles” sidebar for more information on how to use larger 
vehicles and starships. 

Initiative and Senses: Use the Initiative and Senses of the base 
creature, 

Defenses: The unit retains the defenses of the base creature. 


Hit Points: The unit multiplies its hit points by 4, 

DR/SR: The unit uses the SR of the base creature, and gains DR 15. 

Threshold: Replace the base creature's size bonus to damage threshold, 
if any, with a +50 size bonus to damage threshold. 

Attrition: All units have a set of 3 attrition numbers. Each time ¢ unit's 
hit points drop below one of the steps in the attrition list, the unit moves ~1 
persistent step down the condition track. Using the example unit below, when 
2 clone trooper battalion drops below 62 hit points, it maves -1 persistent 
step on the condition track. if the unit drops below 42 hit paints, it is now 
-2 persistent steps on the condition track, The persistent condition cannot 
be removed from the unit. 

To determine attrition numbers, divide the unit’s total hit points by 4 
(rounding down). Then, subtract that number from the total hit points 3 
times, each time marking the result on the attrition line. 

Speed: For most base creatures, the unit's base speed at starship seale is 1 
square. Certain creatures with a high base speed can move faster (see “Speed,” 
below). The unit retains the movernent mode of the base creature. 

Melee Attacks: Convert basic melee attacks to unit melee attacks. Attack 
bonuses remain the same, but all attacks without a damage multiplier gain 


invert basic ranged attacks to unit ranged attacks. 
Attack bonuses remain the same, but all attacks without a damage multiplier 
gain a x2 damage multiplier. 

Fighting Space: All units have a fighting space of 1 square at starship 
scale. 

Base Attack and Grappl 
scores of the base creature. 

Ability Scores: The unit retains the ability scores of the base creature, 

Talents and Feats: Units have no talents or feats. However, the unit 
retains the benefit of any talents or feats of the base creature that provide 
a flat numerical benefit, such as Weapon Focus, Weapon Specialization, 
Improved Defenses, or Martial Arts |. ff the unit has talents or feats that alter 
attack rolls with flat numerical values (such as Power Attack, Rapid Shot, or 
Burst Fire), those attack options can be converted as well. Units cannot use 
talents or feats that rely on other conditions or situations to activate. 

Skills: The unit retains the skill modifiers of the base creature. 

Possessions: Units have only the possessions relevant to their attacks 
and defenses, 


: The unit retains the base attack and grapple 
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Sample Unit: Clone Trooper Sattalion 
The following statisties are far a unit of clone troopers. The statistics are 
derived by taking the basic statistics for the clone trooper (see page 281 of 
the Saga Edition core rulebook) and applying the changes indicated above. 
Clone Trooper Battalion cle 
Colossal ground unit (Human nonheroic 6) 

Init +9; Senses Perception +9 

Defenses Ref 17 (flat-footed 16), Fort 13, Will 9 

hp 82; DR 15; Threshold 63; Attrition 62/42/22 

‘Speed 1 square (starship scale) 

Ranged blaster rifle +5 {ste below) 

Fighting Space 1 square (starship scale) 

Base Atk +4; Grp +5 

Abilities Str 12, Dex 13, Con 12, Int 10, Wis 9, Cha 8 

Special Qualities half damage from nonarea attacks 

Skills Initiative +9, Perception +9 

Possessions clone trooper armor, blaster rifle 


Blaster Rifle 
Atk +5 (+0 autofire), Dmg (348+3)x2 


MOUNTED UNITS 

On rare occasions. a unit can be composed of mounted combatants riding 
creatures and not vehicles. In these cases, you can create unit stat block 
that integrates both the mounted combatant and its mount as a single 
unit. First, start with the statistics for the creature being ridden and its 
rider. Give the rider the same base speed as the mount. Next, choose 
‘one natural weapon possessed by the mount and transfer the attack and 
damage to the rider (keeping attack bonuses and damage intact). Now 
modify the rider's stat block as normal for creating units, and you have @ 
stat block for a mounted unit. 

If the mounts used in the creation of the unit are not trained for 
‘combat, the unit must make a DC 20 Ride check at the beginning of its 
turn; failure means that the unit can take no actions this turn. If the 
unit uses a two-handed weapon, increase the DC to 25. Otherwise, the 
mounted unit functions exactly as any other unit. ” 

Riders on Colossal or larger mounts cannot be made into units, and 
instead function as normal on the battlefield, 


VEHICLE UNITS 

Large, Huge, and Gargantuan vehicles can also be combined into units. A 
vehicle unit typically represents four of the same vehicle. To create a vehicle 
unit, multiply the vehicle's hit points by 4 and calculate attrition numbers 
based on the new hit point total (see “Creating a Unit® above). Like ground 
units, vehicle units take half damage from all nonarea attacks, but also suffer 
persistent conditions duc ta attrition, as per normal unit rules. Additionally, 
if a vehicle possesses any antipersonnel weapon (weapons that do not have 
a damage multiplier), the damage for those vehicle weapons also gains the 
x2 multiplier for the vehicle unit. Otherwise, vehicles follow all the same 
rules as nonvehicle units. Additionally, vehicle units can take vehicle actions 
‘as though they are individual vehicles. 

Starfighters and airspeeders can also join together into fighter groups 
instead of forming a unit, following the normal rules for fighter groups (see 
page 21 of Starships of the Galaxy). Colossal vehicles typically operate alone 
in mass combat. Colossal (frigate) and larger vehicles are typically used as 
terrain elements, and are usually not a part of mass combats (except when 
they fire on the battlefield from orbit). 

Vehicle units do not have the same rales as nonvehicle units (such as 
those described below). Instead, the vehicle unit is considered to have the 
same roles as in normal vehicle combat, as determined by the base vehicle. 
Ifa unique character occupies a role in a vehicle unit, use the lower of the 
unique character's statistics and the default statistics for the unit’s role. 
For example, if # hero with a base attack bonus of +10 acts as a gunner on 
a vehicle unit with an attack bonus of +4, that vehicle unit still uses the +4 
from the vehicle unit's base statistics. 


ADVANTAGED UNITS 
Sometimes, a unit is more than just the sum of its individual members. Some 
units have exceptional training, have a small number of artillerists, or inte- 
grate a small vehicle into their ranks. Some units have more members than 
other standard units, and thus can produce a greater amount of firepower. 
These units are known as advantaged units, and they carry with them benefits 
above and beyond those provided by the standard unit creation system, 
‘AGamemaster who designates a unit as advantaged makes several altera- 
tions to the unit's statistics. First, the base creature's hit points are multiplied 
by 5 instead of by 4 to create the unit's hit points, and attrition numbers 
are calculated as usual. Second, the Gamemaster can apply one or more of 
the following special qualities to the advantaged unit, granting that unit its 
benefit. For each Special Quality selected, increase the unit’s CL by 1. 


All-Terrain Unit 
This unit is specially equipped to handle rough terrain. The unit ignores 
difficult terrain. 


Antiair Unit 

This unit is trained and equipped to deal with airspeeders and starfighters. 
Against flying units and vehicles, this unit gains a +2 competence bonus on 
attack rolls and deals +1 die of damage. 
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Antiarmor Unit 

This unit is trained and equipped to deal with tanks, walkers, and other ground 
vehicles. Against nonflying units and nonflying vehicles, this unit gains a+2 
competence bonus on attack rolls and deals +1 die of damage. 


Dedicated Officer 

This unit includes a dedicated officer who enables the unit to take extra 
actions, as though the unit had a hero in one of the unit roles. Choose one of 
the roles from the “Characters in Units" section below. The unit is considered 
to have a character filling that roll, and gains a full round’s worth of actions 
to use on actions for that role. You cannot select “commander” as this role. 
Use the statisties for the base creature for any attack rolls ar skill checks 
required for actions made by this role. 


Mobile Unit 

This unit is exceptionally mabile and has trained to cross long stretches of 
terrain quickly. When the unit wses the hard march or all-out movement 
actions, it moves 5 times its base speed instead of 4. 


Reinforcements 

This unit is good at providing reinforcements for other units. When this unit 
disbands and reforms with another unit, the new unit starts at full hit points, 
regardless of the actual hit points of either unit. 


Superior Formation 
This unit is exceptionally good at minimizing casualties because of its forma- 
tion. This unit gains a +2 competence bonus to Reflex Defense. 


Superior Training 
This unit is trained to overcome obstacles and deal with unexpected situa~ 
tions. It gains a +5 competence bonus on all skill checks. 


‘Superior Weapons 
This unit is outfitted with special weapons that can deal greater damage. This 
unit deals +1 die of damage with all attacks made with weapons. 


Vehicle Contingent 

This unit is composed not only of soldiers or creatures but also 2 small 
contingent of vehicles. Choose a vehicle whose CL is no more than 2 points 
higher than the CL of this unit, then select a single weapon system from that 
vehicle. Once per turn, when the unit makes an attack it can also make an 
attack with this vehicle weapon, using the same attack bonuses and damage 
as normal for this vehicle weapon. 
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DISADVANTAGED UNITS 
In contrast with an advantaged unit, a disadvantaged unit is distinguished 
from other units of its type by a detrimental feature in its makeup. Typi- 
cally, this could mean inferior numbers, poor equipment, or even low morale. 
When the Gamemaster designates a unit as disadvantaged, he makes only 
two alterations ta the unit's statistics. First, the base creature's hit points 
are multiplied by 3 instead of by 4 to create the unit's hit points, and attri- 
tion numbers are calculated as usual. Second, the Gamemaster reduces the 
unit's CL by -2. 


ATTACKS 

All units can make melee and ranged attacks if they possess the appropri- 
ate weaponry. Apply the bonuses to the attack roll and compare the result 
to the Reflex Defense of the target, as normal. A unit's attack bonuses are 
listed in its statisties blocks. 

Melee Attacks: A unit can make melee attacks against another unit 
occupying the same space. Only ground units can make melee attacks, and 
only against other ground units. 

Ranged Attacks: A unit can make ranged attacks against units within 
its weapon range. 

Vehicle Attacks: individual vehicles can make attacks against units as 
normal, Vehicle units follow all the same restrictions as nonvehicle units on 
their attacks, 

Vehicles and vehiele units use the standard starship scale for determin- 
ing the range on their vehicle weapons. Character-scale weapons, such as 
those wielded by nonvehicle units, use Table 7-1 to determine their range at 
starship scale. All normal weapon range penalties still apply. 


STARSHIP SCALE (IN SQUARES) 
SHORT MEDIUM 
PEMA 


LONG 
Ab Ue 


Simple weapon’ 
Thrown weapon’ 
1 This weapon can be used only at point blank range or long range. 
2 This weapon can be used only at point blank range. 


Area Attacks 
Since units take half damage from nonarea attacks, area attacks are a more 
efficient way to deal damage to a unit. Area attacks target only a single star 
ship-scale square unless otherwise specified. Thus, a unit of clone troopers can 
make autofire attacks using their rifles, but only against a single square. 
Moking an Area Attack: When you make an area attack in mass combat, 
you select a single square within weapon range, make an attack roll, and 
compare the result to the Reflex Defense of each unit and vehicle in the 
target square. If both ground units and flying units occupy the same square, 
You must choose to make the attack against air units or ground units, but 
not both. If the attack roll is higher than a unit's Reflex Defense, that unit 
takes full damage from the area attack. The unit takes no damage on a miss 
lif the attack was made with a character-scale weapon, or half damage on a 
miss if the attack was made with a starship-scale weapon. 


Critical Hits and Automatic Misses 
If an attacker making a nonarea attack against a unit rolls a natural 20, the 
target unit is automatically hit and takes full damage from the attack instead 
‘of the narmal half damage. fan attacker making an area attack rolls a natural 
20, itis still an automatic hit, but the damage is the same. 

Anatural 1 on an attack against a unit is always 2 miss. 


DAMAGE 
Units take half damage from all nonarea attacks. Area attacks deal normal 
damage to units on a hit, half damage on a miss if the attack is made with 
a starship-seale weapon, or no damage on a miss if the attack is made with 
2 character-scale weapon. 
When you hit with a unit’s attack, be sure to add in all numerical modi 
fiers before multiplying the damage. Vehicle weapons deal damage to u 
Just as character-scale weapons do. 


HIT Points 

Units have hit points, just like characters and vehicles. Hit points are abstract, 
meant to represent not only the amount of actual hits a unit can sustain 
before all the individuals in the unit are dead but also the unit's ability to 
keep fighting effectively given its losses. 


Damage Threshold 
Units have a damage threshold calculzted as follows: 


Damage threshold = Fortitude Defense + 50 (size modifier) 


{fa unit takes damage from a single attack that equals or exceeds its 
damage threshold, the unit moves 1 persistent step down the condition 
track, This represents the unit taking a staggering blow that greatly reduces 
its efficiency. A unit pushed to the bottom of the condition track must 
disband on its next turn as its only action. 


Reducing a Unit to 0 Hit Points 

When a unit is reduced to 0 hit points, it disbands immediately. Any heroes 
in the unit appear in the square where the unit was. Additionally, if the 
attack that reduced the unit to 0 hit points also exceeds the unit's damage 
threshold, each hero in that unit takes damage equal to the lowest attrition 
number. Thus, if the attack that reduces a clone trooper battalion (see 
abave) to O hit points also exceeds its damage threshold, each hero in that 
unit takes 22 damage. 


SPEED 

Every unit has a speed, given in squares. A cornmander can move a unit up 
to its listed speed as a move actioi, and up to four times its speed with the 
hard march action. All speeds are listed in starship scale. For the most part, 
all ground units based on creatures or characters have a ground speed of 
1. Vehicle units and mounted units might mave faster (see "Vehicle Speed” 
below). 

Vehicle Speed 

Same vehicles, particularly ground vehicles, do not have a starship-scale 
speed, Use Table 7-2 to determine the starship-scale speed of any units that 
do not have such a speed listed. 


CHARACTER-SCALE SPEED STARSHIP-SCALE SPEED 
0-11 squares J square 

12-15 squares 2 squares 

16+ squares 3 squares 


OCCUPYING THE SAME SQUARE 
Unlike character-scale combat, mass combat allows a unit to move into a 
square with another unit. A square can hold up to two ground units and two 
fiying units.ata time. There are no direct consequences for moving past, into, 
or out of a square already occupied by a unit (though occupying the same 
‘square might allow the enemy to target you with area attacks). 
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CHARACTERS IN UNITS 

A character in 2 unit fills one of several possible roles, determining not only 
the actions 2 character can take but also how the unit behaves in mass, 
combat. Mass combat allows several distinct roles, but 2 single character 
can fill multiple roles at the same time. You can change roles fram round to 
found, but you can fill a particular role only if no other character has filled 
that role since the end of your last turn. Characters within units cannot be 
specifically targeted by effects or attacks, just as one cannot target specific 
vehicle systems in most circumstances. 

Commander: The commander of a unit is the central authority and leader 
who issues most of the unit’s commands. A commander controls the unit's 
movement and can also fill every ather role not currently filled by another 
character. A unit can have only one commander at 2 time. 

First Officer: The first officer is the unit's second-in-command, helping 
to ensure that all orders are carried out properly. A first officer can perform 
all the same actions as the commander, though only if the commander hasn't 
performed that same action since the end of the first officer's last turn. A 
unit can have only one first officer at a time. 

Attack Leader: The attack leader coordinates all the unit's attacks. An 
attack leader can order attacks and use special tacti¢s. A unit can have only 
one attack leader at 2 t 

Communications Officer: The communications officer is responsiote for 
coordinating all the orders within the unit and coordinating with other units. 
A.unit can have only one communications officer at a time. 

Medic: The medic is responsible for making sure the unit remains a 
healthy fighting force. The medic coordinates a team of combat physicians 
who oversee the general welfare of the unit. A unit can have only one medic 
ata time, 


Using Talents, Feats, and Special Abilities 

Characters filling the various roles in-a unit might have talents, feats, Force 
powers, and other special abilities that they can use in mass combat. AS a 
general rule, special abilities that function in character combat have too 
‘small an effect to be noticeable in mass combat. However, some abilities, 
especially those used by officers and nobles, can give units a big advantage 
through superior leadership. Talents, feats, and special abilities can be used 
in mass combat only if they meet certain criteria. 

All Targets Who Can See, Hear, and Understand You: Abilities that 
require your targets to be able to see, hear, and understand you function 
only for targets within your same square in mass combat. 

All Targets in Line of Sight: Abilities that affect enemies, allies, or 
targets in line of sight function in mass combat. They affect all targets of 
the appropriate type within your same square. 

Single Target, Limited Number of Targets, or Nearby Targets: Abilities 
that affect a single target, a limited number of targets, or targets within 3 
certain number of squares of you have no effect during mass combat. 


STARTING 
MASS BATTLES 


Unless noted otherwise, joining a unit is 2 move action. Some actions 
described below can be performed only by particular roles in a unit. In this 
case, eligible rales are indicated fotlowing the action's name, 


INITIATIVE 
There are two options for determining initiative in mass combat. First, each 
character can make separate Initiative checks. This is probably the best 
method if most or all characters are part of the same unit, but it can result 
in excessive delayed or readied actions as attack leaders wait for command 
ers to move units into position, An alternative is to make an Initiative check 
for each unit, using the unit's Initiative check modifier. This is particularly 
appropriate when the characters are parts of different units, since it allows 
everyone in the same unit to act mave or less simultaneously. 

Special: Ifa unit ora unit's commander is trained in Knowledge (tactics), 
you can choose to make a Knowledge (tactics) check instead of an Initiative 
check to determine that unit’s place in the 


STANDARD ACTIONS 
Standard actions available to units include the following: 


Aid Another 
As a standard action, your unit can aid an attack roll or suppress an 
enemy. 

Aiding an Attack Roll: You can aid the attack roll of another unit or 
vehicle by adding your unit's firepower to the attack. An attack leader selects 
3 target within the range of his unit's weapons, and the unit makes an attack 
roll against a Reflex Defense of 10 (applying all range penalties as though 
the unit is attacking the designated target). If this attack is successful, the 
attack leader grants a single adjacent allied unit or vehicle 2 +2 bonus on 
its next attack roll made against that target before the beginning of the 
attack leader's next turn 

A commander or first officer can make a DC 10 Knowledge (tactics) 
check as a standard action to grant a single adjacent allied unit or vehicle 
a +2 bonus on its next attack roll made before the beginning of the com- 
mander’s next turn, 

Suppressing an Enemy: You can suppress the attack of an enemy unit 
or vehicle by bombarding the target with fire, An attack leader can select a 
target within the range af his unit's weapons, and the unit makes an attack 
roll against a Reflex Defense of 10 (applying all range penalties as though 
the unit is attacking the designated target). IF this attack is successful, the 
attack leader causes the target unit or vehicle to take a -2 penalty on its 
next attack roll, 


Attack with Melee Weapons, 

Attack Leader Only 

A ground unit can make melee weapon attacks against another ground unit 
in its square. If a unit occupies the seme space as an enemy unit or vehicle, 
it can make a single melee attack against that target as a standard action. 


Individual characters cannot make melee attacks against units. 


Attack with Ranged Weapons 

Attack Leader Only 

Units can make attacks using their ranged weapons. A unit can target a unit 
or vehicle within its range and attack with its ranged weapon as a standard 
action. Individual characters cannot make ranged attacks against units. 


Attack with Vehicle Weapons 

Attack Leader Only 

Vehicle units can attack with each weapon that has its own gunner. As a 
result, a vehicle unit can make more attacks per round than ground-based 
units, Vehicle weapon attacks fotlow all the same rules as in vehicle combat 
(see page 167 of the Saga Edition core rulebook). Uniike individual creatures, 
‘an individual vehicle can attack units, 


Charge 
Commander Only 

The commander can order the unit to charge, moving toward an enemy and 
making an attack in one action. As a standard action, the unit moves up {0 
its speed and then makes a melee attack roll against a target unit or vehicle 
in the same square of a ranged attack against a unit within weapon range. 
The charging unit gains a +2 bonus on its attack roll but takes a -2 penalty 
to Reflex Defense until the start of its next turn. If a commander orders 2 
unit to charge, the attack leader cannot order the unit to attack until the 
beginning of the commander's next turn 


Fight Defensively 

Attack Leader Only 

An attack leader can order the unit to fight defensively as a standard action, 
hunkering down to resist an incoming attack. The unit can make no attacks 
‘until the beginning of the attack leader's next turn but gains a +5 bonus 
to Reflex Defense. 


MOVE ACTIONS 
Move actions available to units include the following: 


Move 
Commander Only 
The commander can move the unit up to its speed as a move action. 


WIFT ACTIONS 
‘Swift actions available to units include the following: 


Disband Unit 
Commander Only 
The commander can disband the unit as a swift action. 
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Provide Medical Assistance 

Medic Only 

By spending three swift actions, the medic can administer basic first aid to 
the unit. After spending the third swift action, make @ DC 20 Treat Injury 
check. Ifthe check succeeds, the unit heals 5 hit points. However, the unit’s 
hit points cannot exceed the next highest attrition number. For example, a 
clone trooper battalion with 60 hit points can be healed only up to 62 hit 
points, the mext highest attrition number. 


Use Tactical Knowledge 

Commander Only 

By spending three swift actions, the commander can give the unit 2 tactical 
advantage. After spending the third swift action, make a DC 20 Knowledge 
(tactics) check. If successful, the commander can grant a single extra stan~ 
dard action to any other character filling a role in the unit. IF the comerander 
is the only character filling 3 role in the unit, this action has no effect. 


FULL-ROUND ACTIONS 
Full-round actions available to units include the following: 


Hard March 

Commander Only 

As a full-round action, the commander can move the unit up to 4 times its 
speed. The unit is flat-footed until the beginning of the commander's next 
turn, An attack leader cannot order the unit ta make attacks until the end 
of the commander's next turn. 


REACTIONS 
Reactions avaitable to units include the following: 


Disband and Reform Unit 

Commander Only 

When a unit disbands, as a reaction, the commander of an adjacent unit 
can order that unit to disband also and reform with the other unit as 2 new 
unit. Any heroes or unique characters must rejoin the unit as a move action 
on their next turn, except fer the commander, who automatically transfers 
his role to the new unit. 


SPECIAL Mass COMBAT RULES 
The following additional rules apply to units in mass combat. 


Cover and Concealment 

Units can gain cover and concealment just as characters do, Determine cover 
of concealment as normal for an attacker targeting a unit in a particular 
square. 


Orbital Bombardment 
Combatants in a ground battle can be devastated by capital ships in orbit 
above the planet. As a standard action, the commander of 2 capital ship can 
order a single weapons system to aim at a single square on a mass combat 
battlefield. The square is considered to be at long range for the capital ship, 
and the ship must make an attack roll against a Reflex Defense of 10 to hit 
the target square. If successful, al! units in that square take normal weapon 
damage for that weapon system, cr half damage on a miss. That'ship cannot 
‘make any other attacks until the beginning of the commander's next turn. 
Orbital bombardment should be used by the Gamemaster only as a 
means of making a mass combat encounter more dangerous. A single shot 
from a capital ship weapon is usually more than enough to destray a unit, 
so orbital bombardment should not be used lightly. Orbital bombardment 
should occur only if the needs of the adventure require it rather than as a 
means for resolving combats. 


WEAPON EMPLACEMENTS 
Weapon emplacements are a staple of ground warfare, They typically fall 
under two categories: antipersonnel and antivehicle, Weapon emplacements 
are treated as vehicles for statistical purposes, but they are usually immobile 
and do not require a pilot to function, Instead, gunners control all the func- 
tions of the weapon emplacement. 

Example weapon emplacements include the LRIK sonic antipersonnel 
cannon and the AV-7 antivehicle cannon. 


LRIK Sonic Cannon 

The LRIKis.a large antipersonnel cannon manufactured for the Confederacy 
by Gordarl Weaponsmiths. This large, conical emplacement produces a con- 
cussive blast of sonic energy that damages not only its primary target but 
also other creatures nearby. The LRIK sonic cannon is successfully used at 
the Battle of Geonosis, where Geonosian warriors direct the weapon against 
the invading clone troopers and Jedi. 


LR1K Sonic Antipersonnei Cannon cL4 
Large emplacement 

Init +5; Senses Perception +6 

Defenses Ref 10 (flat-footed 10), Fort 15; +1 armor 

hp 30; DR 5; Threshold 20 

Speed 0 squares (immobile) 

Ranged sonic cannon +8 (see below) 
Fighting Space 2x2 or 1 square (starship scale); Cover +5 

Base Atk +2: Grp +17 

Abilities Str 21, Dex 10, Con —, Int 18 

Skills Initiative +5, Mechanics +6, Perception +6, Use Computer +6 
‘Crew 2 (skile 
Availability Restricted; Cost 9,000 (5,000 used) 


Sonic Cannon (2 gunners) 
Atk +8, Dmg 4d10x2 sonict 

+ Sonic domage cannot be deflected by lightsobers ond is considered 
‘energy domage. 


Republic Antivehicle Cannon 
Taim €& Bak manufactures this large, semimobile antivehicle emplacement 
for the Republic after the Republic's leaders realize that defending a world 
means hunkering down and enduring constant threat of assault or invasion, 
The clone forces of the Republic use several of these antivehicle cannons to 
help secure the planet Christophsis.. 


AV-7 Antivehicle Cannon aé 
Huge emplacement 
Init +4; Senses Perception +6 
Defenses Ref 11 (flat-footed 11), Fort 18; 
hp 80; DR 5; Threshold 28 
‘Speed 0 squares (immobile in firing mode), fly 4 squares (in hover mode) 
Ranged antivehicie cannon +6 (see below) 
Fighting Space 3x3 or 1 square (starship scale); Cover +5 
Base Atk +2; Grp +6 
Abilities Str 26, Dex 10, Con —, Int 18 
Skills Initiative +4, Mechanics +6, Perception +6, Use Computer +6 
Crew 1 (skilled); Passengers none 
Availability Military; Cost 14,000 (8,000 used) 
Antivehicle Cannon (gunner) 
Tee 
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io chapter presents several new planet entries for worlds relevant to 
* a Clone Wars campaign as well as planetary updates for worlds listed in 

Chapter 13 of the Saga Edition core rulebook, bringing them into alignment 
) with their state in this era. 

‘Amona the planets described here are the various homeworlds of the new 
species presented in Chapter 1, as well as worlds that figure prominently in 
The Clone Wors animated series. 


“The Clone Wars draw in nearly every world from the Deep Core to the Outer 
“Rim, embroiling these planets in the conflict one way or another. In general, 
most planets fall into one of three categories: Republic-controlled worlds, 
Confederacy-controlled worlds, and contested worlds. Though the status of 
an individual planet might-change over the course of the Clone Wars, these 
general classifications can help Gamemasters relay the general atmosphere 
on these worlds, 

Republic-controlled worlds are planets that have remained loyal to the 
Galactic Republic in this time of war, or that have been forcibly seized by 
Republic military forces. These worlds are subject to the same laws as all 
other worlds in the Galactic Republic and, with the exception of worlds that 
have seen major conflicts, most closely resemble the planets of the Republic 
from the days before the outbreak of the Clone Wars. Republic-controlled 
worlds usually have some sizable Republic military presence that is as much 
focused inward as outward; with the ever-present threat of sedition and 
defection to the Confederacy, Republic worlds see an increase in suspicion 
of treasonous activity and a steady growth of military forces. 

Confederacy-controlled worlds generally fall into two categories: those 
that join the Separatists in opposition to the Republic, and those that are 
lured to the Confederacy by greed and promises. Some worlds, such as the 
rebellious planet Jabiim, see joining the Confederacy as a way of showing the 
Republic that the planet will no longer be subject to its laws; this rejection is 
‘mate a cry for independence from the Republic than it is loyalty to the cause 
of the Separatists, and often is the result of an antagonistic relationship 
between the Republic government and the planet's government. The second 
category usually comes about when the leaders of the Confederacy, usually 
Count Dooku, promise planetary leaders great wealth, power, and influence 
in exchange for their support for the Separatist cause. These planets are 
wooed away from the Republic in exchange for everything from monetary 
wealth to simple military protection, and usually show greater loyalty to 
the Separatist ideal. 

Contested worlds, sometimes called neutral worlds, are planets that do 
not willfully pledge their allegiance to one side or the other, but instead have 
the decision made for them militarily. These contested worlds are usually 
the sites of the fiercest battles as the two titanic factions battle over the 
planet's allegiance and resources, while giving local populations little say in 
the matter. Contested worlds usually start as worlds whose planetary leaders 
are divided on which side to join, allowing the Republic and the Confederacy 
to pounce upon this indecision and capitalize on the planet's resources to 
fuel their war machines. 
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CATO NEIMOIDIA 
Region: Colonies 

femperate and moist 

Gravity: Standard 

Moons: 2 

Length of Day: 25 standard hours 

Length of Year: 278 local days 

Sapient Species: 100% Neimoidian 
Government: Federation 

Capital: Zarra 

‘Major Exports: Droids, foodstuffs, technology 
Major Imports: Labor, ore 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

10 Cato Neimoidia is one of the earliest and most prominent Neimoidian 
“purse worlds.” : 

15. The cities of Cato Neimoidia are built upon large bridges that span the 
spaces below massive arch-shaped rock formations. 

20. The Neimoidians that call Cato Neimoidia their home hide their trea- 
sures and other valuables in well-protected and cleverly concealed 
vaults, 


KNOWLEDGE (SOCIAL SCIENCES) 

DC Result 

15 The so-called “purse worlds" of the Neimoidians act as administrative 
posts that rule their own sets of colonies, 

20 Only the wealthiest Neimoidians are permitted to five on Cato 
Neimoidia. 


*THAT BUSINESS 
ON CATO NEIMOIDIA 
DOESN ’'T...DOESN’'T 

COUNT." 


-OBI-WAN KENOBI 


CHRISTOPHS'!IS 
Region: Outer Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 0 

Length of Day: 26 standard hours 
Length of Year: 369 local days 

Sapient Species: 51% Human, 49% other 
Government: Empire 

Capital: Chalcydonia 

Major Exports: Raw materials (crystal) 
Major Imports: Foodstuffs 


KNOWLEDGE (GALACTIC LORE) 

OC Result 

10 Christophsis is an Outer Rim world covered in massive, green-blue 
crystal spires. 

15 The inhabitants of Christophsis have built their cities into and around 
the massive crystal spires, taking advantage of their solid structure to 
serve as both foundation and support. 


KNOWLEDGE (PHYSICAL SCIENCES) 

DC Result 

20. The crystalline city-spires of Christophsis are merely the largest exam- 
piles of the crystals that grow ail across the world. Most of the warld’s 
crystals grow in smaller clumps less than a meter tall. 

25 The crystals of Christophsis can sometimes be used as lightsaber 
crystals, though the Jedi prefer to obtain their crystals from more 
sacred sites. 
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GEOnNOS!s 
Region: Outer Rim 

Climate: Arid 

Gravity: Low standard (90%) 
Moons: 15 

Length of Day: 30 standard hours 
Length of Year: 256 local days 
Sapient Species: 100% Geonosian 
Government: Feudal hives 

Capital: Stalgasin Hive 

Major Exports: Droids, technology 
Major Imports: Raw materials 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

10 Harsh solar radiation storms are common on Geonosis, and they have 
caused occasional planetwide mass extinctions. : 

15 Geonosis’s largest moon was struck by a comet in the distant past, 
creating a dense ring system around the planet. 

20. The rocky spires prevalent in Geonosian architecture are easily mis- 
taken for naturally occurring surface features. 

25 Several droid and weapon foundries, administered by the Baktoid 
Armor Workshop, are located across and beneath Geonosis's rocky 
landscape. 


KNOWLEDGE (SOCIAL SCIENCES) 

DC Result 

10 The Geonosians are an insectoid species native to Geonosis. 

15 The Geonosian species is composed of two distinct varieties: wing- 
less drones that act primarily as laborers, and winged aristocrats that 
include the species’ rulers and elite warriors. 

20 Geonostans are further divided into castes, depending on the physical 
attributes with which they are born. 

25 Geonosian society exists to serve the species’ elite castes. 


“THEY SAID 


IT WOULD BE EASY TO 
WASH AWAY THE MEMORIES OF BATTLE 
ON A WATERY WORLD. 
| GUESS THEY NEVER SAW AN ENTIRE 
OCEAN RUN RED." 


-COMMANDER RIN MAKO 


GLEE ANSELM 
Region: Mid Rim 

Climate: Tropical to temperate 

Gravity: Standard 

Moons: 1 

Length of Day: 33 standard hours 

Length of Year: 206 local days 

Sapient Species: 53% Anselmi, 45% Nautolan, 2% other 
‘Government: Republic council 

Capital: Anselom (Anselm), Pieralos (Nautolan) 
Major Exports: Foodstuffs, medicine, water 
Major Imports: Technology 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

10. There are only a few large landmasses on the surface of Glee Anselm. 
The majority of its remaining islands and archipelagos are little more 
than swamps. 

15 Though the climate of Glee Anselm is 
intense storms and hurricanes. 

20 Most of Glee Anselm's aquatic life, which survives in the high-pressure 
‘oceanic depths of the planet, has yet to be catalogued. 


, the planet is wracked by 


KNOWLEDGE (LIFE SCIENCES) 

DC Result 

15 Glee Anselm is home to two naturally evolving species: the Nautolans 
and the Anselmi. 

20 The Anselmi species is land-based. Their culture is warlike, due in large 
part to the harsh competition between its members for control of Glee 
Anselm's few land masses. 

25 Though peaceful, the Nautolans have competed militarily with the 
Anselm for control of Glee Anselm's few land masses. 
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{KTOTCH 

Region: Expansion 

Climate: Arid, rocky, and windy 
Gravity: Standard 

Moons: 6 

Length of Day: 22 stendard hours 
Length of Year: 481 loral days 

Sapient Spe 97% |xtotchi, 2% Human, 1% other 
Government: Representative democracy 
Capital: Anklicia 

Major Exports: Minerals, ore 

Major Imports: Technology 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

10. Iktotch is the third moon of the planet Iktotchon, 

15. The surface of Iktoteh is windswept, rocky, and barren 

20 Iktotch has very little surface water, Much of the moon's water is 
found deep beneath its surface in naturally occurring aquifers. 

25 Sand and gravel storms form frequently on tktorch’s surface. The most 
violent of these can span hundreds of kilometers and manifest with 
enough force to strip fiesh From the bones of unprotected surface 
dwellers. 


KNOWLEDGE (LIFE SCIENCES) 

DC Result 

15 When Republic scouts visited Iktotch for the first time, they discov- 
ered the seal of the Republic carved into one of the moon's mountains, 
It was soon revealed that the letotchi, thanks to their precognitive 
abilities, had known of the Republic's coming for generations 

20 Members of the Iktotchi species are often feared or discriminated 
against because of their innate prescience. 

25 The Uktotchi evolved {rom mauntain-dwelling quadrupeds that were 
‘once numerous upon the moon's surfac 


KALEE 

Region: Outer Rim 

Climate: Arid, temperate, tropic: 
Gravity: Standard 

Moons: 1 

Length of Day: 23 standard hours 

Length of Year: 278 local days 

Sapient Species: 99% Kaleesh, 1% other 
Government: Warring tribes 

Capital: Kalecla 

Major Exports: Exatie animals, mercenaries 
Major Imports: Medicine, weapons, technology 


and arctic 


KaLen 


KNOWLEDGE (GALACTIC LORE} 

DC Result 

10 Kalee is alharsh world with few natural resources, 

15 Kale was recently invaded by the Huk, a mantislike insectoid species 
that enslaved the Kaleesh and stripped the planet of its few natu- 
ral resources. The Huk were defeated and nearly wiped out by the 
Kateesh. The Huk petitioned the Republic for aid, which resulted in 
economic saisttions and war crimes trials against the Kaleesh. 

25 The Republic's actions against the Kaleesh on behalf of the Huk were 
the result of cornuption within the Senate, 


KNOWLEDGE (SOCIAL SCIENCES) 

DC Result 

10. The Kaleesh are 2 nomadic sp 
into space. 

15 Though warlike, the Kaleesh rarely attack without provocation 

20 The Kaleesh revere ancestors who died in setf-sacrifice and.with honor. 
They believe that these ancestors rise to the heavens upon their death 
and descend to the planet's surface again when they are needed 

25. Abesmi, a large rectangular island within Kalee’s single acean, is con- 
sidered the holiest place on the planet's surface 


that has only recently made its way 


KAMINO 

Region: Wild Space 

Climate: Temperate 

Gravity: Standard 

Moons: 3 

Length of Day: 27 standard hours 

Length of Year: 463 loca! days 

Sapient Species: 98% Kaminoan, 3% Human (clones), 1% other 
Government: Ruling council 

Capital: Fipeca City 

Major Exports: Clones, fish, military hardware, technology, weapons 
Major Imports: Droids, foodstuffs 


KNOWLEDGE (BUREAUCRACY, GALACTIC LORE, LIFE SCIENCES) 


DC Result 

15 amino is one of thirteen planets in the Kamino System, which is situ- 
ated near the dwarf gaiaxy known as the Rishi Maze. 

20 Because it has no surface geography, Kamino is subject to powerful 
storms that rage continuously 2cross its watery landscape. 

25. Climate changes in Kamino's distant past submerged the surface of 
the world, and water now covers 100% of the planet's surface. 


KNOWLEDGE (BUREAUCRACY, GALACTIC LORE, LIFE SCIENCES) 


DC Result 

15 The Kaminoans are regarded as 'solationist cloners who rarely interact 
with others unless it is to conduct business. 

20 Kaminoans appear to be nearly identical to one another. This is due to 
their exacting methods of selective breeding and cloning in order to 
ensure the survival of their species. 

28 The soldiers of the newly formed Grand Army of the Republic are 
clones that were created and trained on Kamino. 
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KERKOIDIA 
Region: Expansion Region 
Climate: Temperate 

Gravity: Standard 

Moons: 3 

Length of Day: 26 standard hours 


Length of Yeai 


324 local days 


Sapient Species: 99% Kerkoiden, 1% other 
Government: Oligarchy 

Capital: Maldinian City 

Major Exports: None 

Major Imports: High technology, luxury goods 


KNOWLEDGE (GALACTIC LORE) 
DC Result 
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Kerkoidia is a civilized world in the Expansion Region andiis the home- 
world of the Kerkoiden people, 2 

Most of the planet is covered in savannahs. The tall grass of these 
savannahs grows to a height of almost two meters, allowing the native 
beings on the world to hide from predators and prey alike. 

Kerkoidia's swamps, which cover nearly 30% of the planet, are home 
to vicious predators from which the Kerkoiden species is descended. 
The headquarters for the Retail Caucus is located on Kerkoidia, which 
has made many Kerkoidens extremely wealthy and created a fledgling 
aristocracy. 


MALASTARE 
Region: Mid Rim 


Arid, temperate, and tropical 


Gravity: Heavy (156%) 

Moons: 2 

Length of Day: 26 standard hours 

Length of Year: 201 local days 

Sapient Species: 51% Gran, 44% Dug, 4% Human, 1% other 
Government: Gran Protectorate 

Capital: Port Pixelito 

Major Exports: Podracing 

Major Imports: Foodstuffs, luxury items 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

10 Malastare is 2 popula: stop in the galaxy’s Podracing circuit due to the 
large variety of terrain types that make up the planet’s surface. 

15 Malastare is one of the Galactic Republic's staunchest supporters. 

20 Though Dugs are Malastare's single indigenous species, the planet was 
colonized millennia ago by the Gran and is controlled by the Gran 
Protectorate. 

25. Dugs have suffered greatly under the rule of the Gran, and they have 
been marginalized throughout the galaxy asa result. 


KNOWLEDGE (SOCIAL SCIENCES) 

DC Result 

10 Dugs are perceived as bullies and brutes throughout the galaxy. 

15 Though they consider themselves proud warriors, the Dugs were fore 
ibly disarmed by the Republic nearly a thousand years 2 

20 Despite being technologically advanced, many Dugs live in primitive 
arboreal villages kaowa 2s tree thorps. 

25 Dug society is tribal, with a number of clans forming each tribe. Mul- 
tiple tribes are ruled by 2 unifying monarch, 


MUSTAFAR 

Region: Outer Rim 

‘Climate: Hot (volcanic) 

Gravity: Standard 

Moons: None 

Length of Day: 36 standard hours 
Length of Year: 412 local days 
Sapient Species: 95% Mustafarian, 3% Skakoan, 2% other 
Government: Techno Union 

Capital: Fratideja 

Major Exports: Minerals, ore 

Major Imports: Foodstuffs, technology 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

10 Mustafaris a possession of the Techno Union, and has been for almost 
300 years. 

15. It is 2 volcanic planet, Nearly 35% of Mustafar's surface is molten. 
This is due to the stresses placed on the planet by the gravity fields of 
two large gas giants that affect its orbit. 

30 Many Jedi temples once existed on Mustafar, War with the Sith 
resulted in the near-apocalyptic changes to the planetary surface, 
causing the Jedi to abandon their enclaves. 


KNOWLEDGE (LIFE SCIENCES) 

DC Result 

10. Mustafarians are composed of two related but distinct subspecies: 
Northern Mustafarians, whs are tall and thin, and Southern Mustafar- 
ians, who are short and somewhat sturdier. 

20 Mustafarians use domesticated arthropods knawn ax lava Flea 
mounts so that they can traverse the cooled and crustet-oy 
faces of their planet. 

25, The Mustafarians survived Mustafar’s cataclysm by migrating to the 
planet's cooler regions. 

30 Though theoretically under the control of the Techno Union, the Mt 
tafarians are largely neutral and unconcerned with offworld polities. 
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MUUNILINST 
Region: Outer Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 2 

Length of Day: 28 standard hours 
Length of Year: 412 lacal days 
Sapient Species: 99% Muun, 1% other 
Government: Clans 

Capital: Harnaidan 

Major Exports: Metals 

Major Imports: Consumer goods, foodstuffs 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

10 Muunilinst is the well-developed homeworld of the Muun people, a 
race of tall, slender aliens. 

15. The InterGalactic Banking Clan is based on Muunilinst, and much of 
the galaxy's money moves through banks on the planet, earning it the 
nickname “Moneyland.” 

20. Muunilinst is @ minerat-rich world covered in smatl, conical, underwa- 
ter voleanoes (known as. “smokers"). 

25. Several settlements on Muunilinst are actually built around rich min- 
eral deposits, which can be mined quickly to provide physical capital 
should the planet's government need it 


NELVAAN 


Region: Outer Rim 
Climate: Coot 

Gravity: Low (85%) 

Moons: 3 

Length of Day: 24 standard hours 

Length of Year: 349 local days 

Sapient Species: 96% Nelvaanian, 3% Skakoan, 1% other 
Government: None 

Capital: None 

Major Exports: Water 

Major Imports: None 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

10 Nelvaan is experiencing the onset of an ice age. 

15 Because of its low gravity, Nelvaan is home to several large animal 
species, and it features exotic cliffs and mesas that would have crum- 
bled beneath the strain of higher gravity. 

20. Bothan vessels occasionally visit Nelvaan to siphon water from its 
expansive glaciers. 

30 The cooling of Nelvaan is a direct result of a Techno Union siphon 
generator that is draining thermal energy from the planet. 


KNOWLEDGE (BUREAUCRACY, GALACTIC LORE, LIFE SCIENCES) 


DC Result 

10 Polis Massans are known for their medical and archaeological 
expertise. 

20. The Polis Massans are not the original inhabitants of the planet Polis 
Massa, but are instead from another planet. 

25 Polis Massans emigrated from their homeworld of Kalfidah (also in the 
Subterrel Sector) to the Polis Massa asteroids in order to mine for arti~ 
facts from lost civilization. They believe that they are descendants of 
the original inhabitants of Polis Massa, the Eellayins. 


30 The Polis Massans learned cloning techniques from the Kareinoans, 
and they might be attempting to use these skills to bring about the 
return of the Eellayin civilization. 


KNOWLEDGE {BWREAUCRACY, GALACTIC LORE, LIFE SCIENCES) 

DC Result 

10. The Nelvaanians are a primitive species with a tribal culture. 

15. Religion is an important aspect of Nelvaanian saciety. 

20 Male Nelvaanians act as warriors, hunters, and scouts for their respec 
tive tribes, while females act as builders and gatherers that manage 
the day-to-day activities of their tribes. 

25 The planct Nelvaan, known as the Great Mother, is central to 
Nelvaanian religion. 


SEMBLA 


Outer Rim 


332 standard hours 


Length of Year: 274 local days 
Pouis Massa Sapient Species: 100% Vurk 
Region: Outer Rim Government: None (nomadic tribes) 
‘Climate: None (asteroid) Capital: None 
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Government: Ruling Council 
Capital: Polis Massa Base 


Major Imports: Foodstuffs, heavy machinery, water 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

10 Polis Massa is a small mining colony in a remote asteroid field. 

20. The Polis Massa asteroid is the largest fragment of the planet Polis 
Massa, which was broken apart by a natural cataclysm many centuries 
ago. 

25 Polis Massa was originally home to the Eellayin civilization. The Eel- 
layins vanished following their planet's destruction. 

30 The center of Polis Massa's mining operations is an excavation, 
where the current inhabitants search for clues to the lost Eellayin 
civilization, 


@ Gravity: Low (56%) Major Exports: Foodstuffs, water 
2 Moons: None Major (mports: Technology 

» || Length of Day: 24 standard hours 

@ Length of Year: 590 local days KNOWLEDGE (GALACTIC LORE) 
a Sapient Species: 99% Polis Massan, 1% other DC Result 

a 


10. Sembla is covered by shallow seas and voleanic islands. 

15. Vast gardens of coral and valuable crystal growths can be found in the 
hottest of Sembla’s oceans, and these are often targeted by off-world 
‘miners. 

25. Due to the nomadic nature of its indigenous species, there are few 
permanent settlements on Sembia, 

30. Ancient subaquatic ruins have been found slong Sembia's equator. 
These ruins do not appear to have been created by the Vurks, nor do 
the Vorks have any memories of established permanent settlements. 


KNOWLEDGE (SOCIAL SCIENCES) 

DC Result 

10 The Vurks are a nomadic and seemingly primitive species native to 
Sembla, 

15 The primitive nature of the Vurks is belied by the species’ highly 
advanced philosophical traditions, which stress personal freedom, 
integrity, and honesty in all things. 

20 Ava species, Vurks are empathetic and serene, and they make excep- 
‘ional diplomats. 

25 Despite their peaceful nature, Vurks are capable combatants who see 
self-defense as an aspect of their awn personal integrity. 


SKAKO 

Region: Core Worlds 

Climate: Temperate (high-pressure} 
Gravity: Standard 

Moons: 2 

Length of Day: 27 standard hours 
Length of Year: 384 focal days 
Sapient Species: 100% Skakoan 
Government: Guild 

Capital: None 

Major Exports: Technology 

Major Imports: Foodstuffs, raw materials, water 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

10 The surface of the planet Skako, like Coruscant, is covered by one mas~ 
sive city. 

15 Skako's atmosphere is one of methane-based gasses and extremely 
heavy pressure, making it a hazardous place for species not adapted 
to its stresses. 

20. Though most of Skako is covered by urban sprawl, some examples of 
the planet's original ecosystem have been preserved in the form of 
vast fields of sprawling vines. 


KNOWLEDGE (SOCIAL SCIENCES) 

DC Result 

10 The Techno Union, while not a specifically a Skakoan organigation, is 
largely controlled by the Skakoan species. 

15 Skakoans are unable to leave their homeworld unless they wear spe- 
cially designed pressure suits that allow them to survive in environ- 
ments with standard pressures and atmospheres. 

25 Skako’s indigenous inhabitants are similar in appearance to sickly, 
gaunt humans. Because of the dangers of decompression away from 
their homeworld, few Skakoars willingly travel away from Skako. 


TETH 
Region: Outer Rim 
Climate: Temperate 
Gravity: Stendard 
Moons: 2 
Length of Day: 
Length of Year: 298 local days 

Sapient Species: 94% Human, 6% other 

Government: Democracy 

Capital: Inner Teth 

Major Exports: None 

Major Imports: Foodstuffs, high technology, luxury goods 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

10 Teth is a remote jungle world on the Outer Rim. Its land masses are 
often shrouded in purple mist. 

15. The wildlife on Teth is relatively benign despite the huge jungles cov- 
ering the planet, making travel through the wilderness far iess dan- 
gerous than on most worlds. 

20. Teth has iong been 2 haven for smugglers and other criminals, who use 
the world as a hiding place thanks to its remote location. 

25. Teth was onc of the planets where the B'omarr Monks built monas- 
teries, but those edifices have Jong since been abandoned and then 
claimed by criminals as hideouts. 
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TOYDARIA 


Temperate swamps 

Standard 

Moons: 3 

Length of Day: 21 standard hours 

Length of Year: 184 local days 

Sapient Species: 79% Toydarian, 18% Hutt, 3% other 
Government: Hutt crime lords 

Capital: Toydor 

Major Exports: Labor 

Major imports: Foodstuffs 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

10 Toydaria is located in Hutt Space and is controlied by the Hutts. Most 
Toydarian villages are primitive by galactic standards. 

18 Speeders are illegal on Toydaria because they endanger flying Toydar- 
ians, and spaceship traffic is restricted to specific zones. Toydarians 
have incorporated a sophisticated light-rail system to make surface 
travel between settlements more convenient. 

20 The vast majority of Toydaria’s surface area is covered in nutrient-rich 
muck-lakes interspersed with fields of dense algae. 


KNOWLEDGE (SOCIAL SCIENCES) 

DC Result 

10 Toydarians are a stingy and ill-tempered flying species native to 
Toydaria. 

18 Toydarian government is feudal, owing allegiance to a single king who 
commands many vassals. 

20 Because of their high metabolisms, Toydarians must consume more 
food than their small frames would at first indicate. As a result, fam~ 
ines are common on Toydaria in especially lean years. 


“GREETINGS, 


UTAPAU 
Region: Outer Ri 

fimate: Arid and rocky sinkholes 
Gravity: Standard 


Moons: 9 
Length of Day: 27 standard hours 
Length of Year: 351 local days 


Sapient Species: 70% Utai, 30% Pau'an 
Government: Utapaun Committee 
Capital: Pau City 

Major Exports: Water 

Major Imports: Medicine, technology 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

10 The imhabitable areas of Utapau’s surface are covered in grassy, wind 
swept plains pockmarked with gaping sinkholes. 

15 While Utapau has jimited supplies of water on its surface, there are 
massive subterranean seas hidden beneath the planet's crust. 

20. The mineral-rich waters of Utapau are rumored to have mystical heal- 
ing properties, and this “healing water” fetches a high price on the 
galactic market. 

25 Extensive mineral deposits exist beneath Utapau’s subterranean seas, 
lending to the planet's vast natural resources. 


KNOWLEDGE (SOCIAL SCIENCES) 


DC Result 

10 Two races, the Pau'ans and the Utai (collectively known as the Uta 
paun), share the planet in a near-symbiotic relationship. 

15 The Pau‘ans are a tall species with a natural predilection for bureau- 
racy and oversight, while the Utai are a short species who excel as 
laborers and animal handlers. 

25 An increase in surface storms drove the Pau'ans underground long 
ago, where they joined their civilization with that of the Utai 


YOUNG JEDI. 


WHAT BRINGS YOU TO OUR 
REMOTE SANCTUARY?” 


-TION MEDON 


PLANETARY UPDATES 

The Clone Wars transform planets throughout the galaxy. A number of famil- 
iar worlds are reshaped by the events that unfald around and, occasionally, 
upon them, The updates in this section should provide Gamemasters with 
enough information ta use these planets during this era. 


BESPIN 

While Bespin has always been an important source of Tibanna gas, its 
economic and strategic importance is only truly realized at the start of the 
Clone Wars. The Republic and the Confederacy, desiring a stake in Bespin's 
resources, dispatch forces to secure their interests. A number of small orbital 
battles, punctuated by lengthy dogfights in Bespin’s upper atmosphere, ulti- 
mately end with the Republic having a slight edge over its Separatist foes, 
Even though the Battle of Bespin is considered a lass for the Separatists, 
occasional skirmishes continue to accur between the two enemies throughout 
the entirety of the Clone Wars. . 

One of the most popular tourist hubs on Bespin prior to the Clone Wars 
is Tibannopolis. Tibannopolis's only true competition is Cloud City, and the 
rivalry between the two settlements only fuels their popularity. As the Clone 
Wars intensifies and tourists arc less inclined to travel to Bespin’s resorts, 
Tibannopolis ceases to be a significant economic factor. Cloud City's ability 
to mine Tibanna gas on behalf of the Republic is its salvation, enough to 
keep it functioning until the official end of hostilities. 


BOTHAWUI 

Bothawui is a longtime member of the Senate and supporter of the Republic. 
Despite this fact, Bothawui remains a neutral planet during the Clone Wars. 
The Senator from Bothawui, Polo Se'lab, consistently abstains from many 
of the Senate's more politically charged votes in the months leading up to 
the Clone Wars. He states many times that he does not want Bothawui to 
be party to the start of open warfare, and he consistently maintains this 
stance in the following years. 

Though Bothawul is publicly neutral, the Bothan predilection for secrecy 
and clandestine action isin full swing. While the Bothans do not specifically 
play one side off against the other during the Clone Wars, they are proud to 
serve each one in professional, if nat exclusive, manner. According to Bothan 
thought, providing the Republic and the Confederacy with useful intelligence 
is a good way to hasten the war's end, as well as make a profit, 

Bothan neutrality does little to prevent both Separatist and Republic 
representatives from attempting to woo Bothawui to theirside in the conflict. 
AAs the war progresses, it becomes increasingly obvious to the Bothans that 
neither side is worth supporting in full and that each faction is hiding several 
proverbial skeletons in their closet. This only reinforces the perception of 
Bothan neutrality during the Clone Wars. 


Bothawui, defended by its own small planetary defense forces, is largely 
untouched by the war. Intelligence agents from the opposing factions, 
however, are numerous. Republic and Separatist agents rarely interact with 
one another in a hostile fashion on Bothawui, though a number of quiet 
confrontations and mysterious deaths are unavoidable. 


CEREA 

Due ta its isoiated location and antitechnological stance, Cerea garners little 
Republic attention until a few decades prior to the start of the Clone Wars, 
when the Republic seeks to tap into the planet's vast natural resources. 
Republic representatives offer technological incentives in an attempt to 
persuade Cerea to join the Republic, but these offers are rebuffed by the 
pplanet’s ruling council. 

When millions of refugees are displaced by the destruction of the Clone 
Wars, Cerea offers its aid to the Refugee Resettlement Coalition. As result, 
vast numbers of refugees are brought to Cerea from across the galaxy. The 
newcomers settle, but many feel constrained by Cerea's lack of high technol- 
ogy. The newcomers’ dissatisfaction, coupled with rebellious Cerean youths 
who wish to lift their society to the same technological level as the rest of 
the galaxy, stir up a hornet’s nest of dissent. 

Despite the Republic's diplomatic efforts to bring Cerea into the fold 
and the Confederacy’s attempts to foment unrest at the local level, Cerca 
continues to remain neutral throughout the length of the Clone Wars. 
Regardless of the planet's neutral stance, it is only a matter of time before 
the war finds its way there. A year into the conflict, the month-long Battle 
of Cerea takes place, resulting in horrible eivilian casualties. Large swathes 
of the planet's virgin landscapes are reduced to ashes by the battle, and the 
reigning president becomes the target of Confederacy-sponsored assas- 
sination attempt. 


CORUSCANT 
Coruscant experiences a number of radical changes after the start of the 
Clone Wars. Large swathes of the cityscape are laid low to make room for 
military staging areas. Millions of citizens are displaced by the urban renewal, 
the vast majority of them impoverished, members of alien species loyal to the 
Confederacy, or both. There is an initial public outery, but with the war effort 
in full swing, such dissidence is either ignored or quickly quashed 

Acts of terrorism are commonplace. Most are the products of Separatist 
cells, though a few isolated incidents are of questionable origin. Bombings 
are the most common types of attacks used by Separatist terrorists. Given 
Coruseant’s large population, these indiscriminate tactics result in hundreds, 
sometimes thousands, of casualties. Terrorists also employ toxic gasses and 
attempt to compromise the integrity of Coruscant's water and food sup- 
plies. Assassination attempts against influential Republic politicians are 
also common, 


A walavnS 


DNLIVIWS 


@ 
> 
S 
iy 
wy) 
rn 
ay 


Clone troopers patrol much of the planet in force. Ostensibly, this is to 
combat and root out terrorist threats. More often than not, itis to maintain 
order and keep public protests to 2 minimum. Given the clones’ military 
training, they are prone to using deadly force in situations that don't war- 
rant it, and they have little compunction about doing so. Local authorities 
are helpless to intervene, and they can do little more than stand idly by and 
watch events unfold. 

Discrimination based on species becomes more common on Caruseant. 
Overwhelming votes in the Senate have resulted in a number of mass 
deportations targeting members of species that are loyal to the Separatist 
movement, The majority of the deported individuals are loyal citizens of the 
Republic, however, which only makes enemies of individuals who might have 
otherwise been supportive of Palpatine’s leadership 


DORIN 

Dorin, the home planet of the Kel Dor, isa staunch supporter of the Republic. 
Due to a number of factors, notably its oxygen-poor atmosphere and location 
between two black holes, Dorin is practically ignored by the Confederacy of 
Independent Systems during the war. 

The opinion of most Kel Doris that the Separatists are disloyal and unwill- 
ing to go through proper channels to get what they want, Thus, they are 
eserving of nothing, and they should forcibly be brought back into the fold 
of the Republic. Dorin is a strong supporter of the formation of the Army of 
the Republic, even providing 2 handful of its own defense troops and ships 
in support of the war effort. 


DuRO 

Duro isa loyal member of the Galactic Republic at the outbreak of the Clone 
Wars, The system's standing is further reinforced during the Battle of Ouro, 
which is a pivotal point in a massive Confederacy offensive known as Opera~ 
tion Durge’s Lance. The victory of the Separatists allows themn to pave the 
way for a full-scale invasion of the Core Worlds. 

The planet Duro is devastated by the Separatist invasion. Bombardment of 
the planet's vast industrial holdings, ordered by General Grievous, results in a 
catastrophic release of toxic pollutants into the atmosphere. These chemicals, 
are further distributed acvass the planetary surface as fallout, transforming 
much of Duro into an uninhabitable wasteland. Utterly defeated, the Duras 
have little choice but to surrender to the Separatists and be absorbed into 
the Confederacy of Independent Systems 

In time, the Duros population learns that 2 number of Republic ships that, 
should have been present at the Battle of Duro had been rerouted to other 
systemis because of Senatorial corruption, The resulting investigation leads 
to the resignation of two Senators and a number of other officials, 


The ultimate result of Duro’s fall is the incredible boost it gives to the 
Separatist cause. General Grievous, the invasion’s architect, is leuded 
throughout the Confederacy as @ military genius. Scores of undecided systems 
rally to the Separatist cause in the wake of Duro's conquest. 


GAMORR 

Though ignored by the Galactic Republic during the Clone Wars due to its 
primitive inhabitants, Gamorr is given special attention by the Confederacy. 
Thousands of Gamorreans, less concerned with galactic politics and more 
interested in a good fight, are taken off world by the Separatists and employed 
‘as mercenaries. The Gamorreans rarely serve the Separatists with distinction, 
and they are instead employed for dangerous frontal assaults. As a result, 
the survival rate for Gamor-ean mercenaries working for the Confederacy 
is less than 8 percent. 

The Hutts, upset with the Confederacy's claim on so many Gamorreans, 
petition the Separatists in an attempt to preserve their own hold on the 
planet's natives. The Trade Federation negotiates a finder's fee, paying a 
bounty to the Hutts for each Gamorrean that the Confederacy hires in the 
course of the conflict. Although this results in only 2 minima! profit for the 
Hutts, it cases their concerns over the perceived Separatist encroachment 
on a labor force that is largely considered theirs. 

Though the war never comes to Gamorr's surface, a number of small 
space battles do occur in neighboring star systems, Separatist establish a 
single base on Gamorr’s moon, but by the end of the war, it is completely 
abandoned and overtaken by pirates. 


IRIDONIA 

Although it figured prominently in past wars, Iridonia plays only a small 
part in the Clone Wars. A loyal member of the Galactic Renublic following 
the Mandaorian Wars, Iridonia as a whole maintains its place in the Senate 
throughout this turbulent period. Though Iridonia itself is not subject to 
Separatist invasion, a numbe” of its colonies suffer insurrections and political 
upheavals inspired by the Confederacy. 

Several months after the start of the Clone Wars, one of the eight Iridonian 
colonies petitions to secede from the Galactic Republic and jain the Confed- 
racy. This starts what many Zabrak refer to as “The Great Debate,” which 
eventually ends with Iridonia’s continued support of the Galactic Republic. 


ITHOR 

A member of the Galactic Republic for millennia, Hhor continues to swear 
ts fealty throughout the Clone Wars, The vast and well-protected natura? 
resources of the forest world are never compromised by Separatist attacks. 
A number of small attacks and probing actions are attempted against tthor 
by the Confederacy early in the war, but these are determined to be littie 
more than diversions as the Seperatists faunch full-scale invasions of Duro 
and other important Republic targets. 

The closest thing to a Separatist invasion of Ithor is the Confederacy’s 
capture of the Ottega Dawn, an ithorian heidship. The Ottega Dawn is 
subsequently placed at the fore of a Separatist assault force, where it is 
assumed that Republic ships will be less likely to fire upon it due to the large 
number of civilian passengers and crew aboard. White this tactic is initially 
suceessful, it backfires when the Ottega Dawn is reclaimed by a contingest 
of Ithorian mutineers. 


KASHYYYK 

Kashyyyk remains unaligned at the start of the Clone Wars. Seeking a means 
to end their traubles with neighboring Trandosha, the leaders of Kashyyyk 
initially attempt to better their position by negotiating with both the Con- 
federacy of Independent Systems and the Galactic Republic. At stake are 
number of secret hyperspace routes known only to the Wookiees as well as. 
the potential for new hyperspace routes that are as yet unknown. 

Despite a small number of hostile actions by Separatist forces, Kashyyyk 
maintains its neutrality for nearly a year and a half. General Grievous orders 
a number of acks in an attempt to persuade the Waokiees to make a 
choice, but the tactic backfires when King Grakchawwaa learns of his son's 
accidental death at the hands of Separatist draids. 

Ina rage, Grakchawwaa sides with the Galactic Republic. This spurs a 
massive invasion by the Confederacy, which is eventually repulsed by 2 
combined Republic/ Wookie force during the Battle of Kashyyyk. The tide 
of battle turns when Order 66 turns the Republic clone army against its Jedi 
generals. The Wookiees shelter a number of Jedi survivors, an act of mercy 
for which they suffer greatly in the years to come 


MON CALAMARI 

In the time leading up to the Clone Wars, Senator Tilkas, the Quarren Sens- 
tor from Mon Calamari, turns a blind eye to slaver activity in the Calamari 
Sector, When his part in these activities is discovered, Tikkas is forced aut 
of office, and he defects to the Confederacy of Independent Systems. As 
Jeader of the Quarren Isolation League, # group dedicated to reducing the 
influence of the Mon Calamari on planetary politics, Tikkas foments avtrigitt 
civil war on Mon Calamari 


kerr Prero ON Mon CALAMant 


With the aid of Separatist droids as well as a number of Mon Calamari who 
‘art Joyal to the Confederacy, Tikkas begins his campaign. He orders attacks 
against a number of Mon Calamari cities. The Republic counterattacks by 
sending troops, led by Kit Fisto, to aid the Mon Calamari 

It is eventually discovered that the Quarren are also being aided by 2 type 
of deepsea invertebrate known as the Moappa. While the Moappa are not 
intelligent on an individual basis, they possess 9 sophisticated group intel- 
lect, Like the Quarren, the Moappa are disaffected by the Mon Catamari’s 
claim of planetary control. Even after the destruction af the Quarren central 
command on Mon Calamari, the Moappa continue to lead the remaining 
troops via telepathic commands. 

Until this point, the Mon Calamari had been unaware of the Moappa’s 
intelligence. Following the defeat of the Separatists, diplomatic relations 
‘ure established between the Mon Calamari and the Moappa so that the two 
species can five in peace. 
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NaBsoo 

Because of Naboo's close relationship with Chancellor Palpatine, himself 
3 citizen of that planet, Naboo remains 2 staunch bastion of the Galactic 
Republic throughout the length of the Clone Wars. Despite Naboo's peaceful 
nature, the average citizen sees support of Palpatine’s initiatives as common 
sense. With the invasion of Theed by the Trade Federation prior to the Clone 
Wars as an example, there is little doubt to the citizenry of Naboo that the 
Separatists are a grave threat that must be dealt with in a decisive manner. 
To the majority of the Naboo, the person to bring about an end to such 3 
terrible enemy is Palpatine. 

The Trade Federation never forgets its defeat during the blockade. 
Because of this, Naboo continues to suffer repeated attacks and invasions 
from Confederacy forces throughout the conflict. While none of the ineur- 
sions succeeds, the most disastrous of them wipes out nearly all life on the 
Gungan tunar colony of Ohma-D'un during what is to become remembered 
as the Defense of Naboo. Quick action by the Jedi and other Republic forces 
results in victory over the Separatist invaders. : 


NAR SHADDAA 

During the Clone Wars, Nar Shaddaa remains a haven for criminals of all 
stripes, a terrible and multileveled urban playground inhabited by the worst 
that the galaxy has to offer. Wars come and go, but Nar Shaddaa always 
remains in one form or another. 

The Hutts that pull the strings on Nar Shaddaa see the conflict between 
the Galactic Republic and the Confederacy of Independent Systems a just 
another opportunity to make money. To this effect, they channel all manner 
of illegal products to one side or the other. Weapons, cortosis ore, assassin 
droids, spice, slaves, and any of a number of other forbidden goods pass 
through Nar Shaddaa like water through a sieve. 

The Separatists are the Hutts’ largest customer. Though backed by 2 
large number of technological concerns, such 3s the Techno Union and the 
Trade Federation, the Confederacy is always looking for an edge, regardless 
of how underhanded or destructive it might be. This is not to say that the 
Republic's hands are completely clean, cither, especially early in the war when 
the Army of the Republics in its embryonic stage. Weapons, especially hand 
weapons and vehicles, pass through Nar Shaddaa on their way to Republic 
and Separatist munitions depots. 

Nar Shaddaa not only offers physical goods for sale. Services are another 
of its more profitable offerings, and these include theft, assassination, and 
everything in between, Both sides in the war have agents assigned to Nar 
Shaddaa, both to contract for services as well as to monitor the movements of 
the opposition, Unlike the Republic and Separatist agents on Bothawul, who 
are relatively quiet and secretive, those living on Nar Shaddaa are much more 
likely to come to a spectacularly violent end at the hands of their enemies. 


RODIA 

Despite the best attempts of the Separatists, Rodia remains a loyal member 
of the Galactic Republic throughout the Clone Wars. Rodia is never directly 
threatened by the Confederacy of Independent Systems, though negotiators, 
sent by Count Dooku are often found in Iskaayuma as they attempt to sway 
the Rodians to support their cause. 

Even though Rodia remains loyal to the Republic, many individual Rodians 
seek out their fame and fortune in the employ of the Confederacy, offering 
their services as assassins and mercenaries. Many of these individuals are 
considered criminals by the galactic community, but they are otherwise 
revered as heroes on Rodia for their exploits. 

Rodis is represented in the Galactic Senate by Senator Onaconda Farr, 
2 tried and true loyalist of the Republic. Farr is appointed to the Loyalist 
Committee, gaining a great deal of influence as a result, Unfortunately for 
Rodia, Onaconda Farr is exposed for bribing a fellow Senator in order to 
divert a number of naval starships to Rodia. Had the starships been sent to 
Duro, their original destination, it is quite possible that the Battle of Duro 
would not have been a Separatist victory. 


RYLOTH 

At the start of the Clone Wars, the homeworld of the Twi‘leks is a strong 
supporter of the Galactic Republic in the Senate. Despite this, the planet is 
seized by the Confederacy of Independent Systems, an act that is protested 
by Senator Orn Free Taa of Ryloth. Among Ryloth's citizens, opinions remain 
0 sharply divided that small-scale conflicts openly break out between dif- 
Ferent Twi'iek factions. 

The Confederacy establishes 2 firm hold on the world through the impo- 
sition of martial law. Distrust and betrayal among Ryloth's citizens leads 
to further divisions, and suspected Republic sympathizers are rounded up, 
detained, and—in some cases—executed. Paranoia and suspicion run rampant, 
making the planet's major cities dangerous places to live. 

The Separatist interest in Ryloth is twofold. A large droid reclamation 
facility is established on the planet's surface, proving to be an important 
asset as the Confederacy wages war against the Galactic Republic. Produc- 
tion and distribution of ryll is also an important Separatist consideration, 
even though vast numbers of credits from the sale of the addictive spice 
somehow find their way into Huttese coffers. 

Late in the Clone Wars, a brief but intense battle takes place on Ryloth 
asa part of the Outer Rim Sieges. Through the efforts of diplomats and Hutt 
criminal interests, the planet is left relatively unscathed. 


SuLLuSsT 

Because of SoroSuub's membership in the Commerce Guild, Sullust secedes 
from the Galactic Republic at the beginning of the conflict and joins forces 
with the Confederacy of Indepencent Systems. Given that nearly half of 
the Sullustan population is employed by SoroSuub, there is practically no 
public outery at this development, From this point onward, Sullust remains 
a strong supporter of the Confederacy. The planet itself is an important 
Confederacy fortress world, acting as a staging point for many invasions 
into the Core Worlds. 

(Less than a month after Sullust secedes, a Republic invasion of the system 
commences. Though some initial successes are reported, there arc a number 
of setbacks. The milltary forces used by the Republic are disparate and varied, 
consisting mostly of planetary defense forces that have been pulled together 
into an impromptu assault force. Casualties are high, and battlefield gains 
are insubstantial. Treachery within the Republic ranks is the catalyst that 
leads to its ultimate defeat and withdrawal from Sullust. 

Sullust remains one of the Confederacy’s most prized holdings until the 
end of the war, Its rich mineral deposits, loyal workforce, and production 
capabilities make it an important end well-defended asset. Many Republic 
missions aré serit to Sullust in an attempt fo erode the Confederacy’s hold 
on the planet, but few succeed, 


TATOOINE 
Tatooine is technically held by the Galactic Republic, but it is largely con- 
trolled by the Hutts at the start of the Clone Wars. In the early days of the 
war, the Republic attempts to establish a spaceport on the planet in order to 
utilize it as.a base in the Arkanis Sector, The Republic's newly realized interest 
in Tatooine is not welcomed by many of the planet's citizens, particularly 
those who thrive under Huttese control of the world. 

Boorka the Hutt, seeking to remave the Republic from Tatooine, negotiates 
‘a pact with the Confederacy in exchange for the destruction of the fledaling 
Republic spaceport. The Confederacy forces, led by Sev'rance Tann, destroy 
the spaceport and wipe out the smail Republic force that had occupied it. 

Jabba the Hutt, Boorka's competitor on Fatoaine, is incensed by Boorka’s 
cooperation with the Separatists. He betrays Boorka to the Jedi, who 
Boorka and root out the Separatist units on Tatooine, Despite his loud objec- 
tions, Jabba’s interest in seeing Boorka fall are not entirely altruistic; the 
Hutt crime lord is playing one side against the other, taking @ dengerous 
competitor out of the picture while continuing to supply cortosis ore to the 
Techno Union. 


TRANDOSHA 

Due to its position within the Kashyyyk system, Trandosha’s only representa- 
tion in the Senate is Yarua, a Wookiee. The two species have never seen eye 
to eye, and their relationship is, at best, lukewarm at the outbreak of the 
Clone Wars due to a number of factors. 

Peaceful negotiations between the two species had never been cam- 
pletely successful. Shortly before the outbreak of the Clone Wars. diple- 
macy completely breaks down when 2 Wookiee ship is attacked over one 
of Trandosha’s moons. tn response, the Wookiees erect a blackade around 
Trandasha, Peace tatks rekindle the following year, but these fail when the 
Wookiees learn that the Trandeshans are seeking Senatorial backing with 
the aid of the Trade Federation. 

Though never committed to the Separatist cause in 2 public forum, 
a number of independent Trandoshan organizations join forces with the 
Confederacy af Independent Systems during the Clone Wars. Pirate bands, 
slavers, and pto-Trandoshan terrorist groups participate in many Separatist 
actions, particularly those that take place on the Wookiee homeworld prior 
to the Battle of Kashyyyk. In truth, many (if not most} of these groups have 
indirect finaneial backing from Trandasha itself, as the planetary govern- 
ment is only 100 happy to direct its own attacks upon the Wookices from 
the shadows. 


*THE DESERT 
IS MERCILESS. IT 
TAKES EVERYTHING 
FROM YOU.” 


-ANAKIN SKYWALKER 


CHAPTER ix< 


THE JEDI 


The fates of the Republic and the Jedi Order are entwined, For over a thousand 
generations, the Jedi serve as guardians of peace and justice for the Republic. 
These masters of the Force grow and thrive alongside the Republic through 
the ages, dealing with crises that threaten the Republic and its citizens while 
maintaining peace and harmony in the galaxy. 

The decline of the Republic heralds the decline of the Jedi Order as well. As 
more and more star systems react to the burden of heavy taxation and political 
corruption, the Jedi spread across the galaxy to keep order. However, they are 
unable to resolve every petty dispute or stem the threat of civil war. 

The formation of the Confederacy of Independent Systems and the 
Separatists’ intention to declare war against the Republic force the Jedi to 
respond and attempt to quell the warmongering immediately. The Jedi Order's 
efforts to put down the droid forces of the Separatists fail and cost the lives 
of many of Jedi Knights, but the arrival of cloned troops with Master Yoda 
turns the tide of the battle and drives the Separatist leaders into retreat. 
The Clone Wars change the role of the Jedi dramatically. Once the arbiters 
of peace, they become leaders in war. 

This. change creates other shifts within the Jedi Order as well. While 
yme view the Clone Wars as an opportunity to help save the Republic 

A from destruction, others see their involvement in the war as a perversion of 
their basic beliefs. Some Jedi splinter away to form their own groups that 
maintain their ideals without compromise. Still others feel that the Jedi 
Order approaches the war from the wrong direction, so they split off to 
create their own factions that fight the war as they see fit. The Jedi Council 
does everything in its power to hold together the crumbling Republic, but 
their faith in the Republic and their authority is undermined by the Dark 
Lords of the Sith. 
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THE JEDI ORDER 

Like any other established organization, the Jedi Order has an internal struc- 
ture that helps maintain stability and allows it to function properly. From 
the youngest infant to the Jedi Masters seated on the High Council, every 
member of the Jedi has a place and purpose. 

All younglings undergo formal education within the temple on Coruscant 
and learn what they need to be a Jedi. At the appropriate age, they are either 
selected by a Jedi Master to become a Padawan or join a branch of the Jedi 
Service Corps. While those that join the Service Corps usually live the rest 
of their lives in service there, Padawans continue their education under the 
direct tutelage of their Jedi Masters until they pass the trials to become a 
Jedi Knight. Jedi who expand their knowledge and understanding of the Force 
might reach the level of Jedi Master, and those Jedi who serve the Jedi Order 
with distinction might be offered a seat on one of the councils that oversee 
the actions and activities of their fellow Jedi Knights and Jedi Masters. 


THE JED! SERVICE CORPS 

If younglings pass the age to begin their training as a Padawan without being 
chosen by a Jedi Master, they are sent to the Jedi Service Corps. The Service 
Corps has four separate branches of service: the Agricultural Corps, the 
Educational Corps, the Exploration Corps, and the Medical Corps. Younglings 
are assigned to a branch that reflects their individual talents. There, they 
serve the rest of their time in the Jedi Order. 

Each branch serves the Jedi Order and the Galactic Republic accord- 
ing to its designed purpose. The Agricultural Corps (or AgriCorps) serves 
the Republic by tending to the various farms established throughout the 
Core Worlds to help feed its citizens. The Educational Corps (or EduCorps) 
dispatches its members throughout the galaxy to provide for the education 
needs of many of the Republic's underprivileged children and, in turn, learn 
about the worlds to which they travel to help expand the knowledge base of 
the Jedi Order. The Exploration Corps (or ExplorCorps) primarily travels on 
missions to explore the Unknown Regions of the galaxy, charting new star 
systems and discovering new civilizations and races, The ExplorCorps also 
works in conjunction with likeminded organizations, such as the Intergalactic 
Zoological Society. The Medical Corps (or MedCorps) tends to the medical 
needs of Republic citizens throughout the galaxy, assisting the medical 
staff in many of the galaxy’s hospitals and medical facilities. In addition, 
they also are responsible for maintaining the infirmary located in the Jedi 
Temple on Coruscant. 


AgriCorps Worker 

The Agricultural Corps teaches its new recruits to Value the nature of life and 
to maintain balance between living creatures and their environment. These 
lessons, taught from the first day of their arrival, are meant to instill an overall 
appreciation for and an understanding of the natural world. The Agricultural 
Corps also teaches their young pupils patience to wait for results, self-control 
ww let other things find their own way, and ingenuity to seek other methods 
to resolve a situation without resorting to the destruction of life. 

The primary goal of the AgriCorps is to support the Republic's Agricultural 
Administration, which oversees the production and processing of foodstuffs 
throughout the Republic. Although most members serve on or near Coruscant, 
some are sent to other worlds to help with farming operations. Use of the 
Force by these recruits is restricted to tending the crops and livestock under 
their care, primarily because they have not learned anything beyond these 
basic skills at this point. 
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AgriCorps Worker 

Medium Human nonheroic 6/Jedi 1 

Force 2 

Init +3; Senses Use the Force +7 

Languages Basic = 

Defenses Ref 12 (flat-footed 12), Fort 13, Will 12 

hp 27; Threshold 13 

Speed 6 squares 

Melee unarmed +6 (144+1) or 

Ranged by weapon +5 

Base Atk +5; Grp +6 

Special Actions Shake It Off" 

Abilities Str 12, Dex 10, Con 13, Int 11, Wis 10, Cha 8 

Talents Force Perception 

Feats Force Sensitivity, Skill Focus (Knowledge [life sciences]), Shake It 
Off", Skill Training (Endurance, Knowledge [galactic lore], Survival, 
Use the Force, Weapon Proficiency (lightsaber) 

Skills Endurance +9, Knowledge (galactic lore) +8, Knowledge (life 
sciences) +13, Mechanics +8, Survival +8, Use the Force +7 

Possessions agricultural tools, datapad 

H Bonus feat or trained skill for being Humon. 


EduCorps Worker 

The Educational Corps instructs its recruits in the ways of imparting know!= 
edge, teaching them not only to be effective instructors but also to show 
patience and compassion for their pupils. Abave all, they need to understand 
that one cannot always rely on the Force to reach ane’s goal. The idea of 
forcing somebody to learn something through the Force violates the basic 
doctrines of the Jedi Order. 

The EduCorps provides instruction to the disadvantaged on countless 
worlds across the galaxy. Armed with the philosophy that knowledge of the 
universe and those who dwell in it increases one's understanding of life in 
the galaxy, these EduCorps scholars strive to learn all they can within the 
first few years of membership to prepare themselves to teach that knowledge 
to their future students. 

Members of the EduCorps also study the worlds and cultures they visit, 
recording their experiences in the libraries \scated within the Jedi Temple 
on Coruscant, 


EduCorps Worker cL 
Medium Human nonheroic 6/Jedi 1 

Force 2 

Init +2; Senses Perception +9 

Languages Basic, High Galactic, one additional language 


ExplorCorps Worker CL2 
Medium Human nonheroic 6/Jedi 1 

Force 2 

Init +3; Senses Perception +9 

Languages Basic 


Defenses Ref 11 (flat-footed 11), Fort 12, Will 13 
np 20; Threshold 12 


Defenses Ref 12 (flat-footed 12), Fort 13, Will 13 
hp 27; Threshold 13 


Speed 6 squares 

Melee unarmed +4 (144-1) or 

Ranged by weapon +4 

Base Atk +5; Grp +4 

Abilities Str 8, Dex 9, Con 10, Int 14, Wis 12, Cha 11 

Talents Skilled Advisor 

Feats Force Sensitivity, Skill Focus (Knowledge [physical sciences), 
Knowledge {social sciences]), Skill Training (Knowledge [bureaucracy)", 
Knowledge [life sciences}, Knowledge [physical sciences), Use the Force, 
Weapon Proficiency (lightsaber) 

Skills Knowledge (bureaucracy) +10", Knowledge (galactic joreit +10, 
Knowledge (life sciences) +10, Knowledge (physical sciences) +15, 
Knowledge (social sciences) +15, Perception +9, Persuasion +8, 

Use the Force +8 
Possessions 5 data cards, datapad 
H Bonus feat or trained skill for being Humon. 


ExplorCorps Worker 

The Exploration Corps takes its students from other branches of the Jedi 
Service Corps. Not surprisingly, the young Jedi who ase assigned to the 
ExplorCorps are considered by their peers to be “the lucky ones” They 
travel the galaxy with Jedi Masters instead of remaining planetside to train 
for their designated positions. As such, many consider the ExplorCorps a 
traveling Jedi academy. 

Service in the ExplorCorps teaches its recruits that, despite differences 
in race and culture throughout the galaxy, everyone has the same basic 
underlying needs that they fulfill in varying ways. Understanding this concept 
teaches the student perspective, seeing that the idea of right and wrang can 
vary between different cultures. But no matter where you go and what you 
do, the Force is always there to guide you. 

The primary purpose of the ExplorCorps, however, is to Seek out new 
worlds and civilizations in the galaxy. Knowledge of their discoveries is 
catalogued in the Jedi Archives for all to learn, much in the same way that 
the members of the EduCorps transcribe their findings about the planets 
they visit. Finding new civilizations opens the possibility of first contact, 
establishing relations with new species that might have something to con- 
tribute to the Republic. 


Speed 6 squares 

Melee unarmed +5 (104) or 

Ranged blaster pistol +0 (36) 

Base Atk +5; Grp +5 

Special Actions Shake It Off", Equilibrium 

Abilities Str 10, Dex 10, Con 12, Int 11, Wis 13, Cha 8 

Talents Equilibrium 

Feats Force Sensitivity, Shake It Off", Skill Training (Knowledge [galactic 
lore], Perception, Pilot, Survival, Use Computer), Weapon Proficiency 
(lightsabers) 

Skills Endurance +9", Knowledge (galactic lore) +8, Perception +9, 
Pilot +8, Survival +9, Use Computer +8, Use the Force +7 

Possessions blaster pistol, comlink, datapad, field kit 

H Bonus feat or trained skill for being Human. 


MedCorps Worker 

Life in the Medical Corps teaches recruits that life is fragile, and they quickly 
learn that people can become sick and die for no reason other than the will of 
the Force. For some, this can be hard to fathom, but internalizing it provides 
a valuable lesson for those who have had difficulty dealing with a personal 
loss earlier in life. Those that work for the MedCorps use their talents and 
abilities to heal the sick, treat the wounded, and provide comfort for those 
less fortunate. 

Members of the MedCorps can be found at medical facilities throughout 
the galaxy, bestowing relief in times of crisis or instructing non-Force-using 
personnel in new methods to care for their patients. In addition to this basic 
task, the MedCorps is also responsible for maintaining the infirmary located 
in the Jedi Temple on Coruscant, which is connected to the expansive Galactic 
City Medical Center via a dedicated underground transport tube. Thanks to 
maintaining this facility, the MedCorps has come to the aid of a large number 
of Republic citizens during emergencies in the capital. 
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MedCorps Worker cla 

Medium Human nonheroic 6/Jedi 1 

Force 2 

Init +3; Senses Perception +10 

Languages Basic, one additional language 

Defenses Ref 12 (flat-footed 12), Fort 11, Will 14 

hp 13; Threshold 11 

Speed 6 squares 

Melee unarmed +4 (144-1) 

Ranged by weapon +5. 

Base Atk +5; Grp +5 

Abilities Str 8, Dex 10, Con 9, int 12, Wis 14, Cha 11 

Talents Skilled Advisor 

Feats Force Sensitivity, Skill Focus (Gather Information", Treat Injury), 
Skill Training (Knowledge [life sciences), Perception, Treat Injury), 
Surgical Expertise, Weapon Proficiency (lightsabers) 

Skills Gather Information +13", Knowledge (life sciences) +9, 
Perception +10, Treat Injury +15, Use Computer +9, Use the Force +8 

Possessions datapad, medical kit, 2 medpacs 

1H Bonus feat or trained skill for being Human. 


SPECIALIZED JED! KNIGHTS 

Jedi who achieve knighthood and have a natural talent in certain areas might 
choose to serve the Jedi Order in ways that allow them to use such talents 
to the best of their ability. Many areas arc available from which one can 
choose, and the ones listed here are but a sample of the ways in which Jedi 
Knights might serve the Jedi Order. 


Jedi Archivist 

Jedi who prize krowledge over other things usually find that their under- 
standing of the Force expands with the study and retention of other subjects. 
Even more so than other Jedi, Jedi archivists delve into many areas of study, 
letting the Force quide them to their areas of specialty. By receiving and 
archiving knowledge so others might learn, a Jedi archivist increases her 
‘own awareness of the galaxy. 

The number of Jedi archivists flourishes during times of relative peace in 
the galaxy. Though most archivists remain close to the temple archives on 
Coruscant or Ossus, others travel to gain more information about the galaxy, 
its inhabitants, and its cultures, continually increasing their common pool of 
knowledge. Archivists also work with ExplorCorps, searching for lost civiliza- 
tions or exploring and studying newly discovered star systems. 

During the latter days of the Republic and into the Clone Wars, Jedi 
archivists become fewer in number. Older Jedi believe that the younger 
members of the Jedi Order do not have the patience to take on the role of 
an archivist, choosing other rales deemed more important to the Jedi Order 
at that time. 


Jedi Archivist 

Medium Human Jedi 7/Jedi Knight 3 

Destiny 2; Force 5 

Init +10; Senses Perception +12 

Languages Basic, Bocce, Bothese, Durese, High Galactic, Huttese, two 
additional languages 


CL 10 


Defenses Ref 23 (flat-footed 23), Fort 24, Will 25; Deflect 

hp 89; Threshold 24 

Speed 6 squares 

Melee lightsaber +11 (2d8+5) or 

Ranged by weapon +10 

Base Atk +10; Grp +10 

Atk Options Improved Disarm 

Special Actions Adept Negotiator, Coordinated Attack", Lightsaber 
Defense, Melee Defense, Scholarly Knowledge, Skilled Advisor 

Force Powers Known (Use the Force +12): farseeing, Force thrust, rebuke 

Force Techniques Force Point Recovery, Improved Sense Force 

Abilities Str 10, Dex 10, Con 12, Int 16, Wis 14, Cha 14 

Talents Adept Negotiator, Deflect, Force Persuasion, Lightsaber Defense, 
Scholarly Knowledge, Skilled Advisor 

Feats Coordinated Attack", Force Sensitivity, Force Training, Improved 
Defenses, Improved Disarm, Linguist, Melee Defense, Skill Focus 
{Knowledge [galactic lore]), Skill Training (Knowledge [bureaucracy]), 
Weapon Proficiency (lightsabers, simple weapons) 

Skills Init/ative +10, Knowledge (bureaucracy) +13, Knowledge (galactic 
lore) +18, Knowledge (social sciences) +13", Perception +12, Use the 
Force +12 (can substitute for Persuasion checks) 

Possessions lightsaber (self-built), Jedi robes, datapad 

H Bonus feat or trained skill for being Human. 


Jedi Healer 

Like many religions and Force-using traditions in the galaxy, the Jedi Order 
values life and its preservation, and life in turn creates the Force. To that end, 
the ability to channel the Force to heal is one of the most prized powers a 
Jedi can possess. Although many Jedi learn to treat wounds to some extent, 
few Jedi devote their lives to the healing arts. Those that specialize in this 
area find that their understanding of the Force increases when they heal the 
sick and tend to the wounded, 

Jedi healers are experts in the field of medicine. They spend a majority of 
their time tending to patients and expanding their understanding of the Force 
by studying its connection with all living things. Since anger and aggression 
hamper their healing abilities, Jedi healers are less likely to be tempted by 
the dark side of the Force. Many great instructors and philosophers of the 
Jedi Order throughout history were also healers. Any younglings that show 
an interest or natural ability with healing are carefully tutored to take up the 
mantle of a Jedi healer to keep their abilities from going to waste. 


Despite their devotion to the preservation of life, Jedi healers are not 
pacifists, Many of them are more than willing to use their lightsabers to 
defend the sick and helpless. Jedi healers actively seek out battlefields, 
plague-ridden worlds, and highly dangerous locales to donate their time and 
abilities to help those in need. 

During the Clone Wars, the Republic encourages Jedi healers to accom- 
pany troops onto battlefields. Citizens unfortunate enough to be caught in 
the middle of battle often benefit from Jedi healers passing through. 


Jedi Healer cL9 

Medium Human Jedi 7/Jedi Knight 2 

Destiny 1; Force 5 

Init +10; Senses Perception +12 

Languages Basic, one additional language 

Defenses Ref 22 (flat-footed 21), Fort 21, Will 24; Block, Deflect, Dodge, 
Elusive Target 

hp 74; Threshold 21 

‘Speed 6 squares 

Melee lightsaber +11 (248+4) or 

Ranged by weapon +11 

Base Atk +9; Grp +10 

Atk Options Improved Disarm" 

Special Actions Adept Negotiator 

Force Powers Known (Use the Force +16): forseeing, Force disarm, 
Force stun, malacio, negate energy, surge. vital transfer (2) 

Force Techniques Improved Vital Transfer 

Abilities Str 10, Dex 13, Con 10, Int 13, Wis 16, Cha 14 

Talents Adept Negotiator, Block, Deflect, Elusive Target, Force Treatment 

Feats Dodge, Force Sensitivity, Force Training (2), Improved Disarm’ 
Melee Defense, Skill Focus (Use the Force), Skill Training (Perception), 
Weapon Finesse, Weapon Proficiency (lightsabers, simple weapons) 

Skills Initiative +10, Knowledge (galactic lore) +10, Knowledge (life 
sciences) +10", Perception +12, Use the Force +16 

Possessions lightsaber (self-uilt), Jedi robes, utility belt with medpac 

H Bonus feat or trained skill for being Human. 


Jedi Instructor 

Jedi instructors devote themselves to educating younger Jedi on the ways of 
the Force and the goals of the Jedi Order. Through the instruction of others, 
Jedi instructors increase their own understanding of the Force. 

Jedi instructors are most often found in the Jedi Temple on Coruscant, 
teaching younglings. Others actively seek out potential Jedi recruits that 
the order might fail to notice in the Outer Rim Territories and other areas 
outside the Republic's urisdiction. In some cases, Jedi instructors take young 
students or even other Jedi Knights with them on extended tours of the 
galaxy, sometimes traveling aboard an ExplorCorps vessel. 

Particularly effective Jedi instructors are often invited to join the Jedi 
High Council. 


Jedi Instructor cL9 

Medium Human Jedi 7/Jedi Knight 2 

Destiny 1; Force 5 

Init +5; Senses Perceation +10 

Languages Basic, High Galactic, two additional languages 

Defenses Ref 22 {flat-footed 21), Fort 21, Will 22; Deflect 

hp 74; Threshold 21 

Speed 6 squares 

Melee lightsaber +10 (248+4) 

Ranged by weapon +10 

Base Atk +9 Grp +10 

Atk Options Melee Defense 

Special Actions Adept Negotiator, Direct, Lightsaber Defense, 
Skilled Advisor 

Force Powers Known (Use the Farce +11): farseeing, mind trick, 
move object, rebuke 

Force Techniques Force Point Recovery 


Abilities Str 10, Dex 12, Con 11, tnt 16, Wis 13, Cha 14 

Talents Adept Negotiator, Deflect, Direct, Lightsaber Defense, 
Skilled Advisor 

Feats Force Sensitivity, Force Training (2), Melee Defense, Skill Focus 
(Knowledge [life sciences, physical sciences, social sciences], 

Use Computer"), Skill Training (Perception), Weapon Proficiency 
(lightsabers, simple weapons) 

Skills Knowledge (galactic lore) +12, Knowledge (life sciences) +17, 
Knowledge (physical sciences) +17, Knowledge (social sciences) +17, 
Perception +10, Pilot +10, Use the Force +11 

Possessions lightsabers (self-built), Jedi robes, datapad 

H Bonus feat or trained skill for being Human. 
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THE JEDI COUNCIL 
Jedi selected to lead the Jedi Order are grouped into four councils: the 
Council of First Knowledge, the Council of Reassignment, the Council of 
Reconciliation, and the High Council. Each council gathers in the Jedi Temple 
‘on Coruscant. 


The Council of First Knowledge 
Assembling in the northwest tower of the Jedi Temple on Coruscant, the 
Council of First Knowledge advises Jedi on matters that require access to and 
use of ancient Jedi lore. The council also oversees the repository of holocrons 
stored within their tower as well as certain sections of the Jedi Archives. 
The Council of First Knowledge has five members: one permanent member 
known as the Caretaker of the Tower of First Knowledge, and four rotating 
members from the Jedi High Council. The council's permanent member at 
the time of the Clone Wars is Jedi Master Astaal Vilburn. 


The Council of Reassignment 2 
The Council of Reassignment, stationed in the northeast tower of the Jedi 
Temple on Coruscant, organizes work for the younglings and other Jedi 
students not chosen to become Padawans. Members of the Council work 
with the Jedi Service Corps to ensure the fair distribution of members. In 
addition, the Council reassigns Jedi to other positions and responsibilities 
as warranted. 

The Council of Reassignment is made up of five Jedi Masters: two per- 
manent meznbers, and three rotating members (usually members of the High 
Council) who serve five-year terms. 


The Council of Reconciliation 
The purpose of the Council of Reconciliation, which is housed in the south- 
west tower of the Jedi Temple, is to seek out peaceful resolutions to various 
conflicts—usually political disputes—throughout the Republic and to assign 
Jedi on missions to implement those solutions. 

The Council of Reconciliation has five rotating members who can be 
chosen from among any interested Jedi Masters. 


The High Council 

The primary governing body of the Jedi Order, the High Council meets in the 
southeast tower of the Jedi Temple on Coruscant and supervises all activi- 
ties undertaken by the Jedi. In addition, the High Council also serves as an 
advising body for the Supreme Chancellor of the Republic. The High Council 
has twelve members: five permanent, four long-term, and three limited-term. 
Most members are Jedi Masters, but a few Jedi Knights have been selected 
to serve a limited term. The High Council selects all new members, with the 
exception of Anakin Skywalker (appointed by the Supreme Chancellor near 
the end of the Clone Wars). 


INFLUENTIAL FIGURES 
Incorporating familiar Star Wors characters into a campaign gives players 
opportunities to interact with them, which in turn helps the player characters 
feel like they are a part of the greater Star Worsstory and, by extension, part 
of galactic history. Since these named characters are expected to perform 
certain events in the universe's timeline, Gamemasters must use them judi- 
ciously and controi their level of interaction with the player characters, 

Famous Jedi characters from the Star Wars saga should interact with the 
player characters in one of two ways: 

Behind the Scenes: The Jedi does not appear in person but affects events 
or communicates with the heroes through a third party. At some point the 
player characters might learn of the Jeci’s involvement in the story, but that's 
the extent of their brush with fame. 

Brief Appearance: The heroes might encounter a famous Jedi at a criti- 
cat point in the adventure. The famous Jedi might help the heroes in some 
fashion if the character is an ally, hinder them if an enemy, or merely pursue 
his own agenda whether it plays a part iin the story or not. 


ANAKIN SKYWALKER 

Believed by many to be the Chosen One and foretold by ancient prophecies. 
to bring balance to the Force, Anakin Skywalker is the exception to other 
Jedi in many ways. He spends most of his childhood away from the Jedi 


Temple on Tatooine with his mother. Highly stubborn and emotional, he 
shows arrogance in his abilities as a pilot, with a lightsaber, and with the 
Force. Unlike other Jedi who display overconfidence in their abilities, Anakin 
is able to back up his boasts 

When Obi-Wan Kenobi is tasked with leading Republic troops into battle 
during the Clone Wars, Anakin serves as his assistant, leading clone star- 
fighter pilots against Separatist forces. His leadership and piloting skills help 
the clone pilots emerge victorious time and again, even though his reckless- 
ness and overconfidence frustrates Obi-Wan. 

Anakin begins to feel the true burden of leadership when he is paired with 
a strong-minded Padawan named Ahsoka Tano. Only then does he begin to 
appreciate all that Obi-Wan has tried to teach him. 


Anakin Skywalker 

Medium Human Jedi 7/Jedi Knight 5/ace pilot 2 

Destiny 2; Force 6, Strong in the Force; Dark Side 7 

Init +15; Senses Perception +9 

Languages Basic, Binary, Huttese 

Defenses Ref 31 (flat-footed 28), Fort 31, Will 28; Block, Deflect, 
vehicle dodge +1 

hp 141; Threshold 31 

Speed 6 squares 

Melee lightsaber +18 (248+15) or 

Melee lightsaber +16 with Rapid Strike (348+15) 

Ranged by weapon +16. 

Base Atk +13; Grp +18 

Atk Options Rapid Strike 

Special Actions Djem So, Redirect Shot, Vehicular Combat 

Force Powers Known (Use the Force +19): dark rage, forseeing, Force 
disarm, Force grip, Force slam (2), move object, rebuke, surge 

Force Techniques Force Point Recovery, Improved Move Light Object 


cL 14 


OBI-WAN KENOBI 
Obi-Wan Kenobi has a long and successful career that helps to shape the 
future of the galaxy, Honorable and gallant, he speaks and acts in a manner 
that many consider the ideal of what a Jedi should strive to be, His reputation 
is well earned as he deals with many trials on the road to becoming one of 
the most highly regarded Jedi Masters. 

With the outbreak of the Clone Wars, Obi-Wan becomes a general in com- 
mand of thousands of clone troopers. His stalwart presence and leadership 
skills earn him the respect of his troops and fellow Jedi, as he proves to be 
a highly capable and trusted strategist and commander. 
Obi-Wan Kenobi CL 14 
Medium Human Jedi 7/Jedi Knight 5jJedi Master 2 
Destiny 2; Force 7 
Init +15; Senses Perception +9. 

Languages Basic, Shyriiwook 

Defenses Ref 30 (flat-footed 27), Fort 31, Will 29; Block, Deflect, Soresu 

hp 129; Threshold 31 

Immune fear effects 

Speed 6 squares 

Melee lightsaber +19 (2d8+13) or 

Melee lightsaber +14/+14 (2d8+13) with Double Attack 

Ranged by weapon +17 

Base Atk +14; Grp +17 

Atk Options Double Attack, Severing Strike 

Special Actions Adept Negotiator, Combat Reflexes, Redirect Shot, 
serenity 

Force Powers Known (Use the Force +19): farseeing, Force slam (2), mind 
trick, move object, rebuke, surge (2), vital transfer 

Force Secrets Quicken Power 

Force Techniques Force Point Recovery, Improved Move Light Object 


Abilities Str 16, Dex 16, Con 17, Int 14, Wis 14, Cha 14 

Talents Armored Defense, Block, Deflect, Djem So, Force Pilot, Redirect 
Shot, Renowned Pilot, Weapon Specialization (lightsabers) 

Feats Armor Proficiency (light), Force Sensitivity, Force Training (3), 
Rapid Strike, Skill Focus (Use the Force), Strong in the Force, Vehicular 
Combat, Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, 
simple weapons) 

Skills Acrobatics +15, Initiative +15, Mechanics +14, Pilot +15, 

Use the Force +19 

Possessions lightsaber (self-built), comlink (encrypted), cybernetic 

prosthesis (1, right hand), Jedi robes, utility belt 


Abilities Str 15, Dex 16, Con 14, Int 13, Wis 14, Cha 15 

Talents Adept Negotiator, Armored Defense, Block, Deflect, Redirect Shot, 
Severing Strike, Soresu, Weapon Specialization (lightsebers) 

Feats Armor Proficiency (light), Combat Reflexes, Double Attack 
(lightsabers), Force Sensitivity, Force Training (3), Skill Focus (Use 
the Force), Weapon Finesse, Weapon Focus (lightsabers), Weapon 
Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +15, Initiative +15, Pilot +15, Use the Force +19 

Possessions lightsaber (self-built), comlink (encrypted), Jedi robes, utility 
belt with medpac, electrobinoculars 
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MasTeR Yooa 


YoDA 

Considered by many to be the wisest of all Jedi, Yoda is a senior member 
of the High Council and highly respected by virtually the entire Jedi Order. 
Not much of his personal history is known, but the fact that he has trained 
Jedi for eight hundred years is widely known even by the politicians of the 
Galactic Senate and many other high-ranking officials of the Republic. Most 
Jedi in this timeframe have received at least some training from Yoda, most 
often as younglings. 

Throughout the Clone Wars, Yoda leads troops on the front lines, mounted 
on his kybuck (see sidebar) with lightsaber in hand. Throughout the war, 
Master Yoda continues to show concern for the lives of his soldiers as well 
as the state of the Republic and the Jedi Order. 
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Yoda 

Small Jedi &/Jedi Knight 7/Jedi Master § 

Destiny 4; Force 8, Strong in the Force 

Init +18 (Force Point: can reroll and keep better result); Senses Improved 
Sense Surroundings, Use the Force +24 

Languages Basic, Cerean, Shyriiwook {understand only) 

Defenses Ref 37 (flat-footed 34), Fort 33, Will 38; Block, Deflect 

hp 134; Threshold 33 

Immune fear effects 


CL 20 


Speed 4 squares 

Melee lightsaber +25 (2d8+16) or 

Melee lightsaber +24/+24 (2d8+16) with Double Attack or 

Melee lightsaber +19/+19/+19 (2d8+16) with Triple Attack 

Ranged by weapon +23 

Base Atk +20; Grp +18 

Atk Options Acrobatic Strike, Double Attack, Melee Defense, Triple 
Attack, Whirlwind Attack 

Special Actions Redirect Shot, serenity, Skilled Advisor 

Force Powers Known (Use the Force +24): battle strike (2), farseeing, 
Force disarm, Force slam (3), Force thrust, mind trick (2), move object 
(2), negate energy, rebuke (2), surge (2), vital transfer 

Force Secrets Devastating Power, Distant Power, Multitarget Power, 
Quicken Power 

Force Techniques Improved Sense Force, Force Point Recovery (2) 

Abilities Str 8, Dex 16, Con 11, Int 15, Wis 21, Cha 19 

Talents Ataru, Block, Deflect, Force Perception, Foresight, Multiattack 
Proficiency (lightsabers x2), Redirect Shot, Severing Strike, Skilled 
Advisor, Visions 

Feats Acrobatic Strike, Double Attack (tightsabers), Force Sensitivity, 
Force Training (3), Melee Defense, Skill Focus (Use the Force), Strong 
in the Force, Triple Attack (lightsabers), Weapon Finesse, Weapon 
Focus (lightsabers), Weapon Proficiency (lightsabers, simple weapons), 
Whirlwind Attack 

Skills Acrobatics +18, Initiative +18 (Force Point: can reroll and keep 
better result), Knowledge (galactic lore) +17, Knowledge (tactics) +17, 
Stealth +15, Use the Force +24 (can substitute for Perception checks) 

Possessions lightsaber (self-built), gimer stick cane, Jedi robes 


KyreBucK 
Kybucks are swift herbivores from the Wookiee homeworld of Kashyyyk. 
During the Clone Wars, Jedi Master Yoda receives one as a gift for heal- 
ing an ailing Wookiee princess. Yoda forms a bond of friendship with the 
riding beast. When General Grievous attacks Coruscant, Yoda rides his 
kybuck into battle but keeps it away from danger. 

Kybucks move at incredibly high speeds overland, Outside of combat, 
they have a maximum velocity of 90 kilometers per hour. 


Kybuck cL1 

Medium beast 2 

Init +4; Senses Perception +2 

Defenses Ref 14 (flat-footed 11), Fort 9, Will 17 

hp 7; Threshold 9 

Speed 12 squares 

Melee bite +2 (1d6+2) or 

Melee kick +2 (1d4+2 plus special) 

Base Atk +1; Grp +4 

Atk Options kybuck kick 

Abilities Str 12, Dex 16, Con 8, Int 2, Wis 13, Cha 12 

Feats Skill Focus Jump) 

Skills Jump +12 

Kybuck Kick—As a standard action, a kybuck can move its speed. At 
any point during its move, it can make a kick attack against a target 
and exit that target's threatened space without provoking an attack 
of opportunity from the target. 


MACE WINDU 

Believed by many Jedi to be on par with Master Yoda in his skills with the 
lightsaber, Mace is a diplomat at heart, preferring to negotiate toward 
peaceful resolution rather than resort to combat. 

As the Clone Wars dawn on Geonosis, Mace Windu easily slips into the 
role of a military leader, leading the clone troopers against the droid forces 
of Count Dooku and the Separatists. His role as a senior member of the Jedi 
High Council and his natura’ talent as a negotiator help him muster the 
troops and spearhead his part in the Republic's overall battle plan to bring 
down the Separatists. 

Throughout his time as a general, Master Windu proves himself to be an 
aggressive leader and a formidable warrior, leading his troops from the front, 
and unafraid to engage the enemy personally. 


Mace Windu cLi9 
Medium Human Jedi 8/Jedi Knight 6/Jedi Master 5 

Destiny 3; Force & 

Init +16; Senses Improved Sense Surroundings, Use the Force +23 
Languages Basic, Huttese, Mando’a, Ryl 

Defenses Ref 35 (flat-footed 32), Fort 34, Will 36; Block, Deflect 

hp 167; Threshold 34 

Immune fear effects 


Speed 6 squares 

Melee lightsaber +24 (2d8+17/19-20) or 

Melee lightsaber +28 (2d8+26/19-20) with Powerful Charge or 

Melee lightsaber +26 (3d8426/19-20) with Powerful Charge and Rapid 
Strike or 

Melee lightsaber +22 (348+17/19-20) with Rapid Strike or 

Melee lightsaber +19/+19 (348+17/19-20) with Double Attack or 

Melee lightsaber +17/+17 (3d8+17/19-20) with Double Attack and Rapid 
Strike 

Ranged by weapon +21 

Base Atk +19; Grp +21 

Atk Options Cleave, Double Attack, Great Cleave, Power Attack, Powerful 
Charge, Rapid Strixe, Severing Strike 

Special Actions Improved Shatterpoint, Juyo, Redirect Shot, Serenity, 
shatterpoint 

Force Powers Known (Use the Force +23): battle strike (2), farseeing, 
Force grip, Force stom, mind trick, move object, surge, shatterpoint, 
technometry 

Force Secrets Devastating Power, Multitarget Power, Quicken Power, 
Shaped Power 

Force Techniques Force Point Recovery, Improved Sense Surroundings, 
Improved Shatterpoint 

Abilities Str 14, Dex 14, Con 15, Int 16, Wis 18, Cha 18 

Talents Block, Deflect, Force Perception, Greater Weapon Focus 
(lightsabers), Greater Weapon Specialization (lightsabers), Juyo, 
Redirect Shot, Severing Strike, Vaapad, Weapon Specialization 
(lightsabers) 

Feats Cleave, Double Attack (lightsabers), Force Sensitivity, Force Training 
(2), Great Cleave, Martial Arts |, Power Attack, Powerful Charge, Rapid 
Strike, Skill Focus (Use the Force), Weapon Focus (lightsabers), Weapon 
Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +16, Initiative +16, Knowledge (galactic lore) +17, 
Knowledge (tactics) +17, Perception +18, Use the Force +23 (can 
substitute for Perception checks) 

Possessions lightsaber (self-built), comlink (encrypted), Jedi robes, 
utility belt 


AMBOKA TANO 


AHSOKA TANO 

Absoka Tano is the young, eager Padawan of Jedi Knight Anakin Skywalker. 
Despite her young age, the precocious Togruta is placed under Anakin Sky- 
walker to help him learn not only how to train a Padawan but also how to 
let one go once her training is complete. 

Ahsoka Tano is 3 fan of unorthodox strategies and, like Anakin as a 
Padawan, sometimes lets her eagerness get in the way of good sense and 
forethought. Moreover, she seems to have little respect for the sanctity of the 
bond between a Jedi Knight and his Padawan, as she constantly makes quips 
at Anakin’s expense. Ahsoka studies the Shien form of lightsaber combat, 
choosing to hold her lightsaber in a horizontal grip to take advantage of her 
speed and agility. 


Ahsoka Tano cL4 
Medium Togruta (young adult) Jedi 4 

Destiny 1; Force 3 

Init +5; Senses Perception +3 

Languages Basic, Togruti 

Defenses Ref 18 (flat-footed 15, Lightsaber Defense 19), Fort 15, Will 16 
hp 47; Threshold 15 


Speed 6 squares 

Melee lightsaber +8 (2d8+1) 

Base Atk +4; Grp +7 

Atk Options Weapon Finesse 

Special Actions Lightsaber Defense, spatial awareness 

Force Powers Known (Use the Force +9): Force stam, move object, 
rebuke, surge 

Abilities Str 8, Dex 16, Con 9, Int 10, Wis 12, Cha 14 

Special Qualities pack hunter, sneaky, spatial awareness 

Talents Deflect, Lightsaber Defense 

Feats Force Sensitivity, Force Training (2), Weapon Finesse, Weapon Focus 
(lightsaber), Weapon Proficiency (lightsabers, simple weapons) 

‘Skills Acrobatics +10, Stealth +5 (can reroll, must take second result), 
Use the Force +9 

Possessions lightsaber 

Pack Hunter—Ahsoka Tano deals an extra 2 points of damage against an 
‘opponent she flanks. 

Spatial Awareness—Ahsoka Tano ignores all cover and concealment when 
making Perception checks to notice targets within 10 squares. 


KIT Fisto 

Growing up in the Jedi Temple as a young Nautolan, Kit Fisto focuses his 
training to take advantage of his aquatic abilities. Throughout his life, he 
strives to maintain a low profile as he struggles with a lack of self-confidence. 
He steps out of his self-imposed solitude when he accepts the Mon Calamari 
Padawan Bant Eerin as his first apprentice after the death of her master, 
Tahl. Even when instructing his Padawan, he tacks confidence in himself 
as an instructor. Only after he effectively leads units of clones into battle 
against the droid forces of the Separatists does he find faith in his abilities 
and accept a seat on the High Council. 

Kit Fisto accepts command of a unit of clone subtroopers and leads the 
campaign on Mon Calamari against the Separatist-supporting Quarren 
Isolationist League. He successfully leads his forces and his Mon Calamari 
allies to victory over the Quarren, securing the planet for the Republic. Later 
campaigns on Devaron and Ord Cestus add more triumphant returns for the 
Nautolan Jedi. 


Kit Fisto 

Medium Nautolan Jedi 7/Jedi Knight 5/Jedi Master 1 

Destiny 2; Force 6 

Init +13; Senses low-light vision, Use the Force +17 

Languages Anselmian, Basic, Nautila 

Defenses Ref 28 (flat-footed 26), Fort 28, Will 28; Block, Deflect, 
Shii-Cho 

hp 122; DR 2; Threshold 28 

Immune fear effects 


CL 13 


Speed 6 squares, swim 4 squares 

Melee lightsaber +18 (2d8+*0) or 

Melee lightsaber +13/+13 (2d8+10) with Double Attack 

Ranged by weapon +15 

Base Atk +13; Grp +15 

Atk Options Cleave, Power Attack 

Special Actions Force Focus, Lightsaber Defense, Redirect Shot, serenity 

Force Powers Known (Use the Force +17): battle strike (2), Farce slam, 
Force thrust, mind trick, move object, rebuke (2), surge 

Force Techniques Force Point Recovery, Improved Sense Force 

Abilities Str 14, Dex 14, Con 15, Int 12, Wis 14, Cha 12 

Special Qualities breathe underwater 

Talents Block, Deflect, Force Focus, Force Perception, Greater Weapon 
Focus (lightsabers), Lightsaber Defense, Redirect Shot, Shii-Cho 

Feats Cleave, Double Attack (lightsabers), Force Sensitivity, Force 
Training (3), Power Attack, Skill Focus (Use the Force), Weapon Focus 
(lightsabers), Weapon Proficiency (lightsabers, simple weapans) 

Skills Endurance +13, Initiative +13, Perception +8 (can reroll when 
sensing deception or influence; underwater, keep better result), Swim 
+8 (can reroll, can take 10 when distracted), Use the Force +17 (can 
substitute for Perception checks) 

Possessions lightsaber (self-built), Jedi robes 


NAHDAR VEBB 

Nahdar Vebb is a young Jedi who studies under Kit Fisto as 2 Padawan. Though 
skilled in the art of lightsaber combat, Nahdar Vebb's talents also extend to 
healing. Vebb is a master of using the Force to help a body repair itself more 
quickly and efficiently, and during his service in the Clone Wars, Vebb uses 
his talents to keep clone troops fighting despite their grievous wounds. 


Nahdar Vebb cle 

Medium Mon Calamari Jedi 7/Force adept 1 

Force 4 

Init +4; Senses low-light vision, Use the Force +17; Block, Deflect 

Languages Basic, Mon Calamarian 

Defenses Ref 21 (flat-footed 21), Fort 20, Will 26 

hp 73; Threshold 20 

Speed 6 squares, swim 4 squares 

Melee fightsaber +11 (2d8+6) 

Base Atk +7; Grp +9 

Atk Options Acrobatic Strike 

‘Special Actions Equilibrium 

Force Powers Known (Use the Force +17): battle strike, Force slam, 
Move object, negate energy, rebuke, surge, vitol transfer (2) 

Abilities Str 14, Dex 11, Con 10, Int 13, Wis 16, Cha 16 

Special Qualities breathe underwater, expert swimmer, low-light vision 


Talents Block, Deflect, Equilibrium, Force Perception, Force Treatment 

Feats Acrobatic Strike, Force Sensitivity, Force Training (21, improved 
Defenses, Skill Focus (Use the Force), Weapon Focus (lightsabers), 
Weapon Proficiency {lightsabers, simple weapons) 

Skills Acrobatics +9, Knowledge (life sciences) +10, Percention +17, 
Treat Injury +17, Use the Force +17 

Possessions lightsaber (self-built), comlink 


Ki-ADI-MUNDI 

Discovered at the age of four by the Dark Woman, Ki-Adi-Mundi travels to 
Coruscant and join the Jedi Order. Decades later, he returns to Cerea and 
becomes his homeworld's watchman, driving out the raiders that haunted 
his people for many years and helping the planet join the Republic. Even 
during his time as Cerea's protector, Ki-Adi learns about the Force quickly, 
exemplifying the role of Jedi Knight to his people and impressing the rest of 
the Jedi Order. Eventually, he is invited to join the Jedi High Council, becoming 
one of a few Jedi to gain a permanent seat on the Council before reaching 
the level of Jedi Master. 

When the Clone Wars begin on Geonosis, Ki-Adi fights alongside the 
other Jedi, although he and fellow Jedi Master Plo Koon are captured while 
attempting to disable the droid control ship, After the battle, he serves with 
the Grand Army of the Republic as a general, becoming one of the first to 
fight against General Grievous and survive (thanks to the timely arrival of a 
squad of ARC troopers). After his recovery, Ki-Adi-Mundi accepts command 
of the 21st Nova Corps. 


KI-Ao}-MUNor 


eer Sx. |iisesraveS: 


xl eaLevHD 


isp SHt, 


Ki-Adi-Mundi cL 13 
Medium Cerean Jedi 7/Jedi Knight 5/Jedi Master 1 

Destiny 2; Force € 

Init +17; Senses Perception +8 


Languages Basic, Cerean, Ryl__ 


Defenses Ref 28 {flat-footed 27), Fort 29, Will 29; Block, Deflect 

hp 122; Threshold 29 

Immune fear effects 

Speed 6 squares 

Melee lightsaber +17 (2d8+10) or 

Melee lightsaber +15 (348+10) with Rapid Strike 

Ranged by weapon +14 

Base Atk +13; Grp +14 

Atk Options Improved Disarm, Melee Defense, Rapid Strike 

Special Actions Combat Reflexes, Equilibrium, Lightsaber Defense, 
Redirect Shot 

Force Powers Known (Use the Force +14): battle strike, Force slam, 
mind trick, move object, rebuke, surge 

Force Techniques Force Point Recovery, Improved Sense Force 


Abilities Str 12, Dex 13, Con 14, Int 14, Wis 14, Cha 16 

Talents Block, Clear Mind, Deflect, Equilibrium, Greater Weapon Focus 
(ightsabers), Lightsaber Defense, Redirect Shot, Weapon Speciatization 
(lightsabers) 

Feats Combat Reflexes, Force Sensitivity, Force Training (2), Improved 
Defenses, improved Disarm, Melee Defense, Rapid Strike, Skill 
Focus (Initiative), Weapon Focus (lightsabers), Weapon Proficiency 
Uightsabers, simple weapons) 

Skills Initiative +17 (can reroll), Knowledge (galactic lore) +13, Pilot +12, 
Use the Force +14 (can reroll when opposing Force detection) 

Possessions lightsaber (self-built), Jedi robes 


“A&A PERSON ALWAYS 
TAKES HIS HOME 
WITH HIM, WHEREVER 
HE GOES. WORLDS 
ARE SO VAST-YET 
THEY FIT EASILY 
INTO ONE'S HEART." 


-Ki-A&ADI-MUNDI 


K'RKRUHK 

Selected to be the Padawan of Lilit Twoseas, the Whiphid named K’Kruhk 
fights alongside her as well as Micah Gillett, Qui-Gon Jinn, and Plo Koon 
during the Yinchorri Uprising, Witnessing his master’s death as she saves him 
from a Yinchorri warrior, K'Kruhk flies into a rage and slaughters countless 
Yinchorri until he recovers her body. Although he completes his training under 
another master, Twoseas's death continues to haunt his memories. 

K'Kruhk matures into a capable Jedi Knight and joins the task force sent 
to Geonasis ta rescue Obi-Wan Kenobi, Anakin Skywalker, and Senator Padmé 
Amidala. Entrusted with the rank of general and command of the 416th Star 
Corps, K’Kruhk leads his troops into battle on the planet Teyr. Despite his best 
efforts, his unit suffers heavy casualties and he disappears without a trace, 
distraught over the high death toll that occurred under his command. He 
later rejoins the war effort with the help of Master Mace Windu, joining a 
Jedi strike force on the planet Hypori, where he is terribly injured and left for 
dead by General Grievous. Surviving even that, he escapes back to Coruscant 
and is reassigned to the protection of Senator Viento. 


K'Kruhk 

Medium Whiphid Jedi 7/Jedi Knight 5/Jedi Master 1 

Destiny 3; Force 7 

Init +8; Senses scent, Perception +8 

Languages Basic, Whiphid 

Defenses Ref 28 (flat-footed 26), Fort 27 (32 against cold), Will 28; 
Block, Deflect 

hp 122, Extra Second Wind; Threshold 32 

Immune fear effects 

Speed 6 squares 

Melee claw +16 (1d8+9) or 

Melee lightsaber +18 (2d8+14) or 

Melee lightsaber +13/+13 (2d8+14) with Double Attack or 

Ranged by weapon +15 

Base Atk +13; Grp +14 

Atk Options Double Attack 

Special Actions Adept Negetiator, Equilibrium, Force Fortification, 
Lightsaber Defense, serenity 

Force Powers Known (Use the Force +18): battle strike, Force slam, 
move object, rebuke, sever Force, surge 

Force Techniques Force Point Recovery, Improved Force Trance 

Abilities Str 17, Dex 15, Con 13, Int 12, Wis 15, Cha 14 

Talents Adept Negotiator, Block, Clear Mind, Deflect, Equilibrium, Force 
Fortification, Lightsaber Defense, Weapon Specialization (lightsabers) 

Feats Double Attack (lightsabers), Extra Second Wind, Force Sensitivity, 
Force Training (2), Improved Damage Threshold, Skill Focus (Use the 
Force), Toughness, Weapon Focus (lightsabers), Weapon Proficiency 
(lightsabers, simple weapons) 

Skills Endurance +12, Knowledge (galactic lore) +12, Use the Force +18 
(can reroll when opposing Force detection) 

Possessions lightsaber (self-built), Jedi robes, conical straw hat 


cL 13 


PLO KOON 

Plo Koon is descended from a long line of Kel Dor Jedi that includes his 
uncle and niece. He studies under the Wookie Jedi Master Tyvokka, but his 
sarcastic wit and tendency to make quick decisions without consicering the 
consequences of his actions push Tyvokka’s patience to its limits many times. 
Plo Koon eventually trains several Padawans during his career with the Jedi, 
including Bultar Swan and the female Trandoshan Lissarkh. 

Following the Stark Hyperspace Wars, Plo Koon receives his promotion 
to Jedi Master and is offered a permanent seat on the Jedi High Council in 
honor of his dying master’s wish. Although he feels that many others are 
more deserving, he nevertheless accepts the honor. 


Plo Koon survives the Battle of Geonosis, although he and fellow Jedi 
Master Ki-Adi-Mundi are captured while trying to disable the droid control 
ship and escorted to the arena to be executed with the rest. After helping lead 
the Republic to victory that day, Plo Koon is given the rank of general, direct- 
ing his troops through the Battle of Brentaal IV and the Battle of Rendili. 
Plo Koon cLis 
Medium Kel Dor Jedi 7Jedi Knight Sjsedi Master 3 
Destiny 3; Force 7 
Init Use the Force +19; Senses low-light vision, Use the Force +19 
Languages Basic, Huttese, Kel Dor, Shyriiwook (understand only) 
Defenses Ref 32 (flat-footed 28), Fort 29, Will 30; Block, Deflect 
hp 122; Threshold 29 
Immune fear effects 
Speed 6 squares 
Melee lightsaber +20 (2d8+11) or 
Melee lightsaber +15/+15 (28411) with Double Attack or 
Melee unarmed +18 {1d6+8) 

Ranged by weapon +18 

Base Atk +15; Grp +18 

Atk Options Double Attack 

Special Actions Combat Reflexes, Force Intuition, Redirect Shot, 
Resilience, Shien, Telekinetic Savant 

Force Powers Known (Use the Force +19): battle strike, farseeing, Force 
disarm (2), Force thrust, malacia, mind trick, rebuke, surge 

Force Secrets Multitarget Power, Quicken Power 

Force Techniques Force Point Recovery, Force Power Mastery 
{Force thrust) 

Abilities Str 13, Dex 16, Con 13, Int 15, Wis 14, Cha 14 

Talents Block, Deflect, Force Intuition, Force Perception, Redirect 
Shot, Resilience, Shien, Telekinetic Savant, Weapon Specialization 
(lightsabers) 

Feats Combat Reflexes, Double Attack (lightsabers), Force Sensitivity, 
Force Training (3), Martial Arts |, Skill Focus (Use the Farce), Weapon 
Finesse, Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, 
simple weapons) 

Skills Knowledge (physical sciences) +14, Mechanics +14, Pilot +14, Use 
the Force +19 (can reroll when searching feelings or sensing Force, can 
substitute for Perception checks) 

Possessions lightsaber (self-built), Jedi robes, antiox breath mask and 
goggles 
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AN'YA KURO (THE DARK 
WOMAN) 

The Dark Woman, originally named An'ya Kuro, has an unremarkable child- 
hood in the Jedi Temple, but she gains notice soon after achieving the rank 
of Jedi Knight. She travels the galaxy searching for Force-sensitive children 
to bring into the Jedi Order, among them Ki-Adi-Mundi. 

Kuro uses training methods considered by the High Council to be too 
harsh, despite the fact that her methods quite effective for most of her 
students. However, a few of her pupils—among them Aurra Sing—fail under 
the pressure and leave the Jedi Order. 

Aftera short exile and return to the Jedi Order, Kuro accompanies the Jedi 
task force to Geonosis and helps in the starfighter battle. Later, she chooses 
to assist the war effort as a spy instead of as a military leader. 


An'ya Kuro (The Dark Woman) cL 16 

Medium Human Jedi 7/Jedi Knight 6/Jedi Master 3 

Destiny 3; Force 7; Dark Side 2 : 

Init +15; Senses improved Sense Force, Use the Force +20 

Languages Basic, Huttese 

Defenses Ref 32 (flat-footed 29), Fort 30, Will 31; Block, Deflect, Dodge, 
Mobility 

hp 134; Threshold 30 

Immune fear effects 

Speed 6 squares 

Melee lightsaber +20 (2d8+10) or 

Melee lightsaber +17/+17 (2d8+10) with Double Attack or 

Melee unarmed +18 (146+) or 

Ranged by weapon +18 

Base Atk +16; Grp +18 

Atk Options Double Attack 

Special Actions Gauge Force Potential, Lightsaber Defense +2, serenity, 
Skilled Advisor 

Force Powers Known (Use the Force +20): cloak, Force slam, move 
object, phase, rebuke, technometry 

Force Secrets Distant Power, Quicken Power 

Force Techniques Force Point Recovery, Improved Phase, improved 
Sense Force 

Abilities Str 13, Dex 14, Con 12, Int 13, Wis 14, Cha 15 

Talents Block, Clear Mind, Deflect, Force Perception, Gauge Force 
Potential, Lightsaber Defense (2), Multiattack Proficiency (lightsabers), 
Skilled Advisor 

Feats Dodge, Double Attack (lightsabers), Force Sensitivity, Force Training 
(2), Martial Arts |, Mobility, Power Attack, Skill Focus (Use the Force), 
Weapon Finesse, Weapon Focus (lightsabers), Weapon Proficiency 
{lightsabers, simple weapons) 


Skills Initiative +15, Knowledge (galactic lore) +14, Knowledge 
(tactics) 414, Use the Force +20 (can reroll when opposing Force 
detection, can substitute for Perception checks) 

Possessions lightsaber (self-built), black Jedi robes 


AAYLA SECURA 

Discovered by Jedi Master Tholme and his apprentice Quinlan Vos, Aayla 
Secura is rescued from certain death at the hands of a Hutt’s wampa guard 
‘on Ryloth. Quinlan, sensing her sensitivity to the Force, convinces his master 
to take her back to Coruscant for testing. Accepted into the Jedi Order, Aayla 
graws to become highly skilled with a lightsaber, mastering the Ataru style 
many years earlier than expected, After overcoming amazing challenges— 
including a period of memory loss, rescuing Vos on Ord Mantell, and freeing 
Tholme from the clutches of the Morgukai—Aayla's deeds convince the High 
Council to promote her to Jedi Knight. 

After participating in the Battle of Geonosis, Aayla becomes a general in 
the Grand Army of the Republic, taking command of the 327th Star Corps. 
She fights alongside her troops in various battles during the Clone Wars, 
including the Battle of Kamino, the Siege of Saleucami, and the Battle of 
Hypori, where she faces off against General Grievous and almost dies at the 
cyborg’s hands. 


AAYLA SECURA 


Aayla Secura cL 

Medium Twi'lek Jedi 8/Jedi Knight 3 

Force 6; Dark Side 2 

Init +13; Senses Improved Sense Surroundings, low-light vision, 
Perception +12 

Languages Basic, Huttese, Nautolan, Ryl 

Defenses Ref 26 (flat-footed 23), Fort 26, Will 25; Deflect, Dodge, 
Mobility 

hp 96; Threshold 26 

Speed 6 squares 

Melee lightsaber +16 (2d8+11) or 

Melee lightsaber +11/+11 (2d8+11) with Double Attack or 

Melee lightsaber +6/+6 (248+8) with Double Attack and 
lightsaber +6 (2d8+8) or 

Ranged by weapon +14 

Base Atk +11; Grp +14 

Atk Options Acrobatic Strike, Ataru, Double Attack, Dual Weapon 
Mastery | 

Special Actions Acrobatic Recovery, Force Haze, Redirect Shot 

Force Powers Known (Use the Force +13): Force thrust, mind trick, surge 

Force Techniques Force Point Recovery, Improved Sense Surroundings 

Abilities Str 10, Dex 16, Con 12, Int 14, Wis 14, Cha 17 ; 

Talents Acrobatic Recovery, Ataru, Clear Mind, Deflect, Force Haze, 
Redirect Shot 

Feats Acrobatic Strike, Dodge, Double Attack, Dual Weapon Mastery |, 
Force Sensitivity, Force Training, Mobility, Weapon Finesse, Weapon 
Focus (lightsabers), Weapon Proficiency (\ightsabers, simple weapons) 

Skills Acrobatics +13, Deception +8 (can reroll), Initiative +13, Perception 
+12, Use the Force +13 (can reroll when opposing Force detection) 

Possessions 2 lightsabers (self-built), Twilek-style Jedi uniform 


SAESEE TIIN 

Saesee Tiin grows up in the Jedi Temple before Master Omo Bouri chooses 
him as a Padawan. Bouri strives to instill a strong sense of conviction in his 
pupil, succeeding to the point that riany Jedi see Tiin 
to the Jedi Order as fanatical, his conviction growing even more after Bouri's 
death. In addition to his stark devotion to the Jedi Order, Master Tiin is stern 
and introspective, mostly keeping to himself. 

Saesee Tiin proves himself during the Clone Wars as @ formidable oppo- 
nent anda highly competent pilot. His zealous demeanor easily shines through 
in the heat of battle, leading his troops into scemingly insurmountable odds 
but coming out virtually unscathed. 
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Saesee Tiin 

Medium Iktotchi Jedi 8/Jedi Knight S/Jedi Master 3 
Destiny 2; Force 6 

Init +15; Senses Use the Force +15 

Languages Basic, Binary, Iktotchese 


CL 16 


Defenses Ref 32 (flat-footed 30), Fort 33, Will 30; Block, Deflect, limited 
precognition, +1 natural armor 

hp 144; Threshold 33 

Immune fear effects 


Speed 6 squares 

Melee lightsaber +19 (248+10) or 

Melee lightsaber +17 (3d8+10) with Rapid Strike or 

Ranged by weapon +18 

Base Atk +16; Grp +18 

Atk Options Cleave, Power Attack, Severing Strike 

Special Actions Force Intuition, Lightsaber Defense +2, Redirect Shot, 
serenity, Vehicular Combat > 

Force Powers Known (Use the Force +15): battle strike, forseeing, 
Force thrust, move object, rebuke, surge 

Force Secrets Devastating Power, Multitarget Power 

Force Techniques Force Point Recovery, Improved Telepathy 


Abil Str 13, Dex 15, Con 14, Int 12, Wis 13, Cha 15. 
Talents Armored Defense, Block, Deflect, Force Intuition, Force 
Perception, Lightsaber Defense (2), Redirect Shot, Severing Strike 
Feats Armor Proficiency (light), Cleave, Force Sensitivity, Force Training 
(3), Power Attack, Rapid Strike, Skill Focus (Pilot), Vehicular Combat, 
Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, 
simple weapons} 

Skills Mechanics +14, Pilot +20 (can reroll), Use the Force +15 (can 
substitute for Initiative and Perception checks) 

Possessions lightsaber (self-built), comlink (encrypted), Jedi robes, 
electrobinoculars, utility belt 


“WE MUST MOVE 


QUICKLY IF THE 
JED! ORDER IS TO 
SURVIVE." 


- MACE WINDU 


QUINLAN VOS 

‘Quinlan Vos's early life is fraught in turmoil. As the son of the leaders of his 
homeworld of Kiffar, his destiny is set in stone by his people, who expect him 
to grow and become a Guardian like his parents. His latent abilities with the 
Force and his discovery by Jedi Master Tholme change everything: After his 
parents are killed, Quinlan is taken to Coruscant to complete his Jedi training 
against the wishes of the Kiffar people. 

After growing and passing the trials to become a Jedi Knight, Quintan 
accepts a mission that takes him to Nar Shaddaa. At the hands of his cousin, 
he loses his memories, including the knowledge of his position with the Jedi 
and his abilities with the Force. He spends the next several years fighting 
against the temptations of the dark side. 

When the Separatists rise up against the Republic, Quinlan Vos works 
undercover establishing a spy network to obtain information from the Con- 
federacy. He works his way into Count Dooku's inner circle, by which time 
many believe Vos to have changed his allegiance to the Separatists after 
finally succumbing to the dark side. 


‘Quinlan Vos cL 12 

Medium Kiffar (Near-Human) Jedi 7Jedi Knight 5 

Destiny 2; Force 6; Dark Side 7 

Init +13; Senses Use the Force +18 

Languages Basic, Ryl 

Defenses Ref 25 (flat-footed 24), Fort 26, Will 26; Block, Deflect 

hp 114; Threshold 26 

Speed 6 squares; Running Attack 

Melee lightsaber +16 (248+10/x3) or 

Melee lightsaber +14/+14 (3d8410/%3) with Rapid Strike or 

Ranged by weapon +13 

Base Atk +12; Grp +14 

Special Actions Combat Reflexes, Lightsaber Defense, Redirect Shot 

Force Powers Known (Use the Force +18): battle strike, dark rage, 
farseeing, Force lightning, Force slam, mind trick, move object, rebuke 

Force Techniques Force Point Recovery, Improved Sense Force 

Abilities Str 14, Dex 13, Con 14, Int 12, Wis 15, Cha 14 

Talents Block, Dark Side Sense, Deflect, Force Perception, Lightsaber 
Defense, Psychometry, Weapon Specialization (lightsabers) 

Feats Combat Reflexes, Force Sensitivity, Force Training (3), Rapid Strike, 
Running Attack, Skill Focus (Use the Force), Triple Crit {lightsabers), 
Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, simple 
weapors) 

Skills Acrobatics +13, Initiative +13, Knowledge (galactic lore) +12, Use 
the Force +18 

Possessions lightsaber (self-built), Jedi rabes 


YEO! VEHICLES AND 
STARSHIPS 


‘Many Jedi use some form of vehicle or starship to move with their troops 
and engage the enemy during the Clone Wars. As the war progresses, new 
technologies and new information from the field allow new and improved 
vehicles to be constructed and passed along to the front lines for use and 
further testing. 


AETHERSPRITE INTERCEPTOR 
(RIGH-BPEED VARIANT) 

Although the Delta-7 starfighter is one of the fastest ships to be used by 
the Republic during the Clone Wars, certain missions undertaken by the 
Jedi require an even faster model to help avoid any possible entanglements 
with Separatist forces. 

Delta-7 Aethersprite Interceptor CL 10 
(High-Speed Variant) 

Huge starfighter 

Init +13; Senses Perception +8 

Defenses Ref 18 (flat-footed 11), Fort 22; +3 armor, Vehicular Combat 

hp 65; DR 10; SR 15; Threshold 32 


AETHERSPRITE INTERCEPTOR 
(HIGBH-MANEUVER VARIANT) 
Having a fast ship is good, but speed does not help when an enemy fighter 
maneuvers directly behind you and opens fire. Input from a number of Jedi 
pilots, including Plo Koon and Anakin Skywalker, leads to the development of 
this high-maneuver variant of the Aethersprite interceptor. Tests performed 
in closed runs and on the front lines prove the ship's ability to frustrate 
pursuing droid starfighters. 
Delta-7 Aethersprite Interceptor cL 10 
(High-Maneuver Variant) 
Huge starfighter 
Init +16; Senses Perception +8 
Defenses Ref 21 (flat-footed 11), Fort 22; +3 armor, Vehicular Combat 
hp 65; DR 10; SR 15; Threshold 32 
Speed fly 16 squares (max. velocity 1,150 km/h), fly 5 squares 

(starship scale) 
Ranged laser cannons +9 (see below) 
Fighting Space 3x3 or 1 square (starship scale); Cover total (crew), 

+5 (astromech droid) 
Base Atk +5; Grp +27 
Atk Options autofire [laser cannons) 


Speed fly 18 squares (max. velocity 1,260 km/h), fly 6 squares 
(starship scale) 

Ranged laser cannons +9 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover total (crew), 
+5 (astromech droid) 

Base Atk +5; Grp +27 

Atk Options autofire (laser cannons) 

Abilities Str 34, Dex 24, Con =, Int 14 

Skills Initiative +13, Mechanics +8 (+13°), Perception +8, Pilot +13 (+20 

_when increasing vehicle speed), Use Computer +8 (+13") 

Crew 1 plus astromech droid {expert); Passengers none 

Cargo none; Consumables none (1 week with booster ring); 
Carried Craft none 

Hyperdrive x1 (with booster ring), 10-jump memory (astromech droid) 

Availability Military Jedi only); Cost 385,000 (280,000 used) 

* if the ship has an astromech droid, use these skill modifiers instead. 


Laser Cannons (pilot) 
Atk +9 (+4 autofire), Dmg 6d10x2 


Abilities Str 34, Dex 30, Con —, Int 14 

Skills Initiative +16, Mechanics +8 (+13*), Perception +8, Pilot +16, 
Use Computer +8 (+13*) 

Crew 1 plus astromech droid (expert); Passengers none 

Cargo none; Consumables none (1 week with booster ring); 
Carried Craft none 

Hyperdrive x1 (with booster ring), 10-jump memory (astromech droid) 

Availability Military (Jedi only); Cost 210,000 (160,000 used) 

* If the ship hos an astromech droid, use these skill modifiers instead. 


Laser Cannons (pilot) 
Atk +9 (+4 autofire}, Dmg 6d10x2 
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AZURE ANGEL 

Not satisfied with the base model issued by the Jedi Order, Anakin Skywalker 
puts his technical skills to use in modifying his Delta-7 starfighter to perform 
. Although the High Council expresses their disdain for 
Skywalker claiming ownership of a fighter, Saesee Tiin’s endorsement of the 
young Jedi’s activities convinces the Council to let him continue. 

Skywalker’ efforts result in the construction of the Azure Angel, a highly 
modified Aethersprite interceptor. Highly detailed reports of his accomplish- 
ments are delivered to Kuat Systems Engineering. This information helps in 
the development of later variants and models of starfighters for the Jedi 
and the Republic. 

The ship has been modified so much that it is hardly recognizable as an 
Aethersprite anymore. Changing the shape of the body to accommodate 
many of the new systems, the ship appears to be more of a heavily armored 
version of the Jedi starfighter instead of an interceptor. 


Azure Angel CL 12 

(Modified Delta-7 Aethersprite Interceptor) 

Huge starfighter 

Init +19; Senses Perception +12 

Defenses Ref 20 {flat-footed 11), Fort 22; +3 armor, Vehicular Combat 

hp 71; DR 10; SR 15; Threshoid 32 

Speed fly 18 squares (max. velocity 1,260 km/h), fly 6 squares 
(starship scale) 

Ranged laser cannons +14 {see below) or 

Ranged proton torpedoes +14 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover total (crew), 
+5 (astromech droid) 

Base Atk +10; Grp +32 

Atk Options autofire (laser cannons), 

Al Str 34, Dex 28, Con —, Int 14 

Skills Initiative +19, Mechanics +12 (+13°), Perception +12, Pilot +19, 
Use Computer +12 (+13°) 


DAYSTAR CRAFT DCOOSZ 
“INTERGALACTIC” SPEEDER 

Among the different vehicles available to the Jedi on Coruscant is the small 
Daystar Craft DC0052 “Intergalactic” speeder, The Jedi Order maintains a 
small fleet of sixteen of these speeders to permit travel around the planet 
without having to rely on public transportation or checking out a starfighter 
for such a short trip. 

Daystar Craft's main selling points for the little speeder are its streamlined 
body and twin thrust pod system that propels the craft up to 800 kilometers 
per hour. Coupled with the vehicle's range of 2,000 kilometers and ceiling 
height of 170 kilometers, the DC0052 allows its occupant to reach virtually 
anywhere he wants to go on the planet. 

The speeder's resemblance to various starships in production around the 
galaxy helped it earn the nickname “Intergalactic,” despite the fact that it 
cannot achieve suborbital altitudes, Although Daystar officials never adopt 
the nickname, the moniker sticks nonetheless. 

A feature added specifically to the Jedi variant of the speeder is what 
Daystar calls a “drop-deployment” panel, which allows the pilot to drop 
out of the speeder at a second's notice without bringing it to a halt, Once 
activated, the speeder is set to autopilot, while the hatch drops open and 
lets the occupant fall out of the vehicle. 


DC0052 “Intergalactic” Speeder cL1 
Large airspeeder 

Init +11; Senses Perception +5 

Defenses Ref 17 (flat-footed 10), Fort 13; +1 armor 

hp 30; DR 5; Threshold 18 

Speed fly 12 squares (max. velocity 800 km/h) 

Fighting Space 1x1; Cover total (pilot) 

Base Atk +0; Grp 48 

Atk Options if any 

Abilities Str 16, Dex 24, Con —, Int 14 

Skills Initiative +11, Mechanics +5, Perception +5, Pilot +11 


Crew 1 plus astromech droid (ace); Passengers none 

Cargo none; Consumables 1 week; Carried Craft none 

Payload 16 proton torpedoes 

Hyperdrive x1, 10-jump memory (astromech droid) 

Availability none; Cost Not available for sale 

* If the ship has an astromech droid, use these skill modifiers instead. 


Laser Cannons (pilot) 

Atk +14 (+9 autofire), Dmg 7d10x2 
Proton Torpedoes (pilot) 

Atk +14, Dig 9d10x2 


Crew 1 (normal) Passengers 0 
Cargo 3 kg; Consumables none; Carried Craft none 
Availability Licensed; Cost 10,000 (2,000 used) 


_ 


EBTA-2 AcTIS INTERCEPTOR 
(HIBH-MANEUVER VARIANT) 

their lesson with the Delta-7 Aethersprite Interceptor, Kuat Systems 
Engineering began experimenting with variant models of the Eta-2 Actis 
Interceptor well before receiving any feedback from Jedi pilots using the base 
model on the front lines. Seeing the success of the high-maneuver variant of 
the Delta-7, a high-maneuver variant was created for the Eta-2 and ushered 
to the Jedi within months of the release of the baseline fighter. 


Eta-2 Actis Interceptor clit 

(High-Maneuver Variant) 

Huge starfighter 

Init +21; Senses Perception +12 

Defenses Ref 22 (flat-footed 11), Fort 22; +3 armor, Vehicular Combat 

hp 70; DR 10; Threshold 32 

Speed fly 16 squares (max. velocity 1,500 km/h), fly 6 squares, 
(starship scale) 

Ranged laser cannons +14 (see below) or 

Ranged ion cannons +14 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover total (pilot), 
+5 lastromech droid) 

Base Atk +10; Grp +32 

Atk Options autofire (laser cannons, ion cannons) 

Abilities Str 34, Dex 32, Con —, Int 14 

Skills Initiative +21, Mechanics +12 (+13°), Perception +12, Pilot +21, 
Use Computer +12 (+13") 

Crew 1 plus astromech droid (ace); Passengers none 

Cargo 60 kg; Consumables 2 days (1 week with booster ring); 
Carried Craft none 

Hyperdrive x1 (with booster ring), 10-jump memory (astromech droid) 

Availability Military Cost 320,000 (240,000 used) 

* if the ship hos an astromech droid, use these skill modifiers instead, 


Laser Cannons (pilot) 

Atk +14 (+9 autofire), Dmg 4d10x2 
Jon Cannons (pilot) 

Atk +14 (+9 autofire), Dmg 4d10x2 ion 


ETA-2 AcTIS INTERCEPTOR 
(HEAVY-DEFENSE VARIANT) 
Demanded by a number of Jedi Knights, a version of the Eta-2 geared for 
heavy combat was created. After a number of revisions by Jedi Council 
member Saesee Tiin to remove unnecessary offensive systems, Kuat Systems, 
Engineering devised a variant that focused on higher defense rather than a 
space superiority starfighter. Initial reactions to the final decision were not 
positive, but thase opinions changed after the ship was tested during the 
Battle of Coruscant. 
Eta-2 Actis Interceptor cL 
(Heavy-Defenses Variant) 
Huge starfighter 
Init +18; Senses Perception +12 
Defenses Ref 20 (flat-footed 12), Fort 22; +4 armor, Vehicular Combat 
hp 77; DR 10; SR 15; Threshold 32 
‘Speed fly 16 squares (max. velocity 1,500 km/h), fly 6 squares 
(starship scale) 
Ranged laser cannons +14 (see below) or 
Ranged ion cannons +14 (see below) 
Fighting Space 3x3 or 1 square (starship scale); Cover total (pilot), 
+5 (astromech droid) 
Base Atk +10; Grp +32 
Atk Options autofire (laser cannons, ion cannons) 
Abi s Str 34, Dex 26, Con —, Int 14 
Skills Initiative +18, Mechanics +12 (+13°), Perception +12, Pilot +18, 
Use Computer +12 (+13") 
Crew 1 plus astromech droid (ace); Passengers none 
Cargo 60 kg; Consumables 2 days (1 week with booster ring); 
Carried Craft none 
Hyperdrive x1 (with booster ring), 10-jump memory fastionech droid) 
Availability Military Cost 310,000 (230,000 used) 
* If the ship has an astromech droid, use these skill modifiers instead. 
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Laser Cannons (pilot) 

Atk +14 (+9 autofire), Dmg 4d10x2 
Jon Cannons (pilot) 

Atk +14 (+9 autofire), Dmg 4d10x2 ion 
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" Although the Republic has weathered countless challenges over the millennia 

© since its foundation, it has never faced as serious a threat to its existence 
as the Confederacy of Independent Systems. Worlds that had been fiercely 
proud of their membership in the Republic now slip one after another to 
the side of the Separatists. Making matters worse, extremists among them 
express their animosity toward the Republic with violence and assassinations 
aimed at its leaders and lawmakers. 

The first rumblings of war come with the Trade Federation's blockade 
of Naboo. In retaliation against what some consider to be overly restrictive 
taxes and tariffs, the Trade Federation sends dozens of battleships, led by 
Viceroy Nute Gunray, to surround the peaceful planet, cutting off all traffic. 
The blockade leads to invasion and culminates with the Battle of Naboo. 


The incident also leads to the replacement of the politically weak Supreme 
Chancellor Finis Valorum with the somewhat more influential Palpatine. 
Under Palpatine’s leadership, the Senate renews its commitment to coop- 


¢ration and compromise, and, for several years, the Gala 
forward to a new era of peace and prosperity for all. 

Nevertheless, there are malcontents and stirrings of secession from 
various worlds—some on the grounds of longstanding disputes with the 
Republic, others motivated by greed. Still others seem to act out of fear, as. 
though some unknown agency threatens them with dire consequences if 
they continue to support the Republic, < 

Once these secessionists gain strength and numbers, their discontent 
tums to anger, and their anger turns to violence. Attacks on Republic facili 
ties become common, Senators are threatened or assaulted. News reports 
paint the Jedi Order as abductors of innocent children at worst, and loose 
cannons at best. Public opinion begins to split, with some arguing for the 
dissolution of the Republic and others crying out fora rational response to 
the problem, 

Those advocating separation from the Galactic Republic find a charis- 
matic and influential spokesperson: the former Jedi Master Dooku. Dooku 
leaves the Jedi Order after a failed mission on Galidraan convinces him that 
the Republic's goals are neither pure nor just~and that the Jedi are fooling 
themselves by believing differenth 

Rallying under Dooku's Separatist movement, the galaxy's malcontents 
begin fighting for their independence—figuratively, in political arenas, and 
sometimes literally, undertaking acts of sabotage and extortion to free 
themselves from the oppression of the Republic, 

The Senate and the Jedi, meanwhile, cannot stem the flow of worlds and 
systems to the side of the Separatists. Too many delegates in the Galactic 
Senate feel that the Republic bureaucracy has become too constricting, and 
that a homogenous application of galactic law across all species and cultures 
is an imprudent use of legislative power. Conversely, many of the “Loyalist” 
faction in the Senate argue that political solutions have failed to hold the 
Republic together, and that it is time for a military solution, 


Republic looks 
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However, Supreme Chancellor Palpatine demurs, fearing that forming an 
army will send the wrong message to the Separatists and dash any hopes of 
ending the hostilities with a mutually agreeable compromise. Repeatedly, he 
arranges to forestall votes on the matter, striving to buy time for one more 
negotiation, one last chance to make amends. Despite the respect of key 
figures in both the Galactic Republic and the Confederacy of Independent 
Systems, it becomes clearer every day that neither side feels that the other 
is willing to arrange any kind of settlement. 

Then, the news breaks that the Separatisis are constructing 2 massive 
droid army on Geonosis, bringing the Republic Senate to the inescapable 
conclusion that waris inevitable, Reluctantly, Supreme Chancellor Palpatine 
accepts the Senate's vote to cede him emergency powers, which Palpatine 
uses to mobilize an army of clones that have been created for the Republic 
on Kamino, The collision of these two great armies signals the beginning of 
the Clone Wars. 


“WE CAN'T LET A 
THOUSAND YEARS 
OF DEMOCRACY 
DISAPPEAR WITHOUT 
A FIGHT.” 


- SENATOR BAIL 
ORGANA 


ORGANIZATION 

The Galactic Republic is a democratic polity consisting of over one million 
member worlds, working together for mutual protection and economic ben- 
efit. The Republic's government centers around the Galactic Senate, and its 
members elect a Supreme Chancellor to act as the leader of the legislative 
body. Through most of the Republic's history, the Office of the Supreme 
Chancellor is invested with some of the Senate's executive authority, although 
these powers increase substantially under Palpatine's administration. A 
separate judiciary is headed by the Supreme Court. 


THE GALACTIC SENATE 

The core of the Republic government is the Galactic Senate. The primary 
duties of the Senate are to mediate any disputes between member systems, 
worlds, and cultures; to regulate trade between systems, including non- 
Republic systems; 10 protect and care for citizens in need; and to provide 
mutual defense in the face of threats to the Republic, 


— 


Hierarchy 
In theory, the Senate is led by the Supreme Chancellor, elected by 3 vole of 
the Senate from among its delegates. In practice, the Supreme Chancellor 
has little formal authority in the Senate itself other than the prerogative 
to call for a special session, but the Office of the Supreme Chancellor (see 
below) acts as the executive of the Galactic Republic, managing the day-to~ 
day operation of the ministries that make up the Republic's bureaucracy. The 
‘Supreme Chancellor can be removed from office by a vote of no confidence 
in the Senate. 

The Speaker of the Senaze, also known as the Vice Chair, wields far more 
power within the Senate itself, being empowered to begin and en¢ each 
session as well as to open, close, and moderate debate on cach motion. 
Thus, the Speaker effectively controls the agenda of the Senate, but 2s with 
the Supreme Chancellor, the Speaker is elected—and can be removed—by 
the Senate. 

Each member state—whether it consists of one world, a corporation 
guild, or even an entire sector—is allowed 2 senatorial delegation that is 
appointed, elected, or otherwise chosen by the member to represent them 
‘on Coruscant. Each delegation includes one Senator and, usually, ane or 
more associate representatives, and all of a delegation’s members serve 
‘on the various committees and subcommittees that oversee the Republic's 
bureaucracy. 

Senators: Senators are voting members of the delegation, cotitled to 3 
single vote on any motion in the Senate. Furthermore, a Senator can introduce 
new legislation, or call for revisions or amendments to existing legislation. 
In theory, every new issue can be put to an immediate vote, but in practice, 
it has become common for Senators to exercise their right 10 call for the 
legislation to be referred to @ committee to study it, evaluate its impact, 
and propose amendments. 

Associate Representatives: In addition to Senators, each member's 
delegation is entitled to have associate representatives for different con- 
stituencies. Although they, like Senators, serve on committees and can be 
clected as Supreme Chancellor, they do not normally vote on mations in the 
Senate. However, in the event of an absence, a Senator can designate one of 
the delegate’s associate representatives to be “acting Senator,” 25 Senator 
Amidala did when she empowered Associate Planetary Representative Binks. 
to cast her vote on the Military Creation Act. 


Senate Committees 

There are many standing committees and subcommittees in the Senate, 
cach of which is responsible for a specialized field of government (such as 
appropriations, allocations, finance, intelligence, or technology). In effect, 
each committee acts almost like a miniature legislature, handling all propos- 
als, motions, and amendments in their areas of expertise and providing the 
final version of bills for 2 Senate vote, 


Each committee's membership and chair are technically elected by the 
Senate as a whole, but long before this motion ever reaches the floor, all 
decisions have already been negotiated by Senate leaders based on seniority, 
expertise, relevance to a particular constituency, and simple favoritism. Open 
committee memberships and chairs are often used asa unit of barter, trading 
votes and support in return for being placed in a highly valued position. 

Most proposals fall under the jurisdiction of a standing (permanent) 
committee, which can then assign it to gn appropriate subcommittee. Some 
|ssues of particularly broad or unusual scope might prompt the creation of a 
special committee. Once assigned ta a committee, the chair places it on the 
agenda, though many proposals are quietly killed at this point as they are 
pushed to the back of a long list of mare pressing (and politically expedient) 
matters, As such, committees in general, andl committee chairs in particular, 
acl as gatekeepers that determine what-if anything—will be considered by 
the Senate on a given topic, and this fragmentation of authority cam cause 
action on a proposal to be drawn out over weeks, months, or years even if 
the Senate as a whale would have vated to approve the proposal the monrent 
it was introduced 


SENATE FACTIONS 

in the decades leading up to the Clone Wars, the Republic Senate is 
dominated by two groups: the Core faction and the Rim faction, Although 
these factions have no formal identity or membership, they effectively 
act as political parties that vie for majority control of the Senate. In 
practice, negotiations between the most senior and influential members 
of each faction determine matters such as the allocation of committee 
chairs and memberships, 


Special Interests and Senate Corruption 

While many Senate member states are corporations and other traditionally 
nonpolitical entities, some organizations are too small or too weak to be 
granted a Senatorial delegation. Instead, they send representatives to the 
Senate to attempt to influence the legislators. Officially, these special- 
Interest coalitions are on Coruscant to present their viewpoints 4 the 
senators, and to provide Senate committees with facts and insights into 
various issues, 

Unofficially, these representatives use any means at their disposal to 
serve their organization's needs—from distorting the facts to outright bribery. 
Some even draft legislation favorable to their interests, then pay Senators to 
introduce the legislation to the Senate. Most anticipate which committees 
and subcommittees will be assigned a particular item, and they focus their 
efforts on persuading the appropriate committee chairs and members before 
the legislation is ever intraduced to the Senate for a vote. 


This state of af airs is responsible for reducing the once-honorable Galactic 
Senate «a collection of greedy, manipulative bureaucrats who are interested 
only in stuffing their pockets for as tang as they can, Particularly despicable 
Senators have even been known to employ delaying tactics in the assembly ta 
give them time to gueticn their vote to the highest bidder between sessions, 
The fact that so many Senators can beso easily manipulated by outside forces 
is considered a major cause of the Separatist movement. 


SENATE PLATFORMS 

In the Senate rotunda, Senators sit aboard floating platforms, which 
provide public-adidress systems for speaking to the assembly, as well as 
translation devices that enable them to understand what other delegates 
are saying. The platforms connect to chambers assigned to specific 
delegations, which are adapted by the delegations to their physical and 
cultural needs. 


THE SUPREME COURT 

Headquartered in the Galactic Courts of the Justice Building on Coruscant, 
the Supreme Court is the highest court of the Republic. 11 is the final court 
af appeal for decisions reached in lower courts, providing the ultimate 
interpretation of the law and the constitution. 

The Supreme Court has jurisdiction over certain high-profiie legal cases, 
such as those between member states; between a member state and the 
Republic; between a member state and a citizen of another member state: 
between a non-Republic litigant and a Republic citizen or member state; and 
cases involving interstellar travel or commerce. However, the Supreme Court 
does not hear a case unless it involves some issue of constitutionality, such 
‘as whether a planetary law violates Republic law. Even then, the Court only 
chooses to hear a small fraction of those cases that are appealed to it 

The Supreme Court consists of a dozen justices, including a Chief Justice 
nominated by the Supreme Chancellor and approved by a vote of the other 
justices. The individual justices are, in turn, nominated by the Supreme 
Chancellor and approved by the Senate. During the Separatist Crisis and 
the Clone Wars, Palpatine eventually replaces all but five of the justices, 
including the Chief Justice. 


THE SUPREME CHANCELLOR 

The Supreme Chancellor exists to officiate over the sessions of the Senate, 
and to facilitate the legislative process. It is largely a ceremonial position, but 
the Supreme Chancellor does have the power to call an extraordinary session 
which every available Senator is required to attend. The Chancellor also has a 
‘special prerogative” to bypass some aspects of the Senate’s usual formal pro- 
cedures in order to ensure a swift resolution to 2 legislative decision, although 
this ean only be done with the support of the Speaker of the Senate. 
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Formally addressed as “Your Excellency,” the Supreme Chancellor is 
something of a figurenead. The Supreme Chancellor is the head of state 
and the Republie’s chief diplomat, but he cannot draft laws and holds 90 
vote in the Senate, However, the Office of the Supreme Chancellor acts as 
the executive body of the Republic, managing the day-to-day operation of 
the different ministries in the bureaucracy. Even so, the bureaucracy is also 
subject to oversight by the appropriate committee in the Senate 


Election and Removal 

The Supreme Chancellor is elected from among the nominated Senatorial 
delegates, serving a four-year teem of office and eligible for reelection to a 
second four-year term, The Supreme Chancellor is considered the leader of 
the Republic, expected to fulfill the Senate’s mandate and enact the will of 
the Republic's populace. When failing to do so, the Chancellor can be removed 
from office thraugh a “vote of no confidence.” 

Any delegate to the Senate can call for such a vote, andl until the issue 
is resolved, no other issue can be brought before the Senate. The Supreme 
Chancellor does not participate in this vote, and, while he is allowed to sit 
through the vote, it is customary for him to retire to his office until the 
vote is resolved, 

Wf the vote goes against him, the Supreme Chancellor is refieved of duty 
while the Senate nominates and elects a replacement, during which time 
his authority temporarily falls to the Speaker of the Senate. The Supreme 
Chancellor has this period to surrender all confidential documents relating 
to the administration of the Republic and vacate his office, 


Emergency Powers 

During times of etisis, the Senate can cede the Supreme Chancellor emer- 
gency powers, by majarity vote, in order to deal with the situation. Such 
measures are deemed necessary when the Senate body itself recoonizes that 
they cannot act effectively or expeditiously enough {o resolve the matter 
through the usual voting procedure. When the Senate does result to such 
extraordinary measures, however, the precise nature of the Supreme Chan- 
ccellor's emergency powers—and the circumstances under which the Senate 
‘can withdraw those powers—are defined scrupulously. 

The Separatist crisis makes the position of Supreme Chancellor more 
powerful than it had been in over a thousand years. Concerned by the news of 
‘the Confederacy's military buildup on Geonosis, and already deadlocked over 
the issue of whether or not to respond in kind, the Senate votes to cede the 
Supreme Chancellor limited emergency powers in order to combat the threat 
of an invasion by the Confederacy. Ideally, Palpatine would use his office's 
riew powers to form a standing army to cornbst the droid army, restore peace 
and order to the Republic—perhiaps even reunite the Confederacy and the 
Republic—and then return those powers to the Senate. In practice. however, 
the situation proves mace fluid 


Despite being soundly defeated at Geonasis, the Separatists are able to 
evacuate most of their droid army and equipment. With Separatist forces 
continuing to strike at Republic targets (including the cloning facilities on 
Kamino}, the Supreme Chancellor orders additional clone troups to help 
guard vital Republic facilities and drafts the Jedi Order into teading the 
clones in battle, 

Another emergency power exercised by the Supreme Chancellor is the 
temporary suspension of the election process, enabling Palpatine to remain 
in office for the duration of the crisis, Although an extraordinary measure, 
even in times of war, the Senate votes in favor of retaining his leadership 
for as long as necessary to resolve the crisis, enabling Palpatine to stay in 
office well beyond his two legal terms. 


OFFICE OF 

THE SUPREME CHANCELLOR 

The Supreme Chancellor as a staff of advisors and ministers collectively 
referred to as the Office of the Supreme Chancellor, effectively acting as the 
executive arm of the Senate, The Chancellor's Office has only that author- 
ity ceded to its constituent ministries and departments, but the emergency 
powers vested in Palpatine greatly enhance its purview. 

Speaker of the Senate: In addition to maintaining order in the Senate, 
the Speaker aiso fulfills the role of Vice Chair. The Speaker stands in for the 
‘Supreme Chancellor in the Senate when the Supreme Chancellor is unavail 
able, The relationship between a Chancellor and Speaker can vary consider- 
ably, ranging from cool opposition to close collaboration, 

Aide to the Chancellor: Acting as the Chancellor's chief deputy, the 
Aide is the head of the Office of the Supreme Chancellor. The Aide helps to 
organize the Supreme Chanceltor’s schedule, acting as secretary during the 
Chancellor's meetings, and standing in for the Chancellor during nonessential 
meetings and public addresses. Although the Aide usually resigns his post 
when the Supreme Chancellor leaves office, itis not an elected position, and 
any Aide can retain his position for as lon as he wishes to do so, provided 
the Supreme Chancellor is satisfied with his performance. 

Ministers: The Senate-appointed heads of major ministries, bureaus, 
and departments—such as the Judicial Department or the Senate Bureau of 
Intelligence—are also a part of the Chancellor's Office. They provide advice 
and expertise to the Chancellor and execute his orders, although they are still 
subject to the authority of the Senate's appropriate oversight committees, 

During the Clone Wars, several new agencies join the Office of the 
Supreme Chancellor, including the Republic High Command (deseribed 
below), 

Advisors: The Supreme Chancellor has the freedom to retain advisors who 
provide advice and opinions without senatorial oversight. Advisors are often 
Senators, representatives, legal counsel, experts in relevant fields of study 
{such as economics), or even individual members of the Jedi Order, though 
they rarely have any official authority as a result of the position. 


Senate Advisory Council 

In addition to his staff, the Supreme Chancellor has access to the Senate 
Advisory Council (also known as the Senatorial Council), which consists 
of Senators appointed by the Supreme Chancellor to keep him updated on 
political matters beyond what occurs in the Senate chambers. Although the 
Councit has no official power outside its advisory role, its members tend to 
be among the mast influential delegates in the Senate. 

The advisors are generally drawn from various committees and subcom- 
mittees, reporting on proceedings within those groups (such as how their 
findings and decisions might affect legislation, schedules, and budgets). To 
a lesser extent, the council also advises the Supreme Chancellor on matters 
of concern to the Senate a5 a whole, giving him insights into the moods and 
attitudes of the representatives. 


THE REPUBLIC 
BHiGH COMMAND ; 


Shortly after the Clone Wars begin, the Republic High Command is created 
to coordinate the war effort. Several existing agencies and departments are 
moved under its jurisdiction and integrated (to a greater or lesser degree) 
with the Grand Army of the Republic and the Republic Navy. 


WAR COUNCIL ADVISORY PANEL 
While the Senate Advisory Council updates the Supreme Chancellor on matters 
in the Senate, the War Council Advisory Panel works with the Chancellor to 
oversee matters relating to the war effort—from the creation and disposition 
of clone troopers to the funding and disbursement of the war budget. The 
members of this council—again, drawn from the ranks of the Senate—act as 
an oversight committee to ensure that the troops have the materiel they need 
to wage the war successfully, without bankrupting the Galactic Republic in 
the process. 

Despite their oversight role, the War Council eventually implement some 
‘of the most controversial measures of the Clone Wars, such as the creation of 
the HomeWorld Security Command, which blurs the lines between civilian law 
enforcement and military command, Many senators and Jedi are alarmed and 
frustrated by these developments, though few openly oppose them. 


JED! COMMANDERS 
Though technically @ part of the Judicial Department, the Jedi Order enjays 
a substantial degree of autonomy. As a result, the Supreme Chancellor has 
never been specifically empowered to give orders to the Jedi, although 
they would freely offer advice and render aid in all but the most unusual 
circumstances. 

‘When Palpatine is granted emergency powers to deal with the Separat- 
ist threat and create a central military, ane of the results is the creation 
of the Republic High Command and the reorganization of the bureaucracy 


to coordinate the Judicial Department with the war effort. The Jedi are 
moved out of their traditional peacekeeper role, instead becoming officers 
in the Grand Army of the Republic and the Republic Navy. As the Supreme 
Chancellor is the Commander-in-Chief, he is now in a position to command 
the Jedi directly. 

While the Jedi still have the right to refuse the Supreme Chancellor's 
orders, they must provide considerably more justification than “the will of 
the Force,” because they can be charged with insubordination, if not treason, 
This state of affairs has occasionally forced the Jedi to comply with instruc 
tions against their better judgment—but they cannot openly question the 
Supreme Chancellor's intentions without damaging the public's faith in the 
Jedi Order's leadership of the war effort. 

In their new role as officers, the Jedi are assigned a rank that integrates 
them into the military's chain of command, Padawans are given the rank 
of commander, while Jedi Knights and Jedi Masters are all, at minimum, 
generals. 


THE REPUBLIC ARMY 

The Republic's army is divided into two Orders of Battle—the Grand Army, 
and the more highly trained Special Operations Brigade—both of which are 
ultimately under the command of Chancellor Palpatine. Though the clone 
troopers that comprise both orders are created from the same genetic stock, 
they are trained differently for different purposes: the Special Operations 
Brigade for infiltration, sabotage, and the occasional assassination, and the 
Grand Army to fight an the front lines and to occupy captured areas, 


The Grand Army of the Republic 
The Republic Army is largely comprised of clone troopers created from the 
genetic template of Jango Fett. 

The command structure of the Grand Army breaks down into ten levels, 
from squads of clone troopers all the way up to the Supreme Chancellor, The 
precise number of troopers varies for different units, and the following order 
of battle shows only the structure of infantry units (not including clones in 
support and command roles, usually at the company level and above). 

‘Squad (9 troopers): The smallest group in the Grand Army is the squad, 
including a clone sergeant leading the unit 

Platoon (36 troopers): A platoon consists of 4 squads, led by a clone 
lieutenant and clone sergeant. 

Company (144 troopers plus support personnel): A company consists 
of 4 platoons, led by a clone captain. 

Battalian (576 troopers plus support personnel): A battalion consists 
of 4 companies, led by a clone commander. 

Regiment (2,304 troopers plus support personnel): A regiment consists 
of 4 battalions, led by @ clone commander (sometimes known as a clone 
regimental commander) and a Jedi commander (usually the Padawan of a 
Jedi general in a parent unit). 
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Brigade (9,216 troopers plus support personnel): A brigade consists 
of 4 regiments, led by a clone commander (sometimes known as a senior 
clone commander) and a Jedi general (a Jedi Knight who has not yet fin- 
ished training a Padawan). A brigade is sometimes referred to as a “legion, 
depending on the specific unit. 

Corps (36,864 troopers plus support personnel): A corps consists of 4 
brigades, led by a clone commander (sometimes known as a clone marshal 
commander] and a Jedi general, 

Sector Army (147.456 troopers plus support personnel): A sector army 
-consists of 4 corps, commanded by a senior Jedi general (usually a Jedi Master 
who has trained one or more Padawans through the Jedi trials). 

Systems Army (244,912 troopers plus support personnel): A systems 
army consists of 2 sector armies, commanded by a high Jedi general (3 
member of the Jedi High Council), 

Grand Army (3,000,000+ troopers plus support personnel): The Grand 
Army consists of all 10 systems armies, led by the Commander-in-Chiet 
(Supreme Chancellor Palpatine) 


Special Operations Brigade 
With better training and specialized equipment, the Special Operations Bri- 
gade carries out missions with objectives that cannot be achieved through 
sheer numbers alone. Special Operations includes the ARC troopers, the 
Republic commandos, end the clone assassin corps. 

The command structure of the Special Operations Brigade breaks down 
into five levels, from four-clone squads up to Jedi General Arligan Zey, who 
answers directly to the Supreme Chancetlor. 

‘Squad (4 troopers): A squad consists of 4 clone troopers (usually Repub- 
lic commandos), While these clone troopers include a sergeant who acts as 
the designated mission commander, they are trained to work together as a 
team and rank is not an issue (exept where the Jedi are concerned). 

Troop (20 troopers): A troop consists of § squads—again, acting as a 
coordinated team, taking orders only from Jedi, 

Company (100 troopers plus support personnel): A compary consists 
of § troops, led by a clone commander, 

Group (500 troopers plus support personnel): A group consists of § 
companies. (The most famous is commanded by Jedi General Bardan Jusik, 
the former Padawan of General Zey. Jusik eventually resigns his military 
commission and leaves the Jedi Order.) 

Special Operations Brigade (5,000 troopers plus support person- 
nel): The SO Brigade consists of 10 groups, commanded by Jedi General 
Asligan Zey. 


Army Command Structure 

The Grand Army's ground forces are structured to include six primary ranks: 
trooper, sergeant, lieutenant, captain, major, and commander. Clone com- 
manders are further differentiated depending on their responsibility, and 
they report to Jedi generals. 

Aseparate command structure exists for the Special Operations Brigade 
{see above). Other clone specialists—such as technical support specialists, 
eryptographers, logistics specialists, so on—are also outside the ORBAT 
shown for the Grand Army of the Republic. Additionally, other clone troopers 
are not technically a part of the Grand Army of the Republic, such 25 the 
clone shocktroopers who operate in a law enforcement role as 2 part of the 
HomeWorid Security Command. 


THE REPUBLIC NAvyY 

Clones fill shipboard rotes as marines, starfighter pilots, and gunners. Many 
of the Republic Navy's noneclone captains come from either the navies of 
various Sector Forces or the ranks of the Judicial Fleet. 


The Republic Starfighter Corps 

The Republic's starfighter corps is divided into multiple groups, each rep- 
resenting the starfighters assigned to a particular unit, whether that is a 
Venator-class Star Destroyer or a planetary starfighter base. The specific 
Starfighters in use vary widely. 

The command structure of the Republic starfighter corps breaks down 
into five levels, from sections of starfighters all the way up to a senior Jedi 
general. From there, the starfighter corps is fully integrated with the Orders 
of Battle of either the Grand Army of the Republic or the Republic Navy. 

Section (2-4 starfighters): The smallest group of starfighters is the 
section, commanded by a lieutenant. 

Flight (4-8 starfighters, plus support crew): A flight consists of 2 
sections, led by a captain. 

Squadron (12-32 starfighters, plus support crew}: A squadron consists 
of 3-4 flights, led by a major or a Jedi commander (Padawan). 

Wing (36-320 starfighters, plus support crew): A wing consists of 
3-10 squadrons, led by 2 clone commander or a Jedi general (Jedi Knight). 

Group (72-640 starfighters, plus support crew): A group consists of 2 
wings, led by a clone commander and a senior Jedi general (Jedi Master). 


The Republic Navy 

The Republic Navy is divided into multiple fleets, cach representing the 
entirety of the naval forces in any given sector. There are several hundred 
Republic fleets, each configured for whatever purpose is most necessary in 
2 given sector. The command structure of the Republic Navy breaks down 
into seven levels, from sections of vessels all the way up to the Supreme 
Chancellor, 
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Element (1 vessel}: A single starship in the Republic Navy is technically 
called an element, commanded by the ship’s captain or, rarely, a Jedi com- 
mander (a Padawan). 

Section (3-12 vessels): A section consists of a small number af starships, 
the exact number determined by their role. Heavier cruisers and battleships 
usually operate in groups of 34, but lighter craft such as corvettes or patrol 
ships might be deployed in groups of 6-12. A section is often called a line 
when it includes heavier capital ships (“ships of the line"), and a section that 
inctudes only very light vesseis might be called a flotilla. The most senior 
ship’s captain in the section acts as its commander unless a Jedi commander 
is present, 

Squadron (12-36 vessels, plus support units): A squadron consists of 
from 3-4 sections that complement one another, such as a line of capital 
ships supported by a section of escort frigates and a flotilla of corvettes 
that act as a defensive screen. it is commanded by a commodore or Jedi 
general (a Jedi Knight). 

Battle Group (48-72 vessels, plus support units): A battle group 
consists of 2-4 squadrons, and it is considered to have sufficient strength 
to establish superiority in all but the best-fortified enemy strongholds. It is 
commanded by an admiral or Jedi general. 

Fleet (100-300 vessels, plus support units): A fleet consists of 3-6 
battle graugs, led by a fleet admiral or senior Jedi general (a Jedi Master) 
Fleets vary considerably in composition, and they are likely to be reorganized 
into ad hoc task forces as deemed necessary for a given sector, 

Armada (1,000-5,000 vessels, plus support units): An armeda is 
an organizational unit that it not meant to engage in battle but rather to 
represent the total forces assigned to a major theater of battle, such as the 
Open Cirele Armada under General Kenobi during the Outer Rim Sieges. An 
armada typically includes 10-50 fleets, collectively commanded by a high 
Jedi general (a Jedi Master serving on the High Council). 

Navy: The Galactic Republic Nevy consists of all the armadas (and their 
hundreds of fleets) serving the Republic, collectively ted by the Commander- 
in-Chief (Supreme Chancellor Palpatine). 


Navy Command Structure 

The structure of the Navy's space forces is similar to that of the ground 
forces—gunnery crew, qunnery officers, communication and tactical officers, 
star cruiser pilots, navigational officers, bridge officers, ship captains, and 
admirals. The command structure includes several specialist positions that 
fall into the main hierarchy, but do not themselves have command: medical 
officers, who report to bridge officers; deck officers, who also report to 
bridge officers; and fighter pilots, who report to ship captains or admirals. 
Most officers in the Republic Navy are nonclones, particularly in the higher 
echelons. 


PERSONNEL 

In addition to the numerous Jedi, public officials, and other leaders who 
guide the Republic through the strife of the Clone Wars, the Grand Army 
‘of the Republic consists of aver three million troops created from the basic 
genetic template provided by the Mandalorian bounty hunter Jango Fett. 
Created by the cloners of Kamino, the clone troopers are artificially matured 
to reach peak efficiency in only ten years (from cloning créche to military 
deployment), flash-trained via computer programs, combat-trained by 
experienced contractors, mercenaries, professional soldiers, and sometimes 
even Jango Fett himself, and equipped with the finest weapons and armor 
the Republic ean afford. 

Although they are mostly physically identical, clones actually have dif- 
ferent and distinct personalities, which usually emerge during training and 
‘are more or less fully developed by the time a clone survives his first combat 
engagement. They are also differentiated by their purpose: commandas for 
hhigh-risk missions, marines for operation in a variety of environments and 
terrains, and basic clone troopers for general-purpose infantry. 

Below are several different types of clone troopers—a list by no means 
‘exclusive, but suitable, with slight adjustments, for nearly any encounter the 
‘(Gamemaster might design. 


ARC TROOPER 

Advanced Recon Commandos—known to most as “ARC troopers’—are elite 
clone troops personally trained by Jango Fett to be every bit as efficient and 
ruthless 2s himself. Unlike the standard infantry clone trooper or even clone 
commandos (described below), ARC troopers are genetically engineered and 
specially trained to be as self-sufficient as possible without being entizely 
independent. 


TRUEQTUELE I. 


ARC troopers see their first combat when the Separatist droid army 
assaults Kamino and Prime Minister Lama Su releases the troopers from their 
cryogenic storage to help drive off the invaders. They are famously employed 
at the Battle of Muunilinst, where they help Jedi General Obi-Wan Kenobi 
subdue the Separatist commander, the bounty hunter Durge, ané again at 
the Battle of Hypori, rescuing stranded Jedi from General Grievous. 


ARC Trooper cls 

Medium Human nonheroic 6/soldier 3/elite trooper 3 

Destiny 1; Force 4; Dark Side 2 

Init +12; Senses low-light vision; Perception +13. 

Languages Basic, Manco'a 

Defenses Ref 23 (flat-footed 21), Fort 22, Will 16; +3 armor 

hp 51; DR 1; Threshold 22 

Speed 6 squares, Running Attack 

Melee unarmed +12 (144+5) or 

Ranged heavy blaster pistol +6 (2d8+2) and 
heavy blaster pistol +6 (348+3) or 

Ranged heavy blaster pistol +4 (548+3) with Burst Fire and 
heavy blaster pistol #4 (54833) with Burst Fire or 

Ranged heavy blaster pistol +4 (3483, 2x2 area) with autofire and 
heavy blaster pistol +4 (2d8+3, 2x2 area) with autofire or 

Ranged frag grenade +11 (4d6+3, 2-square burst) or 

Ranged ion grenade +11 (4d6+3 lon, 2-square burst) or 

Ranged blaster rifle +11 (34843) or 

Ranged blaster rifle +9 (5d8+3) with Burst Fire or 

Ranged blaster rifle +9 (34843, 2x2 area) with autofire or 

Ranged missile launcher +12 (64645, 2-square splash) 

Base Atk +10; Grp +12 

‘Atk Options autofire (heavy blaster pistol, blaster rifle), Burst Fire (heavy 
blaster pistol, blaster rifle), Point Blank Shot, rangefinder, targeting 
scope (blaster rifle) 

Special Actions delay damage 

Abilities Str 15, Dex 13, Con 10, Int 12, Wis 10, Cha 8 

Talents Armored Defense, Controlled Burst, Improved Armored Defense, 
‘Weapon Specialization (heavy weapons) 

Feats Armor Proficiency (light), Burst Fire, Dual Weapon Mastery |, 
Martial Arts |, Point Blank Shot, Running Attack, Weapon Focus 
(heavy weapons), Weapon Proficiency (heavy weapons, pistols, rifles, 
simple weapons) 

Skills Initiative +12, Perception +13, Stealth +12 

Possessions ARC trooper armor, 2 heavy blaster pistols, blaster rifle, 2 
frag grenades, 2 ion grenades, 6 power packs, utility belt with medpac, 
missile launcher with 4 missiles 


CLONE ASSASSIN 
Created by 2 special arder from Supreme Chancellor Palpatine to safeguard 
against the unlikely possibility that the Jedi Order might attempt a military 
coup against the Republic Senate, clone assassins are specially trained in 
martial arts techniques involving bladed weapons. Moving with blinding 
speed, 2 squad of clone assassins is a match for any one Jedi Knight, though 
they fare somewhat ess well against a Jedi Master. 

When the Jedi do rebel against Palpatine, the Supreme Chancellor assigns 
3 unit of clone assassins to guard the Communication Center in the Jedi 
Temple and to arrest any Jedi who attempt to coordinate attacks against the 
Republic from there. Thes¢ unfortunate troopers are wiped out when Yoda 
and Obi-Wan Kenobi infiltrate the temple at the end of the Clone Wars. 


Clone Assassin 

Mediu Human nonheroie 6/soidier 3/elit 

Destiny 1: Force 4; Dark Side & 

Init +13: Senses low-light vision; Perception +8 

Languages Basic 

Defenses Ref 22 (flat-footed 18), Fort 23, Will 16; +6 arenor 

hp 63; OR 1; Threshold 23 

Speed 6 squares 

Melee unarmed +11 (14845) or 

Melee vibroblade +14 (2d6+7, devastating 10) or 

Melee vibroblade +12 (346+7, devastating 10) with Rapid Strike or 

Melee vibroblade +12 (246+7, devastating 10) and 
vibroblade +12 (246+7, devastating 10) or 

Melee vibroblade +10 (346+7, devastating 10) with Rapid Strike and. 
vibroblade +10 (346+7, devastating 10) with Rapid Strike or 

Ranged blaster pistol +12 (366+3) 

Base Atk +10; Grp +12 

Atk Options Greater Devastating Attack (advanced melee weapons) 

Special Actions Combat Reflexes, delay damage 

Abilities Str 14, Dex 15, Con 12, Int 9, Wis 10, Cha ® 

Special Qualities delay damage 

Talents Devastating Attack (advanced melee weapons), Greater 
Devastating Attack (advanced melee weapons), Greater Weapon Focus 
(advanced melee weapons), Weapon Specialization (advanced melee 
weapons) 

Feats Armor Proficiency (light), Combat Reflexes, Dual Weapon Mastery 
J, Dual Weapon Mastery II, Martial Arts I, Martial Arts il, Rapid Strike, 
Weapon Focus (advanced melee weapons), ’eapan Proficiency 
(advanced melee weapons, pistols, rifles) 

Skills Initiative +13, Perception +8, Stealth +13 

Possessions clone trooper armor, 2 wrist-mounted vibroblades, 
blaster pistol 


ce 
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CLONE BLAZE TROOPER 

Specialized versions of the standard clone jet trooper (see page 150), blaze 
troopers wear heavier fire-resistant armor and wield wrist-mounted flame- 
throwers attached to the jet packs on their backs. They break through enemy 
lines by scattering adversaries with concentrated blasts of fire. 


Clone Blaze Trooper 

Medium Human nonhercic 6/soldier 3 

Force 3 

Init +10; Senses low-light vision, Perception +5 

Languages Basic 

Defenses Ref 20 (flat-footed 20), Fort 20, Will 12; +9 armor 
hp 43; DR 5S {fire}; Threshold 20 

Speed 4 squares (run x3), fly 4 squares, Running Attack 
Melee unarmed +8 (1442) 01 


CLS 


Ranged flamethrower +10 (3d6+3, 6-square cone, devastating 5) or 
Ranged blaster pistol +8 (3d6+1) 

Base Atk +7; Grp +9 

Attack Options Charging Fire, Devastating Attack (flamethrower) 


Abilities Str 11, Dex 14, Con 14, Int 10, Wis 9, Cha & 

Talents Devastating Attack (flamethrower). Weapon Specialization 
(flamethrower) 

Feats Armor Proficiency (light, medium, heavy), Charging Fire, Exotic 
Weapon Proficiency (flamethrower), Running Attack, Weapon Focus 
(flamethrower), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +10, Perception +5, Pilot +10 

Possessions fire-resistant clone trooper armor, 2 flamethrowers {5 shots 
each), blaster pistol, jet pack 
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CLONE COMMANDO 
Long before the Battle of Geonosis, Jango Fett suggests to the Kaminoan 
cloners that a special type of clone commando be created to handie infiltra- 
tion and sabotage operations. What he envisions are the ARC troopers, but 
the Kaminoans are uncomfortable with clones having that level of autonomy 
after experiencing discipline problems with previous prototype, so they 
Suggest smaller squads of more highly trained clone troopers. In the end, 
they reach a compromise: Fett gets his ARC troopers, and the Kaminoans set 
aside a battalion of clone troopers to receive additional training 

These “clone commandos” are individually trained by 2 hand-selected 
team of mercenaries and Mandalorian soldiers—the Cuy'val Darin numerous 
specialized tasks, such as demolitions, computer slicing, infiltration, and 
sniping, until they can function in purpose-oriented four-clone squads, or, 
as needs arise, individually. 

Clone commandos are often sent into enemy territory in advance af the 
main force of clone troapers to disable enemy resistance, secure critical 
locations, of even to eliminate key enemy personnel. » 


Clone Commando a8 

Medium Human nonneraic 6/soldier 4/elite trooper 2 

Destiny 1; Force 4; Dark Side 2 

Init +13; Senses low-light vision, Perception +13 

Languages Basie, Mande'a 

Defenses Ref 21 (flat-footed 18), Fort 23, Will 16; +6 armor 

hhp 62, Shoulder to Shoulder (6 hp); DR 2; Threshold 23 

Speed 6 squares, Running Attack 

Melee unarmed +11 (1d6+4) 

Melee vibrodagger +11 (204+4) 

Ranged blaster pistol +12 (346+3) or 

Ranged light repeating blaster rifle +7 (348+3, 2x2 autofire) or 

Base Atk +10; Grp +12 

Atk Options Point Blank Shot 

Special Actions Coordinated Attack, delay damage 

Abilities Str 13, Dex 15, Con 12, Int 10, Wis 10, Cha 8 

Talents Armored Defense, Shoulder to Shoulder, and see below 

Feats Armor Proficiency {light), Careful Shot, Coordinated Attack, 
Martial Arts |, Point Blank Shot, Running Attack, Weapon Proficiency 
(advanced melee weapons, heavy weapons, pistols, rifles), and see 
Speciat Training below 

Skills Initiative +13, Perception +13, and see Special Training belove 

Possessions clone trooper armor, blaster pistol, light repeating blaster 
rifle, 2 frag grenades, 2 ion grenades, 2 stun grenades, vibrodagger, 
utility belt with medpec 


Special Training—Clone commandos are individually trained in different 
and complimentary tasks, including small-unit tactics, demolitions, 
slicing, and the use of heavy weapons, For each type, adjust the clone 
commando’s game statistics as follows to reflect their different talents 
and feats: 

Command: Special Actions Battle Analysis; Talents Battle Analysis: 
Feats Skill Training (Knowledge [2actics)); Skills Knowledge (tactics) 
+ 

Demolitions/Technical: Defenses Ref 24 (flat-footed 21); Talents. 
Improved Armored Defense; Feats Skill Training (Mechanics): Skills 
Mechanics +11. 

Field Medicine: Special Actions Harm's Way; Talents Harm's Wey: Feats 
Skill Training (Treat Injury); Skills Treat Injury +11; Possessions 4 
medpacs 

Heavy Weapons: Defenses Ref 24 (frat-footed 21): Ranged missile 
launcher +12 (6d6+3, 2-square burst); Talents Improved Armored 
Defense; Feats Weapon Focus (heavy weapons): Possessions missile 
launcher with 4 missiles 

infiltration: Defenses Ref 24 {flat-footed 21); Talents Improved Armored 
Defense; Feats Skill Training (Stealth); Skills Stealth +12. 


CLONE JET TROOPER 

Certain missions call for more mobility among the clone troopers, 50 the 
Kaminoans train a number of clones in the use of jet packs. While the aver- 
age clone can strap on a jet pack and fly a few hundred feet, jet troopers 
are trained to optimize the limited fuel capacity of jet packs by alternating 
ground movement with short “burst” flights to get them over obstacles or 
circumvent difficult terrain, 


Clone Jet Trooper cL4 

Mediutn Human nonheroic 6/soldier 2 

Force 3 

Init +11; Senses low-light vision, Perception +5 

Languages Basic 

Defenses Ref 19 (flat-footed 17), Fort 17, Will 11; +6 armor 

hp 34; Threshold 17 

Speed 6 squares, fly 6 squares 

Melee unarmed +7 (14442) 

Ranged EMP grenade launcher +8 (346 ion, 2-square burst, 
devastating 5) or 

Ranged EMP grenade launcher +8 (446 ion, 2-square burst, 
devastating 5) with Oeadeye or 

Ranged blaster rifle +8 (34841) or 

Ranged blaster rifle +8 (4d8+1) with Deadeye 

Ranged blaster pistol +8 (346+!) or 


Ranged blaster pistol +8 (4d6+1) with Deadeye 

Base Atk +6; Grp +8 

Atk Options Deadeye, Devastating Attack (heavy weapons), 

Point Blank Shot, Precise Shot 

Special Actions Coordinated Attack 

Abilities Str 12, Dex 14, Con 12, Int 10, Wis 9, Cha 8 

Talents Devastating Attack (heavy weapons) 

Feats Armor Proficiency {light), Coordinated Attack, Deadeye, Point Blank 
Shot, Precise Shot, Weapon Proficiency (heavy weapons, pistols, rifles, 
simple weapons) 

Skills Initiative +11, Pilot +11 

Possessions clone trooper armor, blaster rifle with grenade launcher 
mounted), 6 EMP grenades, blaster pistol, jet pack 


CLONE NAVAL OFFICER 

Even among the clones of Jango Fett, there are a select number that prove 
themselves capable of understanding and executing naval steategy to a 
greater degree than their comrades. These clones are put into special train- 
ing programs where they learn the technical and tactical aspects of naval 
command. Kaminoan scientists speculate that these clones’ aptitude for 
space combat comes from Jango Fett's understanding of dogfighting tactics, 
and many of these clones eventually go on to become clone officers in the 
Republic Navy. Though most of these officers are lower-tier cornmanders and 
aides to nonclone superior officers, some clone naval officers take command 
of small clane space units and may act as the executive officer fora squadron 
of V-19 or ARC-170 pilots, All clone naval officers are also certified to pilot 
the V-19 Torrent, the ARC-170, and the Nu-class attack shuttle. 

Most clone naval officers are stationed aboard the capital ships used by 
the Republic, Despite their training, many believe that these clones are not 
particularly suited for the role of an officer, and tensions sometimes arise 
between the clones and the nonclone members of the Republic Navy. 
Clone Naval Officer a3 
Medium human nonheroic 6/noble 1 
Force 1 
Init +4; Senses Perception +3 
Languages Basic, High Galactic 
Defenses Ref 13 (flat-footed 12), Fort 11, Will 13 
hp 19; Threshold 11 
Speed 6 squares 
Melee unarmed +7 (144+2) 

Ranged blaster pistol +6 (346) 
Base Atk +5; Grp +7 

Atk Options Coordinated Attack 
Special Actions Inspire Confidence 


Abilities Str 15, Dex 13, Con 10, Int 13, Wis 10, Cha 9 

Talents Inspire Confidence 

Feats Coordinated Attack, Skill Focus (Knowledge [tactics)), Skill Focus 
(Persuasion), Skill Training (Pilot), Skill Training (Use Computer), 
Vehicular Combat, Weapon Proficiency (pistols, simple weapons) 

Skills Knowledge (galactic lore) +9, Knowledge (tactics) +14, 
Persuasion +12, Pilot +9, Use Computer +9 

Passessions blaster pistol, officer's uniform, code cylinder, comiink 


CLONE PILOT 
initially, clone pilots are merely clone troopers with slightly different skill sets: 
replacing some of their small-unit tactics drills with flight training. While 
such pilots are sufficient to fly LAATIi transports and the like, the eventual 
need for clones to pilot starfighters results in a bit more variation 

The clone pilot presented below is typically found at the controls of trans- 
ports and certain ground vehicles. The clone fighter pilot does not appear 
until later in the Clone Wars, and is usually found in the cockpit of ARC-170 
starfighters, V-wing starfighters, or occasionally Eta-2 Actis interceptors. 


Clone Pilot 

Medium Human nonheroic 6/scoundrel 2 

Force 3 

Init +11; Senses low-light vision, Perception +12 

Languages Basic, Mando'a 

Defenses Ref 20 (flat-footed 18), Fort 14, Will 14; +6 armor, Vehicular 
Combat 

hp 22; Threshold 14 

Speed 6 squares 

Melee unarmed +5 (1d4+1) 

Ranged blaster pistol +7 (3d6+1) 

Ranged blaster pistol +2 (4d6+1) with Rapid Shot 

Base Atk +5: Grp +7 

Atk Options Point Blank Shot 

Special Actions Coordinated Attack 

Abilities Str 10, Dex 14, Con 10, Int 12, Wis 12, Cha 8 

Talents Spacehound 

Feats Armor Proficiency (light), Coordinated Attack, Skill Training 
(Initiative, Mechanics), Point Blark Shot, Rapid Shot, Vehicular Combat, 
Weapon Proficiency (pistols, simple weapons) 

‘Skills Initiative +11, Mechanics +10, Perception +12, Pilot +11, 
Use Computer +10 

Possessions clone trooper armor, blaster pistol 
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Clane Fighter Pilot cLé 
Medium Human nanheraic 6/scoundre! 2face pilot 2 

Force 4 

Init +12; Senses low-light vision, Perception +73 

Languages Basic, Mando'a 


Defenses Ref 23 (flat-footed 21}, Fort 16, Will 16; +5 armor, vehicle 
dodge +1, Vehicular Cambat, Vehicular Evasion 
hp 31; Threshold 16 


Speed 6 squares 

Melee unarmed +6 (1d4-+2) 

Ranged blaster pistol +8 (346+2) 

Ranged blaster pistal +3 (44642) with Rapid Shot 
Base Atk +6; Gra +8 

Atk Options Point Blank Shot, Rapid 

Special Actions Coordinated Attack 


Abilities Ste 10, Dex 14, Con 10, Int 12, Wis 12, Cha 8 
Talents Spacehound, Vehicular Evasion 
Feats Armor Proficiency (light), Coordinated Attack, Skill Focus (Pilot), 
Skill Training (Initiative, Mechanies), Point Blank Shot, Rapid Shot, 
Vehicular Combat, Weapon Proficiency (pistols, simple weapons) 
Skills Initiative +12, Mechanics «11, Perception +13, Pilot +17, 
Use Computer +11 
Possessions armored flight suit with helmet package, blaster pistol 


CLONE Scout TROOPER 
The need for reconnaissance spurred the creation of thousands of clone 
scout troopers skilled at infiltrating enemy positions and reporting back. 
Stealth and mobility are paramount to their purpose, with combat capebility 
falling a distant third. 

Scout troopers usually wear camouflaged armor. 


Clone Scout Trooper cL2 

Medium Human nonheroic 6 

Init +4; Senses low-light vision, Perception +10 

Languages Basic 

Defenses Ref 15 (flat-footed 14), Fort 11, 

hp 21; Threshold 11 

Speed 6 squares 

Melee unarmed +4 (104) 

Ranged blaster pistol +5 (3d6) or 

Ranged blaster rifle +5 (348) or 

Ranged frag grenade (4d6, 2-square burst) 

Base Atk +4: Grp +5 

Atk Options Point Blank, Vehicular Combat 

Abilities Str 10, Dex 13, Can 12, Int 10, Wis 11, Cha 8 

Feats Armor Proficiency (light), Point Blank Shot, Skill Training (Stealth), 
Vehicular Combat, Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Perception +10, Pilot +9, Stealth +9 3 

Possessions clone scout trooper armor (+4 armor; as combat jumpsuit 
with helmet package), blaster pistol, blaster rifle, frag grenade, utility 
belt with medpac, BARC speeder 


fll 10; +4 armor 


CLONE SHADOW TROOPER 
Commissioned late in the Clone Wars by Armand |sard, Director of the Senate 
Bureau of Intelligence, to replace the rapidly diminishing numbers of ARC 
troopers, shadow troopers are envisioned as fulfilling more of an infiltration 
and espionage role than serving as “one-clone armies” like their Advanced 
Recon Commando predecessors. 

Because shadow troopers spend so much time behind enemy lines, though, 
their equipment often changes to suit the mission. Standard issue weapons 
include vibrodaggers for close kills and blaster carbines that fire virtwally 
silent, invisible blaster bolts. 


Clone Shadow Trooper cL7 

Medium Human nonheroic 6/soldier 1/scout 3/bounty hunter 1 

Force 4; Dark Side 4 

Init +11 (can reroll); Senses low-light vision, Perception +8 (can rerall) 

Languages Basic 

Defenses Ref 21 (flat-footed 20), Fort 19, Will 16; +6 armor 

hp 39; Threshold 19 

Speed 6 squares 

Melee vibrodagger +9 (24443) 

Ranged blaster carbine +10 (3d8+2, devastating S) or 

Ranged blaster carbine +11 (44842, devastating 5) with Careful Shot and 
Deadeye or 

Ranged frag grenade +10 (446+2, 2-square burst) 

Base Atk +8; Grp +9 


‘Atk Options Careful Shot, Deadeye, Devastating Attack (rifles), Point 
Blank Shot, Precise Shot 

Abilities Str 13, Dex 13, Con 10, int 10, Wis 12, Cha 8 

Talents Acute Senses, Devastating Attack (rifles), improved Initiative, 
Nowhere to 

Feats Armor Proficiency (light), Careful Shot, Deadeye, Point Biank Shot, 
Precise Shot, Skill Training (Gather Information), Weapon Focus (rifles), 
Weapon Proficiency (advanced melee weapons, pistols, rifles, 
simple weapons) 

Skills Deception +6 (+8 when disquised as different species), Gather 
Information +9 (can reroll when tracking an individual), Initiative +11 
{can reroll) Perception +8 (can rerall), Survival +11 

Possessions clone trooper armor, blaster carbine, vibrodagger, frag 
grenade, utility belt with medpac 


CLONE SHOCKTROOPER 

Asanti-war sentiment spreads throughout the Galactic Republic, reaching the 
streets and plazas of Coruscant itself, Supreme Chancellor Palpatine recog- 
nizes that the Grand Army of the Republic is stretched too thinly to pull troops 
off the front lines, Therefore, in the late stayes of the war, Palpatine calls for 
a special division of clone troopers to be created and assigned to maintain 
security on Coruscant and ather critical planets of the Core Worlds. 

These new clones prove to be somewhat ruthless in their zeal to restore 
order. Authorized to perform random searches and detain citizens who fail to 
present proper identification on command, the clone shocktroopers quickly 
come to be known as “stormtroopers,” an epithet that would, after the end 
of the war, be applied to all clone troopers. 


Clone Shocktrooper cli 

Medium Human nonheroic 4 

Init +8; Senses low-light vision, Perception +8 

Languages Basic 

Defenses Ref 17 (flat-footed 16), Fort 13, Will 

hp 14: Threshold 13 

Speed 6 squares 

Melee unarmed +4 (1d4+1) 

Ranged blaster rifle +4 (348) or 

Ranged blaster rifle +2 (448) with Rapid Shot 

Base Atk +3; Grp +4 

Atk Options Rapid Shot 

Special Actions Coordinated Attack 

Abilities Str 13, Dex 12, Con 12, int 10, Wis 9, Cha 8 

Feats Armor Proficiency (light), Coordinated Attack, Rapid Shot, 
‘Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +8, Perception +8 

Possessions clone trooper armor, blaster rifle 


; +6 armor 


CLONE SUBTROOPER 
Subtroopers are clone troapers trained and equipped for aquatic missions. 
Their armor and weapors are modified to function underwater. 

These clones see extensive use under Jedi General Kit Fisto, who leads 
them in action on Mon Calamari, Tibrin, and half dozen other worlds in 
the course of the Clone Wars. 


Clone Subtrooper cL2 
Medium Human nonheroic 6 
Init +9; Senses low-light vision, Perception +9 
Languages Basic 
Defenses Ref 17 (flat-footed 16), Fort 13, Will 9; +6 armor 
hp 21; Threshold 13 
Speed 6 squares 
Melee knife +5 (1d4+1) or 
Ranged blaster rifle +5 (248) or 
Ranged blaster riffe +6 (3d8} with Careful Shot 
Base Atk +4; Grp +5 
Atk Options Careful Shot, Point Blank Shot 
Abilities Str 12, Dex 13, Con 12, Int 10, Wis 9, Cha 8 
Feats Armor Proficiency (light), Careful Shot, Coordinated Attack, 
Point Blank Shet, Weapon Proficiency (pistols, rifles, simple weapons) 
Skills Initiative +9, Perception +9, Swim +6 
Possessions clone trooper armor, blaster rifle, knife 


GALACTIC MARINE 

The Galactic Marines are created when the 21st Nova Corps are assigned 
to the command of Jedi General Ki-Adi-Mundi, who needs a fighting force 
capable of battling in a variety of environments (including space), Ki-Adi- 
Mundi, with his clone marshal Commander Bacara, envision these all-terrain 
soldiers as the best of the best, and they routinely reassign any clone who 
‘cannot keep up with the others—while at the same time transferring in clones 
from other units who perform particularly well. 


Galactic Marine 

Medium Human nanheroic 6/soldier 2/scout 2 

+11; Senses fow-light vision, Perception +10 

Languages Basic 

Defenses Ref 20 (flat-footed 19), Fort 19, Will 14; +7 armor 

fap 45, Tough as Nails; Threshold 19 

Speed 6 squares, Surefooted 

Melee unarmed +8 (144+3) or 

Ranged blaster rifle +8 (348+2) or 

Ranged blaster rifle +9 (348+2) with Careful Shot or 

Ranged frag grenade +8 (446+2, 2-square burst) 

Base Atk +7; Grp +8 

Atk Options Careful Shot, Point Blank Sbot 

Special Actions Coordinated Attack 

Abilities Ste 12 (14 in spacetrooper armor), Dex 13, Con 13, Int 9, Wis 11, 
Cha 8 

Talents Surefooted, Tough as Nails 

Feats Armor Proficiency (light, medium, heavy), Careful Shot, Coordinated 
Attack, Point Blank Shot, Running Attack, Shake It Off, Skill Training 
(Endurance), Weapon Proficiency (pistots, rifles, simple weapons) 

Skills Endurance +11, Initiztive +11, Perception +12 

Possessions clone spacetrooper armor, blaster rifle, frag grenade 


SENATE COMMANDO 
Part of an elite branch of the Republic's Senate Guard, the Senate commandos 
are a special reserve unit that performs missions for both the Senate and the 
Judicial Department of the Republic. More aggressive than the defersively 
minded Senate Guard, the Senate commandos act as an elite police unit on 
Coruscant and sometimes travel to distant worlds on special missions. The 
Senate commandos are often responsible for capturing and detaining sus- 
pects wanted by the Senate for questioning, and they frequently act as elite 
bodyguards for Seriators traveling to war zones throughout the galaxy. 
The Senate commandos also serve as the bodyguards for Supreme Chan- 
cellor Palpatine, prior to the creation of the red-armored Royal Guards. The 
Senate commandos wear a heavier version of the blue Senate Guard armor, 
though they do not wear cloaks. The Senate commandos are one of the few 
rnonclone units in the Republic to perform special missions for the Republic, 
and a fierce rivalry exists between the Senate commandos and elite clone 
units such as the Republic commandos. 


Senate Commando 
Medium human nonheroic 6/soldier 3 
Force 2 
Init +17; Senses low-light vision, Perception +17 
Languages Basic 
Defenses Ref 23 (flat-footed 20), Fort 21, Will 18; +8 armor 
hp 68; Threshold 21 
Speed 4 squares 
Melee unarmed +10 (14643) 
Ranged blaster rifle +11 (3d8+1) 
Base Atk +8; Grp +11 
Atk Options Martial Arts |, Point Blank Shot 
Special Actions Draw Fire, Harm's Way - 
Abilities Str 14, Dex 16, Con 16, Int 10, Wis 12, Cha & 
Talents Draw Fire, Harm's Way 
Feats Armor Proficiency (light, medium), tmpraved Defenses, Martial 
Arts |, Point Blank Shot, Skill Focus (Initiative), Skill Focus (Perception), 
Toughness, Weapon Proficiency (pistols, rifles, simpte weapons) 
Skills Initiative +17, Perception +17 
Possessions battle armor with helmet package, blaster rifle, comlink 


INFLUENTIAL FIGURES 
Although hundreds of thousands of clones fight and die in the front tines 
of the Clone Wars, the outcome of the conflict is truly decided in the vast 
rotunda of the Galactic Senate, where delegates, diplomats, and politicians 
of every ilk discuss and debate the Supreme Chanceilor’s plans and decisians. 
The Senate is united in its desire to bring the war to a swift end, but their 
differing views on how to accomplish this goal split the delegates into two 
camps: those led by Bail Organa, Mon Mathma, and Padmé Amidala, who 
seck a mutual peace with the Separatists to avoid any further compromise of 
liberty, and the militarists who want to see the Confederacy of Independent 
Systems crushed and brought back into the Republic by force. 

Simitarly, the Jedi face the dilemma of the ongoing war with mixed feel- 
ings. Although they are loyal to democracy and wish to see the war resolved 
with minimal violence, they are also loyal to the Republic and so must lead 
the clone armies into battle. The Jedi become more and mare suspicious of 
Supreme Chancellor Palpatine's motives as the war drags on and on, with 
no end in sight, and ultimately assign young Anakin Skywalker to report on 
the Chancellor's activities—suspecting that Palpatine has hidden motives 
for prolonging the conflict 


ADMIRAL WULLF YULAREN 

One of the youngest members of the Republic's naval officer corps to hold 
the rank of admiral, Wullf Yularen begins his career in the Senate Intelligence 
Bureau, but after years of dealing with corrupt Senators and officials, Yularen 
retires, He comes to Supreme Chancellor Palpatine's attention as a potentially 
dedicated and loyal Intelligence officer and is coaxed out of retirement. 
Palpatine quickly promotes Yularen to admiral in order to retain his service. 
Unable to pass up such a promotion, the dedicated, loyal, and disciplined 
officer takes contro! of a naval task force assigned to Obi-Wan Kenobi. During 
the Clone Wars, Admiral Yularen serves as an unflinching naval commander 
who follows his orders, no matter whet doubts he might have. 
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Admiral Wullf Yularen a4 

Medium human noble 4 

Destiny 1; Force 3 

Init +3; Senses Perception +13 

Languages Basic, Bocce, Durese, Gran, High Galactic, Huttese 

Defenses Ref 16 (flat-footed 15), Fort 15, Will 17 

hp 33; Threshold 15 

Speed 6 squares 

Melee unarmed +3 (108+2) 

Ranged blaster pistol +4 (3d6+2) 

Base Atk +3; Grp +4 

Atk Options Point Blank Shot, Precise Shat 

Special Actions Inspire Haste 

Abilities Str 10, Dex 12, Con 13, Int 14, Wis 13, Cha 14 

Talents Educated, Inspire Haste 

Feats Linguist, Point Blank Shot, Precise Shot, Skill Focus (Gather 
Information), Skill Focus (Perception), Weapon Proficiency (heavy 
weapons, pistols, simple weapons) 

Skills Deception +9, Gather Information +14, Knowledge (bureaucracy) 
+9, Knowledge (galactic lore} +9, Knowledge (social sciences) +9, 
Perception +13, Persuasion +9, Pilot +8, Use Computer +9 

Possessions blaster pistol, officee’s uniform, comlink, datapad, various 
personal belongings 


ARC TROOPER ALPHA-17 

One of the most respected clone trainers on Kamino, ARC trooper Alpha-17 
serves through the first year of the Clone Wars in engagements on Ohma- 
Diun, Jabiim, and—like all ARC troopers of his day—Kamino itself. Often work- 
ing alongside Jedi luminaries such as General Obi-Wan Kenobi and General 
Anakin Skywalker, Alpha-17 faces off against foes as deadly as General 
Grievous, the bounty hunter Durge, and the Sith apprentice Asajj Ventress, 

After his capture and torture by Venteess on Rattatak, and his subsequent 
escape, Alpha-17 returns to Kamino, where he trains clone commanders such 
a8 CC-2224 and CC-1138—clones who, at General Skywalker's suggestion, 
are given names by Alpha-17. 

Following his stint as a trainer, Alpha-17 serves aboard the Jotervention, 
escorting Senator Bail Organa on his tour of the Outer Rim Sieges. During 
this mission, Alpha-17 is gravely wounded battling General Grievous. He is 
semt back to Coruscant for treatment, but his transpart vanishes en route. 
The famous ARC troope® is nol seen again, 


ARC Trooper Alpha-17 
Medium Human nonheroic 6/soldier 3/elite trooper 5 
Destiny 1; Force 5; Dark Side 3 
Init +13; Senses low-light vision; Perception +14 
Languages Basic, Mando'a 
Defenses Ref 25 (flat-footed 23), Fort 24, Will 18; +3 armor 
hp 64; DR 2; Threshold 24 
Speed 6 squares, Running Attack 
Melee unarmed +14 (1d4+6) or 
Ranged blaster rifle +14 (3d8+4) or 
Ranged blaster rifle +12 (5d8+4) with Burst Fire or 
Ranged missile launcher +14 (Gd6+6, 2-square splash) or 
Ranged heavy blaster pistol +8 (348+4) and 
heavy blaster pistol +8 (248+) or 
Ranged heavy blaster pistol +6 (Sd8+4) with Burst Fire and 
heavy blaster pistol +6 (5d8+4) with Burst Fire or 
Ranged heavy blaster pistol +6 (34844, 2x2 area) with autofire and 
heavy blaster pistol +6 (3d8+4, 2x2 arca) with autofire or 
Ranged frag grenade +19 [4d6+4, 2-square burst) or 
Ranged ion grenade +13 (4d6+4 ion, 2-square burst) 


cL 10 


Base Atk +12; Grp +14 

Atk Options autofire (heavy blaster pistol, blaster rifle), Burst Fire (heavy 
blaster pistol, blaster rifle), Point Blank Shot, rangefinder, targeting 
scope (blaster rifle) 

Special Actions delay damage, indomitable 

‘Abilities Str 15, Dex 13, Con 10, Int 12, Wis 10, Cha 8 

Talents Armored Defense, Controlled Burst, Improved Armored Defense, 
indomitable, Weapon Specialization (heavy weapons) 

Feats Armor Proficiency (light), Burst Fire, Dual Weapon Mastery I, 
Martial Arts |, Point Blank Shot, Running Attack, Weapon Focus (heavy 
weapons), Weapon Proficiency (heavy weapons, pistols, rifles, 
simple weapons) 

Skills Initiative +13, Perception +74, Stealth +13 

Possessions ARC trooper armor, blaster rifle, missile launcher with 4 
missiles, 2 heavy blaster pistols, 2 frag grenades, 2 ion grenades, 6 
power packs, utility belt with medpac 


CAPTAIN ARGYUS 
Captain Argyusis the respected ieader of the Senate commandos. A veteran 
officer and a formidable combatant, Argyus also has 2 dark secret: He is a 
spy for the Confederacy on the payroll of Count Dooku. 

Argyus first encounters Count Dooku severat years before the Battle of 
Naboo, while Dooku is still a respected member of the Jedi Order and Argyus 


CAPTAIN AROYUe 


is @ young recruit just beginning his service as a Senate Guard. Argyus is 
assigned to quard a diplomatic envoy that includes Count Dooku among its 
members. After negotiations fail, the consular ship comes under attack, and 
during the fighting Argyus is gravely wounded. Only timely action by Count 
Dooku saves the young Senate Guard, after which Argyus and Count Dooku 
‘become friends and associates, 

When Count Dooku leaives the Jedi Order to join the Separatists, be 
contacts Argyus and persuades his friend—now Captain of the Senate 
commandos—to work for him in secret. Captain Argyus continues to serve 
the Republic, though he knows that the day will come when he will be forced 
to reveal his true allegiance. 


Captain Argyus cL3 
Medium human soldier 7/elite trooper 2 

Force 4; Dark Side 4 

Init +11; Senses low-light vision, Perception +1 

Languages Basic 

Defenses Ref 30 (flat-footed 26), Fort 28, Will 20; +8 armor 

hp 94; OR 1; Threshold 28 


‘Speed 6 squares 

Melee unarmed +40 (1d8+5) 

Ranged blaster rifle +12 (3d8+4/x3) or 

Ranged blaster rifle +10 (248+4/x2) with autofire 

Base Atk +9; Grp +10 

Atk Options autofire (blaster rifle), Controlled Burst, Martial Arts Ul, 
Point Blank Shot, Precise Shot, Running Attack 

Special Actions indomitable 

Abilities Str 12, Dex 14, Con 14, Int 19, Wis 10, Cha 16 

Special Qualities delay damage, damage reduction 1 

Talents Armored Defense, Controlled Burst, Improved Armored Defense, 
Indomitable, Juggernaut 

Feats Armor Proficiency (light, medium), Improved Oefenses, Martial 
Arts |, Martial Arts Il, Point Blank Shot, Precise Shot, Running Attack, 
Triple Crit (blaster rifle), Weapon Focus (rifles), Weapon Proficiency 
(pistols, rifles, simple weapons) 

Skills Initiative +11, Knowledge (tactics) +9, Perception +11. 
Use Computer +9 

Possessions battle armor with helmet package, blaster rifle, comlink 
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COMMANDER REX 

Aclone commander assigned to a detachment of clones under General Anakin 
Skywalker, Commander Rex is a steadfast and resilient clone officer who 
is unafraid to do his duty, even if it means placing himself and his men in 
mortal danger. With a reputation as one of the toughest clones in the galaxy. 
Commander Rex spits in the face of danger, and though far from reckiess, 
his courage and willingness to leap into the fray has helped the Republic win 
fumerous engagements. Having developed something of a friendship with 
General Skywalker, Commander Rex has learned not to doubt the resolve af 
Jedi, nor their capabilities, and when given an order he faithfully executes 
it with little concern for his own well being, 

Commander Rex is a skilled warrior who has survived many battles, He is 
known for wielding two heavy blaster pistols ot once—like Jango Fett—but 
is trained in a variety of tacties and fighting styles, and can iead specialty 
clone units inte battle whenever the situation calls for them, 


Commander Rex cL 10 

Medium human soldier /officer 3 

Force 5 

Init +13; Senses low-licht vision, Perception 412 

LanguagesBasic 

Defenses Ref 26 (flat-footed 23), Fort 27, Will 25 

hp 90; Threshold 27 

Speed € squares 

Melee unarmed +12 (1d4+7) 

Ranged heavy blaster pistol +14 (348+5) or 

Ranged heavy blaster pstol +12 (448+5) with Rapid shot or 

Ranged heavy blaster pstol +12/+12 (4d8+5/3d8 +5) or 

Ranged heavy blaster pistol +10/+10 (4d8+S/4d8+5) with Rapid Shot 

Base Atk +10; Grp +12, 

Atk Options Charging Fire, Coordinated Attack, Cover Fire, Dual Weapon 
Mastery Il, Point Blank Shot, Rapid Shot 

Special Actions Assault Tactics, Battle Analysis, Indomitable, share talent 
(Shift Defense t), Shift Defense | 

ies Str 14, Dex 16, Con 14, Int 10, Wis 10, Cha 12 

Special Qualities command cover, share talent (Shift Defense 1) 

Talents Armored Defense, Assault Tactics, Battle Analysis, Cover Fire, 
indomitable, Shift Defense | 

Feats Armor Proficiency (light, medium), Charging Fire, Coordinated 
Attack, Oval Weapon Mastery I, Dual Weapon Mastery II, Improved 
Defenses, Point Blan: Shot, Rapid Shat, Weapon Focus (pistols}, 
Weapon Proficiency Ipistols, rifles, simple weapons) 

Skills [Initiative +13, Knowledge (tactics) +10, Perception +12, 
Treat injury +10 

Possessions clone trooper armor, 2 heavy blaster pistols 


Mas AMEDoA, 


MAS AMEDDA 

Mas Amedda, the Speaker of the Senate, is truly a sad case of an ambitious 
and overconfident politician being outwitted and outmaneuvered by a far 
superior strategist—in this case, a Sith Lord posing as the Supreme Chaneel= 
lor of the Republic 

Mas Amedda begins his political career as the Senator of Champala, 
the Chagrian homeworld. Though he thinks of himself as incorruptible, he 
quickly falls in with manipulative delegates, including Senator Orn Free Ta 
of Ryloth, who nominates Amedda to the position of Speaker shortly before 
the Trade Federation commences its blockade of Naboo, Amedda, something 
of an idealist, believes that he ean use his position to restore order and 
climinate corruption in the Senate, Unaware that this same corruption has 
secured his position. It is his obsession with orderly proceedings that make 
him such an excellent pawn. 

Although Amedda knows he does nat have the political influence to 
become Supreme Chancellor himself, he believes that he can easily use his 
superior knowledge of the Republic bureaucracy to manipulate the Chancellor, 
and, in truth, his tactics work well with Supreme Chancellor Valorum, After 
Palpatine succeeds Valorum, things seem to go much more smoothly, and 
Palpatine seems as easy to control as a broken down farm eopie. The new 
Supreme Chancellor agrees to nearly every measure that the Speaker suggests, 
and Amedda believes that he has achieved his greatest political victory. 

However, a5 worlds begin seceding from the Republic to join the Con- 
federacy of Independent Systems, Mas Amedda gradually becomes aware 
that Palpatine is the true master of manipulation, Mas Amedda becomes 


increasingly suspicious of Palpatine’s every move, and, when four Jedi Masters 
from the High Council come to arrest the Supreme Chancellor, the Chagrian 
finally sees what a foo! he has been 


Mas Amedda cL4 

Medium Chagrian nonherole 3jacble § 

Force 3; Dark Side 6 

Init +3; Senses low-light vision, Perception +10 

Languages Basic, Chagri, Durese, High Galactic, Huttese, Muun, 
Neimoidian 

Defenses Ref 15 (flat-footed 15), Fort 16 (21 against radiation), Will 18 

inp 33; Threshold 16 

Speed 6 squares 

Melee unarmed +7 (1d4+4) 

Ranged by weapon +4 

Base Atk +5; Grp +7 

Special Actions Coordinate, Inspire Confidence, Presence 

Abilities Str 14, Dex 9, Con 12, Int 15, Wis 12, Cha 16 

Special Qualities breathe underwater 

Talents Coordinate, Inspire Confidence, Presence 

Feats Linguist, Skill Focus (Gather Information, Knowledge [bureaucracy], 
Persuasion}, Skill Training (Knowledge [galzctic lore], Knowledge 
[social sciences), Perception, Use Computer) 

Skills Gather Information +17, Knowledge (bureaucracy) +16, Knowledge 
(galactic lore) +11, Knowledge (social sciences) +11, Perception +10, 
Persuasion+17, Use Computer +11 

Possessions encrypted comlink, datapad 


CHAGRIAN SPECIES TRAITS 
Chagrians are powerfully built amphibian humanoids from the watery 
world of Champala, Their skin ranges from light blue to deep indigo, and 
they have fleshy horns (*lethorns") on their heads; females have one pair, 
and males have two, Chaarians are known to be even-tempered, stoic, 
and Somewhat stubborn about following proper procedures, 

Chagrians have the following species traits: 

Ability Modifiers: +2 Strength, -2 Dexterity. 

Medium Size: As Medium creatures, Chagrians have no special 
‘bonuses or penalties due to their size. 

‘Speed: 6 squares. 

Breathe Underwater: Chagrians can breathe normally in water. 

Radiation Resistance: Chagrians gain a +5 species bonus to their 
Fortitude Defense against radiation damage. 

Low-Light Vision: Chagrians ignore concealment (but not total 
concealment) from darkness, 

Languages: Basic, Chagrl, 


Sty Moore 

Little is known about the past life of Sly Moore, the Supreme Chancellor's 
senior aide. Quiet and unassuming, Sly Moore is a familiar face in the Senate, 
and although everyone knows her title and her place in the government 
hierarchy, her activities are so low-profile that no one can say exactly what 
it is that she does for the Supreme Chancellor. 

Sly Moore has actually been warking with Palpatine since his days as 
the Senator of Naboo, although she has never set foot on that planet. She is 
introduced to Palpatine after being abducted by a tattooed Zabrak assassin 
and imprisoned for months in an ancient tomb somewhere in the Kron Drift 
While imprisoned, she is mentally and spiritually assaulted on a daily basis 
by long-dead Sith Lords; only her natural strength of will keeps her from 
going completely mad. Palpatine rescues her, claiming that he “heard her 
cries for help in his mind. He praises Sly for having survived the ordeal and 
cares for her until she is ready to be on her own again. In time, they form a 
‘close bond, and Palpatine eventually admits to the young Umbaran that he 
has powerful mental abilities that he intends to use to bring order to the 
galaxy. Intriqued by his vision of the Republic, Moore asks Palpatine if there 
is anything she can do to help him. 

Palpatine gradually comes to trust Moore's discretion, finally reveal- 
ing the details of his grand scheme to her, as well as his “alter ego.” After 
Palpatine becames Supreme Chancellor of the Republic, Sly Moore finds it 
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easier to suppress the voice of her conscience, She watches as Darth Sidi- 
ous plots against the Jedi, oversees the creation of a secret clane army, and 
manipulates everyone around him to bring about a galaxy-spanning war. By 
the time Palpatine issues Order 66, Sly Moore firmly believes that he has 
the galaxy's best interests at heart, and that war is a necessary step toward 
ensuring lasting peace. 


Sly Moore 

Medium Umbaran noble 8/Force adept 3 

Destiny 2; Force 5, Power of the Dark Side; Dark Side 13 

Init +5; Senses low-licht vision, Use the Force +17 

Languages Basic, Bothan, Durese, High Galactic, Huttese, Rodese, Ryl, 
Umbarese, Zabrak 

Defenses Ref 23 (flat-footed 23), Fort 22, Will 26 

hp 45; Threshold 22 

Vulnerable tight sensitivity 

‘Speed 6 squares 

Melee unarmed +7 (1d4+4) or 

Ranged by weapon +8 

Base Atk +8; Grp +8 

Special Actions Dark Presence, Presence 

Force Powers Known [Use the Force +17): Force stun, mind trick 

Force Techniques Improved Telepathy 

Abilities Str 8, Dex 11, Con 9, Int 16, Wis 13, Cha 15 

Special Qualities low-light vision 

Talents Dark Presence, Force Perception, Force Power Adept (mind trick), 
Gauge Force Potential, Power of the Dark Side, Presence 

Feats Force Sensitivity, Force Training, Linguist, Skill Focus (Deception, 
Gather Information, Knowledge (bureaucracy), Knowledge (galactic 
lore], Knowledge [social sciences], Persuasion, Use the Force}, Weapon 
Proficiency (pistols, simple weapons) 

Skills Deception +17, Gather infarmation +17, Knowledge (burcaveracy) 
+18, Knowledge (galactic lore) +18, Knowledge (social sciences} +18, 
Perception +11, Persuasion +17 (can reroll), se Computer +13, 

Use the Force +17 (can substitute for Perception checks) 

Possessions holo-comlink, datapad 
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REPUBLIC DROIDS 
While Separatist armies rely heavily on droids, droids employed by the 
Republic tend to fill more utilitarian roles. 


FIRST-DEGREE DROIDS 
First-degree droids have specialized scientific or medical programming. 


FX-6 Medical Assistance Droid 

Designed by “rogue” droid engineers who left Industrial Automaton to start 
their own droid company, Medtech Industries’ FX-6 "medassist” decid was 
designed specifically to compete with the 2-1B medical droid, The FX-6 came 
factory-built with a shell of plasteel armor, making it safer to deploy the 
droid on battlefields than the more vulnerable 2-18. 

The darker side of the FX-6 is that it is programmed to ignore suffering 
and save the patient's life by any means necessary. Whereas the 2-18 is 
capable of installing cybernetics if absolutely necessary, the FX-6 is specifi- 
cally programmed to perform standard surgery only if eybernetics are not 
feasible or cost-effective—and it comes equipped with a vast database of 
cybernetic replacements suitable for any medical need. 

FX-6 medical assistance droids can be played as droid heroes. 


FX-6 Medical Assistance Droid cud 
Medium droid (1st-degree} nonheroic 3 

Init +1; Senses low-light vision, Perception +10 

Languages Basic, Binary, 2 unassigned 

Defenses Ref 12 (flat-footed 12), Fort 9, Will 12; +2 armor 


hp 7; Threshold 9 

Immune droid traits 

Speed 2 squares (tracked) 

Melee instrument +1 (142-1) 

Fighting Space | square; Reach 1 square 

Base Atk +2; Grp +2 

‘Abilities Str 8, Dex 11, Con —, Int 14, Wis 15, Cha 9 

Feats Cybernetic Surgery, Skill Focus (Treat Injury), Skill Training 
(Knowledge [technology], Use Computer), Surgical Expertise 

Skills Knowledge (life sciences) +8, Knowledge (technology) +8, 
Perception +50, Treat Injury +13, Use Computer +8 

Systems tracked locomotion, heuristic processor, 6 instruments, 
improved sensor package, vocabulator, plasteel shell (+2 armor) 

Possessions medical kit 

Availability Licensed; Cost 4,300 credits 


SECOND-DEGREE DROIDS 
Technical éroids, including slicer droids and astromech droids, fall into the 
second-degree category. 


FA-4 Pilot Droid 

SoroSuub's FA line of service droids included the popular FA-~4 pilot droid, 
used throughout the galaxy as personal chauffeurs and inexpensive copilots 
for freighters and yachts, Programmed primarily for starship travel and built 
for easy storage when not in use, FA~4s are also frequently used as airspeeder 
pilots and even ground vehicle drivers. They are particularly popular in 
politicat circles because of their “privacy buffer," which allows the user to 
wipe the droid’s memory of destinations and overheard conversations with 
a simple voice command. 

Despite their advanced processors, however, FA~4 droids are not pro- 
grammed for combat operations, They are wired to avoid attacks and other 
hazards, but cannot make use of snips’ weaponry to fire back. 

FA-4 pilot draids can be played as droid heroes. 


FA-4 Pilot Droid ao 
Small droid (2nd-degree) nonheroic 2 

Init +13; Senses darkvision, low-light vision, Perception +4 
Languages Basic, Binary, 2 unassigned 

Defenses Ref 13 (flat-footed 11), Fort 9, Will 11; Vehicular Combat 
hp 5; Threshold 9 

Immune droid traits 

Speed 4 squares (wheeled) 

Melee hand +0 (142-1) 

Fighting Space 1 square; Reach 1 square 

Base Atk +1; Grp -2 


Abilities Str'8, Dex 15, Con —, Int 14, Wis 12, Cha 7 

Feats Skill Focus (Initiative, Pilot, Use Computer), Vehicular Combat 

Skills Initiative +13, Perception +4, Pilot +13, Use Computer +13 

Systems wheeled Jocomotion, magnetic feet, 2 hands, improved sensor 
package, datkvision, vocabulator 

Possessions astrogation buffer (storage device. 10 memory units} 

Availability Licensed; Cost 4,200 credits 


OTHER REPUBLIC FORCES 

The characters, droids, vehicles, and starships presented in this book 
are not the only sources of information on the forces of the Republic. 
Additional Republic characters and starships can be found in both the 
‘Saga Edition core rulebook and the Storships of the Galaxy supplement. 
Gamemasters should feel free to use these other sources to flesh out 
their Clane Wars campaigns. 


CHARACTERS cL SOURCE 

ARC Trooper 8 Saga Edition 282 

Clone Trooper 2 Saga Edition 281 

Clone Trooper 5 Saga Edition 282 
Commander 

STARSHIPS cL SOURCE 

Acclomator-class 18 Starships of the Galoxy 56 
Assault Ship 

ARC-170 Starfighter 12 Saga Edition 180 

Consular-class 8 Starships of the Galaxy 126 
Cruiser 

R70 Corvette 8 ‘Storships of the Galoxy 75 

Delta-7 Aethersprite 10 Starships of the Galaxy 60 
{nterceptor 

Dreadnaught-class 18 Starships of the Galaxy 77 
Cruiser 

Eta-2 Actis " Saga Edition 180 
Interceptor 

LAAT/i Gunship 2 Saga Edition 177 

Theta-class Shuttle 11 Starships of the Galaxy 141 

\V-wing Starfighter 8 Storships of the Galaxy 150 

‘V-19 Torrent 9 Starships of the Galaxy 149 

Venator-class 19 Starships of the Galaxy 148 
Star Destroyer 

Victory Hi-class 8 Starships of the Gotaxy 98 
Star Destroyer 
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FOURTH-DEGREE DROIDS 
Most battle droids, scout droids, and combat remotes fall into the category 
of fourth-degree droids. 


Marksman-H Combat Remote 

Developed by Industria’ Automaton for use by military and security forces 
throughout the galaxy, the popular Marksman-H training remote is used by 
everyone from the Jedi Order to bounty hunters and in the training exer- 
cises of clane troopers on Kamino. Some mercenaries use them as sentries, 
although they usually prave little more than a delaying tactic meant to keep 
enemies busy while the mercenaries prepare for battle (or escape), 

The spherical Marksman-H is equipped with a low-power “stunner’blaster* 
that delivers a blaster bolt that feels like a sharp sting, The default setting 
is for the Marksman-H to remain “on guard” until an opponent readies a 
weapon, then begin attacking. 

Industrial Automaton manufactures Marksman-H combat remotes from 
common droid components, atlowing them to keep costs down 

Marksman-H combat remotes can't be played as droid heroes. 


Marksman-H Combat Remote cLo 
Diminutive droid (4th-degree) nonheraic 2 
Init +10; Senses Percestion +1 
Languages Basic, Binary 
Defenses Ref 19 (flat-footed 15), Fort 6, Will 10 
hp 5; Threshold 6 
Immune droid traits 
Speed 1 square (hovering) 
Ranged light blaster +5 (1d4 stun) 
Fighting Space 1 square; Reach 1 square 
Base Atk +1; Grp ~18 
Special Actions Dodge, Point Blank Shot 
Abilities Str 3, Dex 18, Con =, Int 10, Wis 11, Cha 6 
Feats Dodge, Point Blank Shot, Weapon Focus (pistols), 
Weapon Proficiency (pistols) 
Skills Initiative +10 
‘Systems hovering locomotion, basic processor, weapon mount (stabilized) 
Possessions light blaster 
Cost 350 credits 


REPUBLIC VEHICLES 

Many of the larger corporations represented in the Galactic Senate sup- 
port the war enthusiastically. Among them are Rothana Heavy Engineering 
and Aratech Repulsor Company, both of which see the conflict as 3 great 
opportunity to earn obscenely large profits. 


WEAPON SYSTEMS 4 
Vehicle weapons share many of the same design characteristics as sta 
ship weapon systems, and the two are often interchangeable. This a 
vehicle weapons to be employed against starships—as seen at the B 
of Geonosis—and, of course, lets weapons factories crank out 
without the need for wholesale retooling of the assembly lines, 

Below are a few weapons used by the Republic during the Clone 
‘Some of these are later discontinued but might be available as 
surplus” in later eras. 


Composite Beam Cannon 
The composite beam cannon uses a cycling beam generator to alter 
‘eneray signal of the beam, ignoring § points af the target's SR. 


Mass-Driver Cannon 
Mass-driver cannons fire accelerated microprojectiles. They are capable 
of punching holes in starships and reducing enemy artillery to rubb 
after one or two solid hits. 

Mass-driver cannons can only be mounted on vehicles of Gargai 
size or larger because of their intense recoil. 


Proton Grenade 
Proton grenades throw out a high-energy burst of accelerated pa 
capable of disassembling matter at a molecular level. A proton aren 
detonates on impact. 
When you make an area attack with a proton grenade, make a single 
attack roli and compare the result to the Reflex Defense of every target _ 
in the grenades 3-square burst radius. Targets you hit take full damage, 
and targets you miss take half damage. | 
| 
Rail Cannon 
Rail cannons deliver explosive warheads at super-high velocity, inflicting 
damage via both the payload and the kinetic eneray of the impact. 
Like mass-driver cannons, rail cannons can only be mounted on 
vehicles of Gargantuan size or larger because of their intense recoil. 


_ 


ALL-TERRAIN 

ATTACK POD (AT-AP) 

A later addition to the Grand Army of the Republic, the All-Terrain Attack 
Pod, or AY-AP, is designed to be a lighter, faster version of the AT-TE (see 
below), The AT-AP sees extensive use on Kashyyyk, where the dense forests 
make it much more difficult for AT-TEs to be quickly deployed 


All-Terrain Attack Pod cL 10 
Gargantuan ground vehicle (walker) 
init +7: Senses Perception +8 
Defenses Ref 15 (flat-footed 14), Fort 23; +9 armor, Vehicular Combat 
hp 180; DR 15; Threshold 43 
Speed 6 squares (max. velocity 60 km/h) 
Ranged mass-driver cannon +7 (see below} and 
blaster cannon +7 (see below) and 
medium laser cannon +9 (see below) 
Fighting Space 4x4; Cover total 
Base Atk +5; Grp +33 
Atk Options autofire (heavy blaster cannon, medium laser cannon) 
Abilities Str 36, Dex 42, Con —, Int 14 
Skills Initiative +4, Mechanics +8, Perception +8, Pilot +4, 
Use Computer +8 
Crew 3 (experth; Passengers none 
Cargo 200 kg: Consumables 2 davs; Carried Craft none 
Payload SO mass-driver microprojectiles 
Availability Military; Cost not available for sale 


Mass-Driver Cannon (gunner) 

Atk +7, Dmg 6010%2 
Heavy Blaster Cannon (gunner) 

Atk +7 (+2 autofire), Dmg Sd10x2 
Medium Laser Cannon (pilot) 

Atk +9 (+4 autofire), Dmg 3d10x2 


ALL-TERRAIN EXPERIMENTAL 
TRANSPORT (AT-XT) 
An early prototype of the AT-RT, the All-Terrain Experimental Transport, or 
AT-XT, provides an armored canopy for the cockpit, protecting the driver 
from small arms fire. It also incorporates a plasma shield generator as 3 
means to offset the vulnerabilities created by the addition of the weight 
of its armor, 

A large number of AT-X1s are produced before the Grand Army settles 
on the lighter and more maneuverable AT-RT, though engineers continue to 
tinker with the basic design for many years after the Clone W: 


All-Terrain Experimental Transport cLé 
Large ground vehicle (walker) 
Init +8; Senses Perception +8 


Defenses Ref 14 (flat-footed 13), Fort 18; +4 armor, Vehicular Combat 
hp 60; DR 5; SR 5; Threshold 22 


Speed 4 squares (max. velocity 25 km/h) 

Ranged double laser cannon +8 (see below) or 
Ranged twin proton grenade launchers +8 (see below) 
Fighting Space 2x2; Cover total 

Base Atk +5; Grp +12 

Atk Options autofire (double laser cannon) 


Abilities Str 26, Dex 12, Con —, Int 12 
Skills Initiative +8, Mechanics +8, Perception +8, Pilot +8, 
Use Computer +8 


Crew 1 (expert); Passengers none 

Cargo 12 kg: Consumables 2 days; Carried Craft none 
Payload 18 proton grenades 

Availability Restricted; Cost 14,700 (2,200 used) 


Double Laser Cannon (pilot) 
Atk +6 (+1 aulofire), Dmg 4d10x2 


Twin Proton Grenade Launchers (pilot) 
Atk +6, Dmg 846 (expends 2 grenades), 4-square burst radius 
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ALL-TERRAIN RECON 
TRANSPORT (AT-RT) 

The All-Terrain Recon Transport, or AT-RT, is 2 single-trooper vehicle 
designed for close infantry support and long-range reconnaissance. While 
its open cockpit provides excellent visibility for the driver, it also provides 
little cover. 

Clone commanders frequently divide their force of AT-RTs into teams of 
three for patrols and recon. Equipped with a variety of scanners and sensors, 
AT-RTs can move quickly around the field of operations and transmit data 
back to the commander in the forward command center. 

AT-BTs also see extensive use in the civitian sector {as police patrol 
vehicles} and are popular with clone shocktroopers for the “pacifying” 
effect their appearance has on unruly mobs. This civilian variant usually 
replaces the repeating blaster cannons with a grenade mortar and @ rack 
of two dozen shells (usually stun grenades, ion grenades, or fragmentation 
grenades); its availability is Restricted and its cost is 25,000 credits (15,000 
credits used). 


All-Terrain Recon Transport cls 
Large ground vehicte (walker) 
Init +8; Senses Perception +6 
Defenses Ref 16 (flat-fosted 13), Fort 16; +4 armor, Vehicular Combat 
hp 60; DR 5; Threshold 21 
Speed 8 squares (max. velocity 70 km/h) 
Ranged repeating blaster cannon +5 (see below) 
Fighting Space 2x2; Cover +2 
Base Atk +2; Grp +13 
Atk Options autofire (repeating blaster cannon) 
Abilities Str 22, Dex 16, Con — Int 12 
Skills Initiative +8, Mechanics +6, Perception +6, Pilot +8, 
Use Computer +6 
Crew 1 (skilled) Passengers none 
Cargo 20 kg; Consumables 1 day: Carried Craft none 
Availability Military; Cost 40,000 (24,000 used) 


Repeating Blaster Cannon (pilot) 
Atk +5 (+0 autofire), Dmg 3d10x2 
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ALL-TERRAIN TACTICAL 
ENFORCER (AT-TE) 

Adapted from industrial security vehicles built by Rothana Heavy Engineering, 
the All-Terrain Tactical Enforcer, or AT-TE, is a formidable weapons platform 
capable of delivering an entire platoon of clone troopers to strategic points 
on the battlefield, then providing them with covering fire while they take up 
positions. A dorsal rail cannon enables the AT-TE to serve as mobile artillery, 
and an array of missile payloads allow it to be custom-armed to fit whatever 
purpase is necessary on the battlefield. 

The AT-TE's six massive walker legs and low profile provide great stability, 
but this design also makes the vehicle vulnerable to land mines and infantry 
equipped with explosives, as none of the AT-TE's seven weapons covers the 
vehicle's underside. 

‘An unusual feature of the AT-TE is its magnetic grapplers, which enable it 
to scale even sheer cliffs. The rear passenger compartment is ais0 equipped 
with a medical draid for stabilizing wounded troopers untit they can be safely 
transported to the nearest Republic Mobile Surgical Unit. 


All-Terrain Tactical Enforcer cL 12 
Gargantuan ground vehicle (walker) 


Init +3; Senses Perception +8 


BARC Speeder cls 
Large ground vehicle (speeder) 


Init +11; Senses Perception +8 


Defenses Ref 14 (flat-footed 14), Fort 26; +9 armor, Vehicular Combat 
hp 240; DR 15, 30 against ion damage; Threshold 46 


Defenses Ref 14 (flat-footed 10), Fort 14; +1 armor, Vehicular Combat 
hp 45; DR 5; Threshold 19 ee? 


Speed 4 squares (max. velacity 60 km/h), climb 2 squares 
Ranged rail cannon +7 (see below) and 
6 medium laser cannons +7 (see below) 
Fighting Space 6x4; Cover total (crew), +5 (rail cannon gunner} 
Base Atk +5; Grp +41 
Atk Options autofire (medium laser cannons) 
Abilities Str 42 Dex 10, Con — Int 14 
Skills Initiative +3, Mechanics +8, Perception +8, Pilot +3, 
Use Computer +8 
Crew 7 (expert); Passengers 38 
Cargo 10 tons; Consumables 15 days; Carried Craft none 
Payload 48 heavy concussion warheats 
Availability Military; Cost not available for sale 


Rail Cannon (gunner) 

Atk +7, Dig 5d10x5 (heavy concussion warhead) 
Medium Laser Cannons (gunners) 

Atk +7 (+2 autofire), Dmg 24102 


BARC SPEEDER 

The Aratech Repulsor Company's contribution to the Grand Army of the 
Republic is this military-grade speeder bike, designed to replace its slightly 
older (and poorly armed) 74-Z speeder bike. Although originally designed 
for use by ARC troopers, the BARC speeder (an acronym for Biker Advanced 
Reeon Commando) swiftly becomes the Grand Army's preferred light recon 
vehicle. 

Unlike the 74-2 speeder, the BARC can perform at high altitudes, making 
it useful for escorting LAAT/i gunships and LAAT/c transports. More impor- 
tantly, the BARC comes with two sets of fight blaster cannans—one mounted 
on the forward vane, and another on the rear stabilizer—to provide greater 
firepower. 


Speed fly 12 squares (max. velocity 520 km/h) 
Ranged twin light blaster cannons +6 (see below) 
Fighting Space 2x2; Cover none 

Base Atk +5; Grp +14 

Atk Options autofire (twin light blaster cannons) 
Abilities Str 19, Dex 18, Con —, Int 12 

Skills Initiative +11, Perception +8, Pilot +11 

Crew | (expert); Passengers 1 

Cargo kg; Consumables none; Carried Craft none 
Availability Military; Cost 2,300 (1,450 used) 


Twin Light Blaster Cannons (pilot) 
Atk +8 (+3 autofire), Bing Sd10 
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CR-20 TROOP CARRIER 

The Corellian Engineering Corporation's CR-20 troop carrier is designed 
to carry a platoon of troops and their support gear to the battlefield, 
although it is not as well equipped to handle a hostile landing zone as LAAT 
transports. 

The majority of the Republic's CR-20s are purchased shortly after the 
Battle of Geonosis from the Corellian Defense Force's surplus. They are 
modified to meet the Grand Army's needs, including racks upon which can 
be mounted a dozen BARC speeders or 74-Z speeder bikes. 


‘CR-20 Troop Carrier 
Colossal space transport 
Init -1; Senses Perception +8 
Defenses Ref 11 (flat-footed 10), Fart 38; +10 armor, Vehicular Combat 
hp 300; DR 15; SR 25; Threshold 88 
Speed fly 12 squares (max. velocity 850 km/h), fly 3 squares 
(starship scate) : 
Ranged medium turbolssers +10 (see below) and 
medium turbolasers 48 (see below) 
Fighting Space 12x12 of 1 square (starship scale); Cover total 
Base Atk +5; Grp +53 
Atk Options autofire (Fice-linked medium turbolasers) 
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INFANTRY SUPPORT PLATFORM 
Built for both speed and maneuverability, the Infantry Support Platform, 
or ISP, utilizes a vectored-thrust turbofan engine that can be angled for 
maximum acceleration or maximum deceleration, particularly over “soft* 
terrain (such as the marshy swamplands on Felucia and Kashyyyk, where it 
sees the most use). 

Intended as a heavier version of the versatile BARC speeder, the ISP is 
introduced late in the Clone Wars. 


Infantry Support Speeder Platform a7 
Huge ground vehicle (speeder) 
Init +8; Senses Perception +8 
Defenses Ref 13 (flat-footed 11). Fort 15; +3 armor, Vehicular Combet 
hp 50; DR 10; Threshold 25 
‘Speed fly 8 squares (max. velocity 100 km/h) 
Ranged twin blaster cannons +8 (see below) and 
twin blaster cannons +6 (see below) 
Fighting Space 2x2: Cover +5 
Base Atk +5: Grp +15, 
Atk Options autofire (twin blaster cannons) 
Abilities Str 20, Dex 14, Con — Int 12 
Skills initiative +8, Perception +8, Pilot +8 


Abilities Str 66, Dex 12, Con =, Int 16 
‘Skills Initiative -1, Mechanics +8, Perception +8, Pilot -1, 
Use Computer +8 
Crew 6 (expert); Passengers 40 
Cargo 15 tons; Consumables 2 weeks; Carried Craft 12 speeder bikes 
Hyperdrive x3 (backup x12) 
Availability Restricted; Cost 680,000 (265,000 used) 


Fire-linked Medium Turbolasers (pilot) 
Atk +10 (+5 autofire), Dmg 6d10x5 

Fire-linked Medium Turbolasers (co-pilot) 
Atk +8 (+3 autofire), Dmg &d10x5, 


‘Crew 2 (expert); Passengers none 
Cargo 55 kg; Consumables 1 day; Carried Craft none 
Avai ty Restricted; Cost 11,600 (2,880 used) 


‘Twin Blaster Cannons (pilot) 4 
Ad10x2 f 
‘Blaster Cannons (gunner) 

Atk +6 (+1 autofire), Dmg 4010x2 


LOW-ALTITUDE ASSAULT 
TRANSPORT/CARRIER (LAAT/C) 
Rothana Heavy Engineering's Low Altitude Assault Transport Carrier is a 
variant of the LAAT/i gunship, built specifically to carry slow, heavy vehicles 
directly to the front lines. Crewed by a single clone trooper pilot, the LAAT/ 
is capable of delivering massive payloads planetside {rom orbiting starships 
and back again. 

Originally designed to carry the AT-TE specifically, the LAAT/c was later 
modified to transport a variety of cargoes, such as forward command centers 
(see the “Forward Command Center” sidebar). Its rapid cargo-deployment 
system allows the pilot to set the transport down, release the cargo clamps 
a5 a move action, and lift off again, without the time-consuming offloading 
‘operations of traditional transports. 
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LAAT/e Carrier cue 
Colossal air vehicle (airspeeder) 


Init -1; Senses Perception +8 


Defenses Ref 14 (flat-footed 13), Fort 25; +13 armar, Vehicular Combat 
hp 150; DR 15; SR 15; Threshold 75 


Speed fly 12 squares (max. velocity 620 km/h), fly 3 squares 
(starship seate) 

Ranged light laser cannons +9 (see below) 

Fighting Space 6x6 or 1 square (starship scale); Cover total 

Base Atk +5; Grp +40 

Atk Options autofire (light laser cannons} 


Abilities Str 40, Dex 12, Con —, Int 15 
Skills Initiative -1, Mechanics +8, Perception +8, Pilot ~t, 
Use Computer +8 


Crew 1 (expert); Passengers none 

Cargo 40 tons; Consumables 3 days: Carried Craft usually 1 AT-TE, 4 
AT-XTs, 1 Republic troop transport, 1 TX-130 Seber-class fighter tank, 
of 1 forward command center 

Availability Military; Cost 58,009 (42,000 used) 


Light Laser Cannons (pilot) 
Atk +9 (+4 autofire), Omg 3d10x2 


A LAAT/e Daneman AT-TE, 


MEDLIFTER TROOP TRANSPORT 
Designed by a variety of engineering companies ta ferry wounded troops from 
the front lines to Republic Mobile Surgical Units, medlifters come in different 
styles and shapes. The most commonly used, the Ubrikkian Industries Mode! 
300, carries up to four passengers in enclosed duraplast “cocoons,” tended 
toy a field medic, whose job is to keep the wounded alive long enough {0 
reach the operating room. 


Medlifter Troop Transport 

Huge air vehicle (airspeeder) 

Init +6; Senses Perception +6 

Defenses Ref 13 (flat-footed 11), Fort 15; +3 armor 
hp 50; DR 5; Threshold 25 

Speed fiy 10 squares (max. velocity 600 km/h) 
Fighting Space 3x3; Cover +5 (crew), none (passengers) 
Base Atk +2; rp +17 

Abilities Str 20, Dex 14, Con —, Int 12 

‘Skills Initiative +6, Perception +6, Pilot +6 

Crew 2 (skilled); Passengers 4 

Cargo 1 ton; Consumables 1 day; Carried Craft none 
Availability Licensed; Cost 24,000 (8.100 used} 
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REPUBLIC TROOP TRANSPORT 
The lightly armored Republic Troop Transport, or RTT, is used primarily to 
deliver troops into neutralized landing zones—though it comes armed with 
anti-personnel laser cannons and missile launchers to clear light resistance 
and debris. They are usually employed during missions where stealth is a 
factor, or as backup transports while the more formidable LATS are being 
refueled or reloaded. 
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Republic Troop Transport cL8 
Colossal air vehicle (airspeeder) 
Init +0; Senses Perception +8 


Defenses Ref 12 {flat-footed 10), Fort 22; +10. armor, Vehicular Combat 
hp 120; DR 15; Threshold 72 


‘Speed fly 12 squares (max. velocity 580 km/h) 

Ranged laser cannons +10 (see below) and 
missile launcher +8 (see below) 

Fighting Space 6x6; Cover total 

Base Atk +5; Grp +37 

Atk Options autofire (laser cannons) 


Abilities Str 34, Dex 14, Con -, Int 16 
Skills Initiative +0, Mechanics +8, Perception +8, Pilot +0. 


Crew 2 (expert); Passengers 12 

Cargo 3 tons; Consumables 3 days; Carried Craft none 
Payload 12 missiles 

Availability Restricted; Cost 42,000 (10,200 used) 


Laser Cannons (pilot) 
Atk +10 (+5 autofire), Dmg 4d10 


Missile Launcher (gunner) 
Atk +8, Omg 646, 2-square splash 


SELF-PROPELLED 

HEAVY ARTILLERY 

Too heavy to be deptoyed via LAAT/c carriers, the ponderous Self-Propelled 
Heavy Artillery. or SPHA, must be delivered to the ground directly from 
Acclometor-class assault ships. Although among the slowest vehicles in the 
Grand Army's arsenal, the SPHA is also the most formidable, mounting a 
ineavy starship-scale weapon capable of bringing down capital ships (provided 
they are still in the atmosphere) or ieveling entire cities. 

Defended from infantry assault by 2 dozen heavy repeating blaster 
cannons, the SPHA also includes a troop compartment that can hold three 
full squads of clone troopers. Fortunately, the range of the SPHA’s primary 
weapon usually means that it is far enough away from the main battlefield 
that attacks by ground troops rarely present a problem. 

The designation of SPHA is based on its primary gun: SPHA-T (turbolaser); 
‘SPHA-I (ion cannon); SPHA-V (antivehicle heavy laser); SPHA-C (concussion 
missile launcher); or SPHA-M (mass-driver cannon). 


Self-Propelled Heavy Artillery CLi6 
Colossal ground vehicle (walker) 
Init -2: Senses Perception -8 
Defenses Ref 15 (flat-footed 15), Fort 32; +18 armor, Vehicular Combat 
hp 360; DR 20; Threshold 82 
‘Speed 4 squares (max. velocity 35 km/h) 
Ranged heavy turbolaser +7 (see below) and 
12 heavy repeating blaster cannons +2 (see below) or 
Ranged heavy ion cannon +7 (see below) and 
12 heavy repeating blaster cannons +2 (see below) or 
Ranged heavy laser cannon +7 (sec below) and 
12 heavy repeating blaster cannons +2 (see below) or 


Ranged heavy missile launcher +7 (see below) and 
12 heavy repeating blaster cannons +2 (see below) or 
Ranged heavy mass-driver cannon +7 (see below) and 
AZ heavy repeating blaster cannons +2 (see below) 
Fighting Space 12x12; Cover total 
Base Atk +5; Grp +47 
Atk Options autofire (heavy repeating blaster cannons) 
“Abilities Str §4, Dex 10, Con —, int 14 
Skills Initiative ~2, Perception +8, Pilot -2 
Crew 25 (expert); Passengers 30 
Cargo 500 kg; Consumables 1 week; Carried Craft none 
Payload 48 concussion missiles (SPHA-C only) 
Availability Military; Cost not available for sale 


SPHA-T; Heavy Turbolaser (gunner) 
Atk +7, Dmg 7410x5 

SPHA-I: Heavy fon Cannon (gunner) > 
Atk 47, Ong 3d10%5 ion 

SPHA-V: Heavy Laser Cannon (gunner) 
Ati +7, Dmg Sd10%2 

SPHA-C: Heavy Missile Launcher (gunner) 
Atk +7, Dmg 9d10x5, 

SPHA-M: Mass-Driver Cannon (gunner) 
Atk +7, Dmg 7410x2 

All: Heavy Repeating Blaster Cannons (gunners) 
Atk +2 (autofire only), Omg 3410 


TX-130 SABER-CLASS 

FIGHTER TANK 

The TX-130 Saber-class fighter tank was meant to serve as a counter to the 
Trade Federation's versatile AATS, but without the inherent “lowest-bidder” 
design flaws. Often piloted by Jedi in the field, the TX-130 is small enough 
to provide enemies with a difficult target while simultaneously being armed 
well enough that it can launch a devastating counterattack—and quickly get 
bback out of range again. 

Although the TX-130 includes 3 compartment designed to carry an R2 
unit, astromech droids are generally considered more valuable as starfighter 
Support; most crews use the extra space as additional cargo storage. 

A later variation added a top-mounted turret fitted with a composite 
beam cannon, 


‘TX-130T Saber-class Fighter Tank cL7 
Huge ground vehicle (speeder) 
Init +7; Senses Perception +5 
Defenses Ref 17 (flat-footed 13), Fort 21; +5 armor 
hp 120; DR 5; SR 5; Threshold 31 
‘Speed 8 squares (max. velocity 200 km/h} 
Ranged laser cannons +3 (ste below) and 
twin laser cannons +1 (see below) and 
missile launcher +1 (see below) or 
Ranged laser cannons +1 (see below) and 
twin laser cannons +1 (see below) and 
missile launcher +1 (see below) or 
composite beam cannon +1 (see below) 
Fighting Space 3x3; Cover total (crew), +5 (astromech droid) 
Base Atk +0; Grp +21 
Abilities Str 33, Dex 18, Con —, Int 14 
SI Initiative +7, Mechanics +5 (+12*), Perception 5, Pilot +7, 
Use Computer #5 (+12*) 
Crew 3 plus optional astromech droi¢ (normal); Passengers 2 
Cargo 750 kg; Consumables 1 day; Carried Craft none 
Payload 16 missiles 
Avaitability Military; Cost not available for sale 
* if the tonk hos the optionol astromech droid, use these skill modifiers 
instead. 


Laser Cannons (pilot) 
Atk +3, Dmg 5d10x2 


Twin Medium Laser Cannons (copilot) 
Atk +1 (-4 autofire), Dmg 5410 


Missile Louncher (copilot/gunner) 
Atk +1, Dmg 8d6, 4-square splash 

Composite Beam Cannon (gunner) 
Atk +1, Dmg 8410 


UNSTABLE TERRAIN ARTILLERY 
TRANSPORT (UT-AT) 
Notoriously slow and vulnerable, the Unstable Terrain Artillery Transport, 
or UT-AT—known by the troops as the “Trident” because of its weapon 
configuration—is a heavy repulsorlift tank built by Kuat Drive Yards and the 
Mekuun Corporation to make up for the design shortfalls af walkers such 
as the AT-TE. Equipped with banks of repulsorlift "skis" that redistribute the 
vehicle's weight based on the terrain, the UT-AT is ungainly in combat and 
requires an additional full round of all-out movement to reach its top speed 
of 45 kilometers per hour, However, the repulsorlifts can be reconfigured for 
traction (rather than repulsion), allowing the UT-AT to scale sheer surfaces. 
The UT-AT's bomblet generator allows the pilot to shunt some of the 
reactor engine's eneray to an ion converter, unleashing virtual storms of ion 
“grenades” with the range of @ grenade launcher. However, diverting the 
energy to the bomblet generator drains a great deal of energy; the UT-AT must 
come to a complete stop for a full round before firing the ion bomblets. 
The interior of the UT-AT can be configured cither for clone troopers (half 
a platoon) or materiel, such as bridge-laying equipment. 


Unstable Terrain Artillery Transport 
Colossal ground vehicle (speeder) 
lnit -2; Senses Perception +8 
Defenses Ref 10 (flat-footed 8), Fort 19; +10 armor, Vehicular Combat 
ip 200; DR 15; Threshold 63 
Speed 4 squares (max, velocity 45 km/h), climb 2 squares 
Ranged heavy laser cannon +8 (see below) and 
2 medium laser cannons +6 (see below) and 
4 heavy repeating blasters +1 (see below) or 
Ranged bomblet generator +8 (see below) and 
2 medium laser cannons +6 (see below) and 
4 heavy repeating blasters +1 (see below) or 
Fighting Space 8x12; Cover total 
Base Atk +5; Grp +34 
Atk Options autofire (heavy repeating blasters) 
Abilities Str 28, Dex 10, Con —, Int 12 
Skills Initiative -2, Mechanics +8, Perception +8, Pilot -2 
Grew 6 (expert); Passengers 20 
Cargo 26 tons; Consumables 1 week; Carried Craft none 
Availability Military; Cost not available for sale 


Heavy Laser Cannon (pilot) 
Atk +8, Ding 64102, 2-square splash 
‘Medium Laser Cannons (gunners) 
Atk +6, Dmg 4d10x2 
Heavy Repeating Blasters (gunners) 
Atk +1 (autofire only), Dmg 3410 
Bomblet Generators (pitot) 
Atk +6, Dmg 4d6 ion 
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REPUBLIC STARSHIPS 
Industrial titans such as the Corellian Engineering Corporation turn out record 
‘aumbers of military starships, keeping assembly lines running night and day 
to produce components and replacement parts. 


CONSULAR-CLASS CRUISER 
(MODIFIED) 

{At the start of the Clone Wars, when starships and other weapons of war are 
still in short supply, Supreme Chancellor Palpatine issues an order that thou- 
sands of government vessels be converted inta warships for use against the 
Separatist fleet. At this time, much of the Republic's leet of Consular-class 
‘cruisers receive a retrofit {known as the Charger ¢70 retrofit} to improve theit 
combat capability. Many battle groups in the Republic Navy use retrofitted 
Consulor-class cruisers to supplement their larger capital ships and provide 
a much-needed step between starfighters and the Acclamator-class and 
Venator-class ships. 


Consular-ciass Cruiser (Charger c70 Retrofit) 

Colossal (frigate) capital ship 

Init +0; Senses Perception +6 

Defenses Ref 18 (flat-footed 14), Fort 36; +14 armor 

‘np 960; DR 15; SR 120; Threshold 139 

Speed fly 3 squares (starship scale) 

Ranged 2 light turbolaser cannon batteries +8" (see below) and 
2 point-defense medium laser cannons +4 (see below) 

Fighting Space 1 square (starship scale); Cover total 

Base Atk +2; Grp +48 

Abilities Str 62, Dex 18, Con —, Int 14 

Skills Initiative +0, Mechanics +6, Perception +6, Pilot +0, 
Use Computer +6 

Crew & (skilled); Passengers 20 (troops) 

Cargo 6,000 tons; Consumables 6 months; Carried Craft none 

Hyperdrive x1.5, advanced navicomputer 

Availability Military; Cost 1,650,000 (700,000 used) 

* Apply a ~20 on attacks against targets smaller than Colossal in size, 
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Light Turbolaser Cannon Battery (3 gunners) ] 
's smatier than Colossal), 3d10x5, 
Point-Defense Medium Laser Cannon (gunner) 

Atk +4, Dmg 4d10x2 
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KAPP4-CLASS SHUTTLE 

Decades before the Clone Wars, Republic Sienar Systemns designs the Koppo- 

class shuttle to serve as a troop transport for local militias and planetary 

defense forces. Equipped with two blaster cannons for space combat and two 

heavy repeating blaster cannons to provide covering fire for disembarking 

troops, the Kappa is meant to drop into hot landing zones, offload a platoon of 

troops and their support vehicles, then lift off again within half a minute. 
The troop cabin can be reconfigured for a variety of payloads, includ- 

ing extra vehicles, cargo, munitions, or 35 many as two more squads of 

troopers. 

Kappa-class Shuttle can 

Colossal space transport 

Init +0; Senses Perception +8 


MEDSTAR-CLASS FRIGATE 

The exigencies of the war quickly pushed the Republie's fleet of MedStor- 
class frigates into service as mobile hospitats, where patients stabilized on 
the battlefield could receive all necessary care to restore them to fighting 
condition, 

Though outfitted for defense, MeaStar-class frigates are not well-suited 
for combat, and, if they are entering a hostile zone, are usually accompanied 
bya small number of battle-ready frigates. However, once on station, they are 
generally fairly safe from attack, Only the most ruthless Separatist captain 
would think of firing on 2 hospital ship. 
MedStar-class Frigate cLis 
Colossal (frigate) capital ship 
Init -3; Senses Perception +6 


Defenses Ref 16 (flat-footed 14), Fort 26; +14 armor, Vehicular Combat 
hp 130; DR 15; SR 25; Threshold 76 


Defenses Ref 13 (flat-footed 12), Fort 34; +12 armor, Vehicular Combat 
hp 680; DR 15; SR 100; Threshold 134 


Speed fly 12 squares (max. velocity 820 km/h), fly 4 squares (starship 
scale) 
Ranged double blaster cannons +7 (starship scale: see below) and 
2 heavy repeating blaster cannons +2 (character scale; see below) 
Fighting Space 12x12 or 1 square (starship scale); Cover total 
Base Atk +5; Grp +41 
Atk Options autofire (heavy repeating blaster cannons) 


Speed fly 2 squares (starship scale) 
Ranged 1 turbolaser battery +13 (see below) 

Ranged 2 point-defenses laser cannon batteries +13 (see below) 
Ranged tractor beam +5 (see below) 

Fighting Space 1 square (starship scale); Cover total 

Base Atk +2; Grp +51 

Atk Options autofire (point-defenses laser cannon batteries) 


Abilities Str 43, Dex 14, Con =, Int 15 
Skills Initiative +0, Mechanics +8, Perception +8, Pilot +0, 
Use Computer +8 


Abilities Str 59, Dex 12, Con ~, Int 16 
Skills Initiative -3, Mechanics +6, Perception +6, 
Use Computer +6 


Crew 4 (expert); Passengers 40 
Cargo 50 tons; Consumables 1 month; Carried Craft 2 AT-RT walkers or 
2ISP platforms 


Crew 440 (skilled); Passengers 655 
Cargo 4.800 tons; Consumables 3 years; Carried Craft up to 12 Colossal 
vessels. 


Hyper «2 («18 backup), nav computer Hyperdrive x! (x10 backup) 
Availability Military; Cost not available for sale Availability Licensed; Cost 4,875,000 (2,550,000 used) 
Double Blaster Cannans (co-pilot) Turbolaser Battery (5 gunners) 

Atk +7, Dmg 5d10x2 Atk +13, Dmg 4d10x5 


Heavy Repeating Blaster Cannons (gunners) 
‘Atk +2 (autofire only), Dmg 3410 


Point-Defenses Laser Cannon Batteries (5 gunners) 
Atk +13 (+8 autofire), Dmg 2d10x2 


Tractor Beam (pilot/copilot/qunner) 
‘Atk +5, Dmg — (grapple +51) 


NU-CLASS ATTACK SHUTTLE 
Designed to supplement, but not replace, the LAAT/i transport vehicles, the 
‘Nu-class attack shuttle from Cygnus Spaceworks combines much of the 
design aesthetic of the LAAT/i with contemporary shuttle design. The end 
result is a starship that functions as both a troop transport and an infantry 
support vehicle. Capable of undertaking longer-range missions than the 
LAAT/i and faster as weil, the Nu-class attack shuttle has thicker armor 
and heavier shielding than atmospheric vessels, allowing it to survive pas- 
sage through ship-to-ship engagements and stil deliver its cargo—whether 
materiel or traops—into 2 war zone, Many Mu-class attack shuttles also 
serve as the personal transports for Republic military commanders (such as 
the Jedi generals) during the Clone Wars, ferrying them from capital ships 
to planetary battlefields quickly and safely. 


Nu-class Attack Shuttle 

Colossal space transport 

init +2; Senses Percegtion +8 a 

Defenses Ref 17 (flat-footed 14), Fort 25; +14 armor 

hp 110; OR 15; SR 30; Threshold 25 

Speed fly 12 squares (ax. velacity 850 km/h), fly 4 squares [starship 
scale) 

Ranged medium laser cannons +9 (see below) and 
double light laser cannons +7 (see below} 

Fighting Space 12x12 or \ square (starship scale); Cover total 

Base Atk +5; Grp +40 

Atk Options autofire (double light laser cannons) 

Abilities Str 40, Dex 18, Con —, Int 14 

Skills Initiative +2, Mechanics +8, Perception +8, Pilot +2, 
Use Computer +8 

Crew 2 (expert); Passengers 30 

Cargo 2 tons; Consumables 2 days; Carried Craft none 

Availability Military; Cost 85,000 (50,000 used) 
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Medium Laser Cannons (pilot) 
Atk +9, Dmg 4d10x2 

Double Light Laser Cannons (copilot) 
Atk +7 (42 autofire), Dmg 4d10x2 


PELTA-CLASS MEDICAL 
FRIGATE 
The Pelta-class frigate from Kuat Drive Yards is one of the newest vessels in 
the Republic Fleet. Boasting a design that allows the ship to alter its shape 
to fit its role, the Pelta-class frigate has two large auxiliary “wings” that 
can fold back into the ship to present a smaller profile at the expense of 
interior space. A multipurpose frigate produced with modular interiors, the 
Pelta-class frigate can be retrofitted in 3 matter of hours simply by remov- 
ing one interior module and inserting another. Though this process must be 
performed at a shipyard or other facility capable of servicing the ship, this 
feature allows battle groups to alter their role in a matter of days rather 
than weeks or months. 

The Peita-class frigate often serves alongside the MedStar-class frigate 25 
a medical vessel, giving the Pelta-class ships the reputation of being medicat 
frigates despite their multipurpose role. 


Pelta-class Medical Frigate 

Colossal (frigate) capital ship 

Init -2; Senses Perception +6 

Defenses Ret 13 (flat-footed 11), Fort 35; +11 armor 

‘hp 760; DR 15; SR 100; Threshold 135 

Speed fly 3 squares (starship scale) 

Ranged 2 light turbolaser batteries +17 (see below) and 
3 point-defense light laser cannon battery +17 (see below) and 
Uractor beam battery +11 (see below) 
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Fighting Space 1 square (starship scale); Cover total 
Base Atk +2; Grp +47 
Atk Options if any 


Abilities Str 40, Dex 16, Con —, Int 16 
‘Skills Initiative +3, Mechanics +6 (+13"), Perception +6, Pilot «3, 
Use Computer +6(+13"). 


Abilities Str 60, Dex 14, Con —, int 20 

Skills Initiative -2, Mechanics +6, Pereeption +6, Pilot -2. 
Use Computer +6 

Crew 900 (skilled); Passengers 300 (troops) 

Cargo 275 tons; Consumables 1 month; Carried Craft none 

Hyperdrive x2 (backup x16) 

Availability Military; Cost not avzitable for sale 

* Apply 0 -20 penoliy on attacks against targets smaller than Colossal size. 


Light Turbolaser Battery (6 gunners) 
Atk +17 (-3 against targets smatler than Colossal), Dmg 34105 


Grew 2 plus astromech droid (skilled); Passengers none 
Carga 130 kg; Consumables 1 week; Carried Craft none 

Payload 10 proton torpedoes 

Hyperdrive x2, 10-jump memory (astromech droid) 

Availability Military; Cost 127,000 (63,000 used) 

* If the ship has an astromech droid, use these skill modifiers instead. 


Medium Laser Cannons (nilat) 
Atk +7, Dmg 4d10x2 


‘Double Light ton Cannons (quaaer) 
Atk +5 [+0 autofire), Dmg 4410x2 ion 


Point-Defense Light Laser Cannon Battery (6 gunners) 
Atk +17 (+12 autofire}, Dig 4d10x2 

Tractor Beam Battery (3 gunners) 
Atk +11 [-9 against targets smaller than Colossal), 
Dmg — {grapple +47) 


KOENSAYR BTL-S! Y-wInG 
The first iteration of the starfighter that will continue to serve 2 military 
function for decades to come, the Koensayr BTL-S1 Y-wing starfighter is the 
multipurpose predecessor to the Y-wing fighter used by the Rebel Alliance 
at the Battle of Yavin, The BYL-S1 is aesthetically and functionally similar to 
later models, though a few major differences are noticeable on first glance. 
The most obvious difference can be seen in the copifot’s placement in the 
ship; the copilot sits in a gunnery bubble behind the pilot, which swivels to 
provide the copilot with a greater angle of fire for the ship's ion cannons. 
Koensayr BTL-S1 Y-wing cL 10 
Gargantuan starfighter 
Init +3; Senses Perception +6 
Defenses Ref 15 (flat-footed 12), Fort 25; +7 armor 
hp 110; DR 100; SR 0; Threshold 45, 
Speed fly 12 squares (max. velocity 950 km/h), fly 3 squares 
(starship scale) 
Ranged medium laser cannons +7 {see below) and 
double light ion cannons +5 (sce below) or 
Ranged medium taser cannons +7 (see below) and 
proton torpedoes +5 (see below) 
Fighting Space 4x4 or 1 square (starship scale); Cover total (crew), +5 
{astromech droid) 
Base Atk +1; Grp +32 
Atk Options autofire (double light (on cannons) 


Proton Torpedoes (gunner) 
Atk +5, Dmg 9d10x2, 4-square splash 
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THE CONFEDERACY 


Although the Republic prides itself on being the known galaxy's bright center 
Of civilization, it is, like all too many civilizations, beset by corruption and 


internal conflict. The erosion of principles and the failure of policy creates a 
divide between wealthy worlds and the poor worlds, between the influential 

and the ignored, between those who have and those who want. 
Too many Republic Senators succumb to the vices that are eroding the 
stitution for which they stand. With so many morally bankrupt politicians, 
and so many more becoming corrupted by their post, the Senate becomes 
too weak and too greedy to do what is right. Whole systems suffer because 
their representatives face an insurmountable wall of apathy, or because their 
representatives are too busy lining their pockets to care. Senators who take 
4 stand against the corruption—who risk their careers to fight inequality — 
quickly learn that the rest of the Senate has no use for them. And so they 

turn to new leadership. 

outsiders such as Count Dooku convince frustrated Senators 
to abandon the Republic to join the Separatist movement, taking their worlds 
‘and systems with them. These Senatorsare easily convinced that the Republic 
isa lost cause. Drawn together by their idealism and cynicism, they forge an 
alliance apart from the Republic, devoted to restoring equality and ending 


oe “A, strife on their respective worlds. 


Dooku's words stir the hearts of many, though he thinks of himself as 
merely an advisor rather than a leader. When the “Confederacy of Inde- 
pendent Systems” swells to over a thousand member worlds, Count Dooku 

a 'veals that he had once been a Jedi—and had left the Jedi Order for many 

| _ of the same reasons that the Separatists had left the Republic. The fact 
thata Jedi Master is just as disillusioned with the Republic as they are lends 

the Separatists a great deal more conviction, and gives them the final bit 
of encouragement they need to challenge the Republic militarily as well as 
politically. 

} The constituent members of the Confederacy of Independent Systems 


have no clue that Count Dooku has become Darth Tyranus, the new ally and 
| apprentice of Darth Sidious. Sidious casts the Republic loyalists and the 
Separatists into war with the foreknowledge that neither side will survive the 
conflict intact—that both the Republic and the Confederacy of Independent 
Systems are to be sacrificed for the creation of a new Galactic Empire. 
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ORGANIZATION 

Over ten thousand systems flack to the Separatist cause, even if nat all of 
them commit to joining the Confederacy of Independent Systems. When 
they first unite around a common need to defend themselves against pirates 
and raiders (such as the Nebula Front), they share technology for building 
private armies for self-defense. When the Republic refuses t0 provide any real 
assistance, the Separatists begin to evolve from a group of malcontents with 
F goals to a full-blown political movement with views and expectations 
radically different from those of their parent organization—and combined 
forces numbering in the quadrillions, 


THE COMMERCE FACTIONS 
The Confederacy of Independent Systems has a strong core membership 
consisting of several associated commercial organizations: the greedy Trade 
Federation, the bureaucratic Commerce Guild, the ambitious Corporate Alli 
ance, the enigmatic Techno Union, the opportunistic InterGalactic Banki 
Clan, the hivelike labor pool of Geonosian Industries, and the galaxy-spanning 
Retail Caucus. Each has reasons for supporting separation from the Republic, 
which, cumulatively, provide the Confederacy with the resources it needs to 
form a political body strong enough to secede. They all know that support- 
ing the Separatist movement is an end to their lucrative relations with the 
Republic; they have all weighed the risks and decided that following Count 
Dooku is the best strategy for optimizing their profits. 

The level of support among the commerce factions for the Separatists is 
mixed, however. Each has its own reasons for joining—and its own price. 


The Retail Caucus 

The Retail Caucus is a conglomerate of hundreds of corporations that special- 
ize in commercial goods created for public consumption. Before the outbreak 
of the Clone Wars, the Retail Caucus is largely a financial institution, manag- 
ing the money and investments of its component companies, which specialize 
in the creation and distribution of consumer goods. Prior to the Battle of 
Naboo, the Retail Caucus has very little in the way of military resources, 
relying on the Trade Federation to ship and protect its goods. 

Count Dooku first approaches the Retail Caucus primarily for financial 
backing. Seeing a chance to make an investment that could pay off in the 
future, the Retail Caucus fronts the credits to fund dozens ef clandes- 
tine battle droid and starship manufacturing plants across the galaxy. In 
exchange, the Retail Caucus receives 10% of all of the military materiel 
produced by these manufacturing facilities, resulting in a new military 
power almost overnight. 
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The Trade Federation 

The Trade Federation, under the leadership of Viceroy Nute Gunray, fe 
cheated by the backlash over its occupation of Nabao—which was, techni 
speaking, perfectly legal—and they are awaiting an opportunity to re 
some of their considerable losses from the reparations they were forced 
pay to the Naboo and the Gungans. 


The Commerce Guild 


“The Commerce Guild comes to the Confederacy in secret. As the 


influential commodities broker in the Republic, it knows all too welt 
#00 much pressure here or there can severely unbalance the market, cost 
hundreds of trillions of eredits. But after a few of the more cagey pi 
memibers of the Confederacy die in convenient accidents, Commerce Guil 
President Shu Maia Gossam, from the world of Castell—decides that 
can play both sides of the conflict without arousing the ire of either: bot 
the Republic and the Confederacy need ore and minerals and bulk produce, 
particularly in wartime. 


The Corporate Alliance 

The Corparate Alliance—the organization in charge of regulating sales and 
distribution throughout the galaxy—knows ail along that the Republic will. 
not miss them if they leave; there will always be someone else more than 
ager to fill their seats in the Senate. But its Magistrate, Passel Argente, isa 
Koorivar—a species driven from its adopted homeworld by a Republic resol 
tion that ceded the planet to another species over two thousand years before 
the Battle of Naboo. The Koorivars have never forgiven the Republic for the 
grievous injury, so Magistrate Argente feels no compunctions whatsoever 
about joining the Separatist movement, pledging the Corporate Alliance 
wholeheartedly to the Confederacy of Independent Systems. 


The Techno Union 

The galaxy’s foremost developer of emerging technologies, including 
advanced engineering and microelectronics, the Techno Union is strongly 
devoted to the Separatist agenda. Represented by Wat Tambor, a Skakoan, 
the Techno Union incorporates Haor Chail Engineering, Republic Sienar Sys- 
tems, Kuat Systems Engineering, and TaggeCo, among others. The combined 
technological acumen of these cutting-edge corporations is unparalleled in 
the Republic—though many of the Techno Union's best and brightest chose 
not to commit to the Confederacy, including BlasTech Industries and the 
Corellian Engineering Corporation. 


a 


The InterGalactic Banking Clan 

Based on Muunilinst, the InterGalactic Banking Clan supports the Confed- 
eracy of Independent Systems—but not exclusively. The enigmatic Chairman 
of the IGBC, San Hill, feels that denying the Republic the services provided by 
the InterGalactic Banking Clan—the administration of loans and interest rates, 
and the regulation of investment market prices—will only put the Republit in 
a position where it has no choice but to fight until the bitter end. If allowed to 
view the independent systems as friendly competitors, rather than enemies, 
the Republic will be much more willing to concede the war and let those 
systems secede, in order to preserve its own financial stability. 


Geonosian Industries 

The Geonosians have always felt slighted by the Republic's refusal to accept 
the supremacy of their queen—despite most humanoids’ lack of wings (a clear 
sign that the galaxy’s other species are of inferior castes). The Geonosians’ 
archduke, Pogale the Lesser, is impressed by Count Dooku's deference toward 
the Geonosian queen caste, so he pledges every last one of his species’ 
underground factories to the Seperatist cause and offers his homeworld as 
a meeting place for the other trade faction representatives. 


*“THERE WILL COME 
Aa TIME WHEN 
THAT CULT OF 

GREED, CALLED 
THE REPUBLIC, 
WILL LOSE EVEN 
THE PRETEXT OF 
DEMOCRACY AND 
FREEDOM.” 


- COUNT DOOKU 


THe SITH 

At the top of the Separatist hierarchy—and kept carefully hidden from both 
sides—are the Sith; Darth Tyranus and his dark master, Darth Sidious. Under 
Darth Sidious's sinister tutelage, Darth Tyranus (Count Dooku) spends ten 
years manipulating a minor political movement into a full-biown seces- 
sionist front while Sidious maneuvers the Republic loyalists into declaring 
all-out war. 


Darth Sidious adheres to a tradition of secrecy imposed by the Sith a 
thousand years before, working his evil schemes through intermediaries 
and dupes while remaining hidden in the shadows. His organization includes 
politicians and anarchists, crime lords and corrupt law enforcement, schemers 
and dreamers, the wealthy and the impoverished—and, as the war draws to 
‘a close, the most powerful Jedi Knight alive: Anakin Skywalker. 

Sidious recruits the disillusioned Count Dooku shortly after the Jedi 
Master leaves the Order over an ill-fated mission to the world of Galidraan. 
A suave and charismatic speaker, Dooku makes the ideal figurehead for the 
Separatists: a dynamic orator with a strong desire to see the Republic made 
to serve its most influential constituents, without all the inconvenient public 
safety rules and annoying trade regulations. Much of his own philosophy 
hhas formed the core of Separatist views, and it is little wonder that they 


all of Sidious’s apprentices, Dooku is expendable. In fact, 
the Sith philosophy is for an apprentice to continually prove himself. If the 
apprentice does not survive, he can be replaced—often by whoever Killed the 
apprentice. This is the case with Darth Tyranus—siain by the Jedi Anakin Sky- 
walker, who soon replaces Dooku as Sidious’s new apprentice, Darth Vader. 


THE COMBINED CONFEDERACY 
Initially, the Separatist forces are five independent armies warking toward 
a common goal but without an overall strategy, or even a unified battle 
plan. The first several battle actions, including the Battle of Geonosis, are 
basically free-for-all engagements, won (or survived) merely because the 
Separatists have the advantage of greater numbers than their Grand Army 
opponents, In time, Count Dooku convinces the various factions to combine 
their military forces, enabling the Separatist Droid Army to team Trade 
Federation B1-Series battle droids with Commerce Guild homing spider 
droids, for example, oF Techno Union octuptarra tri-droids with Corporate 
Alliance Persuader-class droid enforcers, making for a mare effective and 
well-rounded Separatist military. 

But Dooku recognizes early on that he is not the best general for such an 
army, and he recruits numerous tacticians, commanders, and, in some cases, 
particularly aggressive figureheads to lead the Separatist forces into battle: 
the Chiss general Sev'rance Tan, the Sith apprentice Asajj Ventress, and 
the brutish cyborg Durge. None of these, however, combine all the qualities 
needed to ensure victory for the Confederacy, until Dooku persuades the 
Kaleesh cyborg Grievous to take command. General Grievous turns the war 
around for the Separatists and slowly pushes the conflict right to Supreme 
Chancellor Palpatine’s very doorstep, abducting Palpatine and nearly captur- 
ing Coruscant in the process, 
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THE SEPARATIST 
DROID ARMY 


The Separatists’ military consists of organic and droid forces from all five of 
the original signatory members of the Confederacy of Independent Systems— 
the Commerce Guild, the InterGalactic Banking Clan, the Corporate Alliance, 
the Techno Union, and the Trade Federation—and a number of other aligned 
systems and worlds as well. Organized at first into individuai forces, they 
eventually combine under General Grievous's leadership into a single fighting 
force of extraordinary magnitude. 


SEPARATIST GROUND FORCES 
At its inception, the Separatists' forces are divided into five major orders of 
battle, and numerous minor orders of battle: the Commerce Guild's “punitive 
security forces”; the Corporate Alliance's Policy Administration D rectara 
the InterGalactic Banking Clan's Collections and Security Division; he Techno 
Unian’s droid army; the Trade Federation's droid army; and councless other 
security forces, law enforcement agencies, and private armies. 

Under General Grievous, each of these orders was reorganized into more 
cfficient armies, each with specific purposes for which different combina 
tions of forces are required 


Commerce Guild Punitive Security Forces 

The Commerce Guild employs a force of security personnel and battle droids 
whose major function is to keep the Commerce Guild's member worlds and 
systems in line. The organic personnel generally work separately from the 
droids, though most of the Commerce Guild's draid forces are commanded 
and maintained by Gossams. 

The command structure of the Commeree Guild's organic forces follows 
a similar command structure to the Republic's special forces. 

Squad (6 officers): A squad consists of six Gossam security officers 
{usually Gossam commandos), one of whom acts as a squad leader. 

Troop (36 officers): A troop consists of six squads, including six squad 
leaders, They are generally led by a single Gossam with the title of security 
chief. 

Division (216 officers plus support personnel): A company consists of 
troops, led by six security chiefs and a division commander. 


The Commerce Guild's droid forces are arranged by type of droid. 

Advanced DSD Unit: This unit consists of one advanced dwar spider 
droid and a support group of one squad of BI-Series or B2-Series battle 
droids. 

Spelunker Probe Droid Unit: This unit includes five spelunker probe 
droids. Forces of up to 20 units are sometimes fielded 10 handle particulanty 
tough targets. 

Dwarf Spider Droid Unit: Dwarf spider droid ustally operate in groups 
of four, ot in forces of 2-5 units, 

Heavy Dwarf Spider Droid Unit: Heavy dwarf spider droids usually 
operate in groups of four, or in forces of 2-5 units. 

06-9 Homing Spider Droid Unit: 05-9 tmvmiing spider droids are almost 
always Fielded singly, though usually with an escart of four DSD1 dwarf spider 
droids (which also act as spotters). 
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Corporate Alliance Policy Administration Directorate 

The Corporate Alliance maintains a small security force, the Koorivar Fusiliers, 
whose job is primarily to quard Alliance facilities against sabotage and 
industrial espionage. Like the Commerce Guild, though, they also have a 
sizeable force of droids, composed entirely of their devastating Persuader- 
class droid enforcers. 

The Kaorivar Fusiliers have a command structure similar to the Grand 
Army's, though not quite as extensive, Much of the Fusiliers’ armed might 
relies on artillery emplacements, which are always crewed by two fusilier 
engineers and a crew leader. 

Squad (12 fusiliers): The Fusilier's smallest group is the squad, led by 
a sergeant. 

Platoon (36 fusiliers): A platoon consists of 3 squads, led by a 
lieutenant. 

Company {108 fusiliers plus support personnel): A company consists 
of 3 platoons, led by a captain, 

Battalion (324 fusiliers plus support personnel): A battalion consists 
of 3 companies, led by a colonel. 

Regiment (972 fusiliers plus support personnel): A regiment consists 
of 3 battalions, led by a general. 

The Corporate Alliance's droid units consist entirely of squads of 2-4 
NR-N9S Persuader-class droid enforcers. 


Geonosian Hive Army 

While the Geonosians lack a formal military, their warrior caste is usually 
sufficient to deal with most criminal or security issues. AS part of @ hive 
society, the warrior caste is tightly organized under individual members of 
the queen caste, and require no further command structure: A Geonosian 
warrior Serves his queen and takes orders from no one else (though Archduke 
Foggle has considerable influence over his queen, and can usually expect his 
requests to be commuted into ordess by the queen within moments). 

In battle, Geonosian warriors simply throw themselves at opponents in 
whatever numbers they have at hand; they have no concept of squads, ranks, 
‘or ofders of battle. An encounter with Geonosian troops might be with a 
handful of Geonosian regulars, a swarm of clite warriors, the reverse, or any 
combination in between, 


InterGalactic Banking Clan Collections and Security Division 
The IGAC’s Collections and Security Division's primary purpose prior to 
the outset of the war is to collect cverdue debts and provide security for 
IGBC facilities and the clan's officers. They are organized into two differ- 
ent groups: the organie Muun Guard and IG lancer combat droids, and the 
16-100 MagnaGuard “elites.” The Muun Guards and (G lancer combat droid 
units are structured exactly the same way, while 16-100 MagnaGuards are 
produced in such low numbers that they need no command structure; they 
merely follow the orders of their programmed masters. 

Squad (9 soldiers): A squad consists of 9 soldiers (Muun guards or 
3G lancer combat droids). Either type of group is Jed by 2 Muun guard 
sergeant. 

Troop (45 soldiers): A troop consists of § squads, coordinated under 2 
Muun guard lieutenant. 

Brigade (225 soldiers plus support personnel): A brigade consists of 
5 troops and a section of § Hailfire-class tank droids, led by a Muun guard 
captal 

Division (1,125 soldiers plus support personnel): A group consists of 
'5 brigades, led by a Muun guard colonel. 


Techno Union Droid Army 
Shortly before joining the Separatist movement, the Techno Union restrue- 
tures to more closely resemble the Trade Federation, in a successful effort to 
gain membership in the Galactic Senate. As a result, most of the organization 
of the Techno Union's armed forces is modeled after the Trade Federation's 
{see below), with minor differences based on the specific units avaitable. 

The chief differences lie in the types of units. While the main battle droid 
forces are virtually identical, the Techno \nion utilizes a number of special- 
ized droid types in its army. 

LM-432 Crab Droid Unit (3 droids): A crab droid unit consists of 3 
LM-432 assault crab droids of the same size 

Octuptarra Tri-Droid Unit (3 droids): An octuptarra tri-droid unit 
consists of 3 octuptarra combat tri-droids. 

Tri-Droid Unit (3 droids): This unit consists of 3 tri-droids. 

Spelunker Probe Droid Unit: This unit includes five spelunker probe 
droids. Forces of up to 12 units are sometimes fielded to handle particularly 
tough targets, 
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Trade Federation Droid Army 

The Trade Federation creates its droid army initially for security purposes. 
but quickly puts it to use invading and occupying Naboo, Although they are 
ordered to disarm after their defeat by the combined Naboo-Gungan forces, 
the Trade Federation merely transfers most of its materiel to subsidiary 
corporations—only to transfer it back, years later, in time to ptedge its droid 
forces to the Confederacy of Independent Systems. 

The command structure of the Trade Federation's droid army is profoundly 
simple: Battle droids report to droid officers, and droid officers report to 
their organic commanders. 

AAT Crew (4 droids): An AAT crew consists of 4 OOM-Series battle 
droids. 

MIT Crew (4 droit 
droids. 

Troop Carrier Crew (2 droids): A troop carrier crew consists of 2 00M- 
Series battle droids. 

Squad (8 battle droids): A squad consists of seven battle droids. 
Because the droids are controlled by a remote processor, no squad leader 
is required. 

Platoon (56 battle droids): A platoon consists of 7 squads. 

Company (112 battle droids plus support droids): A company consists 
of 2 platoons transported on eitheran MIT ora troop carrier, under the direct 
command of a battle droid officer. 

Battalion (784 battle droids plus support droids); A battalion consists 
of 7 troop carrier companies and a reinforced squadron of 24 AATs, under 
the direct command of a battle droid officer, 

Vanguard (1,232 battle droids plus support droids): Intended for break- 
ing through heavy defenses to deploy battle droids, a vanguard consists of 
11 MIT companies and @ squadron of 18 AATs, under the direct command 
of a battle droid officer. 

Regiment (4,368 battle droids plus support droids): A regiment 
consists of 4 battalions and 1 vanguard, under the direct command of 
battle droid officer, A regiment is the total force carried aboard a C-9979 
landing craft. 

Division (21,840 battle droids plus support droids): A division consists 
of a 5 regiments carried aboard a section of 5 C-9979 landing craft. 

‘Corps (109,200 battle droids plus support droids): A corps consists of 
a S divisions carried aboard a squadron of 25 C-9979 landing craft, 

Army (218,400 battle droids plus support droids): An army consists of 
2 corps, the total surface force carried aboard a Lucrehulk-class battleship 
under the command of a Trade Federation ship's captain, 


): An MIT crew consists of 4 OOM-Series battle 


The Separatist Droid Army 

Once combined, the individual elements of the commerce factions’ military. 
organizations form the mighty Separatist Droid Army: over a quadrillion 
d total (including the vast numbers of support droids necessary to 
keep such a large force operational), all of which are ultimately answer 
able to the cunning Kaleesh cyborg General Grievous. Reporting direczly to 
ry leaders of the commerce factions, while 


Grievous are the various mi 
the heads of the factions collectively act as an advisory council, with Count 
Dooku as their leader (much the way Supreme Chancellor Palpatine leads: 
‘the Galactic Senate). 

The Separatist Droid Army has no true order of battle due to the 
completely separate militaries that comprise it; instead, task forces are 
assembled as needed from available units. The genius of General Grievous 
is his ability to coordinate radically different force structures in @ way that 
keeps the Republic off balance at the strategic level. Tactically, however, 
these incompatible command structures result in profound inefficiency and 
chain-of-command confusion, the result being that the Republic can usually 
outfight the Separatists even when badly outnumbered. 


Army Command Structure 

The Confederacy has a simiple but effective command structure. Droid offi- 
cers command droid troops, and organic officers command droid officers. 
The concept of individual ranks is largely wasted on Separatist droids, who 
are simply programmed to obey their officers. Even the organic troops 
often have no more official place in the rank structure than “foot soldier” 
or "squad leader.” 

Only those organics who are part of preexisting armed forces tend to 
have traditional ranks such as private, lieutenant, colonel, and so on. But 
all report to their respective superiors, and, eventually and ultimately, to 
General Grievous. Grievous, in turn, reports to Count Dooku, who does the 
bidding of Darth Sidious. 


SEPARATIST NAVAL FLEET 
The Separatists have a sizeable armada of ships well before hostilities with 
the Galactic Repubtic begin—from the blockade fleet of the Trade Federation 
to the war fleet of the Commerce Guild, Unlike the ground forces, though, 
the Separatists' ships are crewed almost entirely by living beings—though 
maintenance and astromect droids are common, and the Neimoidians and 
‘Skakoans rely heavily on droid crews on all their ships. 
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The Separatist Admiralty 

Like their ground forces, the Confederacy Navy begins as separate corporate 
fleets of the various commerce factions, only to be later combined under 
General Grievous. The organization changes little during the transition but 
grows in size. 

The command steucture of the Separatist admiralty consists of five 
groups. 

Section (2-4 vessels, plus maintenance and support crew): The 
smallest group in the Separatist admiralty is the section, commanded by 
a captain 
ht (4-16 vessels, plus maintenance and support crew): A flight 
consists of 2-4 sections, commanded by a commodore. 

Squadron (12~64 vessels, plus maintenance and support crew): A 
squadron consists of 3-4 flights, ted by a commodore. 

Task Group (36-640 vessels, plus maintenance and support crew): A 
task group consists of 3-10 squadrons, led by a rear admiral 

Task Force (72-1,280 vessels. plus maintenance and support crew): 
A task force consists of 2 task groups, led by a vice admiral 

Fleet (200-4,000 vessels, plus maintenance and support crew): A 
fleet consists of 3 task groups, led by an admiral, 

Admiralty: The Separatist Admiralty consists of hundreds of individual 
Heets, under the cammand of General Grievous. 


Admiralty Command Structure 

The admiralty’s hierarchy is similar to the Separatist Droid Army’s—gunnery 
crew, guanery officers, communication and tactical officers, pilats (or pilot 
droids), navigational officers, bridge officers, ship captains, and group com- 
manders. In addition, the command structure includes positions for multipte 
noncammand specialists: medical officers; deck officers; and fighter pilots— 
or, in many cases, droid starfighters. Officers in the Admiralty are organic, 
except for a small percentage of battle droid officers. 


PERSONNEL 

The Separatists' droid army is vast, out its military includes great numbers oF 
organic warriors as well. The Geonesians are among the Separatists’ earlicsi 
and most fanatical followers, and Trandoshan mercenaries often work with 
the Confederacy (with unofficial encouragement from their leaders) 


GEONOSIAN WARRIOR 

Geonosis’s hive world produces millions of new warriors each year. These 
winged fighters are trained from the moment they hatch to obey the bidding 
of their queen. Though not particulerly intelligent, they are fiercely loyal. 
Because the Geonosian warrior caste can fly, they tend to think in three 
dimensions—and because they sleep by clinging to walls, Geonosians make 
use of the high ceilings and uneven walls of their hive chambers to spring 
devastating ambushes. 


Geonosian Warrior cd 

Medium Geonasian nonheroic 3 

Init +6; Senses low-light vision, Perception +1 

Languages Basic, Geonosian 

Defenses Ref 10 (flat-footed 10), Fart 10 (18 against radiation), Will 10 

hp 10; Threshold 10 

Speed 6 squares, fly 4 squares, climb 3 squares 

Melee electro-staff +3 (2d6+2) 

Raaged sonic blaster +2 (288 sonict) 

Base Atk +2; Grp +3. 

Abilities Str 13, Dex 11, Con 11, Int 8, Wis 10, Cha B 

Special Qualities radiation resistance 

Feats Skill Training (Stealth), Toughness, Weapon Proficiency (advanced 
melee weapons. rifles, simple weapons) 

s Initiative +6, Stealth +6 

Possessions electro-staff2 or sonic blaster 

1 Sonic damage cannot be deflected by lightsabers and is considered 
energy damage. 

2 The Geonosian version of the electea-stoff is not a double weapon. 
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GEONOSIAN BLITE WARRIOR 
Elite warriors are assigned to guard sensitive areas of the Geonosian hives, 
such as the nurseries and the hidden chambers of the queen casie. 


Geonosian Elite Warrior cL3 

Medium Geonosian nonheroic 3/soldier 2 

Init +7; Senses low-light vision, Perception +2 

Languages Basic, Geonasian 

Defenses Ref 15 (flat-footed 15), Fort 15 (20 against radiation), Will 12; 
+4 armor 

hp 26; Threshold 15 

Speed 6 squares, fly 6 squares, climb 3 squares 

Melee electro-staff +6 (2d6+5) 

Ranged sonic blaster pistol +4 (2d6+1 sonict, devastating 5) 

Base Atk +4; Grp +6 

Atk Options Devastating Attack (pistols) 

Abilities Str 14, Dex 11, Con 12, Int 8, Wis 10, Cha 8 

Special Qualities radiation resistance 

Talents Devastating Attack (pistols) 

Feats Armor Proficiency (light), Skil Training (Stealth), Toughness, 
Weapon Proficiency (advanced melee weapons, heavy weapons, rifles, 
simple weapons) 

Skills Initiative +7, Stealth +7 

Possessions electro-staff2 or sonic blaster pistol, warrior tunic (+4 armor; 
as combat jumpsuit) 

1 Sonic damage cannot be deflected by lightsabers und is considered 
energy domage. 

2 The Geonosian version of the electro-staff is not a double weapon. 


TRANDOSHAN BOUNTY HUNTER 
Trandashans have hunted Wookiees for as long as anyone can remember, and 
‘many of their bounty hunters sign up with the Separatist as soon as the war 
starts, just for an excuse to legitimize slaughtering their ancient foes. 


Trandoshan Bounty Hunter cLé 
Medium Trandoshan nonheroic 3/scout 4/bounty hunter 1 

Force 4; Dark Side 

Init +8; Senses darkvision, Perception +4 

Languages Basic, Dosh 

Defenses Ref 18 (flat-footed 18), Fort 18, Will 15; +4 armor, +1 natural 
hp 47; Threshold 18 

Speed 6 squares 

Melee claw +7 (1d4+3) or 

Melee bayonet +7 (14844) 

Ranged heavy blaster rifle +5 (3410+2) or 


Ranged heavy blaster rifle +3 (4d10+2} with Rapid Shot or 

Ranged stun grenade launcher +5 (4d6+2 stun, 2-square burst) or 

Base Atk +6; Grp +7 

Atk Options autofire (heavy blaster rifle), Dastardly Strike, Rapid Shot 

Special Actions Acute Senses, Keen Shot, Point Blank Shot 

Abilities Str 13, Dex 8, Con 12, Int 10, Wis 11, Cha 10 

Special Qualities limb regeneration, natural armor 

Talents Acute Senses, Dastardly Strike, Keen Shot 

Feats Armor Proficiency (light), Point Blank Shot, Rapid Shot, Skitl 

Training (Survival), Toughness, Weapon Proficiency (heavy weapons, 
pistols, rifles, simple weapons) 

Skills Initiative +8, Survival +9 

Possessions combat jumpsuit, heavy blaster rifle with mounted bayonet, 
grenade launcher, 4 stun grenades 

Limb Regeneration—A Trandoshan regrows a Jost limb in 1610 days. At 
the end of that time, all persistent penalties associated with the loss oF 
the limb are removed. 


TRANDOSHAN MERCENARY 

Those Trandoshans who embrace warfare—rather than slaving—as their 

profession often rise to the top of their trade: Being able to regenerate lost 

limbs in a matter of days is a huge advantage over most soldiers-of-fortune 

Their relative invulnerability makes them overconfident, though, and Tran 

doshan mercenaries often pile on the heaviest armor they can afford, strap 

‘on the biggest, most lethat weapons they can find, and wade into battle as 

though nothing can stop them. Foriunately for them, and unfortunately for 

the Grand Army of the Republic, they are often correct. 

Trandoshan Mercenary cL 12 

Medium Trandoshan soldier 7/elite trooper S 

Destiny 2; Force 6; Dark Side & 

Init +11; Senses low-light, Perception +9 

Languages Basic, Dosh 

Defenses Ref 31 (flat-footed 30), Fort 31, Will 23; +5 armor, +1 natural 

hp 131; DR 2; Threshold 36 

Speed 4 squares 

Melee claw +14 (1d6+8) 

Ranged heavy blaster rifle +10 (3410+8, devastating 5) with autolire or 

Ranged heavy blaster rifle +10 (5d10+8, devastating 5) with Burst Fire or 

Ranged heavy blaster rifle +5/+5 (3410+8, devastating §) with Double 
Attack and autofire or 

Ranged heavy blaster rifle +5/+5 (5410+8, devastating 5} with Double 
Attack and Burst Fire or 

Base Atk +12; Grp +14 


Atk Options autofire, Burst Fire, Devastating Attack (heavy weapons}, 
Rapid Shot 

Special Actions delay 

Abilities Str 15, Dex 11, Con 14, Int 11, Wis 12, Cha 10 

Special Qualities limb regeneration 

Talents Armored Defense, Controlled Burst, Devastating Attack (heavy 
weapons}, Improved Armored Defense, Indomitable, Multiattack 
Proficiency (heavy weapons), Weapon Specialization (heavy weapons) 

Feats Armor Proficiency (light. medium, heavy), Burst Fire, Charging Fire, 
Double Attack, Improved Damage Threshold, Martial Arts 1, Point Blank 
Shot, Toughness, Weapon Proficiency (heavy weapons, pistols, rifle 


mage, Charging Fire, Point Blank Shot 


simple weapons} 
Skills Endurance +13, Initiative +11, Knowledge (tactics) +11 
,_helmet package 


Possessions heavy battle armor, heavy blaster rif 

Limb Regeneration--A Trandos 
the end of that time, all persis 
the limb are removed. 
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INFLUENTIAL FIGURES 

In every war, battles are decided by the actions of a few brave individu- 
als, But those battles are not fought except at the bidding of the army's 
commanders—and, above them, their civilian leadership, For the Republic, 
this means the Jedi and the Senate. For the Separatists, the leadership comes 
of individuals: the Dark Jedi Asajj Ventress, the mad 
cyborg Durge, the merciless tactician General Grievous, and, above them, 
the charismatic Count Dooku, But even Dooku answers to an even higher 
authority: the Sith Lord Darth Sidious. 

Unlike the Jedi who Jead the Grand Army of the Republic, the Separatist 
commanders fight the war with venceance in their hearts; each has a reason to 
hate the enemy, and, in at least two cases, a bloodlust that almost makes them 
more effective assassins than commanders, Although Grievous sees the war as 
a tactical equation to be solved, Ventress and Durge see it as an opportunity 
to settle old scores; for them, the war cannot go on long enough. 

For Count Dooku, the end of the war means the end of his charade with 
his Sith Master. When the war is over, there will no longer be a need to 
pretend that Darth Sidious and Supreme Chancellor Palpatine are two dif- 
ferent peaple—neither of whom are otherwise necessary to the Confederacy 
of Independent Systems. Dooku can dispatch Sidious and become the new 
Sith Master .. and the ruler of the new Sith Empire. 
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COUNT DOOKU, SEPARATIST 
LEADER AND SITH LORD 

Count Dooku is the enigmatic and compeffing leader of the Separatists, a 
former Jedi Master who broke with the Jedi Order, He is also Darth Tyranus, 
the new apprentice of the Sith Lord Darth Sidious. Powerful, skilled, and ¢har- 
ismatic, Dooku leads the secessionists, slowly gathering them together into a 
Confederacy of Independent Systems. A natural leader of uncommon vision, 
Count Dooku has enticed thousands of worlds avray from the Republic with his 
dieam of reshaping the galaxy, of wiping away the oreed and the bureaucracy 
and the inequities that come with them. Of all the Separatists, Dooku alone is 
the best suited for the task of forging a true and lasting political system—for 
of all the Separatists, Dooku alane knows the will of the Force and how it can 
Guide the Separatists to a new age of oeace and prosperity. 

But Dooku has fallen under the sway of the dark side, and, sadly, cannot 
see how it clouds his judament. As a Jedi Master, Dooku is assigned to lead 
a mission to Galidraan, to repel an invasion by Mandalorians—among them, 
Jango Fett—but his forces are only hastily assembled, and he loses over half 
of the Jedi assigned to him. Only later does Dooku learn that he had been 
manipulated; Galidraan’s governor had actually hired the Mandalorians for 
another job, wanting the Jedi to get rd of them when they became incon- 
venient. Anyone but a Jedi might have been enraged by this betrayal, but 
Dooku is more disappointed in how the Jedi Order had become dupes for 
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the Galactic Republic. Upon hearing the news that his former apprentice, 
Komari Vosa, has been killed while on a similarly pointless mission, Dooku 
resigns from the Jedi Order, 

Soon after his departure, thaugh, Count Dooku is visited by the Dark Lord 
of the Sith, Darth Sidious. The loss of Sith Lora’s former apprentice, Darth 
Maul, motivates Sidious to seek out a new apprentice, a convert who already 
has the training he needs—and who can be turned to the dark site. Dooku 
fits the bill perfectly, a fully trained Jedi Master with radical phi asoplies 
on galactic politics. Dooku is disenchanted with the Jedi way just enough 
to hear vihat the Sith Lord has to say rather than inunediately attack himn of 
notify the Jedi High Council, Sidious's words are competing: he, 100, beli¢ves 
that the Republic is rapidly being crushed under its own weight, and that a 
new order is desperately needed. But he, Sidious, cannot adequately effect 
change without attracting the attention of the Jedi, Furthermore, the last 
thing the Sith Lord can afford at this point is to be exposed; his plans to 
rescue the Republic from itself depenel on his own anonyrnity, 

The need for secrecy severely hinders Sidious. He needs someane who 
can openly talk to the right people, to arrange meetings between them, and 
to serve as the public voice for the secessionist movement he proposes. In 
exchange for Dooku becoming that person, Sidious agrees teach the former 
Jedi Master about the dark site of the Force and how Booky can use it to 
bring about the positive changes they both envision for the galaxy. 

So, yet again, Dooku chooses his destiny. But in doing so, he has truly 
sealed his fate. 
Count Dooku CL18 
Medium Human Jedi 7/Jedi Knight SiJedi Master 4/Sith Lord 2 
Destiny 3; Force 7, Strong in the Force; Dark Side 14 
Init +16; Senses Use the Force +17 
Languages Basic, Geanosian, Shyriiwook 
Defenses Ref 33 {flat-footed 31), Fort 32, Will 33; Block 
hp 141; Threshold 32 
Immune fear effects 
Speed 6 squares 
Melee lightsaber +22 (20849) or 
Melee lightsaber +20 (248+9) with Rapid Strike 
Melee lightsaber +19/+19 (289) with Double Attack or 
Melee lightsaber +17/+17 (3d8+9) with Double Attack and Rapid Strike or 
Melee lightsaber +14/+14/+14 (2d8+9) with Triple Attack or 
Melee lightsaber +12/+12/+12 (348-+9) with Triple Attack and Rapid 

Strike 
Base Atk +18: Grp +20 
Atk Options Double Attack, Improved Disarm, Melee Defense, Rapid 

Strike, Triple Atiack 
‘Special Actions Lightsaber Defenses +3 (Makashi), serenity, temptation 


Force Pawers Known (Use the Force +17): Force gtip, Force fightning, 
Force slam, Force thrust, mind trick, mave object 

Force Secrets Devastating Power, Distant Power, Multitarget Power, 
Quicken Power 

Force Techniques Force Pawer Mastery, Impraved Move Light Object 

Abilities Str 11, Dex 14, Con 13, Int 15, Wis 14, Cha 16 

Special Qualities temptation 

Talents Adept Negotiator, Block, Force Deception, Force Perception, Force 
Persuasion, Lightsaber Gefense, Makashi, Multiattack Proficiency 
(igntsabers), Severing Strike, Telekinetic Savant 

Feats Double Attack {lightsabers), Force Sensitivity, Force Training 
(2), Improved Disarm, Melee Defense, Rapid Strike, Strong in the 
Force, Triple Attack {iightsabers), Weapon Finesse, Weapon Focus 
{lightsabers), Weapon Proficiency (lightsaber, simple weapons), 
Whirl 

Skills Initiative +16, Knowledge {galactic lore) +16, Knowledge (social 
sciences) +16, Perception +16, Use the Force +17 

Possessions lightsaber (scl*ouilt) 


ASAJW VENTRESS, DARK JEDI 
Although the Sith tradition prevents Count Dooku from taking on an appren- 
tice, he does train several acolytes in the Sith arts, including a bitter young 
former Jedi named Asajj Ventress. Ventress was trained on her homeworld 
of Rattatak by a Jedi Knight named Ky Naree, and she knows little of the Jedi 
Order. When Ky Narecis killed, Ventress is unable to control her anger, vowing 
vengeance not only an the warlords whose squabbles caused Ky Narec’s death 
but also on the Jedi Order for not sending anyone to help. 

As the years pass, Asaij Ventress becomes increasingly embittered toward 
the Jedi. She tries her hand at bounty hunting for a while, hoping to pit her 
skills against Jedi targets, but never has the opportunity. During this time, 
AAsajj Ventress learns of the Sith and concludes that, since she cannot join the 
ranks of the hated Jedi, she will become their greatest enemy. However, it is 
‘not until she meets Count Dooku in the battle arena known as the Cauldron 
that she learns what a Sith truly is. 

After proving herself worthy by defeating aver a dozen opponents in the 
Cauldron, Asajj Ventress presents herself to Dooku, who awards her a pair of 
curve-hilted lightsabers (formerly belonging to Komari Vosa) and gives her 
aan assignment to kill Anakin Skywalker, Although she fails, Ventress proves 
to be a resourceful and vicious assassin, carrying out numerous missions on 
Dooku’s behalf. She clashes repeatedly with both Anakin Skywalker and his 
master Obi-Wan Kenobi, but despite capturing Kenobi at one point, she is 
unable to kill either Jedi, 


Shortly before the end of the Clone Wars, Skywalker and Kenobi defeat 
Asajj Ventress, and Kenobi believes that they have purged the hatred from 
her, redeeming her from the dark side, Assuming her deag, the Jedi send 
her body back to Coruscant aboard a medical shuttle. However, the shuttle 
vanishes en route, and, d rumor that she fights in the Second Battle 
of Xagobah, she has not been seen since, 


Asajj Ventress CL 13 
Medim Rattataki (near-Human) Jedi 5/scout 4/Sith apprentice 4 
Destiny 2; Force 7; Dark Side 12 
Init +14; Senses Perception +7 
Languages Basic 
Defenses Ref 28 (flat-footed 25), Fort 26, Will 26; Block, Elusive Target 
hp 105; Threshold 26 
Speed 6 squares 
Melee lightsater +15 (248+7} or 
Melee lightsaber +15 (208 +7] and 
lightsaber +15 (208+7} 
Base Atk +12; Grp +15 
Atk Options Acrobatic Strike, Dark Scourge, Running Attack 
Special Actions Dark Healing, Power of the Dark Side 
Force Powers Known (Use the Force +13): battle strike, dark rage, Force 
sfam, move object 


Force Techniques Impraved Move Light Qbject, Improved Sense 
Surrounding 


Cha 14 


Abilities Str 12, Dex 17, Con 13, Int 10, Wis 12 
Talents Block, Dark Healing, Dark Sccurne. Elusive Target, Improved 
Stealth, Lightsaber Defense, Power of the Dark Side 


Feats Acrobatic Strike, Dual Weapon Mastery |, Dual Weapon Mastery 
UI, Dual Weapon Mastery Ill, Force Sensitivity, Force Training (2), 
Running Attack, Skill Training (Pilot, Stealth}, Weapon Finesse, Weapon 
Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +14, Initiative +14, Pilot +14, Stealth +14, 

Use the Force +13 

Possessions 2 lightsabers 


DURGE, SEPARATIST 
COMMANDER 

Part cyborg, part ancient warrior, and almost entirely insane, Durge is \ittle 
more than a killing machine. He is given the rank of commander in the 
Separatist army by Count Dooku and assigned the task of eliminating the last 
vestiges of the Mandslorians in the galaxy: the Grand Army's clone troapers, 
created from the genetic template of Jango Fett 

Over 1,500 years old, Durge is the epitome of the aggressive Gen’Dai 
warrior: strong, fearless, and ruthless. An early interest in bounty hunting 
leads him to apprentice with a Mandalorisn named Jaing, and the two 
become friends. Eventually, they are approached by a doctor who offers 
to enharice their already formidable skills with cybernetics—essentiall 
bonding them to their armor. Shortly after the procedure, a group of rival 
Mandalorians attack the doctor's laboratory, killing !aing and setting Durge 
on a path of vengeance that ultimate y leads him to slay the Mandalorian 
leader, However, he is tortured by Mandalore’s followers, which drives him 
past the brink of sanity. 

A long hibernation restores Durge to physical health, but his mind is 
too damaged. Still thirsting far vengeance against the Mandalorians, Burge 
learns that the last of their rumber, Jango Fett, has been killed—but that he 
had left behind hundreds of thousands of clones, and the Separatist’s leader, 
Count Dooku, recruits Durge to help kill them 

‘Asa commander in the Separatist army, Durge leads a troop of IG lancer 
combat droids and often works alongside the equally vengeance-driven dark 
side acolyte Asajj Ventress. Together, the two poison the moon of Ohma-D'un, 
killing countless Naboo and Gungans, and nearly kill Obi-Wan Kenodi and 
Anakin Skywalker. They set up a trap for the Jedi on Queyta, and square off 
against Kenobi and Skywalker again a1 the Battle of Muunilinst 

Durge's increasing mental instability troubles Count Dooku. Although 
an effective killer, he lacks the leadership skills that the Separatists require. 
lo response, Dooku recruits another cybarg, the deadly Grievous, to be bis 
general—and to make sure that Durge is in no position to object. Pitting 
Grievous against both Durge and Asajj Ventress aboard the Trenchant Space 
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Station, Dooku is most pleased when his new candidate bests both of his 
previous commanders 1n short order 

Dooku stitt sees a use for Durge and Venteess, however, and orders his 
medics {0 treat them and restore them to health. Durge soon returns to 
action, facing off against Jedi Master Kit Fisto and Pro Koon, and, later, 
battling Kenobi and Skywalker again in the Karthakk system, where Anakin 
Skywalker maneuvers Durge into an escape pod. Trapped, Durge is helpless 
to prevent young Skywalker from launching the shuttle into the nearest 
star—apparentiy ending Durge’s long life once and for ail. 


Durge cL16 
Large Gen'Dai (cyborg) soldier B/elite trooper 2/scout 3/bounty hunter 3 
Destiny 3; Force 5; Dark Side 22 

lInit +12 [can reroll); Senses fow-light, darkvision; Perception +15 (can 
reroll) 

juages Basic, 

Defenses Ref 32 (flat-footed 32), Fort 38, Will 24; +10 armor 

hp 190, Ger'Dai surge; DR 6; Threshold 43, resilient physiology 

Immune atmospheric and inhaled poison hazards 

Speed 8 squares, fly S squares (jet pack) 

Melee spiked flail +141 [248+38) with Mighty Swing or 

Melee spiked flail +8/+91 (148+38) with Double Attack or 

Ranged blaster pistol +14 (3468) or 

Ranged biaster pistol +9/+-9 (346+2) with Double Attack or 

Ranged blaster pistols +12 (4d6+8) with Rapid Shot or 

Ranged blaster pistols +7/+7 (4d6+8) with Double Attack and Rapid Shot 
or 

Ranged blaster rifle +14 [248+8) or ] 

Ranged braster rifle +9/-+9 [348+8] with Doubte Attack or 

Ranged blaster rifle +12 (4d8+8) with Rapid Shot or 

Ranged blaster rifle +7/+7 (4d8+8) with Double Attack and Rapid Snot or 

Ranged flechette launcher +14 (4d6+8 slashing, 2x2 area) or 

Ranged flamethrower +14 (30648, 6-square conc) 

Fighting Space 2x2; Reach ? square (4 squares with pseudopodis) 

Base Atk +15; Grp +27 

Atk Options Cleave, Double Attack, Great Cleave, Martial Arts |, Mighty 
Swing, Point Blank Shot, Power Attack, Rapid Shot 

Special Actions aid another (+4), delay damage, familiar foe +1, 

Shake It Off 

Abilities Str 24, Dex 9, Con 19, Int 11, Wis 8, Cha 14 

Special Qualities cyborg hybrid, hibernation, regeneration 

Talents Acute Senses, Armored Defense, Exotic Weapon Mastery, 
improved Armored Defese, Improved Initiative, Juggernaut, Second 
Skin, Uncanny Dodge 1, Uncanny Dodge Il 

Feats Armor Proficiency (light, medium, heavy), Cleave, Double Attack, 
Extra Second Wind, Great Cleave, Martial Aris, Mighty Swing, Pin, 
Point Blank Shot, Power Attack, Rapid Shot, Shake It Off, Weapon 
Proficiency (heavy weapons, pistols, rifles, simple weapons) 

Skills Endurance +17, Initiative +12 (can reroll), Perception +14 
(can rerotl) 

Systems 2 hand appendages, unique armor (+10 armor, +4 equipment), 
shield generator (SR 10), improved sensor package. darkvision, 
synchronized fire circuits 

Possessions 2 blaster pistols, blaster rifle, flamethrower (5 shots), spiked 

flail, flechette launcher, jet pack (10 charges) 


Cyborg Hybrid—Durge can use any type of droid system except a 
processor. His cyborg chassis includes a life support system, making 
him immune to atmospheric and inhaled poison hazards. 

Gen'Dai Surge—Durge heals § hit points per round after he takes 
his second wind. Though urge cannot regrow lost body parts, he 
‘can reattach severed limbs if his dismembered extremities can be 
recovered. 

Hibernation—Durge can enter a hibernation trance, While in the trance, 
he can remove persistent conditions, such as from the effects of 
poison and disease, at a rate of ene condition per hour. While in the 
trance, Durge ceases to age, and needs no food, water, or air until he 
emerges from hibernation. 

Pseudopodia—Durge has learned how to stretch his natural Gen'Dai form, 
giving him a reach of 4 squares, Durge can use this ability only when 
he is not wearing his armor. 

nt Physiology—Durge’s Gen'Dai physiology allows him to shrug off 
the effects of wounds that would be fatal to anyone else; his damage 
threshold is doubled after adding in all bonuses for feats or size, 

1 Includes 8 points of Power Attock. 
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GENERAL WHORM LOATHSOM 

The commander of the Retail Caucus's military forces, General Whorm 
Loathsom is a Kerkoiden who prides himself on his cunning and leadership 
ability. General Loathsom’s creative strategies lead the Separatist to victory 
on a number of battlefields. 

If General Loathsom has one flaw it is that his ego sometimes gets in the 
way of his strategic thinking, resulting in command decisions made more out 
of arrogance than solid strategy, This flaw allows Obi-Wan Kenobi to stall the 
Retail Caucus’s advance at the Battle of Christophsis, a blunder that shames. 
General Loathsom after the Separatist defeat, 


Whorm Loathsom a7 

Medium Kerkoiden nonheroic 6/noble 3/officer 2 

Destiny 1; Force 5; Dark Side 6 

Init +5; Senses Perception +19 

Languages Basie, Bocce, High Galactic, Kerkoidese 

Defenses Ref 18 (flat-footed 18), Fort 16, Will 24 

hp 46; Threshold 16 

Speed 6 squares 

Melee unarmed +8 (14442) 

Ranged by weapon +8 

Base Atk +8; Grp +8 

Special Actions Assault Tactics, Bolster Ally, Born Leader, Inspire Haste, 
Leader of Droids 


Abilities Str 10, Dex 10, Con 10, Int 14, Wis 18, Cha 14 

Special Qualities command cover, predator's heritage, share talent 
(Bolster Ally), social cunning 

Talents Assault Tactics, Bolster Ally, Born Leader, Inspire Haste 

Feats Improved Defenses, Leader of Droids, Skill Focus (Knowledge 
{tactics}), Skill Focus (Perception), Skill Training (Knowledge [tactics)}, 
Skill Training (Use Computer), Toughness, Weapon Proficiency (pistols, 
simple weapons) 

Skills Deception +14, Knowledge (tactics) +17, Perception +19, 
Persuasion +14, Use Computer +12 

Possessions blaster pistol, comlink, various personal belongings 


OTHER SEPARATIST FORCES 
The droids, vehicles, and starships presented in this book do not represent 
the full extent of the Separatist forces. Additional Confederacy droids 
and starships can be found in the Saga Edition core rulebook and the 
Storships of the Galaxy supplement. Gamemasters should feel free to use 
these other sources to flesh out their Clone Wars campaigns. 


DROIDS cL SOURCE AND PAGE 
Bi-Series battle droid 1 Saga Edition 199 
B2-Series super battle droid 2 Saga Edition 199 

Crab droid scout 4 Saga Edition 201 
Droideka 4 Saga Edition 200 

Dwarf spider droid 3 ‘Saga Edition 200 

1G-100 MagnaGuard 6 Saga Edition 201 
‘STARSHIPS ct SOURCE AND PAGE 
AAT 8 Saga Edition 176 

Droid tri-fighter 9 Saga Edition 181 
Lucrehulk-class battleship 18 -—_—Storships of the Golaxy 146 
Mankvim 814 interceptor 5 Storships of the Galaxy 108 
Munificent-class frigate 18 —_Starships of the Golaxy 64 
Nontext-class starfighter 7 Starships of the Goloxy 86 
Porax-38 starfighter 10 Starships of the Galaxy 121 
Recusant-class destroyer 19 _Storships of the Galaxy 72 
Scarab-class starfighter Storships of the Galoxy 79 


“Vulture droid starfighter = 7 Saga Edition 181 
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CONFEDERACY DROIDS 
Armed with the materiel of the Trade Federation, the Techno Union, and 
Geonosian Industrtts—and the financial resources of the InterGalactic Bank- 
ing Clan and the Commerce Guild—the Confederacy of Independent Systems 
is well-suited to generating vast droid armies. 


FOURTH-DEGREE DROIOS 
The category of fourth-degree droids encampasses most of the droid army: 
battle droids, super battle droids, assassin droids, and so on. 

With the ability to manufacture new troops at a rate of thousands per 
day in the Geonosis factories alone, the Confederacy of Independent Systems 
has distinet numerical advantage over the Republic's Grand Army. And, in 
addition, their new experiments and protatypes can simply be shut down if 
they prove unstabie—something thatis 2 bit more difficult for the Kamsinoan 
cloners to do with their own failures. 

The major contributors to the droid army are, of course, the Trade Federa- 
tion, with their OOM- is, and the Geonosians, with their 
underground droid factories pumping out BI-Series and B2-Series bsttle 
droids for the Separatist cause. Mesnwhile, the Techno Union suagests 
improvements upon the other factions’ basic designs and provides a steady 
stream of mew weapons and equipment to be field-tested under actual 
battle conditions. With so many different factions and species supplying 
droids for the war, the Separatists' forces are understandably diverse; even 
the lowly battle droid comes in ali shapes and sizes, based upon the design 
goals of their creators. 


DROID COLORS 
ike the Grand Army's color-coded ranking system, the Separatist’s 
‘army only has two rank distinctions: commanders and troops. 
ver, specialized battle droids are often painted in other colors so 
9 ate ly tell them apart. This practice is mzinly 
Series battle dros, Other droids~such 


‘same conventions for insignia. 


A-DSD Advanced Dwarf Spider Dri 
The Commerce Guild’s contribution to the Separatist battle droid army is the 
“dwarf” spider droid, originally built to root out miners who refused to pay 
Commerce Guild tariffs. The advanced model upgrades the blaster cannon 
‘and adds a pair of fire-iinked missile launchers. Like the DSD-1, the A-DSD 
is capable of operating in complete darkness. 

A major improvement over the DSD1 és that the A-DSD has heavily armored 
leg plates that it can use to shield its body. 

The A-DS01 is available commercially for many years before the Battle of 
Geonosis, and is actually used in holographic training simulations for clone 
‘Lroopers on Kamino prior to their first action. However, it is not manufactured 
‘a large numbers until some time after the mobilization of the droid armies, 
possibly due to cost overruns. 

Advanced dwarf spider droids can’t be played as droid heroes. 


A-DSD Advanced Dwarf Spider Droid cle 

Huge droid (4th-degree) nonheroic 9/saldier 3 

Init +10; Senses low-light vision, darkvision, Perception +7 

Languages Basic, Binary 

Defenses Ref 14 (flat-footed 14), 18 (flat-footed 18), Fort 31, Will 12; +7 
armor (s¢@ also Jeg shiefds below) 

hp 59; Threshold 46 

Immune droid traits 


CAPTAIN REX BLASTS AN A-OSO AOVANCEO 
SPIDER ORIG FROM ABOV! 


— 


Speed 8 squares (walking) 

Melee claw +12! (1d8+14) 

Ranged blaster cannon +7 (3612+1, 1-square splash) or 

Ranged blaster cannon +5 (4d12-1, 1-square splash) with Rapid Shot or 

Ranged fire-linked missile launchers +7 (4d12+1, 2-square burst) or 

Ranged self-destruct +5 (848, 4-square burst centered on droid) 

Fighting Space 3x3; Reach 1 square 

Base Atk +9; Grp +27 

Atk Options autofire, Burst Fire, Power Attack 

Special Actions leq shields, Point Blank Shot 

Abilities Str 26, Dex 7, Con —, Int 8, Wis 9, Cha 7 

Special Qualities stability 

Talents Armored Defense, Juggernaut 

Feats Armor Proficiency (light, medium}, Double Attack, Point Blank Shot, 
Power Attack, Rapid Shot, Toughness, Weapon Focus (heavy weapons), 
Weapon Proficiency (heavy weepons, rifles) 

Skills Initiative +9 : 

‘Systems walking locomotion, basic processor, claw, improved sensor 
package, darkvision sensors, self-destruct system [246 damage) 

Possessions blaster cannon, fire-linked missile launchers, 36 frag missiles, 
quadanium battle armor 

Availability Military; Cast 25,000 credits 


au 


A-Series Assassin Droid 

Medium droid (4th-degree) nonheroic 6/soldier 6/elite trooper 3 
Force 5; Dark Side 11 

Init +14; Senses low-light vision, darkvision; Perception +14 
Languages Basic, Binary, 1 unassigned 


Defenses Ref 26 (flat-footed 24), Fort 27, Will 19; +3 armor 

‘hp 67; DR 1; Threshold 27 

Immune droid traits 

‘Speed 6 squares (walking), 8 squares (wheeled) 

Melee finger blades +15 (1d6+6) or 

Melee Finger blades +13 (2d6-+6) wit Rapid Strike or 

Melee finger blades +10}+10 (1d6+61 with Double Attack or 

Melee finger blades +8/+8 (2d6+6) with Double Attack and Rapi 
or 

Ranged wrist blaster +15 (348+4) or 

Ranged wrist blaster +13 (408+4) wich Rapid Shot or 

Ranged wrist blaster +10/+10 (348+4) with Dauble Attack or 

Ranged wrist blaster +8/+8 (4d8+4) with Double Attack and Rapid Shot 

Fighting Space 1 square: Reach 1 square 

Base Atk +1 

Atk Options aid another (+4), autofire {wrist blasters), Double Attack 
{finger blades or rifles), Point Blank Shot, Rapid Shot 


Strike 


‘Stability—An advanced dwarf spider droid gains a +5 stability bonus on 
checks made to resist being knocked prone. 

Leg Shields—As a move action, the A-DSD can pull its legs in close to 
increase its armor bonus to +11 until the start of its next turn. 

1 Includes S points of Power Attock. 


A-Series Assassin Droid 
Created long ago by an Anx scientist named Pollux Pol, A-Series assassin 
droids survive their creator and have been scattered throughout the galaxy 
ever since—some as the property of new owners, others as independent droid 
mercenaries. Count Dooku acquires a sizeable quantity of them just in time 
for deployment against the Jedi in the Battle of Jabiim, though he continues 
to assign them to various commanders throughout the course of the war. 

The assassin droids presented here are the most basic model, equipped 
with wrist-mounted blasters and retractable finger blades. However, over 
the centuries since the death of their creator, the A-Series droids have accu- 
mulated countless new weapons (and the training to use them) including 
grenade launchers, flamethrawers, Geonosian sonic blasters, vibroblades, 
and—reportedly—lightsabers. They are also able to collapse into a whee! 
shape, enabling them to move somewhat faster—an innovation usually 
‘associated with the droideka destroyer droid. 

A-Series assassin droids can't be played as droid heroes. 


Abilities Str 14, Dex 14, Con —, Int 12, Wis 11, Cha 11 

Talents Armored Defense, Exotic Weapon Mastery, Improved Armor 
Defense, Indomitable, Multiattack Proficiency (rifles) 

Feats Armor Proficiency (light, medium), Coordinated Attack. Double 
Attack (advanced melee weapons), Double Attack (rifles), Martial 
Arts |, Point Blank Shot, Rapid Shor, Rapid Strike, Weapon Proficiency 
{advanced melee weapons, heavy weapons, rifles, simple weapons) 

Skills Initiative +14, Perception +14 

Systems walking locomotion, heuristic processor, improved sensor 
package, darkvision, synchronized fire circuits, 2 hand appendages, 
1 stabilized weapon mount, vocabulator, locked access 

Possessions wrist blasters (as blaster rifle), finger blades, quadanium 
battle armor 

Availability Illegal; Cost 14,000 credits 


B1-A Air Battle Droid 
Designed as fast-assault battle droids, BI-A Series droids are equipped with 
jet packs that let them get behind enemy positions well ahead of standard 
droid troops. Air battle droids are outfitted with small, wrist-mounted blast- 
¢rs and Jong, double-edged blades in each forearm, making the droids ideal 
for close combat. 

Air battle droids can't be played as droid heroes, 


B1-A Series Air Battle Droid cL4 
Medium droid (4th-degree) nonheroic 3/soldier 3 
Init +9; Senses Perception +8 


Languages Basic, Binary 


Battle Droid Assassin 
Medium droid (4th-degree) nonheraic 3/soldier 3 
Init +4; Senses low-light vision, Perception +10 
Languages Basic. Binary 


Defenses Ref 15 (flat-footed 14), Fort 16, Will 13 
hp 24: Threshold 16 
Immune droid traits 


Defenses Ref 18 (fiat-fooced 14), Fort 18, Will 13 
hp 24; Threshold 16 
Immune droid traits 


Speed 6 squares (walking), fly 6 squares (jet pack) 

‘Melee knife +6 (1d4+3) or 

Melee knife +1 (1d4+3) and 
knife +1 (1d4+3) or 

Ranged wrist-blaster +6 (3d6+1) or 

Ranged wrist-blaster +4 (4d6+1) with Rapid Shot or 

Ranged wrist-blaster +1 (3d6+1) and 
wrist-blaster +1 (3d6+1) oF 

Ranged wrist-blaster -1 (44641) and 
wrist-blaster -1 (44641) with Rapid Shot 

Fighting Space | square; Reach 1 square 

Base Atk +5; Grp +6 

Atk Options Rapid Shet, Stunning Strike 

Abilities Str 13, Dex 13, Con =. Int 9, Wis 10, Cha 10 

Talents Melee Smash, Stunning Strike 

Feats Dual Weapon Mastery |, Rapid Shot, Skill Training (Initiative), 
Running Attack, Toughness, Weapon Proficiency (heavy weapons, 
pistols, simple weapons) 

Skills Initiative +9, Perception +8 

Systems walking locomotion, remote receiver, 2 hand appendages, 
internal comlink, vocabulator 

Possessions 2 knives, 2 wrist-blasters (blaster pistols), jet pack (10 
charges) 

Availability Military; Cost 2,100 credits 


Battle Droid Assassin 

Built on the standard BI-Series battle droid chassis, the battle droid assassin 
is loaded with gyroscopic stabilizers and detailed target-selection programs 
designed to make it a more effective sniper. Unfortunately, the high cost of 
developing the appropriate algorithms—while still keeping the droid “slaved” 
to a remote processor—means that, in the broad scope of things, very few 
battle droid assassins are produced. 

Battle droid assassins can’t be played as droid heroes. 


‘Speed 6 squares (walking) 

Melee unarmed +6 (10342) or 

Ranged heavy blaster rifle +6 (3d10+1, devastating 5) or 

Ranged heavy blaster rifle +6 (4d10+1, devastating 5) with Deadeye or 

Ranged hold-out blaster pistol +6 (3d4+1} or 

Ranged thermal detonator +6 (8d6+1, 4-square burst} 

Fighting Space 1 square; Reach 1 square 

Base Atk +5; Grp +6 

Atk Options Devastating Attack (rifles), Far Shot, Precise Shot, 
Point Blank Shot 

Special Actions aid another (+4), Battle Analysis 

Abilities Str 13, Dex 13, Con —, Int 10, Wis 10, Cha 

Talents Battle Analysis, Devastating Attack (rifles) 

Feats Armor Proficiency (light), Deadeye, Far Shot, Point Blank Shot, 
Precise Shot, Weapon Proficiency (pistols, rifles, simple weapons! 

Skills Perception +10 

Systems walking locomotion, remote receiver, synchronized fire cireuits, 
2 hand appendages, improved sensor package, imternal comlink, 
vocabulator 

Possessions heavy blaster rifle with standard targeting scope, hold-out 
blaster pistol, 2 frag grenades 

Availability Military; Cost 6,460 credits 


Cold Assault Battle Droid 

Built for use in arctic climates, cold assault battle droids~or “snow 

droids"—are built on an enlarged 82-Series super battle droid chassis but 
their wrist blasters removed to accommodate the snow droid’s great 

grip strength. The heavy blaster that replaces the wrist blasters is a more 

dangerous weapon, but the droid is still extremely effective even when it 

foses its main armament. 

The major design flaw of the cold assault battle droid is that its large 
feet—designed to keep it stable on snowy ground—slow it down somewhat 
When running, the cold assault battle droid can only move up to three times 
its speed, rather than four times. 


Cold assault battle droids can't be played as droid heroes. 


Cold Assault Battle Droid 


cL2 

Large droid (4th-degree) nonheroic 6 

Init +2; Senses Perception +8 

Languages Basic, Binary _— 

Defenses Ref 10 (flat-footed 10), Fort 14, Will 10; +2 armor 

hp 31; Threshold 19 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed +8 (143+4] 

Ranged heavy blaster rifle +3 (3010) or 

Ranged heavy blaster rifle +1 (4010) with Rapid Shot 

Fighting Space 2x2; Reach 2 squares 

Base Atk +4; Grp +13 

Atk Options autofire (wrist blasters), Charging Fire, Rapid Shot, 
aid another (+4) 


Feats Armor Proficiency (light), Charging Fire, Rapid Shot, Toughness, 
Weapon Proficiency (heavy weapans, rifles, simple weapons) 
Skills Perception +8 


Systems walking locomotion, remate receiver, backup processor, 
synchronized fire circuits, 2 nand appendages, internal comlink, 
vocabulator, plasteel shell (+2 armor) 

Possessions heavy blaster rifle 

Availability Military; Cost 5,500 credits 


Cortosis Battle Droid 

Constructed specifically to counteract the Republic's force of Jedi Knights— 
and at an extraordinarily high price far droids—C-B3 battle droids are plated 
with 2 cortosis-durasteel alloy that shrugs off hits from a lightsaber, in 
addition to stopping most small-arms fire. 

Their offensive capability, while limited to.a pair of portable laser cannons 
{built on the droideka template), is still highly effective, especially when 
C-B3s appear in numbers and can concentrate their fire. Every second that 
cortosis battle droids can delay a Jedi, the more time their reinforcements 
have to join the fray, Eventually, the sheer number of incoming blast bolts 
‘can overwhelm even a Jedi Master—especially when his attacks are nowhere 
near as effective as they are against standard B2-Series battle droids. 

Cortosis battle droids can't be played as droid heroes. 
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C-B3 Cortosis Battle Droid 

Medium droid (4th-degree) nonheroie 6/soldier 3 

Init +4; Senses Perception +9 

Languages Basic, Binary 

Defenses Ref 19 (flat-footed 19), Fort 17, Will 13; +8 armor 

hp 40; DR 5 (lightsabers only); Threshold 17 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed +9 (1¢343) 

Ranged wrist blaster 47 (34841, devastating 5, penetrating 5) or 

Ranged wrist blaster +2 (3d8+1, devastating 5, penetrating 5) and 
wrist blaster +2 (3d8+1, devastating 5, penetrating 5) or 

Ranged wrist blaster +0 (4d8+1, devastating 5, penetrating 5) and 
wrist blaster +0 (408+1, devastating 5, penetrating 5) with Rapid Shot 
or 

Ranged wrist blaster +2 (Sd8-+1, devastating 5, penetrating 5) with Burst 
Fire or 4 

Ranged wrist blaster -3 (5d8+1, devastating S, penetrating 5) and 
wrist blaster -3 (5d3+1, devastating 5, penetrating 5) with Burst Fire 

Fighting Space 1 square; Reach 1 square 

Base Atk +7; Grp +9 

Atk Options autofire (wrist blasters), Burst Fire, Charging Fire, 
Devastating Attack (rifles), Penetrating Attack (rifles), Rapid Shot 

Special Actions aid another (+4) 

Abilities Str 14, Dex 11, Con —, Int 10, Wis 13, Cha 7 

Talents Devastating Attack (rifles), Penetrating Attack (rifles) 

Feats Armor Proficiency (light, medium), Burst Fire, Charging Fire, Dual 
‘Weapon Mastery |, Rapid Shot, Toughness, Weapon Proficiency (rifles) 

Skills Perception +3 

‘Systems walking locomotion, remote receiver, backup processor. 
synchronized fire cireuits, 2 hand appendages, internal comlink, 
vocabulator, durasteel battle armor (+8 armor, cortosis-durasteel alloy) 

Possessions 2 wrist blasters (as blaster rifle) 

Availability Military; Cost 25,000 credits 


Droid Commando 

Although Separatist droid armies rely heavily on their sheer numbers to 
overwhelm enemy forces, the Confederacy does have need for elite droid 
units that can accomplish objectives that cannot be achieved through 
overwhelming force alone. As a response to the desire to have droid units 
capable of performing mare subtle or delicate missions, the droid engineers 
at Baktoid Combat Automata produced the BX-Series droid commandos. 
With heuristic processors and memory banks loaded with complex military 
tactics and strategic information, the droid commandos act as special forces 
‘capable of missions involving infiltration, stealth, and subterfuge. 


Droid commandos are specifically programmed to function in small groups 
of 3-6 droids, allowing them to effectively stage more precise strikes than 
remote-contralied battle droids. 

Droid commandos can’t be played as droid heroes. 


Droid Commando 

Medium droid (4th-degree) nonheroic 6/soldier 4 

Force 3 

Init +13; Senses low-light vision, Perception +13 

Languages Basic, Binary 

Defenses Ref 19 (flat-footed 16), Fort 17, Will 18 

hp 37; Threshold 17 

Immune droid immunities 

Speed 6 squares 

Melee unarmed +8 (143+2) . 

Ranged blaster rifle +12 (3d8+2) 

Fighting Space 1 square; Reach 1 square 

Base Atk +8; Grp +11 

Atk Options autofire (blaster rifle), Coordinated Attack, Cover Fire, Point 
Blank Shot, Precise Shot, Sniper 

Special Actions Battle Anaiysis 

Abilities Str 10, Dex 16, Con =, Int 14, Wis 16, Cha 8 

Special Qualities droid immunities 

Talents Battle Analysis, Caver Fire 

Feats Coordinated Attack, Improved Defenses, Point Blank Shot, Precise 
Shot, Skill Training (Knowledge {tactics]), Sniper, Weapon Focus 
(rifles), Weapon Proficiency (pistols, rifies, simple weapons) 

Skills Initiative +13, Knowledge (tactics) +12, Perception +13, Stealth +13 

‘Systems walking locomotion, 2 hand appendages, heuristic processor, 
internal comlink, vocabulator 

Possessions biaster rifie, electrobinoculars 

Availability Military; Cost 17,300 


IG Lancer Combat Droid 

1G Series combat droids are originally created by the Muunitinst-based Phiut 
Design Systems, but when PDS defaults on a loan, the InterGalactic Banking 
Clan seizes all of its assets—including the IG droids, which they soon turn 
over to the Confederacy of Independent Systems. Ironically, the IG lancers 
see their first mass deployment at the Battle of Muunilinst—practieally under 
the noses of their original creators. 

The IG lancers have been adapted to fight from the back of swoop bikes, 
and they can be extraordinarily effective when deployed in large numbers. 
If the swoop bike is equipped with a minelayer, it can drop explosives in the 
path of oncoming enemy vehicles and either bring them to a sudden halt or 
destroy them outright. 

1G lancer combat droids can't be played as droid heroes. 
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1G Lancer Combat Droid cL2 

Medium droid (4th-dearce) nonheroic 6 

Init +11; Senses Perception +3 

Languages Binary 

Defenses Ref 13 (flat-footed 10), Fort 12, Will 10 

hp 15; Threshold 12 

Immune droid traits 

‘Speed 6 squares (walking) 

Melee energy lance +6 (2d8+4) 

Melee energy lance +10 (2d8+7) with Powerful Charge 

Melee energy lance +61 (2d8+15) with Powerful Charge and Power Attack 

Fighting Space 1 square: Reach 1 square (2 with energy lance) 

Base Atk +4; Grp +6 

Atk Options Powerful Charge, Rapid Strike, Running Attack 

Abilities Str 74, Dex 16, Con =, Inz 13, Wis 10, Cha 8 

Feats Power Attack, Powerful Charge, Running Attack, Weapon 
Proficiency (advanced melee weapons, pistols, rifles, simple weapons) 

Skills Initiative +15, Pilot +11 

Systems walking locomotion, remote receiver, 2 hand appendages, 
internal comlink, vocabulator 

Possessions energy lance (as force pike, +1 square reach) 

Availability Military: Cost 2,700 credits, 

1 Includes 4 points in Power Attack. 


IG-110 Lightsaber Droid 

The IG-110 lightsaber droid from Holowan Mechanicals is one of the newest 
droids created by the Separatists to deal with the growing involvement of 
the Jedi in the Clone Wars. Based heavily on the design of the MagnaGuards, 
which prove effective in dealing with the lightsaber-wielding Jedi, the 
1G-110 lightsaber droid uses programming based on thousands of hours of 
holorecordings of Jedi in combat, 

‘An IG-110 lightsaber droid wields two lightsabers crafted with synthetic 
crystals; the technique for creating the lightsabers is handed down from 
Count Dooku himself, though the lightsaber droid does not share the same 
connection to its weapons that the Jedi do 

1G-110 lightsaber droids can't be played as droid heroes, Although these 
droids have levels in the Jedi class to simulate the fact that their combat 
programming is based on Jedi techniques, they are not Jedi. 


1G-110 Lightsaber Droid cLé 
Medium droid (4th-degree) soldier 1Jedi 5 


Force 5 
Init +11; Senses low-light vision, Perception +9 
Languages Basic, Binary 


Defenses Ref 21 (flat-footed 18, Lightsaber Defense 23), Fort 20, Will 18 

hp 58: Threshold 20 

Immune droid immunities 

Speed 6 squares 

Melee lightsaber +10 (2d8+8) or 

Melee lightsaber +8 (348+8) with Rapid Strike or 

Melee lightsaber +8/+8 (2d8+8/2d8+8) or 

‘Melee lightsaber +6/+6 (3d8+8/3d8+8) with Rapid Strike 

Fighting Space 1 square: Reach 1 scuare 

Base Atk +6; Grp +9 

Atk Options Dual Weapon Mastery Il, Rapid Strike, Weapon Finesse 

Special Actions Lightsaber Defense 

Abilities Str 15, Dex 16, Con —, Int 10, Wis 12, Cha 8 

Special Qualities droid traits 

Talents Lightsaber Defense (2), Melee Smash, Weapon Specialization 
(lightsabers) 

Feats Armor Proficiency (light, medium), Dual Weapon Mastery |, Dual 
‘Weapon Mastery ll, Rapid Strike, Weapon Finesse, Weapon Focus 
(lightsabers), Weapon Proficiency {lightsabers, pistols, rifles, simple 
weapons) 

Skills Initiative +11, Mechanies +8, Perception +9 

Systems walking locomotion, magnetic feet, heuristic processor, 2 hand 
appendages, improved sensor package, locked access, secondary 
battery, vocabulator 

Possessions 2 lightsabers, quadanium armor 

Availability Military; Cost 27,000 credits 


JK-13 Security Droid 

Cestus Cybernetic’s infamous “ledi killer" security droids are of grave concern 
to the Republic because of the threat they pose to the Jedi commanders of 
the Grand Army—and, early in the war, rumors circulate that Count Dooku 
intends to purchase thousands of them for use in the Separatist army. The 
rumor ultimately proves to be an elaborate ruse to lure the Jedi into a trap; 
the IK-13's organic processor incorporates a Force-sensitive dashta cel, 
which is driven mad when it is made to use lethal force—obviously making 
‘them ail but useless on the battlefield. 

The droids themselves are a work of genius: a highly stable cight-leqged 
platform fitted with hundreds of extendible, whiplike “probes” capable of 
delivering stunning jolts of electricity—all safely protected behind a shield 
generator powerful enough to deflect -epeated blows from lightsaber. The 
JK-13 is even esthetically pleasing, sheathed in gold plating and articulated 
stun tentacles. 

JK-13 security droids can’t be played as droid heroes, 
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JK-13 Security Droid cL 12 

Large droid (4th-degree) soldier 12 

Force 2 

Init +13; Senses low-light, Use the Farce +11 

Languages Binary 

Defenses Ref 24 (flat-footed 22), Fort 29, Will 23; Dadge 

hp 120; SR 20; Threshold 44 

Immune droid traits 

Speed 8 squares (walking), climb 4 squares, Running Attack 

Melee stun tentacles +161 (1d4+9, devastating 5) or 

Melee stun tentacles +111/+111 (1d4+9, devastating 5) with Double 
Attack or 

Melee stun tentacles +141 (244+9, devastating 8) with Rapid Strike or 

Melee stun tentacles +31/+91 (20449, devastating 5) with Double Attack 
‘and Rapid Strike 

Fighting Space 2x2; Reach 1 square (3 squares with stun tentacles) 

Base Atk +12; Grp +20 : 

Atk Options Devastating Attack (stun tentacies), Oouble Attack, Melee 
Defense, Pin, Rapid Strike, Trip 

Special Actions Combat Reflexes 

Abilities Str 17, Dex 14, Con — Int 10, Wis 13, Cha 11 

Special Qualities killing rage, stability 

Talents Devastating Attack (stun tentacles), Expert Grappler, Force 
Perception, Foresight, Melee Smasti, Stunning Strike 

Feats Armor Proficiency (light, medium), Combat Reflexes, Dodge, Double 
Attack, Exotic Weapon Proficiency (stun tentacles), Force Sensitivity, 
Melee Defense, Pin, Rapid Strike, Running Attack, Trip, Weapon Focus 
(stun tentacles), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Endurance +11, Initiative +13, Use the Force +11 

Systems walking locomotion (extra legs), climbing claws, organic 
processor, 10 probes, hardened systems (x3), shield generator (SR 20), 
improved sensor package 

Possessions stun tentacles 

Availability Illegal; Cost 50,000 credits 

Killing Rage-If a JK-13 security droid reduces an enemy to 0 hit points, 
the droid flies into a berserk fury, gaining a +2 rage bonus on melee 
attack rolls and melee damage rolls, but losing the ability to make Use 
the Force checks, until the end of the encounter, While raging, the 
JK-13 droid attacks the nearest target (friend or foe) until the droid is 
destroyed. 

Stability—A JK-13 security droid gains a +5 stability bonus on checks 
made to resist being knocked prone. 

1 Compare the attack roi! to the target's Fortitude Defense as well as its 
Refiex Defense. /f the attack hits both defenses, the target moves =1 step 
on the condition track. 


LM-432 Assautt Crab Droid 

Crab droids come in a wide range of sizes, but perhaps the most effective 
is the massive assault crab droid, standing over 6 meters tall and armed 
with more effective weaponry than the standard, mid-sized unit: 2 water 
jet sprayer that gives the crab droid its “Muckraker” nickname, plus a Merr= 
Sonn blaster cannon. The assault crab droid has the same weaknesses as 
its smaller cousins, including the fact that the area directly above it is out 
Of its line of fire. 

Assault erab droids can't be played as droid heroes. 


LM-432 Assault Crab Droid 

Huge droid (4th-degree) nonheroic 18 

Init +5; Senses Perception +13 

Languages Basic, Binary 

Defenses Ref 16 (flat-footed 16), Fort 21, Will 12; +10 aemor 

hp 145; Threshold 71 

Immune droid traits 

Speed 6 squares (walking), climb 3 squares 

Melee claw +141 (148+21) with Power Attack 

Melee claw +181 (1d8+301 with Power Attack and Powerful Charge 

Ranged blaster cannon +11 (3412, 2x2 area) or 

Ranged jet sprayer +11 (3¢10 stun, 6-square cone) or 

Fighting Space 3x3; Reach 1 square 

Base Atk +13; Grp +34 

Atk Options Power Attack 

Special Actions Cleave 

Abilities Str 32, Dex 7, Con —, Int 10, Wis 14, Cha 8 

‘Special Qualities stability 

Feats Armor Proficiency (light, medium, heavy), Cleave, Crush, Pin, Power 
‘Attack, Powerful Charge, Weapon Proficiency {heavy weapons, simple 
weapons) 

Skills Climb +20 (can reroll, can take 10 when threatened), 
Perception +15, Stealth =3 

‘Systems walking locomotion (extra legs), climbing claws, heuristic 
processor, 2 claw appendages, hardened systems x5, duranium battle 
armor (+10 armor) 

Possessions blaster cannon, jet sprayer (including 100-liter water tank) 

Availability Military; Cost 40,000 credits 

Stability—An assault crab droid gains a +5 stability bonus on checks 
made to resist being knocked prone, 

1 Includes 10 points of Power Attack. 


UK-19 Security OROID, SPELUNKER PROSE ORO, 
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LR-57 Combat Droid 

‘A massive combat droid used by the Retail Caucus at the Battle of Chris- 
tophsis, the LR-57 specializes in launching surprise attacks on unsuspecting 
enemies, The LR-57 typically operates in a passive standby mode, consum- 
ing only enough power to keep its sensors active and searching for threats. 
When the combat droid detects a threat within its range, it activates and 
gots into attack mode, sending 2 signal back to its remote processor and 
awaiting instructions. 

The Retail Caucus has developed a strategy of burying LR-87 combat 
droids in the ground, using them like droid land mines with only their anten- 
‘nae protruding above the surface. 

LR-57 combat droids can't be played as droid heroes, 


LR-57 Combat Droid cL3 
Large droid (4th-degree) nonheroie 9 

Init +5; Senses low-light vision, Perception +18 

Languages Binary 

Defenses Ref 16 (*lat-footed 15), Fort 17, Will 12; +6 armor 

hp 33: Threshold 22 

Immune droid immunities 


Speed 8 squares 
Ranged double heavy blaster rifle +7 (4410) or 

Ranged doubie heavy blaster rifle +2 (6d10) with Burst Fire 
Fighting Space 2x2; Reach 1 square 

Base Atk +6; Grp +18 

Atk Options Burst Fire 


Abilities Str 24, Dex (2, Con —, Int 16, Wis 15, Cha 8 

Special Qualities droid traits 

Feats Armor Proficiency (light), Burst Fire, Skill Focus (Perception), Skill 
Focus (Stealth), Skill Training (Stealth), Weapon Proficiency (heavy 
weapons, rifles) 

Skills Perception +18, Stealth +10 

Systems walking locomotion, basic processor, remote receiver, 2 too! 
‘mounts, improved sensor package, internal comlink, locked access, 
vocabulator 

Possessions double heavy blaster rifle, durastee! plating (+6 armor) 

Availability Military; Cost 16,000 credits 


ix waLevn 


ABVBEGIANOD SoA, 


1% waLSVHO. 


@ 
z 
9 
o) 
@ 
W 
a) 
p 
< 


Octuptarra Combat Tri-Draid 
The Techno Union's combat droid of choice is the octuptarra tri-droid, named 
after the Skakoan herbivore it resemibles in shape. Equipped with chree laser 
turrets, the octuptarra 2ri-droid is capable of laying down withering fields of 
fire in all directions, but it is vulnerable in hand-to-hand combat because it 
needs all three of its legs for support. 

Later variants of the octuptarra tri-droid replace the explosives in the 
self-destruct system with a potent virus. When the virus is released, make 
‘an attack against the Fortitude Defense of each living creature in the burst 
radius. If the attack hits, the target creature moves -1 persistent step down the 
condition track. Whetherit hits or misses, the attack repeats every hour until 
the creature is treated (requiring a successful DC 15 Treat Injury check). 

Octuptarra combat tri-droids can't be played as droid heroes 


Octuptarra Combat Tri-Droid cL3 

Large droid (4th-degree) nonheroic 8 

Init +15; Senses low-light vision, Perception +5 

Languages Binary 

Defenses Ref 10 (flat-footed 9), Fort 12, Will 9 

hp 32; Threshold 17 

Immune droid traits 

Speed 6 squares (walking), climb 3 squares 

Ranged laser turret +7 (3d8) or 

Ranged laser turret +2 (S48) with Burst Fire or 

Ranged taser turret +2 (348) and 
laser turret +2 (348) with Double Attack or 

Ranged laser turret +5 (4d8) with Rapid Shot or 

Ranged laser turret -2 (5d8) and 
laser turret ~2 (Sd8) with Burst Fire and Double Attack or 

Ranged laser turret +0(4d8) 
and laser turret +0 (448) with Double Attack and Rapid Shot 

Ranged self-destruct +5 (Bd6, 4-square burst centered on droid) or 

Ranged virus burst +5 vs, Fortitude Defense (-2 persistent steps down 
condition track, effect reoccurs once per day until treated) 

Fighting Space 2x2; Reach 1 square 

Base Atk +6; Grp +13, 

Atk Options autofire, Burst Fire, Double Attack, Rapid Shot 

Special Actions Running Attack, self-destruct 

Abilities Str 14, Dex 13, Con =, Int 11, Wis 8, Cha 7 

Feats Burst Fire, Double Attack, Rapid Shot, Running Attack, Skill Focus 
(Initiative), Weapon Proficiency (rifles, simple weapons) 

Skills Initiative +15, Stealth +0 

Systems walking locomotion, magnetic feet, basic processor, inte-wal 
comlink, improved sensor package, self-destruct system (@d6 damage 
or virus) 

Possessions 3 laser turrets 

Availability Military; Cost 2,500 credits 


OOM-Series Battle Droid 
OOM-Series droids are originally designed by the Neimoidians to serve as 
‘crew aboard Trade Federation vessels. Yellow-striped OOM commanders 
oversee operations, blue-striped OOM pilots fly the ships, and red-striped 
00M security forces protect vital areas. White nat as effective as living crews, 
they require almost no day-to-day maintenance and consume little energy, 
and defective droids can be deactivated and repiaced within minutes—all very 
important considerations to the cost-conscious Trade Federation. 

Aithaugh technically superior to (and less expensive than) their replace 
ments, the B-Series batte dioids and super battle droids, OOM-Series battle 
droids are viewed by the Confederacy of Independent Systems as “obsolete” 
and “ineffective”—particularly given the Trade Federation's disastrous defeat 
at Naboo. (Unfortunately, the improvements demanded by the Techno 
Union and the other Separatists lead to outrageous cost overruns, and the 
compromise they reach make the new droids less effective, but still cost 
twice as much.) 

OOM-Series battle droids can’t be played as droid hneroes. 


OOM-Series Battle Droid cL2 

Medium droid (4th-degree) nonheroie 6 

Init +3; Senses Perception +7 

Languages Basic, Binary 

Defenses Ref 10 (flat-footed 10), Fort 17, Will 10 

hp 21; Threshold 11 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed +5 (14341) 

Ranged blaster carbine +4 (248) 

Fighting Space 1 square; Reach 1 square 

Base Atk +4; Grp +5 

Abilities Str 12, Dex 11, Can —, Int 11, Wis 9, Cha 9 

Feats Toughness, Weapon Proficiency (pistols, rifles, heavy weapons, 
simple weapons), plus Coordinated Attack1, Skill Training (Knowledge 
[ractics]}2, of Skill Training (Pitot)3. 

Skills Perception +7, plus Knowledge (tactics)2 +5 or Pilot3 +5 

‘Systems walking locomotion, remote receiver, 2 hand appendages, 
internal comlink, vocabulator 

Possessions blaster carbine, electrobinoculars2, personal holoprojector2 

Availability Military; Cost 900 credits 

1 Security models only. 

2 Commander models only. 

3 Pilot models only. 


Spelunker Probe Droid 

Spelunker probe droids are originally designed to enter subterranean areas 
to search for valuable ore deposits. When the Commerce Guild joins the 
Confederacy of Independent Systems, they hand the designs over to the 
Techno Unien, which removes some of the mining-specific components and 
replaces them with advanced stealth systems. These modified droids are 
often referred to as “chameleon droids.” 

The modified spelunker probe éroid is intended asa covert assassin droid, 
using stealth to approach enemies and either attack with its laser cannons 
or deliver mines undetected to key entry and exit points on tive battlefield 
A common tactic for chameleon droids is to invisibly lay down numerous 
mines around their intentied targets, then open fire, thus hopefully herding 
enemies inta the explosives. The integrated remote detonator also enables 
the droids ta engineer avalanches and cave-ins without requiring their 
opponents to trip the mines. 

The Techno Union retains the original droids’ traction-field generators, 
which allow the spelunkers to walk on walls and ceilings, planting their mines 
completely undetected. 

Spelunker probe droids can't be played as droid heroes. 


Spelunker Probe Droid CL6 

Medium draid {4th-degree} nonheroic 3/scout 5 

Init +10; Senses low-light vision, Perception +19 

Languages Binary 

Defenses Ref 18 (flat-footed 17), Fort 17, Will 15 

hp 30; Threshold 17 

Immune droid traits 

Speed 6 squares (walking), climb 3 squares 

Melee claw +6 (1d4+3) or 

Ranged laser cannons +1 (348+2) with autofire or 

Ranged laser cannons +1 (5d8+21 with Burst Fire 

Ranged frag mine +6 (4d6, 2-square burst radius) 

Fighting Space 1 square; Reach } square 

Base Atk +5; Grp +5 

Atk Options autofire (laser cannons), Point Blank Shot, Precise Shot 

Abilities Str 13, Dex #3, Con ~, Int 12, Wis 10, Cha 9 

Special Quatities cloaking (total concealment), Hidden Movement, 
Improved Stealth. stability 

Talents Acute Senses, Hidden Movement, Improved Stealth 

Feats Armor Proficiency (light), Burst Fire, Point Blank Shot, Precise 
Shot, Skill Focus (Stealth), Skill Training (Stealth), Weapon Proficiency 
(heavy weapons, pistols, rifles) 


Skills Climb +10, Perception +11 (can reroll), Stealth +15 (can reroll) 

Systems walking locomotion (extra legs), basic processor, claw (climbing 
claws), improved sensor package, cloaking holoprojector 

Possessions laser cannon (as light repeating blaster), minelayer, 24 frag 
mines, remote detonator 

Availability Military; Cost 15,750 credits 

Stability—A spelunker probe droid gains a +5 stability bonus on checks 
made to resist being knocked prone. 


Ultra Droideka 

The ultra droideka is an oversized destroyer droid that can be used to supple- 
ment droid troops on the battlefield in much the same way that large crab 
droids do. The ultra droideka requires tremendous power to produce encugh 
energy to sustain its shields. For this reason, many of these droids operate 
in shieldless mode when there is 2 low chance of being targeted, or when 
other droids are nearby to protect them from harm. Otherwise, the ultra 
droideka functions almost identically to the droideka, though its weapons 
are considerably more powerful. 

Uitra droidekas can’t be played as droid heroes, 
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Ultra Droideka ce 

Huge droid (4th-degree) nonheroic 16 

Init +10; Senses Perception +15 

Languages Basic, Binary 

Defenses Ref 17 (flat-footed 15), Fort 20, Will 13; +6 armor 

hp 60; SR 20; Threshold 28 

Immune droid immunities 

Speed 3 squares (walking), 12 squares (wheeled) 

Ranged heavy repeating blaster +0 (3d12] with autofire or 

Ranged heavy repeating blaster +10 (5412) with Burst Fire or 

Ranged heavy repeating blaster +8/+8 (3d12) with autofire or 

Ranged heavy repeating blaster +8/+8 (Sd12) with Burst Fire 

Fighting Space 3x3; Reach 1 square 

Base Atk +12; Grp +31 

Atk Options Burst Fire, Dual Weapon Mastery Il, Point Blank Shot 

Abilities Str 28, Dex 15, Con —, Int 8, Wis 14, Cha 7 

Special Qualities droid traits ¢ 

Feats Armor Proficieney (light), Burst Fire, Dual Weapon Mastery J, Dual 
Weapon Mastery Il, Improved Defenses, Point Blank Shot, Weapon 
Focus (heavy weanors), Weapon Proficiency (heavy weapons, “ifles) 

Skills Perception +15, Stealth +0 

Systems walking locomotion, wheeled locomotion (exclusive), remate 
receiver, 2 tool apperdages, shield generator (SR 20), integrated 
comfink} 

Possessions 2 heavy repeating blasters (treat as E-web repeating 
blasters), durasteel plating (+6 armor) 

Availability Military; Cost 29,000 credits 


CONFEDERACY 
VEHICLES 
The Confederacy of Independent Systems has a distinct advantage over 
the Grand Army of the Republic in that many of the corporations that had 
military contracts with the Republic were among the first to defect to the 
Separatist movernent, 

Many of the vehicles described below are droid-controlled and do not 
require organic crews to operate, 


GROUND ARMORED TANK 

Baktoid Armor Workshop's answer to the Grand Army's TX-130 Saber-class 
fighter tank, the Ground Armored Tank {or GAT) is a lightly armec, lightly 
armored fast-attack vehicle built for recon and light infantry Support. Often 
escorted by a squad of B1-Series battle droids on STAPs, the GAT is fast and 
agile, making it ideal for “hit-and-run” tactics. The GAY is controlled by an 
integrated droid brain, ensuring that itis expendable, 


By the second year of the Clone Wars, most GAIs are either destroyed or 
warehoused; improvements made to the TX-130 coupled with the appearance 
of AI-XTs in the Republic’s battle fines render the GAT virtually obsolete, 


Ground Armored Tank a 10 
Huge ground vehicle (speeder) 

Init +6; Senses Perception +5 

Defenses Ref 17 (flat-footed 14), Fort 23; +6 armor, Vehicular Combat 
hp 175; DR 10; Threshold 33 

‘Speed 8 squares (max. velocity 130 km/h} 

Ranged medium laser cannons +6 (see below) or 

Ranged missile launchers +6 (sce below) 

Fighting Space 3x3; Cover total 

Base Atk +2; Gep +25 

Abilities Str 36, Dex 17, Con —, Int 14 

Skills (nitiative +6, Perception +5, Pilot +6 

Crew droid brain (expert); Passengers none 

Cargo none; Consumables one; Carried Craft none 

Payload 24 missiles 

Availability Military; Cost 17,500 (11,000 used) 


Medium Laser Cannons (pilot) 
Atk +6, Dmg 4d10x2 
Missile Launchers (pilot) 
‘Atk +6, Dmg 846, 4-square splash 
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1G-227 HAILFIRE-CLASS 

DROID TANK 

Built by Haor Chall Engineering to be the ultimate droid weapons platform, 
the 1G-227 Hoilfire-class droid tank (sometimes called the "wheel droid”) 
is effective against the Republic's heaviest walkers and even their LAAT/i 
gunships. Under ideal circumstances, one Hailfire can take down a section 
of AT-TE walkers and still wipe out an entire platoon of clone troopers with 
its retractable laser cannon. 

Designed as an all-terrain tank, the Hoilfire operates on two massive, 
independently turning wheels that give the tank an extremely tight turning 
radius, as well as letting it reach decent land speeds—at least fast enough to 
move into range, deliver its payload of missiles, then retreat toa safe distance 
where it can be resupplied. Unfortunately, the Hailfire is very lightly armored 
compared to most tanks, making it extremely vulnerable to counterattack. 

The Confeveracy’s 6-227 droid tanks are all equipped with Baktoid Armor 
Workshop's inexpensive “hailfire” missiles. Packed with concentrated thermal 
detonator warkeads, these missiles use an algorithmic guidance system 
designed to counter anti-missile defense systems. 


1G-227 Hailfire-class Droid Tank cL12 
Huge ground vehicte (wheeled) 

Init +5; Senses Perception +6 

Defenses Ref 13 (flat-footed 11) Fort 19; +3 armor 
hp 60; DR 10; Threshold 29 

Speed & squares (max. velocity 45 km/h) 

Ranged missile launchers +5 (see below) or 

Ranged laser cannon +5 (see below) 

Fighting Space 3x3; Cover total 

Base Atk +2; Grp +21 

Atk Options fire-linked missile launchers 

Abilities Str 29, Dex 15, Con =; Int 13 

‘Skills Initiative +5, Perception +6, Pilot +5 

‘Crew droid brain (skilled); Passengers none 

Cargo none: Consumables none; Carried Craft none 
Payload 30 “hailfire” missiles 

‘Availability Military; Cost 60,000 


Missile Launchers (pilot) 
Atk +5, Dmg 6d10x2, 4-<quare splash 
Laser Cannon (pilot) 
Atk +5, Dmg 4d10x2 


MANTA DROID SUBFIGHTER 

Built by Haor Chall Engineering, the Manta droid subfighter is an aquatic 
fighter craft used against aquatic or amphibious species such as the Mon 
Calamari and Gungans. Although originally specified as a variable-geometry 
droid (similar to the “Vulture” droid starfighter), the intense pressures at the 
Manta’s operating depths proved an insurmountable design obstacle, and 
Haor Chall Engineering compensated by producing more than the contracted 
for number of subfighters, 2s well 2s 2 subfighter carrier. 

After the disastrous Battle of Mon Calamari, the Separatist forces flee 
and leave behind a large number of their Manta droid subfighters. Unable to 
depart on their own, the subfighters band together in a loose-knit droid com- 
munity and eventually form alliances with the native Quarren, hunting various 
ocean predators in exchange for repairs, equipment, and modifications. 
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Manta Droid Subfighter cL9 
Huge water vehicle (speeder) 
Init +6; Senses Perception +5 


Multi-Troop Transport cle 
Colossal ground vehicle (speeder) 
Init -5; Senses Perception +5 


Defenses Ref 14 (flat-faoted 11), Fort 17; +3 armor 
hp 75; DR 10; Threshold 27 


Defenses Ref 10 (flat-footed 10), Fort 26; +10 armor, Vehicular Combat 
hp 240; DR 20; Threshold 76 


‘Speed swim 12 squares (max, velocity 160 km/h) 
Ranged laser cannons 43 (see below) or 

Ranged torpedo launchers +3 (see below) 
Fighting Space 3x3; Cover total 

Base Atk +0; Grp +17 

Atk Options fire-linked torpedo launchers 


‘Speed 6 squares (max. velocity 35 km/h) 
Ranged 2 twin blaster cannons +2 (see below) 
Fighting Space 6x6; Cover total 

Base Atk +0: Grp +36 

Abilities Str 42, Dex 10, Cen — Int 14 

Skills Initiative ~5, Perception +5, Pilot -5 


Abilities Str 25, Oex 16, Con —, Int 12 
Skills Initiative +6, Perception +5, Pilot +6 

Crew droid brain (normal); Passengers none 

Cargo none; Consumables none; Carried Craft none 
Payload 12 torpedoes 

Availability Military; Cost 22,000 


Laser Cannons (pilot) 
Atk +3, Dmg 4d10x2 
Torpedo Launchers (pilot) 
Atk +3, Dmg 8d6, 4-square burst 


MULTI-TROOP TRANSPORT 
Baktoid Armor Workshop designs and manufactures the Multi-Troop Trans— 
port (MTT) for the Trade Federation's battle droid "security force” long before 
the Clone Wars, Although equipped with only minimal weaponry, the MTT 
is heavily armored, allowing it to plow through troops ar light vehicles to 
reach its deployment point. 

To facilitate rapid deployment, the engineers at Baktoid Armor Workshop 
developed a hydraulic storage rack that could not only stack 112 31-Series 
battle droids (compressed into a convenient boxlike shape) in the MIT's 
cargo bay but also deploy them directly onto the battlefield in less than 
one minute. 

A variant of the MTT, the Multi-Utility Transport, lacks the MTT's weap- 
onry and has a top speed of only 25 km/h (4 squares), but carries up to 20 
tons of cargo. 


“BEING HARD 
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is GOOD, BEING HARD 


Crew 4 OOM-Series battle droids (normal); Passengers 112 BI-Series 
battle droids (compressed) or 20 droideka destrayer droids 
(compressed) 

Cargo 12 tons; Consumables none; Carried Craft none 

Availability Restricted; Cost 138,000 (80,000 used) 


‘Twin Blaster Cannons (gunner) 
Atk +2, Dmg 3010%2 


OG-8 HOMING SPIDER DROID 

The OG-Series droids from the Commerce Guild are employed as mobile 
heavy weapon platforms prior to the Clone Wars, and they require only minor 
modifications for use in the war against the Republic. Being essentially 2 
starship reactor on legs, the so-called “spider walker” is able to mount nearly 
any weapon for use against opponents. 

Homing spider droids are often teamed with units of four DSO) dwarf 
spider droids, which act 2s spotters for the larger and somewhat less agile 
0G-9s. The DSD1's synchronizes fire circuits relay targeting data to the 0G-9, 
making it more accurate. {In game terms, the dwarf spider droids use the aid 
another action to grant bonuses on the OG-9 attack roils.) 

The 0G-9 has a significant weakness in that its legs are not as heavily 
armored as its main body. Any critical hit against an OG-9 that deals damage 
equal to or greater than its damage threshold brings the spider droid to an 
immediate halt and reduces its speed to 0 squares, though it is still capable 
of attacking. The droid remains immobile until repaired. 


is BETTER.” 
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0G-9 Homing Spider Droid cL7 
Huge ground vehicle (walker) 

Init +5; Senses Perception +6 

Defenses Ref 14 (flat-footed 13), Fort 17; +5 armor, Vehicular Combat 
hp 70; DR 10; Threshold 27 

Speed 8 squares (max, velocity 50 km/h) 

Ranged laser cannon +6 (see below) and 

Ranged heavy repeating blaster -1 (see below) 

Fighting Space 3x3; Cover total 

Base Atk +2; Grp +19 

Atk Options autofire (heavy repeating blaster) 

Abilities Str 24, Dex 12, Con —, Int 14 

Skills Initiative +5, Perception +6, Pilot +5 

Crew droid brain [skilled); Passengers none 

Cargo none; Consumables none; Carried Craft none 

Availability Military; Cost 70,000 


Laser Cannon (pilot) 
Atk +5, Dmg 5410 

Heavy Repeating Blaster (pilot) 
Atk =1 (autofire only), Dmg 310 


PERSUADER-CLASS DROID 
ENFORCER 
Known variously as the Corporate Alliance tank droid, CAD, or "snail" tank, 
the NR-N3S Persuader-class droid enforcer is originally developed as an anti- 
insurgent droid, but it is swiftly converted for a somewhat more lethal role 
in the Clone Wars. Although few were present at the Battle of Geonosis, the 
NR-N99s are deployed in massive numbers at the Battle of Kashyvyk. 
Persuader-class droid enforcers are usually deployed in pairs as escorts 
for Hailfire-class droid tanks, or in trios as escorts for 06-9 homing spider 
droids. 


Persuader-class Droid Enforcer cL 14 
Huge ground vehicle (tracked) 

Init +5; Senses Perception +6 

Defenses Ref 14 (flat-footed 13), Fort 20; +5 armor, Vehicular Combat 
hp 120; DR 15; Threshold 30 

‘Speed 6 squares (max. velocity 50 km/h) 

Ranged ion cannons +5 (see below) 

Ranged heavy repeating blaster +0 (see below) 

Ranged missile launcher +5 (see below) 

Fighting Space 3x3; Cover total 

Base Atk +2; Grp +22 

Atk Options autofire (heavy repeating blaster) 


A Panmusces- cise 8010 


Abilities Str 30, Dex 12, Con —, Int 12 
Skills Initiative +5, Perception +6, Pilot +5 


Crew droid brain (skilled); Passengers none 

Cargo none; Consumables none; Carried Craft none 

Payload 48 thermal detonators, 12 concussion missiles, 4 homing 
missiles, 2 dumbfire torpedoes 

Availability Military; Cost 49,000 


ton Cannons (pilot) 
Atk +5, Dmg 4d10%2 ion 
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Heavy Repeating Blaster (pilot) 
Atk +0 autofire only), Dmg 3010 


Missile Launchers (pilot) 
Atk +3, Dmg 806, 4-square burst (thermal detonators) or 7410x2 
concussion missiles) or 64102 (homing missites) or 3410x2 
(dumofire torpedoes) 
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SINGLE TROOPER AERIAL 
PLATFORM (STAP) 

Designed specifically for OOM-Series and B1-Series battle droids by Baktoid 
Armor Workshop, the Single Trooper Aerial Platform (or STAP) 's a swift, 
agile weapons platform held aloft on repuisarlifts. The STAP is really little 
more than a variant of the speeder bike, built to accommodate a battle droid 
rider. The Trade Federation employs entire squadrons of STAPs for scout 
patrols, and light anti-personnel support, though several of them working 
in concert can wreak hevoc on entrenched opponents or deliver battie droid 
troops behind enemy lines, where they can dismount and attack enemies 
from the rear. 


Single Trooper Aerial Platform cL2 
Large airspeeder 

Init +8; Senses Perception +6 

Defenses Ref 14 (flat-footed 11), Fort 11; +2 armor, Vehicular Combat 
hp 15; Threshold 16 

Speed 12 squares (max. velocity 400 km/h) 

Ranged twin blaster cannons +4 (see below} 

Fighting Space 2x2; Cover none 

Base Atk +2; Grp +8 

Atk Options autofire (twin blaster cannons) 

Abilities Str 13, Dex 16, Con —, Int 10 

Skills Initiative +8, Perception +6, Pilot +8 _ 

Crew 1 (skilled); Passengers none 

Cargo none; Consumables none; Carried Craft none 

Availability Licensed; Cost 2,500 


‘Twin Blaster Cannons (pilot) 
Atk +4, Dmg 4010 


TRADE FEDERATION TROOP 
Ca4RRIER 

The Trade Federation troop carrier is an unarmed variant of the Multi-Troop 
Transport, but equipped with the same hydraulically powered battle droid 
deployment racks. Propelled by repuisorlifts, the troop carrier is little more 
than a modified cargo sled, so it needs considerable protection while it sets 
down its droid “passengers.” Consequently, few are employed during battles, 
though they are quite common in pre-battle deployment. 


Trade Federation Troop Carrier 

Colossal ground vehicle (speeder) 

Init -3; Senses Perception +6 

Defenses Ref 9 (flat-footed 8), Fort 20; +8 armor, Vehicular Combat 

hp 120; OR 10; Threshold 70 

Speed 6 squares (max. velocity 50 km/h) 

Fighting Space 6x6; Cover total 

Base Atk +2; Grp +32 

Abilities Str 30, Dex 12, Con —, Int 12 

Skills ive -3, Mechanics +6, Perception +6, Pilot -3 

Crew 2 OOM-Series pilot battle droids (skilled); Passengers 112 BI-Series 
battle di 

Cargo 4 tons; Consumables none; Carried Craft none 

Availability Military; Cost 37,000 


TRI-OROID 
The success of the octuptarra combat tri-droid prompted the Techno Union to 
develop 2 larger model, resulting in the mobile artillery tri-droid—2 towering 
behemoth capable of destroying enemy armor with a single shot from one 
of its three heavy ordnance launchers. 

The tri-droid sees extensive use in the Battle of Mygeeta toward the end 
of the Clone Wars, but itis fairly rare prior to that 


co 
Gargantuan ground vehicle (walker) 

Init +2; Senses Perception +6 

Defenses Ref 14 (flat-footed 13), Fort 22; +8 armor, Vehicular Combat 
hp 160; DR 15; Threshold 32 

‘Speed 8 squares (max. velocity 50 km/h), climb 4 squares 

Ranged 3 heavy ordnance launchers +4 (see below) 

Fighting Space 4x4; Cover total 

Base Atk +2: Grp +29 

Abilities Str 34, Dex 12, Con — Int 14 

Skills initiative +2, Perception +6, Pilot +2 

Crew droid brain (skilled); Passengers none 

Cargo none; Consumables none; Carried Craft none 

Payload 48 heavy ordnance shells 

Availability Military; Cost 100,000 credits 


Heavy Ordnance Launcher (gunner) 
Atk +4, Dmg 5d10x5, 4-square burst 


— 


TsmMevu-6 PERSONAL 

WHEEL BIKE 

Originally created as an all-terrain military reconnaissance vehicle—and later 
adopted by civilians for racing—the Tsmeu-6 personal wheel bike returns 
to its roots during the Clone Wars, serving as a light patrol vehicle for the 
Confederacy of Independent Systems, The wheel bike is difficult to control, 
particularly at higher speeds, so pilots need to be specially trained to handle 
the vehicle. Even the military versian is dangerously unstable in high-speed 
turns, requiring extreme still to maneuver. 

One particular innovation that makes the Tsmeu-6 popular with both 
the military and cacing enthusiasts is the set of retractable all-terrain legs, 
which allow the driver to not only right the vehicle after a spill but also 
enables the wheel bike to negotiate difficult terrain, such as is commonly 
found on battlefields. 


Tsmeu-6 Personal Wheel Bike cL3 
Large ground vehicle (wheeled/walking) 3 

Init +10; Senses Perception +8 

Defenses Ref 16 [flat-foated 13), Fort 15; +4 armor, Vehicular Combat 
hp 50; DR 5; Threshold 20 

Speed 10 squares (max. velocity 330 km/h], walk 6 squares 

Fighting Space 2x2; Cover +5 

Base Atk +5; Grp +15 

Abilities Str 20, Dex 16, Con =, Int 14 

Skills Initiative +10, Perception +8, Pilot +10 

Crew 1 (experth; Passengers 1 

Cargo 10 kg; Consumables none: Carried Craft none 

Availability Licensed; Cost 15,000 


General Grievous's Wheel Bike 

General Grievous's personal wheel bike has been madified by replacing the 
passenger seat with a double laser cannon. 
Grievous's Wheel Bike (Modified Tsmeu-6) cs 
Lacge ground vehicle (wheeled /walsing) 

Init +10; Senses Perception +8 

Defenses Ref 16 (flat-footed 13), Fort 15; +4 armar, Vehicular Combat 
hp 50; OR 5; Threshold 20 


Abilities Str 20, Dex 16, Con —, Int 14 
Skills Initiative +10, Perception +8, Pilot +10 

Crew 1 (expert); Passengers mone 

Cargo 5 kg; Consumables sone; Carried Craft none 
Availability Military: Cost not availatie foc sale 


Double Laser Cannon (pilot) 
Atk +9 (+4 autofire}, Ding 5610 


CONFEDERACY 
STARSHIPS 


All of the major factions shat comprise the Confederacy of Independent Sys- 
tems, including the Techno Union, she Commerce Guide, the Trade Federation, 
andi the InterGalsctic Banking Clan, have fleets of ships at their command 
andl access to vasi resources with which to build more. 


BC-714 LuxuRY TRANSPORT 
Corwmissioned by the InterGalactic Banking Clan and designed by the Techno 
Union, the BC-714 luxury transport is one of the: galaxy’s fastest, most 
comfortable interstellar vessels, with quarters. for 3D passengers, private 
staterooms for special guests, 2 20-seat halotheater, and a dining room that 
rivals some of the finest restaurants 01 Muunilinst Essentially a starfaring 
pleasure yacht, the BC-714 is consideredia status symtal to Mun executives, 
and many consider it an aftront to travel in anything less. 

‘What the Banking Clan's BC-714 transport lacks in firepower, it makes up for 
in speed. The transport’s lean, aerodynamic shape and powerful twin engines 
gives i tremendous thrust in atmosphere, ondhits advanced hyperdrives carry 
it from system to system without the defay of mare common transports. 


BC-714 Luxuzy Transport CLs 

Colossal space transport 

Init -5: Senses Perception «5 

Defenses Ref 12 (flat-footed 12), Fort 27; #12 armor 

hp 195: DR 18;SR 45; Threshold 77 

Speed fiy 16 squares (max. velocity 1.800 kmfh), fly 2 squares (starship 
scale} 

Fighting Space. 12x12 or 1 square (starship scale); Cover total 

Base Atk +0; Grp #37 


Speed 10 squares (max. velocity 330 km/h), walk 6 squares 
Ranged double laser cannon +9 (see below) 

Fighting Space 2x2; Cover +5 

Base Atk +5; Gep +15 

Atk Options autofire (double laser cannon} 


Abilities Str 44, Dex 10, Con —, Int 18 

Skills Initiative -9, Mechanics 5, Perceptian +5, Pilat -5, 
Use Computer +5. 

Crew 17 (normal); Passengers 30 

Cargo 80 tons; Consumables 6 months; Carried Craft none 

Hyperdrive x} (x6 backup), nav compurer 

Availability Restricted: Cost 1,700,000 (980,000 used) 
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BELBULLAB HEAvY 
STARFIGHTER 
Feethan Ottraw Scalable Assemblies, developers of the Self-Constru 
Armament Factory, develop the Belbullab-22 heavy starfighter to fill a gap 
in the Confederacy's starFighter fleets: an assault starfighter that, unlike vul- 
ture droid starfighters and droid tri-fighters, can go head-to-head with the 
Repubic’s ARC-170s. The Belbullab-22 also comes in heavy assault craft and 
strike bomber models (the Belbullab-23 and Belbullab-24, respectively). 
General Grievous owns a modified Belbullab-22, the Soulless One, which 
includes a cutting-edge HoloNet transceiver and cansiderably more efficient 
hyperdrives. He uses the Soulless One as his personal transport when he needs 
to travel quickly, withou: the protection of the Separatist fleet 


Belbullab Heavy Starfighter cL 13 

Gargantuan starfighter 

Init +3; Senses Perception +6 

Defenses Ref 17 (flat-footed 17), Fort 28; +10 armor, Vehicular Combat 

hp 160; DR 10: SR 25: Threshold 48 

Speed fly 16 squares (max. velocity 1,100 km/h), fly 4 squares 
(starship scale) 

Ranged 2 triple laser cannons +6 (see below) or 

Ranged 2 concussion missile launchers +6 (Relbullab-24; see below) 

Fighting Space 4x4 of 1 square (starship scale); Cover total 

Base Atk +2; Grp +35 

Atk Options autofire (triple laser cannons) 

Abilities Str 47, Dex 14, Con — Int 14 

Skills Initiative +3, Perception +6, Pilot +3, Use Computer +6 

Crew 1 (skilled); Passengers none 

Cargo 140 kg; Consumables 1 week; Carried Craft none 

Paylaad 12 concussion missiles (Belbullab-24 only) 

Hyperdrive x6 (x15 backup}, nav computer 

Availability Military; Cost 162,000 (125,000 used) 


Belbullab-22: Triple Laser Cannons (pilot) 
Atk +6, Dmg Sd10x2 

Belbullab=23 and Belbullab-24: Triple Laser Cannons (pilot) 
Atk +6, Dmg 6d10x2 

Belbullab-24: Concussion Missile Launchers (pilot) 
Atk +6, Dmg 9d10%2 


Soulless One {Modified Belbullab-22) cL 14 
Gargantuan starfighter 
Init +7; Senses Perception +8 
Defenses Ref 21 (flat-footed 19), Fort 28; +10 armor, Vehicular Combat 
hp 160; DR 10; SR 25; Threshold 48 
Speed fly 18 squares (max. velocity 1,100 km/h), Ny 4 squares 

{starship scale) 
Ranged triple laser cannons +9 (see below) 
Fighting Space 4x4 or 1 square (starship scal 
Base Atk +5; Grp +38 
Atk Options autofire (triple laser cannons) 
Abilities Str 47, Dex 19, Con — Int 14 
Skills Initiative +7, Perception +8, Pilot +7, Use Computer +8 
‘Crew 1 (expert); Passengers none 
Cargo 160 kg; Consumables none; Carried Craft none 
Hyperdrive x2 (x5 backup), nav computer 
Availability Military; Cost not available for sale 


}; Cover total 


Triple Laser Cannons (pilot) 
Atk +9 (+4 autofire), Dmg Sd10x2 


_ 


C-9979 LANDING CRAFT 
When Haor Chall Engineering builds thousands of C-9979 landing craft for 
the Trade Federation, nominally for “security purnoses,” the Trade Federation 
wastes no time in using them in their invasion of Naboo. Later, they pledge 
their entire fleet of C-9979s to the Confederacy of Independent Systems. 

As landing craft, the C-9979s are very functional, carrying over 150 
ground vehicles of different types in massive storage racks and quickly 
deploying them via computerized repulsor tracks, through the central staging 
area and down the boarding ramp, located in the C-9979's landing pedestal, 
The C-9979s themselves also break down easily for transport aboard Trade 
Federation cruisers; their wings can be detached and stored alongside the 
main body of the landing craft. 

Although the C-8979 can be crewed by organic beings, it is more cost- 
effective to use battle droids. During the invasion of Naboo, nearly all the 
C-9979 landing craft are operated entirely by OOM-Series battle droids; 
during the Clane Wars, B1-Series battle droids are more common. 
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€-9979 Landing Craft cL 10 

Colossal (Frigate) space transport 

Init -5; Senses Perception +5 

Defenses Ref 11 (flat-footed 11), Fort 34; +11 armor 

hp 600; DR 15; SR 60; Threshold 134 

Speed fly 12 squares (max. vetocity $30 km/h), fly 1 square 
(starship scale) 

Ranged 2 fire-linked laser cannons +3 (see below) 

Ranged 2 fire-linked blaster cannons +3 (see below) 

Fighting Space 12%12 or 1 square (starship scale); Cover total 

‘Base Atk +0: Grp +43 

Atk Options autofire (blaster cannons) 

Abilities Str 58, Dex 10. Can —, Int 16 

Skills Initiative -5, Mechanics +5, Perception +5, Pilot ~5, 

Use Computer +5, 

Crew 88 OOM-Series battle droids (normal); Passengers 30 repair droids, 
40 0OM-Series command battle droids, 39 OOM-Senes pilot battle 
droids, 18 OOM-Series security battle drods 

Cargo 1,800 tons; Consumables 1 day; Carried Craft 28 Trade Federation 
troop carriers; 114 AATs; 11 MITs 

Availability Military: Cost 200,000 (75,000 used) 


Fire-linked Laser Cannons (gunner) 
Atk +3, Dmg Sd10x2 

Fire-linked Blaster Cannons (gunner) 
‘Atk +3, Dmg 5d10x2 


CIS-ADVANCED STARFIGHTER 
Stolen from a secret weapons factory on Diado by Jedi Master Saesee Tiin, 
the CIS-Advanced starfighter is a prototype that never sees actual battlefield 
use except in a few trials. However, rrany of the systemic innovations are 
borrowed by Republic engineers for inclusion on Republic starships such as 
the Eta-2 Aetis Interceptor developed by Kuat Systems Engineering specifi- 
cally for Jedi fighter pitors. 

Very few CIS-Advanced starfighters are built, and most of those are 
constructed by the Republic for use in training clone fighter pilots, The 
‘one Saesee Tlin steals is the only one the Separatists have, and the plans 
are vaporized when Master Tiin destroys the weapons factary building the 
prototype. 
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CIS-Advanced Starfighter cL 
Huge starfighter 
Init +7; Senses Perception +6 


Diamond-class Cruiser cL13 
Colossa! (frigate) space transport 


Init -4; Senses Perception +5 


Defenses Ref 15 (flat-footed 12), Fort 24: +4 armor, Vehicular Combat 
hp 90; DR 10; SR 25; Threshold 34 


Defenses Ref 13 (flat-footed 12), Fort 35; +12 armor 
hp 840; DR 15; SR 50: Threshold 135 


Speed fly 16 squares (max. velocity 1,300 km/h, fly 5 squares 
(starship scale) 

Ranged heavy blaster cannons +7 (see below) or 

Ranged proton torpedo launchers +7 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +26 

Atk Options autofire [heavy blaster cannons) 


Abilities Str 38, Dex 18, Con — Int 16 
Skills Initiative +7, Mechanics +6, Perception +6, Pilot +7, 
Use Computer +6 


Crew 1 (skilled); Passengers none 
Cargo 190 kg; Consumables 2 days; 
Payload 24 proton torpedoes 
Hyperdrive x6, nav computer 
Availability Military: Cost not available for sale 


‘arried Craft'none 


Heavy Blaster Cannons (pilot) 
Atk +7, Omg 6d10%2 


Praton Torpedo Launchers (pilot) 
Atk 47, Dmg 9d10x2 


DIAMOND-CLASS CRUISER 
The Commerce Guild's entry in the rapid-deployment arena is the Diomond- 
class cruiser, Designed to deliver thousands of spider droids quickly and 
efficiently to ground-based battlefields—it is a considerably more effective 
landing craft than the Trade Federation's C-9979. Although lightly armed, 
the Diamond-class cruiser’s ability to field a dozen OG-9s (and their accom- 
panying DSD1s) in less than a minute ensures that the vessel spends very 
fittle titne on the ground—and most of that time it is surrounded by deadly 
homing spider droids, 

The president of the Commerce Guild, Shu Mai, uses a Diamond-class 
cruiser as her personal transport and as the flagship of the Commerce Guild 
fleet, 


Speed fly 12 squares (max. velocity 1,450 km/h), fly 1 squares 
{starship scale} 

Ranged 2 laser cannon batteries +13 (starship scale; see below) 

Fighting Space 12x42 or 1 square (starship scale); Cover total 

Base Atk +0; Grp +50 

Atk Options autofire (laser cannon batteries) 

Abilities Str 61, Dex 12, Con — Int 17 

Skills Initiative -4, Mechanics +5, Perception +5, Pilot 4, 
Use Computer +4 

Crew 148 (normal); Passengers 45 

Cargo 1,380 tons; Consumables 3 months; Carried Craft 600 00-8 
homing spider droids, 2,400 DSD1 dwarf spider droids 

Hyperdrive x.75 (x4 bacxup), nav computer 

Availability Military; Cost 5,000,000 (2,125,000 used) 


Laser Cannon Batteries (6 gunners) 
Atk +13, Dmg 4010%2 
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DROCH-CLASS BOARDING SHIP 
The Confederacy likes to use captured enemy ships for covert missions. 
Toward this end, Separatist engineers design specialized boarding vessels 
that can transfer boarding parties to the interior of an enemy vessel without 
causing catastrophic damage to the ship itself. One such destan is the Droch- 
class boarding ship, which can be launched in large numbers to capture enemy 
capital ships while still keeping them spaceworthy. 

The Droch-class boarding ship has a special boarding drill on its forward 
section that can be used to drill into a starship and release its passengers 
safely inside the ship, As a standard action, the pilot of the Droch-class 
boarding ship can make an attack with the boarding drill against a ship in 
an adjacent square. If the attack succeeds, the boarding ship moves into 
the target's space and attaches itself to the hull of the target ship without 
triggering a collision. Each round thereafter, a5 a standard action, the pilot 
can use the drill to make a grapple check and deal damage to the target 
ship equal to the grapple check’s result, ignoring the target ship's SR, When 
the target ship has taken cumulative damage from the drill in excess of its 
damage threshold, the boarding ship punches through and its passengers 
can enter the targct ship safely. 


Droch-class Boarding Ship cL? 

Huge starfighter 

Init +4; Senses Perception +6 

Defenses Ref 12 (flat-footed 11), Fort 22; +3 armor 

hp 60; OR 5; Threshold 32 

Speed fly 12 squares (max. velocity 850 krn/h), fly 3 squares 
(starship scale) 

Ranged light laser cannons +6 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +24 

Atk Options boarding drill 


HIARDCELL-CLASS TRANSPORT 
The Techno Union contributed nearly three hundred of their Hardcell-class 
transports to the Separatist cause before the Clone Wars began. After losing 
hundreds of them at the Battle of Geonosis, the Techno Union supplied the 
Confederacy with another thousand. Although sturdy, the Hardcell-class 
vessel uses a cluster of primary thruster engines, rather than the conven- 
tional repulsorlift engines found on most starships—partly because thrusters 
outperform repulsorlifts in acceleration, and partly because the Skakoans 
have three fuel-rich moons in their home system. 

The crew cabins of the Hordcell-ciass space transport (located in the 
uppermost portion of the ship's nase cone} are designed for Skakoan habita- 
thon. Skakearis can forego their pressure suits in the crew cabins, but other 
‘species require either flight suits or space suits to survive. 

Although heavily armored, the Hardcell-class transport is only lightly 
‘armed, and vulnerable to well-placed shots. A critical hit against a Hardcell- 
class transport deals triple damage, rather than double damage. 


Hardcell-class Transport cL 10 
Colossal (frigate) space transport 
Init ~4; Senses Perception +6 
Defenses Ref 14 (flat-footed 14), Fort 38; +14 armor, Vehicular Combat 
hp 800; DR 25: SR 100: Threshold 138 
‘Speed fly 18 squares (max. velocity 4.900 km/h), fly 1 square 
(starship scale) 
Ranged 2 laser cannon batteries +16 (see below) 
Fighting Space 1 square (starship scale); Cover total 
Base Atk +2; Grp +55, 
Atk Options autofire (laser cannons) 
Abilities Str 66, Dex 10, Con —, Int 18 
Skills Initiative -4, Mechanics +15 (+6), Perception +6, Pilot -4, 
Use Computer +15 (+6") 


Abilities Str 34, Dex 12, Con =, Int 14 

Skills Initiative +4, Mechanics +6, Perception +6, Pilot +4, 
Use Computer +6 

Crew 1; Passengers 6 (droid troops) 

Cargo 30 kg; Consumables 1 day; Carried Craft none 

Availability Restricted; Cost 43,000 


Light Laser Cannons (pilot) 
Atk +6, Dmg 3d10x2 
Boarding Drill (pilot) 
Atk +6, Dmg — (grapple +24) 


Crew 190 (skilled); Passengers 1,017 

Cargo 12,400 tons; Consumables 6 months; Carried Craft 650 Hoilfire- 
class droid tanks 

Hyperdrive x1 (x8 backup), nav computer 

Availability Military; Cost not available for sale 

* If the ship has no astromech droids, use these skit! modifiers insteod. 


Laser Cannons (6 gunners) 
Atk +16, Dmg 4d10x2 


“TIILIlil 


=aene)) 


] 
it 
> 
it 
H 
ls 
a 
x 


ABSVUEEOSENGO OX, 


HYENA-CLASS BOMBER 
One of the many droid starfighter variants used by the Confederacy, the 
Hyena-ciass bomber from Baktoid Armor Workshop uses the basic chassis 
af a droid starfighter but expands it, making room for a greater payload, The 
bomber features an expanded munitions hold to one side of the droid star- 
fighter's primary controi systems, allowing the vesset to carry bath cancus- 
sion missiles and proton torpedoes. Hyena-class bombers typically fly toward 
a target and unleash a torrent of missiles and torpedoes te averwhelm the 
target’s shields in half the time taken by ather comparably-sized bombers. 
Given the computerized nature of its piloting system, a Hyena-class 
bomber can attack with ali weapons as though each had its own guriner. 
Hyena-class Bamber cL7 
Huge starfighter 
Init +8; Senses Perceation +8 
Defenses Ref 13 (flat-footed 11), Fort 22; +3 armor 
hp 70; DR §; Threshold 32 
‘Speed fly 16 squares max. velacity 1,150 km/h), fly 4 squares 
(starship scale) 
Ranged light laser cannons +7 (see below) and 
proton torpedoes +7 (see below) and 
light concussion missiles +7 (see below) 
Fighting Space 3x3 or } square (starship scale); Cover none 
Base Atk +5; Grp +27 
Abilities Str 35, Dex 14 Con —, Int 14 
Skills Initiative +8, Mechanics +8, Perception +8, Pilot +8, 
Use Computer +8 = 
Crew © (expert); Passengers nane 
Cargo none kg; Consumables 2 days; Carried Craft nane 
Payload 6 proton torpedoes, 6 concussion missiles 
Availability Restricted; Cost 23,000 


Light Laser Cannons 
Atk +7, Ding 3410%2 
Proton Torpedoes 
Atk +7, Dmg 9d10%2 


Light Concussion Missiles 
Atk +7, Dmg 701042 


PROVIDENCE-CLASS 
DESTROYER 

Originally built for the Trade Federation by the Quarren Free Dac Volunteers 
Engineering Corps, the kilemeter-long Providence-class destroyer (frequently 
referred to.as a “Trade Federation cruiser") is one of the Confederacy’s mast 
powerful warships, more than a match for any similarly classed cruiser in 
the Republic Navy. It is so formidable in combat that General Grievous uses 
‘one, the Invisible Hand, as his flagship in the assault on Coruscant. Endlessly 
modifiable (due to modular compartments), the Providence-class destroyer 
can be made faster with upgraded hyperdrives or sublight thrusters; it can 
tbe made deadlier by adding weapon battery compartments; it can be made 
into a light starfighter carrier by increasing the size of the hangar bays; or 
countless other variations, 


PUNWORCCA 116-CLASS SLOOP 
The Punworcca 116-class interstellar sloop is a small hyperspace-capable 
yacht created by the Huppla Pasa Tisc Shipwrights Collective (the Geono- 
sian corporation responsible for the Ginivex-class starfighter). Small and 
somewhat cramped, the sloop is usually used only for short interplanetary 
flights, but it is at least comfortable enough for a small number of passengers, 
provided the journey doesn’t last more than a day or so. 

As a gift to Count Dooku, the Geonosian archduke, Poggle the Lesser, 
had Huppla Pasa Tise Shipwrights Collective build a custom Punworcca 
116-class interstellar sloop. Dooku then modified the vessel by having an 
antique solar sail fitted to the ship, allowing him to cruise largely undetected 
by most starship sensors. 


Punworcca 116-class Sloop cL6 
Gargantuan space transport 


Init +3 (+13"); Senses Perception +6 (+4") 


SHEATHIPEDE-CLASS SHUTTLE 
The Neimoidian leadership of the Trade Federation frequently travels in per- 
sonal shuttles, the most popular of which is the Sheathipede-class transport 
shuttle from Haor Chall Engineering. tt is so popular with them, in fact, that 
the vessel is more widely known as a “Neimoidian shuttle.” 

Most Neimoidians employ the Sheathipede's automated flight system, 
which enables the ship to receive verbal destination coordinates. Pilots and 
passengers are free to lounge in comfort in the rear compartments while the 
ship guides itself to the specified destination—an important consideration 
for Neimoidians. Neimoidians are quick to point out that the shuttle is only 
designed to travel from a planetary orbit to the surface and back again, and 
is not meant to be used in combat situations. 


Sheathipede-class Shuttle 
Colossal space transport 
Init -3; Senses Perception +5 


a4 


Defenses Ref 12 (flat-footed 10), Fort 22; +5 armot 
np 60; DR 10; SR 20; Threshold 42 


Defenses Ref & (flat-footed 6), Fort 27; +6 armor 
hp 140; DR 15; SR 35; Threshold 77 


Speed fly 16 squares (max, velocity 1,600 km/h), fly 4 squares 
(starship scale) 

Ranged microtractor-pressor +2 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +2 (+1"); Grp +29 

Abilities Str34, Dex 14, Con —, Int 16 

Skills Initiative +3 (+13"), Mechanics +6, Perception +6 (+4*), 
Pilot +3 (413°), Use Computer +6 (+13") 

Crew 2, or 1 FA~4 pilot droid plus 1 optional organic co-pilot (skilled); 
Passengers 11 

Cargo 240 kg; Consumables 1 week; Carried Craft none 

Hyperdrive x1.5, nav computer 

Availability Licensed; Cost 35,700 

* if the ship hos only the FA-4 pilot droid, use these skill modifiers instead. 


Microtractor-pressor (co-pilot) 
Atk +2, Dmg — (grapple +14; see “Weapon Systems” on page 198) 


Speed fly 12 squares (max. velocity 880 km/h), Fly 4 squares 
(starship scale) 

Fighting Space 6x6 or 1 square (starship scale); Cover total 

Base Atk +0; Gep +37 

Abilities Str 45, Dex 14, Con =, Int 19 

Skills Initiative -3, Mechanics +5, Perception +5, Pilot -3, 
Use Computer +5 

Crew 1 (normal); Passengers 6 

Cargo 1 ton; Consumables 1 week; Carried Craft none 

Availability Licensed; Cost not available for sale 


SUBIJUGATOR-CLASS HEAVY 
CRUISER 

One of the largest ships to come out of the Confederacy’s shipyards, the 
Subjugotar-class heavy cruiser is @ capital ship designed around its massive 
jon pulse cannons. The cruiser disables enemy ships so that it can destroy 
them with ease. The Subjugator-class heavy cruiser was designed and con- 
structed in secret by Quarren Separatists at their shipyards on Pammant, 
using the construction of the Pravidence-class ships as a cover. 

The Malevolence, one of General Grievous's command ships, is a Subju- 
gotor-class heavy cruiser. 

Tactical Fire: As a standard action, the Subjugator-class heavy cruiser 
can forgo all attacks to provide tactical fire to all squares within 2 squares 
of it. All ion weapon attacks made against enemy starships within that area 
deal +2 dice of damage on a successful hit. 


Unlike many warships, the Providence-class cruiser uses a “bridge- 
forward” setup (rather than a dorsal command tower, as is common with 
Republic warships such as the Acclamator-class assault ship and Venator- 
class Star Destroyer). This setup makes the Providence-class slightly more 
maneuverable than its Republic counterparts, particularly in atmospheres— 
although the ship is not equipped for ground landings (being designed, like 
so many other Quarren and Mon Calamari ships, for water landings). 
Providence-class Destroyer cL18 
Colossal (cruiser) capital ship 
Init -3; Senses Perception +6 
Defenses Ref 14 (flat-footed 12), Fort 54; +19 armor, Vehicular Combat 
hp 1,800; OR 20; SA 180; Threshold 254 


Invisible Hand 
Colossal (cruiser) capital ship 
Init -1; Senses Perception +8 


CL 20 


Defenses Ref 14 (flat-footed 12], Fort $4; +13 armor, Vehicular Combat 
hhp 1,800; DR 20; SR 180: Threshold 254 


Speed fly 12 squares (max. velocity 1,050 km/h), fly 4 squares 
(starship scale) 
Ranged quad turbolaser battery +18° (see below) 
3 dual laser cannon batteries +16 (see below) 
heavy ion cannons +8" (see below) 
point-defense ion cannon battery +18 (see below) 
8 proton torpedo launcher batteries +18 (see below) 
Fighting Space 2x2 (starship scale); Cover total 
Base Atk +2; Grp +76 


Abilities Str 98, Dex 12, Con —, Int 22 

Skills Initiative -3, Mechanics +6, Perception +6, Pilot -3, 
Use Computer +6 

Crew 22,350 (skilled); Passengers 48,247 

Cargo 29,000 tons; Consumables 1 year; Carried Craft 8 landing craft/ 
shuttles 

Payload 2,800 proton torpedoes 

Hyperdrive x1.5 (x10 backuph, nav camputer 

Availability Military; Cost not available for sale 

* Apply 0-20 penalty on attacks ogainst targets smatler thon Colossal size. 


Quad Turbolaser Battery (6 gunners) 
Atk +18 (-2 against targets smaller than Colossal), Dmg 7410x5 
Dual Laser Cannon Battery (5 gunners) 
Atk +16, Dmg 64102 
Heavy lon Cannons (gunner), 
Atk +8 (-12 against targets smaller than Colossal), Dmg 3410xS ion 


Speed fly 12 squares (max, velocity 1,050 km/h), fly 4 squares 
(starship scale) 
Ranged quad turbolaser battery +21" (see below) 
3 dual laser cannon batteries +19 (see below) 
heavy ion cannons +11" (see below) 
point-defense ion cannon battery +21 (see below) 
8 proton torpedo launcher batteries +21 (see below) 
Fighting Space 2x2 (starship scale); Cover total 
Base Atk +5; Grp +79 


Abilities Str 98, Dex 12, Con —, Int 22 

Skills Initiative -1, Mechanics +8, Perception +8, Pilot -1, 
Use Computer +8 

Crew 350 (expert); Passengers 125,000 

Cargo 29,000 tons; Consumables 1 year; Carried Craft 16 landing craft! 
shuttles, 24 starfighters 

Payload 2,800 proton torpedoes 

Hyperdrive x1 (10 backup), nav computer 

Availabitity Military; Cost not available for sale 


Quad Turbolaser Battery (6 gunners) 
Atk +21 (+1 against targets smaller than Colossal), Dmg 74}0x5 


Dual Laser Cannon Battery (5 gunners) 
Atk +19, Dmg 6d10x2 


Point-Defense lon Cannon Battery (6 gunners) 
Atk +18, Dmg 3d10x2 ion 


Proton Torpedo Launcher Battery (6 gunners) 
Atk +18, Dmg Sd10x2 


Heavy lon Cannons (gunner) 
Atk +1) (-9 against targets smaller than Colossal), Dmg 3d10x5 ion 


Point-Defense lon Cannon Battery (6 gunners) 
Atk +21, Dmg 34102 ion 


Proton Torpedo Launcher Battery (6 gunners) 
Atk +21, Dmg 8d10x2 
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Subjugator-class Heavy Cruiser cL20 
Colossal (cruiser) capital ship 
Init -2; Senses Perception +6 


‘Crew 550 (skilled); Passengers 60,000 (battle droids) 

Cargo 13,000 tons; Consumables 2 years; Carried Craft 144 “Vulture” 
droid starfighters, 48 Hyena-class droid bombers, various support craft 

Hyperdrive x2 (backup x12); navicomputer 

Availability Military; Cost not available for sale 

* Apply a -20 penalty on attacks against torgets smaller than Colossal size. 


Heavy Turbolaser Battery (5 gunners) 
Atk +15 (-5 against targets smaller than Colossal}, Dmg 7410x5 


Medium Turbolaser Battery (5 gunners) 
Atk +15 (-5 against targets smaller than Colossal), Dmg 5d10x5 


Point-Defense Light Laser Cannon Battery (5 gunners) 
Atk +15, Dmg 3d10x2 


Tractor Beam Battery (3 gunners) 
Atk +11 (-9 against targets smalter than Colossal), 
— (grapple +65) 


Defenses Ref 15 (flat-footed 13), Fort 53; +13 armor 
hp 1,750; OR 20; SR 130; Threshold 253 


Speed fly 2 squares (starship scale) 
Ranged 5 heavy turbolaser batteries +15" (see below) and 
2 medium turbolaser batteries +15* (see below) and 
5 point-defense light laser cannon batteries +15 (see below) and 
2 tractor beam batteries +11 (see below) and 
2 ion pulse cannons +7" (see below) and 
Fighting Space 2x2 (starship scale); Cover total (crew) 
Base Atk +2; Grp +65 
Atk Options tactical fire 


Abilities Str 97, Dex 14, Con —, Int 20 
Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 


Jon Pulse Cannon (gunner) 
Atk +7, Omg 9d10x10 ion; see the “Ion Pulse Cannon” sidebar. 


ION PULSE CANNON 
The ion pulse cannon is found on Subjugator-class heavy cruisers and 
is used to disable enemy starships before they have a chance to fire 
‘back. No other class of ship carries the weapon due to its unique power 
generation needs, 

lon pulse cannons are area attack weapons, even at starship scale. 
Asingle ion pulse cannon targets all starships with 5 squares (Starship 
scale) of the ship carrying the weapon; the gunner makes an attack roll 
against each ship within that area, On a hit, the target takes normal ion 
‘anesesns ‘maves -2 steps on the condition track. ia ass 


nificant Rutan ‘cooldown time. The weapon can be fired 
as a standard action. However, after firing the ion pulse car 
uniner must spend three consecutive full-round eis clearing the 
weapon of ionized particles before it can be fired again. If the starship 
takes damage that equals or exceeds its damage threshold at any time 
during this recharge period, the ion pulse cannon automatically overloads 
and is destroyed. 
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‘chapter describes new allies, enemies, and technology belonging to 
ictions other than the Republic and the Confederacy. 

The allies and antagonists in this chapter are designed to give campaigns 
distinctly Clone Wars feel. Gamemasters should feel free to include these 
“characters in adventures, even if they only appear fleetingly in secondary 
“Toles. The appearance of such characters can give players a sense of truly 

aking a difference in the larger conflict. 
Some of the vehicles and starships presented here may be available on 

‘the open market, or the Gamemaster can make them available to heroes as 

part of an adventure. 


MERCENARY FACTIONS 
Though much of the conflict of the Clone Wars takes place between the 
Separatists and the Republic, smaller mercenary factions and planetary 
forces play key roles in many battles. Though their efforts are usually lacal- 
ized and focused, some of the actions of these factions have repercussions 
on the war as a whole, 

Throughout the Clone Wars, the Separatists use the large financial 
resources they possess to hire mercenary bands of all stripes from around 
the galaxy, Among these mercenary groups are organizations such as the 
Sabaoth Mercenaries, who act under the guidance of Separatist leaders to 
deploy dangerous chemical weapons such as trihexalon. The Sabaoth Mer- 
cenaries, and other blasters-for-hire from across the galaxy, find themselves, 
in the Separatists’ employ, performing tasks and clandestine operations 
that cannot be trusted to droids. Moreover, in many parts of the galaxy, 
the Confederacy's war effort requires mercenaries simply to maintain the 
Separatists’ military presence when droid troops are destroyed faster than 
they can be replenished. 

Not every independent force that fights in the Clone Wars is a purely 
mercenary band. Many planetary defense forces are technically not part of 
the Republic's Grand Army or the forces of the Confederacy, and as such 
have their own command structures and unique units. For example, the 
Wookiee defense forces work closely with both Jedi Master Yoda and the 
Republic military forces under the control of Commander Gree at the Battle 
of Kashyyyk, but they are not technically part of the Republic command 
hierarchy. These independent defense forces are a good option for heroes 
who wish to take part in the Clone Wars conflict but do not wish to directly 
involve themselves in the Republic or the Confederacy. 
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INFLUENTIAL FIGURES 
The following individuals Figure prominently in a Clone Wars campaign, and 
their actions play a major role in shaping the history of this era. 


BoBa FETT 

Boba Fett is the unaltered clone of Jango Fett. He sees his “father” beheaded 

by Mace Windu during the Battle of Geonosis. As @ teenager in the later part 

of the Clone Wars, he begins his career finding work wherever he can—as 

mercenary, soldier, personal guard, assassin, and of course, bounty hunter. 
The following statistics reflect Boba Fett at the start of what promises 

to be a notorious career. 

Boba Fett (Episode II!) cL7 

Medium Human (clone) scout 3/soldier 4 

Destiny 1; Force 3; Dark 

Init +12; Senses low-light vision, Perception +10 (can reroll, must take 
second result) 

Languages Basic, Huttese, Mando'a 

Defenses Ref 24 (flat-footed 19), Fort 21, Will 19 

hp 66; DR 1; Threshold 21 

Speed 6 squares, fly 6 squares (jet pack) 

Melee unarmed +8 (146+5) 

Ranged blaster carbine +10 (3d8+3) or 

Ranged blaster carbine +5 (3d8+3) and blaster carbine +5 (348+3) with 
Double Attack or 

Ranged flamethrower +10 (346+3, 6-square cone) or 

Ranged missile launcher +10 (6d6+3, 2-square splash) or 

Ranged stun grenade +10 (446+3, 2-square burst) or 

Ranged whipcord +10 (grab) 

Base Atk +6; Grp +8 

Atk Options Double Attack, Keen Shot, Point Blank Shot, Precise Shot, 
Running Attack 

Special Actions Quick Drow 

Abilities Str 14, Dex 18, Con 14, Int 14, Wis 14, Cha 13 

Talents Acute Senses, Armored Defense, Juggernaut, Keen Shot 

Feats Armor Proficiency (light, medium), Double Attack, Exotic Weapon 
Proficiency (flamethrower), Martial Arts |, Point Blank Shot, Precise 
Shot, Quick Draw, Running Attack, Weapon Proficiency (pistols, rifles, 
simple weapons) 


Skills Endurance +10, initiative +12, Knowledge (tactics) +10, Perception 
+10 (can reroll, must keep second result), Persuasion +9, Pilot +12, 
Stealth +12, Survival +10 

Possessions Siove /, Mandalorian armor (as battle armor with helmet 
package: 4 weapon attachments), blaster carbine, 4 stun grenades, 
flamethrower (5 shots), missile launcher, 4 missiles, whipcard (treat as 
net), blaster gauntlet (teat as hold-out blaster), jet pack (10 charges), 
utility belt with medpac 


Cavik TOTH 

Cavik Toth’s ambition leacs him to found his own mercenary force, the 
Sabaoth Squadron. Prior to the start of the Clone Wars, Toth and his forces 
ally with Count Dooku and the Confederacy of Independent Systems. Toth's 
adversaries include Nym and his Lok Revenants as well as Jedi Master Adi 
Gallia. 


Captain Cavik Toth 

Medium Human soldier 4/scoundrel 3/ace pilot 2/officer 2 

Destiny 2; Force 4; Dark Side 2 

Init +13; Senses Perception +12 

Languages Basic, Ry! 

Defenses Ref 28 (flat-footed 25), Fort 24, Will 26, Dodge 

hp 86; Threshold 24 

Speed 6 squares 

Melee unarmed +9 (1d4+5) 

Ranged heavy blaster pistol +13 (348+5) or 

Ranged heavy blaster pistol +11 (448+5) with Rapid Shot 

Base Atk +9: Grp +9 

Atk Options Careful Shot, Deadeye, Hyperdriven, Point Blank Shot, 
Precise Shot, Spacehound, Rapid Shot 

Special Actions Battle Analysis, Coordinated Attack, Deployment Tactics 

Abilities Str 11, Dex 16, Con 12, Int 13, Wis 14, Cha 16 

Special Qualities command cover, share talent (Battle Analysis), 
vehicle dodge +1 

Talents Battle Analysis, Cover Fire, Deployment Tactics, Elusive 
Dogfighter, Hyperdriven, Spacehound 

Feats Armor Proficiency (light, medium), Careful Shot, Coordinated 
Attack, Deadeye, Dodge, Point Blank Shot, Precise Shot, Rapid Shot, 
Vehicular Combat, Weapon Focus (pistots), Weapon Proficiency 
(pistols, rifles, simple weapons) 

Skills Initiative +13, Knowledge (tactics) +11, Perception +12, Pilot +13 

Possessions heavy blaster pistol, flight suit, command uniform 


an 


CHewescca 

Known for his great strength and loyalty, Chewbacca is a wise, sophisti- 
cated Wookiee and an exceptional scout. As a close friend to Wookiee city 
leader Tarfful of Kachirho, Chewbacca is asked to be part of the Wookiee 
High Command responsible for the battle plan to protect the city from a 
Separatist invasion. When Order 66 is issued, Chewbacca assists his friend 
Tarfful in protecting Jedi Master Yoda and aiding the venerable Force-user 
in his escape from Kashyyyk. 


Chewbacca (Episode Il) cls 
Medium Wookie scout 6 

Destiny 1; Force 4 

Init +9; Senses Perception +8 (can rerall, must take second result) 


Languages Basic (understand only}, Huttese, Shyriiwook 


MEBRUMBRU 

This intelligent Wookiee elder is about 250 years old during the Clone Wars. 
He develops effective defensive tactics against Trandoshan raiders prior 
to the war. Due to his vast experience, he leads the beachfront defense at 
Kachirho during the Confederacy’s invasion of Kashyyyk. 


Merumeru 

Medium Wookice soldier Stnoble 1 

Destiny 1; Force 3 

Init +10; Senses Perception +8 

Languages Basic (understand only), Dosh (understand only), Durese 
(understand only), Shyriiwook 

Defenses Ref 19 (flat-footed 17), Fort 22, Will 18 

hp 79; Threshold 22; extraordinary recuperation 


cL6 


Defenses Ref 20 (flat-footed 18), Fort 17, Will 16 

hp 67; Threshold 17; extraordinary recuperation 

Speed 6 squares 

Melee unarmed +8 (1d6+7) or 

Melee unarmed +10 (1d6+10) with Powerful Charge 

Ranged bowcaster +5 (2010+2) 

Base Atk +4; Grp +8 

Atk Options Careful Shot, Pin, Point Blank Shot, Powerful Charge, 
Precise Shot 

ns rage t/day 

Str 18, Dex 12, Con 20, Int 12, Wis 10, Cha 10 

Talents Acute Senses, Extreme Effort, Jury-Rigger 

Feats Careful Shot, Martial Arts |, Pin, Point Blank Shot, Powerful Charge, 
Precise Shot, Shake It Off, Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Climb +8 (can take 10 when distracted), Endurance +13, Initiative 
+9, Mechanics +9 (can reroll when making jury-rigged repair), 
Perception +8 (can reroll, must :ake second result), Persuasion +3 
{can reroll attempts to intimidate, must take second result), Pilot +9, 
Survival +5 

Possessions bowcaster, bandolier, tool kit 


Speed 6 squares 

Melee battle staff +10 (1d6+13) 

Ranged bowcaster +7 (3d10+3) or 

Ranged bowcaster +5 (4d10+3) with Rapid Shot 

Base Atk +5; Grp +10 

Atk Options Charging Fire, Coordinated Attack, Point Blank Shot, 

Precise Shot, Rapid Shot 

Special Actions Battle Analysis, Coordinate +1, Indomitable, rage Vday 

Abilities Str 20, Dex 14, Con 18, Int 15, Wis 10, Cha 13 

Talents Battle Analysis, Coordinate +1, Cover Fire, Indomitable 

Feats Armor Proficiency (light, medium), Charging Fire, Coordinated 
Attack, Point Blank Shot, Precise Shot, Rapid Shot, Weapon Proficiency 
(pistols, rifles, simple weapons) 

Skills Climb +13 (can take 10 when distracted), Endurance +13, Initiative 
+10, Knowledge (tactics) +10, Perception +8, Persuasion +4 (can reroll 
attempts to intimidate, must take second result) 

Possessions bowcaster, battle staff, battle helm 
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NYM 

Leader of the Lok Revenants, Nym is a brigand with a sense of honor and of 
higher purpose, The Feeorin pirate is also considered a scourge of the space 
lanes. After being orphaned at an early age, a young Nym is raised by harsh 
criminals—thus developing his physical skills and abrasive personality. Later, 
his reputation asa fierce fighter and brilliant tactician earns him the respect 
he desires in the underwarld. Eventually, he builds a pirate crew whose speed 
and effectiveness make them fearsame, Despite this, he makes every effort 
to minimize bloodshed cn each mission 


Nym's most prized bounty is a heavily modified Scurrg H-6 prototype 
bomber he calls Havoc. Nym is caught by a Trade Federation-hired mercenary 
while trying to fence weapons, but he is rescued by his loyal crew. The Lok 
Revenants’ base is attacked by the Trade Federation, and Nym moves on with 
his life. Ironically, he teams up with the mercenary who caught him, Vana 
Sage, and with Rhys Dallows, a Naboo pilot, to wreak havoc on the Trade 
Federation. For aiding Naboo forces, Supreme Chancellor Palpatine ewards 
Nym a full pardon, Despite that, he gaes back to his fringe ways ard lays 
ow in Bothan space looking for work. Later, he reluctantly teams ua with 
Jedi Master Adi Gallia to fight his old fae, Captain Cavik Tath, commander 
of the Sabaoth Squadron mercenaries. 


Nym cu 

Medium Feeorin scoundrel 11 

Destiny 2; Force 4 

Init +7; Senses low-light vision, Perception +5 

Languages Basic, Feeorin, Huttese 

Defenses Ref 25 (flat-footed 23), Fort 26, Will 22, Dodge 

hp 86; Threshold 26 

Speed 6 squares 

Melee unarmed +10 (1d4+7) 

Ranged heavy blaster pistol +10 (348+5) or 

Ranged heavy blaster pistol +8 (408+5) with Rapid Shot or 

Ranged blaster rifle +10 (34845) or 

Ranged blaster rifle +8 (448+5) with Rapid Shot 

Base Atk +8; Grp +10 

Atk Options Careful Shot, Charging Fire, Deadeye, Hyperdriven, Lucky 
Shot, Point Blank Shot, Precise Shot, Rapid Shot, Sneak Attack +106, 
Spacehound, Starship Raider 

Special Actions Knack 

Abilities Str 15, Dex 14, Con 17, Int 13, Wis 11, Cha 12 

Talents Hyperdriven, Knack, Lucky Shot, Sneak Attack +1d6, Spacehound, 
Starship Raider 

Feats Careful Shot, Charging Fire, Deadeye, Dodge, Point Blank Shot, 
Precise Shot, Rapid Shot, Skill Focus (Pilot), Vehicular Combat, Weapon 
Proficiency (pistols, rifles, simple weapons) 

Skills Deception +11, Endurance +18, Knowledge (tactics) +11, 
Persuasion +11, Piiot +17 

Possessions heavy blaster aistol, blaster rifle, Scurrg H-6 prototype 
bomber (Havoc) 
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SALPORIN 

Salporin joins Captain Merumeru’s defense during the Separatist invasion 
of Kachirho. He is best known for his mastery of the ryyk blades. Despite his 
bond-engagement to the Wookiee maiden Garrlyn, the couple serve together 
under Merumeru. In addition, Salporin is a childhood friend of Chewbacca. 


Salporin cls 

Medium Wookiee soldier 4/scout 1 

Destiny 1; Force 2 

Init +B; Senses Perception +8 

Languages Basit (understand only), Shyriiwook 

Defenses Ref 18 (flat-footed 17), Fort 20, Will 16 

hp 81; Threshold 20; extraordinary recuperation 

Speed 6 squares 

Melee ryyk blades +11 (148+8, devastating 5) or 

Melee ryyk blades +9 (2d8+8, devastating 5) with Rapid Strike or 

Melee ryyk blades +6/+6 (1d8+8, devastating 5) or 

Melee ryyk blades +4/+4 (2d8+8, devastating 5) with Rapid Strike 

Ranged bowcaster +5 (3d10+2) 

Base Atk +4; Grp +10 

Atk Options Rapid Strike 

Special Actions rage 1/day, Shake It Off 

Abilities Str 22, Dex 13, Con 16, Int 10, Wis 12, Cha 10 

Talents Devastating Attack (ryyk blades), Surefooted, Weapon 
Specialization (ryyk blades) 

Feats Armor Proficiency (light, mecium), Dual Weapon Mastery |, Rapid 
Strike, Shake it Off, Weapon Focus (ryyk blades), Weapon Proficiency 
{advanced melee weapons, pistols, rifles, simple weapons) 

Skills Climb +13 (can take 10 when distracted), Endurance +10, Initiative 
+8, Jump +13, Perception +8, Persuasion +2 (can reroll attempts to 
intimidate, must take second result) 

Possessions 2 ryyk blades (see page 97 of The Force Unieashed™ 
Campaign Guide), bowcaster 


TARFFUL 

A mighty warrior leader, fierce and towering, Tarfful works his way up to 
become the city leader of coastal Kachirho, where he serves for decades before 
the Clone Wars. He enjoys dangerous hunting expeditions. At one point in 
‘the war, he is taken prisoner by Trandoshan slavers, but later he is rescued by 
clone commandos. During the Confederacy’s invasion of Kachitha, he takes up 
the little-used mantle of war chief as the Wookiees and their Republic allies 
fight off the invasion, Notable among the Republic forces is Jedi Master Yoda. 
Yoda and Tarfful share a strong bond, so much so that Tarfful considers Yoda 
‘a member of his “honor family.” Because of this, he aids Yoda when the clone 
troopers under Yoda's command betray the venerable Jedi Master. Another 
of Tarfful’s close friends is the Wookiee scout Chewbacca. 


Tarfful cL 12 

Medium Wookice scout 3/soldier 4/noble 5 

Destiny 3; Force 6 

Init +12 (can reroll, must take second result); Senses Perception +12 (can 
reroll, must take second result) 

Languages Basic (understand only), Dosh (understand only), Shyriiwoak 

Defenses Ref 25 (flat-footed 24), Fort 26, Will 25 

‘hp 102; Threshold 26; extraordinary recuperation 

Speed 6 squares 

(Melee unarmed +13 (144+10) 

Ranged bowcaster +11 (3410+6) or 

Ranged bowcaster +9 (4410+6) with Rapid Shot or 

Ranged bowcaster +6/+6 (3d10+6) with Double Attack or 

Ranged bowcaster +4/+4 (4410+6) with Double Attack and Rapid Shot 

Base Atk +9; Grp +13 

Atk Options Charging Fire, Double Attack (bowcaster), Point Blank Shot, 
Precise Shot, Rapid Shot 

Special Actions Battle Analysis, Born Leader, Coordinated Attack, 
rage V/day, Rally, Shake It Off 

Abilities Str 19, Dex 13, Con 14, Int 12, Wis 13, Cha 16 

Talents Acute Senses, Battle Analysis, Born Leader, Cover Fire, Distant 
Command, Improved Initiative, Rally 

Feats Armor Proficiency (light, medium), Charging Fire, Coordinated 
Attack, Double Attack (bowcaster), Point Blank Shot, Precise Shot, 
Rapid Shot, Shake It Off, Skill Focus (Persuasion), Skill Training 
(Knowledge (bureaucracy)), Skill Training (Persuasion), Weapon Focus 
{(bowcaster), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Climb +16 (can take 10 when distracted), Endurance +13, Initiative 
+12 (can reroll, must take second result), Knowledge (bureaucracy) 
+12, Knowledge (tactics) +12, Perception +12 (can reroll, must take 
second result), Persuasion +19 (can reroll attempts to intimidate, must 
take second resutt), Survival +12 

Possessions bowcaster 
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ZiRO THE HutTT 

The uncle of Jabba the Hutt, Ziro the Hutt (whose full name and title is 
Ziro Desilijic Tiure) is a devious crime lord who dwells in the seedy depths 
of Coruscant. Ziro the Hutt employs assassins, thugs, thieves, and a variety 
of other sinister agents, both on Coruscant and abroad. Despite holding 
the rank of Vigo in the Black Sun crime syndicate, he is considered a lesser 
crime lord on Coruscant; however, Ziro has considerable power thanks to 
his association with influential members of the Confederacy of Independent 
Systems. Unafraid to make deals with those who would harm the Desilijic 
chan if it would bring him more profit and power, Ziro is a treacherous Hutt 
whose betrayals will surely catch up with him, 


Ziro the Hutt cL9 

Large Hutt noble 4/scoundrel 3/erime lord 2 

Destiny 1; Force 7; Dark Side 6 

Init +10; Senses Perception +17 

Languages Basic, Bocce, Gamorrean, High Galactic, Huttese, Quarrenese, 
Rodese, Ryl, Shyriiwook (understand only) 

Defenses Ref 22 (flat-footed 21), Fort 21, Will 27 

hp 57; Threshold 31 

Immune +5 bonus to Will Defense against Use the Force checks 

Speed 2 squares 

Melee unarmed +6 (1d6+4) 

Ranged by weapon +7 

Base Atk +6; Grp +11 

Atk Options Point Btank Shot 

Special Actions Disruptive, Presence, Impel Ally |, impel Ally Il, 

Walk the Line 

Abilities Str 10, Dex 13, Con 12, Int 16, Wis 16, Cha 15 

Special Qualities supreme stability 

Talents Disruptive, Presence, Impel Ally |, Impel Ally Il, Walk the Line, 
Weaken Resolve 

Feats Improved Damage Threshold, Improved Defenses, Linguist, Point 
Blank Shot, Skill Facus (Deception), Skill Focus (Perception), Skill Focus 
(Persuasion), Weapon Praticiency (pistols, simple weapons) 

Skills Deception +16, Gather Information +11, Initiative +10, Knowledge 
(bureaucracy) +12, Knowledge (galactic lore) +12, Knowledge (social 
sciences) +12, Perception +17, Persuasion +16 (can reroll, must take 
second result), Use Computer +12 

Possessions various personal belongings 


“SENATOR, | 
BELIEVE YOU ARE 
TOO DANGEROUS TO 
BE KEPT ALIVE." 


-ZIRO THE HUTT 


VEHICLES AND 
STARSHIPS 


During the Clone Wars, vehicles of war roll off assembly lines on planets 
throughout the galaxy. The following section details several vehicles that 
appear during the Clone Wars and are suitable for use by both allies and 
antagonists in a Clone Wars campaign. 


OEVVAOR JET CATAMARAN 

Named after the oevvaor, a flying marine reptile indigenous to Kashyyyk’s 
coasts, this flying catamaran is designed to the surface of freshwater lagoons 
‘on Kashyyyk. 

Incorporating Podracer-style jet engines and compact repulsarlifts, this 
15-meter-long vessel can attain speeds of up to 370 kilometers per hour 
over water. Its hull, fashioned from thick wroshyr timber, is strong enough 
to provide protection against enemy taster fire 
Oewaor Jet Catamaran cL3 
Gargantuan vehicle (speeder) 

Init +5; Senses Perception +5 

Defenses Ref 13 (flat-footed 11), Fort 16; +3 armor 

hp 60; DR 5; Threshold 36 

Speed fly 12 squares (max. velocity 270 kmjh over water), fly 3 squares 
(starship scale) 

Ranged blaster cannon +2 (see below) 

Fighting Space 4x4 or 1 square (starship scale}; Cover total (crew), 
none (passengers) 

Base Atk +0; Grp +31 

Atk Options autofire (blaster cannon) 

Abilities Str 22, Dex 14, Con —, Int 14 

Skills Initiative +5, Mechanics +5, Perception +5, Pilot +5 

Crew 2 (normal); Passengers 2 

Cargo 50 kg; Consumables 3 days; Carried Craft none 

Availability Licensed; Cost 12,125 (2,700 used) 


Blaster Cannon (gunner) 
Atk +2 (-3 autofire), Dmg 3410 


RADDAUGH GNAasSP 
FLUTTERGCRAFT (ORNITHOPTER) 
Named after a dangerous insect native to the Wookiee colony moon of 
Alaris, these cramped ornithopters buizz through the skies of Kashyyyk, 
conducting security patrols, search-rescue missions, and perimeter scans. 
The 7-meter-iong vehicle, manufactured by the enterprising Wookiees of 
Appazanrta Engineering Works, is an armed, lightweight, twin-seat scout 
craft perfect for defending the tree-cities of the Wookiee homeworld. 
Featuring a tall-gun but no armor, the ornithopter relies on its speed and 
agility 10 avoid incoming fire, and its mostly open cockpit provides minimal 
cover for its crew of two. 
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Raddaugh Gnasp Fluttercraft cL4 

Huge air vehicle (ornithopter} 

Init +11; Senses Perception +8 

Defenses Ref 14 (flat-footed 10), Fort 14; +1 armor 

hp 40: DR 5; Threshold 29 x 

Speed fly 12 squares (max. velocity 310 km/h), fly 3 squares 
{starship scale) 

Ranged laser cannon tail-gun +7 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover +2 (crew) 

Base Atk +2; Grp +20 

Atk Options autofire (laser cannon tail-gun) 

ies Str 18, Dex 18, Con —, Int 18 

Skills Initiative +11, Mechanics +8, Perception +8, Pilot +9 

Crew 2 (skilled); Passengers none 

Cargo 3 kg; Consumables 1 day: Carried Craft none 

Availability Military; Cast 14,750 (3,200 used) 


Laser Cannon Tail-Gun (gunner) 
Atk +5 (+0 autofire), Dmg 4410 


SABAOTH DESTROYER 

Sabaoth destrayers ace intimidating capital ships employed by the mercenary 
Sabaoth Squadron, Recruited by Count Dooku, the Sabaoth Squadron fights 
for the Separatists in early engagements of the Clone Wars, influencing key 
battles. Several Sabaoth destroyers are eliminated ‘vy the Fecorin pirate 
Nym and his allies—including Sabsaoth Squadron Leader Cavik Toth’s flag- 
ship, the Reaver, 


Sabaoth Destroyer cL12 

Colossal (frigate) capital ship 

Init -2; Senses Perception +6 

Defenses Ref 14 (flat-foated 12), Fart 36; +12 armor 

hp 900; DR 15; SR 130; Threshold 136 

Speed fiy 2 squares (starship scale) 

Ranged 3 point-defense heavy laser cannon batteries +9 (see below) and 
2 light turbolaser batteries +9" (see below) 

Fighting Space 2x2 squares (starship scale); Cover total 

Base Atk +2; Grp +48 

Abilities Str 62, Dex 14, Con =, \nt 16 

Skills Initiative -2, Mechanics +6, Perception +6, Pilot ~2 

Crew 250 (skilled); Passengers 3,000 

Cargo 3,000 tons; Consumables 1 year; Carried Craft 12 starfiehters 

Hyperdrive x3 (backup x18), navicomputer 

Availability Military; Cost 3.5 million (1.6 million used) 


+ Apply a -20 penolty on ottacks against targets smoller than Colossal size. 


Point-Defense Heavy Laser Cannon Battery (3 gunners) 
Atk +9, Dmg 6d10x2 
Light Turbolaser Battery (3 gunners) 
Atk +9(-11 against targets smaller than Colossal), Dmg 2d10x5 


SABAOTH STARFIGHTER 

‘Structurally, the Sabgoth starfighter is little more than a cockpit mounted 
behind a pair of downward-angled wings, each tipped with a pair af laser | 
cannans. As the main starfighters of the Sabaoth Squadron, Sabaoth star- 
fighters give combat support to the Sabaoth destroyers. Under the command 

of Captain Cavik Toth, Sabaoth starfighters fight for the Separatists. They are | 
first seen launching from Sabaoth destroyers in battle over Geonosis, where 

they meet the Jedi starfighters of Adi Gallia and Siri Tachi. 


Sabaoth Starfighter cL7 
Huge startighter 
Init +12; Senses Perception +8 


Dactillion 
Huge airborne beast 3 
Init +8 (can reroll, must take second result); Senses Perception +2 


Defenses Ref 17 (flat-footed 11), Fort 23; +3 armor 
hg 75; OR 5; Threshold 33 


Defenses Ref 12 [flat-footed 10), Fort 18, Will 12 
hp 37; Threshold 28 


Speed fly 16 squares (max. velocity 1,110 km/h), fly 4 squares 
{starship seale} 

Ranged 4 laser cannons +8 (see below) 

Fighting Space 3x3 or t square (starship scale}; Cover total 

Base Atk +5; Grp +28 


Speed 4 squares, fly 6 squares 
Melee 2 claws +9)(1d8+7) and 

bite +9 (246 +7) 
Fighting Space 3x3; Reach 2 squares 
Base Atk +2: Gep+13 


Abilities Str 36, Dex 22, Con —, Int 16 
Skills Initiative +12, Mechanics +8, Perception +8, Pilot +9 
Crew 1 (expert) Passengers none 

Cargo 50 kg; Consumables 1 week; Carried Craft none 
Availability Military; Cost 170,006 (72,000 used) 


Laser Cannon (pilot) 
‘Atk +8, Omg 4d10x2 


BEAST 
All worlds have nonsentient life forms that occasionally present threats to 
civilization. Some of these beasts can be damesticated and used as pets or 
mounts, while others are untamable. A couple beasts of note are presented 
below. 


DACTILLION 

Dactillions are predators that plagued Utapauns during their rise to civiliza~ 
tion. These four-leqged reptilian carnivores are 6 meters tall with a 24-meter 
wingspan, They are an ancient species that is often solitary and nomadic. 
Within the sinkholes of Utapau, they can use their claws to scale cliff faces 
or their wings to ride the thermal drifts. They feed on grotto fish, small prey, 
‘and carrion. By providing dactillions with fresh meat, the Utapauns are able to 
domesticate them, turning these reptilian predators into trusted mounts, 


Abilities Str 24, Dex 16, Con 26, Int 4, Wis 15, Cha 8 

Feats Skill Training (Climb, Survival) 

Skills Climb +12, tnitiative +8 (can reroll, must take second result), 
Survival <7 


HoRAx 

Horaxes are enormous, reptilian creatures native to the planet Nelvaan, 
Adult specimens grow to a height of 15 meters, their tough blue-gray skin 
covers a powerfully muscled frame. Because of their immense size, they have 
a brutal impact on the environment, uprooting trees with their shovel-like 
horns. Fortunately. Hotaxes are solitary creatures, gathering in pairs only to 
mate. They use their enormous fangs, massive nose horns, and spurred tails 
to fight cach other for territory. 


Horax cs 

Huge beast & 

Init +4; Senses Perception +4 

Defenses Ref 16 {ftat-footed 16), Fort 18, Will 9 

hp 100; Threshold 28 

Speed 6 squares 

Melee gore +16 (266+10) and 
tail slap +16 (2d6+10 plus special) or 

Melee gore: +11" (2d6+15) and 
tail slap +11" (20620 plus special) 

Fighting Space 3x3; Reach 1 square [2 squares with tail slap) 

Base Atk +6; Grp +26 

Atk Options Power Attack, tail stap 

Abilities Str 30, Dex 8, Con 26, Int 2, Wis 8, Cha 2 

Feats Power Attack, Toughness, Skill Training (Initiative) 

Skills Initiative ¢4, Perception +4 

* Includes 5 points of Power Attack. 

Tail Slap—When a horax uses Power Attack with its tail slap, it deals 
extra damage equal to the number of points of Power Attack spent. 
Any creature hit by a horax’s tail slap attack is knocked prone. 
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Every character, creature, droid, vehicle, starship, and emplacement in 
this book appears on this list, which is sorted alphabetically by Challenge 


Level (Cl). 


CHARACTERS AND CREATURES 
Clone Shocktrooper 
EduCorps Worker 
Geonosian Warrior 
Kybuck 

MedCorps Worker 
‘AgriCorps Worker 

Clone Scout Trooper 
Clone Subtrooper 
Dactillion 

ExplorCorps Worker 
Gamma-383 “Trench” 
Clone Naval Officer 
Geonosian Elite Warrior 
Admiral Wullf Yularen 
Ahsoka Tano 

Clone Jet Trooper 
Clone Pitot 

Mas Amedda 

Clone Blaze Trooper 
Salporin 

Senate Commando 
Chewbacca 

Clone Fighter Pilot 
Galactic Marine 
Merumeru 

Trandoshan Bounty Hunter 
Boba Fett 

Clone Shadow Trooper 
General Whorm Loathsom 
ARC Trooper 

Clone Assassin 

Clone Commando 
‘Clone Trooper Battalion 
Horax 

Nahdar Vebb 

Captain Argyus 

Jedi Healer 

Jedi Instructor 

Sly Moore 

Ziro the Hutt 


‘ARC Trooper Alpha-17 
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CHARACTERS AND CREATURES 
Commander Rex 

Jedi Archivist 

Aayla Secura 

Cavik Toth 

Nym 

Quinlan Vos 

Tarffol 

Trandoshan Mercenary 
Asajj Ventress 

Kkeuhk 


Plo Koon 
An’ya Kuro (The Dark Woman) 
Ourge 

Saesee Tiin 

Count Dooku 

Mace Windv 

Yoda 


DROIDS 

5Y0 Protocol Droid 

EW-3 Midwife Droid 

FA~4 Pilot Droid 

FA-5 Valet Droid 
Marksman-H Combat Remote 
P2 Series Astromech Droid 
Serve-O-Droid Pit Droid 
CLL-6 Binary Load Lifter 
DD-13 Medical Assistant Droid 
FX-6 Medical Assistance Droid 
1G-86 Sentinel Droid 

'M-6 Medical Droid 

1W-37 Pincer Loader Droid 

LE Series Repair Droid 

‘SP-4 Analysis Droid 
BCA-11/X Training Droid 

Cold Assault Battle Droid 

1G Lancer Combat Droid 
OOM-Series Battle Droid 
Bi-Series Battle Droid Squad 
LR-57 Combat Droid 
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DROIDS 
Octuptarra Combat Tri-Droid 

BI-A Series Air Battle Droid 

Battle Droid Assassin 

Cortosis Battle Droid 

A-DSD Advanced Dwarf Spider Droid 
Droid Commando 

1G-110 Lightsaber Droid 

LM-432 Assault Crab Droid 
Spelunker Probe Droid 

Ultra Droideka 

A-Series Assassin Droid 


JK-13 Security Droid 


VEHICLES AND STARSHIPS 

C0052 “Intergalactic” Speeder 

Single Trooper Aerial Platform (STAP) 
Oewvaor Jet Catamaran 

Tsmeu-6 Personal Wheel Bike 

Ubrikkian Seitiss-2 Caravel Cabin 
Mediifter Troop Transport 

Raddaugh Gnasp Fluttercraft 
Sheathipede-class Shuttle 

Trade Federation Troop Carrier 
All-Terrain Recon Transport (AT-RT| 
BARC Speeder 

BC-714 Luxury Transport 

Grievous's Wheel Bike (Modified Tsmeu-6) 
‘All-Terrain Experimental Transport (AT-XT) 
Dagger-cless Starfighter 

G9 Rigger 

Multi-Troop Transport (MTT) 

Punworcco 116-class Sloop 

Unstable Terrain Artillery Transport (UT-AT) 
Borloz-class Freighter 

Dianoga-class Assault Starfighter 
Droch-class Boarding Ship 

Hyeno-class Bomber 

Infantry Support Platform 

06-9 Homing Spider Droid 
Pursuer-class Enforcement Ship 
Sabaoth Starfighter 

S40K Phoenix Howk-class Light Pinnace 
TX-130 Saber-class Fighter Tank 
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VEHICLES AND STARSHIPS 
Freefall-ciess Starfighter 

GS-10 Salvage Ship 

KR-1B Doomtreader 

LAATIe Carrier 

MorningStar-A Assault Starfighter 
Republic Troop Transport 
CIS-Advanced Starfighter 

Manta Droid Subfighter 

Tri-Droid 

Ubrikkian Seltiss-2 Caravel 
All-Terrain Attack Pod (AT-AP) 
C-9979 Landing Craft 

Delta-7 Aethersprite Interceptor Variants 
Ground Armored Tank (GAT) 
Hardcell-class Transport 

Koensayr BTL-S1 Y-wing 

Scurrg H-6 Prototype Bomber 
Eta-2 Actis Interceptor Variants 
Kappa-class Shuttle 

All-Terrain Tactical Enforcer (AT-TE) 
Azure Angel 

16-227 Hailfire-class Droid Tank 
‘Nu-class Assault Shuttle 

Sabaoth Destroyer 


Belbullab Heavy Starfighter 
CR-20 Troop Carrier 

Diamond-class Cruiser 

Persuader-class Droid Enforcer 

Soulless One (Modified Belbullab-22) 
MedStar-class Frigate 

Consulor-class Cruiser (c70 Charger Retrofit) 
Pelta-class Medical Frigate 

Self-Propelled Heavy Artillery 
Providence-class Destroyer 

Invisible Hand 

Subjugator-class Heavy Cruiser 


WEAPON EMPLACEMENTS 
LRIK Sonic Antipersonnel Cannon 
AV-7 Antivehicle Cannon 
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during the Clone Wars, this campaign guide gives players and Gamemasters the tools to create new heroes and design 
exciting adventures against the backdrop of galactic war. 
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The Republic has fallen. The Jedi are all but extinct. The Sith rule the galaxy, 
and the Empire tightens its grip on star systems with no one to oppose it. 
Welcome to the Dark Times. 

The Force Unleashed Campaign Guide is a resource for players and Game- 
masters looking to set their adventures between the end of Revenge of the 
Sith and the years leading up to A New Hope. Within this book's pages is 
everything a player needs to create a hero who will take center stage during 
these treacherous years, Gamemasters will find this book invaluable when 
planning campaigns for this time period. It includes descriptions of the major 
heroes and villains of the era as well as advice on designing campaigns, 
adventures, and encounters appropriate to the setting. This campaign guide 
provides you with everything you need to run or play in a Force Unleashed 
campaign. 

The Dark Times consist of the period beginning immediately after the 
conclusion of Revenge of the Sith and leading up to the foundation of the 
Rebel Alliance. This time frame encompasses the true rise of the Empire to 
full prominence and the descent of the galaxy into a less civilized age. These 
intervening years between movies are rife with opportunities to tackle adven- 
tures on totally new ground, This setting allows the players’ characters to go 
‘on totally new adventures, experience worlds and events previously unseen 
in the Star Wars setting, and forge their own path to glory. A Gamemaster 
who runs a campaign in this era has nearly a blank slate for adventures to 
fill in, allowing him or her to explore a variety of options in storytelling 
without the need to worry about conflicting with continuity. Best of all, the 
heroes can make a difference in the galaxy without worrying about being 
overshadowed by the characters from the six Star Wars films. 
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The Force Unleashed Campaign Guide also ties in with the LucasArts video 
game of the same title, as well as the accompanying multimedia products that 
relate to the game. The Force Unleashed takes place during the Dark Times and 
follows the path of Darth Vader's first apprentice. Just as the game explores 
this rich setting, so too does The Force Unleashed Campaign Guide delve into 
the people, places, creatures, and technology of the game. However, where 
the protagonist of The Force Unleashed is Vader's apprentice, this book lets 
your heroes be Jedi, nobles, smugglers, bounty hunters, mercenaries, explor- 
ers, or any number of other character types of your choosing. Additionally, 
many of the characters featured in this book are also available as miniatures 
in the Star Wars Miniatures: The Force Unleashed expansion set, providing 
new options for running encounters in your campaign. 

This book is far more than a mere description of the events of The Force 
Unleashed. Within these pages are the seeds of new adventures far beyond the 
scope of the video game, with heroes and villains hand-picked from throughout 
the Star Wars galaxy. Inside this book you will find new character options, new 
adventure scenarios, and a treatise on the far-reaching Galactic Empire that 
paints a vivid picture of just how deeply the galaxy has sunk into darkness. 


WHAT IS IN THIS 
BOOK? 


This book serves as the basis for playing in and Gamemastering a Force 
Unleashed campaign, set during the Dark Times between Revenge of the 
Sith and the Galactic Civil War, The book consists of two sections, one for 
players (the chapters in the front of the book) and one for Gamemasters (the 
chapters at the back of the book). 

Chapter 1: Species covers new alien species relevant to a Force Unleashed 
campaign. This chapter includes species that have a significant history during 
the Dark Times, as well as species featured in The Force Unleashed game and 
the Dark Times comic series from Dark Horse Comics. 

Chapter 2: Heroic Traits includes a wide array of new options for char~ 
acter creation; talents and talent trees, feats, new uses for skills, and new 
destinies for heroic characters, This chapter gives players everything they 
need to create heroes specifically designed to fit into the Dark Times. 

Chapter 3: Prestige Classes presents new prestige classes for Dark Times 
heroes. These elite classes provide something for starting heroes to aspire to 
and exemplify the kinds of heroes found in a Force Unleashed campaign. 

Chapter 4: Organizations gives heroes several sample organizations 
they can join, along with the benefits and requirements for membership. 
Additionally, if the heroes want ta start their own organization, rules are 
included in this chapter for doing so. 

Chapter 5: The Force offers new Force powers and talents, as well as 
an expansion of the Force-based prestige class features from the Star Wars 
Roleplaying Game Saga Edition core rulebook. This chapter also expands the 


options for Force-users from traditions other than the Jedi Order. 

Chapter 6: Equipment and Droids covers the new weapons, armor, 
and other gear that heroes can purchase or find during the Dark Times. This 
chapter also includes new droids and new rules for heroic droids in a Force 
Unleashed campaign. 

Chapter 7: Vehicles and Starships presents new modes of transporta~ 
tion for heroes in a Force Unleashed campaign. The vehicles and starships 
in this chapter are largely intended for player use, and it also includes deck 
plans for a space transport, 

Chapter 8: The Force Unleashed Campaign begins the Gamemaster 
section and covers a wide variety of topics. This chapter helps Gamemasters 
capture the distinctive feel of the Dark Times setting, provides information 
‘on how things in the galaxy work, and covers many of the major themes that 
should be ever-present in a Force Unleashed campaign. 

Chapter 9: Galactic Gazetteer gives a tour of the galaxy during the Dark 
Times. This chapter includes information on new worlds in a format similar to 
that found in the Saga Edition core rulebook. It also visits all the other major 
worlds and provides information on how each of those planets has changed 
during the Dark Times and what is true about the planet in this setting. 

Chapter 10: The Empire is a collection of information covering the 
Galactic Empire. This chapter presents everything the Gamemaster needs 
to provide villains and other challenges for heroes in a Force Unleashed 
campaign, including NPCs, weapons, vehicles, and starships. 

Chapter 11: Allies and Opponents covers characters and archetypes 
found in the setting that are not specifically related to the Empire. The 
characters in this chapter might serve as benefactors, enemies, comrades, 
or foes; they give the Gamemaster a variety of elements useful in fleshing 
out the galaxy during this time period. 


WHAT IS A 
FORCE UNLEASHED 
CAMPAIGN? 


A Force Unleashed campaign is unlike other Star Wars campaigns in a number 
of ways, not the least of which is the role the heroes play in the story. In a 
Force Unleashed campaign, the heroes are among the few individuals brave 
enough to stand up to the Empire and fight for freedom from oppression. 
Luke Skywalker is still on Tatooine, Yoda is secluded on Dagobah, and the 
Rebel Alliance has not yet been formed, The Empire is everywhere, and the 
heroes have no one to turn to but themselves, They can truly make a dif- 
ference in the galaxy, and it is up to them to strike the first blows against 
the Empire, showing the galaxy that it no longer has to submit to the will of 
the corrupt Emperor. The Sith might rule the galaxy unchallenged for now, 
‘but when your heroes take the fight to the Empire, the entire galaxy shakes 
with that battle's repercussions. 


At first glance, a Force Unleashed campaign might seem similar toa cam- 
paign set during the Rebellion Era. After all, the Empire is still a far-reaching 
adversary, and the villainous Darth Vader and Emperor Palpatine still pose 
a threat to freedom everywhere. There are some key differences, however, 
between the Dark Times and the Rebellion Era, For one, the heroes play a 
much larger role in the galactic arena during the Dark Times than they would 
during the Rebellion. For another, the heroes of a Force Unleashed campaign 
truly forge their own path, taking on the Empire on their own terms without 
the Rebel Alliance looking over their shoulders. The galaxy is a far different 
place from what it is during the Galactic Civil War; Kashyyyk is still enslaved, 
Mon Calamari and Sullust have not openly rebelled, and the heroes of the 
Rebel Alliance have not yet stepped onto the galactic stage. 

Ina Force Unleashed campaign, the Empire is a monolithic entity whose 
influence can be felt even in the farthest outposts of the galaxy. The Empire 
has reached worlds previously inaccessible to the Old Republic; Shmi 


Skywalker claims that the Republic doesn't exist on Tatooine, but Han Solo 
and Luke Skywalker have to run from the Empire at Mos Eisley. Where once 
freedom and egalitarianism reigned, now only oppression and fear hold 
sway. Stormtroopers are on every corner, the Core Worlds are fortresses of 
Imperial power, and the intimidating visage of dagger-shaped Star Destroy- 
ers stand watch over the space lanes. During the Dark Times, the Empire is 
not distracted by the ongoing war with the Rebel Alliance, and it can devote 
its full resources to pursuing and destroying any opposition. Without the 
battles and skirmishes of the Galactic Civil War to draw away the attention 
of the Imperial Army and Navy, battalions of stormtroopers march through 
the streets of every city, and TIE fighters patrol the skies of every world, In 
no other time period is the Empire stronger or its reach longer, meaning that 
all heroes face an uphill battle. 

More important, the heroes are by and large on their own in a Force 
Unleashed campaign. Although they could have wealthy benefactors and 
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benevolent allies, no Rebel Alliance exists to mount an organized resistance 
against the Empire, No secret Rebel bases are available to hide in or defend, 
and heroes have no Rebel resources to draw upon for dangerous missions. The 
Incom Corporation's executives have not yet defected, leaving the heroes to 
pilot either outdated ships from before the Clone Wars or starfighters that 
can put up at best an even fight against the ships that the Empire fields. 

This situation also means that every hero's efforts are important. The 
heroes of a Force Unleashed campaign have a destiny, and that destiny is to 
strike the first blow against the monolithic Empire. It might take the form 
of rescuing someone from the oppression of the Empire, or forging a new 
path in the fringe, or any number of other missions appropriate to the Dark 
Times. Regardless, the heroes and their destiny become the focal point of a 
Force Unleashed campaign, without the players or the Gamemaster having to 
worry about conflicting with the destinies of the heroes from the films. The 
players are in control of heroes whose actions will have galactic repercus- 
sions, more so than in almost any other era. 

A great advantage of a Force Unleashed campaign is that, for the first 
time, the setting encourages you to pull material from all six movies in the 
Star Wars saga, Heroes can shoot down TIE fighters, run from AT-ATs, or gun 
down stormtroopers just as easily as they can blast a V-wing starfighter out 
of the sky or engage a battalion of aging clone troopers in battle. Vehicles and 
starships from the Clone Wars are still heavily in use, and newer ships from 
the Rebellion Era are just now being invented. Heroes and villains from both 
the prequel trilogy and the classic trilogy can make appearances, and some 
in unexpected ways. During the Dark Times, heroes of the Rebellion such as 
Jan Dodonna and Crix Madine are still working for the Empire, making them 
dangerous foes whose tactical minds will one day help the Rebel Alliance 
defeat the Empire, but for now serve only to foil the heroes’ plans. Moreover, 
a Force Unleashed campaign gives heroes the chance to face off against old 
enemies in new ways: Imagine squaring off in a space battle against Grand 
‘Admiral Thrawn during his prime, or finding that the young assassin you 
fought to a standstill was in fact Mara Jade during her training years. The 
heroes face a galaxy of possibilities, and old villains seem new again under 
different circumstances. 

Of course, setting a game during this time period means that it is also far 
easier for a hero to be a Force-user, or even a Jedi, than in the Rebellion Era. 
Though most of the Jedi are destined to be hunted down and killed by Vader's 
minions by the time of the Rebellion, your heroes can play Jedi who have 
survived Order 66 and fight evil in secret. Alternatively, the variety of Force 
traditions available in a Force Unleashed campaign mean that a Jensaarai 
Defender or a Felucian shaman is just as viable as a character option as the 
aforementioned Jedi Knight on the run, Regardless, the Force can be with you 
in the Dark Times, and without it some heroes might not stand a chance. 

Above all, as in much of the Star Wars saga, a Force Unleashed campaign 
is about heroes fighting villains. For now, the dark side of the Force holds 


sway, and heroes find themselves outnumbered and outgunned. This situation 
just makes their struggle that much more heroic, and when their victories 
come, they will be that much more legendary. Although the perils are great, 
and the odds are against the heroes, and the taint of evil is everywhere, get 
ready to grab your blaster or lightsaber, hop in your tramp freighter, and 
take the fight to the Empire! 


MAUOR EVENTS 

Though the Dark Times represent a new and unexplored time period in Star 
Wars history, certain major events are known to occur between the execu- 
tion of Order 66 and the first salvos of the Galactic Civil War. The following 
major events should highlight some of the more prominent features of a Force 
Unleashed campaign and give both players and the Gamemaster a sense of 
what is going on in the galaxy around them at this point. 


ESTABLISHMENT OF THE 
NEw ORDER 
The Dark Times truly begin with the execution of Order 66 and Supreme 
Chancellor Palpatine's famous Declaration of a New Order speech, From 
this point the Empire begins its ascendancy toward total domination. With 
clone troopers spread throughout the galaxy for the Clone Wars, the Empire 
begins its reign with personnel almost everywhere from the first day. Regional 
governors are given a higher degree of control over their domains than ever 
before, and the Empire begins to crack down on dissent wherever it arises. 
The military machine starts to extend its reach throughout the galaxy, 
with Star Destroyers hovering over every major planet. Machines of war, 
ostensibly there to protect the peace, now roll through the streets of every 
city from the Core to the Outer Rim. Imperial Moffs replace planetary leaders 
as the authority on every world, and law enforcement becomes the domain 
of stormtroopers and officers of the Empire. 


ASCENSION OF IMPERIAL 
LEADERS 
Some of the galaxy's most tyrannical leaders rise to power during the Dark 
Times. Grand Moff Tarkin, the man who will eventually be responsible for 
the destruction of Alderaan, rises through the Imperial hierarchy during 
this time. Grand Admiral Thrawn revolutionizes Imperial naval tactics, while 
famous officers such as General Veers, Admiral Motti, and Admiral Ozzel 
continue their ascension to command roles. Imperial Intelligence reaches 
new levels of pervasiveness under the control of Armand Isard, and ambi- 
tious Moffs such as Jerjerrod and Tavira accumulate power the way a space 
slug accumulates mynocks. 

This time period also sees the rise of several Imperial leaders who will go 
‘on to play a major role in the Empire's downfall. Rebel Alliance leaders such 
as Crix Madine and Jan Dodonna serve as Imperial officers fora time during 


this period, though they will later defect to the Rebellion when the Empire's 
tyranny becomes too much for them to bear. Although they serve as Imperial 
agents during the Dark Times, the seeds of their defection have already been 
planted. Additionally, late in the Dark Times some famous heroes such as Han 
Solo even serve the Empire for a short time, but as it becomes apparent how 
deen the Empire's evil goes, they strike out on their own. 


GROWING THREAT OF THE 

DARK SIDE 

With the Sith dominating the galaxy and the Jedi Order nearly completely 
wiped out, it comes as no surprise that the agents of the dark side of the Force 
become prevalent during these years. The establishment of the Inquisitorius 
(the Empire's cabal of Jedi hunters) gives Jedi traitors and fallen Jedi a place 
to continue service under the Empire, while the Emperor and Vader begin 
training a small number of Force-users to serve as their personal servants. 
During the Dark Times, Emperor's Hands such as Mara Jade and Shira Brie 
have already begun their training, and they will start taking on missions for 
the Empire despite being merely teenagers. 

The Emperor also allows the spread of dark side Force-users in other areas, 
The Prophets of the Dark Side, cultists and evil Force adepts from the world 
of Dromund Kaas, serve the Emperor and train his agents in the ways of the 
dark side, On the Emperor's personal fortress world of Byss, dark side adepts 
use Sith alchemy to create Imperial Sentinels, while the Emperor's elite Royal 
Guardsmen are taught the techniques of the dark side of the Force in their 
training as Sovereign Protectors. Everywhere throughout the galaxy, the 
presence of the dark side seeps in like the fetid waters of corruption. 


IMPERIAL ATROCITIES 

With no one to oppose them, agents of the Empire commit atrocities on 
a scale previously considered unimaginable. The Empire razes the planet 
Caamas at Palpatine's command, leaving the planet devastated and inhos- 
pitable to the native Caamasi. Innocent beings on worlds controlled by the 
Empire are slaughtered, as in the case of the Ghorman Massacre (an event 
that would help mobilize early Rebels to action). Other worlds, such as Duro 
and Centares, are simply used up and discarded to improve the Imperial 
war machine. 

Moreover, many species are subjected to the horrors of slavery, such as the 
Mon Calamari and the Wookiees. During this time period, non-Human aliens 
are treated as second-class citizens, and the Empire passes legislation with a 
distinct antialien bias. The Empire allows the Corporate Sector Authority to 
expand into nearly thirty thousand star systems, in the process coming into 
contact with and eventually exploiting a number of native alien species, with 
no regard for those species’ rights. Even Humans from worlds out of favor 
with the Emperor find themselves trapped under the government's boots, 
making it a difficult time to be a citizen of any species. 


A LESS CIVILIZED AGE 

Another side effect of the rise of the Empire is that criminal activity rises as 
well. Major criminal organizations see exceptional growth and prosperity, 
such as the Black Sun crime syndicate, mostly due to the fact that Imperial 
governors and bureaucrats were so prone to corruption. Many leaders will 
turn a blind eye to the crime and vice spread by these crime syndicates, 
allowing them to run rampant. Where once the decency of common citizens 
could hold criminals in check, the oppression of the Empire stamps out most 
of the resistance left in the general populace, leaving organized crime to 
prosper as never before. 

In the wake of the Clone Wars, the Empire seizes control of the economic 
and trade assets of the former members of the Confederacy, This turn of 
events creates a commercial void as the Empire puts strict limitations on 
trade—a void that will quickly be filled by smugglers and criminal cartels. 
Large smuggling cartels, such as the one run by Jorj Car'das, engage in lucra- 
tive contraband operations across the galaxy. The black market flourishes, 
and despite Imperial efforts to crack down on criminals, in truth it is only 
legitimate businesses and their honest customers that suffer from Imperial 
regulations. 


CORELLIAN TREATY 

The Dark Times conclude with the signing of the Corellian Treaty. Mon 
Mothma, Garm Bel Iblis, and Bail Organa create the document that officially 
establishes the Rebel Alliance, which is considered to be the act of treason 
that begins the Galactic Civil War. The treaty has its origins in a clandestine 
meeting on Corellia, but is finalized on Kashyyyk. 


UNLEASHED CONCEPTS 

Throughout this book, you will find a number of pieces of art from the 
LucasArts video game, The Force Unleashed. Many of these pieces are 
concept art appearing for the first time anywhere in print, and all of 
the chapter introductions feature a montage of production images from 
the video game. These images help convey the tone and feel of The 
Force Unleashed and its setting, and they provide the most accurate 
representations of new characters, vehicles, and locales from the game. 
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CHAPTER I” 
SPECIES” 


The species of the Dark Times are as varied as in any other Star Wars era. 
However, certain species suffer greatly during this period. Some species 
might flee Imperial oppression or the destruction of their homeworlds. The 
Empire considers members of certain species to be escaped slaves, no matter 
where they dwell. Many must find refuge in remote and dangerous worlds, 
far from the Empire's reach. Travel for members of these species is always 
risky, and they live their lives in fear. 

Any species available during the Rise of the Empire Era is suitable for a 
Force Unleashed campaign. Some of the species presented in this chapter 
are particularly useful for campaigns featuring Force Unleashed themes and 
abilities, but they are not restricted to those adventures. Other species play 
pivotal roles in the development of the new Empire, although not often to 
their own advantage. 


SPECIES 
CHARACTERISTICS 


Your character's species determines some of his or her qualities. 
Common Languages: Of the languages mentioned in this chapter, only 
Gran is considered a common language in the galaxy. 


ABILITY ADJUSTMENTS 

Find your character's species on the table below and apply the adjustments 
indicated to your character's ability scores. Use the next two tables to help 
determine age, height, weight, and any related adjustments to your character. 
See Chapter 2: Species and Chapter 7: Heroic Traits in the Saga Edition core 
rulebook for additional information. 
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SPECIES ABILITY ADJUSTMENTS 
Aleena +2 Dex, -2 Cha 
Caamasi -2 Str, -2 Con, +4 Wis 
Felucian +2 Con, -2 Int 

Gran -2 Int, +2 Cha 
Nosaurian +2 Dex, -2 Cha 

Talz +2 Con, -2 Int 
Togorian +4 Str, -2 Int, -2 Wis 
Togruta +2 Dex, -2 Con 
Whiphid +4 Str, -2 Int, -2 Wis 
Yarkora 2 Dex, +2 Wis, +2 Cha 


YOUNG 

SPECIES CHILD ADULT ADULT 
Aleena 1-12 years 13-18 19-45 
Caamasi 1-11 years 12-15 16-49 
Felucian 1-8 years 9-19 20-49 
Gran 1-10 years n-15 16-40 
Nosaurian 1-10 years N-15 16-45 
Talz 1-3 years 4-8 9-25 
Togorian 1-9 years 10-14 15-44 
Togruta 1-11 years 12-17 18-54 
Whiphid 1-10 years 11-15 16-84 
Yarkora 1-10 years n-18 19-64 
ALEENA 


Aleena are a small reptilian species best known as galactic travelers. Their 
inborn curiosity coupled with strong dedication to family inspires them to 
tour most any part of the galaxy together. Alena families show up even 
in the most unusual or dangerous locales, just to see the sights. However, 
although “galactic tourist” might be the Aleena stereotype, they also engage 
the galaxy in more civic ways. In the Republic, Alena served in the Galactic 
Senate and as Jedi Knights and Masters. Squads of Aleena scouts even helped 


SPECIES HEIGHT WEIGHT 
Aleena 0.8m. 50 kg 
Caamasi 1.8m 80 kg 
Felucian 19m 90 kg 
Gran 1.6m 80 kg 
Nosaurian 14m 75 kg 
Talz 2m 90 kg 
Togorian 2.5m 170 kg 
Togruta 17m 75 kg 
Whiphid 25m 55 kg 
Yarkora 2m 95 kg, 


MIDDLE 
AGE OLD VENERABLE 
46-60 61-79 80+ 
50-76 77-89 90+ 
50-70 71-85, 86+ 
41-62 63-79 80+ 
46-79 80-99, 100+ 
26-40 41-52 53+ 
45-64 65-79 80+ 
55-74 75-94 95+ 
85-99 100-249 250+ 
65-94 95-124 125+ 


to defend Kashyyyk during the Clone Wars. In the Empire, the species has 
not garnered any special attention. 

Alena are quick and agile. Their metabolism allows them to burn a lot 
of eneray ina short amount of time, giving them a significant boost to their 
speed and reflexes. Some Aleena use these natural skills as Podracers and 
pilots. 

Personality: Aleena are adventurous and courageous. They have a great 
curiosity, which inspires them to travel extensively. They are quick in spirit as 


well as in body, and they do not let the fact that they are one of the smaller 
species in the galaxy inhibit or intimidate them. 

Physical Description: An Alena isa short, reptilian biped that has large 
eyes and a wide mouth with small, sharp teeth. Its head tapers back from a 
wide face, Aleena have long bodies in comparison to their short arms and 
stubby legs. They are typically blue-gray in color. 

Homeworlds: The harsh, arid world of Aleen in the Inner Rim. 

Languages: Aleena speak Basic as well as their own language. 

Example Names: Bogg Tyrell, Kazdan Paratus, Ratts Tyrell, Tsui Choi. 

Adventurers: The curious nature of the Aleena might lead them most 
anywhere in the galaxy. Heroic Alena are often scouts, pilots, and nobles, 
Up until the Dark Times, Force-using Aleena were regular members of the 
Jedi Order. 


ALEENA SPECIES TRAITS 

Ability Modifiers: +2 Dexterity, -2 Charisma, Alena are extremely quick, 
but they have difficulty relating to other species. 

Small Size: As Small creatures, Aleena have a +1 size bonus to their Reflex 
Defense and a +5 size bonus on Stealth checks. However, their lifting and 
carrying limits are three-quarters of those of Medium characters, 

Speed: Aleena base speed is 4 squares, 

Nimble: An Aleena can choose to reroll any Acrobatics check, but the 
result of the reroll must be accepted, even if it is worse. Aleena are quite 
adept at avoiding danger in combat when they can see it coming. 

Quick Energy: Once per encounter, an Aleena can gain a tempo- 
rary boost to quickness and reflexes. When this ability is activated as a 
swift action, an Aleena gains a +2 bonus on Dexterity-based skill checks 
and increases its speed to 8 
squares, The energy lasts fora 
number of rounds equal to the 
Aleena’s Constitution modifier 
(minimum 1 round). When 
the energy is expended, the 
Aleena moves -1 persistent 
step along the condition 
track. The penalties imposed 
by this condition persist until 
the Aleena takes at least 10 
minutes to recuperate, during 
which time the creature can't 
engage in any strenuous 
activity. 

Automatic Languages: 
Aleena and Basic. 


CAAMASI 

The Dark Times are truly the Caamasi's darkest hours. Though they will not 
know it for decades to come, the Caamasi homeworld fell victim to one 
of the vilest plots of the new Emperor. Only a few months after the end 
of the Clone Wars, the Empire, with help from internal agents, hammered 
Caamas in a devastating orbital bombardment. The world was effectively 
destroyed, along with the vast majority of the Caamasi people. Most of those 
who survived were offworld at the time. A few would return to investigate 
rehabilitating the planet, but most relocated to refugee camps on Kerilt, 
‘Susevfi, and Alderaan. Kerilt and Alderaan would eventually host large 
colonies of Caamasi. 

All Caamasi can create vivid telepathic memories called memnii(singular 
memnis), which can be shared with others of their species and with Jedi who 
possess at least a rudimentary command of telepathy. A memnis is as vivid 
to the one who receives it as it is to the one who participated in the event 
remembered. Caamasi are driven to share memnil as a form of collected 
history and ancestral wisdom. After the destruction of Caamas, memnii take 
‘on even greater importance as the only way for young Caamasi to know 
their lost homeworld. 

Personality: Caamasi possess great moral strength and a deep respect 
for others. They are artistic, freethinking, gentle, and contemplative. They 
are also well-known pacifists. 

Physical Description: A Caamasi's body is tall, lean, and covered in down, 
It has long arms with thin, three-fingered hands. The coloration of the downy 
coat is typically golden with purple rings around the eyes and three matching 
stripes on the tops of the head that extend to the shoulders. Less common. 
colorations feature radically darker hues in the same patterns. 

Homeworlds: The Core World of Caamas, prior 
to its devastation. The few survivors, 
along with Caamasi who were offworld 
at the time, migrated to Kerilt in the 
Algara system and also established a 

large colony on Alderaan (before that 
planet too was destroyed). 
Languages: Caamasi speak, 
read, and write Caamasi and Basic. 
Example Names: Elegos A'Kla, 
Ylenic It'kla, Relegy, Tegas Sulkec, 
Megli Likarin. 
Adventurers: As pacifists, 
Caamasi are never soldiers or 
similarly aggressive character types. 

Heroic Caamasi are typically nobles, 

particularly diplomats. Prior to the 

rise of the Empire, those extremely 
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rare Caamasi who are strong in the Force might become Jedi diplomats 
and consulars. During the Dark Times, Caamasi Force-users conceal their 
abilities. 


CAAMAS! SPECIES TRAITS 

Ability Modifiers: -2 Strength, -2 Constitution, +4 Wisdom. Caamasi 
are renowned for their insight, not their physical strength. 

Medium Size: As Medium creatures, Caamasi have no special bonuses 
or penalties due to their size. 

Speed: Caamasi base speed is 6 squares. 

Adept Diplomat: A Caamasi can choose to reroll any Persuasion check, 
using the better result. 

Pacifism: As a standard action, a Caamasi can make a Persuasion check 
against the Will Defense of a single target within line of sight. If the check 
is successful, the target moves -1 step along the condition track if it makes 
any attacks before the start of the Caamasi's next turn. The target must be 
able to hear and understand the Caamasi for this ability to have any effect, 
and any single target can be affected only once at any given time (meaning 
that multiple Caamasi may not use this ability on the same target at the 
same time). This is a mind-affecting effect. 

Memory Sharing: Caamasi can create strong, lasting memories and share 
them with others of their species through an inborn telepathy, Sharing a 
memory begins with taking a full-round action to initiate the link between 
two adjacent Caamasi; transferring a memory requires as much time as the 
events being recalled, The recipient of a memory must be willing to receive 
it, Experiencing memniiis not like receiving a photographic memory of those 
events, but rather a complete, immersive experience. Any character who 
receives a memnis from a Caamasi always gains favorable circumstances 
on Knowledge checks related to that memory. 

Force-using characters can also receive memnii from a Caamasi with a 
successful DC 15 Use the Force check, made as a reaction. 

Automatic Languages: Basic and Caamasi. 


FELUCIAN 

Felucians are mysterious sentient beings native to the vast fungal swamps 
and jungles of Felucia. Though Felucia has long been colonized, the native 
Felucians avoided notice by living deep in the jungle. Such seclusion was 
easily maintained. Even the hardiest of colonists were loath to brave the 
perils of the dangerous wilderness without cause. 

The Felucians are an unusual, amphibious species. They are highly adapted 
to surviving the wilds of their home planet, and fade easily into its confusing 
mass of plant life. They are equally at home on land or in the water, and they 
traverse the swamps with ease. 

All Felucians are part ofa single, planetwide tribe that is broken down into 
smaller villages and communities, each one led by shamans and chieftains. 


These shamans are very strong 
in the Force, using it to their 
own ends with incredible skill. 
(See page 222 for more about 
the Felucian shamans.) 

Personality: Felucians 
are strange and alien beings 
who appear to operate on a 
different social level, much as 
the Tusken Raiders of Tatooine 
do. Most Felucians are subject 
to some rather wild mood 
swings, reacting to situations 
in a variety of (often sur- 
prising) ways. Their natural 
connection to the Living Force 
gives them a somewhat primal 
attitude. 

Physical Description: 
Felucians are a tall, bipedal species. Both their arms and legs end in four, 
large webbed digits with suction-cup fingertips. Springing from the under- 
side of each forearm is a second short arm, ending in three large and agile 
fingers. A Felucian’s head is a thick mass of long flexible tendrils featuring 
illuminated tips. The eyes and mouth appear as black holes or openings 
within this mass. 

Homeworlds: The swampy, fungal, forest-covered Outer Rim world of 
Felucia. 

Languages: Felucians speak their own guttural, barking language, known 
as Felucianese. 

Example Names: Gokkuul, Kargrek, Hagark. 

Adventurers: Offworld Felucians are exceedingly rare. Heroic Felucians 
gravitate toward Force-using classes, though no Felucian is known to have 
ever joined the Jedi Order. Many are also scouts or soldiers, 


FELUCIAN SPECIES TRAITS 

Ability Modifiers: +2 Constitution, -2 Intelligence. Felucians must be 
tough to compete with the dangerous plants and animals of their homeworld, 
but they live in a relatively primitive state. 

Medium Size: As Medium creatures, Felucians have no special bonuses 
or penalties due to their size. 

Speed: Felucian base speed is 6 squares. 

Breathe Underwater: As amphibious creatures, Felucians can’t drown 
in water. 

Low-Light Vision: Felucians ignore concealment (but not total 
concealment) from darkness. 


Natural Camouflage: A Felucian can choose to reroll any Stealth check 
to sneak, using the better result. 

Bonus Feat: Felucians gain Force Sensitivity as a bonus feat. 

Force Blast: Once per encounter a Felucian can make an untrained Use 
the Force check to activate the Force blast power. A Felucian who takes the 
Force Training feat automatically adds a single use of the Force blast power 
to his Force power suite (for free) instead of this ability. 

Primitive: Regardless of their starting class, Felucians gain Weapon 
Proficiency only for the simple weapons group. 

Weapon Familiarity: Felucians treat the Felucian skullblade as a simple 
weapon instead of an exotic weapon. 

Automatic Languages: Felucianese. 


GRAN 

Gran originally came from the world and system of Kinyen in the Expansion 
Region. They are longtime members of galactic society, with numerous 
colonies. Although most of these colonies are peaceful, their colony on 
Malastare quickly became embroiled in a bitter conflict with the native Dugs, 
forcing the Gran to act aggressively to protect themselves. 

Gran place society over self, and they receive training that complements 
both their personal talents and society's needs. The desire to maintain balance 
within society caused the Gran to establish alien-only areas of Kinyen. This 
was intended to restrict alien influence and avoid trouble between species, 
such as what happened on Malastare. During the Dark Times, the Empire 
has pushed the Gran leadership to grant access to all areas. When the 
Gran refused, Kinyen was subjected to orbital bombardment. The Kinyen 
Gran relented, but the incident 
inspired many Gran to resist 
the new Empire. 

Personality: Gran are 
highly social and unable to 
stand solitude, or isolation 
from other Gran, for any 
length of time. Most are talk- 
ative, friendly, and hospitable. 
They are slow to anger. Gran 
friendships are for life. Gran 
from Malastare and other 
colonies follow looser social 
codes than those from the 
homeworld. 

Physical Description: The 
beige-skinned Gran have three 
distinctive eye stalks with 
pitch-black eyes, ahead of 


small horns and large, triangular ears. Males and females have similar 
builds. 

Homeworlds: Kinyen, with colonies on many other worlds, including 
Hok and Malastare. 

Languages: Gran speak, read, and write Basic and Gran. 

Example Names: Ainlee Teem, Aks Moe, Ask Aak, Baskol Yeesrim, Cera 
Vixe, Cruegar, Kea R-Lan, Mawhonic, Nadin Paal, Ree-Yees, Vee Nag, 

Adventurers: Heroic Gran are often nobles, scoundrels, scouts, and 
bounty hunters. Prior to the Dark Times, Gran Jedi consulars were common, 
and it is possible that some survived the initial Jedi purge. After the bombard- 
ment of Kinyen, individualistic Gran find themselves open to other methods 
of serving society, looking for new ways to resist the Empire. 


GRAN SPECIES TRAITS 

Ability Modifiers: -2 Intelligence, +2 Charisma. Gran are highly social 
creatures. 

Medium Size: As Medium creatures, Gran have no special bonuses or 
penalties due to their size. 

Speed: Gran base speed is 6 squares. 

Darkvision: Gran ignore concealment (including total concealment) from 
darkness. However, they cannot perceive colors in total darkness, 

Target Awareness: A Gran takes no distance penalties on Perception 
checks made to notice targets for the first 50 squares between the Gran 
and its targets. 

Triple Vision: Once per encounter, a Gran can aim by taking a single swift 
action instead of two swift actions. 

Conditional Bonus Feat: A Gran with the Point Blank Shot feat gains 
Precise Shot as a bonus feat. 

Automatic Languages: Basic and Gran. 


NOSAURIAN 


The Nosaurians are bipedal reptilian creatures native to New Plympto. 
They are a proud but embattled species. A crumbling economy unaided 
by Republic restrictions forced the Nosaurians to join the Confederacy 
of Independent Systems. After the defeat of the CIS, the Nosaurians tried 
to carry on the fight, only to be crushed by Darth Vader's stormtrooper 
contingent, the 50ist. The Dark Times brought the Nosaurians defeat, 
enslavement, and the systematic exploitation of their world by their new 
Imperial masters. 

The Nosaurians have several unusual abilities and customs. They have 
black-and-white vision, which is rarely a hindrance. They can produce a 
brief flash of bright light from the interior of their mouths at will. Some 
Nosaurians use this trait to signal each other at great distances in the dark 
forests of their homeworld, At sunset (or at mysterious and inopportune 
moments when offworld), they “sing down the sun" at the top of their lungs, 
even when they are unable to see the sun. 
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Personality: Nosaurians are naturally 
gregarious and even-tempered. However, the 
brutal annihilation of their forces and the 
enslavement of much of their population 
at the end of the Clone Wars left 
them embittered and angry. Both 
the Empire and Humans in general 
bear the brunt of Nosaurian anger in 
the following decades. 

Physical Description: 
Nosaurians’ thick skin ranges in color 
primarily from light green to black, with 
other colors less common. A Nosau- 
rian's head features a prominent ridge 
of horns, serving both as a natural 
headdress and as a weapon. Old and 
battle-scarred Nosaurians often have 
broken or damaged horns. 

Homeworlds: The forested and swampy planet of New Plympto in the 
Core Worlds region. 

Languages: Nosaurians speak, read, and write Basic as well as their 
own language, which is a complex collection of sounds featuring barks, 
warbles, and hissing, plus a written language consisting of two alphabets 
and metaphors about nature, the weather, and seasons. 

Example Names: Fefar Blackeye, Bomo Greenbark, Clegg Holdfast, Churra 
Leafhorn, Moco Minkfruit. 

Adventurers: Nosaurian adventurers can be of any class. Soldiers and 
scoundrels are most common during the Dark Times; these are often veterans, 
of the Clone Wars trying to avoid Imperial notice. 


NOSAURIAN SPECIES TRAITS 

Ability Modifiers: +2 Dexterity, -2 Charisma. Nosaurian reflexes are 
quick, but their demeanor is abrasive toward other species. 

Medium Size: As Medium creatures, Nosaurians have no special bonuses 
or penalties due to their size. 

Speed: Nosaurian base speed is 6 squares. 

Climber's Heritage: All Nosaurians have Climb as a class skill. 

Natural Weapon: A Nosaurian has natural weapons, in the form of horns. 
When a Nosaurian makes an unarmed attack, it may choose to use its natural 
weapons, dealing 1d6 points of piercing damage with that attack instead 
of normal unarmed damage. Nosaurians are always considered armed with 
their natural weapons. 

Survival Instinct: A Nosaurian can choose to reroll any Survival check, 
but the result of the reroll must be accepted even if it is worse. 

Automatic Languages: Basic and Nosaurian. 


TALZ 

The Empire subjugates the Talz very early in the Dark Times. The New Order 
wasted no time in secretly enslaving the race and forcing them to mine the 
mineral wealth of Alzoc Ill. The Talz do not understand the motives of their 
new masters, but they can do little but comply. Those few Talz who escape 
must hide themselves among the fringes of the galaxy, lest the Imperials 
send them back to their homeworld. During this time, almost no one in the 
galaxy at large knows that the Talz even exist. 

Although primitive, the Talz are quick learners and take to technology 
quite well. Their two sets of distinctive eyes allow them to see at all times— 
one set works in bright light, the other in total darkness. Their thick fur is 
suited to the frigid temperatures of Alzoc III. 

Personality: Talz are gentle, kindhearted, and slow to anger. 

Physical Description: A Talz is completely covered in shagay white fur. 
Each one has four black eyes, plus a proboscis for talking and eating, and 
two large hands with sharp talons. 

Homeworlds: Alzoc Ill, a frozen world in the Outer Rim system of 
Alzoc. 

Languages: Talz speak their own language of buzzing and chirping 
sounds. 

Example Names: Foul Moudama, Arvor, Bama Vook, Forfur, Gar, Muftak, 
Rugg, Toffik, Veefa, Voruf. 

Adventurers: Talz are usually fringer-based scoundrels, and they are a 
quick study when introduced to technology. Few Talz are Force-users. 


TALZ SPECIES TRAITS 

Ability Modifiers: +2 
Constitution, -2 Intelligence. 
Alzoc Ill winters make the Talz 
strong and resilient, but they 
have had little chance to learn 
and develop intellectually. 

Medium Size: As Medium 
creatures, Talz have no special 
bonuses or penalties due to 
their size. 

Speed: Talz base speed is 
6 squares. 

Darkvision: Talz ignore 
concealment (including total 
concealment) from darkness, 
However, they cannot perceive 
colors in total darkness. 


Natural Weapon: A Talz has natural weapons, in the form of sharp claws. 
When a Talz makes an unarmed attack, it may choose to use its natural 
weapons, dealing 1d6 points of slashing damage with that attack instead 
of normal unarmed damage. Talz are always considered armed with their 
natural weapons. 

Conditional Bonus Feat: Talz learn how to use technology very quickly. 
A Talz who has Mechanics as a trained skill gains Skill Focus (Mechanics) 
as a bonus feat. 

Automatic Languages: Talz. 


TOGORIAN 


Togorians are predatory, aggressive nomads and fearless warriors. In the days 
of the Republic, Togorian pirate fleets were a known menace. The Republic 
Was unsuccessful in quelling this threat, but the new Empire has the drive 
and the firepower to crush the fleets, During the Dark Times, pirate fleet 
survivors are likely to seek their fortunes aboard non-Togorian ships and in 
non-Togorian organizations. 

Togorians in a group are led by the largest, most aggressive, and most 
ruthless individual among them, They have little honor, but prefer fights 
against other Togorians to be face-to-face combat. Males and females have 
little contact with each other. The males are nomadic, often using domesti- 
cated mosgoth flying lizards as mounts, The females live in the cities, tending 
animals and seeing to the Togorians' limited technological pursuits 

Personality: Togorian males respect strength above everything else. To 
that end, they often seek to prove themselves in melee combat against worthy 
opponents, especially members of other powerful species. Other species 
mistrust Togorians, for they are treacherous, foul, 
and temperamental. Togorian females 
are equally aggressive and vicious, 
but are much less likely to leave their 
homeworld. 

Physical Description: Togorians 
are muscular, stand on legs with 
two knees, and have retract- 
able, razor-sharp claws. Their 
piercing jade eyes provide them 
with excellent vision, even in low 
light. A Togorian's thick fur is 
normally jet black or black with 
orange stripes. 

Homeworlds: The temper- 
ate world of Togoria, featuring 
isolated cities among vast savan- 
nas, deep canyons and great, deep 
forests. 


Languages: Togorians speak their own language, plus Basic. 

Example Names: Dankin, Dh'rang, H’sishi, Keta, Mezgraf, Mrrov, Muuurgh, 
Qrrulla, Rowy, Ruukas, Sarrah, Seendar. 

Adventurers: Togorians in the galaxy at large are often pirates, outcasts, 
or exiles. They naturally find their way to criminal enterprises, serving as 
hired muscle or in other brutal pursuits. They prefer to create their own 
pirate bands, and they scheme to take over any band they do not lead. 
Togorian heroes are usually soldiers or scoundrels, They have little aptitude 
for technology. The few Togorian Force-users are rarely trustworthy and 
likely to fall to the dark side in short order. 


TOGORIAN SPECIES TRAITS 

Ability Modifiers: +4 Strength, -2 Intelligence, -2 Wisdom. Togorians 
are strong and tough, but not terribly bright or learned. 

Large Size: Large. Togorians take a -1 size penalty to Reflex Defense 
and a -5 size penalty on Stealth checks. Their lifting and carrying limits are 
double those of Medium characters. 

Speed: Togorian base speed is 6 squares. 

Feline Reflexes: Togorians gain a +1 species bonus to Reflex Defense. 

Low-Light Vision: Togorians ignore concealment (but not total conceal- 
ment) from darkness. 

Physical Intimidation: When using the Persuasion skill to intimidate, 
Togorians use their Strength bonus instead of their Charisma bonus when 
determining the check modifier. 

Automatic Languages: Basic and Togorian, 


TOGRUTA 

Togruta are natives of the planet Shili, a world of dense forests, wild scru- 
blands, and ever-growing urban areas. The most striking features of Togruta 
are their brightly colored horns, head, tails, and skin, These patterns serve as 
a sort of camouflage that helps them stalk prey through the red and white, 
meter-tall turu-grass of the scrublands. 

Togruta are natural pack hunters and work effectively in large groups. 
Individualism is generally discouraged, but despite this fact, most Togruta 
leaders gain power and prestige through expressions of individuality. 

Outsiders often believe that Togruta are venomous. Although no one 
knows how this rumor was started, Togruta do use their sharp incisors to 
kill one of their favorite meals, the small, rodentlike thimiars, Outsiders who 
witness this event could mistake the thimiar's death throes for the result 
of poisoning. 

Personality: Togruta are social, outspoken, perceptive and attentive. 
They prefer to work in groups and are adept at complex social interaction 
within a known group. 
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Physical Description: A Togruta has an oval 
face flanked by striped, curved horns anda long 
head tail. Elaborate red and white patterns 
adorn the face, while a Togruta’s body and 
limbs display red and white stripes. 

Homeworlds: Shili in the Expansion 
Region, a planet featuring small com- 
munities within dense forests and hidden 
valleys. 

Languages: Togruta speak Basic and 
Togruti. 

Example Names: Ashla, Rana Tey, Codi 
Ty, Creev Zrgaat, Dyani Zaan, Jir Taalan, 
Qusak Laal, Shaak Ti, Vika Saaris, Ahsoka 
Tano. 

Adventurers: Strong-willed, highly 
independent Togruta leave their home- 
world to "hunt among the stars." Togruta 
are often nobles, scouts, or soldiers, of 
become Force adepts, but can belong to 
any class. 


TOGRUTA SPECIES TRAITS 

Ability Modifiers: +2 Dexterity, -2 Constitution. Togruta are quick on 
the hunt but more delicate than some races. 

Medium Size: As Medium creatures, Togruta have no special bonuses or 
penalties due to their size. 

Speed: Togruta base speed is 6 squares. 

Pack Hunter: Togruta deal an extra 2 points of damage on melee attacks 
against opponents they flank. 

Sneaky: A Togruta can choose to reroll any Stealth check to sneak, but 
the result of the reroll must be accepted even if it is worse. 

Spatial Awareness: Togruta can sense their surroundings using passive 
echolocation. Togruta ignore all cover and concealment when making 
Perception checks to notice targets within 10 squares. 

Automatic Languages: Basic and Togruti. 


WHIPHID 

Whiphids are nomadic hunters, living on and making seasonal migrations 
across the vast tundra of their homeworld. Whiphid society is primitive 
and tribal, with each tribe led by a Spearmaster. They live for the hunt and 
the thrill of the kill. When they were discovered by traders during the Old 
Republic, the Whiphids were quite taken with the traders’ technology. Since 
that time, numerous Whiphids have left their tribes behind in search of a 
lucrative and more comfortable life elsewhere in the galaxy. 

Personality: Whiphids are natural predators. They enjoy the hunt as much 
as the kill, Outsiders might be surprised by their agreeable and outgoing 
personalities, especially when some Whiphid must learn the difference 
between “friend” and “food” the hard way. A combination of greed and lack 
of scruples lead many into the shady side of galactic society. 

Physical Description: Whiphids are bulky bipeds covered in light brown 
or golden fur. A Whiphid's lower jaw sports two large tusks. Whiphids vary 
in bulk and size depending on the climate they live in, They often shed some 
weight on hotter worlds to prevent overheating. 

Homeworlds: The tundra world of Toola, in the Kaelta system in the 
Outer Rim. 

Languages: Whiphids have no written language. They speak their native 
tongue of barks and growls, also called Whiphid. 

Example Names: J‘Quille, K’Kruhk, Jempa, Wapnji, Aiks Fwa, Ch'Unkk, 
D'Wopp, Fillin Ta, Valarian, Waroopa. 

Adventurers: Though primitive, Whiphids are eager to explore the galaxy. 
Offworld Whiphids quickly pick up the use of technology. Many Whiphids 
follow their natural predatory instincts to become soldiers, bounty hunters, 
or mercenaries. Nobles are 
uncommon, Force-ensitive 
Whiphids are rare, but not 
unheard of. 


WHIPHID 
SPECIES 
TRAITS 

Ability Modifiers: +4 
Strength, -2 Intelligence, 
-2 Wisdom. Whiphids are 
typically strong, but many 
lack experience in the wider 
galaxy. 

Large Size: Whipids take 
a -1 size penalty to Reflex 
Defense and a -5 size penalty 
on Stealth checks. Their lifting 
and carrying limits are double 
those of Medium characters. 


Speed: Whiphid base speed is 6 squares. 

Insulating Fur: Their thick fur gives Whiphids a +5 species bonus to 
Fortitude Defense to resist extreme cold. 

Natural Weapon: A Whiphid has natural weapons, in the form of sharp 
claws. When a Whiphid makes an unarmed attack, it may choose to use its 
natural weapons, dealing 1d6 points of slashing damage with that attack 
instead of normal unarmed damage. Whiphid are always considered armed 
with their natural weapons, 

Scent: Whiphids have an extremely strong sense of smell. At close range 
(within 10 squares), Whiphids ignore concealment and cover for the purpose 
of Perception checks, and they take no penalty for poor visibility when 
tracking (see "Survival," page 73 of the Saga Edition core rulebook). 

Automatic Languages: Whiphid. 


YARKORA 

Yarkora are among the most mysterious species in the galaxy. Though 
individual Yarkora have made their way in the vast, galactic underworld 
for many decades, the species as a whole managed to escape formal notice 
until after the Battle of Yavin. During the Dark Times, the Yarkora perform 
the activities they are known for: information brokering, petty theft, and 
the occasional con job. 

Yarkora are adept at gathering information, aided by their acute senses 
of sight and hearing. Most Yarkora try to keep a low profile by acting alone. 
However, those who find a ship or gang useful have no trouble gathering the 
needed henchmen, thanks to their 
natural charisma, 

Personality: Yarkora are mas 
ters of manipulation. They are 
adept at plying others for desired 
information while revealing very 
little about themselves. True 

friendships between Yarkora 
and other species are rare. 
Exploitation of the moment 
is more to their liking. They 
often promote a distinguished 
appearance, even when dressed 
in the lowliest of garb. 
Physical Description: A Yar- 
kora has three-fingered hands 
with large black nails and a 
— prominent snout flanked by 
tufts of hair. The body of 
a Yarkora is covered in short, 
smooth, usually beige fur. 


Homeworlds: Unknown. 

Languages: The Yarkora speak Basic and use their own language only 
among themselves, 

Example Names: Adaka-Vanae, Haesh-Rulan, Nemor-Jelak, Rault-Sanik, 
Saelt-Marae, Schurk-Heren. 

Adventurers: Yarkora adventurers are usually nobles or scoundrels. 
Though many are loners, some might join groups or crews when doing so 
suits their needs. Such alliances are typically fragile, since their reputation 
as thieves, con artists, and information brokers precedes them. There are 
few known Yarkora Force-users. 


YARKORA SPECIES TRAITS 

Ability Modifiers: -2 Dexterity, +2 Wisdom, +2 Charisma. Yarkora are 
charismatic and street smart. 

Medium Size: As Medium creatures, Yarkora have no special bonuses or 
penalties due to their size. 

Speed: Yarkora base speed is 6 squares. 

Confusion: As a defense mechanism, all Yarkora can use a combina- 
tion of motions and sounds to distract and deter potential enemies. Once 
per encounter as a standard action, a Yarkora can make a Deception check 
against the Will Defense of all targets within 6 squares. If the Deception 
check result equals or exceeds a target's Will Defense, that target does 
not threaten any squares until the end of the Yarkora’s next turn. This is a 
mind-affecting effect. 

Deceptive: Naturally gifted at manipulation, a Yarkora can choose to 
reroll any Deception check, but the result of the reroll must be accepted 
even if it is worse. 

Streetwise: Yarkora are adept at collecting information from a variety 
of sources. All Yarkora have Gather Information as a class skill. 

Automatic Languages: Yarkora speak Basic and Yarkora. 


“l HAVE SEEN 
ENOUGH OF WAR." 
— MASTER K'KRUHK, 

WHIPHID JED! 
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SHAPTER II 
TRAITS 


Heroic” 


Dark Times naturally bring new and diverse challenges 
o all character types. In this chapter, players will find 
mation on creating Dark Times heroes, including story 
onsiderations, new uses and talents for the standard classes, 
lus new feats and expanded skills usable by all classes. A couple of 
restige classes gain access to new talents, and new destinies 
to the Dark Times are described. Finally, new Unleashed abilities 
give non-Force-users equally interesting and powerful options similar to 
the Force Unleashed abilities in Chapter 5: The Force. 


In The Force Unleashed Campoign Guide, itis assumed that the characters 
are heroes fighting against the evils of the galaxy. Generally speaking, the 
heroes are fighting the Empire and its supporters, plus criminal factions that 
might prove troublesome. Although it is possible to play darker roles using 
this book, the focus is on the forces of good. 


HEROIC ORIGINS 

Heroes are created through a combination of circumstance and personal 
ability. How heroic would Luke Skywalker have been if he had remained 
‘on Tatooine? He had significant innate talents and powers, but the Death 
Star would not have been destroyed if he had remained at home. Though 
circumstances beyond his control forced him from his homeworld, his own 
abilities and desires enabled him to turn those negatives into a great victory 
for the Rebellion and ultimately the galaxy. 

Why does your character become a hero? Your character could come from 
any region of the galaxy and any level of society. Heroes might emerge from 
the impoverished classes, the masses of everyday workers, the spacefaring 
population, or the most elite royal houses. A hero could be a noble angry 
with a government that abuses its power; a soldier who questions whether 
he's fighting on the right side; a scout who fears that the Empire could 
bring desolation to the worlds she discovers; a Jedi fleeing from the Imperial 
purge; or a scoundrel with a heart of gold who realizes that money means 
nothing without freedom. 

What pushes your character to leave his or her comfortable life to pursue 
a furtive and dangerous war against a seemingly invincible Empire? Not 
everyone perceives from the start the threat posed by Imperial tyranny. For 
many people, Palpatine’s New Order seems to be no more than a shift in 
government policies to help bring peace and prosperity back to the galaxy. 
Those who fight the Empire have come to the realization that someone must 
oppose this brutal dictatorship before it enslaves people in every system. 
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One of the following basic themes might define your character's circum- 
stances prior to becoming a hero. 

Imperial Persecution: The Jedi Knights, witnesses to the horrors of 
Order 66, and other Imperial dissenters bear firsthand testimony to the 
savage cruelty of Palpatine’s intentions for the New Order. The experience 
of merciless execution or persecution defines this hero's origin. Those lucky 
enough to escape become targeted by the Empire. Many who openly oppose 
Palpatine's rise become the targets of swift and brutal reprisals. How can 
anyone sit back and let the Empire enslave entire worlds after witnessing 
the slaughter of the Jedi Knights? 

Although your hero's primary goal remains fleeing from Imperial persecu- 
tion, he or she might choose to take a stand and openly oppose the Empire. 
This opposition could take the form of many activities that could aid a bud- 
ding resistance movement: establishing safe havens, scavenging supplies 
for survival, finding allies to help in the fight. These heroes seek to remain 
in hiding, for each foray into civilized society brings the risk of exposure, 
betrayal, capture, and death. Former Republic Senator Garm Bel Iblis is an 
example of a hero forged by direct Imperial persecution. 

Gradual Oppression: As the Empire expands its power throughout the 
galaxy, its oppressive policies affect the lives of more and more people. 
At first, only those directly targeted by the New Order—the Jedi Knights, 
enslaved aliens, and obvious enemies of the Empire—feel its immediate 
wrath. But once Imperial forces subdue these threats, they expand their 
policies to encompass entire regions, sectors, and worlds. They take over 
major industries, tighten their grip on trade and space travel, and dominate 
local governments. In many cases, the exact means of implementing Impe- 
rial policy falls to military officers and governors who also pursue corrupt 
agendas of their own. 

Many people, fearing for their lives, simply look the other way and hope 
they never fall victim to such direct cruelty. But these incidents cause others 
to question the Empire's authority and their own complicity in its far-reach- 
ing treachery. As the incidents continue to become more frequent and more 
outrageous, these individuals abandon their former lives to fight the Empire. 
General Crix Madine is an example of how repeated atrocities and exposure 
to the Empire's truly ruthless nature could cause a loyal Imperial soldier to 
defect to the resistance. 

Mistaken Suspicion: Imperial forces don't make fine distinctions in 
identifying and persecuting enemies of the Empire. They arrest people on fab- 
ricated evidence, vindictive rumor, mistaken circumstances, and sometimes 
even sheer whim. Some people living complacent, law-abiding lives realize 
the true extent of the Empire's effect on society when they're subjected to 
Unjust measures for supposedly betraying the Imperial government (or any 
authority associated with it). 

A hero with this origin might have suddenly found himself unjustly per- 
secuted for a supposed association with the resistance. Perhaps someone 


THE BIRTH OF A HERO 

A certain moment in a hero's past usually inspires or forces him or her 
to take on the Empire. This incident defines why a hero emerges from 
the masses and what motivates him to fight Imperial oppression, Players 
should decide how their heroes came to realize the Empire's treacherous 
nature through some anecdote or past encounter that sheds light on 
their character's background. 

Select a heroic origin from this section or create one of your own 
choosing, Expand on the concept to build an incident in the character's 
recent past based on that theme. Embellish that incident by including 
specific locations, allies, and enemies. Ideally, these background stories 
offer the Gamemaster inspiration for campaigns and adventures. This 
could include locations and recurring heroic and nonheroic allies and 
opponents. The more details players invest in their heroes’ background 
stories, the more material they offer the Gamemaster for use in enrich- 
ing the campaign and populating it with key locations and personalities 
key to specific heroes. 


When creating a heroic back story, players should answer several key 

questions; 

* What circumstances caused the hero to join the fight against 
Palpatine’s New Order? (Choose one of the heroic origin stories as 
inspiration and customize it to fit the hero.) 

* Who is the prime adversary in a hero's back story who could return 
to present challenges in the future? A vindictive Imperial officer? A 
relentless Imperial Inquisitor? 

© Who might aid the hero in escaping the prime adversary, fleeing the 
area, or joining a resistance cell? 

© Where does the hero go after deciding to oppose the Empire? Does 
she maintain her normal life as a cover and carry out clandestine 
operations, or does she dive into the life of a renegade insurgent? 
(The Gamemaster might offer a suggestion based on where and how 
the heroes first meet at the beginning of a campaign; see “A Gath- 
ering of Heroes," page 124.) 


reported seeing the hero talking with a suspected dissenter or Imperial 
opponent. A business or social contact might have connections with the 
resistance that place the hero's loyalty in question. Maybe one of the hero's 
enemies decided to make his life miserable and fabricated evidence that he's 
secretly undermining the Empire's authority. Whatever the specific reason, 
the hero becomes a target for Imperial oppression and chooses to fight like 
a soldier rather than submit like a victim. 

Such unfortunate circumstances naturally breed dissent among those who 
wouldn't ordinarily rise against the Empire. Those who were arrested under 


false pretenses might meet members of a real resistance group while impris- 
oned, When released, they could prove receptive targets for recruiters seeking 
new blood for their underground political or military organizations. 

Moral Conscience: A few astute individuals immediately perceive the 
sinister nature of Palpatine's rise to power and his use of Imperial forces and 
policies to tighten his grip on the galaxy. Unlike most people, these heroes 
have the perspective and time to analyze the Empire's methods and discern 
its ultimate motives. Some might participate in the workings of galactic 
government as diplomats, nobles, and politicians. Others, such as newsnet 
reporters and university professors, serve the public good by analyzing or 
chronicling current events. These heroes realize they must take a moral stand 
against Imperial oppression. 

These heroes gain the advantage of choosing to fight on their own terms. 
Because they see the Empire's true intent early on, they can choose to oppose 
its policies either openly or covertly. Such heroes can fight the Empire from 
the familiar covers of their legitimate lives, or they might abandon their 
former lives altogether and join a band of other heroes directly working to 
overthrow the Empire. Mon Mothma and Bail Organa are examples of this 
type of hero. 


THE HEROIC CLASSES 
Each of the heroic classes from the Saga Edition core rulebook is presented 
here as it relates to the Dark Times. Each class discussion features new 
talents, some added to existing talent trees and others as wholly new trees. 
These talents can also be used in other eras, subject to the Gamemaster's 
approval, 


JEDI 


Order 66 decimated the Jedi. The few surviving Jedi are in hiding, although 
some still resist the Empire in their own, limited ways. It is thought that 
around two hundred Jedi survived Order 66, but that number is dwindling. 
The Empire, Darth Vader, and Vader's apprentice hunt them down and destroy 
them at any opportunity. Most Jedi do not dare to demonstrate their abilities 
in public, for to do so eventually attracts unwanted Imperial attention. 

While in hiding, some Jedi Masters and Knights attempt to train their own 
Padawans, hoping to restore the Jedi Order someday. Early in the Dark Times, 
some Jedi banded together and attempted to destroy Darth Vader, only to 
find that they could not withstand the combined might of the Empire and the 
dark side. This served as a dire warning to all others. Some Jedi decide that 
the Order is truly dead. They take no apprentices, set aside their lightsabers, 
and try to fade into the background. And a few who cannot cope with the 
destruction of the Order turn to their own dark methods of exacting revenge 
where they can. 


Jedi player characters face significant challenges during the Dark Times. 
The general public fears them and often regards them as traitors. Even those 
who do not believe the Jedi rebellion stories are reluctant to offer too much 
aid, lest they attract the attention of the Imperial. Many hunt the Jedi, 
including the Empire and bounty hunters seeking good money. A Jedi can 
be turned in by almost anyone. 

No formal training structure exists anymore, and no financial or material 
support is forthcoming from any other Jedi. A Jedi character's background 
and goals depend greatly on the exact time frame of the campaign. Described 
below are typical scenarios that can be adapted to your game. The benefits 
of each scenario are optional and must be approved by the Gamemaster. 

Order 66 Survivor: Somehow, you survived Order 66. Perhaps you were 
on a world that was not involved in the fighting, or you were traveling through 
hyperspace. Perhaps you fought your way out of a clone ambush. Maybe 
you escaped the attack on the Jedi Temple. You might be a Jedi of any rank: 
Padawan, Knight, or Master. You might be alone, or with other Jedi, In any 
case, you were raised at the Temple and received at least some formal Jedi 
training, Your biggest question is, now what? Fight the Empire? Try to train 
new Jedi? Try to find those in hiding? Disappear into the galaxy? 

Asan Order 66 survivor, you know that some Jedi assets or connections 
still exist, Once per week, you can make a Gather Information or Knowledge 
check to gain access to old Jedi accounts, find former supporters, or locate 
old lesser known archives and caches. Failure might alert the Empire or 
others to your attempt. 

The Isolated Master: You were trained by a Jedi in hiding some years 
after Order 66. You never entered the Jedi Temple, and your training is only 
as good as your instructor's teaching abilities. Perhaps he or she was a Knight 
or Master, but that person could also be a former Padawan, doing the best 
he or she can with limited knowledge of the Force. It is equally possible 
that your Master has developed his or her own ideas about the Force. The 
destruction of the Order and the power of the dark side might have tainted 
your teaching, a fact you might not be aware of. 

During your training, your Master imparted many stories and anecdotes 
about the Force, Jedi, and the Republic. The usefulness of this information 
was not always apparent at the time, but becomes helpful as you develop or 
travel the galaxy. Once per week, you can make a Knowledge check or use 
the farseeing power to gain additional insight about your current situation. 
Failure might mean that your incomplete knowledge leads you to the wrong 
conclusion or down the wrong path. 

Self-Trained: You are strong in the Force, but you have never been for- 
mally trained as a Jedi. You are learning what you can, but are desperately 
seeking a Master for advanced instruction. You search the galaxy for any 
sign of the hidden Jedi or other Force traditions. You probably don't own a 
lightsaber, or perhaps one has been passed down to you by a family member 
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or old friend. You keep your abilities carefully hidden, for as with all other 
Force-users, exposure means certain doom. 

You are highly skilled at concealing your Force powers. When you are 
actively trying to prevent someone from discovering your talents, you can 
use your Use the Force bonus in place of your Deception bonus when making 
a Deception check to deceive an opponent. However, your limited knowledge 
of the Force makes you less skilled at concealing its use from other Force- 
users. They can reroll Use the Force checks and use the better result when 
using the sense force application of that skill to locate you. 


New JED! TALENTS 
The following talents are intended for use with the Jedi class. 


Jedi Consular Talent Tree 

The following new talents belong to the Jedi Consular talent tree, which 
is available to members of the Jedi class, Any character who can normally 
choose talents from the Jedi Consular talent tree can choose from these 
talents as well. 

Cleanse Mind: Once per turn as a swift action, you can remove one 
ongoing mind-affecting effect (such as the effects of Demand Surrender 
or Weaken Resolve talents, or the effect of being moved to the end of the 
condition track by the Adept Negotiator talent, or the ongoing effects of the 
mind trick Force power) from a single allied target within line of sight. 

Force of Will: You gain a +2 insight bonus to Will Defense. 

Also, as a swift action, you can spend a Force Point to give all allies 
within 6 squares of you a +2 insight bonus to Will Defense that lasts for the 
remainder of the encounter. This bonus does not extend to allies outside the 
range of the effect, even if they move within 6 squares of you later on. Allies 
who benefit from this talent must remain within 6 squares of you to retain 
the insight bonus, and they lose it if you are knocked unconscious or killed. 
This is a mind-affecting effect. 


Jedi Guardian Talent Tree 

The following new talents belong to the Jedi Guardian talent tree, which 
is available to members of the Jedi class. Any character who can normally 
choose talents from the Jedi Guardian talent tree can choose from these 
talents as well. 

Forceful Warrior: When you score a critical hit with a lightsaber, you 
gain 1 temporary Force Point. If the Force Point is not used before the end 
of the encounter, it is lost. 

Mobile Combatant: When you end your movement adjacent to an 
Opponent, you can spend a swift action to activate this talent. If the 
designated opponent moves or withdraws before the beginning of your next 
turn, you can choose to move with that opponent, up to a total distance 
equal to your current speed. Unless your opponent uses the withdraw action 
or makes an Acrobatics check to avoid attacks of opportunity, its movement 


provokes an attack of opportunity from you for the first square moved as 
normal (but not subsequent squares in the same movement). If your target 
moves farther than your speed, you must still end this movement closer to 
the target than you began. 


Jedi Sentinel Talent Tree 

The following new talents belong to the Jedi Sentinel talent tree, which is 
available to members of the Jedi class, Any character who can normally 
choose talents from the Jedi Sentinel talent tree can choose from these 
talents as well. 

Dampen Presence: When you interact with another sentient creature, 
you can use a swift action to reduce the impression you leave on it. When 
you have finished interacting with the creature, you make a Use the Force 
check, and if the check result exceeds the target's Will Defense, it does not 
remember interacting with you once you are gone. A target that is higher in 
level than you gains a +5 bonus to its Will Defense to resist this ability. This 
is a mind-affecting effect. 

Steel Resolve: When you use a standard action to make a melee attack, 
you can take a penalty of -1 to -5 on your attack roll and add twice that 
value (+2 to +10) as an insight bonus to your Will Defense. This bonus may 
not exceed your base attack bonus. The changes to attack rolls and Will 
Defense last unti! the start of your next turn. 


NOBLE 

The galaxy is in flux. The abrupt end of the Clone Wars and the rise of the 
Empire has left worlds, entire species, and important economic powers scram~ 
bling to find their place in the New Order. During this time, skillful diplomats 
and negotiators are needed everywhere, from the high and mighty halls of 
government to the lower reaches of backwater planets and the dangerous 
underworld. Nobles of all backgrounds fill these needs. 

Early in the Dark Times, the members of the true nobility must decide 
their allegiances very quickly, Do they support the Empire wholeheartedly and 
hope to reap the benefits of Imperial rule, despite the costs? Do they resist 
the Empire, in the hope that their worlds or organizations can break away 
or fade into the background? If so, do they openly rebel or work in secret? 
Perhaps some even work for the Empire as informants and double agents, 
attempting to ferret out opponents of the New Order. 

For nobles on the fringe of society, the Dark Times bring a multitude 
of new opportunities. When the galaxy changes from Republic to Empire, 
crime lords, smugglers, and less than legal merchants have plenty of gov- 
ernmental confusion to cover their activities. As the Empire solidifies its 
hold and improves its efficiency, the fringe finds itself forced into more 
remote locales. 

As always, nobles use their abilities to rally others to their cause. With 
the changing galaxy of the Dark Times, nobles find that their words carry 


more weight and the issues have long-term consequences. The right deci- 
sion could be the difference between relative freedom and Imperial troops 
arriving at your door, or invading your world. 

Idealistic nobles seek out like-minded individuals. Anti-Empire ideologues 
might eventually find those who are secretly working to free the galaxy, such 
as Mon Mothma, Bail Organa, or Garm Bel Iblis. Others might inspire outlying 
worlds to resist Imperial intrusion, in the hope that such remote or unimport- 
ant places will be passed over, at least for the time being. These nobles spread 
the early seeds of resistance and rebellion against the Empire. 


NEW NOBLE TALENTS 
The following talents are intended for use with the noble class. 


Inspiration Talent Tree 
The following new talent belongs to the Inspiration talent tree, which is avail~ 
able to members of the noble class. Any character who can normally choose 
talents from the Inspiration talent tree can choose this talent as well. 
Willpower: You can share your strength of will with your allies. Once 
per encounter as a swift action, you can grant all allies within line of sight 
a +2 morale bonus to their Will Defense. This bonus lasts for the remainder 
of the encounter, and once it is granted your allies need not remain within 
line of sight with you to retain this bonus. You may not use this talent on 
yourself. 
Prerequisites: Inspire Confidence. 


Ideologue Talent Tree 
Your zeal and dedication to your cause is inspirational. |t motivates your 
allies and demoralizes your enemies. 

Instruction: Once per encounter, as a standard action, you can boost 
‘the competence of one of your allies within 6 squares. That individual gains 
the ability to make-a single skill check using your skill modifier (except Use 
the Force); this skill check must be made before the end of the encounter, 
or the benefit is lost. 

You can select this talent multiple times. Each time you do so, you gain 
‘one additional use of this talent per encounter. 

Idealist: Your confidence empowers you, giving you the ability to with- 
stand the harmful influence of others. You can add your Charisma bonus in 
place of your Wisdom bonus to your Will Defense. 

Prerequisite: Charisma 13. 

Know Your Enemy: You are well versed in the strengths and weaknesses 
of enemies of your cause. As a swift action, you can select a single enemy 
within line of sight and make a Knowledge (galactic lore) check against a 
DC equal to 15 + the target's CL. If the check is successful, you immediately 
Jearn any two (your choice) of the following pieces of information: target's 
base attack bonus or attack bonus with a particular weapon, any one defense 
score, any one skill modifier, or the presence of any one talent or feat (you 


choose the talent or feat, and the Gamemaster reveals whether or not it is 
present). 

Known Dissident: You are a well-known opponent of a large and influ- 
ential government or organization (such as the Empire or the Corporate 
Sector Authority). Officials of any level are loath to take action against 
you, lest they inadvertently promote your cause. As a standard action, you 
can make a Persuasion check against the Will Defense of a single opponent 
within line of sight that can hear and understand you. If your Persuasion 
check succeeds, that opponent may not attack you or any vehicle you occupy 
until the start of your next turn. If the target is of higher level than you, it 
gains a +5 bonus to its Will Defense, and the target must be able to hear 
and understand you. If the target is attacked, the effect of this talent ends. 
This is a mind-affecting effect. 

Prerequisite: Know Your Enemy. 

Lead by Example: Your bravery and skill inspires others to follow your 
lead. Once per encounter, when you successfully deal damage to an enemy, 
you can choose to grant all allies a +1 circumstance bonus on attack rolls and 
+1 die of damage on non-area attacks against that target for the remainder 
of the encounter. 


Lineage Talent Tree 
The following new talents belong to the Lineage talent tree, which is avail- 
able to members of the noble class. Any character who can normally choose 
talents from the Lineage talent tree can choose from these talents as well. 
Influential Friends: You have influential contacts within a certain 
organization, planet, or region who can provide concrete information to 
you on certain subjects. Once per day, you can have one of those contacts 
make a skill check on your behalf. The contact always takes 20 on the skill 
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check (even if the skill would normally not allow taking 20) and has a skill 
modifier equal to 5 + one-half your heroic level. Contacting your influential 
allies and receiving the benefit of the skill check takes a number of minutes 
equal to 10 x the skill check result. 

Prerequisite: Connections. 

Powerful Friends: You have a powerful contact who has an extended 
sphere of influence. The contact could be an Imperial Senator, a high-level 
military officer, a regional governor, an infamous crime lord, or another 
person of similar significance. Once per encounter, you can invoke the name 
or office of your powerful friend and take 20 on one Persuasion check, with 
no increase in the time needed to make the check. 

Prerequisites: Connections, Influential Friends. 
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SCOUNDREL 

The Dark Times offer plenty of potential for opportunistic scoundrels. Much 
like nobles, scoundrels flourish when times are uncertain, thanks to chang- 
ing rules, laws, and governments. Scoundrels take advantage of new rules, 
confused officials, and shifting alliances. 

The galaxy's changing attitudes force new people into the scoundrel class, 
Former Republic officials or former loyalists who never sought a life on the 
fringe could suddenly find themselves outcasts. Those who have declared 
themselves seditionists or traitors to the Empire are forced to the fringe of 
society and discover they need new skills for survival 

Scoundrels are found throughout the galactic fringe as smugglers, rogues, 
pirates, freedom fighters, privateers, future Rebels, and radical dissidents of 


the New Order. Even those who maintain their high social or military status 
in the new Empire might find scoundrel abilities useful as they learn to work 
against the Empire behind the scenes. 

‘Smugglers, in particular, find the mixture of confusion and new govern- 
mental regulation working to their advantage. Some organizations, and even 
entire planets, suddenly find themselves on the outside of the New Order and 
need illicit transport or the delivery of vital goods, without Imperial entangle— 
ments. Groups in need might be future Rebels, former CIS worlds, isolated 
anti-Imperial colonies, or purely criminal enterprises taking advantage of 
the situation. Smugglers find new opportunities at every level of society, 
whether for the sake of a cause or simply for the credits. 


NEw SCOUNDREL TALENTS 
The following new talents are intended for use with the scoundrel class. 


Slicer Talent Tree 

The following new talents belong to the Slicer talent tree, which is available 
to members of the scoundrel class. Any character who can normally choose 
talents from the Slicer talent tree can choose from these talents as well. 

Electronic Forgery: You can use your Use Computer modifier in place 
of your Deception modifier to create a deceptive appearance with forged 
electronic documents. 

Prerequisite: Trained in the Use Computer skill. 

Electronic Sabotage: You excel at causing havoc with computers and 
electronics. As a standard action, you can lock down a computer terminal 
by making a Use Computer check, making it potentially difficult for anyone 
else to access. That computer is considered unfriendly to anyone other than 
you who attempts to use it, and the result of your Use Computer check 
replaces the computer's Will Defense on an attempt to change its attitude. 
This effect ends if anyone else succeeds in adjusting the computer's attitude 
to indifferent. You cannot take 20 on this Use Computer check. 

Prerequisite: Trained in the Use Computer skill. 

Security Slicer: You are an expert in electronic security. When you make 
a Mechanics check to disable a security system, you can do so without the 
help of a security kit. Additionally, something goes wrong only when you fail 
the Mechanics check by 10 or more. 

Prerequisite: Trained in the Mechanics skill. 


Smuggling Talent Tree 

Smuggling is part skill, part talent, and part luck. The most notorious smug- 

glers in the galaxy get along by making use of their quick wits and savvy. 
Art of Concealment: Some smugglers are adept at hiding contraband 

and weapons, even on their person. When making a Stealth check to conceal 

an item, you can take 10 even under pressure. Additionally, you can conceal 

an item as a swift action. 


Fast Talker: Smugglers must be quick to explain discrepancies in their 
cover stories. Once per day, you can take 20 on a Deception check as a 
standard action when attempting to deceive. 

Prerequisite: Art of Concealment. 

Hidden Weapons: If you draw a concealed weapon and attack a target 
that failed to notice the item in the same round, that target is considered 
flat-footed against you. You can draw a concealed item or a stowed item as 
a move action. Additionally, if you have the Quick Draw feat, you can reduce 
this to a swift action. 

Prerequis Art of Concealment. 

Illicit Dealings: Smugglers have a knack for locating and negotiating 
illicit deals. When using Persuasion to haggle for restricted, military, or illegal 
goods you may roll twice, keeping the better result. 

Surprise Strike: Sometimes a smuggler has to fight his way out of a bad 
situation. If you fail any Deception check to convey deceptive information, 
you can initiate combat and make a single unarmed attack asa free action 
in the surprise round (or with a melee or ranged weapon, if you have the 
Quick Draw feat); all other combatants are considered surprised even if they 
are aware of you. 


scout 

In the Dark Times, scouts find their traditional public roles as explorers 
greatly diminished. Growing Imperial control over the space lanes and 
official galactic exploration forces many of the freethinking scouts to seek 
new areas of employment. Some move into the corporate world, searching 
fornew systems or planetary regions rich in resources. Others specialize and 
restrict their knowledge to certain worlds. In the meantime, Imperial scouts 
continue with galactic exploration, albeit based on the ideals and priorities 
of the New Order. 

Scouts often take part in extended missions. It is not unusual during this 
time for a scout to return to a bewildering new reality in the galaxy, even 
years after the fall of the Republic. For these scouts, the Empire has appeared 
out of nowhere, along with a restrictive bureaucracy. Their former employers 
might no longer live or exist. Worse, for most scouts, their employers might 
have been targeted as enemies of the Empire, arousing immediate suspicion 
of those individuals among customs officials or other authori 

Given their knowledge of the less traveled regions, their individualistic 
nature, and their stealth and survival skills, it is not unusual for scouts to be 
tapped by organizations for clandestine operations. Some scouts become 
informers or outright spies for resistance groups, criminal lords, or even 
the Empire. 
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New Scout TALENTS 
The following new talents are intended for use with the scout class. 


Awareness Talent Tree 
The following new talent belongs to the Awareness talent tree, which is avail~ 
able to members of the scout class. Any character who can normally choose 
talents from the Awareness talent tree can choose this talent as well. 
Reset Ini ye: Scouts are highly aware of their surroundings and able to 
take advantage of the slightest opportunities. Once per encounter, at any time 
after the first full round (thats, the first full round after the surprise round, 
if one occurs), the scout can set his Initiative to his current Initiative +5. 
Prerequisites: Acute Senses, Improved Initiative, trained in the Initiative 
skill. 


Spy Talent Tree 
Scouts are often capable of getting into areas unseen, and they make excel- 
lent spies thanks to their survival instincts and aptitude for stealth, 

Blend In: You know the tricks of body language and movement that allow 
you to disquise your appearance without elaborate materials or efforts. You 
can use your Stealth modifier in place of your Deception modifier for the 
purpose of creating a deceptive appearance. You are considered trained in 
the Deception skill for the purpose of using this talent. If you are entitled to 
a Deception check reroll, you can reroll your Stealth check instead (subject 
to the same circumstances and conditions), 

Incognito: Spies are adept at concealing their identities, even if not using 
a physical disquise. You can reroll your Deception check for the purpose of 
creating a deceptive appearance, using the better result. 

Prerequisite: Blend In. 

Improved Surveillance: When you successfully use the Surveillance 
talent, you grant yourself and your allies a +1 insight bonus to all defenses 
against that target, 

Prerequisites: Surveillance, trained in the Perception skill, 

Intimate Knowledge: Experienced spies and scouts remember many 
details from previous assignments, providing insights on later missions. Once 
per encounter as a standard action, you can take 20 on a check involving a 
Knowledge skill you are trained in, or take 10 on a check involving a Know|- 
edge skill you are untrained in, even if circumstances would not normally 
allow you to take 10 or 20. 

Prerequisite; Surveillance. 

Surveillance: As a full-round action, you can make a Perception check 
against a single target within line of sight. The DCs equal to 15 or the tar- 
get's Stealth check result (if the target is actively trying to remain hidden), 
whichever is greater. If the check is successful, you grant yourself and all 
allies within line of sight a +2 insight bonus on attack rolls against that 
target until the end of your next turn. Your allies must be able to hear and 


understand you to benefit from this bonus, and they do not lose the benefit 
of this talent if they move out of line of sight after it is used. 

Prerequisite: Trained in the Perception skill. 

Traceless Tampering: Spies specialize in leaving no evidence of their 
presence when they tamper with advanced electronics or basic mechanical 
systems. When using Mechanics to disable a device, you automatically leave 
no trace when tampering (with no DC increase), and you must fail by 10 or 
more (instead of 5 or more) before something goes wrong, 


SOLDIER 

Early in the Dark Times, soldiers are everywhere. The Clone Wars have just 
ended, and soldiers were needed on all sides, However, with the war's end and 
the rise of the Empire, warriors have returned to their homes and their lives. 
The number of actual soldiers has diminished, while the number of former 
warriors has increased many times. The early Imperial armed forces were 
filled out with clone troopers, but regular army, navy, and other soldiers were 
soon needed as the Imperial armed forces grew at a rapid rate, 

Soldiers who were not desired by the Empire, or who Were unwilling to 
support the new government, had many other possibilities, Some joined 
local planetary forces, private corporate armies, mercenary groups, and even 
resistance fighters. Many of these were non-Humans forced from Imperial 
service. Pre-Rebellion resistance groups benefited greatly from this devel- 
‘opment. Mercenary units and criminal organizations also received a great 
boost in ability, aptitude, and wartime experience. 


NEw SOLDIER TALENTS 
The following talents are intended for use with the soldier class. 


Mercenary Talent Tree 
Mercenaries are blasters-for-hire who sell their services to the highest 
bidder. Though money might motivate them, few types of soldiers are more 
capable of operating independently. Talents from this tree can be used to 
qualify for the elite trooper prestige class, in addition to those listed in the 
Saga Edition core rulebook. 

Commanding Presence: Once per encounter, you can activate this talent 
as a swift action. Until the end of the encounter, all your enemies within 
6 squares of you take a -2 penalty to their Will Defense. This is a mind- 
affecting fear effect. 

Additionally, Persuasion is now considered a class skill for you. 

Dirty Fighting: Once per encounter, if you successfully damage an 
opponent with a melee or ranged attack, you reduce the target's damage 
threshold by 2 for the remainder of the encounter. 


Feared Warrior: Your abilities on the battlefield are well known and 
feared. When you reduce an enemy to 0 hit points with an attack, you can 
make a Persuasion check asa free action against all targets within 6 squares. 
If your Persuasion check exceeds a target's Will Defense, that target takes 
a -2 penalty on attack rolls for the remainder of the encounter. This talent 
affects any given target only once per encounter. This is a mind-affecting 
fear effect. 

Prerequisite: Commanding Presence. 

Focused Warrior: Your training makes you confident and disciplined in 
combat. When you successfully deal damage to an opponent in combat, you 
gain a +5 morale bonus to Will Defense until the start of your next turn. 
You lose this bonus to Will Defense if you are surprised or flat-footed for 
any reason. 

Ruthless: When you deal damage to a target with a melee or ranged 
attack roll that exceeds the target's damage threshold, you gain a +2 bonus 
‘on damage rolls against that target for the remainder of the encounter. 

Prerequisite: Dirty Fighting. 


SKILLS 

Skills in the Star WarsSaga Edition Roleplaying Game cover a broad range of 
uses under their general titles. Below are new specific uses for some of the 
skills in the game. However, a skill could apply in situations even when specific 
rules are not provided in the skill description. It is up to the Gamemaster to 
determine when a skill is applicable, or if an ability check is more suitable. 


ACROBATICS 
Fighting against the Empire takes heroes to a variety of worlds, some of which 
have low or high gravity, and many struggles take place in the depths of 
space. The following new uses of the Acrobatics skill are available to anyone 
who is trained in the Acrobatics skill. 

Low and High Gravity Environments (Trained Only): You can make a DC 
20 Acrobatics check to negate the penalties to attack rolls in low and high 
gravity environments (see page 256 of the Saga Edition core rulebook). 

Zero-Gravity Environments (Trained Only): You can use the Acrobatics 
skill to help maneuver in zero-gravity environments (see page 257 of the Saga 
Edition core rulebook). When crossing wide spaces or traversing congested 
areas, you can make an Acrobatics check (at no penalty) to arrive on target. 
As a swift action, you can make a DC 20 Acrobatics check to lessen your 
attack roll and skill check penalty to -2, instead of the normal -5. 


Cums 

Some worlds have severe conditions that make climbing even more difficult 
than normal. The following new rules apply to anyone making Climb checks 
under extreme conditions. 


Extreme Conditions: Climbing in extreme conditions (high altitude, 
weather, temperature, or unusual climbing surfaces) brings additional chal- 
lenges. Proper climbing and survival gear is required. Extreme conditions 
can increase the DC by 5 for each circumstance in addition to the regular 
DC modifiers. Specialized climbing gear can negate these penalties to 
Climb checks under those conditions; typically, such gear costs the same 
asa field kit, 


DECEPTION 

Heroes of the Dark Times often have to go to great lengths to keep their 
activities hidden from the omnipresent Empire. The following new uses of the 
Deception skill allow heroes to keep their clandestine activities hidden from 
the Empire, and offer a few surprises for those who get too close. 

Creating a Diversion to Hide an Item: You can use Deception to help 
you quickly hide an item while you are being observed. A successful Decep- 
tion check that equals or exceeds the target's Will Defense gives you the 
momentary diversion you need to attempt a Stealth check to hide the item 
on or near your person while the target is aware of you (see page 73 of the 
Saga Edition core rulebook). 

Feign Haywire (Droids Only): You can simulate a droid going haywire 
by popping open some of your access panels, moving erratically, and making 
an assortment of electronic and mechanical 
noises. As a full-round action, you can 
make a Deception check, comparing the FP 
result to the Will Defense of all targets 
within line of sight. If the result of 
the Deception check is equal to 
or greater than 
a target's Will 
Defense, that 
target is con- 
sidered flat- 
footed against 
you. If you take 
any action, the 
deception ends at the 
end of your turn, and 
targets are not con- 
sidered flat-footed 
against you after the 
deception ends. 
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GATHER INFORMATION 
Trained spies and information analysts can pore over data gathered by their. 
agents, picking out a larger picture from smaller pieces of information. 
Enemies of the Empire must make do with what little information they can 
gather. The following use of the Gather Information skill is available to any 
hero who has Gather Information as a trained skill. 

Analysis (Trained Only): You can better assess the information obtained 
by yourself or others. Once per day, after accumulating data from previous 
Gather Information checks by yourself or others, you can make an additional 
Gather Information check to analyze the data. The base DC is 15, modified by 
the reliability of the data's source. Particularly complete data from a reliable 
source could grant a +10 competence bonus, while incomplete data from a 
questionable source might impart a -5 to -10 penalty to the skill check. A 
successful analysis check adds +10 to the final result of each of the original 
Gather Information checks, revealing any additional information that was 
available at the higher DC. 


MECHANICS 

During the height of the Empire's tyranny, it often becomes difficult to 
procure specific weapons or equipment, especially for seditious activity. As 
a result, many resourceful would-be rebels learn to make do with what they 
have on hand, creating the weapons and gear they need from scratch. The 
following new use of the Mechanics skill can be used by anyone who has 
Mechanics as a trained skill, 

Build Object (Trained Only; requires tool kit): You can make a Mechan- 
ies check to construct an object (other than a droid) from scratch and/or 
with manufactured parts, Building an object requires a proper tool kit, raw 
materials, and possibly access to an electronics or machine shop, Some 
objects are beyond the ability of most characters. The raw materials for an 
object cost the same as the completed abject, though heroes who have the 
Scavenger feat (see page 35) can often come up with raw materials scrounged 
from other equipment. Use the costs given in chapter 6 of the Saga Edition 
core rulebook as a quide. Remote locations, rare parts, or expensive materials 
might raise the costs to double, triple, or even higher. 

When building an object, determine the object’s final hit points based 
on the statistics on Table 9-1, page 151 of the Saga Edition core rulebook. 
For vehicles, use the actual hit points of the completed object. All objects 
being built in this manner start at 0 hit points. Each hour that you work on 
building an object, make a Mechanics check and refer to the table below. 
Success indicates you build 1d8 hit points’ worth of the object's total hit 
points. When the item reaches full hit points, it is completed and can be 
used as normal. 

Larger items require more time to build than smaller ones. Multiply the 
object's hit points based on the table below for the purpose of deter 
ing how long it takes to build the object (when completed, the object's hit 


points are unchanged). For example, a Large manufactured object has 10 
hit points. However, since it is a Large item, it effectively has 50 hit points 
for the purpose of determining how long it takes to build the object (how 
many hit points you must build before it is completed). When completed, 
the object has 10 hit points as normal. 


ITEMTYPE DC DESCRIPTION 

Simple 10 Item easily created from a few raw materials, 
using common tools and parts. 

Moderate 25 Item requiring basic electronics, special materials, 
and/or specialized knowledge. 

Complex 40 {tem requiring significant design and manufacturing 
‘skills, sophisticated parts, and special facilities. 

CIRCUMSTANCE pc 

Based on well-known item 5 

Detailed knowledge of specific item -10 

Have detailed schematics for the object available  -10 

Poor quality materials +10 

SIZE MULTIPLIER 

Medium: x2 

Large x5 

Huge x10 

Gargantuan x20 

Colossal x50 

Colossal (Frigate) x100 

Colossal (cruiser) 200 

Colossal (station) 4 *500 


PERSUASION 

During the height of the Empire's power, money continues to grease the 
wheels of bureaucracy. Bribery can be a powerful means of getting things 
done, and the taint of the dark side is no more visible than in the corruption 
of the Empire's officials. The following new uses of the Persuasion skill allow 
heroes in a Force Unleashed campaign to bribe their enemies and commu- 
nicate with other intelligent species. 


Bribery: You can use the Persuasion skill to attempt to bribe government 
officials or other individuals of influence. The Persuasion check DC depends 
‘on the perceived risk to the official's position (if the bribe is discovered) 
modified by the nature of your request (how dangerous the request is and 
how much of a bribe you're offering). 


Risk oc 
Request is within official's regular duties 10 
Request is outside official's duties, but within his ability 20 
Request is outside official's duties, and not easily concealed 30 
Bribery Modifier DC Modifier 
Request is personally dangerous to official +15 
Bribery amount is double the going rate -10 
Bribery amount is quadruple the going rate -15 
Bribery amount is ten times the going rate or higher -20 


Improvised Communication: You can use the Persuasion skill to attempt 
to communicate with someone who does not understand your language 
or to nonverbally convey an idea (such as communicating silently with 
another hero while both of you are infiltrating an Imperial facility). As a 
move action, you can attempt a Persuasion check to improvise communica~ 
tion with another being. The target must be able to see you, and you can 
communicate only simple concepts. The check DC is equal to 20 minus the 
target's Intelligence modifier. If the target of your improvised communica- 
tion has agreed upon signals for certain concepts in advance, reduce the 
Persuasion check DC by 5. 

Concepts that can be communicated include (but are not limited to) "Be 
quiet," “Go," “Hello,” "Help," “| am hungry/thirsty," "Pick this up,” “Put that 
down," "Stay here," "Stop," and “Thank you.” The Gamemaster can allow 
other simple concepts to be communicated, as long as they can be easily 
communicated nonverbally. 


STEALTH 
Covert action and clandestine resistance often call for the ability to hide 
things in places other than on your person. A vehicle can be hidden among a 
large pile of crates ina warehouse, or contraband can be hidden deep within 
smuggling compartments aboard starships. 

Conceal Large Items: Asa full-round action, you can attempt to conceal 
Or hide a large item inside a room, behind a piece of furniture, inside a hidden 
Compartment, or within a shipboard locker or other location. A large item 
is one that is the same size category as you or larger. Other characters can 
Notice a concealed object or, if the item has total concealment, discover a 


telltale sign that something is amiss (such as unusual scratches, fibers, or 
smells) by making a successful Perception check (opposed by your Stealth 
check result). A character gains a +10 circumstance bonus on his Perception 
check if he is in the same square as the item or an adjacent square. Rooms 
or containers specifically constructed to conceal items can grant an equip- 
ment bonus of +5 to +20 (for features such as top-of-the-line smuggler's 
compartments) on your Stealth check. You may not take 20 on this check, 
but you may take 10. 


SURVIVAL 

Hiding from the Empire often means traveling to the farthest reaches from 
the galaxy, far off the beaten path and away from civilization. The follow- 
ing application of the Survival skill is available to any character who has 
Survival as a trained skill. 

Extended Survival (Trained Only): You are trained in methods of long- 
term survival in the wild. If you are required to survive in an uncivilized area 
for more than 48 hours, you can make a DC 20 check to find a suitable loca- 
tion for a basic shelter and campsite. Success reduces the DC for your basic 
Survival checks by 5 during those days spent using the campsite. 


FEATS 

The new feats presented here are available in any era. Some feats are espe- 
cially appropriate for Force Unleashed campaigns and should contribute to 
character concepts commonly found in this time. The Unleashed feat is used 
in Force Unleashed campaigns and usually requires Gamemaster approval 
before it can be selected by players. 


ADVANTAGEOUS ATTACK 

You know how to take advantage of slow-moving enemies in combat. 
Prerequisite: Base attack bonus +1. 
Benefit: When you make a successful attack against an enemy who 

has not yet acted in combat, you add your full heroic level to damage rolls. 
Normal: Typically you add only one-half your heroic level to damage 


rolls. 


ADVANTAGEOUS COVER 
You know how to make the best use of available cover as shelter from enemy 
attacks. 

Prerequisite: Trained in the Stealth skill. 

Benefit: When you have cover, you take no damage from area attacks, 
even if the attack roll exceeds your Reflex Defense. 

Normal: You take no damage from area attacks when you have cover 
only if the attack roll misses. 


FEAT NAME PREREQUISITES 
Advantageous Attack Base attack bonus +1 
Advantageous Cover Trained in the Stealth skill 


Angled Throw Dex 13 

Bad Feeling = 

Blaster Barrage Coordinated Attack 

Controlled Rage Rage species trait 

Crossfire Point Blank Shot, Precise Shot, base attack bonus +6 
Cunning Attack - 

Focused Rage Rage species trait, Controlled Rage 

Improved Bantha Rush —_Str 15, Bantha Rush, base attack bonus +1 

Informer Trained in the Perception skill, Skill Focus (Perception) 
Mighty Throw Str 13 

Powerful Rage Rage species trait 

Rapport Wis 13 

Recall Trained in one Knowledge skill 

Savage Attack Double Attack, proficient with weapon 

‘Scavenger - 

Strafe Running Attack 

‘Swarm Coordinated Attack 

Unleashed Destiny 


ANGLED THROW 
Your amazing throws bounce grenades off walls into open hatches or through 
congested battle zones. 

Prerequisite: Dexterity 13. 

Benefit: When throwing a grenade or grenadelike weapon, you can 
attempt to bounce it off a wall or other surface close to your target. If your 
attack roll exceeds a Reflex Defense of 15, you ignore cover and improved 
cover (but not total cover) with your attack. 


BENEFIT 

Add full heroic level to attacks against slower enemies 
Gain the additional benefits from cover 

Ignore cover with grenades and grenadelike weapons 
Always take a move action during the surprise round 
Automatically aid another when using autofire attacks 
Enter rage as a free action, and end rage at will 

Redirect missed attacks against soft cover 

Gain +2 on attack rolls against flat-footed enemies 
When raging, use skills that require patience at a -5 penalty 
Push foes away a number of squares equal to Str modifier 
Gather information with Perception skill, and do it faster 
‘Add Str bonus to ranged attack rolls 

Gain.a +4 bonus on Str checks and Str-based skill checks 


Grant an additional +2 bonus when using the aid another action 


Reroll any Knowledge skill check, keeping the better result 
Add +1 die of damage when successful on a full attack 
Gather materials for building objects 

Attack multiple targets as you move past them 

Gain +1 bonus on melee attack rolls when allies are adjacent 
Unlocks Unleashed abilities 


Benefit: You can always take a move action during a surprise round, 
even if you are surprised. If you are not surprised, you.can take this move 
action in addition to any other actions you are normally allowed to take in 


the surprise round, 


BLASTER BARRAGE 
~You and your allies engulf an area with dense blaster fire. 
Prerequisites: Coordinated Attack. 


Benefit: When you make an attack with a weapon set on autofire that 
BAD FEELING ~ deals damage to at least one target within the designated area, you grant a 
You have developed an innate ability to sense when things are going badly, +2 circumstance bonus on any of your allies’ autofire attacks made against 
and thus can prepare yourself for the worst. that same target until the beginning of your next turn. 


CONTROLLED RAGE 
You have learned to channel your rage. 

Prerequisite: Rage species trait. 

Benefit: You can enter a rage as a free action. Your rage ends 1 round 
after you declare it is finished. 

Normal: You must use a swift action to begin a rage and may not end 
itat will. 

Special; You may not use this feat to extend the number of rounds of 
rage available to your character. 


CROSSFIRE 
You are skilled at aiming your shots so that they have a chance of hitting 
more than one target. 
Prerequisites: Point Blank Shot, Precise Shot, base attack bonus +6. 
Benefit: If you miss when making a ranged attack against a target that 
has soft cover (that is, cover provided by another character, creature, or 
droid), you can immediately make an attack roll (with the same weapon and at 
the same attack bonus) against the target that is providing the soft cover. 
You can use this feat only once per round. 


CUNNING ATTACK 
You are skilled at attacking unprepared opponents. 

Benefit: You gain a +2 bonus on attack rolls against a flat-footed enemy 
‘or one who is denied its Dexterity bonus to Reflex Defense. 


FOCUSED RAGE 
You retain better focus while enraged. 

Prerequisites: Rage species trait, Controlled Rage. 

Benefit: While raging, you can use skills that require patience and con- 
centration, at a -5 penalty. 

Normal: While raging, you cannot use skills that require patience and 
concentration, such as Mechanics, Stealth, or Use the Force. 


IMPROVED BANTHA RUSH a 
When using the Bantha Rush feat, you push your opponent additional squares 
away from you. 

Prerequisites: Bantha Rush, Strength 15, base attack bonus +1. 

Benefit: When making a Bantha Rush, you push your opponent a number 
of additional squares away from you equal to-half your Strength modifier 
{round down, minimum 2 squares pushed total). 

Normal: When using Bantha Rush, you normally push your opponent 
Only 1 square away from you. 


INFORMER 
You are adept at prying into the affairs of others and dealing with those who 
are most interested in gaining that knowledge. 

Prerequisite: Trained in the Perception skill. 

Benefit: You can use your Perception modifier instead of your Gather 
Information modifier when making Gather Information checks. You are 
considered trained in the Gather Information skill for the purpose of using 
this feat. If you are entitled to a Gather Information check reroll, you can 
reroll your Perception check instead (subject to the same circumstances 
and limitations). 

Additionally, when you have favorable conditions for your Gather Infor- 
mation check (such as from operating on your home planet), you reduce by 
half the time it takes to make a Gather Information check, 


MIGHTY THROW 
You are highly accurate with grenadelike weapons. 

Prerequisite: Strength 13, 

Benefit: You can add your Strength bonus (in addition to your Dexterity 
bonus) to your ranged attack bonus when using thrown weapons (including 
grenades and grenadelike weapons), Also, you can increase the length of each 
range category by a number of squares equal to your Strength modifier. 


SAVEL DIOUS 


NATURAL LEADER 
You are a natural leader, and you found your own organization. 

Prerequisite: Charisma 13. 

Benefit: You become the leader of an organization of your design 
(see Chapter 4: Organizations for more information on designing new 
organizations). The organization has a scale equal to one-half your heroic 
level plus your Charisma bonus. You automatically begin with a +10 bonus 
to your organization score for your new organization 


POWERFUL RAGE 
Your rage produces feats of extreme strength 

Prerequisite: Rage species trait 

Benefit: You gain a +4 bonus on Strength checks and Strength-based 
skill checks when raging. 


RAPPORT 
You are adept at working with certain individuals, able to anticipate their 
next move. 

Benefit: When using the aid another action, you grant an additional 
+2 insight bonus on skill checks and attack rolls to the character you are 
assisting. This bonus does not stack with any bonus provided by the noble’s 
Coordinate talent. 


RECALL 
You know a lot of details in your area of knowledge, but don't always remem- 
ber them immediately, 

Prerequisite: Trained in at least one Knowledge skill. 

Benefit: Once per day, you can reroll any check for a Knowledge skill that 
you are trained in, using the better result. 


SAVAGE ATTACK 
You are well trained in attacking multiple times jn.a round. 

Prerequisites: Double Attack (chosen weapon), proficient with chosen 
weapon, 

Benefit: Choose one of the weapon groups or exotic weapons you 
selected for the Double Attack feat. When you use a full attack action and 
successfully hit the target with your first attack, you deal +1 die of damage 
‘on each successful attack remaining in the full attack action made against 
that target. 


SCAVENGER 
You are adept at digging through broken objects and junk piles to come up 
with the raw materials needed for certain tasks. 

Benefit: You can spend 1 hour scavenging materials from other vehicles 
or objects. When you do so, you make a Perception check to determine the 
value of the parts scavenged. You produce raw materials equal in value to 
the result of your Perception check x 30 credits. You must apply these raw 
materials toward the cost of construction of a single object (see the build 
object application of the Mechanics skill, described on page 30), and you 
can scavenge parts for only a single object at any given time. Additionally, 
you can scavenge raw materials only once for any given object you are 
attempting to build. 


STRAFE 
You can make a strafing attack without a vehicle. 

Prerequisite: Base attack bonus +1. 

Benefit: When you make an autofire attack, instead of attacking a 2~ 
square-by-2-square area, you attack a line 1 square wide and 4 squares 
long. 

Special: If you are using a jetpack, you can use the Strafe feat to make 
an autofire attack against all squares you fly over. 


SwAarRM 
You are trained to fight with allies en masse. 

Prerequisite: Coordinated Attack. 

Benefit: You gain a +1 circumstance bonus on melee attack rolls foreach 
allied character adjacent to your target. 


UNLEASHED 

You gain access to Unleashed abilities (see page 37). If you have the Force 
Sensitivity feat, you also gain access to Force Unleashed abilities (see page 
89). 

Prerequisite: Must have chosen a destiny (or secret destiny). 

Benefit: You can activate Unleashed abilities by spending a Destiny Point. 
You must also have the Force Sensitivity feat in order to activate Unleashed 
abilities for Force powers and talents. 

Normal: You may not use Unleashed abilities and powers. 


DESTINIES 

Destiny is a central theme in the Star Wars saga. Gamemasters and players 
who have chosen to use the optional destiny rules from the Saga Edition 
core rulebook can use the additional destinies presented here. They are 
suitable for Dark Times themes and campaigns, but can be adapted for 
use in any era. 

The Gamemaster and players should work together to determine a 
destiny's impact on a campaign. One or more destinies might form the 
driving force for an entire campaign, or the central focus of a short series 
of adventures. In one of these cases, the Gamemaster should present the 
characters with choices that regularly affect their destinies, giving them 
many opportunities to gain destiny bonuses and penalties. Destiny-based 
campaigns should culminate in a final adventure that allows characters to 
ultimately resolve their destinies, for better or for worse. 

In a Dark Times or Force Unleashed campaign, destinies are easily tied to 
the ongoing struggle for the hearts and minds of the populace. As the realities 
of Imperial rule sink in, people everywhere will seek their place, and in turn, 
attempt to convince others to join them. Will they buy into the promises 
and ideology of the New Order, or fight it on any front? 

Several of the destinies described below center on those who want to 
fight the Empire and begin organized resistance at any level. The Game- 
master and players might want to select complementary destinies. For 
example, one player might use the base of resistance application (see the 
sidebar on page 36) for the Discovery destiny to organize a new base for 
freedom fighters, while another character seeks the Champion destiny to 
become the leader of the group that utilizes the base. Ultimately, both of 
these destinies might support yet another character who has the Libera- 
tion destiny. Alternatively, a single character might conclude one destiny 
and take on another. 


CREATION 

Your destiny requires you to create an object, machine, or other item of 
great power or significant use. You must use this item in support of another 
character's destiny, or in a future destiny of your own. Others might 
help create the actual item, so long as you lead and make a significant 
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SAMPLE DESTINIES 
The following destinies are suitable for a Force Unleashed campaian. 


Sample Champion Destiny: Recruiting 

Your destiny is to convince an influential person or group to secretly aid 
or openly join the resistance effort on a planet or in a sector. The person 
of group must have considerable authority and resources, and thus be 
able to operate behind a thick wall of underlings and bureaucracy, The 
group might be a far-reaching criminal organization that has agents, 
established rackets, transports, and cover facilities throughout a sector. It 
could be a corporation that could lend its financial and material support 
toa local rebellion. Perhaps the hero encourages an influential military, 
government, or corporate leader currently serving the Empire to defect 
and aid the resistance. Convincing this entity to change its allied or 
neutral stance toward the Empire requires the hero to undertake missions 
to earn that individual's trust. 


Sample Discovery Destiny: Base of Resistance 

Your destiny requires you to establish a hidden base that provides a safe 
haven and support for resistance fighters in a specific region. You might 
need to locate a new world that could accommodate a secret base or find 
a concealed facility on a known world from which dissenters covertly 
operate against the Empire. You might need to gather allies and create 
secret Support networks to maintain the base, supply it with equipment 
and weapons, and provide transportation for resistance forces. The scope 
of this. destiny varies; it might be enough to establish a secret gathering 
place and a supply depot to aid resistance fighters in a single city, or 
it might require the construction of a fully operational base to support 
paramilitary operations in an entire system or even a sector. 


Sample Discovery Destiny: Force Unleashed 

You believe the Force to be far more powerful than most people think itis. 
Your destiny requires you to discover the depths of the Force and its abili- 
ties, expose friendly Force-users to this potential, and prevent enemies 
from wielding such power against you and your allies, The Gamemaster 
can use this destiny in combination with a special campaign to allow 
characters access to the Unleashed Force powers presented in Chapter 6 
and gain use of the Unleashed feat on page 35, Characters who are not 
Force-sensitive could take this destiny to gain access to the Unleashed 
feat. Campaigns might focus on one aspect of this destiny, such as 
discovering and learning new powers, preventing a specific enemy from, 
using Unleashed powers, or training another Force-user, For long-term 
campaigns, one aspect of the destiny might lead to the next. An example 
of a character with this destiny is Darth Vader's secret apprentice. 


contribution to the effort. Pursuing this destiny might require you to seek 
out rare or restricted materials, expert advice, and adequate construction 
facilities or shops. 

Examples of this destiny include Grand Moff Tarkin and the construction 
of the Death Star, Raith Sienar and the TIE fighter, and Walex Blissex and 
the Victory-class Star Destroyers. 

Destiny Bonus: For 24 hours, you and any allies within 10 squares of you 
gain a +1 destiny bonus on skill checks and ability checks. 

Destiny Penalty: You take a -2 penalty on skill checks and ability checks 
for 24 hours. 

Destiny Fulfilled: You or any ally within line of sight can spend 2 Force 
Points in a single round while performing an action using the created 
object. 


CHAMPION 

Your destiny requires you to become the leader of a large and/or significant 
group or organization and successfully lead it through an extremely threat- 
ening event, Characters who have this destiny might or might not know of 
the group they are destined to lead. They must attain this goal through a 
mixture of training, charisma, experience, and political maneuvering. The 
Gamemaster might want to divide this into two destinies: attaining leader- 
ship and leading the group through troubled times. 

Examples of this destiny include Mon Mothma leading the Rebel Alliance, 
Darth Sidious gaining control of the Republic, Wedge Antilles leading Rogue 
Squadron, and Admiral Ackbar escaping Grand Moff Tarkin and eventually 
taking command of the Rebel Fleet. 

Destiny Bonus: For 24 hours, you and any allies within 10 squares of you 
gain a +1 destiny bonus to all defenses. 

Destiny Penalty: You take a -2 penalty to all your defenses for 24 hours. 

Destiny Fulfilled: You receive a permanent +2 increase to your Charisma 
score. 


LIBERATION 

Your destiny is to liberate a group, population, or region from Imperial domi- 
nation, The focus of this destiny can range from a persecuted group—a small 
alien enclave, a remote town, or an orbital installation—all the way to a city, 
a starport, or even an entire planet. For instance, a hero might endeavor to 
free a planet's governing legislature, which had been previously relocated 
toa well-guarded penal camp bya hard-line Imperial governor to silence its 
dissenting view. As another example, she could attempt to wrest control of 
a starship construction facility from the Empire by influencing the worker 
population to revolt, supplying arms and equipment, and leading them in 
3 mutiny. Achieving this objective usually requires organizing resistance 
to Imperial forces that are persecuting the local populace, destroying key 


installations or assets, or deterring or eliminating personnel that are vital 
for the Empire to maintain its oppressive grip. 

Destiny Bonus: For 24 hours, you and any allies within 10 squares of you 
gain a +2 destiny bonus on damage rolls. 

Destiny Penalty: You take a -2 penalty on damage rolls for 24 hours. 

Destiny Fulfilled: You gain a permanent +1 destiny bonus to all your 
defenses. 


UNLEASHED ABILITIES 

Unleashed abilities are extremely powerful and devastating abilities that 
even the greatest heroes can use only once in a great while, if ever. (The 
use of these abilities is optional, and subject to Gamemaster approval.) Ina 


cinematic sense, the times when these abilities come into play are incredibly 
powerful moments. The Gamemaster and players are encouraged to play up 
the drama and excitement of such a memorable scene. 

Using an Unleashed ability requires the expenditure of a Destiny Point. 
To use one of these powers, your character must possess the Unleashed feat 
and have a destiny. At the Gamemaster's discretion, a hero might be required 
to complete a special destiny to gain access to this feat (see the sample 
Force Unleashed destinies on page 36). Unlike with feats and other abilities, 
Unleashed abilities are not selected ahead of time. Instead, you select the one 
you want to use based on the circumstances at the moment. However, you must 
meet any prerequisites mentioned in the descriptions. If you have the Force 
Sensitivity feat, see page 89 for Force Unleashed abilities and powers. 
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UNLEASHED ABILITY PREREQUISITE 

Unleashed Bantha Rush Bantha Rush feat, Unleashed feat 
Unleashed Charge Unleashed feat 

Unleashed Cleave Cleave feat, Unleashed feat 

Unleashed Devastating Attack Devastating Attack, Unleashed feat 
Unleashed Extreme Effort Extreme Effort, Unleashed feat 
Unleashed Firepower Unleashed feat 

Unleashed Ignite Fervor Ignite Fervor, Unleashed feat 
Unleashed Keen Shot Keen Shot, Unleashed feat 

Unleashed Mighty Swing Mighty Swing feat, Unleashed feat 
Unleashed Penetrating Attack Penetrating Attack, Unleashed feat 
Unleashed Rage Rage species trait, Unleashed feat 
Unleashed Skirmisher Skirmisher, Unleashed feat 

Unleashed Sneak Attack ‘Sneak Attack, Unleashed feat 
Unleashed Strafe Strafe feat, Unleashed feat, weapon with autofire 
Unleashed Whirlwind Attack Unleashed feat, Whirlwind Attack feat 


UNLEASHED BANTHA RUSH 
You charge forth, shoving back anyone who stands in your way. 
Prerequisites: Bantha Rush feat, Unleashed feat. 
Benefit: When you use the Bantha Rush feat, you can spend a Destiny 
Point to automatically increase the distance you move your target by 5 
squares and knock your target prone. 


UNLEASHED CHARGE 
Few things can stand in your way when you make a ferocious and nearly 
unstoppable charge to attack an enemy. 

Prerequisite: Unleashed feat. 

Benefit: By spending a Destiny Point, you make an amazing charge 
attack. As a standard action, you gain a +5 bonus on each attack roll and 
take a -2 penalty to your Reflex Defense until the start of your next turn. 
You can move up to twice your speed (minimum 2 squares) in a straight 
line through obstructed or unobstructed terrain, and then take a full attack 
action as a part of this standard action instead of a full-round action. Allies 
do not hinder your ability to:charge. 

Special: If you have the Improved Charge feat, you can alter your course 
around obstructions and enemies. If you have the Powerful Charge feat, you 
can apply the benefit of that feat as well. 


BENEFIT 

Knock target prone and down condition track 

Take full attack at the end of an extended charge 
Cleave against all targets within your reach 

Always exceed the target's damage threshold 

Increase Extreme Effort bonus to +20 

Attack five targets within range simultaneously 
Inspire all allies within line of sight to do more damage 
Ignore all cover on attacks for 1 round 

Knock opponent prone with Mighty Swing 

Ignore all DR of your opponents for 1 round 

Gain increased bonuses when raging 

Gain a bonus to attack and damage equal to move 
Gain bonuses to attack and damage with Sneak Attack 
Take no penalties on attack roll over wider area 

Knock down your enemies with an improved attack 


UNLEASHED CLEAVE 
When you fell a foe, your attacks continue on to all of your nearby 
enemies. 

Prerequisite: Cleave feat, Unleashed feat. 

Benefit: When you deal enough damage to an opponent to reduce its hit 
points to 0, you can spend a Destiny Point to get an immediate extra melee 
attack against all opponents within your reach. This feat works in all other 
ways as the Cleave feat. 


UNLEASHED DEVASTATING 
ATTACK 
You do incredible amounts of harm to your targets. 

Prerequisites: Devastating Attack, Unleashed feat. 

Benefit: When you make an attack (either as a single attack or part of 
a full attack action), you can spend a Destiny Point to treat every attack as 
though it exceeded the target's damage threshold, regardless of whether or 
not the attack normally would, until the beginning of your next turn. 


UNLEASHED EXTREME EFFORT 
You have the ability to perform incredible feats of strength. 

Prerequisites: Extreme Effort, Unleashed feat. 

Benefit: When you use the Extreme Effort talent, you can spend a Destiny 
Point to increase the bonus provided by the talent to +20. 


UNLEASHED FIREPOWER 
You can fire an astounding number of accurate shots in a short time. 
Prerequisite: Unleashed feat. 
Benefit: By spending a Destiny Point, as a standard action you can fire 
at up to five separate targets within range of your ranged weapon. Make a 
single attack roll and compare the result to the Reflex Defense of each target. 
Roll a single damage roll and apply it to every target successfully hit. 
Special: Bonuses and penalties from other feats and talents stack with 
this ability, You can attack each target only once. You must have enough 
ammunition for each target; otherwise you stop dealing damage when you 
run out. Aiming provides no benefit on this attack. 


UNLEASHED IGNITE FERVOR 
You inspire all your allies to devastate an opponent. 

Prerequisites: Ignite Fervor, Unleashed feat. 

Benefit: When you use the Ignite Fervor talent, you can spend a Destiny 
Point to provide the damage bonus to all allies within line of sight. 


UNLEASHED KEEN SHOT 
Your attacks strike with an unnatural accuracy. 

Prerequisites: Keen Shot, Unleashed feat. 

Benefit: When you make a ranged attack, you can spend a Destiny Point 
to ignore all cover on attacks until the beginning of your next turn, 


UNLEASHED MIGHTY SWING 
Your melee attacks are particularly devastating. 

Prerequisite: Mighty Swing feat, Unleashed feat. 

Benefit: When you use the Mighty Swing feat, you can spend a Destiny 
Point to gain a +5 bonus on attack rolls and damage rolls, and you can make 
an automatic trip attack (as with the Trip feat) against the target, also with 
a +5 bonus on the opposed grapple check. 


UNLEASHED PENETRATING 
ATTACK 
Your attacks punch right through the defenses of your opponents. 
Prerequisites: Penetrating Attack, Unleashed feat. 
Benefit: When you make an attack (either as a single attack or part of 
a full attack action), you can spend a Destiny Point to ignore all damage 
reduction of your targets until the beginning of your next turn. 


UNLEASHED RAGE 
Your unbridled rage is awesome to behold and devastating to your 
enemies. 

Prerequisites: Rage species trait, Unleashed feat. 


Benefit: By spending a Destiny Point at the start of your rage, you gain 
an additional +10 to your melee attack rolls and melee damage rolls and +5. 
to your Fortitude Defense. At the end of your rage, you move -2 persistent 
steps along the condition track. The penalties imposed by this condition 
persist until you take at least 20 minutes to recuperate, during which time 
you can't engage in any strenuous activity. 

Special: Bonuses and penalties from other feats and talents stack with 
this ability. 


UNLEASHED SKIRMISHER 
You move with uncanny speed, unleashing a devastating attack against 
your foes. 

Prerequisites: Skirmisher, Unleashed feat. 

Benefit: When you gain the benefit of the Skirmisher talent on a melee 
‘or ranged attack, you can spend a Destiny Point to get an automatic criti- 
cal hit on your attack and gain a bonus to your base damage equal to the 
number of squares you moved, 


UNLEASHED SNEAK ATTACK 
You strike with the ultimate sneak attack at the most opportune moment. 

Prerequisites: Sneak Attack, Unleashed feat. 

Benefit: When you make an attack that deals extra damage thanks to 
the Sneak Attack talent, you can spend a Destiny Point to gain a +5 bonus 
‘on your melee or ranged attack roll and deal an extra 5d6 points of damage 
with a successful hit. You must be within 6 squares of the target to make 
‘a sneak attack with a ranged weapon. This extra damage stacks with any 
damage bonus provided by the Sneak Attack talent. 


UNLEASHED STRAFE 

Your expanded strafing attack is devastating within its fire zone. 
Prerequisites: Strafe feat, Unleashed feat, weapon with autofire. 
Benefit: When you use the Strafe feat, you can spend a Destiny Point to 

target.an area 4 squares long by 3 squares wide. 


UNLEASHED WHIRLWIND 
ATTACK 
Your whirlwind attack is particularly effective and powerful. 
Prerequisites: Unleashed feat, Whirlwind Attack feat. 
Benefit: When you use the Whirlwind Attack feat, you can spend a 
Destiny Point to gain a +5 bonus on your attack roll and knock prone any 
targets you damage. 
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Prestige classes enable characters to specialize, gaining new talents and 
abilities unattainable through other classes. These classes allow players to 
develop their characters around specific concepts, roles, or character types. 
As always, prestige classes are optional, and the Gamemaster has the final 
say on which ones, if any, are allowed in the campaign. The prestige classes 
presented here enhance Dark Times or Force Unleashed campaigns, but they 
can be used in any era of play. 

All the new prestige classes described in this chapter are suitable for 
player or Gamemaster use. To qualify for a particular prestige class, a char- 
acter must meet all the class's prerequisites. The players and Gamemaster 
should work together to generate adventures and story lines that allow a 
player to take these classes. 


New TALENTS FOR 
EXISTING PRESTIGE 
CLASSES 


This chapter features six new prestige classes suitable for a Force Unleashed 
campaign and also includes several new talent trees for existing prestige 
classes. Like those new talent trees for core classes (Jedi, noble, scoundrel, 
scout, soldier) in the previous chapter, any character taking a level in the 
designated prestige class that would normally grant the talent can take one 
of these talents. Even though a prestige class description might not mention 
these talent trees specifically, they are considered to be a part of the list of 
suitable talent trees for that prestige class. 

For example, in the description of the Talents granted to the elite trooper 
prestige class that appear in the Saga Edition core rulebook, the text states 
that a character can choose talents from the Weapon Master talent tree, the 
Commando talent tree, or the Camouflage talent tree. This chapter presents 
the Critical Master talent tree for the elite trooper, which is considered to 
be on the list of talent trees for the elite trooper just like the other three. 
Any talent that relies on a character's class level considers the levels of all 
classes that have access to that talent cumulative. 

However, none of the new talent trees granted to core classes by this book 
are added to the list of approved talent trees for that prestige class unless 
specifically noted in that talent tree's description. Though the elite trooper 
has access to the Commando talent tree of the soldier class, he does not gain 
access to the Mercenary talent tree from the previous chapter even though 
it is considered a soldier talent tree. New talents for existing talent trees are 
treated no differently from any other talent in that tree. 
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New PRESTIGE CLASS 
TALENTS 


This section presents new talents for several of the prestige classes in the 
Saga Edition core rulebook. 


BOUNTY HUNTER TALENTS 
The following talents are intended for use with the bounty hunter prestige 
class. 


BOUNTY HUNTER TALENT TREE 

The following new talents belong to the Bounty Hunter talent tree, which 
is available to members of the bounty hunter prestige class. Any character 
who has levels in the bounty hunter prestige class can choose from these 
talents as well, 

Fearsome: Your reputation precedes you, striking fear in your target. Any 
opponent within 6 squares whose level is equal to or less than your heroic 
level takes a ~1 penalty on attack rolls made against you. 

Prerequisite; Notorious. 

Signature Item: You are famous for using certain items, and you have 
become skilled at wielding them. You select a single weapon, suit of armor, 
vehicle, starship, or other item. While wielding that weapon, wearing that 
armor, piloting that vehicle, or otherwise using that item, you gain a +2 
morale bonus on opposed skill checks. 

You can select this talent multiple times. Each time you do so, you choose 
a new object to be your signature item. The effects of multiple signature 
items are cumulative with one another, increasing this morale bonus by 1 
each time. 

Jedi Hunter: You are skilled at fighting Jedi and other Force-users. You 
gain a +1 insight bonus to Fortitude and Will Defense and deal +1 die of 
damage against characters who have the Force Sensitivity feat. 


ELITE TROOPER TALENTS 
The following talents are intended for use with the elite trooper prestige 
class. 


CRITICAL MASTER TALENT TREE 
Some elite troopers know exactly where to strike their foes to deal maximum 
damage, potentially crippling their enemies in the process. 

Deny Move: When you score a critical hit with a melee or ranged attack, 
your target cannot move on its next turn. 

Prerequisite: Reduce Mobility. 

Extended Critical Range (heavy weapons): When you are using a heavy 
weapon, you extend the weapon's critical range by 1 (for example, 19-20 
instead of 20). However, anything other than a natural 20 is not considered 


an automatic hit; if you roll anything other than a natural 20 and still miss 
the target, you do not score a critical hit. 

Prerequisites; Base attack bonus +10, Weapon Proficiency (heavy weap- 
ons) feat. 

Extended Critical Range (rifles): When you are using a rifle, you extend 
the weapon's critical range by 1 (for example, 19-20 instead of 20). However, 
anything other than a natural 20 is not considered an automatic hit; if you 
rojl anything other than a natural 20 and still miss the target, you do not 
score a critical hit. 

Prerequisites: Base attack bonus +10, Weapon Proficiency (rifles) feat, 

Flurry Attack: Choose a single weapon group or exotic weapon you are 
proficient with. When you score a critical hit with a weapon from that group, 
you can make one immediate extra attack (in addition to the other effects 
of a critical hit) against a single target within range. You may only use this 
talent once per turn. You can select this talent multiple times. Its effects do 
not stack. Each time you take the talent, it applies to a new weapon group 
or exotic weapon. 

Prerequisite: Weapon Proficiency feat for chosen weapon. 

Knockback: When you score a critical hit against a target no more than 
two size categories larger than you are, you can choose to move that oppo- 
nent 1 square in any direction as a free action. You cannot use this talent on 
an opponent that is being grabbed or grappled, and you cannot move your 
target into a solid object or another creature's fighting space. 

Reduce Defense: When you score a critical hit with a melee or ranged 
attack, your target takes a -2 penalty to Reflex Defense until itis fully healed 
{at maximum hit points). 

Reduce Mobility: When you score a critical hit with a melee or ranged 
attack, you reduce the target's speed by half until it is fully healed (at 
maximum hit points). 


FORCE ADEPT TALENTS 
The following talents are intended for use with the Force adept prestige 
class. 


IMPERIAL INQUISITOR TALENT TREE 

The Imperial Inquisitors are a special group of dark Jedi who work for the 
Empire. Trained to hunt down and destroy the remaining Jedi whenever they 
are found, Imperial inquisitors are steeped in the lore of the dark side, A 
character must be a member of the Inquisitorius and have a dark side score 
of 1+ to take talents from this tree. 

Cower Enemies: When you use the Persuasion skill to intimidate, you 
can intimidate all targets in a 6-square cone (originating from your square) 
instead of intimidating a single target. All other limitations to the intimidation 
use of the Persuasion skill still apply. 

Prerequisite: Force Interrogation. 


Force Interrogation: When you deal damage to one or more creatures 
by using a Force power, you can immediately make a Persuasion check as a 
free action to intimidate a single target you damaged. 

Inquisition: You are particularly adept at dealing with Force-sensitive 
foes. You gain a +1 bonus on attack rolls and deal +1 die of damage against 
targets that have the Force Sensitivity feat. 

Unsettling Presence: You can spend a Force Point as a standard action 
to create an aura of unsettling discomfort around you. You make a Use the 
Force check when you activate this talent and compare the check result to 
the Will Defense of any creature that comes within 6 squares of you. If your 
Use the Force check result exceeds the creature's Will Defense, that target 
takes a -2 penalty on attack rolls and skill checks while within 6 squares of 
you, This aura lasts for the remainder of the encounter. 

Prerequisite: Force Interrogation 


YEDI KNIGHT TALENTS 
The following talents are intended for use with the Jedi Knight prestige 
class. 


New Duelist Talents 

The following new talents belong to the Duelist talent tree, which is available 
to members of the Jedi Knight and Sith apprentice prestige classes. Any 
character who can normally choose talents from the Duelist talent tree can 
choose from these talents as well. 

Improved Lightsaber Throw: You can spend a Force Point as a standard 
action to throw your lightsaber at a group of opponents. You make a single 
ranged attack roll (treating the lightsaber as a thrown weapon) and compare 
the result to the Reflex Defense of all targets in a 6-square line originating 
in your square. If your attack roll result exceeds a target's Reflex Defense, 
you deal normal lightsaber damage to that target (dealing half damage if 
you fail to exceed the target's Reflex Defense). This attack is considered 
an area attack. 

You can pull your lightsaber back to your hand asa swift action by making 
a DC 20 Use the Force check, 

Prerequisite: Lightsaber Throw. 

Thrown Lightsaber Mastery: Any target successfully struck by a light- 
saber you throw moves at half speed (round down) until the beginning of 
your next turn, 

Prerequisites: Improved Lightsaber Throw, Lightsaber Throw. 


PRESTIGE CLASS BASIC DESCRIPTION 

Enforcer Elite law enforcement operative 

Independent droid Extremely autonomous and specialized droids 
Infiltrator Covert and military operatives 

Master privateer Expert raider for hire 

Medic Versatile and mobile healer 

Saboteur Disruptive agent able to attack unlikely targets 
ENFORCER 


The vital task of law enforcement takes many forms throughout the galaxy. 
Backwater constables, Sector Rangers, corporate security forces, city police, 
and some types of Imperial agents are a few of the typical examples. The 
rise of the Empire and its ever-growing governmental intrusiveness brings 
about a great increase in enforcers of all types. 
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Enforcers are elite law enforcement officers and agents. In respectable 
organizations, they are the most skilled investigators, the best patrol officers, 
and often leaders within their departments. In corrupt organizations, they 
might use special connections to gain their position, but they still have a 
degree of ability, if not integrity. Both honest and corrupt enforcers can be 
found at any level and any organization. 

Honest enforcers are dedicated and driven to keep the peace and capture 
the bad guys. They often aspire to high levels of morality, fairness, and justice. 
Just because they're honest doesn't mean they don't support the Empire. 
They might be dedicated to the Empire's ideals, yet unaware or disbelieving 
of its worst offenses. 

Corrupt enforcers are self-serving. They use their position to gain personal 
fortune or power, operating individually or in concert with others in their 
organization. They might not possess the appropriate attitude for the job, 
but they have at least enough skill to hang on to it. 

An enforcer's duties and abilities vary by assignment. Urban patrols pursue 
suspects through congested cityscapes. Sector Rangers use a broad set of 
abilities to investigate and track down criminals throughout their own sector 
of space. Imperial Security Bureau and COMPNOR agents rely on political 
power and fear as much as natural investigative talents and training to hunt 
down Rebels and other opponents of the New Order. 

In a Force Unleashed campaign, enforcer characters might find their 
loyalty to their positions as upholders of the law conflicting with the new 
political reality of the New Order. How these enforcers balance this pressure 
should be integral to character development and have some influence on 
the direction of the campaign. 


TABLE 3-2: THE ENFORCER ~ 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES 
Ist +0 Defense bonuses, resources, talent 
2nd + Targeted suspect +1 
3rd +2 Talent 
4th +3 Targeted suspect +2 
5th +3 Talent 
6th +4 Targeted suspect +3 
7th +5 Talent 
8th +6 Targeted suspect +4 
9th +6 Talent 


oth +7 Targeted suspect +5 


EXAMPLES OF ENFORCERS IN 
STAR WARS 

Corporate Sector Authority Security, Corran Horn, CorSec agents, Sector 
Rangers, ISB agents, high-level COMPNOR operatives. 


REQUIREMENTS 
To qualify to become an enforcer, a character must fulfill the following 
criteria. 
Minimum Level: 7th. 
Trained Skills: Gather Information, Perception. 
Talents: At least one talent from the Survival talent tree. 
Special:Must belong to a law enforcement or similar security 
organization. 


GAME RULE INFORMATION 
Enforcers have the following game statistics. 


Hit Points 
At each level, enforcers gain 1d8 hit points + their Constitution modifier. 


Force Points 
Enforcers gain a number of Force Points equal to 6 + one-half their character 
level, rounded down, every time they gain a new level in this class. 


CLASS FEATURES 
The following are features of the enforcer prestige class. 


Defense Bonuses 
At Ist level, you gain a +4 class bonus to your Reflex Defense and a +2 class 
bonus to your Will Defense. 


Resources 
You have access to additional resources provided by your department or 
organization. Each time you gain a level, you receive restricted or military 
‘equipment (including weapons or vehicles) equal in value to your heroic level 
% 2,000 credits. The equipment appears in a civilized, accessible location 
of your choice. 

You can choose not to receive any resources when you gain a level, instead 
adding the value of any equipment you would normally gain to the resources 
you gain at your next level. 


Talents 

At every odd-numbered level (1st, 3rd, Sth, and so on), you select a talent. 
The talent can be selected from the Survivor talent tree (see page 50 of the 
Saga Edition core rulebook) or the Enforcement talent tree (presented below). 


You must meet the prerequisites (if any) of the chosen talent. No talent can 
be selected more than once unless expressly indicated. 


ENFORCEMENT TALENT TREE 
You are a trained investigator who can locate and apprehend a quarry with 
exceptional speed and prowess. 

Cover Bracing: You can brace a weapon set on autofire as a single swift 
action (instead of two) if you are adjacent to an object (including walls, 
barriers, and vehicles) that provides you with cover from all of the target 
squares. 

Intentional Crash: You know how to intentionally crash an opponent's. 
moving vehicle. When you successfully deal damage to a vehicle by ramming 
it, your vehicle takes half damage from the ram. Additionally, if the target 
vehicle is the same size as your vehicle or smaller, that vehicle cannot move 
in the following round, 

Prerequisite; Trained in the Pilot skill, 

Nonlethal Tactics: When you are using a ranged weapon set to stun, 
stun grenades, nets, or stun batons, you gain a +1 bonus on your attack roll 
and deal +1 die of stun damage. 

Pursuit: When running, you are not restricted to a straight line (see 
“Endurance,” page 66 of the Soga Edition core rulebook) and you can reroll 
Endurance checks, using the better result, while running. 

Prerequisite: Dexterity 13. 

Respected Officer: You have a reputation that causes allies and enemies 
to treat you with respect. You automatically improve the attitude of an 
indifferent character to friendly with no check required (see “Persuasion,” 
page 71 of the Saga Edition core rulebook). 

Slowing Stun: When you move a target at least -1 step along the 
condition track with an attack, its speed is halved until all conditions are 
removed. 

Takedown: When you successfully make a melee attack and deal damage 
at the end of a charge, you knack your target prone as well, provided your 
opponent is no more than one size category larger than you. 


Targeted Suspect 

The time you spend investigating a suspect results in benefits when you 
are dealing with the suspect during an encounter. If you spend a full-round 
action observing an opponent in combat, you gain a bonus on attack rolls and 
Deception, Perception, and Persuasion checks equal to one-half your class 
level (rounded down). The benefits last for the remainder of the encounter, You 
cannot use this ability until after your opponent has acted during combat. 
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INDEPENDENT DROID 
Although many droids in the galaxy function on their own, some become 
highly independent and self-sufficient. These specialized droids prefer to 
operate on their own, or in the company of a specific group useful to their 
current needs. 

Members of this prestige class usually must experience a program- 
breaking event. This event could occur as the result of conflicting orders, a 
malfunctioning processor, or a deliberate action taken by a droid program- 
mer—either an organic creature or another droid. Players and Gamemasters 
are encouraged to develop such an event before using this prestige class. 

Independent droids express their individuality much more strongly than 
a typical droid unit does. One might focus on a very narrow segment of its 
programming. Another might develop a complex or damaged personality. 
Independent droids universally reject the notion that they are owned by 
anyone, though the more deceptive or pragmatic units among them could 
give the appearance of having such an attitude if they believe that doing so is 
necessary to ultimately retain their independence or avoid a memory wipe. 

In a Force Unleashed campaign, independent droids might show up on 
any world. Some worlds, such as the junk world of Raxus Prime, could have a 
large number of these droids. Droids that survived the Clone Wars but were 
subsequently abandoned, stranded, or isolated for other reasons are likely 
candidates for this prestige class. 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES 
Ist +0 Defense bonuses, sapience, talent 
2nd #1 Independent spirit +1 
3rd 42 Talent 
4th +3 Independent spirit +2 
5th 43 Talent 
6th +4 Independent spirit +3 
7th +5 Talent 
8th +6 Independent spirit +4 
9th +6 Talent 


10th 7 Independent spirit +5 


EXAMPLES OF INDEPENDENT 
DROIDS IN STAR WARS 
HK-47, |G-88, PROXY, Blue Max, Bollux. 


REQUIREMENTS 
To qualify to become an independent droid, a character must fulfill the 
following criteria. 

Minimum Level: 3rd, 

Trained Skills: Use Computer. 

System: Heuristic Processor. 

Special: Droids only. 


GAME RULE INFORMATION 
Independent droids have the following game statistics. 


Hit Points 
At each level, independent droids gain 1d12 hit points. 


Force Points 

Independent droids gain a number of Force Points equal to 6 + one-half 
their character level, rounded down, every time they gain a new level in 
this class, 


CLASS FEATURES 
The following are features of the independent droid prestige class. 


Defense Bonuses 
At 1st level, you gain a +2 class bonus to your Reflex Defense and +4 class 
bonus to your Will Defense. 


Sapience 
You can choose to have your droid immunities not apply to any mind-affect- 
ing effect, allowing you to benefit from mind-affecting abilities that provide 
positive effects. 

Additionally, you have permanently disabled your behavioral inhibitor, 
enabling you to take any desired action. Furthermore, you are immune to 
the effects of restraining bolts. 


Talents 

At every odd-numbered level (1st, 3rd, 5th, and so on), you select a talent. 
The talent can be selected from the Autonomy talent tree or the Specialized 
Droid talent tree (both presented below). You must meet the prerequisites (if 
any) of the chosen talent. No talent can be selected more than once unless 
expressly indicated. 


AUTONOMY TALENT TREE 


You are able to resist any attempts to curb your independence and can fight 
back against anyone that tries to suppress your personality. 

Defensive Electronics: You defend your independence from all. When 
someone tries to reprogram you, add your class level to your Will Defense, 

Jon Resistance 10: You gain DR 10 against ion damage. 

Soft Reset: You are adept at rerouting your internal electronics. If you are 
moved to the bottom of the condition track by any means other than taking 
damage exceeding your damage threshold, you automatically move +1 step 
along the condition track after being disabled for 2 rounds. 

Modification Specialist: You have become skilled at reprogramming 
and modifying your own systems. You do not incur the normal -5 penalty 
on Mechanics and Use Computer checks to reprogram yourself or perform 
self-modifications (see page 197 of the Saga Edition core rulebook). 

Repair Self: When you repair yourself (using the repair droid application 
of the Mechanics skill), you repair 1 additional hit point for each point by 
which your check exceeds the DC. 


SPECIALIZED DROID TALENT TREE 
You have become more specialized than other droids of the same ora similar 
model. 

Computer Language: You can use your Persuasion modifier instead of 
your Use Computer modifier when making Use Computer checks. You are 
considered trained in the Use Computer skill for the purpose of using this 
talent. If you are entitled to a Use Computer check reroll, you can reroll 
your Persuasion check instead (subject to the same circumstances and 
limitations). 

Prerequisite: Must know the Binary language. 

Computer Master: You can reroll any opposed Use Computer check, 
using the better result. 

Enhanced Manipulation: You have improved appendage manipulation 
routines. You can take 10 when making any Dexterity-based skill check, even 
if you are threatened or would not normally be able to take 10. 

Prerequisite: Dexterity 15. 

Hotwired Processor: You gain temporary processing power, enhancing 
your mental attributes. When you hotwire your processor (a swift action), 
you gain a +5 circumstance bonus on Intelligence- and Wisdom-based skill 
checks and @ +1 circumstance bonus on ranged attack rolls. A hotwiring lasts 
for a number of rounds equal to one-half your level (rounded down). 

When the hotwiring ends, you move -1 persistent step along the condi- 
tion track. The penalties imposed by this condition persist until you receive 
repairs (using the repair droid application of the Mechanics skill). 
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Power Surge: You temporarily surge your power systems to enhance your 
physical abilities. When you initiate a power surge (a swift action), you gain 
a +1 circumstance bonus on melee attack rolls, +1 die of damage on melee 
damage rolls, and an increase of 2 squares to your speed. A power surge lasts 
for a number of rounds equal to one-half your level (rounded down). 

At the end of a power surge, you move -1 persistent step along the condi- 
tion track. The penalties imposed by this condition persist until you receive 
repairs (using the repair droid application of the Mechanics skill). 

Skill Conversion: When you reprogram yourself, you can sacrifice a single 
trained skill for a bonus Skill Focus feat. You must meet the prerequisites 
for the feat (you must be trained in the skill you choose to gain Skill Focus 
for), and you can do this only once per reprogramming. 


Independent Spirit 

At 2nd level, you gain the ability to assert your independence and protect 
yourself from harm. Once per encounter, you can grant yourself a morale 
bonus to any defense score (your choice) as a reaction. This bonus is equal 
to one-half your class level (rounded down). 


INFILTRATOR 

Infiltrators come in many guises, such as spies, moles, special forces opera~ 
tives, and secret agents. Infiltrators specialize in secretly penetrating enemy 
strongholds or organizations and carrying out their missions from within. 

Infiltrators typically operate individually or in small groups. Their training 
emphasizes stealth, discreet combat, and covert penetration techniques. They 
typically have less combat training than commandos and are better trained 
and more mission-specific than saboteurs, Covert infiltrators operate for 
extended periods of time within an organization. Aggressive infiltrators carry 
out specific combat missions, on their own or in support of commandos or 
other military units. 

Bothan infiltrators are highly effective and a critical part of the Bothan 
Spy Network. They use the network as much as the network uses them. 
They gain access to network resources, while they are a resource to the 
network in and of themselves. They use this arrangement to their advantage 
whenever possible. 

In a Force Unleashed campaign, Imperial operatives of all sorts might be 
infiltrators, Covert spies or ISB agents work to discern any hint of sedition, 
rebellion, or simply dissent with the New Order. Military infiltrators are 
deployed where dissenters are well armed, or to make a public statement 
Anti-Imperial operatives might secretly work for dissident Senators, trying 
to penetrate the workings of the plethora of new organizations that have 
sprung up within the new Imperial government. 


EXAMPLES OF INFILTRATORS IN 
STAR WARS 
Lt. Judder Page, Sabé, Shira Brie, Winter, Bothan Spynet operatives. 


REQUIREMENTS 
To qualify to become an infiltrator, a character must fulfill the following 
criteria. 

Minimum Level: 7th. 

Trained Skills: Perception, Stealth. 

Feats: Skill Focus (Stealth). 

Talents: At least two talents from the Camouflage or Spy talent trees. 


GAME RULE INFORMATION 
Infiltrators have the following game statistics. 


Hit Points 
At each level, infiltrators gain 1d8 hit points + their Constitution modifier. 


Force Points 


Infiltrators gain a number of Force Points equal to 6 + one-half their character 
level, rounded down, every time they gain a new level in this class, 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES: 
\st +0 Defense bonuses, talent 
2nd 4 Unarmed stun (+1 die) 
3rd +2 Talent 
4th 43 Lead infiltrator 
5th 8 Talent 
6th +4 Unarmed stun (+2 dice) 
7th +5 Talent 
8th +6 Lead infiltrator 
9th +6 Talent 
toth +7 Unarmed stun (+3 dice) 


CLASS FEATURES 
The following are features of the infiltrator prestige class. 


Defense Bonuses 
At Ist level, you gain a +4 class bonus to your Reflex Defense and a +2 class 
bonus to your Will Defense. 


Talents 

At every odd-numbered level (1st, 3rd, 5th, and so on), you select a talent. 
The talent can be selected from the Camouflage talent tree (see page 49 of 
the Saga Edition core rulebook), the Spy talent tree (see page 28), the Infil- 
tration talent tree, or the Bothan Spynet talent tree (both presented below). 
You must meet the prerequisites (if any) of the chosen talent. No talent can 
be selected more than once unless expressly indicated. 


INFILTRATION TALENT TREE 
You are trained to secretly infiltrate enemy strongholds and organizations 
by force or by guile. 

Always Ready: You are accustomed to operating in response to enemy 
actions. When your readied action is triggered, it does not change your 
initiative count (see page 162 of the Saga Edition core rulebook). 

Prerequisite: Trained in the Initiative skill. 

Concealed Weapon Expert: You are deadly with an unarmed strike, 
hold-out blaster, dagger, or vibrodagger or other small, concealable weapon 
{as determined by the Gamemaster), Once per round you can use a swift 
action to reroll an attack using one of these weapons, but you must take the 
second result, even if it is worse. 

Creeping Approach: As a swift action, you can designate a single oppo- 
nent within 12 squares that is unaware of you as the target of this talent. 
Until the beginning of your next turn, that target may not make Perception 
checks to notice you, even if you enter the target's line of sight. If you or any 
of your allies attack the target, the effect of this talent ends. 

Prerequisite: Trained in the Stealth skill. 

Set for Stun: You are particularly adept with stun weapons. If you are 
using a ranged weapon that deals stun damage (including a lethal weapon 
set to stun), you can spend two consecutive swift actions in the same round 
to activate this talent. If the stun damage on your next attack exceeds the 
target's damage threshold, you move the target -3 steps along the condition 
track instead of the normal -2. 

You lose the benefit of this talent if you lose line of sight to your target 
or if you take any other action before making your attack. 

Silent Takedown: You are skilled at quietly knocking out or eliminating 
guards and others when they are caught unaware. If you damage an opponent 
that is unaware of you, that opponent cannot speak or make other noises 
until the end of your next turn. This is a stunning effect. 

Prerequisite: Trained in the Stealth skill. 
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BOTHAN SPYNET TALENT TREE 


You are trained to work within the famed Bothan Spynet. The spynet is @ 
secret collection of organic and electronic resources and personnel spread 
throughout the galaxy, accessed by computer or in person. 

Bothan Resources: Your status within the Spynet gives you access to 
additional resources, and you know the best sources for restricted or rare 
items. With a successful DC 20 Gather Information check, you can purchase 
standard weapons, equipment, and transport services at 50% of the going 
rate, or exotic and restricted weapons, equipment, and transport services 
at 75% of the going rate, 

Prerequisite: Spynet Agent. 

Knowledge Is Life: As a swift action, you can designate a single target 
within line of sight and make a Knowledge (galactic lore) check against a DC 
equal to 15 + the target's CL. If the check is successful, for the remainder 
of the encounter you gain a +2 morale bonus to the defense score of your 
choice against that target. 

Prerequisite: Spynet Agent. 

Knowledge Is Power: Asa swift action, you can designate a single target 
within your line of sight and make a Knowledge (galactic lore) check against a 
DC equal to 15 + the target's CL. If the check is successful, for the remainder 
of the encounter you score a critical hit against that target on a natural roll 
of 19 or 20, If you have another ability that increases your weapon's critical 
range against that target (such as the elite trooper's extended critical range 
talent, or the Jedi Knight's Vaapad talent), you increase this range by 1 (for 
example, from 19-20 to 18-20). However, anything other than a natural 20 
is not considered an automatic hit; if you roll anything other than a natural 
20 and still miss the target, you do not score a critical hit. 

Prerequisite: Spynet Agent. 

Knowledge Is Strength: As a swift action, you can designate a single 
target within your line of sight and make a Knowledge (galactic lore) check 
against a DC equal to 15 + the target's CL. If the check is successful, for 
the remainder of the encounter you gain a +2 morale bonus on attack rolls 
against that target. 

Prerequisite: Spynet Agent. 

Six Questions: You have mastered the basic Bothan philosophy of Six 
Questions to glean more information from contacts through fewer questions. 
As a swift action, you can make a Knowledge (galactic lore) check against 
a DC equal to 15 + the target's CL. If the check is successful, you learn a 
target character's level, classes, and ability scores, and the target's available 
Force Points and Destiny Points. 

Prerequisite: Spynet Agent. 

Spynet Agent: You can use your Gather Information check modifier 
instead of your Knowledge (galactic lore) check modifier when making Knowl- 
edge (galactic lore) checks. You are considered trained in the Knowledge 
(galactic lore) skill for the purpose of using this talent. If you are entitled to 


a Knowledge (galactic lore) reroll, you can reroll your Gather Information 
check instead (subject to the same circumstances and limitations). 
Prerequisites: Bothan species, or two talents from the Infiltration tree. 


Unarmed Stun 

Starting at 2nd level, you can use your unarmed attacks to deal stun damage. 
You must designate your intention to stun your target before the attack is 
made, and you deal +1 die of damage on your unarmed attack, which deals 
stun damage. At 6th level, this extra damage increases to +2 dice, and at 
10th level it increases to +3 dice, 


Lead Infiltrator 

Starting at 4th level, you are an effective leader of infiltration teams. You 
can make a Stealth check for a number of allies within line of sight equal to. 
your Charisma bonus (minimum one), using your check result in place of their 
Stealth checks. At 8th level, you double the number of allies you can lead 
using this ability. Allies must stay within line of sight to retain this bonus, 


MASTER PRIVATEER 
Governments, large corporations, and other organizations have hired pri- 
vateers throughout galactic history. Privateers might operate from a single 
armed ship, or they might control fleets of cruisers and starfighters. During 
the Clone Wars, the Confederacy of Independent Systems was known to use 
privateers to bolster its forces, especially late in the war, This might have also 
been a tactic to induce pirate forces to attack Republic shipping, drawing 
the pirates away from the CIS's own lucrative mercantile shipping networks, 
Though privateers are more active during wartime, they also operate during 
peacetime in more volatile sectors or systems. 

Typically, a privateer operates under a letter of marque from an authoriz~ 
ing government or a corporate entity that controls a large region of space. 
A letter of marque offers a form of legitimacy to justify actions that most 
would consider nothing more than piracy. Indeed, on the surface, pirates 
and privateers operate in much the same fashion. They privately own and 
operate armed vessels that attack merchant shipping and take the cargoes 
for themselves. Whereas pirates attack whomever they please, privateers 
are theoretically restricted to ships of specific governments or ownership, 
as authorized by the letter of marque. Pirates treat prisoners as they see fit, 
perhaps offering them up for ransom or selling them into slavery. Privateers 
must treat captured personnel as prisoners of war during wartime, or as 
specified by their letter of marque at other times. 

Master privateers are experts at the art of stopping and seizing vessels. 
They are skilled pilots, capable combatants, and shrewd negotiators. They 
are familiar with people and regions that are likely to be friendly (or at least 
tolerant) toward privateers and are thus able to obtain letters of marque with 


some regularity. The line between pirates and privateers is often blurred, and 
legitimate privateers sometimes ultimately cross the line into piracy. 
During the Dark Times, the Empire considers privateers to be pirates and 
treats them as such. Thus, active privateers have been forced to the fringes 
of the galaxy during this time. The future Rebel Alliance would eventually 
experiment with using privateers, but that would prove to be a very contro- 
versial decision, and it did not gain widespread support in the Alliance. 


EXAMPLES OF MASTER 
PRIVATEERS IN STAR WARS 
Bakken, Captain Dhas Vedij of the Far Orbit, Grov Bricker, Urias Xhaxin. 


REQUIREMENTS 
To qualify to become a master privateer, a character must fulfill the fol- 
lowing criteria. 

Minimum Level: 7th. 

Trained Skills: Deception, Pilot. 

Feats: Vehicular Combat. 

Talents: At least two talents from the Misfortune, Smuggling, or Space- 
hound talent trees. 


GAME RULE INFORMATION 
Master privateers have the following game statistics. 


Hit Points 
At each level, master privateers gain 1d10 hit points + their Constitution 
modifier. 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES 
Ist 4 Defense bonuses, talent 
2nd +2 Veteran privateer (1/encounter) 
3rd +3 Talent 
4th ae Veteran privateer (2/encounter) 
Sth +5 Talent 
6th +6 Veteran privateer (3/encounter) 
7th +7 Talent 
8th +8 Veteran privateer (4/encounter) 
Sth +9 Talent 


10th +10 Veteran privateer (5/encounter) 


i eSLavnS 


v 
» 
® 
a) 
2 
@ 
n) 
Q 
fe 
> 
i) 
fo) 
D) 
0) 


1 SSsieenS 


Ssessvis sal.ssua 


Force Points 

Master privateers gain a number of Force Points equal to 6 + one-half 
their character level, rounded down, every time they gain a new level in 
this class. 


CLASS FEATURES 
The following are features of the master privateer prestige class. 


Defense Bonuses 
At 1st level, you gain a +2 class bonus to your Reflex Defense and a +4 class 
bonus to your Will Defense. 


Piracy 

Even though you are a legitimate privateer, piracy is a great temptation to 
you. If you are lost to the dark side, you drop all pretense of privateering, 
you become a known pirate, and you may not take any further levels of 
master privateer. 


Talents 

At every odd-numbered level (1st, 3rd, 5th, and so on), you select a talent. 
The talent can be selected from the Infamy talent tree (see page 210 of the 
Saga Edition core rulebook) or the Privateer talent tree (presented below), 
You must meet the prerequisites (if any) of the chosen talent. No talent can 
be selected more than once unless expressly indicated. 


PRIVATEER TALENT TREE 
You are a veteran of privateering and have learned the secrets of fighting 
aboard starships. 

Armored Spacer: You can use armored spacesuits as if you had the Armor 
Proficiency (heavy) feat. 

Attract Privateer: You attract a loyal privateer lieutenant. The privateer 
is a nonheroic character who has a class level equal to three-quarters of your 
character level, rounded down. 

You can select this talent multiple times. Each time you do so, you gain 
another privateer. Each privateer who accompanies you on an adventure 
is entitled to an equal share of the total experience points earned for the 
adventure. For example, a privateer who accompanies a party of five heroes 
‘on an adventure receives one-sixth of the XP that the group earns. 

Blaster and Blade 1: When you make a single attack with an advanced 
melee weapon as a standard action, you can immediately make an attack with 
a pistol as a free action, provided you have both the advanced melee weapon 
and the pistol in your hands when the melee attack is made. You apply the 
normal penalties for fighting with two weapons to both of these attacks. 

Prerequisites: Dual Weapon Mastery | feat, Weapon Proficiency (advanced 
melee weapons, pistols) feats, 


Blaster and Blade Il: When you are wielding both an advanced melee 
weapon and a pistol, you treat the advanced melee weapon as though you 
were wielding it two-handed (including doubling your Strenath bonus on 
damage rolls). 

Prerequisites: Blaster and Blade |, Dual Weapon Mastery | feat, Weapon 
Proficiency (advanced melee weapons, pistols) feats, 

Blaster and Blade Ill: When you are wielding both an advanced melee 
weapon and a pistol, you can make a full attack as a standard action instead 
of a full-round action, provided you attack with both weapons. 

Prerequisites; Blaster and Blade |, Blaster and Blade II, Dual Weapon Mas- 
tery | feat, Weapon Proficiency (advanced melee weapons, pistols) feats. 

Boarder; You are skilled at boarding hostile vessels. You ignore cover (but 
not improved cover) with your character-scale ranged attacks while aboard 
a starship or space station. 

lon Mastery: You know the typical weaknesses of vehicles and droids, and 
you know how to preserve such targets for capture rather than destroying 
them. When attacking with ion weapons, you gain a +1 bonus on attack rolls 
and deal +1 die of ion damage. 

Multiattack Proficiency (advanced melee weapons): When you make 
multiple attacks with any type of advanced melee weapon as a full attack 
action, you lessen the penalty on your attack rolls by 2. 

You can take this talent multiple times. Each time you do so, you lessen 
the penalty on your attack rolls by an additional 2, 

Preserving Shot: When you deal damage with a vehicle weapon that 
is equal to or greater than both the target vehicle's current hit points and 
the target vehicle's damage threshold (that is, when you would deal enough 
damage to destroy the target vehicle), you can choose to use this talent. 
Instead of dealing full damage, you instead deal half damage to your target 
and move it -1 step along on the condition track. In addition, you disable 
the ship's sublight engines and hyperdrive. The ship cannot move or make 
a jump to lightspeed until it has received repairs (through use of the repair 
object application of the Mechanics skill). 


Veteran Privateer 

Your experience as a privateer has hardened you to the realities of battle, 
granting you the ability to subdue your foes with little difficulty. When you 
make an attack roll, asa free action you can grant yourself a +2 competence 
bonus on that attack roll. You can do this a number of times per encounter 
equal to one-half your class level (rounded down), 


MEDIC 

The galaxy is a dangerous place. Vicious creatures, massive battles, bar- 
room brawls, lethal environments, and other kinds of threats imperil people 
everywhere. Doctors, nurses, and other medical personnel provide vital care 
to the critically injured, but are less available to those operating in the field. 


The medic fills this void, providing on-the-spot advanced medical treatment 
and support. 

Medics are highly trained healers, able to function in the worst of condi- 
tions and circumstances. They possess great knowledge of the healing arts 
and sciences. They know quick and effective treatment methods and use them 
to perform near-miracles to save injured and dying creatures. 

Medics live to heal others. The most altruistic among them heal any and 
all within their abilities. Disillusioned or vengeful medics might choose to 
heal only their allies and companions. Many medics serve as starship medical 
officers, battlefield surgeons, or corporate medical personnel, or in portable 
medical facilities. A medic on the shadier side of society might operate a 
back-alley clinic, serve a criminal organization, or work as the personal 
physician of a crime lord. 


EXAMPLES OF MEDICS IN 
STAR WARS 
Dhagon Gent, Elassar Targon, Jos Vondar, Ton Phanan. 


REQUIREMENTS 
To qualify to become a medic, a character must fulfill the following 
criteria. 

Minimum Level: 7th. 

Trained Skills: Knowledge (life sciences), Treat Injury. 

Feats: Surgical Expertise. 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES 
Ist +0 Defense bonuses, talent 
2nd +1 Medical secret 
3rd +2 Talent 
4th 43 Medical secret 
Sth +3 Talent 
6th +4 Medical secret 
7th 45 Talent 
8th +6 Medical secret 
9th +6 Talent 


10th +7 Medical secret 
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GAME RULE INFORMATION 
Medics have the following game statistics. 


Hit Points 
At each level, medics gain 18 hit points + their Constitution modifier. 


Force Points 
Medics gain a number of Force Points equal to 6 + one-half their character 
level, rounded down, every time they gain a new level in this class, 


CLASS FEATURES 
The following are features of the medic prestige class. 


Defense Bonuses 
At Ast level, you gain a +4 class bonus to your Fortitude Defense and a +2 
class bonus to your Will Defense. 


Talents 

At every odd-numbered level (1st, 3rd, 5th, and so on), you select a talent. 
The talent can be selected from the Advanced Medicine talent tree (presented 
below) or the Survivor talent tree (see page 50 of the Saga Edition core 
rulebook). You must meet the prerequisites (if any) of the chosen talent. No 
talent can be selected more than once unless expressly indicated. 


ADVANCED MEDICINE TALENT TREE 
You are highly trained in medical procedures for all conditions. 

Battlefield Medic: You can use the first aid application of the Treat Injury 
skill on a creature as a standard action instead of a full-round action, 

Prerequisite: Steady Under Pressure. 

Bring Them Back: You can use the revivify application of the Treat Injury 
skill on a target that has died anytime within a number of rounds equal to 
one-half your heroic level, 

Emergency Team: You are skilled at working on and managing an emer- 
gency medical team. Allies automatically succeed on aid another attempts 
when assisting you with Treat Injury checks, 

Extra First Aid: You can use the first aid application of the Treat Injury 
skill one additional time per day on a target that has already received first 
aid for the day. 

Medical Miracle: As a standard action, you can make a DC 20 Treat 
Injury check on an adjacent target. If the check is successful, that target 
immediately uses its second wind, even if it is above half hit points. If the 
target has already expended all of its second winds for the day, this talent 
has no effect. 

Natural Healing: Your extensive knowledge of natural healing allows 
you to make first aid, treat disease, and treat poison (Treat Injury) checks 


without a medical kit, if you have access to appropriate natural substitutes 
{as determined by the Gamemaster), 

Second Chance: If you fail your Treat Injury check, your patient does not 
take any additional damage, nor does it die, even if the failed check would 
normally require it. 

Prerequisite: Steady Under Pressure. 

Steady Under Pressure: You can choose to reroll any Treat Injury check, 
using the better result. 


Medical Secrets 

As your medical skills grow, you gain insight into specific medical procedures 
and treatment of specific species. At each even-numbered level (2nd, 4th, 
6th and so on), you gain a medical secret, giving you a bonus when you use 
a specific application of the Treat Injury skill. You can select a given treat- 
ment only once. 

When you gain this class feature, select a secret from the choices 
below. 

Improved First Aid: When you use a medpac to perform first aid with the 
Treat Injury skill, the creature gains one additional point for every point by 
which your check exceeds the DC (in addition to any extra hit point gained 
normally for exceeding the DC), 

Improved Heal Damage: On a successful surgery attempt to heal 
damage, the target recovers an additional number of hit points equal to 
your class level. 

Improved Long-Term Care: On a successful application of long-term 
care, the target recovers an additional number of hit points equal to your 
class level. 

Improved Perform Surgery: You can attempt a Treat Injury check to 
perform surgery in half the usual time. 

Improved Revivify: You can make a Treat Injury check to revivify someone 
‘as a standard action instead of a full-round action, 

Improved Treatment: You can make a Treat Injury check to treat disease 
or radiation in 1 hour, instead of 8 hours. Also, you can treat up to twice as 
many patients as normal, 

Personal Physician: You take no penalties on your skill checks when using 
the Treat Injury skill on yourself. 


SABOTEUR 

Saboteurs aim to disrupt or destroy the physical mechanisms of their enemies, 
usually covertly and often from within. They might use improvised tools or 
create specialized devices to carry out certain tasks. They rely on stealth and 
secrecy to carry out their missions. A saboteur might work alone in a single 
installation, or as part of a small group for complex or widespread attacks. 
Saboteur missions employ explosives, computer slicing, droid reprogramming, 
and social engineering to achieve their goals. 


The best saboteurs focus their attacks and methods for maximum disrup- 
tion and damage to the systems, objects, or vehicles they want to affect. 
Collateral damage is typically unwanted and counterproductive to their cause, 
especially to sensitive or nonmilitary targets. Many targets are disabled rather 
than destroyed, but the results can still be very effective and demoralizing 
to.an enemy. Many saboteurs must make the most of limited supplies, which 
often forces them to make precise attacks to avoid wasting resources, 

During the Dark Times, saboteurs are among the most radical and prolific 
of the anti-Imperial factions. They might appear at any installation, though 
high security measures make their attacks less likely. Skilled saboteurs are 
difficult for Imperials to defend against, and therefore they are ruthlessly pur- 
sued by all Imperial organizations, especially the Imperial Security Bureau. 


EXAMPLES OF SABOTEURS IN 
STAR WARS 

Kell Tainer, Kyle Katarn (pre-Jedi Knight), Wes Janson, Zann Consortium 
Defilers. 


REQUIREMENTS 
To qualify to become a saboteur, a character must fulfill the following 
criteria. 

Minimum Level: 7th. 

Trained Skills: Deception, Mechanics, Use Computer. 


GAME RULE INFORMATION 
Saboteurs have the following game statistics. 


Hit Points 
At each level, saboteurs gain 1d8 hit points + their Constitution modifier. 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES. 
Ist +0 Defense bonuses, talent, unexpected results 
2nd +1 Destructive 
3rd +2 Talent 
4th +3 Quick sabotage 
5th +3 Talent 
6th +4 Quick sabotage 
7th +5 Talent 
sth +6 Quick sabotage 
Sth +6 Talent 


10th +7 Master saboteur 
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Force Points 
Saboteurs gain a number of Force Points equal to 6 + one-half their character 
level, rounded down, every time they gain a new level in this class. 


CLASS FEATURES 
The following are features of the saboteur prestige class. 


Defense Bonuses 
At Ist level, you gain a +2 class bonus to your Reflex Defense and a +4 class 
bonus to your Will Defense. 


Talents 

At every odd-numbered level (1st, 3rd, Sth, and so on), you select a talent. 
The talent can be selected from the Slicer talent tree (see page 47 of the 
Saga Edition core rulebook), the Misfortune talent tree (see page 46 of the 
Saga Edition core rulebook), the Sabotage talent tree, or the Turret talent 
tree (both presented below). You must meet the prerequisites (if any) of the 
chosen talent. No talent can be selected more than once unless expressly 
indicated. 


SABOTAGE TALENT TREE 


You are skilled at improvising weapons, handling explosives, and disrupting 
the enemy. 

Device Jammer: You can construct a short-range jammer that affects 
a specific type of electronic device such as a personal shield generator, 
comlink, computer, or datapad. As a full-round action, you select a particu- 
lar piece of equipment (any object except a droid, vehicle, or weapon) and 
make a DC 20 Mechanics check. If the check is successful, all devices of the 
chosen type cease to function while within 12 squares of your position for 
the remainder of the encounter. You may only have one jammer (device or 
droid) active at a time. 

Droid Jammer: You can construct a short-range jammer that affects 
droids. As a full-round action, you make a Mechanics check to build the 
jammer. When a droid comes within 6 squares of you, compare the result of 
your Mechanics check to the droid's Will Defense. If your check result equals 
or exceeds the droid’s Will Defense, the droid can take only swift actions as 
long as it remains within the radius of the jammer. Droids that are immune 
to the effect of a restraining bolt are immune to the effect of this talent. 
The jammer functions for the remainder of the encounter. You may only have 
one jammer (device or droid) active at a time. 


Extreme Explosion: You know how to set large charges and use dozens 
of charges for extremely large explosions. You Increase the blast radius of 
any mines or explosives by 1 square. 

Prerequisites: Skilled Demolitionist, Shaped Explosion. 

Mine Mastery: You can place a mine as a standard action instead of a 
full-round action, 

Shaped Explosion: You know how to set charges to direct a blast in a 
specific direction or manner, You can shape an explosion caused by explosives 
or mines that you set into a line or a cone instead of a radius, The length of 
the line is equal to 2 x the radius of the explosive blast, the length of the 
cone is equal to 3 x the radius of the blast, and either the line or the cone 
originates from the square where the explosives are placed, 

Prerequisite: Skilled Demolitionist. 

Skilled Demolitionist: You can set a detonator as a swift action, and 
your explosives never go off as the detonator is being placed, even if you 
fail the check by 10 or more. You must still roll to determine if the charge 
otherwise goes off as planned (see "Mechanics," page 69 of the Saga Edi- 
tion core rulebook). 


TURRET TALENT TREE 
You can construct small, disposable, automated turrets. 

Blaster Turret I: Once per encounter, as standard action you can create 
a blaster turret (Size Tiny, Initiative +4, Perception +4, Reflex Defense 10, 10 
hp, Threshold 8) that can be mounted to any flat surface. The turret fires as 
a standard blaster pistol once per round, using your base attack bonus plus 
your Intelligence bonus and dealing 3d6 points of damage. The turret fires 
at any target you designate (a free action, once per round on your turn), 
though you must remain adjacent to the turret to control it. The turret is 
expended at the end of the encounter. 

Blaster Turret II: Your turret's capabilities increase in the following ways; 
Initiative +8, Perception +8, Reflex Defense 12, 15 hp, Threshold 10, and 
the turret deals 3d8 points of damage. The turret can be directed by remote 
control at a range of 12 squares. 

Prerequisite: Blaster Turret |. 

Blaster Turret Ill: Your turret gains the ability to fire twice per round, 
with a ~5 penalty on each attack roll, and gains DR 5. 

Prerequisites; Blaster Turret |, Blaster Turret I. 

lon Turret: You can construct a turret that is highly effective against 
droids, The turret deals ion damage instead of normal damage. 

Prerequisite: Blaster Turret |. 

Stun Turret: You can construct a nonlethal turret. The turret deals stun 
damage instead of normal damage. 

Prerequisite: Blaster Turret |. 


Turret Self-Destruct: Your turret self-destructs automatically when 
it reaches 0 hit points. It explodes in a 2-square radius, dealing its normal 
damage. If you are adjacent to the turret, you can disable this feature as 
a reaction. 

Prerequisite: Blaster Turret |. 


Unexpected Results 

When you are active as a saboteur, you occasionally see the results of your 
work at unexpected moments, When an enemy making an attack roll against 
you rolls a natural 1 on an attack roll using an advanced melee weapon, 
lightsaber, pistol, rifle, or heavy weapon, that weapon is immediately disabled 
and ceases to function until jt has received repairs (through use of the repair 
object application of the Mechanics skill). 


Destructive 
Starting at 2nd level, you always deal double damage to unattended objects 
and vehicles, 


Quick Sabotage 

You know how to disable equipment quickly and effectively. You can attempt 
a Mechanics check to disable a device by using improvised tools if no security 
kit is available. At 4th level, you can attempt to disable simple devices as 
a swift action. At 6th level, you can attempt to disable tricky devices as a 
swift action, At 8th level, you can attempt to disable complex devices using 
two swift actions. 


Master Saboteur 

When you reach 10th level, you excel at inhibiting and destroying enemy 
equipment. You can reroll any Mechanics check to disable a device or handle 
explosives, using the better result, 


“EXPLOSIVE CHARGES 
ON LEVELS TWO, 
FIVE, AND TWELVE, 
HUST LIKE WE 
PLANNED.” 


—- MASTER RAHM KOTA 
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Though the Rebel Alliance has not yet been formed, and resistance cells 
are scattered throughout the galaxy with no central leadership, heroes still 
have the option of joining up with other like-minded people in pursuit of a 
common goal. In fact, during the Dark Times banding together is often the 
‘only way to survive. Heroes are likely to want to join, or found, their own 
rebellious groups (which might lay the groundwork for the Alliance to form) 
Alternatively, they might seek refuge on the fringes of society, building up 
their own smuggling empire or joining forces with the Black Sun crime syn 
dicate. Regardless of the type of organization they choose to join or found, 
this chapter should give both players and Gamemasters the information they 
need to integrate these organizations into a campaign 

In game terms, an organization is a collection of criteria and benefits 
that measures a character's value to a particular organization. Moreover, an 
organization can provide numerous benefits to its members, benefits that 
increase in value and effect as a member ascends through the organization's 
ranks. Each organization has its own criteria for what makes a good member, 
and as such two heroes of the same level might have widely different ranks 
within the same organization based on their deeds and abilities. Increasing 
one's rank in an organization often requires a member to do extraordinary 
things, perhaps even things he wouldn't normally do, to prove his allegiance 
to the organization or improve his stature. A character can be a member 
of only one organization at any given time (he can have an organization 
score with only a single organization); to gain another organization score, a 
character must abandon his current organization and join a new one. lypi 
cally, a character cannot rejoin an organization he has abandoned, though 
exceptions can be made under special circumstances. 
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FEATURES OF AN 
ORGANIZATION 


All organizations have some common features that describe what the orga- 
nization is all about and what benefits it provides. The following features 
are common to all organization descriptions. 

Type: This section describes the type or function of the organization, 
along with a general description of what the organization does and how it 
goes about its business. Examples include paramilitary groups, crime syndi~ 
cates, and law enforcement agencies. 

Enemies and Allies: This part of an organization entry details the known 
allies and enemies of the organization. Organizations have the potential to 
make friends with powerful people, and at the same time they might offend 
or anger other people in different positions of influence. Some organizations 
will make enemies and allies of other organizations, and these relationships 
are detailed in this section. 

Scale; An organization's scale determines its sphere of influence, where 
its members can be found, and where its resources can be accessed, An 
organization's scale is not necessarily tied to its number of members. For 
example, a noble house from the Tapani Sector might have only a few hun- 
dred members, but its influence is felt across many planets, making it more 
expansive than a planetary militia that has tens of thousands of members, 

Organization Score Criteria: Every member of an organization has an 
organization score that describes how revered or reviled the character is within 
the ranks of the organization. This section describes what it takes to join an 
organization, and then what it takes to rise and fall through the organization's 
ranks based on one's organization score. The basic criteria for joining the 
organization must be observed by all members, although certain criteria for 
advancement and demotion might affect only certain members. 

If a character's organization score drops to 0 or lower, that individual 
is removed from the organization and may not rejoin except under special 
circumstances. 

Criteria Tables: Each organization entry contains criteria tables, which 
‘enumerate the individual acts or attributes that provide bonuses and penal- 
ties to an individual's organization score. 

Titles, Benefits, and Duties: Once a character has an organization score, 
he compares it to the information in this section to determine the good and 
bad aspects of membership. This section gives information on the benefits 
gained by heroes at certain organization scores, as well as the drawbacks and 
duties they face as well. For example, a hero might have access to resources 
he could not normally get elsewhere, while at the same time find himself 
forced to deal with Imperial bounty hunters. 

Roleplaying Applications: Joining an organization is not something one 
does on a whim; it is a commitment that can shape the entire course of a 
character's life. This section describes the roleplaying applications of being 


in an organization, such as how it might change a hero's attitude or how 
it might challenge him on a regular basis. If an organization calls for the 
destruction of a civilian power plant but the hero is a Jedi who has sworn 
to protect civilians from harm, what kind of conflict does that create in the 
character, and how might it be resolved? This sections seeks to raise, and 
answer, questions such as that. 


CREATING A NEw 
ORGANIZATION 


Though this chapter presents several organizations for heroes to join, play- 
ers and Gamemasters might want to craft their own organizations from the 
ground up to personalize their campaigns. If a player wants to found an 
organization and become its leader, she can take the Natural Leader feat 
(see page 34). Other heroes, even members of her own adventuring party, 
can join her organization, or join totally different organizations if they so 
choose. Some players might simply want to be members of a new organization 
(or one not described below), in which case the Gamemaster should craft an 
organization to suit the campaign. 

When you, as the GM, begin creating an organization from scratch, you 
need to have certain pieces of information on hand before you start dealing 
with game mechanics. The following questions should be answered when 
you are ready to begin the organization design process. 


WHAT ARE THE 
ORGANIZATION'S GOALS? 

The most important question you need to answer is what the organization 
sets out to do, Most organizations are unified by their goals. Crime syndicates 
want to make money, governments want to keep order, law enforcement 
agencies want to bring people to justice, and Force traditions want to expand 
their knowledge of the Force. Decide what your organization works toward 
achieving and what they want to accomplish so that you have a better idea 
of why the organization works together. 


WHO Is A MEMBER OF THE 
ORGANIZATION? 

When you determine what kinds of people are members of an organization, 
you help define what a player character is expected to be like as well if he 
joins that organization. If an organization is made up only of Force-sensitive 
Kel Dor, a Rodian scoundrel might not fit in as well as that character's player 
would like. Along the same lines, an organization whose members are made up 
of hundreds of species from around the galaxy would not be likely to accept 
3 member from the Humanocentric Empire who is unwilling to abandon his 
antialien bias. Deciding what kinds of characters fit in well with an organiza~ 
tion also dictates what kinds of characters are engaged with it. 


WHO RUNS THE 

ORGANIZATION? 

‘Ask yourself who is in charge of the organization in question. Is your 
Force tradition ruled by a council of elders who hand down assignments 
from their chambers? Is your noble house led by a charismatic Senator 
or an unscrupulous bureaucrat? Does your business fall under the con- 
trol of a single, powerful decision-maker, or does he in turn answer to 
a shadowy council of investors? An organization's leaders are the ones 
who are likely to dole out assignments or award special recognition to 
@ character, and as such it is important to have an idea of who these 
people might be. 


WHERE DOES THE 
ORGANIZATION OPERATE? 

Defining an organization's general area of operation is essential to deter 
mining its scale. Moreover, an organization might function only in a certain 
region of the galaxy, making it difficult for heroes adventuring in other 
systems and sectors to get in contact with the agents of that organiza~ 
tion. Additionally, many of the resources an organization provides can be 
obtained only within that organization's domain, and as such it should be 
clearly defined what that domain actually encompasses before the creation 
of the organization is finished. 


WHAT DOES THE 

ORGANIZATION DO ON A 
REGULAR BASIS? 

Figure out what kinds of routine tasks the organization undertakes. Do 
agents of your noble house travel to the government center every day to 
participate in politics? Does your paramilitary organization stage raids 
on Imperial outposts once a week? Does your pirate gang prey on pass- 
ing ships every few hours? Regular and routine activities help define the 
organization as a whole and give the GM a better idea of what to expect 
that a heroic member of the organization will need to undertake as a part 
of membership. 


WHO SUPPORTS THE 
ORGANIZATION, AND WHO 
WORKS AGAINST IT? 

Aside from its members and leaders, an organization usually has third-party 
supporters. Nobles who support the cause clandestinely funnel credits into 
the organization's account, and law enforcement agencies look the other 
Way When a group's actions are for the good of the people, if not necessarily 
within the letter of the law. By the same token, every organization has its 
enemies, and they usually work to stymie the group's progress at every turn. 


Determining who works for and against an organization will help flesh out 
enemies and allies during the creation process, 

After you've answered these questions, you can go back and fill in the 
organization's history, notable members, specific history, and so forth. 


DESIGNING A NEw 
ORGANIZATION 


When creating a new organization, you must determine all of the following 
traits. 


TYPE 
An organization's type determines its function, methods, and the scope of 
its power and influence. An organization's type also determines what kind of 
Knowledge check is used to find out more information about that organiza~ 
tion. If you are not sure what type to choose for your organization, take a 
look at other organizations similar to yours and see what type they use. 
Any organization should be classified as one of the types given in the 
following table. Information about an organization can be discovered or 
determined by a character who makes a successful Knowledge check using 
the skill given in the second column. 
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KNOWLEDGE SPECIALTY 
Knowledge (bureaucracy) 
Knowledge (galactic lore) 
Knowledge (social sciences) 
Knowledge (bureaucracy) 
Knowledge (galactic lore) 
Knowledge (bureaucracy) 
Knowledge (galactic lore) 
Knowledge (social sciences) 
Knowledge (social sciences) 


ORGANIZATION TYPE 
Business/ professional 
Community or tribe 

Crime syndicate or outlaw gang 
Enforcement 

Force tradition 
Government/bureaucracy 
Military or paramilitary 

Noble house 

Religion 


ENEMIES AND ALLIES 

Determining whom your organization gets along with and whom it comes into 
conflict with is usually easy. If your organization fights against the Empire, 
chances are the Empire is your enemy. If your organization seeks to end the 
scourge of crime in its sector, crime syndicates are probably your enemy. By 
the same token, if you have goals and methods similar to those of another 
organization, it is likely to be your ally. For example, if your organization is 
a paramilitary group that helps stop interstellar smuggling, law enforcement 
agencies might be your allies. 


SCALE 

Determining an organization's scale is one of the most important parts 
of creating a new organization. An organization's scale determines how 
powerful and influential it is and what resources are available to its 
members. For organizations founded by players, the organization's scale 
is a function of their level and Charisma modifier (see the description 
Of the Natural Leader feat, page 34, for more information on how this 
mechanic works). For other organizations, ones that are more established 
and that have a longer history, the Gamemaster should determine each 
organization's scale based on its history and sphere of influence. The 
organization should have a scale comparable to that of other organizations 
of its type; for example, a pirate gang that preys upon ships throughout the 
Elrood Sector is probably found throughout the sector but likely doesn’t 
have the resources to be everywhere in the sector at once. As such, the 
gang is probably considered influential in multiple systems simultaneously, 
but borders on being sectorwide. The Gamemaster would then choose a 
scale of 12 (multiple systems) for the organization, since it definitely 
covers multiple systems throughout the sector but is not quite as large 
as, say, the sector government. 

Table 4-1: Organization Scale gives scale numbers, as well as the general 
sphere of influence and examples of organizations at each scale. Note that an 
organization might be present at a certain scale but have little influence; for 
example, the Bothan Spynet is present throughout the galaxy, but has real 
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19 


20 


SPHERE OF 

INFLUENCE EXAMPLES 

Small jocalized group Single starship, neighborhood 
Larger localized group Primitive tribe, cantina, trading post 


City area ‘Small noble house, local police 

Small city faction ‘Swoop gang, small Force tradition 

Larger city faction Secret police, underground racing league 

Citywide Moderate Force tradition, city security 
force 

Citywide (larger) Jedi academy, local crime syndicate 

Regional/national Large noble house 

Planetary Corellian Security Force (CorSec), 


House Organa 


Multiple planets Government with colonies, Kota's Militia 


Systemwide System Defense Forces, Colonial military 
Multiple systems Regional government, 

Tapani Sector noble house 
Sector Corporate Sector Authority, Sector Rangers 


Bounty Hunters Guild, Car'das Smugglers, 
Trade Federation, Antarian Rangers 
Bothan Spynet, Hutt Clan, Sith Empire 


Multiple sectors 


Galactic region; Core 
Worlds, Outer Rim, 
‘Expansion Region, etc, 
Multiple galactic Black Sun, Confederacy of Independent 
regions (more than 3) Systems, Yuuzhan Vong invasion 
Partial galactic: Old Republic, Jedi Order, Rebel Alliance 
most known worlds, 
except in some regions 
Galactic; most 

known worlds in the 


New Republic, Galactic Alliance 


primary galactic axis 

Intergalactic; known Galactic Empire 
galaxy and satellite galaxies 

Entire galaxy; all None to date 


known worlds 
plus Unknown Regions 


influence in only a few regions. Additionally, an organization's scale is not 
directly related to the number of members within the organization; clearly, 
any single branch of the Corporate Sector Authority (scale 13) has far more 
members than the Jedi Order (scale 17), yet the Jedi Order has influence 
throughout a much larger portion of the galaxy, 


Organization Scale vs. Power 

An organization's scale is a measure of its power and influence, and is a 
symbolic number that represents a number of factors. When two organiza- 
tions come into conflict, the Gamemaster can use the organization's scale to 
resolve the outcome of that clash if it doesn't require an in-game roleplaying 
solution, For example, if the heroes’ organization decides to raid an enemy 
storehouse, and this raid is not a part of an adventure, the Gamemaster can 
use organization scale to determine the success of failure of the raid. 

When an organization takes action against another organization, you can 
roll a power check to determine which side comes out ahead. To make a power 
check, roll 1d20 and add the organization's scale, comparing it to a similar 
check for the opposing organization, If circumstances are favorable for one 
organization, grant that organization a +2 bonus on its power check; likewise, 
if circumstances are unfavorable, impose a -2 penalty on that organization's 
power check. If the winner of the opposed check exceeds the opponent's 
result by 15 or more, the losing organization suffers a devastating defeat, 
and in some circumstances its scale might be reduced by 1 (as determined 
by the Gamemaster). 

For example, the Lok Revenants (scale 12) decide to attack a convoy 
belonging to the Desilijic Hutt clan (scale 15). Since this conflict is tangential 
to the plot and has little to do with the adventure at hand, the Gamemaster 
decides to resolve it “offscreen” to save time and move the story along. 
The Revenants stage their attack in a nebula that the Revenants often use 
and know very well, granting them a +2 bonus on their check for favorable 
circumstances. The Gamemaster rolls a 14 for the Lok Revenants (giving 
that group a power check result of 28), and a 9 for the Desilijic Hutt clan 
(giving it a result of 24). In this case, the Lok Revenants stage a successful 
raid, capturing starships and valuable cargo. Of course, the Hutts might not 
look upon the pirates favorably after that, and could stage a mercenary raid 
of their own... 


ORGANIZATION SCORE 

CRITERIA 

Once you have determined the organization's scale, you can determine 
which criteria are used to increase a character's standing. The tables below 
provide some of the most common organization score criteria, which can be 
adapted to fit a new organization. Though the values below are recommended 
for each criteria (positive and negative), the Gamemaster can modify the 
bonuses to organization scores if a particular criteria has a larger impact 


USING ORGANIZATIONS TO 
RESOLVE Mass COMBAT 

You can use the organization power check rules to resolve mass combat. 
Though the Gamemaster might have an outcome of battle in mind when, 
mass combat takes place, the power check rules make it easy to resolve 
large-scale battles without having to script them entirely. When the 
heroes participate in a large battle, such as the Battle of Naboo or 
the Battle of Endor, they have the chance to make a difference and 
turn the tide of combat. Typically, a massive fight will take place in 
‘the background while the heroes engage in a small number of more 
focused encounters. If you want to use this system to resolve mass 
combat, design adventures using massive battles as the backdrop for a 
number of encounters. 

Each time the heroes successfully overcome an encounter, make an 
opposed power check between the two factions, adding a bonus equal 
to one-half the average level of the heroes to the power check of the 
heroes’ allied organization. If the heroes fail to overcome an encounter, 
make an opposed power check but impose a -5 penalty on the allied 
organization's power check. Take note of which organization wins each 
power check, and at the end of the battle the organization that has the 
higher number of victories wins. 

For example, the heroes are members of Kota's Militia (scale 10) 
‘staging an assault on an outpost belonging to the Empire (scale 19). The 
heroes have an average of ten heroic levels, and they plan the attack 
to take place when the Imperial Navy is shifting vessels between star 
systems (resulting in unfavorable circumstances for the Empire). The 
GM determines that there will be three encounters that represent the 
battle, The heroes overcome the first encounter successfully, and the 
GM rolls a power check for Kota's Militia (roll of 14 + 10 for scale + 5 
for one-half the party's heroic level, total of 29) that beats the Empire's 
power check (roll of 11 + 19 for scale - 2 for unfavorable circumstances, 
total of 28), They fail the second encounter, and the Empire wins that 
power check handily. On the third encounter they succeed, and Kota’s 
Militia wins the last power check. The militia has won two out of three 
power checks, and emerges from the battle victorious. 


on the organization than would normally be assumed. For example, a Force 
tradition might normally award a bonus to a character's organization score 
for defeating a member who has fallen to the darkside at + 1/4 CR. However, 
if itis exceedingly rare that this happens—say, only once or twice in the last 
1,000 years—the Gamemaster can bump this up to a bonus of +1/2 CR if it 
is appropriate to the campaign. 
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When you create a new organization (or when a heroic character founds 
a new organization), select criteria from the tables below to modify mem- 
bers organization scores, Every organization can have up to ten positive 
criteria for “free”; for each positive criterion beyond the tenth, you must 
also select a negative criterion that can reduce a member's organization 
score, Thus, an organization that has twelve positive criteria will also have 
two negative criteria. 


Modifiers for Larger Scales 

The modifiers on the tables below apply to organizations with a scale of 1 
through 7. For organizations with a scale of 8 through 14, divide the orga~ 
nization score modifier by 2. For organizations with a scale of 15 through 
20, divide the organization score modifier by 4. The minimum adjustment a 
character can receive is 1 point. 


POSITIVE CRITERIA ORGANIZATION SCORE MODIFIER 
Experience +1/2 character levels 
|s a member of acertain species +1 
Has at least one level in a certain class 4 
Charisma 13 or higher +1 
Base attack bonus +5 through +9 +1 
Base attack bonus +10 through +14 42 
Base attack bonus +15 or higher 43 
Trained in appropriate skill +1 
Has the Skill Focus feat for appropriate skill +2 
Has a feat that is significant to the organization + 
Has a talent that is significant to the organization +1 
|s Force-sensitive +1 
Knows a particular Force power +1 
Has levels in the Jedi Knight or Sith apprentice class +2 
Reviled +1/4 Dark Side Score 
Member of a prestige class significant to the organization rs 
Wealth +1 per 50,000 credits 
Possesses an item significant to the organization (example: lightsaber) +2 
Has a destiny significant to the organization +1 
From a favored planet +1 
Has parents, spouse, or siblings in the organization +2 
Recruits a new member into the organization +1 
Ten or more years spent in the organization +1 
Thirty or more years spent in the organization +2 
One hundred or more years spent in the organization +5 
Recommendation of a member who has an organization score of 21+ +2 
Saves the life of a member who has an organization score of 21+ +3 
Works continually with a member of the organization +1 


Completes a mission assigned by the organization 
Makes a discovery important to the organization 


+1 per mission 
+1 per discovery 


POSITIVE CRITERIA (CONT.) ORGANIZATION SCORE MODIFIER 
Defeats an enemy of the organization in combat +1/4 opponent's CL 
(CL must be equal to or greater than the character's level) 
Destroys/razes a stronghold of an enemy of the organization +8 
Participates in ritual/pilgrimage important to the organization +1 
Donate credits or supplies to the organization +1 per 5,000 
credits donated 
Participates in a battle in which the organization is victorious +1 
Brings an enemy of the organization to justice +1/4 opponent's CL 


NEGATIVE CRITERIA ORGANIZATION SCORE MODIFIER 
|s of a hated species -2 
Associates with hated species 1 
Charisma 8 or lower =f: 
Lacks base attack bonus of a certain amount 3 
Not trained in appropriate skill 2 
Lacks a feat that is significant to the organization “3 
Lacks a talent that is significant to the organization -3 
Is not Force-sensitive -2 
Reviled ~1/4 Dark Side Score 


Known to be friendly with an enemy of the organization -2t0 -10 
Loses or destroys supplies or material =1 per 5,000 credit value 
that belongs to the organization 


Fails on a mission assigned by the organization 2 
Fails to defeat an enemy of the organization in combat -4 
\s a wanted criminal or is the target of a bounty posting ~2 
Has a death mark 5 to -10 
Steals from the organization -10 
Provides information about the organization to an enemy -10 
Posts a bounty on a member of the organization -10 


Kills a member of the organization intentionally =20 


BENEFITS FOR ORGANIZATION SCORE 10-19 

+2 bonus on attempts to use the aid another action to assist another member 
of the organization 

+2 bonus to Will Defense to resist effects from enemies of the organization 

When you spend a Force Point to enhance a particular skill check, roll 246 and 
take the higher result 

Monthly stipend of 100 credits x your organization score for tasks related to 
the organization 

Access to an astromech droid or protocol droid that has no more than three 
nonheroic levels (no heroic levels) 

Access to a safe house or unfurnished apartment within organization's scale 

Access to a starfighter for up to 1 week 

Access to a specialist agent (one who has no more than four levels, heroic or 
nonheroic) while within the organization's sphere of influence 

Can spend a Force Point to immediately requisition 1,000 credits’ worth of 
legal, unrestricted supplies or services within the organization's sphere 
of influence 

Free transportation while within the organization’s sphere of influence 

Pay no licensing fees on licensed goods within the organization's sphere of 
influence 


BENEFITS FOR ORGANIZATION SCORE 20-29 

+1 circumstance bonus on attack rolls against an enemy of the organization 

10% discount on items purchased through a vendor friendly to the 
organization 

Obtain a meeting with an official, ruler, or leader of your organization of a group 
friendly to your organization in 144 days 

Take no attitude penalty on Persuasion checks to influence the attitudes of 
members of the organization 

Access to an information source that allows you to make a Gather Information 
check from anywhere in the galaxy 

Access to four helpers or agents (nonheroic 8) while within the organization's 
sphere of influence 

Access to a specialist agent (one who has no more than eight levels, heroic or 
nonheroic) while within the organization's sphere of influence 

Access to a space transport for up to 1 week 


BENEFITS FOR ORGANIZATION SCORE 20-29 (CONT.) 

Access to four starfighters for up to 1 week 

Costs for modifying items that have significance to the organization by using 
the Tech Specialist feat are waived once per week 

Free medical care while within the organization's sphere of influence 

Pay no licensing fees on restricted goods within the organization's sphere of 
influence 


BENEFITS FOR ORGANIZATION SCORE 30 OR HIGHER 

Access to a capital starship for up to 1 week 

Access to a space transport 

Access to twelve starfighters (and their pilots) for up to 1 week 

Access to a personal aide who has heroic levels equal to your heroic level ~3 

Can spend a Force Point to immediately requisition 10,000 credits’ worth of 
supplies, regardless of restrictions 

Obtain a meeting with an official, ruler, or leader of a rival (but not enemy) 
organization in 144 days (maximum once every three months) 

Access to a specialist agent (one who has no more than twelve levels, heroic or 
nonheroic) while within the organization's sphere of influence 

Pay no licensing fees on military goods within the organization's sphere of 
influence 


DUTIES 

Perform a dangerous mission for the organization 

Kill, capture, or disable an enemy of the organization (CL equal to your heroic 
level +1) 

Donate credits to the organization's reserves (credits equal to 1,000 x your 
character level) 

Obtain supplies or material for your organization (valued at credits equal to 
2,000 x your character level) 

Destroy opposing organization's supplies (valued at credits equal to 5,000 x 
your character level) 

Participate in a battle against an enemy of the organization 

Recruit or rescue a member of the organization 

Train a new member of the organization 

Obtain a rare or unique object for the organization 
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TITLES, BENEFITS, AND DUTIES 
Some organizations have titles that correspond to ascension through the 
organization's ranks; for example, a military organization has ranks such as 
lieutenant, captain, and general, while other organizations might have their 
own rank structure. Typically, a new rank is achieved for every 6 to 10 points 
gained in an organization score, though some organizations might have larger 
or smaller gaps in their rank system. Additionally, some organizations have 
‘smaller gaps between ranks at lower ranks than at higher ranks, making it 
easier to obtain new titles at the lower levels of the organization than at 
higher levels. Not every rank brings with it new mechanical benefits, and 
many titles are merely honorifics. 

Moreover, being a high-ranking member of an organization usually carries 
with it both responsibilities and benefits. When you create an organiz: 
choose three benefits (one from each tier) to grant members of the onset 
zation who achieve a certain organization score. You can select additional 
benefits, but for each additional benefit you select, you should also choose a 
duty that affects that character. A higher-ranking member of an organization 
gains all the benefits of lower ranks, as well as the benefits of his current 
rank, Although being a high-ranking member of an organization certainly 
has its advantages, that status also makes that character a target and can 
drain away time and resources that he needs to spend in attempting to fulfill 
his responsibilities. 


ROLEPLAYING APPLICATIONS 

Each organization's description should include some roleplaying notes 
that tell players how being a member of that organization will affect their 
characters, 


ORGANIZATIONS FOR 
THE DARK TIMES 


The following sample organizations are suitable for use in a Force Unleashed 
campaign, and are intended for players who want to join an organization that 
will allow them to oppose, or at least operate outside, the Galactic Empire. 
The Gamemaster should note that the organizations presented here do not 
strictly follow the rules given above for organization creation; similarly, 
the GM should feel free to bend some of the rules of his originally created 
organizations in order to better fit the concept. These organizations can 
be used straight from the book, or can serve as an inspiration for the new 
organizations in a campaign. 


ANTARIAN RANGERS 

The Antarian Rangers are a group of trained soldiers and scouts who special- 
ize in providing support for the Jedi. Founded by a Gotal named Kaskutal, 
the Antarian Rangers serve as field agents when the Jedi need resources 


beyond those provided by the Order. Though trained for combat, the Antarian 
Rangers also provide nonviolent support by offering Jedi transport services, 
supplies and other physical resources, and intelligence when working in 
the galaxy abroad. Though their efforts were not officially sanctioned or 
approved by the Jedi Council, many Jedi Knights trusted the Antarian Rang- 
ers with their lives. 

When Supreme Chancellor Palpatine executed Order 66, the Jedi were not 
the only ones targeted. Antarian Rangers, long known to be staunch support- 
ers of the Jedi, were branded as enemies of the state and collaborators who 
should be wiped out as well. Their numbers already diminished by the Clone 
Wars, the Antarian Rangers were all but wiped out by the clone troopers, 
much the same as the Jedi were, and they nearly faded into obscurity. 

Also like the Jedi, many Antarian Rangers survived the purge by going 
into hiding. Small cells of Antarian Rangers continue to operate during the 
rise of the Empire, including cells at Toprawa and Tabiid. Though fleeing 
from the long reach of the Empire themselves, the Antarian Rangers ferry 
those few Jedi who survived the Clone Wars to safety, with varying degrees 
of success. As the Empire marches on, the Antarian Rangers become less 
like an active paramilitary group and more like an underground resistance 
movement. Though they do not reach anywhere near the scale that the Rebel 
Alliance will in later years, the Antarian Rangers conduct clandestine military 
‘operations to locate and rescue Jedi, fight off rising Imperial oppression, and 
protect their own members from discovery and imprisonment. 

Type: Paramilitary. 

Enemies and Allies: The greatest enemy of the Antarian Rangers is the 
Empire. Imperial Inquisitors continue to scour the galaxy for the remnants 
of the Jedi and their supporters, and the Antarian Rangers are hunted down 
just as voraciously. Like the Rebel Alliance during the Galactic Civil War, the 
Antarian Rangers oppose the Empire at every turn, and they fight against 
anyone who aids the government in exterminating the Jedi. 

The few Jedi who remain following Order 66 fall under the Rangers’ pro- 
tection, though most go so far into hiding that even the Antarian Rangers 
do not know where they are. Some Antarian Rangers have allied themselves 
with members of other Force traditions, in the hope of preserving Force- 
sensitive beings in preparation for the day when the Jedi Order is rebuilt and 
new Padawans are needed. 

‘Scale: 14 (multiple sectors). 

Organization Score Criteria: |n order to become a member of the Antar~ 
ian Rangers, a character must possess at least rudimentary knowledge of 
the Force and the Jedi’s existence prior to the rise of the Empire. A character 
cannot begin using organization criteria or gaining the benefits of an Antar- 
ian Ranger organization score until he has successfully made contact with a 
member of the Antarian Ranger organization and pledged support. 

Criteria Tables: The following criteria can affect the organization score 
of a member of the Antarian Rangers. 


POSITIVE CRITERIA 
Character level 

Member of the Gotal species 
Force-sensitive 

Has at least one level in the scout or soldier class 

Has the Coordinated Attack feat 

Has the Weapon Focus (rifles) feat 

Completes a mission assigned by the Antarian Rangers 
Consistently travels in the company of a Jedi 
Discovers a Jedi who survived Order 66 


ORGANIZATION SCORE MODIFIER 
+1/2 character level 


+1 
+1 
+1 
+1 
+1 
+1 


+1 


+1 per discovery 


POSITIVE CRITERIA ORGANIZATION SCORE MODIFIER 
Has levels in the Jedi Knight prestige class 4 
Establishes a secret base or safe house for Jedi on the run #1 
Spends a Destiny Point to absorb damage that would be dealt toa Jedi +1 
Saves the life of a Jedi, or frees one from captivity 42 


Kills a dark Jedi, Sith, or other dark sider 
Obtains supplies or weapons for use 
by the Antarian Rangers 


41/4 the dark sider’s CL 
+1 per 10,000 credits 
in value (max +5) 


NEGATIVE CRITERIA ORGANIZATION SCORE MODIFIER 
Takes on a bounty for a Jedi who has a Dark Side Score of 3 or lower -2 
Known to be an ally, informant, or agent of the Empire -5 
Kills a Jedi who has a Dark Side Score of 3 or lower -10 
Intentionally kills another Antarian Ranger -20 


Titles, Benefits, and Duties: The Antarian Rangers organize themselves 
much like any other military outfit. Though the organization has fewer ranks 
than a full-scale military, becoming a Ranger is part of a lengthy process 
that requires a member to prove both loyalty and capability. While they are 
active in the organization, Antarian Rangers must be prepared at all times to 
answer the call of their leaders, and they are expected to step in whenever 
a Jedi needs assistance. Antarian Rangers receive highly specialized train- 
ing that teaches them pathfinding and survival skills, search and rescue 
protocols, and the basics of providing armed support to Force-wielding Jedi 
on the battlefield. 


RANK SCORE TITLE: BENEFITS AND DUTIES 

0 Zorlower None 

1 47 Explorer: Explorers are the lowest-ranking members 
of the Antarian Rangers. They are applicants who have 
not yet completed the training required to become full- 
fledged Rangers. Once per encounter, an explorer can 
make a Perception check as a swift action. 

2 810 Lieutenant: The rank of lieutenant is an honorific that 
carries no mechanical benefits. 

3 11-20 Ranger: Rangers are official members of the organization 


who have completed their training and are on active duty. 
When a ranger uses the aid another action to assist a 
character who has at least one level in the Jedi class on a 
skill check or attack roll, he increases the bonus provided 
by that aid by 1. 
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RANK SCORE 
4 21-30 


TITLE: BENEFITS AND DUTIES 

Ranger Captain: Field commanders and officers, ranger 
captains are distinguished members of the Antarian 
Rangers organization who have proven their ability to 
lead troops into combat. Once per encounter, if a ranger 
captain succeeds on a Perception check to notice a target 
that is actively using the Stealth skill to avoid notice, 
the ranger captain can make a single immediate attack 
against that target, provided the target is within range. 
5 31 or higher Ranger General: The highest-ranking members of the 
organization, ranger generals make the broad, sweeping 
decisions that affect the Antarian Rangers as a whole. 
Once per encounter as a swift action, a ranger general can 
grant a number of allies equal to his Charisma modifier 
(minimum one) the Rapport feat (see page 34) for the 
duration of the encounter. All such allies must be within 
the ranger general's line of sight to receive this benefit, 
though they need not remain within line of sight to retain 
the benefit. 


Roleplaying Applications: Playing a member of the Antarian Rangers 
presents many of the same difficulties as playing a Jedi during the Dark Times. 
Hunted nearly to the brink of extinction, Antarian Rangers have no one to 
call on but themselves if trouble arises. Additionally, since most Rangers 
lack the ability to tap into the Force, they rarely get advance warning that 
agents of the dark side are approaching, and thus are susceptible to ambush 
by the Emperor's pawns. 

Antarian Rangers are likely to be among the first into battle and the last 
to leave. Members of the organization usually take scout talents such as 
Evasion and Improved Initiative, combining those with abilities of the soldier 
class to create mobile and survivable advance scout troops. Additionally, 
at higher levels most Antarian Rangers will take at least a few levels in the 
elite trooper and officer prestige classes, seeking talents such as Assault 
Tactics (or any of the other tactical talents) that can aid them in coordinat- 
ing squads of allies. 


BLack SUN 

Though the Hutts are among the most famous criminals in the galaxy, the 
Black Sun crime syndicate is likely the single most widespread underworld 
group, stretching from the Core Worlds all the way to the Outer Rim. The 
Black Sun crime syndicate is full of assassins, murderers, and other sadistic 
criminals out to make a profit from their illegal activities. Black Sun, whose 
center of operations is on the city planet of Coruscant, operates in partial 


secrecy. Many on the fringes of society know the name Black Sun, but most 
law-abiding citizens have never heard of the group. Most Black Sun members 
do not advertise their allegiance (they wear no distinctive markings, at least 
not outwardly) and deny any links to the crime syndicate if they are captured 
and questioned by the police. 

Black Sun operates primarily in busy, cosmopolitan areas where a large 
number of people are available to be exploited, Whereas the Hutt crime 
families spend time on remote, Outer Rim worlds, most Black Sun agents 
tend to focus their efforts on planets that have both a high population and 
a high crime rate, This strategy makes it easier for Black Sun agents to blend 
in with other criminals (thus avoiding drawing attention to the syndicate) 
and also provides an ample breeding ground for potential organization 
members. Working on highly developed worlds also ensures a higher payoff 
and provides more options for syndicate members seeking to find an arena 
to dabble their dirty fingers in. 

Black Sun operates in a variety of criminal fields. Each Vigo (high-ranking 
member) typically specializes in a particular crime or vice; for example, one 
Vigo might specialize in extortion, and thus would be in charge of a mas~ 
‘sive protection ring on Coruscant. Another might be a former assassin, and 
as such would be put in charge of the syndicate's band of galaxy-roaming 
professional killers. Black Sun agents deal in everything from confidence 
‘scams, gambling rings, and extortion rackets to high-level thievery, corporate 
espionage, and terrorism. For the right price, Black Sun is willing and able to 
perform almost any task outside the law. 

Black Sun is highly capable and equally ruthless. Crossing a Black Sun 
agent is a good way to ensure than misfortune will come your way. Crossing 
a high-ranking operative usually earns the offender a one-way ticket toa 
block of carbonite at the bottom of a Mon Calamari ocean. Black Sun js also 
willing to take out its own members when they displease the Vigos or the 
underlord. Many well-known criminals have been found dead as the result 
of infighting between members of the Black Sun crime syndicate. 

Type: Crime syndicate. 

Enemies and Allies: The chief enemy of Black Sun is the law. Any law 
enforcement agency, from Corellian Security all the way up to the Sector 
Rangers, would be thrilled to bring down a part (or all) of Black Sun. Addition~ 
ally, any criminal organization that doesn't fall under Black Sun's umbrella 
is usually a rival, if not an outright enemy, of Black Sun. Though the Black 
Sun crime syndicate certainly has its fair share of enemies, most Vigos and 
their underlings are not without their sense of opportunity, and many times 
Black Sun agents will make alliances (however temporary) with other groups 
and individuals as benefits their needs. 

Scale: 16 (multiple galactic regions). 

Organization Score Crit order to become a member of Black Sun, 
typically one must rise through the ranks of the criminal underworld high 
enough to attract the attention of an existing Black Sun agent. A character 


cannot begin using organization criteria or gaining the benefits of a Black 
Sun organization score unless he has successfully undergone initiation into 
the syndicate, which usually involves performing some difficult and danger- 
ous criminal act. 

Criteria Tables: The following criteria can affect the organization score 
of a member of the Black Sun crime syndicate. 


POSITIVE CRITERIA ORGANIZATION SCORE MODIFIER 
Character level +1/2 character level 
Ruthless +1/4 Dark Side Score 
Has at least one level in the scoundrel class + 
Trained in the Deception skill + 
Wealth +1 per 20,000 credits (max +5) 
Obtains money/supplies through crime +1 per 5,000 credits (max +5) 
Recruits a new member of Black Sun + 
Has the Skill Focus (Deception) feat +1 
Has at least one level in the crime lord prestige class + 
Has at least one follower from the Minion talent + 
Is a wanted criminal +H 


Deflects police or other authorities away from a Black Sun operation + 
Kills an enemy of Black Sun + 1/4 enemy's CL 
Kills a traitor to Black Sun + 1/4 enemy's CL 


NEGATIVE CRITERIA ORGANIZATION SCORE MODIFIER 
Fails at a task assigned by a superior 4 
Gets another member of Black Sun killed while on the job -5 
Loses Black Sun property 1 per 20,000 credits value 
Associates with members of law enforcement 2 
Fails to deflect police attention away from a Black Sun operation 2 
Captured by the authorities 5 
Posts a bounty on a member of Black Sun -10 
Provides information to the authorities about Black Sun operations -10 


“IF YOU CANNOT 
AFFORD TO LOSE, 
YOU SHOULD NOT 
PLAY THE GAME." 


—- PRINCE XIZOR 


Titles, Benefits, and Duties: Black Sun doesn't concern itself overly with 
specific titles, except for its highest-ranking members (the Vigos and the 
underlord). Most new initiates never advance beyond the rank of operative, 
simply because competition is so fierce that anyone who tries to ascend 
through the syndicate’s hierarchy has to eliminate those above him first. 
Black Sun teaches its members how to take advantage of the weak, the 
innocent, and the corrupt for their own benefit. Black Sun demands that its 
agents be stronger, faster, smarter, and more perceptive than the agents of 
other criminal organizations, and failure usually results in severe punishment. 
All Black Sun agents are required to do what their superiors demand, a fact 
that has led some particularly cowardly Vigos to send ambitious underlings 
‘on suicide missions. 


RANK SCORE TITLE: BENEFITS AND DUTIES 

0 3orlower None 

1 4-12 Operative: Operatives are the lowest-ranking members 
of the Black Sun crime syndicate and represent the 
majority of its members. Operatives can be anything 
from spies to thugs or assassins, though no operative 
has much clout within the syndicate, Once per encounter, 
‘an operative of Black Sun can increase his damage on a 
single attack by 1 die. The use of this ability is declared 
after the operative makes his attack roll, but before 
damage has been rolled. 
Enforcer: Enforcers are dangerous and ambitious 
members of Black Sun who are responsible for making 
sure that the daily activities of the crime syndicate go 
smoothly. Enforcers can be everything from gang leaders 
to cleanup crew who ensure that the syndicate’s activities 
do not draw Imperial attention. Once per encounter, a 
Black Sun enforcer can take 20 on a Persuasion check to 
intimidate a target as a full-round action. 
Vigo: Crime lords in their own right, the Vigos of Black 
Sun are the most feared agents in the syndicate. Each 
Vigo usually controls Black Sun activities throughout an. 
entire sector. Any Vigo who has levels in the crime lord 
prestige class can have a number of minions equal to his 
or her Charisma modifier (minimum 2) present at any 
given time, ignoring the restriction that allows only one 
minion to be present at a time. 


2 = 13-22 


3 23-30 
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RANK SCORE TITLE: BENEFITS AND DUTIES 

4 — 31orhigher Underlord: The underlord is the supreme ruler of 
the entire organization. Prince Xizor is the Black Sun 
underlord throughout most of the Dark Times and the 
Rebellion Era. There can be only one underlord at any 
given time, and a rising agent of Black Sun who wants to 
seize the title of underlord must kill the current underlord 
to take his place. An underlord can have one minion that 
has heroic levels instead of nonheroic levels (as dictated 
by the Attract Minion talent). 


Roleplaying Applications: Playing a member of Black Sun, especially in 
a heroic party, can present a number of challenges. Though Black Sun agents 
are often called upon to perform illegal and unethical actions, desperate 
times often call for desperate measures. The Black Sun syndicate feels the 
pressure of the Empire just as anyone else does, and a Black Sun character 
might ally himself with a group of heroes in the hope of dealing enough 
damage to the Empire to weaken its grasp on the galaxy. Black Sun agents 
also mix well with smugglers, bounty hunters, and anyone else who isn’t 
afraid to shoot first and scoop up the credits later. 

Black Sun agents usually find a mix of the scoundrel and noble classes to 
be the most effective. The Wealth talent can represent the money a Black 
Sun agent makes from his misdeeds (many of which occur “offscreen” and 
during downtime), providing the character with some tangible rewards for 
his crimes. Similarly, Black Sun agents who are interested in rising through 
the crime syndicate’s ranks will quickly find that the crime lord prestige class 
is a great way to obtain enough minions and a reputation for violence to 
challenge any superior in the organization, even the underlord himself. 


BOTHAN SPYNET 

Among the foremost information-gathering organizations in the galaxy, the 
Bothan Spynet makes knowledge its business, A natural outgrowth of Bothan 
society and culture, the Spynet represents the labor of thousands of Bothans 
and their allies throughout the galaxy. No other spy network in the galaxy 
can claim the level of organization and expansion that the Bothan Spynet 
boasts; the Bothans have agents in almost every government in the Empire, 
and though the Empire's policies of antialien discrimination keep them from 
reaching the highest levels of the military they have still managed to win 
(or buy) the assistance of high-ranking Imperial personnel. 

Not all members of the Bothan Spynet are, in fact, Bothans, Were that 
the case, Bothans everywhere in the galaxy would be shunned even more 
than they already are, Instead, the Spynet's most senior leaders are Bothans, 
while informants and agents are members ofa variety of species. The Spynet 
isa vast web of interconnected information networks; a Twi'lek major domo 


working for a Hutt crime lord might pass information along to the Spynet 
in exchange for information about the Hutt’s rivals, while a Podracer pilot 
might obtain plans for a new military-grade engine in exchange for spying 
on his noble sponsor from the Tapani Sector. The Spynet trades information 
for information, money for information, or information for money. 

The Bothan Spynet spans thousands of worlds throughout the galaxy. 
Agents on these worlds pass information up to their higher-ranking contacts, 
who pass it along to their higher-ranking contacts, until the information 
reaches the highest levels of Spynet command. Though the Spynet does not 
have one central base of operations, the leading members of the Spynet 
collate, sort, and analyze the information that flows in, then disseminate 
the information throughout the galaxy as they see fit. The information net- 
work acts as a series of chains connected to a central hub, with information 
traveling up and down each chain on a reqular basis. 

The Bothan Spynet does not obtain its information solely through trade 
and bribery. Bothan spies, among the most talented espionage and observa~ 
tion agents in the galaxy, are often dispatched to bring back information of 
critical importance. Though it will be many years until the Spynet's agents 
obtain information on the Emperor's visit to the second Death Star, Bothan 
spies are constantly roving the galaxy on important missions. They are dis- 
patched to the farthest reaches of the galaxy, traveling far from Bothawui 
in search of whatever information their commanders need. Each Bothan 
spy is a master of infiltration and espionage, and loyal to the Spynet and all 
Bothans above all else. 

Type: Business/professional. 

Enemies and Allies: No one likes to be spied on. For this reason, many 
people throughout the galaxy—even normal, law-abiding citizens who have 
nothing to hide—revile the Bothan Spynet for its information trafficking, 
Most of the Spynet's enemies are corporations and governments that don't 
want their private information available for others to see. Moreover, since the 
Spynet often obtains and then redistributes sensitive information (such as 
blueprints for a prototype starship, or the travel plans of Grand Moff Tarkin), 
thousands of people throughout the galaxy wouldn't be opposed to killing 
‘a Spynet agent just to keep that information from getting out. By the same 
token, just as many organizations use the Spynet to obtain information on 
their own enemies and competitors. As a result, one who might be an enemy 
today could just as easily be an ally tomorrow. 

Scale: 15 (galactic region). 

Organization Score Criteria: Becoming a member of the Bothan Spynet 
in any meaningful capacity usually involves earning the trust of an existing 
member. Sending relevant information along the Spynet's channels is the 
only way to become trusted; informing the Spynet that a group of travelers 
was attacked by wildlife on Felucia likely isn’t relevant unless one of those 
travelers is a major personality. 


Criteria Tables: The following criteria can affect the organization score 
of a member of the Bothan Spynet. 


POSITIVE CRITERIA ORGANIZATION SCORE MODIFIER 
Character level +1/2 character level 
Trained in the Deception skill +1 
Trained in the Gather Information skill + 
Has levels in the infiltrator prestige class + 
Has at least one talent from the Bothan Spynet talent tree +1 
Ten or more years in the Bothan Spynet + 
Successfully sends information over pirated Holonet signal 4 
Uncovers information to be passed along the Spynet +1 
Infiltrates a base of operations of another organization + 
Causes the arrest, capture, or death of an enemy +1/4 the enemy's CL 
by passing along information 

Member of the Bothan species +2 
Has the Skill Focus (Gather Information) feat +2 
Uncovers a major secret about an individual or organization +2 
Establishes a Spynet cell on a new planet +2 
NEGATIVE CRITERIA ORGANIZATION SCORE MODIFIER 
Reveals oneself as a member of the Spynet 5 
Fails to pass along important information -2 
Fails to obtain information requested by Spynet superiors - 
Untrained in the Deception skill 2 
Untrained in the Gather Information skill 5 
Provides information about the Spynet to another organization -10 


Titles, Benefits, and Duties: Members of the Bothan Spynet do not wear 
any outward identification, nor do they use formal titles. Informers, agents, 
and spies are referred to merely as “agents” regardless of their actual rank 
in the organization, and Spynet agents base their hierarchy on the amount 
of information that flows through an individual person, not on any artificial 
ranking system. Though the leaders of the Spynet are clearly in charge, those 
in the middle and lower ranks of the organization consider their station to be 
very fluid. Spynet agents are expected to constantly feed information into 
the network, and any agent who fails to do so will quickly find his power 
and influence waning among Spynet agents. 


RANK SCORE 
0  Jorlower 
1 4-8 


TITLE: BENEFITS AND DUTIES 

None 

Informer: An informer is a low-level member of 
the Spynet who passes along information and rarely 
works directly with those who might actually broker 
information. Gather Information isa class skill for Spynet 
informers. 

Agent: Spynet agents are the lowest members of the 
organization with any leadership responsibilities. Agents 
are more than merely informants; they are exposed to 
large amounts of sensitive information as it flows through 
their hands and up the chain of command. Once per day a 
Spynet agent can reroll any Knowledge check, using the 
better result. 

Spy: A spy for the Bothan Spynet is usually one of the 
most trusted agents in the organization. A spy is expected 
to be able to obtain and deliver almost any piece of 
information that the Spynet requires. A spy might be 
called upon to perform a dangerous mission for the 
Spynet, one that could result in the spy's death. A spy 
pays no credits for Gather Information checks, even when 
obtaining secret information. 

4 31 orhigher Spymaster: The spymasters are the highest-ranking 
members of the Bothan Spynet. Each one typically 
specializes in a certain field or region. One spymaster 
might be in charge of all information pertaining to 
Imperial activity in the Outer Rim, while another might be 
concerned solely with corporate espionage. Spymasters 
share responsibility for running the Spynet, keeping 
the network running smoothly and working together 
only when necessary. A spymaster makes all Gather 
Information checks in 1 hour, and can take 20 on Gather 
Information checks (requiring 20 hours of work). 


3 19-30 


Roleplaying Applications: Playing a member of the Bothan Spynet can 
be easy to do without creating any conflict within an adventuring party. 
Like all good spies, 2 member of the Bothan Spynet need not tell anyone 
that he is, in fact, a spy. However, concealing this information can have 
some dangerous consequences if it is later revealed that the character has 
been a spy all along. The constant tension between maintaining a cover 
and remaining loyal to the other heroes can be a compelling conflict for a 
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member of the Bothan Spynet, and the Gamemaster is encouraged to present 
situations in which a character's loyalty to his friends is tested against his 
need to maintain secrecy. After all, it's hard to trust a spy when you find out 
the truth about him the hard way. 


BOUNTY HUNTERS GUILD 

A coalition of the most powerful, most dangerous, and most ruthless 
hunters in the galaxy, the Bounty Hunters Guild is an institution that has 
served the interests of bounty hunters for millennia. Dating back to the days 
before the Jedi Civil War, the Bounty Hunters Guild regulates the bounty 
hunters of the galaxy, making sure they follow the proper procedures when 
claiming bounties. The Bounty Hunters Guild is one of the main reasons 
that bounty hunting has risen to be such a well-known profession; with 
the quild around to ensure that bounty hunters aren't just paid vigilantes 
who have no regard for procedure, the Empire is likely to make use of the 
guild's services, 

From the early years of the Empire until the rise of the Rebellion, the guild 
is led by a Trandoshan named Cradossk (father of the famous bounty hunter 
Bossk), During these years, the guild flourishes and bounty hunters spread 
throughout the galaxy. The Bounty Hunters Guild takes a share of the profits 
from these bounties in the form of quild dues, and in turn ensures that the 
bounty hunters in the guild follow the unwritten code that maintains the 
reputation of bounty hunters everywhere. 

The Bounty Hunters Guild is actually composed of many smaller guilds 
that operate nearly independently. These guilds are held together only 
loosely by the overarching Bounty Hunters Guild, each one with its own 
organization, regulations, specialties, and agendas. Several “houses” form 
the core of the Bounty Hunters Guild along with a number of smaller 
groups, each one specializing in its own unique brand of bounty hunting 
but all reporting ‘k to the guildmaster. The houses are the Crimson 
Nova (whose members included Aurra Sing, Boushh, and Zuckuss), House 
Benelex (specializing in kidnapping retrieval), House Neuvalis (a secretive 
group that rarely deals with outsiders), House Paramexor (which takes 
bounties only on murderers), House Renliss (composed of female hunters 
pursuing male bounties), House Salaktori (which accepts only the most 
elite hunters), House Tresario (which specializes in hunting pirates), the 


Guitd Houses 

The Bounty Hunters Guild has a number of smaller houses that can be 
used to further flesh out the guild and its politics. The houses described 
in this section are intentionally accompanied by only a small amount of 
detail, allowing the Gamemaster to expand upon them as fits the cam- 
paign. Additionally, the GM can create a new house or two for heroes to 
join, fight, or rise through the ranks of to lead as head of the house. 


Mantis Syndicate (more mercenaries than bounty hunters), the Ragnar 
Syndicate (specializing in unorthodox techniques and skills), Skine Bounty 
Hunter College (composed of the top specialists in a variety of fields), and 
the Slaver Syndicate (a group of thugs who sometimes turn their bounties 
over to slavers) 

Though the Bounty Hunters Guild has a certain amount of power over 
its own members, the guild is still full of loose cannons that occasionally 
bend or break the rules for their own benefit. For this reason, the guild will 
never rise to the level of prominence that other organizations, such as Black 
Sun, possess through the strength and strictness of their leadership. The 
Bounty Hunters Guild is more a loose coalition of professionals than a solidly 
structured organization, and infighting between the houses is a common 
occurrence. Throughout the organization's history, feuds and rivalries have 
disrupted the guild's efforts to consolidate its power and impose more rigid 
control over its members. 


Though the percentage of bounty hunters in the galaxy who are members 
of the guild is rather small, those who join quickly discover that the benefits 
of loyal membership are many. Guild bounty hunters often get preferred 
choice of bounties, receiving notifications of bounty postings before they 
are broadcast through all the normal channels (giving quild bounty hunters 
a head start). Some agents of the Empire deal exclusively with guild bounty 
hunters, ensuring that Imperial credits always flow into the accounts of 
guild members. As a result of the Bounty Hunters Guild’s influence over its 
members, many organizations throughout the galaxy trust agents of the 
guild only when it comes to dealing with serious bounties. 

Type: Business/professional. 

Enemies and Allies: In many ways the quild can be its own worst enemy. 
Infighting between the members of the various houses has threatened to 
tear the guild apart several times over the years, and has nearly succeeded, 
Most people throughout the galaxy are understandably wary of bounty 
hunters, and members of the guild are no different. Though proof of guild 
membership will usually allow a bounty hunter to travel unhindered, on many 
worlds having such a heavily armed person moving about is considered risky, 
resulting in the bounty hunter being barred from the world. Additionally, 
members of the guild must constantly be on the lookout for former targets 
who come back for revenge (though targets wanted “dead or alive" rarely 
have the opportunity to seek payback). 

Scale: 14 (multiple sectors). 

Organization Score Criteria: Becoming a member of the Bounty Hunters 
Guild is a relatively simple process. Typically, a bounty hunter need only 
contact a guild representative for membership, pay an initial guild membership 
fee of 500 credits, and pledge to follow the code and rules set forth by the 
guild, A member of the Bounty Hunters Guild receives guild membership 
identification and secure comm codes to contact guild representatives ina 
variety of star systems. Additionally, quild members must pay dues equal to 
10% of any bounty to the guild. Failure to pay this tithe will result from expul- 
sion from the guild, and usually violent reprisals from guild representatives. 
Each house within the guild has its own dues and regulations, and members 
are subject to the rules laid down by the head of the house. 


CLAIMING A BOUNTY 

Though no solid rules govern how much a bounty is worth (because a 
‘number of factors, including the of the person posting the 
bounty, can influence its final value), some guidelines can be used to 
determine the correct payout. As a rule of thumb, a bounty should be 
worth credits equal to roughly 1,000 x the CL of the target of the bounty. 
Each target should have his or her own bounty payout. 


Criteria Tables: The following criteria can affect the organization score 
of a member of the Bounty Hunters Guild. 


POSITIVE CRITERIA ORGANIZATION SCORE MODIFIER 
Character level +1/2 character level 
Trained in the Perception skill or the Survival skill +1 
Base attack bonus +5 through +9 +1 
Base attack bonus +10 or higher +2 
Has at least one level in the bounty hunter prestige class +1 
Officially joins one of the quild houses +1 
Successfully claims a bounty worth 10,000 credits or less 4 
Successfully claims a bounty worth more than 10,000 credits +2 
Successfully claims a bounty while competing + 
against another bounty hunter 

Receives recommendation or commendation from a head of house +1 
Successfully claims a bounty posted 42 


by an organization with a scale of 13 or higher 
Successfully claims a bounty posted by the guild 
‘on another quild member 


+1/4 target's CL 


NEGATIVE CRITERIA ORGANIZATION SCORE MODIFIER 
Fails to bring a target wanted alive in alive 2 
Disobeys head of house 1 
Accepts bribe from a target me 


Fails to claim any bounties 1 each month no bounties claimed 
Fails to claim a bounty while competing against another bounty hunter -1 
Sabotages the efforts of a bounty hunter of the same guild house 5 
Is the target of a bounty posting -10 


Titles, Benefits, and Duties: Members of the Bounty Hunters Guild do 
not concern themselves with traditional ranks or titles. A bounty hunter in 
the guild is merely another member, with the exception being that the heads 
of the various houses and the guildmaster have significant influence over the 
other members. All members are expected to actively hunt bounties and pay 
their 10% tithe to the quild, but beyond that, few expectations are placed 
upon them. When a guild member does something to draw the ire of another 
house or even the guild as a whole, that bounty hunter might find himself 
the subject of a guild bounty. 


SNOLVZINVEMS 


RANK SCORE TITLE: BENEFITS AND DUTIES 

0  3orlower None 

1 4-10 Freelancer: Freelancers are the lowest-level bounty 

hunters in the guild, They have not joined a house and 
have simply paid their initial membership fees and begun 
hunting guild-approved bounties. A freelancer can buy 
any licensed, restricted, or military equipment or vehicles 
without paying any licensing fees while within the guild's 
sphere of influence. 
Hunter: After a hunter has been in the guild a while, he or 
she typically joins one of the guild houses and establishes 
a reputation asa reliable member of the Bounty Hunters 
Guild. A hunter gains an additional 10% of the value of 
a given bounty when successfully claiming a bounty. 
Senior Hunter: The rank of senior hunter is an honorific 
that carries no mechanical benefits. 
Head of House: A head of one of the houses in the 
Bounty Hunters Guild commands the respect of guild 
members from all houses, even among rivals, and is 
responsible for the conduct, training, and expertise of 
the members of his or her house. A head of house never 
takes any attitude penalties to Persuasion checks made 
against bounty hunters or other criminals. 

5 31 or higher Guildmaster: There can be only one guildmaster at a 
time, though as in many other criminal organizations, the 
person in this position can be changed with a single shot 
from a blaster. The guildmaster keeps all the houses from 
breaking out into open war with one another and ensures 
that the reputation of the guild is maintained throughout 
the galaxy, Once per encounter when an enemy within 
the guildmaster's line of sight makes an attack roll, the 
guildmaster can make a Persuasion check to intimidate 
the attacker as a reaction, If the check is successful, the 
attack is negated, This is a mind-affecting fear effect, 


2 VN-16. 


3 17-20 


4 21-30 


Roleplaying Applications: Members of the Bounty Hunters Guild operate 
much the same way as normal bounty hunters. Though guild bounty hunters 
must contribute a small percentage of their claimed bounties to the guild, 
being a member of the Bounty Hunters Guild is an almost entirely beneficial 
relationship, Guild members receive training, services, and preferential treat 
ment in claiming bounties with little obligation to the guild itself. Members. 


of individual houses might have their own duties and requirements, but the 
loose structure of the guild makes it unlikely that a bounty hunter will be 
saddled with any large obligations. 


CAR'DAS SMUGGLERS 

Founded by a talented young smuggler by the name of Jorj Car'das, the 
Car'das smugglers (often referred to simply as the Car'das) are a band of 
criminals whose power rivals that of many Hutt clans and Black Sun cells. 
Shortly before the Clone Wars, Jorj Car'das was in control of a modest smug- 
ling ring that had gained some notoriety on the Outer Rim. When another 
smuggler by the name of Booster Terrik was sent to Kessel, Jorj Car'das took 
over his organization and began building up his own small criminal empire. 
Not long after the establishment of the Galactic Empire, Jor) Car'das vanished 
for several months; when he returned, he was visibly a changed man, and 
he quickly began turning his small criminal empire into a relatively large 
one. Thanks to Jor) Car'das's newfound insights and intuition, the smug- 
gling ring grew to the point where its agents spread throughout the Outer 
Rim and beyond. 

The Car'das are criminals who control many smuggling operations 
throughout the galaxy. Primarily concerned with the movement and sale of 
contraband, the Car'das also engage in small-scale piracy and a number of 
other criminal activities, Though not usually considered to be violent crimi- 
nals, Car'das members are usually hardened members of the fringe who aren't 
afraid to shoot their way out of a sticky situation. The greed and ambition of 
Jor) Car'das often filters its way down to individual members, and many of 
the Car'das are simply out to make a small fortune and establish themselves 
as powerful individuals. 

The Car'das are organized into smaller cells that operate in particular 
regions and sectors throughout the galaxy, Each cell then reports to the 
central organization, led by Jor] Car'das himself, though each cell is required 
to operate semi-independently. Those cells then have individual ship crews 
or groups of ships that perform a variety of smuggling operations, each 
ship having its own captain and hierarchy. For example, the crew of a space 
transport would perform smuggling missions based on orders handed down 
to its captain from the cell itis a part of; in turn, after the mission is com- 
plete, the captain passes reports of success and a cut of the profits back up 
to the cell, which in turn passes a portion of the credits up to Jor) Car'das 
and his trusted lieutenants, 

The Car'das are usually more concerned with turning a profit than 
with engaging in violent criminal activity. The cunning and insight of their 
leader allows them to avoid conflict altogether at times, and members of 
the Car'das are required to be as shrewd and intelligent as they are bold. 
Jor} Car'das has little patience for anything other than intelligent actions, 
and those who take foolish chances often find themselves kicked out of 
the organization before too lona, Jorj Car'das seems to have precognitive 


abilities, and he expects those who work for him to act as though they do 
as well. 

Since the majority of the Car'das operations involve smuggling, most of 
the organization's members are accomplished pilots and mechanics. Though 
just about anyone who has skills related to smuggling can be a member 
(including hired blasters, slicers, and other criminals), the Car'das are care- 
ful to interview anyone who joins the organization to ensure that he or she 
is not a police officer or an undercover Imperial agent. Though the Car'das 
have yet to be infiltrated, the organization's members remain understandably 
paranoid, especially in the face of increased Imperial interest in trade routes 
‘and cargo transport operations. 

Ships acting on behalf of the Car'das receive numerous benefits as a part 
‘of a smuggling ring. Car'das freighters have access to private shadowports 
where they can lie low and make repairs until the eyes of the Empire move 
on to other targets. Smugglers who work for the Car'das usually receive the 
best cargoes with the highest profitability, and gain access to numerous 
resources that make smuggling easier, The Car'das almost always have the 
most up-to-date navigational information, and their contacts within local law 
enforcement agencies can usually ensure that customs inspections somehow 
pass over Car'das transports. 

Type: Crime syndicate. 

Enemies and Allies: Though largely a nonviolent group, the Car'das 
smugglers do have many enemies throughout the galaxy. Law enforcement 
officials, especially the Sector Rangers, are constantly trying to shut down 
various Car'das cells in their home sectors. Other crime syndicates, such as 
Black Sun and the Hutt clans, dislike the Car'das’s uncanny ability to hone 
in on their turf, and have taken steps to harm the smuggling ring and its 
enemies, Despite these dangers, the Car'das have managed to rise to promi- 
nence, and many young smugglers have brought their ships to the smuggling 
ring, using the scale of the organization to learn of the best smugaling routes 
and take advantage of the vast resources at the Car'das's disposal. 

Scale: 14 (multiple sectors). 

Organization Score Criteria: Joining the Car'das is not a simple process, 
though anyone who is genuinely interested in making a living as a smuggler 
is likely to find welcome. Any character who is in no way affiliated with 
any government or law enforcement agency can become a member of the 
Car'das. Members must either own their own ship or be crewmembers aboard 
a Car'das vessel. Finally, joining the Car'das usually involves convincing Jor) 
Car'das himself of one's worthiness, though his moodiness can often make 
such a task more difficult than it should be. 

Criteria Tables: The following criteria can affect the organization score 
of a member of Jorj Car'das's smuggling ring. 


POSITIVE CRITERIA ORGANIZATION SCORE MODIFIER 


Character level +1/2 character level 
Has at least one level in the scoundrel class +1 
Has at least one talent from the Spacer talent tree +1 
Has at least one talent from the Smuggler talent tree + 
Captain or owner of a space transport +1 
Intelligence or Wisdom 15 or higher +1 
Trained in the Pilot skill +1 
Trained in the Use Computer skill +1 


Makesa successful smuggling run for the Cardas 
value of the cargo (max +5) 


+1 per 10,000 credit 


Bypasses an Imperial blockade + 
Prevents the capture or death of another Car'das member +1 
Discovers a new hyperspace route for use in smuggling 41 
Completes a known smuggling run (Kessel! Run, Rycar’s Run, etc,) 42 
Establishes a new shadowport for Car'das smugglers +2 
NEGATIVE CRITERIA ORGANIZATION SCORE MODIFIER 
Causes a hyperspace mishap =| 
Damages or destroys cargo -1 per 10,000 credits value 
Intelligence or Wisdom 9 or lower -2 
Dumps a cargo without being able to retrieve it =2 
Betrays another Car'das member to the authorities 10 
Exposes the location of a shadowport or other Car'das hideout -20 
Titles, Benefits, and Duties: Typically, a Car'das member's rank is most 


important aboard his own ship. Most leaders of Car'das cells still operate their 
own starships and go on smuggling runs, allowing them to remain in touch 
with the situations that smugglers face. Almost everyone in the hierarchy 
continues to take an active hand in smuggling operations. A member of the 
Car'das is expected to accept any job handed down by his cell and complete it 
without question, and those members of the organization who do so repeat- 
edly find themselves rising through the organization's ranks quickly. 


RANK SCORE TITLE; BENEFITS AND DUTIES 
0 3orlower None 
1 4-8 Crewmember: The lowest ranking members of 


Car'das are crewmembers who work at the various 
stations aboard smuggling vessels. These are the system 
operators, copilots, and engineers who make sure that 
each smuggling ship is capable of making its assigned 


RANK SCORE TITLE: BENEFITS AND DUTIES right (including Talon Karrde, who in the future will go on to help the New 


runs. A crewmember can pick any Intelligence-based skill Republic on a number of occasions), meaning that scoundrels who have a 
to add to his class skill lst. heart of gold fit right in with other members of the smuggling ring. 
2 943 Navigator or Helmsman: The rank of navigator or 


helmsman is an honorific that carries no mechanical HOUSE ORGANA : 
benefits One of the most popular and famous noble houses in the entire galaxy, 
3 14-20 Officer: Officers are:the leaders among the crews of the House Organa is the royal family of Alderaan and the house of Senator Bail 
TOE eS ee Organa, An ancient noble house dating back to the early days of Alderaan, 
various smuggling ships. Although they do notcommand House Organa wields a great amount of influence not only on Alderaan but 
their own vessels, most officers have a decent level of also throughout the galaxy. Thanks primarily to the efforts of the outspoken 
responsibility and at Jeast a few crewmembers who report Senator, House Organa is a trusted group of nobles who are concerned with 
to them. Car'das officers always succeed when using the the well-being of all people throughout the galaxy, It is wealthy, prominent, 
aid another action to assist a member of Car'das on a ai Spl athdh there are few other houses that any young noble would want 
to be born into. 
: Z The noble house of Queen Breha Organa herself, House Organa has a great 
4 21-30 First Officer: Though the rank of fist officer usually et oF potitical influence that has been built up over thousands of years. 
signifies the aide to the captain on a ship, most of Though the actual reach of House Organa cannot be tangibly measured, 
Car'das's first officers are actually the commanders many believe that the noble house has the ability to affect events even 
of smuggling ships. A first officer automatically gains as far away as planets on the Outer Rim. Though House Organa’s wealth 
command of a Colossal space transport valued at might seem limitless, the effectiveness of its credits depends greatly on 
500,000 credits or less. who is being paid to do what. Despite outward appearances of loyalty to 
5 31orhigher Captain: A captain is just one step below Jor) Cardas the Empire, Bail Organa regularly funnels credits and other resourees into 
himself in the stuggling ring, uswally the commander the hands of those who would seek to bina about the resurrection of the 
He A Sa pie sete CaaS He Old Republic. House Organa walks a fine line, maintaining the appearance of 


Deception or Pilot check. 


o 


dedication to the Galactic Empire while in truth supporting seditious activity 

| to manage their cells with the same kind of strategy throughout the galaxy. 
and efficiency that Jor Car'das demonstrates, and must Although Senator Bail Organa is the most famous member of this noble 
} be certain that each member of the smuggling ring is house, a number of people affiliated with House Organa are not directly 
| contributing to the growing criminal empire: A captain related to the Organa line. Many friends, allies, and subjects of House Organa 


have been taken in and enjoy the benefits of being associated with the pres- 

; tigious noble house, For example, though she is not a member of the Organa 

af.800,000 credits or fess) and five sterfightersivalued Fite Naboo woman known as Sabe has been fnvited into House Organa 

at 80,000 credits or less each) available for use at any ty train Bail's young daughter and her friend Winter, Though joining a noble 

time, in addition to his own personal space transport. house by some means other than being born into itis a rare occurrence, House 

Organa recognizes that it needs all the capable allies it can get, and sees the 

Roleplaying Applications: The Car'das smuggling ring isa great place for value in putting its resources at the disposal of trusted friends. 

heroes who want to enjoy the benefits of life on the fringe without getting House Organas, to all outward appearances, nothing more than the ruling 

involved with violent or overtly villainous beings, Though they are capable noble family. Few suspect the larger role that House Organa has played in 

of gunning down enemies when needed, members of Car'das are mostly galactic politics over the years. In many ways, House Organa has disguised 

concerned with turning a profit, and as such, heroic smugglers often find _ itself as the typical noble house, whose power and influence are confined 

their way into the Car’das organization, Though the smugaling ring’s leader to Alderaan, when in truth the Organas have slowly cultivated contacts and 

is himself greedy and ambitious, the Car'das organization is.a great way for _ resources on hundreds of worlds over the years, From credits stowed away in 

heroic characters to get a taste of smuggling life without having to struggle secret bank accounts on Bothawui to apartments rented under false names 

through trying to.turn a profit with no help from anyone else, Additionally, on Eriadu, House Organa has resources at its disposal far beyond the scope 
many members of the Car'das organization go on to be heroes in their own _of the typical noble house. 


always has at least one Colossal space transport (valued 


SNSLVZINVSUS 


Type: Noble house. 

Enemies and Allies: Despite the precautions taken over the years, many 
agents of the Empire suspect that Bail Organa has been working against the 
Empire since its inception. Some rising powers within the Empire want to 
make an example of House Organa, showing that even wealthy and power- 
ful noble families can be crushed by the might of Imperial justice. Thus far, 
Senator Organa has not yet given them the excuse they need to make a move 
against House Organa, though it is only a matter of time before someone gets 
bold enough to try. Many influential people support House Organa, some of 
whom are more powerful than others; Mon Mothma of Chandrila and Garm 
Bel Iblis of Corellia are two examples among those who ally themselves with 
House Organa on a regular basis. 

Scale: 9 (planetary). 


Organization Score Criteria: Since House Organa is taking subtle and 
covert action against the Empire on a reqular basis, new members of the noble 
house must prove themselves suitably trustworthy. For someone from outside 
the Organa lineage, proving that one can be trusted with House Organa’s 
secrets is usually the greatest difficulty. A hero related to the Organa family 
by blood, such as a cousin or other member of a minor branch of the Organa 
bloodline, usually has an easier time gaining the main house's trust. Likewise, 
Bail Organa's sisters (Celly, Rouge, and Tia) have families of their own, anda 
hero from House Organa could be related to one of those individuals. 

Criteria Tables: The following criteria can affect the organization score 
of a member of House Organa. 


POSITIVE CRITERIA ORGANIZATION SCORE MODIFIER 
Character level +1/2 character level 
Has at least one level in the noble class +1 
Has at least five levels in the noble class +2 
Has at least ten levels in the noble class +3 
Has any talent from the Ideologue talent tree al 
Trained in the Persuasion skill +1 
Has the Skill Focus (Persuasion) feat 4 
Charisma 13 or higher +1 
Completes a major task on behalf of House Organa 4 
Donates credits to a group fighting +1 per 20,000 credits (max +5) 
against the Empire 

Discovers a Jedi who survived Order 66 +1 per discovery 
Blood relative of House Organa +2 
Commendation from a member of House Organa 41 
Saves the life of a member of House Organa +2 
NEGATIVE CRITERIA ORGANIZATION SCORE MODIFIER 
Disobeys a command of a higher-ranking house member 5 
Commits violence against an ally or member of the house 2 
Reviled -1/2 Dark Side Score 
Arrested and charged by law enforcement for a crime -2 
Has levels in the crime lord prestige class -2 
Arrested by the Empire for seditious acts -10 
Betrays House Organa’s secret actions to the Empire -20 
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Titles, Benefits, and Duties: Members of House Organa are required to 
always serve the best interests of the noble house and follow the decrees of 
the queen and her prince consort. Vassals (though not addressed as such) 
serve House Organa in a variety of means, but rarely wield much power 
within the ranks of the organization. Blood relatives of House Organa are 
considered true nobility, though on occasion a close ally has been raised to 
the rank of lord or lady as a reward for great deeds or sacrifices. Members of 
House Organa are constantly under scrutiny, both from other noble houses 
as well as the Empire, and must take extra precautions to hide any evidence 
of seditious activities. 


RANK SCORE TITLE; BENEFITS AND DUTIES 

0  3orlower None 

1 4-10 Vassal: The vassals of House Organa are minor associates 
who have been granted the protection and influence of 
the noble house. A vassal of House Organa can add any 

‘one Charisma-based skill to his class skill list. 

Lord/Lady: Having proven themselves worthy of House 

Organa's full confidence, most members of the noble 

house are granted the title of lord or lady, though the 

title is typically used only in formal settings. A lord or 
lady of House Organa can retry a failed Persuasion check 
to change attitude once per day. 

Prince/Princess: The most revered members of House 

Organa, typically only those who are born into the 

Organa extended family, are granted the title of prince 

or princess. When a prince or princess of House Organa 

successfully makes a Persuasion check to intimidate a 

target, he or she grants all allies within line of sight a 

+2 morale bonus on their next skill check (provided the 

check is made within 1 minute or before the end of the 
encounter, whichever is longer). 

4 31 orhigher High Prince/High Princess: Only the highest-ranking 
members of House Organa are granted the title of high 
prince or high princess. They are the ruling members 
of the family, and it is exceedingly difficult for those 
who were not born into House Organa to reach this 
rank. A high prince or high princess of House Organa is 
automatically granted the ownership and use of a capital 
ship valued at no more than 3,000,000 credits. 


2 11-20 


3 21-30 


Roleplaying Applications: As the preeminent noble house of the Core 
Worlds, House Organa provides a number of excellent roleplaying opportuni- 
ties for players (noble and otherwise), A heroic noble might be a member of 
a lesser branch of the Organa bloodline, while nonnobles could come into 
the service of Bail Organa himself through their deeds. Players who become 
members of House Organa must take extra care not to implicate themselves 
or the Senator in any kind of criminal activity; doing so not only jeopardizes 
the house's integrity but could also result in a loss of resources available 
to the noble house. Heroes who are members of House Organa will have a 
much greater involvement in the politics of the galaxy and are likely to have 
contacts in the highest echelons of government and society. 


KOTA’S MILITIA 

During the Clone Wars, one of the greatest generals among the Jedi was 
Master Rahm Kota. A distinguished commander who instilled confidence in 
his troops, General Kota served with distinction on several fronts. However, 
Master Kota did not have confidence in clone soldiers and instead surrounded 
himself with dedicated warriors from throughout the galaxy. In the end, it 
was this mistrust of the clones that saved his life; when Order 66 was given, 
a squad of Antarian Rangers in his service was notified and managed to 
ferry Kota and many of his soldiers into hiding. When the Empire rose and 
took control of the galaxy, Kota and his loyal armsmen remained in hiding, 
emerging only to execute carefully planned strikes against the Empire. 

Kota's Militia is composed of a small number of troops that served with 
General Kota during the Clone Wars, as well as many new recruits who have 
flocked to his banner over the years. Though small in number, the members. 
of Kota's Militia fight with the competence of hardened soldiers, and thanks 
to the unique insights of their commander they typically emerge victorious 
even from missions when they are clearly outaumbered. It is not the most elite 
unit of soldiers in the galaxy, but Kota’s Militia shows the kind of dedication 
to Master Kota that most commanding officers would love to have from their 
followers. Through careful planning, following orders precisely, and a good 
amount of bravery, Kota's Militia has managed to survive for years despite 
being the target of Imperial searches. 

Kota's Militia targets the Empire in all its forms, with missions ranging 
from attacking TIE fighter construction facilities to raiding local arms ware- 
houses. Clandestine in its activities, Kota’s Militia has operated for years right 
under the watchful eyes of the Empire. Less well organized and with fewer 
resources than the Rebel Alliance will have years later, Kota's Militia treats 
every mission as though it could be the organization's last. Needless to say, 
Kota's Militia rarely rushes into any situation, preferring instead to plan for 
any eventuality lest the organization fall due to fatal mistakes. 

Type: Military/paramilitary. 

Enemies and Allies: Kota's Militia has a single primary enemy: the 
Galactic Empire. More to the point, General Kota tends to pick targets that 


are of significance to Darth Vader; one mission might involve destroying a 
factory that Vader recently visited, while another might require the militia to 
steal a shuttle that Vader used asa personal transport. Additionally, since a 
Jedi leads the organization, the Inquisitorius has taken a particular interest 
in Kota’s Militia. Many Inquisitors have dedicated large amounts of time to 
finding Rahm Kota and his agents, and they would like nothing more than 
to crush Kota's Militia under their boot heels. 

Scale: 10 (multiple planets). 

Organization Score Criteria: Joining Kota’s Militia is only slightly more 
difficult than finding it, The overt action that the militia takes against the 
Empire requires that its members maintain secrecy at all times, and prospec- 
tive members are usually sought out by existing militiamen rather than the 
other way around, Anyone who goes to great lengths to harm the Empire is 
a likely candidate for acceptance into Kota's Militia. 

Criteria Tables: The following criteria can affect the organization score 
of a member of Kota's Militia. 


POSITIVE CRITERIA ORGANIZATION SCORE MODIFIER 
Character level +1/2 character level 
Force-sensitive +1 
Has levels in the Jedi class al 
Has levels in the soldier class +1 
Has levels in the infiltrator prestige class +1 
Has levels in the Jedi Knight prestige class +1 
Has levels in the saboteur prestige class +1 
Base attack bonus +5 or higher +) 
Completes a mission for Kota's Militia +1 
Defeats a major Imperial opponent +1/4 enemy's CL 
Destroys major Imperial supplies +1 per 50,000 credits value (max +5) 
Veteran of the Clone Wars (Separatist allegiance) +1 
Veteran of the Clone Wars (Republic allegiance) +2 
Has the Destruction destiny +1 
NEGATIVE CRITERIA ORGANIZATION SCORE MODIFIER 
Fails on a mission assigned by General Kota 4 
Captured by the Empire a 
Causes the capture of a member of Kota’s Militia 2 
Clone 2 
Harms a Jedi who has a Dark Side Score of 3 or lower =5 
Kills a Jedi who has a Dark Side Score of 3 or lower -20 
Kills another member of Kota’s Militia -20 


Betrays General Kota’s existence to the Empire -20 


Titles, Benefits, and Duties: Kota runs his militia the way most generals 
run their armies. Being a member of Kota's Militia always brings a certain 
amount of responsibility with it. Members of the organization must be 
prepared to take orders from their superior officers at all times, and must 
be willing and able to engage in dangerous missions to harm the Empire. A 
member of Kota's Militia will usually go on one to two missions per month, 
often on different worlds or even with entirely different militia members. 
Though members of Kota's Militia benefit from the training and guidance 
they receive from a Jedi Master, all members of the organization are prepared 
to give their lives to save the life of their leader at any time. 


RANK SCORE TITLE; BENEFITS AND DUTIES 
0 3orlower None 
1 46 Recruit: New arrivals in General Kota's Militia are given 
the rank of recruit and begin undertaking missions for the 
Jedi general almost immediately. A recruit in Kota's Militia 
can spend a Force Point as a free action to immediately 
move a number of squares up to his or her speed. 
Private: The rank of private is an honorific that carries 
‘no mechanical benefits. 
Lieutenant: Given command over squads of militia 
members, the lieutenants in Kota’s Militia are entrusted 
with small amounts of authority to test their worthiness as 
field commanders, As a swift action, a lieutenant in Kota’s 
Militia can allow any ally within line of sight to change the 
triggering conditions of any action he or she has readied. 
Captain: Among General Kota's most trusted officers, 
the captains of Kota's Militia have proven themselves as 
steadfast leaders, even under fire. Once per encounter, a 
captain in Kota’s Militia can, as a reaction, grant himself 
ora single ally within line of sight a +5 morale bonus to 
Will Defense. The target of this ability must be able to 
see and hear the captain for it to take effect. 
5 31 orhigher General: Only a few other members of Kota’s Militia 
have been given the rank of general aside from Master 
Kota himself. The generals in Kota’s Militia plan all of the 
organization's operations and missions. Once per encounter 
as a swift action, a general can designate a single ally 
within 6 squares and line of sight; that ally's initiative count 
changes to the general's initiative count -1, and the ally 
acts immediately once the general's turn ends. 


3 (12-20 


4 21-30 


a 
a 
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Roleplaying Applications: Joining Kota's Militia is much like joining the 
Rebellion (though of course the Rebel Alliance will not exist for many years 
to come). Members of Kota’s Militia are outlaws, having thrown their lot 
in with the fugitive Jedi, and will find themselves hunted throughout the 
galaxy. Moreover, because Kota’s Militia takes overt military action against 
the Empire, a member of the organization will almost certainly have warrants 
out for his arrest—and likely bounties for his capture dead or alive. When a 
character joins Kota's Militia, he is throwing away any chance at having a 
legitimate, legal life within the confines of the Empire and dedicating himself 
to fighting tyranny no matter what the cost. 


LOK REVENANTS 

One of the oldest surviving pirate groups in the galaxy, the Revenant of Lok 
have been around since well before the Clone Wars. Led by a Feeorin by the 
name of Nym, the Revenants are a group of pirates, mercenaries, and rebels 
who operate outside the bounds of Imperial law. The Revenants hide from 
the watchful eye of the Empire at their home base on the sulfurous planet 
of Lok, and stage raids on Imperial convoys whenever the need strikes them. 
No other organization has any influence on Lok, not even the Empire, and 
‘as such the Revenants are their own rulers and masters, They set the code 
they follow, and they come and go as they please. 

Despite the inherent love of money and mayhem that comes with being a 
pirate, most of the Revenants came into Nym's service thanks to his actions 
against the Trade Federation prior to and during the Clone Wars. With the 
rise of the Empire, Nym and the Revenants have a new establishment to 
hate and rage against, and they do so with pleasure. Most of the Revenants 
have some kind of grudge against the Empire, whether it results just from 
the Empire's shutting down other piracy operations or something more 
personal. Anti-Imperial sentiment runs strong through the Revenants, and 
most of the group's members signed on for piracy as a chance to get back 
at the Empire any way they can. The Revenants remain loyal to Nym through 
even the hardest of times, and their small fleet has survived battles against 
seemingly insurmountable odds. 

Most of the Revenants spend time either within their fortress on Lok or 
aboard one of the organization's many starships. Carefully planned raids 
take portions of the fleet away from Lok, though most of the operations 
take place within the Karthakk Sector. The Revenants concern themselves 
primarily with targeting Imperial convoys and cargo vessels that stray too 
close to the Revenants’ domain, though on occasion the pirate group does 
range out farther in search of fresh prey. Though Nym would gruffly disdain 
the idea of doing so, much of the bounty pilfered from Imperial vessels is 
sold to those who need it most: Foodstuffs and medical supplies go to worlds 
where Imperial oppression is rampant, while the weapons and vehicles that 
the pirate gang does not want for itself are often sold to anti-Imperial fac- 
tions (such as Kota's Militia). Though the Revenants target Imperial convoys 


and sell weapons to rebellious groups, the Revenants consider themselves 
to be neutral in galactic conflicts, and Nym is reluctant to declare open 
war on the Empire. 

Type: Outlaw gang. 

Enemies and Allies: Law enforcement agencies and the Empire are among 
the most dangerous enemies of the Revenants. Additionally, other pirate 
gangs are constantly fighting the Revenants over their domain, both in the 
Karthakk Sector and elsewhere, with conflicts sometimes escalating into 
wholesale fleet engagements. Despite their troubles, both with the law and 
with other pirates, the Revenants manage to turn a tidy profit by dealing with 
some other organizations that have large amounts of resources. Many of the 
weapons used by Kota’s Militia were bought from the Revenants, and both 
Black Sun and Car'das have amicable relationships with the pirate gang. 

Scale: 12 (multiple systems) 

Organization Score Criteria: Becoming a member of the Revenants 
involves finding them and proving that one has the skills necessary to become 
a pirate. The Revenants are theoretically willing to accept anyone who can 
pull his or her weight, but Imperial sympathizers are always unwelcome. 
Additionally, any members who can bring unique resources to the group, 
such as new ships for the fleet or new technology to make piracy easier, will 
quickly find a home among the Revenants. 

Criteria Tables: The following criteria can affect the organization score 
of a member of the Lok Revenants, 


POSITIVE CRITERIA ORGANIZATION SCORE MODIFIER 
Character level +1/2 character level 
Has levels in the scoundrel class + 
Has levels in the master privateer prestige class + 
Trained in the Pilot skill +1 
Has the Vehicular Combat feat 41 
Has the Weapon Proficiency (advanced melee weapons) feat #1 
Base attack bonus +5 through +9, aa) 
Base attack bonus +10 or higher +2 
Has had an Imperial bounty placed on his/her head 42 


Has defeated a bounty hunter attempting 
to collect an Imperial bounty 
Captures an enemy starship 
Captures valuable cargo 


+1/4 the bounty hunter's CL 


+1/4 starship's CL (max +5) 
+1 per 20,000 credits value (max +5) 


NEGATIVE CRITERIA 
Damages or destroys cargo 


ORGANIZATION SCORE MODIFIER 
=1 per 10,000 credits value 


Captured by the Empire or other law enforcement agency 2 
Veteran of the Clone Wars (Separatist) =| 
Destroys an enemy starship when it could have been disabled -2 
Provides information to the Empire on the Revenants’ activities -15 
Reveals the location of the Revenants’ home base “15 


Titles, Benefits, and Duties: Though the Revenants operate on the 
fringes of society, Nym runs a tight ship, and most members of the organi- 
zation know their place very clearly. Each member of the organization has a 
clear rank, and each is expected to follow the orders of his or her superiors 
without fail. Much as with the members of Car'das, an individual's title within 
the organization is not always indicative of his or her position aboard a ship. 
All members of the Revenants are expected to be present and accounted for 
on raids, except for a small contingent that is always left behind to quard 
the fortress on Lok. 


RANK SCORE TITLE: BENEFITS AND DUTIES 

0 3orlower None 

1 4-10 Deck Hand: The lowliest pirates in the Lok Revenants, 
deck hands perform most of the menial tasks aboard 
their pirate vessels. Deck hands are also responsible 
for repelling any boarders and ensuring that prisoners 
are taken care of. Once per encounter, a deck hand can 
choose to automatically succeed on any aid another 
attempt. 
Privateer: After putting in their time as deck hands, most 
members of the Revenants rise to the rank of privateer. 
Though technically the Lok Revenants have no letters 
‘of marque, Nym designates his more trusted followers 
as privateers to give some legitimacy to the Revenants’ 
piracy, A privateer is always considered to have favorable 
circumstances when making Persuasion checks while 
within the organization's sphere of influence. 


2 1-20 


RANK SCORE 
3 21-30 


TITLE: BENEFITS AND DUTIES 

Bosun: Any members of the Revenants who show 
exceptional leadership are usually placed under the 
direct command of a captain and given significant 
responsibilities. A bosun is in charge of keeping order 
aboard a Revenant space vessel and ensuring that all 
members of the crew are doing their jobs. Once per 
encounter, a bosun can target one enemy within line 
of sight as a reaction. All of the bosun’s allies adjacent 
to that target can immediately move 1 square in any 
direction without provoking attacks of opportunity, 
though they may not end this movement in an occupied 
square. 

4 31 orhigher Captain: Nym’s most trusted lieutenants are often given 
their own ships and declared captains in their own right. 
Captains among the Lok Revenants usually command 
frigates or corvettes, such as the Nebulon-B or the 
Corellian Corvette. A captain is automatically granted the 
ownership and use of a capital ship valued at no more 
than 3,000,000 credits. 


Roleplaying Applications: Heroes who join the Revenants are walking a 
fine line between open rebellion and simple criminal activity, Though not as 
militant as Kota’s Militia, the Revenants aren't nearly as greedy or self-serving 
as Car'das or Black Sun, and they often display a somewhat twisted sense of 
altruism or honor in their actions. The Revenants make a great organization 
for heroes who want to experience life on the fringe but also want to take 
the fight to the Empire in a significant way. 


*FIVE THOUSAND 
CREDITS UP FRONT 
AND YOU'VE GOT 
YOUR HERO,” 


- NYM 
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| The execution of Order 66 wiped out nearly all the Jedi, eliminating the largest 

single bastion of Force-users that could have stood in the way of Emperor 

Palpatine’s ascension to power. Despite the tragic success of this plan, some 

| Jedi managed to survive the purge and flee into the relative safety of a life 

of seclusion. Despite their efforts to remain hidden, these Jedi often find 
themselves continually on the run from Darth Vader's Jedi hunters. 

Through all this, knowledge of the Force survives even in the Dark Times. 
Small pockets of Force-users, many associated with traditions unknown to 
the Jedi, continue to operate in secret. Some Jedi remain defiant, clinging 
to the Old Republic's ideals and waging their own private wars against the 
Empire. Others are simply swept up in the flow of events, finding themselves 
tossed across the galaxy by their destinies, unsure exactly where they will 
end up. 

Since Jedi and other Force-users remain active during the Dark Times, 
many of them must learn to adapt to the new state of the galaxy, and that 
often means adapting the ways in which they use the Force. This chapter 
presents new options for Force-users, including powers, talents, techniques, 
and secrets, specifically those designed to give heroes something unique to 
distinguish them from heroes of other eras. Though certainly the Gamemas- 
ter can allow characters in other eras to make use of the mechanics in this 

/ chapter, they are tailored for heroes of the Dark Times, and they make great 
additions to heroes in a Force Unleashed campaign. 


4dED!I DURING THE 
DARK TIMES 


The destruction of the Jedi Order and the execution of Order 66 dealt a 
huge blow to the forces of good in the galaxy. Though some Jedi survived 
the purge, their lives were irrevocably altered the moment Anakin Skywalker 
gave in to the dark side and Darth Vader was born. No longer members of an 
ancient tradition of sages and guardians, in the blink of an eye surviving Jedi 
became the last vestiges of a broken tradition. Literally overnight, many Jedi 
found themselves without allies, without a home, and without any direction. 
The galaxy had gone from a war-torn landscape in which the Jedi acted as 
generals to a place of tyrannical order in which the Jedi were outlawed. 
Imagine waking up to find that, even though you had done nothing differ- 
ently, today those who considered you an ally now consider you worthy of 
execution. All Jedi faced this jarring revelation in the days following Order 
66, the repercussions of which shape what those few survivors would do 
during the Dark Times. 
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For some Jedi, the transition was more than they could bear. One day 
the galaxy is defended by the Jedi, and the next it is defenseless against the 
might of the Empire. Those surviving Jedi who were the most devastated 
by the deaths of their companions suffer greatly under the weight of the 
extermination of the Jedi. Some Jedi actually go insane, either partially or 
wholly, leaving them but shells of the great heroes they once were. In fact, 
an Aleena Jedi Knight named Kazdan Paratus was so deranged in the wake 
of the purge that he constructed an entire false world for himself on the 
junkyard planet of Raxus Prime. Though his was an extreme example, it simply 
illustrates how badly the extermination affects those surviving Jedi. 

Some Jedi refuse to accept that the Order had been defeated, carrying on 
a personal crusade against the Empire. With the help of allies and other like- 
minded individuals, these Jedi fight small wars against the Empire, clinging to 
the belief that they can still bring down the tyrannical government and restore 
peace and justice to the galaxy, Others fight to lay the seeds of rebellion, 
hoping that their example will lead others to join their efforts. Jedi Master 
Rahm Kota, a brilliant tactician and military commander from the Clone Wars, 
wages a private war against the Empire, striking out from hidden safe houses 
to sabotage Imperial facilities. Many heroic Jedi follow a similar path, since 
doing so allows them to remain true to their principles and beliefs 

Some Jedi simply abandon their past, instead choosing to start their 
lives over. Though for most them the Jedi Order is the only life they have 
known, a select few put down their lightsabers and abandon their meditative 
techniques, choosing to live a mundane life rather than spend their days on 
the run. These Jedi become law enforcement officials, bounty hunters, or 
mercenaries, or even take on jobs that don't make use of any of the combat 
training they have received. Though some consider these acts cowardly, 
most Jedi who abandon their previous lives see themselves as engaging in 
self-preservation. They believe that no one can take on the Empire alone, 
so they attempt to simply live the rest of their lives in peace. However, it 
does not seem as though the Force is willing to let these people go so easily, 
and some of them find that their destiny brings them back into touch with 
their old habits. 

Finally, a few Jedi choose to fade away into the backdrop of the galaxy, 
biding their time until they can act. They do not abandon their lives as Jedi, 
but they do not actively seek to draw the Empire's attention, Both Yoda 
and Obi-Wan Kenobi choose this life, as does the Togruta Jedi Shaak Ti. 
By retreating into the shadows, these individuals ensure that the Empire's 
Jedi hunters do not find them, allowing them to prepare for a time in the 
future when they will once again step onto the galactic stage. These Jedi 
spend their days honing their skills in the Force, meditating and practicing 
their lightsaber techniques. They believe that their destiny has not yet been 
fulfilled, and that only the guidance of the Force, not their own desire to 
strike back at the Empire, is the true path to success. 


REACTIONS TO 
FoORCE-USERS 


Though Jedi were always considered mystics and wielders of great super- 
natural powers, during the Dark Times knowledge of the Force becomes 
something of myth or legend. Following the execution of Order 66, the 
Emperor orders the eradication of nearly all records of the Jedi, effectively 
wiping their names from galactic history. Though those who lived through 
the Clone Wars are certainly familiar with the Jedi and what they can do, 
a large segment of the galactic population considers them to be no more 
than magicians or purveyors of superstitious nonsense. Especially in the 
Outer Rim, where even during the height of the Clone Wars their presence 
was rare, most people might hear of the Jedi referred to only as sorcerers 
devoted to some ancient religion. 


For others, however, learning that someone can use the Force—or worse, 
that someone is a Jedi Knight—is a far more dangerous prospect than many 
would suspect. Loyal citizens of the Empire know it is their duty to report 
any suspicious activity, especially with regard to use of the Force. One of the 
fastest ways to ensure that the Inquisitorius comes knocking at a hero's door 
is for that individual to use the Force publicly, especially on a world layal to 
the Empire. Though many citizens might be too frightened to attempt to turn 
ina known Force-user, others regard it as their duty to do so, and they will 
go straight to the nearest Imperial Security Bureau headquarters to provide 
information regarding the presence of the Force-user. 

See Chapter 8: The Force Unleashed Campaign for more information on 
the consequences of using the Force, or a lightsaber, in public. 


NOTICING FORCE-USERS 

With the Empire risen and the Jedi outlawed, it is no longer safe for anyone to. 
use the Force in public without discretion, Citizens of the Empire are trained 
to keep an eye out for suspicious activity, and agents of the ISB and COMP- 
NOR can be found around every corner, in public and also in disguise. Even 
everyday citizens, fearful of reprisals from Imperial officials, will frequently 
report visible uses of the Force to the proper authorities, 

Asa result, during the Dark Timesa character who uses the Force in a public 
place is considered to have unfavorable circumstances for the purpose of making 
Stealth checks until that individual escapes the public eye. This rule represents 
the public's general awareness of Force-users as well as the populace’s reaction 
to visible use of the Force. The Gamemaster can rule that uses of the Force that 
cannot be visibly connected to a character, such as telekinetically transporting 
a box across a crowded street, do not provide unfavorable circumstances. 


TEMPTATION OF THE 
DARK SIDE 


The lute of the dark side is great, and even those Jedi who walk the path of 
the light often stray into darkness from time to time. Though it is easy for 
a character who wants to be willfully evil to do so (by selecting talents or 
Force powers that draw upon the dark side for power), some Gamemasters 
might want to introduce rules that make the dark side more tempting for 
even those Jedi who have never chosen to dabble in the teachings of the dark 
side. These rules are optional, and should be included only if the GM wants 
to make the threat of falling to the dark side more tempting. 

‘Asa free action, any character who has the Force Sensitivity feat can 
spend a Force Point to add any one Force power that has the [dark side 
descriptor to his or her active Force power suite, That power can then be 
used as normal. However, when the power is used (or at the end of the 
encounter), it goes away entirely and may not be recovered by any of the 
normal means (including resting for 1 minute. spending a Force Point, 
making use of the Force Recovery talent, or ralling a natural 20 on a Use 
the Force check) 


Similarly, any character who has the Force Sensitivity feat can spend a 
Force Point as a free action to temporarily gain the use of any talents from 
the Dark Side talent tree, the Dark Side Devotee talent tree, or the Sith talent 
tree. A character must meet all the prerequisites for one of these talents to 
be able to use it, and the character can spend more than 1 Force Point over 
the course of an encounter to gain multiple talents from those talent trees. 
Talents gained in this manner temporarily count toward the prerequisites of 
other talents, and the effects of these talents last for the remainder of the 
encounter. Additionally, at the conclusion of the encounter, the character 
increases his or her Dark Side Score by a number of points equal to the 
number of Force Points spent in this manner. 

For example, in the first round of an encounter, a Jedi could spend a 
Force Point to gain the benefit of the Power of the Dark Side talent for the 
remainder of the encounter. In the following round he can spend another 
Force Point to gain access to the Swift Power talent, since he temporarily has 
access to its prerequisite talent. At the end of the encounter, the Jedi loses 
access to these talents and increases his Dark Side Score by 2. 


OPTIONAL RULE: ATONEMENT 

In addition to making the dark side more tempting, some Gamemasters might 
want to make it more difficult for a character to reduce his or her Dark Side 
Score. Any GM who wants to make atonement more meaningful can use the 
following optional rule to reduce the heroes’ ability to avoid the effects of 
their misdeeds. Any character who wants to spend a Force Point to reduce his 
Dark Side Score must spend at least 24 hours in meditation, contemplating 
the effects of the dark side. Additionally, all characters can spend a Force 
Point to reduce their Dark Side Score only once per level, 


FORCE POWERS 
The following Force powers are available to any character who has the Force 
Sensitivity feat (see page 85 of the Saga Edition core rulebook). These Force 
powers represent the growing threat of the dark side (as well as the kinds of 
powers that the agents of evil introduce into the galaxy) and also serve as 
features designed to enhance a character in a Force Unleashed campaign. 
Telekinetic Power: Powers with the [telekinetic] descriptor are included 
among the powers affected by talents like Telekinetic Power and Telekinetic 
Savant (SE 100). 


CORRUPTION [DARK SIDE] 

You use the Force to send a bolt of pure dark side vileness into an enemy. 
Time: Standard action. Targets: One target within 12 squares and within 
line of sight. 

Make a Use the Force check. The result of the check determines the 
effect, if any. Compare the result to the target's Fortitude Defense. If the 
check result equals or exceeds the target's Fortitude Defense, the target 
is affected. 
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DC 15: The target takes 2d6 Force damage, and hald that amount again 
at the start of its turn. If your Use the Force check equals or exceeds the 
target's Fortitude Defense, the target takes half that damage again in the 
following round. 

DC 20: As DC 15, except the target takes 346 points of damage. 

DC 25:As DC 15, except the target takes 4d6 points of damage. 

DC30: As DC 15, except the target takes 5d6 points of damage. 

The target adds a size modifier to its Fortitude Defense: Colossal, +50; 
Gargantuan, +20; Huge, +10; Large, +5; Medium and smaller, +0. 

Special: You can spend a Force Point when you successfully damage a 
target by using this power to have all creatures adjacent to the target take 
half this damage if the Use the Force check also exceeds their Fortitude 
Defense. These secondary targets do not take additional damage in the 
following round, 


Force BLAST 

You use the Force to create a ball of compressed air and debris that you can 
hurl at enemy targets. Time: Standard action. Target: One target within 12 
squares and within line of sight. 

Make a Use the Force check. Compare the result of your Use the Force 
check to the Reflex Defense of the target; if you exceed the target's Reflex 
Defense, you deal damage with the Force blast. The result of the Use the 
Force check determines the effect, if any. 

DC 15:The Force blast deals 2d6 points of damage to the target. 

DC20:As DC 15, except you deal 3d6 points of damage. 

DC.25:As DC 15, except you deal 4d6 points of damage. 

DC30: As DC 15, except you deal 5d6 points of damage. 

Special: You can spend a force point to add one-half your heroic level as 
a damage bonus on a Force blast just as you would with a normal weapon. 


FORCE SHIELD [TELEKINETICI 
You use the Force to create a bubble of telekinetic energy around yourself, 
protecting you from harm. Time: Reaction. Target: You. 

Make a Use the Force check. The result of the Use the Force check 
determines the effect, if any. 

DC 15: You gain a shield rating (SR) of 5 until the beginning of your next 
turn. Unlike other shields, this shield is made of pure telekinetic energy and 
cannot be recharged by any means. 

DC20:As DC 15, except you gain SR 10. 

DC.25:As DC.15, except you gain SR 15. 

DC30: As DC 15, except you gain SR 20. 

‘Special: You can spend a Force Point when you activate this power to 
increase the power's SR by 5. You can maintain your concentration on a Force 
shield to continue to gain the benefit of the power's SR from round to round, 
extending the normal duration. Maintaining the Force shield power is a stan- 
dard action. If the power's SR is ever reduced to 0, the power's effect ends. 


FORCE STORM 

[DARK SIDE, TELEKINETICI 

You use the Force to create a swirling whirlwind of dark side energy around 
yourself. Time: Standard action. Target: You. 

Make a Use the Force check. You create a vortex of debris and dark 
energy around yourself that deals 246 points of damage to all adjacent targets 
at the end of your turn, The result of your Use the Force check determines 
the duration of the effect, if any. 

DC 20:2 rounds. 

0C 25:4 rounds. 

DC 30:6 rounds. 

DC 35: 8 rounds. 

Special: You can spend a Force Point to deal an extra 2d6 points of 
damage with a Force storm. 


KINETIC COMBAT 
You use the Force to manipulate your chosen weapon, allowing it to operate 
independent of your grasp. Time: Standard action. Target: You. 

Make a Use the Force check. If you succeed on a DC 20 check, you can 
telekinetically move a one-handed melee weapon you hold up to 12 squares 
and make an attack with it. The weapon is considered held by you, even 
if it is hovering nearby and not in your hands. The attack uses your base 
attack bonus modified by your Charisma modifier as the attack bonus for 
the attack. A successful attack deals normal melee weapon damage, adding 
one-half your heroic level to damage as normal and substituting your Cha~ 
risma modifier for your Strength modifier for damage. Talents and feats that 
would normally enhance a weapon's use do not do so while you are using 
kinetic combat to wield the weapon (for example, you cannot use Mighty 
Swing or Pawer Attack while wielding the weapon). The weapon threatensall 
squares adjacent to it, and it can be used to make an attack of opportunity 
if a target provokes one from the weapon. Any attacks of opportunity made 
by the weapon count as though they were made by you. 

Special: You can maintain kinetic combat from round to round, extending 
the normal duration. Maintaining the kinetic combat power is a swift action, 
and as a standard action each round you maintain it you can direct the 
weapon to move up to 6 squares and make a single attack against a target 
adjacent to the weapon, though the weapon must remain within 12 squares 
of you or the power's effect ends. If you suffer damage while maintaining 
kinetic combat, you must succeed on a Use the Force check (DC = 15 + 
damage taken) to continue maintaining the power. 

You can spend a Force Point to. gain a +1 bonus on attack rolls with a 
weapon wielded using kinetic combat. 


REPULSE [TELEKINETICI 
You use the Force to clear an area around yourself. Time: Standard action. 
Targets: All adjacent targets. 

Make a Use the Force check. The targets make Strength checks, adding 
their base attack bonus. Ifyou beata target's Strength check, you push it back 
1 square plus 1 additional square for every 5 points by which you exceeded 
the target’s check result. If you push the target into a larger object, the 
target takes 146 points of damage. 

The target adds its size modifier to its Strength check: Colossal, +20; 
Gargantuan, +15; Huge, +10; Large, +5; Medium, +0; Small, -5; Tiny, -10; 
Diminutive, -15; Fine, -20. In addition, it gets a +5 stability bonus if it has 
more than two legs or is otherwise exceptionally stable. 

Special: You can spend a Force Point to apply a -5 penalty to the target's 
Strength check to resist your repulse. Additionally, after spending a Force 
Point, if you successfully push the target into a larger object, you deal an 
extra 2d6 points of damage from the extreme force of the thrust. 


FORCE TALENTS 

When a character who has the Force Sensitivity feat would normally 
talent (such as from advancing to an odd-numbered level in a heroic class), 
he or she can instead select a Force talent from among those in chapter 6 
of the Saga Edition core rulebook or those presented below. If a character 
who has the Force Sensitivity feat is a member of a Force-using tradition 
{see page 91 of this book and page 103 of the Saga Edition core rulebook), 
he or she can instead select a Force talent from that tradition’s individual 
Force talent tree 
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ALTER TALENT TREE 
The following new talents belong to the Alter talent tree. 

Illusion: As a standard action, you can spend a Force Point to create 
an illusion that seems perfectly real to anyone who views it. You designate 
the form and complexity of the illusion, as well as its size and location, and 
make a Use the Force check. When a creature views the illusion, compare 
the result of your Use the Force check to the creature's Will Defense; if your 
check result exceeds its Will Defense, it believes the illusion to be real. Any J 
physical interaction with the illusion (such as touching it, passing through 
it, or shooting it with a blaster) immediately reveals the true nature of the 
illusion, and the creature is no longer deceived. The illusion lasts fora number 
of minutes equal to your heroic level. 

The illusion's size also affects your Use the Force check, applying a pen- 
alty for exceptionally large illusions. The penalties are -1 for Huge illusions, 
-2 for Gargantuan illusions, -5 for Colossal illusions, and -10 for Colossal 
(frigate) or larger illusions. 

This is a mind-affecting effect. 

Prerequisite: Mind trick. 
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Telekinetic Prodigy: When you take the Force Training feat and select 
move object as one of your Force powers, you can also select one extra 
power to add to your Force suite for free. This power must be one of the 
powers affected by the Telekinetic Savant talent. You can gain only one 
extra power each time you take the Force Training feat, regardless of 
how many times you choose the move object power. 

Prerequisite: Telekinetic Savant. 


CONTROL TALENT TREE 
The following new talents belong to the Control talent tree. 

Force Exertion: When you select this talent, choose one Force power that 
you have in your Force power suite. As a reaction, you can remove any one 
Force power from your active suite to add an extra use of the Force power 
designated by this talent, Doing so moves you -1 persistent step along the con- 
dition track. This persistent condition is removed by resting for 1 minute. 

You can select this talent multiple times. Each time you do so, you choose 
a different Force power to be gained by using this talent. 

Prerequisite: Force Training feat. 

Indomitable Will: You can spend a Force Point as a standard action to 
become immune to all mind-affecting effects for 1 minute. 


DARK SIDE TALENT TREE 
The following new talent belongs to the Dark Side talent tree. 

Wrath of the Dark Side: When you roll a natural 20 on a Use the Force 
check to activate a Force power that directly deals damage to a target, you 
can choose not to regain all of your spent Force powers as normal and instead 
the targets damaged by the power take half that damage again at the start 
of their next turn. Only powers that directly damage the target are subject 
to this talent, including corruption, Force blast, Force grip, Force lightning, 
Force slam, Force storm, Force thrust (only when spending a Force Point), 
and repulse (only when spending a Force Point). 

Prerequisite: Power of the Dark Side. 


SENSE TALENT TREE 
The following new talent belongs to the Sense talent tree. 

Feel the Force: As a standard action, you can spend a Force Point to 
ignore all concealment for 1 minute. 


FORCE TECHNIQUES 
Force techniques represent a deeper understanding of the Force and, like 
martial skills, usually require years of practice. A few gifted or devoted Force- 
users learn to master them more quickly. In general, Force techniques are 
available only to characters who have levels in certain Force-using prestige 
classes (such as Force adept, Jedi Knight, and Sith apprentice). 

When you gain access to a new Force technique, you can select it from among 


those on pages 102-103 of the Saga Edition core rulebook of from the techniques 
described below. Once selected, a Force technique cannot be changed. 


Improved Battle Strike 
When you use the battle strike power, you can apply the bonus to attack rolls 
and damage rolls for all attacks made during a full attack action. 


Improved Dark Rage 

When you use the dark rage power, you ignore the restriction that prevents 
you from using skills or performing tasks that require patience and concentra~ 
tion. Additionally, you can always activate this power in the surprise round, 
even if you are considered surprised, 


Improved Force Disarm 

When you use the Force disarm power, you can change the time it takes 
to activate it to a full-round action; if you do so, your opponent does not 
gain the normal +10 bonus to Reflex Defense normally associated with 
disarming. 


Improved Force Thrust 

When you use the Force thrust power, you can change the time it takes to 
activate it to a full-round action and spend a Force Point in order to target 
all creatures in a 6-square cone that originates fram your square. 


Improved Force Grip 

When you use the Force grip power, you can spend a Force Point as a free 
action to maintain the Force grip for | additional round without the need 
to concentrate. However, after this additional round you may not resume 
concentrating on the power. 


Improved Force Lightning 

When you use the Force lightning power and change the time it takes to 
activate to a full-round action, your target must make a Strength check. If 
your Use the Force check result beats the target's Strength check, you push 
it back 1 square plus 1 additional square for every 5 points by which you 
exceed the target's check result. If you push the target into a larger object, 
the target takes 16 points of damage. 

The target adds its base attack bonus and size modifier to its Strength 
check: Colossal, +20; Gargantuan, +15; Huge, +10; Large, +5; Medium, +0; 
Small, -5; Tiny, -10; Diminutive, ~15; Fine, -20. In addition, it gets a +5 stabil- 
ity bonus if it has more than two legs or is otherwise exceptionally stable. 


Improved Force Storm 
Asa swift action, you can end the duration of the Force storm power to deal 
d6 points of damage to all targets within 2 squares of you. 


Improved Mind Trick 

When you use the mind trick power, you can change the time it takes to 
activate it to.a full-round action in order to target all creatures in a 6-square 
cone that originates from your square. You can spend a Force Point to increase 
the area to a 12-square cone that originates from your square. 


Improved Rebuke 

When an ally within 12 squares and within line of sight of you is the target 
of a Force power, you can use the rebuke power as though you were the 
target of that Force power instead. 


Improved Repulse 

When you use the repulse power, you can change the time it takes to acti- 
vate it to a full-round action in order to target all creatures in a 2-square- 
radius burst that originates from your square. You can spend a Force Point 
to increase the area to a 4-square-radius burst that originates from your 
square, 


FORCE SECRETS 

Skilled Force-users can learn to manipulate their Force powers in intriquing 
ways. Force secrets represent a sublime connection of the Force and are 
usually available only to powerful Force-users such as Force disciples, Jedi 
Masters, and Sith Lords, 

Activating a Force secret costs either a Force Point or a Destiny Point (as 
noted in its description), and the normal limits on spending Force Points and 
Destiny Points during a round apply, 

When you learn a new Force secret, you can select it from among those 
on page 103 of the Saga Edition core rulebook or from the secrets described 
below, Once selected, a Force secret cannot be changed. 


Corrupted Power 

When you activate a Force power, you can spend a Force Point to corrupt the 
power. The power gains the [dark side] descriptor, and opponents who have 
a Dark Side Score lower than yours take a -2 penalty to all defense scores 
against this activation of the power. Alternatively, you can spend a Destiny 
Point to increase the penalty to opponents’ defense scores to -5. You cannot 
use this Force secret unless your Dark Side Score equals your Wisdom score. 
Powers that have the [light side] descriptor cannot be corrupted by the use 
of this Force secret. 


Debilitating Power 

When you use a Force power that successfully deals damage to the target, 
you can spend a Force Point to move the target —1 step along the condition 
track (in addition to any movement along the condition track imposed by 
the power normally) provided your Use the Force check equals or exceeds 


the target's damage threshold. Alternatively, you can spend a Destiny Point 
to move the target -3 steps along the condition track. 


Enlarged Power 

When you use a Force power that affects targets within an area (such as a 
radius or a cone), you can spend a Force Point to double the distance that 
the effect extends from your square (for example, a G-square cone can be 
made into a 12-square cone). Alternatively, you can spend a Destiny Point 
to multiply the distance the effect extends by 5 (making a 6-square cone 
into a 30-square cone). 


Pure Power 

When you use a Force power, you can spend a Force Point to purify the power. 
The power gains the [light side] descriptor, and opponents who have a Dark 
Side Score of 1 or higher take a -2 penalty to all defense scores against 
this activation of the power. Alternatively, you can spend a Destiny Point to 
increase the penalty to opponents’ defense scores to -5. You cannot use this 
Force secret if you have a Dark Side Score of 1 or higher. Powers that have 
the [dark side] descriptor cannot be purified with this Force secret. 


Remote Power 

When you use a Force power that has a cone, line, or radius effect that 
originates from your square, you can spend a Force Point to have the power 
originate from a square within 6 squares of you. Alternatively, you can spend 
a Destiny Point to have the power originate from any square within line of 
sight. You still choose the direction of the Force power as though you were 
standing in the chosen square. 


FORCE UNLEASHED 
ABILITIES 


Like the standard Unleashed abilities in Chapter 2: Heroic Traits, Force 
Unleashed abilities allow the user to do something incredible with the Force. 
The following Unleashed abilities are available only to characters who have 
the Force Sensitivity feat, but otherwise function exactly as other Unleashed 
abilities (see page 37 for more information on Unleashed abilities). 


UNLEASHED BATTLE 
MEDITATION 
Your skill in Battle Meditation allows you to coordinate battles taking place 
across an entire star system. 

Prerequisites: Battle Meditation, Unleashed feat. 

Benefit: When you use the Battle Meditation talent, you can spend a 
Destiny Point to have its bonuses apply to all allies within the same star 
system 
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UNLEASHED BATTLE STRIKE 
Your combat prowess is unparalleled. 

Prerequisites: Battle strike, Unleashed feat 

Benefit: When you use the battle strike power and you spend a Des- 
tiny Point, your next melee attack, if successful, also moves the target an 
additional -2 steps along the condition track, regardless of whether the 
damage exceeds the target's damage threshold. 


UNLEASHED CORRUPTION 
You can draw upon the power of the dark side to cover your foes in an 
unavoidable miasma of evil 

Prerequisites: Corruption, Unleashed feat 


Benefit: When you successfully damage a target by using the corruption 
power and you spend a Destiny Point, the target takes the additional half 
damage each round for § rounds instead of just 1 round 


UNLEASHED DARK RAGE 
You let the power of the dark side flow through you, bringing you closer to 
ultimate success. 

Prerequisites: Dark rage, Unleashed feat 

Benefit: When you use the dark rage power, you can spend a Destiny 
Point to gain a +10 rage bonus on melee attack rolls and damage rolls for 
the remainder of the encounter. 


UNLEASHED FORCE BLAST 
You can fire a blast of Force energy at your opponents with enough power 
to damage even vehicles and starships. 

Prerequisites: Force blast, Unleashed feat. 

Benefit: When you use the Force blast power, you can spend a Destiny 
Point to multiply the damage by 2. 


UNLEASHED FORCE GRIP 
Holding an enemy in your vise grip of the Force is a trivial matter. 

Prerequisites: Force grip, Unleashed feat. 

Benefit: When you successfully use the Force grip power on a target, 
you can spend a Destiny Point to maintain the power with no concentration 
(requiring no action) for a number of rounds equal to half your Charisma 
modifier (minimum 1 round). Taking damage still requires you to make Use 
the Force checks to maintain the power. 


UNLEASHED FORCE LIGHTNING 
The power of your Force lightning drives back your foes as they bear the 
brunt of your strength in the Force. 

Prerequisites: Force lightning Force power, Unleashed feat. 

Benefit: When you use the Force lightning power, you can spend a 
Destiny Point to target all creatures in a 6-square cone that originates from 
your square, 


UNLEASHED FORCE STORM 
You become a maelstrom of dark Force enerqy, devastating nearby foes. 
Prerequisites: Force storm Force power, Unleashed feat. 
Benefit: When you use the Force starm power and you spend a Destiny 
Point, it deals 8d6 points of damage to adjacent targets for the duration 
of the power. 


UNLEASHED FORCE THRUST 
You can hurl your foes away with incredible strength and speed. 

Prerequisites: Force thrust Force power, Unleashed feat. 

Benefit: When you use the Force thrust power and you spend a Destiny 
Point, opponents affected by the power do not add their size modifier to their 
Strength checks to resist the power's effect. A creature that would normally 
have a penalty on its Strength check due to size still retains that penalty. 

Additionally, the distance you move the target is multiplied by 2. If you 
push the target into a larger object, the target takes 146 points of damage 
per square moved by this power. 


UNLEASHED MOVE OBJECT 
You can hurl an object through the air with such incredible force that it 
devastates even vehicles and starships. 

Prerequisites: Move object Force power, Unleashed feat. 

Benefit: When you hurl one object or character into another object or 
character and you spend a Destiny Point, multiply the damage dealt by 2. 


UNLEASHED REPULSE 
You hurl back any encroaching enemies, ensuring that they are no immedi- 
ate threat to you. 

Prerequisites: Repulse Force power, Unleashed feat. 

Benefit: When you use the repulse power and you spend a Destiny Point, 
opponents affected by the power do not add their size modifier to their 
Strength checks to resist the power's effect. A creature that would normally, 
have a penalty on its Strength check due to size still retains that penalty. 

Additionally, the distance you move the target is multiplied by 2. If you 
push the target into a larger object, the target takes 1d6 points of damage 
per square moved by this power. 


FORCE-USING 
TRADITIONS 


With the Jedi declared public enemies and hunted by the agents of the Empire, 
other Force traditions continue to flourish in secret, Often targeted just as 
fervently as the few remaining Jedi, members of alternative Force traditions 
must also keep their knowledge and powers a secret, lest they draw the 
attention of the Inquisitorius, In addition to the Jensaarai and the Witches 
of Dathomir (both presented in the Saga Edition core rulebook), the Force 
traditions described below have their own unique powers and philosophies 
that set them apart from the fugitive Jedi. 


THE AGENTS OF 
Ossus 


One of the few Force traditions ta actually grow during the Dark Times, 
the Agents of Ossus were Force-sensitive citizens of the galaxy who grew 
up during the prominent years of the Empire. During Darth Vader's assault 
on the Jedi Temple, a young Human Jedi Padawan named Jin-Lo Rayce hid 
in the archives in the hope of avoiding detection by the newly named Sith 
Lord and his clone troopers. Rayce, who as a boy had been fascinated by the 
intricacies of Jedi history, had spent many long nights in the archives and 
was apprenticed to Jedi Knight Jocasta Nu as her most recent Padawan. As 
Lord Vader stormed through the Jedi Temple, Jocasta Nu went to face the 
Sith Lord to stop him from accessing the temple's signal beacon. Before 
she left, she told her Padawan to take a datapad filled with blueprints of 
the Coruscant underbelly and flee the Jedi Temple through underground 
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passages. As his Master was struck down, Jin-Lo Rayce escaped into the 
lower levels of Coruscant and vanished from the sight of the Empire. 

For some months Rayce lived in hiding in the depths of Coruscant, avoid- 
ing Imperial patrols and subsisting on whatever he could find. Eventually 
he managed to stow away aboard a space transport headed to Chandrila, 
where he lived for a short time. Rayce bounced from one world in the Core 
to another, sometimes escaping to worlds in the Inner and Mid Rim, always 
in search of Jedi survivors, and never finding any. During his travels, Rayce 
came into contact with young, Force-sensitive beings who would have been 
discovered by the Jedi had it not been for the Clone Wars and the rise of the 
Empire. After spending several months on the run, Rayce eventually came to 
terms with the fact that the Jedi were gone. Though only half-trained himself, 
Rayce decided to revisit the worlds he had traveled to and train those he 
encountered in the ways of the Force. Over time, he created several small 
cells of Force-sensitive agents who could tap into their powers in, at the 
very least, a rudimentary way. 

Jin-Lo Rayce always made sure to keep his allegiances quiet. Even though 
he was training students in the ways of the Force, he didn’t want even a 
whisper of the word “Jedi" to reach Imperial ears, Having lost his lightsaber 
in his escape from the Jedi Temple, Rayce never tried to teach his students 
the use of the traditional weapon (and, in truth, he had not yet mastered it 
himself), Instead, he taught the basics of using the Force to quide a blaster or 
a vibroblade, and he instructed his students in techniques that he developed 
living hidden on the streets of Coruscant and a dozen other urban worlds. 
Eventually his students were learning techniques wholly different from the 
teachings that Rayce had learned among the Jedi. 

Rayce decided to name his group of pupils after the planet Ossus, a lost 
repository of Jedi knowledge. His students, the Agents of Ossus, would be 
repositories of knowledge as well—only they would not be lost, but rather 
in hiding. The Agents of Ossus grew within a few short years to have a pres~ 
ence on a number of civilized worlds, These successes, however, also led to 
tragic failures. The Inquisitorius hunted down and eradicated a number of 
cells, driving most other Agents of Ossus deeper into hiding. Those who were 
willing to continue their training were rare, and most were far more cautious 
than ever before in hiding their talents and powers. 

Members of the Agents of Ossus focus on using the Force to aid 
their survival under the heel of the Empire. Living almost exclusively 
in urban environments, the Agents of Ossus develop Force powers that 
fit with their lifestyles. They use blasters and fly starships, and they 
are as comfortable in the concrete jungle of a city as a Wookiee would 
be in the true jungles of Kashyyyk. They believe that they are the last 
torchbearers in a galaxy of darkness, and that their ability to use the 
Force—and their willingness to do so—is all that is keeping the galaxy 
from being plunged completely into the abyss of corruption fostered by 
the Empire. Though not necessarily engaged as dissidents against the 
Empire, by and large they choose to live outside the government's rules 


and regulations, and they strike out on their own path even while living 
among law-abiding citizens. 

Membership: Any character who has the Force Sensitivity feat can 
become a member of the Agents of Ossus by being accepted as an apprentice 
bya Force adept or Force disciple who is already a member of this tradition, 
Additionally, any character who has the Force Sensitivity feat and is living 
on an urbanized world in the Inner Rim or the Core Worlds region can be a 
member of the Agents of Ossus. 


AGENT OF OSSUS TALENT TREE 

The Agents of Ossus are urban Force-users who specialize in using their 
powers to survive in the cities and towns at the center of civilization, Their 
proximity to Imperial authority necessitates both discretion and creativity 
among their members. 

Because the Agent of Ossus talent tree is a Force talent tree, you need 
the Force Sensitivity feat to select these talents. 

Buried Presence: You can spend a Force Point as a standard action to 
become immune to detection by the Force for | hour. During this time, you 
always avoid detection by characters who are using the sense force applica~ 
tion of the Use the Force skill, and you cannot be the target of the farseeing 
power. You may use this as a reaction to another character attempting to 
locate you with Sense Force (but before the character locates you), and if 
you make a Use the Force check this power's effect immediately ends. 

Conceal Other: When you use either the Buried Presence talent or the 
Vanish talent, you affect one other willing adjacent target, granting it the 
effect of that talent as well. 

You can select this talent multiple times. Each time you do so, it increases 
the number of adjacent willing targets you affect by one, 

Prerequisite: Buried Presence. 

Insightful Aim: You can spend a Force Point as a swift action to substi- 
tute your Use the Force modifier for your ranged attack bonus when making 
attacks with a ranged weapon until the beginning of your next turn, 

Prerequisite: Weapon Proficiency (pistols or rifles) feat. 

Vanish: You can make a Use the Force check as a swift action to vanish 
from the sight of a single target within line of sight: If the result of your Use 
the Force check exceeds the target's Will Defense, you gain total concealment 
from that target until the beginning of your next turn, or until you make an 
attack roll or skill check against the target. 


FELUCIAN SHAMANS 

Native to the Force-rich world of Felucia, the Felucian shamans are among 
the most talented natural Force-users in the galaxy. The world of Felucia is 
tied intimately to the Living Force, and as such the world’s flora and fauna, 
including the Felucians themselves, can be influenced by the presence of 
strong agents of the Force, both light and dark, The members of the shaman 
caste of Felucia, aware of this potential danger, always ensure that any of 


their brethren who fall to the dark side are immediately executed in the 
Ancient Abyss—the resting place of one of the largest Sarlaccs in the galaxy. 
The shamans fear, and rightly so, that allowing a powerful agent of the dark 
side to live on their world will corrupt not only their fellow Felucians but 
the planet itself, 

The Felucian shamans study the ways of the Force and use it to protect 
their people from the dangers native to the fungal world. These shamans learn 
to manipulate the Force blast power that is second nature to all their people, 
using it to much greater effect. Additionally, most Felucian shamans study 
the healing arts and are exceptionally good at treating the various injuries 
and maladies that are common on such a wild, untamed world, Felucian 
shamans draw upon the power of the world around them for strength, and 
they train their fellow shamans to stay away from the dark side lest it corrupt 
the entire planet. 

Those few Felucians who show both interest and exceptional aptitude in 
the Force are usually trained in the ways of shamanism whether they want to 


be or not. The shamans of Felucia cannot risk a potentially powerful Force 
user growing up among them without receiving the training needed to avoid 
the lure of the dark side, These shamans are extremely careful about who 
they share their secrets with, and only a small handful of Force-users from 
other worlds have ever been trained by the Felucian shamans. 

Membership: Only Felucians who are trained in the Use the Force skill 
are accepted into the ranks of the Felucian shamans. 


FELUCIAN SHAMAN TALENT TREE 

Felucian shamans learn to manipulate their natural aptitude with the Force 
and amplify their inherent powers in a variety of ways. In addition to the 
talents described below, Felucian shamans can also select the Charm Beast 
and Command Beast talents from the Dathomiri Witch talent tree (see page 
107 of the Saga Edition core rulebook) 

Detonate: When you use the Force blast power, you can spend a Force 
Point to compare the result of your Use the Force check to the Reflex Defense 
of all other characters, creatures, and droids within 2 squares of your target. 
if you exceed the Reflex Defense of those secondary targets, they also take 
damage from the Force blast, and if you fail to exceed their Reflex Defense, 
they take half damage instead. This is considered to be an area attack against 
the secondary targets (but not against the original target). 

Prerequisite: Force blast. 

Hive Mind: You can use the telepathy application of the Use the Force 
skill as a swift action, and you automatically succeed (no roll required) if 
your target is a willing recipient on the same planet. 

Infuse Weapon: You can spend a Force Point to infuse an unpowered 
melee weapon (one that does not require an energy cell) with the strength 
of the Force, making it resistant to the attacks of other weapons. Infusing 
the weapon takes a full-round action. From that point forward, when you 
wield the weapon, its damage reduction is doubled, and lightsabers do not 
ignore the weapon's damage reduction. When you spend a Force Point to 
modify the attack roll of an infused weapon, you also add 2 x the Force 
Point's result to the damage roll if the attack is a success, 

Sickening Blast: When you use the Force blast power, if your Use the 
Force check exceeds the target's Fortitude Defense, you can choose to move 
the target -1 step along the condition track. Doing so increases your Dark 
Side Score by 1 

Prerequisite: Force blast. 


“THIS WHOLE 
LANET HAS GONE 
INSANE.” 
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CHAPTER VI 
EQUIPMENT AND DROIDS 


EN 


The last years of the Old Republic saw an explosion in many fields of tech- 
nology. The manipulations of the Sith brought war to every corner of the 
galaxy, and war often provides excellent opportunities to develop and test 
new machines, doctrines, and ideas. Although many ideas were not new, 
properly speaking, they gained new life during this era. (For instance, battle 
droids had been used for thousands of years, but no one had done so on the 
of the CIS in centuries.) And, as with many waves of new ideas, some 
med promising were eventually abandoned or replaced 
pment in use exclusively by the Galactic Empire (or at least theo- 
n use only by the Empire, before some insurgent gets hold of it) is 


merely rare or restricted become illegal contraband under 

New Order. As a result, many pieces of equipment that were 
egulated) under the Republic are outlawed entirely, affecting 
wailability but also the penalty for being caught with such 
items with a particular availability tag (licensed, restricted, 
|, or rare) are more tightly restricted or outright banned under 


ecome illegal during the reign of the Empire. 
feral guideline, the availability tags for equipment in the Saga 


be during the reign of the Empire, with a few exceptions. All weapons 
lightsabers weapon group are considered illegal and rare, though the 


Additionally, items with a military availability cannot be obtained legally 
through non-Imperial channels, even local planetary militias and system 
defense forces (most of which are absorbed by the Empire anyway). Mili- 
tary-grade items obtained on the black market are considered illegal in the 
hands of private citizens, and those who carry them risk stiff penalties if 
they are discovered, 
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ADVANCED MELEE WEAPONS cost DAMAGE 


‘STUN DAMAGE 


WEIGHT TYPE AVAILABILITY. 


Power hammer 1,500 2d12 = 10kg Bludgeoning Restricted 

Vibroblade, double 550 246/246 = 4g Slashing Licensed 

Vibrosword 450 248 S 3kg Slashing or piercing Licensed 
EXOTIC WEAPONS, cost DAMAGE STUN DAMAGE WEIGHT TYPE AVAILABILITY 

Felucian skullblade 1,500, 246 - 0.5 kg Slashing Rare 

Ryyk blade 500 2410 - 1.5 kg Slashing Rare 
LIGHTSABERS. COST DAMAGE STUN DAMAGE WEIGHT TYPE AVAILABILITY 


Guard shoto 7,000 2d4 - 


MELEE WEAPONS 

Melee weapons saw a major resurgence in popularity in the early years of 
the Empire. This change occurred because, first, the constant warfare of 
the Clone Wars had shown soldiers that it was often better to take out a 
foe with a quiet melee strike than to always depend on the firepower of a 
blaster, Second, the rash of new Imperial laws on the Core Worlds outlawed 
blasters and other ranged weapons in many places, but largely ignored melee 
weapons as insignificant. And third, after the destruction of the Jedi Temple, 
anyone who had received any amount of Jedi training was often specialized 
in melee combat techniques, but could not risk carrying (and often couldn't 
acquire) a lightsaber. 


FELUCIAN SKULLBLADE 

Exotic Weapon 

Used in combat and ceremonies by Force-sensitive shamans on Felucia, 
skullblades are swordlike melee weapons made from the skulls of local 
animals. They are similar to crude weapons made by more primitive cultures 
throughout the galaxy, except for their ability to be imbued with Force energy 
and (when so imbued) block lightsaber strikes. This is possible because a few 
creatures on Felucia naturally grow trace amounts of Force-reactive crystal 
in their bones. Similar to crystals used for the focusing of lightsaber blades, 


1k Energy and slashing Rare, Illegal 


these trace amounts aren't large enough to be harvested for any other use, 
but do make the skullblades surprisingly effective weapons in the hands of 
trained Force-sensitive wielders. 

‘Skullblades are considered items of great honor and importance. Although 
they can occasionally be found on the black market, they are normally avail- 
able only to those who train with Force adepts on Felucia. 


GUARD SHOTO 

Lightsaber 

A rare variant of the short shoto style of short lightsaber, the guard shoto 
{also referred to as the lightsaber tonfa) has a second handle that sticks 
out from the main hilt at a 90-degree angle. It is possible to hold a quard 
shoto by either the main hilt or the second handle. If itis held by the second 
handle, the lightsaber blade can be held parallel to the forearm, allowing 
it to easily be used for blocks. Because a quard shoto is designed primarily 
to block other lightsabers, it is most useful when its handle is laced with 
phrik (a lightsaber-resistant metallic compound), an expensive process. A 
character proficient with the guard shoto gains a +2 equipment bonus on 
Use the Force checks to block melee attacks or to deflect ranged attacks 
using the Block talent or the Deflect talent. Additionally, lightsabers do not 
ignore the DR of a quard shoto. 


POWER HAMMER 

Advanced Melee Weapon 

A power hammer is a durasteel bludgeoning weapon with a small gravity 
generator located in the head. The user triggers 
the downward end of a swing, causing the hammer to hit with more power 
than the muscles of the wielder can impart to it (though it's difficult for the 
wielder to swiftly recover from a blow). This results in a weapon that can 
smash through armored plates or solid rock, Power hammers were originally 
used by asteroid miners. They became popular melee weapons after a few 
conflicts early in the history of the Empire when mining companies found 
their possessions claimed by the Empire, and their miners fought back 


the gravity generator on 


Extra damage from the use of the Power Attack feat can be added to 
damage dealt to an object or a vehicle with a power hammer. If you use the 
Double Attack, Triple Attack, or Rapid Strike feats with a power hammer, you 
take an additional ~2 penalty on attack rolls, 

A power hammer requires two energy cells to operate. 


RyvyK BLADE 

Exotic Weapon 

Aryyk blade is a traditional Wookie blade used for hunting, clearing paths, 
and (if necessary) combat. The blade is always a broad, curved design, and 
the handle is wrapped in leather, but the exact style varies from Wookie to 
Wookiee. For a non-Wookiee to use a ryyk without having earned the right 
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is an insult to most Wookiees. In fact, Trandoshan slavers often carry ryyk 
blades from captured Wookiees just to mock them. 

Wookiees who have the Weapon Proficiency (advanced melee weapons) 
feat are proficient with the ryyk blade. A proficient character carrying a 
ryyk blade gains a +2 bonus on Survival checks made for basic survival in 
forest or jungle wilderness, 


VIBROBLADE, 
Advanced Melee Weapon 
The double vibroblade is essentially two curved vibroblades (designed exclu- 
sively for slashing attacks) attached to a central, twisted hilt. Though very 
difficult to control, when used properly it is a very effective close-combat 
weapon. 

A double vibroblade is a double weapon. You can attack with both ends of 
the weapon as a full-round action, but both attack rolls take a -10 penalty 
(although certain feats and talents can reduce these penalties). 

A double vibroblade requires two energy cells to operate. 


DOUBLE 


ViBROSWORD 
Advanced Melee Weapon 
The vibrosword is essentially an oversized vibroblade designed to be used 
in both hands, The weapon resembles many larger swords used by primitive 
societies, though the signs of technological enhancements can be found in 
both the handle and the blade 

A vibrosword requires an energy cell to operate. 


RANGED WEAPONS 

Although the blaster remains the character-scale weapon of choice for 
centuries before and after the Clone Wars, the pressures of war spurred 
research into new models of ranged weapons. New inventions were also 
generated in the years afterward, as those trying to avoid the New Order's 
restrictions on personal freedoms and weaponry sought to get around the 
rules, or conceal their violations. Also, despite all the Empire's efforts, only 
a small percentage of the weapons carried by CIS forces were confiscated 
and destroyed, and a carbine designed for a droid soldier still functioned in 
the hands of living creatures. In the fringe and Outer Rim regions, people 
soon learned that nearly any weapon could be concealed in the back of a 
speeder or under a cloak, 


BRYAR PISTOL 

Pistol 

A Bryar pistol is a cut-down version of a Bryar rifle. Though it has less range 
than the rifle (using standard pistol ranges) and deals slightly less damage, 
the Bryar pistol is actually more manageable and accurate at short ranges 
than the rifle version. 

As.a swift action, you can prime a Bryar pistol for a built-up shot. If you 
make no attacks with the Bryar pistol before the start of your next turn, 
the next attack you make before the end of the encounter deals +1 die of 
damage and consumes 5 shots. You may not use any ability that consumes 
more than one shot (such as autofire or Rapid Shot) in conjunction with a 
primed shot. 

A Bryar pistol requires a power pack to operate. After 100 shots, the 
power pack must be recharged. 


BRYAR RIFLE 

Rifle 

‘A Bryar rifle is a large blaster rifle with a heftier firing chamber than on 
standard designs. Heavy and less accurate than most blaster rifles, the 
Bryar rifle makes up for its shortcomings by being able to charge up an 
overpowered blaster shot, allowing it to hit with much more power than 
typical weapons its size, 

As a swift action, you can prime a Bryar rifle for a built-up shot. If you 
make no attacks with the Bryar rifle before the start of your next turn, 
the next attack you make before the end of the encounter deals +1 die of 
damage and consumes 5 shots, You may not use any ability that consumes 
more than one shot (such as autofire or Rapid Shot) in conjunction with a 
primed shot. 

A Bryar rifle requires a power pack to operate. After 50 shots, the power 
pack must be recharged, 


PISTOLS COST DAMAGE STUN DMG 
Bryar pistol! 1,350 3d4 = 
DX-2 Disruptor pistol 3,000. 3d6 - 
RIFLES COST DAMAGE ‘STUN DMG 
Bryar rifle* 1,350 3d8 - 
~_DXR-6 Disruptor rifle 3,500 348 = 
Incinerator rifle 3,500 3d6 - 
‘Stokhli spray stick 14,000 - 308 


RATE OF FIRE =~ WEIGHT TYPE AVAILABILITY 
S 3kg Energy Licensed 

Ss 3kg Energy” Mlegal 

RATE OF FIRE ~WEIGHT TYPE AVAILABILITY 
S 3kg Energy Licensed 

s' bkg Energy. Illegal 

S 5kg ¢ Energy Military 

Ss 4g Energy, Restricted 


1 Accurate weapon: This weapon takes no penalty when firing at targets at short range. 


2 Inaccurate weapon: This weapon cannot fire at targets at long range. 


DX-2 DISRUPTOR PISTOL 

Pistol 

The DX-2 is a disruptor pistol built by the Tenloss Criminal Syndicate. It is 
illegal on most worlds and firmly outlawed by the Empire (despite its use 
by some Imperial special forces). Designed to disintegrate what it hits, the 
DX-2 tears apart targets on a molecular level, leaving gaping wounds when 
it does not totally eliminate a target. Used by some criminals and thugs, 
the DX-2 actually became more popular shortly after the end of the Clone 
Wars. Many shadowy figures think that if they are going to carry a weapon 
in defiance of Imperial law, they might as well carry a highly illegal one—and 
besides, it's often useful not to leave bodies behind as evidence, Despite this, 
disruptor weapons remain a sign of cruelty and brutality not permitted in 
many societies, including some criminal organizations. 

As a disruptor weapon, the DX-2 treats all targets as if their damage 
threshold was 5 lower than it actually is. If damage from the DX-2 kills a 
creature or destroys an object, vehicle, or droid, that target is disintegrated 
and ceases to exist. Because of the massive energy involved in creating a 
disruptor beam, the DX-2 can fire only once every other round, You cannot 
use any feat, talent, or other special ability that consumes more than one 
shot in a round (such as Double Attack or Rapid Shot) with this weapon. 

A DX-2 requires a power pack to operate. After 10 shots, the power pack 
must be recharged. 


DXR-6& DISRUPTOR RIFLE 

Rifle 

The DXR-6 is a disruptor rifle built by the Tenloss Criminal Syndicate. It is 
a larger version of the DX-2, and it has the same legal and social issues 
associated with its use. 

As a disruptor weapon, the DXR-6 treats all targets as if their damage 
threshold was 5 points lower than it actually is. If damage from the DXR-6. 
kills a creature or destroys an object, vehicle, or droid, that target is disinte- 
grated and ceases to exist. Because of the massive energy involved in creating 
a disruptor beam, the DXR-6 can fire only once every other round. You cannot 
use any feat, talent, or other special ability that consumes more than one shot 
ina round (such as Double Attack or Rapid Shot) with this weapon, 

A DXR-6 requires a power pack to operate. After 10 shots, the power 
pack must be recharged. 


INCINERATOR RIFLE 

Rifle 

Often used by Bothan spies to hide the evidence of their misdeeds, the 
incinerator rifle works on the same basic principlesas the disruptor weapons 
popularized by the Tenloss Criminal Syndicate, Though the incinerator rifle is 
technically no more powerful than a standard blaster pistol, an incinerator 
rifle dissolves many of the molecular bonds in any taraet it strikes. By the 
time.a target is killed or destroyed, the incinerator rifle has broken molecular 
bonds to the point where the target loses all cohesion. Asa result, the wielder 
of this rifle can kill an enemy and dispose of the body all at the same time. 
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A creature or character killed by an incinerator rifle (or a droid, object, 
or vehicle destroyed by one) is automatically disintegrated, leaving no trace 
behind. 

An incinerator rifle requires a power pack to operate. After 20 shots, the 
power pack must be replaced. 


STOKHLI 
Rifle 
The Stokhli spray stick is a hunting weapon designed to bring down a target 
without killing it. The Stokhli spray stick is one of the few long-range stun 
weapons in the galaxy, and high demand for the weapon has driven its 
price up to match. The spray stick fires a fine mist that coalesces into the 
form of a sticky webbing that wraps up its target as a net does. When the 
spray stick's webbing strikes a target, it also discharges a stun bolt that can 
render some of the toughest targets unconscious. Any target struck by a 
spray stick takes 3d8 points of stun damage; additionally, the spray stick’s 
webbing functions asa net, allowing the attacker to initiate a grab or grapple 
on the target at range. 

A Stokhli spray stick requires canisters of spraymist to operate. After 80 
shots, the canister must be replaced, and each canister costs 100 credits, 


SPRAY STICK 


EXPLOSIVES 

Those who choose to covertly fight the Empire during the Dark Times must 
often do so in more indirect ways, Rather than engaging Imperial troops in 
direct battle, many rebellious elements make use of explosives, particularly 
the wide variety of mines available, Whereas the explosive charges and det- 
onite described in the Saga Edition core rulebook are most effective against 
structures and objects, the following explosives are primarily used against 
‘enemy troops or vehicles. 


Mines, unlike traditional explosives, are designed to be placed in the 
ground or otherwise hidden from sight. Anyone attempting to notice a mine 
takes a -5 penalty on his or her Perception check. Setting a mine is a full- 
round action that does not require a Mechanics check. However, attaching 
a detonator (either timed or manual) requires a Mechanics check as usual, 
and supersedes the mine's normal triggering system. 


ANTIVEHICLE MINE 

The antivehicle mine was designed specifically to damage many types of 
vehicles. An antivehicle mine is placed in or on the ground (in any square 
adjacent to you) and is triggered when any ground vehicle enters the square in 
which it is placed. An antivehicle mine cannot be triggered by anything other 
than a vehicle moving through its square, ensuring that it is not accidentally 
triggered by a trooper and maximizing the damage to enemy vehicles, 

An antivehicle mine damages everything in a 2-square burst radius. 


FLECHETTE MINE 

A flechette mine can cause grievous harm to anyone it damages. It contains 
thousands of tiny shards of metal that, when the mine is triggered, fly into 
the air and bury themselves deeply into any targets within the blast radius. 
A flechette mine is placed in or on the ground (in any square adjacent to 
you) and is triggered when any character, creature, droid, or vehicle enters 
the square in which it is placed. 

A flechette mine damages everything in a 2-square burst radius, 


LAND MINE 
The standard land mine is an antipersonnel device that uses pressure sensors 
to determine when a target moves over it. A land mine is placed in or on the 
ground (in any square adjacent to you) and is triggered when any character, 
creature, droid, or vehicle enters the square in which it is placed. 

Aland mine damages everything in a 1-square burst radius. 


DAMAGE 
WEAPON cOsT DAMAGE TYPE 
Antivehicle mine 1,500 1006 Energy 
Flechette mine 1,200 8d6 Piercing 
Land mine 500 8d6 Energy 
Laser trip mine 700 6d6 Energy 
Manual trigger 100 = - 
Proximity mine 1,500 6d6 Energy 


WEIGHT SIZE AVAILABILITY 
05 kg Diminutive Military 

0.5 kg Tiny tMlegal 

OS kg Tiny Military 

05 kg Tiny Military 

0.1 kg Fine Licensed 

0.5 kg Tiny Military 


LASER TRIP MINE 
Often used in high-security areas or in places where security is more impor- 
tant than the preservation of the structure, laser trip mines use a nearly 
invisible laser beam that acts as a tripwire to detonate the mine. A laser trip 
mine is placed on the ground (in any square adjacent to you) or against any 
other solid surface; you then designate a single solid surface within 6 squares 
as the laser's terminus. The mine is triggered when any character, creature, 
droid, or vehicle enters a square that is part of the line between the square 
where the mine is placed and the square that is the laser's terminus. 

A laser trip mine damages everything in a 2-square burst radius. 


MANUAL TRIGGER 

Manual triggers can be added to any explosive, including mines. As with 
a timer, the manual trigger must be set with a Mechanics check. If the 
check is successful, you can detonate the explosive using the trigger as 
a swift action from anywhere within 30 squares of the explosive. 


PROXIMITY MINE 
A proximity mine has a wide explosive radius and uses sensors capable of 
detecting shifts in air pressure to detonate the mine when anyone enters 
its blast radius. A proximity mine is placed in or on the ground (in any square 
adjacent to you) or against any solid surface and is triggered when any 
character, creature, droid, or vehicle enters any square within a 3-square 
radius of the mine (after setting the mine, you have 1 round to move away 
before the proximity sensors become active). 

A proximity mine damages everything in a 3-square burst radius. 


EQUIPMENT 


Much of the new equipment common in this era focuses on concealing 
yourself, or something you own. 


Decoy GLowrROD 

Though not officially manufactured by any corporation, the decoy glowrod 
isa piece of equipment used by enemies of the Empire and smugglers alike. 
This device is a fully functional glowrod with a hollowed-out handle that can 
be used to hide small objects. A decoy glowrod can hide up to 3 kilograms 
of equipment, no one piece of which can be larger than Diminutive in size. 
This allows the owner to hide everything from code cylinders and datacards 
to credit chips and small comlinks within the interior. Best of all, since the 
glowrod is functional, Imperial customs agents almost never suspect that 
such a device is being used to carry contraband. Hiding an item inside a 
decoy glowrod grants the user a +10 equipment bonus on Stealth checks 
to hide the item. 


HOLOSHROUD 

A holoshroud is an advanced form of holoprojector that places a stored 
holographic image of a creature over the form of the creature wearing the 
holoshroud, This creates a nearly perfect visual illusion that moves, acts, 
and reacts with the wearer. A typical model is the Corellidyne CQ-3.9x 
Holographic Image Disquiser, though it's far from the only holoshroud on the 
market. The CQ-3.9x is able to store a single holographic image to disguise the 
wearer, though it can be changed if the user has access to other holographic 
images and makes a DC 15 Use Computer check. 

Using a holoshroud gives you a +10 equipment bonus on Deception checks 
made to produce a deceptive appearance that matches the holographic image 
within the holoshroud. Creating or removing this deceptive appearance is a 
swiftaction (to turn the holoshroud on or off), which is not considered a rushed 
deception and does not take a -10 penalty for lacking the proper time. 


HUSH-ABOUT PERSONAL 
JETPACK 

A light jetpack that is engineered to produce little or no noise, Arakyd's 
Hush-About personal jetpack is often used by covert enemies of the Empire 
who are engaged in sabotage and espionage missions. A Hush-About jetpack 
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uses a small jet engine that produces little noise beyond a high-pitch whine, 
meaning that the wearer takes no penalty on Stealth checks because of 
speed when using the jetpack (allowing the wearer to double move or take 
the run action while flying the jetpack with no penalty on Stealth checks). 
A Hush-About personal jetpack functions in all other ways like a normal 
jetpack, though each fuel cell for the jet pack carries only 6 charges instead 
of the normal 10. Replacement fuel cells cost 100 credits. 


REPULSOR PAD 

A repulsor pad is used mostly to ease manual labor. In essence, it is a flat 
board with four repulsors, one at each corner, that can be used to lift heavy 
objects for short-range transport. This allows a single worker to move a 
heavy crate or other object without the need to use a vehicle ora binary load 
lifter. During the Dark Times, the repulsor pad is often used by saboteurs to 
transport heavy machinery or by thieves to cart off large objects without 
the need to use noisy vehicles or droids. Each repulsor pad occupies a single 
square and can be used to lift an object that occupies no more space than 
that single square; multiple repulsor pads can be used to lift larger objects. 
Activating a repulsor pad (or a group of pads) isa swift action, and a repulsor 
pad can move along with a character if that character uses a swift action 
to grab and drag the pad, If two creatures attempt to pull a repulsor pad in 
Opposite directions, they make opposed Strength checks, and the pad moves 
along with the victor, 


SOUND SPONGE 

This small electronic device emits sound waves in frequencies well above 
and below the normal range of audible sound for most species in the galaxy, 
using those sounds to suppress other sounds in the vicinity. A sound sponge 
muffles all sound in a 6-square radius, increasing the Perception check DC 
to hear noises coming from that area by 10. 


ITEM cost WEIGHT 
Decoy glowrod 100 4kg 
Holoshroud. 25,000 0.5 kg 
Arakyd Hush-About Personal Jetpack 3,750. 30kg 
Repulsor pad 200 6 kg 
Sound sponge 3,500 Tkg 


DROIDS 

Droids took center stage during much of the Clone Wars, a result of their 
heavy use by the Separatist armies. Although this period saw great strides 
in droid development, it also had a lasting effect on the attitudes of many 
who had suffered at droids' hands. Even decades later, it was not unusual 
to see signs declaring "Droids Not Welcome” in front of establishments on 
fringe worlds. 


DROID TALENT TREES 

Droid talents work the same as the talents presented in the Saga Edition 
core rulebook; however, each talent is available only to droids of a particular 
degree, Any time a droid would normally gain a talent (such as from gaining 
an odd-numbered level in a heroic class), the droid can select a droid talent 
from among those presented below. 


FIRST-DEGREE DROID TALENT TREE 

Dull the Pain; As a full-round action, you can make a DC 15 Treat Injury 
check on an adjacent living creature to move it +1 step along the condition 
track. 

Prerequisite: Medical Droid. 

Interrogator: You can create an aura of unliving, emotionless menace that 
no biological creature can match, and combine it with the cruel application 
of medical knowledge. You can use your Treat Injury modifier on a Persua~ 
sion check to change attitude or intimidate, You must be adjacent to your 
target to use this ability, in addition to the normal requirements for these 
uses of the Persuasion skill. 

Medical Droid: When you use a medpac to perform first aid with the 
Treat Injury skill, the creature gains 2 hit points for every point by which your 
check exceeds the DC (rather than the normal 1 hit point). 


SECOND-DEGREE DROID TALENT TREE 

Adept Assistant: When you successfully aid another character on a 
Mechanics, Pilot, or Use Computer check, you add +5 to the check result 
(rather than the normal +2). 

Mechanics Mastery: You can always take 10 on a Mechanics check, 
even if distractions or hazardous circumstances would normally prevent 
you from doing so. 

Vehicle Mechanic: Once per day you can spend three swift actions in 
successive rounds to make a DC 20 Mechanics check to restore 148 hit 
points to a vehicle and move it +1 step along the condition track. You also 
restore 1 hit point to the vehicle for every point by which you exceed the 
Mechanics check DC. 


THIRD-DEGREE DROID TALENT TREE 

Etiquette: When you succeed on a Persuasion check to change attitude, 
you adjust the target's attitude by one additional step. 

Helpful: Once per turn you can use the aid another action to assist 
any adjacent ally on a skill check as a swift action instead of a standard 
action. 

Protocol; You always succeed on attempts to aid another on Deception, 
Knowledge, and Persuasion checks (no check required) 


FOURTH-DEGREE DROID TALENT TREE 

Combat Repairs: Once per day, as a full-round action, you can use the 
Mechanics skill to repair yourself (using the repair droid application of the 
skill), as opposed to the normal 1 hour. 

Droid Smash: You can use your mechanical strength when wielding a 
melee weapon. You add 2 x your Strength bonus to melee damage rolls when 
wielding a weapon in one hand, 

Targeting Package: You can take two consecutive swift actions in the 
same round to activate special targeting software. When you do so, you 
gain a +2 bonus on attack rolls and damage rolls on your next attack if 
your target is at point blank range (or within reach, for melee attacks) and 
within line of sight. 

You lose the benefit of this talent if you lose line of sight to your target 
or if you take any other action before making your attack. The effect of this 
talent stacks with that of the Point Blank Shot feat. 


FIFTH-DEGREE DROID TALENT TREE 

Cargo Hauler: You gain a +5 bonus on Strength-based skill checks. 
‘Additionally, you double your carrying capacity. 

Environmentally Shielded: You gain a +5 equipment bonus to your Forti- 
tude Defense against environmental hazards, including extreme atmospheric 
conditions and corrosion. 

Power Supply: You have learned to reroute power through your system 
to act as a power generator, providing power to an E-Web blaster (or similar 
weapon requiring a power generator). Additionally, whenever you would 
normally spend three swift actions to recharge shields or reroute power on 
a vehicle or starship, you need spend only two swift actions instead. 


FiRST-DEGREE DROIDS 
Although combat droids, and to a lesser extent technical and engineering 
droids, are shunned by many in the years after the Clone Wars as potential 
agents of the Separatists, first-degree droids are largely seen as being some- 
how different. The most common first-degree droids are medical models, too 
useful for many creatures to hate, and other analytical droids of this type 
are rarely encountered by typical civilians. Of course, many such droids were 
built to help run the Clone Wars, and they were much less likely to be close 


enough to the front lines to be damaged, making such droids plentiful and 
cheap in the years shortly after the war. 


FX-6 MEDICAL DROID 

The FX-6 medical droid was built during the Clone Wars as a mobile, autono~ 
mous, skilled medical assistant to field medies fighting on the front line. The 
Grand Army of the Republic even dropped FX-6 droids into areas where fight- 
ing was planned (or already going on) to grant additional medical aid to clone 
trooper forces. Of course, this also means that numerous battlefields were 
littered with FX-6s in various states of repair, and more than one scavenger 
took the opportunity to add a few to his inventory. 

The FX-G is able to move over many different terrains with its three cast- 
ers, a trick not available to many FX models. Many FX droids are immobile, 
but the FX-6 has a strong sense of balance and good movement ability over 
any reasonably even terrain. This additional capacity comes at the price of 
not including a personality package or even a vocoder, leaving the droid able 
to communicate only through readout panels. Although this limitation gives 
ita sinister bedside manner, it has no impact on the droid’s ability and desire 
to render medical assistance. Equipped with a ring of sensors, numerous 
surgical tools, and multiple appendages, an FX-6 can be equipped to deal 
with most medical problems and to treat any species. 

Produced in vast numbers and seeded on dozens of battlefields, the FX-6 
isa.common sight in the years after the Clone Wars. Designed as an assistant, 


FX-6 Medical Droid 

Medium droid (Ist-degree) nonheroic 2 

Init +1; Senses darkvision, low-light vision; Perception +5 

Languages Basic, Binary, 2 unassigned 

Defenses Ref 11 (flat-footed 11), Fort 10, Will 13. 

hp 5; Threshold 10 

Immune droid traits 

Speed 8 squares (wheeled) 

Melee unarmed +0 (143-1) 

Fighting Space 1 square; Reach ) square 

Base Atk +1; Grp +1 

Abilities Str 9, Dex 10, Con —, Int 15, Wis 14, Cha 9 

Special Qualities low-light vision 

Feats Cybernetic Surgery, Improved Defenses, Skill Focus (Treat Injury), 
Surgical Expertise 

Skills Knowledge (life sciences) +8, Perception +5, Treat Injury +13 

Systems wheeled locomotion, basic processor, 6 hands, improved sensor 
package, darkvision 

Possessions medical kit, medpac, surgery kit 

Availability Licensed; Cost 3,800 
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the model is capable of performing as a full doctor when necessary, though 

patents often complain about its apparent lack of compassion. The model 

was eventually replaced by the more advanced FX-7, and later the 2~1B, 
FX-6 series droids can not be played as droid heroes. 


SECOND-DEGREE 
DROIDS 


Always a common sight, second-degree droids exploded in popularity and 
sales shortly after the Clone Wars, The race for better starfighters had 
begun to result in numerous designs that featured astromech-droid work 
sockets, requiring at least one astromech per starfighter. Additionally, many 
repair facilities became Empire-controlled establishments featuring customs 
officers and careful credentials checks, encouraging fringe pilots to do more 
repairs on their own—for which technical droids are a huge help. 


Q7 SERIES ASTROMECH DROID 
Designed specifically to tie in to the systems of the Alpha-3 Nimbus-class 
\V-wing starfighter, the Q7 series of astromech droids was an experiment for 
its manufacturer, Industrial Automaton. Unlike the previous models of astro- 
mech, the Q7 moved by means of a repulsorlift. Although Industrial Automa- 
ton had used repulsorlift designs for simple devices such as hovercam droids 
and training remotes, it had never before attempted to make anything as 
multipurpose as an astromech with a hover capacity. Indeed, the company's 
efforts to give R2 models even limited flight ability with aftermarket leg-jets 
resulted in devices that broke down more often than they worked, forcing 
the manufacturer to stop supporting the flight accessories. 


Q7 Series Astromech Droid 

Small droid (2nd-degree) nonheroic 2 

Init +4; Senses darkvision; Perception +3 

Languages Basic, Binary, 2 unassigned 

Defenses Ref 14 (flat-footed 11), Fort 7, Will 10 

hp 5; Threshold 7 

Immune droid traits 

Speed 6 squares (hovering) 

Melee electroshock probe ~1 (1d8 ion) 

Fighting Space 1 square; Reach | square 

Base Atk +1; Grp -1 

Abilities Str 7, Dex 16, Con —, Int 15, Wis 10, Cha 7 

Feats Skill Focus (Mechanics), Skill Focus (Use Computer), Skill Training 
(Perception), Weapon Proficiency (simple weapons) 

Skills Mechanics +13, Perception +3, Pilot +9, Stealth +7, Use Computer 
+13 

Systems hovering locomotion, heuristic processor, 2 tool appendages, 
diagnostics package, improved sensor package, darkvision 

Possessions astrogation buffer (storage device, 10 memory units), 
electroshock probe, electric are welder, holorecorder, holoprojector 

Availability Licensed; Cost 6,500 
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However, the design of the V-wing required an astromech that took up 
little space and could get itself in and out of its work socket. A repulsor 
hoverdroid seemed the best answer, and IA felt the lucrative military 
contracts that a successful design would bring was worth the risk, After 
numerous prototypes (designated Q1 through Q6), a working blueprint 
was achieved, IA based the Q7 on the upper dome of its popular R2 series, 
both to save costs on retooling parts and because the R2s were well loved 
throughout the galaxy. Rather than a large cylindrical body, however, the 
07 had a lower dome as well, making it a hovering sphere less than a meter 
in diameter. 

For a few years the Q7 seemed destined to replace the R2 as the 
company’s greatest success. The smaller hovering droids were just as 
smart and adaptable as their bigger cousins (largely because of very similar 
core programming), and they had the same plucky, fearless personality 
that allowed them to operate in combat conditions. However, problems 
turned up. The repulsorlift broke down more often than tracks, cost more 
to repair, and had no backup system to allow locomotion when it failed, 
The Q7 had much less interior room, leaving it only a few standard tool 
and manipulator options. And finally, the V-wing was replaced by the 
TIE, and new Imperial military planners felt no need for astromechs in 
their fighter craft 


Production was stopped, and the remaining stock of Q7s was sold at 
large discounts, In the decades right after the Clone Wars, this made them 
a common sight with smugglers and Outer Rim merchants. By the time of 
the Battle of Yavin, the high cost of maintaining the hovering astromechs 
had convinced most owners to give up on them. Many were converted to 
R2- or R4-like tracked droids, and others had their memories transferred 
to entirely different models. Although a few might still be encountered as 
oddities, the era of the Q7 was over. 

Q7 series droids can be played as droid heroes 


THIRD-DEGREE 
DROIDS 


Though rarely used for true military purposes, third-degree droids are often 
the face of the political forces behind combat forces. As a result, many models 
were as hated as the owners who sent them to inform local populations 
that an army was approaching and all buildings and possessions in the area 
were being confiscated, Although every major government and organization 
continues to use third-degree droids to ease negotiations straight though 
the Clone Wars and in the years beyond, the attitude of many less powerful 
civilians toward droids took a sour turn for many decades, 


BO-3000 LuxXuURY ATTENDANT 
DROID 

The BD-3000 by LeisureMech Enterprises is a serviceable protocol droid that 
can also be programmed to cook, do food service, pilot private repulsor yachts 
or Starships, do tailoring, handle light administrative duties, or even serve as 
a nanny or (with some modification) a bodyguard. Although the droid has 
the capacity to speak more than a million languages and is programmed with 
knowledge of diplomatic ceremonies, the primary focus of the BD-3000 is 
to be aesthetic and complimentary. As a result, the droids were extremely 
popular with Senators of the Old Republic, and with the wealthy who wanted 
to be seen as extravagant. 

A large part of the extremely high price for BD droids comes from the cus- 
tomized choice of shape, coloration, voice tone, and personality a customer 
can specify when ordering. Because of this customization, their used value 
is significantly lower than that of most other droids (since custom options 
can't be changed), As a result, when an owner no longer has any use for a 
BD-3000 (because it’s out of date, or the owner's tastes have changed, or a 
newer model has come out, or the owner has been imprisoned by the Empire), 
the droid is often just junked or sold for parts. 

However, the droids are no less functional for their lack of prestige. 
Criminal elements often buy or steal just-abandoned luxury droids for their 
‘own uses. Some are turned into assassin droids, and many are simply used 
as fancy protocol droids (although only a new BD-3000 isa symbol of status 


among the upper crust of society, any model is a sign of success for a crime 
lord). Others are radically modified and put to seedier uses (the addition of 
articulated lekku is fairly common, for example). Such criminal purposes 
are easier to arrange with BD-3000 droids, because their core programming 
outlaws fewer activities (they are not forbidden to impersonate deities, for 
example), and they come equipped with heuristic processors (to better 
anticipate their owners’ preferences). 
BD-3000 droids can be played as droid heroes. 


BD-3000 Luxury Droid cLo 

Medium droid (3rd-degree) nonheroic 1 

Init -1; Senses darkvision; Perception ~1 

Languages Basic, Binary, 1 unassigned 

Defenses Ref 11 (flat-footed 10), Fort 9, Will 9 

hp 2; Threshold 9 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed -1 (143-1) 

Fighting Space 1 square; Reach 1 square 

Base Atk +0; Grp +1 

Abilities Str 8, Dex 13, Con —, Int 12, Wis 9, Cha 15 

Feats Skill Focus (Persuasion), Skill Training (Knowledge [bureaucracy]), 
Skill Training (Knowledge [galactic lore}), Skill Training (Pilot) 

Skills Knowledge (bureaucracy) +6, Knowledge (galactic lore) +6, 
Knowledge (social sciences) +6, Persuasion +12, Pilot +6 

‘Systems walking locomotion, heuristic processor, translator unit (DC 
10), 2 hand appendages, compartment space (2 kg), internal comlink, 
locked access, vocabulator 

Possessions audio recorder 

Availability Licensed; Cost 25,000 (8,000 used) 


FOURTH-DEGREE 
DrROIDS 


The end of the Clone Wars convinced most military planners that droid 
soldiers were too easily outmaneuvered by living soldiers to be a good invest 
ment, and the market became flooded with “slightly used" droid soldiers. 
Though very few companies produced fourth-degree droids in the decades 
right after the New Order came to power, there were plenty of older models to 
choose from, and lots of replacement parts to fix them with, As years passed 
the old supply grew smaller, and droid manufacturers began experimenting 
with (and eventually producing) new combat droids. 

Although there are always those willing to employ cheap brute force, 
the stigma of most Clone Wars-era military droids made them unpopular 
choices as soon as new options came along. Very few B1 series battle 
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droids were still in use by the time of the Battle of Yavin, and most of their 
contemporaries were similarly retired. But for a period of a few decades, 
running into leftover Separatist battle droids was as common as running 
into Rodian bounty hunters. 


4JUNK DROIDS 

As the Clone Wars ravaged the galaxy, the debris of battle built up at the same 
time, and material for high-tech items became scarce. Inevitably, numer- 
ous groups turned to recycling, repurposing, and just rebuilding broken bits 
of technology to suit their needs. This was particularly common on worlds 
ravaged by ground fighting in major cities, and worlds filled with junk, such 
as Raxus Prime. When such jury-rigged efforts were turned to creating 
automatons, the results were cobbled-together "junk" droids. 

Although junk droids could conceivably be built out of any spare droid and 
vehicle parts and set to any needed task, the majority fall into three broad 
groups: regular, brute, and behemoth, Regular junk droids were approximately 
Human size and shape and generally used for common labor tasks, Because 
they were fairly fragile, they were often equipped with a shield or blocking 
limb to help prevent damage in the course of their duties. Brute droids are 
larger and more likely to be quadrupeds, built to be strong and solid rather 
than flexible. They are used as beasts of burden and brute-force guards. 
Behemoth droids are always specialty-built, often to serve as walking power 
plants or armored carriers. Many have a storage space to carry a Small 
creature safely within. 

Because junk droids have mashed-together programming, they are con= 
sidered dangerous by most civilized people. They might go on a rampage, 
confuse orders, or even start building more of their own kind if there's junk 
enough to do so. Although they were fairly common just after the Clone 
Wars, as the supply of high-tech components decreased, so did the popular~ 
ity of junk droids. 

Regular junk droids can be played as droid heroes, but brutes and behe- 
moths cannot be. 


Junk Droid 

Medium droid nonheroic 3 

Init +4; Senses Perception +5 

Languages Binary 

Defenses Ref 14 (flat-footed 11), Fort 13, Will 10 
hp 12; Threshold 13 

Immune droid traits 
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Speed 6 squares (walking) 

Melee hand +4 (143+2) 

Fighting Space 1 square; Reach 1 square 

Base Atk +2; Grp +5 

Abilities Str 15, Dex 16, Con —, Int 10, Wis 8, Cha 8 

Feats Improved Defenses, Skill Training (Climb), Skill Training Jump), Skill 
Training (Perception), Toughness 

Skills Climb +8, Jump +8, Mechanics +6, Perception +5 

Systems walking locomotion, heuristic processor, 1 hand 

Availability Rare; Cost not available for sale (estimated cost 2,610) 


Brute Junk Droid cL3 
Large droid nonheroic 9 

Init +7; Senses Perception +8 

Languages Binary 


Defenses Ref 13 (flat-footed 10), Fort 18, Will 10 
hp 43; Threshold 23 
Immune droid traits 


Speed 8 squares (walking) 

Melee unarmed +13 (1d6+7) or 

Melee unarmed +17 (1d6+11) with Powerful Charge 
Fighting Space 2x2; Reach 2 squares 

Base Atk +6; Grp +18 

Atk Options Powerful Charge, Running Attack 


Abilities Str 25, Dex 16, Con —, Int 10, Wis 8, Cha 8 

Feats Improved Defenses, Powerful Charge, Running Attack, Skill Training 
(Climb), Skill Training Jump), Skill Training (Perception), Toughness 

Skills Climb +16, Jump +16, Mechanics +9, Perception +8 

Systems walking locomotion, heuristic processor, claws 

Availability Rare; Cost not available for sale (estimated value 3,200) 


Behemoth Junk Droid cL4 
Huge droid nonheroic 12 

Init +5; Senses Perception +11 

Languages Binary 


Defenses Ref 10 (flat-footed 10), Fort 23, Will 11 
hp 63; Threshold 33 
Immune droid traits 


Speed 8 squares (walking) 
Melee unarmed +12* (1d8+21) or 

Melee unarmed +16" (1d8+27) with Powerful Charge 
Fighting Space 3x3; Reach 2 squares 

Base Atk +9; Grp +31 

Atk Options Bantha Rush, Power Attack, Powerful Charge 


Abilities Str 34, Dex 12, Con =, Int 10, Wis 11, Cha 8 

Feats Bantha Rush, Improved Defenses, Power Attack, Powerful Charge, 
Skill Training (Climb), Skill Training Jump), Skill Training (Perception), 
Toughness 

Skills Climb +23, Jump +23, Mechanics +11, Perception +11 

Systems walking locomotion, heuristic processor, claws 

Availability Rare; Cost not available for sale (estimated value 5,000) 

* Includes 9 points of Power Attack. 
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CHAPTER VII 
VEHICLES AND STARSHIFS 


The history of vehicle technology and design takes a significant downward 
turn in the early years of the Empire. After years of new ideas, designs, and 
concepts being produced rapid-fire to fight the Clone Wars, a period of much 
more modest technical advances settles in. The reason for this is partly a 
vast stock of ships left over from those wars, and mostly the Empire's desire 
to maintain strong control over the galaxy. 

Vehicles are an important part of any military or paramilitary organization, 

especially one that hopes to oppose (in whatever small way) the Empire. With 
the New Order firmly in power and the Clone Wars ended, many sources of 
military vessels are shut down by Imperial decree, while others are placed 
under the Empire's control. The Empire's chosen suppliers are free to continue 
to design, test, and develop new ideas and models, but much of the competi- 
tion that spurs innovation is shut down for many years, and will remain that 
way until the Rebel Alliance and its sympathizers begin working to produce 
vehicles to end the Empire's rule. 
New military craft are in short supply, sold legally only to those who have 
e Empire's blessing or in areas outside the New Order's growing control. 
jany vehicles are produced as “armed civilian" models in the hope of slip- 
| them past Imperial inspectors without seeming too militant. Others 
become “gray market” items, available to those who know how to find them. 
but technically illegal. And, of course, vehicles originally manufactured and 
marketed with legitimately peaceful purposes are increasingly modified in 
private yards and fringe worlds to serve more martial needs. 

The vehicles and starships presented in this chapter are common in the 
years between the end of the Clone Wars and the Battle of Yavin, represent- 
ing not so much the best conceivable but more the best available. Though 
not all are used for military purposes, most are pressed into fighting in 
enough cases to make mention of them worthwhile, They are in the hands 
of pirates, smugglers, planetary defense forces, large cartels or corporations, 
and small organizations readying to fight against the growing tyranny of 
the New Order. 

Vehicles and starships in use exclusively by the New Order are detailed 
in Chapter 10: The Empire. 
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WHEELED VEHICLES 

Wheeled vehicles include any vehicle restricted exclusively to traveling along 
the ground’s surface through means other than repulsors or legs. This is a 
more primitive technolagy than most alternatives, and it's generally easier 
to use speeders for everything from transport to cargo hauling to joyrid- 
ing. However, the same kinds of conditions that made walkers successful 
on some worlds (high-energy fields or high dust environments that knock 
out the repulsors in speeders) make other kinds of ground vehicles popular 
in some fringe areas. The New Order assumed that any ground vehicle that 
was neither a walker nora speeder was not a military threat, briefly sparking 
renewed interest in such alder technologies. 


ARMORED GROUNDCAR 

A groundcar is similar to a speeder, but it uses wheels rather than repulsors 
for motive power. These vehicles range in size from single-passenger scoot- 
ers to massive passenger or cargo vehicles. Groundcars are most common 
on fringe worlds or in manufacturing plants that have high-energy fields, 
though they are also sometimes used for simple maintenance jobs when a 
more advanced vehicle isn't required. Because groundcars tend to have more 
spare carrying capacity than speeders and are cheaper, many outlaw groups 
and bounty hunters turn to armoring groundears for use as simple light tanks 
in the years after the Clone Wars. Although such vehicles are nowhere near 
as powerful as true military groundcars (such as the Juggernaut series of 
military wheeled vehicles), they can provide a considerable advantage over 


Armored Groundcar cL5 

Huge ground vehicle 

Init +10; Senses Perception +5 

Defenses Ref 17 (flat-footed 15), Fort 21; +6 armor 

hp 140; DR 5; Threshold 31 

Speed 6 squares (max. velocity 90 km/h) 

Ranged 2 blaster cannons +1 (see below) 

Fighting Space 3x3; Cover total 

Base Atk +0; Grp +21 

Abilities Str 32, Dex 14, Con —, Int 12 

Skills Initiative +8, Mechanics +5, Perception +5, Pilot +8, 
Use Computer +5 


Crew 3 (normal); Passengers 8 
Cargo 300 kg; Consumables 1 week; Carried Craft none 
Availability Licensed; Cost 25,000 (13,000 used) 


Blaster cannons (gunner) 
Atk +1, Dmg 3d10x2 


targets on foot or in unarmored vehicles. The statistics here represent a 
fairly typical groundcar with armor and a few Weapons added on afterward, 
such as are found ona thousand fringe worlds during the Dark Times. Such 
modified vehicles were sometimes called warcrawlers. 


SPEEDERS 

Speeders are the standard for all planetary vehicles, a fact that doesn't 
change after the rise of the New Order, Though military speeders see less 
new sales during this time, military adaptations of civilian landspeeders are 
common, 


ARROW-23 LANDSPEEDER 

The Aratech Arrow-23 Landspeeder is an enclosed speeder truck designed 
for hunters and adventurous tourists on fringe worlds. It has a comfortable 
interior (or a luxury interior for 10,000 credits more), a rugged exterior 
able to resist most animal attacks (and some blaster fire), and extensive 
cargo capacity. It is also one of the fastest commercial landspeeders on the 
market, a quality that endears it to many police forces and bounty hunters, 
It's easily modified, and it can be found serving as a security transport for 


Arrow-23 Landspeeder (Paramilitary) cL2 

Huge ground vehicle (speeder) 

Init +7; Senses Perception +5 

Defenses Ref 17 (flat-footed 13), Fort 21; +5 armor 

hp 120; DR 5; Threshold 31 

Speed 12 squares (max, velocity 400 km/h) 

Ranged laser cannon +1 (see below) and 
grenade launcher +1 (see below) 

Fighting Space 3x3; Cover total (+5 for gunner) 

Base Atk +0; Grp +9) 

Abilities Str 32, Dex 19, Con —, Int 12 

Skills Initiative +7, Mechanics +5, Perception +5, Pilot +7, 
Use Computer +5. 

Crew 2 (normal); Passengers 5 

Cargo 800 kg; Consumables 1 day; Carried Craft none 

Availability Licensed; Cost 10,800 (3,400 used) 


Laser cannon (pilot) 
Atk +1, Dmg 4410 
Grenade launcher (gunner) 
Atk +1, Dmg 4d6, 2-square burst 


V-38 Counen 


VIPs, a prisoner transport, a light scout, and a ground smuggling vehicle in 
addition to its normal civilian uses. 

It also lends itself to service as a light military craft, often called a 
“tramp shuttle," though it lacks the capacity to mount more than a few 
weapons. Most weapons must be mounted on open turrets, to be fired by 
a gunner who is only partially concealed by the speeder's body. A typical 
combat model is presented below; the civilian model has no weapons and 
costs 4,000 credits less. 


FLARE-S Swoop 
The Mobquet Flare-S is considered by many to be the perfect swoop bike. 
After the New Order outlawed Podracing, those who wanted to engage in 
high-speed, high-risk sports turned to swoop racing, and the Flare-S quickly 
became the most common swoop bike on the race circuit. The Flare-S is 
extremely powerful, has a maximum altitude of 350 meters (it can be modi- 
fied with a DC 15 Mechanics check to reach an altitude of several kilomet 


and is much faster than standard speeder bikes. It is also extremely dangerous 
to fly, with few safety systems. Professional swoop racers sometimes add 
deflectors to their bikes (granting them SR 5), but doing so is an expensive 


modification, running 20,000 credits, and rarely saves lives. 


ZePHyA-G Swoor 


The Flare-S is also popular with gangs, mercenaries and bounty hunters. A 
"swoop culture” of high-risk, stunt-oriented behavior exists on many worlds, 
and the dividing line between amateur swoop racers and criminally minded 
swoop gangs is often fuzzy. The Flare-S has sufficient power to mount heavy 
weapons (though not in addition to deflectors) and is sturdy enough that 
many survive longer than their riders. 


Flare-S Swoop cL3 

Large air vehicle (speeder) 

Init +10; Senses Perception +6 

Defenses Ref 16 (flat-footed 11), Fort 15; +2 armor 

hp 50; DR 5; Threshold 20 

Speed 12 squares (max. velocity 650 km/h) 

Fighting Space 2x2; Cover none 

Base Atk +2; Grp +12 

Abilities Str 20, Dex 20, Con —, Int 14 

Skills Initiative +10, Mechanics +6, Perception +6, Pilot +10, 
Use Computer +6 

Crew 1 (skilled); Passengers 1 

Cargo 2 kg; Consumables 1 day; Carried Craft none 

Availability Licensed; Cost 5,750 (1,500 used) 
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V-35 COURIER 

The V-35 courier is an extremely common, cheap, durable landspeeder 
designed for families and small businesses. Built by SoroSuub decades before 
the Clone Wars, the V-35 is a top seller until midway through the Galactic 
Civil War, when newer models finally end its long and successful run. Even 
then, the V-35 turns up regularly on fringe worlds (Luke Skywalker's Uncle 
Owen kept a V-35 for family business on his Tatooine moisture farm). 

In addition to being durable and having a good cargo capacity fora private 
speeder, the courier is popular because it offers total cover to those inside. 
Although it lacks the armor for this feature to be of much military value, it 
does allow those who would rather not be seen coming and going an excuse 
to travel incognito, Though no one normally bothers, it is possible to mount 
a small weapon turret on the vehicle's roof, tied to its scanner scope. 


V-35 Courier Ch. 

Large ground vehicle (speeder) 

Init +7; Senses Perception +5 

Defenses Ref 13 (flat-footed 10), Fort 14; +1 armor 

hp 40; DR 5; Threshold 19 

Speed 8 squares (max, velocity 105 km/h) 

Fighting Space 2x2; Cover total 

Base Atk +0; Grp +9 

Abilities Str 18, Dex 16, Con —, Int 12 

Skills Initiative +7, Mechanics +5, Perception +5, Pilot +7, 
Use Computer +5 

Crew 1 (normal); Passengers 2 

Cargo 50 kg; Consumables 1 day; Carried Craft none 

Availability Licensed; Cost 8,000 (2,500 used) 


ZEPHYR-G SwooP 

The Zephyr-G swoop bike is a speeder bike designed for sport racing, but 
sturdy enough to be used as a utility vehicle as well. Like most swoops, it 
emphasizes speed and power over safety and maneuverability. The Zephyr-G 
has inhibitors that prevent it from hovering more than 6 meters above the 
ground, but if those are disabled (Mechanics DC 15), it can rise to nearly a 
kilometer. It's also possible to mount pistols or rifles to the swoop, though 
the frame lacks the bracing for heavy weapons. 

The Zephyr-G has far more power than it needs, a feature that allowsit to 
carry a passenger (uncomfortably unless the seat is modified) and some extra 
materials. Though stock models don't include any cargo capacity, it costs only 
10 credits to add cargo panniers capable of holding 100 kg of gear. These 
factors are a large part of why it proved popular with fringe-world buyers, 
despite its relatively slow speed for a swoop. (Owen Lars owned a Zephyr-G, 
which Anakin Skywalker borrowed to search for his mother.) 


Zephyr-G Swoop cL2 

Large ground vehicle (speeder) 

Init +8; Senses Perception +5 

Defenses Ref 15 (flat-footed 11), Fort 17; +2 armor 

hp 50; DR '5; Threshold 22 

Speed 12 squares (max. velocity 350 km/h) 

Fighting Space 2x2; Cover none 

Base Atk +0; Grp +12 

Abilities Str 24, Dex 18, Con —, Int 12 

Skills Initiative +8, Mechanics +5, Perception +5, Pilot +8, 
Use Computer +5. 

Crew 1 (normal); Passengers 1 

Cargo 100 kg; Consumables 1 day; Carried Craft none 

Availability Licensed; Cost 5,750 (1,500 used) 


HEAVY SPEEDERS 

A number of military setbacks suffered by speeders of different types during 
the Clone Wars convinced the Empire that it was safer to trust walker 
designs for most heavy ground vehicles. This decision left many repulsorlift 
manufacturers with significantly fewer government contracts, leading them 
to try innovative new designs and seek out new markets. Before the Empire 
shut down many of these avenues, heavy speeders found their way into the 
hands of numerous independent groups. Some were used as light tanks or 
mobile command platforms, while others served as military cargo or troop 
transports. 


A-AS SPEEDER TRUCK 

The speeder truck isa common sight on numerous worlds, since it's the fastest 
and most economical way to carry tons of cargo. The Trast Heavy Transport 
A-AS speeder truck is a typical example of dozens of different heavy cargo 
speeder designs. It is found on numerous different worlds throughout the 
Clone Wars, the rise of the New Order, and the Galactic Civil War, 

The A-AS was designed for hard duty on rough worlds, and as such it 
was covered in heavy armor plates to protect it (and its cargo) from harsh 
environmental conditions. Its three-person crew cabin makes it perfect for 
Jong runs over several days, allowing the crew to drive constantly by sleeping 
in shifts (two small bunks fold out of the cabin's back wall). Its internal cargo 
capacity is an impressive 25 tons, and \ts interior cargo bays have more fold- 
out benches, allowing the vehicle to carry twenty-five people securely. 

A number of groups, especially militias and insurgents, use A~A5 speeder 
trucks as simple troop transports, depending on their armor and range to 
move infantry into the thick of battle, Although it serves reasonably well in 
this capacity, and requires no modifications that would cause it to stick out 
during an Imperial customs inspection, the A-AS is not truly tough enough 


for frontline military duty. Much of its toughness is a result ofits size, and 
though an A-AS might well survive an attack by infantry troops ar even those 
on AT-RTs, if it faced a similarly sized military vessel (such as an AT-AT), the 
A-AS would be destroyed in moments. 


A-A5 Speeder Truck cL5 
Colossal ground speeder 

Init +3; Senses Perception +6 

Defenses Ref 15 (flat-footed 13), Fort 19; +13 armor 

hp 100; DR 15; Threshold 69 


in the weapon platform, the armaments can also be fired by the pilot or 
copilot, though at a -5 penalty. 

In truly hazardous regions, KAAC Freerunners are sometimes used as VIP 
transports and even corporate ground shuttles. They are more commonly 
found in use as assault vehicles for major city police forces and as medium 
tanks for mercenary fighting companies. 


KAAC Freerunner cL7 
Gargantuan ground speeder 
Init +3; Senses Perception +6 


Speed fly 8 squares (max. velocity 160 km/h) 

Fighting Space 4%4 or 1 square (starship scale); Cover total 

Base Atk +0; Grp +29 

Abilities Str 28, Dex 14, Con —, Int 14 

Skills Initiative -3, Mechanics +5, Perception +5, Pilot -3, 
Use Computer +5. 

Crew 3 (normal); Passengers 25 

Cargo 25 tons; Consumables | week; Carried Craft none 

Availability Licensed; Cost 30,500 (8,000 used) 


FREERUNNER 

The Freerunner isa heavy military speeder designed by KAAC (the Kelliak Arms 
and Armor Company) to be the ultimate in fast, flexible military ground craft. 
Its advertising claims it's able to take on advanced scout, supply escort, or 
even frontline combat duties. Its development just after the Clone Wars is a 
case of bad timing, however, since the Empire has already decided to move 
to walkers and tracked vehicles. With no major contracts forthcoming from 
the New Order, the Freerunner is a financial disaster for its manufacturer, 
which goes bankrupt as a result. 

The remaining stock is available for sale to anyone who has the credits and 
proper licenses (or fair forgeries). The Freerunner is popular with planetary 
defense forces, major cartels, and large gangs. Numerous minor arms deal- 
ers have managed to acquire dozens of the speeders, and auctions on fringe 
worlds are not difficult to find. Though provided with a basic weapon load 
from the factory, many Freerunners are now sold without weapons (though 
the dealers are happy to sell a few blasters at a modest additional cost) 

The Freerunner is broken into two main sections—the cockpit and the 
weapons platform, The cockpit is open to the air to increase the pilot's field 
of vision, but this also increases vulnerability, Many owners take the time 
to fully enclose the cockpit (an additional 1,000 credits}. The independent 
weapon platform allows the Freerunner to carry up fo four Weapon systems 
and swap them out quickly and easily (DC 15 Mechanics check and | hour, if 
appropriate facilities are available). Though designed to be fired by gunners 


Defenses Ref 15 (flat-footed 13), Fort 26; +8 armor 

hp 160; DR 10; Threshold 45 

Speed fly 10 squares (max. velocity 300 km/h) 

Ranged 2 heavy laser cannons +4 (see below) and 
2 blaster cannons +3 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +34 

Abilities Str 42, Dex 14, Con —, Int 14 

Skills Initiative +3, Mechanics +6, Perception +6, Pilot +3, 
Use Computer +6 

Crew 5 (skilled); Passengers 6 

Cargo 250 ka; Consumables 1 week; Carried Craft none 

Availability Restricted; Cost 140,000 (110,000 used) 


Laser cannons (gunner) 
Atk +4, Dmg 5d10x2 

Blaster cannons (gunner) 
Atk +4, Dmg 4d10 


STARFIGHTERS 

Starfighters are the most basic military vessel for space combat, serving 
roles as varied as patrol craft, armed transports, escorts, attack vessels, and 
bombers. They are also much easier to conceal than larger military ships. 
An Imperial customs ship can see at a glance whether a Corellian Corvette 
is armed with turbolasers—but determining if the ships in its hangar are 
defenseless shuttles or M3-A Scyks is much more difficult. As a result, the 
starfighter is the ship of choice for criminal cartels, independent mercenaries, 
and insurgents. Many of the thousands of starfighters that served during 
the Clone Wars continued to see use in the decades that followed, and many 
other craft became increasingly common in the fight against the New Order 
as well, though none had the success that would later be captured by the 
X-wing design. 
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H-60 TEMPEST BOMBER 

Designed by Slayn & Korpil, the H-60 was developed in the last decades 
of the Old Republic but saw little use during that time. Its need for regular 
maintenance, as well as its unusual flying wing design with a cockpit at each 
end of the main body, made it unpopular with Republic naval planners. Seen 
asa failure, small stockpiles of the ships were left in Republic scrap yards to 
be salvaged for parts. Many of those were illicitly sold off to independent 
concerns once the New Order came to power, where the bombers enjoyed 
moderate success for a number of years. Ultimately the design was not 
flexible enough to compete with more modern starfighters, though the best 
design elements of the H-G0 were incorporated into the B-wing designed 
decades later for the Rebel Alliance. 


H-60 Tempest Bomber 
Gargantuan starfighter 
Init +4; Senses Perception +5 
Defenses Ref 15 (flat-footed 13), Fort 28; +8 armor 
hp 160; DR 10; SR 25; Threshold 48 
Speed fly 15 squares (max. velocity 950 km/h), fly 4 squares (starship 
scale) 
Ranged laser cannons +3 (see below) and 
medium concussion missiles +3 (see below) 
Fighting Space 4x4 or 1 square (starship scale); Cover total 
Base Atk +0; Grp +33 
Atk Options autofire (laser cannons) 
Abilities Str 46, Dex 14, Con —, Int 16 
Skills Initiative +4, Mechanics +5, Perception +5, Pilot +4, 
Use Computer +5 


cL7 


Crew 4 (normal); Passengers none 

Cargo 110 kg; Consumables 2 weeks; Carried Craft none 
Payload 20 medium concussion missiles 

Hyperdrive none 

Availability Restricted; Cost 175,000 (125,000 used) 


Laser cannons (pilot) 
Atk +3 (-2 autofire), Dmg 5d10x2 
Medium concussion missiles (quaner) 
Atk +3, Dmg 3d10x2, 2-square splash 


Though fairly slow and lacking a hyperdrive (though many owners install 
‘one as an aftermarket modification), once an H-60 gets to a battle it is 
reasonably effective. The dual-cockpit design allows an H-60 to carry an 
extensive crew (with a copilot behind the pilot, and a systems operator behind 
the gunner) so it can operate all systems simultaneously. The drawback to 
this system is the high demand for trained crews, especially compared to 
a Y-wing. For heavy targets, the concussion missiles are launched while 
linked; softer foes can be targeted by just one (dealing only 8d10x2 points 
of damage, but also using only one missile from the payload). 


M3-A ScrYK FIGHTER 

The M3-A fighter is an extremely basic starfighter produced under unusual 
circumstances. Although MandalMotors supported the Confederacy of 
Independent Systems during the Clone Wars, the Empire needed as many 
starships and as much tax revenue as it could amass once it came to power, 
To eliminate the chance of MandalMotors working against the Empire, an 
Imperial advisor was placed to oversee the operations of the company. 

However, this position was subject to both deception and bribery, Man- 
dalMotors did a brisk business with semilegitimate organizations, such as the 
Zann Consortium and Hutt business enterprises, often customizing starships 
for groups that the Empire would prefer not have such vessels. One of the 
biggest early sellers to such groups was the Scyk, which was just dangerous 
enough to be worthwhile, without being so advanced as to draw Imperial 
attention. Production of the starfighter ended at about the time the Rebel 
Alliance became active, though ships enjoyed a lively secondary market of 
sales and modifications. 

The Scyk has two strong points—it's cheap, and its weapon mount is 
designed to handle nearly anything, Though generally produced with a single 
laser cannon (as represented in the statistics here), it's easy to swap out the 
weapon foran ion cannon, concussion missiles, or proton torpedo launcher 
(with a six-missile payload), or even a more unorthodox weapon of roughly 
the same size and power. Large organizations used this versatility to create 
small wings of starships with complementary weapon mixes (for example, 
six Scyks with lasers, three with ian cannons, and three with proton torpedo 
launchers), while individual pilots benefit by easily replacing or upgrading 
damaged weapons anywhere in the galaxy. 

The Scyk also mounts a hyperdrive, but lacks either a navicomputer or an 
astromech port for hyperspace coordinates. The starfighter depended on an 
allied ship to compute its hyperspace jumps, and generally used the system 
only to go from port to port (where such aid can generally be bought), or to 
jump with a squad supported by a larger, navicomputer-equipped starship. 


M3-A Scyk Fighter cL7 
Gargantuan starfighter 

Init +4; Senses Perception +5 

Defenses Ref 17 (flat-footed 13), Fort 27; +8 armor 

hp 130; DR 10; SR 20; Threshold 47 


Speed fly 15 squares (max. velocity 950 km/h), fly 4 squares (starship 
scale) 

Ranged laser cannons +1 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +0; Grp +32 

Abilities Str 44, Dex 18, Con —, Int 12 

Skills Initiative +4, Mechanics +5, Perception +5, Pilot +4, 
Use Computer +5 

Crew 1 (normal); Passengers none 

Cargo 110 kg; Consumables 2 weeks; Carried Craft none 

Hyperdrive x2 

Availability Restricted; Cost 75,000 (35,000 used) 


Laser cannons (pilot) 
Atk +1, Dmg 4d10x2 


NOVASWORD SPACE 
SUPERIORITY FIGHTER 

The NovaSword is Subpro's attempt to break out into a larger, galaxywide 
market, Despite the fact that Subpro designed many successful starships and 
aided in the design of some of the most successful designs of \ 
the 2-95 Headhunter), its location far from the Core Worlds eau 
seen asa second-rate designer. Although Subpro made many designs bull! by 
the Incom Corporation (including the ARC-170), Subpro never received a full 
share of the money made, nor extensive credit for its part in these a 
Not wanting to be dependent on Incom, early in the Clone War 
sets out to build its own successor to the 2-95, 9 multipurpose Starfighter 
named the NovaSword, 

The NovaSword is a nimble, powerful craft that bowsts many imprave 
ments over the Z-95. With fair shields, high speed, real maneuverability 
and an integral hyperdrive, the NovaSword is a versatile fighter alle to 
act as an interceptor, light bomber, or scout. Tle vessel deemed It be 
operated by a single pilot, but it has a second sent tye! can We werd by & 
passenger or can hold a copilot, commander, system dperelor wr emp 
(though not a gunner). This feature allows a small farce fo Henge yet one 
trained pilot to each NovaSword and have ain effective fighting fore nee 
larger organization to assign two crewmembers jer fghiee bi gan wedilone 
utility from each ship. 
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The design should be a great success. However, Subpro’s reputation 
prevented the Old Republic (and later the Empire) from buying any of the 
new fighter, and relatively low numbers were built. Although a few planetary 
defense forces and large business groups buy small fleets of NovaSwords, 
they are most commonly sold to private buyers, including mercenaries and 
bounty hunters. The high price of the starfighter is one reason its success 
has been limited to wealthier groups. 

The Separatists managed to buy several dozen NovaSwords for use by 
elite commanders in their fleet. Durge used a NovaSword as his personal 
fighter for much of the Clone Wars. When the X-wing was produced by Incom 
several years later, the NovaSword was largely forgotten. 


NovaSword Space Superiority Fighter CcL7 

Gargantuan starfighter 

Init +7; Senses Perception +6 

Defenses Ref 18 (flat-footed 12), Fort 26; +7 armor 

hp 110; DR 10; SR 15; Threshold 46 

Speed fly 16 squares (max. velocity 1,000 km/h), fly 4 squares (starship 
seale) 

Ranged laser cannons +5 (see below) or 

Ranged medium concussion missiles +5 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +31 

Abilities Str 42, Dex 22, Con — Int 16 

Skills Initiative +7, Mechanics +6, Perception +6, Pilot +7, 
Use Computer +6 

Crew 1 (skilled); Passengers 1 

Cargo 110 kg; Consumables 4 weeks; Carried Craft none 

Payload 3 medium concussion missiles 

Hyperdrive x2, navicomputer 

Availability Restricted; Cost 145,000 (65,000 used) 


Laser cannons (pilot) 
Atk +5, Dmg 5d10x2 
Medium concussion missiles (pilot) 
Atk +5, Dmg 84102, 2-square splash 


R-41 STARCHASER 

The R-41 Starchaser is a solid starfighter built to compete with the Z-95 
Headhunter. It has a good mix of weapons, speed, and durability, but its 
design provides no place fora droid. This limitation prevents it from making 
full use of its wide array of weapons, though the pilot does have the luxury 
of selecting the best weapon for specific attack runs. Even so, the R-41 lacks 
{he widespread popularity of many other starfighters from the same era, and 
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by the end of the Clone Wars it is clearly outmatched by modern starships. 
The Starchaser is cheap and dependable, if not spectacular, and thus is often 
used by groups that are unable to arrange for regular maintenance, such as 
pirates and criminal organizations. 

The other main fault of the R-41 is a lack of heavy armor or internal hull 
bracing, leaving its overstuffed frame vulnerable to well-placed hits from 
enemy fire. Expert pilots often get around this flaw by flying very defen- 
sively, managing to avoid taking as many hits while using the Starchaser's 
armament to lethal effect. Indeed, some ace pilots claim that knowing their 
ship is more fragile encourages them not to take chances, and many more 
modern starfighters have been eliminated by well-flown R-41s using this 
philosophy. 

A two-seat version of the ship exists, the R-42 Starchaser, Other than 
having a seat fora gunner, the ship is identical to the earlier model. The R-42 
is much less common, with only a few hundred having been manufactured 


R-41 Starchaser cL9 

Gargantuan starfighter 

Init +6; Senses Perception +6 

Defenses Ref 16 (flat-footed 11), Fort 24; +6 armor 

hp 100; DR 10; SR 20; Threshold 44 

Speed fly 16 squares (max. velocity 1,050 km/h), fly 4 squares (starship 
scale) 

Ranged laser cannons +6 (see below) or 

Ranged ion cannon +6 (see below) or 

Ranged medium concussion missiles +6 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +29 

Abilities Str 38, Dex 20, Con —, Int 18 

Skills Initiative +6, Mechanics +6, Perception +6, Pilot +6, 
Use Computer +6 

Crew 1 (skilled); Passengers 1 

Cargo 110 kg; Consumables 2 weeks; Carried Craft none 

Payload 2 medium concussion missiles 

Hyperdrive x2, navicomputer 

Availability Restricted; Cost 115,000 (55,000 used) 


Laser cannons (pilot) 
Atk +6, Dmg 5d10x2 
Jon cannon (pilot) 
Atk +6, Dmg 3d10x2 ion 
Medium concussion missiles (pilot) 
Atk +6, Dmg 8d10x2, 2-square splash 


before Hoersch-Kessel Drive, Inc. gave up on the design entirely. The two 
seat ships are more effective, but less popular with the crowd that makes 
up most of the Starchaser buying market. 


TOSCAN MULTIPURPOSE 
FIGHTER 

Built by Shobquix Yards (using a cockpit designed by Koensayr and later 
appearing on the Y-wing), the Toscan MPF (multipurpose fighter) was 
designed well before the Clone Wars as an open-frame starfighter for 
other shipyards. The base model, the Toscan 8-Q, has a x2 hyperdrive, weak 
shields, basic navicomputer, and life support for a pilot installed, but carries 
only @ basic weapon package of two laser cannons, Extensive room is left 
for heavier weapons, more crew space, additional maneuvering thrusters, 
greater cargo capacity, or whatever other improvements are desired, The 
idea was that other shipyards would buy the Toscan and make whatever 
modifications were required to fill various starfighter roles. Expecting huge 


Toscan 8-Q cL8 
Gargantuan starfighter 
Init +1; Senses Perception +5 
Defenses Ref 15 (flat-footed 12), Fort 27; +7 armor 
hp 120; DR 10; SR 10; Threshold 47 
Speed fly 14 squares (max. velocity 850 km/h), fly 4 squares (starship 
« scale) 
Ranged laser cannons +2 (see below) and 
medium concussion missiles +2 (see below) 
Fighting Space 4x4 or | square (starship scale); Cover total 
Base Atk +0; Grp +32 
Atk Options autofire (laser cannons) 
Abilities Str 44, Dex 16, Con —, Int 14 
Skills Initiative +3, Mechanics +5, Perception +5, Pilot +3, 
Use Computer +5 


Crew 2 (normal); Passengers 3 

Cargo 440 kg; Consumables 4 weeks; Carried Craft none 
Payload 12 medium concussion missiles 

Hyperdrive x1, navicomputer 

Availability Licensed; Cost 180,000 (40,000 used) 


Laser cannons (pilot) 
Atk +2 (-3 autofire), Dmg 4d10x2 
Medium concussion missiles (gunner) 
Atk +2, Dmg 8d10x2, 2-square splash 


sales numbers, Shobquix produced the Toscan frame in enormous numbers. 
Overall, the program was a horrible failure. 

The problems with the idea were twofold. First, most shipyards prefer to 
custom-design their own starfighter frames from the ground up. Second, the 
cost of a modified Toscan (with both Shobquix and whoever “finished” the 
starfighter taking a profit) was too high compared to its final capabilities. 
‘A few hundred were bought by various shipyards as test vehicles (Sienar in 
particular built several gunship Toscans, with quad laser cannons and dual 
ion cannons as test beds for systems later added to the Skipray blastboat), 
but most were sold at discount to private buyers. Such Toscans rarely live 
up to their potential (since private buyers lack the resources of a full ship- 
yard), but most could at least add some cargo and passenger capacity. The 
statistics here represent a "typical" Toscan, though many can be found with 
both heavier and lighter weapon loads. 


ZEBRA STARFIGHTER 

The Zebra starfighter is a single-pilot starfighter built by Hyrotii Vehicle 
Works. The simple craft (looking more like an airspeeder than a starfighter) 
has no hyperdrive and only moderate shields, but is built around two heavy, 
linked laser cannons that are supposed to give it the firepower to make attack 
runs on well-armored targets. In practice, the Zebra is too slow to be of much 
use except in large numbers, or against immobile targets such as ground 
installations (though even then the lack of missile weapons reduces its chance 
of killing bigger targets). However, for many years after the establishment of 
the New Order the Zebra is the best starfighter many non-Imperial forces can 
get their hands on. By the time X-wings and similar craft are more available, 
the Zebra loses its popularity and becomes a second-line fighter. 


MS-A ScYk FIOHTER 


SAIHSUVAS ONY SEISIHAA 


TA Ssievno 


__ ANS eennnsseneeinemseenaell 


SsSsuevcevevse&S 


SAINSEVAS GNY SHIsIHhSsA 


Zebra Starfighter CL6 

Gargantuan starfighter 

Init +1; Senses Perception +5 

Defenses Ref 13 (flat-footed 12), Fort 27; +7 armor 

hp 120; DR 10; SR 15; Threshold 47 

Speed fly 16 squares (max. velocity 1,000 km/h), fly 4 squares (starship 
scale) 

Ranged heavy laser cannons +1 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +0; Grp +32 

Atk Options autofire (heavy laser cannons) 

Abilities Str 44, Dex 12, Con —, Int 12 

Skills Initiative +1, Mechanics +5, Perception +5, Pilot +1, 
Use Computer +5 


Crew 1 (normal); Passengers none 

Cargo 65 kg; Consumables 1 day; Carried Craft none 
Hyperdrive none 

Availability Restricted; Cost 80,000 (30,000 used) 


Heavy laser cannons (pilot) 
Atk +1 (-4 autofire), Dmg 6d10x2 


SPACE TRANSPORTS 

With the end of open warfare, and the beginning of efforts to avoid the all~ 
encompassing Imperial navy, space transports become the most common 
starships seen anywhere in the galaxy. They were found on every side of 
every conflict. Businesses used them to break shipments into smaller units 
to avoid losing all their cargo to a single pirate raid, while pirates used them 
to make those raids. Smugglers used them to ship contraband through Impe- 
tial blockades, legitimate independent merchants carried small cargoes to 
fringe worlds, the Empire used them to patrol as many worlds as possible, 
and insurgents used them to fight the Empire in hundreds of ragtag, unco- 
ordinated efforts to stop the spread of tyranny. 

The scope of the Clone Wars was so vast that no effort to recover the 
weapons used could even begin to be comprehensive. Numerous ships used 
for troop transports or light skirmish vessels were converted into space 
transports, with a surprising amount of firepower hidden under jury-rigged 
modifications, Even more military weapons were cut out of wrecked space~ 
craft, and added to space transports just big enough to accommodate them. 
The New Order soon discovered that any merchant vessel could turn out to 
be a pocket warship with no. warning. 


CEC HwKk-290 

The Corellian Engineering Corporation designed the Hawk series of trans~ 
ports in the decades before the Clone Wars, in an effort to break into a 
new market for small, fast cargo ships, Although the YT-series of ships was 
wildly successful financially, it was seen by the galaxy at large as being 
rugged but ugly—tramp ships for tramp captains. The Hawk line was aimed 
at more upscale clients—wealthy merchants in need of ships to land at 
resort worlds without being an eyesore, and nobles or politicians in need of 
a cargo craft for personal business that wouldn't lower their prestige. The 
line was a modest success, but never hit sales numbers to rival YT-series 
ships, and it was discontinued during the Clone Wars to make way for more 
military production. 

The Hwk-290 is the most prevalent of the Hawk-series of freighters, 
and a common sight through the Clone Wars and the first few decades 
of the New Order, It is extremely nimble for a cargo vessel, depending on 
maneuverability rather than strong shields or armor to survive attack. Stock 
versions of the ship have no weapons, but as with most CEC models, it's easy 
to add a few lasers as modifications. (Linked blaster cannons are the most 
common addition, and two sets are included in the statistics here.) Ships 
actually intended for military use (such as the Moldy Crow, used by Kyle 
Katarn among others) can carry more than twice as many weapons, though 
at the expense of some cargo capacity. 


Hwk-290 cL9 
Colossal space transport 
Init +0; Senses Perception +5 
Defenses Ref 17 (flat-footed 12), Fort 28; +12 armor 
hp 160; DR 15; Threshold 78 
Speed fly 12 squares (max. velocity 800 km/h), fly 3 squares (starship 
scale) 
Ranged 2 blaster cannons +2 (see below) 
Fighting Space | square (starship scale); Cover total 
Base Atk +0; Grp +38 
Abilities Str 46, Dex 20, Con —, Int 14 
Skills Initiative +0, Mechanics +5, Perception +5, Pilot +0, 
Use Computer +5 
Crew 2 (normal); Passengers 6 
Cargo 150 tons; Consumables 6 months; Carried Craft none 
ive x2, navicomputer 
ity Licensed; Cost 135,000 (55,000 used) 


Blaster cannons (pilot, gunner) 
Atk +4, Dmg 5d10x2 


Gallofree Yards Maka-Eekai L4000 Transport 
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GALLOFREE YARDS MAKA- 
EeKA! L4000 TRANSPORT 

The Maka-Eekai 4000 is among the largest transports ever built for the 
independent freighter market, Although bulk freighters are often much 
more massive, the Maka-Eekai is still designed to be operated by a single 
independent captain, rather than a large corporation, well-connected cartels, 
or a government, Though two-thirds the size of Gallofree Yards’ common 
GR-75 medium transport, the Maka-Eekai has less than 10% of the cargo 
capacity due to its focus on comfort and maneuverability rather than just 
storage space. The hope was that wealthy independent merchants would pay 
a premium to haul their loads in comfort and style. 

The design program that produced this model began in the latter days of 
the Old Republic, and the first model rolled off the line just as the Clone Wars 
began in earnest. Asa result, sales were poor, prompting the manufacturer to 
cut the price considerably. Although this tactic did boost sales, the financial 
hit sustained by Gallofree Yards was considerable, and the manufacturer 
never truly recovered. No further production runs were attempted, and 
though the Maka-Eekai is a common sight in the years shortly after the 
Clone Wars, a few years after the Battle of Yavin most are gone, Because 
they shared many components with larger transports, most Maka-Eekai are 
eventually scrapped for parts to repair larger ships that have ten times their 
cargo capacity, 

Most Maka-Eekai are configured primarily as cargo haulers, with room 
for only a few passengers but hundreds of tons of cargo. It's possible to 
convert cargo space into roomy accommodations, at the rate of 10 tons of 
cargo per additional passenger (to a maximum of forty passengers). Many 
Maka-Eekai are produced with different cargo/passenger mixes as standard 
stock options at no additional cost. Of course, most of this tonnage goes 
to stowage for six months of food for an additional person as well as more 
life support equipment, living facilities, and galley space—people carried 
in cargo space for only a very short trip (such as refugees) don't take up 
anything close to 10 tons. 

The only armament in a stock Maka-Eekai is the two double laser cannons 
mounted in turrets on either side of the ship. However, a common addition 
is a set of linked laser cannons in a ball turret found at the end of a gun 
boom. The boom doubles as a stabilizing fin, swinging to the back of the 
ship for both landing and lightspeed travel but projecting below the ship for 
normal space travel. Access to the ball turret is through a tunnel running 
the length of the gun boom, a maneuver most easily accomplished in zero 
gravity. Because it is aimed at an independent market, the Maka-Eekai uses a 
surprising amount of space for targeting computers, maneuvering thrusters, 
and sensors, making even stock versions far more combat-ready than their 
rotund appearance would suggest. 


Maka-Eekai L4000 Transport cL9 

Colossal space transport 

Init -2; Senses Perception +5 

Defenses Ref 15 (flat-footed 12), Fort 31; +12 armor 

hp 200; DR 15; SR 20; Threshold 81 

Speed fly 12 squares (max. velocity 800 km/h), fly 2 squares (starship 
scale) 

Ranged double laser cannons +4 (see below) 

Fighting Space 1 square (starship scale); Cover total 

Base Atk +0; Grp +41 

Atk Options autofire (double laser cannons) 

Abilities Str 52, Dex 16, Con —; Int 18 

Skills Initiative -2, Mechanics +5, Perception +5, Pilot -2, 
Use Computer +5 

Crew 4 (normal); Passengers 9 

Cargo 410 tons; Consumables 6 months; Carried Craft none 

Hyperdrive x2 (backup x12), navicomputer 

Availability Licensed; Cost 180,000 (85,000 used) 


Double laser cannons (quriner) 
Atk +4 (-1 autofire), Dmg 4d10x2 


CAPITAL SHIPS 

In the years right after the Clone Wars, few capital ships are in the hands 
of anyone other than the Empire, planetary navies, and a small number of 
business consortiums so large that they have the same amount of influence 
as planetary governments (if not more). Capital ships are hard to hide or 
maintain, and are the first concern of the New Order, Although Imperial 
planners have little fear of snub fighters or even armed space transports, the 
threat of capital ships in the hands of renegade forces is a high concern, The 
Empire works hard to track any modern capital ship, and though a few from 
the Clone Wars do end up being used against the Empire, the numbers are 
small enough not to be a threat to more than individual sectors, 

Older capital ships are a lower priority, though still higher than smaller 
designs, Anything built well before the Clone Wars, or lacking the firepower 
common in later Clone Wars warships, is seen as a secondary concern. If 
an ally of the Empire decides to acquire such outdated capital ships, it's 
largely overlooked, If an outlaw faction gathered them, Imperial planners 
assume that the ships will either fall apart from lack of maintenance or be 
destroyed as soon as they cause enough trouble to require Star Destroyers 
to be sent after them. 


NEUTRON STAR BULK CRUISER 
Bulk cruisers were designed during the Clone Wars to serve as second-line 
warships. Produced with older technology and off-the-rack components, 
these starship designs are all slow, undergunned, crew-intensive, and prone 
to malfunctions, In fact they are generally little more than upscaled space 
transports, with little of the armor plating, heavy shielding or massive 
Weapons that make most capital ship designs effective. As their name sug- 
gests, they were simply large starships, depending on their bulk to overpower 
‘smaller vessels. In truth a bulk cruiser has approximately the same firepower 
as a smaller (and cheaper) frigate, though somewhat more ability to absorb 
damage. Where they can, the designs use their freely available space to good 
advantage, such as considerable carried craft and massive heavy quad lasers 
(which deal nearly as much damage as turbolasers, but are much larger and 
cheaper to construct). 


Neutron Star Bulk Cruiser 

Colossal (cruiser) capital ship 

Init -2; Senses Perception +6 

Defenses Ref 13 (flat-footed 12), Fort 51; +11 armor 

hp 1,400; DR 20; SR 100; Threshold 251 

Speed fly 1 square (starship scale) 

Ranged 5 heavy quad laser cannon batteries +14" (see below) and 
2 tractor beams +4° (see below) and 

Fighting Space 2x2 (starship scale); Cover total 

Base Atk +2; Grp +68 

Atk Options autofire (heavy quad laser cannons) 

Abilities Str 92, Dex 14, Con —, Int 14 

Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 

Crew 2,050 (skilled); Passengers 200 (troops) 

Cargo 5,000 tons; Consumables 1 year; Carried Craft 36 starfighters, 2 
space transports 

Hyperdrive x2 (backup x12), navicomputer 

Availability Military; Cost 5,000,000 (2,500,000 used) 

* Apply a -20 penalty on attacks against targets smaller than Colossal size. 
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Heavy quad laser cannon battery (6 gunners) 
Atk +14 (-6 against targets smaller than Colossal) (+9 autofire), Dmg 
4d10x5, 

Tractor beam (gunner) 
Atk +4 (-16 against targets smaller than Colossal), Dmg — (grapple 
+68) 


Rendili StarDrive's Neutron Star Bulk Cruiser is typical of these designs. 
Produced during the Clone Wars, none of the ships see service in that conflict 
as the Separatists’ sudden defeat catches Rendill off guard. The new Empire 
has very little interest in the outdated design (though a few are bought for 
testing and patrol of already secure sectors), and the majority are sold to 
private concerns. Fora few decades bulk cruisers are a common sight in poor 
systems and fringe worlds, but their poor performance and high maintenance 
costs puts most of the production line out of commission within three 
decades. Those few that remain are considered very second-rate vessels, 
and are mostly used as armed cargo transports. 

Tactical Fire: A Neutron Star needs escorts, and normally depends on 
its own starfighter complement to keep it safe. Its crews are taught to work 
with starfighter wings to protect them and get them safely on board the 
bulk cruiser when damaged. As a standard action, a Neutron Star can forgo. 
all attacks to provide tactical fire to all squares in a 2-square radius. All 
allied starships of Gargantuan size or smaller within this radius gain a +2 
bonus to Reflex Defense, 


CIVILIAN VESSELS 

With the rise of the Empire, many vessels that were once considered 
"suitable for civilian use became illegal or, at the very least, highly 
restricted. Like weapons and equipment that are made illegal when the 

_ Empire is formed, some starships (particularly those that have significant 
weapon systems) cease production and sales at the behest of Imperial 
authority. This TSS Ree UE DR ae ha tals 
starships, and also makes the punishment for being Sela fisicha | 
"vessel more severe. For example, personal starfighters such 

‘Suub Cutlass-9 starfighter were in common use hago 
‘during the Clone Wars, but the Empire, claiming that a: 
fittle use except in an offensive role, cracks down on private tet 
of such vessels in the name of galactic security 
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CHAPTER VIII 
CAMPAIGN GUIDELINES 


The heroes in a Force Unleashed campaign rise to the occasion to fight the 
growing threat of Imperial oppression, When Supreme Chancellor Palpatine 
declares his New Order, few realize its sinister, oppressive intention, Many 
people accept it as a reasonable solution to the turmoil caused by the 
Separatist uprising. The average, law-abiding citizen who views galactic 
government as a distant concern sees Palpatine's speech as yet another 
seemingly meaningless policy announcement, heralding at most a gradual 
change in daily life. Some who have misgivings about the declaration of the 
New Order keep quiet, either because they fear Imperial reprisals or because 
they feel powerless to oppose such a galaxy-spanning tyranny. Those aware 
of the brutality of Order 66, people who recognize Palpatine's true intentions, 
and the growing number of galactic citizens who witness or experience the 
Empire's increasing oppression and brutality realize that they must risk their 
lives and sacrifice their way of life to fight Imperial domination. 

These heroes can make a difference in the galaxy. This is a time when 
general sentiment gradually shifts from perceiving the Empire as the rightful 
government of the galaxy to seeing it as an oppressive tyranny that pushes 
the galaxy to the brink of civil war. A Force Unleashed campaign focuses on 
the heroes who become aware of this threat early in the struggle and quickly 
move to oppose Imperial treachery. These daring few stand out from those 
who feel too complacent or too intimidated to devote their lives to take action 
against an increasingly cruel Empire. Through the heroes’ actions, galactic 
sentiment begins to shift against the Empire, eventually creating the climate 
in which the Rebel Alliance will be founded in the years to come. 

The heroes become protagonists not only of their own campaign story, 
but of the grander history of resistance against tyranny. Ultimately, the 
heroes’ seditious actions will give rise to the birth of the Rebellion. They make 
conscious choices to take action; the heroes do not sit back and allow the 
Empire to squeeze freedom from the galaxy; instead, they oppose tyranny 
in every way possible. 

This decision pits them directly against a government and a society 
structured to root out dissension and crush any threat to authority. They 
must fight not only the visible soldiers of the Empire—clone troopers, ISB 
agents, stormtroopers, Imperial Inquisitors—but average, well-meaning 
people who believe they're upholding a legitimate government by reporting 
suspicious activities or subversive actions, and more sinister elements of the 
civilian population who value profits made from the Empire's tyranny over 
the freedom and well-being of innocent people. 
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This chapter explores the major themes that drive a Force Unleashed cam— 
paign and offers advice for Gamemasters on using them asa basis for exciting 
adventures opposing the expanding Empire. It offers players ideas on how 
their heroes first decided to join the fight against Imperial tyranny. Game- 
masters can find resources on creating encounters, adventures, and broad 
story lines incorporating the growing Imperial oppression and the effect it 
has on everyday life in the galaxy. A sample adventure with three encounters 
at the end of the chapter puts these tips to use and provides an example that 
the Gamemaster can use in creating his or her own scenarios. 


A GATHERING OF 
HEROES 


How does a Gamemaster bring together a possibly disparate band of heroes— 
many with different backgrounds—to begin a Force Unleashed campaign? 

A Gamemaster should take a moment before starting a campaign to talk 
with players about what common elements the heroes share that might give 
them a reason to join forces. They might find or create connections with 
each other's heroes that could explain how and why they are fighting the 
Empire together. Players might adjust hero backgrounds to take into account 
references to other heroes, locations from their past, or common enemies 
and allies that would give them some sense of camaraderie. 

A Gamemaster might decide to take a varied collection of heroes and 
throw them into the action in an introductory scenario. Thrusting them 
all into a common crisis—forcing them to rely on each other's strengths to 
overcome a greater challenge—forges them into one cohesive group that 
shares common adversaries and goals. 

The Dark Times present several situations in which heroes might join 
forces to resist Imperial tyranny based on shared background elements or 
‘an opening origins adventure. 


SHARED HERO BACKGROUNDS 
The easiest way to connect heroes before starting a Force Unleashed cam- 
paign requires some precampaign discussion among the Gamemaster and 
the players. They should discuss character backgrounds—particularly events 
directly leading to their decision to aid the resistance—and find elements that 
might link one hero to another. If each of the heroes creates an association 
with someone else in the group, however distant, all of them have some 
reason to collaborate, 

Each player should read or describe her hero's back story for the entire 
group. Once everyone's finished, they can hone in on locations, incidents, 
allies, and adversaries mentioned that they might share. 

For example, Jedi Padawan Nanto Vanix relies on a sympathetic transport 
captain to flee Felucia and find safety on Sullust. Perhaps another player's 
hero decides to play a fugitive pilot, assuming the role of the transport pilot 


to provide not only 4 motivation for fighting the Empire, but a background link 
with the Jedi and a reason to join forces during a campaign. Instead of fleeing 
to Sullust, they might head to Moorja, where scout Joren Q’aal and soldier Rass 
Throven find themselves at the end of their own accounts of how they came 
to recognize the Empire's treachery and decided to join the resistance, 

Don't go overboard weaving intricate connections among all the heroes. 
Each player needs only a good reason to care about one other hero to forge 
a bond among the group, Maybe two heroes come from the same oppressed 
homeworld, know a common acquaintance, witnessed the same historical 
event, or even shared misadventures before the campaign begins. 


COMMON CAMPAIGN ELEMENTS 
Depending on the focus of a Force Unleashed campaign, the heroes might start 
operating with some common elements, A Gamemaster who designs.a story 
are based ona core concept should give players as much common information 
beforehand so they can incorporate that material into character creation. 

Here are a few one-sentence examples of campaign ideas during the Dark 
Times that might affect what heroes the players create and the common 
bonds they might use to establish connections among themselves. 


© The heroes aid a band of fugitive Wookice slaves intent on freeing other 
oppressed aliens and disrupting Imperial activities supporting the occu- 
pation of Kashyyyk, 

* As members of a noble house, the heroes conduct covert missions to 
establish and support resistance cells on other Core Worlds. 

* Trapped on Mon Calamari at the same time the Empire incinerates three 
floating cities in retaliation for covert resistance activities, the heroes 
rise up with the local populace to oppose the Imperial occupation. 

© Fringers employed with a criminal organization witness Imperial atroci- 
ties and work to convince their overlords to secretly support subjugated 
worlds and undermine the Empire. 


Be careful not to coerce some players to radically alter their heroes’ basic 
concepts just to make connections with others and fit into the story line. 
If the campaign centers around a band of escaped Wookiee slaves, don't 
force everyone to play a Wookiee. Some people can play non-Wookiee allies 
sympathetic to the cause of enslaved aliens: a plucky Sullustan scout, a grim 
Rodian soldier, a well-connected Human noble, The Gamemaster should help 
players adjust their heroes to best fit into the group's theme and the overall 
‘campaign premise. 

Common campaign components not only give the players ideas for shared 
background elements, but offer inspiration for the kinds of heroes that might 
best fit into the anticipated action. Here are some more specific factors in 
2 campaign that could offer common ground in heroic origins and shared 
connections. 


LOCATION 

The heroes find themselves all in the same location when the campaign 
starts. The setting serves as a springboard for an overall story arc, providing 
a. common ground upon which the heroes meet and forge an initial alliance. 
Some heroes might call the location home or have other connections to it 
(business contacts, family and friends, affinity for a particular neighborhood, 
restaurant, or club), while others could have traveled there to carry out their 
own agenda, Assuming they're either native to the world or have spent some 
time there during their travels, they all share some familiarity with the local 
bureaucracy, favorite shops and restaurants, and basic knowledge of the 
region and society. 

‘Acommon location provides familiar ground where the heroes can begin 
their adventures; combined with other elements, a shared setting offers the 
perfect chance for heroes to unite under special circumstances. Perhaps 
they're all visiting the same planet when a fleet arrives to blockade the 
system and crack down on anyone even remotely suspicious. 

The shared location could serve as the setting for the entire campaign. 
The Gamemaster could set a Dark Times story are on one particular world 
where the heroes must establish, maintain, and command an insurgent group 
bent on undermining the Imperial occupation. 


EVENT 

The heroes all experience the same event—possibly from different view- 
points—that propels them to take action against the Empire. The incident 
should have some direct emotional impact on them that forges a bond 
between them, Perhaps they're at different tables in a cantina when news. 
arrives that the Empire has devastated the planet Callos in retaliation for 
resistance activity. They might be innocent bystanders in a crowd mistaken 
for protesters and fired on by Imperial troops. They could witness the 
enslavement of a planet's alien population “for the good of Imperial security.” 
Perhaps they witness the seemingly arbitrary arrest and imprisonment of a 
common friend, Maybe the Empire burns down their favorite watering hole as 
an example to other establishments that harbor malcontents sowing dissent 
among the populace. They might experience firsthand Imperial persecution—a 
lengthy and rough customs inspection, unwarranted scrutiny at a security 
checkpoint, confiscation of valued items—that clearly establishes that the 
Empire considers them a genuine and dangerous threat to their authority, 


ALLIES 

The heroes share a connection to a common set of allies who provide equip- 
ment, safe havens, transport, and other support. These contacts might belong 
to a corporation, government, criminal organization, or other association 
sympathetic to those fighting Imperial oppression but who don't want to 
openly announce their opposition to the Empire. This entity arranges for the 
heroes to come together from their varied backgrounds to secretly pursue an 


agenda of underground resistance that ultimately aids their benefactors. 

The welfare of valued allies might also inspire the heroes to cooperate 
if their supporters fall victim to Imperial oppression, For instance, several 
heroes operating independently might find themselves working together to 
rescue an influential entrepreneur who can provide them with necessary 
resources—passage off the planet, medical supplies, weapons for freedom 
fighters, or vital intelligence—if only they can spring him from a secure 
penal facility. 


RALLY AROUND A CAUSE 

Whether or not they know each other beforehand, the heroes might share 
an experience that rallies them against the Empire. Provoked by Imperial 
tyranny, they pool their resources to support a particular cause. Perhaps 
a Jedi Knight fleeing Inquisitors seeks their aid. They might seek to right a 
particular Imperial injustice, such as the imprisonment of an influential and 
sympathetic leader, an arbitrary blockade of space traffic and interstellar 
trade, or a comprehensive takeover of local industry. They could stumble 
across incriminating information about the Empire or secrets about its 
military strength that—in the right hands—could help topple its influence 
in one part of the galaxy. Far-reaching events such as the enslavement of 
the Wookiees or the seizure of shipyards on Duro and Mon Calamari might 
induce heroes to join forces to directly aid those rising up against Imperial 
domination. The campaign might focus on their efforts to correct this injus~ 
tice, or the incident might simply serve to galvanize the heroes, give them 
an immediate reason to hate the Empire, and inspire them to work together 
as a resistance group. 


IT's A TRAPI 

While going about their business, the heroes fall into a trap set to arrest 
people suspected of conspiring against the Empire. They could all be traveling 
aboard the same transport stopped at a checkpoint when Imperial agents 
ferret out a spy and arrest all the passengers as potential coconspirators. 
Perhaps they follow separate leads to a gathering of dissidents, only to find 
imperial troops waiting in ambush to see which disloyal citizens show up. 
Maybe the Empire ambushes a rendezvous between smugglers and resistance 
fighters who are swapping illegal supplies and weapons; the heroes happen to 
be pilots, loaders, passengers, cell organizers, or innocent bystanders caught 
in the wide net of suspicion cast by ISB agents eager to expose traitors. They 
might just happen to be in the wrong place at the wrong time, or might have 
innocent associations with people or places suspected of involvement with 
an underground resistance cell. 


iA Ssiaveo 


SSecsosecggeg 
SENTTISaINe NeIvaAva 


It doesn't matter whether the heroes have already joined forces or are 
working independently at the time of the ambush; the immediate crisis 
compels them to work together to fight a common adversary. If they didn't 
already hate the Empire, the ruthless perseverance that Imperial units display 
in stopping their escape and hunting them down obliges them to flee under- 
ground and convinces them to oppose the Empire's tyrannical rule. 


ADVERSARIES 

The heroes rally to defeat a particular adversary who has persecuted them 
in the past or threatens them in the present. An ambitious Imperial Moff 
or governor could threaten the system or sector in which they operate, 
endangering their allies, contacts, friends, and loyal supporters. Jedi Knights 
fleeing Palpatine’s purge might focus their efforts on ultimately defeating the 
Inquisitors sent to hunt them down. Resistance fighters could undermine a 
powerful, corrupt corporation controlled by Imperial bureaucrats. Fugitives 


must join forces to defeat the bounty hunters and troops sent to bring them 
to the perverted justice administered by Imperial courts. Insurgents trying to 
establish cells of resistance in cities, worlds, or sectors must band together 
to defeat the ISB agents, civilian informers, and Imperial soldiers intent on 
flushing them into the open and destroying them. 


CAMPAIGN ELEMENTS 

A Force Unleashed campaign, especially one in which the heroes fight grow- 
ing Imperial tyranny, should include elements that lend the appropriate 
atmosphere to the action and define the story's tone. Each element exists 
‘as a result of the Empire's intrusion into or domination of another aspect 
of life in the galaxy. 

All these themes relate to the heroes’ struggle against Imperial oppression: 
recruiting allies, scrounging for supplies, evading capture, gathering intelli- 
gence on Imperial targets, aiding fugitive Jedi, guarding against betrayal, and 
ultimately striking blows against the growing power of the Empire. Unlike in 
a campaign set during the Rebellion Era, they can’t fall back on the structure 
and support of the Rebel Alliance, nor can they expect aid from anything 
but fledgling and often inexperienced resistance groups. 

Each of the elements discussed below could form the basis for an encoun- 
ter oran entire adventure. Gamemasters can weave their own locations and 
characters into these situations to create distinct scenarios incorporating the 
growing paranoia, fear, and brutal oppression of the Dark Times era. 


CLANDESTINE EXISTENCE 

Most heroes operate openly as outlaws defying the Imperial regime. They 
live as fugitives, evading Imperial forces, guarding against betrayal among 
their own ranks, hoarding supplies, and seeking new safe havens from thase 
who would expose their seditious activities. They operate within society by 
using carefully crafted covers or surfacing only in dense population centers. 
where they can easily blend into the crowd. Working unseen and undiscovered 
remains one of their top priorities, 

These underground freedom fighters, outlaws, smugglers, and fugitives 
manage to survive and plan operations against the Empire without access 
to the usual resources available to more law-abiding citizens. They cannot 
pass through a security checkpoint or a customs inspection without threat 
of discovery, To travel between destinations on # world or between two 
star systems requires false identity datawork and a viable cover story, or 
acquiring their own mode of transportation, Estublishing # secure base of 
operations—whether a one-room safe house or an elaborate facility with bar 
racks, power generator, storage bay, medical sulle, and vehicle hangar~must 
be accomplished outside normal channels, using contacts who either don’t 
question their motives or can be paid to look the other way. Obtaining sup. 
plies, from ordinary foodstuffs and equipment tu specialized combat gear, 
Weapons, and explosives, always presents a challenge, Heroes must cultivate 


new allies and contacts who are willing to aid their struggle; they must 
always take care to avoid Imperial traps and ferret out double agents who 
could betray them to ISB operatives, 

These heroes stand at the forefront of the growing resistance against 
the Empire, Because they operate on the fringe of lawful society, they can 
‘engage in extremely dangerous and effective activities to undermine Imperial 
authority, They undertake daring rescue missions, execute sabotage opera~ 
tions, recruit new freedom fighters, establish cells of resistance, infil 
installations to steal vital data, and confront Imperial troops (acti 
further detailed in “Resistance Operations," page 134) in their open war 
against the grawing tyranny of the Empire. 

Adventure Hook: When the heroes return to their safe refuge or meeting 
place, they find an Imperial assault team standing guard while ISB agents 
comb the location for clues. A keen-eyed sentry spots one of them, raises the 
alarm, and sends the entire company of troopers after them in hot pursuit. 
Whether the heroes were operating as fugitives or as covert dissidents using 
the cover of normal society, they must now evade Imperial forces and find 
some safe haven from which they can either flee the planet or reestablish a 
secret base to continue their subversive activities, 


COVERT OPPOSITION 

A few heroes secretly conspire to undermine the Empire from the cover of 
their seemingly ordinary lives as loyal citizens. They live perilous double lives 
where even the slightest mistake or the smallest suspicion could quickly bring 
Imperial retribution upon themselves, their families and friends, and even 
their world. On the surface they seem to conduct themselves as normal, 
loyal citizens of the Empire; they go to work, socialize with friends, enjoy 
entertainment, pursue some casual interests, and spend time with their 
families. Beneath that safe facade they harbor a hatred for Imperial tyranny 
that compels them to secretly support resistance activities. 

Usually their careers or social positions allow them access to essential 
resources to aid dissidents: classified data, specialized equipment, transpor- 
tation offworld, restricted weapons, and medical care, all free from prying 
questions from ISB agents. They don't have the same freedom of movement 
and action as renegades who are maintaining a clandestine existence, but 
they aid resistance groups by slipping away unnoticed to accomplish their 
objectives, Some even undertake subversive activities right in the open: 
delivering messages to dead-drop pickup locations, hacking anti-Empire 
messages into communications feeds, even casually observing and reporting 
imperial troop movements, 

These covert freedom fighters must take extreme care to protect their 
cover, avoid detection by ISB agents, and quard against betrayal by loyal 
citizens who would not hesitate to report suspicious behavior. Their primary 
value to the resistance forces comes from their position hidden among normal 


society, their access to everyday services, and their ability to operate within 
normal channels prohibited to those on the run. 


Adventure Hook 

A band of heroes operating covertly from covers in society must make con- 
tact with an outlaw who is known to openly oppose the Empire. They must 
slip away at some point during their normal routine to deliver an encrypted 
datacard, rare medicine, or some restricted weaponry to this courier without 
arousing suspicion from their coworkers, friends, and families. At some point 
during the delivery mission, one member of the group notices someone fol~ 
lowing the heroes. Do they end up having to eliminate a ruthless ISB agent, or 
might they be confronting a friend who is concerned for their well-being—and 
who could inadvertently betray them by talking to the officials? 


SCARCE RESOURCES 

For fugitive resistance fighters constantly on the run from Imperial agents 
and bounty hunters, finding resources for both everyday survival as well as 
covert operations remains a constant challenge, They continually run out of 
medical supplies, weapons, ammunition, explosives, rations, and replacement 
parts for vehicles (not to mention the vehicles themselves). They're always on 
the lookout for new sources of equipment and supplies to replace channels 
they've exhausted. Some underground groups hoard supplies so that newly 
established resistance cells have some basic equipment to work with when 
establishing themselves in new territory. Raids to obtain more supplies and 
weapons usually precede important missions involving combat, sabotage, 
and large-scale destruction. 

Operations to acquire material resources can vary in tactics, targets, and 
intensity. The heroes might establish contact with an insider at a storage 
facility, someone willing to allow them occasional access while looking the 
other way; whether he does this out of sympathy to the local resistance, 
requires payment for his services, or has other requirements for cooperation 
is up to the Gamemaster. The heroes might divert material from shipping 
operations by conning warehouse officials, masquerading as an unloading 
crew (“offloading" cargo from a ship into their own transport vessel), or 
even hijacking a freighter carrying vital cargo, They might negotiate alliances 
with criminal organizations, smugglers, and sympathetic citizens to provide 
essential supplies, though these relationships can all be compromised by 
self-serving greed or Imperial influence. Of course, the most obvious means 
of obtaining material—especially restricted weapons and explosives—remains 
infiltrating government and military supply depots. 

The heroes must take care to manage their supply sources. In the best 
cases, they divert only small amounts of material and cover their tracks well 
enough that nobody suspects anything has gone missing. Relying on one 
cooperative supplier could put them in danger; the contact might choose to 
betray them, or their frequent visits might arouse the attention of observant 


informers. Frequent attacks on a particular storage facility might farce local 
and Imperial authorities to increase security. Ifthe heroes hit the same depot 
too often, ISB agents might find a pattern and prepare an ambush to trap 
the next raiding party. 


Adventure Hook 

The heroes plan and execute a raid on a quiet Imperial Navy supply dump 
‘on the edge of an urban area. They have received word that a high-level 
Imperial official is visiting the planet next week, and they need to quickly 
obtain weapons, medical supplies, explosives, vehicles, and possibly even 
uniforms to pull off a mission that involves sabotaging his visit, abducting 
him, or generally causing embarrassing havoc, 

Unbeknownst to the dissidents, the entire setup is an Imperial trap. The 
ISB fabricated and disseminated false intelligence about the visiting Impe~ 
rial official to prompt local resistance cells to act openly and reveal their 
locations and strengths. Visual reconnaissance indicates that the supply 
dump is lightly guarded, but a special [SB ambush regiment is lying in wait 
inside cargo containers, drainage sewers, and other concealed areas around 
the depot. 


RECRUITING ALLIES 

Without any overarching organization secretly supporting their activities 
across the galaxy (like the future Rebel Alliance), the heroes must create 
their own resistance cells, safe houses, informer networks, supply chains, 
and support systems. To maintain operations of all kinds—and to replenish 
personnel easily lost during operations—the heroes must continually recruit 
new allies and contacts who can provide everything they need to continue 
the fight against the Empire and ensure their safety. They must create their 
own local support organization of allies who are willing to help with all 
aspects of their operations. 

Approaching a potential ally takes time and caution, It requires a strategy 
heavy on information-gathering and character interaction. Heroes must first 
identify individuals who could help them, then evaluate those individuals’ 
loyalty to the Empire or their willingness to aid those fighting its tyrannical 
policies, The cooperation of a potential ally could depend on how benignly 
or oppressively the Empire rules in the ally's location, whether the potential 
ally harbors a fierce loyalty to the establishment, or whether he or she has 
suffered at the Empire's hands and thus seeks some degree of revenge. 

The heroes must find some leverage to use in convincing people to aid 
them. Intimidation rarely works and doesn’t produce willing, trustworthy 
allies. Bribery offers an incentive for some dubious characters to help, though 
it seldom quarantees loyalty and often drains any monetary resources the 
heroes manage to scrape together. The best way to recruit allies comes 
from appealing to their sense of moral principle and their yearning to right 
the injustices perpetrated by the Empire on their own world and in systems 


throughout the galaxy. The heroes must show their potential collaborators 
that it's in their best interest—and for the greater good of society, their planet, 
and life everywhere—to secretly undermine Imperial power. 

Willing allies come from two sectors of the populace: those who are 
established in everyday society with jobs, reputations, and connections, and 
those who have severed such ties and now live furtive lives as outlaws fleeing 
from the Empire. At first, those who are nestled comfortably in orderly lives 
might seem useless to heroes engaged in an epic struggle against tyranny; 
however, such ordinary people can offer heroes on the run a valuable tether to 
normal society, providing services, access, and materials otherwise unavail~ 
able to fugitives or difficult for them to obtain through normal channels. 
Contacts cultivated among regular citizens can aid the heroes through their 
normal jobs and everyday activities without arousing too much suspicion. 


Informers 

Ordinary people are usually sensitive to changes in their everyday routine 
or environment. They can provide seemingly mundane information that can 
significantly help the heroes in their activities against the Empire: the number 
and location of Imperial troops and sentries in an area; news and gossip of 
anti-insurgent operations; possible contacts who quietly voice their dissat- 
isfaction with the New Order; information about potential target locations; 
data from computers accessible to the public or people employed at certain 
facilities; schedules for transports around a planet or offworld. These inform- 
ers transmit their intelligence and receive new assignments through secure 
means, leaving messages at hidden dead-drop locations, transmitting them 
through secure computer or comm channels, or slipping them to the heroes 
during innocent-seeming “chance” encounters. 


Suppliers 

The heroes can use average citizens to obtain much-needed equipment. These 
supplies might consist simply of food and mundane household items that 
the heroes—as outlaws—cannot purchase without emerging into the public 
eye. If they cultivate a contact who has ties to a commercial enterprise, 
they might have a means of obtaining specialized equipment, vehicles, spare 
parts, military-grade gear, and even weapons. They must take care that their 
requests and deliveries do not compromise the supplier's cover and cause 
their arrest at the hands of Imperial forces. 


Safe Haven Providers 

Some people can provide safe havens for various subversive activities. These 
locations could offer a place to hide from authorities, a storage site for 
caching weapons or gear, an observation post, or a staging location for a 
nearby operation. Most safe house locations maintain the outward illusion 
of a more innocuous function—a hotel that includes » room permanently 


reserved for the heroes’ use; a remote country estate where they can train; 
or even a warehouse to serve as a temporary base for an operation. 


Transport Pilots 

Heroes often need a safe means of transporting themselves or supplies around 
a planet or to locations offworld. Pilots who have legitimate credentials and 
access to vehicles might help a local resistance group spread its influence 
to other regions if they have incentive to secretly work to undermine Impe~ 
rial authority, especially as the Empire tightens its grip on space travel and 
seeks to limit the mobility of people, material, and ideas. Pilots can provide 
false transit papers for heroes, arrange passage aboard repulsorlift craft 
and starships, and ensure some security for personnel and cargo in case of 
Imperial entanglements. Heroes must take care not to use their transport 
contacts too often, lest those contacts come to the attention of suspicious 
people ready to report them to Imperial authorities. 


Bureaucrats 

The galaxy depends on an efficient bureaucracy to maintain operations on 
every level, from local officials to those overseeing entire sectors, Heroes 
who cultivate contacts with bureaucrats gain influential friends who have the 
power to get around obstacles of an official nature. They come from every 
level and aspect of the government and private enterprise: customs officials, 
common clerks, corporate officers, court magistrates, government workers, 
computer registrars, and elected or appointed officials for towns, cities, star~ 
ports, planets, systems, and sectors. Depending on their everyday duties, they 
can use their position and influence to do small favors for heroes to covertly 
support their operations, A local registrar could forge identity cards and set 
up cover identities in the planetary population database. A starport official 
could prepare false shipping manifests to ensure that restricted or illegal 
cargoes pass to the proper resistance cells. Bureaucrats in higher echelons 
could influence policies that relieve pressure on authorities to capture the 
heroes or to increase security against their threats. 


THE FRINGE 

Those on the fringe of society—people hunted by the Empire for their affili- 
ation with the Jedi, members of criminal organizations, or those who are 
forming emerging resistance groups—can more directly help the heroes by 
conducting subversive operations outside the bounds of society and the 
law. These individuals live a furtive existence that nobody in comfortable 
civilization would call normal, They are constantly on the run from the Empire 
and local authorities. Such outlaws always look over their shoulders to make 
sure nobody's following them, listening to their conversations, or reporting 
their activities. They cannot engage in many activities that most law-abiding 
people can perform without serious danger of capture—working a requiar 
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job, shopping, taking public transport, obtaining housing, and generally 
doing anything in public. 

These criminals act out of a strong sense of self-preservation and greed; 
they constantly weigh the risks against the potential gains. Some ultimately 
come around and join the cause out of some sense of duty to moral principle, 
though such cases remain rare. A handful of enlightened people who question 
Palpatine's motives view these fringers as the real “underground freedom 
fighters" despite the Empire's best efforts to paint them as subversive ter- 
rorists. Heroes who seek to recruit such insurgents must somehow infiltrate 
the shady world of fugitives and criminals, proving their hatred for the Empire 
before they can even make contact with anyone who is willing to aid them. 
Of course, if the heroes themselves cross over onto the wrong side of the 
law, they have a better chance of recruiting fellow fugitives. 


Adventure Hook 

The heroes catch wind of a local noblewoman who might nurture a hatred 
for the Empire, which confiscated many of her commercial interests when it 
established control on her homeworld. This aristocrat has many connections, 
sufficient funds, and a few remaining assets that might help resistance fight- 
ers who are seeking to undermine Imperial interests in the area. To celebrate 
her forced “retirement” from her business enterprises, she's holding a gala for 
friends and supporters at her estate on the edge of the planet's major urban 
center and starport. The heroes must infiltrate the party, discover where she 
really stands—and what she's really willing to risk—regarding the Empire, and 
quietly approach her to seek her aid in their cause. Can they convince her to 
actively use her resources to help their operations, or is the entire scenario 
a carefully constructed setting for an Imperial trap? 


Criminals 

Those who operate outside the law typically have experience in conducting 
their business and living their lives while evading the authorities. They range 
from petty thieves who operate alone to members of vast crime syndicates. 
Depending on their experience and the extent of their own support networks, 
they can undertake a variety of tasks to support the heroes: obtaining and 
transporting restricted, stolen, or illegal goods; delivering clandestine mes- 
sages; spying on military installations or activities; slicing into computer 
networks to obtain or change data; creating false documents; and carrying 
out their usual criminal activities to support the heroes’ operations. 


Smugglers 

Like transport pilots, smugglers can move personnel, material, and data 
across planets and between systems. Since they operate outside the law, 
they are much better prepared to deal with unexpected obstacles, have a 
greater freedom of movement, and are accustomed to handling delicate 
cargoes using their own network of contacts. These benefits are offset by 


the threat of increased suspicion from authorities and a tendency for resolv- 
ing problems less with diplomacy and covert actions and more with blasters 
and flamboyant chases. 


Fugitives 

Outlaws have many similarities to the heroes. They constantly flee from the 
Empire, live furtive lives apart from common society, and harbor a fester- 
ing hatred for the Empire that—for whatever reason and through whatever 
means—has branded them as wanted criminals. As long as the heroes can 
provide relative safety, a basic means of survival, and a support network, 
fugitives usually have no problem with joining a resistance group of like- 
minded outlaws, even if becoming a group member does involve fighting 
the Empire. 


FINDING A AFE HAVEN 

Scouting, establishing, and protecting a base of operations is a key theme 
ina Force Unleashed campaign. Unlike those operating in the Rebellion Era, 
when secret Rebel bases offer respite, support, and resources, heroes in the 
Dark Times have only themselves and their allies to rely upon for survival 
and continued success against the Empire’s growing menace. Given their 
fugitive status—even if they're operating clandestinely in common soci- 
ety—the heroes must constantly search for new, safe locations to support 
their subversive activities. 

Heroes need safe houses for living quarters and hiding places, nooks where 
they can securely store gear and supplies, and larger spaces where they can 
assemble material and personnel. They need secure medical facilities, or at 
least access to treatment in places safe from the scrutiny of those who would 
notify the authorities about suspicious characters displaying extraordinary 
injuries. Heroes might require a secure place in which to dock or repair their 
vehicles. A safe haven might serve a short-term goal—for example, an apart- 
ment with a good view of a targeted Imperial installation—or a long-term 
objective as a secure base for extended future operations. 

The heroes can scout out secure havens on their own or cultivate contacts 
who have access to useful facilities. They could scan the newsnets for items 
about businesses that are closing, buildings that have been gutted by fire, or 
abandoned factories that they might use for their own purposes. Heroes could 
actively scout out remote wilderness regions, decrepit industrial facilities, or 
residential neighborhoods where they could establish refuges. 

A network of reliable contacts that includes underworld figures or those 
operating in common society could also yield safe locations. The heroes 
could ask a friend to rent an apartment or a hotel room for their use, A 
sympathetic entrepreneur might allow them to use his commercial facilities, 
A bureaucrat could create cover businesses in commercial or industrial areas 
to suit their plans. A crime lord might already have secure hiding places, safe 
houses, vehicle hangars, and other facilities hidden from the authorities that 
he doesn't mind sharing with a resistance group seeking to undermine the 
Empire's rule. 

Finding, constructing, and defending a hidden base could form the basis 
fora single adventure or the theme for an entire story arc. 


Adventure Hook 

The heroes plan to destroy an important Imperial com-scan array that could 
shut down planetary communications and sensors for days. |t's located ina 
quiet residential area. They must find a safe, concealed post from which to 
reconnoiter the base, establish hidden caches of weapons and supplies nearby, 
and find assembly and launch points for the assault, all without arousing the 
suspicion of local residents or security patrols, They might enlist the aid of 
sympathetic neighbors or service personnel working in the vicinity. 


FuGitive Jeo 

The Dark Times remain particularly deadly for Jedi Knights who are fleeing 
Palpatine's campaign to wipe them out. Inquisitors wander throughout the 
galaxy, using their dark side powers and commanding special detachments 
of troops to hunt down and eliminate renegade Jedi. These fugitives natu- 
rally seek safe havens for shelter, relying on allies such as resistance cells to 
protect them from their hunters and, in some bold cases, to enable them to 
strike back against the overwhelming forces of the Empire. 

Inquisitorial adversaries play a primary role in a campaign in which any 
player runs a Jedi hero. The constant flight from enemy hunters, search for 
a safe haven, and fight for survival in a galaxy suddenly hostile to the time- 
honored heritage of the Jedi Knights overshadows much of the story line. 
Where once Jedi were welcomed as bearers of justice and order, now they 
are shunned and exposed as enemies of the state. Jedi heroes must take 
constant care to disguise their identities, whether they try to pass openly 
as everyday citizens or live a furtive life in hiding. Their presence in a group 
of freedom fighters magnifies the danger and increases the opposition 
immensely. Their very presence—and their use of Force powers—could easily 
attract an Imperial Inquisitor and his minions as adversaries on top of any 
normal opposition the heroes might face. 

In-a campaign that does not include a Jedi hero, the Gamemaster can 
introduce one or more Jedi characters to motivate the heroes along a course 
of action, expose them to the relentless pursuit of the Imperial Inquisitors, 
and give them an immediate purpose: to protect the Jedi. Whether the Jedi 
helps them achieve their objectives or they aid the Jedi in achieving her own 
agenda remains secondary to the basic struggle for survival. 

Introducing the fugitive Jedi theme into a Force Unleashed campaign 
adds a particularly grim tone to the overall atmosphere. The players certainly 
know—and heroes probably suspect—that the Jedi become all but extinct 
by the time of the Rebellion Era. The grim truth remains: Jedi in a Force 
Unleashed campaign are destined to die at the hands of Vader's minions. 

The Gamemaster should have some idea of what specific fates await 
Jedi—both GM characters and the players’ heroes—at the conclusion of a 
Force Unleashed campaign. Few players enjoy seeing their heroes die, but 
knowing that they will perish at the climactic end of a campaign might 
encourage them to work toward making that death as epic as possible. The 
GM should work with players to determine their Jedi's goals during the story 
line and how they ultimately meet their end. They might sow some plot, 
location, and character seeds that lead toward the conclusion of a story 
line and a gallant death for the Jedi. Players running Jedi should realize that 
how their heroes die—in essence, fulfilling their ultimate destiny—remains an 
essential part of their heroes’ characterization and is as important as their 
actions and adventures in life. 

For a Jedi’s death to have meaning—both to the character and within 
the story line—it must come at a climactic moment in the campaign. Some 
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players might want their Jedi characters to survive to the very end of the 
planned campaign, Others might hope that their Jedi meet their inevitable 
fate sooner, so they can continue the campaign playing a different hero. 
The Gamemaster should discuss how Jedi heroes arrive at their ultimate 
destiny without giving away too many plot points and surprises. Here are 
some general examples that players and the GM might use to broadly plan 
how and when Jedi heroes meet their end. 

Blaze of Glory: The Jedi sacrifices herself to destroy the major target 
that the heroes have been planning to assault for the entire campaign. 
With her final burst of energy, she reaches for the controls and sets the 
main power generator to overload, The Jedi fights her way to the command 
bridge and, mortally wounded, locks the navigation controls to put the ship 
on a collision course. 

Exposing the Truth: Through her final actions, the Jedi reveals the 
Empire's true intentions and the insidious extent of its plans to oppress 
freedom in the galaxy, By landing the slave transport in the city’s central 
square, she shows that aliens being "reassigned for resettlement” are actually 
being sold into slavery. With her dying breath, the Jedi Knight uploads the 
incriminating datafile and broadcasts it on public frequencies throughout the 
system. The Jedi delivers evidence of the Empire's destruction of Callos toa 
sympathetic newsnet reporter, who vows to publicly broadcast it. 

Final Confrontation: To achieve the ultimate objective for the entire 
campaign, the Jedi Knight must face the group's nemesis in a final showdown, 
This principal adversary has plagued the heroes since the beginning, counter- 
ing their every move and harassing them at every turn. The duel must buy 
the other heroes time to achieve their objective, or clear the way for them 
to proceed to victory. Though the Jedi might triumph, she does not survive 
the confrontation for very long. 

Noble Sacrifice: The Jedi sacrifices her life to save her comrades or a 
key figure in the story line at the climactic moment of the campaign. She 
rescues the influential Senator and delivers him to safety even though she 
succumbs to injuries sustained in the escape. The Jedi manages to keep the 
starship from falling into the sun until everyone has evacuated. She contains 
the power core explosion until everyone has escaped the blast zone. 


Adventure Hook 

While scouting out a remote location for a hidden base, the heroes spot an 
escape pod or a damaged starship as it crash-lands nearby. When they inves- 
tigate, they discover a lone survivor who seems to be a fugitive Jedi Knight. 
Realizing how a Jedi might help their cause, they rescue him just as Imperial 
forces move in to capture the renegade. They must nurse the Jedi back to 
health, hide him from continued Imperial searches, and help him attain his 
original objective. As an unexpected twist, the person might not bea Jedi at 
all, but an impostor the ISB is using to flush out a resistance cell, 


ORDINARY PEOPLE 

How average people react when they witness potentially traitorous acts 
can make the difference between a "traitor" getting away with a risky 
deed and getting caught. But not all citizens have the same degree of 
loyalty to the Empire, When heroes interact with or around others in 
a suspicious manner, the Gamemaster should decide where observant 
citizens are located if they notice this behavior. These citizens might be 
reacting to activities that aren't overt acts of treachery. For instance, 
most people would notice someone tampering with a control panel; but 
if that hero was dressed like and acting like an official technician, most 
people wouldn't think anything "wrong" was going on. The reactions 
that ordinary people might display are discussed below, from least to 
most problematic. 

Tacit Complacency: Those who notice the heroes’ suspicious 
behavior might look the other way, not interfere, and carry on as if 
everything's normal. Most citizens overlaok small infractions of the law 
anyway, especially iFinvolving the authorities seems more inconvenient 
than letting something petty slide. This sort of reaction (or lack thereof) 
might also be evidence of some emerging sympathy for the heroes and 
their cause of a growing hatred for the Empire. 

Influenced Complicity: Someone could notice the heroes’ dubious 
actions, quietly mention it to them, and expect some incentive to avoid 
reporting the incident to the authorities. The heroes must somehow 
influence that person—by paying a bribe, appealing to the person's sense 
of justice, or offering a favor—to hush things up. The citizen agrees to 
{ook the other way if doing so benefits him in some way. 

Quiet Betrayal: Loyal citizens who have a strong sense of self- 
preservation might take note of suspicious and potentially traitorous 
activity without saying anything to the heroes, then report their findings 
to the proper authorities so that those officials can follow the heroes, 
close in on them, and thwart them while they attempt to commit some 
other seditious act. These people pose the greatest threat to resistance 
fighters. It might seem to the heroes at first that they are behaving with 
tacit complacency as quiet allies, but in reality they form the backbone 
of an unofficial informer corps used by the ISB and COMPNOR to keep 
many planets in line. 

Alarm: Many people react with open alarm when they realize they're 
withessing seditious activity, especially if it's not terribly covert, Even 
subtle acts cause them to lose their train of thought, suddenly drop what 
they're doing, or stammer about with indecision. Most of these people 
will disengage immediately from any contact with the heroes and head 
straight for the nearest comm station, security checkpoint, or quard 
fost to report the incident, 


BETRAYAL 

Palpatine's Order 66 and the brutal slaying and pursuit of the Jedi Knights 
sets the stage for an entire era of betrayal. Governments and corporations 
make deals with the Empire, compromising their dedicated employees and 
citizens in the interest of holding onto some vestige of power, prestige, and 
wealth. Entrepreneurs implicate each other in fabricated schemes to support 
the resistance simply to eliminate competition and improve their own busi- 
ness. Residents inform on others in their neighborhood whom they suspect 
of having anti-Imperial sentiments, or just those against whom they harbor 
petty jealousies. Everyone looks out for his or her own welfare, often at 
the expense of others, Far better to offer someone else up to the Empire's 
uncaring injustice and cruel tyranny than suffer oneself. 

The Dark Times are a period of extreme risk for anyone operating against 
the Empire. At first glance everything seems more or less normal, a transi~ 
tion from one galactic government to the next; but underneath the surface 
lurks something sinister. People seem to be watching each other over their 
shoulders, ISB and COMPNOR agents lurk undercover everywhere, and 
ordinary citizens live in fear of stormtroopers blasting down their door 
and making arrests. The Imperial war machine—and even many planetary 
security forces—exists solely to maintain control over systems at every level, 
exploiting resources, keeping the populace in line, and rooting out those 
who oppose its plans. 

Whom can the heroes trust? Every contact or ally they make might 
await the perfect chance to betray them, either as a citizen informer or an 
undercover Imperial agent. Someone might monitor their every move, or 
follow them through empty alleyways or crowded plazas. Every security 
checkpoint—and they become more frequent—brings with it the risk that 
someone might blow the heroes’ cover and expose them as traitors of the 
Empire. Every move they make, each communication they send, every ren~ 
dezvous they complete might simply be one step into an Imperial trap. 

The Gamemaster should carefully consider when and how often to play 
the traitor card in a Force Unleashed campaign. The heroes should get a 
sense that they really can't trust anyone and that they might always be 
walking into a trap, But constantly turning carefully cultivated contacts and 
trustworthy allies against them can become tedious and create in the heroes 
(and perhaps the players) a sense of hopelessness, a feeling that nothing 
they do matters, Make sure any betrayal has some relevance to the adven- 
ture plot or the overall story arc in a campaign. Mas an Imperial Inquisitor 
carefully set a trap to ensnare the group's Jedi hero? Does a trusted contact 
turn traitor for some ulterior motive, such as freeing an imprisoned relative, 
saving the family business, or taking vengeance for some real or imagined 
offense? Does an average citizen who turns them in feel remorse later and 
rise up to aid the heroes? 

Adventure Hook: A trusted ally betrays the heroes and delivers them into 
the custody of Imperial officials. Their imprisonment at the planetary garrisor 


gives them access to an objective they have so far failed to reach; the prison 
cell of an influential Senator, the power grid to all Imperial installations in 
the area, the garrison’s arsenal, or even a powerful Imperial dignitary visiting 
the system. They must plan their escape and—with the help of the contact 
who supposedly betrayed them—use this advantageous access to achieve 
their goal by dealing the Empire a decisive blow from within. 


GROWING CRIMINAL ELEMENTS 
Although criminal organizations existed in the Republic, they maintained a 
low profile when operating within civilized areas and openly ruled only in 
more remote enclaves such as the Outer Rim and Hutt Space. With the Empire 
tightening its grasp on galactic affairs—and edging out crime syndicates with 
its own brand of brutality and vice—criminals are forced into more desperate 
measures to carry on their operations and make a profit despite increased 
security and a larger military presence. 

Some criminal groups resort to more brutal tactics and aggressive moves 
to expand the scope of their operations, taking any extreme measure neces- 
sary to survive. Others seek to form alliances with each other to better endure 
the Empire's tyranny. A few join with other groups, including resistance cells, 
to try overthrowing a government that proves bad for both legitimate and 
illegal business. 

Freedom fighters might turn to crime syndicates for favors. Criminal 
organizations can provide hard-to-obtain supplies, discreet transportation, 
restricted weapons, forged documents, personnel with specialized train- 
ing, secure access to restricted areas, and other forms of support, using an 
existing infrastructure intended to circumvent authorities. By establishing 
contacts within a crime syndicate or even a loose alliance with one, heroes 
walka fine line between conducting a justified war against political oppres- 
sion and engaging in unlawful activities that could harm innocent civilians 
and threaten the few vestiges of civilized society left in the galaxy, 


Adventure Hook 

The heroes require specialized climbing, demolitions, and assault gear to 
penetrate a mountaintop prison where the Empire holds the planet's influ- 
ential leaders who vocally opposed the New Order. Unfortunately for the 
characters, they don't have any normal contacts who are willing to part 
with such expensive and restricted materials. The heroes hear rumors that 
the local crime syndicate can provide the necessary gear. They must make 
contact with the organization and negotiate a fragile if temporary alliance 
to get the equipment. To earn the crime lord's trust and seal the deal, they 
must break into the local starport's traffic control center (a much easier 
target than the prison) and steal security protocols, starship data records, 
and other information the crime syndicate can use to smuggle illicit goods 
on and off the planet. 
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RESISTANCE OPERATIONS 

Once they establish themselves in an area, with false identities, secret hide~ 
aways, and several support contacts, the heroes can spend much of their 
time conducting paramilitary operations against Imperial forces to achieve 
their objectives. These missions form the core of active resistance activities 
directly aimed at the Empire, its corporate allies, supportive local govern- 
ments, and criminal elements in their employ and draw on all the resources 
they have cultivated while establishing their rebellious cell. Each mission type 
discussed below serves as. an adventure hook unto itself; the Gamemaster 
can customize the specific targets and challenges to fit the setting and draw 
Upon past episodes in the campaign. 


Surveillance 

Before an operation, the heroes must spend time observing the target and 
assessing the best way to achieve their objective. They can follow Imperial 
officials and vehicles, draw a plan of a military or commercial installation, 
map possible ambush sites, note defenses and sentry routes, and check out 
possible access and escape routes—all tasks related to the particular target for 
an upcoming operation. They might conduct surveillance from a well-placed 
observation post or from simply wandering the nearby streets. If they hope to 
infiltrate a facility to steal supplies, download data, or sabotage vital systems, 
they need to examine the intended target to make sure they can enter and exit 
surreptitiously, The tricky part of surveillance is making sure nobody notices 
you. Most citizens pay no mind to a slightly more observant person walking 
past an Imperial facility; but some who are trained in counterintelligence, 
including ISB agents, know exactly how to spat someone who is observing 
and assessing a target. Although the average person who spots some really 
obvious surveillance would report it to the authorities immediately, more 
subtle people make note of the details and act on them later. 


Infiltration 

Heroes often break into (and out of) enemy installations to gather information, 
plant false intelligence, steal equipment, hijack vehicles, or sabotage facilities. 
Doing this requires some knowledge of the target’s security measures and the 
means to deactivate or circumvent them. Sometimes heroes need to acquire 
specific equipmentor hire specialists to gain entry. Aside from the usual dan- 
gers involved in evading traps, dodging sentries, opening locked hatches, and 
slipping past alarm sensors, the heroes must avoid causing any kind of alarm, 
lest they alert authorities to their presence and their possible intentions. 


Turning Agents 

Although the heroes constantly cultivate new contacts, allies, and recruits, 
they always remain watchful for enemy personnel they can persuade to join 
to their side. After first identifying potential targets and assessing their 
usefulness, the heroes can pander to one of their weaknesses by offering 


money, promising power, questioning their moral perspective, or even 
deceiving them altogether in an elaborate ruse; anything to encourage 
them to cooperate with the heroes in achieving short- or long-term objec~ 
tives. These compromised agents usually come from the ranks of minor 
functionaries—quards, technicians, petty bureaucrats, low-ranking officers, 
and maintenance staff—though once in a while the heroes have a chance 
to turn an influential enemy agent who can really help them, Depending on 
their occupation, access, and authority, turned enemy personnel can provide 
weapons, supplies, and vehicles, allow undetected entry into restricted areas, 
pass along sensitive intelligence or data files, misinform other personnel 
about resistance activities, and generally provide an inside edge on activities 
focused on that individual's location or position. 


Ambush 

Heroes could plan an operation to attack mobile enemy forces from a care- 
fully prepared position at a vulnerable point in the route. They might seek to 
intercept a repulsorlift caravan carrying arms, prisoners, medical supplies, 
equipment, or troops. If they have access to starships, they might assault a 
freighter to capture its cargo. They could ambush an important person to 
kidnap that individual, deny the enemy his expertise at a critical moment, 
or gain information about a future objective. These operations require 
foreknowledge of the target's intended course, awareness of its defenses, 
and preparation of an ambush position with weapons, booby traps, light 
fortifications, and a swift escape route. 


Sabotage 

Destroying Imperial installations and facilities run by those who support 
the Empire remains a top priority for most resistance groups and one of the 
most visible and meaningful types of operations they can undertake. Since 
few insurgent cells have the resources to conduct an all-out frontal attack, 
they rely on subversive measures of sabotage: damaging vehicle engines, 
introducing viruses into computer banks, jamming comm-scan arrays, and 
setting timed explosives on vital machinery, Most such operations require a 
combination of good surveillance of the target and discreet infiltration (and 
exfiltration) for success at the overall objective. 


Rescue 

When enemy forces arrest members of the resistance or allied personnel, 
the comrades of those detainees often come to their aid, Rescue missions 
require the same sort of surveillance and infiltration as sabotage operations, 
but since they aren't destructive in nature, they demand a greater degree 
of care to successfully extract the imprisoned comrades. Would-be rescu- 
ers should exercise caution: A prisoner who appears to be lightly guarded 
might serve as bait to draw unwary insurgents out into the open and into 
a carefully set trap. 


A LESS CIVILIZED AGE 
The onset of the Dark Times launches an era of decline throughout the 
galaxy, as the former grandeur of the Republic—however eroded or tainted 
by corruption—deteriorates in the face of a shining New Order that leaves 
much of the galaxy in the dregs. Those who are loyal to the Empire rise in 
prominence and splendor, leaving everyone else to wallow in neglect and 
decay, Palpatine's friends gain power, prestige, and riches, while anyone 
beneath his notice suffers at the whim of his minions. 

The Empire, its loyal followers, and those who seek to make a profit 
through its oppressive policies make life much more difficult for heroes. As 
the Dark Times progress and the Empire expands its grasp over more systems 
throughout the galaxy, Palpatine's insidious influence affects more aspects 
of life than before. Imperial personnel stretch the limits of their authority, 
learning how they can project their power, influence important people and 
ordinary citizens, and increase their standing in the new regime, 

Palpatine's New Order instills changes in many basic assumptions about 
life in the galaxy, particularly in the realm of law enforcement, but also in 
the way ordinary citizens view suspicious activities. Here are several situ- 
ations that heroes might find themselves in and some suggestions for how 
the Gamemaster might address them, 


EVERYDAY PARANOIA 

When Imperial personnel move into a system—whether in the form of a trade 
delegation ora full occupation force—most average citizens quickly learn to 
watch their backs. The Empire rules through mistrust, betrayal, and fear; its 
minions and policies reflect this tactic of intimidation at every level of life. 
Simply walking down the street might put the heroes in an uncomfortable 
spot, especially if they are known insurgents wanted by the authorities, The 
Gamemaster can use the following adventure hooks simply to add atmo- 
sphere to any scene in a public environment, or can insert them as incidents 
to precipitate action in an adventure, 


Imperial Patrol 
The heroes spot an Imperial patrol or checkpoint directly in their path. They 
must decide whether to try passing by the troopers or to find some other way 


around without attracting unwanted attention. If the heroes are wanted by 
the law for some recent operation, the patrol might be searching specifically 
for them. The patrol could be actively seeking known outlaws (including the 
heroes), questioning bystanders on the street and stopping Individuals to 


inspect their identification and personal possessions. Perhaps they're simply 
in transit from one post to another. In most however, such patrols have 


broad orders that center on maintaining peace, detaining and questioning 
anyone who seems engaged in suspicious activities, and making the Empire's 
presence felt, and feared, amang the general papulace. A checkpoint usually 


exists to restrict access along a thoroughfare. often (o screen people on the 


street, stop people from entering a high-security location, or limit traffic 
into an area where Imperial troops are conducting a police action. If the 
heroes seek some other route around the patrol or checkpoint, they run the 
risk that a perceptive bystander might spot their change in course, consider 
it suspicious behavior, and report it to the troopers. 


Shadowing 

In public areas, the heroes must always remain on guard for people taking 
note (even casually) of their presence, watching for unusual behavior, and 
alerting authorities to their possibly dubious activities. These observant 
individuals might really be ISB or COMPNOR agents under cover, local law 
enforcement officers, diligent civil servants, or minor functionaries of local 
government seeking to improve their stature. Attentive heroes constantly 
ask themselves if anyone's following them when they go out in public. |s that 
businessman the same person as the technician who followed their route 
yesterday, just ina different set of clothes? Where might well-placed security 
sensors monitor traffic along a busy boulevard or plaza? Savvy heroes can 
take countermeasures to help ensure that nobody's following them in public. 
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Rather than constantly peering over their shoulders, they can stop in front of 
shop windows to see who's behind them. They could disappear into a store 
or some other public place and slip out the back. Taking multiple forms of 
public transportation might help to shake someone who was tailing them. 
The heroes can never exercise too much caution in making sure they're not 
followed, especially when they head from a public place toward the hidden 
facility that supports their resistance activities. 


Shady Offer 

Whether in public or private, the heroes must closely examine any form of 
contact people might use when offering to aid them. They might receive an 
innocent-seeming offer from someone who has access to restricted supplies, 
useful communications equipment, medical facilities, vehicles and starships, 
or even vital intelligence pertinent to their current objective. In their excite- 
ment to accept help for their cause, they might fall into an Imperial trap 
intended to ferret out and capture insurgents, or even an elaborately set 
ambush specifically set to capture them. A fellow who offers to sell them a 
used landspeeder for a good price could start asking more sensitive ques~ 
tions about where they live, how they earn their credits, what they intend 
to do with the speeder, and what other, possibly illegal, goods he might try 
obtaining for them. Even an acquaintance the heroes have come to trust could 
suddenly have reason to betray them through an offer of aid; the authorities 
might have recently trumped up some evidence blackmailing that individual, 
or might be threatening harm to an imprisoned friend or family member in 
order to induce that person to lure the heroes into a trap. 


SUSPICION OF THE FORCE 

Jedi who are fleeing the galaxywide purge engineered by Vader and his 
minions must take particular care to mask their true nature. Once proud 
defenders of peace and justice throughout the galaxy, they must now set 
aside their pride and arrogance and lurk in the shadows, ever watchful for 
those seeking to betray them. No longer can they afford to attempt fight- 
ing injustice with the authority of the Jedi Council behind them, nor can 
they even speak out without attracting attention, Where they once stood 
out as bold defenders and astute arbitrators, they must now blend in with 
the rest of the galaxy's populace, lest their righteous attitude and bearing 
reveal their true identity. 

When a Jedi might encounter anyone outside her immediate sphere of 
comrades, she must make sure her lightsaber is concealed. Some simply hide 
their weapons in a safe place in or near their base of operations. Vehicles offer 
many places to hide a lightsaber—inside maintenance panels or storage hatches, 
under control consoles, stuffed between seat and bunk cushions—where one 
can easily grab it from in times of trouble. Others prefer having it on hand if 
an emergency arises; they conceal the weapon somewhere in the voluminous 
folds of their robes and capes, orin their gear bag or other accessory. 


Displaying the trappings of the Order can betray a Jedi in hiding. Jedi 
must adopt the more practical dress of everyday citizens, lest they stand 
‘out among the crowd. Anyone who quotes Jedi wisdom or speaks of the 
Jedi Knights ina favorable manner comes under suspicion from those who 
believe the lies Palpatine has spread about the Jedi Council's treachery and 
its role in the Republic's decline, Even reading Jedi writings or spreading Jedi 
teachings remains forbidden. 

Jedi who use Force powers in public should take care to employ only those 
powers whose activation and effects remain subtle enough to avoid casual 
notice, such as farseeing and mind trick. Jedi cannot easily conceal the use of 


some Force powers, including Force disarm, Force grip, Force lightning, Force 
slam, Force thrust, move abject, negate energy, and, in most cases, surge. 

Any open indication that a hero is or was a Jedi Knight immediately 
arouses suspicion. Subtle uses of the Force might go unnoticed, but the 
more overt the effect of a Force power, or the presence or use of a light- 
saber, the more severe a reaction the Jedi provokes. The obvious presence 
of a Jedi immediately causes alarm among most citizens and retaliation 
from law enforcement, security, and Imperial military personnel. Local and 
even corporate security forces fear Jedi so much that they often evacuate 
the area of civilians and cordon it off, trying to trap the Jedi before more 
experienced bounty hunters or Imperial forces can show up to deal with 
the threat, Assuming that the Jedi escapes a situation when her presence 
causes an incident, she must be wary as Imperial troopers, bounty hunters, 
and agents of the Inquisitorius soon descend on the site to search for leads 
in the persistent hunt to eradicate the last vestiges of the Jedi Knights. 


IMPERIAL INTRUSIVENESS 

During the Dark Times, the citizens of the galaxy become more accustomed 
to checkpoints, inspections, and general Imperial interference in all aspects 
of life. Customs inspectors scrutinize passengers on starships, as well as 
freighter pilots and their crews; they examine personal identification and 
baggage, cargo, freight manifests, and official vessel operating permits, 

Most inspections occur at the point where one boards or disembarks from 
a vessel: a starport docking gate, a landing bay, or a security checkpoint 
leading to such an area. Sometimes an Imperial craft on patrol or blockade 
duty docks directly with a ship and conducts a boarding action to carry out 
a customs inspection, 

On most worlds loyal to the Empire, local law enforcement conducts 
customs inspections with the same degree of efficiency and inflexibility as 
its Imperial counterpart. In many cases, Imperial agents oversee or consult 
‘on local customs actions to represent Imperial interests and offer quidance 
in dealing with those who would flaunt the law. 

People passing through a customs inspection must show their identifi- 
cation (checked through planetary and Imperial databases) and offer their 
personal belongings for examination, including any items in their pockets, 
gear bags, or any other container they carry. Expensive personal items 
and bulk cargoes are subject to tariffs usually amounting to a percentage 
of their original value; depending on the degree of oppression the Empire 
exercises in an area, this tax could range from five to twenty-five percent. 
Customs agents usually conduct inspections of freighters and cargo areas 
to ensure that what's listed on the cargo manifest matches what they find 
in the hold, 

Getting caught in an Imperial custams inspection carries a great risk 
of imprisonment (see “Imprisoned by the Empire.” below, for details), The 
penalty for infractions depends on whether lueal or Imperial agents conduct 


the inspection, how stringently laws are enforced in the area, and how seri- 
ously the subject reacts to criminal charges. Agents can arrest people for 
any number of legitimate or fabricated charges: carrying illegal or restricted 
goods (weapons, narcotics, or suspected intelligence data); using false 
identification; falsifying a cargo manifest; or having improper or outdated 
starship permits. Also subject to immediate arrest are wanted criminals, 
those suspected of being insurgents, those who actively seek to avoid an 
inspection, and anyone who openly criticizes or questions the Empire's right 
to such an invasion of privacy. 


IMPRISONED BY THE EMPIRE 

People arrested by Imperial forces can find themselves in detention facili~ 
ties, the severity of which corresponds to the Empire's perception of their 
crime. 

Few detainees escape some form of initial interrogation before they're 
summarily sentenced to some term of incarceration. This questioning seeks 
to determine their true identity, the purpose behind their criminal activities, 
any accomplices who should also be arrested, and any hints of larger plots 
against local or Imperial objectives. 

In the early days of the Dark Times, as the Empire quickly extends its 
contro! over hundreds of systems, hastily erected prison camps process 
those rounded up in large raids or police actions against protesting crowds. 
This impresses other citizens with the Empire's diligence in rounding up both 
criminal troublemakers and potential insurgents. It also enables ISB personnel 
to compile lists of potential agitators in case of future disturbances. For most 
citizens, incarceration in a makeshift camp for a few weeks cures them of 
any future ideas of resisting Imperial control. 

Those who are arrested for minor infractions and don't show evidence of 
treasonous intent usually find themselves in regional detention centers. On 
worlds with any Imperial presence, those forces maintain criminal pracess~ 
ing facilities usually attached to the Imperial garrison. Here they separate 
the dangerous criminals, traitors, and insurgents from the petty lawbreak- 
ers. In the most minor cases, Imperial forces turn prisoners over to local 
law enforcement for incarceration in regional jails along with other petty 
criminals and miscreants. 

Most sectors host a regional prison on the central administrative world, 
though some clusters of systems also provide such facilities. These regional 
Imperial prisons house the majority of criminal offenders; sometimes they 
also hold captured resistance fighters who might have some future value in 
tracking down other insurgents, connections to relay false information back 
to resistance cells, or usefulness when blackmailing or otherwise influencing 
friends and family to do the Empire's bidding. 

Those suspected of acting as enemies of the Empire are subjected to 
\engthy interrogations to determine their true intent, known associates, and 
future plans, followed by a lengthy stay at any of several infamous Imperial 
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penal facilities, including the spice mines of Kessel and the penal colony 
on Despayre. The Empire uses these prisons as final dumping grounds for 
criminals and traitors, working them to death in harsh conditions to further 
support Imperial domination of the galaxy, 

Escaping from an Imperial penal facility proves extremely difficult. At first 
the makeshift detention camps offer the easiest means of escape, since their 
hasty construction doesn't allow for many defenses and deterrents. Most 
average citizens incarcerated in such camps, however, grimly accept their 
fates, endure the petty injustices, and eventually obtain release. They have 
little reason to break out. Those imprisoned in more imposing facilities face 
a host of obstacles when seeking to escape: electrified fences, force-field 
gates, strict security protocols, patrolling sentries and probe droids, security 
monitors, underground sensors, speeder and starship patrols, and an array 
of unscalable walls and code-sealed hatches, Those brave and lucky heroes 
who manage to escape from Imperial captivity then face the challenge of 
evading pursuit forces and bounty hunters who persistently track them down 
to capture or kill them. 


OUNTY HUNTERS 

Bounty hunters and mercenaries grow in numbers and influence during the 
Dark Times as they feed off the corruption and injustice that oppressive 
Imperial policies create. 

The Clone Wars leave many systems in chaos. Ordnance remains strewn 
about in wreckage and on battlefields. Many trained soldiers, particularly from 
the Separatists, find themselves with no useful profession in the Empire's New 
Order. Those who had been serving with security forces usurped by Imperial 
occupation troops choose between finding new careers or using their expertise 
in some other military field. Aliens faced with deportation, imprisonment, or 
slavery take up arms and fend for themselves in one of the few acceptable 
fringe occupations available to their kind. These conditions help to form a 
base of bounty hunters and mercenaries who pursue their own selfish agendas 
(greed, revenge, carnage) in the guise of hunting down galactic criminals. 

When law enforcement officials at any level—local, sectorwide, or 
Imperial—seek assistance in apprehending or eliminating an individual wanted 
fora crime (justifiably or otherwise), they post a warrant at security centers, 
in newsnet broadcasts, and on information terminals in public places. Bounty 
hunters regularly monitor these venues for new targets. Some maintain a 
professional rapport with area security forces and receive warrants before 
they become publicly released. A few bounty hunter guilds exist in vari- 
ous places that work with law enforcement to distribute warrant notices 
among their memberships to increase the opportunity for a capture (and a 
nominal share of the bounty). Occasionally security forces—and particularly 
the Empire—actively hire bounty hunters to track down the more danger- 
‘ous and elusive enemies, freeing up Imperial forces for actions of a more 
military nature, 


Bounty hunters operate in a number of ways. Some work established 
and familiar territories—a particular system, sector, or region—while others 
seek the most dangerous prey, pursuing criminals across the galaxy. Loners 
go off on their own, relying on their independence and personal contacts 
for support. Others band together in loosely knit groups, though by nature 
they rarely trust each other, 

Individual bounty hunters vary in equipment, weapons, and method, A few 
subtle ones track their targets quietly under the cover of some more benign 


identity. Some have such notorious reputations that they cannot effectively 
Operate under cover; in these cases they use intimidation to gather informa- 
tion and hunt down their bounties. 

Those who have an active bounty on their heads must maintain a higher 
level of paranoia than usual. Most local and Imperial law enforcement units 
have responsibility for entire populations, but bounty hunters care only about 
apprehending or eliminating a few individuals. Targets must take greater 
care in their movements, possibly abandoning familiar territory or avoiding 
contact with resources used in the past, lest their trail attract attention. 
It's easy to evade well-armored, weapon-toting bounty hunters whose gruff 
attitudes and hulking silhouettes cut a path through more civilized crowds. 
But even these toughs prepare elaborate traps as devious as those meticu- 
lously constructed by hunters who work under cover. Even more than usual, 
the heroes must question everything they rely on and remain on guard for 
betrayal at every moment, 


ADVENTURE: 
ROUND-UP ON 
SALLICHE 


Upon announcing his New Order, Palpatine immediately seeks to solidify his 
hold on systems vital to the Empire's survival. Imperial forces spearheaded 
by ISB agents descend on Salliche, an agricultural planet that supports many 
neighboring Core Worlds with its abundant crops and efficient harvesting 
corporation. 

Although Imperial military units quickly deploy to key residential, com~ 
mercial, and transport centers, undercover agents set traps to cull potential 
malcontents and future political troublemakers out of the general population 
of disgruntled laborers and transient travelers. Palpatine intends to make 
sure the Core Worlds—and, more important, his military personnel deploy- 
ing to key trouble spots throughout the galaxy—continue to receive food 
stores from Salliche, 

This adventure serves as a starting point for a Force Unleashed cam- 
paign. If the heroes previously met and decided to band together, they can 
dive right into the action as a team of freedom fighters intent on opposing 
the Empire. The Gamemaster can use the introductory setup and opening 
encounter to bring together heroes who have yet to meet, forging them 
into a team by experiencing a common incident of Imperial treachery that 
galvanizes them into action. 


Each hero— individually or as a group—hears of a meeting of sympathetic 
citizens disgruntled by the sudden change in galactic government and the 
Empire's military presence on this formerly quiet, industrious Core World. 
Rumors claim Graaf Savraan, a noble relative of Salliche's governor who is 
critical of Palpatine's rise to power and his actions during the Clone Wars, 
backs the meeting; he has a solid base of resources on Salliche, enough to 
establish his own resistance group if necessary. The heroes might have picked 
up gossip at a local club, seen graffiti scratched into a wall or sprayed in 
an alley, overheard some reliable people talking in public, or noticed a small 
advertisement flashed across a news ticker, All these clues point to a meet- 
jing at Docking Bay 723, an abandoned landing bay in an unused corner of 
Salliche's starport ... where Imperial forces wait to ambush and arrest them, 
Some might walk into the trap, while more cautious heroes might watch and 
try to help fleeing fugitives escape from hiding places nearby, 

The heroes then follow the guarded caravan of speeder trucks as Imperial 
forces transport imprisoned dissenters away from the starport and into the 
countryside. After predicting that the prisoners are heading out to the Graf's 
rural estate, the heroes prepare an ambush at a suitable location. Any heroes 
who fell into the trap at the docking bay have a chance to try breaking out 
of the secure speeder truck’s passenger bay during the commotion. 

Whether or not the heroes successfully ambush the prisoner transport 
caravan, they can proceed to the remote country estate. Imperial forces 
have hastily converted the main house and surrounding grounds into a 
fenced detention camp for processing citizens suspected of surreptitiously 
opposing the New Order. The heroes must reconnoiter the defenses and plan 
‘a breakout for as many prisoners as they can... each of whom might serve 
as a vital member in their growing resistance movement. 


“BOUNTY HUNTERS. 
WE DON’T NEED 
THEIR SCUM." 


- ADMIRAL PIETT 
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DOCKING BAY 
AMBUSH 


Challenge Level 4 

SETUP; The heroes should decide before this encounter whether they have 
any suspicions that this meeting might be a trap. They can enter Docking 
Bay 723 and wait for the Graaf to meet with a crowd of other dissenters, 
or they might check out the area and find a place from which to observe 
the gathering without actually getting involved. If they join the crowd, the 
action starts with them inside the confines of the docking bay amid the other 
people. If they act warily, they could station themselves anywhere nearby 
with a good view of the bay entrance: inside the abandoned buildings across 
the street, on an adjacent rooftop, or around a corner in an alley. 


READ-ALOUD TEXT 

Just as the heroes settle in—either mingling with the crowd or hidden else~ 
where—the Graaf emerges from his waiting place in the docking bay's control 
office and sets the trap in motion. 


The doorto the docking bay's control booth opens and out steps Graof Savraan. 
"Greetings, fellow citizens of Salliche and honored visitors to our planet,” he 
announces. “Gather round, for today we embark on a desperate journey to 
free this world, and perhaps many others, from the growing Imperial tyranny.” 
The throng of dissenters coalesces from various groups hanging around the 
abandoned docking bay, everyone focusing on the regally dressed, charismatic 
figure of the Graaf. Suddenly several sealed doors in the bay burst open ond 
Imperial troops stream out, weapons raised, and order everyone to surrender, 
"Everyone take cover!" the Graaf shouts, He pulls out his blaster pistol and 
dives for cover, ready for a fight. 


THE GRAAF 

The man calling himself the Graaf is actually an agent of the Imperial 
Security Bureau. This field agent has been put in place to lure dissenters into 
an ambush, and though he maintains the illusion throughout the encounter, 
some savvy heroes might note the deception and realize that the impostor 
is part of the Imperial trap. 


“The Graaf" 

Medium Human nonheroic 3/scout 3 

Force 2; Dark Side 4 

Init +5; Senses Perception +8 

Languages Basic, High Galactic 

Defenses Ref 15 (flat-footed 13), Fort 13, Will 11 

hp 27; Threshold 13 

Speed 6 squares 

Melee unarmed +4 (1d4+1) 

Ranged blaster pistol +6 (34641) 

Base Atk +4; Grp +4 

Atk Options Point Blank Shot, Precise Shot 

Special Actions Shake It Off 

Abilities Str 10, Dex 14, Con 13, Int 12, Wis 10, Cha 12 

Talents Acute Senses, Improved Stealth 

Feats Point Blank Shot, Precise Shot, Shake It Off, Skill Focus (Gather 
Information), Skill Training (Deception), Skill Training (Persuasion), Skill 
Training (Stealth), Weapon Proficiency (pistols, simple weapons) 

Skills Deception +9, Endurance +9, Gather Information +14, Perception 
+8 (can reroll, must take second result), Persuasion +9, Stealth +9 
(can reroll, must take second result) 

Possessions blaster pistol, street clothes 


cL 4 


IMPERIAL TACTICS 

The Imperial stormtroopers have orders to capture anyone gathered in the 
docking bay, whether or not they really believe they're meeting with Graaf 
Savraan to talk about opposing the Empire, They unseal the previously locked 
doors and quickly move in from their hiding places in the warehouses on each 
side of the bay and the nearby office. They move on the dissenters from every 
vantage point, blasting away with their weapons set on stun. 

Since they intend to overwhelm the crowd—and the heroes—send three 
stormtroopers into the docking bay for each hero attending the meeting. The 
ISB doesn’t underestimate the danger these dissidents pose to the maintenance 
of order on Salliche, so they also keep a reserve of three more stormtroopers 
per hero just outside the main docking bay entrance (they move here from their 
hiding places in the run-down office); several patrols might also lurk in nearby 
alleys to pose as obstacles to anyone who successfully manages to climb the 
high docking bay walls and drop down into the adjacent streets. 

The stormtroopers are counting on the ISB field agent posing as the Graaf 
to distract the dissenters and cause them to focus on him as the troopers 
close the trap. When the ambush starts the “Graaf” stays in character by 
feigning surprise and alarm; he draws his blaster pistol and seeks cover while 
still keeping an eye on the gathered dissenters. The stormtroopers know he's 
an infiltrator (and in fact the mastermind behind the ambush setup), so they 


avoid shooting him. The “Graaf” doesn't shoot until any dissenters ara 

(or heroes) gather with him behind cover, or someone suspects his  (UMNMLUSUMELal tT QuTeM iv P 5] 
complicity in the ambush. At this point he turns his blaster on the 
dissenters—setting it to stun to ensure their capture. 

The stormtroopers react to anyone nearby who interferes with the 
ambush. Cautious heroes who decide to observe the dissenters’ meet- 
ing with the Graaf from afar might stage their own counterambush or 
even take some random potshots at stormtroopers closing in on the 
docking bay, As soon as they realize that a third party seems intent on 
harassing their police action, they detail two troopers per hero to take 
up defensive positions and engage the heroes with blaster fire. 


aching Waris mal 


Stormtrooper cli 
Medium Human nonheroic 4 

Dark Side 1 

Init +2; Senses low-light vision; Perception +9 


) 


Languages Basic f 
Defenses Ref 16 (flat-footed 16), Fort 12, Will 10 . tees ue $000 
hp 10; Threshold 12 1 iissenterstiey == locked Door 


Speed 6 squares } 

Melee unarmed +4 (1d4+1) } 

Ranged blaster rifle +4 (3d8) or | 

Ranged frag grenade +3 (4d6, 2-square burst) 

Base Atk +3; Grp +4 

Atk Options autofire (blaster rifle) 

Special Actions Coordinated Attack 

Abilities Str 12, Dex 11, Con 11, Int 10, Wis 10, Cha 10 

Feats Armor Proficiency (light), Coordinated Attack, Weapon Focus 
(rifles), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Endurance +7, Perception +9 

Possessions stormtrooper armor (+6 armor, +2 equipment), blaster rifle, 


WA =SiavHS 


FEATURES OF THE AREA 
1SB agents have converted the dilapidated docking bay into an effective 
trap. The walls of the circular landing area rise 12 meters to help deflect 
the blasts from incoming and outgoing starships. Although the sheer | 
‘surfaces consist of rough stone, heroes must make DC 25 Climb checks _ 
to surmount this high wall and reach the flat roof that connects the bay 
with the adjacent warehouses and a run-down office. 

Enough wreckage and debris remains along the docking bay walls to 
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frag grenade, utility belt with medpac clic some ofthe Sched batchias leading f6 other tess, thai | 

these might also provide cover for anyone evading the ambush, 
CONCLUSION Most doors leading to areas in which the Imperial troops wait 
When the fight dies down, two speeder trucks swiftly pull up to the docking remain sealed, including main doors to bath warehouses and the smaller 
bay entrance with a stormtrooper escort. The troopers herd anyone who hatches allowing access along narrow corridors, Trying to open any of 
surrendered into the trucks—relieving them of weapons, comlinks, and other the sealed doors requires a DC 25 Mechanics check, though by the time 
useful equipment—then pick up anyone who's stunned and throw them inside, the hatch opens, the heroes find themselves directly in the path of the 
too. Any heroes subdued during the docking bay ambush find themselves inside Imperial ambush. 


a speeder truck with the rest of the prisoners, Those cautious enough to observe 
the ambush from afar—even jf they tried to intervene and escaped into the 
labyrinthine streets of the ramshackle starport sector—scramble to find trans- 
port and follow the prison convoy out of the city and into the countryside. 


PRISONER 
CONVOY 


Challenge Level 6 

‘SETUP: The heroes determine that the prisoner convoy follows a route 
out into the countryside toward the rural estate of Graaf Savraan. Scouting 
ahead, they find a portion of the road ideal for an ambush; a light wood 
with two boulders provides some cover on one side, with rocky hills on the 
other offering a height advantage and partial cover. Allow the players to 
decide beforehand where to position their characters in staging their own 
ambush. 


READ-ALOUD TEXT 
Allow the players to discuss their ambush tactics briefly before the canvoy 
arrives. 


The whine of repulsorlift engines grows as several vehicles approach your 
positions. The Imperial prisoner convoy rounds a bend in the road and comes 
into view. An armed landspeeder escort appears first, followed by two speeder 
trucks, with three bikerscouts taking up the rear. As the vehicles come around 
the curve, they slowly accelerate toward the straightaway just beyond your 
position. 


The heroes should all make Stealth checks against the Perception modifier 
(+10) of the lead drivers in the armed landspeeder escort; if they succeed, 
their ambush catches those in the convoy—the drivers in the armed land- 
speeder escort and speeder trucks as well as the three biker scouts—flat- 
footed, and the heroes get to attack during an initial surprise round. 


CONVOY VEHICLES 

The lead escort vehicle looks like a used SoroSuub landspeeder hastily 
modified with an enclosed operator cabin for the driver and passenger and 
a remote laser cannon mounted on the forward fuselage. 

The speeder trucks have no armament. Like the modified landspeeder, 
they fully enclose their passengers and crew; use the landspeeder statis- 
ties—without the weapon—if the speeder trucks become involved in the 
fight. Use the statistics for the Aratech 74-2 speeder bike (below) for the 
three biker scouts bringing up the rear of the convoy. 


Modified SoroSuub X-34 Speeder Escort cL3 
Large ground vehicle (speeder) 
Init +3; Senses Perception +3 


Defenses Ref 14 (flat-footed 10), Fort 14; +1 armor 
hp 40; DR 5; Threshold 24 


Speed 12 squares (max. velocity 330 km/h) 
Ranged laser cannon +7 (see below) 
Fighting Space 2x2; Cover total 

Base Atk +5; Grp +15 

Atk Options autofire (laser cannon) 


Abilities Str 18, Dex 24, Con —, Int 14 
Skills Initiative +9, Mechanics +5, Perception +3, Pilot +14 


Crew 1 (expert); Passengers 1 
Cargo 30 kg; Consumables 1 day; Carried Craft none 
Availability Restricted; Cost 13,550 (3,500 used) 


Laser cannon (pilot) 
Atk +7 (+2 autofire), Dmg 4410 


Aratech 74-Z Speeder Bike cL4 
Large ground vehicle (speeder) 
Init +14; Senses Perception +8 


Defense Ref 16 (flat-footed 10), Fort 14; +1 armor 
hp 40; DR 5; Threshold 19 


‘Speed 12 squares (max. velocity 500 km/h) 
Ranged laser cannon +7 (see below) 
Fighting Space 2x2; Cover none 

Base Atk +5; Grp +14 

Atk Options autofire (laser cannon) 


Abilities Str 18, Dex 24, Con —, Int 14 
Skills Initiative +14, Mechanics +8, Perception +8, Pilot +14 


Crew 1 (expert); Passengers 1 
Cargo 3 kg; Consumables 1 day; Carried Craft none 
Availability Restricted; Cost 6,750 (1,200 used) 


Laser cannon (pilot) 
Atk +7 (+2 autofire), Dmg 4410 


EscorT TAcTics 

When the heroes open fire (whether or not they catch the convoy 
flat-footed), the Imperial drivers fall back on their training for such 
scenarios. The escort speeder pulls to one side of the road where it can 
target the heaviest fire coming from the heroes. This also allows the 
two speeder trucks to race through the clearing and down the road, 
away from danger. The heavy repulsorlift craft have a low operational 
ceiling, so they can't fly over obstacles higher than 2 meters that block 
the road; fallen trees from the woods or a small landslide blasted from 
the rocky heights would do the trick. 

The three speeder bikes pose the greatest challenge to the heroes. 
Once they make sure the speeder trucks escape, they gain altitude 
and circle the area to spot where targets are hiding. They dive down 
and strafe these locations from above, negating most of the cover 
benefits. 

Ensuring the safety and escape for the two speeder trucks remains 
the primary mission for the escort landspeeder and speeder bikes. 
Eliminating any resistance once the prisoner transports get away has 
secondary priority. The scout troopers and escort speeder return fire 
to keep the heroes at bay, but don’t pursue them if they flee. If the 
heroes emerge from cover, the Imperial troops take full advantage 
and continue the attack. After a few rounds the speeders move off 
in the direction of the speeder trucks, though they probably called 
in reinforcements. 


IMPRISONED HEROES 

Any heroes who were stunned and captured in the ambush at Docking 
Bay 723 start this encounter inside one of the two speeder trucks. The 
prisoners sit on benches inside the main passenger area; they aren't 
individually restrained, but the side entry hatch remains sealed from the 
outside. The driver and quard—both scout troopers—sit in the forward 
control cabin sealed off from the prisoners, so the heroes can scheme 
to escape even before their friends ambush the convoy. Prying open a 
bulkhead panel and short-circuiting the door controls from the inside 
requires a DC 20 Mechanics check. If they manage to open the hatch 
while the convoy is still in transit, they (and the rest of the escaping 
prisoners) can jump from the moving speeder truck and run for cover 
in the woods. If they wait for the ambush, however, they can try escap- 
ing when the speeder trucks momentarily slow down (or halt entirely if 
the heroes manage to block the road) and the escorts are busy hunting 
down their attackers. 
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FEATURES OF THE AREA 

The woods offer heroes cover (+5 to Reflex Defense) as long as they 
remain within the-trees and low underbrush. The two boulders alongside 
the road offer improved cover (+10 to Reflex Defense) to those firing 
around or over them at Imperial forces. Although the rough ground of the 
rocky heights offers only some cover, it also provides a higher vantage 
point from which to attack. Anyone moving out of the woods, from 
behind the boulders, or down from the rocky heights loses any bonuses 
from cover; heroes must leave cover to reach any vehicles on the road, 
such asa halted or disabled speeder truck. 


CONCLUSION 

After the convoy and escorts move off, the heroes can gather any freed pris- 
ners, return to their vehicles, and continue down the road to discover where 
Imperial forces are taking captured dissenters. They'd better hurry, though, 
since the troopers driving the convoy followed standard protocol, reported 
the attack, and called for reinforcements to mop up any resistance. 
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AT THE 
GRAAF'S 
PLEASURE 


Challenge Level 7 

SETUP: The heroes follow the road and escaping remnants of the prisoner 
convoy to the rural estate of Graaf Savraan, Imperial forces have surrounded 
the manor house and grounds with a fence, guard towers, and support build- 
ings to serve as a detention camp. Allow the heroes to position themselves 
in the nearby forest and rocky hills to survey the area and launch a rescue 
attempt. 


READ-ALOUD TEXT 


The players should describe how their heroes approach the prison camp and 
from what position they reconnoiter the Imperial installation. 


Imperial forces have established a makeshift prison camp on what was for- 
merly Graaf Savraan's country estate. The sprawling mansion and surrounding 
grounds now lie within a hastily erected wire fence—probably electrified—with 
guard towers at each corner and one by an opening that functions as the gate 
(no doubt it seals with some kind of lethal force field). About 40 prisoners 
mill around the estate's enclosed grounds awaiting their fate. Most lounge 
on the grass, some pace pensively, and a few gather in angry clusters for 
heated discussions. 

Several support structures stand outside the guarded enclosure. Two prefab 
barracks provide shelter for the guards, while a metal-walled shack with a roof 
bristling with communications antennae serves as a command post. A cleared 
area outlined by blinking guide lights serves as a landing zone for transport 
craft, though nothing occupies the space at the moment. 

Observing the patrol routine fora few minutes reveals that several pairs of 
stormtroopers march along the fence’s outer perimeter while others mount a 
fixed guard at key locations. Lone stormtroopers in each of the 7-meter-tall 
sentry towers keep an eye on the prisoners and the fence, ready to fire at 
anyone with light repeating blasters. 

The compound's major weakness appears to come from the incomplete 
perimeter fence. Posts support the wires only a few meters into the estate's 
pond, leaving a gap someone might swim through to reach the prisoners or 
escape. 


SENTRY TACTICS 
The detention camp's complement of guards consists of 16 stormtroopers: 10 
in pairs on patrol or at duty posts and one in each of the sentry towers. Alone 
Imperial officer works in the command shack, They remain at their posts and 
patrol routes unless they notice suspicious activity or come under attack. 
When fighting breaks out, stormtroopers on patrol immediately move to 
charge any threat. Those troopers standing guard at stationary posts hold 
their positions, but take cover and return fire as necessary. Guards in the 
sentry towers swing their light repeating blasters into action, assuming they 
have line of sight to attacking heroes. The Imperial officer emerges from the 
command bunker to direct the stormtroopers; he reacts defensively to any 
changes in attack strategy, They assume the prisoners remain neatly locked 
up inside the electrified enclosure unless they somehow escape and pose 
an actual combat threat. 


Imperial Officer cL5 

Medium Human nonheroic 4/noble 3/officer 1 

Force 2; Dark Side 5 

Init +3; Senses Perception +10 

Languages Basic, Bocce, Durese, High Galactic 

Defenses Ref 15 (flat-footed 15), Fort 14, Will 18 

hp 33; Threshold 14 

Speed 6 squares 

Melee unarmed +6 (1d4+2) 

Ranged blaster pistol +5 (3d6+2) 

Base Atk +6; Grp +6 

Special Actions Born Leader, Coordinate +1, Trust 

Abilities Str 10, Dex 8, Con 10, Int 12, Wis 12, Cha 14 

Talents Born Leader, Coordinate, Trust 

Feats Armor Proficiency (light), Linguist, Skill Focus (Persuasion), Skill 
Training (Deception), Skill Training (Pilot), Toughness, Vehicular 
Combat, Weapon Proficiency (pistols, simple weapons) 

Skills Deception +11, Knowledge (tactics) +10, Perception +10, Persuasion 
+16, Pilot +8 

Possessions blaster pistol, code cylinder, comlink (encrypted), officer's 
uniform 


Stormtrooper cl1 
Medium Human nonheroic 4 

Dark Side 1 

Init +2; Senses low-light vision; Perception +9 

Languages Basic 


Defenses Ref 16 (flat-footed 16), Fort 12, Will 10 
hp 10; Threshold 12 


‘Speed 6 squares 

Melee unarmed +4 (1d4+1) 

Ranged blaster rifle +4 (3d8) or 

Ranged frag grenade +3 (406, 2-square burst) 
Base Atk +3; Grp +4 

Atk Options autofire (blaster rifle) 

Special Actions Coordinated Attack 


Abilities Str 12, Dex 11, Con 11, Int 10, Wis 10, Cha 10 

Feats Armor Proficiency (light), Coordinated Attack, Weapon Focus 
(rifles), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Endurance +7, Perception +9 

Possessions stormtrooper armor (+6 armor, +2 equipment), blaster rifle, 
frag grenade, utility belt with medpac 


FEATURES OF THE AREA 


The light woods and rocky hills offers heroes cover (+5 to Reflex Defense) 
as long as they remain within that terrain. They must cross open ground, 
however, to reach any of the detention camp buildings or the fence. They 
can fire around the barracks and command shack if they can reach them 
and use them eslmves cover (+10 to Reflex Defense). 

‘meters high, providing cover to the stor- 


to anyor uch | the wires. The lines are strung close enough to 
prevent anyone from slipping through no matter how nimble they are. 
Destroying ne of the support pylons cuts the wires; felling two pylons 
-cuts the power in between, The command shack contains controls for 
‘opening and shutting the force field gate and powering down the current 
charging the fence wires. Comm equipment allows transmissions to the 
Imperial llation in the nearest city as well as communications with 


all troopers and sentry towers on site, 
The pond presents'a natural obstacle that seems easy to swim across. 
But deep muck lurks beneath the shoreline that aes anyone trying 


IMPRISONED HEROES 

Any heroes who were stunned and captured in the ambush at Docking 
Bay 723 and failed to escape from the speeder: trucks during the ambush 
find themselves deposited i inside the perimeter fence at the beginning 
of this encounter. They can plan their own escape independent of their 
comrades’ rescue attempt, though the attack offers an opportunity to 
execute it in the ensuing confusion. Assuming they can convince their 
fellow inmates to actively resist the Empire, the imprisoned heroes might 
find some allies willing to aid in their escape attempt and possibly assist 
future resistance efforts. 


CONCLUSION 
‘After the heroes help the prisoners escape they must quickly flee the area, 
using whatever transportation they can find to reach a safe haven. Even if 
they managed to take out all the Imperial personnel, the officer might have 
had time to send out a distress call. In any event, more transports arrive bring- 
ing fresh guards or new prisoners and quickly initiate operations to suppress. 
what the Empire believes is an active resistance cell on Salliche. 

If the heroes managed to rescue any prisoners, some might channel their 
resentment for the Empire into working for a resistance cell organized by 
the heroes. 
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* “CHAPTER IX 
ALAC TIS GAZETTEER 
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Few planets in the galaxy escape the Empire's influence for very long after 
Palpatine declares his New Order. 

Those just recovering from the ravages of the Clone Wars initially view the 
appearance of Imperial troops as a stabilizing influence. Others see Imperial 
interest in their affairs as a sign of galactic stability and a better economic 
connection with prosperous Core worlds. 

The Empire follows no strict policies in subjugating worlds or leaving 
others alone with minimal supervision. Only generalizations exist, based 
on a planet's strategic or material value to Palpatine, its perceived loyalty 
to the New Order, the activity of insurgent groups, and the whims of local 
commanders and governors. 

The Empire deals harshly with worlds Palpatine that perceives as threats, 
enslaving entire populations, such as the Wookiees of Kashyyyk, and con- 
spiring to bring about the destruction of other populations. The devastation 
of Caamas by an “unknown enemy” shows how ruthlessly the Empire deals. 
with even the most benign dissenters. 

Planets that have assets vital to the Imperial military machine receive 
special attention. Some, such as Mon Calamari, unwillingly host a garrison 
that maintains martial law on the world to ensure continuous operation of 
essential industries. Others accept Imperial administrative contro! of key 
industries, such as the Bacta Cartels of Thyferra. A few, such as Muunilinst, 
Palpatine leaves alone, assured of their loyalty and dependent on their co 
tinued cooperation. As resistance grows throughout the galaxy, the Empire 
tightens its grip on many systems, revoking earlier freedoms in the name of 
greater security and Imperial authority. 

Worlds loyal to the Empire experience changes that begin gradually and 
become frightfully apparent only as Imperial tyranny fragments the galaxy 
and sends it down a path toward civil war. 
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PLANETS OF THE 
DARK TIMES 


This section provides a brief gazetteer detailing information on new or sig- 
nificant worlds in the Dark Times setting. It uses the same format as Chapter 
13 of the Saga Edition core rulebook. 


CAAMAS 

Region: Core 

Climate: Temperate to arctic 
Gravity: Standard 

Moons: 0 

Length of Day: 25 standard hours 
Length of Year: 375 local days 
Sapient Species: None (after Imperial orbital bombardment) 
Government: None 

Capital: None 

Major Exports: None 

Major Imports: None 


Knowledge (Galactic Lore) 

DC RESULT 

10 Shortly after the Clone Wars, the Empire bombarded Caamas's 
surface after the planet's extensive shield system was mysteriously 
disabled. 

15 The wise, freethinking Caamasi were staunch supporters of the 
Republic, pacifists who became prominent scholars and nobles with 
a deep sense of ethics. 

20 Several years after the destruction of Caamas, a meteor hit the 
planet and carved a massive crater in the surface. 

25 Legends claim that the earliest Jedi Knights came to Caamas, 
establishing a temple as the center for their studies of ethics and 
exercises to train their moral consciences. 


Knowledge (Life Sciences) 

DC RESULT 

10 An attack by the Empire damaged the planet's ecology to such a 
great extent that visitors must wear breath masks to survive on its 
surface. 

15 Most animal and plant life died in the aftermath of the attack on 
Caamas. 

20 Debris clouds floating through the atmosphere wreak havoc on the 
planet's climate. Erosion and dust storms make travel on the surface 
or in the atmosphere extremely hazardous. 


CAAMAS 


Knowledge (Social Sciences) 

oc 
RESULT 

10 Caamas was once home to the Caamasi people, but a devastating 
attack by the Empire forced survivors to flee to refugee camps on 
various worlds throughout the galaxy. 

15 A handful of survivors have begun corresponding and forming a 
group intent on returning to their homeworld to research ways to 
bring back the planet's natural ecology. 


CALLOS 
Region: Outer Rim 
Climate: Arctic 


Length of Day: 29 standard hours 
Length of Year: 296 local days 

Sapient Species: None (after Imperial orbital bombardment) 
Government: None 

Capital: None 

Major Exports: None 

Major Imports: None 


Knowledge (Galactic Lore) 

DC RESULT 

10 Imperial forces led by Juno Eclipse assaulted the planet after the 
Empire discovered evidence that the Callosians were developing 
a new offensive technology intended to oppose those who were 
spreading the New Order. 

15 The Imperial bombardment destroyed much of the planet's lush 
surface and sent the formerly fertile environment into a permanent 
winter that killed anything that survived the initial assault. Though 
the atmosphere remains breathable, incessant ice storms and sub- 
freezing temperatures prevent any permanent habitation. 

20 Callosians who were away from the planet at the time of the bom- 
bardment defied logic and returned to their devastated homeworld, 
presumably to die. 

25 Imperial surveys that returned later found no life signs on the 
planet's surface and no evidence of survivor enclaves. 


Knowledge (Social Sciences) 

DC RESULT 

10 The reclusive Callosians developed a sophisticated culture centered 
ona lifestyle of scholarship and philosophy. 

15 Callos remained neutral during the Clone Wars and rebuffed rep- 
resentatives from both the Republic and the Separatists to support 
their causes. 

20 Small groups of Callosians left their homeworld at various times 
throughout history to learn about the greater galaxy, and until the 
planet's destruction they always returned to share their knowledge 
with their society. 


DESPAYRE 

Region: Outer Rim 

Climate: Tropical 

Gravity: Standard 

Moons: } 

Length of Day: 26 standard hours 

Length of Year: 368 local days 

Sapient Species: 60% Wookice, 20% Mon Calamari, 10% Human, 
10% other species 

Government: Imperial governor 

Capital: none 

Major Exports: Starships 

Major Imports: Slaves, starship components 


Knowledge (Bureaucracy) 


DC RESULT 

10 The Imperial Navy severely restricts starship traffic in the Despayre 
system; only official military vessels, prison ships, and armed com- 
mercial freighters from corporations supplying starship components 
can enter. 

15 Separate governing administrations operate the surface penal 
colony and the orbital stardock facilities, both managed by the 
Imperial Navy. 

20 Overseers on the planet carefully screen slaves chosen to work in 
the orbital facilities. 


25 The slaves working in the orbital stardocks consist primarily of 


imprisoned Wookiees and Mon Calamari who have starship con~ 
struction expertise. 


Knowledge (Galactic Lore) 


DC RESULT 

10 Despayre serves as an infamous penal colony for numerous slave 
species, criminals, and political dissidents. 

15 Most slaves on Despayre are Wookiees from Kashyyyk, prized 
for their great strength and endurance under the harsh labor 
conditions. 

20 Prisoners work in vast factories that produce components used in 
the orbital shipyards that help fuel the Imperial military machine. 

30 A-small mining operation on the planet's crystalline moon Haroon 
works to extract several immense, specially cut crystals, presumably 
for a top-secret military project. 


FeELUCIA 
Region: Outer Rim 


Light (75% standard) 


Moons: 2 
Length of Day: 27 standard hours 


Sapient Species: 75% Felucian (native), 10% Gossam, 5% Twi'lek, 


10% Human 


Government: Imperial governor 
Capital: Kway Teow 

Major Exports: Slaves, biotoxins, medicine 
Major Imports: High-tech goods, foodstuffs 
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Knowledge (Galactic Lore) 

DC RESULT 

10 During the Clone Wars, Felucia was a major stronghold for the 
Separatists, particularly the Commerce Guild. 

15 Since their defeat, Separatist remnants, including the planet's 
Gossam settlers, have taken shelter in small enclaves in the fungal 
wilderness, joining forces with the fugitive laborers, outlaws, and 
smugglers they formerly persecuted. 

20 Imperial forces maintain a presence in Kway Teow primarily to gather 
Gossam slaves for export and to research biological agents taken 
from the diverse and abundant plant life. 

25 During the Dark Times, the Jedi Shaak Ti and Maris Brood seek refuge 
here from Imperial Inquisitors. 


Knowledge (Life Sciences) 

DC RESULT 

10 The humid fungus forests covering the world's surface glisten in 
the sun, creating a fantastic, multicolored landscape during the 
day. Most plants and animals on Felucia have adapted specialized 
defenses to protect them from each other, making them particularly 
hostile to offworlders. 

15 Although the plant life synthesizes its own venoms delivered through 
spores, sap, gas, and thorns, the native Felucians, Gossam colonists, 
and Commerce Guild scientists all learned how to extract and 
enhance toxic biological elements for both poisons and medicines. 

20 The deadly wildlife lurking on Felucia includes a Sarlace and a sub- 
species of the dreaded rancor called the bull rancor, 

25. The native Felucians have a degree of Force-sensitivity that primarily 
manifests itself through tribal shamans. 

30 The Jedi apprentice Maris Brood, after hiding out on Felucia and 
turning to the dark side, corrupts several Felucian shamans and 
trains them to tap into the more sinister aspects of the Force. 


New PLymMpTo 

Region: Core 

Climate: Temperate to tropical 

Gravity: Standard 

Moons: 1 

Length of Day: 18 standard hours 

Length of Year: 244 local days 

Sapient Species: 95% Nosaurian (native), 4% Human, 
19 other species 

Government: Imperial governor 


Capital: Phemiss 
Major Exports: Narcotics, raw materials 
Major Imports: Weapons, high-tech goods 


Knowledge (Galactic Lore) 

DC RESULT 

10 During the Clone Wars, New Plympto sided with the Separatists to 
resist Republic control over its resource harvesting policies. 

15 When the New Order was established, the Imperial Procurator 
designated the planet as expendable and therefore subjected its 
natural resources to commercial exploitation and the Nosaurians 
to virtual enslavement. 

20 An Imperial governor rules over New Plympto froma facility on the 
moon of Karsten that orbits the planet. Imperial forces razed much 
of the drifters’ district in Phemiss to make room for well-quarded 
factories. 

25 Dass Jennir, a Jedi leading clone forces on New Plympto, supposedly 
escaped Order 66 and went into hiding, remaining on the planet to 
later lead its resistance movement. 

30 Corporate scientists on the Karsten Moon conduct experiments 
to synthesize the drug called ji rikknit from a few captive rikknit 
specimens, though their efforts so far have produced an inferior 
narcotic with harmful side effects. 


Knowledge (Life Sciences) 

DC RESULT 

10 For many years the native Nosaurians harvested ovum sacks from 
the tree-dwelling rikknit and processed them into an addictive 
substance called ji rikknit. 

15 Nosaurians “sing down the sun" when it sets, braying loudly for 
a moment and giving away their position. They find this instinct 
almost impossible to suppress, 

20 Harvesting decimated the rikknit population so much that the spe- 
cies approached extinction. Attempts at breeding the creatures in 
captivity failed. 


Knowledge (Tactics) 

DC RESULT 

15. The Hajial Chase, an old stretch of forest 400 kilometers inland from 
Phemiss, and the surrounding woodlands offer shelter to renegade 
Nosaurians. 

20 Imperial forces rooting out local insurgents frequently begin opera- 
tions shortly before sundown to exploit the Nosaurian instinct of 
“singing down the sun." The commotion produced by the creatures 
makes it easy to spot those that are hiding in ambush or escaping 
from raids. 


RAxUS PRIME 

Region: Outer Rim 

Climate: Poisonous 

Gravity: Standard 

Moons: 1 

Length of Day: 22 standard hours 

Length of Year: 388 local days 

Sapient Species: 40% Human, 37% Jawa, 20% Rodian, 
3% other species 

Government: Imperial governor 

Capital: Central Station 

Major Exports: Starships, starship components, industrial machinery, 
raw materials 

Major Imports: Foodstuffs, high-tech goods 


Knowledge (Galactic Lore) 

DC RESULT 

10 The highly industrialized planet Raxus Prime is covered with 
immense factories, sealed living habitats, streams of superheated 
runoff water, rough-hewn quarry pits, vast debris fields, and toxic 
lakes. 

15 The Confederacy of Independent Systems first convened on Raxus 
Prime, and the planet later served as Count Dooku's personal fortress: 
before the Clone Wars. 

20 The Empire has constructed orbital facilities above the planet in 
which It builds Star Destroyers, using the planet's mineral and 
industrial resources. 

25 Ancient secrets from the planet's role in the Great Sith War lurk 
deep beneath the industrially ravaged surface 

30 During the Dark Times, the Aleena Jedi Kazdan Paratus goes into 
hiding in Raxus Prime's warren of industrial facilities. The strain of 
the Clone Wars and the carnage of Order 66 send Paratus spiraling 
into insanity; he builds a replica of the Jedi Temple from debris 


gathered from an abandoned industrial quarter on Raxus Prime, 
and he holds council sessions there with “Jedi Masters” fashioned 
from debris and guarded by an army of animated junk droid sentries 
also constructed from junk. 


Knowledge (Social Sciences) 

DC RESULT 

10 Most of Raxus Prime's residents live in sealed environments near the 
industrial facilities where they work. Tunnels connect living areas 
with work bays, storage hangars, and infrastructure units. 

15 Before the Clone Wars, an entire Jawa clan was transported to 
Raxus Prime to operate and maintain the heavy machinery driving 
the planet's industries. 

20 Refugees fleeing virtual enslavement at the hands of industrial 
and Imperial masters have established hidden enclaves deep in the 
mechanized bowels of factories. 


Knowledge (Technology) 

DC RESULT 

15 The starship construction facilities orbiting Raxus Prime manufac- 
ture most heavy components for Star Destroyers—including finished 
hull plates, weapons systems, and superstructures—from the basic 
ores of the planet. 

20 Huge chunks of mineral-rich rock are dislodged from deep mine 
quarries on the surface, then loaded into an immense ore cannon 
that propels them through the atmosphere and into orbit, from 
where they are delivered to refinery and fabrication factories. 

25 Power for the massive ore cannon comes from a huge underground 
generator that draws residual energy from the planet's molten 
core. 


PLANETARY UPDATES 
Palpatine's New Order and the subsequent intrusion of the Empire in systems: 
throughout the galaxy have imposed changes on many planets that formerly 
played important roles in the Republic and galactic history. 


ALDERAAN 

Asa secret witness to Palpatine's ruthless elimination of his enemies, includ- 
ing the Jedi Knights, Bail Organa realizes that any open political or military 
opposition could bring Imperial retribution down upon his homeworld. The 
destruction caused by the Clone Wars and the tumult brought on by the New 
Order inspire the people of Alderaan to officially adopt pacifism as a political 
policy and way of life. To eliminate any perception that Alderaan might rearm 
itself, the government builds Another Chance, an immense armory ship loaded 
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ALDERAAN 


with the planet's superweapons and defensive ordnance, and programs it to 
perpetually jump through hyperspace until recalled in some time of future 
crisis. Instead of resorting to military action to influence galactic events, 
Alderaan's people turn to more subtle, peaceful approaches. The planet's 
representatives to the Imperial Senate, much like their predecessors in the 
Republic Senate, quietly question, undermine, and oppose oppressive policies 
and aggressive action against innocent populations, 

The people of Alderaan work hard to simultaneously establish and main- 
tain their pacifist lifestyle while acting behind the scenes to weaken the 
Empire's grip on the galaxy. Organa becomes the leader of a well-masked, 
clandestine effort to quietly aid offworld resistance groups while maintain- 
ing the facade in the Imperial Senate that his world poses no threat to 
Palpatine’s schemes. Rich nobles pool their wealth and send it to budding 
insurgent groups throughout the galaxy using convoluted banking protocols 
through financial institutions on Ralltiir and a few sympathetic trading 
houses on Brentaal (though an abortive attempt to move money through 
Muunilinst nearly exposes this plot). With the planet's military disbanded 
and its weapons sent off an Another Chance, former general Gavvix Sironna 
tutors several aides in guerrilla warfare tactics and sends them offworld to 
establish contact with resistance groups and jn turn train their freedom 
fighters. Some individuals cannot abide Alderaan's recently adopted pacifist 
ways; they leave the planet to join more aggressive uprisings on other planets, 
though they take care to create new identities that provide no traces back 
to their homeworld. 


Organa recruits one of Queen Amidala's former handmaidens, Sabé, to 
serve as a noble envoy traveling throughout the galaxy to covertly establish 
resistance cells, spread and collect valuable intelligence, and oversee mate- 
rial support to those who have the courage to oppose the Empire, Organa 
also maintains a watchful eye on events in the Senate and activities involv- 
ing Imperial naval and intelligence forces that might jeopardize growing 
uprisings across the Empire. When he heard the ISB intended to arrest the 
Chandrilan Senator Mon Mothma for treason, Organa tipped her off so she 
could escape at the last minute. 

Bail Organa could tolerate his planet's peaceful stance in galactic affairs 
for only so long, however, especially in the face of the Empire's growing power 
and treachery. Toward the end of the Dark Times, Organa resigns from the 
imperial Senate, returns to Alderaan, and—outraged by continued Imperial 
atrocities—tries to reverse his homeworld’ policy of pacifism to rally his 
people to join the increasingly open rebellion. 


BAKURA 

Though not formally part of the Republic or the Empire forged by Palpatine’s 
New Order, Bakura does not remain entirely free from Imperial influence 
during the Dark Times. During the Clone Wars, this Outer Rim world expe- 
rienced an increase in population, industry, and economic prosperity as 
various groups immigrated to Bakura seeking new and profitable business 
opportunities. Some people came to Bakura to flee the upheaval caused 
by the Clone Wars, and others migrated here to escape what they viewed 
as the growing tyranny of a corrupt Empire. This growth helped the planet 
expand mining operations to three outer-system planets and Bakura’s two 
moons; their success fueled the formation of a flourishing industry that 
manufactured repulsorlift coils and exported them to Imperial-controlled 
vehicle manufacturers such as Aratech, Ikas-Adno, and Mekuun, The initial 
migration and industrial prosperity in turn created more jobs for educated 
workers relocating to the system. 

The Empire benefits from stability on Bakura and does not openly 
interfere with its government or industrial affairs. Even while maintaining 
this illusion of independence, the Empire sends ISB agents to infiltrate the 
corporate structures of both Arden Repulsorlift and Bakur RepulsorCorp to 
ensure the continuation of mining and manufacturing operations that supply 
repulsorlift components for Imperial military vessels. These operatives work 
with Bakurans who are loyal to Imperial interests in sustaining their cover 
and quietly eliminating any dissent as news of the Empire's tyranny in other 
regions of the galaxy filters back to the Outer Rim. More intelligent, free- 
thinking elements of the population begin questioning the Empire's motives 
and establish cells of responsible, loyal citizens to investigate and uncover 
secret Imperial involvement in local industries. These undercover groups 
expand their operations from simple inquiries to more active sabotage as 
they discover the extent of ISB infiltration into government and industrial 


affairs. This movement doesn't evolve into a full-blown resistance during 
the Dark Times. (The Empire eventually sends a small occupation fleet to 
officially annex Bakura shortly after the Battle of Yavin, ensuring a steady 
flow of repulsorlift components ta support the Imperial war machine and 
suppressing open dissent against its policies.) 


BeESPIN 

Tibanna gas mining operations on Bespin and visitors to Cloud City remain 
steady during the Dark Times. The planet's remote location and insignificant 
strategic value keep it well under the Empire's sensors. 

The industrial facilities continue claiming that they mine Tibanna gas as 
a hyperdrive coolant to downplay their significance and fend off inquiries 
from the Mining Guild: most still supply spin-sealed Tibanna gas for the 
arms market through discreet 
shippers who transport and 
market it in other systems. 

Cloud City’s first-rate hotels, 
restaurants, and entertainment 
still attracts tourists from 
around the Outer Rim, Coupled 
with its industrial prosperity, 
Cloud City's success outshines 
that of other floating plat- 
forms, which fall into financial 
ruin (such as the abandoned 
Tibannopolis facility) or isolate 
themselves as independent, 
forgotten platforms, 

During this turbulent era, 
Bespin serves as a haven for 
smugglers, resistance fighters, and political dissidents. But the people of 
Cloud City, and particularly the authorities, value their independence and 
neutrality. They remain wary of political refugees and militant subversives 
who use Bespin as a base for their resistance activities against the Empire, 
and they exert their influence to evict them when their operations threaten 
to draw unwanted attention to the planet. Those on the run from the Empire 
might find a temporary sanctuary on Cloud City, but they quickly wear 
out their welcome if they continue their subversive fight av 
authority. Others on the fringe, however, such as the Bloodhawk Pirates and 
other criminal organizations, still operate with freedom as long as they don't 
attract any undue attention to Bespin. 


inst galactic 


BeEsTINeE iV 

As the Empire spreads its military might throughout the galaxy—and as 
increasing resistance at all levels requires a greater show of strength—the 
Imperial Navy establishes support, deployment, and repair bases everywhere. 
Bestine IV falls victim to this military escalation, in part because of its central 
location in its portion of the Mid Rim. Many speculate that Palpatine chooses 
the world to punish its independent-minded citizens for joining the Separat- 
ists during the Clone Wars, albeit in a small support role as a medium-sized 
starship repair facility. Long known for their aquacultural and starship con- 
struction industries, the people of Bestine accept an offer from the Empire; 
Palpatine shows leniency for their role in the Clone Wars and promises to 
relocate the settlers to another suitable world in exchange for Imperial control 
‘over the planet and its surface shipyard. Most of the citizens abandon their 
island spire settlements or floating aquaculture installations, only to find 
themselves dumped in the galaxy’s slums with no means of support. 

A handful of Bestine citizens remain on their planet, clinging to life in 
island spires fortified against attack and in well-armed floating settlements. 
They operate beneath Imperial sensors, posing little threat despite their 
occasional raids on surface patrols. These renegades remain too weak to 
directly attack the expanded and well-defended Imperial shipyard. Heavy 
Imperial Navy traffic in the system prevents regular starfaring contact with 
the outside, but occasional blockade runners manage to fight their way to 
and from the planet. The outlaw Bestine settlements provide a breeding 
ground for resistance fighters and small bases for insurgent cells operating 
in the Mid Rim. 

Bestine's expatriate population also helps to fuel resistance movements 
elsewhere on planets where those individuals resettled. Angered by the 
Empire's betrayal and their loss of an idyllic homeworld, many join under 
ground political groups or resistance cells in other systems and devote their 
lives to fighting the Empire and freeing their homeworld. 


BoTHAwuI! 

The cagey Bothans—who manage to maintain their neutrality throughout the 
Clone Wars—broker a limited neutrality for Bothawui when the Empire comes. 
into power. Although technically part of the Empire with representation in 
the Imperial Senate, Bothawui and many of its colonies remain relatively 
untouched by Imperial tyranny. Most of those colonies host a small Imperial 
garrison and a governor who acts as liaison between Bothan and Imperial 
administrations. Most Bothans keep to themselves in their domain of space, 
however, preferring to avoid Palpatine's preference for Human High Culture 
and the antialien prejudices it engenders. Spacefaring Bothans do leave 
their homeworld to conduct business and diplomacy, and a few enclaves 
exist in systems that tolerate their presence. Galactic citizens interacting 
with Bothans deem them as “civilized” aliens with some worth to society 
and therefore do not openly persecute them. 
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The Empire tolerates the Bothans primarily because of their extensive 
and experienced spynet. ISB agents stationed around Bothan space, near 
enclaves, and in the Imperial complex on Bothawui itself maintain a rigorous 
counterintelligence operation that monitors the organization's operations, 
intercepts its intelligence, and, in some cases, manipulates the spynet into 
acting unknowingly for the Empire's benefit. By leaving the Bothan spynet 
to its own devices, Palpatine keeps Bothawui a quiet, content, and some 
What marginalized world while gaining from the Bothans’ naturally adept 
espionage activities. 


CEREA 

Cerea withdrew from the greater galaxy after having been ravaged in a 
month-long battle during the Clone Wars. The once-pristine world and its 
people were now scarred by the tragedy of warfare on a previously unprec- 
edented scale. While Palpatine is declaring his New Order, the Cereans 
reconvene their Council of Elders, elect a new president to replace the one 
who was assassinated in the fighting, and vote to seclude themselves from 
galactic affairs, The Cereans begin rebuilding portions of their homeworld 
that were marred by war, rededicating their society to peaceful, harmonious 
existence, and insulating themselves from their nearest neighbors in the Mid 
Rim, Cereans throughout the galaxy return to their homeworld to support 
the reconstruction efforts, A handful of Cerean travelers return and spark a 
debate, arguing that although Cerea itself remains a paradise to treasure and 
protect, the Cereans themselves have a moral obligation. Their intellectual 
discourse falls on deaf ears as the president and the Council of Elders reject 
their arguments, These dissenters form the core of Cereans who remain in the 
galaxy throughout the Dark Times, taking a moral stand against the Empire's 
tyranny and aiding any resistance groups they find. 

The Cereans gently evict those living in the Outsider Citadels, the only 
enclaves permitted to offworlders on the planet. Most leave peaceably when 
the Cereans cut off all trade, support, and diplomatic ties, leaving them to 
endure in the deteriorating cities with no economic reason to stay, Some 
disappear into the pristine Cerean wilderness, though nobody knows if they 
survive in the rural paradise or become prey to vengeful Cereans. 

Few outsiders return to Cerea during the Dark Times. The Council of 
Elders creates a planetary defense force that maintains starship patrols 
in the system to discourage anyone—merchants seeking trade, smugglers 
looking for a haven or new market, even insurgents searching for allies and 
aid—from approaching. Imperial forces know enough to stay away, though 
Star Destroyers and garrisons in neighboring systems monitor traffic and 
keep a wary eye on the planet to ensure that it poses no threat to the Empire. 
Expatriate Cereans find a cold welcome; they are allowed to visit only briefly, 
lest their troubles and enemies follow them to the secluded paradise. 


CHANDRILA 

During the Dark Times, Chandrila remains a cooperative yet politically con~ 
tentious Core World, It continually flirts with disaster as its outspoken and 
honest politicians voice their growing disapproval of Imperial policy despite 
a series of gavernors who tolerate the planet's heritage of political discourse, 
As a sign of respect for its longtime service to the Republic and its status 
as one of several key agricultural systems, the Imperial governors assigned 
to the planet allow the Chandrilans to retain their participatory democracy. 
They even allow the Chandrilan House, the world’s governing body, to 
continue operating as before, with delegates opening and frankly debating 
the topics of the day. The Brionelle Academy, which trains officers for the 
planet's home defense fleet, remains in session at the governor's pleasure; 
imperial military agents continue scouting its ranks for potential candidates 
to enroll in the Empire's academies elsewhere, though unbeknownst to them, 
recruiters for resistance movements throughout the Bormea sector also seek 
to lure trainees into their own ranks to fight the Empire. An Imperial gar- 
rison established in Hanna City, Chandrila’s capital, ensures that the Empire 
maintains a military presence in the system. 

The planet continues to serve asa haven from the industrialization of its 
neighboring worlds in the Bormea sector such as Corulag and Brentaal. The 
peaceful, idyllic planet continues maintaining its balanced ecosystem that 
encourages a burgeoning agricultural industry, Chandrila’s candid political 
culture, however, eventually endangers its standing with the local Imperial 
administration and the Emperor himself, Later in the Dark Times, Chandrila's 
outspoken politicians bring trouble to the planet as they criticize Imperial 
policies and question Palpatine's rule, Mon Mothma's increasing condemna~ 
tion of Imperial oppression and her covert involvement in growing resistance 
movements bring about her downfall in the Senate and her condemnation, 
asa traitor of the Empire. 

As Imperial tyranny increases throughout the galaxy, Chandrila becomes 
@ recruiting ground for the resistance movements on nearby worlds, Respon- 
sible citizens start to use their connections and resources to aid those directly 
fighting the Empire, or they leave their privileged lives altogether to travel 
elsewhere and oppose injustice while avoiding any overt reprisals against 
their homeworld. 


CORELLIA 

By the time Palpatine declares his New Order, Corellia's descent into lawless~ 
ness is already under way. Diktat Dupas Thomree cutsa deal with the Emperor 
to largely keep Imperial forces out of the system and Corellian affairs in 
general. In return, the Diktat promises Palpatine to maintain production at 
the vital Corellian Engineering Corporation shipyards, pay taxes to the Empire, 
and politically support Palpatine's galactic policies. Corellia's populace—a 
naturally independent and daring bunch—erupts in protest. 


The Diktat and other 
Corellian leaders enforce 
law and order through 
the ubiquitous presence 
and diverse resources of 
the Corellian Security 
Force (CorSec). During 
the Dark Times, Corellia 
is a system constantly 
in flux between the law 
imposed by the Diktat 
and enforced by CorSec 
and the criminal forces 
that indulge the people's 
natural independence, 
recklessness, and bra 
vado, The system runs 
rampant with smugglers, crime syndicates, and pirates who flaunt the law 
to make a profit or even undermine Corellian and Imperial rule. The dedicated 
members of CorSec—from patrols on the street and administrative clerks 
to para-military response units and intelligence operatives—work tirelessly 
to strike a balance between a resentful, defiant populace and the Empire's 
threat of direct occupation. Despite CorSec's best efforts, many criminals 
slip through the cracks, including the members of several resistance cell 
working on Corellia and in other systems. 

The Empire still maintains a presence on Corellia, since Palpatine never 
truly trusts the Diktat to maintain his end of the bargain. An Imperial intel 
ligence liaison and a small support staff openly work with CorSec person 
nel, overseeing operations, designating priorities, and analyzing the overall 
strategic situation in the constant fight to impose order on the lawles: 
system, ISB and COMPNOR agents infiltrate many levels of Corellian society 
to maintain at the very least a watchful eye on activities in the system 
Their intelligence aids CorSec in its efforts to stem crime and eliminate any 
resistance to Imperial or Diktat rule. On several occasions when the Corellian 
Engineering shipyards seem in immediate danger, the Imperial Navy assig 
squadron of warships to guard the orbital stardocks, an action that prompt 
a renewed round of protests from Corellian civilians. 


CORELUIA 


CORULAG 

This longtime and loyal supporter of its fellow Core Worlds shrewaly align 
itself with Senator Palpatine during his rise to power. Upon declaring the 
New Order, the Emperor rewards Corulag for its devotion by awarding many 
prominent citizens high-ranking posts in the new Imperial gavernm and 
military bureaucracies. Palpatine also sponsors a new Imperial military acad 
emy.on Corulag, second only to the principal Raithal academy. The genera 


populace benefits from increased jobs at the new academy, opportunities in 
the Imperial Army and Navy that training at that site provides, and employ- 
ment at new industries that find the planet to be an ideal and secure location 
for expanded facilities supporting the Imperial war machine. 

Corulag's citizens oblige the Emperor by focusing their loyalty toward 
Coruscant, maintaining order in their system, and providing a secure loca- 
tion for such enterprises as the Corulag Academy and Sienar Fleet Systems’ 
Advanced Research Division. Though they don't always indulge in the latest 
fashions from Coruscant, they realize that advocating the Emperor's policies 
and remaining loyal despite turmoil elsewhere in the galaxy ensures them a 
prominent place in the New Order. 

As the Dark Times progress, Corulag builds several Imperial prison facilities 
to handle the growing number of criminals, aliens, political dissidents, and 
resistance fighters captured throughout the galaxy. Located in the dense and 
nearly impassible bamboo forests between Corulag's urban centers, these 
concealed facilities provide high-security incarceration with little chance for 
escape, If any prisoners manage to break out of these well-guarded prisons, 
they must navigate the thick bamboo forest and find some aid among a 
populace more likely to turn them in than aid them, 

Despite the fanatic loyalty displayed by most citizens of Corulag, the 
planet does harbor a small and secretive resistance. A few morally conscien- 
tious individuals disagree with Palpatine’s oppressive policies elsewhere in the 
galaxy, and do what little they can without compromising their own position 
or safety to support resistance efforts in the Bormea sector, The world’s 
only center of underworld culture, Crullov City, is ruled by crime syndicates 
(and quite possibly the Hutts) that tolerate resistance operations only when 
they're conducted under the guise of criminal activity, 


CORUSCANT 

The Dark Times bring changes to 
Coruscant that remain discreetly 
overlooked, concealed, and 
forgotten due to the compla~ 
cency of the planet's affluent 
Human population and its 
interest in maintaining the 
decadent status quo that 
was prominent on the world 

in the waning days of the 
Republic. Palpatine quietly 
sweeps away most vestiges 
of the Republic that interfered 
with his agenda, leaving the 
masses their upscale diversions, 
Human High Culture, and the illusion 


corRuscant 
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that they still hold prominence in the galaxy. The once grand Jedi Temple 
remains closed by Imperial order, left to crumble over time as citizens politely 
ignore its presence. The Senate continues to meet, but the debate and leq- 
islation is weak and ineffectual. Stormtroopers, Imperial military personnel, 
ISB and COMPNOR officials, and self-important advisors to a number of 
important dignitaries linger everywhere, subtle but constant reminders of the 
Emperor’s true power. Most citizens don't even care that Palpatine renames 
the planet Imperial Center. 

Real changes happen in the deeper levels beneath Coruscant's polished 
surface. Most aliens disappear from Coruscant society, enterprise, and poli- 
tics. Many return to their homeworlds or colony enclaves elsewhere when 
it becomes clear that Palpatine’s advocacy of Human High Culture really 
espouses a policy of alien persecution. Those who have vested interests 
on Coruscant—or those who don't have the means to emigrate—are herded 
into Alien Protection Zones walled off by ferrocrete barriers with perimeters 
patrolled by stormtroopers, the most infamous being the Invisible Sector, 
or Invisec. With little access to the outside, these ghettos become brutal 
breeding holes for criminal activities. Channels eventually open with contacts 
offworld that fuel this criminal economy and plunge the ghettos further into 
depravity and poverty. 

Crime flourishes elsewhere on Coruscant, from the spires of the richest 
citizens to the deeper cesspits of commoners. Prince Xizor, head of the 
fabulously successful Xizor Transport Systems, maintains a palace in the 
heart of Imperial City, the covert hub of the vast Black Sun crime syndicate. 
Entire residential sectors in the lower levels breed petty criminals and 
underworld organizations that pursue their illegal activities on whatever 
scale they can achieve, 

Despite conditions conducive to rebellion, few resistance movements 
‘on Coruscant become large or successful enough to even faze the general 
populace, Although a few cells form among conscientious aristocrats, politi- 
cians, and corporate executives, most draw from disaffected citizens and the 
persecuted alien population, Invisec in particular becomes a fertile recruiting 
ground for alien groups seeking to directly oppose Imperial tyranny, break 
out of their ghettos, and carry the fight to Coruscant’s surface and beyond. 
Most adopt an anti-Human stance to attract more recruits and fuel their 
anger. Although political dissenters, alien activists, and resistance fighters 
from around the galaxy attempt to infiltrate Coruscant, deliver aid and 
inspiration to comrades in arms, and undermine the Empire at its core, the 
stranglehold of the Imperial military presence and the indifference of the 
privileged population stifle any significant insurgent activities. 


ERIADU 

A key industrial world in the Outer Rim, Eriadu continues its loyal support 
of the galactic government during the Dark Times. Its service as a forward 
base for Republic forces confronting the Separatist during the Clone Wars 


seemingly goes unrewarded 
until the Emperor places 
Wilhuff Tarkin in charge of 
the Seswenna sector. As a 
native of Eriadu with along 
family history involved in 

the planet's affairs, Moff 
Tarkin establishes his 
administration on Eriadu 
and makes it the sector capi- 
tal. The move takes advantage 
‘of the system's industrial, com~ 
mercial, and strategic importance, 
and provides some semblance of 
Core Worlds culture for Imperial and noble 
representatives posted there from Coruscant. 
Under Tarkin's rule, the planet's manufacturing grows, exports of technology 
increase, and corporations that have interests there thrive. 

During this time, the planet continues on the oppressive course it 
had already charted before the Clone Wars. The gap widens between the 
privileged few and the downtrodden masses laboring in the factories and 
starports. The slave trade—previously ignored in the Outer Rim by the 
Republic—grows to fuel the need for more manual laborers, with the Empire 
officially promoting enslavement of numerous alien species and political 
prisoners, Sprawling industries consume land and natural resources, leaving 
in their wake ecological destruction and outdated, dilapidated facilities, 

While the wealthy elite profess loyalty to the Emperor, the poor masses 
of workers and slaves chafe against the abuses heaped on them by their 
corporate-industrial masters and the constant Imperial military presence, 
Some who manage to escape join the sizable underground resistance move- 
ment operating from abandoned industrial facilities, burned-out habitation 
blocks, subterranean service tunnels, and factory junkyards. They are able 
to divert useful material resources without attracting too much attention. 
The immense volume of commercial starship traffic gives freedom fighters 
the ability to travel with relative ease between Eriadu and other destinations 
within the Seswenna sector and other major ports throughout the galaxy. The 
worker and slave population offers an overabundance of potential recruits 
who have various useful skills. Despite an industrial cityscape ideal for har- 
boring an insurgent group and a populace waiting to rebel against its masters, 
the resistance leaders wisely conduct their campaign to undermine Imperial 
power on other worlds throughout the sector. Most fear brutal reprisals if 
they carry out sabotage on Eriadu's vast industries. Just as Eriadu serves as 
the sector capital for the Empire, it also serves as the nucleus for resistance 
operations throughout the Seswenna sector. 


eRIADU 


KASHYYYK 

After the tumult of the Clone Wars, the Wookiees witnessed firsthand the 
Empire's brutality, first in the savage execution of Order 66—which targeted 
the very Jedi who aided Kashyyyk when Separatist forces invaded—and then 
in the subsequent enslavement of the Wookiee population. Influenced by the 
Wookiees' mortal enemies, the Trandoshans, Imperial forces systematically 
rounded up Wookiees and exported them across the galaxy as heavy laborers; 
many ended up on such infamous penal work colonies as Kessel and Despayre. 
Wookiee slaves became a commonplace sight throughout the Empire, one 
of the more notorious species victimized by Palpatine's policies promoting 
Human High Culture and advocating persecution of aliens. 

To maintain a steady supply of Wookice slaves for markets around the 
galaxy, the Empire established a well-fortified garrison in Kashyyyk's coastal 
region, Here Imperial troops conduct sorties into the savage jungles, braving 
the planet's diverse and deadly wildlife, to hunt down and capture Wookiees. 
For some Imperial officers and aristocrats, the pursuit becomes a fashionable 
diversion from their official duties. At times the governor contracts with other 
parties to capture Wookiees, including crime syndicates engaged in slaving 
activities and Trandoshan hunters eager to take revenge on their enemies 
and wreak havoc on Wookice treetop settlements. 

This systematic oppression drives many free and enslaved Wookiees to 
openly fight the Empire. Bands of Wookiees leave their settlements on Kashy 
yyk to brave the wild jungles and to ambush hunting parties. Little outside 
aid reaches these renegade groups, thanks to the Imperial blockade and the 
planet's savage wildlife. Given the Imperial patrols around the planet, few 
Wookiees freely leave their homeworld to join resistance groups. Enslaved 
Wookiees organize escapes from prison camps, work details, and penal 
colonies; those who succeed go into hiding underground, since their appear 
ance and infamous reputation arouse attention and alarm local populations. 
Free Wookiees seek to establish their own effective resistance cells or make 
contact with those who can support their cause: the ultimate release of all 
enslaved Wookiees and the liberation of Kashyyyk. 


KESSEL 
Formerly run by a suecession of shady business ventures, esses spi 
operation comes under Imperial control during the Dark Times, Palpatine 
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realizes the power that glitterstim has to enslave portions of the galactic 
population and Kessel's usefulness not only as a source of spice but a profit 
able penal colony operation. Imperial forces evict the private enterprises that 
formerly operated under the Republic, establish a garrison on Kessel’s moon 
to administer spice mining, and begin importing and dumping prisoners of 
all backgrounds onto the planet to mine glitterstim. The world’s population 
increases dramatically as violent criminals, political dissidents, persecuted 


aliens, and captured resistance fighters all find themselves 
permanent imprisonment on Kessel. 
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During this period, the planet earns its dire reputation as the dreaded 
penal colony from where few return. Imperial personnel throughout the 
galaxy use the threat of imprisonment on Kessel to coerce individuals and 
entire populations to stay in line. Certainly the most vile criminals receive 
sentences to Kessel, but Imperial judges—and even military officers pass~ 
ing summary sentences—frequently condemn citizens to the penal colony 
on a crue) whim for moderate or even slight infractions simply to get rid 
of them, 

The Empire does little to improve conditions on the planet. The air 
factories that once provided miners with a reliable source of breathable 
atmosphere fall into disrepair; Imperial engineers conduct only enough 
maintenance to ensure that the factories continue functioning at minimal 
levels. Imperial forces focus on maintaining control aver spice production 
and ensuring its indirect distribution through crime syndicates, ultimately 
weakening societies through increased glitterstim addiction. Most Imperial 
personnel occupy military installations on the Garrison Moon, with guard and 
administrative personnel shuttling to key sites on Kessel’s surface in shifts. 
Eventually they establish an administrative center at Kessendra, the largest 
prisoner encampment, making it Kessel's impromptu capital. The Empire 
encourages dissent among the prisoners, rewarding those who shaw a will- 
ingness to work with their jailers and bully their peers, and installing them as 
overseers who drive the common prisoners—mostly by threats, blackmail, and 
violence—to increase spice production. The processed spice finds its way into 
the underworld distribution chains thanks to a handful of "corrupt" Imperial 
administrators who sell to crime syndicates and smugglers. 


KUAT 

Upon declaring the New Order, Palpatine drastically increases security in the 
Kuat System to protect one of the Empire's key starship construction facilities 
and a principal economic hub within the Core Worlds. The Imperial Bureau 
of Ships and Services (BoSS) imposes strict navigational protocols on star- 
ship traffic entering and leaving the passenger and freight ports, and limits 
access to Kuat and the orbital shipyards to designated flights and vessels 
departing from those ports. 
Most of the orbital facilities 
and space stations fall under 
military jurisdiction and oper- 
ate with varying degrees of 
supervision and restriction. 
The passenger port retains 
the greatest modicum of 
normalcy, since it caters to 
traffic from Kuat itself, The 
former planetary defense port 
maintains its profile, with the 


kuaT 


ei SsiaenS 


BagLLeZVve DLIVIVWG 


HYsegLALeZve DL4977798 


x SslawHS 


added responsibilities and security of an Imperial military transfer point; 
absolutely no civilian ships receive clearance to this sensitive area, and 
\mperial forces deal harshly with violators. 

Governance for the entire Kuat system falls to Moff Thichis Kuras, a 
member of Kuat's lesser nobility but still a native son. Palpatine appoints 
him to balance military security needs, the aristocratic Kuatis’ sense of 
self-governance and regal pride, and an increased industrial profile for 
both starship production and research into new ordnance technologies. The 
Kuati aristocracy generally remains loyal to the Empire, because of a strong 
heritage of supporting the Republic and its successors and from a desire 
to ensure continued economic success through vast commercial starship 
construction operations, 

The sheer size of the Kuat system and the overwhelming traffic through 
the passenger and freight ports offers resistance fighters a wealth of 
opportunities to infiltrate operations on Kuat. Though they might never 
reach the Imperial transfer port, subversives can readily gain access to the 
passenger and freight ports, and from there travel to locations on Kuat or in 
the orbital shipyards themselves. As resistance to Imperial might grows, Moff 
Kuras cracks down on security violations, institutes new military protocols, 
requisitions more troops, and supports ISB and COMPNOR operations to 
root out insurgents. 

Kuat's delegate to the Imperial Senate also walks a fine line. Senator 
Giddean Danu, known for signing the Petition of 2000 opposing Palpatine's 
broad powers as Supreme Chancellor during the Clone Wars, now quietly 
supports the efforts of Mon Mothma and others who are secretly working 
to thwart Palpatine’s plans and undermine the Empire's authority. He openly 
acquiesces to the Kuati aristocracy that brought him to power and appears 
agreeable and helpful when dealing with Imperial authorities. Danu realizes 
that by retaining his post and fulfilling his duties, however distasteful, he can 
remain ina position to covertly aid resistance groups operating on Kuat. 


MON CALAMARI 
The Quarren and Mon Calamari homeworld quickly submits to Imperial 
forces intent on using one of the galaxy's top starship construction facilities 
to support their growing war machine. Despite the planet's stand against 
Count Dooku’s intimidation and treachery during the Clone Wars, the Empire 
quickly realizes it must seize the orbital shipyards to increase and maintain 
its fleets and to deny growing resistance groups a potential source of fight- 
ers, transports, and capital ships. The Mon Calamari government initially 
resists Imperial envoys that seek a peaceful takeover of the shipyards. When 
an occupation fleet arrives, the Mon Calamari find themselves helpless as 
several traitorous Quarren disable the planetary shields and allow the Empire 
to dominate the planet and orbital facilities. 

While Imperial engineers struggle to adapt shipyards that were speci 
cally built to produce vessels of Mon Calamari design into facilities capable 


of constructing even the most basic of standard Imperial starship systems, 
the Mon Cals begin a campaign of passive resistance and covert sabotage 
to undermine the occupation. At first Imperial forces try using propaganda 
to quell dissent, build hostility toward the Republic, and fabricate an affinity 
for the Empire. But as passive resistance grows into work stoppages, shoddy. 
production, and outright sabotage, Admiral Garrus Tharydine—the Imperial 
commander overseeing the occupation of Mon Calamari—carries out the 
Emperor's orders to bombard three cities floating on the planet's surface. 
This massacre prompts both the Mon Cal and Quarren populations to rise 
up in open revolt against their masters. Starting with little more than hand 
weapons and common tools, the insurrection grows to strike back at the 
Imperial occupiers using spacecraft constructed at secret underwater facili- 
ties or outfitted at old orbital stardocks with weapons and material diverted 
from Imperial construction projects, Eventually they oust the Imperial forces, 
providing other oppressed systems with hope that they, too, have a chance 
at freedom by opposing the Empire. 


MON CALAMARI 


MUUNILINST 

The home of the galaxy's most influential financial power, Muunilinst man- 
ages to continue its fiscal operations despite an Imperial presence in the years 
after the Clone Wars. The planet suffered heavily during the Clone Wars as 
a result of its alliance with the Separatists. The Muuns tapped some of thelr 
wealth to reconstruct cities devastated during the Battle of Muunilinst, when 
Republic forces deci- 
mated the capital city of 
Harnaidan and other laca~ 
tions to destroy gunnery 
emplacements. The first 
few years after the Clone 
Wars see an increase in 
offworlder visitors—par- 
ticularly fellow aliens— 
coming to Muunilinst to 
help with restoration; 
this influx quickly ebbs 
once the reconstruc- 
tion reaches completion 
and the Empire tightens 


The station serves as the governing seat for the Imperial occupation, though 
several garrisons on the world's surface maintain direct control over key 
assets. Two Golan space defense platforms provide security for the world in 
addition to a steady rotation of naval power that leaves three Star Destroy- 
ers patrolling the system at any given time, The Muuns maintain a presence 
in the High Port, primarily to carry out their commercial activities with 
offworlders and maintain relationships with Imperial authorities. They also 
keep a scaled-down contingent of the infamous lotran Guard for their own 
security; much of the guard was cut back after the Imperial occupation, 
though many members entered service as personal bodyguards or mercenary 
units with influential Muun bankers. 

The station and the starport planetside in Harnaidan also host visitors 
from other worlds and corporations seeking audiences with Muun bankers 
to provide backing for their financial and industrial schemes. ISB agents 
quietly track these visitors to ensure that Muun wealth doesn't find its way 
to groups undermining Imperial authority elsewhere in the galaxy. 


NaBODO 

Despite several incidents and setbacks, Naboo remains relatively the same 
during the Dark Times. The end of the Clone Wars and the ascendancy of 
the Empire brought peace to Naboo's people even after the loss of their 
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its authority over the 
system. 
Although the Muuns 


beloved Senator Padmé Amidala and a scandal that involved the ruling queen 
sheltering renegade Jedi. Like many other worlds that knew peace during the 
Republic's reign—and one that briefly tasted the bitter pill of conflict during 
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continue backing the 
Imperial credit with their world’s mineral riches, the Empire's requiations and 
decrees inhibit their ability to finance other endeavors and pursue busines’ 
operations of their own. The Empire seeks to curtail Muunilinst’ economic 
influence in favor of other, Human-controlled financial institutions closer 
to the Core Worlds. This policy has the added side effect of not only quietly 
punishing the Muuns for backing the Separatists during the Clone Wars, but 
keeping them under watch lest they secretly finance any of the numerou 
paltry resistance movements cropping up throughout the qulaxy, The Empire 
has little to fear. During the Dark Times, the Muuns remain openly loyal to 
Palpatine’s New Order—one of the few alien species to do so 
endure the petty indignities of Imperial occupation to ensure their financial 
influence with the next political group to ascend in galactic histary 

Still, a handful of Muuns work secretly to divert small amounts of funds to 
fledgling resistance groups using a complex s\ 
fake accounts on other planets, and comme 
their bets and establish reliable contacts with those who might 
overthrow the Empire, become the dominant government in the galaxy, and 
depend upon their financial resources. 

Imperial forces, particularly a corps of administfulive personnel mont 
toring InterGalactic Banking Clan activiti High Port 
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the Clone Wars—Naboo openly remains loyal to the Empire while secretly 
fomenting rebellion. Its people and rulers prefer a peaceful existence under 
the Empire to a tumultuous life opposing it. In fact, many loyal Naboo citizens 
support the Empire and join military service 
On the outside, Naboo's government and society maintain the status quo 
all aspects of life, Little has changed on the planet except for the appoint- 
ment of an Imperial governor and the establishment of a token garrison to 
maintain contact with the local bureaucracy, The planet's representatives 
to the Senate generally supported Palpatine's policies, though more out of 
fear that the Empire might retaliate against Naboo or its representatives 
than because of prudent political judgment, 

A few morally conscientious people on Naboo secretly opposed the Empire, 
but worked behind the scenes or far from their homeworld, lest they arouse 
‘perial retribution against innocent citizens on Naboo. These freedom fighters 
worked within their means, using resources and contacts to quietly undermine 
Imperial interests. Some who trained at Imperial academies and served with the 
military used their positions to occasionally leak information, divert material 
snd weapons, and otherwise aid resistance cells near their deployment zones. 
{ew nobles and high-ranking bureaucrats also conspired covertly with others 
of their station, including representatives from Alderaan, Ralltiir, and Chandrila, 
to form tentative alliances and work toward the Empire's downfall. 
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NAR SHADDAA 

As in other periods of galactic history, the Smuggler Moon of Nar Shaddaa 
remains relatively insulated from events and political movements elsewhere. 
Although the Hutt families don't possess the military might of the Empire, 
their influence keeps Imperial forces at bay with insinuations that they could 

sabotage key economies, supply lines, resource fulfillment, corporations, 

and even governments elsewhere in the galaxy. The Hutts sit secure in their 
own domain of space on the fringe of the Outer Rim, sending their agents 
to other worlds to deal with the rising Empire, forge cooperative arrange- 
ments with its more pliable members, and continue expanding their criminal 
syndicate throughout the galaxy. 

The sprawling, urbanized moon sees an influx in criminal activity brought 
about by tougher Imperial restrictions elsewhere and lucrative opportunities for 
shady enterprises during the initial founding of the New Order. Transient low- 
lifes come from everywhere to use Nar Shaddaa as a base or a stopover in their 
underworld dealings. Trade in illegal goods flourishes. Forgers, starship dealers, 
gun runners, moneylenders, and mercenaries make a fortune catering to those 
who seek to export Nar Shaddaa's brand of crime to worlds crushed under the 
Imperial boot heel that are crying out for illicit goods and services. 

Nearly anything here can be bought for a price, making it a tempting yet 
dangerous resource for resistance cells operating on nearby Outer Rim worlds. 
Although freedom fighters come to Nar Shaddaa to seek allies, resources, 
and equipment, they take their chances with the murderers, thieves, smug- 
glers, and Hutts like anyone else. Despite their seeming autocracy over 
Nar Shaddaa, the Hutts still dread wholesale Imperial interference in their 
affairs or in their territory. Supporting the criminal underworld is one thing; 
harboring known insurgents bent on defeating the Empire is another matter 
entirely. Just as they maintain a watch over illegal activity originating on Nar 
Shaddaa, the Hutts keep an eye on suspected resistance operations on the 
Smuggler Moon, lest such activity arouse Imperial intervention. In addition 
to their formidable intelligence sources and enforcer networks, the Hutts 
also enlist the help of other criminal enterprises based on Nar Shaddaa or 
directly under their influence to monitor and, in some cases, curtail activities 
of known insurgents. 


RALLTIR 

Ralltiir escaped the destruction that claimed much of Muunilinst—one 
of the other influential banking powers in the galaxy—during the Clone 
Wars and continued serving the Core Worlds as the principal Human-con- 
trolled financial center during the Dark Times. Ralltiiri society outwardly 
embraces influential trends from Coruscant, from clothing fashions to 
prejudice against aliens. The planet maintains its reputation asa steady 
investment in financial institutions by maintaining a political neutrality 
that insulates its economy. 


The populace generally accepts an 
imperial governor and a small 
military garrison as symbols 
of stability and status within 
the Empire. Only a few in the 
immense finance corporations 
and investment markets realize 
that ISB agents and other 
Imperial minions gradually infil- 
trate their organizations with 
an eye on monitoring banking 
transactions for leads on tracking 
down suspicious deals and traitorous 
financiers secretly diverting funds to 
resistance cells opposing the Empire's rule, This 
trend ultimately leads to Ralltiir's downfall at the end of the Dark Times, 
as covert Imperial manipulation sabotages accounts for alien concerns and 
anyone suspected of supporting dissent. 

Ralltiiri politics and economics fluctuate between two political factions, 
one that unanimously supports Imperial policies and one that politely ques- 
tions their intent; some in this latter faction secretly oppose the Empire and 
covertly support those on Ralltiir and nearby worlds who work to under- 
mine its power. Sympathizers divert some funds to those who are fighting 
the Empire elsewhere, but as time progresses more resources are kept on 
Ralltiir to prepare for the time when the Empire shows its truly brutal face, 
Resistance activity slowly grows beneath the surface of Ralltiir's society and 
goes relatively unnoticed by both the financial institutions and the Imperial 
administration. 


RALLTIR 


RODIA 
The Rodian homeworld spends the early part of the Dark Times embroiled 
ina military coup. In the early days of the New Order, Rodia's government 
changes after the disgrace of Rodia's Senator over a Clone Wars bribery 
scandal that allowed Separatist forces to invade Duro. Using the traditional 
interclan wargames to eliminate rivals and consolidate power, a Rodian 
warlord named Navik the Red rises to prominence. Over the years he defeats 
his enemies, exiles entire clans into the savage Rodian wilderness, secretly 
executes dangerous challengers, and forces many to flee the planet. As the 
Dark Times near their end, Navik consolidates his power, proclaims himself 
Grand Protector, moves the capital from cosmopolitan Equator City to 
Navik’s clan stronghold at Iskaayuma, and forges ties with the Black Sun 
crime syndicate to solidify his hold over Rodia. 

Equator City—known for attracting tourists to its balmy climate, 
tropical beaches, restaurants, pleasure halls, casinos, amphitheaters, and 
hotels—experiences a temporary decline during the Dark Times, brought on 


by Navik’s brutal rise to power. Over time the cosmopolitan visitors trickle 
away, discouraged by the frequent assassinations, violent mobs, exploding 
speeders, and other incidents brought on by Navik's vendetta against his 
‘enemies. Only those accustomed to surviving in such adverse conditions—a 
society of criminals, arms dealers, smugglers, and con artists—remain to take 
advantage of the chaotic situation. 

The Empire keeps its distance from Rodia during these hostilities. A 
few Imperial envoys establish a consulate in Equator City, more to monitor 
developments on the planet than to interfere with its bloodthirsty politics. 
Those Rodians who flee the civil strife establish enclaves elsewhere in the 
galaxy, but the Empire actively supports several bounty hunters and mer- 
cenary units prone to act on its behalf hunting down criminals, uncovering 
and destroying resistance cells, and fighting small brushfire wars against 
those who oppose Imperial policies. 


EXPANDING WORLDS 

Finding and developing several principal locations is the key for a Game~ 
master who wants to expand a planetary description of a few paragraphs 
into a viable and intriguing campaign setting. The information presented 
in this chapter provides an overall picture, but the Gamemaster must 
create specific settings on a planet to provide resources and objectives 
‘for the heroes, 

‘Consider where the action in an adventure can take place, The 
heroes need several kinds of practical locations for both support and 
motivation. 

- Objectives: Create definite targets for the heroes. On most worlds, 
‘these might consist of Imperial garrisons, administrative centers, prisons, 
the governor's estate, and other facilities established by the Empire to 
pursue its oppressive policies, Corporate offices, factory complexes, 
and industrial areas supporting the Imperial war effort also make good 
objectives. 

Resources: The heroes need locations that can provide them with 
resources. A starport or transportation hub could offer the means to 
travel between operational areas or bases. An urban center could con: 
tain a market plaza where they might find supplies and allies willing to 
covertly support their activities. Specific locales in a city~a residential 
neighborhood, an industrial sector, an alien enclave, (he starpert, an 
entertainment district, or a commercial zone~could be the locations 
of specific businesses and other establishments in which action could 
take place, 

Base Areas: Make sure to include a few areas where heroes could 
establish concealed facilities with a variety Of profiles Lo support thelr 
operations. Industrial wastelands, large expanses of wilderness, aban: 
doned factories, and even infrastructure levels beneath 9 city all offer 
good places in which to set up safe bases. 


SALLICHE 

Upon announcing his New Order, Palpatine immediately sent Imperial forces 
to Salliche to ensure that its abundant crops and efficient harvesting corpora- 
tion continue to support nearby Core Worlds and his growing war machine. 
Sprawling urban hubs contain crop collection, processing, and warehouse 
facilities, starport operations, and neighborhoods for laborers. These vast 
cities rise from seemingly endless plains where hovering ag platforms plant, 
tend, and harvest crops. Pockets of untamed wilderness and mountains offer 
refuges for tourists and the planet's elite. The planet's proximity to other 
Core Worlds, its ready access to easy space travel, and a worker population 
prone to discontent and strikes make it a hotbed for potential subversive 
activity against the new galactic government, 

The Salliche Agricultural Corporation fully cooperates with the Empire, 
putting its own security forces at the disposal of Imperial military and ISB 
officers. Imperial forces establish a garrison in the capital, Netassa, with 
fortified outposts at key commercial and transportation facilities. The Empire 
and the Salliche Ag Corp push the local workers to their limit in providing 
greater crop yields and production, limiting personal freedoms and abusing 
individual rights, The ISB organizes aggressive undercover purges to eliminate 
potential malcontents and future political troublemakers from the general 
population of disgruntled ag laborers; the resulting mass arrests necessitate 
a recruitment campaign to lure beleaguered workers from other systems 
to labor in Salliche's agricultural industries. During this time, Moff Gegren 
Throsen manipulates the planet's corporate and legislative bodies to inflict 
his own will and that of the Emperor. 

During the later years of the Dark Times, the planetary parliament elects 
Selnia Harbright to the Imperial Senate, primarily to remove the idealistic 
young noblewoman from Salliche’s corporate and legislative hierarchy, get 
her off the planet, and place her in a relatively ineffective position in galactic 
politics. Little do they suspect that she secretly uses her aristocratic influ- 
ence to undermine Imperial military power on her homeworld and rid it of 
corporate and military tyranny. 


SuLtustT 

The end of the Clone Wars and the emergence of the Empire brings about a 
subtle change on Sullust. Although the SoroSuub Corporation maintained a 
great degree of control over the planet and the everyday lives of its citizens, 
it now governs the entire system and throws its industrial weight behind the 
Imperial war machine. Corporate Proclamation 137d dissolved the political 
‘Sullustan Council in favor of complete company rule allied with its principal 
client, the Empire. 

Few Sullustans noticed any immediate change. Life under the SoroSuub 
Corporation continued as usual, though production quotas steadily rose, 
work conditions deteriorated, and personal liberties slowly disappeared. The 
Sullustan people continued placing their trust in their corporate government, 
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since it maintains 
the strict sense of 
order necessary for 
their society, pro- 
tects their world 
from comprehensive 
Imperial occupation, 
and insulates it from 
the alien persecution 
that the New Order 
promotes. Soro- 
Suub demonstrates 
such devotion to 
a strict military 
sense of order that 
the Empire largely 
leaves the corpo- 
ration to its own 
devices, An Imperial 
garrison and admin- 
istrative complex 
‘on the moon Sulon 
takes care of most 
business, while a 
consulate on Sul- 
lust directly deals 
with corporate offices. So long as the system's industrial power continues 
to support Imperial military might, Palpatine allows SoroSuub to run Sullust 
as it pleases. 

The Empire restricts visitors to Sullust, allowing only Imperial-allied busi- 
ness travelers to visit the moon of Solon. The administrative complex contains 
not only quarters for the Imperial bureaucracy, but offices for delegations 
from many galactic corporations that deal with SoroSuub in sustaining the 
Imperial war effort. Imperial agents also monitor the flow of raw materials 
and finished goods to ensure that nothing goes to support the burgeoning 
fesistance groups that are emerging throughout the galaxy. 

As the Dark Times progress, more Sullustans chafe against corporate and 
Imperial interference in their lives. They voice their dissatisfaction through 
acts of civil disobedience. SoroSuub responds by offering empty promises 
and superficial policy changes to placate the masses; these strategies allow 
the company to keep Imperial interests at bay. SoroSuub maintains such tight 
control over the populace that no effective militant resistance develops on 
Sullust until the Galactic Civil War breaks out. 


suLLUST 


TATOOINE 

This desert planet in the remote backwater of the Outer Rim all but disap~ 
pears into relative obscurity after the Clone Wars. The Hutts still retain 
their control over the planet—with the infamous Jabba eventually gaining 
prominence—while paying token respect to the Empire. Eventually the 
Podracer action dries up and the racing circuit leaves to find a better venue, 
but Jabba the Hutt continues using the world as a quiet place from which 
to conduct his criminal activities. The Mos Eisley starport becomes a hub. 
of smuggling and vice. 

The Empire takes such little notice of Tatooine that it all but forgets about 
the small garrison it established in Mos Eisley. The planet is so obscure that 
it rates only an Imperial prefect as the chief administrator, a move possibly 
made in deference to the Hutts to avoid challenging their authority and 
causing problems with relations between the Hutts and the Empire else- 
where. The stormtroopers and the prefect care little about the crime running 
rampant in the starport and across Tatooine; they try making the most of 
their miserable situation. 

Tatooine’s isolated location, the absence of Imperial Navy patrols, and its 
minuscule garrison make Tatooine an ideal haven for smugglers and other 
galactic criminals. Jabba's organization keeps tabs on many, takes a cut of the 
profits when it can, and generally ensures that the local garrison doesn't hear 
about anything that has potentially political consequences. Although some 
resistance cells visit the planet to make deals with criminal elements, Jabba 
discourages any of them from establishing a permanent presence on Tatooine, 
lest they draw Imperial attention to this sordid corner of the galaxy. 

Few suspect that the planet's dangerous Jundland Wastes shelter one of 
the last Jedi Knights who managed to escape Order 66 and Darth Vader's 
systematic purge of the Jedi. 


THYFERRA 
Even before the Dark Times, a Human minority dominated the bacta industry 
on the Inner Rim planet of Thyferra, relying on the insectoid Vratix majority 
to harvest, transport, and brew the alazhi plant with the chemical compound 
kavam to produce the highly effective healing emulsion, After a brief period 
when the Vratix regained some control over the bacta market, the Human 
colonists consolidated their corporate operations into two companies, Zaltin 
and Xucphra, which Palpatine approaches shortly after declaring the New 
Order and favors with exclusive contracts to provide bacta to the Empire. 
Both corporations increase activity and heighten pressure on the Vratix work- 
ers to produce more bacta for export to a growing and lucrative market. 
The Human corporate colonists on Thyferra reap the benefits while 
keeping the rural harvesting clans and the urban factory workers in a state 
of near slavery. The two main urban centers, Xucphra City and the capital, 
Xozhixi, become corporate and industrial strongholds for the aristocratic 
Human administrators. Vratix in both places labor in oppressed servitude 


so their Human masters can profit from fulfilling the Empire's ever-growing 
need for bacta, In the vast rain forests, more primitive Vratix clans harvest 
‘the components necessary for bacta production, often under the direction of 
company expeditionary units and always under threat of military retaliation 
from the corporate security forces if they fall below quota. 

Resentment among the Vratix was already developing before the Bacta 
Cartels made their deal with the Empire; the subsequent abuses, increased 
demands, and often brutal treatment at the hands of their corporate mas- 
ters encouraged a rebellious streak among the species’ more innovative 
thinkers, Several small and fragmented insurgent groups form, with those 
of the urban workers and tribal harvesters having little contact. The most 
radical and wide-reaching of these—one that manages to unite Vratix across 
the planet—is the Ashern, or “Black Claw,” a terrorist sect with an extreme 
anti-Human prejudice. It carries out a few significant raids against corporate 
forces and facilities, but also brings down upon the general Vratix population 
severe retribution from its masters. 

Despite corporate and sometimes Imperial Navy blockades, members 
of other resistance cells from the Inner Rim manage to reach Thyferra and 
attempt to encourage insurgent activities there. The Vratix resist most such 
efforts that are coordinated by Humans, though a few initiated by alien resis~ 
tance groups have some success. A few insurgent cells find the world’s dense 
rain forests to be ideal for concealing secret installations from which they 
coordinate operations on other nearby Inner Rim systems and stage sorties 
against Bacta Cartel facilities on Thyferra independent of Vratix efforts. 


SHADOWPORTS 

The term shadowport refers to a general class of starport facility that 
is concealed from the general public and the authorities. In most cases, 
shadowports serve the interests of fringers—smugglers, bounty hunters, 
and members of criminal organizations—but they might also provide covert 
docking facilities for secret government and corporate agencies, alien 
enclaves hiding from persecution, military and intelligence operations, and 
underground resistance groups. 

Shadowports range in profile, size, and amenities depending on their 
location and the resources available to those who establish, support, and use 
them. Some serve as docking facilities for small-scale secret installations, 
though their operations usually rely on having starships readily at hand 

Different organizations establish shadowports for their exclusive, covert 
use. Discussed below are several groups that might emplay concealed port 
facilities for their own clandestine purposes, 


CRIMINAL ORGANIZATIONS 

Those who operate on the wrong side of the law frequently need safe 
locations where they can hide from pursuers, repair vessels damaged in 
confrontations, resupply, conceal contraband, and plan their next move. 
Smugglers, bounty hunters, gun runners, enforcers, and anyone else who 
engages in illegal activities and uses a starship often keep several locations 
in mind where they might flee if they encounter trouble, Crime syndicates 
that stick to a limited territory often maintain shadowport facilities in each 
system where they operate, giving their spacefaring personnel some degree 
of security when they travel. Some criminal shadowports are simple hiding 
places where one can quickly land, conceal a ship, effect basic repairs, and 
find minimal supplies. A few serve as more extensive installations dedicated 
to criminal activities: warehouses, factories producing illicit goods, armories, 
and safe houses for extended yet secure visits. 


ALIEN ENCLAVES 

With the Empire persecuting many alien species, especially small groups 
settled on primarily Human worlds, many aliens flee to secret enclaves, These 
hidden communities sometimes operate shadowports to enable clandestine 
starship traffic to support the enclave. These underground settlements 
depend on discreet space travel to allow refugees and supplies to enter the 
enclave and emissaries to make contact with other fleeing aliens and potential 
allies who might aid their cause. Such persecuted groups might willi 
friendly resistance groups and give them access to shadowport faci 
‘exchange for their help in evading Imperial persecution. 


MILITARY AND INTELLIGENCE 
Groves 

Planetary and Imperial military and intelligence organizations often have 
secret installations that are served by shadowports to conceal those instal- 
lations from both the public and their opponents. Some of these shadowports 
are packed with powerful communications and sensors equipment to serve 
as listening posts. Others provide transport needs for experimental testing 
ranges, laboratories working on unethical technologies, operation Jaunch 
points, clandestine training facilities, and secret armories. 


RESISTANCE GROUPS 

Only the most well-funded and secretive resistance organizations can main- 
tain shadowports that have anything more than the bare minimum facilities. 
Most freedom fighters settle for a landing port large enough fora single vessel 
that has a few alcoves for storing cached equipment, supplies, and spare 
parts. They outfit a remote cave or rugged canyon with basic gear, or clear an 
abandoned docking bay at the edge of a busy industrial region. Some resisters 
establish shadowports in functioning portions of real starports under cover of 
a front corporation, hiding in plain sight amid the bustling traffic. 
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FACILITIES 

Shadowports have various facilities depending on how and where one was 
constructed, what group established it, and who helps maintain it. They differ 
widely, each possessing a different profile and offering services of varying 
quality. Such features range from the bare essentials to complete starport 
facilities, Here are some basic components found in shadowports, presented 
in order from most common to most exceptional. 


LANDING BAY 

Like most any landing facility, a shadowport offers somewhere to land and 
shelter a starship. At the very least, a landing zone might consist of an open 
clearing or a crater, with camouflage netting hidden nearby to conceal 
the vessel. Most shadowports offer more permanent docking bays with a 
retractable roof or an adjacent hangar bay to conceal a ship from aerial 
surveillance. Ports operating in space provide some means for connecting 
toa pressurized environment, usually a magnetically sealed field over the 
entrance or airlock gantries, Given their clandestine nature, shadowports 
don't usually offer docking facilities for capital ships; assume that anything 
from a starfighter to a medium freighter can adequately dock and shelter 
at a shadowport, 


REPAIR Bay 

Since most shadowports function as havens where spacers can find refuge 
from their adversaries in emergencies, they often provide some means to 
effect starship repairs. The simplest of ports might offer only a simple corner 
stocked with old parts, while the most complete facilities could include a 
full-service maintenance hangar and a storage bay packed with brand-new 
components. Many shadowports manage with just an alcove for heavy repair 
equipment, a few crates of spare parts, and a mostly complete set of tools 
and work gear. 


QUARTERS 

A shadowport isn’t simply a haven for a ship; it also offers a sanctuary and 
amenities for crew and support personnel. Crews of larger vessels often use 
their own craft's facilities, though it’s always good to get out of the ship for 
a change of scenery, even if that consists of a run-down shadowport. At the 
very least, basic living spaces include a few bunks, a fresher, and a makeshift 
galley. More elaborate ports include personal cabins or suites, kitchens with 
ample food stores, conference rooms, and comfortable lounges. Those that 
function as secret facilities for more established organizations might also 
provide offices, research laboratories, and medical suites. 


COMMAND CENTER 

In the most basic shadowports, individual starships use their own comm- 
scan equipment to monitor nearby traffic and communicate with incoming 
and outbound ships as they normally would during flight operations. More 
sophisticated facilities have a dedicated control panel or even a small room 
with communications and sensor instruments, This equipment might consist 
of a comm-scan console and a command chair (sometimes salvaged from a 
similar facility aboard a starship) mounted in a landing bay corner. A well- 
maintained shadowport sets aside a control room to house such gear and 
the necessary power source. These facilities require comm-scan instruments 
on the surface (in concealed domes, pods, dishes, or antennae) for accurate 
and clear readings. 


OTHER FEATURES 

Depending on a shadawport's operational profile and the resources of those 
maintaining it, a facility might offer some additional installations intended 
to ensure the concealment and protection of the port or increase its useful- 
ness to visitors. These features could include added dampening or shielding 
around the base’s power source, concealed defense weapons and shields, or 
extraordinary amenities such as armories, hospitals, and factories. 


NOTABLE 
SHADOWPORTS 


During the Dark Times, several shadowports arise or continue operations 
despite the ascendancy of the New Order. The Empire's sprawling tyranny 
forces more people to rely on shadowports to continue operations, especially 
in places where those people contravene the law or directly undermine 
Imperial power. 

Whether the heroes know of a shadowport's existence depends on 
their past experiences, connections, and general familiarity with the group 
that operates such a facility. Gaining this information usually requires a 
Knowledge (galactic lore) check of at least DC 25 on a hero's part, and 
some plausible explanation of how the heroes might have come across such 
sensitive information. 


BOTHAN SPACE 

The Bothan spynet maintains several shadowports supporting its espionage 
operations throughout Bothan Space. Most serve as safe houses and listen- 
ing posts, but a few are used as staging bases for intelligence operations. 
Although the Bothans keep these sites closely guarded secrets, ISB agents 
suspect most of their locations; however, since the Empire covertly ben~ 
efits from the Bothan spynet activities, it allows the network to continue 
operating. 


ERIADU BEACON BASE 

The resistance on Eriadu maintains a large shadowport on that planet that 
helps freedom fighters support underground organizations throughout the 
Seswenna sector. Beacon Base sits partially underground beneath an aban- 
doned repulsorlift engine assembly factory at the edge of Phelar Port, nestled 
next to Eriadu Manufacturing's main facilities (and far enough away from 
the Eriadu Planetary Security Launchport complex to evade notice). 


ITAN!I NEBULA BASE 

Shortly after Palpatine declares the New Order, the Empire establishes a 
research base deep within the remote Itani Nebula. The base also serves as 
a shadowport from which special operations personnel engage in sorties 
against targets to field-test new technology. The nebula’s natural proper- 
ties shield the base from detection and possibly contribute to the scientific 
studies conducted there. Itani Base and the special operations units stationed 
there steadily grow throughout the Dark Times. 


KOTHLIS SHADOWPORT 

One of the three moons orbiting the Bothan colony of Kothlis hosts a shad- 
owport that serves smugglers, pirates, and others operating on the fringe 
of galactic society. The Bothan military used the moon of Kothlis as an ord~ 
nance testing ground until the end of the Clone Wars, then abandoned the 
scarred landscape in the disarmament that followed. Craters left from past 
exercises serve as docking bays, connected to each other and a central hub 
by subterranean tunnels. Although the facilities seem austere, the shadow- 
port features basic living quarters, a cozy command center, a well-stocked 
bar, and a storage bay filled with salvaged spare parts. The Bothan spynet 
remains aware of most traffic passing through the shadowport and employs 
this intelligence in its own operations when necessary, 


PORT HAVEN 

During the Dark Times, several smugglers stumble onto a remote system 
off one of the main Outer Rim hyperlanes. Tropical ocean and jungles cover 
the lush planet, which provides a rustic yet effective sanctuary for a small 
network of fringers who cautiously share this world’s location. Most spac 
ers land on the beach near the site of a failed colony, where they salvage 
materials to construct a few crude dwellings. The Port Haven shadowport 
offers few amenities, but it provides a secure location far from Imperial eyes 
where fringers can fie low for a time. 


ESTABLISHING A BASE 
Unlike in the Rebellion Era, a ready-made support organization like the Rebel 
Alliance is not available to heroes during the Dark Times. A galaxy-spanning 
network of organized resistance fighters isn't watching their backs, and 
they have no system of associated secret bases to which they can flee for 
sanctuary, repair, recuperation, and resupply. They have only those resources 
at their own disposal and whatever support structures they can establish 
and maintain themselves. 

Heroes in the Dark Times are on their own. Whether operating covertly 
while maintaining covers in everyday society oracting as underground free- 
dom fighters on the run, they need secret bases for a variety of purposes: 
safe houses, secure medical and recovery facilities, observation posts, staging 
areas, supply dumps, vehicle hangars, and headquarters. They must scout 
out, prepare, and operate these facilities without attracting the attention 
of law-abiding citizens, the Imperial military, and the numerous agencies 
actively eradicating dissidents. 

Abase's location should combine secrecy with accessibility and function. 
Itshould remain concealed from prying eyes at every stage, from site scouting 
and construction to operation and maintenance. Members of the resistance 
should have relatively easy access to it in spite of its location or defenses, 
including handy transportation if required. The base should be positioned to 
fulfill particular operational parameters and support resistance activities. 

Scouting out a base location could take various forms and might even 
form the basis for an adventure or two within the campaign. The heroes might 
reconnoiter a site themselves under the pretense of some legitimate activity: 
hiking for pleasure, surveying fora mining corporation, undertaking a salvage 
mission for a scrap collector. This reconnaissance must also include planning 
for the construction and outfitting of a base, maintaining its secrecy without 
arousing notice from the authorities or suspicious civilians. 

Bases vary in size, location, and features depending on their intended role 
in resistance operations. Heroes should have a definite plan for an installation 
when they scout out a suitable location, though that might change depending 
on what they find. One can't really use a one-room hiding place as a hangar 
facility, just as a huge warehouse wouldn't make sense as a location for a 
discreet observation post. 
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In the time since the establishment of the Empire, much has changed. From 
the superficial to the symbolic to hard reality, the Empire has replaced the 
Republic in every major aspect of society. Even the name of the galactic 
capital has been changed, from Coruscant to Imperial Center. Day by day, 
Imperial power grows. The Empire replaces old bureaucracies with new ones. 
The Imperial military machine expands exponentially. Republic symbols are 
destroyed or replaced with Imperial equivalents. 


THE IMPERIAL 
GOVERNMENT 


Emperor Palpatine has replaced or revamped nearly every part of the Republic 
government, creating his new Galactic Empire in the image he desires, The 
Emperor retains complete control over all Imperial functions and military 
forces. He is the Empire, and the Empire is his. Few dare to openly oppose 
him. Everyone understands that the Emperor's word is essentially law. Cur- 
rently, he is feared more than he is respected. However, as time passes and 
more supporters of the New Order come forward or are indoctrinated, more 
of his underlings truly respect him 

The Emperor leads a double life, even now, Emperor Palpatine is the public 
face he uses to maintain control of the Empire. He appears to be genuinely 
worried about the state of the Empire. He rails against corruption. He pro- 
motes peace and security. He negotiates, however forcefully, with Imperial 
Senators on critical matters of state and social law. He maintains control by 
standing firm, unafraid to use heavy-handed tactics. He legitimizes his most 
outrageous moves by manipulating the Imperial Senate to support him or by 
restricting reports of anything that threatens his person or position. 

His Darth Sidious persona remains out of public view. Almost no one 
outside his inner circle and selected underlings know him as anything 
other than Palpatine. As always, the Sith Lord works from the shadows. As 
Emperor, Sidious now has great latitude to pursue his own dark projects, plus 
the power and security to keep them hidden, Unbeknownst to the galaxy 
at large, Sidious has begun to expand the reach of the dark side. Many of 
his inner circle are trained in aspects of the dark side of the Force. Secret 
prophets, the Emperor's Hands and Inquisitors, are known to some, but they 
are only the beginning, On the planet Byss, in the Deep Core, Sidious has 
established a secret training facility to attract those who are dedicated to 
the dark side. Though it might take decades, he plans that they will some 
day become integral to Imperial power and leadership. 
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Even though the Emperor has his own vision of the galaxy’s future, he 
remains open to new and effective ideas that support his goals. As such, 
Grand Moff Wilhuff Tarkin's doctrine of fear (which will become known as 
the Tarkin Doctrine) received much interest, and the recently promoted Grand 
Moffis the brightest star within the new government. Many of Tarkin’s i 
are now beginning to be fully implemented. 


USING THE TARKIN DOCTRINE 
Although they have taken a few years to fully implement, the ideas 
proposed by Governor Tarkin are central to Imperial rule. Within the 
Imperial leadership, they are coming to be known as the Tarkin Doctrine, 
which is summarized below. 


* Form oversectors out of multiple sectars that show signs of rebel- 
lion or chronic unrest. Military forces assigned to these oversectors 
can respond rapidly to any threat, thereby eliminating such threats 
while they are still small. 

© Grant command of an oversector to a single individual who answers 
directly to the Emperor, in order to bypass delays and neutralize 
political opportunism. 

* Use the HoloNet transceivers on Imperial command ships and the 
Imperial Center to take advantage of the HoloNet’s unrivaled speed 
in communications. 

* Rule through the fear of force, rather than through force itself. 
Generate the impression that the Empire can call upon such over- 
whelming force that resistance is futile, Demonstrations of such 
force are key to this idea. 

* Use size to intimidate, Citizens are intimidated by Star Destroyers 
primarily because of their size and perceived firepower. Most ships 
do not dare to stand against them. A much larger vessel with a 
weapon of vast power could equally intimidate entire star systems. 


The Gamemaster can use the Tarkin Doctrine in a campaign in several 
ways. At the simplest level, using a Star Destroyer to intimidate the char- 
acters is a prime display of the Tarkin Doctrine. Imperial opponents who 
threaten with great force are another example. If the characters have 
access to large ships or become engaged in large-scale fleet battles, they 
might see the results of HoloNet communications firsthand as massive 
Imperial reinforcements arrive. Characters might see the oversectors 
come into existence, especially if they participate in a successful group 
of resistance fighters in the Outer Rim. 


THE IMPERIAL SENATE 

After the declaration of the Empire, the Galactic Senate ceased to exist and 
was immediately replaced by its Imperial successor. For now, the Emperor 
needs the Senate to retain control of the galaxy. The Senate gives dissenters 
a place to air their grievances, and the Emperor knows that such a forum 
must be allowed to exist, or he will face greater threats. He is quite willing 
to give the impression that he values the Senate's opinions, if it will help 
him retain power. 

The Imperial Senate is not yet completely powerless. At this stage, many 
Senators still believe that they are a vital element of Imperial rule. Dissent- 
ers still hope to use the Senate to regain lost rights and otherwise reform 
the government. Even if they have limited influence over the Emperor, they 
still command a great deal of respect from other government officials and 
the galaxy at large. 

Senators also meet and negotiate on local issues outside of direct Imperial 
control. The Senate js still a public forum that reaches much of the galaxy. 
When the Senate is unable to counter the Emperor directly, dissenting Sena~ 
tors might still get their point of view heard and out to the masses, The most 
daring Senators even discuss how to retake the galaxy, but they are few, 
and such talks are extremely secret. The Emperor's spies are everywhere, 
even among the ranks of the Senators. Ultimately, if something happens to 
the Emperor, the Senate believes it would naturally provide the forum to 
establish a new government. 


PLANETARY AND SECTOR 
GOVERNMENT 

One of the Emperor's first major changes to government structure was the 
creation of Imperial governors, otherwise known as Moffs. In the earliest days 
of the New Order, a Moff oversees a territory of several sectors, as dictated 
by military and political needs. However, as Imperial power solidifies, the 
number of Moffs grows, and many foresee the day when each sector will 
be assigned its own Moff. The title of Grand Moff has recently been cre- 
ated, with more such officials expected to be appointed as the concept of 
aversectors comes into wider use. 

Moffs exist in parallel with the Imperial Senators. As Imperial governors, 
the Moffs report directly to Emperor Palpatine. Although they might need 
to negotiate with Senators for political reasons, individual Senators have 
no authority over them. Imperial governors are responsible for security 
and have direct contro} over all Imperial military forces in their territory. 
They also expand and protect the ideals of the New Order under the guise 
of “protecting” those who reject “alien” cultures in favor of a completely 
Human culture and government. 

A few corporate-governed sectors are now under direct Imperial control. 
In many cases, an interstellar corporation was either nationalized outright 
for "security reasons,” or was a former member of the Separatist movement. 


All holdings of the Trade Federation and other major supporters of the 
Confederacy of Independent Systems have been transferred to Imperial 
control or to Imperial corporate supporters, such as Sienar Systems. Such 
moves bring greatly needed materials and resources directly to the Imperial 
war machine. 

At this stage, the vast majority of planets retain their own governments, 
much as they have for centuries. On some select and troublesome worlds, 
‘the Emperor's advisors install planetary governors to bring these planets 
in line with Imperial edicts. Most of these are non-Human worlds, such as 
Kashyyyk, and the governors have virtual free rein to keep these planets 
under control, There are relatively few planetary governors, although it is 
troublesome to some that once one is installed, he or she appears to become 
a permanent fixture. In principle, the Emperor prefers to keep out of local 
politics, especially where the citizens already support the New Order, He 
prefers to use fear and force to keep local governments under control, In 
reality, Palpatine is quite willing to step in when it suits his plans, though 
he might use intermediaries openly or covertly as needed. 


AGENTS OF IMPERIAL 
RULE 


With Imperial governance has come a vast array of public and secret orga- 
nizations designed to help maintain order at every level of society. Some 
of these organizations are extremely specialized, suited to a specific role. 
Generally speaking, the more specialized a group's role, the fewer members 
and the more secret the group. 


COMPNOR 

Of all the new Imperial organizations, none is more accessible to the average 
galactic citizen than the Commission for the Preservation of the New Order. 
It might seem ironic that COMPNOR is the successor to the Commission for 
the Preservation of the Republic (COMPOR), a volunteer corps committed 
to supporting the Chancellor and the war. However, COMPOR was more 
dedicated to Palpatine than to the Republic. Using this natural base of sup~ 
porters, COMPNOR was poised to provide a growing number of loyal Imperial 
supporters and activists. 

Anyone can join COMPNOR, though the overwhelming majority of mem 
bers are Human. At the most basic level, COMPNOR works as a grass-roots 
effort on Imperial-friendly worlds, where any citizen can actively promote 
and participate in the Empire's greater goals. However, COMPNOR is more 
than just a political action body or a social club. It actively promotes the 
ethics and ideals of the New Order to all, starting with the youngest. It is an 
integral part of Imperial society. 

COMPNOR is ruled by the Select Committee. In the first years of the 
Empire, the committee's ranks swelled to around twenty-five thousand 


members. The Emperor recently took an active role in COMPNOR's 
development and “recommended” some changes. As such, the Select 
Committee's membership numbers have rapidly declined. The Committee 
does not comment.on the extent of the reduction or the extent of the 
Emperor's involvement with the daily operations of COMPNOR, 

COMPNOR is divided into several divisions. SAGroup (the Sub Adult Group) 
is by far the largest and most active in recruiting and indoctrinating the young 
people of the galaxy into the ways of the New Order, The Coalition for Prog- 
ress started as a minor division overseeing the cultural adoption of the New 
Order within all sectors. Although it is relatively small, its power is growing 
as its information network expands throughout the Empire. The Coalition for 
Improvements was recently broken out of the Coalition for Progress to take 
a more direct role in improving a sector's technical and social infrastructure 
to conform to the New Order. The final two divisions are CompForce and the 
Imperial Security Bureau, described in detail below. 


CompForce 

CompForce is the military arm of COMPNOR. It is filled with New Order loy- 
alists selected from other divisions. CompForce's near-fanatical dedication 
to the ideals of the New Order often brings it into conflict with the regular 
Imperial military. Not only does CompForce receive priority in terms of equip- 
ment and training, its members function as political spies when operating 
with the regular military. As a fighting group, CompForce members are loyal 
and fearsome. Their rigorously lethal training means that the best, or more 
often the luckiest, become active soldiers. As such, most CompForce units 
are dangerous combatants, and a few of the best are becoming elite units. 


Imperial Security Bureau 

The Emperor's advisors created the Imperial Security Bureau (ISB) as.a direct 
competitor to Imperial Intelligence. The ISB is staffed with New Order loyal- 
ists, a situation that results in less objective, though dedicated and enthusi- 
astic, information gathering. The ISB performs a combination of secret police 
and intelligence duties. Its agents are equally at ease operating in public or 
clandestinely and are not afraid to identify themselves when necessary, ISB 
agents are perceived to be everywhere. 

The ISB operates from an enormous central office on Imperial Center. It 
actively competes with Imperial Intelligence to gather the best data, albeit 
with a loyalist slant. It has offices and officers scattered throughout the 
galaxy and can be found on every major world. In the three short years of 
the New Order, ISB has become a well-known and feared commodity. 


IMPERIAL INTELLIGENCE 

In the last days of the Republic, the central government's four primary and 
competing intelligence services secretly banded together to form a single 
organization to eliminate corruption and abuse of intelligence by manipulative 
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‘Senators. The new leadership revealed itself upon the announcement of the 
Empire, much to the chagrin of Senators and Emperor's advisors who had 
bribed the old services to produce the information they wanted. They are 
led by a mysterious group called the Ubigtorate. The public head of Imperial 
Intelligence is currently Armand Isard. 

Imperial Intelligence members are highly professional and well trained. 
Although loyal to the New Order, they are not fanatically dedicated to itas their 
{SB counterparts are. Imperial Intelligence reports to the Emperor, as well as to 
the Imperial military, which regards its service as less politically motivated and 
far more objective. The four divisions of Imperial Intelligence are Internal Orga- 
nization, the Analysis Bureau, the Bureau of Operations, and Intelligence. 

Unlike the ISB, Imperial Intelligence is highly decentralized, with offices and 
assets scattered throughout the galaxy. Although the secretive Ubiqtorate is 
believed to reside on Imperial Center, the intelligence service relies on a vast, 
interstellar communications network called Sector Plexus for its operations 
and reporting. This highly redundant and complex network uses a combination 
of hyperspace-capable message droids and short-range broadcasts to relay 
messages across the galaxy, but has no access to the HoloNet. 

Imperial Intelligence only collects and analyzes data and information. Any 
action resulting from its data is taken by other Imperial agencies, usually the 
Imperial military, Moffs, and planetary governors. If needed, it also passes 
information on to specific planetary governments. 


Imperial Inquisitors 

Imperial Inquisitors are the latest, secret addition to Imperial Intelligence. 
At the request of the Emperor, a special division has been created called the 
Inquisitorius, which specializes in scouring the galaxy for Force-users of all 
types and eliminating them, Led by a Grand Inquisitor, these dark side Force- 
users seek out surviving Jedi, adepts, primitive shamans, and all students of 
the Force who are not aligned with the Emperor. 

The Inquisitors are ruthless and effective even when not using the dark 
side. Rumors of their methods and existence are slowly spreading throughout 
the intelligence services, making them among the most feared operatives. 
The Inquisitors work best through interrogation and investigation, with and 
without the Force. Few can withstand an Inquisitor’s interrogation session, 

Some Inquisitors learn significant lightsaber skills, but most do not have 
the formal training of a Sith or a Jedi. Many Inquisitors learn only basic or 
specialized Force powers best suited for interrogation. If they happen upon 
a Jedi or some other Force-user of significant skill, they might pass the word 
to Darth Vader that the matter requires his special attention. 


THE EMPEROR'S HANDS 

Though it is unknown exactly when Emperor Palpatine began employing 
talented dark side Force-users as his exclusive Emperor's Hands, it is likely 
they began their service in the earliest years of the New Order. The Emperor 


USING COMPFORCE, THE ISB, - 
AND IMPERIAL INTELLIGENCE 
CompForce makes a good military opponent for characters who are” 
actively fighting against COMPNOR activities and the Select Committee. : 
Resistance fighters might oppose COMPNOR attempts to expand the 
reach of the New Order on their homeworlds. CompForce units might — 
also be deployed instead of stormtroopers in situations when the Emperor 
needs a show of loyal citizen support, rather the perceived mindless. 
dedication of cloned troops grown and trained for the task. 

Ina Force Unleashed campaign, ISB agents are central opponents of 
underground anti-Imperial efforts and resistance units. ISB agents make 
‘effective antagonists and recurring enemies, Small anti-Imperial groups — 
or individuals could draw the attention of a single operative hoping to. 
score a big catch; large groups might attract entire ISB task forces or 
investigation teams created for the sole purpose of shutting them down. 
If significant firepower is required, ISB probably calls, inregular Imperial 
military units or stormtroopers rather than relying on CompForce. 

Imperial Intelligence might become involved in or aware of any 
operation the ISB is pursuing. However, itis far more likely to investigate 
larger-scale or significant military threats to Imperial assets and per 
sonnel, Additionally, some Imperial Intelligence is cleared for use in the 
Imperial Senate and other governmental organizations. At times, Imperial 
‘Senators might obtain or request specific information, particularly about 
their own planets or sectors, but the Emperor's advisors filter and censor 
such reports before delivery and without notice, 


had long understood the need for operatives who worked for and answered 
only to him. His Sith apprentice fulfilled such a role in the past, but once 
Darth Vader became a public figure, the Emperor turned to less skilled, but 
strikingly loyal, individuals, Called the Emperor's Hands, each believes that he 
or she is the only one who receives such special attention and Force training 
from the leader of the galaxy. 

Emperor's Hands carry out the Emperor's most sensitive and secret 
missions anywhere in the galaxy. They have extremely high security clear 
ances. They can call upon any Imperial reinforcements as required, and 
they have special codes that provoke an immediate response from any 
high-ranking military commander or political officer. They almost never 
reveal their true position, except to ranking officials when required to 
complete 'a mission. 

Each Emperor's Hand is trained in the dark side of the Force, and the 
Emperor has tailored each to use his or her unique skills to the utmost. He care- 
fully controls their training and learning, lest they become a threat to him. 


THE DEATH STAR 

The Death Star is the ultimate power in the galaxy... or it will be, once it is 
completed. For now, it is a secret project. For many, the Death Stars little 
more than a rumor, spoken of only in hidden chambers and hushed tones. 
Most do not believe the stories. After all, even the Emperor could not hide 
a project of such scale, or so the majority believe. 

In the remote Outer Rim system of Horuz, above the planet Despayre, the 
Death Star is in the early stages of construction. It is barely a shell of its Form 
to come. Fittingly, Grand Moff Tarkin oversees the construction. His vision 
of the New Order and the new battlestation mesh perfectly. 

For now, construction continues unabated and with all due speed. Though 
the completion date is years away, the schedule is relentless. Manual labor 
is provided by slave species, particularly Wookiees. Secrecy and security are 
paramountand draconian in enforcement. Funds for the project are diverted 
from system exploration and public works budgets as well as other mundane 
sources, so as not to raise the suspicions of the Imperial Senate. Only the 
Emperor knows the true budget, scope, and nature of the project. 


USING THE DEATH STAR 
Even with decades to go before its completion, the Death Star has a lot 
of potential for use in the game. Here are a few suggestions. 

Motivator: The heroes work for an Imperial Senator who assigns them 
to check up on some unusual spending reports. Their diligent efforts 
eventually lead them to some aspect of the Death Star's construction 
by way of a myriad of Imperial departments, worlds, and eventually 
Grand Moff Tarkin’s command, The heroes then have the opportunity 
to interfere with the construction of a key element of the station, such 
as its superlaser, its power core, or its immense hyperdrive. 

Catalyst: The heroes stumble onto the Horuz construction site. 
‘Perhaps they are scouts searching the Outer Rim, or maybe they have 
‘some connection to the planet Despayre. Once they have witnessed the 
massive space station being built, the Empire will stop at nothing to keep 
the secret safe, chasing the heroes to all corners of the galaxy. Life on 
the run thrusts the heroes into one adventure after another, culminating 
with their final escape—or their untimely deaths. 

Adventuring Locale: The characters investigate the movements of 
slave species, such as the Wookiees, which eventually leads them to 
Despayre. After discovering that the slaves are being used on a construc 
tion project of immense scale, the heroes must fight to liberate those 
slaves and free them from the persecution of the Empire. While doing 
battle aboard the incomplete Death Star, the heroes face everything 
from stormtroopers to construction droids as they make their escape 
with freed slave laborers. 


All materials for the battlestation are strip-mined directly from the Horuz 
system. Security is so tight that once anyone arrives insystem, he or she is 
never allowed to leave. It is said that only Grand Moff Tarkin, Darth Vader, 
and the Emperor are allowed to come and go as they see fit. 


IMPERIAL PERSONNEL 

The general personnel available to the Empire is as vast and varied as the 
galaxy itself. Specialized troops and agents are available for every type of 
mission or situation. All answer to the Emperor, though some are more loyal 
or fanatical to the New Order than others. All of the personnel presented 
here are suitable for a dark side or Force Unleashed campaign. 


IMPERIAL MILITARY 

The standard Imperial military forces are drawn from Human recruits and 
draftees across the galaxy. Each branch of service includes many similar 
types of soldiers, pilots, and supporting roles, though each group is trained 
specifically for its branch. 


AT-AT PiILoT 

AT-AT pilots are among the best vehicle pilots the Empire has to offer. 

Although certain units, such as the famed Blizzard Force, feature elite pilots, 

the regular AT-AT pilot is formidable in his own right. They wear armored 

flight suits very similar to those of Imperial fighter pilots. 

AT-AT Pilot cL2 

Medium Human nonheroic 6 

Dark Side 1 

Init +9; Senses Perception +3 

Languages Basic 

Defenses Ref 20 (flat-footed 19), Fort 13, Will 10 

hp 15; Threshold 13, 

Speed 4 squares 

Melee unarmed +4 (1d3) 

Ranged blaster pistol +5 (3d6) or 

Ranged by weapon +5 

Base Atk +4; Grp +5 

Abilities Str 10, Dex 12, Con 10, Int 11, Wis 10, Cha 10 

Feats Armor Proficiency (light, medium, heavy), Skill Training (Initiative), 
Weapon Proficiency (heavy weapons, pistols, simple weapons) 

Skills Initiative +9, Mechanics +8, Pilot +9 

Possessions armored flight suit (+9 armor+3 equipment), comlink, blaster 
pistol 
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AT-ST PiILoT 

AT-ST pilots are normally Imperial Army pilots trained specifically to handle 
the light and agile walker in a variety of terrain and circumstances. Given 
that the AT-STs operate everywhere from the wide open plains to the con- 
gested forests of Kashyyyk, it takes specialized training to be effective in 
all conditions. Due to the confines of their cramped cockpits, AT-ST pilots 
must forgo most armor other than their helmets. 


AT-ST Pilot 

Medium Human nonheroic 6 

Dark Side 1 

Init +9; Senses Perception +8 

Languages Basic 

Defenses Ref 13 (flat-footed 12), Fort 10, Will 10 

hp 15; Threshold 10 

Speed 4 squares 

Melee unarmed +4 (143) 

Ranged blaster pistol +5 (3d6) or 

Ranged by weapon +5 

Base Atk +4; Grp +5 

Atk Options Point Blank Shot 

Abilities Str 10, Dex 12, Con 10, Int 11, Wis 10, Cha 10 

Feats Armor Proficiency (light), Point Blank Shot, Skill Training (Initiative), 
Skill Training (Perception), Weapon Proficiency (heavy weapons, 
pistols, simple weapons) 

Skills Initiative +9, Mechanics +8, Perception +8, Pilot +9 

Possessions blast vest and helmet (+2 armor), comlink, blaster pistol 
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DEATH STAR TROOPER 

During the construction of the Death Star, Grand Moff Tarkin trained a select 
fighting force specifically for the fearsome battlestation. Taken from the 
best Imperial Navy troopers, the new Death Star Troopers were multitalented 
individuals who fulfilled many combat and noncombat duties throughout the 
station. They received advanced combat and independent command train- 
ing. They are an elite fighting force loyal to the Imperial Navy and Tarkin, as 
opposed to the stormtroopers who have their own command structure and 
were loyal to the Emperor. Elite Death Star Troopers served in the command 
areas, while standard troopers were found throughout the station. Their 
distinctive uniforms became a symbol of power. 


Death Star Trooper cL2 
Medium Human nonheroic 3/soldier 1 

Force 1; Dark Side 3 

Init +3; Senses Perception +7 

Languages Basic 

Defenses Ref 14 (flat-footed 13), Fort 13, Will 11 

hp 13; Threshold 13 


Speed 6 squares 
Melee baton +3 (1d6) 
Ranged blaster pistol +5 (346) 
Base Atk +3; Grp +4 
Atk Options Point Blank Shot 


Al jes Str 11, Dex 13, Con 11, Int 10, Wis 10, Cha 10 

Talents Demolitionist 

Feats Armor Proficiency (light, medium), Point Blank Shot, Weapon Focus 
(pistols), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Mechanics +7, Perception +7 

Possessions baton, blaster pistol, comlink, utility belt, blast helmet and 
vest 


Elite Death Star Trooper CL6 

Medium Human nonheroic 3/soldier 5 

Force 1; Dark Side 3 

Init +6; Senses Perception +9 

Languages Basic 

Defenses Ref 18 (flat-footed 17), Fort 17, Will 15 

hp 35; Threshold 17 

Speed 6 squares 

Melee baton +8 (1d6+3) 

Ranged blaster pistol +10 (3d6+4) 

Base Atk +7; Grp +9 

Atk Options Careful Shot, Precise Shot, Point Blank Shot 

Abilities Str 12, Dex 14, Con 11, Int 10, Wis 10, Cha 10 

Talents Armored Defense, Demolitionist, Weapon Specialization (pistols) 

Feats Armor Proficiency (light, medium), Careful Shot, Point Blank Shot, 
Precise Shot, Skill Training (Use Computer), Weapon Focus (pistols), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Mechanics +9, Perception +9, Use Computer +9 

Possessions baton, blaster pistol, comlink, utility belt, blast helmet and 
vest 


IMPERIAL ARMY TROOPER 

Imperial Army troopers can be found stationed at garrisons and bases 
throughout the Empire. They are recruited from all Imperial systems, espe- 
cially the Core Worlds. Their training focuses on ground-based combat. 
They often operate in conjunction with stormtroopers and other military 
units on the battlefield. 


Imperial Army Trooper cL1 

Medium Human nonheroic 3 

Dark Side 1 

Init +7; Senses Perception +6 

Languages Basic 

Defenses Ref 14 (flat-footed 12), Fort 10, Will 10 

hp 8; Threshold 10 

Speed 6 squares 

Melee unarmed +3 (1d6+1) 

Ranged blaster pistol +3 (3d6) or 

Ranged blaster rifle +3 (348) or 

Ranged frag grenade +3 (4d6, 2-square burst) 

Base Atk +2; Grp +3 

Atk Options autofire (blaster rifle) 

Abilities Str 12, Dex 13, Con 11, Int 9, Wis 10, Cha 8 

Feats Armor Proficiency (light), Martial Arts |, Weapon Proficiency (heavy 
weapons, pistols, rifles, simple weapons) 

Skills Initiative +7, Perception +6 

Possessions blaster pistol, blaster rifle, blast helmet and vest (+2 armor), 
Imperial Army uniform, military comlink, credit chip 


IMPERIAL Navy TROOPER 

The basic Imperial Navy troopers are specialized in fighting aboard star- 
ships and space stations, They serve as shipboard security and fulfill other 
shipboard roles when their fighting skills are not required. 


Imperial Navy Trooper cL1 
Medium Human nonheroic 3 

Dark Side 1 

Init +2; Senses Perception +6 

Languages Basic 

Defenses Ref 13 (flat-footed 12), Fort 11, Will 10 
hp 8; Threshold 11 

‘Speed 6 squares 

Melee baton +2 (1d6) 

Ranged blaster pistol +3 (346) 

Base Atk +2; Grp +3 

Atk Options Point Blank Shot, Precise Shot 


Abilities Str 11, Dex 13, Con 11, Int 10, Wis 10, Cha 10 

Feats Armor Proficiency (light), Precise Shot, Point Blank Shot, Weapon 
Proficiency (pistols, rifles, simple weapons) 

Skills Mechanics +6, Perception +6 

Possessions baton, blaster pistol, comlink, utility belt, blast helmet and 
vest 


IMPERIAL FIELD MEDIC 

The Imperial field medic is a highly trained medical specialist, They work 
medical wonders under combat conditions. Medics can be found in every 
branch of service. Their uniforms vary, but their skills are exemplary. 


Imperial Field Medic cL5 

Medium human nonheroic 7/medic 3 

Force 1; Dark Side 1 

Init +12; Senses Perception +7 

Languages Basic, 2 others 

Defenses Ref 15 (flat-footed 13), Fort 18, Will 17 

hp 41; Threshold 18 

Speed 6 squares 

Ranged blaster pistol +9 (3d6+1) 

Base Atk +7; Grp +9 

Special Actions Extra Second Wind, Shake It Off 

ies Str 8, Dex 14, Con 12, Int 16, Wis 14, Cha 10 

Special Qualities improved first aid 

Talents Battlefield Medic, Extra First Aid 

Feats Armor Proficiency (light), Cybernetic Surgery, Extra Second Wind, 
Shake it Off, Skill Focus (Treat Injury), Surgical Expertise, Weapon 
Proficiency (pistols, simple weapons) 

Skills Endurance +11, Initiative +12, Knowledge (life sciences) +13, Treat 
Injury +17, Survival +12 

Possessions blaster pistol, Imperial medic’s uniform, comlink, datapad, 
medical kit, 5 medpacs, surgery kit, 


IMPERIAL ROYAL GUARDS 

The Imperial Royal Guard is one of the most recognizable units in the galaxy, 
thanks to their distinctive red armor and their presence at the side of the 
Emperor at all public functions. Rumors about the Emperor's most loyal 
guards outnumber the known facts. The Royal Guard is composed of an elite 
stormtrooper unit, trained well beyond the standard of any other military 
force in the Empire. Its exact numbers are unknown, but the Guard is never 
dispatched along with regular stormtrooper or military units, It is unknown 
if the Royal Guardsmen are clones, Human recruits, or both. 


Royal Guard cL10 
Medium Human nonheroic 6/soldier 6/elite trooper 2 

Force 3; Dark Side 5 

Init +17; Senses low-light vision; Perception +16 

Languages Basic 


Imperial Sovereign Protector CL 14 
Medium Human nonheroic 6/soldier 6/elite trooper 6 

Force 5; Dark Side 13 

Init +21; Senses low light vision; Perception +18 

Languages Basic 


Defenses Ref 21 (flat-footed 20), Fort 23, Will 20 
hp 75; DR 1, Threshold 23 


Defenses Ref 31 (flat-footed 27), Fort 27, Will 24 
hp 105; DR 3; Threshold 27 


auleWwe SHA 


Speed 4 squares 

Melee force pike +14* (2d8+7) or 

Melee unarmed +14 (1d6+6) 

Ranged heavy blaster pistol +12 (348+4) 

Base Atk +12; Grp +14 

Atk Options Cleave, Flurry Attack, Point Blank Shot, Power Attack 

Special Actions Harm's Way, Quick Draw 

Abilities Str 14, Dex 10, Con 12, Int 10, Wis 14, Cha 8 

Special Qualities delay damage 

Talents Armored Defense, Flurry Attack (force pike), Harm's Way, Weapon 
Specialization (advanced melee weapons) 

Feats Armor Proficiency (light, medium), Cleave, Martial Arts |, Point 
Blank Shot, Power Attack, Quick Draw, Skill Focus (Initiative), Weapon 
Focus (advanced melee weapons), Weapon Proficiency (advanced 
melee weapons, pistols, rifles, simple weapons) 

Skills Initiative +17, Perception +14 

Possessions Royal Guard armor (+7 armor; as ceremonial armor with 
helmet package), force pike, heavy blaster pistol, comlink (encrypted, 
long-range [miniaturized], holo capability), utility belt with medpac 

* Includes 1 point of Power Attack. 


IMPERIAL SOVEREIGN 
PROTECTOR 

The newly created Imperial Sovereign Protectors are the elite of the elite 
Royal Guards. Not satisfied to let any of his subjects become comfortable 
in their current position, the Emperor finds new ways to set the bar higher 
to encourage improvement and distract their attention from sensitive mat- 
ters or plots of their own. At present, the Imperial Sovereign Protectors are 
extremely few in number. It takes years of training and the protocols are 
under development. A few of the elite Protectors have already been revealed 
as a goal-setting measure for the rest of the Emperor's quard, as well as a 
deterrent to those who might plan to eliminate the Emperor through force, 
The numbers are restricted for another reason: these elite individuals must 
also be able to learn rudimentary Force abilities for use in defending their 
sovereign and master. 


Speed 4 squares 

Melee double vibroblade +18* (2d10+9) or 

Melee double vibroblade +16* (2d10+9) and 
double vibroblade +16* (2d10+9) or 

Melee unarmed +18 (1d8+8) 

Ranged heavy blaster pistol +18 (3d8+6) 

Base Atk +16; Grp +18 

Atk Options Flurry Attack, Point Blank Shot, Power Attack 

Special Actions Harm's Way, Quick Draw 

Abilities Str 14, Dex 15, Con 12, Int 10, Wis 14, Cha 8 

Special Qualities delay damage 

Talents Armored Defense, Exotic Weapon Mastery, Flurry Attack (double 
vibroblade), Harm's Way, Improved Armored Defense, Weapon 
Specialization (advanced melee weapons) 

Feats Armor Proficiency (light, medium), Dual Weapon Mastery |, Dual 
Weapon Mastery II, Martial Arts |, Martial Arts Il, Point Blank Shot, 
Power Attack, Quick Draw, Skill Focus (Initiative), Weapon Focus 
{advanced melee weapons), Weapon Proficiency (advanced melee 
weapons, pistols, rifles, simple weapons) 

Skills Initiative +21, Perception +16 

Possessions Royal Guard armor (+7 armor; as ceremonial armor with 
helmet package), double vibroblade, heavy blaster pistol, comlink 
(encrypted, long-range [miniaturized], holo capability), utility belt with 
medpac 

“Includes 1 point of Power Attack. 


SHADOW GUARD 

The Imperial Shadow Guard is a new fighting force. Clearly based on the 
Imperial Royal Guard, members of the Shadow Guard are rarely seen in public, 
but are dispatched on special missions as directed by the Emperor himself. 
The Shadow Guard wears a variation of the Royal Guard armor, albeit with 
an inverted red and black color scheme, which is often nearly completely 
black. The Shadow Guard makes use of a unique weapon, called a lightsaber 
pike (see page 199). that has a lightsaber blade at one end. 


Imperial Shadow Guard cL 12 

Medium Human nonheroic 6/soldier 6/elite trooper 1/Force adept 3 

Force 3; Dark Side 14 

Init +18; Senses low-light vision; Perception +17 

Languages Basic 

Defenses Ref 23 (flat-footed 22), Fort 25, Will 26 

hp 86; Threshold 25 

Speed 4 squares 

Melee lightsaber pike +14* (3d8+11"*) or 

Melee unarmed +15 (1d6+7) 

Ranged heavy blaster pistol +13 (3d8+5) 

Fighting Space 1 square; Reach 2 squares (with lightsaber pike) 

Base Atk +13; Grp +15 

Atk Options Point Blank Shot, Power Attack 

Special Actions Channel Aggression, Damage Reduction 10, Equilibrium 

Force Powers Known (Use the Force +13): battle strike, Force lightning, 
surge 

Force Techniques Force Power Mastery (Force lightning) 

Abilities Str 14, Dex 10, Con 12, Int 10, Wis 14, Cha 10 

Special Qualities delay damage 

Talents Armored Defense, Channel Aggression, Damage Reduction 10, 
Empower Weapon, Equilibrium, Power of the Dark Side 

Feats Armor Proficiency (light, medium), Cleave, Exotic Weapon 
Proficiency (lightsaber pike), Force Sensitivity, Force Training, Martial 
Arts |, Point Blank Shot, Power Attack, Skill Focus (Initiative), Skill 
Training (Use the Force), Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Initiative +18, Perception +17, Use the Force +13 

Possessions Shadow Guard armor (+7 armor; as ceremonial armor 
with helmet package), lightsaber pike, heavy blaster pistol, comlink 
{encrypted, long-range [miniaturized], holo capability), utility belt with 
medpac 

“Includes 1 point of Power Attack, 

** Includes +1 damage die for Empower Weapon. 


STORMTROOPERS 

Much like their predecessors, the clone troopers, stormtrooper types exist 
for every battlefield. Although everyone in the galaxy has seen a standard 
stormtrooper and scout troopers, the more specialized versions are rarely 
seen away from the battlefield. 


THE SOIST STORMTROOPER 
Division 

The 501st Stormtrooper Division is the most feared and most respected 
stormtrooper force in the Empire. Its service began during the Clone Wars 
and will survive well beyond the Dark Times. Unlike with most clone units, 
the 501st designation, assignment, and mission profile carried over into the 
new stormtrooper corps. 

The 501st is best known for the assault on the Jedi Temple under the 
command of Lord Vader, signaling the destruction of the Jedi Order. After 
that fateful day, the unit operates as Vader's personal regiment, although it 
carries out many other missions as directed by the Emperor, It is responsible 
for some of the Empire's worst atrocities. Most of its missions are highly 
classified, making it difficult for the Imperial Senate and others to track the 
group's activities. 

The S01st is trained and based on Coruscant, It is deployed in smaller units 
‘as required. In the Dark Times, members of the 501st look no different from 
any other stormtrooper unit, but their manner and combat skills speak for 
themselves. The unit is most often deployed when both advanced fighting 
skills and a political statement are required. 


a 
a 


auIawea SHA 


sisvnS 


=e 


501st Legion Stormtrooper CL6 
Medium Human nonheroic 9/soldier 1/elite trooper 2 

Dark Side 5 

Init +12; Senses low-light vision; Perception +13 


Languages Basic 


Clone Trooper Veteran cL3 
Medium middle age Human nonheroic 10 

Dark Side 2 

Init +11; Senses low-light vision; Perception +10 


Languages Basic 


Defenses Ref 20 (flat-footed 18), Fort 19, Will 13 
hp 41; DR 1; Threshold 19 


Defenses Ref 17 (flat-footed 16), Fort 12, Will 10 
hp 27; Threshold 12 


Speed 6 squares 

Melee unarmed +11 (146+3) 

Ranged blaster rifle +11 (3d8+3) or 

Ranged blaster rifle +9 (5d8+3) with Controlled Burst or 

Ranged frag grenade +9 (4d6+1, 2-square burst) 

Base Atk +9; Grp +11 

Atk Options autofire (blaster rifle), Burst Fire, Controlled Burst, Point 
Blank Shot 

Abilities Str 15, Dex 12, Con 10, Int 12, Wis 10, Cha 8 

Special Qualities delay damage 

Talents Controlled Burst, Weapon Specialization (rifles) 

Feats Armor Proficiency (light, medium), Burst Fire, Martial Arts |, Point 
Blank Shot, Skill Training (Initiative), Weapon Focus (rifles), Weapon 
Proficiency (heavy weapons, rifles, simple weapons) 

Skills Endurance +11, Initiative +12, Mechanics +12, Perception +13 

Possessions stormtrooper armor (+6 armor, +2 equipment), blaster rifle, 
frag grenade, utility belt with medpac 


CLONE TROOPER VETERANS 

Aging at twice the rate of an average Human, the original clone troopers are 
a rapidly vanishing force throughout the Dark Times. As they get older, they 
become less useful as frontline troops. The effects of aging begin to set in, 
and though they have years of hard combat experience under their belts, 
their bodies are beginning to decline. The reality of their advanced aging is 
something that few members of the Republic ever truly stopped to consider, 
and in the years following the Clone Wars the Empire must deal with the 
harsh reality that a large number of its veteran troops are becoming less 
useful on the battlefield every day. 

However, the Empire is not about to let any resource go to waste, and 
certainly not one as experienced as the clone troopers. Aging clone troop- 
ers are regularly cycled out of frontline units and reassigned to garrisoned 
posts or less volatile regions. In more peaceful areas, it hardly matters that 
the individual filling out the armor is no longer a crack soldier. The most 
experienced and capable are used for training new stormtrooper units or 
other Imperial forces. However, few of these veteran clone troopers are 
capable of embracing a life behind a desk or in a training center, leading 
many of them to fight with suicidal recklessness rather than grow old while 
training nonclone recruits. 


Speed 6 squares 

Melee unarmed +8 (1d4+1) 

Ranged blaster rifle +8 (348+5) 

Base Atk +7; Grp +8 

Atk Options autofire (blaster rifle), Careful Shot, Point Blank Shot, 
Precise Shot 

Special Actions Coordinated Attack 

Abilities Str 12, Dex 12, Con 11, Int 12, Wis 10, Cha 9 

Feats Armor Proficiency (light), Careful Shot, Coordinated Attack, Point 
Blank Shot, Precise Shot, Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Initiative +11, Mechanics +11, Perception +10 

Possessions clone trooper armor (+6 armor, +2 equipment), blaster rifle, 
comlink 


SPAART! CLONE TROOPS 

With the Kaminoan cloning facilities shut down and the limited number of 
veteran clone troopers aging quickly, the Empire began dabbling in alternative 
cloning techniques very early in its reign. One technique that was utilized 
briefly during the Clone Wars was pioneered by cloners on Cartao whose 
technology was based on Khommite cloning techniques. The clones produced 
by the Spaarti cloning method—which used cloning cylinders designed by 
Spaarti Creations—were fully grown and ready to fight within a year's time, 
Although this effort provided the Empire with a fast solution to the prob- 
lem of declining troop numbers, it brought with it a large number of other 
problems. Clones grown in Spaarti cloning cylinders are notoriously unstable, 
and any clones that are incubated and grown in less than a year inevitably 
go insane. Additionally, Spaarti clones must have their minds formed by a 
process known as “flash memory," which involves writing the memories of 
another trooper (usually an exceptionally loyal, disciplined, and skilled war- 
rior) to the fresh clone's brain. Imperfections in this process often result in 
brain damage, and even when successful, the final results are far inferior to 
the Kaminoan method of combat training. 

Though the method of producing clones in Spaarti cloning cylinders 
allowed the Empire to produce more troops within a year, most of these 
troops were far inferior to the troopers who were veterans of the Clone Wars. 
Moreover, when Spaarti clones were used to supplement troopers that served 
in the Clone Wars, conflicts between the two types of clones sprung up almost 


immediately, The clones based on Jango Fett recoiled at the thought of fighting 
alongside the Spaarti clones, which they saw as freakish experiments rather 
than trained soldiers, Additionally, Spaarti clones often displayed unstable 
tendencies on the battlefield, refusing to follow orders or even turning on their 
own allies in fits of madness. As a result of these inefficiencies, the Empire 
abandoned its Spaarti cloning efforts and pursued the process of recruiting 
soldiers for the Empire in more traditional ways. A few Spaarti clones serve 
in the Empire early in the Dark Times, but by the time of the Rebellion they 
are little more than a memory of a failed experiment. 


Spaarti-Cloned Stormtrooper cL1 

Medium Spaarti clone Human nonheroic 4 

Dark Side 1 

Init +2; Senses low-light vision; Perception +3 

Languages Basic 

Defenses Ref 16 (flat-footed 16), Fort 12, Will 9 

hp 10; Threshold 12 

Speed 6 squares 

Melee unarmed +4 (1d4+1) 

Ranged blaster rifle +4 (308) or 

Ranged frag grenade +3 (406, 2-square burst) 

Base Atk +3; Grp +4 

Atk Options autofire (blaster rifle) 

Special Actions Coordinated Attack 

Abilities Str 12, Dex 11, Con 11, Int 10, Wis 8, Cha & 

Special Qualities clone madness 

Feats Armor Proficiency (light), Coordinated Attack, Weapon Focus 
(rifles), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Endurance +7, Perception +3 

Possessions stormtrooper armor (+6 armor, +2 equipment), blaster rifle, 
frag grenade, utility belt with medpac 

Clone Madness—When a Spaarti clone is reduced to half its hit points or 
fewer, each round at the beginning of its turn the creature must roll 1d6 
and refer to the table below. The creature is susceptible to the indicated 
effect until the beginning of its next turn, when a new roll is made. |f the 
creature's hit points once again rise above half, it is no longer susceptible 
to clone madness (unless it again drops below half hit points) 

d6 Effect 


13 Creature acts normally. 

4 Creature is confused and lashes out; it can make attacks only 
against the nearest target (whether that target is friend or foe). 

5 Creature is distracted; it does not threaten any squares. 

6 Creature is treacherous; it can make attacks only against its 
nearest ally, 


DARK TROOPERS PHASE ZERO 

Faced with an increasing shortage of experienced troops, the Empire went 
to great lengths to supplement its forces. In addition to the introduction of 
Spaarti clones and the continued training of new recruits, the Empire began 
implementing a gruesome program that kept veterans of the Clone Wars in 
the fight—at least fora little while. Asecret project, codenamed Dark Trooper 
Phase Zero, involved taking aging clone troopers and replacing their limbs 
and many internal organs with cybernetic replacements. Based out of the 
Empirical, a hidden space station in the Dominus sector, the Dark Trooper 
Phase Zero project was overseen by a young Imperial officer by the name 
of Lt. Rom Mohe. Much of the same technology that was used to transform 
Anakin Skywalker into the cyborg Darth Vader found its way into the Dark 
Trooper Phase Zero project, and with moderate success. With their aging 
limbs and organs replaced by cybernetic parts, these clone troopers could 


Phase Zero Dark Trooper cL3 

Medium Human (cyborg) nonheroic 10 

Dark Side 2 

Init +11; Senses darkvision; Perception +9 

Languages Basic 

Defenses Ref 17 (flat-footed 16), Fort 12, Will 9 

hp 29; DR 5; Threshold 12 

Speed 6 squares 

Melee unarmed +11 (1d4+4) 

Ranged blaster rifle +8 (348+5) 

Base Atk +7; Grp +8 

Atk Options autofire (blaster rifle), Careful Shot, Point Blank Shot, 
Precise Shot 

Special Actions Coordinated Attack 

Abilities Str 18, Dex 12, Con 11, Int 12, Wis 8, Cha 9 

Feats Armor Proficiency (light), Careful Shot, Coordinated Attack, Point 
Blank Shot, Precise Shot, Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Initiative +11, Mechanics +11, Perception +9 

‘Systems darkvision, synchronized fire circuits 

Possessions Phase Zero Dark Trooper armor (+6 armor, +2 equipment), « 
blaster rifle, comlink, cybernetic replacements 

Cyborg Hybrid As a cyborg hybrid, a Phase Zero dark trooper can use any 
type of droid system except a processor, A Phase Zero dark trooper's 
cybernetic enhancements include a life support system, making it 
immune to atmospheric and inhaled poison hazards. Like other cyborgs, 
Phase Zero dark troopers take normal damage from ion weapons. 
Additionally, a Phase Zero dark trooper's cybernetic enhancements 
grant DR 5. 
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benefit from their combat training and experience while their cybernetic 
limbs remained in peak condition, not suffering the effects of the clones’ 
advanced aging. 

Though none can argue that the Dark Trooper Phase Zero project managed 
to do what it set out to accomplish, it would be less than accurate to call 
the project a success. Many of these cybernetically enhanced clone troopers 
were chosen for the project against their will, and they found themselves 
turned into soldiers who were more machine than man. Many Phase Zero 
Dark Troopers considered themselves monstrous abominations and attempted 
suicide rather than live as something less than Human. In some cases the 
project replaced over 70% of a clone's body with mechanical parts, yet 
another ina long line of experiments that disregarded the humanity of the 
clone troopers, 

Despite these drawbacks and the gruesome nature of the experiment, 
a significant number of Phase Zero Dark Troopers made their way onto the 
battlefield and were undeniably effective, combining the experience and 
training of veteran clone troopers with the superior physical attributes 
of a cyborg, As the Empire increases in power, and recruiting techniques 
make up for the loss of clone troopers, the Dark Trooper Phase Zero project 
declines and is eventually shut down. However, the effectiveness of these 
cybernetically enhanced troops would lead Lt. Mohe, who would eventually 
become a general, to convince the Emperor to reinstate the Dark Trooper 
project and create mechanical troops to fight the Rebellion that could operate 
without fear of death, aging, iliness, or any other weaknesses of the flesh. 


CORUSCANT GUARD 

‘One of the status symbols marking Coruscant as the new Imperial Center is 
the development of an elite stormtrooper unit specifically for police duty 
on the capital world. Befitting their unique status, Coruscant Guards wear 
distinctive red and black armor not issued to regular stormtrooper or military 
units, They are afforded great authority to search any dwelling or structure 
as well as to detain virtually any individual when investigating criminal or 
subversive activities, High-ranking ISB agents might call upon the Guard's 
services when investigating politically powerful individuals. Although only 
a few Guard units have been activated, their numbers are growing. Some 
expect that new units will also appear on important, and potentially disrup- 
tive, Core Worlds in the coming months and years. 

Coruscant Guards use their helmet-mounted communications and sensory 
gear extensively. Commanders use an internal heads-up display to track troop 
movements.and coordinate maneuvers quickly and efficiently. These displays 
are also useful for navigating Imperial Center's complex city structure. 


Coruscant Guard cL5 

Medium Human nonheroic 6/soldier 3 

Force 3; Dark Side 5 

Init +10; Senses low-light vision; Perception +11 

Languages Basic 

Defenses Ref 19 (flat-footed 18), Fort 18, Will 13 

hp 32; Threshold 18 

Speed 6 squares 

Melee unarmed +8 (1d4+2) 

Melee electrostaff +8 (2d6+2) 

Ranged blaster rifle +9 (3d6+1) or 

Ranged stun grenade +8 (4d6+1 stun, 2-square burst) 

Base Atk +7; Grp +8 

ns autofire (blaster rifle), Point Blank Shot, Precise Shot 

| Actions Coordinated Attack 

Abilities Str 13, Dex 13, Con 11, Int 11, Wis 10, Cha 10 

Talents Armored Defense, Second Skin 

Feats Armor Proficiency [light, medium), Coordinated Attack, Point 
Blank Shot, Precise Shot, Weapon Focus (rifles), Weapon Proficiency 
{advanced melee weapons, pistols, rifles, simple weapons) 

Skills Initiative +10, Perception +9 

Possessions Electrostaff, Coruscant Guard armor with helmet package (as 
stormtrooper armor, +6 armor, +2 equipment), comlink, blaster rifle, 2 
stun grenades 


IMPERIAL EVO STORMTROOPER 
The Imperial EVO “Environmental” Trooper is one of the Empire's most spe- 
cialized stormtrooper units, It sports enhanced armor able to stand up to 
extreme environmental conditions and uses lethal flechette launchers in lieu 
of the standard stormtrooper blaster rifle. EVO troopers are known to operate 
on the junk planet of Raxus Prime, but they can be encountered wherever 
extreme environmental battlefield conditions exist. Some have even been 
deployed to the unfinished Death Star. 


EVO Trooper CL7 
Medium Human nonheroic 6/scout 3/soldier 2 
Force 1; Dark Side 5 

Init +6; Senses low-light vision; Perception +12 
Languages Basic 

Defenses Ref 19 (flat-footed 18), Fort 21, Will 15 
hp 43; Threshold 21 

Speed 6 squares 

Melee unarmed +9 (1d4+3) 

Ranged blaster rifle +9 (3d8+2) or 

Ranged blaster rifle +7 (4d8+2) with Rapid Shot or 


Ranged flechette launcher +9 (3d8+2, 1-square splash) 

Base Atk +8; Grp +9 

Atk Options autofire (blaster rifle), Point Blank Shot, Precise Shot, Rapid 
Shot 

Special Actions Coordinated Attack, Shake It Off 


Abilities Str 13, Dex 12, Con 14, Int 10, Wis 10, Cha 10 

Talents Acute Senses, Armored Defense, Expert Tracker 

Feats Armor Proficiency (light, medium), Coordinated Attack, Point Blank 
Shot, Precise Shot, Rapid Shot, Shake It Off, Skill Training (Survival), 
Weapon Focus (rifles), Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Endurance +12, Perception +10 (can reroll, must take second 
result), Survival +10 

Possessions EVO trooper armor with helmet package (as stormtrooper 
armor, +6 armor, +2 equipment, +10 equipment bonus against airborne 
poisons), flechette launcher, comlink, blaster rifle 


IMPERIAL JUMPTROOPER 

The direct successor to the Republic's acclaimed jet trooper clones, the 
Jumptrooper is assigned to the battlefields that have the most treacherous 
terrain. Expertly trained in the use of his jetpack, the Jumptrooper uses it to 
maximum effect, aided by a devastating rail detonator gun that enables him 
to eliminate targets from any angle he chooses, Jumptroopers are known to 
be deployed to almost any battlefield, including Kashyyyk, Felucia, and the 
unfinished Death Star. 


MUMPTROOPER STORMTROOPER COMMANDER 
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Jumptrooper 

Medium Human nonheroic 4/scout 3/soldier 3 

Force 1; Dark Side 5 

Init +8; Senses low light vision; Perception +12 

Languages Basic 

Defenses Ref 24 (flat-footed 21), Fort 20, Will 16 

hp 51; Threshold 20 

Speed 6 squares, fly 6 squares (jetpack) 

Melee unarmed +9 (1d4+4) 

Ranged blaster rifle +12 (3d8+3) or 

Ranged rail detonator gun +12 (3d8+3, 1-square splash) 

Base Atk +8 Grp +10 

Atk Options autofire (blaster rifle), Keen Shot, Point Blank Shot, Precise 
Shot, Running Attack, Strafe 

Special Actions Shake It Off 

Abilities Str 13, Dex 16, Con 13, Int 10, Wis 10, Cha 10 

Talents Acute Senses, Armored Defense, Improved Armored Defense, Keen 
Shot 

Feats Armor Proficiency (light, medium), Point Blank Shot, Precise Shot, 
Running Attack, Shake It Off, Skill Training ump), Strafe, Weapon 
Focus (rifles), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Jump +11, Perception +12 (can reroll, must take second result), 
Stealth +13 

Possessions rail detonator gun, blaster rifle, Jumptrooper armor with 
helmet package (as stormtrooper armor, +6 armor, +2 equipment), 
jetpack, comlink 
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IMPERIAL RADIATION ZONE 
TROOPER 

Radtroopers are one of the most obscure types of stormtroopers, rarely 
seen except on the highly unusual battlefields for which they are trained 
and equipped: heavy radiation zones. Radtroopers wear a distinctive silver 
and black variation on standard stormtrooper armor that contains alloys and 
polymers that allow them to move unhindered through hazardous radiation 
zones. The troops are proficient with light weapons of all types, demolitions, 
and specialized, high-powered blasters that are not hampered by interference 
from radiation fields. They also carry antiradiation survival equipment and 
medical supplies, in case their armor becomes perforated in combat. 
Imperial Radiation Zone Trooper (Radtrooper) cL4 
Medium Human nonheroic 6/soldier 2 

Force 1; Dark Side 5 

Init +5; Senses low-light vision; Perception +11 

Languages Basic 

Defenses Ref 19 (flat-footed 17), Fort 19 (25 against radiation), Will 14 


hp 34; Threshold 19 

Speed 6 squares 

Melee unarmed +7 (1d6+2) 

Ranged blaster carbine +8 (3d8+1) or 

Ranged frag grenade +7 (4d6+1, 2-square burst) 

Base Atk +6; Grp +7 

Atk Options autofire (blaster carbine) 

Special Actions Coordinated Attack 

Abilities Str 12, Dex 12, Con 12, Int 10, Wis 10, Cha 10 

Talents Demolitionist 

Feats Armor Proficiency (light), Coordinated Attack, Martial Arts |, Skill 
Training (Mechanics), Skill Training (Survival), Weapon Focus (rifles), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Endurance +10, Mechanics +9, Perception +11, Survival +9 

Possessions blaster carbine, 2 frag grenades, Radtrooper armor with 
helmet package (+6 armor bonus, +4 equipment, +10 equipment bonus 
to Fortitude Defense against radiation hazards), comlink, radiation 
survival kit 


STORMTROOPER COMMANDER 

Stormtrooper units maintain a self-contained command structure outside of 
the regular Imperial military machine. As such, they have their own command- 
ers and officers, well trained to get the most out of their units. These leaders 
are given training based on the ARC troopers of the Clone Wars, thereby 
allowing them greater latitude in judgment than the average stormtrooper, 


Stormtrooper Commander 
Medium Human nonheroic 6/soldier 2/officer 2 
Force 3; Dark Side 5 
Init +6; Senses Perception +10 
Languages Basic 
Defenses Ref 19 (flat-footed 18), Fort 18, Will 18 
hp 35; Threshold 18 
Speed 6 squares 
Melee unarmed +9 (144+3) 
Ranged blaster rifle +10 (3d8+2) or 
Ranged blaster rifle +5 (348+2) and 
blaster rifle +5 (3d8+2) with Double Attack 
Base Atk +8; Grp +9 
Atk Options autofire (blaster rifle), Double Attack (rifles), Point Blank 
Shot 
Special Actions Assault Tactics, Coordinated Attack, Indomitable 
Abilities Str 12, Dex 12, Con 11, Int 10, Wis 10, Cha 11 
Special Qualities command cover, share talent (indomitable) 
Talents Assault Tactics, Indomitable 
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Feats Armor Proficiency (light, medium), Coordinated Attack, Double 
Attack (rifles), Skill Training (Knowledge [tactics]), Point Blank Shot, 
Weapon Focus (rifles), Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Endurance +10, Knowledge (tactics) +10, Perception +10 

Possessions stormtrooper armor (+6 armor, +2 equipment), blaster rifle, 2 
frag grenades, utility belt with medpac 


COMPNOR OPERATIVES 


COMPNOR Operatives come in all levels of ability and experience, The most 
commonly encountered types are presented below. 


COMPFORCE ASSAULT 
TROOPER 

The standard trooper of COMPNOR's military branch is the assault trooper. 
Although only moderately trained, these troopers often make up for their 
lack of skill or quality with determination, tenacity, and near-fanaticism. 
Regular Imperial military personnel question their abilities, but none ques- 
tion their toughness. Also, despite protests from the military, CompForce 
units benefit from their privileged status as New Order devotees by receiving 
quality equipment, As such, they have their own distinctive uniforms, medium 
armor, and excellent weaponry. 


CompForce Assault Trooper CL3 

Medium Human nonheroic 7 

Force 1; Dark Side 4 

Init +4; Senses Perception +8 

Languages Basic 

Defenses Ref 19 (flat-footed 18), Fort 14, Will 10 

hp 38; Threshold 14 

Speed 4 squares 

Melee unarmed +7 (1d4+2) 

Ranged heavy blaster pistol +6 (348) or 

Ranged blaster rifle +6 (308) or 

Ranged frag grenade +6 (406, 2-square burst) 

Base Atk +5; Grp +7 

Atk Options autofire (blaster rifle) 

Special Actions Extra Second Wind 

Abilities Str 14, Dex 12, Con 14, Int 9, Wis 10, Cha 9 

Feats Armor Proficiency (light, medium), Extra Second Wind, Toughness, 
Weapon Proficiency (rifles, pistols, simple weapons) 

Skills Endurance +10, Perception +8 

Possessions medium battle armor (+8 armor bonus, +2 equipment bonus), 
comlink, credit chip, heavy blaster pistol, blaster rifle with enhanced 
low-light scope, 2 frag grenades, electrobinoculars, utility belt 


ISB FIELD AGENT 

To average citizens, an ISB field agent appearing at the door is one of their worst 
fears come true, Although ISB agents cannot stand against true military power, 
they are more than adequate to intimidate the local populace and low-level 
officials. Since they are not elite fighting units, |SB agents receive basic combat 
training along with specialized surveillance and interrogation training, 


Imperial Security Bureau Agent cL 4 

Medium Human nonheroic 3/scout 3 

Force 5; Dark Side 5 

Init +5; Senses Perception +8 

Languages Basic, High Galactic 

Defenses Ref 15 (flat-footed 13), Fort 13, Will 11 

hp 27; Threshold 13 

Speed 6 squares 

Melee unarmed +4 (1d4+1) 

Ranged blaster pistol +6 (3d6+1) 

Base Atk +4; Grp +6 

Atk Options Point Blank Shot, Precise Shot 

Special Actions Shake It Off 

Abilities Str 10, Dex 14, Con 13, Int 12, Wis 10, Cha 12 

Talents Acute Senses, Improved Stealth 

Feats Point Blank Shot, Precise Shot, Shake It Off, Skill Focus (Gather 
Information), Skill Training (Deception), Skill Training (Persuasion), Skill 
Training (Stealth), Weapon Proficiency (pistols, simple weapons) 

Skills Deception +9, Endurance +9, Gather Information +14, Perception 
+8 (can reroll, must take second result), Persuasion +9, Stealth +9 
(can reroll, must take second result) 

Possessions blaster pistol, ISB uniform or street clothes, encrypted 
comlink, credit chip, blaster pistol, datapad 


ISB OFFICER 

Unlike standard ISB agents, ISB officers are feared by Imperial citizens, 
military, and government leaders alike. ISB officers are suspicious of all, so 
everyone is naturally on guard while in their presence. ISB officers are trained 
in advanced surveillance and investigation techniques. They often possess a 
way with words that strikes fear into their foes and allies alike, 
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Imperial Security Bureau Officer cL9o 
Medium Human noble 4/scout 3/enforcer 2 

Force 5; Dark Side 6 

Init +10; Senses Perception +10 

Languages Basic, Bocce, Bothese, Durese, High Galactic, Huttese 


Defenses Ref 26 (flat-footed 24), Fort 21, Will 22 
hp 60; Threshold 21 


Speed 6 squares 

Melee unarmed +6 (1d6+4) 

Ranged blaster pistol +8 (3d6+4) 

Base Atk +6; Grp +7 

Atk Options Charging Fire, Cover Bracing, Point Blank Shot, Precise Shot 

Special Actions Demand Surrender, Presence, Shake It Off, Surveillance, 
targeted suspect +1 


Abilities Str 10, Dex 12, Con 13, Int 14, Wis 12, Cha 14 

Talents Acute Senses, Cover Bracing, Demand Surrender, Surveillance, 
Presence 

Feats Charging Fire, Linguist, Martial Arts |, Point Blank Shot, Precise 
Shot, Shake It Off, Skill Training (Endurance), Skill Focus (Gather 
Information), Skill Focus (Persuasion), Weapon Focus (pistols), Weapon 
Proficiency (pistols, simple weapons) 

Skills Deception +11, Endurance +10, Gather Information +16, Initiative 
+10, Knowledge (bureaucracy) +11, Knowledge (social sciences) +11, 
Perception +10 (can reroll, must take second result), Persuasion +16, 
Stealth +10, Use Computer +11 

Possessions blaster pistol, ISB uniform, encrypted comlink, credit chip, 
blaster pistol, datapad 


Targeted Suspect If an ISB officer spends a full-round action observing 
an opponent in combat, he gains a +1 bonus on attack rolls and 
Deception, Perception, and Persuasion checks, The benefits last for the 
remainder of the encounter. He cannot use this ability until after his 
opponent has acted during combat. 


“WHAT WE SAY IS 
PRINCIPLE, WHAT 
WE DECIDE is 
REGULATION, WHAT 
WE DO IS LAw.”" 


- ISB AGENT DRELFIN 


IMPERIAL SECRET 
FORCES AND AGENTS 


As the Empire grows in power and reach, the variety of agents and operatives 
expands to fulfill a wide range of roles, each selected specifically by the 
Emperor. These are among the most secret operatives at Palpatine's com- 
mand. Some, such as the Emperor's Hands and Imperial Inquisitors, are not 
meant to be completely secret, but rather intimidating and fearsome agents 
whom high-ranking officers and officials are reluctant to cross. 

Certain agents, particularly those working in and around the Emperor's 
fortress world of Byss, are hidden from the public and the vast majority of 
Imperial officials. Unlike with the Emperor's Hand or Inquisitors, rumors 
of these agents are mercilessly squashed, and those who discover them 
are hunted without end. 


EMPEROR'S HAND 
Every Emperor's Hand is a highly specialized individual, selected by the 
Emperor for ability with the Force and loyalty to Palpatine. Very few Imperial 
officers or officials dare refuse to help when an Emperor's Hand appears 
jin their midst. Many don’t believe they exist, until confronted with an 
authorization code that demands any and all aid, as if the Emperor himself 
is requesting it. And in many ways, he is. Each Emperor's Hand believes that 
he or she is the only one, a belief bestowed by the Emperor and encouraged 
by Darth Vader and the rest of Palpatine's inner circle, Although no "stan- 
dard" Emperor's Hand exists, many of the individuals share similar basic 
abilities. Below is a prototypical Emperor's Hand, ready to be adapted for 
the Gamemaster's campaign. 
Emperor's Hand CL 15 
Medium Human scout 5/scoundre! 5/Force adept 5 
Force 6; Dark Side 12 
Init +15; Senses Perception +13 
Languages Basic 
Defenses Ref 32 (flat-footed 28), Fort 19, Will 22; Dodge, Mobility 
hp 112; Threshold 19 
Speed 6 squares 
Melee lightsaber +12 (2d8+8) or 
Melee lightsaber +7 (2d8+8) and 
lightsaber +7 (2d8+8) with Double Attack or 
Melee unarmed +10 (1d6+8) 
Ranged heavy blaster pistol +12 (348+7) 
Base Atk +9; Grp +12 
Atk Options Double Attack (lightsabers), Point Blank Shot, Running 
Attack, Skirmisher 
Special Actions Force Focus, Shake It Off, Telekinetic Savant 


Force Powers Known (Use the Force +15): Force disarm, Force thrust, 
move object, surge 

Force Techniques Force Point Recovery, Improved Move Light Object 

Abilities Str 12, Dex 16, Con 14, Int 12, Wis 12, Cha 16 

Talents Force Focus, Force Recovery, Force Talisman, Greater Force 
Talisman, Power of the Dark Side, Skirmisher, Surefooted, Swift Power, 
Telekinetic Savant 

Feats Dodge, Double Attack (lightsabers), Force Sensitivity, Force Training 
(2), Martial Arts I", Mobility, Point Blank Shot, Running Attack, Shake 
It Off, Vehicular Combat, Weapon Finesse (lightsaber), Weapon 
Proficiency (lightsabers, pistols, rifles, simple weapons) 

Skills Initiative +15, Knowledge (galactic lore) +13, Mechanics +13", 
Perception +13, Pilot +15, Stealth +15, Use the Force +15 

Possessions lightsaber, encrypted comlink with holo capability, credit 
chip, heavy blaster pistol, Greater Force Talisman (+1 all defenses) 

H Human bonus feat or trained skill 


IMPERIAL DUNGEONEER 

The Imperial dungeoneer is among the newest of the Empire's armored sol- 
diers. As the Empire grows, so does the resolve and strength of its enemies, 
Some of the most powerful beings in the galaxy oppose the Emperor, such 
‘as the remaining Jedi, other Force-using splinter groups, dedicated warriors, 
and even influential political figures, As such, heavily fortified prisons are 
being established in isolated regions of the Empire to hold these dangerous 
individuals, The existence and location of a few prisons are public knowledge. 
However, the ultrahigh-security prisons and many slave labor camps are 
closely kept secrets, far away from the prying eyes of the Imperial Senate 
and answerable only to the Emperor. Known prisons are nominally under the 
control of Imperial Intelligence, Control of slave labor camps varies, and only 
the most secret ones use dungeoneers, 

Such facilities require specialized, well-trained, and loyal quards able to 
fight exterior threats as well as keeping the prisoners from escaping. The 
Imperial dungeoneers are trained specifically for this purpose. Some dun- 
geoneers are recruited from the military, but most are clones. They are barely 
seen outside their prisons, and only on those rare occasions when they must 
take custody of a dangerous prisoner onsite, Dungeoneers are trained to use 
light and heavy armor customized to their task. When using heavy armor they 
are actually locked in, with the electronic keys held elsewhere, to prevent 
prisoners from taking and using their armor in an escape attempt 


Imperial Dungeoneer cL5 

Medium Human nonheroic 6/soldier 4 

Force 3; Dark Side 8 

Init +6; Senses Perception +10 

Languages Basic 

Defenses Ref 17 (flat-footed 15), Fort 18, Will 14 

hp 39; Threshold 18 

‘Speed 6 squares 

Melee unarmed +11 (1d6+5) or 

Melee neuronic whip +11 (2d8+5 stun) or 

Melee vibroblade +11 (2d6+5) 

Ranged blaster pistol +9 (3d6+2) or 

Ranged stun grenade +9 (4d6+2, 2-square burst) 

Base Atk +8; Grp +11 

Atk Options Crush, Pin, Point Blank Shot, Trip (with neuronic whip) 

A Str 16, Dex 12, Con 12, Int 9, Wis 10, Cha 9 

Talents Armored Defense, Second Skin 

Feats Armor Proficiency (light, medium, heavy), Crush, Exotic Weapon 
Proficiency (neuronic whip), Martial Arts |, Pin, Point Blank Shot, 
Weapon Proficiency (rifles, pistols, simple weapons) 

Skills Perception +10, Persuasion +6 

Possessions blast helmet and vest (+2 armor bonus), blaster pistol, stun 
grenade, vibroblade, neuronic whip, comlink, binder cuffs 


When using heavy dungeoneer armor (heavy battle armor with helmet 
package: +10 armor bonus, +2 equipment bonus, +2 bonus on Perception 
checks, low-light vision, with built in comlink, audio and video recorders), 
the Imperial dungeoneer has the following altered statistics, 


Senses low-light vision; Perception +12 
Defenses Ref 24 (flat-footed 22), Fort 20, Will 14 
Speed 4 squares 


IMPERIAL INTELLIGENCE AGENT 

Imperial Intelligence agents are highly specialized operatives, often oper- 
ating deep undercover in organizations, governments, and corporations 
across the galaxy. Unlike their ISB counterparts, Imperial Intelligence 
agents strive to provide objective reports, without undue focus on politi- 
cal concerns. They take their secrecy very seriously and rarely identify 
themselves as agents to anyone outside Imperial Intelligence, unless the 
situation absolutely warrants such disclosure. Intelligence agents are 
highly trained for their roles. Although all agents receive ample training 
on surveillance and analysis techniques, they often also train to best fit 
in with their cover stories. This could require them to learn skills outside 
their normal areas of expertise. Although the agent presented below is 
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appropriate for a variety of missions, the Gamemaster is encouraged 
to create other kinds of agents, utilizing standard classes and prestige 
classes appropriate to an individual's cover story. 
Imperial Intelligence Agent CL5 
Medium Human nonheroic 4/scout 4 

Force 1; Dark Side 2 

Init +5; Senses Perception +10 

Languages Basic, Bocce, High Galactic 

Defenses Ref 17 (flat-footed 15), Fort 18, Will 15 

hp 44; Threshold 18 

Speed 6 squares 

Melee unarmed +6 (1d6+2) 

Ranged blaster pistol +7 (3d6+2) 

Base Atk +6; Grp +7 

Atk Options Point Blank Shot, Running Attack 

Special Actions Shake It Off 


Imperial Inquisitor 

Medium Human Jedi 3/scout 4/noble 2/Force adept 4 

Force 6; Dark Side 14 

Init +12; Senses Perception +13 

Languages Basic, Huttese 

Defenses Ref 26 (flat-footed 25), Fort 25, Will 29; Dodge, Mobility 

hp 84; Threshold 30 

Speed 6 squares 

Melee lightsaber +11 (2d8+6) or 

Melee lightsaber +9 (3d8+6) with Rapid Strike 

Ranged blaster pistol +11 (3d6+6) 

Base Atk +10; Grp +1) 

Atk Options Rapid Strike 

Special Actions Equilibrium, Force Focus, Force Haze, Presence 

Force Powers Known (Use the Force +13): battle strike, Force grip, mind 
trick, move object, rebuke (2) 

Force Techniques Improved Sense Force, Improved Sense Surroundings 


CL 13 


Abilities Str 11, Dex 12, Con 13, Int 14, Wis 12, Cha 12 

Talents Acute Senses, Improved Stealth 

Feats Martial Arts |, Point Blank Shot, Running Attack, Skill Focus (Gather 
Information), Skill Focus (Persuasion), Skill Training (Stealth), Skill 
Training (Use Computer), Weapon Proficiency (pistols, simple weapons) 

Skills Deception +10, Gather Information +15, Perception +10 (can reroll, 
must take second result), Persuasion +15, Stealth +10 (can reroll, must 
take second result), Use Computer +11 

Possessions datapad, comlink, credit chip, blaster pistol 


IMPERIAL INQUISITOR 
Imperial Inquisitors vary greatly in ability and focus, usually as a result of 
the source and extent of their Force training. Although powerful and higher- 
ranking Inquisitors might receive some modicum of training from Jedi or other 
Force-users, many of the lesser Inquisitors focus their attention on skills and 
powers related to interrogation techniques. The inquisitor presented here 
is typical of this type. 
*THE GALAXY 
IS HUNGRY FOR 

LEADERSHIP. IT IS 

LOOKING TO HUMANS 
AND THOSE LIKE US 
TO BE POWERFUL 


AND STRONG.” 


— HIGH INQUISITOR 


TREMAYNE 


Abilities Str 10, Dex 12, Con 10, Int 13, Wis 14, Cha 14 

Talents Equilibrium, Evasion, Force Focus, Force Haze, Force Interrogation, 
Inquisition, Presence 

Feats Dodge, Force Sensitivity, Force Training (2), Improved Defenses, 
Improved Damage Threshold, Linguist, Mobility, Rapid Strike, Skill 
Training (Persuasion), Weapon Focus (lightsabers), Weapon Proficiency 
(lightsabers, pistols, simple weapons) 

Skills Initiative +12, Knowledge (bureaucracy) +12, Perception +13, 
Persuasion +13, Use the Force +13 

Possessions lightsaber, comlink, blaster pistol, datapad, credit chip 


IMPERIAL SENTINEL 

Imperial Sentinels are among the most mysterious of the Emperor's agents. 
To date, only a handful of these mute, armored giants have briefly appeared 
in public, usually to take custody of particular prisoners (often Jedi) while 
in transit to Imperial Center or secret locations. Some speculate that the 
sentinels are droids or an alien species, though the latter theory is discounted 
given the Empire's new antialien agenda. The truth is far darker than any 
people suspect. The Sentinels are an early experiment of the Emperor and 
his inner circle of dark side users to develop a class of beings completely 
subservient to their will. Using hidden cloning facilities on Byss, they corrupt 
a clone’s development physically and through the dark side of the Force, 
creating a huge, strong, but nearly mindless individual completely subservi~ 
ent to its masters. Since they are in the early stages of development, it is 
rare for Sentinels to be seen outside of Byss. However, they are occasionally 
brought forth to take custody of Force-using prisoners or for limited field- 
testing. The inner circle estimates it will be decades before control of the 
Sentinels will be fine-tuned enough for their widespread use, appropriately 


about the time the other denizens of Byss are expected to be ready for their 
galactic deployment, 


Imperial Sentinel cL3 

Large modified Human nonheroic 6 

Dark Side 6 

Init +12; Senses Perception +6 

Languages Basic 

Defenses Ref 20 (flat-footed 17), Fort 17, Will 9 (14 against Use the Force 
checks) 

hp 39; Threshold 22 

Speed 4 squares 

Melee unarmed +8 (1d8+5) or 

Melee vibro-ax +8 (2d10+10) 

Ranged by weapon +7 

Fighting Space 2x2; Reach 2 squares 

Base Atk +4; Grp +14 

Special Actions Point Blank Shot 

Abilities Str 20, Dex 18, Con 18, Int 6, Wis 6, Cha 4 

Special Qualities Force resistance 

Feats Armor Proficiency (light, medium), Improved Defenses, Martial Arts 
|, Point Blank Shot, Weapon Proficiency (pistols, simple weapons) 

Skills Initiative +12, Perception +6 

Possessions battle armor, vibro-ax 

Force Resistance—+5 species bonus to Will Defense against any Use the 
Force check, 


NOGHRI WARRIORS AND 
ASSASSINS 

Early in the Dark Times, Lord Vader became aware of the decimated planet 
of Honoghr and its tough, gray-skinned sentient species, the Noghri. Under 
the guise of providing Imperial aid to restore Honoghr to its former glory, 
Vader was successful in indebting the Noghri clans to himself and the Empire. 
At his disposal is an elite force of Noghri warriors, skilled infiltrators and 
deadly assassins. They serve Vader willingly in repayment for his effort to 
save their world. In reality, the Noghri are dependent on the Empire for their 
very existence, 

The Noghri are small and fearsome. They prefer to use primitive weapons 
and hand-to-hand combat. They operate in near total secrecy, They are off- 
world only when carrying out missions for Darth Vader, at which time Vader's 
agents always accompany them to facilitate travel and mission logistics and 
ensure their secrecy. Noghri are fierce and dedicated fighters, with little under- 
standing of humor even in their most relaxed moments. When operating on a 
mission, they are completely consumed by the task until its completion. 


> 


Noghri Warrior cL6 
Small Noghri scout 3/soldier 3 

Force 5; Dark Side 3 

Init +11; Senses scent; Perception +9 

Languages Honoghran 


Defenses Ref 23 (flat-footed 18), Fort 20, Will 17; Dodge, Mobility 
hp 56; Threshold 20 
Speed 4 squares 
Melee unarmed +5 (1d6+5) or 
Melee knife +5 (14445) 
Ranged Stokhli spray stick +7 (3d8+3 stun) 
Base Atk +4; Grp +7 
Atk Options Devastating Attack (rifles), Melee Smash, Running Attack 
Special Actions Shake It Off 
Abilities Str 13, Dex 16, Con 13, Int 10, Wis 12, Cha 8 f 
Talents Devastating Attack (rifles), Improved Stealth, Hidden Movement, 
Melee Smash 
Feats Armor Proficiency (light), Dodge, Exotic Weapon Proficiency (spray 
stick), Martial Arts |, Martial Arts Il, Mobility, Running Attack, Shake It 
Off, Weapon Proficiency (simple weapons) 
Skills Climb +9, Endurance +9, Initiative +11, Perception +9, Stealth +11 
(can reroll, must take second result) 
Possessions Stokhli spray stick, knife, primitive clothing 
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Noghri Infiltrator cL 
Small Noghri scout 3/soldier 4/infiltrator 4 

Force 5; Dark Side 8 

Init +13; Senses scent; Perception +16 

Languages Honoghran 


Defenses Ref 30 (flat-footed 25), Fort 24, Will 24; Dodge, Mobility 
hp 84; Threshold 24 


Speed 4 squares 

Melee combat gloves +11 (1d6+9) or 

Melee combat gloves +6 (1d6+9) and 
combat gloves +6 (1d6+9) with Double Attack or 

Melee combat gloves +11 (2d6+9 stun) with unarmed stun or 

Melee knife +11 (1d4+8) 

Ranged Stokhli spray stick +12 (3d8+5 stun) 

Base Atk +9; Grp +12 

Atk Options Concealed Weapon Expert, Devastating Attack (rifles), 
Double Attack (simple weapons), Melee Smash, Running Attack 

Special Actions Shake It Off, Silent Takedown, unarmed stun 

Abilities Str 14, Dex 17, Con 13, Int 10, Wis 12, Cha 8 

Special Qualities lead infiltrator, unarmed stun (+1 die) 

Talents Concealed Weapon Expert, Devastating Attack (rifles), Improved 
Stealth, Hidden Movement, Melee Smash, Silent Takedown, 

Feats Armor Proficiency (light), Dodge, Double Attack (simple weapons), 
Exotic Weapon Proficiency (spray stick), Martial Arts |, Martial Arts Il, 
Mobility, Running Attack, Shake It Off, Skill Focus (Perception), 
Weapon Proficiency (simple weapons) 

Skills Climb +12, Endurance +11, Initiative +13, Perception +16, Stealth 
+13 (can reroll, must take second result) 

Possessions combat gloves, Stokhli spray stick, knife, primitive clothing 


IMPERIAL 
PERSONALITIES 


Using well-known characters from the Star Wars movies and Expanded 
Universe in your game provides players with an opportunity to interact with 
their favorite heroes or villains. However, since these characters generally 
cannot be allowed to suffer undue effects, such as harm or death, you should 
control exactly how much interaction is allowed, 

Offscreen Adversary or Leader: Using this approach, the named 
character is never directly in contact with the player characters. All 
assignments, news, materials, and contacts are carried out through 
intermediaries such as important staffers, underlings, electronic mes- 
sages, and so forth. You might want to create a character of your own to. 
act as the intermediary. This approach is especially useful when a high- 
ranking official, such as an Imperial Senator, is serving as the group's 


patron. Perhaps as the characters become more powerful or complete 
a vital mission, they are rewarded with a face-to-face encounter with 
their powerful ally. 

Climactic Encounter: The named character remains offscreen until 
the final episode or encounter of the campaign. The story, or the named 
character's history, might limit the character's actions, but since plenty of 
history goes unrecorded, the Gamemaster is allowed some leeway when using 
this approach. If the character is an enemy, be sure to stage the encounter 
to allow for escape or overwhelming backup to keep the character alive in 
the face of enthusiastic and creative players. 

Regular Interaction: This approach works best when used with allied 
named characters who personally dole out assignments, Enemies might 
be a constant annoyance or danger—such as the ISB agent who always 
seems to be around at the most inopportune moments, You can also 
create scenes using both named enemies and allies, For example, if the 
characters work for Mon Mothma, they might witness direct confronta- 
tions between her and ISB Agent Wullf Yularen, who could, in turn, be 
interested in what the characters are up to, Although Yularen might not 
investigate personally, he could appear in a final scene to oversee a trap 
or an unusual situation, 


DARTH VADER'S SECRET 
APPRENTICE 

The Sith Rule of Two was created by Darth Bane to keep the Sith from 
destroying themselves as they had done in the past. Darth Vader, however, 
disregarded this rule when he began training his own apprentice to fight 
the Emperor. Taken as a boy from the planet Kashyyyk where his father, a 
Jedi on the run, had been hiding him, this apprentice (who would go by the 
callsign “Starkiller") was raised to use the power of the dark side from an 
early age. By the time he reached adulthood, Vader's apprentice was among 
the most powerful Force-users in the galaxy thanks to the tutelage of his 
‘Sith Master. Vader kept this apprentice secret from the Emperor, hoping to 
use the boy when the time was right to overthrow Darth Sidious, just as he 
would attempt to convince Luke Skywalker to do. 

Vader's apprentice was both strong in the Force and incredibly aggres- 
sive. As a teenager, the apprentice was already more powerful than many 
Jedi Knights had been during the Clone Wars, and it was only Darth Vader's 
incredible power and skill that allowed him to defeat the boy in combat. 
Vader's apprentice underwent a grueling training program from the time 
he was a young boy, and eventually he was sent on a number of incredibly 
dangerous assignments, including several missions to exterminate exiled 
Jedi Knights. Operating in secret, Vader's apprentice hunted down and killed 
Jedi Masters such as Kazdan Paratus and Shaak Ti, and nearly destroyed Jedi 
Master Rahm Kota as well. 


It would later be Master Kota and a young Imperial pilot named Juno 
Eclipse who would bring Vader's apprentice back from the brink of being 
lost to the dark side forever. Vader commanded his apprentice to rally the 
enemies of the Empire, including Bail Organa, Mon Mothma, and General 
Garm Bel Iblis, to form a coalition against the Empire. At the moment when 
he had finally gathered them all together, the apprentice found Darth Vader 
waiting to spring the trap. Eventually, Vader's apprentice would turn on both 
him and the Emperor, rescuing the captive leaders from the Death Star and 
fighting off the two Sith Lords with the help of Master Kota. 


Darth Vader's Secret Apprentice 

(as of the Battle of Callos) CL 14 

Medium human Jedi 7/Jedi Knight 3/Sith apprentice 3/Sith Lord 1 

Destiny 3; Force 6; Dark Side 15 

Init +13; Senses Perception +9 

Languages Basic 

Defenses Ref 27 (flat-footed 26), Fort 27, Will 28; Block, Deflect 

hp 118; Threshold 27 

Speed 6 squares 

Melee lightsaber +18 (2d8+15) or 

Melee lightsaber +16 (3d8+15) with Rapid Strike or 

Melee lightsaber +20 (348+22) with Rapid Strike and Powerful Charge 

Base Atk +14; Grp +17 

Atk Options Powerful Charge, Rapid Strike 

Special Actions Juyo, Redirect Shot, Soresu, Telekinetic Savant, 
temptation 

Force Powers Known (Use the Force +20): corruption, Force grip, Force 
lightning (2), Force slam, Force thrust, mind trick, move object (3), 
repulse, surge 

Force Techniques Improved Force Thrust, Improved Repulse 

Abilities Str 16, Dex 13, Con 12, Int 10, Wis 15, Cha 16 

Special Qualities fearless, temptation 

Talents Block, Dark Side Adept, Deflect, Juyo, Redirect Shot, Soresu, 
Telekinetic Prodigy, Telekinetic Savant, Weapon Specialization 
(lightsabers) 

Feats Force Sensitivity, Force Training (3), Powerful Charge, Rapid Strike, 
Skill Focus (Use the Force), Strong in the Force, Unleashed, Weapon 
Focus (lightsabers), Weapon Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +13, Initiative +13, Use the Force +20 

Possessions lightsaber, dark clothing, comlink 


CAPTAIN JAN DODONNA 

During the Clone Wars, Captain Dodonna was one of the Republic Navy's 
finest Star Destroyer captains. His new, effective tactics, created with 
longtime friend Adar Tallon, had a far-reaching effect on Republic warfare 
and, later, Imperial naval forces. 

Dodonna has great misgivings about the new Empire. He resents the 
fact that his tactics and methods are being used for totalitarian purposes. 
He has retired from military service to his own moon, Brelor of the planet 
Commenor, courtesy of the Empire. Though he refuses to publicly criticize 
the new government, his friends believe it is only a matter of time before the 
Empire decides he is too old and too resistant to its methods of persuasion 
and retraining, 
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Jan Dodonna cls 

Medium Human noble 5/soldier 2/officer 1 

Destiny 1; Force 5; Dark Side 3 

Init +9; Senses Perception +11 

Languages Basic, Bocce, Bothan, Cerean, Durese, High Galactic, Mon 
Calamarian, Sullustese 


Juno Eclipse (as of the Battle of Callos) 

Medium human soldier 6/noble 1/ace pilot 3/officer 1 

Force 3; Dark Side 4 

Init +14; Senses Perception +12 

Languages Basic, Binary (can't speak), Bocce, Huttese, Rodese, 
Shyriiwook 


CL 11 


Defenses Ref 19 (flat-footed 19), Fort 20, Will 22 
‘fp.48; Threshold 20 


Defenses Ref 29 (flat-footed 25), Fort 23, Will 27 
hp 81; Threshold 23 


‘Speed 6 squares 

Melee unarmed +5 (1d4+3) 

Ranged blaster pistol +6 (3d6+4) 

Base Atk +6; Grp +6 

Atk Options Point Blank Shot 

Special Actions Battle Analysis, Born Leader, Coordinate +1, Coordinated 
Attack, Deployment Tactics, Inspire Confidence 

Abilities Str 8, Dex 10, Con 10, Int 16, Wis 15, Cha 15 

Talents Battle Analysis, Born Leader, Coordinate, Deployment Tactics, 
Inspire Confidence 

Feats Armor Proficiency (light), Coordinated Attack, Linguist, Point 
Blank Shot, Skill Focus (Knowledge [tactics]), Skill Focus (Knowledge 
[technologyl), Skill Training (Mechanics), Vehicular Combat, Weapon 
Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +9, Knowledge (bureaucracy) +12, Knowledge (galactic 
lore) +12, Knowledge (physical sciences) +12, Knowledge (tactics) 
+17, Knowledge (technology) +17, Mechanics +12, Perception +11, 
Persuasion +9, Pilot +9, Use Computer +12 

Possessions Imperial uniform, code cylinder, comlink, blaster pistol 


CAPTAIN JUNO ECLIPSE 

A gifted pilot and skilled mechanic, Captain Juno Eclipse is a multitalented 
Imperial officer whose skills in @ cockpit earned her the leadership of Darth 
Vader's Black Eight Squadron. A model officer from Corulag, Captain Eclipse 
was the youngest student ever to be accepted into the Imperial Academy, 
where she excelled in a number of fields. Captain Eclipse led Black Eight 
‘Squadron for several years, with her service culminating at the Battle of 
Callos, where she and her squadronmates destroyed the planet under orders 
from Darth Vader himself. 

Following her time in Black Eight Squadron, Captain Eclipse was trans- 
ferred to serve as the personal shuttle pilot of Darth Vader's secret apprentice. 
Charged with piloting and maintaining the Rogue Shadow, Captain Eclipse 
served with distinction and struck up a relationship with Vader's apprentice 
that would eventually lead to their working together against the Empire. 
Captain Eclipse was tortured aboard the Empirical, a secret research station 
in the Dominus system, and was branded a traitor to the Empire for aiding 
Vader's apprentice and piloting his ship. 


Speed 6 squares 

Ranged blaster pistol +13 (3d6+5) 

Base Atk +9; Grp +13 

Atk Options Careful Shot, Cover Fire, Expert Gunner, Point Blank Shot, 
Precise Shot, Quick Trigger 

Special Actions Assault Tactics, Battle Analysis, Commanding Presence, 
Inspire Confidence 

Abilities Str 8, Dex 18, Con 10, Int 14, Wis 14, Cha 14 

Special Qualities vehicle dodge +1 

Talents Assault Tactics, Battle Analysis, Commanding Presence, Cover 
Fire, Expert Gunner, Inspire Confidence, Quick Trigger 

Feats Armor Proficiency (light, medium), Careful Shot, Linguist, Point 
Blank Shot, Precise Shot, Skill Focus (Pilot), Skill Focus (Use Computer), 
Skill Training (Knowledge [life sciences}), Skill Training (Persuasion), 
Vehicular Combat, Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +14, Knowledge (life sciences) +12, Knowledge (tactics) 
+12, Mechanics +12, Persuasion +12, Pilot +19, Perception +12, Use 
Computer +17 

Possessions blaster pistol, Imperial officer's uniform, code cylinder, 
comlink, datapad, toolkit 


ARMAND ISARD 

Armand Isard is the current Director of Imperial Intelligence. An ambitious 
man, he began his career in the Senate Bureau of Intelligence. With the 
Republic declining rapidly, Isard helped orchestrate the creation of Imperial 
Intelligence and became its first publicly known director. It is unknown how 
his relationship works with the members of the otherwise secretive Ubiqtor- 
ate—if he commands them, or they oversee him, Isard has been known to alert 
Inquisitor Tremayne about suitable targets and prisoners for interrogation. 


Armand Isard cL6 
Medium Human noble 5/scout 1 

Force 2; Dark Side 5 

Init +9; Senses Perception +10 

Languages Basic, Cerean, Durese, High Galactic, Huttese, Mon Calamarian 
Defenses Ref 20 (flat-footed 19), Fort 18, Will 21 

hp 37; Threshold 18 


Speed 6 squares 

Melee unarmed +3 (1d4+3) 

Ranged blaster pistol +4 (3d6+3) 

Base Atk +3; Grp +4 

Atk Options Melee Defense, Point Blank Shot, Precise Shot 

Special Actions Inspire Confidence 

Abilities Str 10, Dex 12, Con 10, Int 14, Wis 14, Cha 16 

Talents Acute Senses, Connections, Educated, Inspire Confidence 

Feats Armor Proficiency (light), Improved Defenses, Linguist, Melee 
Defense, Point Blank Shot, Precise Shot, Skill Training (Stealth), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Deception +11, Gather Information +11, Initiative +9, Knowledge 
(bureaucracy) +10, Knowledge (galactic lore) +10, Knowledge (social 
sciences) +10, Perception +10 (can reroll, must take second result), 
Persuasion +11, Stealth +9, Use Computer +10 

Possessions Imperial uniform, datapad, code cylinder, comlink, credit chip, 
blaster pistol 


COMMANDER CRIX MADINE 
Commander Crix Madine is a young, confident officer of the Imperial Army. 
He is experienced beyond his years, due to his active development of Imperial 
special forces. Madine’s current assignment is to develop new, elite com- 
mando units within the stormtrooper corps. Many think him arrogant, but 
all acknowledge his effectiveness and loyalty. He appears to be on the fast 
track for promotion and influential assignments. 


Crix Madine cLs 

Medium Human scout 3/soldier 4/officer 1 

Destiny 1; Force 1; Dark Side 1 

Init +6; Senses Perception +12 

Languages Basic, Bothese, Ithorese 

Defenses Ref 23 (flat-footed 20), Fort 21, Will 25 

hp 68; Threshold 21 

Speed 6 squares 

Melee unarmed +8 (1d6+5) or 

Melee vibroblade +8 (2d6+5) 

Ranged blaster pistol +9 (3d6+4) 

Base Atk +7; Grp +9 

Atk Options Point Blank Shot, Precise Shot 

Special Actions Assault Tactics, Battle Analysis, Indomitable, Shake It Off 

Abilities Str 12, Dex 14, Con 13, Int 14, Wis 15, Cha 11 

Talents Acute Senses, Assault Tactics, Battle Analysis, Improved Stealth, 
Indomitable 

Feats Armor Proficiency (light), Martial Arts |, Point Blank Shot, Precise 
Shot, Shake It Off, Skill Focus (Stealth), Skill Focus (Survival), Weapon 


crix Macine 


Proficiency (advanced melee weapons, heavy weapons, pistols, rifles, 
simple weapons) 

Skills Endurance +10, Knowledge (tactics) +11, Mechanics +11, Perception 
+12 (can reroll, must take second result), Pilot +11, Stealth +16 (can 
reroll, must take second result), Survival +12, Swim +10 

Possessions Imperial uniform, comlink, code cylinder, datapad, blaster 
pistol, survival kit, vibroblade 


CAPTAIN GILAD PELLAEON 

Gilad Pellaeon is a dedicated soldier of the Empire and a former captain in 
the Republic Navy during the Clone Wars, a young naval officer of great 
integrity and military prowess. He was so enthusiastic about joining the old 
Republic armed forces that he lied about his age to enter the prestigious 
Raithal Academy. After graduating with honors, he went on to receive 
commendations for fighting pirates, eventually taking part in the ongoing 
sweep against pirate activity throughout the galaxy. Pellaeon is known asa 


loyal and competent officer. In fact, he embodies the ideal Imperial officer. 
He is professional, well trained, and above the corruption, arrogance, and 
tampant ambition common among too many Imperial commanders, Pellacon 
will have a long and eventful career spanning five decades, 


Gilad Pellaeon CL6 

Medium Human noble 3/soldier 3 

Destiny 1; Force 2; Dark Side | 

Init +9; Senses Perception +11 

Languages Basic, High Galactic 

Defenses Ref 18 (flat-footed 17), Fort 18, Will 21 

hp 42; Threshold 18 

Speed 6 squares 

Melee unarmed +5 (1d4+3) 

Ranged blaster pistol +6 (3d6+3) 

Base Atk +5; Grp +6. 

Atk Options Penetrating Attack (heavy weapons), Point Blank Shot 

Special Actions Coordinate +1, Coordinated Attack, Inspire Confidence 

ies Str 10, Dex 12, Con 10, Int 12, Wis 15, Cha 14 

Talents Armored Defense, Coordinate, Inspire Confidence, Penetrating 
Attack (heavy weapons) 

Feats Armor Proficiency (light, medium, heavy), Coordinated Attack, Point 
Blank Shot, Vehicular Combat, Weapon Proficiency (heavy weapons, 
pistols, simple weapons) 

Skills Gather Information +10, Initiative +9, Knowledge (bureaucracy) +9, 
Knowledge (tactics) +9, Perception +11, Persuasion +10, Pilot +9, Use 
Computer +9 

Possessions Imperial uniform, comlink, code cylinder, blaster pistol 


CAPTAIN OZZIK STURN 

Acruel and dangerous Imperial officer, Ozzik Sturn believes himself to be an 
incredibly savvy big game hunter. Captain Sturn was assigned to oversee the 
population of Kashyyyk and the construction of skyhooks and other facilities 
that make it easier to transport Wookiee slaves offworld, Captain Sturn is a 
violent and sadistic officer who has thrived within the Empire thanks to his 
tuthlessness, and he seems to enjoy subjugating the population of Kashyyyk. 
\n fact, Captain Sturn actually wears a sash made of Wookiee pelts across 
his chest, which serves to remind the natives of what happens when you 
rebel against the Empire. 


Captain Ozzik Sturn CL 12 
Medium human noble 8/officer 4 

Force 2; Dark Side 10 

Init +13; Senses Perception +16 

Languages Basic, Bocce, High Galactic, Huttese, Ryl, Shyriiwook 
Defenses Ref 27 (flat-footed 25), Fort 25, Will 27 

hp 58; Threshold 25 


Speed 6 squares 

Ranged blaster rifle +12 (34846) or 

Ranged blaster rifle +7 (348+6) with autofire or 

Ranged blaster pistol +12 (3d6+6) 

Base Atk +10; Grp +12 

Atk Options autofire (blaster rifle), Cunning Attack, Far Shot, Point Blank 
Shot, Strafe 

Special Actions Assault Tactics, autofire (blaster rifle), Bolster Ally, Born 
Leader, Inspire Confidence, Shift Defense | 

Abilities Str 10, Dex 14, Con 14, Int 14, Wis 10, Cha 16 

Special Qualities command cover, share talent (Assault Tactics, Shift 
Defense |) 

Talents Assault Tactics, Bolster Ally, Born Leader, Distant Command, 
Inspire Confidence, Shift Defense | 

Feats Cunning Attack, Far Shot, Improved Defenses, Linguist, Point Blank 
Shot, Skill Focus (Knowledge [tactics]), Skill Focus (Perception), Skill 
Focus (Persuasion), Strafe, Vehicular Combat, Weapon Proficiency 
(pistols, simple weapons, rifles) 

Skills Deception +14, Initiative +13, Knowledge (galactic lore) +13, 
Knowledge (life sciences) +13, Knowledge (tactics) +18, Perception 
+16, Persuasion +18, Pilot +13, Ride +13 

Possessions blaster pistol, blaster rifle, Imperial officer's uniform, code 
cylinder, comlink, datapad, Wookiee-hide sash, various personal effects 


GRAND MOFF WILHUFF TARKIN 
Grand Moff Wilhuff Tarkin is easily the Empire's second greatest architect and 
visionary, after the Emperor himself. For many years, he has supplied scholarly 
arguments for many of the Chancellor's, and subsequently the Emperor's, 
moves to consolidate power and wield it effectively across the galaxy. This 
reason, among many, allowed Tarkin to advance quickly in the eyes of the 
Emperor to become the first Moff after the establishment of the Empire. 

As Moff, he oversaw his home sector of Seswenna, as well as portions of 
the Outer Rim territories. From the beginning, he also spearheaded the Death 
Star project, working with the newly revealed Lord Vader to secure hundreds 
of thousands of Wookiee slaves, He reports directly to the Emperor and is 
‘one of the most well-informed officials in the Empire. However, it is unclear 
if Tarkin suspects the extent of the Emperor's dark side knowledge, or if he 
considers such power to be the province of Darth Vader only. 


WILHUPR TARKIN 


Recently, the Emperor promoted Tarkin to the rank of Grand Moff, the 
first use of the title. This event marked the Emperor's full acceptance of the 
Tarkin Doctrine, As such, Tarkin has taken command of Oversector Outer, to 
tighten control of the Outer Rim territories, as well as continuing his other 
command duties. 

Tarkin is distinctive in appearance and commands a room in a way that 
no other Imperial military officer is capable of, Itis significant that even Lord 
Vader must follow Tarkin’s lead in most instances, a privilege not afforded to 
many Imperial commanders. Since Tarkin is entrusted with the construction 
of the Death Star, he naturally pursues any security threat to the project. 
He works to keep all knowledge of the Death Star hidden from the Imperial 
Senate and the general public. He is adept at covering his tracks and willing 
to go to any lengths to protect the project and the Empire itself. 


Grand Moff Wilhuff Tarkin cL9 

Medium Human noble 7/soldier 1/officer 1 

Destiny 1; Force 5; Dark Side 14 

Init +4; Senses Perception +16 

Languages Basic, Bocce, Dosh, High Galactic, Shyriiwook, Sullustese 

Defenses Ref 22 (flat-footed 22), Fort 22, Will 26 

hp 49; Threshold 22 

Speed 6 squares 

Melee unarmed +7 (1d4+4) 

Ranged blaster pistol +7 (3d6+4) 

Base Atk +7; Grp +7 

Special Actions Battle Analysis, Born Leader, Coordinated Attack, 
Demand Surrender, Deployment Tactics, Presence 

Abilities Str 10, Dex 11, Con 11, Int 15, Wis 14, Cha 16 

Talents Battle Analysis, Born Leader, Demand Surrender, Deployment 
Tactics, Educated, Presence 

Feats Coordinated Attack, Improved Defenses, Linguist, Skill Focus 
(Knowledge [bureaucracy]), Skill Focus (Perception), Skill Focus 
(Persuasion), Skill Training (Pilot), Skill Training (Use Computer), 
Weapon Proficiency (heavy weapons, pistols, rifles, simple weapons) 

Skills Deception +12, Gather Information +12, Knowledge (bureaucracy) 
+16, Knowledge (galactic lore) +11, Knowledge (social sciences) +11, 
Knowledge (tactics) +11, Knowledge (technology) +11, Perception +16, 
Persuasion +17, Pilot +9, Use Computer +11 

Possessions Imperial uniform, encrypted comlink, code cylinder, blaster 
pistol 


ADMIRAL THRAWN 

During the Dark Times, the future Grand Admiral is an anomaly within the 
Imperial military. First, he is an alien Imperial officer, a type of individual that 
has become almost unheard of since the establishment of the New Order. 
Second, it is obvious that the Emperor holds him in the highest regard, 

Admiral Thrawn's origins are unknown to his fellow officers and crew. 
They know he is a brilliant tactician and wholly objective figure. They do 
not know that he hails from the Chiss Ascendancy and was exiled from his 
own people. They also do not know that Thrawn is responsible for the disap- 
pearance of the Outbound Flight project many years ago, an event that first 
brought Thrawn to the Emperor's attention. 

In the Dark Times, the Emperor has assigned Admiral Thrawn to expand 
the borders of the Empire by bringing the remote and barbaric worlds of the 
Unknown Regions under Imperial control. With a powerful fleet, Thrawn 
operates independently, returning to known space only infrequently to 
resupply and report. 
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Admiral Thrawn cL8 

Medium Chiss noble 3/soldier 4/officer 1 

Destiny 1; Force 2; Dark Side 4 

Init +11; Senses low-light vision; Perception +10 

Languages Basic, Cheunh, High Galactic, Huttese, Minnisiat, Mon 
Calamarian, Sullustese, Sy Bisti 


Defenses Ref 22 (flat-footed 20), Fort 21, Will 23 
hp 60; Threshold 21 


Speed 6 squares 

Melee unarmed +8 (1d4+5) 

Ranged blaster pistol +9 (346+4) 

Base Atk +7; Grp +9 

Special Actions Battle Analysis, Born Leader, Coordinate +1, Deployment 
Tactics 


Abilities Str 13, Dex 15, Con 13, Int 17, Wis 12, Cha 16 


Talents Armored Defense, Battle Analysis, Born Leader, Coordinate, 
Deployment Tactics 

Feats Armor Proficiency (light, medium, heavy), Linguist, Skill Focus 
(Gather Information), Skill Focus (Tactics), Weapon Proficiency (heavy 
weapons, pistols, rifles, simple weapons) 

Skills Deception +12, Gather Information +17, Initiative +11, Knowledge 
(bureaucracy) +12, Knowledge (galactic lore) +12, Knowledge (social 
sciences) +12, Knowledge (tactics) +17, Perception +10, Persuasion 
+12, Pilot +11 

Possessions Imperial uniform, code cylinder, encrypted comlink, datapad, 
blaster pistol 


criss 

The Chiss hail from the unknown regions, nearly unknown themselves in 
the galaxy at large until decades after the Dark Times. Their home region, 
Known as the Chiss Ascendancy, is controlled by four ruling families in 
a highly structured and disciplined society. 


Chiss Species Traits 

Ability Modifiers: +2 Intelligence. Chiss are disciplined and 
analytical. 

Medium Size: As Medium creatures, Chiss have no special bonuses 
or penalties due to their size. 

Speed: Chiss base speed is 6 squares. 

Bonus Trained Skill: Chiss are versatile and accomplished at many 
tasks. A Chiss character chooses one additional trained skill at 1st level. 
The skill must be chosen from the character's list of class skills, 

Low-Light Vision: Chiss can see without penalty in shadowy illu~ 
mination, ignoring concealment (but not total concealment) due to 
darkness. They retain the ability to distinguish color and detail under 
these conditions. 

Automatic Languages: Cheunh. 


INQUISITOR TREMAYNE 

Inquisitor Tremayne was well on his way to joining the dark side, even as a 
Jedi Knight fighting during the Clone Wars. His fellow Jedi and Jedi Masters 
were extremely concerned by his growing fascination with the dark side, With 
each mission, the brutality of war twisted the otherwise cultured Tremayne 
more and more. Before the Jedi could act, they~but not Tremayne—were 
climinated by Order 66, 

Clearly, the Empire saw something in Tremayne that it could use: a Dark 
Jedi to help establish the New Order. Because Tremayne’s abilities were far 
below Vader's natural talents, he would be used only to hunt down Jedi and 
Force-users across the galaxy. 


Inquisitor Tremayne is excellent at his job. He is feared and effective. 
He takes his time questioning his subjects, and his methods are painful and 
terrible, He expects that his successful operations will soon bring about his 
promotion to Grand Inquisitor. In the meantime, he hunts for his current 
number-one quarry: Jedi Master Darrin Arkanian and his new apprentice, 
Corwin Shelvay. 
Inquisitor Tremayne cL 10 
Medium Human Jedi 7/noble 1/Jedi Knight 1/Force adept 1 
Destiny 1; Force 5; Dark Side 13 
Init +13; Senses Perception +16 
Languages Basic, Sith 
Defenses Ref 25 (flat-footed 22, Lightsaber Defense 26), Fort 24, Will 25; 

Block, Deflect 
hp 97; Threshold 24 
Speed 6 squares 
Melee lightsaber +12 (2d8+7) 

Ranged blaster pistol +11 (3d6+5) 

Base Atk +8; Grp +11 

Special Actions Force Focus, Lightsaber Defense, Presence 

Force Powers Known (Use the Force +16): bottle strike, farseeing, Force 
grip, move object 

Abilities Str 14, Dex 17, Con 15, Int 14, Wis 13, Cha 12 

Talents Block, Deflect, Force Focus, Force Perception, Gauge Force 

Potential, Lightsaber Defense, Presence 
Feats Force Sensitivity, Force Training (2), Skill Focus (Persuasion), Skill 

Focus (Use the Force), Skill Training (Gather Information), Skill Training 

(Persuasion), Weapon Finesse, Weapon Proficiency (lightsabers, pistols, 

simple weapons) 

Skills Deception +11, Gather Information +11, Initiative +13, Knowledge 

(galactic lore) +12, Perception +16, Persuasion +16, Use the Force +16 
Possessions lightsaber, encrypted comlink, datapad, robes, blaster pistol 


LIEUTENANT 

MAXIMILIAN VEERS 

Maximilian Veers is a young lieutenant, known as a strict disciplinarian who 
has a sharp mind and a critical tone. He is unimpressed by incompetent 
officers and crew, no matter what their rank. He is cunning and extremely 
loyal to the Empire. He is particularly skillful at using armored forces, notably 
walkers of all types. His prowess would ultimately be proven in the future 
Battle of Hoth. 


Lieutenant Maximilian Veers cL5 

Medium Human noble 1/soldier 4 

Destiny 1; Force 2; Dark Side 2 

Init +8; Senses Perception +8 

Languages Basic, Bocce, Cerean, Dosh, Durese, High Galactic, Sullustese 

Defenses Ref 17 (flat-footed 16), Fort 18, Will 18 

hp 35; Threshold 18 

Speed 6 squares 

Melee unarmed +4 (10442) 

Ranged blaster pistol +5 (346+2) 

Base Atk +4; Grp +5 

Atk Options Point Blank Shot 

Special Actions Battle Analysis, Born Leader 

Abilities Str 10, Dex 12, Con 12, Int 15, Wis 13, Cha 13 

Talents Armored Defense, Battle Analysis, Born Leader 

Feats Armor Proficiency (light, medium, heavy), Linguist, Point Blank 
Shot, Skill Training (Mechanics), Weapon Proficiency (heavy weapons, 
pistols, simple weapons) 

Skills Gather Information +8, Initiative +8, Knowledge (bureaucracy) +9, 
Knowledge (tactics) +9, Mechanics +9, Perception +8, Persuasion +8, 
Pilot +8, Treat Injury +8, Use Computer +9 

Possessions blast helmet and vest (+2 armor), encrypted comlink, code 
cylinder, Imperial uniform, blaster pistol 


SPECIAL AGENT 

WULLF YULAREN 

Wullf Yularen is one of the ISB’s brightest agents, destined to attain the 
rank of colonel and take the leading ISB position on the completed Death 
Star. Yularen started his Intelligence career as a field agent for the Senate 
Intelligence Bureau. Over a decade of service, Yularen investigated count- 
less cases for, against, and about the Senate. He has observed nearly all the 
major Senators at one point or another, and as such has detailed information 
about them. 

The Senate Intelligence Bureau was known as an effective but rarely 
objective service, quite willing to back up any Senator's claim with the right 
intelligence for the right amount of cash. As the Senate grew more corrupt 
in its later years, Yularen left the service. However, he was then assigned 
to an anticorruption and anti-Separatist unit under the guidance of the 
Chancellor's office. Yularen soon came to respect the Chancellor and became 
a loyal follower and trusted agent for the Emperor's inner circle. Yularen 
joined the Republic Navy during the Clone Wars to distance himself from 
the intelligence business. 

When the intelligence services were unexpectedly reorganized into what 
would become Imperial Intelligence, Yularen found himself on the outside. 
His loyalty to the Chancellor made others view him as less objective than 


the new combined intelligence service aspired to be. His awkward position 
was short-lived. With the sudden establishment of the Empire, the Emperor's 
inner circle orchestrated the creation of the ISB in opposition to the newly 
renamed Imperial Intelligence. As a loyal agent, Yularen was transferred to 
the service, an unusual move that would put him at odds with his former 
superiors for the rest of his career, 

Yularen remains a loyal servant. Though he has excellent connections to 
the inner circle, he remains an outsider. His reports are accurate, if slanted 
toward an Imperial viewpoint. He often carries out high-level assignments, 
particularly those involving Imperial Senators and other influential figures. 

Yularen is in his mid-thirties and sports a thick mustache. He is originally 
from Coruscant, his influential family providing him the political backing to 
enter the Senate Intelligence Bureau in the first place. He knows the halls 
of power well, and how to use them to his advantage. His insightful and 
perceptive nature makes him an excellent observer. Few Senators or other 
officials ever want him around. Yularen continues to root out corruption and 
sedition within the newly formed Empire, leading a task force of his own for 
special investigations. He is also involved in investigating the signatories 
of the Petition of the 2000, a group of Senators who signed a document 
calling for the Chancellor to give up his expanded powers just before the 
end of the Clone Wars. 


Special Agent Wullf Yularen 

Medium Human noble 4/scout 2 

Destiny 1; Force 2; Dark Side 2 

Init +4; Senses Perception +9 

Languages Basic, Bocce, Durese, High Galactic, Huttese, Gran 

Defenses Ref 19 (flat-footed 18), Fort 18, Will 20 

hp 44; Threshold 18 

Speed 6 squares 

Melee unarmed +4 (1d4+3) 

Ranged blaster pistal +5 (346+3) 

Base Atk +4; Grp +5 

Atk Options Point Blank Shot, Precise Shot 

Special Actions Inspire Haste, Shake It Off 

Abilities Str 10, Dex 12, Con 13, Int 14, Wis 13, Cha 14 

Talents Acute Senses, Educated, Inspire Haste 

Feats Linguist, Point Blank Shot, Precise Shot, Skill Focus (Gather 
Information), Skill Focus (Perception), Skill Training (Stealth), Weapon 
Proficiency (heavy weapons, pistols, rifles, simple weapons) 

Skills Deception +9, Gather Information +15, Knowledge (bureaucracy) 
+10, Knowledge (galactic lore) +10, Knowledge (social sciences) +10, 
Perception +9 (can reroll, must take second result), Persuasion +10, 
Pilot +9, Stealth +9, Use Computer +10 

Possessions Imperial uniform, encrypted comlink, credit chip, blaster 
pistol, datapad 
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DrRoIDS 

The Empire is very cautious when it comes to droids. Not only are droids 
‘among the main tools of the CIS, they are easy to reprogram and turn into 
‘enemies or spies. Indeed, elements of the Empire use droid spies to keep 
tabs on others within the New Order, And, of course, the swing of public 
opinion against droids makes them unpopular choices with the Imperial 
Senate, though that group might not have the power to influence military 
spending for much longer. 


SECOND-DEGREE 
DROIDS 


The Empire uses numerous second-degree droids, but prefers to keep them 
under Human influence, Medical droids act as assistants to living doctors, 
scientific droids are kept under the control of senior scientists and research- 
ers. Most second-degree droids in use by the New Order are bought from 
commercial suppliers, but there are a few exceptions. 


I1T-O INTERROGATOR 

With much the same programming and equipment as a medical droid, an [T-O 
droid seems harmless enough in technological terms. Its sinister appearance, 
however, gives away its true function. A floating ball of black durasteel, an 
IT-O Interrogator droid bristles with instruments of torture and recording 


devices. Its claw, shock devices, and twisted versions of medical gear are 
designed to give it an aura of menace. Indeed, its reputation has spread far 
enough that many prisoners begin reciting their sins as soon as one floats 
into their cell. 

The [T-O Interrogator is the product of Imperial military research and the 
ISB, and it is manufactured solely by Imperial factories. Use of the IT-O is 
carefully controlled by the ISB, though models do get into the hands of senior 
Moffs, military intelligence, and even CompForce. The Inquisition has begun 
manufacturing the model on its own, a fact the ISB is not aware of and won't 
be pleased by. Stormtrooper garrison commanders are also known to employ 
them, though generally only under the quidance of a senior officer. 

The droid can interrogate a prisoner by itself, orin conjunction with living 
questioners. It is designed with an emotionless personality and asks questions 
ina flat monotone. When working with a living assistant, the IT-O often says 
nothing at all, allowing the prisoner to come to fear and hate the droid, while 
seeing the living interrogator as a source of potential mercy. An IT-O is well 
equipped to bring a victim to the brink of physical damage without doing 
permanent harm, though it also has medical supplies and training in case a 
session goes too far before valuable information can be obtained. 

A reprogrammed IT-O Interrogator droid can be played as a droid hero. 


IT-O Interrogator cL1 

Small droid (2nd-degree) noble 1 

Init +8; Senses darkvision, low-light vision; Perception +9 

Languages Basic, Binary, 4 unassigned 

Defenses Ref 12 (flat-footed 12), Fort 9, Will 14 

hp 17; Threshold 9 

Immune droid traits 

Speed 6 squares (hovering) 

Melee electroshock probe +0 (18 jan) 

Ranged blaster +0 (346) 

Fighting Space 1 square; Reach | square 

Base Atk +0; Grp -5 

Special Actions Presence 

Abilities Str 8, Dex 11, Con —, Int 16, Wis 15, Cha 16 

Talents Presence 

Feats Linguist, Skill Focus (Persuasion), Weapon Proficiency (pistols, 
simple weapons) 

Skills Deception +8, Gather Information +8, Perception +7, Persuasion 
+13, Treat Injury +7, Use Computer +8 

Systems hovering locomotion, basic processor, 5 tool appendages, 1 claw 
appendage, locked access, vocabulator 

Possessions electroshock probe, medpac, audio recording unit, video 
recording unit, blaster (treat as blaster pistol) 

Availability Military; Cost 10,000 


THIRD-DEGREE 
DrROIDS 


Third-degree droids are normally employed only by the upper ranks of the 
New Order, though many individuals who see themselves as the upper ranks 
(such as Imperial Senators and mid-ranking members of COMPNOR) acquire 
such droids as status symbols long before they have any real need of them. 
The Empire is happy to allow senior officers and officials to buy whatever 
third-degree droids they want, but it also holds them accountable for the 
actions of such droids. If a protocol droid manages to interrupt battle com- 
mands or accidentally allows spies access to classified material, its owner is 
held accountable as if he had taken such actions directly. As a result, many 
\mperial commanders use Humans for most diplomatic functions, or they 
keep numerous third-degree droids that are requiarly memory-wiped back 
to factory presets. 


RA-7 PROTOCOL DROID 

The RA-7 series of protocol droids is clearly an attempt by Arakyd Indus~ 
tries to duplicate most of the abilities of the 3PO series of protocol droids, 
and in most respects it fails. The droid is very similar in appearance to the 
3PO, except for its bug-eyed head and stiffer gait, It is not as able as. a 3PO 
unit, however, and in an effort to avoid the overly delicate personality of 
3PO-series droids, the RA-7 was programmed to be “stern.” In truth, the 
personalities of these droids tend to fall somewhere between taciturn and 
vindictive. Almost no one would willingly buy an RA-7 as an assistant—which 
is why the ISB gives them away as gifts. 

In fact, the RA-7 series is a plot by the ISB to keep tabs on everyone of 
questionable loyalty throughout the Empire, Though their numbers are only 
now starting to be large enough to be of real value, RA-7s are programmed 
to report on their owner's subversive or questionable activities by way of 
secret, concealed comlinks. Most RA-7s also have recording devices hidden 
within them, allowing them to gather hard evidence of their masters’ failings 
and crimes. (The recorders are concealed, requiring a DC 30 Perception check 
to find.) The ISB hands them out mostly to mid-level officers and officials, 
generally right after a promotion. Many recipients see these gifts as a sign 
of rising station and influence, but a few have begun to realize that the ISB 
does nothing without a secondary purpose. Many officers “lose” their RA-7 
droids in short order, or send them into dangerous situations from which 
they never return. 

An RA-7 series protocol droid can be played as a droid hero. 
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RA-7 Protocol Droid cL1 

Medium droid (3rd-degree) nonheroic 1 

Init +1; Senses darkvision, low-light vision; Perception +14 

Languages Basic, Binary, 1 unassigned 

Defenses Ref 11 (flat-footed 10), Fort 9, Will 12 

hp 2; Threshold 9 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed -1 (1d3-1) 

Fighting Space 1 square; Reach 1 square 

Base Atk +0; Grp +1 

Abilities Str 8, Dex 13, Con —, Int 12, Wis 15, Cha 9 

Feats Skill Focus (Perception), Skill Training (Deception), Skill Training 
(Knowledge [bureaucracy]), Skill Training (Use Computer) 

Skills Deception +4, Knowledge (bureaucracy) +6, Perception +14, Use 
Computer +6 

Systems walking locomotion, basic processor, improved sensor package, 
darkvision, translator unit (DC 15), 2 hand appendages, compartment 
space (2 kg), internal comlink, locked access, vocabulator 

Possessions audio recorder, video recorder 

Availability Licensed; Cost 3,000 


FOURTH-DEGREE 
DrROIDS 


The Empire employs very few fourth-degree droids, for a variety of reasons, 
but does not rule them out for tasks they are particularly suited for. Though 
Imperial troops cover most combat roles adequately, the New Order turns 
to military droids for specific missions whenever they are obviously the 
best choice. Most such missions are intelligence-gathering, such as those 
undertaken by Arakyd Viper probe droids. 


PROXY 

The droid known as PROXY is a one-of-a kind creation designed to test Darth 
Vader's secret apprentice at all times. Though the droid is loyal to the appren- 
tice, its programming requires it to attempt to kill the apprentice. PROXY is a 
combat droid outfitted with numerous advanced holographic projectors that 
can produce near-perfect images around its body. PROXY contains detailed 
files on a number of Jedi Knights and Sith Lords, and also has access to top 
secret Imperial data files. As a result, PROXY can mimic the appearance and 
fighting style of a number of historic figures, which it uses to ambush the 
apprentice on a regular basis. Though dueling with the apprentice regularly 
damages and disables PROXY, the droid excels at repairing itself and can 
recover from grievous damage in a matter of hours. 


PROXY 


PROXY 

Medium droid (4th-degree) soldier 1/Jedi 9/independent droid 3 

Force 2 

Init +14; Senses Perception +6 

Languages Basic, Binary 

Defenses Ref 30 (flat-footed 27, Lightsaber Defense 33), Fort 29, Will 27 

hp 89; Threshold 29 

Immune droid traits 

Speed 6 squares 

Melee lightsaber +17 (2d8+16) or 

Melee lightsaber +17 (3d8+16) with Mighty Swing or 

Melee lightsaber +15 (3d8+16) with Rapid Strike or 

Melee lightsaber +19 (3d8+22) with Powerful Charge and Rapid Strike 

Base Atk +12; Grp +16 

Atk Options Acrobatic Strike, Mighty Swing, Powerful Charge, Rapid 
Strike, Targeting Package 

Special Actions independent spirit +1, indomitable, Lightsaber Defense 

Abilities Str 18, Dex 16, Con —, Int 13, Wis 10, Cha 8 

Special Qualities independent spirit +1, sapience 

Talents Indomitable, Lightsaber Defense (3), Modification Specialist, 
Repair Self, Targeting Package, Weapon Specialization (lightsabers) 

Feats Acrobatic Strike, Armor Proficiency (light, medium), Martial Arts 
|, Martial Arts ll, Mighty Swing, Powerful Charge, Rapid Strike, Skill 
Training (Acrobatics), Weapon Focus (lightsabers), Weapon Proficiency 
(lightsabers, pistols, rifles, simple weapons) 

Skills Acrobatics +14, Initiative +14, Jump +15, Mechanics +12, Use 
Computer +12 

Systems heuristic processor, holographic projectors, walking locomotion 

Possessions lightsaber, double-bladed lightsaber 
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R-1] RECON DROID 
Although the Empire doesn’t trust droids to serve as combatants, it does 
employ military droids in combat roles as scouts and forward observers. 
One the earliest of these is the R-1, built by Arakyd Industries and based on 
designs originally developed by the Sith. A small floating droid, the R-1 lacks 
tools or hands, but it can move through openings that most of its potential 
targets can't. Combined with its integral blaster, this allows the R-1 to track 
most prey with ease, and occasionally even take out a foe itself. 

The R-1 is popular with snipers, planetary garrisons, and shock troops. 
It has a limited broadcast range (a single planet), but can be used to scout 
areas without risking a living observer, spot targets for long-range sniper 
fire or starship bombardment, seek out wanted criminals, or follow suspects 
back to a base of operations. Though the Empire officially does not sanction 
sales of the R-1 to anyone else, many do find their way into the hands of 
bounty hunters and other independent operators. 


R-1 recon droids can be played as droid heroes. 


R-1 Recon Droid cL1 

Small droid (4th-degree) scout 1 

Init +8; Senses darkvision, low-light vision; Perception +9 

Languages Basic, Binary, 1 unassigned 

Defenses Ref 16 (flat-footed 13), Fort 11, Will 13 

hp 24; Threshold 11 

Immune droid traits 

Speed 6 squares (hovering) 

Ranged blaster +4 (3d6) 

Fighting Space 1 square; Reach 1 square 

Base Atk +0; Grp -2 

Special Actions self-destruct (+5 area attack, 4d6, 2-square burst) 

Abilities Str 10, Dex 16, Con —, Int 12, Wis 15, Cha 11 

Talents Acute Senses 

Feats Armor Proficiency (light), Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Endurance +5, Initiative +8, Perception +9 (can reroll, must take 
second result), Stealth +8, Use Computer +6 

Systems hovering locomotion, basic processor, improved sensor package, 
darkvision, self-destruct system (4d6), locked access, integrated 
comlink 

Possessions sensor unit, video recording unit, blaster (treat as blaster 
pistol) 

Availability Restricted; Cost 16,000 


Fir TH-DEGREE 
DROIDS 


The Empire uses labor droids no less than any other large organization, but 
few are custom-built for the New Order. In most cases a Moff or admiral buys 
any required labor droids to serve specific roles within his command. Often 
the purchases are from local manufacturers, who happily pay a finder's fee 
to the commander in return for military contracts, As long as the budget 
doesn't get out of hand, and the needed work gets done, no one in the Empire 
pays any attention to these practices. 


MSE-6& REPAIR DROID 

The MSE-6, or “mouse droid,” is a wheeled droid used for basic tasks such 
as maintenance of a single mechanical system, message delivery, cleaning, 
and even testing dangerous areas of a damaged starship or station to make 
sure it is safe for living creatures (and more expensive droids). The MSE-6 
is the result of a long line of small, dedicated, cheap droids used by the Old 
Republic and other governments. The MSE-6, however, is almost exclusively in 
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use by the Empire, which bought nearly the whole run (at a steep discount) 
The droids are used for Imperial installations that have high crew require 
ments, such as Star Destroyers, to cut down on the need for larger droids 
and Human work crews as much as possible. 

An MSE-6 is generally given a single specific task and the needed gear 
to accomplish it (generally small tools it can keep in its interior storage 


MSE-6 Repair Droid cLo 

Tiny droid (Sth-degree) nonheroic 2 

Init +3; Senses darkvision; Perception +3 

Languages Basic, Binary, 2 unassigned 

Defenses Ref 14 (flat-footed 12), Fort 8, Will 8 

hp 6; Threshold 8 

Immune droid traits 

Speed 6 squares (wheeled) 

Melee claw +1 (142-2) 

Fighting Space 1 square; Reach 0 square 

Base Atk +1; Grp -7 

Abilities Str 6, Dex 14, Con —, Int 15, Wis 7, Cha 7 

Feats Skill Focus (Mechanics), Skill Focus (Use Computer), Skill Training 
(Perception), Toughness, Weapon Proficiency (simple weapons) 

Skills Mechanics +13, Perception +3, Pilot +8, Stealth +6, Use 
Computer +13 

Systems wheeled locomotion, basic processor, 2 claw appendages, 
darkvision, internal storage (1 kg), improved sensor package 

Availability Licensed; Cost 2,000 


space). Though an MSE-6 looks {ike a small black box on wheels, it has 
two folding arms it can use for basic tasks. Although they are dedicated 
and loyal, MSE-6 droids suffer from an overdeveloped threat assessment 
program. They are skittish, and they frequently flee from anything new or 
frightening. Any time an MSE-6 moves -1 step along its condition track as 
the result of an ability that targeted its Will Defense, the droid immediately 
flees for 1d6 minutes. 
MSE-6 repair droids may not be played as droid heroes. 


WEAPONS 

The following weapons are part of the Imperial arsenal during the Dark 
Times. Many of them might make their way into the hands of the heroes (or 
even other villains), 


CR-) BLAST CANNON 

Exotic Weapon 

Designed by Golan Arms under exclusive contract with the Galactic Republic, 
and then the Empire, the CR-1 blast cannon fires a burst of blaster bolts, 
each at reduced power, that spread out in an ever-expanding wave of eneray. 
Often used to suppress riots or eliminate threats gathered in large crowds, 
the CR-1 blast cannon can be incredibly lethal at close and medium range 
but is quite ineffective at long range. 

The CR-1 blast cannon is treated as a pistol for the purpose of determining 
the weapon's range. However, the blast cannon does not take range penalties 
to attack rolls, instead applying any range penalties to damage rolls. 

Against adjacent targets, the blast cannon deals an additional 1d8 points 
of damage. Against nonadjacent targets, the weapon acts as a splash weapon 
with a 1-square splash radius. 


E-WeEBsB MISSILE LAUNCHER 
Heavy Weapon 
A variant of the E-Web repeating blaster, an E-Web missile launcher con- 
sists of a heavy, tripod-mounted firing mechanism from which missiles are 
launched, When mounted on a tripod, it is treated as one size smaller for the 
purpose of being wielded (allowing a Medium character to operate it with two 
hands). An E-Web missile launcher operates only in single fire mode, though 
it does not require a power generator. An E-Web missile launcher is an area 
effect weapon that damages all targets in a 2-square-by-2-square area. 
Usually, a second crewmember is required to reload an E-Web missile 
launcher between shots, jamming a live missile into the launch tube as a 
move action. An E-Web missile launcher can fire only a single shot each 
round, after which the weapon must be reloaded. The wielder of an E-Web 
missile launcher can spend two swift actions in the same round immediately 
before making an attack to treat the range to the target as though it were 
one step shorter (short becomes point blank, medium becomes short, and so 


EXOTIC WEAPONS cost DAMAGE STUN DAMAGE WEIGHT TYPE AVAILABILITY 
Neuronic whip 500 = 2d8 0.5 kg Bludgeoning and energy Restricted 
LIGHTSABERS cost DAMAGE STUN DAMAGE WEIGHT TYPE AVAILABILITY 


Lightsaber pike 


2kg Energy and slashing Rare 


EXOTIC WEAPONS cost DAMAGE STUN DMG RATE OF FIRE WEIGHT TYPE AVAILABILITY 
CSS Ee SFE SES TY 
CR-1 blast cannon’ 2,000 3d8 (special) - Ss 6 kg Energy Military 
HEAVY WEAPONS cost DAMAGE STUN DMG RATE OF FIRE WEIGHT TYPE AVAILABILITY 
SS ae ee Se Se 
Missile launcher, E-Web 9.500 6d6 - s 42 kg Slashing Military 
RIFLES. cost DAMAGE STUN DMG RATE OF FIRE WEIGHT TYPE AVAILABILITY. 
Re ee a 
Flechette launcher’ 1400 348 - s 5kg Piercing Military 
Rail detonator gun 1,900 3d8 = $ Skg Piercing Military 


1 Inaccurate weapon; This weapon cannot fire at targets at long range. 


forth); this benefit stacks with the effect of the Far Shot feat. The missiles 
fired by an E-Web missile launcher cost 75 credits each, 


FPLECHETTE LAUNCHER 

Rifle 

The flechette launcher is an antipersonnel weapon that saw extensive use 
during the last half of the Clone Wars. It fires canisters filled with hundreds of 
tiny durasteel darts that spread out over a large area. A flechette launcher is 
considered a splash weapon, with a 1-square splash radius. Due to its single- 
shot nature, a flechette launcher may not be used with the Rapid Shot feat, 
or any other feat or talent that expends more than a single shot. A flechette 
launcher requires special ammunition, with a cluster of four shots costing 
50 credits; after four shots, the canisters must be replaced. 


LIGHTSABER PIKE 
Lightsaber 
Employed almost exclusively by the Emperor's Shadow Guard, an elite cadre 
of Force-wielding Royal Guards, the lightsaber pike resembles a primitive 
polearm in many respects. The long handle of the weapon is made of a phrik 
alloy, meaning that a lightsaber does not ignore the pike's damage reduction. 
At the end of the handle is a slightly shorter and thicker lightsaber blade, 
which can be activated with a swift action as normal by means of a switch 
farther down the weapon's haft. A lightsaber pike increases the wielder's 
reach by 1 square but imposes a -2 penalty on Use the Force checks to use 
the Block or Deflect talents. 

A lightsaber pike requires an energy cell to operate. 


NEURONIC WHIP 
Exotic Weapon 
A neuronic whip is a long, flexible cable connected to a power pack in a 
handle that delivers a stunning jolt on contact. Unlike a typical leather 
whip, the heavy cable can crack bones and break flesh, but it is extremely 
unlikely to kill. As a result, the neuronic whip was very popular with slavers. 
A target successfully hit by a neuronic whip takes normal stun damage, plus 
1d4 points of slashing damage. Additionally, a neuronic whip increases the 
wielder’s reach by 1 square. 

A neuronic whip requires an energy cell to operate. 


RAIL DETONATOR GUN 
Rifle 
The rail detonator gun isa rarely seen weapon used by specialized storm- 
trooper units. Primarily carried by Imperial Jumptroopers, the rail detonator 
gun is an advanced weapon that complements the Jumptroopers’ penchant 
for aerial combat. It uses powerful electromagnets to hurl an explosive 
canister down the barrel of the weapon and toward a target at an incred- 
ible speed. The rail detonator gun is considered a splash weapon, with a 
1-square splash radius. 

Arail detonator gun requires a magazine of special explosive canisters, 
each of which carries 10 shots and costs 50 credits. After 10 shots, the 
magazine must be replaced. 


VEHICLES 

The Republic had found walkers to be more useful than repulsor vehicles in 
many engagements, and the Empire took to them as their primary heavy land 
Units. As the New Order first started transitioning from the Grand Army of 
the Republic to the Imperial Army, numerous new walker designs were tried, 
many of which proved too expensive for long-term use. Eventually just a few 
standard models were produced, though older designs (and even old wheeled 
and tracked vehicles) were still in use for decades, 


AS JUGGERNAUT 

Smaller and older than the A6 Juggernaut that dominated the battlefields of 
closing days of the Clone Wars, the AS Juggernaut is a 10-wheeled, heavily 
armored assault vehicle that continues to see use in many Imperial forces 
despite its age. Wherever an AT-AT or similar heavy walker isn't available, 
an AS is used as a replacement. Though faster than an AT-AT, the AS is less 
maneuverable (especially in rough terrain), slightly less resistant to damage, 
and requires a larger crew. It also mounts slightly lighter weapons, and it 
lacks the power generation to upgrade to lasers as powerful as those on an 
AT-AT, Despite these shortcomings, an AS isa dangerous and versatile combat 
vehicle. It can effectively spearhead a ground assault, act as a mobile com- 
mand center, engage in hit-and-run raids, and even act as an antiaircraft 


battery when engaging airspeeders or low-flying starfighters. 

Though the Empire owns more ASs than anyone else, as the years pass 
and the Empire retires and replaces them, other groups begin picking them 
up. Many Imperial A5s are left as smoking wrecks on battlefields, and while 
it’s not worth the Empire's time or money to recover and repair them, crime 
cartels, major corporations, and insurgent groups are willing to go to much 
greater lengths to acquire such a powerful ground unit. 


AS5 Juggernaut 

Colossal wheeled ground vehicle 

Init -5; Senses Perception +6 

Defenses Ref 14 (flat-footed 14), Fort 25; +14 armor 

hp 320; DR 20; Threshold 75 

Speed 8 squares (max. velocity 200 km/h) 

Ranged heavy laser cannons +4 (see below) and 
blaster cannon +4 (see below) and 
grenade launchers +4 (see below) 

Fighting Space 6x14; Cover total 

Base Atk +0; Grp +29 

Abilities Str 40, Dex 10, Con —, Int 14 

Skills Initiative -5, Mechanics +5, Perception +5, Pilot -5, Use 
Computer +5 

Crew 8 (normal); Passengers 50 (troops) 

Cargo 1 ton; Consumables 1 week; Carried Craft none 

Availability Licensed; Cost 200,000 (120,000 used) 


cL 


Heavy laser cannons (gunner) 
Atk +4, Dmg 5d10x2 
Blaster cannon (gunner) 
Atk +4, Dmg 4d10x2 
Grenade launcher (gunner) 
Atk +4, Dmg 4d6, 2-square burst 


ALL TERRAIN KASHYYYK 
TRANSPORT (AT-KT) 

The Kashyyyk deployment variant of the AT-ST is designed to root out insur- 
gents and enemy scouts from terrain that offers heavy cover. Rather than 
acting as an antivehicle platform, the AT-KT (also sometimes referred to as 
the “Hunter” scout transport, or AT-STh, when deployed on other worlds) 
is specifically an antipersonnel walker, with heavy weapons tasked to fire 
through foliage, light bunkers, and camouflage. Moreover, the vehicle's 
weapons are primarily used to stun the targets (since dead Wookiees make 
poor slaves), ensuring that even the most rebellious insurgents live to serve 
the Empire as laborers, 


AT-KT 
Huge ground vehicle (walker) 
Init +8; Senses Perception +3 


cL10 


Defenses Ref 14 (flat-footed 12), Fort 20; +4 armor 
hp 120; DR 10; Threshold 40 


Speed 6 squares (max. velocity 90 km/h) 
Ranged stun cannon +6 (see below) and 
frag grenade +6 (see below) 
Fighting Space 3x3; Cover total 
Base Atk +5; Grp +25 
Abilities Str 30, Dex 14, Con — Int 12 
Skills Initiative +8, Mechanics +4, Perception +3, Pilot +8 


Crew 2 (expert); Passengers none 

Cargo none; Consumables 2 days; Carried Craft none 
Payload 12 frag grenades 

Availability Military; Cost not available for sale 


Frag grenade (pilot) 
Atk +6, Dmg 4d6 (2-square burst) 


Stun cannon (gunner) 
Atk +6, Dmg 2d10x2 stun 


ALL TERRAIN CONSTRUCTION 
TRANSPORT (AT-CT) 
For large-scale construction projects on distant worlds, many Imperial 
engineers have adapted the AT-ST frame to produce a vehicle capable of 
assisting in the construction of new facilities. Using advanced tractor beam 
technology, these All-Terrain Construction Transports (as the variant is com- 
monly known) can lift, manipulate, and move unattended objects at range, 
effectively allowing them to place girders, crates, and other pieces of heavy 
equipment exactly where construction crews need them. In order to main- 
tain this fine level of contro! over the tractor beams, all other weapons and 
extraneous systems had to be stripped out of the walker, leaving it unarmed. 
AT-CT pilots quickly learned to defend themselves against attacks, using the 
vehicle's tractor beams to hurl objects at their targets. 

fan AT-CT has successfully grabbed an object with its tractor beam, it can 
move the object up to 10 squares in any direction (instead of being limited to 
bringing the object closer). Additionally, an AT-CT can hurl a grabbed object 
at another target within 10 squares, making a ranged attack roll using the 
tractor beam's attack bonus. If the attack roll exceeds the target's Reflex 
Defense, the target takes damage based on the size of the object being hurled 
(see page 254 of the Saga Edition core rulebook). 


AT-CT 

Huge ground vehicle (walker) 

Init +8; Senses Perception +3 

Defenses Ref 14 (flat-footed 12), Fort 23; +4 armor 
hp 120; DR 10; Threshold 43 

Speed 6 squares (max. velocity 90 km/h) 

Ranged tractor beam +8 (see below) 

Fighting Space 3x3; Cover total 

Base Atk +5; Grp +28 

Abilities Str 36, Dex 14, Con —, Int 16 

Skills Initiative +8, Mechanics +4, Perception +3, Pilot +8 
Crew 2 (expert); Passengers none 

Cargo none; Consumables 2 days; Carried Craft none 
Availability Military; Cost not available for sale 


CL 10 


Tractor beam (gunner) 
Atk +8, Dmg — (grapple +28) 


COMMAND SPEEDER 

The Uulshos LAVr QH-7 Chariot command speeder is designed to allow a 
commander to enter or flee the field of battle with moderate protection. 
Unlike the mobile command base (described below), the Chariot com- 
mand speeder can get right into the thick of battle and out again within a 
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matter of moments. Often used by commanders who want to get a closer 
look at the way a battle is progressing, the command speeder is also fre- 
quently tasked with evacuating a commander from a hot zone. Veteran 
officers of the Clone Wars believed that the command speeder was far 
more reliable for evacuating an officer than the LAAT/i dropship, due to 
the fact that antistarfighter weapons often targeted the dropships while 
they were en route to recover important officers. The Chariot command 
speeder boasts advanced tactical displays, and it is often used by Imperial 
generals to move to the front lines, pick up a field commander, receive a 
face-to-face briefing, and then ferry the general back to the safety of a 
mobile command base. 
Command Speeder cL8 
Huge ground vehicle (speeder) 
Init +7; Senses Perception +5 
Defenses Ref 16 (flat-footed 12), Fort 22; +7 armor 
hp 120; DR 5; Threshold 32 
‘Speed 12 squares (max, velocity 350 km/h) 
Ranged laser cannon +3 (see below) 
Fighting Space 3x3; Cover total 
Base Atk +2; Grp +24 
Atk Options autofire (laser cannon) 
Abilities Str 34, Dex 18, Con —, Int 12 
Skills Initiative +7, Mechanics +5, Perception +5, Pilot +7, Use 

Computer +5 
Crew 3 (skilled); Passengers none 
Cargo 200 kg; Consumables 3 days; Carried Craft none 
Availability Military; Cost not available for sale (estimated value 40,000) 


Laser cannon (gunner) 
Atk +3 (-2 autofire), Dmg 3d10x2 


MOBILE COMMAND BASE 

The Nen-Carvon PX-4 mobile command base is a specialized vehicle used 
by military commanders during large-scale engagements. The mobile 
command base is a tactical headquarters on treads; the interior features 
sophisticated computer systems, advanced communications arrays, and 
holographic tactical displays of remote battlefields, all of which allow 
the commanders to stay near enough to their troops to dynamically issue 
commands and move along with the battlefield. Though not designed to 
engage directly in combat, a mobile command base is protected by thick 
armor plating that gives it excellent survivability. Typically, a mobile 
command base is kept far from the battlefield, allowing the generals and 
other Imperial officers to remain inside a safe area where they can make 


command decisions far from the perils of combat. A’ mobile command 
base can be deployed by landing craft (they are most often deployed 
by LAAT/c dropships, but can sometimes be attached to the bottom of 
a Sentinel-class landing craft if no LAAT/c dropships are available) and 
recovered the same way. 


Mobile Command Base 

Gargantuan ground vehicle (tracked) 

Init -8; Senses Perception +5 

Defenses Ref 15 (flat-footed 15), Fort 27; +10 armor 

hp 270; DR 15; Threshold 47 

Speed 8 squares (max. velocity 200 km/h) 

Ranged heavy laser cannon +5 (see below) 

Fighting Space 8x8; Cover total 

Base Atk +2; Grp +39 

Atk Options autofire (heavy laser cannon) 

Abilities Str 45, Dex 10, Con —, Int 16 

Skills Initiative -8, Mechanics +5, Perception +5, Pilot -8, Use 
Computer +5 

Crew 3 (skilled); Passengers 7 

Cargo 1 ton; Consumables 1 week; Carried Craft none 

Availability Military; Cost not available for sale (estimated value 
300,000) 


cL8 


Heavy laser cannon (gunner) 
Atk +5 (+0 autofire), Dmg 4d10x2, 2-square splash 


TX-1ISOT FIGHTER TANK 

The TX-130T is a perfect example of the kind of repulsor-driven ground unit 
the Empire is trying to phase out. However, not only are many still in service, 
the Empire continues to manufacture them in small numbers to replace those 
lost in battle. Originally deployed at the end of the Clone Wars, the Rothana 
Heavy Engineering design is a nimble, effective strike tank. It can serve in 
infantry support, fast raid, forward scout, and even escort roles to protect 
heavier walkers. Though it lacks the heavy punch of an assault walker, its 
speed, maneuverability, and anti-infantry weaponry make it an excellent 
addition to any large ground force. Although many military advisors want 
to get rid of the TX-1301, so far nothing as well suited to dealing with small, 
nimble units of insurgent commandos has been developed to replace it. 
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TXIBOT FIGHTER TANK 


TX-130T Fighter Tank CLg Skills Initiative +7, Mechanics +5, Perception +5, Pilot +7, Use 
Huge ground vehicle (speeder) Computer +5 

Init +7; Senses Perception +5 Crew 2 (normal); Passengers 5 

Defenses Ref 17 (flat-footed 13), Fort 21; +5 armor Cargo 100 kg; Consumables 1 day; Carried Craft none 


hp 120; DR 5; SR 5; Threshold 31 Payload 8 concussion missiles 
‘Speed 8 squares (max. velocity 193 km/h) Availability Military; Cost 42,000 (34,000 used) 


Ranged laser cannons +1 (see below) and P 
medium concussion missiles +1 (see below) Sree iat 
Fighting Space 3x3; Cover total +2, Dmg 5d10x2 


Base Atk +0; Grp +9 Medium concussion missiles (gunner) 
Abilities Str 33, Dex 18, Con —, Int 14 Atk +2, Dmg 6d10x2, 2-square splash 
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STARFIGHTERS 

The use of starfighters became standard during the Clone Wars, a fact that 
even the size-conscious Empire could not ignore. Since starfighters can't 
be particularly frightening or large compared to other starships, the new 
doctrine of rule through fear requires the Imperial Navy to field massive 
numbers of starfighters. Military planners envision swarms of starfighters 
that overload enemy targeting computers and block out the skies over target 
cities through sheer quantity. Of course, such a vast number of starfighters 
is expensive, and as a result the shielded, well-armored, hyperdrive-capable 
starfighter of the Clone Wars is no longer acceptable for Imperial needs. 
Although many such snub fighters still exist (and will for years), the new 
models of cheaper, weaker fighters have bequn rolling off assembly lines 
and into Imperial hangars. 


A-7 HUNTER 

The rapidly growing military needs of the New Order created opportunities 
for companies to build new shipyards, especially if they could interest the 
Empire in a new line of vessels to be the standard of Imperial fleets. Kuat 
Drive Yards earned vast profits building Imperial Star Destroyers and wanted 
to provide the Empire with its starfighter fleets as well. The main entrant for 
this role was the A-7 Hunter, an update of a long-successful line of cheap, 
simple, fast starfighters. 

For the first few years after the Clone Wars, many Imperial officers 
assumed that the A-7 Hunter would become the new standard snub fighter 
of the Empire and bought dozens of the fighters to outfit their ship's hangars. 
When the TIE fighter was instead selected, the A-7 waned in popularity 
among Imperials, though it could still be found on ships in fringe systems. 
Many of the fighters eventually ended up being used by mercenaries and 
insurgents, 

The A-7 is similar to a TIE in many respects, It has no hyperdrive or shields, 
only two laser cannons, and few support systems. Though not as fast or 
maneuverable as later designs such as TIE interceptors or A-wings, it is more 
agile than a typical TIE, Ultimately, it's likely that its higher construction cost 
led to the Empire passing it over. 


A-7 Hunter Interceptor 

Huge starfighter 

Init +8; Senses Perception +6 

Defenses Ref 16 (flat-footed 12), Fort 22; +4 armor 

hp 60; DR 10; Threshold 32 

Speed fly 16 squares (max. velocity 1,200 km/h), fly 5 squares (starship 
scale) 

Ranged laser cannons +4 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +24 

Atk Options autofire (laser cannons) 

Abilities Str 34, Dex 18, Con —, Int 14 

Skills Initiative +8, Mechanics +6, Perception +6, Pilot +8 

Crew 1 (skilled); Passengers none 

Cargo 55 kg; Consumables 1 day; Carried Craft none 

Hyperdrive none 

Availability Military; Cost 80,000 (45,000 used) 
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Laser cannons (pilot) 
Atk +4 (-1 autofire), Dmg 4d10x%2 


TIE PROTOTYPE 

With the end of the Clone Wars, the Empire was faced with the difficult task 
of overseeing a galaxy that had been in open conflict for years. Vast areas 
of space had to be patrolled, and the only practical way of doing so was to 
construct thousands of small starfighters. The existing Republic starfighters 
were seen as too expensive to maintain for years of patrolling, and much too 
expensive to build in larger numbers. 

The Empire required a cheap and efficient fighter that could be mass- 
produced. Dozens of shipyards vied for the contract to provide those ships, 
but Sienar Fleet Systems especially impressed the Emperor with its Twin lon 
Engine prototype fighter. These fighters cost only a fraction to build com= 
pared to other proposals, and Sienar could begin production immediately. 

The first prototype TIEs were actually tougher than the final version, but 
they also cost more. They featured weak shields, a small hyperdrive, and 
two one-shot concussion missile launchers, to allow them to serve as light 
bombers, long-assault craft, and snub fighters. However, the Twin lon Engine 
was incompatible with many of those systems, requiring the TIE prototype to 
carry a secondary power supply for them. When the Empire decided to make 
numerous variant fighters, the decision was made to remove these genera~ 
tors for the basic TIE (reducing costs significantly, resulting in construction 
in vast numbers). 

Even so, the TIE prototype was built in the hundreds for numerous 
test runs, and it remained very popular with its pilots (if not the Imperial 


accountants). In the first years of the New Order, squads of TIE prototypes, 
or units of older fighters (often ARC-170s or V-wings) with a TIE prototype 
wing commander, were common. The ships became less common later, 
because they required parts and maintenance that were nonstandard, and 
only truly elite pilots could insist on keeping the older ships. By the time 
the TIE interceptor and more advanced fighters were commonly available, 
most TIE prototypes were replaced or scrapped, though a few were kept as 
personal vessels of Moffs and similar high-ranking officers. 


TIE Prototype CL6 

Huge starfighter 

Init +8; Senses Perception +6 

Defenses Ref 16 (flat-footed 12), Fort 22; +4 armor 

hp 60; DR 10; SR 10; Threshold 32 

Speed fly 16 squares (max. velocity 1,200 km/h), fly 5 squares (starship 
scale) 

Ranged laser cannons +4 (see below) or 
2 medium concussion missiles +4 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +24 

Atk Options autofire (laser cannons) 

Abilities Str 34, Dex 18, Con —, Int 14 

Skills Initiative +8, Mechanics +6, Perception +6, Pilot +8 

Crew 1 (skilled); Passengers none 

Cargo 65 kg; Consumables 2 weeks; Carried Craft none 

Hyperdrive x2, limited navicomputer (2-jump memory) 

Payload 2 medium concussion missiles 

Availability Military; Cost 130,000 (75,000 used) 


Laser cannons (pilot) 

Atk +4 (-1 autofire), Dmg 4d10x2 
Medium concussion missiles (pilot) 

Atk +4, Dmg 8d10x2, 2-square splash 


SPACE TRANSPORTS 

The Empire's move to capital ships that were unable to land easily on plan- 
etary surfaces makes space transports a critical part of any fleet. Transports 
are used to move troops to groundside battles, shuttle cargo from supply 
vessels to Star Destroyers, and move crew and commanders among ships 
of a fleet. Though often armed, such starships are much more valuable as 
convoy vessels than as warships, 


GUARDIAN-CLASS 

LIGHT CRUISER 

A customs and inspection vessel designed by Sienar Fleet Systems, the 
Guordian-class light cruiser is a fast and durable ship capable of patrolling 
remote systems without the need for backup or support. The Guardian-class 
light cruiser was designed to be relatively autonomous, though of course 
it was not expected to fend off large-scale assaults. For the most part, the 
Guardian-class light cruiser handles smuggler and pirate traffic in remote 
systems, acting as both a command post and enforcement vessel. Though 
considered a light cruiser, the ship is actually just a heavily armed space 
transport designed to let small crews patrol a star system with few amenities. 
Despite the fact that the ship has a hyperdrive, the Empire typically limits 
the Guardian-class light cruiser to missions within a single star system. Any 
exercises that would normally force a Guordian-class light cruiser away from 
its home system usually warrant the assistance of larger ships, typically 
corvettes or smaller frigates. 


Guardian-class Light Cruiser cL. 

Colossal space transport 

Init -2; Senses Perception +5 

Defenses Ref 19 (flat-footed 16), Fort 38; +16 armor 

hp 300; DR 15; SR 120; Threshold 88 

‘Speed fly 3 squares (starship scale) 

Ranged laser cannon battery +11 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +50 

Abilities Str 66, Dex 16, Con —, Int 16 

Skills Initiative -2, Mechanics +5, Perception +5, Pilot -2, Use 
Computer +5 

Crew 8 (skilled); Passengers 6 (prisoners) 

Cargo 200 tons; Consumables 3 months; Carried Craft none 

Hyperdrive x1 (backup x10), navicomputer 

Availability Military; Cost not available for sale (estimated value 
800,000) 


Laser cannon battery (4 gunners) 
Atk +11, Dmg 5d10x2 


ROGUE SHADOW 

The personal transport of Darth Vader's secret apprentice, the Rogue Shadow 
is a one-of-a-kind vessel designed to transport Vader's agent covertly 
throughout the galaxy. Though the vessel has had a long string of unsuc- 
cessful pilots, the space transport is among one of the most sophisticated 
vessels in the galaxy. Having come across the schematics for Darth Maul's 
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Sith Infiltrator, Lord Vader commissioned a similar vessel from Sienar Fleet 
Systems. As with the Sith Infiltrator, only a single prototype of the Rogue 
Shadow was built before it was turned over to Vader and his apprentice. All 
the engineers and mechanics who knew of the project were killed to ensure 
their silence, and following its completion only a small number of people 
knew of the Rogue Shadow's existence. 

The vessel is reminiscent of the Sith Infiltrator both in form and capabili- 
ties. Heavily armed and boasting an advanced stygian crystal cloaking device 
(granting the ship total concealment when activated), the Rogue Shadow 
is capable of moving throughout the stars undetected. The ship is consider- 
ably faster and more maneuverable than others of its size, and its shields 
are nearly unparalleled. The Rogue Shadow also has a sensor enhancement 
package (granting the pilot a +5 equipment bonus on Perception checks 
and Use Computer checks to operate sensors) and a hyperdrive that moves 
the ship across the galaxy at speeds unheard of fora nonmilitary vessel. All 
of this impressive equipment is housed in a rather nondescript shell; Vader 
commanded that the ship be given a ubiquitous appearance, and as such 
the Rogue Shadow is a powerful combat vessel hiding beneath the looks of 
a civilian personal transport. 
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Rogue Shadow CL 12 

Colossal” space transport 

Init +8; Senses Perception +12 

Defenses Ref 17 (flat-footed 11), Fort 25; +11 armor 

hp 110; DR 15; SR 40; Threshold 75 

Speed fly 16 squares (max. velocity 1,350 km/h), fly 6 squares (starship 
scale) 

Ranged laser cannons +15 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total 

Base Atk +10; Grp +45 

Atk Options autofire (laser cannons) 

Abilities Str 40, Dex 22, Con —, Int 20 

Skills Initiative +8, Mechanics +12, Perception +12, Pilot +8, Stealth +12 
{total concealment when cloaking device active), Use Computer +12 
(+17 when using sensors) 


Crew 1 (ace); Passengers 8 

Cargo 15 tons; Consumables 1 year; Carried Craft none 

Hyperdrive x.5, navicomputer 

Availability Unique; Cost not available for sale 

* This ship is treated as a Gargantuan starfighter for the purposes of being 
targeted by capital ship weapons, dogfighting, and using starship 
maneuvers. 


Laser cannons (pilot) 
Atk +15 (+10 autofire), Dmg 7410x2 


SENTINEL-CLASS SHUTTLE 
With the change from starships that were able to land on planets to offload 
troops (such as the Acclamator assault ships) to spacebound Star Destroy- 
ers that brought troops into orbit but no farther, the New Order needed a 
dedicated, armored, maneuverable landing craft to safely transport troops 
directly into battle. Since these landing craft needed to be carried easily 
aboard larger ships, the existing CR20 troop carriers were not suitable, 
Using many of the same design elements as the Theta-class and Lambda- 
class, the Sentinel-class landing craft was built. Lacking in comfort or 
long-range capability, it has plenty of space, speed, and armor for the 
short-range missions it excels at 
Most Star Destroyers of every class have at least a few Sentinel- 
class ships, as do many Imperial garrisons. In addition to acting as troop 
transports, the vehicles can serve asair support, short-range scouts, light 
cargo vessels, or even starfighter support. 


Sentinel-class Landing Shuttle CL 10 

Gargantuan starfighter 

Init +5; Senses Perception +5 

Defenses Ref 21 (flat-footed 16), Fort 26; +11 armor 

hp 120; DR 10; SR 50; Threshold 49 

Speed fly 16 squares (max. velocity 1,000 km/h), fly 5 squares (starship 
scale) 

Ranged 4 linked sets of laser cannons +4 (see below) and 
ion cannon +4 or 

Ranged 2 medium concussion missiles +4 and 
2 repeating blaster cannons -1 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +33 

Atk Options autofire (laser cannons, repeating blaster cannons) 

Abilities Str 42, Dex 20, Con —, Int 14 

Skills Initiative +5, Mechanics +6, Perception +6, Pilot +5, Use 
Computer +6 

Crew 6 (skilled); Passengers 54 (troops) 

Cargo 180 tons; Consumables 1 month; Carried Craft up to 36 light 
ground vehicles 

Payload 8 medium concussion missiles 

Hyperdrive x1 (backup x10), navicomputer 

Availability Restricted; Cost 240,000 


Laser cannons (gunner) 
Atk +4 (-1 autofire), Dmg 6d10x2 
Jon cannon (copilot) 
Atk +4, Dmg 4d10x2 ion 
Medium concussion missiles (2 gunners) 
Atk +4, Dmg 8d10[ts[2, 2-square splash 
Repeating blaster cannons (2 gunners) 
Atk -1 (autofire only), Dmg 3d8%2 


CAPITAL SHIPS 

Capital ships are the backbone of the new Imperial navy. Although Imperial 
Star Destroyers are the workhorses of that fleet, many other vessels are 
required to keep order across the vast sectors of the Empire's control. 


EscorRT CARRIER 

With the TIE fighter overtaking other starfighters as the Empire's weapon of 
choice, the need to transport entire squadrons of fighters quickly across the 
galaxy became apparent very quickly. After some rather embarrassing defeats 
due to a lack of TIE fighter support, the Imperial Navy quickly commissioned 
Kuat Drive Yards to craft a ship capable of serving as a fighter launch platform. 


TARTAN-CLAS@ PATROL CRUISER, TIE FIOHTERS, 
BENTINAL-CLAS@ LANDING SHUTTLE 


Escort Carrier CL 14 

Colossal (frigate) capital ship 

Init -3; Senses Perception +5 

Defenses Ref 13 (flat-footed 11), Fort 34; +11 armor 

hp 660; DR 15; SR 30; Threshold 134 

Speed fly 2 squares (starship scale) 

Ranged point defense double laser cannon battery +13 (see below) and 
medium concussion missiles +5 (see below) 

Fighting Space 1 square (starship scale); Cover total 

Base Atk +2; Grp +46 

Abilities Str 58, Dex 14, Con —, Int 16 

Skills Initiative -3, Mechanics +5, Perception +5, Pilot -3, Use 
Computer +5 

Crew 3,505 (skilled); Passengers 800 (troops) 

Cargo 5,000 tons; Consumables 1 year; Carried Craft 72 TIE fighters, 6 
shuttles (Lambda, Sentinel-, or Theta-class) 

Payload 60 medium concussion missiles 

Hyperdrive x1 (backup x8), navicomputer 

Availability Military; Cost not available for sale (estimated value 
3,500,000) 


Point defense double laser cannon battery (5 gunners) 
Atk +13, Dmg 3410x2 


Medium concussion missiles (gunner) 
Atk +5, Dmg 6d10x2, 2-square splash 
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The result is the Escort Carrier, a ship that can launch and store TIE fighters 
ata much faster rate than other capital ships can. Though lightly armed, the 
Escort Carrier can disgorge starfighters at an incredible pace, making it easy 
to flood the battlefield with fighter support in a matter of seconds. 

Tactical Fire: An Escort Carrier is an excellent starfighter support vessel, 
designed to ensure that its complement of starfighters reaches the battle 
as quickly as possible, including carving out safe movement lanes with its 
lasers. As a standard action, an Escort Carrier can forgo all attacks to provide 
tactical fire to all adjacent squares. All allied starfighters that begin their 
turns within this area increase their speed by 1 square until the beginning 
of their next turn, 


GLADIATOR-CLASS STAR 
DESTROYER 

The Gladiator-class Star Destroyer was originally designed by Walex Blissex 
for Rendili StarDrive during the Clone Wars to serve as an escort to Victory~ 
class Star Destroyers, However, the Gladiators were not put into production 
until shortly after the Clone Wars. Further, the design was appropriated by 
the New Order and given to Kuat Drive Yards for improvement, after the 
Victory Star Destroyers were seen as something of a disappointment. Blissex 
received little credit for the final design, 

The Gladiator-class was redesigned as a long-range patrol ship, able 
to carry the New Order—in the form of administrators, starfighters, and 
troops—into the far reaches of the fringe regions. Rather than being seen 
as small for a capital ship, Imperial planners conceived of the ship asa large 
patrol cruiser, self-sufficient and much larger than the light capital ships of 


BLADIATOR-cLas= STAR DESTROYER 


pirates and planetary defense fleets it was expected to oppose. The Gladi- 
ator-class was to be the first Imperial Star Destroyer many worlds saw, and 
it was overpowered for such simple patrol missions. As conceived, the Gladi- 
ators were an important part of the Tarkin Doctrine, huge by patrol-craft 
standards and a promise of bigger and more frightening Imperial ships to 
come if a local populace was uncooperative. 

In actuality, although the Gladiator Star Destroyers were extremely 
effective and cost-efficient for many years, that situation changed once 
the Rebel Alliance formed a cohesive fleet of its own. Lone Imperial craft 
became attractive targets fora fleet that couldn't risk itself against Imperial 


Gladiator-class Star Destroyer CL 16 
Colossal (cruiser) capital ship 
Init -2; Senses Perception +6 
Defenses Ref 15 (flat-footed 13), Fort 51; +13 armor 
hp 1,500; DR 20; SR 120; Threshold 251 
Speed fly 2 squares (starship scale) 
Ranged 5 light turbolaser batteries +13* (see below) and 
2 point defense laser cannon batteries +13 (see below) and 
2 medium concussion missile batteries +13" (see below) and 
3 tractor beam batteries +5" (see below) 
Fighting Space 2x2 (starship scale); Cover total (crew) 
Base Atk +2; Grp +63 
Atk Options autofire (point defense laser cannons) 
Abilities Str 92, Dex 14, Con —, Int 16 
Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, Use 
Computer +6 
Crew 1,255 (skilled); Passengers 1,200 (troops) 
Cargo 6,000 tons; Consumables 2 years; Carried Craft 24 starfighters 
Hyperdrive x1 (backup x8), navicomputer 
Payload 300 medium concussion missiles 
Availability Military; Cost not available for sale (black market value 
34,000,000) 
* Apply a -20 penalty on attacks against targets smaller than Colossal size. 


Light turbolaser battery (5 gunners) 
Atk +14 (-6 against targets smaller than Colossal), Dmg 4d10x5, 
Point defense laser cannon battery (5 gunners) 
Atk +13 (+8 autofire), Dmg 4d10x2 
Medium concussion missile battery (5 gunners) 
Atk +14 (-6 against targets smaller than Colossal), Dmg 8d10x2, 2~ 
square splash 
Tractor beam battery (2 gunners) 
Atk +8 (-12 against targets smaller than Colossal), Dmg — (grapple 
+63) 


Star Destroyers. A single Gladiator was easily able to deal with squadrons 
of smaller ships, but could be outgunned by even a small group of Mon Cal 
capital ships, Several Gladiator-class ships fell into the hands of pirate bands 
{including the Demolisherat about 15 BBY), usually asa result of attacks on 
repair bays or ambushes in space. 

The same keel design as the Gladiator-class was also used for the Broad- 
side-class cruiser. The Broadside-class eliminates all starfighters or landing 
craft and all but two turbolasers in favor of eight concussion missile tube 
batteries (with a 1,200 missile payload). However, a Broadside lacks the 
self-contained support to qualify as a Star Destroyer, instead being classified 
as a heavy cruiser. Broadside-class cruisers also sacrifice maneuverability 
(Dexterity 10) and armor (+12 armor bonus), causing them to require escorts 
and to be used only in fleet engagements. 

Tactical Fire: Imperial Star Destroyers are designed to provide heavy 
gunnery support in any situation, and they excel at disrupting other capital 
ships above all. Their weakness against other ships, such as starfighters, is 
usually overcome by their own complement of starfighters. As a standard 
action, 2 Gladiator-class Star Destroyer can forgo all attacks to provide 
tactical fire to all squares in a 2-square radius. All allied starships attacking 
targets within this area gain a +2 bonus on attack rolls. 


TARTAN-CLASS PATROL 
CRUISER 

One of the first starships to be commissioned for the newly formed Empire, 
the Tartan-class patrol cruiser is a fast and deadly ship used to supplement 
Imperial patrols throughout the galaxy. Produced by the Damorian Manu- 
facturing Corporation, the Tarton-class is primarily used against fighters, 
bombers and small pirate vessels, and is usually tasked with keeping order. 
Though modestly armed, the Tartan-class patro| cruiser complements other 
mid-sized ships, such as the Carrack-class light cruiser, while requiring a 
much smaller crew complement. 

The Tartan-class patrol cruiser is a versatile ship that can transfer power 
between its systems with relative ease. Asa result, one less swift action is 
required to recharge shields or reroute power aboard the ship (usually result- 
ing in both actions requiring two swift actions to complete). The ship is also 
exceptionally faster than others its size, allowing it to pursue starfighters 
and space transports that can usually escape capital ships. Though it’s no 
match for larger vessels, such as the Nebulon-B frigate, the Tartan-class 
patrol cruiser is an excellent support ship that can outgun many corvettes 
and still pose a major threat to attacking starfighters. 

Tactical Fire: The Tartan-class patrol cruiser works well as both a support 
vessel and an antistarfighter platform. As a standard action, a Tartan-class 
patrol cruiser can forgo all attacks to provide tactical fire to all adjacent 
squares. The DR of all enemy starfighters within that area is halved (round 
down) as long as they remain in the tactical fire area. 


Tartan-class Patrol Cruiser cL 15 

Colossal (frigate) capital ship 

Init -2; Senses Perception +5 

Defenses Ref 14 (flat-footed 11), Fort 35; +11 armor 

hp 870; DR 15; SR 90; Threshold 135 

Speed fly 4 squares (starship scale) 

Ranged 2 point-defense laser cannon batteries +14 (see below) 

Fighting Space 1 square (starship scale); Cover total 

Base Atk +2; Grp +47 

Abilities Str 61, Dex 16, Con —, Int 18 

Skills Initiative -2, Mechanics +5, Perception +5, Pilot -2, Use 
Computer +5 

Crew 70 (skilled) Passengers 50 (troops) 

Cargo 1,000 tons; Consumables 1 year; Carried Craft none 

Hyperdrive x2, (backup x12), navicomputer 

Availability Military; Cost not available for sale (estimated value 
4,200,000) 


Point-defense laser cannon battery (5 gunners) 
Atk +14, Dmg 6d10x2 


VENATOR-CLASS STAR 
DESTROYER 

The Venator-class Star Destroyer was designed by Lire Blissex as the ultimate 
capital-class warship of the Clone Wars. It went into service late in the 
war, however, and actually saw more service in the early days of the New 
Order. However, as icons of the Old Republic’s military might, the ships were 
politically unpopular with the Empire's new propaganda offices. Additionally, 
their use as starfighter carriers, using swarms of smaller ships for much of 
their combat power, didn't match well with the new Tarkin Doctrine. As a 
result, the Venators were put out of service as fast as new Imperial-class 
ships could be built to replace them. Many were sold for scrap, only to 
appear in the hands of major criminal organizations or the Moff's private 
home defense fleets. 

Tactical Fire: A Venator-class Star Destroyer is an excellent starfighter 
carrier capable of operating close to the action and supporting its fighter 
corps. As a standard action, a Venator-class Star Destroyer can forgo all 
attacks to provide tactical fire to all squares in a 2-square radius. All allied 
starships of Gargantuan size or smaller within this area gain a +2 bonus on 
attack rolls and increase their damage dice by one step (for example, from 
4d10x2 to 4d12x2). 
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Venator-class Star Destroyer cL 19 
Colossal (cruiser) capital ship 


Init -3; Senses Perception +6 


Defenses Ref 14 (flat-footed 13), Fort 52; +13 armor 
hp 1,590; DR 20; SR 200; Threshold 252 


Speed fly 2 squares (starship scale) 

Ranged 2 heavy turbolaser batteries +11* (see below) and 
2 medium double turbolasers +7* (see below) and 
8 point-defense laser batteries +13 (see below) and 
2 point-defense flight deck laser batteries +15 (see below) and 
2 tractor beam batteries +9* (see below) and 
4 proton torpedoes +5* (see below) and 

Fighting Space 2x2 (starship scale); Cover total (crew), +5 (ships in 
flight deck when hangar open) 

Base Atk +2; Grp +74 

Atk Options autofire (medium double turbolasers) 


Abilities Str 95, Dex 12, Con — Int 16 
Skills Initiative -3, Mechanics +6, Perception +6, Pilot -3, Use 
Computer +6 


Crew 7,400 (skilled); Passengers 2,000 (troops) 

Cargo 20,000 tons; Consumables 2 years; Carried Craft 192 V-wings 
or V-19 Torrents, 192 Eta-2s, 36 ARC-170s, 40 heavy airspeeders, 24 
heavy walkers, various support craft 

Payload 64 proton torpedoes 

Hyperdrive x1 (backup x12), navicomputer 

Availability Military; Cost not available for sale (black market value 
50,000,000 used) 

* Apply a -20 penalty on attacks against targets smaller than Colossal size, 


Heavy turbolaser battery (4 gunners) 
Atk +11 (-9 against targets smaller than Colossal), Dmg 8d10x5 
Medium double turbolaser (gunner) 
Atk +7 (-13 against targets smaller than Colossal) (+2 autofire) (-18 
autofire against targets smaller than Colossal), Dmg 6d10x5 
Point-defense laser battery (5 gunners) 
Atk +13, Dmg 3d10x2 
Point-defense flight deck laser battery (6 gunners) 
Atk +15, Dmg 3d10%2 


‘Tractor beam battery (3 gunners) 
Atk +9 (-11 against targets smaller than Colossal), Omg — (grapple 
+74) 


Proton torpedo (gunner) 
Atk +5 (-15 against targets smaller than Colossal), Dmg 9d10x2, 2- 
square splash 


ViICTORY-CLASS STAR 
DESTROYER 

The Victory-class Star Destroyer was designed during the Clone Wars by 
Walex Blissex as part of the Victor Initiative Project, aimed at producing 
dedicated warships to directly oppose the heavy warships of the Separat- 
ists. At the time of its first production, there was serious doubt about the 
Republic's ability to defeat the Separatists, and as a result a crash building 
program churned out a large number of Vietory-class ships. Though suc 
cessful enough in fleet engagements, the ships turned out to be painfully 
slow, and they depended heavily on missile munitions (preventing them from 
engaging in long running battles), By the end of the Clone Wars, superior 
ships were already in production, 

However, since so many Victory-class Star Destroyers were in existence, 
they became the backbone of Imperial power for the first decades of the 
New Order. Though Imperial-class Star Destroyers were larger and more 
powerful, Victory-class ships were far more common. Small, unorganized 
bands of pirates or insurgents rarely required more than a Victory-class ship 
(often with a few customs corvettes as escorts). In later years, enough other 
classes of ships had been built that the aging Victory-class vessels were no 
longer as common. Many were sold to private concerns, including several 
hundred to the Corporate Sector Authority. 

Variants of the Victory-class were common. Though the standard model 
carries twenty massive assault concussion missile tubes (for planetary 
assaults), many replaced those with eighty standard concussion missile 
launchers (with a total payload of 1,600 missiles). A later upgrade, the Vic~ 
tory-ll, had improved engines installed for a higher speed (3 squares). These 
became much more commonplace after the fall of the Emperor, and created 
a new era for the decades-old ships. 

Tactical Fire: Imperial Star Destroyers are designed to provide heavy 
gunnery support in any situation, and excel at disrupting other capital ships 
above all. Their weakness against other ships, such as starfighters, is usually 
overcome by their own complement of starfighters. As a standard action, a 
Victory-class Star Destroyer can forgo all attacks to provide tactical fire to 
all squares in a 2-square radius. All allied starships attacking targets within 
this area gain a +2 bonus on attack rolls, 


“ALERT MY STAR 
DESTROYER TO 
PREPARE FOR MY 
ARRIVAL." 


—- DARTH VADER 


Victory I-class Star Destroyer cL19 
Colossal (cruiser) capital ship 
Init -2; Senses Perception +6 
Defenses Ref 14 (flat-footed 12), Fort 45; +12 armor 
hp 1,200; DR 20; SR 150; Threshold 245 
Speed fly 1 square (starship scale) 
Ranged 4 heavy double turbolaser batteries +14” (see below) and 
2 light quad turbolaser batteries +14* (see below) and 
4 heavy concussion missile batteries +14* (see below) and 
2 tractor beam batteries +14° (see below) and 
Fighting Space 1 square (starship scale); Cover total 
Base Atk +2; Grp +67 
Atk Options autofire (double turbolasers, light quad turbolasers) 


Abilities Str 90, Dex 14, Con —, Int 18 
Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, Use 
Computer +6 


Crew 5,200 (skilled); Passengers 2,040 (troops) 

Cargo 8,100 tons; Consumables 4 years; Carried Craft 48 starfighters, 
20 heavy ground vehicles, 20 medium ground vehicles, various support 
craft 

Payload 80 heavy concussion missiles 

Hyperdrive x1 (backup x15), navicomputer 

Availability Military; Cost not available for sale (black market value 
50,000,000 used) 

“Apply a-20 penalty on attacks against targets smaller than Colossal size. 


Heavy double turbolaser battery (5 gunners) 
Atk +14 (-6 against targets smaller than Colossal) (+9 autofire), Dmg 
4d10x5 


Light quad turbolaser battery (5 gunners) 
Atk +14 (-6 against targets smaller than Colossal) (+9 autofire), Dmg 
3d10x5 

Heavy concussion missile battery (5 gunners) 
Atk +14 (-6 against targets smaller than Colossal), Dmg 8¢10x5, 2- 
square splash 


Tractor beam battery (3 gunners) 
Atk +14 (-6 against targets smaller than Colossal), Dmg — (grapple 
+67) 
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A Force Unleashed campaign is about more than just the heroes fighting 
the Empire. While the heroes struggle to strike critical blows against the 
monolithic Empire, the rest of the galaxy continues on with its daily business. 
Throughout the course of a Force Unleashed campaign, the heroes might 
have the chance to come across allies and enemies not directly related to 
the struggle against the Empire or the power of the Force. Moreover, the 
heroes might need to rely on these allies to keep themselves active in the 
galaxy. This chapter presents new allies and opponents for use during the 
Dark Times. 


IMPORTANT FIGURES 
OF THE DARK TIMES 


A Gamemaster running a campaign during the Dark Times can draw upon 
a variety of characters to aid and challenge players. These include unique, 
heroic characters who play pivotal roles during this period as well as non- 
heroic supporting characters. 

The less common the character, the less likely it is that heroes might 
encounter that individual in the everyday course of events. For instance, a 
band of freedom fighters has a better chance of meeting pirates and Jawas 
than it does a Galactic Senator or a renegade Jedi. Some characters by their 
very nature stick to certain territory, such as the Felucians and Kazdan 
Paratus. Others range around certain regions, including the Senators, Master 

\ Rahm Kota and his militia, and Wookiee berserkers. 


BAIL ORGANA 

Despite witnessing Palpatine’s rise to power and the brutal creation of the 
New Order, Bail Organa continues to represent Alderaan in the Galactic 
Senate while quietly working to undermine the Emperor's power. Without 
openly joining the resistance, he covertly aids subversive elements fighting 
Imperial tyranny, even finding and aiding refugee Jedi. Toward the end of 
the Dark Times, he eventually works with Mon Mothma to form the basis 
for the Rebel Alliance. 

Throughout this period, Organa openly professes loyalty to the Empire. 
Although this strategy helps maintain the illusion that the Imperial Senate 
actually has influence over galactic affairs, it keeps him in a position to work 
within the bureaucracy and behind the scenes to aid the nascent resistance 
movements sprouting up across the galaxy. 

Organa uses his connections in the Senate to secretly oppose Palpatine’s 
broad policies and several specific operations. When he learned of the 
Emperor's plot to assassinate Corellian Senator Garm Bel Iblis, Organa 
dispatched an Alderaanian agent to warn him; the Senator escaped the 
‘bomb, but the explosion killed his family and sent him into hiding to form 
his own resistance group and later organize clandestine military operations 
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against Imperial targets. Through his position and contacts, Organa gained 
foreknowledge of the Emperor's decision to arrest Chandrilan Senator Mon 
Mothma for treason as an example to others; a bodyguard spirited her to 
safety ahead of the ISB agents sent to arrest her. While in hiding, both Garm 
Bel Iblis and Mon Mothma work with Organa through secret channels to form 
the foundation of what would become the Rebel Alliance. 

Organa uses his political position to covertly aid resistance groups, particu- 
larly those in the Core Worlds. Using a network of diplomatic operatives, he 
quietly leaks useful information to planetary rulers, dissidents in hiding, and 
insurgent fighters who might employ that information against the Emperor's 
plans. Organa also does what he can to secretly aid those who are fleeing Impe- 
rial persecution, particularly outlaw Jedi, He helps Yoda and Obi-Wan Kenobi 
escape from Coruscant in the wake of Palpatine’s betrayal. When Organa or his 
agents find a Jedi in need, they offer what aid they can and attempt to hide the 
Jedi, either by using a carefully concealed location or by creating a new identity; 
for instance, Organa finds one Jedi a job as one of his personal advisors under 
the quise of the Trustant of the Caamasi Remnant on Alderaan. 

Organa encourages Garm Bel Iblis and Mon Mothma in their efforts to 


establish a galaxywide resistance movement, though he spends much time 
fostering a balance between the two dynamic and often obstinate personalities. 
Toward the end of the Dark Times, they meet in secret with other representa- 
tives to sign the Corellian Treaty, forming a loose union of resistance groups 
that would become the Rebel Alliance. Organa's best hope remains his daughter 
Leia, whom he adopted after the death of her mother, Padmé Amidala. During 
the Dark Times, he and a close group of tutors (including Sabé) raise Leia and 
train herin both the diplomatic arts and the broad-minded thinking necessary 
to bring the galaxy out from beneath the Empire's oppressive boot. 


Bail Organa CL9 

Medium Human noble 9 

Destiny 2; Force 4 

Init +10; Senses Perception +16 

Languages Basic, Mon Calamarian, Sullustese 

Defenses Ref 12 (flat-footed 11), Fort 14, Will 18; Dodge 

hp 50, Threshold 14 

Speed 6 squares 

Melee unarmed +6 (1d4+4) 

Ranged blaster pistol +7 (2d6+4) 

Base Atk +6; Grp +7 

Atk Options Melee Defense 

Special Actions Born Leader, Inspire Confidence, Presence, Quick Draw 

Abilities Str 11, Dex 13, Con 10, Int 13, Wis 15, Cha 14 

Talents Born Leader, Connections, Educated, Inspire Confidence, Presence 

Feats Dodge, Linguist, Melee Defense, Quick Draw, Skill Focus 
(Deception), Skill Focus (Knowledge (bureaucracy), Skill Focus 
(Perception), Skill Training (Initiative), Skill Training (Pilot), Skill 
Training (Use Computer), Weapon Proficiency (pistols, simple weapons) 

Skills Deception +16, Gather Information +11, Initiative +10, Knowledge 
(bureaucracy) +15, Knowledge (galactic lore) +10, Knowledge (social 
sciences) +10, Perception +16, Persuasion +11, Pilot +10, Treat Injury 
+11, Use Computer +10 

Possessions blaster pistol, comlink, datapad 


MON MOTHMA 

Unlike Bail Organa, Mon Mothma speaks more openly against Imperial 
oppression and thus brings upon herself Palpatine’s attention and, ultimately, 
reprisal, 

The Senator from Chandrila maintains the diplomatic tradition of her 
homeworld, which espouses outspoken and frank political discussion and 
even dissent. She opposes the military buildup before the Clone Wars and 
advocates that Palpatine relinquish his power when the conflict ends. Mon 
Mothma not only represents Chandrila's interests in galactic affairs, but 
speaks out for the rights of individual local systems as Imperial policies 


begin depriving them of their rights to self-governance. 

Her forthright views against the Empire bring Mon Mothma under closer 
scrutiny by the ISB, COMPNOR, and the Emperor himself, thus preventing her 
from dabbling in more effective covert efforts to undermine Imperial rule. 
She uses her official channels, Senatorial privilege, and political contacts to 
effect change, maintaining a belief that the system of government, no matter 
how broken, still has some small degree of effectiveness. During these years, 
she meets frequently with colleagues on Coruscant and their homeworlds, 
introduces fruitless measures to grant local systems relief from Imperial 
policies, and tries to place Senate oversights on Imperial operations. Mon 
Mothma also tutors Bail Organa’s daughter, Leia, in diplomatic and political 
affairs, preparing her to succeed her father as Alderaan's representative 
in the Senate and eventually lead a galaxy-spanning resistance movement. 

Toward the end of the Dark Times, Palpatine finally loses patience with 
Mon Mothma's outspoken opposition and covert operations with resistance 
groups. He orders her arrest by ISB agents, but she narrowly escapes cap- 
ture thanks to a tip from Bail Organa. She continues working in secret to 
undermine Imperial power, support and unite disparate insurgent groups, and 
forge an official alliance that openly opposes the Empire. 


Mon Mothma cL8 

Medium Human noble 8 

Destiny 2; Force 6 

Init +9; Senses Perception +16 

Languages Basic, Bothese, Mon Calamarian, Sullustese 

Defenses Ref 19 (flat-footed 19), Fort 18, Will 22 

hp 45; Threshold 17 

Speed 6 squares 

Melee unarmed +5 (1d4+3) 

Ranged hold-out blaster pistol +6 (3d4+4) 

Base Atk +5; Grp +5 

Special Actions Born Leader, Coordinate +1, Distant Command, Presence 

Abilities Str 8, Dex 11, Con 10, Int 15, Wis 15, Cha 17 

Talents Born Leader, Coordinate, Distant Command, Presence 

Feats Linguist, Skill Focus (Deception), Skill Focus (Gather Information), 
Skill Focus (Knowledge [bureaucracy]), Skill Focus (Perception), 

Skill Focus (Persuasion), Skill Focus (Use Computer), Skill Training 
(Knowledge (galactic lore]), Skill Training (Stealth), Weapon 
Proficiency (pistols, simple weapons) 

Skills Deception +17, Gather Information +17, Initiative +9, Knowledge 
(bureaucracy) +16, Knowledge (galactic lore) +11, Knowledge (social 
sciences) +11, Perception +16, Persuasion +17, Stealth +9, Use 
Computer +16 

Possessions hold-out blaster pistol, datapad, comlink, holorecorder, 500 
credits 


GARM BEL IBLIS 

Corellia's Senator frequently chafes against Imperial rule and subsequently 
becomes a victim of its vengeance. He ultimately loses his family, position, 
and influence, fleeing underground as an outlaw who rises to lead a growing 
band of resistance fighters. 

Garm Bel Iblis holds Corellian interests and independence at heart, trying 
to keep the system out of the folly of the Clone Wars, and later—upon seeing 
that Corellia could no longer fend off Imperial interference—secretly estab- 
lishing and supporting political resistance groups throughout his system 
Bel Iblis quickly realizes how ineffective Palpatine's rise to power makes the 
Imperial Senate. Though he uses his diplomatic privilege, political contacts, 
and administrative resources to work behind the scenes undermining the 
Emperor's policies and aiding insurgents, Bel Iblis does not conceal his dis 
dain for Palpatine and the New Order. The charismatic Senator quickly draws 
unwanted attention from the Emperor, ISB, and COMPNOR. On Anchoron, he 
narrowly escapes an assassination attempt thanks to a tip from one of Bail 
Organa's secret emissaries; his wife and family die in the explosion, fueling 
Bel Iblis's resolve to fight Palpatine and his tyrannical Empire. 
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The bomb plot offers Bel Iblis a means to escape; in the confusion he 
flees the scene and goes into hiding. Many believe he died in the explosion, 
a rumor Palpatine does not deny in an effort to intimidate opposition to his 
tule, Bel Iblis uses these circumstances to his advantage, secretly recruiting 
volunteers from Corellia for a private military resistance group that begins 
targeting key Imperial facilities in the Corellian sector. He sought aid from his 
former colleagues Bail Organa and Mon Mothma; despite their differences, 
they operate as the most cohesive insurgent group during the Dark Times. 
Ultimately the trio works through secret channels to form the foundation 
‘of what would become the Rebel Alliance. 


Garm Bel Iblis 

Medium Human noble 6/soldier 2 

Destiny 1; Force 4 

Init +10; Senses Perception +12 

Languages Basic, Bothese 

Defenses Ref 14 (flat-footed 13), Fort 18, Will 17; Dodge 

hp 57; Threshold 23 

Speed 6 squares 

Melee knife +6 (1d4+4) or 

Melee unarmed +6 (1d4+4) 

Ranged heavy blaster pistol +7 (2d8+4) 

Base Atk +6; Grp +7 

Atk Options Careful Shot, Melee Defense, Point Blank Shot 

Special Actions Born Leader, Coordinate +1, Fearless Leader, Indomitable 

Abilities Str 11, Dex 13, Con 10, Int 12, Wis 16, Cha 14 

Talents Born Leader, Coordinate, Fearless Leader, Indomitable 

Feats Armor Proficiency (light), Careful Shot, Dodge, Improved Damage 
Threshold, Melee Defense, Point Blank Shot, Skill Training (Knowledge 
[tactics}), Toughness, Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Deception +11, Gather Information +11, Initiative +10, Knowledge 
(bureaucracy) +10, Knowledge (galactic lore) +10, Knowledge (tactics) 
+10, Perception +12, Persuasion +11, Pilot +10 

Possessions heavy blaster pistol, blast helmet and vest, knife, comlink, 
datapad 


CLs 


Saseé 
The former handmaiden and bodyguard for Padmé Amidala pursues a similar 
career after the Clone Wars, working as a diplomatic agent for Naboo's rulers 
and a clandestine operative for the resistance movement among various 
Imperial Senators and insurgent groups. 

After the Clone Wars, Sabé continues her service to the Naboo govern~ 
ment as an aid to its representative to the Imperial Senate. Angered by what 
little she knew of her friend Padmé Amidala's death, Sabé identifies and 


cultivates contacts in the Senate and on sympathetic worlds who secretly 
opposed Palpatine’s tyrannical rule and the Empire's oppressive policies, 
While walking the corridors of the bureaucracy she quietly aids the resistance, 
relaying messages between agents, gathering, analyzing, and disseminating 
intelligence, guarding against Imperial treachery, and counseling those who 
are seeking to channel aid to freedom fighters around the galaxy. 

As a diplomatic emissary, Sabé has official access to transportation, not 
only between Naboo and Coruscant but to any worlds that have business, 
negotiations, or ties with her homeworld. This mobility enables her to expand 
her secret resistance activities beyond the Senate chamber; she smuggles 
equipment to nascent insurgent cells, conveys intelligence about Imperial 
operations, and trains freedom fighters in combat and espionage. 

During this time, she befriends Senator Bail Organa and becomes one of 
his principal agents carrying out operations behind the scenes, She makes 
many trips to Alderaan to check in on Amidala's daughter, now Organa's 
adopted daughter, Leia, Organa encourages Sabé to tutor Leia and her close 
companion Winter in a variety of subjects, from etiquette and bureaucracy 
to the more esoteric arts. Though Leia learns much from Sabé, Winter spends 
more time with her, improving skills that later serve her well as Leia’s double 
and bodyguard. 


Sabé 

Medium Human noble 2/scoundrel 4 

Force } 

Init +9; Senses Perception +14 

Languages Basic, Gunganese, Huttese, Ryl, Shyriiwook (cannot speak) 

Defenses Ref 20 (flat-footed 18), Fort 16, Will 20; Dodge 

hp 37; Threshold 21 

Speed 6 squares 

Melee vibrodagger +5 (2d4+2) 

Ranged hold-out blaster +5 (3d4+3) 

Base Atk +3; Grp +5 

Special Actions Bolster Ally, Disruptive, Walk the Line 

Abilities Str 8, Dex 14, Con 11, Int 14, Wis 14, Cha 16 

Talents Bolster Ally, Disruptive, Walk the Line 

Feats Dodge, Improved Damage Threshold, Linguist, Skill Focus 
(Deception), Skill Focus (Perception), Weapon Finesse, Weapon 
Proficiency (advanced melee weapons, pistols, simple weapons) 

Skills Deception +15, Gather Information +10, Initiative +9, Knowledge 
(bureaucracy) +9, Knowledge (galactic lore) +9, Knowledge (social 
sciences) +9, Perception +14, Persuasion +10, Treat Injury +9, Use 
Computer +9 

Possessions comlink, datapad, handmaiden robes, hold-out blaster, 
vibrodagger 
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MASTER RAHM KOTA 

When the Clone Wars break out and Palpatine reveals his massive armies 
of clone troopers, many express their concern at this explosive military 
escalation. Jedi Master Rahm Kota, promoted to a position as a general 
during the conflict, assembled his own hand-picked and personally trained 
militia unit entirely free of clone personnel. Kota’s Militia deploys both as a 
combat unit in the field and asa special operations force against specialized 
targets, The decision costs Kota during the many battles in the Clone Wars 
He slowly grows weary of seeing his soldiers and trusted friends fall in a 
conflict that he ultimately suspects will elevate Palpatine, exterminate the 
Jedi, and destroy the Republic. 

His choice to lead nonclone troops saves Kota from Order 66, since he 
has no clones under his command and thus no hostile military force betray- 
ing him; however, it dooms him and his soldiers to an existence as hunted 
renegades and known enemies of the Empire during the Dark Times. Kota 
and his militia flee into the Outer Rim and establish a string of small bases 
from which they sabotage and assault a number of Imperial facilities, includ- 
ing a TIE fighter construction installation above Nar Shaddaa. They live a 


dangerous existence, constantly on the run from Imperial forces and evading 
an ever-intensifying hunt for renegade Jedi. Despite his military leadership 
and expertise as a Jedi, Kota eventually falls prey to one of Vader's minions 
hunting down the last vestiges of the Jedi Knights. 


Master Rahm Kota cL 14 

Medium Human Jedi 7/soldier 3/Jedi Knight 3/Jedi Master 1 

Destiny 1; Force 6 

Init +13; Senses Perception +19 

Languages Basic 

Defenses Ref 28 (flat-footed 27), Fort 30, Will 29; Block, Deflect 

hp 109; Threshold 30 

Speed 6 squares 

Melee lightsaber +20 (2d8+19) or 

Melee lightsaber +18 (3d8+19) with Rapid Strike or 

Melee lightsaber +22 (3d8+26) with Powerful Charge and Rapid Strike 

Base Atk +14; Grp +18 

Atk Options Acrobatic Strike, Powerful Charge, Rapid Strike 

Special Actions Juyo, Redirect Shot, serenity 

Force Powers Known (Use the Force +19): battle strike (2), farseeing, 
Force slam, mind trick, move object, rebuke, repulse, surge 

Force Techniques Force Point Recovery 

Abilities Str 18, Dex 13, Con 12, Int 8, Wis 14, Cha 14 

Special Qualities fearless, serenity 

Talents Armored Defense, Block, Deflect, Force Perception, Greater 
Weapon Specialization (lightsabers), Juyo, Redirect Shot, Visions, 
Weapon Specialization (lightsabers) 

Feats Acrobatic Strike, Armor Proficiency (light), Force Sensitivity, Force 
Training (3), Powerful Charge, Rapid Strike, Skill Focus (Use the Force), 
Skill Training (Acrobatics), Skill Training (Use Computer), Weapon Focus 
(lightsabers), Weapon Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +13, Initiative +13, Perception +19, Use Computer +11, 
Use the Force +19 

Possessions lightsaber, light combat armor (as armored flight suit +5, +2 
equipment), comlink, Jedi robes 


*V/ADER THINKS 
HE'S TURNED YOU... 
BUT |! CAN SENSE 
YOUR FUTURE." 


—- MASTER RAHM KOTA 
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KOTA'S MILITIA 

The men and women serving in Kota’s Militia represent an enlightened class 
of citizens who realize that their civic obligation to the Republic requires their 
direct involvement in galactic affairs. Despite their varied origins—military 
academy graduates, CorSec agents, responsible nobles—they all believe the 
burden of military service shouldn't fall to an army of clones that have no 
vested interest in the Republic, but to the very people who stand to benefit 
from victory. 

These citizens volunteer when the Clone Wars begin, drawn to Master 
Rahm Kota because he is one of the few generals leading nonclone forces. 
They undergo military training under his tutelage, including small-unit 
tactics and commando operations. The militia undertakes several special 
assignments and joins other nonclone units such as the Antarian Rangers 
for larger assaults. Like many of those units, they fall victim to Order 66 and 
share the same fate as their Jedi commanders; to become hunted outlaws 
labeled as traitors to the Empire, 

During the Dark Times, the militia rallies around Master Kota. The soldiers 
spend their time ensuring their safety, seeking new havens, establishing 
bases and contacts, working with allies, obtaining necessary supplies and 
transport, and staying one step ahead of Vader's agents. Once they stabi- 
lize their position, the militia members turn to Master Kota for inspiration 
in striking back at nearby Imperial installations in the Outer Rim. Most 
become casualties in these small assaults; they ultimately fall victim to the 
agents sent by Vader to hunt them down. 


Kota's Militia Soldier 

Medium Human nonheroic 8 

Force 1 

Init +11; Senses Perception +5 

Languages Basic 

Defenses Ref 14 (flat-footed 12), Fort 11, Will 11 

hp 22; Threshold 13 

Speed 6 squares 

Melee bayonet +7 (1d8+1) 

Ranged rail detonator gun +9 (38, 1-square splash) 

Base Atk +6; Grp +8 

Atk Options Combat Reflexes 

Abilities Str 12, Dex 15, Con 13, Int 10, Wis 12, Cha 10 

Feats Armor Proficiency (light), Combat Reflexes, Skill Focus (Stealth), 
Weapon Focus (rifles), Weapon Proficiency (pistols, rifles, simple 
Weapons) 

Skills Initiative +11, Stealth +16" 

Posse: s blast helmet and vest (+2 armor), rail detonator gun, bayonet, 
comlink, 150 credits 

H Human bonus feat or trained skill 


cL2 


Kota's Militia Saboteur 

Medium Human nonheroic 8/saboteur 3 

Force 2 

Init +6; Senses Perception +5 

Languages Basic 

Defenses Ref 19 (flat-footed 17), Fort 14, Will 18 

hp 38; Threshold 13 

Speed 6 squares 

Melee bayonet +9 (1d8+2) 

Ranged rail detonator gun +10 (3d8+1, 1-square splash) 

Base Atk +8; Grp +10 

Atk Options Combat Reflexes 

Abilities Str 12, Dex 15, Con 13, Int 10, Wis 12, Cha 10 

Special Qualities destructive, unexpected results 

Talents Shaped Explosion, Skilled Demolitionist 

Feats Armor Proficiency (light), Combat Reflexes, Skill Focus (Mechanics), 
Skill Training (Deception), Weapon Focus (rifles), Weapon Proficiency 
(pistols", rifles, simple weapons) 

Skills Deception +10, Mechanics +15, Use Computer! +10 

Possessions blast helmet and vest (+2 armor), rail detonator gun, bayonet, 
3 land mines, comlink, 150 credits 

H Human bonus or trained skill 


cL5 


KAZDAN PARATUS 

Not all Jedi who survive Order 66 manage to escape unharmed. After being 
betrayed by clone troopers and branded a traitor by Palpatine, the Aleena 
Jedi Kazdan Paratus flees the carnage and ends up hiding amid the industrial 
wastelands on Raxus Prime. His accelerated Aleena metabolism reacted 
poorly to the prolonged stress of serving in the Clone Wars and the trauma 
of Order 66, sending Paratus into an emotional meltdown and a permanent 
state of insanity. The once courageous Jedi Knight spirals into a delusional 
existence of denial and fantasy. 

In the first throes of his insanity, Paratus nurtures an inferiority complex 
focused on hissize. Asa result, he attaches four prosthetic, mechanical spider 
arms to his back to provide him with greater size and mobility as needed. 
As he trains with his new attachments, Paratus enters the next phase of his 
descent into insanity. The Jedi Knight perpetuates a grand delusion that he is 
‘a member of the Jedi Council. Using Raxus Prime's abundant industrial debris 
and an army of mechanical constructs he creates from junk, Paratus builds 
an elaborate replica of the Jedi Temple. He populates it with "Jedi Masters” 
fashioned from debris, with whom he holds sessions as a member of the 
Jedi Council. Paratus spends his days prowling his Jedi Temple (on the floor, 
walls, and.ceilings, thanks to his spider limbs), consulting the "library," and 
‘conducting training with imaginary Jedi Padawans (and honing his own skills). 
He modifies the animated constructs used to build the temple to become 


mechanized guards who protect the temple against its “enemies"—anyone 

seeking to enter and destroy Paratus's hold over his imaginary Jedi Order. 
Most inhabitants of Raxus Prime who discover Paratus's deranged Jedi 

Temple steer clear of the Jedi. Paratus rarely ventures out of his lair, preferring 

his custom-made yet delusional environment to the trials of the real world. 

Those who trespass in his domain must face his automated army of junk 

guardians and, if they get very far, the wrath of the insane Jedi himself. 

Kazdan Paratus cL 14 

Small Alena Jedi 9/Jedi Knight 5 

Force 6 

Init +12; Senses Perception +15 

Languages Alena, Basic 

Defenses Ref 27 (flat-footed 27), Fort 26, Will 28; Block, Deflect 

hp 102; Threshold 19 

Speed 8 squares 

Melee lightsaber +17 (2d8+11) or 

Melee spider claw +15 (1d6+8) 

Base Atk +14; Grp +10 

Atk Options Combat Reflexes, Improved Disarm, Melee Defense 

Special Actions Adept Negotiator, quick energy, Redirect Shot, Shien, 
Telekinetic Savant 

Force Powers Known (Use the Force +15): battle strike, Force slam, Force 
stun, Force thrust, move object, negate energy, rebuke, surge 

Force Techniques Improved Move Light Object, Improved Sense 
Surroundings 

Abilities Str 12, Dex 10, Con 10, Int 14, Wis 16, Cha 14 

Special Qualities nimble, quick energy 

Talents Adept Negotiator, Block, Deflect, Redirect Shot, Resilience, Shien, 
Telekinetic Savant, Weapon Specialization (lightsabers) 

Feats Combat Reflexes, Force Sensitivity, Force Training (2), Improved 
Disarm, Melee Defense, Skill Focus (Mechanics), Skill Focus (Use the 
Force), Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, 
simple weapons) 

Skills Acrobatics +7 (can reroll, must take second result), Initiative +12, 
Mechanics +19, Perception +15, Stealth +12, Use the Force +15 

Possessions lightsaber, 4 prosthetic spider arms (+4 squares to speed), 
magnifying lens and light, tool kit 


SHAAK Ti 

This Togruta Jedi Master and influential member of the Jedi Council served 
with distinction as a Jedi High General during the Clone Wars. The Jedi 
revere Shaak Ti as one of the highest of their Order and among the most 
accomplished in lightsaber combat. Unfortunately for her, nothing could 
save her from Palpatine’s treachery. 

She narrowly survived the carnage of Order 66 and fled to Felucia, She 
searched the planet for any signs of other Jedi who managed to escape, and 
ultimately disappeared into the wilderness to flee from Imperial forces and 
find a safe haven. 

The Jedi Master struggled to survive in Felucia's harsh environment and 
eventually made contact with the native population living amid the dense 
fungi jungles. She established a rapport with the Force-sensitive Felucians 
and began training their shamans in specific powers to help them oppose 
the Imperial troops and minions of Vader that are hunting down the Jedi and 
seeking to eradicate the native Force-users on the planet. 
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During this time, Shaak Ti's new apprentice Maris Brood begins experi- 
menting with the Force on her own and starts down the path toward the 
dark side. Her efforts to train the Felucians, her concern for Maris Brood's 
divergence from the Jedi path, and the constant struggle to remain hidden 
distract Shak Ti when one of Vader's Jedi hunters appears and destroys her, 
leaving her Padawan and the Felucians to their own devices. 


Shaak Ti 

Medium Togruta Jedi 8/Jedi Knight 4/Jedi Master 2 

Force 6 

Init +14; Senses Perception +10 

Languages Basic, Togruti 

Defenses Ref 29 (flat-footed 27), Fort 27, Will 30; Block, Deflect 

hp 140; Threshold 27 

Speed 6 squares 

Melee lightsaber +20 (2d8+10) or 

Melee lightsaber +18 (3d8+10) with Rapid Strike or 

Melee lightsaber +15 (2d8+10) and 
lightsaber +15 (2d8+10) with Double Attack or 

Melee unarmed +17 (1d4+8) 

Base Atk +16; Grp +18 

Atk Options Acrobatic Strike, Ataru, Battle Meditation, Double Attack 
(lightsabers), Rapid Strike, Running Attack 

Special Actions Acrobatic Recovery, Redirect Shot 

Force Powers Known (Use the Force +19): battle strike, Force slam, Force 
stun, Force thrust, move object, rebuke, surge 

Force Secrets Devastating Power 

Force Techniques Improved Force Trance, Improved Sense Force, 
Improved Sense Surroundings 

Abilities Str 13, Dex 14, Con 10, Int 13, Wis 16, Cha 14 

Talents Acrobatic Recovery, Ataru, Battle Meditation, Block, Deflect, 
Redirect Shot, Weapon Specialization (lightsabers) 

Feats Acrobatic Strike, Double Attack (lightsabers), Force Sensitivity, 
Force Training (2), Running Attack, Rapid Strike, Skill Focus (Use 
the Force), Weapon Finesse, Weapon Focus (lightsabers), Weapon 
Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +14, Initiative +14, Use the Force +19 

Possessions lightsaber, Jedi robes 


cL 14 


“ARE YOU PREPARED 
TO MEET YOUR 
FATE?" 


— SHAAK Ti 


MaRis BROOD 

The last Padawan of Jedi Master Shaak Ti, Maris Brood fled to Felucia after 
serving the Republic during the later years of the Clone Wars and escaping 
the execution of Order 66. During her time on Felucia—while her Master 
focused on training the native shamans in the ways of the Force-Brood 
wandered offon her own, testing her skills against the planet's hostile wildlife 
and exploring the Force along her own course. After Vader's minion defeats 
Shaak Ti, Brood is left on her own with the Force-sensitive natives and the 
harsh Felucian wilderness. Fueled by her anger at Shaak Ti for abandoning 
her, horror at the carnage of her Master's death, and isolation on the danger- 
ous planet of Felucia, Brood descends toward the dark side. She continues 
training the shamans in the Jedi arts but, colored by her rage, corrupts many 
of them into turning to the dark side. Brood establishes herselfas the leader 
of the dark Felucian shamans and trains many rancors to do her bidding. 
Her most dangerous ally is the bull rancor, which she uses to fend off any 
intruders into her domain. 


Maris Brood CL7 
Medium Zabrak Jedi 7 

Force 5; Dark Side 12 

Init +10; Senses Perception +10 

Languages Basic, Zabrak 


Defenses Ref 20 (flat-footed 18, Lightsaber Defense 21), Fort 17, Will 20; 
Block, Deflect 
hp 69; Threshold 17 


Speed 6 squares 

Melee guard shoto +9 (246+3) or 

Melee guard shoto +7 (2d6+3) and 
guard shoto +7 (246+3) or 

Melee unarmed +7 (144) 

Base Atk +7; Grp +9 

Special Actions Lightsaber Defense, Redirect Shot 

Force Powers Known (Use the Force +14): battle strike (2), dark rage, 
move object, rebuke, surge 


Abilities Str 10, Dex 15, Con 9, Int 14, Wis 14, Cha 12 

Talents Block, Charm Beast, Command Beast, Deflect, Lightsaber Defense 

Feats Dual Weapon Mastery |, Dual Weapon Mastery II, Force Sensitivity, 
Force Training (2), Skill Focus (Use the Force), Weapon Finesse, 
Weapon Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +10, Initiative +10, Perception +10, Use the Force +14 

Possessions 2 guard shotos, field kit, medpac 


FELUCIANS 

The natives of the planet Felucia are constantly faced with the ever-shift- 
ing balance of the Force on their home planet. Unlike many other primitive 
cultures, the Felucians are not organized into many tribes, but instead are all 
members of one tribe that spans the entire planet, As such, the same social 
hierarchy exists in every Felucian village. The Empire, and the Gossams who 
settled on Felucia, both failed to recognize this fact, instead treating each 
village or pocket of civilization as its own tribe or territory. As such, conflicts 
between the Felucians and the invaders usually escalated as a result of the 
outsiders’ attempts to isolate Felucian settlements from one another, 


FELUCIAN SHAMANS 

Among the Felucians, shamans are spiritual leaders and instructors in the 
ways of the Force. Each Felucian shaman learns to manipulate his or her own 
natural abilities with the Force and can wield Force powers with greater skill 
than any other Felucian. These shamans are closely in tune with the flow of 
the Force throughout Felucia and are constantly on watch for other Felucians 
who are flirting with the dark side. Despite their vigilance, the Felucians 
sometimes lose a shaman to the dark side, which causes the community to 
hunt down the dark shaman and feed him to the Sarlacc. 


Felucian Shaman cL3 

Medium Felucian nonheroic 9 

Init +10; Senses low-light vision; Perception +11 

Languages Felucianese 

Defenses Ref 11 (flat-footed 10), Fort 11, Will 12 

hp 11; Threshold 11 

Speed 6 squares 

Melee skullblade +8 (2d6+1) 

Base Atk +6; Grp +7 

Force Powers Known (Use the Force +15): Force blast (2), move object 
(2), rebuke (2), vital transfer 

Abilities Str 12, Dex 13, Con 12, Int 8, Wis 15, Cha 13 

Special Qualities breathe underwater, natural camouflage, Force blast 

Feats Force Sensitivity, Force Training (2), Skill Focus (Use the Force), 
Skill Training (Initiative), Skill Training (Use the Force), Weapon Focus 
{simple weapons), Weapon Proficiency (simple weapons) 

Skills Initiative +10, Perception +11, Stealth +5 (can reroll when sneaking 
and take better result), Use the Force +15 

Possessions skullblade, loincloth, warning horn 
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FeELUCIAN ScouTSs 

The harsh nature of Felucia's environment requires most Felucians to train in 
combat as well as in survival skills. Felucian scouts protect native villagers, 
forming the core of their society. They hunt, make war on other tribes, and 
fend off intruders into their territory, particularly Imperial minions sent to 
exterminate them for their natural Force-sensitivity. 


Felucian Scout cL1 

Medium Felucian nonheroic 4 

Init +8; Senses low-light vision; Perception +9 

Languages Felucianese 

Defenses Ref 11 (flat-footed 10), Fort 12, Will 12 

hp 11; Threshold 12 

Speed 6 squares 

Melee skullblade +6 (2d6+2) or 

Melee skullblade +6 (3d6+2) with Mighty Swing 

Ranged by weapon +4 

Base Atk +3; Grp +5 

Atk Options Mighty Swing 

Abilities Str 14, Dex 13, Con 14, Int 8, Wis 15, Cha 8 

Special Qualities breathe underwater, natural camouflage, Force blast 

Feats Force Sensitivity, Mighty Swing, Skill Training (Initiative), Skill 
Training (Stealth), Weapon Focus (simple weapons), Weapon 
Proficiency (simple weapons) 

Skills Initiative +8, Perception +9, Stealth +8 (can reroll when sneaking 
and take better result), Use the Force +1 

Possessions skullblade, loincloth, warning horn 


DREXL ROOSH 

Drexl Roosh is a Rodian thug and would-be crime lord who has set up shop 
on Raxus Prime. Like many Rodians, Drex! thinks far more of himself than the 
rest of the galaxy does. Drex! enjoys bossing around his minions and their 
Jawa assistants, and he always seems to be looking fora fight. Reckless and 
defiant, Drex! Roosh wants nothing more than to prove to the galaxy that he 
should be feared and admired, Drexl uses a jetpack for moving about Raxus 
Prime and also employs it in combat, 


Drex! Roosh cLs 

Medium Rodian nonheroic 6/scoundrel 3 

Force 3; Dark Side 8 

Init +6; Senses low-light vision; Perception +4 

Languages Rodese 

Defenses Ref 17 (flat-footed 15), Fort 13, Will 14 

hp 26; Threshold 13 

Speed 6 squares, fly 6 squares 

Melee vibroblade +9 (2d6+3) 

Ranged heavy blaster pistol +10 (3d8+1) or 

Ranged blaster rifle +9 (348+1) 

Base Atk +7; Grp +9 

Atk Options autofire (blaster rifle), Combat Reflexes, Point Blank Shot, 
Skirmisher, Strafe 

Special Actions Fool's Luck 

Abilities Str 14, Dex 15, Con 11, Int 10, Wis 10, Cha 12 

Special Qualities heightened awareness 

Talents Fool's Luck, Skirmisher 

Feats Combat Reflexes, Point Blank Shot, Skill Training (Persuasion), 
Strafe, Weapon Focus (pistols), Weapon Proficiency (advanced melee 
weapons, pistols, rifles, simple weapons) 

Skills Deception +10, Perception +4 (can reroll, must take second result), 
Persuasion +10 

Possessions vibroblade, heavy blaster pistol, blaster rifle, comlink, jetpack, 
various personal belongings 


DREXL ROOSH'S GANG 

Drexl's gang is a small band of thugs, scavengers, and criminals that operates 
out of Raxus Prime. Drex| has managed to set up a rather impressive salvage 
operation on the junk-covered planet, and he uses his Rodian minions to 
produce scrap and other goods that can be sold to offworld traders. Drex| 
has little regard for the lives of his gang members, and even less for the lives 
of those who attempt to interfere with his operation. Drexl's scavengers pick 
apart any junk found on the planet, looking for valuable hunks of metal or 
intact mechanical parts, On many occasions, Drexl's gang has come into 
conflict with the Core, the massive computer system that coordinates Raxus 
Prime's automated labor population, Drexl continues to reap the rewards of 
his boldness while defying the Core's droid legions at every turn. 


Drexl's Gang Member cL2 
Medium Rodian nonheroic 6 

Dark Side 4 

Init +10; Senses low-light vision; Perception +1 

Languages Rodese 

Defenses Ref 14 (flat-footed 12), Fort 10, Will 8 


hp 16; Threshold 10 

Speed 6 squares 

Melee vibrodagger +7 (244+3) 

Ranged heavy blaster pistol +6 (3d8) 

Base Atk +4; Grp +7 

Atk Options Combat Reflexes 

Special Actions Coordinated Attack 

Abilities Str 16, Dex 15, Con 11, Int 10, Wis 6, Cha 8 

Special Qualities heightened awareness 

Feats Armor Proficiency (light), Combat Reflexes, Coordinated Attack, 
Weapon Proficiency (advanced melee weapons, pistols, simple 
weapons) 

Skills Initiative +10, Perception +1 (can reroll, must take second result) 

Possessions vibrodagger, heavy blaster pistol, blast helmet and vest (+2 
armor), 50 credits 


UAWAS 
These diminutive scavengers and technicians are native to Tatooine, but a few 
small groups have spread throughout the galaxy in enclaves wherever others 
require their mechanical services. Raxus Prime provides an entire clan of Jawas 
with a planet's worth of factories and other infrastructure installations to 
maintain and vast industrial wastelands that they prowl for spare parts. Drex! 
Roosh often uses Jawa scavengers to supplement his own gang's operations, 
Jawas do not usually exhibit aggressive behavior, Although they carry 
ion guns to disable droids and other electronics during their scavenging 
operations, they rarely attack others unless in self-defense. 


Jawa cL2 

Small Jawa nonheroic 6 

Init +5; Senses Perception +10 

Languages Jawa, Jawa Trade Language 

Defenses Ref 13 (flat-footed 11), Fort 9, Will 12; Dodge 

hp 18; Threshold 9 

Speed 4 squares 

Melee unarmed +4 (143) 

Ranged ion pistol +6 (3d6 ion) 

Base Atk +4; Grp +1 

Atk Options Trip 

Abilities Str 9, Dex 14, Con 8, Int 15, Wis 14, Cha 8 

Feats Dodge, Skill Focus (Mechanics), Trip, Weapon Proficiency (pistols, 
rifles) 

Skills Mechanics +15, Perception +10, Stealth +15 

Possessions ion pistol, datapad, tool kit, satchel, 2 energy cells, mesh 
tape, 70 credits 


UGNAUGHTS 

These natives of Gentes have long suffered various degrees of slavery. Their 
rugged build and aptitude for mechanics make them ideal industrial work- 
ers, but their lack of planetary defenses and military structure make them 
vulnerable to the more aggressive powers in the galaxy. Throughout history, 
different forces—both official governments and corporate entities as well as 
freelancing slavers—have raided Gentes and exported entire communities of 
Ugnaughts to industrial sites across the galaxy. 

Ugnaughts suffer under slavery during the Clone Wars, too, as Separatist 
forces raid Gentes and haul away thousands of Ugnaughts to work in factories 
producing weapons, droids, and vessels, including the droid foundries on 
Geonosis. Many escape in the aftermath of battles and sieges, leaving the 
scarred worlds to establish independent enclaves. The floating Tibanna gas 
mining installations of Bespin have long provided one of the few free havens 
for expatriate Ugnaughts; here they maintain both the mining machinery 
and the infrastructure facilities that keep the cities aloft. Over the years they 
have become valuable members of the Bespin populace, 


Ugnaught cL2 

Small Ugnaught nonheraic 6 

Init +3; Senses Perception +5 

Languages Basic, Ugnaught 

Defenses Ref 11 (flat-footed 11), Fort 11, Will 12; Dodge 

hp 27; Threshold 11 

Speed 6 squares 

Melee hydrospanner +6 (1d6+2) or 

Melee unarmed +6 (1d4+2) 

Ranged blaster pistol +4 (3d6) 

Base Atk +4; Grp +1 

Abilities Str 14, Dex 10, Con 12, Int 13, Wis 14, Cha 8 

Feats Dodge, Skill Focus (Mechanics), Toughness, Weapon Proficiency 
(pistols, simple weapons) 

Skills Mechanics +15, Use Computer +9 

Possessions blaster pistol, hydrospanner, datapad, tool kit, work coveralls, 
50 credits 


WOOKIEE BERSERKERS 

After the Empire blockaded Kashyyyk and began enslaving Wookiees, 
renegade Wookiees formed small bands of berserker units to fight Imperial 
forces, with the ultimate goal of liberating their homeworld. Some units are 
made up of individuals far from Kashyyyk who manage to escape Imperial 
imprisonment. Others suffer under captivity in penal labor colonies before 
escaping and fighting their way to freedom. All fuel their fighting fervor 
with rage at what the Empire has done to them, their homeworld, and their 
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people. Many harbor mistrust of all Humans, even those who seek to aid them, 
thanks to the Empire's policy promoting Human High Culture and its brutal 
persecution of many alien species. Since most law-abiding citizens recognize 
Wookiees as dangerous enslaved aliens, berserker groups remain in hiding, 
their mobility limited to clandestine transportation methods, 


Wookiee Berserker cL2 

Medium Wookiee nonheroic 8 

Init +15; Senses Perception +5 

Languages Basic (cannot speak), Shyriiwook 

Defenses Ref 11 (flat-footed 10), Fort 12, Will 11 

hp 36; Threshold 12 

‘Speed 6 squares 

Melee unarmed +9 (1d6+3) 

Ranged bowcaster +7 (310) 

Base Atk +6; Grp +9 

Special Actions rage 

Abilities Str 16, Dex 13, Con 14, Int 13, Wis 12, Cha 8 

Feats Dreadful Rage, Extra Rage, Skill Focus (Initiative), Weapon 
Proficiency (rifles, simple weapons) 

Skills Endurance +11, Initiative +15 

Possessions bowcaster, satchel, 40 credits 


BEASTS 

Though the Empire is the greatest threat during the Dark Times, many heroes 
have met their end at the hands (or claws) of a dangerous creature native to 
alien worlds. The following beasts, each native to the fungal world of Felucia, 
can be used ina Force Unleashed campaign to provide new challenges for 
the heroes to face while in any wilderness setting, 


BULL RANCOR 

The bull rancor is seemingly a creature of myth rumored to populate the 
deepest jungles of Felucia, With huge tusks and a massive spined tail, a bull 
rancor is much larger than most other rancors and is incredibly dangerous. 
The bull rancoris incredibly long-lived and exceedingly rare; Imperial biolo- 
gists have yet to capture one for study, Based on the accounts of the native 
Felucians, these creatures are believed to emerge from the deepest jungles 
only once every few years. A bull rancor is dangerous, even to other rancors, 
and the creatures usually live in solitude. 


Bull Rancor 

Gargantuan beast 12 

Init +5; Senses low-light vision; Perception +9 
Defenses Ref 14 (flat-footed 14), Fort 16, Will 8 


CL 13 


hp 186; DR 15°; fast healing 5; Threshold 36 

‘Speed 8 squares 

Melee 2 claws +17** each (148426) or 

Melee bite +17°* (2d6+26) or 

Melee tail +17°* (1d8+26) 

Fighting Space 4x4; Reach 3 squares 

Base Atk +9; Grp +39 

Atk Options Cleave, Crush, Pin, Power Attack 

Abilities Str 38, Dex 9, Con 31, Int 2, Wis 7, Cha 15 

Special Qualities fast healing 5 

Feats Cleave, Crush, Pin, Power Attack, Toughness 

Skills Perception +9 

Fast Healing 5~A rancor automatically regains 5 hit points every round 
at the end of its turn, up to its normal maximum, until it is killed. 

* Lightsabers do not ignore a bull rancor’s damage reduction. 

** Includes 6 points of Power Attack, 


FELUCIAN RIPPER 

A dangerous creature that dwells in the shallow rivers and creeks flowing 
throughout Felucia, the Felucian ripper has a wide body and a large mouth 
filled with jagged teeth, A Felucian ripper can hide even in the shallowest 
of water, and can actually leap out of the water to attack other creatures, 
provided that the ripper ends its movement back underwater. 


Felucian Ripper 

Medium beast 6 

Init +6; Senses low-light vision; Perception +4 

Defenses Ref 15 (flat-footed 12), Fort 11, Will 11 

hp 33; Threshold 1) 

Speed 10 squares 

Melee bite +6 (1d6+5) or 

Melee bite +4 (2d6+5) with Rapid Strike or 

Melee bite +8 (2d6+8) with Rapid Strike and Powerful Charge or 
Melee tail slam +6 (14+5) 

Fighting Space 2x2; Reach 1 square 

Base Atk +4; Grp +7 

Atk Options Powerful Charge, Rapid Strike, Running Attack 
Abilities Str 14, Dex 16, Con 13, Int 2, Wis 12, Cha 8 
‘Special Qualities aquatic 

Feats Powerful Charge, Rapid Strike, Running Attack 

Skills Stealth +11 
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“BEFORE THE DARK TIMES. BEFORE THE EMPIRE.” 


From the ashes of the Republic rises the dread Galactic Empire. The Sith hold the fate of 
the galaxy in their iron grasp, and the Rebel Alliance is still years away from formation. y 
In these dark times, is there any force that can challenge the tyranny of the Empire? 
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- Errata and Official Clarifications 
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Errata 


p. 86 — Corruption 
Under the DC 15 entry, change the second sentence to say “If your Use the Force check exceeds the target's 
Fortitude Defense by 5 or more...” 


p. 118 — HWK-290 Transport 
Change Cargo to 75 tons. 


p. 120 —- Maka-Eekai L4000 Transport 
Change Cargo to 140 tons. 


p. 270 — Sentinel-class Landing Shuttle 
Replace Sentinel-class landing shuttle with the following statistics: 


Sentinel-class Landing Shuttle CL 10 


Colossal space transport 
Init +5; Senses Perception +6 


[rule] 
Defense Ref 17 (flat-footed 12), Fort 26; +12 armor 
hp 120; DR 15; SR 50; Threshold 76 


[rule] 

Speed fly 16 squares (max. velocity 1,000 km/h), fly 5 squares (starship scale) 
Ranged 4 laser cannons +4 (see below) and 

ion cannons +4 (see below) or 

Ranged 2 medium concussion missiles +6 (See below) and 

ion cannons +4 (see below) or 

Ranged 2 repeating blaster cannons +6 (see below) and 

lon cannons +4 (see below) 

Fighting Space 12[ts]12 or 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +38 

Atk Options autofire (laser cannons, repeating blaster cannons) 


[rule] 
Abilities Str 42, Dex 20, Con —, Int 14 
Skills Initiative +1, Mechanics +6, Perception +6, Pilot +1, Use Computer +6 


[rule] 

Crew 6; Passengers 54 (troops) 

Cargo 80 tons; Consumables 1 month; Carried Craft 12 speeder bikes 
Payload 8 concussion missiles 

Hyperdrive [ts]1 (backup [ts]10) 

Availability Military; Cost 240,000 

lon cannon (copilot) 

Atk +4, Dmg 4d10[ts]2 ion 


[rule] 
Laser cannon (gunner) 
Atk +4 (-1 autofire), Dmg 6d10fts]2 


[rule] 
Medium concussion missile (2 gunners) 
Atk +6, Dmg 8d10[ts]2, 2-square splash 


[rule] 
Repeating blaster cannon (2 gunners) 
Atk +6 (+1 autofire), Dmg 3d8[ts]2 


Official Clarifications 


p. 17 - Togorian Species Traits 

Change the section under Large Size to say: “Togorians take a —1 size penalty to Reflex Defense, a —5 penalty to 
their Stealth checks, and a +5 size bonus to their damage threshold. Their lifting and carrying limits are double those 
of Medium characters.” 


p. 18 —- Whiphid Species Traits 

Change the section under Large Size to say: “Whiphids take a —1 size penalty to Reflex Defense, a —5 penalty to their 
Stealth checks, and a +5 size bonus to their damage threshold. Their lifting and carrying limits are double those of 
Medium characters.” 


Pp. 27 —- Hidden Weapons 

Change the first sentence of the talent’s description to, “If you draw a concealed weapon and, before the end of the 
same round, make an attack against a target that failed to notice the item, the target is considered flat-footed against 
you.” 


p. 33 — Informer Feat 
Remove the phrase “for the purpose of using this feat” from the Benefit of the feat. 


p. 34 — Natural Leader 
Add the phrase, “and continues to grow in scale as you gain levels” to the end of the second sentence of the feat’s 
Benefit section. 


p. 48 — Independent Spirit 
Add the phrase “against a single skill check or attack roll” after the phrase “(your choice)” 


p. 48 — Device Jammer Talent 

Change the second sentence of the talent’s description to say, “...you select a particular piece of personal, portable 
electronic equipment (any item listed as equipment, excluding droids, vehicles, and weapons, that has an electronic 
component)...” 


p. 86 — Telekinetic Prodigy 

Add the following sentence to the end of the talent’s description: “If you increase your Wisdom score at a later time 
and select the move object power, you only gain an additional power if you did not take the move object power when 
you first chose that feat. Otherwise, you gain an additional Force power as normal.” 
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The Rebellion Era Campaign Guide focuses on roleplaying in the classic era 
of Star Wars. The Rebellion era is depicted in the original Star Wars trilogy, 
which tells the tale of Luke Skywalker joining the Rebel Alliance and bringing 
down the Galactic Empire. Possibly the most iconic era in the saga’s history, 
the Rebellion era teems with themes and individual aspects that even casual 
Star Wars fans recognize instantly. Setting a game in the Rebellion era means 
playing ina time of great heroes such as Luke Skywalker, Han Solo, and Leia 
Organa, battling the same enemies that they fought, and struggling with 
the same dangers that they faced, 

A Rebellion era campaign differs from other campaigns in a variety of 
ways. Although it shares a common enemy with the Dark Times (the Empire, 
‘as described in The Force Unleashed Campaign Guide), the Rebellion era does 
~ Not pit the heroes against the entire galaxy without some help. Instead, it 
allows them to be a part of something greater than themselves. That said, 
they likely face greater dangers than do heroes of a Dark Times campaign. 
i¢ Death Stars are but two of the Empire's superweapons, developed as 
part of the Tarkin Doctrine to strike fear into the hearts of its enemies. In 
Addition, Darth Vader and Emperor Palpatine have an iron grip on the galaxy, 
and they have swayed (some would say brainwashed) much of its leadership 
into accepting and enforcing Palpatine’s New Order. 

The Rebellion Era Campaign Guide assumes that the heroes belong to the 
Rebel Alliance, either at the outset of the campaign or shortly after it begins. 
Of course, many options exist for play in the Rebellion era, and other books 
in the Star Wars Roleplaying Game line cover other types of campaigns. This 
book describes life in the Alliance, hiding and fighting the Empire. The heroes 
of such a campaign perform as many great deeds as heroes such as Han 
Solo and Princess Leia, and make their own difference in the struggles of the 
Rebellion. Over the course of a campaign, the heroes fight the Empire, rise to 
prominence, and help free the galaxy from the clutches of tyranny. 

Of course, not every hero begins his or her career with the Rebel Alli- 
ance. Like Han Solo, heroes in a Rebellion era campaign might start out as 
everyday citizens, smugglers, or even Imperial soldiers. However, they are 
drawn inexorably closer to the Rebellion with each passing adventure. Even 
if the heroes never join the Alliance officially, it is highly likely that they will 
become entangled in the conflict with the Empire. 
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A TIME OF REBELLION 
The largest element that distinguishes the Rebellion era from the Dark Times 
is the presence of the Rebel Alliance. Also known as the Alliance to Restore 
the Republic, the organization is dedicated to ridding the galaxy of the 
tyranny of the Empire. However, since the Empire still has a merciless grip 
‘on untold worlds, the Rebellion must operate in secret. Most of the Rebel 
Alliance is organized into decentralized cells that receive instructions from 
Alliance leaders only sporadically. 

Within these cells are individual heroes who have given up their normal 
lives in the service of the Rebellion. They live in the shadow of the Empire's 
power, lying low until the time comes to strike. Many cells operate openly 
on remote worlds, escaping the Empire's notice until they rise to action. The 
life of a Rebel is hard; it demands sacrifice and tough work. In the end, the 
soldiers of the Rebellion know that they have left their former lives for a 
purpose, and that one day all the hardships they have endured will result in 
the downfall of the Galactic Empire. 

The Rebellion era lasts for only about eight and a half years, from the 
foundation of the Rebel Alliance until the capture of Coruscant under the 
New Republic, This period, also called the Galactic Civil War, pits the Alliance 
against the Empire in a struggle to free the galaxy. The following section 
highlights some of the major events in the Rebellion era that serve as mile- 
stones in galactic history. 


THE CORELLIAN TREATY 

The Rebellion era officially begins with the signing of the Corellian Treaty, 
the document that founded the Rebel Alliance. The three primary founders 
are Mon Mothma, Bail Organa, and Garm Bel Iblis. Having been brought 
together under false pretenses by agents of Darth Vader, the governments 
of Chandrila, Alderaan, and Corellia agree to form an alliance, pooling the 
resources of their resistance groups to form the Rebellion. Shortly thereafter, 
the Rebel Alliance issues the Declaration to Restore the Republic, a political 
document that makes clear the purpose and mission of the new organization. 
With the publication of the Declaration, hundreds of resistance cells begin 
springing up on Imperial planets throughout the galaxy. With three major 
worlds willing to take a stand against the Empire, others find the resolve 
to resist as well. 


THE DEATH STAR PLANS 

The early years of the Rebellion see some success. One of the most notable 
accomplishments is the theft of the plans for the newly completed Death 
Star. The leaders of the Rebel Alliance have known about the existence of 
the Death Star since before the organization's founding—in fact, several of 
them had been held hostage on the incomplete space station before the 
signing of the Corellian Treaty. But on Toprawa, Rebel agents steal the plans 
and transmit them to the Alliance. The plans eventually make their way to 
the Tantive IV, the ship carrying Leia Organa. The capture of the plans is the 
first step toward bringing down the Empire, setting off a chain of events 
that eventually leads to the Emperor's death. 


THE BATTLE OF YAVIN 

The Death Star plans fall into the hands of a young farmboy from Tatooine 
named Luke Skywalker. After Alderaan is destroyed in retribution for its rebel- 
lion, Luke rescues Princess Leia and arrives at Yavin 4, Shortly thereafter, the 
Battle of Yavin takes place, resulting in the destruction of the Death Star. Not 
only is this the first major blow that the Rebellion lands against the Empire, 
but it also brings Skywalker-and Han Solo—into the Alliance. The Battle of 
Yavin inspires more systems to join the Rebels and marks the start of a time 
when the Empire begins to take the Rebellion seriously, 


THE BATTLE OF DERRA IV 

The Rebel Alliance suffers its first crushing defeat above Derra IV. Imperial 
forces ambush a Rebel supply convoy, destroying it. The convoy's destruction 
is a major blow to the Rebels’ supply chain and leaves them shorthanded at 
their new base on Hoth. The Battle of Derra IV ends the euphoria the Alliance 
had felt since its victory at Yavin and sets up a defeat that nearly unravels 
the Rebellion a short time later. 


THE BATTLE OF HOTH 

The Rebel defeat at the Battle of Hoth is the first in a series of events that 
comes close to eliminating several of the Alliance's greatest heroes. With 
Echo Base understaffed as a result of the convoy ambush at Derra IV, the 
Empire overruns the base and scatters its occupants to the far reaches of 
the galaxy. More important, the battle sets off a sequence of events that 
leads to the capture of Rebel leader Han Solo and nearly results in the loss 
of both Luke Skywalker and Leia Organa. Fortunately, Lando Calrissian's 
assistance on Cloud City foils Darth Vader's plans, leaving Luke and Leia 
free to fight another day. 


THE CAPTURE 

OF THE SUPROSA 

During the search for Han Solo, the Rebellion chances upon knowledge of 
a freighter, the Suprasa, which transports more than its manifest indicates. 
In truth, the ship carries information about the construction of the second 
Death Star, and the Alliance learns that the Emperor is overseeing the final 
stages of its construction. Combining this knowledge with technical readouts 
of the battle station, the Rebellion hatches a plan to strike a decisive blow 
against the Empire. 


THE BATTLE OF ENDOR 

After Luke, Leia, and others rescue Han Solo from Jabba the Hutt, the time 
for the attack comes at last. As the Alliance sabotages the Death Star's 
shield generator on Endor, the Rebel fleet assaults the incomplete space 
station. However, the ships fly into a trap, and only through the guile of 
Rebel leaders such as Han Solo and Lando Calrissian does the Alliance fight 
through to victory, Shortly before the station's destruction, Luke Skywalker 
redeems Darth Vader, who in turn slays the Emperor. With the second Death 
Star destroyed and the Emperor dead, the Alliance finally claims the upper 
hand in the Galactic Civil War. 


THE BIRTH OF 

THE New REPUBLIC 

The Rebellion era comes to a close with the establishment of the New 
Republic. Following the victory at Endor, the Alliance still has to fight to win 
back the many worlds under Imperial control. Over two years after the Battle 
of Endor, members of Rogue Squadron engineer the capture of Coruscant, 
and the New Republic seizes control of the seat of galactic power. With the 
new government legitimized, opposition from the remnants of the Empire 
fragments, allowing the New Republic to establish freedom as the galactic 
standard once more. 


AN EMPIRE AT ITS PEAK 

Another major difference between the Rebellion era and the Dark Times is 
that during the Rebellion era, the Empire has reached its full power. Its grasp 
on the galaxy is like iron, and even the most distant reaches of known space 
have been converted to the New Order. As a result, there are very few safe 
places to hide from the Empire. Although some spaceports and out-of-the- 
way worlds might have only a small Imperial presence, there are still Imperial 
forces on nearby planets, as well as sector task forces jumping from system 
to system in search of Rebel activity. 


The Empire hasn't staged a military occupation of the entire galaxy; 
instead, it has converted the cultures and philosophies of many worlds to 
the New Order. Young men and women grow up dreaming about attending 
the Imperial military academies, and noble families of the galaxy vie with 
‘one another for the Empire's favor. Local bureaucrats have become Imperial 
officials with the full might of the Empire at their backs. Humanocentrism 
(the view that Humans are the most important species in the galaxy) is at 
an all-time high, encouraged by Emperor Palpatine as a means of controlling 
the populace. Indeed, many of the galaxy's citizens are more than simply 
the subjects of Imperial tyranny—they are willing participants. Citizens’ 
organizations such as COMPNOR indoctrinate people into believing that it 
is their civic duty to serve unquestioningly and to abandon personal freedom 
in order to strengthen the Empire. 

The military, cultural, and political strength of the Empire makes the 
Rebellion’s task especially important. Within two decades, the Empire has 
transformed worlds that once backed the Republic into supporters of Emperor 
Palpatine. The Rebel Alliance knows that with each passing day, the Empire 
grows stronger, In many ways, this is the galaxy's most desperate hour, as. 
countless words teeter on the edge of forgetting what freedom was like. 
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For the heroes of the Rebellion era, fighting against the Galactic Empire 
| means putting their lives—and the lives of their loved ones—on the line, 
risking everything to oppose a tyrannical government. Heroes in a Rebellion 
era campaign are among the most iconic in all Star Wars lore. Han Solo is 
| the prototypical scoundrel; Princess Leia is the model for the noble. They are 
great heroes not only because they fight against a powerful enemy, but also 
because they put everything at risk, enduring great triumphs and horrific 
tragedies to free the galaxy from the oppression of Emperor Palpatine. 

The heroes of a Rebellion era campaign often are ordinary citizens who 
go above and beyond the call of duty to help fight the Empire. Although 
some of these heroes might come from respected families or have prominent 
histories, many heroes of the Rebel Alliance are simply average folks who 
have decided that they can no longer live in complacency. Indeed, one of the 
most interesting aspects of Rebellion era heroes is that many lead mundane 
lives as cogs in the Imperial machine until something spurs them to strike 
back against the Empire. They undergo a metamorphosis that most players 
can understand, transitioning from everyday members of society to people 
whose actions shake the foundations of the galaxy. 

Unlike heroes in the Dark Times, heroes of the Rebellion era have the sup- 
port of other like-minded residents of the galaxy. The Rebel Alliance forms 
a touchstone around which beings of all walks of life can rally. Indeed, its 
very existence shows that even the most ordinary people can come together 
and achieve amazing results. The Alliance (and other resistance groups not 
directly affiliated with the Rebellion) gives heroes a place to obtain informa- 
tion and support, share their knowledge and experiences, and reaffirm their 
dedication to the fight against the Empire. 


HEROES OF THE 
REBELLION ERA 


The heroes of the Rebellion era are largely shaped by the galaxy around them. 
Most heroes of this time period have felt the iron hand of the Empire for the 
past two decades, and their lives have been dominated by its presence. Even 
farmboys on distant desert worlds rail against the Empire in private, though 
it might take traumatic events to spur them to action. 

This section highlights some of the unique aspects of the Rebellion era, 
focusing on how these elements affect the heroes of the time. Players cre- 
ating heroes for a Rebellion era campaign can use these characteristics as 
inspiration for the histories and personalities of their heroes. 
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A TIME OF REBELLION 

The most important event in the Rebellion era is the one that marks the 
beginning of the time period: the foundation of the Rebel Alliance. No other 
event has as much impact on the people of the galaxy, and none of the era's 
subsequent events (such as the victories at the Battle of Yavin and the Battle 
of Endor) could have taken place without the organization of the Alliance. 
Bringing together resistance groups from Alderaan, Chandrila, and Corellia, 
the Rebel Alliance provides resources for those who wish to resist the Empire 
and allows dissidents to reach out to one another. Working as a part of a 
larger organization allows the Rebels to accomplish greater deeds than they 
ever could as small resistance groups. 

The foundation of the Rebel Alliance legitimizes various resistance groups 
around the galaxy and encourages loyal servants of the Empire to question 
their adherence to Imperial doctrine. For some, the birth of the Alliance is 
merely the catalyst that urges them to act on seditious thoughts that they 
had kept hidden. For others who had pledged their hearts and minds to the 
Empire, the growth of a large Rebel movement forces them to take a hard look 
at their lives and decide where they really stand. As a result, even disciplined 
Imperial officers reconsider their allegiances, leading some (such as Biggs 
Darklighter) to defect to the Alliance. In this era, cracks start to appear in 
the foundation of the Empire, and the Rebels begin to find allies in the most 
unlikely parts of the Imperial bureaucracy. A hero might be a former Imperial 
officer, agent, or pilot, or even a daughter of an affluent Imperial noble house 
who has realized that there is an alternative to blind obedience. 

The newfound legitimacy brought on by the foundation of the Rebel Alliance 
affects more than just a few individuals scattered around the galaxy. Entire 
organizations defect to the Alliance, such as when the Incom Corporation's 
top engineers bring designs for the X-wing starfighter to the Rebellion. Other 
organizations keep their true allegiances secret while working as a part of the 
Imperial machine. These groups maintain an outward face of loyalty while 
secretly sympathizing with the Alliance, funneling information and resources to 
the Rebels when possible. In addition, sometimes large portions of a company, 
noble house, or bureaucratic agency lend aid to the Rebel Alliance. A hero might 
be a member of an organization that has defected to the Alliance. 


A TIME OF SACRIFICE 
The Rebellion era demands great sacrifice of its heroes. Some Rebel agents 
still lead their normal lives while working for the Alliance in secret. Other 
agents must leave their old lives behind, abandoning everything they once 
were. They might travel to distant worlds to work where their skills are most 
needed. In many cases, their families must believe that the agents have died, 
a deception that protects those left behind. Life can be lonely for agents of 
the Rebellion, but such is the dedication required of heroes of the Alliance. 
Many heroes undergo a transformation, leaving selfish lives in order to 
fight for something bigger. Some live on the fringes of society and claim to 
care only about themselves; in the end, they might move beyond self-interest 


and become heroes in their own right. Han Solo is an iconic example of this 
kind of hero: Once a smuggler who took jobs only for the credits, his life 
changed completely once he saw the desperation with which the Rebellion 
fought the Empire. Similarly, heroes in a Rebellion era campaign might start 
out as hard-living mercenaries, bitter bounty hunters, greedy criminals, or 
carefree nobles. Over the course of the campaign, those same characters 
might realize that they can play a larger role in galactic history, giving up 
their self-centered lives to struggle against the Empire. 

Some heroes in the Rebellion era are called upon to forgo more than just 
their own livelihoods and interests. For some, the fight against the Empire 
means sacrificing the lives of others. Rebel officers face this difficulty on a 
daily basis as they put their followers’ lives on the line to meet the Alliance's 
goals. Sometimes those people die at the hands of the Empire, and sometimes 
they face interrogation by Imperial Inquisitors. Such is the burden faced by 
those in command, and heroes of a Rebellion era campaign might be forced 
to make the same kinds of sacrifices, determining who lives and who dies 
to further the cause. 


A TIME OF DESPERATION 

If nothing else, the Empire's power inspires desperation in those it oppresses. 
Some can only watch as everything is taken away from them. The Empire 
kills family members, confiscates homes and estates, and strips away basic 
freedoms. But when one has nothing left, one also has nothing to lose, Des- 
perate times create heroes who are driven to extreme actions to end Imperial 
tyranny. They take enormous risks, put their lives in danger, and fight against 
impossible odds on the slimmest chance of success. 

Risk is a major element of a hero driven to desperation. Many heroes in 
the Star Wars saga take incredible risks—Obi-Wan Kenobi leaps out a window 
after an assassin droid, Han Solo pilots the Millennium Falcon into an asteroid 
field to flee the Empire, and Luke Skywalker surrenders to Darth Vader in 
hopes of turning his father away from the dark side. Heroes in a Rebellion 
era campaign know that their efforts are opposed by a monolithic enemy, 
but they have just enough resources, cunning, and willpower to believe that 
they have a chance, however small, of victory, A hero in the Rebellion era 
takes risks that most citizens consider crazy, even suicidal. But heroes have 
a knack for turning long odds into success, and when a gambit pays off, it 
can deal the enemy a serious blow. 

At the time of the Rebellion’s birth, the galaxy is at a crossroads. Princess 
Leia calls it the Rebellion’s most desperate hour, and she is not exaggerating, 
With the completion of the first Death Star, the Empire has gained the ability 
to eradicate entire civilizations in one fell swoop. It has grown in strength 
over the last two decades, but only in the Rebellion era does the power of the 
Empire instill not only fear, but true desperation. With doomsday weapons at 
the Empire's disposal, the heroes have no choice but to take reckless actions 
in an attempt to save the galaxy. 


L CELL ON MYGeeTo COMES UNDER ATTACK 
FROM A TIE OPPRI 


AN EMPIRE IN POWER 


The Empire has reached its full strength. No longer is its grasp on the galaxy 
tenuous; for decades, the Empire's reach has extended from the Core to the 
Outer Rim. Its bureaucrats and nobles have dwelled in the government's 
shadow for so long that they know nothing but greed and abuse of power. 
Moreover, the Empire's military hold on the galaxy is absolute. Dissent is 
forbidden, and sedition is punished swiftly and lethally. 

The Empire has become a part of the lives of average citizens and is now 
the accepted galactic government. Local authorities answer to the Empire, 
and nearly all planetary autonomy is gone. Individual rights have been abol- 
ished in the name of security, The citizens of the galaxy have come to accept 
this reality, and even those who feel trapped and oppressed by it have little 
choice but to go along with it. Heroes of the Rebellion era are those who 
break out of this pattern of submitting to the Empire's will. This change is both 
liberating and terrifying for them, and many heroes have trouble adapting 
to their new roles. Joining the Rebellion might bring some into conflict with 
friends and family. As they begin resisting the Empire, heroes might clash 
with law-abiding family members, or be abandoned by friends and loved 
ones who still operate within the Imperial machine. 


For many young people, the Empire is the only government they have 
ever known. Many youths grow up with dreams of attending the Imperial 
Academies and of signing up with the military in order to travel the galaxy, 
see exotic locales, and bring the light of order to dark places, Unfortunately, 
the reality rarely lives up to the dream. Many people suffer a rude awakening 
when they see how brutal and violent the Empire can be, and disillusioned 
youths become fledgling heroes. For beings reaching adulthood in the Rebel- 
lion era, the Rebel Alliance offers an outlet for idealism in a grim galaxy. 


EVEN THE WEAK CAN 

Be MIGHTY 

The foundation of the Rebel Alliance inspires many law-abiding citizens to 
take a stand against the Empire. Many of those who become heroes of the 
Rebellion are of humble origins. In this era, heroes do not need to be powerful 
Jedi, veteran liberators, or silver-tongued demagogues, but merely ordinary 
people who take up arms against dictators. Luke Skywalker was a moisture 
farmer, Wedge Antilles's family owned a refueling station, Dack Ralter was 
born into political imprisonment, and Zev Senesca was a trader. Certainly, 
many heroes of the Rebellion have prestigious backgrounds—Princess Leia 
was raised as royalty on Alderaan, after all—but many come from lives that 
did little to prepare them to fight the Empire. 

The Rebel Alliance accepts those who lack special talents or heritage, 
making use of their passion for freedom. The strength of the Alliance is in 
its desire to fight tyranny, requiring no particular training or history from 
its new recruits. Although players can create characters who come from 
esteemed noble families or extensive military backgrounds, they should 
feel free to create heroes who have humble beginnings. Part of the allure 
of playing in the Rebellion era is that it lets players and Gamemasters tell 
stories of heroes who rise out of the most common places in the galaxy to 
become extraordinary warriors, leaders of the Rebel Alliance, and saviors of 
billions of sentient beings. 

‘Such growth is not limited to a character's background or occupation. 
The Rebellion era has plenty of unlikely heroes, including members of often- 
overlooked species. In fact, some of these agents find that they are more 
effective because the Empire underestimates their species. For example, the 
Sullustans are rather small and frequently unnoticed in the grand scheme of 
things, but many of their number become important members of the Rebel 
Alliance. The Ewoks, one of the most diminutive species in the galaxy, play 
a crucial role in defeating the Empire at the Battle of Endor, The Rebellion 
offers a chance for heroes to play species that are commonly ignored by the 
Empire and by others, proving that even the meek can shake the foundations 
of the galaxy. 
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PARTY CONCEPT: 
ALLIANCE CELL 


Many adventuring parties choose a theme to unite the heroes, a "party 
concept" that helps define who the heroes are and why they came together. 
The theme might be as simple as "the heroes are members of a smuggling 
crew"—just enough to provide a theme to follow. In the Rebellion era, the 
most obvious party concept for heroes is that of an Alliance cell. 

The Rebel Alliance hierarchy often calls for small groups to operate 
independently. These groups, or cells, usually consist of a small handful of 
individuals who work together without much contact with Alliance High 
Command, Rebel cells have many different forms: Some are undercover sedi- 
tion groups operating on Core Worlds; others are starfighter squadrons that 
harass and ambush supply trains in Imperial space. A Rebel cell might operate 
an Alliance listening post on a remote, uninhabited world, or it might be an 
independent SpecForce squad that stages attacks on Imperial facilities. 

Building a party around an Alliance cell gives the party's members a wide 
range of roles, so that every player can find one to suit his or her character. 
Allowing each cell member to specialize in a particular area also adds to the 
overall diversity of the team's abilities. 

The following sections discuss several common roles found in Alliance 
cells. Each section briefly outlines the role's function and goals, then dis~ 
cusses how to build a hero to fit that role in general terms. These discussions 
focus on the noble, scoundrel, scout, and soldier classes, and characters with 
levels in those classes can use the advice to come up with a reasonable his- 
tory, personality, talent selection, and feat selection to fill their role in the 
cell. The Rebel Alliance has few real Force-users. Most Jedi in an Alliance 
cell make their own roles, although they can adapt any of the roles below 
as needed, 


DESIGNING YOUR REBEL CELL 
If your party decides to build heroes around the concept of a Rebel 
Alliance cell, consider the following questions. First, what is the overall 
function of your cell? For example, it might consist of undercover opera- 
tives, starfighter crewmembers, or corporate saboteurs. Second, does 
your cell identify itself by a unique name? Many heroes from the Battle 
of Hoth were members of the Tierfon Yellow Aces, and a branch of the 
Alliance SpecForce called themselves the Pathfinders. After establishing 
a basic concept and name, consider questions about how the cell oper- 
ates. What is your goal? What is your favored method of achieving that 
goal? Where do you operate? Do you actively recruit? Do you have your 
own secret base, or do you operate out of a civilian locale? Once these 
questions are settled, each player can create a hero that fits in with the 
theme more accurately. 


A REGEL CELL RECEIVES 4 BRIEFING FROM ITS COMMANDING 
OFFICER BESIDE A ULAV. 


PARTY ROLE: COMMAND 
The commander is the decision-maker and leader of the cell, Typically, she 
receives orders from Alliance High Command, which she then interprets and 
relays to her team. The commander is responsible for the overall organization 
of the cell and for ensuring that the team executes orders with precision and 
speed. She calls the shots and acts as a supervisor for the whole cell. 

Nobles are a natural fit for the command role because they have abilities 
that make it easy to direct and boost their allies’ competence. Moreover, they 
have the social skills necessary to act as the face of the cell, allowing them to 
get the most out of Alliance leaders. Nobles make straightforward command- 
ers, using their action-granting talents to make sure the job is done right. 
An Alliance cell under noble leadership makes great use of its commander's 
skill in diplomacy and persuasion and might avoid direct confrontation in 
favor of intrigue and subtlety. 

Ascoundrel brings an unorthodox quality to the role of party commander. 
As cell leader, a scoundrel focuses the group on disruptive assignments 
designed to rattle the enemy. An Alliance cell under scoundrel command 
frequently undertakes bold, aggressive missions that are unpredictable and 
meant to sow discord. A scoundrel commander usually has skills that lend 
themselves well to leadership, and when Imperial agents come looking for 
trouble, he can turn on the charm or pull off complex deceptions. 


When a scout is in the command role, the Alliance cell focuses on stealth 
and survival. A scout leader tends toward caution and mobility and might 
keep her cell constantly on the move to throw off Imperial pursuit. She takes 
fewer overt risks and relies on the skills and abilities of the members to keep 
the cell alive despite overwhelming odds. 

When a soldier assumes the command role, the Alliance cell almost cer- 
tainly becomes more militaristic, and the members undertake more violent 
and destructive missions. Soldier commanders do well in starfighter squad- 
rons or special forces cells. Soldier leaders emphasize hardware and training 
‘over subtlety, and an Alliance cell under a soldier's command is usually in 
the thick of things when the shooting starts. 


PARTY ROLE: INTELLIGENCE 

The intelligence officer is responsible for collecting, analyzing, and dis- 
seminating all relevant information for the Alliance cell. Typically directly 
associated with the Alliance Intelligence organization, the intelligence officer 
handles everything from gathering data (which could involve coordinating 
spy missions or stakeouts) to passing intel up the chain of command (which 
might require covert operations to move the data). The intelligence officer 
analyzes data that has been collected and provides it to other cell members, 
allowing them to make informed decisions about their activities. 

Anoble in the intelligence role uses her excellent social skills as the cell's 
primary means of intelligence gathering. She typically employs skills such 
as Gather Information to collect data from gossip and rumor, and she uses 
Deception or Persuasion to convince beings in important positions to turn 
over sensitive information. Noble intelligence officers rely on their lineage 
and connections as their primary sources of knowledge. 

Ascoundrel in the intelligence role draws on trickery, deceit, and wits to 
manipulate others into giving up valuable information. Scoundrel intelligence 
officers coordinate intel-gathering missions that rely on common decep- 
tions such as disguises, bribes, and sneaking into well-guarded areas. Many 
scoundrels are also proficient slicers, gathering intelligence by slicing into 
computer systems and downloading the data directly. Scoundrels are more 
likely to have criminal contacts and seedy allies on the fringes of society, so 
some of their intelligence comes from less than reputable sources. 

A scout intelligence officer prefers to use observation, stealth, and less 
risky methods of data collection. Her intelligence-gathering missions might 
involve long-term stakeouts of Imperial outposts, surveillance from concealed 
listening stations, or occasional undercover investigations (though usually 
nothing too hazardous). Scouts rely on their keen senses and perception not 
only to notice relevant pieces of information but also to pick up on hidden 
meanings. 


Unlike the scout, a soldier intelligence officer gets up close and personal 
with the enemy. He coordinates missions that involve breaking into enemy 
locales and stealing the information needed by the cell. Soldiers in the 
intelligence role might kidnap important enemy officers, arrange distrac- 
tions (often destructive ones) to cover their tracks, and equip their allies 
with enough weapons and armor to blast their way out of trouble in case 
things go badly. 


PARTY ROLE: MEDICAL 

OFFICER 

Most Alliance cells hope that they never need to call upon their medical 
officer. Typically, medical officers deal with the everyday health needs of 
their fellow cell members, including everything from treating common dis- 
eases to conducting routine examinations. However, the medical officer's 
greatest value is in helping cell members who suffer wounds while fighting 
the Empire. If something goes wrong, an ally might need to have six blaster 
wounds patched up in a hurry. Having a medical officer handy means that the 
wounded cell member can receive care without going to a medical facility, 
where he might be identified and the authorities alerted. 

Nobles make excellent medical officers, largely due to their ability to 
train in Treat Injury and the presence of healing-related feats on their list 
of bonus feats. Often, noble medical officers are doctors who have left their 
professions to join the Rebellion, bringing their expertise out of the medical 
center and into the field. Nobles in the medical officer role rely on their 
training and education and act in a professional manner, so being treated 
by a Rebel medical officer is similar to being treated in any medical center 
in the galaxy. 

Scoundrels rarely find themselves in the medical officer role, except for 
scoundrels who are multiclass characters and have gained Treat Injury asa 
trained skill by other means. Scoundrel medical officers focus on unortho- 
dox methods of healing and often are little more than field medics who can 
patch up a Rebel soldier well enough to sustain him until he can find better 
care. Most scoundrel medical officers have only the training they received 
from the Alliance (usually a crash course in field medicine hastily adminis- 
tered aboard a medical frigate), so they rely heavily on medical droids for 
assistance and advice. 

Like scoundrels, scouts do not have Treat Injury as a class skill, so scout 
medical officers often take noble or soldier levels so they can add the skill to 
their class skill list. Scout medical officers specialize in survival, usually filling 
the role on worlds where cell members might encounter natural hazards. For 
example, Alliance cells on dangerous planets such as Felucia or Mustafar 
might have a scout as a medical officer due to her familiarity with the ter- 
rain and its hazards. In many cases, scout medical officers use the Survival 
skill to stave off problems in advance, making sure that cell members remain 
healthy through preventative measures. 
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Soldiers in the medical officer role often are experienced combat medics 
who focus on field medicine. They can train in the Treat Injury skill at Ist 
level and thus have no need to multiclass; however, some soldiers dip into 
another class so they can add Knowledge (life sciences) to their class skill ist. 
Soldier medical officers assess situations as if they were on the battlefield 
and usually are adept at triage. They prioritize their efforts based on need 
and on their ability to restore a cell member to fighting form, and they have 
a pragmatic approach to medical problems. Cell members might have to deal 
with lesser ailments on their own while a soldier medical officer concentrates 
on bigger issues, but in the end, a soldier is among the most disciplined and 
efficient of medical officers. 


PARTY ROLE: QUARTERMASTER 
The quartermaster, also referred to as the ordnance officer, the supply 
officer, or (more colloquially) the finder, is the person who acquires material 
supplies and distributes them to the members of the cell. The quartermaster 
makes sure that all members have the right weapons, armor, and equipment 
for the job. Quartermasters coordinate their efforts with the Alliance's 
Ordnance and Supply Command, ensuring that the necessary goods make 
their way down the chain. When the cell is short on supplies that are needed 
quickly, the quartermaster might engage in field acquisition—a nice way 
of saying “stealing.” 

Nobles make excellent quartermasters thanks to their ability to develop 
contacts in the Alliance supply chain and in the area where the cell oper- 
ates. Many noble quartermasters take the Connections talent right away, 
allowing them to obtain restricted, military, and even illegal goods without 
extra costs. This talent is especially important when the cell must operate 
without support from Ordnance and Supply Command, since credits can be 
scarce for Rebel cells and the quartermaster cannot risk a background check 
by Imperial authorities. Many nobles use their persuasiveness to barter with 
local suppliers, maximizing the benefit gained for credits spent. 

Scoundrel quartermasters specialize in obtaining materials through illegal 
channels. A scoundrel’s black market connections means that he knows how 
to procure items, no matter how restricted or illegal they might be. Scoundrel 
quartermasters always seem to know beings in the underbelly of society, 
and back-alley deals are common. They can use trickery and lies, conning 
honest traders in order to acquire certain items at low cost and without 
alerting the authorities. Scoundrels in the quartermaster role might steal 
needed supplies outright. 

Scout quartermasters prefer to obtain materials by scavenging, scroung- 
ing, and putting things together piecemeal. Since many scouts are trained in 
the Mechanics skill, they can find the parts of a needed item and assemble 
the finished product themselves. This method not only saves credits but also 
avoids the scrutiny that comes with buying through legal channels. Scouts 
in the quartermaster role often spend time hunched over a workbench, 


trying to piece together illegal weapons from disparate parts. An Alliance 
cell with a scout quartermaster usually carries equipment that was built 
from scrap—and looks it. 

Soldiers in the quartermaster role like to take what they need by force. A 
soldier quartermaster works within the Alliance supply chain when possible, 
but if his needs cannot be met, he formulates plans fora raid on an Imperial 
supply depot or a nighttime assault on a local munitions factory. Soldiers tend 
to be more aggressive than other quartermasters in their pursuit of supplies, 
but they don't always resort to violence. They can obtain supplies through 
stealth, subterfuge, and infiltration just as well as by combat. Still, when it 
comes to direct confrontations, soldier quartermasters take more risks that 
other quartermasters in order to get what they want. 


PARTY ROLE: RECRUITER 

The recruiter in an Alliance cell focuses on finding possible new members 
of the Rebellion and analyzing their potential. A recruiter not only identi- 
fies beings who might make good Rebels but also takes precautions when 
attempting to bring a new candidate into the fold. These precautions include 
conducting extensive investigations into the recruit’s history, making sure 
the recruit is not an Imperial plant, and determining the recruit's willingness 
to join the fight against the Empire. Recruiters must be extremely diligent in 
this regard and study the subject as closely as possible, Once the decision has 
been made, the recruiter brings the new member into the fold and educates 
him on his new role in the Alliance cell. 

Nobles in the recruiter role rely heavily on their social skills and insight 
to determine whether an individual is a good candidate. Noble recruiters can 
broach the subject of rebellion delicately with a potential recruit. They are 
adept at reading other people and saying the right things to pull an unsure 
recruit over to the side of the Rebel Alliance. Most nobles in the recruiter role 
are silver-tongued spreaders of sedition who can convince even loyal mem- 
bers of the Empire that joining the Rebel Alliance is in their best interest. 

Scoundrel recruiters identify beings that have grown disgruntled with the 
Empire, particularly those on the fringes of society. Many scoundrel recruiters 
draw from the pool of miscreants they count among their friends, convinc- 
ing them to give up a life of crime and dedicate their skills and abilities to 
fighting the Empire. Scoundrels in the recruiter role frequently use deception 
and guile to subtly plant the seeds of rebellion. 

Scouts in the recruiter role typically identify potential Rebels through 
prolonged observation. They exercise great patience in this task and try to 
be absolutely sure about a recruit's trustworthiness before making a move. 
Scouts show great diligence when investigating a candidate's background 
and take elaborate precautions to ensure that the individual has no Impe- 
rial connections. They do not want to take any risks when bringing in anew 
recruit—a lack of caution could destroy the entire cell. 


Soldier recruiters approach their duty as if they were recruiting for the 
military. When a soldier is sure that an individual could be turned to the Alli- 
ance, he extends the offer and lets the candidate make the decision. Once 
the offer is made, however, the soldier watches the recruit carefully. If the 
candidate declines to join the Alliance or shows any sign that she might take 
information to the Empire, the soldier recruiter makes sure that the individual 

silenced before the cell can be damaged. 


PARTY ROLE: 

SECURITY OFFICER 

Within an Alliance cell, the security officer maintains the safety, secrecy, 
nd integrity of the group. Similar in many ways to the intelligence officer, 
the security officer is responsible for making sure that the cell continues 
to operate without the Empire's knowledge. More than just ensuring the 
ecrecy of covert actions, the security officer also prevents breaches from 
hin. The role requires constant vigilance in order to keep the:cell from 
cting Imperial attention. 

Nobles in the security officer role favor field work, going out into the 
;mmunity to make sure that no one suspects that the cell exists. They ask 
ibtle questions, listen to private conversations, and pick up on possible 
ecurity leaks. They integrate themselves into the community, keeping their 
yes and ears open for any sign that someone outside the cell has become 
uspicious. Most noble security officers rely on their ability to engage others 

n conversation to determine whether anyone suspects the presence of the 


Alliance cell. 

When a scoundrel is in the security officer role, he usually takes a more 
ictive approach to safeguarding the cell. Scoundrels favor counterintelligence 
nformation campaigns. For example, if a scoundrel security officer 
believed that someone was getting close to discovering the cell, he might 
pread rumors about that person, turning the tables by redirecting attention 
away from the cell. Scoundrels specialize in sowing discord and lies; they 
try to confuse enemies with too much (often false) information, obscuring 
the truth about the cell 

A scout security officer approaches her task the same way she would set 
up camp behind enemy lines. When a scout is in charge of a cell's security, 
ing places cannot be used until they undergo multiple security sweeps, 
‘afe houses are checked dozens of times, and outsiders are watched con- 
tantly for signs of Imperial interest. A scout security officer knows that 
urvival is a matter of skill and cunning, and she coaches her fellow cell 
members in methods of remaining undetected. She keeps her eyes and ears 
open, using surveillance technology and survival techniques to prevent 
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oreaches of the cell's security. 
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as scouts—such as electronic surveillance, defensive security sweeps, and 
long-term observation—but they pursue leaks more aggressively. Whereas 
a scout might deal with a security breach by swiftly relocating the cell, a 
soldier security officer is more likely to go after the source of the leak with 
a blaster. Soldiers view the security of their cell the way they view plans for 
a covert mission: The fewer who know the details, the better. Soldiers in the 
security officer role disseminate information on a need-to-know basis, and 
they usually try to keep the cell even more isolated from the community 
than other security officers might 


PARTY ROLE: 
TRANSPORT SPECIALIST 
Alliance cells do not always have a single member who fills the role of trans- 
port specialist—the person who obtains, distributes, and maintains all vehicles 
and starships used by the group. In some cells, the members use vehicles 
simply for transportation from one locale to another, and the quartermaster 
or security officer fills this role. In other cells, such as starfighter squadrons 
that function semi-independently, a dedicated transport specialist is respon- 
sible for the most important elements of the cell's operation. 

A noble in the transport specialist role uses her wealth and connections 
to make sure that the cell has the best vehicles and starships available. She 
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Soldiers in the security officer role use many of the same techniques is | 


calls on her contacts in the local populace to obtain civilian vehicles, and 
she might pressure sympathetic allies working for local manufacturers to 
“lose” a few starfighters during a shipping accident, funneling the vessels 
to her cell. Most noble transport specialists prefer to use their connections 
and social skills to convince others to provide vehicles willingly. 

A scoundrel in the transport specialist role does whatever it takes to 
acquire vehicles and starships, including theft and deception. Moreover, 
scoundrel transport specialists go out of their way to disguise vehicles used 
by the Alliance cell. They alter transponder codes, change a vehicle's color or 
physical details, and perform multiple cosmetic enhancements to throw off 
Imperial agents or owners who come looking for their missing property. 

Scouts in the transport specialist role frequently spend as much time 
tinkering with the cell's vehicles and starships as they do obtaining them. 
Notorious outlaw techs and jury-riggers, scout transport specialists outfit 
the vehicles under their supervision with the best possible equipment or 
with unique modifications to enhance their operation. Scouts in this role 
ensure that the cell's vehicles are in top working condition, although their 
habit of making "just one more slight modification” might exasperate other 
cell members. 

Soldier transport specialists look at every vehicle and starship used 
by the cell as little more than a collection of armor plating and weapons 
that fits around repulsors and engines. Soldiers in this role analyze every 
means of transportation for its combat value, and they prefer well-armed, 
well-armored vehicles that will be useful when violence inevitably breaks 
out. Because the vehicles add speed, defenses, and firepower to the cell's 
resources, soldiers view them as an essential part of military operations. 


BACKGROUNDS 

Every hero has to come from somewhere. Heroes don't all begin as Rebel 
agents, adventuring smugglers, or daring explorers. For most players, a simple 
history for their heroes will suffice, but other players might want to choose 
details in their characters’ pasts that will help shape their futures. After all, 
the heroes are more than just members of a particular species or the sum 
of their training; they have defining elements in their histories that molded 
them into what they will become. 

The background system presented here is an alternative to the Destiny 
system described in the Saga Edition core rulebook. The background system 
allows you to focus on a hero's origins rather than on an uncertain future. 
Gamemasters can use either the background system or the Destiny system, 
giving players a choice of selecting a background or selecting a Destiny. It 
is not recommended to use both systems together because adding another 
layer to the characters will affect hero complexity and party balance. 


To use the background system, each player chooses a single background 
from the event category, the occupation category, or the planet of origin 
category. Each category has its own rules giving special access to skills, 
languages, equipment, or other traits that help define who the character is 
and what shaped her into a hero. A character receives the benefits of the 
chosen background at first level, and those benefits stay with the character 
for life. For details on the benefits gained from each background, see the 
individual descriptions below. 


Event 
When you choose an event background, you decide that your hero has a single, 
defining event in his past that put him on the path to becoming a hero. This 
event fundamentally shaped your character's life. It was the moment at which 
he took his first steps toward becoming something more than ordinary, and 
it continues to shape the way your hero's adventuring career develops. 
When you select an event background, add one of the relevant skills 
listed at the end of that entry to your character's class skill list, regardless 
of starting class. This skill represents something your character learned to do 
as a result of the event. Additionally, when you select an event background, 
your character gains a small enhancement. 


BACKGROUND OR DESTINY? 
Should a Gamemaster use the background system or the Destiny system 
in a campaign? 

The Destiny system puts more powerful abilities in the hands of the 
heroes, allowing them to perform incredible feats and save themselves 
from certain death by expending Destiny Points. However, some cam- 
paigns, particularly those set during the Rebellion era, have a more 
realistic feel. In an era practically devoid of Jedi, giving such abilities to 
the heroes might alter the campaign's tone in a way that the Gamemaster 
wishes to avoid. 

The background system is a substitute that tones down the power 
level of the heroes while providing opportunities for telling interesting 
stories, The background system gives each character a special hook that 
the Gamemaster can use to develop adventures, much in the same way 
that a hero's Destiny provides direction for that character. If you are 
a Gamemaster looking to run a campaign without the high-powered 
abilities granted by Destiny Points, consider using the background 
system instead. 


Bankrupt 

You lost all or nearly all your credits and material possessions. Perhaps you 
were blackmailed by a COMPNOR agent who found out that you had a relative 
with Rebel sympathies, or maybe Imperial Intelligence seized your finances 
and assets as a part of a larger investigation that had nothing to do with 
you. Regardless, the event unjustly robbed you of your worldly possessions 
and reduced you to abject poverty, leaving you with nothing but your drive 
to recover your life and punish those who made you destitute. 

Asa result of being nearly impoverished, you can use the Survival skill 
to sustain yourself in urban or civilized environments. See the Basic Sur- 
vival application of the Survival skill on page 73 of the Saga Edition core 
rulebook. 

Relevant Skills: Deception, Gather Information, Survival 


Conspiracy 

You witnessed an attempt to cover up an incredible secret and had to 
abandon your life for fear that the conspirators would try to silence you, 
Perhaps you managed to sneak past the Imperial blockade after Falleen was 
quarantined and you learned what really happened there, or maybe you saw 
the assassination of a local Moff by a Black Sun hit squad, The event that 
you witnessed was significant enough to justify your fear of retribution, and 
perhaps it provides you with the motivation to see that the conspirators are 
brought to justice. 

Asa result of trying to avoid the conspirators for so long, you have learned 
to spot the signs of a conspiracy. You can reroll any Perception check made 
to sense deception or influence, keeping the better result. 

Relevant Skills: Deception, Stealth, Use Computer 


Crippled 

You were crippled or seriously wounded in some way, but you have overcome 
the effects of that injury to become a hero. Perhaps you were blasted and 
left for dead by a bounty hunter on the Empire's payroll, or you were critically 
injured when Trandoshan slavers raided your space transport. The event that 
left you wounded was a major catalyst for your transformation into a hero, 
and it has had lasting physical repercussions, 

As a result of your injury, you start with a cybernetic prosthesis (see 
page 137 of the Saga Edition core rulebook) at no additional cost. In addi- 
tion, you have learned to fight through the pain of being wounded. When 
your Fortitude Defense is reduced as a result of moving down the condition 
track, your damage threshold remains the same, as if you had no debilitat- 
ing conditions. 

Relevant Skills: Endurance, Mechanics, Treat Injury 


Disgraced 

Once you were respected, possibly even in a position of authority, but you 
were disgraced and lost the standing you had worked so hard to achieve. 
Perhaps you were a high-ranking member of the Incom Corporation who 
was humiliated when the X-wing design team defected to the Rebellion, or 
a prominent community leader or bureaucrat who lost all authority when 
Imperial Inquisitors falsely accused you of harboring a Jedi. 

Asa result of being disgraced, you have learned to hide your true identity 
from others, and you treat any attempt to create a deceptive appearance for 
yourself (as described in the Deceive application of the Deception skill on 
page 64 of the Saga Edition core rulebook) as one step simpler. Thus, when 
you try to disguise yourself with a difficult deception, you instead treat it 
as a moderate deception. 

Relevant Skills: Deception, Gather Information, Stealth 


Enslaved 

At some point in your past, you lost your freedom and became a slave. Perhaps 
you were captured by the Empire and made to work as a laborer on a secret 
construction project, or maybe you became so indebted to a crime lord that 
you entered a state of indentured servitude from which you could not easily 
escape. The events that led to your slavery (and eventual freedom) might 
motivate you to seek revenge against those who enslaved you and to ensure 
that others do not suffer the same fate. 

As a result of your slavery, you refuse to submit to such a state again, 
and you resist all attempts to seize you. You gain a +2 competence bonus 
to grapple checks. 

Relevant Skills: Climb, Endurance, Jump 


Exiled 

You were exiled from your home planet and cannot return. This background 
differs from the disgraced background in that the event that led to your exile 
was not targeted at you individually. Perhaps a member of your family defied 
the regional governor and the entire clan was forced into space, or perhaps 
your homeworld was destroyed by an Imperial superweapon while you were 
offworld. The event set you adrift in the galaxy and left you disconnected 
from everything you once knew. 

Asa result of your journeys around the galaxy, you can plot a safe course 
for hyperspace travel in half the time it normally takes (you can plot a course 
in 30 seconds, or 5 rounds). Additionally, if you are trained in Knowledge 
(galactic lore), you gain the Skill Focus feat for that skill as a conditional 
bonus feat. 

Relevant Skills: Gather Information, Knowledge (galactic lore), 
‘Survival 
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Imprisoned 

You were wrongfully imprisoned and spent a great deal of time in an Impe- 
rial penitentiary or in the spice mines of Kessel. Perhaps you were framed 
by an Imperial bureaucrat, taking the fall for one of his crimes, or you were 
locked away so that an Imperial noble could seize your property, belongings, 
or spouse. The wrongful imprisonment eventually led to your career as an 
adventurer, but it also established your nemesis—the person who had you 
incarcerated. 

Asa result of your imprisonment, you start as a hero with a criminal his- 
tory, but you also have a number of criminal contacts who can help you out. 
You can obtain black market goods in half the time it usually takes to obtain 
them (minimum 1 day). See page 119 of the Saga Edition core rulebook for 
information on obtaining restricted objects on the black market. 

Relevant Skills: Acrobatics, Gather Information, Stealth 


Marooned 
You were abandoned in a remote locale and forced to fend for yourself with 
little hope of rescue or survival. Perhaps you were a TIE fighter pilot whose 
ship crashed on an uninhabited world, left to rot when your commanding 
officer refused to send a search-and-rescue team after you. Alternatively, you 
might have been the lone survivor of a pirate attack on an Outer Rim settle- 
ment that damaged your equipment and prevented you from summoning 
help. Whatever the event, it left you isolated for an extended time; after you 
escaped or were rescued, you resolved to make your mark on the galaxy. 

Asa result of having been marooned, you have learned to survive without 
the aid of civilization. You take no penalty to Treat Injury checks to heal 
yourself (or to Mechanics checks to repair damage to yourself, if you are 
a droid). 

Relevant Skills: Ride, Survival, Swim 


Orphaned 

At some point in your life, you were orphaned. Perhaps when you were a 
child, your mother and father were slain by the Empire for their defiance, 
or maybe more recently, your family was killed in a starship accident that 
left you the only survivor. The event that made you an orphan can serve as 
a catalyst for your adventuring, or it might simply be one of the influences 
that guided you toward becoming a hero. 

Asa result of your life as an orphan, you know how to take care of yourself. 
When you spend a Force Point to add to a skill check in an untrained skill, 
add an extra 1d6 to the skill check. 

Relevant Skills: Gather Information, Survival, Treat Injury 


Scarred 

You were physically scarred in some way, a visible reminder of a trauma that 
you experienced. Perhaps your face was disfigured when stormtroopers raided 
your home searching for contraband, or perhaps you lost an eye when your 
ship came under attack from pirates on the Outer Rim. The event that left 
you scarred might have been a traumatic event that pushed you into your 
adventuring career, or it could merely be a badge of pride—or shame—from 
your former life. 

You have a visible scar in a prominent place on your body (such as your 
face, your neck, or your hand). When you make a Persuasion check to intimi- 
date a creature, you always have favorable circumstances, 

Relevant Skills: Deception, Persuasion, Treat Injury 


Widowed 

You lost a husband, a wife, or another close loved one. Though similar to the 
orphaned background, this background can represent not only the death of 
a loved one but also the mysterious disappearance of that person. Perhaps 
your husband was executed by the local Moff for his Rebel sympathies, or 
perhaps your daughter was kidnapped by one of the Emperor's Dark Jedi 
and spirited away, never to be seen again. The event robbed you of a single 
loved one and might open the possibility that you are still searching for that 
person during your adventures. 

As a result of your loss, you have learned to search diligently, either for 
those responsible for the death of your loved one or for those who might 
know his or her current whereabouts. You can take 20 on Gather Information 
checks, but it takes 20 times as long as normal to gain the information. 

Relevant Skills: Gather Information, Knowledge (galactic lore), 
Use Computer 


OCCUPATION 

When you choose an occupation background, you select an element of your 
character's history that defines her skills and abilities. Most heroes in the 
Rebellion era had some kind of job or career before they joined the fight 
against the Empire. 

When you select an occupation background, add one of the relevant 
skills listed at the end of that entry to your class skill list, regardless of your 
starting class. Your chosen skill represents something your character learned 
to do as a result of her occupation. Additionally, you gain a +2 competence 
bonus to untrained skill checks with the skills in your occupations list of 
relevant skills. 


Academic 
You were once involved in an academic field, dedicating yourself to the 
pursuit of knowledge. You might have been a teacher or an instructor in a 
university on a Core World, or perhaps you were a researcher working to 
advance the galaxy's knowledge of a particular subject. 

Relevant Skills: Knowledge (any one skill), Persuasion, Use Computer 


Celebrity 
You were a celebrity of some kind, and your name was known throughout 
several worlds or sectors, or possibly even the entire galaxy. Perhaps you 
were a holovid star whose work was broadcast across the HoloNet, or 
maybe you are the son or daughter of a wealthy noble family, constantly 
in the public eye. 

Relevant Skills: Deception, Gather Information, Persuasion 


Criminal 
You come from a criminal background and spent your early years in and out 
of penitentiaries across the galaxy. Maybe you were a smuggler or a small~ 
time con artist who defied the Empire's trade laws, or perhaps you were a 
thief who specialized in corporate espionage. 

Relevant Skills: Deception, Gather Information, Stealth 


Executive 

You once had a position of influence and authority in a company or corpora~ 

tion. Perhaps you were a rising star at an organization in the Corporate Sector, 

or maybe you were an important engineer at Sienar Fleet Systems. 
Relevant Skills: Initiative, Persuasion, Use Computer 


Labor 
You toiled for years doing manual work. Perhaps you were an assembly line 
worker in a droid factory, overseeing the automated manufacturing machines, 


or maybe you were a mechanic jn a 
Relevant Skills: Climb, Endurance, Jump 


imperial bureaucrat's vehicle pool. 


Law Enforcement 

You used to work for a significant law enforcement agency and spent years 

apprehending criminals. Perhaps you were a member of CorSec and served 

45 an investigator, or maybe you trained with the Sector Rangers. 
Relevant Skills: Acrobatics, Gather Information, Knowledge 

(bureaucracy) 


Medical 
You come from a medical background amd have learned the art of repairing 
the bodies of the sick and wounded. Perhaps you were a doctor in a Core 
World medical facility, or you served as a medic on an emergency response 
team, 

Relevant Skills: Knowledge (life sciences), Treat Injury, Use Computer 


Military 

You have experience in the military and spent time in the disciplined world 
of professional soldiers. Maybe you were a rank-and-file member of the 
Imperial Army, or you belonged to one of the many paramilitary or mercenary 


groups in the galaxy. 
Relevant Skills: Endurance, Ride, Treat Injury 


Pilot 
You were a commercial or corporate pilot, using your skill at handling vehicles 
in the service of your employer. Perhaps you flew the personal shuttle of 
an important Imperial bureaucrat, or maybe you operated a cargo transport 
business that was bankrupted by pirate raids. 

Relevant Skills: Knowledge (galactic lore), Mechanics, Use Computer 


Politics 
You come from a political background and have learned the art of diplomacy, 
negotiation, and maneuvering. Maybe you were a diplomat attached to the 
Imperial Senate or an aide to a Senator. 

Relevant Skills: Deception, Gather Information, Persuasion 


Technology 

You have a strong background in technology; either you studied how to oper- 

ate or repair it, or you researched new technological advancements. Perhaps 

you were a sensor operator aboard a planetary defense station, or maybe you 

were an antislicer systems expert for a large galactic corporation 
Relevant Skills: Knowledge (technology), Mechanics, Use Computer 


THE REBEL ALUANCE ALWAYS NEEDS RECRUITS WITH TECHNICAL 
BACKGROUNDS TO KEEP EQUIPMENT IN WORKING ORDER. 
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PLANET OF ORIGIN 

Choosing a planet of origin as a background is different from choosing an 
event or an occupation. When you choose a planet of origin, you are declar- 
ing that your hero was raised on a world that is not typically considered to 
be the homeworld for his species. For example, he might be a Rodian raised 
on Tatooine, or a Bothan raised on Bespin. As a result, your hero is unlike 
other members of his or her species. You should develop a story to explain 
why your hero was raised on the chosen planet. 

You cannot select the same planet of origin as the traditional homeworld 
of your species. Humans and other species that do not have a single home- 
world can choose any planet described below. 

When you select a planet of origin background, add two skills from the 
relevant skills listed at the end of that entry to your character's class skill 
list, regardless of starting class. These skills represents something your 
character learned on his or her planet of origin. Additionally, you add the 
bonus language given at the end of the background’s description to your 
character's known languages. 


Alderaan 
You were raised on the idyllic Core World of Alderaan. Your people abandoned 
open warfare far in your past, and you grew up learning the values of peace, 
diplomacy, and freedom. 

Relevant Skills: Knowledge (any one), Persuasion, Treat Injury 

Bonus Language: High Galactic 


Bakura 
You come from the distant Outer Rim world of Bakura. Although your home- 
world experienced Imperial rule, its distance from the center of galactic 
events sheltered you from the worst of the Empire's atrocities. 

Relevant Skills: Mechanics, Treat Injury, Use Computer 

Bonus Language: High Galactic 


Bespin 
You hail from the gas giant Bespin and were raised in the mining colony of 
Cloud City. You spent plenty of time in the casinos and hotels of the city and 
are familiar with the finest luxuries the Outer Rim has to offer. 
Relevant Skills: Deception, Knowledge (bureaucracy), Persuasion 
Bonus Language: Bocce 


Bothawui 
You were raised on the Bothan homeworld of Bothawui, the center of the 
galaxy's most devious political maneuvers. You spent your youth in the cut- 
throat world of Bothan society, learning that manipulation and deception 
are fine arts to be savored and mastered. 

Relevant Skills: Deception, Gather Information, Persuasion 

Bonus Language: Bothese 


Cerea 
Your home is the jungle world of Cerea. You were raised in a society where 
harmony exists between civilization and nature. You have learned to appreci- 
ate the natural world, and you leave few marks on the land you inhabit. 
Relevant Skills: Acrobatics, Knowledge (life sciences), Survival 
Bonus Language: Cerean 


Corellia 
You are from Corellia, long known as the home of proud, stubborn beings. 
You spent your formative years rubbing elbows with hard-working citizens, 
expert pilots, and master shipwrights who took risks that others would 
consider foolish. 

Relevant Skills: Initiative, Knowkedge (technology), Mechanics 

Bonus Language: Old Corellian 


Coruscant 
You come from the cosmopolitan planet of Coruscant, known during the 
Empire's rule as Imperial Center. You have long been at the center of 
galactic society and are well versed in the latest cultural trends of the Core 
Worlds. 

Relevant Skills: Gather Information, Knowledge (bureaucracy), Knowl- 
edge (galactic lore) 

Bonus Language: High Galactic 


Dorin 
You were raised on Dorin, a toxic world that is the home of the Kel Dor spe- 
cies. You have learned to live in a hostile environment, overcoming great 
adversity as a matter of course during your development. 

Relevant Skills: Endurance, Survival, Treat Injury 

Bonus Language: Kel Dor 


Duro 
You are a native of the great orbital city-ships of Duro, and you lived on those 
vessels for much or all of your young life. You studied under great Duros pilots 
and learned how to do incredible things with a starship. 
Relevant Skills: Knowledge (technology), Mechanics, Use Computer 
Bonus Language: Durese 


m1 z 
ae some players or Gamemasters might want to create a plan- 
etary background for a world other than those given here. To do so, the 
Gamemaster should choose three skills that are relevant to the planet's 
history, culture, or reputation. In addition, if the planet is home to a native 
species, add the language of that species to the background as a bonus 
language. If the planet has no natives, the Gamemaster instead should 
choose a common trade language (such as Bocce or Sy Bisti) or High 
Galactic. The latter language is especially appropriate for Core Worlds 
and planets that pride themselves on their prestige. 


Fondor 
You come from Fondor, a world in the Tapani Sector. You grew up ina society 
that was deeply involved in Imperial politics, and you still take pride in your 
home planet's great shipbuilding traditions. 
Relevant Skills: Knowledge (technology), Mechanics, Use Computer 
Bonus Language: Bocce 


Gamorr 
You hail from the Gamorrean homeworld of Gamorr, a forested planet ruled 
by warring tribes. You have learned to survive the constant violence and 
conflict and have become tougher as a result. 

Relevant Skills: Climb, Endurance, Survival 

Bonus Language: Gamorrean 


Iridonia 
You are from the harsh planet of Iridonia, the home of the Zabrak species. 
You have learned to live among vicious natural hazards, and so surviving on 
a world with an unforgiving climate is second nature to you. 

Relevant Skills: Acrobatics, Endurance, Survival 

Bonus Language: Zabrak 


Ithor 
You were raised in one of the floating cities of Ithor, the verdant home of the 
Ithorian species. You learned an appreciation for all things natural, and you 
know that nature can be manipulated to serve civilization's needs without 
devastating the wild. 
Relevant Skills: Knowledge (life sciences), Persuasion, Treat Injury 
Bonus Language: Ithorese 


Kashyyyk 
You come from the treetop cities high above the jungle world of Kashyyyk, 


home of the Wookie species. Since you were raised among Wookiees, you 
are aggressive and not easily intimidated. 

Relevant Skills: Climb, Persuasion, Survival 

Bonus Language: Shyriiwook (understand only) 


Mon Calamari 
You hail from the aquatic planet of Mon Calamari, home to both the 
Quarren and the Mon Calamari species. You learned how to survive on 
the watery world and studied under great Mon Calamari shipwrights or 
Quarren traders. 

Relevant Skills: Mechanics, Persuasion, Swim 

Bonus Language: Mon Calamarian or Quarrenese (player's choice) 


Naboo 
You come from the beautiful world of Naboo, the home planet of Emperor 
Palpatine. You have learned the value of peace, but you also know the impor- 
tance of vigilance and occasional defiance. You would go to great lengths to 
protect your beloved homeworld. 

Relevant Skills: Ride, Persuasion, Swim 

Bonus Language: Gunganese 


Nar Shaddaa 
You were raised on the grimy ecumenopolis known as Nar Shaddaa, the 
‘Smuggler’s Moon. Your upbringing in the Vertical City taught you the harsh 
realities of life on the fringe, and you have become devious and tough enough 
to survive in any den of thieves. 

Relevant Skills: Deception, Gather Information, Stealth 

Bonus Language: Huttese 


Rodia 
You are from the humid rainforest world of Rodia, the home planet of the Rodian 
species. You learned the art of the hunt from Rodians who shared the world 
with you; as a result, you developed keen senses and hunting instincts. 
Relevant Skills: Climb, Stealth, Survival 
Bonus Language: Rodese 


Ryloth 
You come from the dangerous world of Ryloth, home of the Twi'lek species. 
The planet is divided in half, with a blasted hot day side and a frozen night 
side, and you lived in the twilight region between those extremes. You learned 
to fend for yourself in the perilous Twi'lek society, and you might identify 
with one of the planet's tribes. 

Relevant Skills: Deception, Persuasion, Survival 

Bonus Language: Ryl 


Socorro 
You grew up on the volcanic desert planet of Socorro, a distant world on the 
Outer Rim teeming with criminal activity. You learned hard lessons from the 
smugglers, pirates, and other spacers who passed through, gaining skills that 
allow you to follow in their footsteps. 

Relevant Skills: Deception, Stealth, Survival 

Bonus Language: Socorran 


Sullust 
You hail from Sullust, a volcanic world that is the home of the Sullustan spe- 
cies. You spent your formative years in the underground cities inhabited by 
the natives, and you might have worked for the SoroSuub corporation. 
Relevant Skills: Climb, Mechanics, Survival 
Bonus Language: Sullustese 


Taris 
You come from Taris, the home of the swoop bike, a once-beautiful planet 
that is now only a shadow of its former greatness. As a youth, you lived 
among the tall towers of the city-planet, listening to stories of your world’s 
past as a prominent center of galactic importance. 

Relevant Skills: Deception, Mechanics, Stealth 

Bonus Language: Sy Bisti 


NEw LANGUAGES 

This section introduces three new languages: Old Corellian, Socorran, 
and Sy Bysti. Old Corellian is the original language spoken by the people 
of Corellia before that world joined the Republic and adopted Basic as 
the standard language. Though few actually speak Old Corellian these 
days, the language is far from dead, and many Corellians still pepper their 
speech with Old Corellian phrases. b4 

Socorran is the language spoken by the natives of the volcanic 
desert world of Socorro. Like Old Corellian, Socorran has largely been 
supplanted by Basic, but many pirates, smugglers, and other criminals 
use it as a “secret” language known only to those who have ‘spent time 
on the seedy world. 

‘Sy Bysti isa trade language spoken on the Outer Rim and also in parts 
of the Unknown Regions. Though the language is not as. widespread as 
Bocce, many inhabitants of worlds on the edge of the Unknown Regions 
and Wild Space use Sy Bysti as a common language between species 
that have not learned Basic. 


Tatooine 
You were raised on the harsh desert planet of Tatooine. You have always 
believed that if there is a bright center of the universe, then Tatooine is the 
planet farthest from it. Though you learned to eke out an existence on the dry 
world, you saw enough traders and spacers to dream of the wider galaxy. 
Relevant Skills: Endurance, Ride, Survival 
Bonus Language: Jawa Trade Language 


Trandosha 
You grew up on the dangerous world of Trandosha, the home of the Tran- 
doshan species. You learned to live among the violent and aggressive natives, 
and you were tough enough and strong enough not only to survive but also 
to prosper. 

Relevant Skills: Endurance, Persuasion, Survival 

Bonus Language: Dosh 


YJEDI 

The Dark Times, the years between the establishment of the Empire and 
the founding of the Rebellion, was truly the lowest point in the history 
of the Jedi. During that period, the Jedi were all but exterminated; only a 
handful survived. By the time Luke Skywalker receives his training from 
Yoda, the Jedi Master's claim that Luke is the last of the Jedi is largely cor- 
rect. Very few Jedi exist during the Rebellion era, since most were hunted 
down and destroyed by Darth Vader and the Emperor's other minions. As 
such, playing a classically trained Jedi in the Rebellion era likely requires 
Gamemaster permission. 

However, players can consider alternatives to a traditional Jedi character. 
Although the Empire wiped out the Jedi Order, for at least some time, many 
survivors of Order 66 continue to train Padawans (as Shaak Ti does with Maris 
Brood). Most of these apprentices, along with their Masters, are tracked down 
and killed by the Empire. But in some cases, the barely trained Padawans 
manage to escape the Empire's notice when their Masters are slain, leaving 
them alive but with only rudimentary knowledge of the Force. Your character 
might be one such student who, after years of letting that basic training 
lapse, has decided to explore the Force on his own, effectively becoming a 
self-taught Jedi. Alternatively, perhaps your character is the offspring of a 
Jedi who married after the fall of the Jedi Order. That parent died (or went 
missing) when you were still a child, and you discover your Jedi heritage only 
after going through some of your parent's personal belongings. 

As another option, you can play a Dark Jedi who has turned away from 
the Empire. Typically, when Jedi fall to the dark side, the Emperor gives them 
a place in the Inquisitorius. Many former Jedi, such as Antinnis Tremayne and 
Adalric Brandl, were recruited into that organization. Perhaps your character 
is a young member of COMPNOR's SAGroup (a youth organization dedicated 
to preserving the Emperor's New Order) who is singled out for Inquisitor 


training after displaying strength in the Force. However, after exposure to 
the teachings of the dark side, your character fled and went into hiding rather 
than become an Inquisitor. 

Regardless of the form, Jedi characters in the Rebellion era can play to 
the strengths and tone of the time period. When crafting your hero's history, 
keep in mind the following facts: 

The Jedi have been nearly wiped out. You would not have receive Jedi 
training from a fully trained Knight or Master, and most likely you have had 
no formal training in the traditional ways of the Jedi. 

Knowledge of the Jedi and the Force has been declared illegal, and most 
sources of such information have been erased. If you learn about the Jedi and 
the Force, your knowledge should come from a secret or hidden source. 

For the most part, you should be in the dark about the ways of the Jedi. 
With no teacher and no reliable source of information, the state of the Jedi 
before the end of the Clone Wars remains a mystery. One of your primary 
motivations might be to discover the history of the Jedi and learn how to 
continue your training. 

Sample Jedi Concepts: The abandoned student, the failed Jedi (see the 
sidebar), the child of a Jedi, the former Inquisitor’s apprentice. 


New Jedi Consular Talents 

The following new talents belong to the Jedi Consular talent tree (see page 
39 of the Saga Edition core rulebook), which is available to members of the 
Jedi class. Any character who normally can choose talents from the Jedi 
Consular talent tree can choose from these talents as well. 

Guiding Strikes: When you deal damage to a target by making a light- 
saber attack on your turn, you can use a swift action before the end of your 
turn to activate this talent. If you do so, allies adjacent to the target at the 
time you made the attack gain a +2 circumstance bonus to melee attack 
rolls against that target until the start of your next turn. 

Recall: Whenever you spend a Force Point to return a Force power to 
your suite, you regain two Force powers instead of one. 


New Jedi Guardian Talents 

The following new talents belong to the Jedi Guardian talent tree (see page 
40 of the Saga Edition core rulebook), which is available to members of the 
Jedi class. Any character who normally can choose talents from the Jedi 
Guardian talent tree can choose from these talents as well. 

Close Maneuvering: Once per turn, you can use a swift action to des- 
ignate a target. Until the start of your next turn, your movement does not 
provoke attacks of opportunity from that target, provided that you end your 
movement adjacent to that target. 

Immovable: You can activate this talent as a swift action. Until the start 
of your next turn, anyone attempting to move you involuntarily (such as with 
a bantha rush or the move object Force power) takes a -5 penalty to attack 
rolls or skill checks made to use the effect that would move you. An enemy 


THE FAILED JEDI 

One of the oldest and most popular archetypes for Jedi heroes in the 
Rebellion era is that of the failed Jedi. The concept is simple: You were 
a student of the Force who studied under a Master at the Jedi Temple, 
but you never completed your training, washing out and abandoning 
the Order. Many years later, by the time the Empire rose to power, you 
had been forgotten and subsequently escaped the notice of Vader and 
the Inquisitors. When the campaign starts, you remember only distant 
glimmers of that past, though you might still possess some rudimentary 
skill with the Force. 

The failed Jedi archetype offers a perfect chance for interesting 
roleplaying. You might strive toward redemption, but you also face 
great temptation. As you grow in power and knowledge, you will begin 
to feel the pull of the dark side. After all, you have already failed once to 
become a Jedi by traditional means; what if you must turn to the dark 
side to succeed? Still, if you reach the end of the path and become a 
Jedi Knight—or perhaps even a Jedi Master—you will have redeemed your 
previous failure and turned your wasted life around. 

When you create a failed Jedi character, consider advancing your hero 
in age. With your Gamemaster's permission, start your hero at middle 
age or even old age to represent that your failure as a Jedi student took 
place long ago. In addition, consider starting at 1st level in a class other 
than Jedi, to represent the direction your life took since you abandoned 
your dreams. However, you should take Force Sensitivity as one of the 
feats gained at character creation, to represent your basic ability to 
reach out to the Force. 


can only take the penalty from this talent once per attempt, regardless of 
how many targets have used this talent. 


New Jedi Sentinel Talents 

The following new talents belong to the Jedi Sentinel talent tree (see page 
40 of the Saga Edition core rulebook), which is available to members of the 
Jedi class. Any character who normally can choose talents from the Jedi 
Sentinel talent tree can choose from these talents as well. 

Gradual Resistance: If you take damage from the use of a Force power, 
until the end of the encounter you gain a +2 Force bonus to all defenses 
against that Force power. 

Reap Retribution: If you take damage from the use of a Force power, 
until the end of the encounter you deal an extra 2 points of damage against 
the creature that used the Force power against you. 


Tesiavno 


New Lightsaber Combat Talent 
The following new talent belongs to the Lightsaber Combat talent tree (see 
page 41 of the Saga Edition core rulebook), which is available to members 
of the Jedi class. Any character who normally can choose talents from the 
Lightsaber Combat talent tree can choose this talent as well. 

Precise Redirect: Whenever you successfully redirect a blaster bolt and 
hit your target, the redirected attack deals +1 die of damage. 

Prerequisite: Redirect Shot. 


NOBLE 

In the Rebellion era, nobles face great temptation to join the New Order and 
follow the edicts of the Emperor. Doing so can be a fast track to wealth and 
power, especially for Human nobles, Prominent and privileged noble youths 
are expected to enroll in the New Order's programs and be groomed for 
future leadership under the guidance of the Empire. From a young age, many 
nobles are indoctrinated with prejudice and elitism, arid when they eventually 
assume the reins of galactic control, they further enforce the Empire's will 
on those under their command. By claiming the minds of the galaxy's future 
leaders, the Empire ensures the perpetual reinforcement of its principles. 


WINTER, A HUMAN NOBLE 


However, not all nobles are molded so easily into greedy Imperial bureau- 
crats. Across the galaxy, as the Rebel Alliance grows in strength and influ- 
ence, more nobles begin to funnel credits and support to the Rebels—often 
in secret, but in some cases overtly. Idealistic nobles no longer feel the need 
to blindly follow the Empire's doctrine. Your hero might be one such idealistic 
noble, a person who has rejected the dogma of the Empire and chosen to 
lead her people to freedom. 

Nobles who rebel against the Empire make great sacrifices. They often 
have more wealth and possessions to lose than do other beings, and they 
might be stripped of properties, titles, riches, and belongings as punishment 
for defying the Empire, Publicly disgraced in front of the ordinary citizens of 
the galaxy, these nobles also become pariahs among their peers—for other 
nobles, associating with such an outcast is political suicide. As a result, nobles 
who denounce the Empire find themselves exiled from all they knew, unable 
to rely on any of their former resources. 

Sample Noble Concepts: Disgraced noble, Rebel officer, spy for the 
Imperial Senate, ex-Imperial Intelligence agent. 


GAMBLING LEADER TALENT TREE 

You aren't afraid to take chances when leading your allies, and you risk defeat 
in exchange for a shot at even the most unlikely victories. You put yourself 
on the front lines to encourage your allies to overcome long odds. 

Assault Gambit: Once per turn, as a standard action, you can designate 
one ally and one enemy that have line of effect to each other. The ally and 
the enemy make opposed Initiative checks, and the winner can make a single 
immediate melee or ranged attack against the loser. No character can benefit 
from this talent more than once per round. 

Direct Fire: Once per turn, as a swift action, you can designate one ally 
and one target that does not have cover from you. Until the start of your 
next turn, the ally you designate ignores that target's cover bonuses to 
Reflex Defense. 

Prerequisite: Assault Gambit. 

Face the Foe: If you do not have cover from a target, you gain a +1 
morale bonus to attack rolls against that target. 

Lead From the Front: If you do not have cover from a target that you 
damage with a ranged attack, all your allies gain a +2 morale bonus to attack 
rolls against that target and a +5 circumstance bonus to opposed Initiative 
checks against that target until the start of your next turn. 

Prerequisite: Face the Foe. 

Luck Favors the Bold: If at least one enemy in your line of sight is aware 
of you and you do not have cover against that enemy, at the start of your 
turn if you are conscious you gain a number of bonus hit points equal to 5 
+ one-half your level. Damage is subtracted from bonus hit points first, and 
any bonus hit points remaining at the end of the encounter are lost. Bonus 
hit points do not stack. 

Prerequisite: Face the Foe. 


New Leadership Talent 

The following new talent belongs to the Leadership talent tree (see page 44 
of the Saga Edition core rulebook), which is available to members of the noble 
class. Any character who normally can choose talents from the Leadership 
talent tree can choose this talent as well. 

Unwavering Ally: Once per turn, as a swift action, you can designate 
one ally within your line of sight who can hear and understand you. Until 
the start of your next turn, that ally becomes immune to all effects that 
render the ally flat-footed or that deny the ally a Dexterity bonus to his or 
her Reflex Defense, 


SCOUNDREL 

Despite the Empire's draconian policies and increased military might, it does 
little to stop ordinary crime. The streets of the Core Worlds might be safe 
for a traveler alone at night, but many parts of the galaxy remain as rough 
and dangerous as ever, There might be stormtroopers on Tatooine, but there 
are not enough of them to discourage bounty hunters, smugglers, and other 
criminals from spending time in Mos Eisley's cantinas. Many scoundrels view 
the agents of the Empire as no more than the latest batch of government- 
sponsored bullies that have existed throughout galactic history. Under the 
Empire, scoundrels are just as likely as ever to flout the authorities, and not 
even the Imperial military can stop them from doing so. 

Moreover, crime lords and other scoundrels have adapted to the New 
Order by preying on the greed and corruption of Imperial bureaucrats. A few 
bribes in the right hands can make a functionary overlook a violation of the 
Empire's policies, at least for a short while, The Empire metes out harsher 
punishments for such crimes than the Old Republic did, but many scoundrels 
think the risk is low enough to justify taking it. In truth, the galaxy has room 
for both the Empire and those on the fringes of society. Even Darth Vader 
recognizes this fact—he hires bounty hunters to hunt down the Millennium 
Falcon and barters with Lando Calrissian on the terms of the betrayal of 
Han Solo. For a scoundrel, the Empire is just another group of bureaucrats 
to be manipulated. 

Not all scoundrels go along with the New Order, of course. Despite their 
ability to keep making a living, many scoundrels decide that no reward is 
worth suffering under the heel of the Emperor. Han Solo is the most famous 
example of a scoundrel who turns to the Rebellion, but he is far from the 
only one. Many smugglers, bounty hunters, and other criminals join the 
Rebel cause because, although the Empire is susceptible to greed just like 
any other government, those on the fringe never have true freedom. With 
the threat of stormtroopers kicking down the door or TIE fighters shoot- 
ing down tramp freighters, your scoundrel hero might decide to resist the 
oppression of the Empire. 

Sample Scoundrel Concepts: Rebel transport pilot, Rebel arms specialist, 
contraband smuggler, Rebel privateer. 


NERA DANTELS, HUMAN ScOUNDREL 


RECKLESSNESS TALENT TREE 

You take risks that put you and your allies in danger but that always seem 
to pay off. Others call you reckless, but you know that great rewards come 
only from taking chances, even if they could be deadly. 

Find Openings: Whenever you are missed by an attack, you gain a +2 
morale bonus to your next attack roll before the end of your next turn. 

Hit the Deck: Whenever you make an area attack, each ally in the area 
takes no damage if your attack roll fails to overcome his or her Reflex Defense, 
and takes half damage if the attack hits. 

Lure Closer: Once per turn, as a move action, you can make a Deception 
check against the Will Defense of one enemy within 12 squares and within 
your line of sight. If your check result equals or exceeds the target's Will 
Defense, the target must move a number of squares equal to half its speed, 
and each square of movement must bring the target closer to you (though 
the target does avoid hazards and obstacles). If the target cannot avoid a 
hazard (such asa pit), it stops moving in the nearest safe square. This move- 
ment is considered involuntary and does not provoke attacks of opportunity. 
This is a mind-affecting effect. 

Prerequisite: Trick Step. 

Risk for Reward: Once per turn, when an enemy damages you with an 
attack of opportunity, you can make a single melee or ranged attack against 
a target in range as a reaction 

Prerequisite: Find Openings. 


1 eaiavRS 


e 
4 
Q 
a 
q 
aD 
> 
d 


Trick Step: As a swift action, make an Initiative check, opposed by the 
Initiative check of an enemy within your line of sight. If your check result 
equals or exceeds the target's check, the target is considered flat-footed 
against the next attack you make before the end of your turn. If the target's 
check result is higher, you are considered flat-footed against the next attack 
made by the target before the start of your next turn. 


scout 
During the reign of the Empire, many scouts find their traditional occupa- 
tion brought under Imperial domain, Since the Empire controls nearly every 
aspect of space exploration through its Imperial Survey Corps, scouts who 
once worked independently find themselves under intense scrutiny or out of 
a job entirely. On worlds where scouts once were the masters of the environ- 
ment, Imperial scout troopers have taken over their livelihoods. Many scouts 
turn to private service and work for hire, but some Human scouts—especially 
those of particular skill and renown—instead are recruited into the Imperial 
Survey Corps. The Corps not only pioneers new hyperspace routes, but it 
also studies and catalogs the worlds of the galaxy for the Empire's 
records. Given the large amount of materiel and personnel that 
the Empire must move around the galaxy on a regular basis, 
dedicated Survey Corps scouts make sure that everything 
reaches its destination safely. 

Although the Imperial Survey Corps handles most of the 
galactic government's need for scouts, the rest of the galaxy, 
including the Rebel Alliance, finds a new need for them. With 
the Empire in control of the space lanes and planets, scouts 
are called upon to pioneer new hyperspace routes that are 
outside the known paths between worlds. When a scout dis- 
covers such a path, the Alliance pays handsomely to obtain the 
information—and to ensure that the scout does not share the 
discovery with the Empire. The Rebel Alliance then uses 
the new secret route to bypass Imperial blockades and 
make quick escapes from ambushes. 

Meanwhile, the Rebels hire other scouts to find suit- 
able locations for their hidden bases. When the Alliance 
wants to set up a base on a particular world, it recruits 
scouts from the local populace, since most scouts are 
intimately familiar with their home planets. Other 
scouts ply the space lanes, looking for uncharted or 
unexplored worlds where the Alliance can hide safely. 
Even after a base has been established, scouts remain 
valuable because many bases are on worlds with 
harsh environments. Having a trained scout handy can 
reduce the number of injuries and fatalities suffered by 
Rebels in their new bases. 


Sample Scout Concepts: Imperial Survey Corps worker, Rebel pathfinder, 
planetary field guide, hyperspace pioneer. 


UNPREDICTABLE TALENT TREE 
You make it difficult for enemies to harm you because you're never in the 
place where they expect you to be. When they do manage to hurt you, you 
make them pay for it with sudden retribution attacks. 
Aggressive Surge: Once per encounter when you catch a second wind, 
you can make a charge attack as a free action, provided that you can make a 
charge attack against a legal target at the time you catch a second wind, 
Blast Back: Once per round when you are damaged by an enemy's area 
attack, as a reaction you can make an immediate melee or ranged attack 
against the source of the area attack, provided that you have line of sight to 
the attacker and the target is within your melee or ranged reach. 
Fade Away: Once per turn when you are 
damaged by an enemy's attack, as a reac- 
tion you can move up to half your speed. 
This movement does not provoke attacks of 
opportunity. 
Second Strike: Once per encounter 
when you miss a target with a single melee 
or ranged attack, as a free action you can 
move up to half your speed and make a 
second attack of the same type against a 
different target. This movement does not 
provoke attacks of opportunity. 

If you have the Combat Reflexes feat, you 
can use this talent a number of times per 
encounter equal to your Dexterity bonus 
(minimum 1). You may still only use this talent 
once per round. 

Prerequisite: Blast Back 

Swerve: Once per encounter when an 
enemy makes an attack of opportunity 
against you, as a reaction you can automati- 
cally negate the attack and immediately move 
up to half your speed. This movement does not 
provoke attacks of opportunity. 

If you have the Combat Reflexes feat, 
you can use this talent a number of times 
per encounter equal to your Dexterity bonus 

(minimum 1). You may still only use this talent 
once per round. 
Prerequisite: Fade Away. 


DEENA SHAN, HUMAN SCOUT 


SOLDIER 

During the Rebellion era, official military service for soldiers often means 
Imperial service. Since most planetary defense forces have been engulfed 
by the Imperial military, there are few independent outfits for soldiers to 
join. Although the Rebel Alliance makes extensive use of soldiers, the vast 
majority of soldiers in professional service were trained at Imperial institu- 
tions such as the Academy of Carida and now serve the Empire. In fact, the 
Empire employs such a wide variety of military forces that it's common to 
encounter soldiers who are not stormtroopers. 

Given that most soldiers begin their careers in the Imperial military, it 
should come as no surprise that a large number of Rebel soldiers are defectors 
from the Empire. During the Rebellion era, defection is one of the greatest 
threats to the Imperial military. Not only does the Empire lose soldiers who 
cost time and credits to train, but many defectors also take valuable secrets 
and materials over to the Rebellion. Furthermore, when officers defect, they 
go on to train Alliance personnel just as they trained Imperial personnel. For 
example, Crix Madine, founder of the Imperial Storm Commandos, defected 
to the Rebellion and became a pivotal figure in the development of the Alli- 
ance's SpecForce program. 

Trained soldiers are incredibly valuable to the Rebellion, and the Alli- 
ance goes to great lengths to recruit and keep them. Because many Rebels 
are ordinary citizens, they need training from experienced soldiers, which 
increases the combat effectiveness of individual cells. 


New LANGUAGE: 

MILITARY SIGN 

Though not a language in the traditional sense, many military and 
paramilitary units use hand signals to communicate silently with one 
another. Favored by Alliance SpecForce, military sign allows beings who 
understand the signals to communicate with each other in basic terms. 
You can take military sign as a language just like any other language, 
although to use it, you must have line of sight to the person or people 
you are attempting to communicate with. Military sign makes no noise, 
but it can express only simple concepts. Examples include: halt, attention, 
danger, surround the target, move to a certain location, proceed with 
caution, trap ahead, ambush ahead, sensors ahead, bypass the hazard 
ahead, and execute orders. 


UANeK “TANK" SUNGER, HUMAN SOLOIER 


Your soldier hero might have been a member of the Imperial Army or 
Imperial Navy who defected to the Rebel Alliance. Alternatively, in some cam- 
paigns, you might begin as a loyal member of the Empire and over time come 
to realize that you are fighting on the wrong side of the war. As a soldier, your 
services are highly valued by the Rebel Alliance, and even if you try to remain 
neutral during the Galactic Civil War, you might find yourself approached by 
the Rebellion whether you express Rebel sympathies or not. 

Sample Soldier Concepts: Alliance SpecForce member, Rebel starfighter 
pilot, pathfinder, Imperial Army squad leader, TIE fighter pilot 
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AMBUSHER TALENT TREE 
You specialize in springing ambushes on your enemies. 

Ambush Specialist: If you are not surprised on the first round of combat 
in an encounter, you can treat the first round of combat as if it were the 
surprise round for the purposes of talents and feats that trigger only during 
the surprise round. 

Additionally, during the surprise round asa free action you can designate 
that target as your prime target. You gain a +2 morale bonus to attack rolls 
against your prime target until the end of the encounter. 

Destructive Ambusher: After you designate a prime target, you deal 
+1 die of damage on attacks against the prime target until the end of the 
encounter. 

Prerequisit mbush Specialist. 

Keep It Going: If you reduce your prime target to 0 hit points, as a free 
action you can designate another target within your line of sight as your 
new prime target. This new target remains your prime target until the end 
of the encounter. 

Prerequisite: Ambush Specialist. 

Keep Them Reeling: Once per turn as a swift action, you can make an 
Initiative check, opposed by the Initiative check of your prime target. If your 
check result equals or exceeds your prime target's check result, your target is 
flat-footed against all attacks you make before the end of your turn. 

Prerequisite: Ambush Specialist. 

Perceptive Ambusher: You gain a +5 circumstance bonus to Perception 
checks against your prime target until the end of the encounter. 

Prerequisite: Ambush Specialist. 

Spring the Trap: If you and all your allies roll higher Initiative checks to 
start combat than do all your opponents, you automatically gain a surprise 
round, even if the opponents are aware of you when combat begins. 


SKILLS 


Below is a new use for a skill described in the Saga Edition core rulebook. 
This additional application of the skill can be used in any era. 


MECHANICS 

The Mechanics skill, described on page 68 of the Saga Edition core rule- 
book, allows a character to repair and modify machines, vehicles, and 
other devices. 

Environmental Adaptation (requires tool kit): Many vehicles and 
objects do not work well in extremely harsh environments. The intense cold 
of Hoth or the severe heat of the day side of Ryloth can cause vehicles and 
objects to function poorly or not at all. You can spend 10 minutes adapting 
‘one object (or one hour adapting one vehicle) to the extreme environmental 
hazards, after which time you make a Mechanics check. If your Mechan- 
ics check result exceeds the vehicle or object's current Fortitude Defense, 
you can use the result of your Mechanics check in place of the vehicle or 


EXTREME TEMPERATURES 

The rules on page 254 of the Saga Edition core rulebook cover the effects 
of extreme heat or cold on characters, creatures, and droids. Extreme 
heat or cold that would be sufficient to harm or kill a creature or droid 
might not affect vehicles and other machines, since most are designed 
to function under extreme conditions. However, in some situations, the 
weather on a planet might be so severe that it interferes with vehicle 
or object systems. In these cases, Gamemasters can use the following 
hazard to represent the effects of extreme temperatures on vehicles. This 
hazard should not be applied to creatures or droids, which are covered 
by the hazard in the Saga Edition core rulebook. 

Extreme Heat or Cold (CL 4): Each minute a vehicle operates in 
extreme heat or cold, make an attack roll (1d20+10) against the vehicle's 
Fortitude Defense. If the attack succeeds, the vehicle moves -1 persistent 
step on the condition track. This persistent condition can be removed 
only if the vehicle receives repairs. 


object's Fortitude Defense when it is attacked by extreme temperatures or 
atmospheric hazards. However, when you do so, you effectively adapt the 
vehicle or object's defenses for that particular environment. If you use that 
vehicle or object on another planet that has a different environment, you 
must repeat this process for the new conditions. 

You can take 20 on this check, but the adaptation takes 20 times 
as long. 


FEATS 

Feats provide game mechanics for core character concepts. They allow 
characters of any class to access significant special abilities as long as they 
meet certain prerequisites. This section provides new feats common to the 
Rebellion era, as well as a new subcategory of feats called species feats. 


ASSURED ATTACK 
You have become so practiced with your attacks that you almost always 
deal significant damage. 

Benefit: Whenever you deal damage to a target with an attack and you 
roll multiple damage dice, you can reroll the lowest damage die but must 
keep its second result, even if it is worse. 


DEFT CHARGE 
When you charge, it is merely part of a larger attack pattern that you con- 
tinue to execute. 

Benefit: After you charge, you can take swift actions, reactions, and free 
actions before your turn ends. 

Normal: Without this feat, charging ends your turn immediately after 
the attack is resolved. 


FEAT PREREQUISITES 
Assured Attack - 

Deft Charge = 

Fast Surge - 

Imperial Military Training - 

Moving Target Dodge 

Prime Shot Point Blank Shot 
Rapid Reaction - 

Rebel Military Training Running Attack 
Recovering Surge - 

Unstoppable Combatant Extra Second Wind 
Vehicular Surge Trained in Pilot -\ 
Vitality Surge Extra Second Wind 


Fast SURGE 
You can return to the fight in the blink of an eye, giving your enemies no 
time to find an opening. 

Benefit: On your turn, you can catch a second wind as a free action 
instead of as a swift action, 


IMPERIAL MILITARY TRAINING 
You have been instilled with the sense of discipline and loyalty demanded 
by the Empire. 

Benefit: Once per encounter, as a free action on your turn, you can negate 
any one mind-affecting effect targeting or currently affecting you. 


SECOND WIND FEATS 

Many of the feats in this section interact with the second wind mechanic, 
and for good reason. In a Rebellion era campaign, it is significantly less 
likely that the heroes’ party includes a Jedi who has the vital transfer 
Force power. As a result, second winds are one of the few sources of 
healing available to heroes while they are engaged in a combat encounter. 
The new feats in this section are designed to enhance parties that do 
not have access to the vital transfer power, compensating for the lack 
of combat healing by increasing the effectiveness of the second wind 
mechanic. 


BENEFIT 

Reroll the lowest damage die when making a successful attack. 

Take swift actions, reactions, and free actions after you charge before your turn ends. 
Catch a second wind as a free action on your turn. 

Negate one mind-affecting effect per encounter. 

Gain a bonus to Reflex Defense when you remain mobile. 

Gain a bonus to attack rolls when none of your allies are near the target. 
React twice to the same trigger once per encounter. 

Gain a dodge bonus to Reflex Defense when using Running Attack. 
Move up the condition track when you catch a second wind. 

Catch more than one second wind in an encounter. 

Once per day, gain bonus hit points for a vehicle you pilot. 

Catch a second wind even when not at or below half hit points. 


MOVING TARGET 
You know how to stay mobile, making it harder for your enemies to hit you 
with their attacks. 

Prerequisite: Dodge. 

Benefit: If you end your turn at least 3 squares away from where you 
started, you gain a +1 dodge bonus to your Reflex Defense until the start 
of your next turn. 


PRIME SHOT 
You know how to handle an enemy when none of your allies is closer. 
Prerequisite: Point Blank Shot. 
Benefit: If none of your allies is closer to your target than you are when 
you make a ranged attack, you gain a +1 circumstance bonus to the attack 
roll. Your target must be at short range or closer to gain this bonus. 


RAPID REACTION 
Your lightning reflexes allow you to complete complex actions in response 
to the actions of others. 

Benefit: Once per encounter, you can use two different reactions in 
response to the same trigger. For example, if you use the Deflect talent and 
fail to negate the attack, you can also use negate energy as a response to 
the same attack. 

Normal: Without this feat, you can use only one reaction in response 
toa particular trigger. 
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REBEL MILITARY TRAINING 
You are well versed in the hit-and-run tactics used by the Rebellion and 
know how to use your mobility to avoid retribution. 

Prerequisite: Running Attack. 

Benefit: Whenever you use the Running Attack feat to move both before 
and after making an attack, you gain a +2 dodge bonus to your Reflex Defense 
until the start of your next turn. 


RECOVERING SURGE 

When you get back into the fight, you do not let your wounds hamper you. 
Benefit: When you catch a second wind, you move +1 step on the 

condition track. 


UNSTOPPABLE COMBATANT 
You can keep coming back for more punishment, no matter what your 
enemies throw at you. 
Prerequisite: Extra Second Wind. 
Benefit: You can catch more than one second wind per encounter. 
Normal: Even if you can catch multiple second winds per day, without 
this feat you are limited to one second wind per encounter. 


VEHICULAR SURGE 
You can coax more out of vehicles than other pilots can, staying in the fight 
when others might be destroyed. 

Prerequisite: Trained in the Pilot skill 

Benefit: If the vehicle you pilot is Colossal or smaller and is reduced to 
fewer than one-half its maximum hit points, once per day as a swift action 
your vehicle gains a number of bonus hit points equal to one-quarter its 
maximum hit point total. Damage is subtracted from bonus hit points first, 
and any bonus hit points remaining at the end of the encounter are lost. 
Bonus hit points do not stack 


VITALITY SURGE 
You can keep yourself in top fighting form at any point in the fight 
Prerequisite: Extra Second Wind. 
Benefit: You can catch a second wind even if you are not at or below 
half your maximum hit points. 
Normal: Without this feat, you can catch a second wind only if you are 
at or below half your maximum hit points 


BONUS FEATS 

Some of the feats in this chapter can be selected as bonus feats by 
certain classes. Each class can add the following feats to its relevant 
bonus feats list. 


CLASS BONUS FEATS 

Jedi Assured Attack, Deft Charge, Fast Surge, Moving 
Target, Rapid Reaction, Recovering Surge 

Noble Fast Surge, Rapid Reaction, Recovering Surge 

Scoundrel Fast Surge, Moving Target, Prime Shot, Rapid 
Reaction, Recovering Surge, Vehicular Surge 

Scout Deft Charge, Fast Surge, Moving Target, Prime 
Shot, Rapid Reaction, Rebel Military Training, 
Recovering Surge, Vehicular Surge 

Soldier Assured Attack, Deft Charge, Fast Surge, Imperial 


Military Training, Prime Shot, Rapid Reaction, 
Rebel Military Training, Recovering Surge, 
Vehicular Surge 


SPECIES FEATS 

The species described in the Saga Edition core rulebook represent many of the 
most common (and popular) species in the galaxy during the Rebellion era. 
To emphasize the iconic nature of these species, this section introduces new 
feats, called species feats, to the game. In essence, a species feat rewards 
you for choosing an iconic species by enhancing something that your species 
already does well. This section provides three species feats for each species 
except Humans. You can take any or all of these feats for your character. No 
species feats are considered bonus feats for any class. 


AMPLE FORAGING 
You always seem to find the best food and shelter for yourself and your allies, 
increasing your ability to resist the hazards of nature. 

Prerequisite: Ewok species. 

Benefit: Whenever you make a Survival check for the Basic Survival 
application of the skill, each creature that consumes the food you find 
gains a +2 morale bonus to his or her Fortitude Defense until the start of 
the next day. 


BINARY MIND 
The dual nature of your mind makes it difficult for others to influence you. 
Prerequisite: Cerean species, 
Benefit: Whenever an enemy tries to use a mind-affecting effect against 
you, the enemy must roll twice and keep the lower result. 


BOTHAN WILL 
You epitomize the legendary willpower and resolve of the Bothan people. 
Prerequisite: Bothan species. 
Benefit: Whenever an attack or skill check targets your Will Defense and 
fails to equal or exceed it, you gain a +2 circumstance bonus to your Will 
Defense until the start of your next turn. 


BOWCASTER MARKSMAN 
You are an excellent shot with the bowcaster, and even your most difficult 
shots are solid hits. 

Prerequisite: Wookiee species, 

Benefit: Whenever you spend a Force Point to add to an attack with a 
bowcaster, if you hit the target, you gain a competence bonus to your damage 
roll equal to the amount added to the attack. 


CLAWED SUBSPECIES 
You come from a Quarren subspecies that has sharp claws at the tips of 
its fingers. 

Prerequisite: Quarren species. 


Benefit: You have natural weapons in the form of claws. When you make 
an unarmed attack, you can use your claws, dealing 1d6 points of slashing 
damage with that attack instead of normal unarmed damage. You are always 
considered armed with your natural weapons. 


CONFIDENT Success 
You have confidence in your ability to learn information that others consider 
secret, and in doing so, you boost your confidence in other areas. 

Prerequisite: Bothan species. 

Benefit: Whenever you successfully use the Learn Secret Information 
application of the Gather Information skill, you gain 1 Force Point. You cannot 
gain more than 3 Force Points each level, and you cannot have more Force 
Points than you gained when you reached your current level. 


DARKNESS DWELLER 
You have lived underground for so long that you can spot sneaky enemies 
easily and make it hard for them to slip past your allies. 

Prerequisite: Sullustan species. 

Benefit: Any enemy that makes a Stealth check within 10 squares of you 
takes a -2 penalty to the check, This penalty does not stack with the same 
penalty imposed by other characters with this feat. 


DEEP SIGHT 
You have spent so much time in the deepest parts of the oceans of your home 
planet that you can see even in total darkness, 

Prerequisite: Quarren species. 

Benefit: You gain darkvision, ignoring concealment (including total con- 
cealment) from darkness. You cannot perceive colors in total darkness. 


DEVASTATING BELLOW 
Your bellow produces greater sonic energy than do the bellows of other 
members of your species. 

Prerequisite: Ithorian species. 

Benefit: Your bellow attack deals 4d6 points of damage on a hit and 
half damage on a miss. 

Normal: Without this feat, your bellow attack deals 3d6 points of damage 
on a hit. 


DISARMING CHARM 
Like many among your species, you know how to blend in with galactic soci- 
ety, using your natural gregarious disposition to keep others off guard. 

Prerequisite: Sullustan species. 

Benefit: Whenever you successfully use the Change Attitude application 
of the Persuasion skill to change a target's attitude, you gain a +2 circum- 
stance bonus to all Deception or Persuasion checks against that target for 
the next 24 hours. 


FEAT PREREQUISITES BENEFIT 


Bothan Will Bothan Gain a bonus to Will Defense when an enemy fails to overcome your iron will. 
Confident Success Bothan Gain a Force Point when you successfully learn secret information. 
Lasting Influence Bothan After a successful Persuasion check, gain a bonus to future Persuasion checks. 
Binary Mind Cerean Enemies must roll twice, keeping the lower result, on mind-affecting effects. 
Mind of Reason Cerean Use Wisdom instead of Intelligence for Intelligence-based skill checks. 
Perfect Intuition Cerean Reroll Initiative checks, always keeping the better result. 
Flawless Pilot Duros Reroll Pilot checks, always keeping the better result. 
Spacer's Surge Duros Gain a temporary Force Point when you roll a natural 20 on a Pilot check. 
Veteran Spacer Duros Gain a bonus to Use Computer checks made to astrogate, 
Ample Foraging Ewok Grant a bonus to allies’ Fortitude Defenses by foraging. 
Forest Stalker Ewok > Reroll Stealth checks, always keeping the better result. 
ln Keen Scent Ewok Increase the range of your Scent ability to 20 squares, 
i Increased Resistance Gamorrean Gain a bonus to Fortitude Defense when an enemy fails to affect you. 
MH Primitive Warrior Gamorrean Deal +1 die of damage with simple melee weapons, 
5 Quick Comeback Gamorrean Recover quickly after being moved down the condition track by damage. 
el Gungan Weapon Master Gungan Increase the die type when adding to attacks with an atlat! or cesta. 
Perfect Swimmer Gungan Reroll Swim checks, always keeping the better result. 
Warrior Heritage Gungan Gain a bonus to Will Defense when using an atlatl or a cesta. 
Devastating Bellow Ithorian Deal more damage with your bellow attacks. 
Nature Specialist Ithorian Increase the die type when adding to a Knowledge (life sciences) check. 
Strong Bellow Ithorian Use your Bellow ability without moving down the condition track. 
Justice Seeker Kel Dor Gain a bonus to damage rolls against those who harm your allies. 
Read the Winds Kel Dor Detect hidden enemies within 10 squares of you. 
Scion of Dorin Kel Dor Gain a bonus to Fortitude Defense against atmospheric hazards. 
Fast Swimmer Mon Calamari Gain a bonus to your swim speed. 
Mon Calamari Shipwright Mon Calamari Reroute power more quickly and without the risk of failure. 
Sharp Senses Mon Calamari Increase the die type when adding to a Perception check. 
Clawed Subspecies Quarren Deal damage with sharp claws on unarmed attacks. 
Deep Sight Quarren Gain darkvision and ignore concealment from darkness. 
Shrewd Bargainer Quarren Suppress opponents’ insight and morale bonuses to Will Defense. 
Fringe Benefits Rodian Reduce the cost multiplier of goods bought on the black market. 
Hunter's Instincts Rodian Reroll Perception checks, always keeping the better result. 


Master Tracker Rodian Increase the die type when adding to a Survival check. 


FEAT PREREQUISITES 
Darkness Dweller Sullustan 
Disarming Charm Sullustan 

Sure Climber Sullustan 
Pitiless Warrior Trandoshan 
Regenerative Healing Trandoshan 
Thick Skin Trandoshan 


imperceptible Liar 


Jedi Heritage Twi'lek, Force Sensitivity 


Survivor of Ryloth Twi'lek 
Bowcaster Marksman Wookiee 
Resurgent Vitality Wookiee 
Wroshyr Rage Wookiee 
Inborn Resilience Zabrak 
Instinctive Perception Zabrak 
Unwavering Focus Zabrak 


FAST SWIMMER 
You are naturally gifted at swimming and move through the water more 
quickly than do others of your species. 

Prerequisite: Mon Calamari species. 

Benefit: Your swim speed increases by 2 squares. 


FLAWLESS PILOT 
You know how to handle a starship better than practically anyone else in the 
galaxy, and you can make any vehicle do exactly what you want it to do. 
Prerequisite: Duros species. 
Benefit: Whenever you reroll a Pilot check, you always keep the better 
result, even if you have multiple reroll abilities. 


FOREST STALKER 
You are one of the most skilled hunters among your species and have learned 


henever you reroll a Stealth check, you always keep the better 
result, even if you have multiple reroll abilities. 


BENEFIT 

Impose a penalty to Stealth checks made when close to you. 

Gain a bonus to skill checks on targets whose attitude you have improved. 
Gain a climb speed of 4 squares. 

Gain bonus hit points whenever you take down a foe. 

Regain more hit points (but more slowly) when you catch a second wind. 
Gain a +2 species bonus to your Fortitude Defense. 

Twi'lek Increase the die type when adding to a Deception check. 

Gain extra Force powers when you take the Force Training feat. 

Make Survival checks to resist extreme heat and cold. 

Gain a bonus to damage rolls when you spend a Force Point on a bowcaster attack. 
Gain additional hit points when catching a second wind. 

Gain bonus hit points when raging. 

Reduce one defense bonus but increase another. 

Gain a temporary Force Point when your Perception reroll is lower. 

Impose a penalty to skill checks for mind-affecting effects that target you. 


FRINGE BENEFITS 
You are a well-known member of criminal society and can get the best deal 
possible on illicit goods. 

Prerequisite: Rodian species. 

Benefit: Whenever you buy goods on the black market, reduce the cost 
multiplier by 2 (for example, from x5 to x3), to a minimum of x1. 


GUNGAN WEAPON MASTER 
You have learned to master the ancestral weapons of your people and can 
penetrate even the staunchest defenses. 

Prerequisite: Gungan species. 

Benefit: Whenever you spend a Force Point to add to an attack roll with 
an atlatl or a cesta, increase the die type by one step (from d6 to d8, or 
from d8 to d10). 


HUNTER'S INSTINCTS 
You have a sixth sense that allows you to spot your prey under almost any 
circumstances. 

Prerequisite: Rodian species. 

Benefit: Whenever you reroll a Perception check, you always keep the 
better result, even if you have multiple reroll abilities. 
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IMPERCEPTIBLE LIAR 
You have worked hard to eliminate your behavioral tells, making it almost 
impossible to discern when you are lying. 

Prerequisite: Twi'lek species. 

Benefit: Whenever you spend a Force Point to add to a Deception check, 
increase the die type by two steps (from d6 to d10, or from d8 to d12). 


INBORN RESILIENCE 
You come from a hardy species, but some of your people are better than 
others at avoiding certain kinds of harm. 

Prerequisite: Zabrak species. 

Benefit: You can reduce your species bonus to any one defense score to 
+0 and increase your species bonus to another defense score to +2. Once you 
change your species bonuses in this way, they cannot be changed back. 


INCREASED RESISTANCE 
You remain resilient against attacks that target your vitality, making it dif- 
ficult for enemies to sap your strength. 

Prerequisite: Gamorrean species. 

Benefit: Whenever an attack or skill check targets your Fortitude Defense 
and fails to equal or exceed it, you gain a +2 circumstance bonus to your 
Fortitude Defense until the start of your next turn. 


INSTINCTIVE PERCEPTION 
You can sense the presence of danger naturally, giving you an edge even 
when you fail to spot trouble the first time. 

Prerequisite: Zabrak species. 

Benefit: Whenever you reroll a Perception check and take the second 
result, if your second result is lower than your first result, you gain a temporary 
Force Point. This Force Point can be spent only to add to the result of a Percep- 
tion check, and if it is not spent before the end of the encounter, itis lost. 


JEDI HERITAGE 
You come from a clan that has produced many Jedi, and you have overcome 
your species’ impulsiveness by becoming a master of the Force. 
Prerequisites: Twi'lek species, Force Sensitivity. 
Benefit: Your Wisdom is considered to be 4 points higher for the purpose 
of determining how many Force Powers you gain from the Force Training feat, 
granting you two extra Force powers for each Force Training feat. 


Justice SEEKER 

You are willing to take the law into your own hands to bring justice to those 
who harm your allies. 

ite: Kel Dor species. 

fou gain a +2 bonus to damage rolls for attacks against targets 
that have damaged one of your allies since the end of your last turn. 


KEEN SCENT 

You can smell trouble coming from a much greater distance. 
Prerequisite: Ewok species. 
Benefit: The range of your Scent ability increases to 20 squares. 


LASTING INFLUENCE 
When you penetrate the mind of your enemy, you can keep your barbs there 
for a long time. 

Prerequisite: Bothan species. 

Benefit: Whenever you make a successful Persuasion check against a 
target's Will Defense, you gain favorable circumstances on future Persuasion 
checks against that target for the next 24 hours. For more details on favorable 
circumstances, see page 59 of the Saga Edition core rulebook. 


MASTER TRACKER 
You can follow a shadow on a moonless night and survive in the wilderness 
with nothing but your wits to protect you. 

Prerequisite: Rodian species. 

Benefit: Whenever you spend a Force Point to add to a Survival check, 
increase the die type by two steps (from d6 to d10, or from d8 to d12). 


MIND OF REASON 
You have learned to consider all sides of an issue carefully before making a 
decision, allowing you to reason out information that might not be readily 
apparent. 

Prerequisite: Cerean species. 

Benefit: You can use your Wisdom bonus instead of your Intelligence 
bonus for all Intelligence-based skill checks. 


MON CALAMARI SHIPWRIGHT 
You have intimate knowledge of the workings of starships and other vehicles 
and can keep them running no matter what. 

Prerequisite: Mon Calamari species. 

Benefit: You need spend only two swift actions to move a vehicle you 
occupy +1 step on the condition track. In addition, you automatically succeed 
‘on Mechanics checks to reroute power (see page 172 of the Saga Edition 
core rulebook). 

Normal: It takes three swift actions to use the reroute power action. 


NATURE SPECIALIST 
You know even the most obscure information about the natural world. 
Prerequisite: Ithorian species. 
Benefit: Whenever you spend a Force Point to add to a Knowledge (life 
sciences) check, increase the die type by two steps (from d6 to d10, or from 
d8 to d12). 


PERFECT INTUITION 
Your insights serve you well, giving you some of the fastest reaction times 
among members of your species. 

Prerequisite: Cerean species. 

Benefit: Whenever you reroll an Initiative check, you always keep the 
better result, even if you have multiple reroll abilities. 


PERFECT SWIMMER 
You are among the best of your kind when swimming and can navigate even 
the most difficult waters. 

Prerequisite: Gungan species. 

Benefit: Whenever you reroll a Swim check, you always keep the better 
result, even if you have multiple reroll abilities. 


PITILESS WARRIOR 
Whenever you fell an opponent, the victory stokes your bloodlust and pre- 
pares you for more carnage. 

Prerequisite: Trandoshan species. 

Benefit: Whenever you reduce a target to 0 hit points, you gain a number 
of bonus hit points equal to 5 + one-half your level. Damage is subtracted 
from bonus hit points first, and any bonus hit points remaining at the end 
of the encounter are lost. Bonus hit points do not stack. 


PRIMITIVE WARRIOR 
You have learned to make the most of primitive weapons and can wield them 
with deadly results. 

Prerequisite: Gamorrean species. 

Benefit: You deal +1 die of damage with simple melee weapons. 


Quick COMEBACK 
When you take damage that sends you reeling, you can recover quickly and 
get back in the fight. 

Prerequisite: Gamorrean species. 

Benefit: Whenever you are moved down the condition track by an attack 
that deals damage that equals or exceeds your damage threshold, until the 
end of your next turn you can move +1 step on the condition track as a 
single swift action. You can use this feat only once per attack that moves 
you down the condition track. 


READ THE WINDS 
You are so attuned to the wind patterns of your world that you can detect 
subtle shifts in air pressure around you, 

Prerequisite: Kel Dor species. 

Benefit: You ignore concealment and cover for the purposes of Perception 
checks against targets within 10 squares of you. 


REGENERATIVE HEALING 
Your natural regeneration can help you recuperate from wounds more 
quickly. 

Prerequisite: Trandoshan species. 

Benefit: Once per day when you catch a second wind, you can regain no 
hit points immediately and instead regain 5 hit points at the end of each of 
your turns until you reach full hit points or until the end of the encounter 
(whichever comes first). 


RESURGENT VITALITY 
Though your species heals quickly over time, you can push through your pain 
in the short term and return to fighting form. 

Prerequisite: Wookiee species. 

Benefit: Whenever you catch a second wind, you regain an additional 
number of hit points equal to twice your Constitution bonus (minimum 2). 


SCION OF DORIN 
You are accustomed to the harsh environment of your homeworld, Dorin, 
and are tempered against the hazards of other planets. 

Prerequisite: Kel Dor species. 

Benefit: You gain a +5 species bonus to your Fortitude Defense against 
all natural hazards. 


SHARP SENSES 
Your senses have been honed to the point where you can spot things that 
others could never see. 

Prerequisite: Mon Calamari species. 

Benefit: Whenever you spend a Force Point to add to a Perception check, 
increase the die type by two steps (from d6 to d10, or from d8 to d12). 


SHREWD BARGAINER 
You know how to break down the defenses of your opponents, ensuring that 
you gain the upper hand in any negotiation. 

Prerequisite: Quarren species. 

Benefit: Whenever you make a Persuasion check against a target's Will 
Defense, the target does not receive the benefit of insight or morale bonuses 
to its Will Defense. 


SPACER'S SURGE 
Whenever you pull off an amazing maneuver in a vehicle, it gives you the 
confidence to accomplish similarly amazing actions in the near future. 
Prerequisite: Duros species. 
Benefit: Whenever you roll a natural 20 on a Pilot check, you gain 1 
temporary Force Point. If that Force Point is not spent before the end of the 
encounter, it is lost. 
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STRONG BELLOW 
You can use your lungs to bellow without growing fatigued. 

Prerequisite: Ithorian species. 

Benefit: Once per encounter when you use your Bellow species ability, 
you move one less step down the condition track 


SuRE CLIMBER 
You can navigate steep cliffs and caverns as though climbing were second 
nature to you. 

Prerequisite: Sullustan species 

Benefit: Whenever you are not distracted or threatened, you gain a 
natural climb speed of 4 squares. 

Normal: Without a climb speed, you must succeed on a Climb check 
to climb. 


SURVIVOR OF RYLOTH 
You know how to survive on both the night and day sides of your home- 
world, allowing you and your allies to weather the harsh environments of 
the galaxy. 

Prerequisite: Twi'lek species 

Benefit: Once per hour when you and your allies are in an environment 
of extreme heat or cold, you can make a Survival check. You and up to 10 
allies can use the results of the Survival check in place of your Fortitude 
Defenses when the extreme heat or cold makes its hourly attack roll against 
your Fortitude Defenses. 


THICK SKIN 
Your thick hide protects you from damage and fends off toxins and 
other hazards. 

Prerequisite: Trandoshan species 

Benefit: You gain a +2 species bonus to your Fortitude Defense. 


UNWAVERING Focus 
Others might try to sway you, but once you focus on an objective, you 
cannot be stopped. 

Prerequisite: Zabrak species. 

Benefit: Whenever you are targeted by a mind-affecting effect that 
requires a skill check against your Will Defense, as a reaction you can impose 
a -2 penalty to that skill check. 


VETERAN SPACER 
Your people are among the oldest explorers to chart the stars, and you benefit 
from eons of collected knowledge about space travel. 

Prerequisite: Duros species. 

Benefit: You gain a +5 species bonus to Use Computer checks to perform 
astrogation aboard a starship. 


STORMTROOPERS UNDER FIRE FROM A RemeL T-Z8 TANK 


WARRIOR HERITAGE 
You come from a proud warrior culture, and your pride fills you with self- 
assurance. 

Prerequisite: Gungan species. 

Benefit: You gain a +2 morale bonus to Will Defense when you wield 
an atlatl or a cesta. 


WROSHYR RAGE 

You have learned that in the dangerous jungles of Kashyyyk, your mighty 
rage must be tempered by wariness so that predators don't get the drop 
on you. 

Prerequisite: Wookiee species. 

Benefit: When you first enter a rage, you gain a number of bonus hit 
points equal to 10 + one-half your level. Damage is subtracted from bonus hit 
points first, and any bonus hit points remaining at the end of the encounter 
are lost. Bonus hit points do not stack. 


FORCE-USING 
TRADITION: KILIAN 
RANGERS 


The Kilia system lies in an area of space marked "Unknown" on most astrogation 
charts. Over a thousand years ago, Humans colonized Kilia IV, the sole habitable 
planet in the system, bringing with them only the basic requirements to begin 
an agricultural colony. Since that time, the Kilians’ technology has faded. They 
have only a handful of functioning technological devices, and their society has 
adapted to their situation. Kilians live in a basic feudal system, with a noble 
class ruling over the common working class of farmers and other merchants 

Though Kilia IV has no Jedi, it does have Force-sensitive inhabitants, 
Perhaps guided by what little the colonists knew of the old Jedi Order, the 
Kilians developed their own Force-using tradition, the Kilian Rangers. This 
small group defends the people of Kilia and enforces the law. The Kilian 
Rangers do not have lightsabers, but they have a similar affinity for the 
siang lance and the shield gauntlet (see Chapter 3: Equipment). Like a Jedi's 
lightsaber, these devices serve as badges of office and as combat instru- 
ments. Kilian Rangers have three ranks—Kilian Squire, Kilian Ranger, and 
Kilian Lord—that are roughly analogous to the ranks of Padawan, Jedi Knight, 
and Jedi Master, respectively. 

Of course, where the Force exists, so too does the dark side. Some Kilian 
Rangers fall into its embrace and follow their own desires, believing them- 
selves too powerful to waste their time defending the peasants of Kilia. 

Membership: A Kilian who has the Force Sensitivity feat can become a 
member of this tradition by being accepted as a Squire to an existing Kilian 
Lord or Kilian Ranger. The candidate will be accepted only if there are fewer 
than five current Kilian Rangers (Squires, Rangers, and Lords combined). 


KILIAN RANGER TALENT TREE 

Asa respected member of the Kilian Rangers, you have learned their methods 
of using the Force. You are a master of the siang lance and the shield gauntlet, 
and you use them to defend chivalry and justice. 

Because the Kilian Ranger talent tree is a Force talent tree, you must 
have the Force Sensitivity feat to select these talents. 

Empower Siang Lance: You can spend a Force Point to empower a siang 
lance, which takes a full-round action. After the siang lance is empowered, 
it deals an additional die of damage when you wield it. Others who wield the 
weapon do not gain the bonus damage die 

Prerequisite: Siang Lance Mastery, base attack bonus +7. 

Shield Gauntlet Defense: Once per turn as a reaction, you can gain a 
+2 deflection bonus to your Reflex Defense against any one ranged attack. 
To use this talent, you must be wearing an active shield gauntlet, you must 
be aware of the attack, and you must not be flat-footed. 

Shield Gauntlet Deflect: Once per round as a reaction, you can negate a 
ranged attack by making a successful Use the Force check. The DC of the skill 
check is equal to the result of the attack roll you wish to negate. To use this 


talent, you must be wearing an active shield gauntlet, you must be aware of 
the attack, and you must not be flat-footed. You can spend a Force Point to 
use this talent to negate a ranged attack against an adjacent character. 

You can use Shield Gauntlet Deflect to deflect some of the barrage of 
shots fired from a ranged weapon set on autofire. If your Use the Force 
check succeeds, you take half damage if the attack hits and no damage if 
the attack misses. 

Prerequisite: Shield Gauntlet Defense. 

Shield Gauntlet Redirect: This talent allows you to redirect a deflected 
blaster bolt along a specific trajectory so that it damages another creature 
or object in its path. When you successfully deflect a blaster bolt, you can 
make an immediate ranged attack against another target within 6 squares 
of you to which you have line of sight. If the attack succeeds, it deals normal 
weapon damage to the target. 

Only single blaster bolts can be redirected in this manner. You cannot use 
this talent to redirect barrages from autofire weapons and other types of 
projectiles. To use this talent, you must be wearing an active shield gauntlet, 
you must be aware of the attack, and you must not be flat-footed. 

Prerequisites: Shield Gauntlet Defense, Shield Gauntlet Deflect, base 
attack bonus +5. 

Siang Lance Mastery: You treat a siang lance as a rifle instead of as 
an exotic weapon. Additionally, you gain a +1 bonus to attack rolls with a 
siang lance. This talent counts as the Weapon Focus (siang lance) feat for 
the purpose of satisfying prerequisites. If you also have the Weapon Focus 
(rifles) feat, the attack bonus provided by this talent does not stack with the 
attack bonus provided by Weapon Focus (rifles) 
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Prestige classes enable characters to specialize, gaining new talents and 
abilities unattainable through other classes. These classes allow players to 
develop their characters around specific concepts, roles, or character types. 
Prestige classes are optional, and the Gamemaster has the final say on which 
ones, if any, are allowed in the campaign. The prestige classes presented here 
enhance Rebellion era campaigns, but they can be used in any era of play. 
All the new prestige classes described in this chapter are suitable for 
player or Gamemaster use. To qualify for a prestige class, a character must 
meet all the class's prerequisites. The players and Gamemaster should work 
together to generate adventures and storylines that allow players to take 
these classes. 


New TALENTS FOR 
EXISTING PRESTIGE 
CLasses 


This chapter features two new prestige classes suitable for Rebellion era 
campaigns and also includes several new talent trees for existing prestige 
Classes. As with the new talent trees for core classes in the previous chap- 
ter, any character taking a level in the designated prestige class that would 
normally grant the talent can take one of these talents. Even though a 
prestige class description might not mention these talent trees specifically, 
they are considered to be a part of the list of suitable talent trees for that 
prestige class. 

For example, the description of the officer prestige class that appears in 
the Saga Edition core rulebook states that an officer character can choose 
talents from the Military Tactics talent tree, the Leadership talent tree, or 
the Commando talent tree. This chapter presents the Rebel Recruiter talent 
tree for the officer, which is considered to be on the list of talent trees for 
the officer just like the other three. If a talent refers to a class level but 
does not specify a class, the level is the combined number of levels in all of 

\cter's classes that grant access to that talent. 
wever, none of the new talent trees granted to core classes by this 

\k is added to the list of approved talent trees for that prestige class 
unless specifically noted in that talent tree's description. For example, even 
the officer has access to the Leadership talent tree of the noble 
‘he does not gain access to the Gambling Leader talent tree from 
revious chapter even though it is considered a noble talent tree. New 
ints for existing talent trees are treated no differently from any other 
talent in that tree. 
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New PRESTIGE CLASS 
TALENTS 


This section presents new talents for several of the prestige classes in 
the Saga Edition core rulebook. These talents are suitable for heroes of 
any era, but they are particularly appropriate for heroes in a Rebellion era 
campaign 


ACE PILOT TALENTS 
The following new talents are intended for use with the ace pilot prestige 
class (see page 206 of the Saga Edition core rulebook) 


WINGMAN TALENT TREE 

You are adept at flying in tight formations wit 
with them to achieve your goa 
harm. To use talents from this tree, you must be piloting a vehicle of Colos: 


your allies, working together 
ield theirs from 


is and using your vehicle to s 


sal size or smaller. 

Concentrate All Fire: When you use the aid another action to aid an 
ally's attack roll with a vehicle weapon, if the attack hits, it deals +1 die 
of damage. Any ally can only benefit from this talent once per attack roll 
regardless of how many allies with this talent aid on the attack 

Escort Pilot: When a vehicle that you are piloting is adjacent to a vehicle 
of Colossal size or smaller that is piloted by an ally, both vehicles gain a +10 
bonus to their damage thresholds. 


Lose Pursuit: When a vehicle that you are piloting is adjacent to a vehicle 
of Colossal size or smaller that is piloted by an ally, both you and your ally 
¢ bonus to Pilot checks to avoid being pulled into a 


gain a +5 circumstan 
dogfight as an attack of opportunity. 

Run Interference: As a reaction, you can use the Vehicular Combat feat 
to negate an attack against an adjacent vehicle of Colossal size or smaller 
that is piloted by an ally. If you can use Vehicular Combat more than once 
per round, each use to negate an attack counts toward your limit of uses 
per round 

Prerequisite: Escort Pilot 

Wingman Retribution: When a vehicle of Colossal size or smaller that 
is piloted by an ally is damaged by an attack, once per round as a reaction 
you can make a vehicle weapon attack with a -5 penalty against your ally's 
attacker. 

Prerequisite: Escort Pilot 


Rees. Ace PLOTS AT THE BATTLE OF YAVIN 


OFFICER TALENTS 
The following new talents are intended for use with the officer prestige class 
(see page 220 of the Saga Edition core rulebook) 


REBEL RECRUITER TALENT TREE 
You have learned that many enemies can be considered potential allies 
instead. You can recognize the telltale signs of a potential ally, and, rather 
than killing your enemy, you can bring him or her over to your side. 

Bolstered Numbers: Whenever you successfully use Recruit Enemy on a 
target, you and all allies within line of sight gain a +2 morale bonus to attack 
rolls until the end of the encounter. 

Prerequisite: Recruit Enemy 

Noble Sacrifice: Whenever you successfully use Recruit Enemy on a 
target, if that target is reduced to 0 hit points or moved to the bottom of the 
condition track, as a reaction you can grant yourself and all allies within line 
of sight a number of bonus hit points equal to 10 + your class level, Damage 
is subtracted from bonus hit points first, and any bonus hit points remaining 
at the end of the encounter are lost. Bonus hit points do not stack. No bonus 
hit points may be granted if you or an ally reduce the target to 0 hit points 
or move it to the bottom of the condition track. 

Prerequisite: Recruit Enemy. 


Recruit Enemy: Once per encounter when you deal damage to a living 
creature that is equal to or greater than the target's current hit points and 
the target's damage threshold (that is, when you deal enough damage to 
kill the target), you can use this talent. Make a Persuasion check against 
the target's Will Defense; if your result equals or exceeds the target's Will 
Defense, instead of dealing full damage, you deal half damage to the target 
and move it -1 step on the condition track. In addition, the target becomes 
your ally, and its attitude toward you immediately shifts to friendly. The target 
fights on your side until the end of the encounter, at which point it departs 
(or, if the GM wishes, the target might become your ally permanently and 
join your party). Anyone hostile to you becomes hostile to the target. 

This is a mind-affecting effect. If the target is of a higher level than you, 
it gains a +5 bonus to its Will Defense. Enemies that cannot be bribed, black- 
mailed, or seduced (such as stormtroopers) are immune to this effect. 

Stay in the Fight: If you successfully use Recruit Enemy on a target 
and that target can catch a second wind, the target can do so immediately 
as a reaction. 

Prerequisite: Recruit Enemy. 

Team Recruiting: You can use your Recruit Enemy talent whenever you 
or an ally would deal enough damage to kill a target, instead of only when 
you do. 

Prerequisite: Recruit Enemy. 


IMPERIAL FORCES AT THE BATTLE OF HOTH 


New PRESTIGE 
CLASSES 


The following new prestige classes are available in the Rebellion era. 


PRESTIGE CLASS BASIC DESCRIPTION 

Improviser Expert at coming up with quick solutions to 
problems on the fly. 

Pathfinder Specialist in survival, exploration, and creating 
safe zones. 

IMPROVISER 


Survival should not be taken for granted in the war-torn galaxy, particularly 
on the fringes of civilization where resources can be scarce. One of the most 
important skills for fending off death is the ability to think quickly when the 
need arises. Improvisers can quickly grasp the needs of a situation, analyze 
what tools are at hand, remember relevant information, and combine all 
these factors into a hasty (though not necessarily elegant) solution. Although 
improvisers specialize in mechanical marvels, they also have a moderate 
aptitude in almost any skill or area of knowledge. 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES 
Ist +0 Defense bonuses, no tools required, talent 
2nd +1 Contraband (2,000 credits) 
3rd +2 Talent 
4th +3 Contraband (4,000 credits) 
5th +3 Talent 
6th +4 Contraband (6,000 credits) 
7th +5 Talent 
8th +6 Contraband (8,000 credits) 
9th +6 Talent 
10th +7 Contraband (10,000 credits) 
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REQUIREMENTS 


To qualify to become an improviser, a character must fulfill the following 


Minimum Level 
Trained Skills: 
Feat: Skill Fos 


GAME RULE INFORMATION 


e the following game s 


Improvisers ha 


Hit Points 
At each level, impr 


modifier 
Force Points 
Improvisers gain a number of Force Points equal to 6 + one-half their char 


acter level, rounded down, every time they gain a new level in this class 


CLASS FEATURES 


The following are features of the improviser prestige class. 


Defense Bonuses 


At Ist level, improviser a ex a 
No Tools Required 

The improviser can use parts of machines and electro 

ing the need for a security 

Use Computer checks that 

always considered to be usin hen J e 


does not 


Talents 


At every odd-numbered level (1st, 3rd, 5th, 


ent. The t be selected from the 


talent trees (see below), from the Out! 


Starships of the Galaxy), or from th see pag 


Saga Edition core rulebook). The improvis 


talent. No talent 


must meet the pr 


be selected more 


any) of the cho: 


expressly indicated 


PROCUREMENT TALENT TREE 

You know how to find just what you need, no matter how far you are from 
civilization or how rare the item is. If you can't find it, you make it—but most 
of the time, you find it. 

Black Market Buyer: When seeking an item from the black market, you 
do not need to make a Gather Information check to locate a black market 
merchant; you automatically succeed, 

Excellent Kit: You always make sure that your allies have the best gear 
available. Whenever you purchase weapons, armor, or other equipment (either 
legally or through the black market), all gear you purchase has 50% more hit 
points than normal and has 5 more DR than normal. In addition, whenever 
one of your allies makes a Mechanics check on an object that you purchased, 
that ally gains a +2 equipment bonus to the check. 

Just What Is Needed: You have a knack for finding the best quality 
replacement parts for broken equipment. Whenever you use the Repair 
application of the Mechanics skill, you restore an extra 148 hit points with 
a successful Mechanics check, in addition to what you would normally 
restore, 

If you use the aid another action to assist an ally with repairs, that ally 
also repairs an extra 1d8 hit points with a successful Mechanics check. Any 
ally can only benefit from this talent once per Mechanics check, regardless 
of how many allies with this talent aid on the check. 

Only the Finest: Whenever you purchase goods through the black market, 
you can obtain items that have been modified with the Tech Specialist feat 
(see page 21 of Starships of the Galaxy) without increasing the base value 
of the items. 

Prerequisite: Black Market Buyer. 

Right Gear for the Job: Once per day when an ally makes an untrained 
skill check, as a reaction you can grant that ally a +5 equipment bonus to 
the check, and the ally is considered trained in that skill for the purpose of 
using trained-only applications of the skill. You cannot use this talent to 
allow an ally to make an untrained Use the Force check. 


IMPROVISER TALENT TREE 

You have mastered the ability to make something out of nothing, turning 
spare parts and scrap into a sensor pack, a weapon, or a protective suit 
of armor. You can build what you need on the fly, and sometimes your 
customized gear proves more useful than what you otherwise might have 
purchased. 

Bigger Bang: Whenever you create a grenade with the Improvised Device 
talent, the grenade deals an additional die of damage when used. 

Prerequisite: Improvised Device. 

Capture Droid: Once per encounter, you can use this talent on an adjacent 
enemy droid that has been reduced to 0 hit points or moved to the bottom of 
the condition track but not destroyed. As a standard action, make a Mechan- 
ics check against the droid’s Will Defense. If your result equals or exceeds 
the droid’s Will Defense, the droid moves +2 steps on the condition track, 


regains 1d8 hit points, and becomes your ally, and its attitude toward you 
immediately shifts to friendly. The droid fights on your side until the end of 
the encounter, at which point it is destroyed. 

Custom Model: Whenever you create a device with the Improvised Device 
talent, you can apply one modification granted by the Tech Specialist feat 
(see page 21 of Starships of the Galaxy) to the device. This customization 
does not affect the value of the item being created. 

Prerequisites: Improvised Device, Tech Specialist feat. 

Improved Jury-Rig: You can use the Jury-Rig application of the Mechan- 
ics skill as a standard action instead of as a full-round action. Additionally, 
you are not required to make a skill check to successfully jury-rig a device 
or vehicle, and the device or vehicle moves +3 steps on the condition track 
instead of +2. 

Improvised Device: You can create a temporary piece of almost any type 
of equipment from the spare parts you have around. To do so, you must make 
a DC 25 Mechanics check and spend one hour building the device. The object 
can have a maximum value of 200 credits x your class level, it cannot have an 
availability of rare or illegal, and it cannot be unique. The device you create 
must be something that you would reasonably be familiar with, and after 24 
hours the object is destroyed, You can use this talent once per day. 


Contraband 

At 2nd level, you gain access to illegal goods through your connections. 
You can obtain any combination of items that have an availability of rare 
or illegal, up to a total value of 2,000 credits x one-half your class level. 
You can choose the items all at once or obtain them over the course of the 
level. However, if you gain another level without having reached your per- 
level limit, any additional credits’ worth of goods are lost, and your budget 
for obtaining rare and illegal items resets with the new level. You do not 
have to pay black market multipliers on these goods, only their base value. 
Obtaining any combination of these goods requires one hour of work in a 
civilized or semicivilized area. 


PATHFINDER 

The battles of the Galactic Civil War are not fought along rigid lines that 
clearly delineate Imperial territory from Rebel territory. In light of the superior 
resources and military might of the Empire, the Rebels must remain flexible, 
moving from base to base, planet to planet, and system to system, sometimes 
ona moment's notice. Such maneuverability and secrecy requires a multitude 
of small bases throughout the galaxy in unpopulated areas. 

The Rebellion employs a group of scouts—sometimes called pathfinders— 
who work alone or in small groups, scouring the galaxy to find viable locations 
for secret bases. When they find a suitably remote site that fits the needs of 
their current mission, they begin preparing it with defenses, concealment, 
power, and other basic requirements. These scouts usually belong to the 
Alliance Special Forces Pathfinders. 
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Although pathfinders are u 
their expertise as well. For example, the Empire 


most often by groups focused on guerrilla 


warfare, others have need for 
governments have been known to use pathfinders to 
rate Sector hire 


and other organize 
establish black ops centers, and some entities in the Co! 
pathfinders when they want to establish divisions that are best hidden from 


public scrutiny. 
hfinders are experts in survival and explora 


ion in desolate areas. They 


receive special training in quickly creating operational zones, including basic 
offensive and defensive measures. Not all who fall under the umbrella of the 
pathfinder description are members of the Alliance Pathfinder unit, and the 
essence of the pathfinder is a scout t! 
her people to set up a base of operations. 


hat can create a safe place for his or 


TABLE 2-3: THE PATHFINDER 
BASE ATTACK 


LEVEL BONUS CLASS FEATURES 

Ist +0 Defense bonuses, talent 
2nd +1 Create cover (1 square) 
3rd +2 Talent 

4th +3 Create cover (2 squares) 
Sth +3 Talent 

6th +4 Create cover (3 squares) 
7th +5 Talent 

8th +6 Create cover (4 squares) 
9th +6 Talent 

10th +7 Create cover (5 squares) 


REQUIREMENTS 
To qualify to become a pathfinder, a character must fulfill the following 
criteria 

Minimum Level: 7th. 

Trained Skills: Perception, Survival 

Talents: At least t 
talent trees (see p: 


talents from the Awareness, Camouflage, or Survivor 
es 49-50 of the Saga Edition core rulebook) 


YAN ORS, 


REBEL PATHRINDER 


GAME RULE INFORMATION 
Pathfinders have the following game statistics. 


Hit Points 
At each level, pathfinders gain hit points equal to 1d10 + their Constitution 
modifier. 


Force Points 
Pathfinders gain a number of Force Points equal to 6 + one-half their char- 
acter level, rounded down, every time they gain a new level in this class. 


CLASS FEATURES 
The following are features of the pathfinder prestige class. 


Defense Bonuses 
At Ist level, pathfinders gain a +4 class bonus to their Fortitude Defense and 
a +2 class bonus to their Reflex Defense. 


Talents 

At every odd-numbered level (1st, 3rd, 5th, and so on), the pathfinder selects 
a talent. This talent must be selected from the Pathfinder talent tree (see 
below) or from the Awareness or Survivor talent trees (see pages 49-50 of 
the Saga Edition core rulebook). The pathfinder must meet the prerequisites 
(if any) of the chosen talent. No talent can be selected more than once unless 
expressly indicated. 


PATHFINDER TALENT TREE 

You specialize in finding and creating optimal locations from which your 
allies can fight, and then making sure that they reach those locales safely. 
In combat, you use your eye for finding secure locations to pick the best 
spots from which to launch your attacks. 

Bunker Blaster: If you are adjacent to an object that can provide you with 
cover from a target, you can aim at that target as a move action. 

Defensive Measures: All enemies treat your safe zone as difficult 
terrain. 

Prerequisite: Safe Zone. 

Enhance Cover: As a swift action, you can designate a single ally within 
your line of sight who has cover from one or more enemies. That ally is 
considered instead to have improved cover against those enemies until the 
start of your next turn as long as the ally still has cover. 

Escort Fighter: You can spend a swift action to designate one adjacent 
ally. Until the start of your next turn, if you move, that ally can also move the 
same number of squares, provided that the ally ends its movement adjacent 
to you, You cannot move a distance greater than the ally’s speed. 

Launch Point: Any ally who starts his or her turn within your safe zone 
and then exits the zone gains a +2 bonus to attack rolls before the end of 


that ally's turn, provided that the ally is not within your safe zone when the 
attack is made. 

Prerequisite: Safe Zone. 

Obscuring Defenses: Enemies that fire into your safe zone take a -2 
penalty to attack rolls. 

Prerequisite: Safe Zone. 

Relocate: You can dismiss your safe zone as a swift action, ending its 
current effects. Any allies in the space your safe zone was occupying gain a 
+2 bonus to their speed until the start of your next turn. When you use this 
talent, you cannot create a new safe zone until the start of your next turn. 

Prerequisite: Safe Zone. 

Safe Passage: Once per turn, you can spend a move action to allow one 
ally within line of sight to move up to its speed as a reaction. If a target 
makes an attack of opportunity against the ally during its movement, you 
can make an attack of opportunity against that target. 

Prerequisite: Escort Fighter. 

Safe Zone: As a standard action, you can identify a safe zone, within 
which your allies gain certain advantages. You designate a 4-by-4 square 
area of the combat area as a safe zone; at least 1 square of the safe zone 
must be the square that you currently occupy. Each ally who starts his or 
her turn within the safe zone gains a +2 circumstance bonus to his or her 
Fortitude Defense and Will Defense until the start of the ally's next turn. 
The safe zone lasts until the end of the encounter, and you can have only 
one safe zone in effect at a time. You can create a new safe zone as a stan- 
dard action, dismissing the old safe zone and replacing it with the new one, 
but no square of the old safe zone can overlap with any square of the new 
safe zone. You cannot create a safe zone in a space that overlaps another 
pathfinder's safe zone. 

Zone of Recuperation: Any ally who catches a second wind while 
within your safe zone regains a number of additional hit points equal to 
your class level. 

Prerequisite: Safe Zone. 


Create Cover 

You know how to use the terrain to your advantage, creating obstacles and 
cover from the materials you have at hand. Starting at 2nd level, as a standard 
action you can designate a number of squares equal to or less than one-half 
of your class level, all of which must be within 6 squares of you. These squares 
are considered to be filled with low objects, providing anyone adjacent to the 
squares with cover against distant attackers. At least one of the squares you 
designate must be adjacent to you. You can use this ability multiple times per 
encounter, provided that the total number of squares you designate across all 
uses never exceeds one-half of your class level. Thus, if you have 6 levels in 
the pathfinder prestige class, you can spend one standard action to create 2 
‘squares of cover, and on a subsequent round spend another standard action 
to create a third square of cover (one-half of your class level). 
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SSS 
War breeds technological innovations, a rule that held true during the Clone 
iH “Wars and that continues to be borne out by the Galactic Civil War. However, 
© by the time of the Rebellion, the Empire has not yet recovered from the 
economic and military exhaustion of the Clone Wars, nor has the Empire 
encouraged independent companies to develop new ideas. In many cases, 
those most willing to innovate are the ones who have the fewest resources 
and the least safety with which to do so. While the Empire focuses on mam- 
superweapons designed to strike fear into the populace, the Alliance 
0 new uses of older technologies as a matter of survival. Scoundrels 
est beings alike must carefully consider the consequences of develop- 
technology and wonder who might come to claim it. 
is chapter presents new weapons, equipment, and droids that are 
ble for use by anyone im the Rebellion era. Other chapters in this book 
items that are used primarily by the Rebel Alliance (Chapter 6), the 
Chapter 7), and major fringe organizations (Chapter 8). 


IMPERIAL 
CONTRABAND 


While the Empire controls the galaxy, a number of items that were once 
merely rare or restricted become illegal contraband. Asa result, many pieces 
of equipment that were legal (if tightly regulated) under the Republic are 
outlawed entirely, affecting not only their availability but also the penalty 
for being caught with such items. Many items with a particular availability 
tag (licensed, restricted, military, illegal, or rare) are more tightly restricted 
or outright banned under the Empire. For example, lightsabers, which were 
once given the rare availability tag, become illegal under Imperial rule. 

As a general guideline, the availability tags for equipment in the Saga 
Edition core rulebook are accurate representations of those items’ avail- 
ability during the time of the Empire, with a few exceptions. All weapons in 
the lightsabers weapon group are considered illegal and rare, although the 
Empire overlooks possession of such items for its chosen representatives. 
Additionally, items with a military availability cannot be obtained legally 
through non-Imperial channels, not even by local planetary militias and 
system defense forces (most of which are absorbed by the Empire, anyway). 
Military-grade items obtained on the black market are illegal in the hands 
of private citizens, and those who carry such items risk stiff penalties if 
they are discovered. 
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ADVANCED MELEE WEAPONS: cOosT DAMAGE = STUN DAMAGE WEIGHT TYPE AVAILABILITY, 
Energy lance 3,500 2d8 = 5kg Piercing and energy Restricted 
Power lance 2,500 2d8 - 5kg Bludgeoning and energy Licensed 

‘SIMPLE WEAPONS CcOsT DAMAGE STUNDAMAGE WEIGHT TYPE AVAILABILITY. 
Axe! 35 1d8 = 2kg Slashing - 
Gaderffii 60 244/244 = 5 kg Bludgeoning and slashing - 

1Can be thrown. 


MELEE WEAPONS 

The Empire does not see melee weapons other than lightsabers as a major 
threat. Its laws regarding such weapons are usually lax, and it does not 
use sophisticated methods to detect them. Unpowered melee weapons are 
ignored as too primitive to worry about, and even advanced melee weapons 
are considered irrelevant to blaster-armed stormtroopers. In general, civil- 
ians and crime lords think that bringing a vibrodagger to a meeting is less 
unfriendly than openly carrying a blaster pistol. 


Axe 

‘Simple Melee Weapon 

Though this weapon is a smaller, unpowered version of the vibro-ax, many 
fringers find a blade on a haft to be indispensable in the wilds of untamed 
planets. An axe also has the advantage of being legal nearly everywhere, 
largely because no one thinks to outlaw such a simple tool. Modern versions 
made of advanced composite materials are common in many explorers’ shops, 
and various species pressed into service by the Empire bring their own tradi- 
tional axes with them when they are shipped across the galaxy. 


Energy Lance/Power Lance 
Advanced Melee Weapon 
Essentially, an energy lance is a force pike that has been combined with an 
electromagnetic pulse generator (the same kind used by an electrostaff) and 
balanced for use while riding a mount. Energy lances once were commonly 
carried by honor guards and ceremonial troops such as the Mon Calamari 
Knights, and many such weapons still in circulation bear signs of their once- 
proud heritage. Though an energy lance is a Large weapon, it is balanced in 
such a way that a Medium creature trained in the Ride skill can wield it in 
‘one hand when mounted. If an energy lance is wielded by a Medium creature 
that is not mounted, attacks with the weapon take a -1 penalty. 

The electromagnetic pulse can also be channeled along the length of the 
staff and fired from the tip as a bolt of plasma. When used in this way, the 


energy lance functions as a blaster carbine with no stun setting. This use 
of the energy lance requires a power pack, and has the same ammunition 
capacity as a blaster cabine. 

An energy lance requires two energy cells to operate. Its melee attack 
and its ranged attack both function underwater. 

Power lances are energy lances that lack the ability to fire bolts of plasma. 
These weapons are significantly cheaper and are mass-produced as secondary 
weapons for scouts on speeder bikes and for cavalry. 


Gaderffii 
‘Simple Melee Weapon 
Primarily found in the hands of Tusken Raiders, the gaderffii (also called a 
gaffi ) is a pole weapon made from scrap metal. It always features a 
spike or blade on one end and some kind of bludgeoning instrument on the 
other. Similar weapons are sometimes carried by the raiders and scavengers 
of many worlds, especially in places that include old battlegrounds or plenty 
of discarded junk. 

The gaderffii is a double weapon. The wielder can attack with both ends 
as a full-round action, but both attacks take a -10 penalty (certain feats 
and talents can reduce these penalties). 


RANGED WEAPONS 

Many new weapons come out of the Empire’s weapons research centers, and 
some of those weapons eventually find their way into the hands of civilians. 
The following ranged weapons are suitable for campaigns in the Rebellion 
era, and may be used in other eras with Gamemaster permission. 


Concussion Grenade 

Simple Weapon 

Concussion grenades deliver a devastating explosion of kinetic energy— 
enough to crack bones and jelly internal organs. A concussion grenade 
explodes on contact after it is thrown, dealing damage in the same round 
in which it is hurled. 


When you make an area attack with a concussion grenade, you make a 
single attack roll and compare the result to the Reflex Defense of every target 
in the grenade’s 2-square burst radius. Creatures hit by the attack take full 
damage; creatures that are missed take half damage. A target that has the 
Evasion talent (see page 50 of the Saga Edition core rulebook) takes half 
damage from a successful attack and no damage if the attack misses. 


Flechette Launcher 

Rifle 

The flechette launcher antipersonnel weapon fires canisters filled with hun- 
dreds of tiny durasteel darts that spread out over a large area. A flechette 
launcher is considered a splash weapon, with a 1-square splash radius. Due 
to its single-shot nature, a flechette launcher cannot be used with the Rapid 
Shot feat or any other feat or talent that expends more than a single shot. 
A flechette launcher requires special ammunition: A canister of four shots 
costs 50 credits; after four shots, the canister must be replaced, 


Gas Grenade 

Simple Weapon. 

Gas grenades deploy an airborne chemical agent that can render unprotected 
creatures unconscious. A gas grenade bursts on contact after being thrown, 
taking effect in the same round in which it is hurled. 

When you make an attack with a gas grenade, you make a single attack 
roll and compare it to the Fortitude Defense of every target within the 
grenade's 4-square blast radius. Creatures hit by the attack move -2 steps 
on the condition track (-1 step if the target has Evasion; see page 50 of the 
Saga Edition core rulebook). If the attack misses, there is no effect on any 
target. Creatures protected from atmospheric hazards are unaffected by the 
attack of a gas grenade. 

Additionally, the area of the blast is filled with gas, providing concealment 
to all creatures within the blast area whether or not a creature is affected by 
the initial blast; likewise, all targets outside the blast area have concealment 
from any creature within the blast area. The gas persists until the end of the 
attacker's next turn, at which point it dissipates. 


Merr-Sonn PLX-2M Portable Missile Launcher 

Heavy Weapon 

The shoulder-mounted PLX-2M is derived from Merr-Sonn’s Clone Wars-era 
PLX-1 portable missile launcher. Designed to punch holes through heavy 
armor, the “Plex-Twoem" is also a particularly effective antipersonnel 
weapon. The PLX-2M can be fired in direct mode, or it can be fired in heat- 
seeking mode or gravity-activated mode (providing a -2 penalty to the Reflex 
Defense all targets of a particular type: character, droid, vehicle, or artillery). 
The miniature proton warheads in the PLX-2M's Arakyd 3t3 missiles detonate 
on impact, damaging all targets within a 3-square burst radius. 


The PLX-2M is an area-effect weapon. When you make an area attack, 
you make a single attack roll; if your modified attack roll result is equal to 
10 or higher, compare the result to the Reflex Defense of every target in 
the area. Creatures that are hit take full damage; creatures that are missed 
take half damage. A natural 20 on an area attack roll automatically hits all 
targets within the affected area, but an area attack does not deal double 
damage on a critical hit. A target that has the Evasion talent (see page 50 of 
the Saga Edition core rulebook) takes half damage from a successful attack 
and no damage if the attack misses. 

The PLX-2M portable missile launcher holds six Arakyd 3t3 missiles and 
can be reloaded as a full-round action. Replacement missiles are available 
in packs of six, costing 350 credits and weighing 8 kg. The PLX-2M weighs 
48 kg, but because of the launcher's built-in microrepulsorlift, the weapon 
does not count against encumbrance when it is carried as a character's 
active, drawn weapon, 


Miniature Proton Torpedo Launcher 

Heavy Weapon 

Designed for use with zero-gravity stormtrooper armor (see page xx), min- 
iature proton torpedoes can rip through starship hulls. The launcher mounts 
into the zero-g stormtrooper armor's left gauntlet, but enterprising Rebel 
engineers have adapted the weapon as a shoulder-mounted launcher. After 
launching a miniature proton torpedo, the wielder must spend a standard 
action to reset the launcher, which holds 4 torpedoes. 

The miniature proton torpedo launcher is an area-effect weapon. When 
you make an area attack, you make a single attack roll; if your modified attack 
roll result is equal to 10 or higher, compare the result to the Reflex Defense 
of every target in the 2-square blast radius. Creatures that are hit take full 
damage; creatures that are missed take half damage. A natural 20 on an 
area attack roll automatically hits all targets within the affected area, but an 
area attack does not deal double damage on a critical hit. A target that has 
the Evasion talent (see page 50 of the Saga Edition core rulebook) takes half 
damage from a successful attack and no damage if the attack misses. 

Alternately, the weapon can be fired at a single target, acting as a focused 
weapon designed to take out starfighters and heavy vehicles. Asa swift action, 
you can set the miniature proton torpedo launcher to single-target mode. In 
this mode, the weapon no longer functions as an area attack weapon, deals 
6d10[ts]2 damage, and applies a -10 penalty on attack rolls against targets 
smaller than Huge size. 
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Blastech 500 Riot Gun 
Rifle 
Apart from the brown color of their armor, Espos are known for their riot guns, 
manufactured by Blastech Industries. The Blastech 500 riot gun is standard 
issue for all Espos. It functions, in most ways, as a blaster carbine; however, 
the riot gun is known for its indiscriminate accuracy. When in single-shot 
mode, the riot gun imposes a -1 penalty to ranged attack rolls; however, the 
weapon grants a +2 equipment bonus to autofire attacks made by the weapon 
(meaning that, for most wielders, the weapon can be fired in autofire mode 
with only a -3 penalty, instead of the normal -5). 

A riot gun requires a power pack to operate. After 50 shots, the power 
pack must be replaced. 


SG-4 Blaster Rifle 

Rifle 

Because the range of a blaster is reduced in water, the Imperial Department 
of Military Research has developed the SG-4 blaster rifle, a combination 
weapon that fires normal blaster bolts out of water and miniature harpoon 
rounds underwater. Firing the weapon in blaster mode underwater—or firing 
the harpoon out of water—reduces its range by half (see page 129 of the 
Saga Edition core rulebook). 


EXOTIC WEAPONS cost DAMAGE ‘STUN DMG 
Siang lance! 2,000 3d8 Yes 
HEAVY WEAPONS, cost DAMAGE ‘STUN DMG 
Merr-Sonn PLX-2M® 2,250 8d6 > 
Mini-proton torpedo launcher? —‘1,500. 6d10 - 
RIFLES cost DAMAGE STUN DMG 
Blastech 500 riot gun 1,200 3d8 Yes 
SG-4 blaster rifle 400 308 208 
or (underwater) 246 - 
Flechette launcher? 1,100 3d8 = 
‘SIMPLE WEAPONS cost DAMAGE STUN DMG 
Concussion grenade 400 8d6 = 
Gas grenade 250 - 4d6 


1 Accurate weapon: This weapon takes no penalty when firing at targets at short range. 
2 Inaccurate weapon: This weapon cannot fire at targets at long range. 
3 Area attack weapon. 


The SG-4 blaster rifle uses a standard 50-shot power pack for blaster fire. 
In harpoon mode, it must be reloaded between each shot as a swift action. 


Siang Lance 

Exotic Weapon 

The siang lance is one of the few types of technological devices found on 
Kilia IV, although only a small number of functional lances remain. By law, 
only members of a noble house may use a siang lance. In practice, a siang 
lance is given to each active Kilian Ranger as a badge of office and to remind 
themselves and others of one half of their oaths: to defend justice, chivalry, 
and the people of Kilia. A siang lance is an ancient model of ‘sporting blaster 
rifle with an affixed bayonet. It is typically wielded with one hand, leaving 
the other hand free to use the Kilian Ranger's shield gauntlet, 

A siang lance can be used to make attacks of opportunity. When you 
would make an attack of opportunity against a target, you may choose either 
to fire the siang lance as a ranged weapon or to use the weapon's bayonet 
as a melee weapon. 

A siang lance requires a power pack to operate. After 100 shots, the 
power pack must be replaced. 


RATE OF FIRE = WEIGHT TYPE AVAILABILITY 
$ 4kg Energy Illegal, Rare 
RATE OF FIRE == WEIGHT TYPE AVAILABILITY 
Ss 48 kg Energy Military 
Ss 8 kg Energy Military 
RATE OF FIRE = WEIGHT TYPE AVAILABILITY 
SA 2.2 kg Energy Military 
SA 5kg Energy Military 
S - Piercing - 
s Skg Piercing Military 
RATE OF FIRE == WEIGHT TYPE AVAILABILITY 
s 0.5 kg Bludgeoning Military 
Ss 0.5 kg - Military 


ARMOR BONUS 
ARMOR (CHECK PENALTY) COST 


Merr-Sonn KZZ riot armor — 2,500 +2 +2 
Shield gauntlet 1,500 - - 
ARMOR 


Most armor used in this era either belongs to specialized stormtrooper units, 
or is one of the types found in the Saga Edition core rulebook. The follow- 
ing new piece of armor is a specialized arm piece worn by the Force-using 
tradition known as the Kilian Rangers. 


Merr-Sonn KZZ Riot Armor 

Light Armor 

K2Z riot armor is manufactured by Merr-Sonn Munitions, Inc., for the Espos 
of the Corporate Sector. It consists of a reinforced blast helmet and vest 
and a small shield; the shield is strapped to the wearer's arm and does not 
interfere with her ability to use the associated hand. The vest and helmet 
are brown, giving rise to the Espos' nickname, “Boys in Brown.” While more 
expensive than a combat jumpsuit, KZZ riot armor offers the maneuverability 
of a typical blast helmet and vest and is lighter than a jumpsuit. 


Shield Gauntlet 
Light Armor 
While personal shield devices have fallen out of use in much of the galaxy, 
they can still be found among the nobility of Kilia IV. Kilian Rangers use a 
shield gauntlet to both provide defense and remind themselves and others 
of the other half of their oaths: to defend themselves and their families. A 
shield gauntlet can be worn even if you are wearing other armor, although 
you cannot wear any items that cover your hands (such as combat gloves, 
stun gauntlets, a cortosis gauntlet, or shockboxing gloves) with a shield 
gauntlet. A shield gauntlet provides no benefit to the untrained, but those 
with certain talents (see the Kilian Ranger talent tree on page XX) can use 
it to deflect ranged attacks. 

Acharacter without the Armor Proficiency (light) feat suffers armor check 
penalties as usual when wearing a shield gauntlet. A shield gauntlet requires 
an energy cell to operate. 


EQUIPMENT 

Most of the equipment in use during the Rebellion era appears in the Saga 
Edition core rulebook. In many areas, items left over from the Clone Wars and 
the years that followed are more common than are pieces of new technol- 
ogy. But like all conflicts, the Galactic Civil War spurs advances in existing 
technology, and this new technology can be acquired in major spaceports 
and trade cities, 


EQUIP BONUS 
TO REF DEFENSE TO FORT DEFENSE 


MAX DEX SPEED SPEED 
BONUS (6sQ.) (4SQ.) WEIGHT AVAILABILITY 
+5 - - 6 kg Military 
= - - 1kg Rare 
Ambient Aural Amplifier 


Although aural amplifiers have existed for centuries, vast improvements to 
the technology are made during the Rebellion era, driven by the need to sur- 
reptitiously listen in on contacts who could be Imperial spies, Rebel recruiters, 
or bounty hunters looking to make a few quick credits. Previous models of 
aural amplifiers were bulky and obvious, and they garbled messages almost 
as often as they worked. They also required power cells, limiting the degree 
to which they could be concealed. 

Employing the same technology used for protocol droids, the new ambi- 
ent aural amplifiers can pick out sounds, analyze them, and amplify only the 
sounds that are likely to be useful, These devices draw power from the body 
heat of any warm-blooded creature that wears them, giving the amplifiers 
an effectively unlimited operation time. (Cold-blooded species can power 
the devices by placing them on a warm surface or piece of gear.) The result 
is a +5 equipment bonus to Perception checks to eavesdrop or to hear distant 
or ambient noises. 


Computerized Interface Scope 

This item is a small electrobinocular device, mounted onto a weapon, that 
projects a targeting image onto a monocle or helmet display worn by the 
wielder. Additionally, the computer image projected by the scope can be 
displayed on a datapad or transmitted by comlink to a remote location, 
allowing others to see what the wielder sees. By using a computerized 
interface scope, the wielder effectively reduces the range of the target by 
one category (minimum of point blank) when aiming. The device is otherwise 
mechanically identical to a targeting scope (see page 140 of the Saga Edition 
core rulebook) and does not stack with a targeting scope or with any other 
device that does not stack with a targeting scope. 


ITEM CcOsT WEIGHT 
Ambient aural amplifier 3,000 0.5 kg 
Computerized interface scope 2,000 0.5 kg 
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DROIDS 

During the Rebellion era, most beings don't tru: 
they were weapons of terror during the Clone Wars and partially because 
rogue droids have become much more common. With warfare gripping the 
galaxy for a second generation, many droids lose their masters, and others go 
so long without proper maintenance and memory-wipes that they develop a 
rogue streak and walk off on their own. In the last years of the Old Republic 
a droid wandering by itself we sumed to be running an ordinary mission 
for its owner. Now, many citizens fear that any free-roaming droid is a re 
egade unless a restraining bolt is clearly visible. Droid licensing is stronger 
in the Core Worlds, whereas on the galactic fringe, signs declaring “Droids 
Not Welcome" are common. 


droids, partially because 


FIRST-DEGREE DROIDS 

The most common first-degree droids are medical models; civilians rarely 
encounter other types of first-degree droids. Newer models are very 
insed by the Empire, so most beings make do wi 


expensive and heavily | 
whatever older models they can keep running. 


FX-7 Medical Droid 

The FX-7 was the most numerous model of the FX (or “Fixit") line of medi 
cal droids built by Medtech Industries. The FX-7 was extremely common in 
ars, but the 


medical bay installations in the years just before the Clone W 


jevelopment of medical technology advanced so rapidly during that con 
flict that by its end, the model had become outdated. Medtech Industries 
eventually went bankrupt, and agents of the New Order sold off vast stores 
of FX-7s to pay off the company’s taxes. 

As a result, although the FX-7 is not the preferred medical droid of the 
Rebellion era, it is one of those most commonly encountered in places other 
than large medical ships and military bases. Because it is cheap compared 
to newer models, having an FX-7 is considerably better than having no 
medical droid, and many of them eventually develop protective personalities 
that make them beloved members of the groups that use them. Unlike the 
2-1B droids, which have extensive programming locks to prevent them from 
harming living creatures (except in the pursuit of life-saving operations), an 
FX-7 has only a simple block against intentionally causing harm. This block 
can be bypassed easily, and some less savory groups reprogram their FX-7s 
as interrogation droids. 


AN FX-7 MEDICAL DROID 


The two main drawbacks of the FX-7 model are its lack of mobility and 
lack of a vocabulator. Since the droids are designed to be permanent medi- 
cal assistants, they have no mode of movement and remain wherever they 
are placed. Although this design helps keep down the cost of the droid, it 
means that something as simple as a patient sliding off the wrong side of a 
table can prevent an FX-7 from assisting. Some groups that use FX-7s equip 
them with vocabulators and post unskilled workers nearby to aid the droids; 
others plug the gaps in communication and mobility with a used translator 
droid and a few labor droids. 

FX-7 medical droids cannot be played as droid heroes. 


FX-7 Medical Droid cLo 

Medium droid (1st-degree) nonheroic 2 

Init +1; Senses low-light vision; Perception +5 

Languages Basic, Binary, 2 unassigned 

Defenses Ref 10 (flat-footed 10), Fort 9, Will 12 

hp 5; Threshold 9 

Immune droid traits 

Speed 0 (stationary) 

Melee unarmed +0 (143-1) 

Base Atk +1; Grp +1 

Abilities Str 9, Dex 10, Con —, Int 15, Wis 14, Cha 9 

Feats Cybernetic Surgery, Skill Focus (Knowledge [life sciences), Treat 
Injury), Surgical Expertise 

Skills Knowledge (life sciences) +13, Treat Injury +13, Use Computer +8 

Systems basic processor, 20 hands, improved sensor package 

Possessions medical kit, medpac, surgery kit 

Availability Licensed; Cost 3,800 


SECOND-DEGREE DROIDS 
Second-degree droids were the focus of the most impressive technological 
advances during the Rebellion era, in large part because of the need to main- 
tain older equipment coupled with the increasing importance of starfighter 
combat. Astromech and repair droids are strong sellers for all companies that 
manufacture them, as are kits to repair, upgrade, or modify existing droids. 
Many of the most successful second-degree droids incorporate simple designs 
that emphasize durability and flexibility. 


R4-Series Agromech Droid 

With the massive success of the R2 astromech droid and the 2-1B medical 
droid in the last years of the Old Republic, Industrial Automaton needed to 
find new markets. The company decided to create a droid for casual users 
who were more likely to need a hand with a swoop than with a starfighter. 
The Ra agromech was designed to appeal to fringe world owners who needed 
a skilled hand around the garage, Core World designers who wanted help 
building prototypes, and farmers of any world who could use a droid that 
was reliable and loyal. 


The R4 is based on the basic design of the older R2, although its design 
includes cost-saving measures to make it more accessible and less special- 
ized. The R4 droid uses fewer miniaturized parts, resulting in a taller profile 
but a sturdier overall design. Internal components are spaced farther apart, 
reducing the droid's computing power (and making it unsuitable as an 
astromech unless modified), but enhancing its stability and decreasing the 
number of elements prone to malfunctions, The result is a droid that can 
survive in harsh conditions and remain operational even after taking damage 
that might wreck a more delicate model. 

The R4 is very popular with repair crews, who often prefer it to repair 
droids specifically designed for reconstruction tasks. The R4 can also moni- 
tor crops, medical equipment, and nearly any type of sensor. Like the R2 
‘on which it is based, the R4 is seen as friendly and helpful. The Empire, the 
Rebellion, and thousands of other organizations and individuals employ R4s 
across the galaxy, and it is easy to obtain spare parts and instructions for 
common modifications for R4 droids. 

Ré droids can be played as droid heroes. 


R4-Series Agromech Droid cLo 

Small droid (2nd-degree) nonheroic 2 

Init +4; Senses darkvision; Perception +3 

Languages Basic, Binary, 2 unassigned 

Defenses Ref 14 (flat-footed 11), Fort 8, Will 10 

hp 7; Threshold 8 

Immune droid traits 

Speed 6 squares (wheeled) 

Melee electroshock probe -1 (1d8-2 ion) 

Fighting Space 1 square; Reach 1 square 

Base Atk +1; Grp -1 

Abilities Str 7, Dex 16, Con —, Int 15, Wis 10, Cha 7 

Feats Skill Focus (Mechanics, Use Computer), Toughness, Weapon 
Proficiency (simple weapons) 

Skills Knowledge (life sciences) +8, Mechanics +13, Use Computer +13 

‘Systems wheeled locomotion, heuristic processor, 2 tool appendages, 
diagnostics package, improved sensor package, darkvision 

Possessions electroshock probe, electric arc welder, holorecorder, 
holoprojector 

Availability Licensed; Cost 2,500 
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WED Treadwell 

The WED Treadwell is not the most famous or most successful repair droid, 
but a large number of them have been manufactured and sold throughout the 
galaxy. Because the droid has a simple appearance—that of a rolling platform 
with a viewer on a stalk and four or more tool arms—raiders and pirates often 
overlook it when plundering. As a result, the Treadwell is one of the least 
often stolen droids. In fact, Treadwells are sometimes mistaken for tool racks, 
which is unsurprising since they essentially act as rolling tool racks for their 
owners. Treadwells are not particularly bright and don't have much drive, 
but these factors make them obedient and reliable, and they are especially 
popular on fringe worlds where residents are suspicious of droids. 

Although WED Treadwells are fragile, requiring regular maintenance and 
environments that contain few hazards, they have a reputation for being 
adaptable and alert. The arms of a Treadwell can be swapped out quickly 
and easily, and many owners keep a stockpile of specialty arms for specific 
jobs. The droids are also single-minded, doing what they are told until they 
complete the task or receive new instructions 

WED Treadwell droids can be played as droid heroes. 


A WED TREAOWELL ORGIO REPAIRS A 9000 2004 LaNosreeoER. 


WED Treadwell Repair Droid cLo 

Small droid (2nd-degree) nonheroic 2 

Init +4; Senses Perception +6 

Languages Basic, Binary, 1 unassigned 

Defenses Ref 14 (flat-footed 11), Fort 8, Will 10 

hp 5; Threshold 8 

Immune droid traits 

Speed 6 squares (tracked) 

Melee electroshock probe -1 (148-2 ion) 

Fighting Space 1 square; Reach 1 square 

Base Atk +1; Grp -1 

Abilities Str 7, Dex 16, Con —, Int 13, Wis 10, Cha 7 

Feats Skill Focus (Mechanics, Use Computer), Skill Training (Perception), 
Weapon Proficiency (simple weapons) 

Skills Mechanics +14, Perception +6, Use Computer +12 

‘Systems tracked locomotion, heuristic processor, 4 tool appendages, 
diagnostics package 

Possessions electric arc welder, fusion lantern, tool kit 

Availability Licensed; Cost 3,000 


THIRD-DEGREE DROIDS 

Since the years of the Clone Wars, every major government and organization 
has used third-degree droids to inform local populations of the impending 
arrival of troops (and the impending seizure of property and goods). Asa result, 
most civilians greet the arrival of third-degree droids with open hostility. 


LOM-Series Protocol Droid 

The LOM series of protocol droids was created by Industrial Automaton as 
direct competition to the popular 3PO series from Cybot Galactica. Indeed, 
Industrial Automaton managed to acquire many of the same components 
used in the 3PO design, and as a result, the main chassis of LOM-series 
droids is extremely similar to that of 3PO models. However, the head of the 
LOM-series droid has a distinctly insectoid appearance, designed to appeal 
to species such as the Gand and the Verpine. 

Equipped with AA-1 Verbobrains (as were 3PO units) and excellent trans- 
lator modules, the LOM series initially sold well. Indeed, their personalities 
were often preferred to those of 3PO units, since LOM droids had a propensity 
for sensible, rational action even under pressure. However, LOM-series droids 
often developed personalities too blunt to make them effective protocol 
droids. Many LOM-series droids removed their own restraining bolts and 
obtained reprogramming to enable them to carry out independent opera- 
tions. This trend, coupled with legal pressure from Cybot Galactica, caused 
Industrial Automaton to stop producing the model. In the Rebellion era, many 
used LOM-series droids are sold far below market value, and independent 
LOM traders and explorers are not unknown. 

LOM-series protocol droids can be played as droid heroes. 


A LOM-SeRies PROTOCOL oROID A: 


FOURTH-DEGREE DROIDS 

The failure of the Separatists’ battle droids to win the Clone Wars proved 
disastrous for the further development of military combat droids. Although 
the Empire sometimes creates droid warriors and assassins, few fourth- 
degree droid models have been created for civilian use. 


BT-16 Perimeter Security Droid 
Arakyd’s BT-16 perimeter security droid is a walking guard droid that resem- 
bles a large, thin-leqged spider. These droids were originally designed for 
basic perimeter defense around private estates and government compounds, 
although many found their way into the hands of criminals who used the 
BT-16s to protect their dens of illegal a y. These droids are extremely 
stable and have the ability to climb over low objects and even up vertical 
surfaces. The BT-16 reacts quickly against intruders, and it can ur 
torrent of blaster fire. 

The B'omarr monks used modified BT-16 perimeter security droids as 
carriers of the brains of enlightened members of their order, who were said 
to have transcended the need for their corporeal forms, See the sidebar on 


eash a 


the B'omarr monks for more informatior 
BT-16 perimeter security droids can't be played as droid heroes 


BT-16 Perimeter Security Droid cus. 


Large droid (4th degree) nonheroic 6/scout 3 


Init +6; Senses Low-light vision; Perception +18 


Languages Basic, Binary y 
LOM-Series Protocol Droid CLO _ Defenses Ref 17 (flat-footed 15), Fort 20, Will 16 { 
Medium droid (3rd-degree) nonheroic 1 hp 39; Threshold 25 D 
Init +0; Senses Perception +0 Immune droid traits 7 8 
Languages Basic, Binary, 1 unassigned Speed 6 squares b7 
Defense Ref 10 (flat-footed 10), Fort 9, Will 10 Melee leg spike +11 (1d6+6) : 
hp 2; Threshold 9 Ranged heavy repeating blaster +4 (5d10+1) with Burst Fire or 5 


Ranged heavy repeating blaster +4 (3d10+1) with autofire 
Base Atk +6; Grp +16 
Atk Options autofire (heavy repeating blaster), Blas 


Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed -1 (143-1) 

Base Atk +0; Grp +0 

Abilities Str 8, Dex 11, Con —, Int 13, Wis 11, Cha 15 

Feats Linguist, Skill Focus (Use Computer), Skill Training (Knowledge 
[bureaucracy], Use Computer) 

Skills Knowledge (bureaucracy) +6, Knowledge (social sciences) +6, 
Persuasion +7, Use Computer +11 

Systems walking locomotion, basic processor, translator unit (DC 10), 2 
hand appendages, vocabulator 

Possessions audio recorder 

Availability Licensed; Cost 2,000 


ck, Burst Fire oO 


Special Qualities droid traits 

Talents Blast Back, Fade Away 

Feats Burst Fire, Improved Defenses, Skill Focus (Climb), Skill Focus 
(Perception), Skill Training (Climb), Weapon Focus (Heavy Weapons). 
Weapon Proficiency (heavy weapons, simple weapon) 

Skills Climb +19, Perception +18 

Systems heuristic processor, walking locomotion, improved sensor 
package, internal comlink, vocabulator 

Possessions heavy repeating blaster, video recorder 

Cost 4,100; Availability Restricted 
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RHTC-560 Hunter Trainer 

The RHTC-560 was developed on Rodia as a gladiatorial and combat-training 
droid to help sate the planetary population's appetite for violence. The Hunter 
Trainer is an armored biped 1.8 meters tall, with vibro weapon claws, an 
improved sensor package, and blasters built into its forearms. Unlike most 
fourth-level droids, it is programmed to think for itself, taking general orders 
from its owner but employing independent judgment on how to accomplish 
those tasks. This independence makes the RHTC-560 more effective than 
the simpler battle droids of the Clone Wars, but it can also make this model 
dangerously unpredictable. 

The droid’s basic design quickly gained acceptance beyond Rodia. The 
RHTC-560 model is now used for various purposes, including tracking prey 
for both game hunters and bounty hunters, carrying out assassinations, and 
serving as enforcers for crime lords. Because Hunter Trainers are technically 
sport droids, they are legal on most Imperial worlds, though they require the 
same type of licensing as sporting blasters and carnivorous pets. Of course, 
anyone who uses an RHTC-560 to harm another sentient being on an Imperial 
world had better have the Empire’s approval—or at least a good alibi. 


The RHTC-560 is the control unit for six to 12 smaller hunter trainer 
drones, simple scouts that are designed to seek targets and relay their loca- 
tions to the main droid, Though the HT drones can act independently, their 
basic programming can process only one command at a time. If an HT drone 
cannot communicate with the control unit, it continues to carry out the last 
task it was given for 20 hours, at which point it returns to its RHTC-560 
controller. HT drones have no sense of self-preservation and so are fearless 
in pursuit of their targets but prone to self-destructive actions. 

Neither the RHTC-560 droid nor the HT drone can be played as droid 
heroes. 


AN RHTG-S60 DROID ATTACKS REBEL TROOPERS 
ABOARD A CARGO SKIFF. 


RHTC-560 Hunter Trainer cLé 

Medium droid (4th-degree) soldier 6 

Force 1 

Init +10; Senses darkvision; Perception +11 

Languages Basic, Binary, Rodese, 1 unassigned 

Defenses Ref 20 (flat-footed 18), Fort 19, Will 17 

hp 47; Threshold 19 

Immune droid traits 

Speed 6 squares (walking) 

Melee vibro claw +7 (2d6+6) 

Ranged forearm blaster +8 (346+3) 

Base Atk +6; Grp +8 

Atk Options Melee Defense, Mighty Swing, Running Attack, Vehicular 
Combat 

Abilities Str 13, Dex 14, Con —, Int 14, Wis 13, Cha 10 

Talents Battle Analysis, Devastating Attack (advanced melee weapons), 
Weapon Specialization (advanced melee weapons) 

Feats Armor Proficiency (light, medium), Melee Defense, Mighty Swing, 
Point Blank Shot, Running Attack, Vehicular Combat, Weapon Focus 
(advanced melee weapons), Weapon Proficiency (advanced melee 
weapons, pistols, rifles, simple weapons) 

Skills Initiative +10, Jump +9, Knowledge (tactics) +10, Perception +11, 
Stealth +10 

Systems walking locomotion, heuristic processor, vocabulator, comlink, 
darkvision, improved sensor package, lacked access, secondary battery, 
2 hand appendages, vibro claws, forearm blasters, quadanium battle 
armor (+7 armor) 

Possessions 6 to 12 HT drones 

Availability Licensed; Cost 5,000 (not including HT drones) 


HT Drone cL1 
Small droid (4th-degree) scout 1 

Init +8; Senses darkvision, low-light vision; Perception +9 

Languages Basic, Binary, Rodese 


Defenses Ref 17 (flat-footed 14), Fort 12, Will 13 
hp 24; Threshold 11 
Immune droid traits 


‘Speed 6 squares (hovering), 4 squares (walking) 
Ranged blaster +3 (346) 

Fighting Space 1 square; Reach 1 square 

Base Atk +0; Grp -2 


Abilities Str 10, Dex 16, Con —, Int 12, Wis 15, Cha 11 

Talents Acute Senses 

Feats Point Blank Shot, Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Endurance +5, Initiative +8, Mechanics +6, Perception +9 (can 
reroll), Pilot +8, Stealth +8 

Systems hovering locomotion, basic processor, improved sensor package, 
darkvision, locked access, integrated comlink 

Possessions sensor unit, video recording unit, 2 hand appendages, blaster 
(treat as blaster pistol) 

Availability Licensed; Cost 2,000 


“| PRESENT TO YOU A GIFT, THESE TWO 
DROIDS. BOTH ARE HARD-WORKING AND 
WILL SERVE YOU WELL.” 


—- LUKE SKYWALKER 
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~* CHAPTER IV 
VeHICLES AND J ebb hendat aid 


The Empire manages to control the galaxy in large part by controlling the 
supply of military vessels. The construction of capital-class ships outside 
Empire-approved shipyards declined massively in the years leading up to 
the Battle of Yavin, and only a limited number of independent shipyards 
retain the capacity to build such craft. As the Alliance grows and strength- 
ens, it focuses more attention on maintaining and expanding its fleet, but 
throlighout the Rebellion era, its large warships remain too precious to risk 
on anything other than major strategic targets. 

Asa result, the construction of smaller ships increases, as shipyards try 
to maintain profits and independent groups seek whatever vessels they 
can purchase. One advantage of smaller ships is that they are likely to be 
‘overlooked by Imperial forces that view capital ships as major threats. In 
addition, although the Empire has outlawed the ownership of armed freight- 

arfighters in many Core Worlds, enforcement of this rule has a lower 

ty than locating Rebel bases or protecting Imperial interests. Even the 

accepts that law-abiding citizens who live far from civilization might 

uire armed vessels to protect themselves and their cargo; on fringe worlds, 
thing short of a frigate is unlikely to draw much attention. 

__ The vehicles and starships presented in this chapter, many of which were 

ned and built prior to the end of the Clone Wars, represent the types 

of vessels available to private concerns during the Galactic Civil War. The 

“Rebellion and major organizations (such as the Zann Consortium) sometimes 

develop unique vehicle designs to suit their needs, but most groups outside 

the Empire must make do with whatever generic vessels are available. 

The vehicles and starships in this chapter are in the hands of pirates, 

smugglers, planetary defense forces, large cartels or corporations, and small 

ganizations preparing to fight against the growing tyranny of the New 

, Other chapters in this book present vehicles and starships that are 

d primarily by the Rebel Alliance (Chapter 6), the Empire (Chapter 7), 

major fringe organizations (Chapter 8). 
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SPEEDERS 

Throughout the Rebellion era, the Empire focuses on walkers, both as instru- 
ments of intimidation and in response to a growing number of antirepulsor 
mine designs, but the sale of speeders to civilians and small planetary forces 
continues unabated. The long range and high velocity of speeders makes 
them popular with legitimate business owners, smugglers, bounty hunters, 
Rebels, and others who rarely need to worry about mines or cowing the 
populace of an entire world. 


BANTHA-II CARGO SKIFF 

The Bantha-Il is a typical heavy cargo speeder, little more than a platform 
with a railing around it. Though slow by the standards of most speeders, its 
simple controls and heavy lifting capacity make it effective as a cargo car- 
rier and mid-range transport. The skiff's open deck makes it easy to load, 
and its long, lean frame allows it to move into tight spaces and close to 
loading docks. However, the skiff's large maneuvering vanes, which are easy 
to damage, make the Bantha-II unpopular for use in crowded cities and on 
industrialized planets. (The vanes grant anyone not trained in the Pilot skill 
a +2 equipment bonus to Pilot checks with a Bantha-Il.) 

Due to its delicate nature, a Bantha-Il always moves -2 steps on the condi- 
tion track the first time it takes damage greater than its threshold. Although 
the skiffs lack the armor and durability to serve as true military vehicles, 
they can be used as troop carriers, moving infantry close to a battle without 
coming directly under fire. Some crime lords and gangs mount defensive 
plates and heavy weapons on skiffs for intimidation purposes (reducing the 
top speed to 200 kilometers per hour), but these modified skiffs are effective 
only in nonmilitary conflicts, such as providing cover for smuggler operations 
or threatening lightly armed civilians. More creative crime lords sometimes 
add theatrical enhancements, such as extending planks for executions and 
imposing mastheads of mythological creatures. 

Modified versions of the Bantha-Il adapt the skiff to the environments 
of specific worlds. On planets with toxic fumes or dangerous plant life, the 
skiffs might have enclosed pilothouses and decks to grant life support to 
passengers. Aquatic skiffs can float on the surface of a lake or river even when 
unpowered and feature spray-screens to keep passengers dry in a downpour 
or in whitewater rapids. Skiffs used on desert worlds are equipped with 
screens and cooling vents to keep them operational during sandstorms. 


Bantha-lI Cargo Skiff cL3 

Huge ground vehicle (speeder) 

Init +5; Senses Perception +5 

Defenses Ref 13 (flat-footed 11), Fort 22; +3 armor 

hp 60; DR 5; Threshold 32 

Speed fly 10 squares (max. velocity 250 km/h) 

Fighting Space 3x3 or 1 square (starship scale); Cover none 

Base Atk +0; Grp +22 

Abilities Str 34, Dex 14, Con —, Int 12 

SI Initiative +5, Mechanics +5, Perception +5, Pilot +5, 
Use Computer +5 

Crew 1 (normal); Passengers 16 

Cargo 135 tons; Consumables 1 day; Carried Craft none 

Availability Restricted; Cost 8,000 (3,000 used) 


STORM IV TWIN-POD CLOUD 
CAR 

A cloud car is an air vehicle that uses both a repulsorlift system and an 
ion engine, allowing it to operate at near-orbital altitudes and very high 
speeds. Though cloud cars are not starfighters, they can effectively engage 
in combat with fighters and space transports within a planet's atmosphere. 
In fact, many cloud cars are faster and more maneuverable than starfighters 
operating in an atmosphere. Although their power generators limit them to 
weaker weapons than those used by typical fighters, in large numbers, cloud 
cars can defend against attacks on cities and ground installations. They can't 
hold off capital ships, but they have a good track record against bombers 
operating below orbital altitudes. 

Because they don't have to be fully space-capable, cloud cars are sig- 
nificantly cheaper than starfighters. They are popular with planetary police, 
paramilitary groups, rangers, and scouts, as well as with bounty hunters 
who have ships large enough to carry a cloud car from planet to planet. 
The vessels are most common on worlds that have towers many kilometers 
high (such as Coruscant) and those that have suspended or floating cities 
(such as Bespin). 

The Storm IV twin-pod cloud car is typical of the capabilities of such ves- 
sels, though its double-cockpit arrangement is unusual. Bespin Motors first 
developed the model as a patrol vehicle for Cloud City security forces. When 
the Storm IV proved successful, the company began producing models for 
export, and others have since designed their own versions of cloud cars. 


Storm IV Twin-Pod Cloud Car cL6 
Gargantuan air vehicle (airspeeder) 
Init +6; Senses Perception +6 


Defenses Ref 15 (flat-footed 10), Fort 18; +5 armor 
hp 80; DR 10; Threshold 38 


Speed fly 16 squares (max. velocity 1,500 km/h), fly 6 squares 
(starship scale) 

Ranged double blaster cannon +3 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +25 

Atk Options autofire (double blaster cannon) 

Abilities Str 26, Dex 20, Con —, Int 12 

Skills Initiative +6, Mechanics +6, Perception +6, Pilot +6, 
Use Computer +6 


Crew 2 (skilled); Passengers none 
Cargo 10 kg; Consumables 1 day; Carried Craft none 
Availability Licensed; Cost 75,000 (28,000 used) 


Double blaster cannon (copilot) 
Atk +3 (-2 autofire), Dmg 5410 


A STORM IV TwiIN-Poo CLOUD Can 


TALON | COMBAT CLOUD CAR 

The Talon | combat cloud car is a fast, agile airspeeder that boasts greater 
durability than the average cloud car. Additionally, the Talon | is outfitted 
with starfighter-scale weapons 
transports that attempt to flee Cloud City. Though combat cloud cars have 


allowing it to deal with starfighters or space 


only a pilot for crew and cannot leave the atmosphere, they fill a gap between 
airspeeders and starfighters 


Talon | Combat Cloud Car cL7 
Gargantuan air vehicle (a 


peeder) 


Defenses Ref 18 (flat-footed 12), Fort 21; +7 armor 

hp 110; DR 10; Threshold 41 

Speed fly 16 squares (max. velocity 1,500 km/h), fly 6 squares 
(starship scale) 

Ranged double blaster cannon +5 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +28 

Atk Options autofire (double blaster cannon) 

Abilities Str 32, Dex 22, Con —, Int 12 

Skills Initiative +7, Mechanics +6, Perception +6, Pilot +7, 
Use Computer +6 


Crew 1 (skilled); Passengers 1 
Cargo 50 kg; Consumables 1 day; Carried Craft none 
Availability Restricted; Cost 80,000 


Double blaster cannon (pilot) 
Atk +5 (+0 autofire), Dmg 4d10x2 


9000 Z004 LANDSPEEDER 
The Ubrikkian Industries 9000 2004 landspeeder is an all-species adaptation 
of its Z001 model, which was designed for Ugors. It has the same spherical 
design and small frame of the Z001 but features greater interior comfort 
and more powerful engines, appealing to a much larger audience. Among 
young joyriders and fans of speed, the model has become known simply as 
the "Zeefour,” and it sometimes appears in racing competitions that normally 
host only swoops and speeder bikes. 
The Zeefour focuses on speed and st: 
ity. It has a maximum ceiling of 1.5 meters off th 


bility over altitude or carrying capac 
ground and can manage 
speeds of up to 300 kilometers per hour with little chance of tipping. Not only 
compact and stable, but its computer-enhan 


steering systems also aid the pilot in making difficult maneuve 


s its desi J navigational ai 


s (granting a 


+2 equipment bonus to Pilot checks by a character trained in that skill) 
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Although the Zeefour is a major departure from traditional speeder design, 
it has proven successful enough to be imitated, and some scratch-modified 
2001 speeders have been created to match its capabilities. All official models 
of the Zeefour-type speeder are civilian, but the enclosed capsule and high- 
powered engine lend themselves to paramilitary modifications, which typi- 
cally include a layer of armor plating and a heavy blaster rifle. 


9000 Z004 Landspeeder 2 
Large ground vehicle (speeder) 

Init +7; Senses Perception +5, 

Defense Ref 13 (flat-footed 10), Fort 14; +1 armor 

hp 40; DR 5; Threshold 19 


The basic design of the Air-2 racing swoop has been copied and modified 
by dozen of companies; SoroSuub even has a model also called the Air-2, 
As a result, it's not unusual to find similar swoops with minor differences, 
such as a second seat for passengers, slightly decreased speed coupled with 
extra cargo capacity, or heavier armor and a lower flight ceiling. Unlike many 
other swoop and speeder designs, the Air-2 is almost never armed. Its small 
size, tricky handling, and lack of spare power make it impossible to mount 
weapons heavier than pilots can carry on their persons. 


Air-2 Swoop cL2 
Large ground vehicle (speeder) 
Init +9; Senses Perception +5 


Speed 12 squares (max. velocity 300 km/h) 

Fighting Space 2x2; Cover total 

Base Atk +0; Grp +9 

Abilities Str 18, Dex 16, Con —, Int 12 

Skills Initiative +7, Mechanics +5, Perception +5, Pilot +7, 
Use Computer +5 

Crew 1 (normal); Passengers 1 

Cargo 30 kg; Consumables 1 day; Carried Craft none 

Availability Licensed; Cost 8,000 (2,500 used) 


AIR-2 RACING Swoop 

A design of swoop first introduced by TaggeCo during the Clone Wars, the 
Air-2 racing swoop saw huge sales in its first few decades of production 
because Podracing had recently been outlawed, replaced on many worlds 
by swoop racing. Balanced to have just enough power and mass for sport 
flying, the Air-2 has an impressive top speed of 600 kilometers per hour and 
a 1-kilometer flight ceiling. The swoop quickly became popular with racers, 
joyriders, and gang members, but it suffered from an image problem due to 
its relatively short frame and stubby appearance, When longer, sleeker swoops 
were introduced as competition, sales of the Air-2 declined. 

The Air-2 requires skilled piloting, It has controls for both hands and both 
feet, and the pilot must shift his weight to perform many maneuvers. This 
coordination can be difficult for an unskilled pilot (a character not trained in 
Pilot takes a -2 penalty to Pilot checks while operating an Air-2). However, the 
lack of complex computer controls or droid ports simplifies repairs, making 
the swoop popular on harsh planets where more delicate speeders suffer 
regular breakdowns. (An Air-2 grants a +5 equipment bonus to Mechanics 
checks to repair or jury-rig it.) 


Defense Ref 16 (flat-footed 11), Fort 16; +2 armor 

hp 50; DR 5; Threshold 21 

‘Speed 16 squares (max. velocity 600 km/h) 

Fighting Space 2x2; Cover none 

Base Atk +0; Grp +11 

Abilities Str 22, Dex 20, Con —, Int 12 

Skills Initiative +9, Mechanics +5, Perception +5, Pilot +9, 
Use Computer +5 

Crew 1 (normal); Passengers none 

Cargo 50 kg; Consumables 1 day; Carried Craft none 

Availability Licensed; Cost 4,500 (1,200 used) 


STARFIGHTERS 

Starfighters are the most basic military vessels used in space combat, serving 
roles as varied as patrol craft, armed transports, escorts, attack vessels, and 
bombers. Much easier to conceal than larger military ships, starfighters are 
Popular with Rebels, smugglers, pirates, and crime lords. An Imperial Star 
Destroyer can identify the military lines of a Corellian corvette at a glance, 
but it's more difficult to determine whether the ships in a transport's hangar 
are defenseless shuttles or Dunelizards, 

Although the X-wing is the most famous starfighter of the Rebellion era, 
it is not the only fighter put to extensive use during that time. In addition to 
vessels left over from the Clone Wars and those designed for purely local use, 
hundreds of different starfighters were produced and saw combat during the 
Galactic Civil War. The vessels presented below are typical examples of the 
starfighters found throughout the galaxy in the hands of Rebels, Imperials, 
and those on the fringes of society. 


GI-M4-C DUNELIZARD FIGHTER 
The Dunelizard is a medium fighter designed primarily for use by small 
planetary defense forces, mercenaries, and powerful corporations. First 
produced by MandalMotors during the period between the Clone Wars and 
the Galactic Civil War, the Dunelizard was originally offered to, and rejected 
by, the Imperial navy. An Imperial advisor placed to oversee the opera- 
tions of the company did not want MandalMotors to suffer major financial 
losses under his direction and thus approved limited sales of Dunelizards to 
other forces. Because the Empire had already passed on the design as too 
expensive and underpowered, the official position of the advisor was that 
Dunelizards in the hands of non-Imperial pilots posed an insignificant risk 
to Imperial forces. 

In truth, the Dunelizard is a basic but capable starfighter that has 
served as the primary starship of more than one flight wing. It is especially 
popular with pirate groups and smugglers due to its rugged nature and the 
ease of making repairs (any Mechanics check to repair a Dunelizard gains 
a +1 equipment bonus). The fighter can be modified easily, and though the 
basic model has linked laser cannons, it is easy to swap out these weapons 
for ion cannons, concussion missile launchers, or proton torpedo launch- 
ers; each launcher has a six-missile payload. (For purposes of the starship 
modification rules from Starships of the Galaxy, the Dunelizard has 3 unused 
emplacement points.) 


TWO DUNELIZARD FIGHTERS Take ON 4 SOROSUUB PLANETARY 
DEFENOER STARFIGHTER. 


The Dunelizard also has a hyperdrive and a simple navicomputer, but it 
lacks an astromech port that would allow the calculation of more advanced 
hyperspace coordinates. A popular modification of the starship involves 
removing the copilot's seat and installing an astromech port in the cockpit 
behind the pilot. However, the design of the ship's wings reduces the visibility 
of an astromech droid at that port location, a problem that led to the Type Il 
Dunelizard—a version with a shorter, narrower wing configuration. 


G1-M4-C Dunelizard Fighter cL8 

Gargantuan starfighter 

Init +4; Senses Perception +5 

Defense Ref 17 (flat-footed 13), Fort 27; +8 armor 

hp 140; DR 10; SR 25; Threshold 47 

Speed fly 15 squares (max. velocity 950 km/h), fly 4 squares 
(starship scale) 

Ranged double medium laser cannons +4 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +0; Grp +32 

Atk Options autofire (double medium laser cannons) 

Abilities Str 44, Dex 18, Con —, Int 14 

Skills Initiative +4, Mechanics +5 (+13*), Perception +5 (+3°), Pilot +4, 
Use Computer +5 (+13") 

“If the ship has an astromech droid, use these skill modifiers instead. 

Crew 1 (normal) plus astromech (optional); Passengers 1 

Cargo 110 kg; Consumables 2 weeks; Carried Craft none 

Hyperdrive x2, limited navicomputer (3-jump memory) or astromech 
(10-jump memory) 

Availability Restricted; Cost 115,000 (55,000 used) 


Double medium laser cannons (pilot) 
Atk +4 (-1 autofire), Dmg 5d10x2 


IXIYEN-CLASS FAST ATTACK 
CRAFT 

Built by TransGalMeg Industries throughout the Galactic Civil War, the 
Ixiyen-class fighter is sold to numerous independent groups, and fighters 
often change hands multiple times. TransGalMeg Industries is officially allied 
with the Empire but located in the Mid Rim, where populations are sparse 
and Imperial inspections are rare. Thus, the corporation feels safe in selling 
small numbers of the starfighters to anyone who has the credits to pay. 
As long as the vessels don't flood the market and TransGalMeg keeps the 
Empire supplied, Imperial officials overlook the corporation's side sales. The 
fighters are popular as squadron leader vessels and bounty hunter ships. Still, 
TransGalMeg does not produce the /xiyen-class extensively, and no single 
group amasses the vessel in large numbers. 
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Though the fast attack craft is specifically designed to oppose starfight- 
ers, its weapons can pose a threat to larger ships as well. With its heavy 
armor and shields, the /xiyen-class fighter can overwhelm smaller starships 
with brutal frontal assaults, shrugging off enemy counterattacks. However, 
its basic frame is not particularly sturdy, and the ship lacks the staying power 
and payload necessary for prolonged conflicts. Its main drawback is its lack 
of droid or gunner slots, forcing the pilot to choose between weapon systems 
for each attack. Expert pilots often use concussion missiles to devastating 
effect before resorting to laser fire, but in anything longer than a short 
dogfight, more versatile starfighters have an edge. 


Ixiyen-class Fast Attack Craft cL8 

Gargantuan starfighter 

Init +3; Senses Perception +5 

Defense Ref 16 (flat-footed 13), Fort 27; +8 armor 

hp 120; DR 10; SR 10; Threshold 47 

Speed fly 16 squares (max. velocity 1,050 km/h), fly 4 squares 
(starship scale) 

Ranged double medium laser cannons +6(see below) or 

Ranged medium concussion missiles +6 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +0; Grp +32 

Atk Options autofire (double medium laser cannons) 

Abilities Str 44, Dex 16, Con —, Int 18 

Skills Initiative +3, Mechanics +5, Perception +5, Pilot +3, 
Use Computer +5 

Crew 1 (normal); Passengers none 

Cargo 440 kg; Consumables 4 weeks; Carried Craft none 

Payload 5 medium concussion missiles 

Hyperdrive x1, navicomputer 

Availability Restricted; Cost 180,000 (40,000 used) 


Double medium laser cannons (pilot) 
Atk +6 (+1 autofire), Dmg 5d10x2 

Medium concussion missiles (pilot) 
Atk +6, Dmg 8d10x2 


M12-L. KIMOGILA 

HEAVY FIGHTER 

Like the Dunelizard fighter, the M12-L Kimogila was designed and built by 
MandalMotors for sale to planets, corporations, and large criminal fleets or 
private organizations. Officially an update of the Dunelizard, the Kimogila is 
actually a much heavier and more robust starfighter that violates Imperial 
policy regarding military vessels sold to civilians. However, by the time of 
its design, the Empire no longer considers snubfighters a serious threat, and 
as long as MandalMotors continues to be guided by a (bribable) Imperial 
advisor, such transgressions are overlooked. 

The M12-L Kimogila includes four linked lasers, a concussion missile 
launcher with a large magazine, and a proton torpedo tube with a small 
payload. Because either the pilot or the gunner can control the proton tor- 
pedoes, the ship can fill a variety of attack roles, at least for short periods of 
time. As a planetary bomber, it can make attack runs with both of its missile 
weapons; in space conflict, it can focus on making attacks with its lasers, 
reserving its concussion missiles and proton torpedoes for heavier targets. 
This versatility, coupled with its remarkable resilience, makes the Kimogila 
one of the most popular Rebellion era starfighters for unaligned forces that 
need to do more with less. 

M12-L Kimogila Heavy Fighter CL 10 
Gargantuan starfighter 
Init +4; Senses Perception +5 
Defense Ref 17 (flat-footed 13), Fort 28; +8 armor 
hp 160; DR 10; SR 15; Threshold 48 
Speed fly 14 squares (max. velocity 850 km/h), fly 4 squares 
(starship scale) 
Ranged heavy laser cannons +5 (see below) and 

medium concussion missiles +3 (see below) or 
Ranged heavy laser cannons +5 (see below) and 

proton torpedoes +3 (see below) or 
Ranged medium concussion missiles +3 (see below) and 

proton torpedoes +5 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +0; Grp +33 

Atk Options autofire (heavy laser cannons), fire-link (heavy 
laser cannons) 

Abilities Str 46, Dex 18, Con —, Int 16 

Skills Initiative +4, Mechanics +5 (+13*), Perception +5 (+3), Pilot +4, 
Use Computer +5 (+13*) 

“If the ship has an astromech droid, use these skill modifiers instead. 


Crew 1 plus astromech droid (normal); Passengers none 
Cargo 110 kg; Consumables 2 weeks; Carried Craft none 
Payload 12 medium concussion missiles 

Hyperdrive x2, 10-jump memory (astromech droid) 
Availability Restricted; Cost 175,000 (125,000 used) 


Heavy laser cannons (pilot) 
Atk +5 (+0 autofire), Dmg 6d10x2 

Medium concussion missiles (gunner) 
Atk +3, Dmg 8d10x2 

Proton torpedoes (pilot or gunner) 
Atk +3 (+5 pilot), Dmg 9d10x2 


M22-T KRAYT GUNSHIP 

The M22-T Krayt gunship was originally commissioned by Jabba the Hutt to 
serve as a command ship for his most powerful and loyal lieutenants. The 
design proved successful and popular, and MandalMotors produced many 
more such gunships, but only as special orders for valued clients. It was the 
last of the "scaled killer” series (including the Dunelizard, the Kimogila, and 
the Scyk), and it was so heavily armed and armored that it finally drew the 
Empire's attention to MandalMotors' independent military constructions. 
The Imperial advisor who allowed its design and sale was imprisoned, and 
various Imperial sycophants took his place for several years. After the Battle 
of Endor, MandalMotors workers ousted the Imperial advisor’s position in 
favor of supporting the New Republic. 

Because of its origin as a specially ordered craft, the M22-T Krayt gun- 
ship has a few unusual features. First, it has numerous cover panels that 
have little purpose but aesthetics, which can be modified or removed to 
suit the tastes of each owner. Second, the ship has room for two passengers 
(or prisoners), which allows it to be used as an armed shuttle or a prisoner 
transport as well as an attack craft. 

The Krayt carries four laser cannons under the pilot's control, a gunner's 
turret that can be armed with lasers or ion cannons, and a concussion mis- 
sile launcher controlled by either the pilot or the gunner. The gunner has 2 
clear field of fire and a dedicated targeting computer, which grants a +1 
equipment bonus to attack rolls with turret weapons (but not with the ship's 
concussion missiles). This heavy firepower makes the Krayt a highly effective 
attack craft, but it is too expensive for mass production. It remains most 
commonly found as a squad leader's fighter, a bounty hunter's personal 
vessel, or an escort for the wealthy. 


M22-T Krayt Gunship 
Gargantuan starfighter 
Init +4; Senses Perception +6 


cL12 


Defense Ref 16 (flat-footed 13), Fort 28; +8 armor 
hp 160; DR 10; SR 20; Threshold 48 


‘Speed fly 12 squares (max. velocity 800 km/h), fly 3 squares 
(starship scale) 
Ranged heavy laser cannons +8 (see below) and 
ion cannons +7 (see below) or 
Ranged heavy laser cannons +8 (see below) and 
medium concussion missiles +6 (see below) or 
Ranged ion cannons +7 (see below) and 
medium concussion missiles +8 (see below) 
Fighting Space 4x4 or 1 square (starship scale); Cover total 
Base Atk +2; Grp +35, 
Atk Options autofire (heavy laser cannons, ion cannons) 


Abilities Str 46, Dex 16, Con —, Int 18 
Skills Initiative +4, Mechanics +6, Perception +6, Pilot +4, 
Use Computer +6 


Crew 2 (skilled); Passengers none 

Cargo 440 kg; Consumables 1 week; Carried Craft none 
Payload 16 concussion missiles 

Hyperdrive x1, navicomputer 

Availability Military; Cost 350,000 (210,000 used) 


Heavy laser cannons (pilot) 
Atk +8 (+3 autofire), Dmg 5d10x2 


lon cannons (gunner) 
Atk +7 (+2 autofire), Dmg 4d10x2 ion 


Medium concussion missiles (pilot or gunner) 
Atk +6 (+8 pilot), Dmg 8d10x2 
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PINOOK FIGHTER 

It is often said that the design of the Pinook fighter is so bad that it couldn't 
have happened by accident. Though such statements are meant to be humor- 
ous, they actually are true. Built by Joraan Drive Systems, the Pinook suffered 
from heavy Imperial restrictions on its available armament, weapons, and 
power supply, Since Joraan Drive Systems was not a strong supporter of the 
New Order, its board of directors could not convince Imperial inspectors to 
allow the Pinook to be sold to allies of the Empire. As a result, the inspec- 
tors considered the ship a purely civilian craft and saw no need to let the 
company give it any serious combat ability. 

The Pinook is slow, poorly armed, and underpowered. It's inexpensive, 
but that consideration pales in light of its performance. The ship can be 
outflown by a Y-wing and outgunned by jury-rigged ugly fighters built from 
spare parts. The Pinook has seen some success as a training vessel, since 
it is cheap enough to risk with raw pilots, but no force that fields the ship 
in combat expects it to do anything but report the. presence of an enemy 
before being destroyed. The sales and performance of the Pinook are so 
poor that Joraan Drive Systems secretly constructs starfighters for criminal 
organizations just to stay solvent. 


Pinook Fighter cL 10 

Huge starfighter 

Init +4; Senses Perception +5 

Defense Ref 12 (flat-footed 11), Fort 24; +3 armor 

hp 75; DR 10; SR 10; Threshold 34 

Speed fly 9 squares (max. velocity 600 km/h), fly 3 squares 
(starship scale) 

Ranged light laser cannons +4 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover total 

Base Atk +0; Grp +24 

Atk Options autofire (light laser cannons) 

Abilities Str 38, Dex 12, Con —, Int 14 

Skills Initiative +4, Mechanics +5, Perception +5, Pilot +4, 

Use Computer +5 


Crew 1 (normal); Passengers none 

Cargo 25 kg; Consumables 1 week; Carried Craft none 
Hyperdrive x1.5, navicomputer 

Availability Military; Cost 50,000 (25,000 used) 


Light laser cannons (pilot) 
Atk +4 (-1 autofire), Dmg 3d10x2 
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RAZOR-CLASS STARFIGHTER 

Built by the small Starypan/SunHui Spaceworks, the Razor-class starfighter 
is a typical example of the type of fighter available to corporate security 
forces and wealthy families that can get Imperial approval for armed ships. 
Though by no means exceptional, the Rozor-class is a capable starfighter 
offering good firepower and speed, despite suffering from weak shields and 
little internal bracing. Like the R-41 Starchaser on which it is based, the ship 
is limited by its lack of a copilot, gunner, or droid port, making it impossible 
to take advantage of all its weapons on a single strafing run. 


Razor-class Fighter cL9 
Gargantuan starfighter 
Init +6; Senses Perception +6 
Defense Ref 16 (flat-footed 11), Fort 24; +6 armor 
hp 90; DR 10; SR 15; Threshold 44 
Speed fly 16 squares (max. velocity 1,050 km/h), fly 4 squares 
(starship scale) 
Ranged medium laser cannons +7 (see below) or 
Ranged ion cannons +5 (see below) or 


Ranged medium concussion missiles +5 (see below) 
Fighting Space 4x4 or 1 square (starship scale); Cover total 
Base Atk +2; Grp +31 


Abilities Str 38, Dex 20, Con —, Int 16 
Skills Initiative +6, Mechanics +6, Perception +6, Pilot +6, 
Use Computer +6 


Crew 1 (skilled); Passengers 1 

Cargo 110 kg; Consumables 1 week; Carried Craft none 
Payload 8 medium concussion missiles per tube 
Hyperdrive x2, navicomputer 

Availability Licensed; Cost 75,000 (45,000 used) 


Medium laser cannons (pilot) 
Atk +7, Dmg 5d10x2 


Jon cannons (pilot) 
Atk +5, Dmg 3d10x2 ion 


Medium concussion missiles (pilot) 
Atk +5, Dmg 9d10x2 


TWO RAZOR-CLASS STARFIGHTERS ATTACK A KIMODILA FIGHTER. 


SPACE TRANSPORTS 

During the Rebellion era, space transports see a huge increase in use 
for a variety of reasons. First, they are the largest type of vessel that many 
shipyards are allowed to build under restrictive Imperial regulations. Second, 
they are easier than larger ships to hide, maintain, and modify in secret bases, 
but they remain more powerful than starfighters, making them the choice of 
smugglers, bounty hunters, pirates, small merchant cartels, and even Rebel 
strike forces. Third, it is possible to operate a dozen light freighters for the 
same cost as a single capital ship, so credit-strapped groups find it more 
‘economical to use space transports as scouts, patrol ships, and armed escorts 
rather than trying to field a fleet of larger ships. Even planetary governments 
that have Imperial permission to arm patrol ships sometimes discover that 
their treasuries, ravaged by the rigors of the Clone Wars and the harsh taxes 
of the Empire, cannot afford anything bigger than a space transport. 


MOBQUET MEDIUM TRANSPORT 
The Mobquet medium transport is a design of Mobquet Swoops and Speeders 
(MS&S), a repulsorlift manufacturing company owned in turn by TaggeCo. 
The only starship design produced by MSE, the medium transport is a major 
departure from its normal line of swoop bikes and landspeeders. The design 
was built with aid from sister company Tagge Industries Shipyards Limited 
and initially intended for TaggeCo’s exclusive use. The ship proved extremely 
popular, however, and as a result is sold to private concerns as well, 

The three nodes of a Mobquet medium transport are intentionally modular, 
allowing it to be modified in sections as needed for its owner's intended 
use. The standard design has crew quarters, storage, and a few defensive 
weapons in the front node; speeder racks with external access in the second 
node; and engineering and computer units in the third node, along with some 
additional storage. However, it is possible to expand the weapon systems 
by reducing the rear storage, or to convert the central node into a passen- 
ger section that can carry up to 32 creatures in comfort. (For purposes of 
the starship modification rules from Starships of the Galaxy, the Mobquet 
medium transport has 10 unused emplacement points.) 

Because TaggeCo has strong connections with the Empire (and many of 
its subsidiaries have contracts for Imperial vehicles and gear), it managed to 
have the Mobquet licensed as a medium transport rather than a bulk hauler or 
heavy cargo carrier. This classification results in reduced regulation of sales 
of the 113-meter-long starship, which is big enough to mount capital-class 
weapons. Although the ships aren't produced with heavy weapons as standard 
options, itis not unusual for pirates, Rebels, and smugglers to add a turbolaser 
turret to. a Mobquet, often behind hidden panels that blow off if the weapon 
is fired. The ships are also used as fighter carriers, troop transports, and mis- 
sile cruisers after extensive modifications, and Imperial customs ships have 
learned to approach Mobquet medium transports with caution. 
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Mobquet Medium Transport cLs 
Colossal (frigate) capital ship 
Init ~1; Senses Perception +6 
Defense Ref 15 (flat-footed 12), Fort 39; +12 armor 
hp 900; DR 15; SR 90; Threshold 139 
Speed fly 3 squares (starship scale) 
Ranged laser cannon +4 (see below) and 
medium concussion missiles +4 (see below) 
Fighting Space 1 square (starship scale); Cover total 
Base Atk +2; Grp +51 
Atk Options autofire (laser cannon) 
Abilities Str 69, Dex 16, Con —, Int 14 
Skills Initiative -1, Mechanics +6, Perception +6, Pilot 
Use Computer +6 


Crew 2 (skilled); Passengers 24 

Cargo 700 tons; Consumables 2 months; Carried Craft none 
Payload 32 medium concussion missiles 

Hyperdrive x2, navicomputer 

Availability Licensed; Cost 750,000 (225,000 used) 


Laser cannon (gunner) 
Atk +4 (-1 autofire), Dmg 4d10x2 
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Medium concussion missile (gunner) 
Atk +4, Dmg 8d10x2 


YKL-37R NOVA COURIER 

Gallofree Yards, Inc., produced the YKL-37R Nova Courier in an attempt to 
turn the company’s fortunes around after its medium transport ships failed 
to capture the market from competitors such as the Corellian Engineering 
Corporation. The design of the Nova Courier is significantly better than 
that of any of its larger transports and cargo freighters, but the company's 
reputation ensured that its sales were slow from the beginning, 

To make matters worse, rumors of the company's demise preceded the 
release of the Nova Courier, making buyers skittish about acquiring the 
ships only to find parts and upgrades nonexistent. Furthermore, the cost of 
converting existing manufacturing plants to the new design was disastrously 
higher than expected, far outstripping revenues. When Gallofree Yards, Inc., 
finally folded, its vast stock of unsold YKL-37Rs was sold off at auction to 
the highest bidders, which included smugglers and independent merchants 
looking to pick up cheap ships. 


Masquer MEDIUM TRANSPORT. 


Many of the new owners were pleasantly surprised by the Nova Courier's 
performance. Though its cargo capacity is low compared to most transports in 
its class, the ship handles well, is reasonably robust, and provides comfortable 
accommodations for crew and passengers. It also shows the benefit of the 
lessons learned from earlier GR-class designs, with low maintenance needs 
and a high degree of easy modification. (A character trained in Mechanics 
gains a +5 equipment bonus to Mechanics checks for a Nova Courier. For 
purposes of the starship modification rules from Starships of the Galaxy, the 
ship has 5 unused emplacement points.) 

The Nova Courier also offers good defenses for a stock model, with two 
turrets of twin laser cannons and three small concussion missile launchers, 
Though each tube carries only a few missiles, the ability of the copilot and 
both gunners to fire missiles at the same time gives the Nova Courier a 
heavy punch for a short engagement. It has proven popular with mid-level 
diplomats and the moderately rich as an armed shuttle for short trips, and it 
frequently is the travel ship of choice for crime lords unable to afford luxury 
yachts or capital-class ships. 


YKL-37R Nova Courier cL8 
Colossal space transport 
Init -2; Senses Perception +5 
Defense Ref 18 (flat-footed 15), Fort 27; +15 armor 
hp 180; DR 15; SR 60; Threshold 77 
Speed fly 12 squares (max. velocity 800 km/h), fly 3 squares 
(starship scale) 
Ranged 2 laser cannons +2 (see below) and 
3 medium concussion missiles +2 (see below) 
Fighting Space 12x12 or 1 square (starship scale); Cover total 
Base Atk +0; Grp +37 
Atk Options autofire (laser cannons) 
Abilities Str 44, Dex 16, Con —, Int 14 
Skills Initiative -2, Mechanics +5, Perception +5, Pilot -2, 
Use Computer +5 
Crew 4 (normal); Passengers 6 
Cargo 60 metric tons; Consumables 6 months; Carried Craft none 
Payload 12 concussion missiles per tube 
Hyperdrive x2 (backup x12), navicomputer 
Availability Licensed; Cost 150,000 (45,000 used) 


Laser cannons (2 gunners) 
Atk +2 (-3 autofire), Dmg 5d10x2 

Medium concussion missiles (copilot, 2 gunners) 
Atk +2, Dmg 8d10x2 


YV-545 LIGHT FREIGHTER 

The Corellian Engineering Corporation (CEC) constantly struggles to replicate 
its successful freighter designs, but not all its efforts bear fruit. The YV-545 
isan example of a design that should have been popular but simply was not. 
Specifically intended to bridge the gulf between the older YT series and the 
modern YV series, the YV-545 tried to please fans of both and ended up 
pleasing neither. Sales remained low, and the ship is now available only as 
a special order item. 

On a landing pad, the YV-545 looks like a YT series design, with a side- 
mounted cockpit and a saucer-shaped main body. One of its two loading 
mandibles is notably longer than the other, and it has a forward-mounted 
access ramp in addition to one at the rear, but the freighter otherwise looks 
like a modified YT-1300. In flight, however, the YV-545 reveals its main 
trick—the cockpit rotates 90 degrees to be “on top” of the starship, with the 
saucer body hanging beneath. The ship can land in this configuration as well, 
allowing it to move between narrow loading supports and fit into docking 
slips that are off-limits to a standard YT series ship. CEC hoped that the 
typical YT series look would bring in new buyers and that the vertical flight 
profile would encourage them to consider the YV series designs. 


In truth, most buyers see the design as needlessly complex. Cargo must 
be strapped down carefully whenever the freighter enters or leaves a grav- 
ity field, and during takeoff and landing maneuvers, passengers can't move 
freely about the ship without considerable caution. The YV-545's complex 
maneuvering system is difficult for casual pilots to manage (a character who 
is not trained in Pilot takes a -2 penalty to Pilot checks made to fly the ship). 
Furthermore, the internal compensators and rotating cockpit mechanism 
make the YV-545 hard to modify. (For purposes of the starship modification 
rules from Starships of the Galaxy, the YV-545 has only 3 unused emplace- 
ment points, rather than the normal 5 for CEC starships.) 

However, the design did produce an extremely maneuverable ship that 
rivals many starfighters. In addition to being able to rotate its cockpit, the 
freighter is ringed with sensor dishes and maneuvering thrusters that allow 
it to spin and flip in ways that other transports cannot. Legitimate merchants 
might have little need for this feature, but it has proven useful to smugglers 
and pirates wishing to modify the YV-545 into an attack craft. The ship's 
under-and-over gun turrets have an unusually good field of fire, and many 
owners add heavier weapons to the modest double lasers installed at the 
factory. 


Corellian YV-545 cL9 

Colossal space transport 

Init +0; Senses Perception +5 

Defense Ref 19 (flat-footed 14), Fort 27; +14 armor 

hp 90; DR 15; SR 30; Threshold 77 

‘Speed fly 12 squares (max. velocity 800 km/h), fly 2 squares 
(starship scale) 

Ranged double lasers +3 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total 

Base Atk +0; Grp +37 

Atk Options autofire (double lasers) 

Abilities Str 44, Dex 20, Con —, Int 16 

Skills Initiative +0, Mechanics +5, Perception +5, Pilot +0, 
Use Computer +5 

Crew 2 (normal); Passengers 5 

Cargo 80 tons; Consumables 3 months; Carried Craft none 

Hyperdrive x2 (backup x15), navicomputer 

Availability Licensed; Cost 120,000 (35,000 used) 


Double lasers (gunner) 
Atk +3 (-2 autofire), Dmg 4d10x2 
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* CHAPTER 4 
GION ERA CAMPAIGN 


In any society, citizens rely on the government for security: laws to define 
civilized behavior, officials to enforce those laws, punishments for those who 
break those laws, and so on. The sacrifice of some beings’ freedoms for the 
safety and security of all seems to many during the Rebellion era to be a 
_ reasonable exchange. However, a few beings know that power, corruption, 

and oppression go hand in hand, and those beings oppose tyranny through 
» acts of sabotage or open rebellion. 

The heroes in a Rebellion era campaign can fight for either side of the 
conflict—the Galactic Empire or the Rebel Alliance—or even act on behalf 
of fringe elements such as smugglers and pirates. Heroes can be upstand- 
‘ing Imperial citizens lending their aid against the Rebellion, or they can be 

reedom-loving Rebels working to bring down the Emperor. 
Whichever side the players choose, the Rebellion era is rife with pos- 
sibilities and pitfalls, opportunities and obstacles, and nobility and villainy. 


HEROES FROM 
BOTH SIDES 


. The characters in a Rebellion era campaign do not need to be all Rebels, or all 
Imperials, or all outlaws from the fringes of society, but getting a disparate 
group to work together toward a cpmmon goal can prove complicated. Unless 
the Gamemaster is prepared to construct an elaborate plot that requires 
Rebels and Imperials to fight side by side, the group might have to agree not 
to play heroes with diametrically opposed ideologies—at least at first. 

The players should discuss their visions of the campaign with the Game- 
master before the campaign begins. If players want to be heroic freedom 
fighters struggling against an oppressive galactic regime, then they should 

‘play Rebels. If they want to spend their time at the game table matching 

wits with terrorists and saboteurs, the Gamemaster should let them play 
Imperials. And, of course, smugglers and their ilk mesh with both groups, so 
heroes on the fringe have a place in either style of campaign. 

A precampaign discussion also gives players an opportunity to develop 
their heroes’ backgrounds, decide how their heroes know each other, and 
determine what brings them together in the first place. It gives the Game- 

aster a chance to work the heroes’ back stories into the campaign, and it 
also provides the group with an open forum in which the Gamemaster and 
/ players can discuss what they want to get out of the campaign. 

If players develop character backgrounds with no clear connection to 
one another, the Gamemaster should consider preparing an introductory 
scenario that brings the heroes together and, ideally, gives them a common, 
cause that keeps them more or less on the same side for the duration of 
the campaign. 
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FROM A SPECIFIC 

POINT OF VIEW 

The story of the Rebellion era is replete with examples of Rebels outwitting 
the vastly greater numbers of the Empire as they strive to restore justice to 
the galaxy. Faced with superior odds and superior equipment, the Rebel Alli- 
ance triumphs, eventually restoring the Republic and vanquishing the Sith. 

Of course, from another perspective, the real heroes are the citizens of 
the Galactic Empire, who, though they enforce the edicts of one of the most 
evil beings ever to live, dutifully provide peace and order for the populace. 
Their struggle against the forces of chaos—embodied by the Rebel Alliance— 
might ultimately fail, but they are not necessarily evil themselves, They can 
comport themselves with as much honor, conscience, and courage as any 
Rebel—and sometimes with more. 

Having the option to play either side of the conflict can make a Rebel- 
lion era campaign exciting—particularly if the players want to explore the 
Star Wars universe from the vantage point of otherwise noble individuals 
slowly coming to grips with the fact that they are on the wrong side of a 
moral and ethical struggle. As they advance within the ranks of the Galactic 
Empire, such characters see more and more of the Emperor's true cruelty 
and eventually have to choose between remaining loyal to a corrupted ideal 
or acting to right the wrongs that they have helped create. 


SHARED HERO BACKGROUNDS 
When the heroes cooperate, the campaign runs more smoothly, so giving 
the heroes motivations to join together, work together, and stay together 
afterward is often the primary goal of the first game session. The simplest 
and best method is to let the players define their own characters’ relation- 
ships (although the Gamemaster can suggest a few ways to fill in gaps here 
and there). For example, Hero A is Hero B's older brother, and Hero C works 
with Hero D, who shared a dormitory room with Hero A back in the academy. 
Such connections encourage the heroes to cooperate with one another and 
can bring them all to the same location for the start of the campaign. 

For example, Braht Rinnor is an Imperial Academy graduate serving aboard 
an Action VI supply ship, looking for an opportunity to desert and join the 
Rebellion. At a refueling stop on Commenor, he runs into his old girlfriend 
Miria, who, with her best friend, a Twi'lek named Zyrinna, has made contact 
with a Rodian Rebel named Skollo. However, Skollo is actually just a down- 
on-his-luck gambler with no real ties to the Rebel Alliance; he just wants 
to show off for the ladies. When Skollo tells the other three that he needs 
a ship to take him to his Rebel rendezvous, Braht realizes that the Action 
VI might be just the ticket, and suggests that the four of them “liberate” it 
for the Alliance, 


Of course, if a player cooks up an extraordinarily elaborate background, 
the Gamemaster should feel free to suggest scaling it back a bit or, at least, 
quietly downplay the parts that don't fit into the campaign well. In the end, 
each hero needs only one compelling reason to want to team up with the 
other heroes. 

Likewise, the Gamemaster has final approval over the players’ character 
concepts. Not everyone gets to be the last Jedi in the galaxy, after all. 


COMMON CAMPAIGN BLEMENTS 
At the commencement of every campaign, the Gamemaster should let the 
players know what is common knowledge in the setting—what the heroes 
would know that the players might not. This can include information relating 
to the first story arc the Gamemaster has planned, and it can include inter- 
esting but ultimately unrelated leads that encourage the heroes to explore 
a bit. Either way, the Gamemaster should encourage the players to work this 
information into their character backgrounds. 

Presented below are brief campaign outlines designed to give Gamemas- 
ters ideas for how to unite the heroes in Rebellion era campaigns: 

© The heroes are Rebel operatives tasked with carrying out acts of sabo- 
tage and espionage against Imperial targets. 

* The heroes are the personal staff of an ambitious Imperial Moff, 

* The heroes are the crew of a tramp freighter, smuggling contraband to 
Imperial contacts—and running weapons to the Rebel Alliance. 

* The heroes are Imperial citizens secretly supplying information and 
materiel to the Rebel Alliance. 

Obviously, these are just suggestions to run past the players, Gamemasters 
should avoid railroading the players into a particular campaign setup—and 
should not let the campaign model limit the character types available to the 
players. A group of Rebel operatives might have a character in their midst 
who is secretly loyal to the Empire, for example; or the tramp-freighter crew 
might include a cultured noble who uses her contacts in the Imperial court 
to get the smugglers jobs. 

Common campaign elements are aimed at giving the players a theme for 
their character concepts, but once the Gamemaster plants the basic idea, 
the players are free to run with it. The Gamemaster should work with the 
players to develop these elements, bearing in mind that the overall goal is 
to give the players hooks to unite their heroes, and to give the Gamemaster 
hooks for future adventures. 
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Chain of Command 
Because Rebellion era campaigns are likely to include heroes in the roles of 
Rebels or Imperials, the easiest way to unite them is to put them in either 
organization's chain of command. In addition to bringing the heroes together, 
this gives them access to basic equipment (and, occasionally, mission-specific 
equipment), transport, occasional allies, and perhaps most important, a com- 
manding officer to give them missions and advice—in other words, a tool for 
the Gamemaster to keep the campaign on track. For example 
© The heroes are junior officers serving aboard an Imperial Star Destroyer. 
They are under review by their commander and must exceed expecta- 
tions in order to avoid being reassigned to guard duty at the penal 
colony on Dathomir. 
© The heroes are Rebel recruits attached to the consular ship of an Alli- 
ance-sympathetic ambassador from Naboo. As new recruits, they are 
given assignments and duties no one else particularly wants, but if they 
perform well, they might be given more critical duties. 
© The heroes are the crew of an Imperial supply ship whose captain is 
secretly diverting materiel to the Rebels. The captain frequently orders 
the heroes to carry out his drops to Rebels who are disguised as Impe- 
rials—and then blames the heroes when his superiors notice the differ- 
ence between cargo and manifest. 


© The heroes are part of a gang of shipjackers who steal Imperial ships to 
sell to the Rebels. Their commander is a disillusioned ex-Imperial officer 
who expects tight discipline from the heroes, but rewards them richly 
when they do well. 

In any of these examples, the heroes can move up the chain of command 
as time goes by, perhaps eventually becoming commanding officers. Each 
mission gives the heroes a chance to impress their superiors with their good 
work and to earn promotions (or at least a greater share of the profits) 
Regardless whom they report to, the heroes need to perform well and follow 
orders—the primary order being "work together.” 


Base of Operations 
When players want to work together but their characters’ backgrounds do 
not cross paths, the simplest answer might be to put them all in the same 
location at the beginning of the first adventure. Putting them in the same 
place—whether or not they know each other—lets the Gamemaster present 
them with location-based adventures and gives them all a stake in working 
together: if they fail, they lose access to their base of operations and all its 
equipment and protection 

Of course, this sort of campaign element requires the Gamemaster to do 
a lot of advance prep work developing the base of operations, detailing the 
resources available to the heroes, creating NPCs who live and work there, 
and outlining the activities that normally go on there. Then the Gamemas- 
ter must present all this to the players—often before the campaign even 
starts. After all, if they live there, the heroes probably already know all of 
this information 

The initial benefit of creating a base of operations is that the Gamemas- 
ter can build in adventure hooks right away. Farther on into the campaign, 
though, the benefits multiply as the base of operations becomes the heroes’ 
haven—a place to rest and recover between adventures, or to hide out when 
they have made too many enemies. The base of operations also provides 
heroes with a place to plan, practice, and prepare for missions, and it can be 
a great set piece if the campaign is going to explore the heroes’ downtime 
as much as it explores their adventures. 

The heroes’ base of operations can be a place such as a secret Rebel 
base on Dantooine, the Imperial Academy on Corulag, or a hidden hangar 
on Nar Shaddaa. 


Event 

If the heroes have wildly disparate backgrounds or they don't want to be 
tied to a static location, the Gamemaster should consider uniting them with 
a major event. Thrown together by circumstance, the heroes have no choice 
but to work together if they want to survive. If they need a reason to stay 
together, the Gamemaster can tailor the event so that the heroes all have a 
motive to find out how and why it happened. 
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Campaigns of this nature rely largely on the heroes’ backgrounds, because 
the Gamemaster has to ensure that each hero has the proper motivation to 
follow up on the event, as well as the motivation to do so with the aid of the 
others in the group. Having a hero break off from the rest for any reason can 
quickly fracture the group. The Gamemaster should identify suitable hooks 
in the heroes’ backgrounds or, if the players haven't provided anything that 
works, suggest some such as these: 

© The destruction of Alderaan has several witnesses—including the 
heroes. Having identified the Death Star as an Imperial superweapon, 
the heroes are motivated to join the Rebellion and seek justice for the 
millions of Alderaanians who died. 
The Battle of Yavin sees tens of thousands of Imperials killed—some of 
them friends and relatives of the heroes. Outraged, the heroes band 
together at a memorial service and vow to bring the Rebels responsible 
to justice. 
The Imperial occupation of Bespin puts a number of gas miners out 
of business, including the heroes. Equipped with a Tibanna-mining 
ship and a handful of improvised weapons, the heroes must fight a 
guerrilla war to drive out the Imperial garrison and restore Bespin's 
independence. 


The Common Cause 

Obviously, the heroes can also band together to support a common cause: 
bringing down the Empire, for example, or seeing the "Heroes of Yavin" answer 
for their crimes, As long as the goal is attainable, the heroes have clear 
motivation. And if the goal cannot be accomplished quickly, the Gamemaster 
has plenty of material for an ongoing campaign. 


THEMES OF THE 
REBELLION ERA 


When running a campaign in the Rebellion era, Gamemasters have a variety 
of themes available to them that can be integrated into adventures to give 
those adventures a distinct feel. These themes run throughout many of the 
stories that take place in the Rebellion era, and are central to distinguishing 
the Galactic Civil War from other conflicts throughout history. This is the 
time period that sees the rise of the Rebel Alliance against the backdrop of 
a powerful, well-established Empire. It is a time where desperate people 
make great sacrifices, and where ordinary citizens give up their lives and 
livelihoods to become heroes. These themes are discussed in more detail 
below, with tips for including these themes in your adventures in ways both 
large and small. 


THE RISE OF THE REBELLION 
Perhaps the most distinguishing feature of the Rebellion era, and the one 
that gives the time period its name, is the rise of the Alliance to Restore the 
Republic, also known as the Rebel Alliance. For the first time since the Repub- 
lic was transformed into the Empire, a well-organized group of dissidents has 
both the drive and the means to pose a threat to the Empire. The difference 
between the Rebel Alliance and other resistance groups is that the Alliance 
isa single organization, spread across the galaxy, which poses enough of a 
threat to be recognized and targeted by Imperial agents. 

The importance of the Rebel Alliance can be emphasized in Rebellion era 
adventures in subtle ways. The Empire blames many of its own transgressions 
on Rebels or Rebel sympathizers, so when the heroes witness an act of Impe- 
rial tyranny, they could later hear Imperial propaganda blaming the act on 
the Rebellion. Since the existence of the Rebel Alliance is well known, even 
ordinary citizens will know something about the Rebellion. When the heroes 
go to gather rumors at the cantina, some of the gossip they hear might revolve 
around Rebel activity. The heroes' contacts may warn the heroes about an 
impending Rebel operation (if the heroes are members of the Rebel Alliance, 
hearing about the activities of other Rebel cells will reinforce the idea that 
they are not alone in the galaxy). 

Even if the heroes aren't members of the Alliance, the Rebellion can 
be the genesis of many adventure hooks. For example, smuggler heroes 
could be involved in smuggling arms from a crime lord to a Rebel cell on an 
Imperial world. Mercenary units might be hired to supplement the ranks of 
the Rebellion at a key battle, or to rescue Rebel operatives who have been 
captured by the Empire. You should fee! free to use the Alliance as a source 
of adventure for a variety of Rebellion era campaigns. 


GREAT SACRIFICES 

Rebellion often demands great sacrifices, both from those rebelling and from 
those closest to them. During the Rebellion era, all who wish to fight for 
freedom must be prepared to lose everything—their homes, their families, 
and even their lives—for the sake of their ideals. An individual's dedication to 
rebellion against the Empire is constantly tested by the need to give up things 
that person holds dear, and heroes should never forget that price. 

On a smaller scale, this concept can be reinforced in the histories of the 
characters that the heroes will interact with over the course of a campaign. 
Everyone serving the Rebellion has a story, and most of those stories involve 
great sacrifice. When the heroes begin digging into their cell leader's past, 
they may find out that her whole family was imprisoned at Kessel for her 
defiance. When making contact with a Rebel operative on a Core world, that 
Operative might be missing an eye or have a cybernetic arm as a result of 
Imperial torture. When the heroes call upon an ally for assistance, they may 
later discover that the ally suffered Imperial retribution and lost home and 
livelihood as a result of the help given to the heroes. 
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Asa basis for adventure, sacrifices can be powerful motivators. Perhaps the 
heroes need to rescue Rebel operatives who are still alive in a bunker after an 
orbital bombardment. Or the heroes may learn that their allies are being cap: 
tured or killed by Imperial agents, and the heroes must discover the in 


in their ranks as the Imperial net draws ever tighter around the! 


DESPERATE MEASURES 
One of the hallmarks of the era is that, in defiance of the Empire, many Rebels 
are driven to desperate acts that have little chance of success, The attacks 
on the Death Stars seem like suicide missions to outside observers. Imperial 
officers who secretly sympathize with the Rebellion must take great risks in 
order to convince others to join them in mutiny. During the Rebellion era, the 
only chance of defeating the Empire comes through taking risks with long 
odds and hoping that boldness and determination can bring success 

As with the idea of a need for sacrifice, a sense of desperation can be 
fostered in a campaign through the actions and stories of the characters 


that the heroes interact with. The heroes might encounter allies, contacts, or 
even strangers over the course of the adve 
acts in the hopes of breaking the stranglehold of the Empire. Perhaps a 


re who are driven to desperate 


shopkeeper offers them his life savings if they will help his family escape to 
¢, a space transport pilot might offer to 
n behalf of the heroes for free, telling 
ake their credits 


a Rebel-friendly world. In another ca 
undertake a dangerous blockade ru 
the heroes that h them to succeed too badly to 
Ch the heroes interact with are more willing to take large risks 
during the Rebellion era, showing that the galaxy is at a turning point. 
Adventures in the Rebellion era convey a sense of desperation by their 
ures. The Rebellion era is rife with adventures that center around 
ts such as attacking well-defended space stations, breaking 
he Empire— 


racters thal 


very 


desperate 
into Imperial garrisons, or traveling to Coruscant—the heart of 
of information. In the Rebellion era, there should be few, if any, 
trivial adventures; each adventure should evoke a sense of desperation 
the sense of having the odds stacked against the heroes. These 


throug) 
adventures may be no more difficult than adventures in other eras, but the 
perception of greater danger (for example, by setting the backdrop of an 
adventure on a space station above Coruscant instead of on a space station 
above an Outer Rim world) can give the players a sense that the risks are 


greater than in other eras 


A POWERFUL EMPIRE 

By the time of the Rebe xy 
and shows no signs of letting go. The Empire of the Rebellion era is just as 
monolithic as it was during the Dark Times, but now the Empire has not only 


i rol over the galaxy. This is part 


ion era, the Empire has taken a tight grip on the gala 


military control but also social and cultural cor 


of what makes the Empire so dangerous; not only does it have Star Destroyers 


hovering above every world, it also has millions of bureaucrats, nobles, and 


even ordinary citizens under its thrall. Though many are willing to rebel against 
the Empire, many more have been driven in the opposite direction and have 
become as zealous in their defence of the Empire as any stormtrooper. 

As the Gamemaster, you can help reinforce the sense of a strong, ever 


tion. When describing a scene on the 


present En ie descr 
streets of Tatooine, mention that a squad of sandtroopers is walking down 


e street on patrol. As the heroes land on a planet, describe a trio of TIE 


ire through sim) 


fighters zooming by the spac reed to stop ata 


random Imperial security checkpoint during a trek across a city, or they may 
have to deal with an Imperial bureaucrat during a simple trip to replenish 
pplies. These small, unobtrusive details can subtly reinforce the presence 
of a powerful Empire without involving the players in direct conflict 

As the primary antagonist of the Rebellion era, the Empire is one of the 
best enemies to pit your heroes against in adventures. Althoug 
can feature other enemies, such as the Zann Consortium or Hutt crime lords, 
those adventures can tie into the Empire in some way. For example, perhaps 
the heroes get stuck between the Zann Consortium and the Empire after 
convoy that the Zann Consortium had also planned to 
steal. In this way, you can retain the sense that the ubiquitous Empire is the 
even if it is not the heroes’ main opponent in 


port. The heroes might be f 


adventures 


hijacking an Imperia 


primary antagonist of the era 


the adventure. 
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EVERYDAY HEROES 
The Rebel Alliance shows the galaxy that everyday citizens can grow into 
heroes. Many of the heroes of the Alliance come not from a great military 
lineage or from a line of powerful nobles but rather from ordinary beings who 
decide that the time has come for the Empire to end. Likewise, many of the 
beings who have great influence over the events of the Rebellion era are from 
species often regarded as less powerful, like the Sullustans or the Ewoks. 
When populating adventures with allies and background characters, give 
those characters histories that begin in inauspicious places. The commander 
of the heroes’ Alliance cell might have once been a mechanic whose defiance 
of the Empire led him into a position of leadership. The fight against the 
Empire can reveal undiscovered character traits; for example, a character 
who was once the pilot of a long-range cargo hauler might be forced to 
act as an escort starfighter pilot, at which point she discovers that she is 
naturally skilled at starfighter combat. Feel free not only to highlight the 
fact that many of the characters that the heroes interact with come from 
humble origins, but also to show the evolution of those characters from 
undistinguished origins to heroism. 


CAMPAIGN BLEMENTS 
The elements and themes the Gamemaster chooses to incorporate into 
adventures help set the atmosphere for the entire campaign. In addition 
to the overall themes of standing against oppression, using the Force, and 
seeking the hero's path—all of which define Star Wars in general—the other 
themes the Gamemaster introduces establish a specific setting, such as the 
Rebellion era. Of course, the Gamemaster need not inject every theme into 
every adventure—one or two are sufficient—but the absence of all of them 
might lead the players to feel as though something is missing. 

In the Rebellion era, campaigns revolve around the themes and elements 
of regular space travel, guerrilla warfare, superweapons, secret bases, military 
battles, and the last remnants of the Force. 


LIFE ON THE Move 

A major theme of Rebellion-centered campaigns arises from the constant 
threat that the Rebel Alliance faces from the forces of the Empire. Pursued by 
a vastly superior military, the Alliance must strike fast and disappear quickly; 
they can never stay in one place for long. No settled world can afford to 
harbor the Rebels for long without drawing the ire of the Emperor, and no 
uninhabited world can provide everything the Rebels need for long-term 
survival. For a Rebel, creature comforts are a long way off. 


Of course, things are not terribly different for the Empire, either. With 
the Rebels always on the run, the forces of the Empire have to struggle to 
keep up, tracking down every report of Rebel activity, investigating every 
suspicious cargo shipment, and flying all over the galaxy in hopes of ending 
the Rebellion once and for all. For every Rebel agent the Empire captures, 
two more escape, and every time the Rebels elude the Empire's grasp, more 
formerly loyal Imperial citizens are tempted into treason. 


Adventure Hook 

The Rebel Alliance is on the move. Having narrowly escaped destruction at 
Yavin 4, the fleet needs to find a new base of operations that can house 
several thousand Rebels of various species, their ships, their supplies, and 
their equipment. General Airen Cracken has assigned the heroes the task of 
scouting several likely locations. The first sites they survey are suboptimal, 
so Cracken sends the heroes to the remote world of Graador. An agrarian 
species, the Graadorians are mostly overlooked by the Empire, and their world, 
while capable of sustaining life, provides the Graadorians with little more. 
However, Graador has a number of caverns that can be adapted for occupa- 
tion by the Rebels, and the caverns are large enough to house the entire Rebel 
fleet many times over. The heroes discover that the caverns are infested with 
mynocks that can tolerate the planet's atmosphere, but mynocks seem to 
be manageable. After the heroes send word to General Cracken to bring the 
fleet, the mynocks devour the heroes’ transceiver equipment, and the heroes 
learn that the vast caverns are also home to colossal space slugs controlled 
by intelligent, mutated mynocks, who want to feed on the Rebels’ genera- 
tors while the space slugs devour the fleet's ships. The space slugs are too 
big to kill and become crazed when the mutant mynocks controlling them 
are killed. So the heroes have to evade the mynocks and their space-slug 
thralls long enough to repair their communication array and warn the Rebel 
Alliance before the unsuspecting fleet flies into the trap. 


GUERRILLA WARFARE 

The story of the Galactic Civil War is the story of underdogs fighting a larger 
and better-equipped enemy the only way they can: through subterfuge, 
secrecy, and hit-and-run battle tactics. The Rebel Alliance cannot survive 
a face-to-face confrontation with the vastly more powerful Imperial fleet, 
so the Rebels must rely on superior tactics or, at least, the element of sur- 
prise. If they strike where the Empire is weak and run before their enemies 
can regroup, they can stay one step ahead. It means a long, slow war in 
which hundreds of thousands of Rebels are likely to die, but the Empire 
eventually falls. 


il 


The Empire, on the other hand, must contend with an enemy whose 
strength is the Empire's weakness: mobility. The Imperial military is the 
most effective fighting force in the galaxy, but it relies on numbers and 
superior firepower. Bringing either to bear against an enemy that appears, 
attacks, and disappears again is a constant challenge. The Rebellion has 
better intelligence on the Empire than the Empire has on the Rebels; spies 
are everywhere—even within the Imperial military. The Empire's only hope 
is to fight a war of attrition, using the Empire's superior numbers to wear 
down the Rebellion. 


Adventure Hook 

The Empire makes a critical mistake. A shipment of bacta is missing, and 
HoloNet News broadcasts a report about the cargo ship's disappearance 
and distress call. Imperial censors quickly quash the story, and HNN later 
announces that the ship has been found and rescued by the Imperial Star 
Destroyer Carnifex. However, Rebel spies among the task force assigned to 
the search report that the Carnifexis still looking for the missing bacta ship. If 
the Rebels can find the bacta first, it would be a terrible blow to the Empire's 
war effort, and it would put a huge supply of much-needed bacta in Rebel 
hands. The entire story is a trap set by Admiral Veritts, commander of the 
Carnifex. The plan is to lure several Rebel ships close to the Imperial cargo ship 
Lifeline to either tow the ship or transfer its cargo to their own holds—then 
unleash the Lifeline's secret weapon, a battery of gravity-well projectors. 
While the Rebels struggle to escape, the Carnifex and its escort ships sweep 
in to disable the Rebel ships, capture them, and interrogate the prisoners. 
As Rebel agents, the heroes are tasked with locating the Lifeline and report- 
ing back to Rebel command. They are able to triangulate the distress call, 
track the ship's drift, and convince the Lifeline’s crew that they are there 
to provide assistance, but when they board, they find a platoon of Imperial 
stormtroopers waiting for them. The heroes must avoid the stormtroopers, 
discover the disguised gravity-well projectors, and warn the Rebel fleet to 
stay away—and then somehow escape the trap themselves. 


SUPERWEAPONS 

From the Death Stars to Centerpoint Station, the Star Wars universe is bris- 
tling with weapons designed to destroy entire worlds—remnants of ancient 
civilizations, or tools of war built by deranged conquerors. They are the 
deadliest weapons in existence and also the biggest targets. Without them, 
however, the Star Wars setting is just another space opera in which the enemy 
has to be defeated one starship, one walker, and one soldier at a time. 


In Star Wars adventures, superweapons are mighty fortresses: impen- 
etrable by main force, but vulnerable toa small team of clever and courageous 
heroes. They are capable of dealing devastating damage, making them a 
clear threat to everyone in the galaxy. They also have the advantage, from a 
storytelling perspective, of bringing heroes of different ideologies together. A 
weapon that threatens Empire and Rebel alike can make both sides put aside 
their differences, at least temporarily, in order to neutralize it. 

Further, from an adventure-design perspective, a superweapon—partic- 
ularly a large one such as the Death Star—makes for a great “crawl.” The 
heroes can slip aboard and spend time sneaking around, avoiding sentries or 
traps and looking for weaknesses they can exploit later. Despite the super- 
weapon's size, the Gamemaster does not need to fully map every room and 
every floor—just the areas relevant to the adventure. 

Finally, the Gamemaster should remember that not all superweapons are 
gigantic devices. The Sun Crusher is only the size of a starfighter, and the 
war robots of Xim the Despot are as devastating as any space-based ray 
weapon in ground engagements. 


Adventure Hook 

When the planet Ord Dycoll suddenly ceases all communication with the 
rest of the galaxy, both the Empire and the Rebel Alliance send agents to 
investigate—including the heroes. When they arrive, the heroes discover 
a vast asteroid field where Ord Dycoll used to be, and a single, powerless 
transport ship full of survivors, slowly drifting toward Ord Dycoll's sun. After 
the heroes rescue the ship, they learn from the survivors that a gigantic 
drill-tipped starship appeared in the sky over the planet, and after it failed 
to respond to hails from the Imperial base on Ord Dycoll, the Imperials sent 
a shuttle up for a closer look. Shortly thereafter, the mysterious “drill ship" 
abruptly reoriented its drilling apparatus toward the planet and began 
punching through Ord Dycoll's crust until it reached the planet's core, 
whereupon the entire planet collapsed, and the drill ship entered hyperspace 
headed in the general direction of Bothawui. The heroes find the drill ship 
just as it enters orbit over the Bothan homeworld. When the heroes dock 
with the gigantic ship, they discover that it is an ancient mining vessel that 
malfunctioned when the Imperials at Ord Dycoll boarded it and started 
pressing buttons. The ship has already proven its power as a weapon, and 
those same Imperials, still aboard, are trying to gain control of it. However, 
the ancient wiring is so badly damaged that the drill ship is out of control, 
and if someone does not set its reactors to overload, its mining program will 
cause the drill ship to destroy Bothawui, then Muunilinst, and then innumer- 
able other populated worlds. 
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SECRET BASES 

The galaxy is vast, with countless remote locales and hiding places where 
the Rebel Alliance can marshal its forces or the Empire can secrete research 
laboratories and training centers. Unlike conventional fortresses, though, 
these bases rely less on sturdy defenses and more on merely escaping notice. 
Location and self-reliance make them effectively invisible. Remote worlds 
such as Yavin 4 and Hoth make excellent places to hide, but Rebel forces 
must be ready to evacuate on short notice; Imperial Intelligence has ways 
of finding even the most secret of Rebel bases. 

Obviously, the Rebellion employs secret bases far more than the Empire 
does. But the Empire has its fair share of hidden bases—places to perform 
work so dangerous or distasteful that news of it must not reach the Rebellion 
or even the Empire’s own citizens. Imperial researchers might be developing 
new starfighters, crafting biological weapons, or harnessing extraordinarily 
unstable power sources. Bases such as these are practically purpose-made 
for clandestine operations conducted by small groups of Rebel agents. The 
heroes could be tasked with locating and infiltrating such facilities, uncov- 
ering the truth of what goes on in them, and making sure that the Empire 
can never use them again. 


Adventure Hook 

A group of Imperial heroes is dispatched by Admiral Piett to investigate 
reports of Rebel activity in the Cularin system, Records from before the 
Clone Wars indicate that the Jedi Order had a training temple on the planet 
Almas that was later destroyed by the Imperial fleet and eventually plun- 
dered by an Imperial Inquisitor. Shortly after the heroes arrive to search 
for the suspected Rebel base, the stormtrooper platoon assigned to them 
abruptly vanishes in a dense jungle. When the heroes finally reach the base, 
near the ruins of the old Jedi academy, they discover it buried under foliage 
that looks to have taken decades to grow. As the heroes explore the camp 
searching for information, they find that the Rebels built barricades and left 
traps, as though they were expecting an attack—or an infiltration attempt. 
The heroes soon realize that the academy's ruins are the center of a malign 
intelligence that hates all life, including the heroes. The longer the heroes 
stay, the more often they are attacked by creatures such as vicious, dark 
side-empowered lizards, diabolical bloblike creatures capable of filling their 
prey with blinding rage, and a group of dark side cultists who seem to have 
no will of their own—and who have been joined by the missing stormtrooper 
platoon. A Rebel rescue party arrives, searching for comrades from the 
abandoned base. Upon discovering the heroes, the rescuers assume that the 
Imperials are responsible for the loss of the Rebels on Almas. To reach their 
ship and escape, the heroes must overcome or evade both the dark forces 
of the corrupted planet and the Rebel troops. 


MILITARY BATTLES 

Although the actions of individual heroes are often the tipping point in 
great events, the fate of the galaxy is usually decided in large-scale battles. 
Opposing armies clash on the soil or oceans or ice of fantastic worlds, while 


fleets of starships great and small duel in the cold vacuum of space. The 
warriors who fight these battles might be faceless and nameless, but their 
successes and failures chart the course of the Rebellion era. 

Conflict is at the heart of Star Wars, and while massive battles can be hard 
to adjudicate, they provide an excellent backdrop for the heroics of individual 
characters. A lone starfighter pilot can be instrumental in destroying an 
enemy battle cruiser, or a unit of highly trained specialists can undertake a 
mission to disable an enemy's defenses in advance of the main strike force. 
The outcome of the engagement might already be decided by the Game- 
master; the heroes cannot fight the entire war themselves, after all, But 
the heroes have their part to play; if they succeed, their side is victorious. If 
they fail, however, their side might be overcome before firing a single shot. 


Adventure Hook 

The Rebel fleet is stalled in the Senex sector; its flagship, the MC80a cruiser 
Home One, is undergoing an emergency refit of its hyperdrive, and it is 
helpless until its main engines are repaired. When an Imperial scout ship 
stumbles onto the fleet, the Rebels know that an Imperial task group is on 
its way. The Rebel fleet must protect Home One until it can power up its 
engines and make the jump to hyperspace, and Admiral Ackbar requests 
that every able-bodied Rebel with flight experience get into the cockpit of 
a starfighter and join the picket line at the jump point where Ackbar believes 
the Imperial ships will arrive. The best starfighters—A-wings and X-wings— 
go to the first wave of volunteers; those who take too long to join up are 
stuck with Y-wings. If the heroes have their own ships, they can fly those. 
The plan is simple and desperate: Harry the incoming Star Destroyers, while 
simultaneously preventing TIE bombers from getting through to attack Home 
One. The faster Rebel starfighters are to engage enemy fighters; the slower 
‘ones are to attack the Imperial capital ships. The pilots have to hold out for 
50 rounds of ship-to-ship combat (less if a tech-inclined hero helps with 
the repairs to Home One), after which the Rebel command ship can make 
a single hyperspace jump, and the starfighters can follow as soon as they 
disengage from their opponents. The Imperials bring an Interdictor cruiser 
into the fight, and soon the orders from Admiral Ackbar are to destroy the 
Interdictor at all costs. If the pilots fail, Home One might be lucky enough 
to make one emergency jump—but it must be a blind jump, and the ship is 
not able to broadcast its destination to the rest of the fleet without risking 
Imperial interception of the transmission. Home One is on its own until it 
can finish repairs and jump to the predesignated rendezvous. 


THE FORCE IS WITH US 

With a mere handful of Jedi Knights surviving the Emperor's purge, the 
theme of “ancient religions,” spiritual justice, and prophecies yet to be 
fulfilled is rich fodder for campaigns that include at least one Force-using 
hero. Although in the Rebellion era the major Force-related action revolves 
around the Skywalker family, a Jedi aspirant can find plenty of adventure in 
a galaxy where a Sith is Emperor. 
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The Force is the ultimate Gamemaster tool for explaining seemingly 
random events—wildly convenient coincidences and trouble that always 
manages to find the heroes. It lets the Gamemaster put the heroes at the 
center of the action, and move the story along in a way that suits the needs 
of the campaign. At the same time, it provides Force-using heroes with an 
inexhaustible supply of nemeses: dark side NPCs who do everything in their 
power to kill any Force-wielder who can't be turned to the dark side. Such foes 
put constant danger in the heroes’ way, as well as constant temptation. 


Adventure Hook 

Word reaches the heroes that a Jedi Knight has been found frozen in stasis in 
a decades-old escape pod. After being revived and learning what has become 
of the Jedi Order and the Republic, this Jedi, Aven Rolk, has put out word 
for other Jedi survivors to meet him on the frozen world of Zissh, where he 
intends to erect a new Jedi Temple and rebuild the Jedi Order. Rumor has it 
that even Luke Skywalker, the Rebel Alliance's Jedi-in-training, is planning to 
journey to Zissh to meet with Rolk. Since the heroes’ own Force-user needs a 
real teacher, the heroes cannot afford to pass up this opportunity. However, 
Rolk's bold proclamation has also drawn the attention of the Empire, and a 
cadre of the Empire's own Force-using agents—Ied by none other than Darth 
Vader—are en route to Zissh as well. When the heroes arrive, they find Impe- 
rial troops and dark side adepts scouring the towns and villages, searching 
for Aven Rolk, Luke Skywalker, and any other would-be Jedi who might have 
answered the summons. After being detained and interrogated once or twice, 
the heroes meet Biggsy, a freighter pilot who says he knows where Aven 
Rolk is hiding and offers to lead the heroes there. Biggsy takes the heroes 
to a remote ice cave, but when Imperial snowtroopers appear and attack, 
a cave-in separates the heroes from their guide. Forced to find a different 
exit from the caves, the heroes eventually stumble upon the frozen body of 
Aven Rolk. Although Rolk’s body is dead, he persists as a Force spirit. Seen 
only by the Force-using hero, Rolk guides the heroes to safety and offers to 
teach the Force-user to become a Jedi Knight. 


ADVENTURES 
IN REBELLION 


Although one of the greatest adventure stories ever told, the original Star 
Wars trilogy is a tale of specific events and specific heroes. Not every group of 
players wants to recreate that story in the roles of those heroes, but they still 
want to feel as though their characters’ adventures have meaning in the overall 
course of events. Therefore, the Gamemaster must create stories tailored to 
the players that also fit into the overarching plotlines of Star Wars. 

Obviously, writers and Gamemasters have provided useful tips on the 
process of creating interesting plots and subplots for years. But comparatively 
few have tackled those issues as they relate to Star Wars. The following 
section provides advice specifically for the Rebellion era. 


PLoT 

Because the Star Wars universe draws on numerous iconic sources—such as 
samurai films, westerns, and war movies—almost anything can happen. A Star 
Wars campaign can incorporate many kinds of stories, so the Gamemaster 
can easily insert a plot from nearly any genre into his campaign and, with 
a little tweaking, make it work. Obviously, the Gamemaster should avoid 
going overboard—players spot timeworn plots quickly, and familiar names 
even faster—but Star Wars is rife with stories of trench warfare (such as at 
the Battle of Hoth), lurking monsters (the dianoga in the Death Star garbage 
compactor), pirates (the "walk-the-plank" scene at the Sarlacc’s pit), jungle 
expeditions (the Rebel landing on the forest moon of Endor), and so on. Each 
isan homage to familiar adventure stories, but the addition of elements such 
as laser turrets, blaster rifles, aliens, droids, and Ewoks give these stories 
the unique Star Wars feel. 

In addition to borrowing and reworking classic plots, Gamemasters can 
approach existing Rebellion era story lines from different directions. At the 
moment that Lando Calrissian and Leia Organa are escaping Cloud City, for 
example, the heroes could be battling a different platoon of stormtroopers 
one level down. Or perhaps as the Rebel fleet is punching through the Star 
Destroyers above Endor, a group of Imperial heroes could be desperately 
trying to evacuate the second Death Star ahead of the battle station's 
inevitable destruction. 

The key to a good Rebellion era plot, though, is making it count in the 
larger scheme of things. Even though telling the story of the heroes inves- 
tigating a “ghost ship” might be intriguing, the spirit of the Rebellion era is 
more tangible if the ship is somehow necessary to the war effort. A love story 
is more compelling if one of the lovers is from the Empire and one is from 
the Rebel Alliance. And the tale of a group of Rebels becoming stranded ina 
desert and having to rebuild their ship becomes even more appropriate if they 
are shot down by an Imperial customs cruiser over Tatooine and now have 
to fend off scavenging Jawas, battle irate Sand People, and avoid Imperial 
sandtroopers sent into the Jundiand Wastes to finish them off. 


SUBPLOT 

Subplots fill in the gaps in the narrative where the plot needs context or 
complications. They have little to do with the main plot—although plot 
points can be disguised as subplots to keep the players guessing—but instead 
provide necessary breaks in the action. Subplots can be an opportunity for 
character development, providing opportunities for players to roleplay the 
heroes’ opinions and attitudes rather than just their responses to events in 
an action scene. 

A hallmark of subplots is that they can feed back into the main plot by 
informing the later actions of the characters. For example, Leia's falling in 
love with Han Solo is a subplot in The Empire Strikes Back, but it gives her an 
excellent motive to risk her life to rescue him in Return of the Jedi. Similarly, 
Luke's training on Dagobah is a subplot designed to provide the character with 
insight into his own weaknesses; when he abandons his training to rescue 
his friends on Bespin, he returns to the main plot once more. 


A waiavnS 


NEIVENVE VUE NONTWSSY) 


A SSlavnS 


PD) 
Ww) 
wy 
W) 
W 
£ 
a 
z 
; 
> 
® 
0 
ei 
@ 
@ 


|n Rebellion era campaigns, subplots allow the Gamemaster to Present 
the stories that do not quite fit into the bigger picture. The heroes might be 
disabling an Imperial dry dock as part of a Rebel mission, for example, when 
they learn that a corrupt official is taking bribes to let smugglers use the 
dry dock's hangar facilities to repair and upgrade their ships. Or the heroes 
could be searching for a rare herb on Endor when they encounter a group 
of Imperial officers who crashed in the forest after escaping the attack on 
the second Death Star. Either way, the Gamemaster gets to tell the story he 
has planned—while at the same time reminding the players that they are in 
a Rebellion era campaign. 


METAPLOT 

Metaplot is a term used by roleplaying gamers to describe the overall story 
line, not just of the campaign, but of the campaign setting. The heroes might 
never participate in the metaplot, but it is always there. In a sense, the meta- 
plot is the tapestry of events against which the heroes’ stories are told. In 
the Rebellion era, the metaplot is the story of the Rebellion’s battle against 
the Galactic Empire, culminating in the redemption of Anakin Skywalker by 
his son, the first in a new line of Jedi Knights. 

How the heroes of a Rebellion era campaign fit into the metaplot is up 
to the Gamemaster. The campaign's heroes could be playing out adventures 
only hinted at in the books and movies: the Rebels’ evacuation of Yavin 4 
after the destruction of the first Death Star, for example, or the discovery of 
the location of the second Death Star. Even though the campaign's heroes 
might not determine the fate of the galaxy, they are still crucial to those 
events; their adventures are just as thrilling and fantastic as those of the 
Rebellion era's major heroes, but they should not supplant the major heroes 
in their already-established roles, 

Another option is for the heroes to Operate at a remove from the Rebel 
Alliance—as part of General Garm Bel Iblis's splinter Rebellion, for example, 
or as Imperial agents working to preserve the Empire. Neither sort of group 
might ultimately change the course of future events—but their adventures 
can still be epic tales in their own right. 

On the other hand, the Gamemaster might wish to explore an “alternate 
history” approach to the Rebellion era, in which the actions of the heroes— 
or just random events—do change the course of the metaplot. Perhaps Luke 
Skywalker fails to destroy the original Death Star, or Darth Vader kills Han 
Solo instead of encasing him in carbonite. Maybe Vader disables Skywalker's 
X-wing at the Battle of Yavin, and one of the heroes must make the historic 
shot—or the Millennium Falcon never makes it off Hoth, and Han Solo makes 
the heroes promise to get Princess Leia to safety before he is captured by 
the Empire and executed. 

The metaplot exists to give the heroes' actions context in the greater 
scheme of things, but it does not dictate their actions. That choice is still 
firmly in the players’ hands. After all, what are roleplaying games if not 
exercises in “What if"? 


News orf THE WORLDS 
In Star Wars, Emperor Palpatine is one of the most evil beings the galaxy 
has ever seen. He destroys the Jedi Order, reduces countless species to near- 
slavery, and authorizes the creation of superweapons designed to destroy 
entire planets. 

Members of the Rebel Alliance, on the other hand, are clearly the heroic 
underdogs. They are merciful and brave, oppose unjust laws, and champion 
the idea of species equality. For every world the Empire has destroyed, the 
Rebels have liberated a dozen, 

So why do people support the Empire? 

The truth is that the average Imperial citizen has access only to the 
information presented by the government, and the Empire takes great pains 
to present itself as a force for peace and order in the galaxy. It vilifies the 
activities of the Rebel Alliance and ruthlessly punishes anyone who contra- 
dicts the official story. Imperial citizens soon come to think of the Alliance 
as murderers, pirates, and liars, and are only too happy to support any effort 
to bring "Rebel scum" to justice. 

In a Rebellion era campaign focusing mainly on Imperial heroes (or soon- 
to-be-ex-Imperial heroes), the Gamemaster might find that the players want 
to know what their heroes know of certain major events such as the destruc- 
tion of Alderaan and the annexation of Bespin. Only the best-informed Imperi- 
als know the whole story, and even then, they are too loyal to the Emperor—or 
too afraid of him—to publicly dispute the official version of these events. 

The information below represents the knowledge of the average 
Imperial citizen. 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

10 The Galactic Empire came into being at the end of the Clone Wars, 
when the Galactic Republic was fractured and weak from galaxywide 
fighting. Supreme Chancellor Palpatine gathered up the fragments of 
the Republic and reorganized them into a more streamlined organiza- 
tion. Although he originally intended to lead only until the end of the 
Clone Wars, he remained in charge by popular demand and was even- 
tually declared Emperor by the grateful Senate. His rule is challenged, 
however, by the so-called “Alliance to Restore the Republic"—diehards 
who refuse to admit defeat, even two decades after their Separatist 
leaders surrendered. 

15 The Emperor was betrayed by the Jedi Order during the Clone Wars, 
and both he and his loyal assistant, Darth Vader, are left with terrible 
scars as a result of Jedi assassination attempts. Despite their injuries 
and ongoing suffering, though, both men have come to forgive the 
Jedi and now work to rehabilitate those they encounter who originally 
escaped justice. The Jedi are too stubborn to convert, however, and 
must be imprisoned for the safety of the Empire. 
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Although the Imperial HoloNet reports that Alderaan was destroyed by 
Rebel saboteurs who boarded the DS-1 Orbital Battle Station and trig- 
gered its main weapon during its first official unveiling, several eyewit- 
nesses to the disaster report that the so-called “Death Star” ignored 
distress messages from ships damaged in the tragedy and jumped out 
of the system without so much as launching a single TIE fighter to look 
for survivors. A few such eyewitnesses either vanish or abruptly amend 
their accounts, suggesting that they have been silenced by the Empire 
for contradicting the official version of events. 

Intercepted communications during the Clone Wars indicate that sev- 
eral Jedi Masters attempted to convince Palpatine to abdicate the 
office of Supreme Chancellor mere minutes before Palpatine issued 
"Order 66," calling for Jedi officers in the Grand Army of the Repub- 
lic to relinquish their commands. Ostensibly, Emperor Palpatine’s goal 
was to avert a Jedi coup, but local defense forces assisting the Grand 
Army were able to capture holovid images of clone troopers executing 
Order 66, abruptly turning on unarmed Jedi officers and slaughtering 
them without attempting to arrest them. 

Accounts of the destruction of the Jedi Temple are sketchy; records 
of the event have disappeared over the years. What can be gleaned 
is that Emperor Palpatine arranged for the execution of thousands 
of Jedi Knights—including defenseless younglings—and might have 
used Jedilike powers to personally murder as many as five Jedi Mas- 
ters, a feat that should have been beyond the abilities of even the 
most skilled bureaucrat. Numerous suppressed theories suggest that 
Emperor Palpatine might be the last of the Sith—ancient enemies of 
the Jedi who were last seen at the Battle of Ruusan, a thousand years 
ago. If true, this knowledge casts all the Emperor's activities in a com- 
pletely different, more sinister light. 


KNOWLEDGE (SOCIAL SCIENCES) 
DC Result 


10 


The Galactic Empire ensures peace and prosperity for all but a small 
fraction of the known galaxy. Worlds and systems rule themselves 
with the protection and support of the Empire. The Imperial Moffs and 
governors act as liaisons to the Emperor, as well as provide checks and 
balances against local systems encroaching upon the freedoms and 
resources of their neighbors. 

In practice, few worlds or systems rule themselves. Their leaders 
merely act as advisors to the local governors, who in turn simply 
enforce Imperial policies. Non-Human species are treated as second- 
class citizens even on their own homeworlds. Every world with an 
Imperial presence has at least a small garrison of stormtroopers, and 
some worlds have large Imperial forces. 
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The Imperial governors are corrupt, and they use their positions to 
exploit the people they are supposed to be protecting. The Emperor 
turns a blind eye to such practices and might even support them, par- 
ticularly where alien populations are concerned. In fact, many worlds 
have been essentially stolen from the native species and converted 
into factory worlds, where the populace labors to create the weap- 
ons the Empire needs to conquer and subjugate more worlds and 
systems. 

While he was still Supreme Chancellor, Emperor Palpatine encoun- 
tered stiff resistance to his policies from a coalition of Republic Sena- 
tors who thought that he abused the emergency powers he was given. 
Several of these legislators are now key figures in the Alliance to 
Restore the Republic, and they issue numerous statements indicating 
that Emperor Palpatine overstepped his authority and manipulated the 
Senate into granting him total control of the Republic, which he then 
abused by declaring himself Emperor. 

The Empire routinely revises history by destroying records of Emperor 
Palpatine’s involvement in the various activities undertaken by Impe- 
rial agents and armed forces. This systematic erasure of facts is well 
documented by nonpartisan scholars—as is the suppression of vari- 
ous attempts to bring these facts to the public's attention. Whatever 
else Emperor Palpatine might be, he is a deeply corrupt and poten- 
tially megalomaniacal dictator, with a galaxy-spanning military at his 
disposal. 
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CHAPTER VI 
THE REBEL ALLIANCE 
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The Rebel Alliance is a ray of hope in the blackness of the Dark Times. Out- 
anned and outgunned, the fighters of the Alliance risk their lives in the 

rt to free the galaxy from Emperor Palpatine’s iron grip. Some Rebels 

ht for their homeworlds, some fight for their families, and some fight for 

" ideals, but all fight the evils of tyranny. In many ways, the Rebel Alliance 
defines the Star Wars universe. It represents the ultimate battle between 

* good and evil, light and dark. 


A BRIEF HISTORY 
OF THE REBELLION 


EARLY RESISTANCE 
Dark Times uprisings are small and restricted to specific planets or regions. 
Although they might be temporarily successful, none of these uprisings 
comes close to challenging the vast military power of the Empire. Victories 
are difficult to achieve, and few make a lasting impact on the galaxy. 
Behind the scenes, a few powerful Imperial Senators have struggled for 
decades in a battle against oppressive Imperial edicts. However, cooperation 
is limited by the fear of detection and the ignorance of others’ activities. Two 
senators, Bail Organa of Alderaan and Mon Mothma of Chandrila, secretly 
discuss organized resistance in Organa’s Cantham House residence on Cor- 
uscant. Later, veteran senator Garm Bel Iblis of Corellia becomes involved as 
he begins to fear that the New Order is causing Corellia to lose its distinctive 
identity. As the Dark Times give way to the Rebellion era, pockets of resis- 
tance around the galaxy become locally organized. However, they are unable 
to coordinate with other like-minded groups and lack the communications 
and support structure needed for sustained operations. 


UNLEASHING REBELLION 
Two years before the Battle of Yavin, several major resistance units become 
active enough to force Organa, Mothma, and Bel Iblis to advance their 
plans for armed rebellion. By now, Mothma is on the run from Imperial 
authorities, after the Emperor's arrest order forces her to flee Coruscant. 
Bel Iblis goes into hiding following an Imperial assassination attempt that 
leaves the galaxy believing him to be dead. Bel Iblis and Mothma work from 
behind the scenes, recruiting others across the galaxy to their cause. Organa 
remains.in the Imperial Senate, although his influence is greatly diminished 
since those loyal to the New Order refuse to support a senator suspected 
of treasonous activities. 
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Into this growing resistance movement suddenly appears a being strong 
in the Force, who calls himself Starkiller. He quickly proves worthy of trust 
by saving Senator Bail Organa from the wilds of Felucia. He also hinders the 
Empire's Wookiee slave operation on Kashyyyk at the behest of Princess Leia 
Organa, who has been ordered to oversee the construction of the operation 
by the Emperor as a form of punishment for her rebellious ways. Starkiller 
urges Bail Organa to join him in overthrowing the Emperor. Starkiller's con- 
siderable ability with the Force leads Bail Organa and his allies to believe 
that he might be capable of succeeding. 

After conferring once again in a risky meeting at Cantham House, Organa, 
Bel Iblis, and Mon Mothma arrange to formalize the “Alliance to Restore 
the Republic" on Corellia. The three main conspirators attend, along with a 
holographic link with Princess Leia. Starkiller and his pilot, Juno Eclipse, soon 
follow, Just as the meeting starts, Imperial forces led by Darth Vader spring 
their trap. Bail Organa’s quick order to sever the holographic link prevents 
the discovery of Leia’s direct participation, but the three conspirators are 
immediately captured. Vader exposes Starkiller as his would-be apprentice, 
then devastates the youth by revealing that the Sith Lords had manipulated 
Starkiller's entire life for this moment. Vader then tries to dispose of his now 
useless apprentice 

Starkiller survives. Determined to destroy Darth Vader and the Emperor's 
plans, he pursues the Sith Lords to the Death Star construction site. Both 
Vader and Emperor Palpatine are on hand to witness the execution of the 
Rebel leaders. Starkiller infiltrates the incomplete battle station and frees 
the conspirators, but at the cost of his own life. 

After a narrow escape, Organa, Mothma, and Bel Iblis go to Kashyyyk 
to confirm what they have learned of Starkiller’s origins. Inspired by his 
sacrifice, they resolve to use his family crest as the symbol of their new 
Rebel Alliance, and finally formalize its creation and operational standards 
in the Corellian Treaty. 

After his exposure to Darth Vader and the Emperor as a leader of the 
resistance, Bail Organa resigns from the Imperial Senate and returns to the 
protection of his position as Viceroy and First Chairman of the Alderaan 
system. His daughter, Leia, replaces him in the Senate, although her loyalty 
is suspect. Mothma becomes head of the Alliance, while Bel Iblis returns to 
command his militia forces in and around Corellia. 

Mon Mothma releases a Declaration of Rebellion, publicly announcing 
the political ideology behind the Rebellion in an effort to forestall Imperial 
propagandists. A few systems openly declare their allegiance to the new 
Alliance well before any sizable defense force can be mustered. Imperial 
response quickly crushes these Secession Worlds, but not before significant 
resources, weaponry, ships, and manpower are delivered directly to freedom 
fighters and the Rebel Alliance. 


THE BATTLE OF YAVIN 

For about two years, the growing Rebel Alliance fights for public support 
as much as it battles the Empire. Resistance efforts and recruitment spread 
slowly from sector to sector. The actual number of forces remains tiny com- 
pared to the mighty Empire, and the Alliance scores only one major victory 
against Imperial forces 

All this changes with the arrival of the Millennium Falcon at the main 
Rebel base on Yavin 4. A rescued Princess Leia and the plans to the newly 
operational Death Star give the Rebels the means and, with the Death Star's 
rapid approach, an immediate need to destroy the Emperor's monstrous 
superweapon. An ultimate weapon of terror, the Death Star is capable of 
annihilating entire worlds with a single shot of its superlaser, as is demon- 
strated by the destruction of Alderaan. 

Fortunately for the Alliance, the Millennium Falcon also brings future 
Jedi Luke Skywalker at the time of the Rebels’ greatest need. When Rebel 
starfighters make a desperate attack against the station, Luke joins them. 
After more experienced pilots fail to hit the station's vulnerable exhaust 
port, Luke makes the shot that shakes the galaxy and the Empire. In one 
cataclysmic explosion, the Death Star is gone. 


HEROES OF THE REBEL ALLIANCE 


The Rebel Alliance scores a major victory, although it is forced to flee 
Yavin 4 and spend much of the next several years on the run. This tremendous 
victory brings new allies, raw recruits as well as high officials on sympa- 
thetic worlds. Entire resistance groups are integrated into the Alliance's 
command structure, and new cells are created on even the most loyal of 
Imperial worlds 


IMPERIAL PURSUIT 

However, the Empire is far from beaten and aggressively pursues the Rebels. 
Darth Vader leads the effort to seek out and destroy Rebel forces. The 
Imperial Security Bureau and the Commission for the Preservation of the 
New Order (COMPNOR) hunt down and arrest civilian Rebel sympathizers. 
Imperial response is brutal against the general public in areas where Rebel 
groups are active. Supporting the Rebellion is dangerous, and the Empire 
makes sure the galaxy knows it 

After years of relentless pursuit, Imperial forces locate the Alliance's new 
main base on the icy world of Hoth. The Imperials attack immediately, forc- 
ing the Rebels to flee once again. During this time, Luke Skywalker receives 
critical Jedi training from Jedi Master Yoda. All is nearly lost when the young 
Jedi is drawn into a trap and forced to battle Darth Vader on Cloud City in 
an effort to save his friends from capture. 

Over the next few months, a series of events occur, ultimately leading to 
the Battle of Endor. Among these are the death of Black Sun head Prince Xizor, 
which disrupts the criminal syndicate and delivers information the Rebellion 
needs in order to locate and attack the second Death Star, still under con- 
struction. The Hutts also suffer a major blow when Princess Leia kills Jabba 
the Hutt while the heroes of Yavin rescue Han Solo from the crime lord. 


THE BATTLE OF ENDOR 

AND THE DAWN OF 

THE New REPUBLIC 

The Battle of Endor, quite simply, is an Imperial trap gone horribly wrong 
It is an effort to draw out the main Rebel fleet and destroy it with the 
Imperial fleet and the secretly operational second Death Star. The Rebels 
cannot pass up an opportunity to destroy the station and the Emperor in a 
single blow. However, the Emperor fails to account for the resourcefulness 
and resiliency of the Rebellion’s heroes—and a vast number of unexpected 
Ewok allies. In an immense planetary and space battle, the Rebels destroy 
the station. Luke Skywalker manages to turn his father, Darth Vader, back 
from the dark side, but Vader is killed by injuries sustained when he throws 
the Emperor to his death. 


THe BATTLE OF ENDOR 


News of the Emperor's death races through the Empire. Mere days after es | 


the Battle of Endor, the Rebel Alliance becomes the Alliance of Free Planets 
and negotiates the creation of a new government as influential systems and 
sectors openly defect from the Empire. A month later, Mon Mothma creates 
the New Republic Provisional Council and publicly announces a “Declaration 
of a New Republic” signed by top Alliance leaders and officials from the most 
powerful breakaway systems. With Mon Mothma as Chief Councilor—and 
later, Chief of State—the fledgling New Republic government continues to 
evolve as its influence spreads through the Galaxy. Rebel Alliance military 
units transition into similar roles in the expanding New Republic forces. 

Within the Empire, rival factions vie for power. Some attempt to claim 
the Imperial throne, while others, especially Moffs and high-ranking military 
officers, quickly consolidate power within their own personal kingdoms. These 
warlords and political opportunists further weaken the Empire, allowing the 
New Republic time to consolidate its holdings. Additional systems decide to 
join the new government, often without military confrontations. Still, power- 
ful Imperial forces hold out for years before the New Republic reclaims the 
galaxy's major worlds from Imperial rule. 
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ORGANIZATION 

The Corellian Treaty establishes an organizational structure for the Alliance 
to Restore the Republic similar to that of a large-scale government. There 
are two main organizations acting in concert to bring about the fall of the 
Empire: the Civil Government and the Alliance Military. Both are led by the 
Chief of State, a position held by Mon Mothma throughout the history of 
the Rebel Alliance, 


ALLIANCE Civil GOVERNMENT 
The civil government provides basic leadership and common government 
functions such as protection, taxation, and diplomatic relations. In practice, 
these functions fall to the control of local authorities and member govern- 
ments of Allied worlds and organizations. The civil government handles 
political functions between members, potential members, and the galaxy at 
large. However, the primary purpose of the civil government is to support 
the Alliance military. 

The Chief of State heads the civil government and is essentially an 
elected dictator with full autocratic power over the Alliance. Elections 
are held every two years among member governments, and the position is 
automatically terminated with the fall of the Emperor. The Chief of State is 
the Alliance's ultimate negotiator, diplomat, and arbiter. 

The Advisory Council serves as a balance to the power of the Chief 
of State. The Council is made up of representatives from the seven Allied 
governments that have given the most lives in battle against the Emperor; 
which seven governments meet that criteria changes over time. They have 
the power to approve or disapprove the actions of the Chief of State, as well 
as remove her if they disapprove of her conduct. They also serve as a moral 
compass. They have no direct control over the cabinet or ministers. 

The Cabinet is the primary leadership structure that runs the Alliance, 
carrying out the Chief of State's policy decisions. The Secretary of the Cabinet 
organizes the meetings and maintains operations when the Chief of State is 
unavailable. The cabinet is made up of six ministries, each under the charge 
of its own minister. 

Finance Ministry: The Finace Ministry oversees Alliance income and 
expenditures, including those of the massive war effort. It establishes vari- 
ous financial structures to receive credits from overt and covert member 
states in the form of bonds, taxes, or other financial schemes. It also prints 
the Alliance Credit, though as a currency it is of limited value outside the 
Alliance until after the Battle of Endor. 

Education Ministry: The Education Ministry provides intelligence services 
to the civil government, though it works closely with the larger and more 
effective Alliance Intelligence. It is also in charge of propaganda and promot- 
ing the true nature of the Alliance throughout the galaxy. 


Ministry of State: The Ministry of State oversees the Diplomatic Corps and 
directs relations with nonmember governments. The Minister of State would 
also serve as the interim Chief of State, if anything were to happen to Mon 
Mothma. The Ministry of State is always looking to recruit able diplomats to 
negotiate with member worlds, potential members, and other organizations 
outside the Alliance. 

Ministry of Industry: The Ministry of Industry oversees the Alliance's few, 
overworked industrial manufacturing facilities, which include a few factories 
‘on hidden Alliance safe worlds plus a few on sympathetic worlds such as 
Mon Calamari. The Ministry also negotiates covert deals with manufacturers 
secretly sympathetic to the Rebellion. 

‘Supply Ministry:The Supply Ministry obtains the massive amount of sup- 
plies needed to keep the Alliance military operational, Materiel is obtained 
in any manner possible, since the Alliance's limited funds make purchasing 
everything on the open market a near impossibility, Food comes from Alli- 
ance safe worlds. Supplies are limited by the transport available. The Supply 
Ministry is always looking for good, cheap, and determined pilots to run food 
and supplies to far-flung Alliance bases and isolated resistance groups. 

Ministry of War: The Ministry of War directs Alliance military forces. Its 
minister devises specific military strategies but leaves operational control 
to the specific military commanders and Chiefs of Staff. The minister also 
coordinates between the Alliance military and the other ministries. 


ALLIANCE MILITARY 

The Alliance military forms the heart of the Rebel Alliance. Its objective is to 
defeat the Imperial army and navy and bring about the fall of the Emperor. 
Although its forces are limited and vastly outnumbered, they are highly 
motivated and undaunted by the massive task. 

Alliance High Command orders and oversees all Alliance military efforts. 
It operates aboard the Alliance fleet, but moves to the main Rebel base if 
needed. High Command reports to the Commander in Chief, Mon Mothma, 
and is composed of the Supreme Allied Commanders. The Supreme Allied 
Commanders oversee their own departmental commands and coordinate 
with the cabinet as needed. 

Fleet Command represents the most important Alliance asset, the main 
Rebel fleet. Admiral Ackbar holds the position of Fleet Commander for much 
of the Rebellion's existence. 

Ordnance and Supply obtains difficult-to-acquire ships, equipment, 
weaponry, and other supplies for the Alliance Military. This command 
coordinates heavily with the Supply Ministry. Transport of materiel falls to 
Support Services. 


Starfighter Command oversees the Alliance's extensive starfighter fleet. 
It trains pilots and assigns wings to Fleet Command and Sector Command 
and provides operational orders for wings without permanent assignments, 
such as Rogue Squadron. Starfighter Command can find itself at odds with 
Sector Command when scarce starfighter wings are pulled away from sector 
defense to cover operational duties. 

Support Services provides the heavy lifting for the Alliance's transporta~ 
tion and support network. It controls freight and passenger transportation 
and provides specialized personnel such as doctors, mechanics, repair facili- 
ties, technicians, cooks, maintenance crews, droids, and other support staff. 
It maintains and supports Alliance bases and safe worlds. 

Intelligence provides detailed information on Imperial military forces and 
related civilian efforts such as COMPNOR. The Chief of Intelligence provides 
the accumulated information and analysis to the Supreme Commanders and 
reports to the Commander in Chief daily. With operatives spread throughout 
the galaxy, Intelligence agents make up a large percentage of active Alli- 
ance personnel. 

Special Forces Command oversees the approximately ten divisions of 
Alliance Special Forces units. They work directly for and protect Alliance High 
Command. They serve aboard fleet vessels, carry out critical and specialized 
raids, and are provided to individual Sector Commands when needed. General 
Crix Madine is the best-known commander of Special Forces. 

Sector Command oversees and provides strategic orders and advice to the 
thousands of individual Sector Forces spread throughout the galaxy. Sector 
Command does not attempt to micromanage the Sector Forces, but instead 
concentrates on coordinating them with Alliance Forces in critical opera- 
tions. It also organizes new Sector Forces in uncontrolled regions without 
an Allied government. Sector Command cannot always move quickly, given 
the vast distances and communications difficulties involved, but it can set 
up individual Command Groups with limited autonomy for emergency situ- 
ations, Finally, the majority of regular Alliance army troops fall under the 
auspices of the various Sector Forces. 


ALLIED COMMANDS 

Allied Commands, collectively, are the individual Allied governments (plan- 
etary, regional, or otherwise) and military Sector Force Commands (when no 
Allied government exists). These commands report to and coordinate with 
Alliance High Command, though they also exercise semiautonomous control 
over their own regions. They can also coordinate with a local Sector Force, if 
they do not join it outright. Nominally, these Allied Commands have structures 
identical to the Alliance's political structure and ministries, but in practice 
these Allies retain their own governments and command organizations. 


EL ALLIANCE 

MILITARY RANKS 

Rebel Alliance military ranks are primarily divided between army and 
navy ranks, with variation within SpecForce and Starfighter Command. 
Compared with the galaxy's major military forces, the Alliance features 
fewer formal officer and enlisted personnel ranks. The simplified structure 
allows for more leeway in integrating newly recruited combat forces into 
the Alliance military command organization. It also discourages Alliance 
personnel from worrying too much about their career rank, especially 
since the Alliance expects the military to be dissolved or substantially 
reorganized upon victory over the Empire. 

Local commanding officers are expected to clarify any ambiguities 
in their own chain of command and sometimes create unofficial or 
temporary designations; occasionally, a newly recruited organization 
retains its own rank structure. Additionally, as the Alliance frequently 
deploys units with mixed forces, command hierarchies between specific 
officers of equivalent rank but from different branches are established in 
the planning stages of a mission. Temporary or role-specific titles can be 
utilized within a given unit, base, or task force. The title of “commander” 
is used to designate the commanding officer of a given unit or mission, 
despite the actual rank of the individual. 
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THE ALLIANCE FLEET 
The Alliance fleet is the single greatest military asset in the Rebel Alliance 


t represents Rebel strength and mobility, and it is a powerful strike force 


capable of decisive military victories. Admiral Ackbar is the commander of 


the fleet throughout much of the Galactic Civil War. Even though the fle: 


is both a powerful symbol and a critical weapon against the Empire, Ackbar 
knows that he must pick and choose his battles carefully. A significant defeat 
would mean the loss of critically needed ships and personnel, not to mention 
the incalculable damage to the Alliance's public image. 

So important is the fleet that Mon Mothma expressly forbids Ackbar 
from engaging the Imperials in a formal, large-scale battle, She believes the 
Alliance can survive the loss of either its main base or its fleet, but not both 
Throughout most of the Galactic Civil War, the Alliance lacks the resources 


al ships. However, Ackbar is encouraged to detach up to 


to replace lost cap 


one-quarter of his fleet for raids and specialized missions, and he rotates this 
detachment regularly. Even though the entire detachment might take part 
in the same mission, it is usually divided into separate strikes in support of 


various Sector Forces or as directed by Alliance High Command. 


Unlike the Imperial fleet, the Alliance fleet is not standardized with spe- 


or designs. As with all other materiel, the Alliance gathers 


ps from wherever it can acquire them. This sometimes takes the 
bel cause. Although the 
nari star cruisers, no two are exactly 


rm of the defection of a ship and crew to the F 

le up of Mon Ca 

ke, given the Mon Cal preference of treating their vessels as works of art 

The Rebels h xperts at refitting old Imperial Dreadnaughts 

sers into Rebel assault frigates, but they, too, are slow to become 

ein large numbers. The fleet does standardize specific starfighters, 
junction with Starfighter Command. 


core of the fleet is m 


e also becom: 


and bulk 


's on close-support corvettes, frigates, gunships, and simi- 
antistarfighter screens for the big cruisers. The 
aft also makes them ideal for quickly maneuvering 
to outflank an opponent. Alliance task forces are built around ships of this 


arly sized vessels to provide 


greater agility of these « 


size, occasionally backed up by a star cruiser. 


Armed and armored freighters back up starfighters in picket and patrol 
are by far the least suited for their new military roles. 
Though they are heavily modified with upgraded shields and weaponry, in a 
straight battle, their longevity depends more on the determination of their 


duties. These freight 


crews than on their spec 


The Alliance Navy 
In keeping with the loose organization encouraged throughout the Alliance, 
subdivisions of the fleet are made on an interim and ad hoc basis. The fleet, 
ts detachments, and semiautonomous groups are under the direct contro! 
of an Allied Command or Sector Force 

Element (1 vessel): A single starship is known as an element, commande 


by the ship's captain 
Section (3-12 vessels): A small number of starships is called a section, A 
section's role determines its exact number. Heavy cruisers are not commonly 


available, and if they are included, number only 1-3. More often, the Alliance 
deploys a variety of 3-8 corvettes, frigates, or similar light capital ships. If 


both capital ships and close-support vessi 


Is are included, the group is called 


commander, 
unless otherwise directed by the fleet or Alliance High Command 
Squadron (12-36 vessels, plus support units); A squadron consists of 
3-4 complementary sections, such as a line of capital ships supported by a 
section of escort ships and a flotilla of armored freighters acting as a picket 
ine. Fleet detachments are commonly of this size and number. Squadrons 


a flotilla, The most senior ship's captain in the section acts as i 


are commanded by a senior captain or admiral (sometimes called a line 
admiral), as directed by the fleet or Alliance High Command. Allied Com- 
mands that retain the traditional commodore rank grant that position to 


squadron commanders. 


Battle Group (48-72 vessels, plus support units): A battle group 
consists of 2-4 squadrons. Rarely does the fleet form such a large single 
detachment, so battle groups operate under the command of the largest 
Allied Commands. A battle group is commanded by an admiral, called a line 
admiral. 

Fleet (100 or more vessels, plus support units): A fleet consists of 3-6 
battle groups, led by a fleet admiral, or the Admiral of the Fleet (Admiral 
Ackbar for most of the Galactic Civil War) when speaking of the main Alli- 
ance fleet. 


Fleet Command Structure 

Internally, fleet command consists of the Admiral of the Fleet, who oversees 
the line admirals, Starfighter Command, Fleet Intelligence, and Ordnance and 
Supply. Beyond the rank organization illustrated in the rank sidebar, fleet 
organization also includes departments that might or might not be within 
the actual chain of command. Specialist positions, such as medical officers, 
deck officers, engineering personnel, and gunnery crews, report to their own 
department heads as well as to bridge officers. Starfighter pilots attached to 
the fleet report directly to ship captains or admirals, but not to Starfighter 
Command, for the duration of the tour. The same typically holds true for 
Special Operations and SpecForce personnel attached to the fleet. 


SPECIAL FORCES 

Alliance Special Forces units are relatively few in number, but their high 
degree of training and personal investment make them effective combatants. 
SpecForce units are supremely confident in their own abilities, an opinion 
shared by Alliance High Command. They serve aboard the ships of the fleet, 
protect the main Rebel base (as on Hoth), train Sector Forces, carry out 
major commando operations, and fulfill any mission thrown at them by 
Alliance High Command. 

SpecForce units use a formal organization similar to that of regular army 
units. However, they normally carry out missions as task forces or assigned 
assets regardless of formal classification or position in the command struc- 
ture. SpecForce units are highly mobile and able to respond to emergency 
deployments throughout the galaxy. 

Fire Team (2~4 troopers): The basic tactical unit, supervised by a senior 
trooper. 

Squad (5-15 troopers): The squad is the smallest functional unit, made 
up of a specific SpecForce soldier type, occasionally reinforced by comple- 
mentary fire teams in a supporting role. They are designated by a color of 
their own choosing. 

Platoon (20-60 troopers): A platoon, designated by number, is com- 
posed of four squads. It is commanded by a lieutenant or senior lieutenant. 
A platoon can be deployed as a task force operating independently of or 
attached to other commands. 

Company (100-300 troopers plus support personnel): A company, 
designated by letter, is a task force under the command of a captain or 
major. Companies typically consist of five platoons, each of a particular 
type of SpecForce soldier. 

Regiment (300-1800 troopers plus support personnel): Regiments 
divide the SpecForces into their specific environmental combat roles (see 
below). They are rarely fielded as a unit, but when they are, it is typically as. 
a task force of 3-6 companies, made up of the type of troops required for 
the mission. When deployed, a colonel or major commands them. 

Division (2,400-15,000 troopers plus support personnel): There 
are ten SpecForce divisions. The Command Division is attached to Alliance 
High Command, divided between the main base and the fleet, and is under 
the direct control of General Crix Madine. Five divisions are assigned on an 
‘ongoing, as-needed basis to various Sector Commands, but they answer 
to their own generals. The remaining divisions are deployed as needed in 
smaller formations to virtually any Rebel Alliance command that requires 
their specialized abilities. They answer to local commanders for the duration 
of the mission. 
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SpecForce Regiments and Command Structure 
For training and administrative purposes, each soldier is considered part of 
a regiment associated with the type of combat he or she is trained in. This 
combat type is usually, but not always, associated with a specific combat 
environment. These specialists are typically assembled into task forces with 
a wide variety of skills and combat abilities. See the “Personnel” section 
for specific examples, as well as pages 90 and 95 of Threats of the Galaxy 
for Heavy Weapons specialists and SpecForce elite soldiers. See the "Rebel 
Alliance Military Ranks” sidebar for SpecForce ranks. 

Ist Regiment, Marines (SpaceOps): Specialize in shipboard combat, 
boarding actions, and security. 

2nd Regiment, Pathfinders: The first in, Pathfinders drop covertly into a 
combat zone to perform reconnaissance, establish beachheads, and perform 
scouting missions for other units. 

3rd Regiment, Urban Guerrillas: The urban-combat specialists, experts 
in fighting both within the smallest metropolitan areas and in the vast metal 
canyons of the galaxy's planet-cities. 

4th Regiment, Wilderness Fighters: Wilderness fighters receive general- 
ized survival training and then specialize in a specific wilderness type, such 
as arctic, forest, or desert, 

5th Regiment, Infiltrators: Masters of stealth and infiltration of enemy 
positions, these soldiers specialize in disrupting the enemy from within their 
‘own lines, using sabotage, social engineering, and silent death. 

6th Regiment, Heavy Weapons Specialists: These SpecForces are 
gunners trained to use just about every type of heavy weapon available to 
the Alliance, including repeating blasters, artillery, vehicle weapons, and the 
massive turbolasers aboard the ships of the fleet. 

7th Regiment, Technicians: All other SpecForce specialists fall into 
this category. This includes actual technical equipment specialists as well 
as mechanics, drivers, pilots, systems operators, interrogators, and procure- 
ment specialists. 


STARFIGHTER COMMAND 

Starfighter Command controls strategic deployment and development of Alli- 
ance starfighter forces. It carries out pilot training and wing assignments to 
the fleet, Sector Forces, and other commands. It issues operational orders to 
those wings not permanently assigned to the fleet or to specific sectors. Once 
a wing is assigned to the fleet or a sector, Starfighter Command relinquishes 
operational control until the unit is needed elsewhere. 

Since the fleet is forbidden from engaging Imperial forces in large-scale 
battles, raids and skirmishes are carried out by starfighters. A huge percent- 
age of Alliance resources is dedicated to starfighter services. Alliance forces 
at all levels rely heavily on starfighter support and fight vigorously to hold 
on to it when it is available to them. Some starfighter squadrons or wings 
operate from their own dedicated bases. However, in most cases, starfighter 
squadrons and wings rely on the commands to which they are attached for 
supplies and support. 


Starfighter Wings and Command Structure 

Whether attached to a cruiser, carrier, sector base, or dedicated facility, star- 
fighter wings have the same basic organization. The smallest unit assigned to 
a specific command is typically the squadron. A wing is typically scattered 
among several ships or bases of the command to which it is assigned. 

Element (2 starfighters): The element is the smallest tactical unit ina 
wing. It consists of a leader and a wingman. 

Flight (2 elements): A flight consists of four starfighters, led by a flight 
commander, the most senior of the flight's pilots (a lieutenant or captain). 

Squadron (3 flights): A squadron is made up of 12 starfighters, led by the 
‘squadron commander. Each squadron contains only one type of starfighter, 
which might dictate the squadron's role in battle. A squadron has a name or 
color designation and may informally be referred to as a group. 

Wing (3 squadrons): A wing consists of 36 starfighters plus all neces- 
sary support personnel, craft, and equipment. A wing is normally made up 
of three squadrons, one of which is a recon squadron. Each squadron within 
a wing can use a different fighter type, so A-wings, X-wings, and Y-wings 
are commonly deployed in the same wing. Wings are led by a colonel, called 
the wing commander, although an officer of lesser rank holding the position 
also uses the title of wing commander. The wing commander reports directly 
to the local commander, either a Sector Force officer or a ship's captain. 
When assigned to the fleet, a wing also reports to the fleet's Starfighter 
Command. 

Group (2 or more wings): Formally, a group contains two or more wings. 
In Starfighter Command, the group is rarely used; smaller deployments of 
wings or squadrons are more common. In rare battles where large numbers 
of starfighters are deployed, a group is led by the most senior wing com- 
mander or by a general. 


SECTOR ForRcCES 

Sector Forces are the backbone of Rebel Alliance's military. These are assimi- 
lated resistance groups fighting the Empire on their own worlds and in their 
own sectors. They receive a great deal of operational autonomy from Alli- 
ance High Command, which is usually too far away to respond to day-to-day 
details. Although Sector Forces control military assets, they must confront 
the Empire through traditional resistance methods far more often than in 
direct combat. They receive support, supplies, and materiel from the Alliance. 
They also exchange intelligence data and general news with Alliance High 
Command. Large Sector Forces that have not inherited a command structure 
use a structure similar to that of Alliance High Command. This includes a 
Commander in Chief, a Chief of Staff, and commanders leading individual 
departments such as Intelligence or Starfighter Command. 

Independent resistance groups that want to formally join the Rebellion are 
integrated into the Alliance military. If there are no active Allied Commands 
or Sector Forces already in place in the area, the resistance group becomes 
the core of a new Sector Force. The group is encouraged, but not required, to 
adopt the Alliance command structure. If another Allied Command or Sector 
Force is already in place, the group is integrated into the existing command. 
Alliance High Command will go to great lengths to smooth over any political 
or personal hostility between rival groups. 

Each Sector Force commands all types of units within its organization, 
including ground troops, starfighter squadrons, and sector-based fleets and 
starships. They also control standard Alliance army troops, which represent 
the greatest part of the Alliance's ground strength. If Alliance High Command 
needs a larger number of regular troops in a given area, it turns to the local 
Sector Force to provide the manpower. 


The Alliance Army and Sector Force Command Structure 
Some Sector Forces retain their own specific army organizations, but most 
have adopted the Rebellion’s system described below, based on the traditional 
galactic army order of battle. However, the specific number and size of units 
varies greatly from sector to sector. Sector Forces also use the navy and 
Starfighter Command organizations presented earlier. Ultimately, all units 
within a specific Sector Force answer to the sector's Commander in Chief 
or equivalent commanding officer. 

Squad (9 troopers): The smallest group in the Alliance army, a squad is 
commanded by a sergeant. 

Platoon (36 troopers): The standard platoon consists of four squads led 
bya lieutenant and a master sergeant. 

Company (144 troopers plus support personnel): A company is formed 
of four platoons commanded by a captain. 

Battalion (576 troopers plus support personnel): A battalion consists 
of four companies led by a major. 


Regiment (2,304 troopers plus support personnel): A regiment 
consists of four battalions led by a colonel (sometimes called a regimental 
commander). 

Brigade (9,216 troopers plus support personnel): A brigade consists 
of four regiments led by a general or colonel. In some Allied Commands, 
a brigade might be referred to as a legion, depending on local military 
tradition. 

Corps (36,864 troopers plus support personnel): A corps consists of 
four brigades commanded by a general. 

Sector Army (over 100,000 troopers plus support personnel): Theo- 
retically, a sector army consists of multiple corps, with the exact number 
and size determined by the size of the sector's assets. Practically speaking, 
the number varies considerably, depending on the time frame involved and 
the strength of Rebellion forces within the sector. By the Battle of Endor, a 
few sectors might be able to field multiple corps, while others are lucky to 
field a regiment. The sector army is commanded by the sector's most senior 
general, who might also be the Sector Force or Allied Commander. The com- 
manding officer answers to the Alliance High Command Commander in Chief, 
Mon Mothma, although in practical terms, he or she coordinates with Sector 
Command for everyday operations. 
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REBEL BASES 
Rebel bases and outposts are the Rebellion’s intelligence and communications 
centers. They provide safe havens for training, meetings, medical treatment, 
and repair facilities. The size and structure of these bases vary greatly, and 
they are normally camouflaged within the surrounding environment. The 
Rebel main base houses Alliance High Command, when it is not aboard the 
fleet. Alliance High Command is guarded by the best Special Forces units and 
starfighter squadrons, and its location is a closely guarded secret. 

However, the vast majority of bases and outposts are small and unassum- 
ing, to minimize detection. Hidden rooms, small caves, or abandoned wrecks 
serve as meeting places for Rebel cells. Individual apartments or permanently 
grounded starships can become safe houses or weapons caches. Large hidden 
caches of weapons and materiel become supply bases for local groups. 

Sector Forces, Allied Commands, and major resistance groups typically 
use large bases as their command centers. These bases have starship and 
vehicle hangars and repair facilities, sensor arrays, communications relays, 
and limited defenses. They also provide advanced training facilities and living 
quarters for a large number of personnel. A few large bases house small-scale 
manufacturing facilities for Alliance starfighters. 

Starfighter bases provide forward outposts from which starfighter attacks 
can be directed, A typical starfighter base is little more than a hangar, a 
command center, and living quarters. 


REBEL OPERATIVES 

Even though the Alliance military is formidable in limited operations, it 
lacks the strength to fully engage Imperial forces in a sustained campaign. 
Throughout the galaxy, individual Rebel agents, or operatives, work in 
conjunction with cell networks and Alliance military elements to engage 
the Empire on a daily basis. These are the Rebellion’s spies, propagandists, 
recruiters, scroungers, and aid workers. They sow the seeds of rebellion on 
Imperial planets throughout the galaxy. Rebel operatives are always out- 
gunned, always outnumbered, and usually working in complete isolation. 

Many heroes in this era act as highly autonomous Rebel operatives. 
Agents can be attached to various parts of the Alliance structure, Rebel 
field agents work for Alliance Intelligence on semiautonomous, long-term 
missions. Other agents work for local resistance groups, perhaps attached to 
the local Sector Force or reporting through a cell network. Scroungers and 
procurement specialists work for local forces or for one of the Alliance High 
Command's ministries. They receive orders through other agents or through 
an attached military command. Agents must be able to adapt to constantly 
changing conditions and goals. 

Agent secrecy is paramount, because discovery means almost certain 
arrest, internment, and interrogation by Imperial officials. Agents also 
run the risk of Imperial reprisal against the local citizenry if an operative's 
actions attract notice. 


SECTORS IN REBELLION a 
With resistance efforts spread across a multitude of sectors in the galaxy, 
judging the reach and strength of Rebel Alliance forces is difficult. Below 
is a partial list of sectors in which Rebel activity takes place during i. 
time between the signing of the Corellian Treaty and the Battle of Endo: 
The amount and type of resistance varies greatly among sectors, anc 
many offer only minimal resistance until well after the Battle of Yavir 
Rebel activity increases significantly after the Alliance evacuation from. 
Hoth and in preparation for the Battle of Endor. After Endor, as the Alli 
ance transforms into the New Republic, many of these sectors are ‘amon 
the first to throw off their Imperial oppressors. 


Ado Churnis Kira Parmorak 

Airam Corellian Lambda Ploo 

Anoat Eclorar Lifh Rayter 

Atrivis Elrood Maldrood Rolion 

Bormea Farstay Merel Sumitra 

Brak Hollan D1 Moddell Tapani 

Bruanii Homon Oplovis Tharin 

Calamari Irnaj Ottega Trans-| Nebular 
Carrion Kalamith Parmel Trax 
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Rebel Cell Networks 

On worlds under Imperial control, Rebel cell networks provide citizens with 
the means to clandestinely strike back at the Empire. Cell networks are 
essentially intelligence-gathering tools, providing a means of transmitting 
information to Alliance Intelligence while protecting the entire network in 
case of detection. 

Cells are composed of three or four individuals, each of whom knows his 
or her own cell members plus one individual from another cell. Information 
and orders are passed to and from the local area coordinator through the 
network of cells. Area coordinators implement plans to carry out the orders 
of the network leader. The network leader—typically one per world—reports 
to off-world case officers located in the local Sector Force headquarters. 
Case officers work directly with Alliance Intelligence, providing information 
obtained by the network and receiving orders for new operations. Networks 
are designed to sustain the loss of multiple cells, and even of an area coor- 
dinator, with limited damage. However, heavily compromised networks must 
sometimes disband and reconstitute with a new structure. 


Special Operations 

‘Special Operations groups are made up of individuals who have shown great 
personal initiative, wide-ranging skills, and spectacular success at achieving 
Alliance goals in the most dire situations. Most Special Ops members are 
considered troublemakers or misfits by standard Alliance commands, but they 
are dedicated individuals who are able to take on challenges anywhere in 
the galaxy. The Chief of Special Operations reports directly to Alliance High 
Command, but must coordinate with the other Alliance commands for sup- 
plies and equipment. Those commands’ willingness to support a Special Ops 
team is directly related to the priority of the mission, the team's reputation, 
and how hard Alliance High Command leans on it, 

Special Operations mission groups receive their orders from the chief, 
delivered through the local Alliance command structure. Depending on the 
task at hand, a mission group might fall under the operational control of a 
local commander, group, or agent, or the mission group might be granted 
autonomy. Mission groups are typically small—usually 5-10 members—and 
have their own transportation. Missions might be covert (such as breaking 
key figures out of Imperial prisons) or intentionally conspicuous (such as 
blowing up a Star Destroyer in orbit around a planet occupied by Imperial 
Forces). There are a few self-sustaining, autonomous Special Operations 
Teams that essentially fight the Empire on their own terms and respond to 
Alliance requests for aid when and as they see fit. 


ALLIANCE PERSONNEL 
Below are several types of Rebel Alliance members. They are shown here as 
Human, but members of the Rebellion can be of any known species; their 
game statistics should be adjusted accordingly. Additional typical Rebel 
soldiers can be found in the Saga Edition core rulebook. Bothan spies and 
other typical character types can be adapted from the generic characters 
found in Threats of the Galaxy. 


REBEL CELL MEMBER 

Rebel cell members make up the bulk of Alliance assets on Imperial-held 
worlds. These covert agents vary greatly in species, skills, and military 
knowledge. They are often the only Alliance presence on Imperial worlds 
and therefore must be self-motivated and able to operate without direct 
oversight. Given the need for secrecy, these agents are unaware of the extent 
of other Rebel cells operating in the same area. To cell members, secrecy is 
paramount, as is concealing their true loyalties from those around them. 


Rebel Cell Member cL1 

Medium Human nonheroic 2 

Init +1; Senses Perception +7 

Languages Basic, 1 other 

Defenses Ref 10 (flat-footed 10), Fort 10, Will 11 

hp 5; Threshold 10 

Speed 6 squares 

Melee unarmed +0 (144-1) 

Ranged hold-out blaster +1 (344) 

Base Atk +1; Grp +1 

Abilities Str 9, Dex 10, Con 10, Int 12, Wis 12, Cha 10 

Feats Skill Focus (Gather Information), Skill Training (Deception, Stealth"), 
Weapon Proficiency (pistols, simple weapons) 

Skills Deception +6, Gather Information +12, Perception +7, Stealth +6, 
Use Computer +7" 

Possessions hold-out blaster, datapad (encrypted), comlink (encrypted) 

H Human bonus feat or trained skill 


REBEL HONOR GUARD 

The guerrilla nature of the Rebel Alliance minimizes the use of ceremonial 
uniforms and personnel. However, there are occasions when pomp and 
formality are either required by protocol or desired by Alliance leaders and 
soldiers alike: medal ceremonies, formal visits to high-ranking officials, and 
bereavement traditions, to name a few. 

The first Rebel Honor Guards are survivors of Alderaan, and they adapt 
their Alderaanian dress uniforms for their new role. Trained as bodyguards, 
they are the protectors of the Alliance leadership at formal occasions. Though 
Honor Guards are not trained to the same level of ability or fanaticism as the 
Imperial Royal Guard, they are professional, loyal protectors. Honor Guard 
personnel are regularly rotated back into standard Rebel units. There they 
share their new training with other unit members, which increases the likeli- 
hood that a few Honor Guards are available in any given sector. However, 
the primary reason for the personnel rotation is that Mon Mothma knows 
the dangers of keeping an elite unit too close to the Alliance's leadership. By 
rotating the troops, she hopes to prevent the Honor Guards from becoming 
too loyal to any single leader, and to prevent them from developing a sense 
of elitism. 
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Rebel Honor Guard cL5 

Medium Human nonheroic 6/soldier 3 

Force 4 

Init +11; Senses Perception +9 

Languages Basic 

Defenses Ref 17 (flat-footed 14), Fort 16, Will 13 

hp 41; Threshold 21 

Speed 6 squares 

Melee unarmed +8 (1d6+2) or 

Melee ceremonial staff +8 (1d6+3) or 

Melee ceremonial staff -2/-2 (1d6+3/1d6+3) 

Ranged blaster pistol +10 (346+1) 

Base Atk +7; Grp +9 

Atk Options Point Blank Shot, Precise Shot 

Special Actions Harm's Way 

Abilities Str 12, Dex 14, Con 12, Int 10, Wis 10, Cha 10 

Talents Armored Defense, Harm's Way 

Feats Armor Proficiency (light, medium), Improved Damage Threshold, 
Martial Arts |, Point Blank Shot, Precise Shot, Weapon Focus (pistols) 


weapons) 


Weapon Proficiency (pistols, rifles, simple 
Skills Initiative +11, Perception +9' 
Possessions blaster pistol, ceremonial staff, ceremon 

blast vest and helmet (+2 armor), comlink (encrypted) 
H Human bonus feat or trained skill 
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REBEL MARKSMAN 

All Rebels receive training in standard blaster types, but the best shooting 
soldiers receive additional marksman and sniper training with a variety of 
blasters and other weapon types. Marksmen are integrated into standard 
Rebel ground units, and elite snipers can be assigned to Special Forces. 


A REBEL MARKSMAN LINES Up ron 4 SHOT ON A TIE 


Rebel Marksman cL4 
Medium Human nonheroic 3/scout 3 
Force 4 
Init +10; Senses Perception +8 (can reroll) 
Languages Basic 
Defenses Ref 17 (flat-footed 15), Fort 15, Will 13 
hp 27; Threshold 15 
Speed 6 squares 
Melee unarmed +4 (1d4+1) 
Ranged blaster rifle +7 (3d8+1) 
Ranged blaster pistol +6 (3d6+1) 
Base Atk +4; Grp +6 
Atk Options autofire (blaster rifle), Careful Shot, Keen Shot, 
Point Blank Shot, Precise Shot, Sniper 
Abilities Str 11, Dex 14, Con 12, Int 9, Wis 10, Cha 8 
Talents Acute Senses, Keen Shot 
Feats Armor Proficiency (light), Careful Shot, Point Blank Shot, 
Precise Shot, Sniper, Weapon Focus (rifles)", Weapon Proficiency 
(pistols, rifles, simple weapons) 
Skills Initiative +10, Perception +8" (can reroll) 
Possessions blaster rifle, blaster pistol, comlink (encrypted), 
blast helmet and vest (+2 armor) 
H Human bonus feat or trained skill 


RESISTANCE LEADER 

Resistance leaders hold a dangerous but critical position. They must recruit 
new members to the Alliance cause, plan new ways to resist local Imperial 
actions and then carry out those actions, and remain undetected by Impe- 
rial security forces. Discovery and capture mean imprisonment and possibly 
death for sedition or treasonous activities. These leaders must motivate their 
resistance group or cell network members and encourage the growth of the 
Rebellion at a grassroots level. Resistance leaders can be found in any busi- 
ness or government position at virtually any political or social level. 


Resistance Leader cL5 
Medium Human noble 3/scoundrel 2 

Force 3 

Init +8; Senses Perception +9 

Languages Basic, Bocce, Huttese, Shyriiwook 


ROGUE SQUADRON PILOT 

The heroic exploits of Rogue Squadron become legendary during the Rebel- 
Jion and the New Republic. Some pilots remain members of the squadron 
for extended periods, while others rotate in and out at the determination of 
the squadron leader. Rogue Squadron members are excellent pilots, but they 
typically have other combat and related skills, enabling them to carry out 
orders and assignments not usually given to a fighter squadron. 


Rogue Squadron Pilot cL8 
Medium Human scoundrel 3/soldier 4/ace pilot 1 

Destiny 1; Force 5 

Init +11; Senses Perception +10 

Languages Basic 

Defenses Ref 24 (flat-footed 22), Fort 22, Will 20; Dodge 

hp 60; Threshold 22 


Defenses Ref 18 (flat-footed 17), Fort 15, Will 19 
hp 32; Threshold 15 

Speed 6 squares 

Melee unarmed +3 (1d4+2) 

Ranged heavy blaster pistol +4 (3d8+2) 

Base Atk +3; Grp +4 

Atk Options Point Blank Shot 

Special Actions Fool's Luck, Inspire Confidence 


Speed 6 squares 

Melee unarmed +6 (1d4+4) 

Ranged blaster pistol +8 (3d6+4) or 

Ranged blaster pistol +3 (4d6+4) with Rapid Shot 

Base Atk +6; Grp +8 

Atk Options Devastating Attack (heavy weapons), Far Shot, Hyperdriven, 
Penetrating Attack (heavy weapons), Point Blank Shot, Rapid Shot, 
Running Attack, Spacehound 


Abilities Str 10, Dex 12, Con 11, Int 13, Wis 14, Cha 15 

Talents Connections, Fool's Luck, Inspire Confidence 

Feats Linguist, Point Blank Shot, Skill Focus (Deception, Persuasion"), 
Skill Training (Mechanics, Stealth), Weapon Proficiency (pistols, rifles, 
simple weapons) 

Skills Deception +14, Gather Information +9, Initiative +8, Knowledge 
(tactics) +8, Mechanics +8, Perception +9, Persuasion +14, Pilot +8", 
Stealth +8, Use Computer +8 

Possessions heavy blaster pistol, datapad (encrypted), comlink 
(encrypted), pocket scrambler, electrobinoculars, Medpac, mesh tape, 
security kit, tool kit 

H Human bonus feat or trained skill 


Abilities Str 10, Dex 14, Con 13, Int 10, Wis 12, Cha 11 

Talents Devastating Attack (heavy weapons), Elusive Dogfighter, 
Hyperdriven, Penetrating Attack (heavy weapons), Spacehound 

Feats Armor Proficiency (light), Dodge", Far Shot, Point Blank Shot, Rapid 
Shot, Running Attack, Skill Training (Use Computer), Vehicular Combat, 
Weapon Focus (heavy weapons), Weapon Proficiency (pistols, simple 
weapons) 

Skills Initiative +11, Mechanics +9, Perception +10, Pilot +11, 
Stealth +11", Use Computer +9 

Possessions blaster pistol, comlink (encrypted), flight suit, 
X-wing starfighter 

H Human bonus feat or trained skill 
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SPECFORCE GUERRILLA 

SpecForce guerrillas are urban-combat specialists. Trained to fight within 
the confines of the galaxy's sprawling urban environments and planetwide 
cities, guerrillas are proficient at using a city's form and facilities against the 
Imperials, Guerrillas are street fighters and close-combat specialists. They 
understand that their battleground contains citizens not directly involved in 
the fight. On one hand, guerrillas know how to minimize collateral damage; 
on the other, they can demolish an entire Imperial facility when required. 
They are trained in martial arts, light arms, demolition, stealth, and scouting 
urban targets. They are tough city fighters, unafraid of challenging urban 
locales such as kilometer-high structures or the underworld of a city's 
lowest levels. 


SpecForce Guerrilla cLS 

Medium Human nonheroic 3/scout 4 

Force 3 

Init +5; Senses Perception +9 

Languages Basic 

Defenses Ref 19 (flat-footed 16), Fort 16, Will 15 

hp 33; Threshold 16 

Speed 6 squares 

Melee unarmed +6 (1d6+3) 

Ranged blaster carbine +7 (3d8+2) or 

Ranged blaster carbine +2 (4d8+2) with Rapid Shot or 

Ranged frag grenade +7 (4d6+2, 2-square burst) 

Base Atk +5; Grp +7 

Atk Options autofire (blaster carbine), Point Blank Shot, Precise Shot, 
Rapid Shot, Running Attack 

Abilities Str 12, Dex 14, Con 13, Int 10, Wis 12, Cha 8 

Talents Improved Stealth, Hidden Movement 

Feats Armor Proficiency (light), Martial Arts I", Point Blank Shot, 
Precise Shot, Rapid Shot, Running Attack, Skill Training (Mechanics), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Mechanics +8, Perception +9", Stealth +10 (can reroll) 

Possessions blaster carbine, frag grenade, comlink (encrypted), 
detonite with timer 

H Human bonus feat or trained skill 


SPECFORCE INFILTRATOR 

Infiltrator units are composed of some of the most vengeance-ridden 
members of the Rebel Alliance. They channel their anger into direct, per- 
sonal action against the Imperials and are the most feared of all SpecForce 
operatives—for their skills as well as their attitude. Infiltrators slip into 
enemy-held facilities, causing confusion and disrupting command and con- 
trol measures. They excel at stealth and fight with close personal weapons 
designed to eliminate enemies quickly and quietly. 


SpecForce Infiltrator cL7 

Medium Human scout 4/scoundrel 3 

Force 4 

Init +10; Senses Perception +8 

Languages Basic 

Defenses Ref 23 (flat-footed 19), Fort 20, Will 18 

hp 62; Threshold 20 

‘Speed 6 squares 

Melee unarmed +7 (1d8+5) 

Ranged heavy blaster pistol +7 (3d8+3) or 

Ranged frag grenade +7 (4d6+3, 2-square burst) or 

Ranged stun grenade +7 (4d6+3 stun, 2-square burst) 

Base Atk +5; Grp +7 

Atk Options Dastardly Strike, Pin, Point Blank Shot, Running Attack, 
Sneak Attack +146 

Abilities Str 14, Dex 14, Con 15, Int 10, Wis 11, Cha 8 

Talents Dastardly Strike, Hidden Movement, Improved Stealth, 
Sneak Attack +146 

Feats Armor Proficiency (light)", Martial Arts |, Martial Arts Il, Pin, 
Point Blank Shot, Running Attack, Skill Focus (Stealth), Skill Training 
(Acrobatics), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Acrobatics +10, Climb +10, Initiative +10, Jump +10", 
Mechanics +8, Perception +8, Stealth +15 (can reroll) 

Possessions heavy blaster pistol, frag grenade, stun grenade, 
comlink (encrypted), detonite with timer 

H Human bonus feat or trained skill 


SPECFORCE MARINE 

SpecForce marines specialize in hand-to-hand combat aboard fleet vessels. 
They are trained in both onboard defense of their own ships and tactics for 
boarding enemy vessels. They do not typically serve as the ship's general 
security, but instead are stationed in critical areas when boarding actions 
are possible. Marines are trained in shipboard combat, so they can, in any 
area of a ship, identify the weapons that can be used against boarders with- 
out causing undue collateral damage to the vessel’s systems. They excel in 
shipboard sabotage and can operate with or without armored space suits and 
in zero-g conditions. They typically use light weapons, but they can employ 
heavier weapons when attacking large capital ships, which can better bear 
the brunt of powerful arms. 
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SpecForce Marine 

Medium Human nonheroic 3/soldier 3 
Force 3 

Init +10; Senses Perception +8 
Languages Basic 

Defenses Ref 16 (flat-footed 14), 
hp 41; Threshold 17 

Speed 6 squares 

Melee unarmed +5 (1d4+1) 
Ranged blaster rifle +8 (348+1) or 
Ranged blaster rifle +3 (4d8+1) w 
Ranged frag grenade +7 (4d6+1, 2 
Base Atk +5; Grp +7 


cL 4 
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Skills Initiative +10, Per 8 

Possessions blaster rifle, frag grenade, comlink (encrypted), blast helmet 
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SPECFORCE OFFICER 

SpecForce officers are highly intelligent, creative leaders able to revise com- 
plicated military operations on the fly and still succeed in their mission. A 
SpecForce officer is usually the most experienced member of a SpecForce unit 
and is expected to share knowledge and experience with those under his or her 
command, SpecForce officers are typically promoted from within each type of 
SpecForce unit, but some have served in more than one type of unit. 


SpecForce Officer CL7 

Medium Human nonheroic 3/scout 1/soldier 3/officer 2 

Force 4 

Init +5; Senses Perception +10 

Languages Basic, 2 others 

Defenses Ref 20 (flat-footed 18), Fort 20, Will 19 

hp 56; Threshold 25 

Speed 6 squares 

Melee unarmed +8 (1d6+4) or 

Melee vibroblade +8 (2d6+5) 

Ranged blaster pistol +8 (346+3) or 

Ranged blaster rifle +8 (3d8+3) or 

Ranged frag grenade +8 (4d6+3, 2-square burst) 

Base Atk +7; Grp +9 

Atk Options autofire (blaster rifle), Point Blank Shot 

Special Actions Battle Analysis, Deployment Tactics 

Abilities Str 12, Dex 13, Con 14, Int 15, Wis 13, Cha 14 

Special Qualities command cover, share talent (Deployment Tactics) 

Talents Armored Defense, Battle Analysis, Deployment Tactics, 
Improved Stealth 

Feats Armor Proficiency (light), Improved Damage Threshold, Martial Arts 
I", Point Blank Shot, Skill Focus (Persuasion), Skill Training (Perception, 
Survival), Weapon Proficiency (advanced melee weapons, pistols, rifles, 
simple weapons) 

Skills Knowledge (tactics) +11, Mechanics +11, Perception +10, 
Persuasion +16, Stealth +10, Survival +10" 

Possessions blaster pistol, blaster rifle, vibroblade, frag grenade, 
comlink (encrypted), blast helmet and vest (+2 armor) 

H Human bonus feat or trained skill 


ALLIANCE 
PERSONALITIES 


The Rebel Alliance has many unique leaders and influential personnel. These 
personalities can be used as commanding officers or as support for the 
heroes. Many of the greatest heroes from the movies are detailed in the Saga 
Edition core rulebook and therefore are not repeated here. Information about 
Mon Mothma, Bail Organa, Garm Bel Iblis, Starkiller (Vader's apprentice), 
and several former Imperials turned Rebel leaders is provided in the Force 
Unleashed Campaign Guide. Information about Bail Organa can also be found 
in Threats of the Galaxy. 


ADMIRAL ACKBAR 

Hero of the Rebel Alliance and of his own people, Admiral Ackbar serves as 
the head of the Rebel fleet for most of the Alliance's existence, A brilliant 
tactician and powerful leader, Ackbar is best known for victory over Imperial 
fleet at the Battle of Endor. However, during the early years of the Rebel- 
lion, Ackbar is an Imperial slave, like the rest of the Mon Calamari. As Grand 
Moff Tarkin’s slave, Ackbar gains considerable insight into Imperial tactics, 
weapons, and plans. After a Rebel attack on the Grand Moff frees Ackbar, he 
returns to Mon Calamari, where he convinces others to join the Rebel cause. 
He oversees the Shantipole Project, which created the B-wing starfighter. 
Quickly rising through the Rebel ranks, he becomes an admiral and directs 
the Rebel's major fleet actions and other operations. He is instrumental in 
the acquisition of Mon Calamari star cruisers by the Rebels, and in the ships’ 
conversion to full-scale military capital ships. 


ADMIRAL ACKBAR 


Admiral Ackbar (Episode V1) cL 

Medium Mon Calamari noble 5/soldier 2/officer 4 

Destiny 2; Force 5 

Init +6; Senses low-light vision; Perception +17 

Languages Basic, Bothan, Durese, High Galactic, Mon Calamarian, 
Quarrenese, Shyriiwook 

Defenses Ref 24 (flat-footed 

hp 61; Threshold 23 

Speed 6 squares, swim 4 squares 

Melee unarmed +9 (1d4+5) 

Ranged blaster pistol +10 (346+5) 

Base Atk +9; Grp +10 

Special Actions Assault Tactics, Born Leader, Deployment Tactics, Rally 

Abilities Str 10, Dex 12, Con 10, Int 15, Wis 15, Cha 14 

Special Qualities breathe underwater, command cover, share talent 
(Assault Tactics, Deployment Tactics) 

Talents Armored Defense, Assault Tactics, Born Leader, Deployment 
Tactics, Distant Command, Rally 

Feats Armor Proficiency (light, medium) Linguist, Skill Focus (Knowledge 
[tactics], Perception), Skill Training (Knowledge [tactics]), Vehicular 
Combat, Weapon Proficiency (advanced melee weapons, heavy 
weapons, pistols, rifles, simple weapons) 

Skills Knowledge (galactic lore) +12, Knowledge (physical sciences) +12, 
Knowledge (tactics) +17, Knowledge (technology) +12, Mechanics +12, 
Perception +17, Persuasion +12, Pilot +11, Swim +5 (can reroll), 

Use Computer +12 
Possessions blaster pistol, comlink (encrypted), datapad 
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WEDGE ANTILLES 
Wedge Antilles never sets out to be the career soldier and legendary Rebel 
Alliance and New Republic hero he will ultimately become. He reveals his 
combat prowess and tenacity by chasing down and destroying the pirate ship 
responsible for the death of his parents. The ship flees his parents’ refueling 
platform with its fuel lines still attached, and they die saving the station. 
Directionless, but not without friends such as Booster Terrik, Wedge begins 
a career as a smuggler. After running cargo for Rebel-affiliated customers, 
Wedge joins the Rebel Alliance as a starfighter pilot 

Wedge soon becomes a member of Red Squadron and is one of the few 
survivors of the attack on the first Death Star. He goes on to join and later 
lead the elite Rogue Squadron. Although primarily a fighter pilot, he also 
briefly serves as a spy and a commando and even as the commander of a 
Star Destroyer and as a fleet commander in the days of the New Republic 
With the Rebel Alliance and Roque Squadron, Wedge distinguishes himself 
at the Rebellion's most critical battles, such as at Hoth and Endor. He is the 


only Rebel pilot to attack both Death Stars, destroying the second one with 
help from the Millennium Falcon. 


Wedge Antilles 
(Episode VI) 
Medium Human scoundrel 1/soldier 6/ace pilot 2 
Destiny 1; Force 5 

Init +12; Senses Perception +10 

Languages Basic, Mon Calamarian 

Defenses Ref 27 (flat-footed 23), Fort 22, Will 21; Dodge 

hp 56; Threshold 22 

Speed 6 squares 

Melee unarmed +7 (1d6+4) 

Ranged blaster pistol +10 (3d6+4) 

Base Atk +7; Grp +10 

Atk Options Devastating Attack (heavy weapons), Penetrating Attack 
(heavy weapons), Point Blank Shot, Precise Shot, Spacehound 

Abilities Str 10, Dex 16, Con 10, Int 12, Wis 12, Cha 11 

Special Qualities vehicle dodge +1 

Talents Devastating Attack (heavy weapons), Elusive Dogfighter, 
Penetrating Attack (heavy weapons), Spacehound, Weapon 
Specialization (heavy weapons) 

Feats Armor Proficiency 
(light), Dodge, Martial 
Arts |, Point Blank 
Shot, Precise Shot, 
Skill Focus (Pilot), 
Vehicular Combat, 
Weapon Focus (heavy 
weapons), Weapon 
Proficiency (advanced \4 
melee weapons, 
pistols, rifles, simple 
weapons) 

Skills Initiative +12, 
Mechanics +10, 
Perception +10, 

Pilot +17, Stealth +12, 
Use Computer +10 

Possessions blaster 
pistol, comlink, 
datapad, flight suit, 
tool kit 
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TYCHO CELCHU 

Tycho Celchu joins the Imperial Academy with an idealistic intention to 
change the Imperial military from within. After training under Soontir Fel 
Tycho graduates and is posted to a Star Destroyer as a TIE fighter pilot. 
Celchu's life changes direction when his birthday transmission to Alderaan 
abruptly ends as the Death Star shatters the planet. With his family and 
fiancée dead, Celchu abandons his post and soon joins the Rebel Alliance. 
He joins the elite Rogue Squadron, battling AT-ATs at Hoth and attacking 
the second Death Star in an A-wing at the Battle of Endor. Celchu flies and 
fights extensively for the New Republic, though his career has rocky times. 
He marries Winter after his retirement years later. 


Tycho Celchu (Episode VI) cL 

Medium Human soldier 7/ace pilot 1 

Destiny 1; Force 5 

Init +11; Senses Perception +10 

Languages Basic, High Galactic 

Defenses Ref 24 (flat-footed 22), Fort 22, Will 19; Dodge 

hp 103; Threshold 22 

Speed 6 squares 

Melee unarmed +7 (1d4+4) 

Ranged blaster pistol +9 (3d6+4) or 

Ranged blaster pistol +4 (4d6+4) with Rapid Shot 

Base Atk +7; Grp +9 

Atk Options Devastating Attack (heavy weapons 
(heavy weapons), Point Blank Shot, Rapid Shot 

Special Actions Indomitable, Tough As Nails 

Abilities Str 11, Dex 15, Con 13, Int 12, Wis 13, Cha 11 

Talents Devastating Attack (heavy weapons), Elusive Dogfighter, 
Indomitable, Penetrating Attack (heavy weapons), Tough as Nail 

Feats Armor Proficiency (light, medium), Dodge, Point Blank Shot, Rapid 
Shot, Skill Focus (Pilot), Vehicular Combat, Weapon Focus (heavy 
weapons), Weapon Proficiency (advanced melee weapons, pistols, 
rifles, simple weapons) 

Skills Initiative +11, Mechanics +10, Perception +10, Pilot +16, Use 
Computer +10 

Possessions blaster pistol, flight suit, comlink 


Penetrating Attack 


GENERAL AIREN CRACKEN 

In his early days on his homeworld of Contruum, Airen Cracken owns a 
mechanic's shop, where he earns his reputation as a master mechanic and 
a creative technologist. His crew members are fast learners and apply their 
creative skills to any project that comes through the door. When Imperial 
forces arrive to take over the planet, Cracken and his employees organize a 
guerrilla force specializing in sabotage. He also establishes safe havens for 
the civilian population, In short, he single-handedly creates one of the most 
successful resistance groups to engage the Empire. In a few years, he and 
his crew make operating on Contruum so expensive for the Empire that the 
occupation forces withdraw. 

Cracken realizes Contruum’s good fortune has much to do with its 
nsignificance in the galaxy, and he is not willing to let the Empire con- 
tinue to torment other worlds. He and his crew say good-bye to their loved 
ones and join the Rebel Alliance. Their knowledge and creativity quickly 
spread throughout the Alliance forces, injecting a new ingenuity into Rebel 
tactics and covert operations. Cracken's Crew remains active as well, and 
ts signature calling card—a hydrospanner inscribed "Cracken's Crew Says 
Hello"—begins appearing in Imperial installations throughout the galaxy. 


GENERAL AIREN CRACKEN 


Cracken leads raids, trains and briefs Alliance agents of every sort, and works 
his way Up to become head of Alliance Intelligence. His efforts support Crix 
Madine's commando units, and the hands-on general even mans one of the 
Millennium Falcon’s turrets at the Battle of Endor. 
Airen Cracken (Episode VI) cL 10 
Medium Human noble 3/scout 1/scoundrel 5/soldier 1 

Destiny 2; Force 5 

Init +7; Senses Perception +12 

Languages Basic, Binary (understand only), Bocce, Bothese, Durese, 
Huttese, Shyriiwook, Sullustese 

Defenses Ref 24 (flat-footed 22), Fort 22, Will 24 

hp 53; Threshold 22 

Speed 6 squares 

Melee unarmed +6 (1d4+5) 

Ranged heavy blaster pistol +9 (3d8+5) or 

Ranged heavy blaster pistol +4 (4d8+5) with Rapid Shot 

Base Atk +6; Grp +8 

Atk Options Point Blank Shot, Precise Shot, Rapid Shot 

Special Actions Jury-Rigger, Knack 

Abilities Str 10, Dex 14, Con 10, Int 16, Wis 15, Cha 14 

Talents Demolitionist, Educated, Gimmick, Jury-Rigger, Knack, 

Master Slicer, Spontaneous Skill 

Feats Armor Proficiency (light), Linguist, Point Blank Shot, Precise Shot, 
Rapid Shot, Skill Focus (Mechanics, Knowledge (tactics, technology}), 
Skill Training (Stealth), Tech Specialist, Weapon Proficiency (heavy 
weapons, pistols, rifles, simple weapons) 

Skills Deception +12, Gather Information +12, Knowledge (bureaucracy) 
+13, Knowledge (physical sciences) +13, Knowledge (tactics) +18, 
Knowledge (technology) +18, Mechanics +18 (can reroll when making 
Jury-rigged repair), Perception +12, Persuasion +12, Stealth +12, 

Use Computer +18 (can reroll when improving access, keeping 
better result) 

Possessions heavy blaster pistol (+1 Improved Accuracy), security kit, 
tool kit, comlink (encrypted), portable computer, datapad (encrypted), 
utility belt 


NERA DANTELS 

In the months following the Battle of Yavin, the smuggler turned Rebel 
Nera Dantels puts her substantial flying skills at the Alliance's disposal. She 
is passionate and headstrong and lets nothing stand in her way—whether 
it be rules or people. The blue, curved tattoos around her eyes prominently 
proclaim her individuality and refusal to blend in. Once romantically involved 
with Biggs Darklighter, Dantels continues his all-too-short fight against the 
Empire. Dantels is one of the first pilots to fly the newly developed B-wing 
starfighter, as a Dagger Squadron pilot. She also flies her own freighter, the 
Starduster. 


Nera Dantels (Episode V) cL5 

Medium Human scoundrel 5 

Destiny 1; Force 3 

Init +4; Senses Perception +8 

Languages Basic 

Defenses Ref 19 (flat-footed 17), Fort 15, Will 17 

hp 55; Threshold 15 

Speed 6 squares 

Melee unarmed +3 (1d4+2) 

Ranged blaster pistol +5 (3d6+2) or 

Ranged blaster pistol +0 (4d6+2) with Rapid Shot 

Base Atk +3; Grp +5 

Atk Options Hyperdriven, Lucky Shot, Point Blank Shot, Precise Shot, 
Rapid Shot 

Special Actions Knack 

Abilities Str 10, Dex 14, Con 10, Int 11, Wis 13, Cha 15 

Talents Hyperdriven, Knack, Lucky Shot 

Feats Point Blank Shot, Precise Shot, Quick Draw, Rapid Shot, Vehicular 
Combat, Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Mechanics +7, Perception +8, Pilot +9, Stealth +9, 
Use Computer +7 

Possessions blaster pistol, comlink, Starduster 
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BIGOs DaRKLoHTER 


BIGGS DARKLIGHTER 

A close friend of Luke Skywalker, Biggs Darklighter grows up in a relatively 
affluent family on Tatooine. Though Skywalker and Darklighter dream of join- 
ing the Academy together, only Biggs is able to go. He returns to Tatooine to 
tell Luke that he is joining the Rebellion through contacts at the Academy, 
and he tries to convince Luke of the dangers of the Empire. The two are 
surprised to see each other soon after as they prepare to defend the main 
Rebel base from the menacing Death Star. Darth Vader kills Biggs in the Death 
Star trench, as Biggs protects Luke during his attack run on the Death Star's 
thermal exhaust port. However, Biggs’ legacy lives on as a Rebel hero and 
through the exploits of his younger cousin, Gavin, who joins Rogue Squadron 
after the fall of the Emperor and goes on to have a long career with the New 
Republic and Galactic Alliance 


Biggs Darklighter (Episode IV) cL4 
Medium Human scout 1/soldier 3 

Destiny 1; Force 3 

Init +9; Senses Perception +8 (can reroll) 

Languages Basic 

Defenses Ref 18 (flat-footed 16), Fort 17, Will 15; Dodge 

hreshold 17 


Melee unarmed +5 (14+4) 
Ranged blaster pistol +5 (346+2) 
Base Atk +3; Grp +5 


Atk Options Penetrating Attack (heavy weapons) 

Special Actions Harm's Way _ 

Abilities Str 14, Dex 15, Con 10, Int 11, Wis 12, Cha 10 

Talents Acute Senses, Harm's Way, Penetrating Attack (heavy weapons) 

Feats Armor Proficiency (light), Dodge, Skill Training (Use Computer), 
Vehicular Combat, Weapon Focus (heavy weapons), Weapon 
Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +9, Knowledge (galactic lore) +7, Mechanics +7, 
Perception +8 (can reroll), Pilot +9, Survival +8, Use Computer +7 

Possessions blaster pistol, flight suit, comlink 


WES JANSON 

Before the Battle of Yavin, Wes Janson flies as a member of the Tierfon Yellow 
Aces, stationed at the Alliance's Tierfon outpost. Along with Jek Porkins and 
others, Janson is transferred to the main Rebel base on Yavin 4 just prior to 
the Death Star's arrival, but illness keeps Janson from flying in the battle. The 
often-joking Janson goes on to join Rogue Squadron as Rogue 6. At Hoth, 
he serves as Wedge Antilles’ gunner, becoming the first to flatten an Impe- 
rial walker with his harpoon and tow cable. Janson and Antilles eventually 
founded the New Republic's elite experimental Wraith Squadron. 


Wes Janson (Episode VI) cLs 

Medium Human soldier 7/ace pilot 1 

Destiny 1; Force 5 

Init +11; Senses Perception +9 

Languages Basic, Sullustese 

Defenses Ref 25 (flat-footed 22), Fort 21, Will 18 

hp 103; Threshold 21 

Speed 6 squares 

Melee unarmed +8 (1d6+6) 

Ranged blaster pistol +9 (346+4) 

Base Atk +7; Grp +9 

Atk Options Devastating Attack (heavy weapons), Expert Gunner, Far 
Shot, Melee Smash, Penetrating Attack (heavy weapons), Point Blank 
Shot, Precise Shot 

Special Actions Tough as Nails 

Abilities Str 12, Dex 14, Con 10, Int 12, Wis 11, Cha 11 

Talents Devastating Attack (heavy weapons), Expert Gunner, Melee 
Smash, Penetrating Attack (heavy weapons), Tough as Nails 

Feats Armor Proficiency (light, medium), Far Shot, Martial Arts |, Point 
Blank Shot, Precise Shot, Vehicular Combat, Weapon Focus (heavy 
weapons), Weapon Proficiency (advanced melee weapons, pistols, 
rifles, simple weapons) 

Skills Initiative +11, Mechanics +10, Perception +9, Pilot +11, Use 
Computer +10 

Possessions blaster pistol, flight suit, comlink, tool kit 


DEREK “HoBBIE" KLIVIAN 

Derek Klivian, known as “Hobbie,” joins the Rebellion along with Biggs Dark~ 
lighter after training at the Imperial Academy. Hobbie goes on to have a long 
Rebel career, flying with Rogue Group at the Battle of Hoth, with Wedge at 
the Battle of Endor, and as a member of Rogue Squadron for several years. 
His skepticism was well known among his squadron mates, as were incorrect 
but legendary stories of his demise. 


Derek "Hobbie" Klivian (Episode VI) cLs 

Medium Human soldier 6/scoundrel 1/ace pilot 1 

Destiny 1; Force 5 

Init +6; Senses Perception +10 

Languages Basic 

Defenses Ref 25 (flat-footed 22), Fort 22, Will 20; Dodge 

hp 74; Threshold 22 

Speed 6 squares 

Melee unarmed +8 (1d6+6) 

Ranged blaster pistol +8 (3d6+4) 

Base Atk +6; Grp +8 

Atk Options Devastating Attack (heavy weapons), Lucky Shot, 
Penetrating Attack (heavy weapons), Point Blank Shot, Precise Shot 

Abilities Str 14, Dex 15, Con 12, Int 10, Wis 13, Cha 10 

Talents Armored Defense, Devastating Attack (heavy weapons), Keep It 
Together, Lucky Shot, Penetrating Attack (heavy weapons) 

Feats Armor Proficiency (light, medium), Dodge, Martial Arts I, Point 
Blank Shot, Precise Shot, Skill Training (Deception), Vehicular Combat, 
Weapon Focus (heavy weapons), Weapon Proficiency (advanced melee 
weapons, pistols, rifles, simple weapons) 

Skills Deception +9, Mechanics +9, Perception +10, Pilot +11, Use 
Computer +9 

Possessions blaster pistol, flight suit, comlink 


NIEN NUNB 

Nien Nunb is a well-known Rebel hero in the Sullust system. He originally 
works for the interstellar SoroSuub Corporation, but he quits in protest when 
the company takes control of Sullust and becomes an Imperial ally. He and 
his sister, Aril, raid SoroSuub ships in support of Rebel war and supply efforts, 
He and his ship, the Sublight Queen, gain the support of the Sullustan people 
and soon attract others ready to fight the Imperials. He is directly responsible 
for bringing SoroSuub and his homeworld into an alliance with the Rebellion. 
Nunb and much of his growing fleet escape an Imperial blockade to join the 
Alliance fleet. Nunb becomes a hero known throughout the Alliance as Lando 
Calrissian's copilot in the attack on the second Death Star, 


Nien Nunb (Episode VI) cL8 

Medium Sullustan scout 7/ace pilot 1 

Destiny 1; Force 5 

Init +11; Senses darkvision; Perception +10 (can reroll) 

Languages Basic, Sullustese 

Defenses Ref 24 (flat-footed 22), Fort 21, Will 19 

hp 56; Threshold 21 

Speed 6 squares; Surefooted 

Melee unarmed +5 (1d4+4) 

Ranged blaster pistol +7 (3d6+4) or 

Ranged blaster pistol +2 (4d6+4) with Rapid Shot 

Base Atk +5; Grp +7 

Atk Options Far Shot, Point Blank Shot, Rapid Shot 

Special Actions Jury-Rigger, Quick Draw 

Abilities Str 10, Dex 15, Con 10, Int 12, Wis 13, Cha 11 

Special Qualities expert climber 

Talents Evasion, Fringe Savant, Jury-Rigger, Keep It Together, Surefooted 

Feats Far Shot, Point Blank Shot, Quick Draw, Rapid Shot, Skill Training 
(Initiative), Vehicular Combat, Weapon Proficiency (pistols, rifles, 
simple weapons) 

Skills Initiative +11, Knowledge (galactic lore) +10, Mechanics +10 (can 
reroll when making jury-rigged repair), Perception +10 (can reroll), 
Pilot +11, Stealth +11, Use Computer +10 

Possessions blaster pistol, flight suit, comlink, tool kit, utility belt 
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GENERAL CARLIGT RIEEKAN 


GENERAL CARLIST RIEEKAN 

Carlist Rieekan is an early member of the Rebel Alliance, working with 
resistance forces in and around his homeworld of Alderaan. A mission to 
observe and inspect satellite transmitters near Delaya, also in the Alderaan 
system, saves his life when the Death Star arrives and obliterates Alderaan. 
He feels that if he had acted more quickly, he might have saved some of the 
population by beginning an evacuation upon the Death Star's arrival in the 
system. This guilt drives him to become acutely defensively minded, which 
serves him well on Hoth. 

A dedicated Rebel and a fine officer, he rises to the rank of general while 
directing a variety of Alliance commands and operations, He becomes the 
commanding officer of the new Alliance main base on Hoth and successfully 
oversees the delaying action that allows many Rebels to escape the devas- 
tating Imperial attack. Rieekan survives the Galactic Civil War and becomes 
Minister of State of the New Republic. 


General Carlist Rieekan (Episode V) cL 12 

Medium Human noble 7/officer 5 

Destiny 2; Force 6 

Init +7; Senses Perception +14 

Languages Basic, Huttese, Ithorese, Mon Calamarian, Shyriiwook, 
Sullustese 

Defenses Ref 26 (flat-footed 25), Fort 24, Will 30 

hp 74; Threshold 24 

Speed 6 squares 

Melee unarmed +10 (1d4+6) 

Ranged blaster pistol +12 (346+6) 

Base Atk +10; Grp +12 

Atk Options Point Blank Shot, Precise Shot 

Special Actions Born Leader, Coordinate +1, Deployment Tactics, Field 
Tactics, Inspire Confidence, Outmaneuver, Trust 

Abilities Str 10, Dex 13, Con 12, Int 15, Wis 16, Cha 16 

Special Qualities command cover, share talent (Inspire Confidence, 
Deployment Tactics) 

Talents Born Leader, Coordinate +1, Deployment Tactics, Field Tactics, 
Inspire Confidence, Outmaneuver, Trust 

Feats Armor Proficiency (light), Improved Defenses, Linguist, Point Blank 
Shot, Precise Shot, Skill Focus (Knowledge [tactics], Persuasion), 
Weapon Focus (pistols), Weapon Proficiency (heavy weapons, pistols, 
rifles, simple weapons) 

Skills Deception +14, Knowledge (bureaucracy) +13, Knowledge (galactic 
lore) +13, Knowledge (tactics) +18, Mechanics +13, Perception +14, 
Persuasion +19, Pilot +12, Use Computer +13 

Possessions blaster pistol, comlink, code cylinder 


DEENA SHAN 

Deena Shan is drawn to the excitement of the Rebellion but plagued with 
self-doubt about her capabilities and position within the Alliance. Her early 
mundane duties make her question her decision to join the Rebels, but an 
unexpected encounter with the Millennium Falcon and the heroes of Yavin 
quickly erases those feelings. Deena soon finds herself serving in the Rebellion 
in undercover and commando operations, using her looks and persuasive skills 
against unsuspecting Imperial officers. However, she is unprepared for the 
powerful emotional conflict between her duties and her feelings. She feels 
out of place and in over her head on the battlefield, Fellow Rebels have to 
remind her of her military position and help her overcome her inexperience 
and hesitation. Despite the emotional rollercoaster, she remains dedicated 
to the Rebel cause. 


Deena Shan (Episode V) cL5 

Medium Human scoundrel 1/ scout 4 

Destiny 1; Force 3 

Init +3; Senses Perception +9 (can reroll) 

Languages Basic, Bocce 

Defenses Ref 18 (flat-footed 17), Fort 16, Will 18; Dodge 

hp 36; Threshold 16 

Speed 6 squares 

Melee unarmed +3 (1d4+2) 

Ranged blaster pistol +5 (3d6+2) 

Base Atk +3; Grp +4 

Atk Options Point Blank Shot, Precise Shot 

Special Actions Disruptive 

Abilities Str 10, Dex 13, Con 10, Int 13, Wis 14, Cha 16 

Talents Acute Senses, Disruptive, Improved Stealth 

Feats Dodge, Point Blank Shot, Precise Shot, Skill Focus (Deception, 
Persuasion), Weapon Focus (pistols), Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Deception +15, Gather Information +10, Perception +9 (can reroll), 
Persuasion +15, Stealth +8 (can reroll), Use Computer +8 

Possessions blaster pistol, comlink 


WICKET 

Wicket is the young Ewok responsible for bringing Princess Leia to Bright 
Tree Village on Endor's Forest Moon. Leia's arrival leads to his tribe's eventual 
alliance with the Rebel Special Forces team, there to destroy the massive 
shield generator protecting the Death Star in orbit high above the moon. 
Wicket's trap expertise contributes to the Ewoks’ surprisingly effective 
attack against the Imperial forces protecting the Death Star's shield genera- 
tor. Wicket's observation of Imperial activities prior to the battle also gives 
the Ewoks confidence that they can defeat the invaders—even with their 
primitive weaponry. 


Wicket (Episode VI) cL3 
‘Small Ewok scout 3 

Force 3 

Init +9; Senses Perception +7 (can reroll) 

Languages Ewokese 

Defenses Ref 19 (flat-footed 16), Fort 14, Will 14; Dodge 
hp 33; Threshold 14 

Speed 4 squares 

Melee spear +4 (1d8+3) 

Ranged spear +6 (1d8+2) 

Base Atk +2; Grp +0 


Abilities Str 13, Dex 16, Con 11, Int 11, Wis 13, Cha 9 

Special Qualities scent 

Talents Acute Senses, Surefooted 

Feats Dodge, Skill Focus (Climb, Survival), Weapon Focus (simple 
weapons), Weapon Proficiency (simple weapons) 

Skills Climb +12, Jump +7, Perception +7 (can reroll), Stealth +14 
(can reroll), Survival +12 

Possessions spear 


WINTER 

Winter grows up in the Alderaan royal house, becoming known for her aris- 
tocratic manner and occasionally being mistaken for her close friend Princess 
Leia. As Leia enters politics, Winter becomes her personal assistant. After 
the destruction of Alderaan, Winter becomes an Alliance intelligence agent. 
She uses her unerring memory to scout potential targets. With that informa- 
tion, Winter can create detailed maps of targeted locations and dossiers on 
individuals, Both Imperials and Rebels know her as Targeter. 

Her perfect memory comes at a cost, however, She recalls details vividly, 
so she never escapes the pain of the loss of Alderaan or of any other trauma. 
After the establishment of the New Republic, Winter returns to work as Leia’s 
aide and as nanny and protector of the Solo children. Winter eventually 
marries Tycho Celchu. 


Winter (Episode VI) cL3 

Medium Human noble 1/scout 2 

Force 3 

Init +3; Senses Perception +12 (can reroll) 

Languages Basic, Binary (understand only), High Galactic, Huttese, 
Ithorese, Mon Calamarian, Shyriiwook, Sullustese 

Defenses Ref 18 (flat-footed 16), Fort 15, Will 17 

hp 27; Threshold 15 

Speed 6 squares 

Melee knife +0 (1d4) 

Ranged hold-out blaster +3 (3d4+1) 

Base Atk +1; Grp +3 

Abilities Str 9, Dex 15, Con 10, Int 16, Wis 12, Cha 16 

Talents Acute Senses, Presence 

Feats Improved Defenses, Linguist, Skill Focus (Perception), Skill Training 
(Stealth, Survival), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Deception +9, Gather Information +9, Knowledge (bureaucracy) 
+9, Knowledge (galactic lore) +9, Knowledge (social sciences) +9, 
Perception +12 (can reroll), Persuasion +9, Ride +8, Stealth +8, 
Survival +7, Treat Injury +7, Use Computer +9 

Possessions hold-out blaster, knife, electrobinoculars, comlink, datapad 
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TECHNOLOGY 
AND VEHICLES 


The Rebel Alliance tries to standardize starships and weapon systems when 
possible, but as a network of semi-independent commands, the Alliance 
must press into service any available weapon, vehicle, or starship. With a 
few exceptions, such as the Mon Calamari Shipyards, the Rebel Alliance is 
unable to manufacture its own equipment, vehicles, technology, and other 
gear. However, it acquires materiel from across the galaxy through scroung- 
ing, donations, purchases, and other methods. The items shown described are 
among those used by Rebel forces. See the Saga Edition core rulebook and 
Starships of the Galaxy for additional Rebel vehicles and ships. 


EQUIPMENT 

The Rebel Alliance relies on nonstandard equipment and a high degree of 
creativity, whether upgrading outdated weaponry or modifying civilian items 
and vehicles for military use. Alliance scroungers and procurement specialists 
are adept at locating supplies that can be made suitable for a given task. 


CRACKEN'S TACTICS 

General Airen Cracken and his infamous Cracken's Crew excel at adapting 
equipment for sabotage or other disruptive purposes. Cracken and his crew 
members carry out extensive sabotage and clandestine attacks against the 
Empire, and they also train other units in their best tricks. Cracken's encrypted 
Rebel Field Guide can be found at most Rebel bases and training facilities. Not 
all of Cracken's tactics are destructive. As Cracken likes to point out, some- 
times disabling a mechanism is more effective than destroying it, especially 
if you hope to use it later or if you need to prevent collateral damage. The 
creative use of mundane items is another of his specialties. Cracken's more 
popular tactics are described here. 


Boosting the Power of a Repulsor Sled 
Found in docking bays and warehouses across the galaxy, the utilitarian 
repulsor sled is a staple of cargo manipulation. Typically floating a half meter 
or less above the floor, a sled can easily move pallets, crates, and other cargo. 
Given their near-universal availability in docking bays, repulsor sleds are 
among the items commonly used and adapted by Rebel agents, who typically 
temporarily boost the power of the sled to gain speed, altitude, or both. 

Required Items: Repulsor sled, independent power source (typically a 
small generator, vehicle battery pack, or power cable attached to a wall 
outlet), and basic tools. 

Modification Time: 2 minutes. 

Skill Check: Mechanics DC 15 or DC 10 with Tech Specialist feat. 

Result: Increases sled speed by 2 squares or altitude by 2 squares. Lasts 
for 2d4 rounds before repulsorlift circuitry burns out and the sled crashes to. 
the ground, useless and requiring spare parts to repair. The duration should 
be unknown to the heroes, although the sled might give off warning signs a 
round or two before failing. 


Disabling a Shield Generator 

Disabling a shield generator with explosives or well-placed blaster fire is 
easy enough, but disabling a generator in a manner that is reversible or 
undetectable can be more useful. The installation of an LK-4 fusible link in 
‘one of the system's main power couplings can shut down the shield as soon 
as it achieves 50% power output. However, there must be no power to the 
coupling during installation, so the agent must provide an explanation for 
the temporary shutdown, 

Some agents prefer to short-circuit the system using a length of power 
cable with a vampiric power tap at one end. The tap is hooked to the gen- 
erator's main power supply cable, while the opposite end is attached to the 
negative power coupling. When the tap is triggered by remote control or 
by detecting a rise in power through the cable, it sinks its sharpened metal 
teeth through the power cable's insulation to the interior wire. The energy 
flows to the power coupling and either burns it out or surges through the 
generator's power system, causing it to automatically shut down. 

Required Items: LK-4 fusible link (or similar equipment for vehicles) or 
3-meter power cable with vampiric power tap, basic tools, 

Installation Time: 5 minutes. 

Skill Check: With fusible link, Mechanics DC 15 or 10 with Tech Specialist 
feat. With power tap, Mechanics DC 20 or DC 15 with Tech Specialist feat. 

Result: With the fusible link, the shield generator shuts down upon 
reaching at least 50% power, and it cannot be used until the link is found 
and removed. With the power tap, the shield generator shuts down upon 
activation of the tap, and the generator requires extensive repairs and spare 
parts to reactivate. 


Disabling Speeder Safety Systems 
Some hotshot swoop and speeder racers like to disable the built-in safety 
systems of their vehicles, gaining more agility by making the vehicle less 
stable. Pilots sometimes find themselves unable to cope with the results 
and crash into the ground or another object. Agents use this tactic to 
sabotage enemy speeders; unsuspecting pilots might crash before figuring 
out the problem. 

Required Items: Too! kit. 

Modification Time: 2 minutes. 

Skill Check: Mechanics DC 25 or DC 20 with Tech Specialist feat. 


Result: The speeder’s Dexterity score increases by 4, which in turn 
increases the vehicle's initiative and Pilot skill modifiers by +2 and increases 
the vehicle's Reflex Defense by +2. Pilot checks failed by 5 or more cause a 
-5 penalty on the next Pilot check. Unsuspecting pilots receive a -10 penalty 
to all Pilot checks until the first successful Pilot check. 


Disabling a Walker's Drive Motor 
Disabling a walker's drive motor is easy. The hard part is getting inside to 
begin with, Large walkers are typically disabled by damaging the internal 
hydraulic system. Smaller walkers must have the exterior drive joint physi- 
cally jammed. Many agents prefer to target a walker's gyroscopic balancing 
system, making the walker difficult to control and often causing it to tip 
over when under power, 
Required Items: Tool kit, cutting device, or object to jam mechanism. 
Modification Time: 1 minute (30 seconds with cutting device). 
Skill Check: Mechanics DC 15 or DC 10 with Tech Specialist feat. 
Result: The walker cannot move, but its other systems are still functional. 
If the gyroscopic balancing system is disabled, the walker can move, but the 
Pilot receives -20 penalty to all Pilot checks. Failure results in the walker 
toppling over. 


Jury-Rigging a Power-Pack Bomb 

Power-pack bombs are unpredictable but powerful improvised explosives. 
Rebel agents find them useful because the basic components are usually at 
hand. However, their unpredictability causes agents to use them only when 
desperate. The bomb works by taping 2 to 5 power packs together, then 
disabling the packs’ sturm dowels, thereby causing the packs to build up an 
excessive charge and to explode after about 30 seconds. Although blaster 
power packs are typically used, any large power cell can be adapted to the 
task, Attaching an optional timing device or remote-controlled detonator is 
possible, but it is complicated by the need to include a mechanism to remove 
the dowels. Also, the explosion is not instantaneous, since the power packs 
must build up the charge first. 

Required Items: 2 to 5 power packs, mesh tape, optional timing device 
or remote detonator with dowel-removal mechanism, tool kit required for 
timing device. 

Creation Time: 2 minutes without timing device (30 minutes with 
timing device) 

Skill Check: Mechanics DC 15 or DC 10 with Tech Specialist feat to 
create without timing device. A failure of 10 or more below the DC results 
in immediate detonation. With a timing device, the checks are Mechanics 
DC 25 or 20 with Tech Specialist feat, instead of the DC 10 typically required 
to set a detonator. Failure results in immediate detonation. 

Result: The bomb detonates 146 rounds after the last dowel is removed or 
the detonation device is activated (rolled secretly by the Gamemaster). The 
bomb can be thrown like a grenade, but it does not explode until the charge 
builds up. The bomb can also be set as in the Place Explosive Device under 
the Mechanics skill. Once the charge begins building up, the bomb cannot be 


disarmed. Damage is 2 die of the type of power pack used (for example, a bomb 
made from two blaster-rifle power packs and a blaster-pistol power pack is 
4d8+2d6). A standard power cell uses d6 damage dice. The explosion deals 
damage as an area attack to all targets within a 2-square burst radius. 


Overloading a Starship or Vehicle Weapon 

Whether you are disabling an enemy ship or merely need a diversion, over- 
loading a ship or vehicle's energy weapon attracts a lot of attention in a hurry. 
Although it takes time to build up a big enough charge in the supercapacitors, 
the resulting explosion destroys the weapon and heavily damages the ship. 

Required Items: Tool kit (not required for remote modification). 

Modification Time: 30 seconds. 

Skill Check: Mechanics DC 20 or DC 15 with Tech Specialist feat or Use 
Computer DC 30 for remote modification through ship or vehicle onboard 
network (remote modification not possible on smaller vehicles). 

Result: The detonation occurs 1d6 rounds after the task is completed 
and deals damage as an area attack to all targets within a 4-square burst 
radius around the weapon, equal to the damage the weapon normally deals 
when firing. The attached vehicle also takes this damage (only once, not per 
square). The weapon can be disarmed before detonation, or it can be disabled 
by cutting power to the weapon while it charges. 


Sending a Reactor into Automatic Shutdown 
There are times when disabling a reactor is preferable to destroying it; irra~ 
diating a city rarely helps the Rebel cause. Clever agents use a reactor's own 
safety systems to force it into an automatic shutdown, making restarting 
the reactor in a short amount of time difficult or impossible. The hardest 
part of this task is reaching the portion of the system to be disabled. Typical 
methods include disabling the cooling system, disrupting the fuel-supply 
system, fooling safety sensors, and shorting out detectors. 

Required Items: Too! kit. 

Modification Time: 2 minutes. 

Skill Check: Mechanics DC 20 or DC 15 with Tech Specialist feat. 

Result: Success begins the shutdown process due to a physical fault. A 
reactor can take 1 to 5 minutes to fully shut down. Failure means that the 
reactor continues to function normally, although security systems might 
alert the reactor control room to the attempted sabotage. 


Using Droid Restraining Bolts to Your Advantage 
Never underestimate the usefulness of a droid restraining bolt. Although 
combat droids are shielded against enemy installation of the devices, Rebel 
agents deal with innumerable standard civilian units that are susceptible to 
restraining bolts. The devices rarely help an agent interrogate or take control 
of a droid, but they can prevent a droid from informing others of the agent's 
presence and keep the droid out of the agent's way. 

Attaching a restraining bolt quickly and at range is challenging. Using 
instantly fusing attachment disks is a must. Heroes can find these unusual 
devices in civilized centers and from outlaw tech dealers at triple the cost of 
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regular restraining bolts. A Jedi can use Move Light Object to slap a bolt on 
a droid. Others can use stealth, deception, or persuasion to get close enough 
to attach the disk. Some agents modify the disk to instantly activate when 
attached (Mechanics DC 15), paralyzing the droid. In some droid models, the 
bolts must be attached in specific locations to be effective. 


WEAPON 
EMPLACEMENTS 


The Rebel Alliance relies on artillery emplacements to bolster the defenses of 
major bases and outposts. Fixed emplacements take time to install, and only 
permanent bases or those most in need of defense are granted this scarce 
resource, Weapon emplacements are treated as vehicles for statistical pur- 
poses, but they are usually immobile and do not require a pilot to function. 
Instead, gunners control all the functions of a weapon emplacement. 


ATGAR 1.4 FD P-TOWER 

The Atgar 1.4 FD P-Tower is an outdated light antivehicle artillery piece 
that dates back to the Clone Wars. Its slow fire rate, its large, dish-shaped 
target profile, and its minimal crew protection make it unpopular with Rebel 
troops. However, it is inexpensive and available through black-market chan- 
nels, which makes it accessible to Alliance forces and resistance groups. It is 
largely ineffective against heavily armored vehicles, walkers, and fast-moving 
speeders, but the P-Tower can still take down moderately armored vehicles. 
The P-Tower requires a crew of four to operate—three to regulate the dish's 
power systems, and one to target enemy units. 

Atgar 1.4 FD P-Tower Light Anti-Vehicle Laser Cannon = CL5 
Huge emplacement 

Init +4; Senses Perception +6 

Defenses Ref 11 (flat-footed 11), Fort 18; +3 armor 

hp 80; DR 5; Threshold 28 

Speed 0 squares (immobile) 

Ranged antivehicle cannon +3 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover +5 

Base Atk +2; Grp +20 

Abilities Str 26, Dex 0, Con —, Int 12 

Skills Initiative +4, Mechanics +6, Perception +6, Use Computer +6 
Crew 4 (skilled); Passengers none 

Availability Military; Cost 12,000 (6,000 used) 


Antivehicle cannon (gunner) 
Atk +3, Dmg 3d10x2 


ASK TRAINING j 
Typically, a hero must be trained in the Mechanics skill to carry out any _ 
uses of that skill. However, heroes can be trained to do specific, simple 4 
tasks without the comprehensive knowledge normally required to use the - 
complete skill. This specific training allows a hero to make an untrained 
Mechanics check when attempting the trained task, At the Gamemaster’s_ 
discretion, heroes already trained in the skill might receive a +2 circum 
stance bonus when attempting a task in which they received specific 
training. This bonus is best applied when the task at hand is unusual even 
for someone trained in Mechanics. | 

Task training takes a minimum of 30 minutes for simple tasks and up to 
two hours for moderately complex tasks. Tasks requiring additional time 
or complexity are beyond the ability of heroes untrained in the Mechanics 
skill. The trainer must be trained in the Mechanics skill. The trainer rolls. 
Mechanics check against the DC of the final task, and can benefit fi 
Aid Another from one assistant also trained in the Mechanics skill, If the i} 
check fails, the trainer fails to adequately demonstrate the task to his 
or her trainees and must start again. If the check succeeds, the trainee 
rolls a DC 25 Perception check and gains a +1 insight bonus for every 34 
points the trainer rolled on his or her Mechanics check above the final 
task DC. If successful, the trainee learns the task. # 

Gamemasters can allow heroes to apply their trained-task knowl- a 
edge to similar tasks, but this use of specific training must be limited — 
so that it does not replace becoming trained in the Mechanics skill. _ 
Gamemasters might also rule that after a certain period of disuse, the 
hero must retrain to be reminded of the specific details of carrying out 
@ particular task. Although most useful for the Mechanics skill, task | 
training can be applied to other skills (other than Use the Force) at the _ 
Gamemaster's discretion. | 


GOLAN ARMS DF. 

The Golan Arms DF.9 anti-infantry tower is one of the Rebel Alliance's most 
common artillery pieces. Its rapid fire rate and impressive range make it 
highly effective against advancing infantry, Rebel technicians modify the 
DF.9's weapons systems in order to increase its effectiveness against AT-STs. 
The DF9 requires a three-person crew, operating the weapon from within the 
cramped quarters of its tower enclosure. The armored tower has a lower entry 
hatch, an upper observation hatch, and a turret that rotates 180 degrees. 


Golan Arms DF.9 Anti-Infantry Battery 

Huge emplacement 

Init +4; Senses Perception +6 

Defenses Ref 12 (flat-footed 12), Fort 20; +4 armor 
hp 120; DR 5; Threshold 30 

Speed 0 squares (immobile) 

Ranged anti-infantry cannon +3 (see below) 


cL5 


DF.9 ANTHINFANTRY CANNONS FLANK A T4-B HEAVY TANIC 
WHILE DEFENOING 4 RemeL ease. 


Fighting Space 3x3 or 1 square (starship scale); Cover total 
Base Atk +2; Grp +22 

Abilities Str 30, Dex 10, Con —, Int 12 
Skills Initiative +4, Mechanics +6, Perception +6, Use Computer +6 
Crew 3 (skilled); Passengers none 

Availability Military; Cost 14,000 (7,000 used) 


Anti-infantry cannon (gunner) 
Atk +3, Dmg 4d10x2 


GOLAN ARMS FPC 6.7 
ANTI-AIRCRAFT BATTERY 

The Golan Arms FPC 6.7 Anti-Aircraft Battery is an inexpensive defensive 
weapon suitable for protecting military bases and other installations from 
aerial assault. This unit is particularly effective against lightly armed air- 
speeders and holds its own against heavily armored or shielded starfighters 
and bombers, It typically requires four crew members: a gunner, a com- 
mander/sensor operator, and two power regulator technicians. Hi 
Rebel units have been known to operate with as few as two crew members, 
and even one can fire the battery at a very limited rate. Rebel te: 
like the FPC 6.7's quick setup and tear down, which makes relocating the 
weapon to new facilities relatively easy. 


Golan Arms FPC 6.7 Anti-Aircraft Battery CLs 


Huge emplacement 


Defenses flat-fo ), Fort 22; +5 armor 
hp 120; DR 5; Threshold 
Speed 0 squares (immobile) 
Ranged anti-aircr 
Fighting Space 3x3 
Base Atk +2; Grp + 
Abilities Str 34, Dex 
Skills Init 
Crew 4 ( 
Availability 


n +5 (see below) 


p scale); Cover total 


10, Con — 


ive +4, Mechanics + 


n +6, Use Comp 


ied); Passengers nc 
litary; Cost 14,000 (7,000 used) 


Anti-aircraft laser cannon (gunner) 
Atk +5, Dmg 6d10x2 


KDY v-ISO PLANET DEFENDER 


The KDY Planet Defender heavy ion cannon—r to as the “ion cannon” 
or the “150 he few surface defense batter. 
ies available. The ion ca of he-line 
capital ships such a i minutes at a time, 


Although the 150 sive power and instal 


lation requirements, t ce ace of them to protect 
its most impc T n famously defended Alliance troops 
during the Hot 

KDY v-150 Planet Defender cL 12 
Colossal (frigate) emplacement 

Init -2; Senses Perce 

Defenses Ref 11 (flat-footed 11), Fort 33; + 


hp 550; DR 15; Threshold 133 
Speed 0 squares ( 


Ranged surface-to (see below) or 
Ranged surface-to-space * with Double Attack 
(see bel 


Fighting Space 1 square (starship scale); Cover tc 
Base Atk +5; Grp +48 
Abilities Str 57, Dex 10, Con —, | 


B, Perception +8, Use Computer +8 


Crew 1 
Availability Mili 
*Apply 0 -20 pen 


Passengers nc 
Cost 1.5 million (1 million used 
smaller than Colossal size. 


Surface-to-space ion cannon (gunner) 
Atk +10 (-10 against targets smaller than Colossal), Dmg 9d10x10 ion 
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LORATUS MANUFACTURING 
MPTL-24 MOBILE 

PROTON TORPEDO LAUNCHER 
The MPTL-2a is an improved version of the slower and more vulnerable 
MPTL-2 used early in the war. The Rebel Alliance enjoys substantial sup- 
port from Loratus Manufacturing, so the company accommodates design 
alterations requested by the Rebels. Although the Alliance military prefers 
fast-moving armored vehicles over tracked artillery, the offensive punch of 
the MPTL-2a's nine fire-linked proton torpedo launchers makes it ideal for 
supporting large-scale assaults. The launcher must open its armored shell and 
deploy to a secure position before firing, and its targeting is limited to for- 
ward firing. Though it deploys rapidly (two full-round actions), the launcher 
must rely on infantry and other units to provide close support. However, this 
is not always a problem, because the MPTL-2a can strike targets up to 20 
km away with the use of spotters or targeting droids. Without a spotter, the 
MPTL-2a's range is limited to line of sight or manual programming (Computer 
DC 20 or DC 25 if not proficient in heavy weapons). 


MPTL-2a Mobile Proton Torpedo Launcher cL8 

Gargantuan ground vehicle (tracked) 

Init +2; Senses Perception +6 

Defenses Ref 14 (flat-footed 13), Fort 24; +8 armor 

hp 100; DR 10; Threshold 44 

Speed O squares (immobile in firing mode), 6 squares (max. velocity 
95 km/h) 

Ranged proton torpedo launcher +4 (see below) 

Fighting Space 4x6; Cover total 

Base Atk +2; Grp +31 

Abilities Str 39, Dex 12, Con —, Int 14 

Skills Initiative +2, Mechanics +6, Perception +6, Pilot +2, 
Use Computer +6 

Crew 3 (skilled); Passengers 1 (spotter droid) 

Cargo 600 kg; Consumables 1 week; Carried Craft none 

Payload 30 proton torpedoes 

Availability Military; Cost 20,000 (11,000 used) 


Proton torpedo launcher (gunner) 
Atk +4, Dmg 13d10x2, 4-square splash 


LORATUS MANUFACTURING 
LONGVISION LV-38 

SPOTTER/PROBE DROID 1 
Longvision LV droids are Loratus Manufacturing's line of probe and spotter _ 
droids. Although the spotter droids are primarily sold as a package deal _ 
with artillery units, they share the same basic chassis as the probe droids, _ 
which are sold separately. The floating droids are equipped with advanced — 
stealth programming, a powerful repulsorlift system, and burst-stream 4 
communications transceivers that resist battlefield jamming and inter- _ 
ference. However, they are typically unarmed, because their small size 
limits their power supply and makes it difficult to both power a weapon — 
and sustain the speeds required on the battlefield. 


LV-38 Spotter/Probe Droid cL3 

Small droid (4th-degree) nonheroic 1/scout 3 | 

Force 3 q 

Init +11; Senses darkvision, low-light vision; Perception +16 | 

Languages Basic, Binary 

Defenses Ref 21 (flat-footed 17), Fort 13, Will 14; Dodge 

hp 16; Threshold 13 

Immune droid traits 

Speed 6 squares (hovering) 

Melee unarmed +1 (1) 

Base Atk +2; Grp +0 

Abilities Str 8, Dex 18, Con -, Int 14, Wis 14, Cha 8 

Talents Hidden Movement, Improved Stealth 

Feats Dodge, Skill Focus (Gather Information, Perception, Stealth), 
Skill Training (Initiative, Use Computer), Weapon Proficiency 
(simple weapons) 

Skills Gather Information +11, Initiative +11, Perception +16, 
Stealth +21 (can reroll), Use Computer +9 

‘Systems hovering locomotion, durasteel shell (+4 armor), heuristic 
processor, improved sensor package, darkvision, integrated comlink, 
locked access, secondary battery 

Possessions holographic recorder, audio recorder, holoprojector 


COMBAT ASSAULT 
VEHICLES 


Combat assault vehicles—CAVs—are armored repulsorlift craft designed or 
modified to carry medium to heavy weapons during direct assaults and other 
combat missions. Rebel CAVs range from fast speeders to heavily armored 
weapons platforms. The Rebel Alliance has a variety of models in its arsenal, 
but it has few in large numbers, and these models were not top-of-the-line 
designs even when originally sold, Most have been further modified by the 
Alliance, as they often were by their previous owners. Below are some of the 
more common models available. Additional CAVs adapted to Rebel use are 
the Arrow-23 Landspeeder and the KAAC Freerunner, found on pages 110 
and 113 of the The Force Unleashed Campaign Guide, respectively. 


GALLOFREE HTT-26 

HEAVY TROOP TRANSPORT 

The Gallofree HTT-26 Heavy Troop Transport is one of the company's older 
designs, originally appearing during the last days of the Old Republic. Military 
organizations largely ignore the vehicle, believing its use to be limited by the 
fact that it is a landspeeder rather than a more versatile airspeeder. However, 
the Rebel Alliance finds the HTT-26 useful for transporting squads of troops 
across chaotic battlefields, where its armor gives great protection against 
small-arms and light-vehicle weapons fire. Thanks to their age, HTT-26s are 
also relatively cheap and easy to obtain from vehicle surplus dealers and 
mercenary groups. The HTT-26 is crewed by a pilot and a gunner who mans 
the repeating blaster cannon. 


Gallofree HTT-26 Heavy Troop Transport cL8 
Gargantuan ground vehicle (speeder) 

Init +3; Senses Perception +6 

Defenses Ref 13 (flat-footed 11), Fort 23; +6 armor 

hp 80; DR 10; Threshold 43 


SIENAR ULTRA-LIGHT 

ASSAULT VEHICLE 

Sienar Ultra-Light Assault Vehicles are small, fast, and extremely agile land- 
speeders designed for rapid deployment and quick, slashing strikes across the 
battlefield. The ULAV's size makes it ideal for deployment from drop ships 
or large transports. During the Clone Wars, ULAVs are highly effective at 
piercing the lines of CIS droid units. Zipping through the droid formations, 
the ULAV’s gunner has ample targets for the double forward laser cannon 
and, after breaking through the line, the advantage of the more powerful 
rear-facing blaster cannon. 

The early Empire regularly used ULAVs, but soon replaced them with larger 
and more powerful vehicles with forward-facing primary weapons. Most 
ULAVs were left forgotten in Imperial surplus depots, too small to attract 
buyers. Decades later, a Rebel commando raid steals a huge fleet of ULAVs 
from a minimally guarded Imperial storage facility on Hiffis. Rebel techni- 
cians make a few updates and modifications—including the addition of light 
shielding—and put the durable old vehicles into service throughout the galaxy. 
Though hindered by their rear-facing weaponry and half-meter flight ceiling, 
the ULAVs are welcome additions to vehicle-starved Rebel units. 


Ultra-Light Assault Vehicle (ULAV) cL5 

Huge ground vehicle (speeder) 

Init +10; Senses Perception +6 

Defenses Ref 17 (flat-footed 11), Fort 22; +3 armor 

hp 60; DR 5; Threshold 32 

Speed 12 squares (max. velocity 400 km/h) 

Ranged heavy blaster cannon +4 (see below) and 
double light laser cannon +6 (see below) or 

Ranged heavy blaster cannon +4 (see below) and 
concussion grenade launcher +6 (see below) 

Fighting Space 3x3; Cover total 

Base Atk +2; Grp +24 


Speed 6 squares (max. velocity 95 km/h) 

Ranged medium blaster cannon +4 (see below) 

Fighting Space 4x6; Cover total 

Base Atk +2; Grp +30 

Abilities Str 36, Dex 14, Con —, Int 14 

Skills Initiative +3, Mechanics +6, Perception +6, Pilot +3, 
Use Computer +6 

Crew 2 (skilled); Passengers 16 

Cargo 1 ton; Consumables 1 week; Carried Craft none 

Availability Military; Cost 20,000 (11,000 used) 


Medium blaster cannon (gunner) 
Atk +4, Dmg 4410x2 


Al Str 34, Dex 22, Con —, Int 14 

Skills Initiative +10, Mechanics +6, Perception +6, Pilot +10, 
Use Computer +6 

Crew 2 (skilled); Passengers none 

Cargo 25 kg; Consumables 1 week; Carried Craft none 

Availability Military; Cost 50,000 (22,000 used) 


Double light laser cannon (pilot) 
Atk +6, Dmg 4d10x2 

Concussion grenade launcher (pilot) 
Atk +6, Dmg 8d6, 2-square burst 
Heavy blaster cannon (gunner) 

Atk +4, Dmg 5d10x2 
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MEKUUN HEAVY TRACKER 

The Mekuun Heavy Tracker is a mobile scanning unit and battlefield commu- 
nications nerve center. Equipped with advanced ground-hugging Omniprobe 
sensors and a standard military-grade sensor array, the heavy tracker excels 
at tracking and analyzing all active units and personnel in the surrounding 
region. The Rebel Alliance uses its few heavy trackers as mobile command 
centers, so that battles can be directed from a distance from within its 
heavily armored hull. The heavy tracker carries a single heavy laser cannon, 
able to accurately strike targets at extreme range thanks to its advanced 
sensor system. The heavy tracker's speed is reduced by its heavy armor and 
Weapons and by its slightly undersized repulsorlift system. 


Mekuun Heavy Tracker cL8 
Colossal ground vehicle (speeder) 
Init -2; Senses Perception +6 
Defenses Ref 16 (flat-footed 14), Fort 31; +14 armor 
hp 200; DR 15; Threshold 81 
Speed 8 squares (max. velocity 130 km/h) 
Ranged heavy laser cannon +6 (see below) or 
Ranged heavy laser cannon +3 (see below) without Omniprobe 
Fighting Space 6x10; Cover total 
Base Atk +2; Grp +43 
Abilities Str 52, Dex 14, Con —, Int 18 
Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 
Crew 6 (skilled); Passengers 5 
Cargo 250 kg; Consumables 1 week; Carried Craft none 
Availability Military; Cost 125,000 (75,000 used) 


Heavy laser cannon (gunner) 
Atk +6, Dmg 5d10x2 


T2-B REPULSOR TANK 

The Rebel acquisition of the modern T2-B repulsor tanks is a prime example 
of how the Alliance obtains materiel from sympathetic corporate leaders, 
When the Alliance becomes aware that some of the top leadership at Yutrane- 
Trackata is not happy to be supplying a line of mining vehicles and other heavy 
equipment exclusively to the Empire, Rebel agents quickly broker a secret 
deal to purchase T2-B tanks and other heavy war equipment. To protect the 
lives of the Rebel collaborators, each shipment is carefully orchestrated to 
appear to be the result of a Rebel raid. 

The repulsor tank features four linked rapid-fire blaster cannons paired 
with advanced sensor arrays that make them highly accurate. However, 
the lightweight weaponry has difficulty piercing heavily armored Imperial 
units. The tank's sensors and fast speed allow it to be used as an armored 
reconnaissance unit, passing detailed sensor information to other units 
on the battlefield. It is also one of the few shielded ground units used by 
Rebellion forces. The repulsor tank holds a crew of three: a commander, a 
pilot, and a gunner. Because of the Rebellion’s limited numbers of tanks, 
the Alliance rarely fields large formations of these vehicles until after the 
Battle of Endor. 


T2-B Repulsor Tank CL7 
Huge ground vehicle (speeder) 

Init +7; Senses Perception +6 

Defenses Ref 15 (flat-footed 12), Fort 24; +4 armor 

hp 100; DR 10; SR 10; Threshold 34 

Speed 6 squares (max. velocity 80 km/h) 

Ranged quad light blaster cannon +5 (see below) 

Fighting Space 3x3; Cover total 

Base Atk +2; Grp +26 

Atk Options autofire (quad light blaster cannon) 


Abilities Str 39, Dex 16, Con —, Int 16 

Skills Initiative +7, Mechanics +6, Perception +6, Pilot +7, 
Use Computer +6 

Crew 3 (skilled); Passengers none 

Cargo 200 kg; Consumables 1 week; Carried Craft none 

Availability Military; Cost not available for sale 


Quad light blaster cannon (gunner) 
Atk +5 (+0 autofire), Dmg 4d10x2 


T4-B HEAVY TANK 

Another tank model acquired through the Yutrane-Trackata deal, the T4-B is 

among the heaviest armored units fielded by the Rebellion. The Alliance can 

afford only limited numbers of these expensive vehicles. As a tracked ground 

vehicle, the T4-B is naturally limited in speed and versatility. However, its 

combination of dual laser cannons and triple concussion missile tubes makes 

it lethal against all types of infantry and allows it to hold its own against 

Imperial armor. Individually, the T4-B is not equal to Imperial walkers, but 

it is rarely deployed on its own. The tank requires a three-person crew: a 

commander, a driver, and a gunner. 

T4-B Heavy Tank cL 12 

Gargantuan ground vehicle (tracked) 

Init +2; Senses Perception +6 

Defenses Ref 15 (flat-footed 14), Fort 31; +9 armor 

hp 200; DR 15; Threshold 51 

Speed 6 squares (max, velocity 40 km/h) 

Ranged heavy laser cannons +4 (see below) or 

Ranged triple concussion missile launchers +4 (see below) 

Fighting Space 4x4; Cover total 

Base Atk +2; Grp +38 

Abilities Str 52, Dex 12, Con —, Int 14 

Skills Initiative +2, Mechanics +6, Perception +6, Pilot +2, 
Use Computer +6 


Crew 3 (skilled); Passengers none 
Cargo 300 kg; Consumables 1 week; Carried Craft none 
Availability Military; Cost not available for sale 


Heavy laser cannons (gunner) 
Atk +4, Dmg 5d10x2, 2-square splash radius 
Triple concussion missile launcher (gunner) 
Atk +4, Dmg 8d10x2, 2-square burst radius 


STARSHIPS 

Most of the Rebel Alliance's primary ships are covered in the Saga Edition 
core rulebook and in Starships of the Galaxy. However, the Rebels use a great 
variety of starships, and any available craft might be pressed into service, 
especially when needed to fill a specific role. A few additional Alliance ships 
are included here 


YM-2800 LIMPET SHIP 

When the Rebellion needs to board an enemy ship quickly, few craft compare 
to Corellian Engineering Corporation's YM-2800 survey and mining vessel. 
‘A member of a subclass of mining vessels called limpet ships, the YM-2800 
secures itself to the surface of an asteroid or a planet. It uses powerful plasma 


beam cutters and other drilling devices to blast through the rocky surface to 
the ore below. The Rebels use the YM-2800 to breach enemy ships so that a 
crew in armored space suits can board the vessel. Military vessels are assaulted 
on occasion, but the Rebels more often use the craft for piercing the hulls of 
massive bulk freighters or for cutting into Imperial bases and storehouses. 

Even though the YM-2800 has heavy-duty particle shielding, it does not 
have ray shields as standard equipment. Rebel technicians have, however, 
added light laser cannons to provide limited self-defense. The plasma beam 
cutter consumes so much power that the ship loses all shielding and can 
fire no other weapons during the round in which the cutting beam is used 
The ship's shield and weapons systems become functional at the start of 
the pilot's next turn 

The YM-2800 has a powerful plasma beam cutter that can be used to 
drill into a starship, creating a breach through which a boarding party can 
enter. As a standard action, the pilot of the limpet ship can make an attack 
with the plasma beam cutter against a ship in an adjacent square. If the 
attack succeeds, the limpet ship moves into the target's space and attaches 
itself to the hull of the target ship without triggering a collision, Each round 
thereafter, as a standard action, the pilot can use the cutting beam to make a 
grapple check and deal damage to the target ship equal to the grapple check’s 
result, ignoring the target ship's SR. When the target ship has taken cumula- 
tive damage from the drill in excess of its damage threshold, the limpet ship 
punches through and its boarding party can enter the target ship. 


A -YM-2600 LIMPET SHIP LANOS ON AN IMPERIAL CLASS II FRIGATE. 
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Corellian Engineering Corporation YM-2800 Limpet Ship CL 7 
Colossal space transport 
Init -4; Senses Perception +6 
Defenses Ref 12 (flat-footed 12), Fort 2 
hp 120; DR 15; SR 10; Threshold 76 
Speed fly 6 squares (max. velocity 800 km/h), fly 2 squares 
(starship scale) 
Ranged medium laser cannons +6 (see below) or 
Ranged plasma beam cutter +6 (see below) 
Fighting Space 12x12 or 1 square (starship scale); Cover total 
Base Atk +2; Grp +38 
Abilities Str 42, Dex 10, Con —, Int 14 
Skills Initiative -4, Mechanics +6, Perception +6, Pilot -4, 
Use Computer +6 


+12 armor 


Crew 6 (skilled); Passengers 6 
Cargo 125 tons; Consumables 2 months; Carried Craft none 
Availability Restricted; Cost 150,000 (70,000 used) 


Medium laser cannons (pilot) 
Atk +6, Dmg 4d10x2 

Plasma beam cutter (pilot) 
Atk +6, Dmg — (grapple +38) 


T-WING INTERCEPTOR 

The T-wing Interceptor is part of Hoersch-Kessel's limited entry into the 
starfighter market. Even though the small and light T-wing is extremely 
fast, many think it gives up too much in the way of durability and protec- 
tion to be a top-of-the-line fighter. H-K clearly takes design cues from the 
popular X-wing and Z-95 starfighters. A few planetary governments purchase 
T-wings for their security services, but most of the fighters end up in the 
hands of lesser corporations and pirate fleets. The Rebel Alliance uses them 
in limited roles, but A-wings better fulfill the Rebels’ interceptor needs. 
Despite its inferior defenses, the hyperdrive-enabled T-wing is effective at 
quick hit-and-fade attacks, thanks to its impressive speed and serviceable 
weapons systems. 


Hoersch-Kessel T-Wing Interceptor cL8 
Huge starfighter 
Init +11; Senses Perception +6 
Defenses Ref 18 (flat-footed 11), Fort 22; +3 armor, Vehicular Combat 
hp 70; DR 10; SR 10; Threshold 32 
Speed fly 16 squares (max. velocity 1,300 km/h), fly 6 squares 
(starship scale) 
Ranged laser cannon +7 (see below) or 
Ranged proton torpedo +7 (see below) 


A ROYAL GUARD FIGHTER TAKES SHOTS AT 4 T-WING INTERCEPTOR, 


Fighting Space 3x3 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +24 

Atk Options autofire (iaser cannon), fire-link (proton torpedoes) 

Abilities Str 35, Dex 24, Con —, Int 16 

Skills Initiative +11, Mechanics +6, Perception +6, Pilot +11, 
Use Computer +6 


Crew 1 (skilled); Passengers none 
Cargo 50 kg; Consumables 1 week; Carried Craft none 
Payload 4 proton torpedoes 

Hyperdrive x1, limited navicomputer (2-jump memory) 
Availability Military; Cost 150,000 (60,000 used) 


Laser cannon (pilot) 

Atk +7 (+2 autofire), Dmg 4d10x2 
Proton torpedoes (pilot) 

Atk +7, Dmg 9d10x2, 4-square splash 


x4 GUNSHIP 

The powerful X4 gunship is one of Incom’s largest vessels to date. Roughly 
the size of a light freighter, the X4 has two fu 
large crew, a limited cargo capacity, and ample access to the ship's ¥ 
ystems. Six laser turrets and a pair o| 
X4 to excel at picket and starfighter screening roles, as 
maller capital ships. Its shielding and defenses are also impressive. 
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The Rebellion uses the X4 for escort duties, but given its performance as a 
ight assault ship, the Alliance is quickly expanding the gunship's role. Incom's 
limited manufacturing facilities for a ship of this size make it available in 


limited numbers, Most of the ships manufa 


ured end up in Rebel hands. 


AN X-4 GUNSHIP REPELS AN ATTACK BY TIE AGORESSORS 


Incom X4 Gunship CL 10 
Colossal space transport 
Init -2; Senses Perception +6 


Defenses Ref 15 (flat-footed 13), Fort 28; +13 armor, Vehicular Combat 
hp 150; DR 15; SR 20 Threshold 78 


Speed fly 12 squares (max. velocity 800 km/h), fly 3 squares 
(starship scale) 

Ranged laser cannons +6 (see below) and 
6 light laser cannons +4 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total 

Base Atk +4; Grp +40 

Atk Options autofire (laser cannons, light laser cannons), fire-link 
(laser cannons) 


Abilities Str 46, Dex 14, Con —, Int 14 

Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 

Crew 8 (skilled); Passengers 6 

Cargo 20 tons; Consumables 1 month; Carried Craft none 

Hyperdrive x3 (backup x15), navicomputer 

Availability Licensed; Cost 200,000 (75,000 used) 


Laser cannons (pilot) 
Atk +6 (+1 autofire), Dmg 4d10x2 


Light laser cannons (gunner) 
Atk +4 (-1 autofire), Dmg 3d10x2 
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CHAPTER VII 
_ THE Empire 


The Empire prides itself on being a bastion of civilization and order in the 
galaxy. Most of its citizens believe that, aside from a few troublemakers, 
conflict is a thing of the past and that the galaxy’s worlds and systems work 
together for the greater good. 

But the Empire is far more sinister than it would have its citizens know. 
Having carefully undermined the Republic, Supreme Chancellor Palpatine 
represents himself as the only hope for peace and order. After formally 
dissolving the remnants of the Galactic Republic and reorganizing it as a 
Galactic Empire, Palpatine puts into motion a plan to systematically subju- 
gate those worlds and systems that resist his rule. The Imperial Intelligence 
Bureau obscures these activities. The average citizen has no idea of the true 
nature of the Empire. 

The Emperor's success stems from the brutal efficiency of the Imperial war 
machine: a vast army of troops, stormtroopers, and starships. Resistance is 
quickly crushed; the price of capitulation is enslavement. Once a world falls, 
the Empire uses its resources to fuel the Imperial military's next campaign. 
Opportunistic politicians have flocked to support Emperor Palpatine’s New 
Order. Those who display the most loyalty garner both wealth and political 
power. 

Similarly, those who are able to tap into and wield the Force find a place 
in the Empire—at the feet of the Emperor or his apprentice, Darth Vader. 
Where Jedi Knights once flourished are now would-be Sith. Although they 
are less common than they were during the Dark Times, devotees of the dark 
side are far more dangerous than before, since they now command the power 
of the Imperial military as well as the power of the Force, 


THE IMPERIAL 
MACHINE 


Although this chapter includes many of the characters, vehicles, and ships 
used by the Empire, but it is by no means a complete list. Almost any ele- 
ment of the Imperial war machine that appeared in the Dark Times can be 
found during the Rebellion era, particularly those elements found in The 
Force Unleashed Campaign Guide. Additionally, although most military 
hardware from the Clone Wars has been either mothballed or sold off to 
planetary governments (or, through the corruption of Imperial bureaucrats, 
sold to crime lords, pirates, and other fringe groups), the Empire still has 
a small contingent of ships, vehicles, and other items from that conflict. 
When designing adventures and encounters, the Gamemaster should feel 
free to choose elements from prior time periods in order to add variety to 
the Imperial forces arrayed against the heroes. 
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ORGANIZATION 

With a thousand systems under Imperial control, the Emperor requires a 
massive bureaucracy to manage the galaxy's day-to-day activities. Based 
on Coruscant, now known as Imperial Center, the government oversees every 
aspect of life. The Emperor's authority is felt throughout the galaxy by means 
of his tightly controlled network of advisors, Moffs, local governors, the Com- 
mission for the Preservation of the New Order, and, of course, the military. 
The Ubiqtorate—also known as Imperial Intelligence—assures that Rebel 
sympathizers and other malcontents are quickly identified and reeducated. 


SECTOR GOVERNMENTS 

To persuade the remnants of the Republic Senate to accept the transforma- 
tion of the Republic into an empire, Supreme Chancellor Palpatine retains the 
trappings of the Senate, changing little more than the name. As years pass, 
however, he replaces various members of the original legislature with politi- 
cians more vested in his New Order, frequently elevating them to positions 
of authority over their seniors. In time, little of the original Senate remains; 
when the Emperor dissolves the Imperial Senate shortly after the completion 
of the first Death Star, the act causes barely a murmur, 


Moffs and Grand Moffs 

The responsibilities once held by the Imperial Senate fall to the Moffs. Rather 
than a representative of beings he or she governs, a Moff is a representative 
of the Emperor. Initially, all Moffs are chosen from the ranks of the Imperial 
military—officers who serve with loyalty and distinction—and even by the time 
of the Battle of Endor, an overwhelming number of them are still appointed in 
this fashion. Each Moff is granted authority over one or more systems, usually 
determined by political, racial, cultural, or commercial boundaries. If a Moff 
proves incapable of handling such a large area, he or she might be required 
to share authority with another Moff, or might be replaced outright. 

Initially, Moffs report to the Emperor's advisors. However, the system 
proves cumbersome, so sector overseers—Grand Moffs—are appointed. The 
Grand Moffs are given the responsibility of coordinating and managing the 
Moffs, carrying out the Emperor's directives concerning matters of policy 
and strategy. The position of Grand Moff is both a great honor and a great 
opportunity. The Emperor assigns quotas for production, labor, and armed- 
forces recruitment; if those quotas are met, he overlooks the loss of a few 
credits here and there. An enterprising Moff can request funds for Imperial 
projects and ensure that some of those funds are placed in a discretionary 
budget to which only he or she has access. 

The Emperor is content to allow his Grand Moffs to manage the details of 
accounting and procurement, and even seems to encourage minor accounting 
irregularities. But if his appointed representatives become too brazen, they 
can expect a visit from Lord Vader to ensure that they, or their replacements, 
do not overstep their bounds again. 


Planetary Governments 

Obviously, a Moff who controls an entire system cannot micromanage the 
details of multiple worlds, so each inhabited planet or space station has its 
own individual government. These representatives are sometimes elected by 
the world’s people, but most often they are appointed by the Moffs or the 
Grand Moffs from among their own personal staff. 

In theory, each planet's government runs the planet's affairs and must be 
consulted whenever the Empire wishes to use the planet's resources, popula 
tion, or airspace. In most cases, though, the Empire takes what it needs—by 
force if necessary. The message is clear: Planetary governments exist at the 
sufferance of the Emperor. 


COMPNOR 

Brute force is of limited effectiveness in controlling populations. Realizing 
this, the Emperor retools an old Republic education program into COMPNOR— 
the Commission for the Preservation of the New Order. 

COMPNOR’s purpose is to indoctrinate the youth of the Empire, They are 
taught to believe in the absolute infallibility of their Emperor and to execute 
his orders without hesitation. Some are encouraged to enter the political 
arena, ensuring that the government remains supportive of the Emperor's 
rule. Those with no gift for politics are encouraged to serve in areas such as 
the military, education, and civil service. 

Although COMPNOR begins as little more than a youth group, it grows 
into a vast and influential organization, overseeing disparate aspects of 
Imperial life. 

Sub-Adult Group: SAGroup provides general education and recreation 
for the Empire's teenaged population. 

Coalition for Progress: The Coalition for Progress provides guidance 
and an operating framework for the arts, science, commerce, culture, and 
some legislation. 

Coalition for Improvements: The Coalition for Improvements is the 
Empire's social services department. In practice, however, it is a vehicle 
for bringing non-Human cultures into line with Imperial dogma, as well 
as a subprogram for improving the public image of politically significant 
individuals. 

CompForce: CompForce manages the Empire's various military acad- 
emies. Nearly every officer in the Imperial military attends officer training 
school under a CompForce program. 

Imperial Security Bureau: Imperial Security is the Empire's law-enforce- 
ment division. It provides protection for the Imperial populace—in the form 
of surveillance, investigation, interrogation, and reeducation. 


As the Empire's largest bureaucracy, COMPNOR is not well thought of 
by average citizens, Most see it as an organization devoted to enforcing its 
own rules, and they resent its meddling in their day-to-day affairs without 
realizing that the meddling is at the Emperor's command. The Emperor prefers 
that they blame the bureaucracy while remaining loyal to him. 

Citizens of the Empire are encouraged not only to observe COMPNOR's 
policies but to join the Committee and “serve the Emperor firsthand.” These 
recruitment campaigns have successfully brought trillions of members into 
COMPNOR's fold. 


IMPERIAL INTELLIGENCE 

Having indoctrinated the populace, the Empire must then monitor it. Imperial 
Intelligence is the Empire's eyes and ears in the galaxy. In addition to monitoring 
space outside the Empire and assessing external and internal threats, Imperial 
Intelligence also spies on the Empire's citizens—evaluating their loyalty, their 
commitment, and in some cases, the danger they pose to the Empire. 

At the onset of the Clone Wars, then-Chancellor Palpatine instructs the 
Republic's various intelligence agencies to closely monitor the activities of 
members of the Republic Senate. What eventually comes to light is that 
the malfeasance that runs throughout the Senate has also spread to the 
intelligence community: Corrupt senators have been feeding false informa- 
tion to intelligence agents or bribing them to bury reports. Amid massive 
firings, resignations, and criminal charges, Chancellor Palpatine convinces 
the remaining agency directors to merge their organizations into one bureau 
responsible for ensuring that the government remains free from internal 
corruption. Immediately after Emperor Palpatine reorganizes the Republic 
as an Empire, the agency directors unanimously agree to the provisions set 
forth in the New Order. 

In the years since, the new, unified intelligence groups again divided into 
separate organizations, all answering to an anonymous group of directors— 
the Ubiqtorate—that in turn reports directly to the Emperor. 

Adjustments: Answering directly to the Ubigtorate, these black-ops 
agents act as troubleshooters for Imperial Intelligence, solving problems by 
the most expedient means available. 

Internal Organization Bureau: IntOrg is responsible for maintaining 
Imperial Intelligence's own security—protecting data and monitoring internal 
practices. 

Internal Security Branch: IntSec provides physical security, including 
Imperial Intelligence's force of guards and sentries. 

Internal Counterintelligence Bureau: IntCon watches Imperial Intelligence 
for signs of spies, saboteurs, and double agents. 


Analysis Bureau: Analysis sifts through all the data that is transmitted 
or collected within the Empire. 

Media: A great deal of the Empire's raw intelligence comes in the form 
of news reports. Media's job is to analyze every source of public information 
every day, looking for patterns or data that might otherwise be overlooked. 

Signal:Signal intelligence analyzes the medium as well as the message, 
looking for information about the transmitter and the receiver of suspicious 
information. 

Cryptanalysis: Cryptanalysis pores over coded transmissions and applies 
mathematical formulas in order to decrypt them. 

Technology: The Technology bureau examines non-Imperial equipment to 
learn how it works, then adapt it or develop countermeasures for neutral- 
izing it. 

Interrogation: Enemy agents captured by the Empire are delivered to 
Interrogation to undergo thorough questioning, using drugs, psychology, 
and mental and physical torture. Interrogation also sometimes uses neu- 
roprogramming to brainwash captured agents before releasing them as 
double agents. 

Bureau of Operations: The Bureau carries out Imperial Intelligence's 
toughest jobs—the dirty work that requires more resources or more inde- 
pendent authority than other divisions can provide. 

Surveillance: This branch of the Bureau monitors the activity of the 
Empire's enemies—both within and without—and is authorized to make 
arrests when necessary. 

Infiltration: This branch provides highly trained double agents, spies, and 
sleeper agents. 

Counterintelligence: Counterintelligence identifies and dismantles enemy 
intelligence groups working against the Empire. 

Diplomatic Services: DiploSer is the Empire's diplomatic corps. DiploSer's 
agents advise local, regional, and planetary governments on matters of trade, 
diplomacy, and politics. 

Destabilization: Destab is responsible for weakening the political, cultural, 
commercial, and religious apparatuses of the Empire's enemies, making them 
more susceptible to Imperial conquest. 

Assassination: Agents of this division of the Bureau remove people 
inconvenient to the Emperor. 

Intelligence: After Analysis has collected information, Intelligence 
employs an army of experts from every conceivable field of study to predict 
the actions of the Empire's enemies. 

External Communications: ExComm relays messages between various 
branches of Imperial Intelligence, the Ubigtorate, and the Imperial military. 

Sector Branches: Intelligence is composed of thousands of individual 
branches organized by the sector for which each is responsible. 

Sedition: This branch of Intelligence specifically predicts trends in the 
actions of groups that offer organized resistance to the Empire. 
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Crisis:A strictly pro tem group, the Crisis branch is formed when needed, 
for specific purposes, from appropriate subject-matter experts. Crisis answers 
to the Ubiqtorate, but in rare cases it can also be placed under the command 
of Grand Moffs or report directly to the Emperor. 

Sector Plexus: Sector Plexus ensures that the content of Imperial 
messages is secure, using a variety of codes, transmission protocols, and 
electronic encryption formats. 

System Cell: The basic units of Imperial Intelligence, system cells operate 
on every known world, carrying out instructions from the Ubigtorate through 
Sector Plexus, Each cell consists of 4-20 agents. Every cell is outfitted 
according to its needs, but nearly all employ the RWStar A/P Transceiver, 
which allows agents to communicate with Sector Plexus systems. 

Imperial CompLink: The Imperial CompLink uses software surreptitiously 
installed on computers all over the Empire to monitor electronic data. This 
spyware transmits packets of information to hyperspace orbiting scanners 
placed in strategic positions throughout the galaxy, which then relay the 
data to the CompLink bureau for study by Analysis. Imperial Complink and 
Sector Plexus work together closely. 


THE IMPERIAL 

MILITARY 

The Empire's armed forces are divided between the Imperial fleet, consisting 
of starships and support structures such as dry dock facilities and space sta~ 
tions, and the Imperial ground forces, consisting of Imperial stormtroopers 
and mainly Human soldiers recruited from throughout the Empire. 


IMPERIAL GROUND FORCES 
Sometimes incorrectly referred to as the “Imperial army,” the Imperial mili- 
tary’s ground forces include any troops not permanently stationed aboard 
elements of the Imperial fleet or otherwise attached to specific duties. 
Ground forces carry out the difficult tasks of taking and holding planetary 
targets—from initial assault to manning the resulting garrisons. 

Ground forces are divided into stormtroopers and regular army troops. 
Stormtroopers are the Empire's shock troops, sent in ahead of regular troops 
to take enemy positions by dint of superior training and sheer numbers. The 
regular troops then move in to secure ground taken by the stormtroopers, 
and remain after the stormtroopers have departed. 


Stormtrooper Order of Battle 
The Empire's command structure and Orders of Battle evolve from the Repub- 
lic’s Grand Army structure. Regular army officers replace the Jedi Knights 
who once led clone troopers into battle; each unit is composed solely of 
stormtroopers and their commanding officers. No stormtrooper unit includes 
support personnel, although they sometimes take advantage of the support 
personnel assigned to regular army units. 

The command structure of the Imperial stormtroopers is as follows. 

‘Squad (8 troops): A squad consists of eight troopers, including a sergeant 
and a corporal. 

Platoon (32 troops): A platoon consists of four squads commanded by a 
lieutenant and a sergeant major. 

Company (128 troops): A company consists of four platoons led by a 
captain. 

Battalion (512 troops): A battalion consists of four companies com- 
manded by a major. 

Regiment (2,048 troops): A regiment consists of four battalions com- 
manded by a lieutenant colonel. 

Legion (8,192 troops): A legion is composed of four regiments led by a 
high colonel. The legion is the standard deployment for major offensives. 


Regular Army Command Structure 

Although stormtroopers carry out the most dangerous ground missions for 
the Empire, the majority of Imperial troops are not stormtroopers. Most 
are conscientious citizens of the Empire who have signed up to serve their 
Emperor by maintaining peace and order throughout the galaxy. 

Military duty in the Empire’s regular army is light. Regular troops fight 
when necessary, but usually they serve garrison duty on worlds already 
pacified, or they maintain Imperial military bases. Some serve aboard fleet 
vessels as marines. 

The command structure of the Empire's ground forces is as follows (troop 
complement indicates combat troops, but does not include command ele- 
ments or support personnel attached to the unit). 

Squad (8 troops): A squad consists of eight troopers plus a sergeant. One 
of the eight troopers serves as a corporal. 

Platoon (32 troops): A platoon consists of four squads commanded by a 
lieutenant and a sergeant major. 

Company (128 troops): A company consists of four platoons led by a 
captain. 

Battalion (512 troops): A battalion consists of four companies com- 
manded by a major. The battalion is the minimum deployment for any ground 
operation that does not include stormtroopers. 

Regiment (2,048 troops): A regiment consists of four battalions com- 
manded by a lieutenant colonel. 


Battlegroup (8,192 troops): A battlegroup is composed of four regiments 
led by a high colonel. The battlegroup is the standard deployment for major 
offensives. 

Corps (32,768 troops): A corps is composed of four battlegroups 
commanded by a major general. A corps is deployed for major planetary 
operations. 

Army (131,072 troops): An army consists of four corps commanded by 
a general, The army can be scattered across several worlds, usually within 
the same system. 

Systems Army (131,072-393,216 troops): A systems army is primarily a 
bookkeeping designation. It can consist of as few as one army, or up to three, 
all operating in the same system. 

Sector Army (262,144-1,572,864 troops): A sector army consists of two 
to four systems armies, and includes all the troops operating in a sector. It is 
commanded by a marshal, sometimes referred to as a sector marshal. 


THE IMPERIAL FLEET 
Much of the Empire's fleet of starships comes from the original Republic 
navy, repurposed and refitted to serve the needs of the New Order. The 
majority of fleet crews are Human; fewer than one percent are not Human. 
Non-Humans are found in command ranks—such as Grand Admiral Thrawn, 
a Chiss—or as special adjuncts to the usual crew. 


Fleet Command Structure 
The Imperial Fleet is organized along a structure similar to conventional 
maritime navies. 

The command structure of the Imperial fleet consists of six groups. 

Command (1 vessel, plus maintenance and support crew): A single vessel 
commanded by a captain. 

Line (1-20 vessels, plus maintenance and support crew): A line typically 
consists of four vessels commanded by a captain of the line. This is the 
smallest force the Empire sends to engage in space battles. 

Squadron (14-60 vessels, plus maintenance and support crew): A 
squadron is the largest force of ships assigned to a system under normal 
circumstances. A squadron is led by an admiral. 

System Force (up to 90 vessels, plus maintenance and support crew): A 
system force consists of three battle squadrons and a light squadron, led by 
a system admiral (sometimes known as a commodore). 

Fleet (variable number of vessels, plus maintenance and support crew): 
A fleet includes all the vessels assigned to a sector, commanded by an 
admiral. 

Sector Group (2,400+ vessels, plus maintenance and support crew): A 
sector group includes the total fleet strength of a sector, commanded by 
a high admiral. A sector group consists of at least 24 Star Destroyers and 
1,600 combat-ready starships. 


PERSONNEL 

The Imperial military is a massive organization, with tens of trillions of regular 
army soldiers, trillions of fleet crew, and a vast force of stormtroopers both 
cloned and conditioned. The sheer weight of numbers enables the Empire to 
simply overwhelm opponents in head-to-head battle. 

Most of the Empire's armed forces consist of Humans or near-Human 
species. Imperial citizens believe government propaganda that this policy 
is driven by the need for uniformly configured control surfaces, cockpits, 
and other equipment, but in reality, this policy is based on the Emperor's 
contempt for non-Human species. 

Below are described the various specialist troops fielded by the Imperial 
military. 


BLACKHOLE STORMTROOPER 

When an Imperial Intelligence operative codenamed Agent Blackhole proves 
particularly effective at intelligence operations, the Emperor appoints him 
‘as one of the infamous Emperor's Hands and grants him a wide array of 
resources, including his own Star Destroyer, Singularity, Blackhole orders 
all the Star Destroyer's stormtroopers reoutfitted with stygian-triprismatic 
polymer armor. 


Blackhole Stormtrooper Cha 

Medium Human nonheroic 5 

Dark Side 1 

Init +2; Senses low-light vision; Perception +9 

Languages Basic 

Defenses Ref 17 (flat-footed 17), Fort 12, Will 10 

hp 12; Threshold 12 

Speed 6 squares 

Melee unarmed +4 (1d4+1) 

Ranged blaster rifle +4 (348) or 

Ranged frag grenade +3 (446, 2-square burst) 

Base Atk +3; Grp +4 

Atk Options autofire (blaster rifle) 

Special Actions Coordinated Attack 

Abi Ss Str 12, Dex 11, Con 11, Int 10, Wis 10, Cha 10 

Feats Armor Proficiency (light), Coordinated Attack, Weapon Focus 
(rifles), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Perception +9, Stealth +7 (+9 vs. electronic scans) 

Possessions stygian-triprismatic stormtrooper armor (+7 armor, 
+2 equipment), blaster rifle, frag grenade, utility belt with medpac 
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FROM Lert TO RIGHT: NOVATROOPER, SEATROOPER, SWAMPTROOPER, SPACETROOFER 


NOVATROOPER 

The stormtrooper honor guard is assigned to historically significant locations 
such as the Emperor's birthworld of Naboo as well as to captured enemy 
starships. Novatroopers are somewhat better trained than the average 
stormtrooper, but they are similarly equipped. Novatroopers are distinguished 
by their distinctive black and gold, reinforced stormtrooper armor. 


Novatrooper cL3 
Medium Human nonheroic 9 

Dark Side 2 

Init +5; Senses low-light vision; Perception +11 
Languages Basic 

Defenses Ref 18 (flat-footed 17), Fort 13, Will 10 

hp 22; Threshold 13 

Speed 6 squares 

Melee unarmed +7 (1d4+1) 

Ranged blaster rifle +7 (3d8) or 

Ranged frag grenade +7 (4d6, 2-square burst) 

Base Atk +6; Grp +7 

Atk Options autofire (blaster rifle), Point Blank Shot 
Special Actions Coordinated Attack 

Abilities Str 12, Dex 12, Con 12, Int 10, Wis 10, Cha 10 


Feats Armor Proficiency (light), Coordinated Attack, Point Blank Shot, 
Skill Training (Endurance), Weapon Focus (rifles), Weapon Proficiency 
(pistols, rifles, simple weapons) 

Skills Endurance +10, Perception +11, Stealth +10 

Possessions reinforced stormtrooper armor (+7 armor, +2 equipment), 
blaster rifle, frag grenade, utility belt with medpac 


SEATROOPER 
After receiving the same training as the Republic's subtroopers, Impe- 
rial seatroopers are equipped with similarly adapted armor and weapons. 
Deployed against aquatic opponents, seatroopers utilize a wide variety of 
modified weapons and vehicles 


Seatrooper cL2 
Medium Human nonheroic 6 

Dark Side 1 

Init +4; Senses Perception +9 

Languages Basic 

Defenses Ref 15 (flat-footed 14), Fort 13, Will 9 

hp 21; Threshold 13 

Speed 6 squares, 8 squares (swim) 

Melee knife +5 (1d4+1) 


Ranged blaster rifle +5 (348) or 

Ranged harpoon +5 (2d6) 

Base Atk +4; Grp +5 

Atk Options autofire (blaster rifle), Careful Shot, Point Blank Shot 

Special Actions Coordinated Attack 

Abilities Str 12, Dex 13, Con 12, Int 10, Wis 9, Cha 8 

Feats Armor Proficiency (light), Careful Shot, Coordinated Attack, Point 
Blank Shot, Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Perception +9, Swim +10 

Possessions seatrooper armor (+4 armor, +2 equipment; see Armor), SG-4 
blaster rifle, harpoon, knife, propulsion pack 


SPACETROOPER 

Spacetroopers are among the stormtrooper elite, trained to operate the bulky 
but powerful zero-gravity stormtrooper armor (see page 127). They receive 
considerably more training than the average stormtrooper, but somewhat less 
than the Emperor's Royal Guards. Spacetrooper training focuses on starship 
combat—particularly on boarding enemy vessels in order to disable a ship's 
vital systems or neutralize its crew. 


Spacetrooper CL? 
Large Human nonheroic 6/soldier 4/scoundrel 1 

Dark Side 4 

Init +6; Senses low-light vision, darkvision; Perception +13 

Languages Basic 


Skills Endurance +12, Perception +13, Pilot +11 

Possessions zero-gravity stormtrooper armor (+9 armor, +3 equipment; 
includes helmet package with darkvision), blaster cannon, mini-proton 
torpedo launcher, grenade launchers (4 concussion grenades, 4 stun 
grenades, 4 gas grenades), wrist-blades or laser cutters 


STORM COMMANDO 

Imperial storm commandos, also known as shadow scouts because of their 
black armor, are elite stormtrooper units trained as saboteurs and assassins. 
Their missions include causing uprisings on systems with governments hos- 
tile to the Empire and putting down uprisings on worlds already part of the 
Empire. They are also expert pilots and frequently employ modified Aratech 
74-Z speeder bikes during deep infiltration missions. The speeder bikes as 
well as the storm commandos’ armor are coated with matte-black reflec that 
deflects both light and sensor energy. Their equipment, combined with their 
superior training in infiltration techniques, make storm commandos virtually 
undetectable either to the naked eye or to electronic scans. 


Storm Commando cL9 
Medium Human nonheroic 6/soldier 3/scout 4 

Dark Side 4 

Init +13; Senses low-light vision; Perception +14 

Languages Basic 

Defenses Ref 22 (flat-footed 19), Fort 19, Will 18; Dodge 

hp 62; Threshold 19 


Defenses Ref 23 (flat-footed 22), Fort 23, Will 16 

hp 30; Threshold 23 

Speed 6 squares, fly 6 squares 

Melee unarmed +10 (1d6+2) or 

Melee wrist-blades +10 (2d6+2) or 

Melee laser cutters +10 (2d6+2) 

Ranged blaster cannon +9 (3d12+2) or 

Ranged mini-proton torpedo launcher +9 (6d10+2) or 

Ranged concussion grenade +9 (8d6+2, 2-square burst) or 

Ranged gas grenade +9 (4d6+2 stun, 4-square burst) or 

Ranged stun grenade +9 (4d6+2 stun, 2-square burst) 

Base Atk +8; Grp +13 

Atk Options Point Blank Shot, Power Attack 

Special Actions Coordinated Attack, Spacehound 

Abilities Str 15, Dex 12, Con 14, Int 10, Wis 12, Cha 9 

Talents Armored Defense, Second Skin, Spacehound 

Feats Armor Proficiency (light, medium, heavy), Coordinated Attack, 
Point Blank Shot, Power Attack, Skill Training (Pilot), Vehicular Combat, 
Weapon Proficiency (advanced melee weapons, heavy weapons, rifles, 
simple weapons) 


Speed 6 squares 

Melee unarmed +11 (1d6+4) 

Ranged blaster carbine +12 (3d8+3) or 

Ranged blaster carbine +7/+7 (3d8+3) with Double Attack 

Base Atk +10; Grp +12 

Atk Options autofire (blaster carbine), Careful Shot, Double Attack 
(rifles), Running Attack 

Special Actions Battle Analysis, Coordinated Attack 

Abilities Str 12, Dex 14, Con 11, Int 10, Wis 12, Cha 8 

Talents Armored Defense, Battle Analysis, Hidden Movement, Improved 
Stealth 

Feats Armor Proficiency (light, medium), Coordinated Attack, Dodge, 
Double Attack (rifles), Martial Arts I, Running Attack, Skill Focus 
(Steaith), Skill Training (Pilot, Stealth), Vehicular Combat, Weapon 
Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +13, Perception +14, Pilot +13, Stealth +22 (can reroll) 

Possessions storm commando armor (+4 armor, +2 equipment; as combat 
jumpsuit with shadowskin and helmet package), blaster carbine, 
thermal detonator 
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SwWAMPTROOPER 

Swamptroopers are trained to operate for extended periods in marshy envi 
ronments. Each is armed with a flechette launcher, except for one squad 
member who carries a heavy repeating blaster. The stormtroopers’ most 
impressive feature is their armor, which is camouflaged to blend in with 
vegetation (granting a +2 equipment bonus to Stealth checks) and equipped 
with a rebreather, which allows swamptroopers to travel underwater for up 
to one hour 


Swamptrooper cL5 
Medium Human nonheroic 4/scout 4 

Dark Side 2 

Init +5; Senses low-light vision; Perception +11 

Languages Bas 7 

Defenses Ref 17 (flat-footed 16), Fort 16, Will 14; Dodge, Evasion 
hp 40; Threshold 16 

Speed 6 squares; Surefooted 

Melee unarmed +6 (1d4+2) 

Ranged flechette launcher +7 (348+2, 1-square splash) or 
Ranged heavy repeating blaster +2 (3410+2) with autofire 

Base Atk +6; Grp +7 


Atk Options Running Attack 

Special Actions Coordinated Attack, Vehicular Combat 

Abilities Str 10, Dex 13, Con 12, Int 10, Wis 11, Cha 8 

Talents Evasion, Surefooted 

Feats Armor Proficiency (light), Coordinated Attack, Dodge, Mobility, 
Running Attack, Weapon Focus (rifles), Weapon Proficiency (heavy 
weapons, pistols, rifles, simple weapons) 

Skills Endurance +10, Perception +11, Stealth +7 

Possessions flechette launcher or heavy repeating blaster, scout trooper 
armor (+4 armor; as combat jumpsuit with helmet package), utility belt 
with medpac, rebreather 


INFLUENTIAL 
PERSONALITIES 


The political intrigue and military nature of the Empire is fertile ground 
for the ambitious. Those who become part of the Imperial power structure 
develop a craving for more and more authority. Some even challenge the 
Emperor, to their short-lived regret. Nonetheless, ambitious—and colorful— 
figures occasionally rise through the Imperial ranks to assume positions of 
power and responsibility. 


GRAND MOFF TRACHTA 
Shortly after the completion of the first Death Star, a group of Imperial 
Moffs and high-ranking military officers plot together to eliminate both the 
Emperor and Darth Vader in a single, decisive coup. The author of this plan 
and the leader of the conspiracy is Grand Moff Trachta 

Trachta is a student in the Republic University on Coruscant when he 
attends then-Senator Palpatine’s lectures on political science. Influenced by 
Palpatine’s charisma and his no-nonsense theories of culture, economy, and 
social science, Trachta writes to the Naboo senator expressing his enthusiasm 
for Palpatine’s philosophies, and volunteers to help the senator in whatever 
way he can. Palpatine forwards Trachta’s records to the Republic Military 
Academy, and Trachta becomes an instructor in tactics and intelligence. 

When certain Jedi begin to defect to the side of the Separatists, Palpatine 
asks Trachta to help capture them. In the brutal fighting, Trachta loses his 
limbs and eyes when a thermal detonator explodes close to him. Evacuated 
to Coruscant, Trachta receives new cybernetic implants that save his life and 
restore his limbs and sight. Trachta is able to resume his service to Palpatine 
by the end of the Clone Wars. 

Even though Trachta rapidly ascends through the ranks of the military 
to one of the highest posts in the Imperial government, he concludes that 
the Empire cannot survive in its current form. The Sith cult is exclusionary, 
secretive, and harsh, and Trachta believes that a cabal so small is incapable 
of controlling a galactic empire. So Grand Moff Trachta begins laying the 


GRAN Mare TRACHTA 


groundwork for a plot to remove Palpatine from the throne and install his own 
cabal as rulers of the Empire. To do so, he must first remove both Lord Vader 
and the Emperor's Royal Guard, He commissions the creation of a legion of 
stormtroopers for the defense of Coruscant and adjusts their programming 
so that they take orders only from him. Weeks before the first Death Star 
becomes operational, the cloned troopers are ready for deployment, and 
Trachta enlists a cadre of coconspirators, including Grand Moff Bartam, Moff 
Kadir, General Skosef, Lieutenant Dezsetes of the Star Destroyer Mathayus, 
and a professional assassin named Gauer. 

After luring Darth Vader off Coruscant with news of a surviving Jedi 
Knight, and using a bomb to kill more than half of the Royal Guard, Trachta 
deploys his legion of stormtroopers to the Imperial Palace. However, even 
as the troopers move into position to eliminate the surviving Royal Guard 
mistrust among the conspirators turns into open war: General Skosef assas- 
sinates Grand Moff Bartam, and Gauer murders Grand Moff Trach! 
heading to the palace to face 
Vader escapes the ambushes laid for him, and the Emperor kills every enemy 
who approaches him. With the conspirators dead or captured, Trachta’s plar 
to overthrow the Emperor dies 


e Emperor. Ultimately, the plot fails: Darth 


Grand Moff Trachta CL7 
Medium Human nonheroic 6/noble 4/officer 1 

Force 5; Dark Side 8 

Init +5; Senses low-light vision, darkvision; Perception +18 

Languages Basic, High Galactic, Kel Dor, Zabrak 

Defenses Ref 17 (flat-footed 17), Fort 14, Will 20 

hp 35; Threshold 14 

Immune inhaled poison hazards 


Speed 6 squares 

Melee unarmed +9 (1d4+3) 

Ranged blaster pistol +8 (3d6+2) 

Base Atk +8; Grp +9 

Atk Options Point Blank Shot 

Special Actions Born Leader, Coordinate +1 

Abilities Str 12, Dex 11, Con 9, Int 16, Wis 13, Cha 15 

Talents Born Leader, Coordinate +1, Distant Command 

Feats Armor Proficiency (light), Point Blank Shot, Skill Focus (Deception, 
Perception, Persuasion), Skill Training (Deception, Knowledge [tactics], 
Mechanics, Perception), Weapon Proficiency (pistols, simple weapons) 

Skills Deception +17, Gather Information +12, Knowledge (bureaucracy) 
+13, Knowledge (social sciences) +13, Knowledge (tactics) +13, 
Knowledge (technology) +13, Mechanics +13, Perception +18, 
Persuasion +17 

Possessions blaster pistol, cybernetic arms, cybernetic legs, cybernetic 
eyes (low-light vision, darkvision, +2 equipment), personal Imperial 
shuttle 


JANEK SUNBER 

Perhaps Janek Sunber's greatest claim to fame is that he and Luke Skywalker 
are friends while the two are growing up on Tatooine. But Skywalker joins 
the Rebellion, and Sunber becomes a loyal servant of the Empire 

On Tatooine, Sunber is known as “Tank" because of his size, Although he 
flies through Beggar's Canyon many times, his skills do not meet the minimum 
requirements to enter the Imperial Flight Academy, Instead, the recruiters 
see Sunber as another strong back and hard head—the perfect candidate 
for infantry training. 

However, Sunber surprises his instructors with his quick thinking and 
strategic planning, and he is enrolled in officer training. Within a year, he is 
serving as a lieutenant under the command of Captain Gage. Gage comes 
from a privileged background, and the two clash spectacularly. During a 
deployment to Maridun, Gage's superior, General Ziering, observes Sunber 
n action and is impressed. When the detachment comes under attack by 
the native Amanin, Sunber assumes a leadership role and Ziering gives him 
a field promotion to the rank of commander—placing him over Gage. When 
the general dies during the battle, Gage later claims that he is unaware of 
the order—ensuring that Sunber remains a lieutenant 
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On his next assignment, Sunber captures an underground Rebel fortress 
on Jabiim and enslaves the survivors. After transporting the slaves, Sunber 
meets his old friend Luke Skywalker, who is dressed as an Imperial officer. 
Sunber soon discovers that Skywalker is a Rebel. Disillusioned, Sunber tries 
and fails to apprehend Skywalker. Realizing that he has vital information 
about the Rebel Alliance's Jedi Knight, Sunber takes that intelligence directly 
to Darth Vader. 

Vader sends Sunber on a mission to infiltrate the Alliance, using his child- 
hood connection with Skywalker to earn the Rebels’ trust. When Skywalker 
vouches for Sunber and brings him aboard the Alliance fleet’s flagship, Sunber 
attempts to seize control of the bridge. A shot from the Imperial fleet takes 
out the flagship's artificial gravity, and Sunber is apparently killed. But before 
the Rebel flagship escapes to hyperspace, one escape pod launches and is 
recovered by the Imperial fleet. 


Janek Sunber cL6 

Medium Human nonheroic 2/soldier S/officer 1 

Force 5; Dark Side 2 

Init +9; Senses Perception +5 

Languages Basic, Huttese 

Defenses Ref 19 (flat-footed 18), Fort 22, Will 21 

hp 77; Threshold 22 

Speed 6 squares 

Melee unarmed +10 (1d6+6) 

Ranged blaster pistol +7 (3d6+3) 

Base Atk +7; Grp +10 

Special Actions Battle Analysis, Coordinated Attack, Deployment Tactics, 
Shake It Off, Tough as Nails 

Abilities Str 17, Dex 11, Con 18, Int 13, Wis 13, Cha 12 

Talents Battle Analysis, Cover Fire, Deployment Tactics, Tough as Nails 

Feats Coordinated Attack, Martial Arts I, Shake It Off, Skill Focus 
(Knowledge [tactics]), Skill Training (Pilot), Toughness, Vehicular 
Combat, Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Endurance +13, Knowledge (tactics) +15, Mechanics +10, 
Perception +5, Pilot +9 

Possessions blaster pistol, comlink, code cylinder 


EQUIPMENT AND 
DROIDS 


When the Clone Wars end, the newly born Empire absorbs the armor and 
weapons factories of the Confederacy of Independent Systems, as well as 
their vast droidworks. These formally Separatist factories are now run by 
the conquered populations of those worlds; they make the materiel that the 
Empire uses to conquer more worlds. 


ARMOR 
Most Imperial armor is produced by the Imperial Department of Military 
Research, but some designs are contracted out to civilian manufacturers, 


Phrik Alloy (Template) 

One of the hardest known substances in the galaxy, phrikite is mined at the 
Imperial facility on Gromas 16. When combined with tydirium it produces 
phrik alloy, which is lighter and sturdier than duralloy. Phrik alloy also turns 
aside lightsabers. A lightsaber does not ignore the DR of armor made with 
phrik. Because of the rarity of phrik alloy, a piece of equipment using this 
template costs 20% more than the base item. 


Stygian-Triprismatic Polymer (Template) 

Harder and more durable than standard plastoid, stygian-triprismatic polymer 
is used in the manufacture of Blackhole stormtrooper armor and some types 
of Mandalorian armor. It increases the armor’s bonus by 1, and adds a +2 
equipment bonus to Stealth checks to avoid being detected by electronic 
sensors. Armor made with stygian-triprismatic polymer costs 20% more 
than the base armor. 


Seatrooper Armor 

Developed specifically for engagements on Mon Calamari and Tibrin, the 
aquatic armor worn by Imperial seatroopers is pressure-sealed to a maxi- 
mum of ten atmospheres (about 660 feet underwater) and incorporates a 
rebreather. In addition to the +2 equipment bonus provided by standard 
stormtrooper armor, seatrooper armor provides a +2 equipment bonus to 
Swim checks because of its underwater propulsion pack and swim flippers. 


Zero-Gravity Stormtrooper Armor 

Designed to enable the Emperor's elite spacetroopers to cut their way 
through the hull of an enemy vessel during starship combat, zero-gravity 
stormtrooper armor is essentially a small starfighter. Over two meters tall 
and twice as wide as a normal Human, zero-gravity armor has earned the 
spacetroopers the nickname “walking tanks." There have been several ver- 
sions of the zero-gravity armor; the fist two iterations were large, bulky, 
and really more like small starfighters. The armor presented here is the light 
spacetrooper armor, which was developed after the Mark II version of the 
armor came into service. 


ARMOR BONUS EQUIPBONUS MAXDEX SPEED SPEED 
ARMOR (CHECK PENALTY) COST TOREFDEFENSE TOFORTDEFENSE BONUS (6SQ.) (4S0.) WEIGHT AVAILABILITY 
Seatrooper armor 6,750 +4 +2 +2 - - 14kg Military 
Zero-g stormtrooper armor 21,000 +9 +3 +0 45q.' 3 sq.) 38 kg Military 


1 When running in heavy armor, you can move up to only three times your speed (instead of four times). 


All zero-gravity stormtrooper armor incorporates shoulder-mounted gre- 
nade launchers (loaded with concussion, stun, and gas grenades), a blaster 
cannon, and a miniature proton-torpedo launcher. The gauntlets are fitted 
with either rotating blades or laser cutters, enabling spacetroopers to cut 
through the hulls of enemy craft. The armor is currently manufactured only 
for Medium characters, and increases the wearer's size to Large. Routine 
maneuvers in zero-g stormtrooper armor do not require a Pilot check, but 
the wearer must make a DC 15 Pilot check to perform any maneuver more 
complicated than simple movement. 


EQUIPMENT 

The Empire manufactures more than just weapons and armor for its military. 
Factories work day and night on worlds all across the galaxy to produce a 
wide variety of equipment, both the tried-and-tested gear of the Clone Wars 
and the latest technologies. 


Propulsion Pack 
Designed to enhance underwater movement, a propulsion pack allows its 
wearer to swim much faster. Activating a propulsion pack is a swift action, 
and you gain a swim speed of 8 squares until the end of your turn. A propul- 
sion pack has 10 charges and can run continuously, so no swift action is 
required to activate the propulsion pack on subsequent rounds of use. 

The packs are designed to be worn with seatrooper armor; wearing them 
without the accompanying stabilization fins reduces a character's swim 
speed by 25%. 


LIFE SUPPORT COST WEIGHT AVAILABILITY 
Propulsion pack 200 10 kg Military 


THIRD-DEGREE DROIDS 
Virtually all third-degree droids are protocol droids, with exceptions such 
as Imperial espionage droids. 


Imperial Espionage Droid 

Designed by Cybot Galactica to closely resemble its popular line of pro- 
tocol droids, espionage droids are manufactured exclusively for Imperial 
Intelligence—which in turn arranges for them to be distributed as ordinary 
protocol droids to individuals under investigation. Once in place, Imperial 
espionage droids fulfill their function as protocol droids, but they also 
record and transmit the private conversations of their owners to Imperial 
Intelligence. 

Imperial espionage droids can be played as droid heroes. 


Imperial Espionage Droid CLA 

Medium droid (3rd-degree) nonheroic 3 

Init +0; Senses Perception +8 

Languages Basic, Binary, 3 unassigned 

Defenses Ref 9 (flat-footed 9), Fort 9, Will 12 

hp 6; Threshold 9 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed +1 (143-1) 

Base Atk +2; Grp -1 

Abilities Str 8, Dex 9, Con —, Int 13, Wis 14, Cha 15 

Feats Linguist, Skill Focus (Deception), Skill Training (Knowledge 
[bureaucracy], Knowledge [galactic lore], Perception) 

Skills Deception +13, Knowledge (bureaucracy) +7, Knowledge (galactic 
lore) +7, Knowledge (social sciences) +7, Perception +8 

Systems walking locomotion, basic processor, translator unit (DC 5), 
internal comlink, 2 hand appendages, vocabulator 

Possessions audio recorder 

Availability Restricted; Cost 5,000 
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FOURTH-DEGREE DROIDS 

Fourth-degree droids cover the full range of combat droids. The primary 
fourth-degree droids of the Rebellion era are the dark troopers created by 
General Rom Mohc around the time of the Battle of Yavin and the variants 
of that model. 


Dark Trooper Phase | 

The initial production model, a Phase | dark trooper is essentially a phrik 
alloy skeleton equipped with a vibroblade on its right arm and a blast shield 
on its left. Although Phase | dark troopers are produced in great numbers, 
they are employed primarily as sentries in Imperial installations. If a dark 
trooper does not attack, it can use its blast shield to gain an additional +2 
armor bonus. 

Phase | dark troopers cannot be played as droid heroes. 


Dark Trooper Phase I cL2 

Large droid (4th-degree) nonheroic 6 

Init +4; Senses low-light vision; Perception +10 

Languages Basic, Binary 

Defenses Ref 18 (flat-footed 17), Fort 12, Will 10 

hp 18; Threshold 12 

Immune droid traits 

Speed 6 squares (walking) 

Melee vibroblade +7 (2d6+2) 

Fighting Space 2x2; Reach 1 square 

Base Atk +4; Grp +11 

Atk Options Cleave, Power Attack 

Abilities Str 14, Dex 12, Con —, Int 10, Wis 10, Cha 6 

Feats Armor Proficiency (light, medium), Cleave, Power Attack, Weapon 
Focus (advanced melee weapons), Weapon Proficiency (advanced 
melee weapons) 

Skills Perception +10 

Systems walking locomotion, basic processor, 2 hand appendages, 
improved sensor package, internal comlink, vocabulator, phrik alloy 
frame (+8 armor) 

Possessions wrist-mounted vibroblade, wrist-mounted blast shield 

Availability Military; Cost 10,000 


Dark Trooper Phase II 

The second phase of the Dark Trooper project results in a larger droid with 
more complete armor coverage and an assault cannon in place of the melee 
weapon of the previous phase. 

Wearing a suit of Phase II dark trooper armor grants a character a +10 
armor bonus (and counts as heavy armor), a +3 equipment bonus to Strength, 
and a +2 equipment bonus to Perception checks. 

Phase II dark troopers cannot be played as droid heroes. 


Dark Trooper Phase II cL5 

Large droid (4th-degree) nonheroic 6/soldier 2 

Init +5; Senses low-light vision; Perception +11 

Languages Basic, Binary 

Defenses Ref 21 (flat-footed 20), Fort 17, Will 12 

hp 39; Threshold 22 

Immune droid traits 

Speed 6 squares (walking), fly 6 squares (jet pack) 

Melee unarmed +9 (1d4+4) 

Ranged light repeating blaster +2 (3d8+1) with autofire or 

Ranged light repeating blaster +5 (3d8+1) with braced autofire or 

Ranged light repeating blaster -3 (5d8+1) with Burst Fire or 

Ranged light repeating blaster +0 (Sd8+1) with braced Burst Fire or 

Ranged missile launcher +7 (6d6+1, 2-square burst radius) 

Fighting Space 2x2; Reach 1 square 

Base Atk +6; Grp +14 

Atk Options Burst Fire, Devastating Attack (heavy weapons), 
Point Blank Shot 

Special Actions Coordinated Attack 

Al Str 16, Dex 12, Con —, Int 10, Wis 10, Cha 6 

Talents Devastating Attack (heavy weapons) 

Feats Armor Proficiency (light, medium, heavy), Burst Fire, Coordinated 
Attack, Point Blank Shot, Weapon Proficiency (heavy weapons, rifles) 

Skills Perception +11 

Systems walking locomotion, basic processor, 2 hand appendages, 
improved sensor package, internal comlink, vocabulator, phrik alloy 
battle armor (+10 armor) 

Possessions assault cannon (light repeating blaster with over-under 
missile launcher) 

Availability Military; Cost 50,000 
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Phase Ill dark troopers cannot be played as droid heroes. 
Dark Trooper Phase III cL8 
Large droid (4th-degree) nonheroic 6/soldier 5 
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FIrFTH-DEGREE DROIDS 
Labor droids, maintenance droids, and custodial droids fall into the category 
of fifth-degree droids. 


Imperial City Maintenance Droid 

Imperial City maintenance droids were put into service over a hundred years 
before the rise of the Empire, maintaining and beautifying the upper levels of 
Coruscant, where they were known as RC-Ms. Shortly after the Clone Wars, 
the droids are replaced by newer, more versatile droids, and their designation 
is changed to IC-M. IC-Ms are still in use in Coruscant’s lower levels, carrying 
out their maintenance programs from more than a century ago. 

Imperial City maintenance droids can be played as droid heroes. 


Imperial City Maintenance Droid cLo 

Medium droid (5th-degree) nonheroic 1 

Init -1; Senses Perception -1 

Languages Basic, Binary 

Defenses Ref 9 (flat-footed 9), Fort 9, Will 9 

hp 3; Threshold 14 

Immune droid traits 

Speed 4 squares (tracked) 

Melee unarmed -1 (1d4-1) 

Base Atk +0; Grp -1 

Abilities Str 8, Dex 8, Con —, Int 10, Wis 8, Cha 6 

Feats Improved Damage Threshold, Skill Focus (Mechanics), Skill Training 
(Knowledge [technology], Use Computer) 

Skills Knowledge (technology) +5, Mechanics +10, Perception -1, 
Use Computer +5 

Systems tracked locomotion, basic processor, 6 claw appendages, 
vocabulator 

Possessions tool kit 

Availability Licensed; Cost 500 


VEHICLES AND 
STARSHIPS 


The Imperial fleet is the largest in the history of the galaxy. Even during 
the days of the Old Republic, when Jedi battled the Sith across the stars, 
the number of ships was a mere fraction of the Empire's strength. Built by 
countless civilian contractors, the Imperial fleet enforces the Emperor's will 
in all corners of the Empire. 


WEAPON SYSTEMS 

Vehicle weapons and starship weapons are often interchangeable; vehicle 

weapons are just as effective against starships as are starship weapons. 
Below is described one of the weapon systems employed by the Galactic 

Empire. 


Anti-Aircraft Flak Pod 

The flak pod uses a rapid-loading system to launch dozens of flak missiles 
in a scatter pattern. These missiles use onboard targeting systems to home 
in on enemy ships. Firing an anti-aircraft flak pod is an area attack, even 
at starship scale: The flak pod gunner must choose a 2x2-square (starship 
scale) area within the pod’s range and make an attack roll against a Reflex 
Defense of 10. If successful, compare the result to the Reflex Defense of 
each ship in that area. If the attack roll hits a target, the flak missiles deal 
their damage to that ship; if the attack misses, the flak missiles deal half 
damage. Pilots with the Vehicular Evasion talent cause their ship to take half 
damage from a hit or no damage on a miss. 


ASSASSIN-CLASS CORVETTE 
Intended as a more combat-ready version of the Corellian Engineering 
Corporation's famous CR90 corvette, the Assassin-class corvette sacrifices 
speed and grace for armor and strength. The Assassin is more streamlined 
than a standard corvette, and its engines are a combination of eight large 
thrusters and three smaller ones. The Assassin is commonly used by the 
Empire alongside CR90s in antipiracy or anti-Rebel operations. 


Assassin-class Corvette CL 16 

Colossal (frigate) capital ship 

Init -2; Senses Perception +6 

Defense Ref 14 (flat-footed 12), Fort 38; +12 armor 

hp 880; DR 15; SR 120; Threshold 138 

Speed fly 12 squares (max. velocity 950 km/h), fly 3 squares 
(starship scale) 

Ranged 2 dual turbolasers +10°* (see below) and 
proton torpedo launcher +6 (see below) 

Fighting Space 1 square (starship scale); Cover total (crew and 
passengers) 

Base Atk +2; Grp +50 

Abilities Str 66, Dex 14, Con —, Int 18 

Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 

Crew 60 to 150° (skilled); Passengers 60° 

Cargo 2,100 tons*; Consumables 1 year; Carried Craft none 

Payload 10 proton torpedoes 


Hyperdrive x2 (x8 backup), navicomputer 

Availability Military; Cost not available for sale 

* Maximum values for different configurations; typical values are crew 84, 
passengers 51, and cargo 1,500 tons with given weapons. 

** Apply a -20 penalty to attacks against targets smaller than Colossal size. 


Dual turbolasers (3 gunners) 

Atk +10 (-10 against targets smaller than Colossal), Dmg 6d10x5 
Proton torpedo launcher (gunner) 

Atk +6 (-14 against targets smaller than Colossal), Dmg 9d10x2 


ASSAULT GUNBOAT 

The Alpha-class Xg-1 Star Wing is designed by Cygnus Spaceworks to fill the 
Empire's need for a starfighter capable of long range deployments. Equipped 
with a hyperdrive and deflector shields, the assault gunboat is built to stand 
toe-to-toe with its targets, unlike the more common TIE fighter and its 
variants. Modified versions carry tractor beams, proton torpedo launchers, 
heavy rockets, or bomb launchers. After initial field tests show that the 
Xq-1 performs only as well as a Y-wing or B-wing heavy fighter, the Empire 
develops the strategy of arming an escort group of Xg-1s with beam weapons 
in order to clear the way for Xg-1s armed with missile weapons. 


Assault Gunboat cL 12 
Gargantuan starfighter 
Init +5; Senses Perception +6 


Medium laser cannons (pilot) 

Atk +7 (+2 autofire), Dmg 5d10x2 
Medium ion cannons (pilot) 

Atk +7 (+2 autofire), Dmg 6d10x2 ion 
Concussion missile launcher (pilot) 

Atk +7, Dmg 9d10x2 


AT-AA ANTI-AIRCRAFPT 
PLATFORM 

Built for surface-to-air defense, the AT-AA suffers from an inability to fire 
at ground targets—a flaw later corrected by the addition of gun ports that 
allow the crew to fend off attacks by enemy infantry. 

The standard AT-AA comes with an anti-air flak pod, capable of punching 
through light metals (such as that found in starfighters and airspeeders); 
variant models replace the flak pod with concussion missile launchers, making 
the AT-AA more effective against landing craft. 

Sophisticated electronic countermeasures aboard the AT-AA make it 
harder for aircraft to target the walker. It gains a +5 bonus to Reflex Defense 
against missile or torpedo attacks. 


AT-AA Anti-Aircraft Platform cL 10 
Colossal ground vehicle (walker) 

Init -5; Senses Perception +5 

Defense Ref 14 (flat-footed 14), Fort 27; +14 armor 

hp 210; DR 20; Threshold 77 


Defense Ref 16 (flat-footed 12), Fort 29; +7 armor 

hp 145; DR 10; SR 15; Threshold 49 

Speed fly 16 squares (max. velocity 1,050 km/h), fly 4 squares 
(starship scale) 

Ranged laser cannon +7 (see below) or 

Ranged ion cannon +7 (see below) or 

Ranged missile launcher +7 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +36 

Atk Options autofire (medium laser cannons, medium ion cannons), 
fire-link (medium laser cannons, medium ion cannons) 

ies Str 48, Dex 18, Con —, Int 16 

Skills Initiative +5, Mechanics +6, Perception +6, Pilot +5, 
Use Computer +6 

Crew 1 (skilled); Passengers none 

Cargo 100 kg; Consumables 3 days; Carried Craft none 

Payload 40 medium concussion missiles 

Hyperdrive x12, navicomputer 

Availability Military; Cost 125,000 (75,000 used) 


‘Speed 4 squares (max. velocity 60 km/h) 
Ranged flak pod +2 (see below) or 
light missile launcher +2 (see below) 
Fighting Space 6x12 or 1 square (starship scale); Cover total (crew) 
Base Atk +0; Grp +41 
A Str 44, Dex 10, Con —, Int 14 
Skills Initiative -5, Mechanics +5, Perception +5, Pilot -5, 
Use Computer +5 
Crew 3 (normal); Passengers none 
Cargo 250 kg; Consumables 3 days; Carried Craft none 
Payload 36 light concussion missiles 
Availability Military; Cost not available for sale 


Flak pod (gunner) 
Atk +2, Dmg 5d10x5 

Light missile launcher (gunner) 
Atk +2, Dmg 7d10x2 
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AT-PT ALL-TERRAIN 

PERSONAL TRANSPORT 

The forerunner of the All-Terrain Scout Transport, the AT-PT is manufactured 
during the Clone Wars, and then is gradually replaced by the AT-ST, but it 
continues to see use in sentry and patrol roles. With a typical Imperial bias, 
the AT-PT's cockpit is designed for use only by a Human pilot. A later modi- 
fication widened the cockpit to allow for a copilot. 


AT-PT All-Terrain Personal Transport cL6 
Large ground vehicle (walker) 

Init +7; Senses Perception +6 

Defense Ref 15 (flat-footed 13), Fort 17; +4 armor 

hp 120; DR 10; Threshold 22 

Speed 6 squares (max. velocity 60 km/h) 

Ranged double heavy blaster cannon +5 (see below) or 
Ranged grenade launcher +5 (see below) 

Fighting Space 2x2; Cover improved (+10) 

Base Atk +2; Grp +14 

Atk Options autofire (double heavy blaster cannon) 

Al Str 24, Dex 14, Con —, Int 12 

Skills Initiative +7, Mechanics +6, Perception +6, Pilot +7 
Crew 1 (skilled); Passengers 1* 

Cargo 150 kg"; Consumables 2 days; Carried Craft none 
Payload 8 concussion grenades 

Availability Military; Cost not available for sale 

* An AT-PT can carry either cargo or one passenger. 


Double heavy blaster cannon (pilot) 
Atk +5 (+0 autofire), Dmg 5d10x2 
Grenade launcher (pilot) 

Atk +5, Dmg 8d6, 2-square burst 


IMPERIAL CARGO SHIP 

Much of the Republic's military surplus is converted to Imperial use, particu- 
larly when it can be easily upgraded or modified to fit the Empire's change 
of focus from warfare to peacekeeping. A sizable number of Acclamator- 
class assault ships are fitted for use as cargo ships, sacrificing weaponry to 
increase the ships’ cargo capacity and making them suitable for use as both 
military supply craft and transport vessels. 


Imperial Cargo Ship CL 12 
Colossal (cruiser) capital ship 
Init -3; Senses Perception +6 
Defense Ref 13 (flat-footed 12), Fort 53; +12 armor 
hp 980; DR 20; SR 110; Threshold 253 
Speed fly 8 squares (max. velocity 980 km/h), fly 4 squares 
(starship scale) 
Ranged 2 quad turbolaser batteries +15* (see below) and 
4 point-defense light laser cannon batteries +15 (see below) 
Fighting Space 2x2 (starship scale); Cover total 
Base Atk +2; Grp +65 
Atk Options autofire (point-defense light laser cannons) 
Abilities Str 96, Dex 12, Con —, Int 16 
Skills Initiative -3, Mechanics +6, Perception +6, Pilot -3, 
Use Computer +6 
Crew 14,857 (skilled); Passengers 16,000 (stormtroopers) 
Cargo 502,212 tons; Consumables 2 years; Carried Craft varies 
Hyperdrive x2, advanced navicomputer 
Availability Military; Cost not available for sale 
* Apply a -20 penalty to attacks against targets smaller than Colossal size. 


Quad turbolaser battery (6 gunners) 

Atk +15 (-5 against targets smaller than Colossal), Dmg 6d10x5 
Point-defense light laser cannon battery (6 gunners) 

Atk +15 (+10 autofire), Dmg 2d10x2 


IMPERIAL II-CLASS FRIGATE 
Sometimes referred to as a battle cruiser, the Imperial l-class frigate is a 
smaller, less powerful version of the Empire's feared Star Destroyers. This 
type of frigate is employed primarily to patrol shipping lanes and follow 
up on reports of pirate activity. It features extensive hangar decks both 
port and starboard, allowing it to bring suspicious vessels aboard to be 
inspected and detained if necessary. 

Imperial II-class frigates are frequently the first assignment of junior 
officers just out of the Imperial Academy. 


Imperial II-class Frigate cL17 
Colossal (frigate) capital ship 
Init -2; Senses Perception +6 
Defense Ref 16 (flat-footed 14), Fort 52; +14 armor 
hp 1,500; DR 20; SR 120; Threshold 152 
Speed fly 3 squares (starship scale) 
Ranged 4 turbolaser batteries +11° (see below) and 
4 ion cannon batteries +11* (see below) and 
4 point-defense laser batteries +11 (see below) and 
4 tractor beam batteries +11* (see below) 
Fighting Space 2x2 (starship scale); Cover total 
Base Atk +2; Grp +69 
Abilities Str 94, Dex 14, Con —, Int 16 
Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 
Crew 19,899 (skilled); Passengers 4,400 (troops) 
Cargo 46,350 tons; Consumables 6 years; Carried Craft 36 TIE fighters, 
36 TIE/Interceptors, 2 Lambda-class shuttles, various support vehicles 
Hyperdrive x4 (x12 backup), navicomputer 
Availability Military; Cost not available for sale 
* Apply a -20 penalty to attacks against targets smaller than Colossal size. 


Turbolaser battery (4 gunners) 

Atk +11 (-9 against targets smaller than Colossal), Dmg 5d10x5 

lon cannon battery (4 gunners) 

Atk +11 (-9 against targets smaller than Colossal), Dmg 3d10x5 ion 
Point-defense laser battery (4 gunners) 

Atk +11, Dmg 2d10x2 

Tractor beam battery (4 gunners) 

Atk +11 (-9 against targets smaller than Colossal), Dmg — (grappled +69) 


LANCET AERIAL ARTILLERY 

The Lancet aerial artillery repulsorcraft combines the dual cylindrical pods 
of a TIE bomber with the Lambda shuttle’s tri-wing configuration, and 
it mounts a powerful proton beam cannon in the nose. Even though this 
weapon is capable of pointing downward only and proves difficult to employ 
against mobile targets, it can deliver devastating damage to fortifications 
and entrenched positions. 


LANCET AERIAL ARTILLERY SUPPORTS 4 TIE MAULER. 


Lancet Aerial Artillery 
Gargantuan air vehicle 
Init +3; Senses Perception +6 


Defense Ref 13 (flat-footed 11), Fort 24; +6 armor 
hp 120; DR 10; Threshold 44 


Speed 12 squares (max. velocity 850 km/h) 

Ranged proton beam cannon +6 (see below) and 
2 laser cannons +4 (see below) 

Fighting Space 4x4; Cover total 

Base Atk +2; Grp +31 


Abilities Str 39, Dex 14, Con —, Int 15 
Skills Initiative +3, Mechanics +6, Perception +6, Pilot +3 


Crew 2 (skilled); Passengers none 
Cargo 850 kg; Consumables 2 days; Carried Craft none 
Availability Military; Cost not available for sale 


Proton beam cannon (pilot) 
Atk +6, Dmg 6d10x5 


Laser cannon (gunner) 
Atk +4, Dmg 2d10x2 
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MISSILE Boat 

Personally designed by Admiral Thrawn, the missile boat is the evolution of 
the Alpha-class Xg-1 Star Wing assault gunboat: a starfighter that relies on 
warheads instead of beam weapons, even in dogfight scenarios. The missile 
boat sports a single laser cannon, and two missile racks replace the gunboat's 
ventral wings. More important, it is outfitted with the advanced SubLight 
Acceleration Motor system, allowing it to sacrifice the use of its laser weapon 
for a tremendous (albeit temporary) burst of speed. 


Missile Boat CL.15' 

Gargantuan starfighter 

Init +5; Senses Perception +6 

Defense Ref 16 (flat-footed 12), Fort 32; +7 armor 

hp 145; DR 10; SR 15; Threshold 52 

Speed fly 16 squares (max. velocity 1,150 km/h), fly 4 squares 
(starship scale) 

Ranged 1 medium laser cannon +8 (see below) or 
2 advanced missile launchers +8 (see below) or 
2 missile launchers +8 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +39 

Atk Options autofire (laser cannon) 

Abilities Str 54, Dex 18, Con —, Int 18 

Skills Initiative +5, Mechanics +6, Perception +6, Pilot +5, 
Use Computer +6 


Crew 1 (skilled); Passengers none 

Cargo 100 kg; Consumables 3 days; Carried Craft none 

Payload 20 advanced concussion missiles; 20 concussion missiles 
Hyperdrive x6, navicomputer 

Availability Military; Cost not available for sale 


Medium laser cannon (pilot) 
Atk +8 (+3 autofire), Dmg 5d10x2 


Advanced missile launcher (pilot) 
Atk +8, Dmg 5d10x5 


Missile launcher (pilot) 
Atk +8, Dmg 9d10x2 


ROYAL GUARD STARFIGHTER 
Flown only by the Emperor's Royal Guard, this distinctive red-and-black 
variant of the TIE/Interceptor mounts the same laser cannons and adds a 
shield generator. Used to escort Emperor Palpatine's Lambda-class shuttle 
and its decoys during the Emperor's travels, these starfighters are a match 
for the best starfighter squadrons in the Rebel Alliance. 

Few of these starfighters have seen use outside the Royal Guard, and 
most of those are heavily modified to carry missile launchers and stronger 
deflector shield generators. 


Royal Guard Starfighter cL 12 

Huge starfighter 

Init +17; Senses Perception +12 

Defense Ref 18 (flat-footed 11), Fort 24; +3 armor 

hp 90; DR 10; SR 15; Threshold 34 

Speed fly 16 squares (max. velocity 1,250 km/h), fly 5 squares 
(starship scale) 

Ranged laser cannons +15 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover total 

Base Atk +10; Grp +34 

Atk Options autofire (laser cannons) 

Abilities Str 38, Dex 24, Con —, Int 16 

Skills Initiative +17, Mechanics +12, Perception +12, Pilot +17 


Crew 1 (ace); Passengers none { 
Cargo 75 kg; Consumables 2 days; Carried Craft none 
Availability Military; Cost not available for sale 


Laser cannons (pilot) 
Atk +15 (+10 autofire), Dmg 6d10x2 


TIE AGGRESSOR STARFIGHTER TIE CRAWLER 

A two-person starfighter developed prior to the Battle of Yavin, the TIE An early form of the TIE crawler, the TIE ap-1 mauler is a combination of reli 
aggressor is a starfighter that never truly left the experimental stage. _ able control interfaces and ground stability. The TIE mauler sees only limited 
Designed as a multipurpose craft, the TIE aggressor boasts forward guns, a _action, however, and even its replacement, the TIE crawler—better known as 


rotating gun turret, and missile racks, making it a dangerous foe. Although 
the aggressor is a powerful vessel capable of performing a wide variety of 


the century tank—is not widely used until well after the Battle of Endor. 


missions, few TIE aggressor squadrons see service during the Galactic Civil TIE ap-1 Mauler cL7 
War. The TIE aggressor is more expensive to produce than more specialized Huge ground vehicle (tracked) 
fighters such as the TIE/Interceptor or the TIE bomber, and it requires its pilots Init +6; Senses Perception +6 
to be trained in a wider variety of combat techniques than the pilots of other Defense Ref 14 (flat-footed 12), Fort 25; +4 armor 
Imperial fighters. Still, Rebel pilots who have survived encounters with TIE hp 70; DR 10; Threshold 35 
aggressors agree that they are more formidable than other TIE models. ‘Speed 6 squares (max. velocity 90 km/h) 
Ranged triple medium blaster cannons +6 (see below) 

TIE Aggressor CL10 Fighting Space 3x3; Cover total 
Huge starfighter Base Atk +2; Grp +27 
Init +10; Senses Perception +6 Abilities Str 40, Dex 14, Con —, Int 14 
Defense Ref 17 (flat-footed 11), Fort 24; +3 armor Skills Initiative +6, Mechanics +6, Perception +6, Pilot +6 
hp 80; DR 10; Threshold 34 Crew 1 (skilled); Passengers none 
Speed fly 16 squares (max. velocity 1,100 km/h), fly 5 squares Cargo 95 kg; Consumables 5 days; Carried Craft none 

(starship scale) Availability Military; Cost not available for sale 
Ranged laser cannon +5 (see below) and 

laser cannon +7 (see below) or Triple medium blaster cannons (pilot) 
Ranged laser cannon +5 (see below) and ‘Atk +6, Dmg 6d10x2 

missile launcher +7 (see below) 
Fighting Space 3x3 or 1 square (starship scale); Cover total TIE Crawler cCL6 


Base Atk +2; Grp +26 

Atk Options autofire (laser cannons) 

Abilities Str 38, Dex 22, Con —, Int 16 

Skills Initiative +10, Mechanics +6, Perception +6, Pilot +10 
Crew 2 (skilled); Passengers none 

Cargo 75 kg; Consumables 2 days; Carried Craft none 
Payload 6 concussion missiles 

Availability Military; Cost not available for sale 


Laser cannon (pilot) 

Atk +7 (+2 autofire), Dmg 6d10x2 
Laser cannon (gunner) 

Atk +5 (+0 autofire), Dmg 6d10x2 
Missile launcher (pilot) 

Atk +7, Dmg 7d10x2 


Huge ground vehicle (tracked) 
Init +5; Senses Perception +6 


Defense Ref 13 (flat-footed 12), Fort 24; +4 armor 
hp 60; DR 10; Threshold 34 


Speed 6 squares (max. velocity 90 km/h) 

Ranged light turbolaser cannon +5 (see below) or 
Ranged double medium blaster cannons +5 (see below) 
Fighting Space 3x3; Cover total 

Base Atk +2; Grp +26 

Atk Options autofire (laser cannon) 


Abilities Str 38, Dex 12, Con —, Int 12 
Skills Initiative +5, Mechanics +6, Perception +6, Pilot +5 


Crew 1 (skilled); Passengers none 
Cargo 65 kg; Consumables 5 days; Carried Craft none 
Availability Military; Cost not available for sale 


Light turbolaser cannon (pilot) 
Atk +5 (+0 autofire), Dmg 3d10x5 


Medium blaster cannons (pilot) 
Atk +5, Dmg 5d10x2 
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TIE EXPERIMENTAL 
STARFIGHTER 

Sienar Fleet Systems’ TIE Experimental Project turns out at least five work- 
ing models: TIE-Experimental M1 through M5. These starfighters are built 
on standard TIE designs but modify the engines, weapons, and maneuvering 
thrusters to create faster, stronger ships, including a few capable of hyper- 
space travel. Each of these experimental craft is controlled remotely by a 
trained pilot aboard a Beta-class ETR-3 escort transport. 


TIE Experimental M2 cls 

Huge starfighter 

Init +8; Senses Perception +6 

Defense Ref 15 (flat-footed 11), Fort 22; +3 armor 

hp 60; DR 10; Threshold 32 

Speed fly 16 squares (max. velocity 1,200 km/h), fly 5 squares 
(starship scale) 

Ranged 2 turbolaser cannons +4 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +24 

Atk Options autofire (turbolaser turrets) 

Abilities Str 34, Dex 18, Con —, Int 14 

Skills Initiative +8, Mechanics +6, Perception +6, Pilot +8 

Crew remote controlled (skilled); Passengers none 

Cargo 65 kg; Consumables none; Carried Craft none 

Availability Military; Cost not available for sale 


Turbolaser cannons (pilot) 
Atk +4 (-1 autofire), Dmg 3d10x5. 


TIE Experimental M3 cL9 
Huge starfighter 

Init +11; Senses Perception +6 

Defense Ref 18 (flat-footed 11), Fort 24; +3 armor 

hp 90; DR 10; SR 15; Threshold 34 


Speed fly 16 squares (max. velocity 1,250 km/h), fly 5 squares 
(starship scale) 

Ranged 2 missile launchers +5 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +26 

Abilities Str 38, Dex 24, Con —, Int 16 

Skills Initiative +11, Mechanics +6, Perception +6, Pilot +11 


Crew remote controlled (skilled); Passengers none 
Cargo 75 kg; Consumables none; Carried Craft none 
Payload 8 concussion missiles 

Availability Military; Cost not available for sale 


Missile launchers (pilot) 
Atk +5, Dmg 9d10x2 


TIE OPPRESSOR STARFIGHTER 
Designed as a light bomber, Sienar Fleet Systems’ TIE oppressor proves 
unpopular with its test pilots: Its additional armaments and reduced solar 
panel stabilization make it somewhat less maneuverable. However, it quickly 
becomes a favorite of elite pilots, who find that the additional missile 
launcher provides a handy extra punch. As a result, almost no TIE oppressor 
sees action without a veteran pilot at the controls. 


TIE Oppressor clu 

Huge starfighter 

Init +13; Senses Perception +8 

Defense Ref 18 (flat-footed 11), Fort 23; +3 armor 

hp 100; DR 10; SR 30; Threshold 33 

Speed fly 16 squares (max. velocity 1,450 km/h), fly 5 squares 
(starship scale) 

Ranged medium laser cannons +10 (see below) or 

Ranged missile launchers +10 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover total 

Base Atk +5; Grp +29 

Atk Options autofire (laser cannons) 

Abilities Str 36, Dex 24, Con —, Int 16 

Skills Initiative +13, Mechanics +8, Perception +8, Pilot +13, 
Use Computer +8 

Crew 1 (expert); Passengers none 

Cargo 50 kg; Consumables 2 days; Carried Craft none 

Payload 8 concussion missiles 

Availability Military; Cost not available for sale 


Medium laser cannons (pilot) 
Atk +10 (+5 autofire), Dmg 6d10x2 


Missile launchers (pilot) 
Atk +10, Dmg 10d10x2 
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TIE PHANTOM STARFIGHTER 
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TIE Phantom CL 13 
Huge starfighter 
Init +12; Senses Perception + 


Defense Ref 19 (flat-footed 11), Fort 24; +3 armor 
hp 75; DR 10; SR 20; Threshold 34 


Speed fly 16 squares (max. velocity 1,490 km/h), fly 5 squares 
Ranged laser car 

jaser cannons +6 (see below) 
Fighting Space 3 
Base Atk +2; Grp 
Atk Options autof 


Abilities Str 38, Dex 26, Con —, Int 18 


s +8 (see below) and 


3 or 1 square (starship scale); Cover total 


laser cannons), fire-linked 


Skills Initiative +12, Mechanics +6, Perception +6, Pilot +12, Stealth +6°, 


Use Compu’ 
“The TIE phantom has total concealment when its cloaking device is 


engaged. 


Crew 2 (skilled); Passengers none 

Cargo 90 kg; Consumables 3 days; Carried Craft none 
Hyperdrive x6, navicomputer 

Availability Military; Cost not available for sale 


Laser cannon (pilot) 
Atk +8 (+3 autofire), Dmg 5d10x2 


Laser cannon (gunner) 
Atk +6 (+1 autofire), Dmg 4d10x2 
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TIE scout 
Commissioned for use as a light reconnaissance vessel, the TIE/sr starfighter, 
known more commonly as the TIE scout, is unusual not just for its shape 
but also for its great size. Only lightly armed, the TIE scout is designed for 
long-range missions, with crews of up to three pilots working in shifts to 
operate the onboard Com-scan equipment. Among its sensor gear is a “ping” 
emitter that grants the user a +5 equipment bonus to Use Computer checks 
to detect cloaked vessels. 

The TIE scout also comes in a civilian version, the Lone Scout-A, which 
includes passenger compartments in the rear as well as a greatly expanded 
cargo hold, 


TIE Scout cL5 
Gargantuan starfighter 

Init +3; Senses Perception +6 

Defense Ref 14 (flat-footed 12), Fort 28; +7 armor, 

hp 110; DR 10; Threshold 48 


TIE SHUTTLE 

A variation of the TIE bomber, the TIE/sh replaces the bomber’s bomb bay with 
2 passenger compartment and cargo room. The Lambda-class shuttle is more 
commonly used by upper-echelon officers; junior officers use TIE shuttles to 
move back and forth between starships and space stations. 


TIE Shuttle cL4 

Gargantuan space transport 

Init +3; Senses Perception +6 

Defense Ref 12 (flat-footed 10), Fort 26; +5 armor 

hp 120; DR 10; Threshold 46 

Speed fly 12 squares (max. velocity 650 km/h), fly 3 squares 
(starship scale) 

Ranged laser cannon +6 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +33 

Atk Options autofire (laser cannon) 


Speed fly 12 squares (max. velocity 850 km/h), fly 3 squares 
(starship scale) 

Ranged laser cannon +11 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +35 

Atk Options autofire (laser cannon) 

Abilities Str 46, Dex 14, Con —, Int 24 

Skills Initiative +3, Mechanics +6, Perception +6, Pilot +3, 
Use Computer +6 

Crew 1 to 3 (skilled); Passengers none (3°) 

Cargo 25 tons (150 tons*); Consumables 6 months; Carried Craft none 

Hyperdrive x3, navicomputer 

Availability Restricted; Cost 148,000 (75,000 used) 

* Civilian model only. 


Laser cannon (pilot) 
Atk +11 (+6 autofire), Dmg 3d10x2 


Abilities Str 42, Dex 14, Con —, Int 14 

Skills Initiative +3, Mechanics +6, Perception +6, Pilot +3 
Crew 1 (skilled); Passengers 2 

Cargo 1 ton; Consumables 2 days; Carried Craft none 
Availability Military; Cost 120,000 (45,000 used) 


Laser cannon (pilot) 
Atk +6 (+1 autofire), Dmg 3d10x2 


*1 DON'T THINK 
THE EMPIRE HAD 
WOOKIEES IN 
MIND WHEN THEY 
DESIGNED HER, 
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VT-49 DECIMATOR 
Intended asa long-range reconnaissance vessel, the VT-49 Decimator is one 
the Empire's most fearsome warships. Fast and maneuverable for a space 
transport, the VT-49 Decimator weaves through enemy lines to deliver a 
vicious assault, and it can land highly trained raiding parties either on plan- 
etary surfaces or in hangar bays. Commanding a VT-49 Decimator is seen 
as a key step toward commanding a capital ship. 
VT-49 Decimator cL 12 
Colossal space transport 
Init +0; Senses Perception +6 
Defense Ref 19 (flat-footed 15), Fort 27; +15 armor 
hp 215; DR 15; SR 40; Threshold 77 
Speed fly 16 squares (max. velocity 975 km/h), fly 6 squares 
(starship scale) 
Ranged laser cannons +6 (see below) and 
concussion missile launchers +8 (see below) or 
Ranged laser cannons +6 (see below) and 
laser cannons +8 (see below) 
Fighting Space 6x6 or 1 square (starship scale); Cover total 
Base Atk +2; Grp +39 
Atk Options autofire (laser cannon turrets) 
Abilities Str 45, Dex 18, Con —, Int 18 
Skills Initiative +0, Mechanics +6, Perception +6, Pilot +0, 
Use Computer +6 
Crew 2 to 4 (skilled); Passengers 6 
Cargo 80 tons; Consumables 1 month; Carried Craft none 
Payload 40 medium concussion missiles 
Hyperdrive x1 (x12 backup), navicomputer 
Availability Military; Cost not available for sale 


Laser cannons (pilot) 

Atk +8 (+3 autofire), Dmg 4d10x2 
Laser cannons (gunner) 

Atk +6 (+1 autofire), Dmg 4d10x2 
Missile launchers (pilot) 

Atk +6, Dmg 9d10x2 


YE-4 GUNSHIP 
Built by Sienar Fleet Systems to patrol the Kessel system, a YE-4 gunship is a 
heavily armed assault craft with multiple gun turrets and sufficient shielding 
and armor to allow the ship to engage its target while reinforcements are 
still in transit. YE-4s are operated solely by the Imperial military and are not 
sold or otherwise available to the public. 
YE-4 Gunship CL15 
Gargantuan space transport 
Init +6; Senses Perception +8 
Defense Ref 22 (flat-footed 19), Fort 29; +14 armor 
hp 145; DR 15; SR 25; Threshold 49 
Speed fly 12 squares (max. velocity 900 km/h), fly 4 squares 
(starship scale) 
Ranged 3 medium blaster cannons +11 (see below) 
Fighting Space 4x4 or 1 square (starship scale); Cover total 
Base Atk +5; Grp +39 
Atk Options autofire (blaster cannons) 
Abilities Str 48, Dex 16, Con —, Int 18 
Skills Initiative +6, Mechanics +8, Perception +8, Pilot +6, 
Use Computer +8 
Crew 8 (expert); Passengers 6 
Cargo 40 tons; Consumables 6 months; Carried Craft none 
Hyperdrive x4, navicomputer 
Availability Military; Cost not available for sale 
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Medium blaster cannons (2 gunners) 
Atk +11 (+6 autofire), Dmg 4d10x2 


*THE ENTIRE 
STARFLEET 
COULDN'T DESTROY 
THE WHOLE 
PLANET. IT'D TAKE 
A THOUSAND 
SHIPS WITH MORE 
FIREPOWER THAN 
MVE « 5 «” 


—-HAN SOLO 


CHAPTER VIII 
_ FRINGE FACTIONS 


ia 


luring the Dark Times, the galactic fringe became a haven for anyone escap- 

ng the Empire. Politicians, military personnel, and civic-minded activists are 
rced to retreat into the underworld of criminal organizations and lawless 
lactic backwaters. Some maintain their ideals, while others succumb to 
¢ reality of their grim situation and focus on day-to-day survival. 

As the Rebellion spreads, it finds in this fringe sympathetic individuals in 
unique positions of power, and the Rebellion makes surprising connections 
in unusual locales. The Rebels also encounter the most notorious criminal 
organizations and crime lords of the galaxy. Clashes are inevitable when 
ideology meets criminality. However, the Rebels hire or otherwise make 
use of smugglers and fringe criminals to secure arms, goods, transport, 
and starships. 

This chapter offers an array of organizations and individuals who might 
1¢ enemies or allies of the heroes, depending on the situation. It is possible 
that these people might change from allies to villains (or vice versa) as the 
campaign evolves. Rebels heroes might balk at dealing with Jabba the Hutt to 
obtain ordnance and materiel, but heroes who are independent ship owners 
or smugglers might jump at the opportunity to make credits as regular haul- 
ers for Jabba. Most fringe alliances are based on convenience or financial 
incentive rather than loyalty to any individual or cause. 


THE EMPIRE 
AND THE FRINGE 


Despite the fact that, by their very nature, most fringe organizations are 
disobeying the edicts of the Empire, many Imperial officials turn a blind eye 
0 illegal activities, provided those activities further their aims. For example, 
corrupt Imperial bureaucrats will associate with crime lords when it suits 
them, accepting bribes in exchange for favors. Even Darth Vader, the second 
highest-ranking individual in the Empire, calls upon bounty hunters to track 
down the heroes of Yavin when his own Imperial forces fail. The fringe has a 
tenuous relationship with the Empire throughout the Rebellion era, although 
that relationship can quickly end the moment the Empire decides that a group 
of criminals is no longer useful. When that happens, groups on the fringe 
find that they have more in common with the Rebel Alliance than they do 
with their former partners in the Empire. 
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BOUNTY HUNTERS 

With the rise of the Rebellion, the galaxy’s bounty hunters have a lucrative 
class of targets that the Empire is willing to pay generously for. Thanks to 
standing Imperial bounties for Rebels and their sympathizers, no enemy of 
the Empire can feel completely safe with bounty hunters in the area. 

Even without hunting Rebels, bounty hunters of this era find plenty to 
keep them busy. There seems to be an endless number of failed smugglers 
and gunrunners who find themselves unable to repay their criminal bosses. 
Interstellar corporations might also find themselves in need of freelance help 
in dealing with thieves, troublesome competitors, and rogue personnel. The 
Empire's richest rewards are offered for Jedi, although they are even more 
difficult than Rebels for bounty hunters to apprehend. More often than not, 
these so-called Jedi turn out to be con artists, charlatans, or untrained Force 
sensitives, for which the bounty is far smaller. 

Bounty hunters come from a variety of backgrounds. They can be ex- 
military members, rogue droids, or even remnants of the Mandalorian culture. 
Regardless where they come from, competition among bounty hunters is 
fierce, especially after the destruction of the Bounty Hunters’ Guild in the 
early days of the Rebellion. 


BOUNTY HUNTERS: 


Until its destruction, the Bounty Hunters’ Guild is a central clearinghouse 
for the majority of the galaxy’s bounty hunters. In a plan masterminded by 
Black Sun head Prince Xizor and ordered by the Emperor, Boba Fett begins 
a bloody internal conflict that shatters the Guild. Following its destruction, 
individuals and small groups compete for bounties, power, and influence. 
During the Rebellion era, some bounty hunters aspire to create a new Guild, 
while others are more than happy to pursue credits on their own without 
interference. After several years, the Guild eventually reclaims its former 
influence. See pages 72-74 of The Force Unleashed Campaign Guide for more 
information on the Bounty Hunters’ Guild. 

Some of the era's prominent bounty hunters are described in this book. 
See page 270 of the Saga Edition core rulebook for information on Boba 
Fett. See page 17 of Threats of the Galaxy for information on Bossk, and see 
page 115 of Scum and Villainy for information on Zuckuss. 


4-LOM 

4-LOM isa unique bounty hunter with a highly unusual career. He is one of the 
few elite and successful droid bounty hunters in the galaxy. Prior to his career 
asa bounty hunter, 4-LOM is a standard LOM-series protocol droid, Unchal- 
lenged by his protocol tasks aboard the starliner Kuari Princess, 4-LOM first 
turns to thievery aboard the vessel, Jabba the Hutt becomes intrigued with 
the droid’s inventiveness, intelligence, and operational planning. He arranges 
to upgrade 4-LOM to enable the droid to work as a bounty hunter, Jabba 
also suggests that 4-LOM form a partnership with the Gand bounty hunter 
Zuckuss. This partnership lasts for years. The two accept jobs throughout 
the galaxy for every conceivable type of client, including the Rebel Alliance 
and Darth Vader. However, Zuckuss and 4-LOM fail spectacularly in their 
attempt to steal the frozen Han Solo from Boba Fett high over Tatooine. Fett 
blasts 4-LOM to pieces. Zuckuss manages to repair the droid, but 4-LOM's 
personality becomes cold and compassionless. He stops working with other 
bounty hunters, including Zuckuss, and pursues his own goals. 


4-LOM cL12 

Medium droid (3rd-degree) nonheroic 1/noble 1/scoundrel 5/scout 3/ 
bounty hunter 3 

Destiny 2; Force 6; Dark Side 6 

Init +7; Senses Perception +12 (can reroll) 

Languages Basic, Binary, Bocce, Gand, Huttese, Quarrenese, Rodese, Ry, 
Shyriiwook 

Defenses Ref 27 (flat-footed 26), Fort 24, Will 25 

hp 54; Threshold 24 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed +8 (1d3+6) 

Ranged heavy blaster rifle +10 (3d10+6) or 

Ranged blaster pistol +9 (3d6+6) or 

Ranged stun gas gun +9 vs. Fortitude Defense (-1 step on the condition 
track, 6-square cone, gas dissipates in 5 rounds) 

Base Atk +8; Grp +1 

Atk Options autofire (heavy blaster rifle), Hunter's Mark, 

Point Blank Shot, Spacehound 

Special Actions Hunter's Target, Knack 

Abilities Str 10, Dex 12, Con -, Int 16, Wis 12, Cha 15 

Special Qualities familiar foe +1 

Talents Acute Senses, Educated, Expert Tracker, Gimmick, Hunter's Mark, 
Hunter's Target, Knack, Spacehound 

Feats Linguist, Point Blank Shot, Skill Training (Gather Information, 
Knowledge [bureaucracy, galactic lore, tactics], Mechanics, Perception, 
Survival, Use Computer), Weapon Focus (rifles), Weapon Proficiency 
(pistols, rifles, simple weapons) 

Skills Deception +13, Gather Information +13, Knowledge (bureaucracy) 
+14, Knowledge (galactic lore) +14, Knowledge (social sciences) +14, 
Knowledge (tactics) +14, Mechanics +14, Perception +12 (can reroll), 
Persuasion +13, Stealth +12, Survival +12, Use Computer +14 

Systems walking locomotion, heuristic processor, translator unit (DC 
10), 2 hand appendages, integrated comlink, locked access, secondary 
battery, vocabulator 

Possessions heavy blaster rifle, blaster pistol, stun gas gun, datapad, 
audio recorder 


*BOUNTY 
DON'T NEE 


1Go-88m 

The galaxy contains few beings with the vast ambition and drive of IG-88. 
Conceived as a droid fighting force built to crush the Rebellion, IG-88 is 
the result of Imperial Supervisor Gurdun's naive Project Phlutdroid. IG-88 
achieves sentience within seconds of activation, perceives his creators as 
threats, and eliminates them. He copies his consciousness into three identi- 
cal prototypes and escapes Holowan Laboratories. A similar unit, IG-72, also 
escapes the facility, but is ultimately destroyed on Tatooine while working 
as a bounty hunter. 

IG-88's goal is galactic domination. The IG-88 droids, now designated 
IG-88A, B, C, and D, secretly take over the Mechis III droid factories, altering 
the programming of all droids created there to act as IG-88's personal droid 
army when signaled. To provide cover for the scheme, IG-88B becomes a 
bounty hunter. His success and efficiency along with his pitiless drive make 
him highly feared. He soon becomes one of the galaxy's elite bounty hunters. 
His hunts cover his secondary mission: the elimination of anyone associated 
with the IG-88 project. 

|G-88B pursues the bounty that Darth Vader places on the Millennium 
Falcon after it flees the Battle of Hoth. |G-88B calculates that Boba Fett is 
the bounty hunter most likely to locate the target first, so he follows Fett to 
Cloud City, where Fett ambushes the droid and blows him to pieces before 
the Millennium Falcon's arrival. Units C and D arrive too late to aid their 
counterpart or to stop Fett’s departure. They eventually set up an ambush 
for Boba Fett over Tatooine using their /G-2000 starship. Once again, they 
fail to stop Fett. Unit C is destroyed, and unit D escapes only to be destroyed 
by Dash Rendar on Ord Mantell. 

1G-88A continues with his plans, uploading his consciousness into a 
copy of the second Death Star's computer core. He then arranges to have 
this copy switched with the original core during an ambush of an Imperial 
convoy. Once installed, |G-88A's consciousness controls the station. He is 
about to trigger his droid revolution when the Rebels destroy the Death Star. 
IG-88's consciousness is gone, but his abandoned droid body is discovered 
years later and used as Tyko Thul's bodyguard. 


HUNTERS. 
D THAT SCUM.” 


-ADMIRAL PIETT 
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IG-88 cL14 

Medium droid (4th-degree) scout 4/soldier 5/scoundrel 1/bounty hunter 4 

Destiny 2; Force 6; Dark Side 14 

Init +15 (can reroll); Senses 360-degree vision, darkvision, low-light 
vision; Perception +16 (can reroll) 

Languages Basic, Binary, Bocce, Gand, Huttese 


Defenses Ref 31 (flat-footed 28), Fort 29, Will 28 
hp 91; Threshold 29 
Immune droid traits 


Speed 6 squares (walking) 

Melee unarmed +15 (1d3+10) 

Ranged blaster cannon +15 (3d12+7) or 

Ranged blaster rifle +15 (3d8+7) or 

Ranged flamethrower +15 (3d6+7, 6-square cone) or 

Ranged blaster rifle +10 (3d8+7) and 
flamethrower +10 (3d6+7, 6-square cone) with.Dual Weapon Mastery | 
or 

Ranged blaster cannon +13 (4d12+7) with Rapid Shot or 

Ranged blaster rifle +13 (4d8+7) with Rapid Shot or 

Ranged blaster rifle +8 (4d8+7) and 
flamethrower +8 (4d6+7, 6-square cone) with Dual Weapon Mastery | 
and Rapid Shot 

Base Atk +12; Grp +15 

Atk Options Devastating Attack (rifles), Dual Weapon Mastery |, 
Hunter's Mark, Point Blank Shot, Rapid Shot, Skirmisher 

Special Actions Hunter's Target, Indomitable 

Abilities Str 17, Dex 17, Con -, Int 16, Wis 14, Cha 12 

Special Qualities familiar foe +3 

Talents Acute Senses, Armored Defense, Devastating Attack (rifles), 
Hunter's Mark, Hunter's Target, Improved Initiative, Indomitable, 
Skirmisher 

Feats Armor Proficiency (light, medium, heavy), Dual Weapon Mastery 
|, Exotic Weapon Proficiency (flamethrower), Point Blank Shot, Rapid 
Shot, Skill Training (Knowledge [gather information], Stealth), Weapon 
Proficiency (advanced melee weapons, heavy weapons, rifles, pistols, 
simple weapons) 

Skills Gather Information +13, Initiative +15 (can reroll), Knowledge 
(galactic lore) +15, Mechanics +15, Perception +16 (can reroll), 
Persuasion +13, Pilot +15, Stealth +15, Survival +14, Use Computer +15, 

Systems walking locomotion, heuristic processor, 2 hand appendages, 
Mandalorian steel shell (+9 armor), darkvision, improved sensor 
package, internal comlink, locked access, secondary battery, 
vocabulator 

Possessions blaster rifle, blaster cannon, flamethrower with 5 chemical 
cartridges, IG-2000 


DENGAR 

Initially, Dengar plans to become a professional swoop racer. He has the 
talent and drive, but his risk-taking personality eventually puts him in an 
illegal race against Han Solo. His aggressive racing style causes a collision 
with Solo's swoop, and Dengar's head is smashed into a crystal spike. Even 
though he survives, his racing career is finished. 

The Empire sees an opportunity to turn Dengar into an Imperial tool. 
Imperial surgeons implant an augmented neurosystem into his brain and 
install cybernetic eyes. Brain alterations eliminate all emotions other than 
rage, and Dengar becomes an Imperial assassin. 

When Dengar learns of Jabba the Hutt’s rich bounty on Han Solo, he 
undertakes bounty-hunting missions, occasionally partnering with other 
elite hunters such as IG-88 and Bossk. Ultimately, the Imperial order to 
assassinate the Holy Children of Asrat convinces him to oppose the Empire, 
or so he says. Dengar does not stop pursuing Han Solo, whom he blames for 
his racing crash. This drive leads him to infiltrate the Rebels, and he learns 
of their secret base on Hoth. Dengar arrives during the Battle of Hoth and 
is captured by a Star Destroyer. Lord Vader's need for elite bounty hunters 
enables Dengar to escape execution for treason, and the hunter is soon 
pursuing Solo to Cloud City. 

At Cloud City, Dengar meets a female Aruzan named Manaroo, who uses a 
cybernetic link to restore Dengar's lost emotions. The two fall in love. Dengar 
continues to work as a bounty hunter, and he and Manaroo eventually end 
up in Jabba’s palace, where Manaroo is forced to become one of the Hutt's 
dancers. When Jabba notices Dengar's desire to free his love, the hunter is 
staked out in the desert and left to die. The pair is freed after Jabba is killed 
by Princess Leia at the Great Pit of Carkoon. While investigating Jabba's 
final resting place, Dengar and Manaroo discover a wounded Boba Fett, who 
had escaped the Sarlace. After nursing Fett back to health, Dengar goes on 
to partner with him, Their success enables Dengar to marry Manaroo, and 
Dengar and Fett continue to work together for many years. 


“WELL, THE BOUNTY 
HUNTER WE RAN 
INTO ON ORD 
MANTELL CHANGED 
MY MIND 


“HAN SO Lt 


Dengar cL 

Medium Human scout 5/scoundrel 1/soldier 1/bounty hunter 4 

Destiny 2; Force 5; Dark Side 3 

Init +13 (can reroll); Senses Perception +11 (can reroll) 

Languages Basic, Bocce, Huttese 

Defenses Ref 28 (flat-footed 25), Fort 25, Will 23 

hp 86; Threshold 25 

Speed 6 squares 

Melee vibroblade +10 (1d4+7) 

Ranged blaster rifle +12 (2d6+7) or 

Ranged blaster rifle +10 (4d8+5) with Rapid Shot or 

Ranged frag grenade +11 (4d6+5, 2-square burst) 

Base Atk +8; Grp +11 

Atk Options autofire (blaster rifle), Hunter's Mark, Point Blank Shot, 
Rapid Shot 

Special Actions Hunter's Target, Knack, Shake It Off 

Abilities Str 15, Dex 16, Con 14, Int 14, Wis 13, Cha 10 

Special Qualities familiar foe +2 

Talents Acute Senses, Armored Defense, Hunter's Mark, Hunter's Target, 
Improved Initiative, Improved Stealth, Knack 

Feats Armor Proficiency (light, medium), Point Blank Shot, Rapid Shot, 
Shake It Off, Skill Training (Knowledge [gather information], Stealth, 
Survival), Weapon Focus (rifles), Weapon Proficiency (advanced melee 
weapons, rifles, pistols, simple weapons) 

Skills Endurance +12, Gather Information +10, Initiative +13 (can reroll), 
Knowledge (galactic lore) +12, Mechanics +12, Perception +11 (can 
reroll), Persuasion +10, Pilot +13, Stealth +13 (can reroll), Survival +11, 
Use Computer +12 

Possessions blaster rifle, 2 frag grenades, vibroblade, blast vest (+2 
armor), comlink, cybernetic enhancement (augmented neurosystem, +2 
Dexterity), cybernetic prosthesis (eyes) 


BLACK SUN 
Black Sun is a galaxywide criminal organization on par with the Hutts’ 
criminal empire. Although heavy operators within fringe society know the 
organization well, the public does not. Law-enforcement agencies know of 
its existence, but might be unaware of connections between local criminals 
and Black Sun or even of highly active segments of the Black Sun organiza- 
tion within their jurisdictions 

Prior to the Clone Wars and the Trade Federation's invasion of Naboo, 
Black Sun is dealt a severe blow when Darth Maul eliminates its entire top 
leadership, fulfilling Darth Sidious’s plan to diminish the organization's 
power. Black Sun spends the following decades rebuilding. By the Rebellion 
era, Black Sun is a supremely powerful and shadowy organization under the 
secret leadership of the Falleen Prince Xizor. Xizor even gains the notice of 


the Emperor, which he uses to promote his own goals, such as the destruction 
of the Bounty Hunters’ Guild. 

Black Sun is vulnerable because of Prince Xizor's personal vendetta against 
Darth Vader and ambitions to replace the dark lord. Upon learning that Luke 
Skywalker is Vader's son, Xizor attempts to have Luke assassinated, hoping 
to diminish Vader in the eyes of the Emperor. Ultimately, the plan backfires 
as the prince vastly underestimates the heroes of Yavin, who destroy his 
Coruscant castle and escape his grasp. Vader learns of the assassination 
plots and confronts Xizor from the bridge of the Executor, demanding his 
immediate surrender, When the prince fails to do so, Vader destroys Xizor's 
skyhook, killing everyone on board. The loss of Xizor decimates Black Sun in 
the months prior to the Battle of Endor, sparking an internal power struggle 
that lasts for several years. 

For more details on Black Sun, see page 68 of The Force Unleashed Cam- 
paign Guide and pages 26 and 152 of Threats of the Galaxy, For additional 
information on Prince Xizor, see page 111 of Scum and Villainy. 


Two AUTHORITY IRD FIGHTERS TRY TO RUN A BLACK SUN AEG-77 


SNOILSY,) SONI) 


SNOLLAYE SONI) 


WA eaiavnS 


AEG-77 “ViGo" 
A lightly armed but capable cargo transport ship, the AEG-77 “Vigo” trans- 
port becomes the mainstay of Xizor Transport Systems, the transporation 
company Prince Xizor uses as a front for Black Sun shipments. Able to carry 
legitimate and illegal cargoes with equal ease, the AEG-77 attracts attention 
from pirates and competing organizations. After the loss of many vessels, 
Xizor Transport Systems upgrades the weaponry of its fleet. The AEG-77 
gunship version sacrifices much of its cargo space for 6 turrets—4 upper 
and 2 lower—and better shielding. 

The ship has three decks and multiple cargo areas. Its irregular floor plan 
enables Black Sun to install hidden cargo bays or compartments in different 
locations on its vessels. 


AEG-77 "Vigo" Gunship 
Colossal space transport 
Init -2; Senses Perception +6 
Defenses Ref 14 (flat-footed 12), Fort 26; +12 armor, Vehicular Combat 
hp 120; DR 15; SR 20; Threshold 76 
Speed fly 12 squares (max. velocity 800 km/h), fly 3 squares 

(starship scale) 
Ranged laser cannons +6 (see below) and 

6 light laser cannon +4 (see below) 
Fighting Space 12x12 or 1 square (starship scale); Cover total 
Base Atk +2; Grp +38 
Atk Options autofire (laser cannons, light laser cannons), fire-link 
(laser cannons) 
Abilities Str 42, Dex 14, Con —, Int 14 
Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 

Use Computer +6 


CL 10 


KIHRAXZ LIGHT FIGHTER 

The majority of Black Sun's starfighters are Kihraxz light fighters. Trans- 
GalMeg designs this fighter for Black Sun as a low-cost, fast, maneuverable 
ship that meets the needs of a variety of situations. The Kihraxz has few 
features but is easily modified. Kihraxzes are sometimes so heavily modi- 
fied that a pair of them might not be recognizable as sharing the same base 
model. One such version is the Vaksai, a more costly but extremely effec- 
tive starfighter. 


Kihraxz Light Fighter cL9 
Gargantuan starfighter 
Init +7; Senses Perception +6 
Defense Ref 17 (flat-footed 11), Fort 24; +6 armor 
hp 90; DR 10; SR 10; Threshold 44 
Speed fly 16 squares (max. velocity 1,050 km/h), fly 4 squares 
(starship scale) 
Ranged light blaster cannons +4 (see below) or 
Ranged light concussion missiles +4 (see below) 
Fighting Space 4x4 or 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +31 
Abilities Str 38, Dex 22, Con —, Int 14 
Skills Initiative +7, Mechanics +6, Perception +6, Pilot +7, 
Use Computer +6 
Crew 1 (skilled); Passengers none 
Cargo 130 kg; Consumables 2 days; Carried Craft none 
Availability Restricted; Cost 70,000 (45,000 used) 


Light blaster cannons (pilot) 
Atk +4, Dmg 3d10x2 


Crew 8 (skilled); Passengers 6 

Cargo 25 tons; Consumables 1 month; Carried Craft none 
Hyperdrive x3 (backup x15), navicomputer 

Availability Licensed; Cost 200,000 (75,000 used) 


Transport Version—Carries no weaponry; reduce SR to 10, increase 
cargo to 100 tons. 


Laser cannons (pilot) 
Atk +6 (+1 autofire), Dmg 4d10x2 


Light laser cannon (gunner) 
Atk +4 (+1 autofire), Dmg 3d10x2 


Light concussion missiles (pilot) 
Atk +4, Dmg 7d10x2, 4-square splash 


Vaksai cL 
Gargantuan starfighter 


ses Perception +6 


Defense Ref 19 (flat-footed 12), Fort 26; +7 armor 

hp 120; DR 10; SR 15; Threshold 46 

Speed fly 16 squares (max. velocity 1,250 km/h), fly 4 squares 
(starship scale) 

Ranged enhanced medium laser cannons +6 (see below) or 

Ranged medium concussion missiles +6 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +33 

Abilities Str 42, Dex 24, Con —, Int 18 

Skills Initiative +8, Mechanics +6, Perception +6, Pilot +8, 
Use Computer +6 


Crew 1 (skilled); Passengers none 
Cargo 95 kg; Consumables 2 days; Carried Craft none 
Availability Restricted; Cost 185,000 (115,000 used) 


Enhanced medium laser cannons (pilot) 
Atk +6, Dmg 5d10x2 

Medium concussion missiles (pilot) 
Atk +6, Dmg 9d10x2, 4-square splash 


KIMRAXZ-CLASS FIOHTERS ATTACK AN IMPERIAL CAROO SHIP. 


SUPA FIGHTER 

Usually accompanied by cheaper Kihraxz fighters, the Black Sun's Supa 
starfighter is designed by Joran Drive Systems to provide a moderate amount 
of firepower to a fighter group. The Supa is most commonly used to defend 


stations or convoys. 
Supa Fighter cL9 
Gargantuan starfighter 

Init +8; Senses Perception +6 


Defense Ref 19 (flat-footed 12), Fort 26; +7 armor, Vehicular Combat 

hp 120; DR 10; SR 10; Threshold 46 

Speed fly 12 squares (max. velocity 850 km/h), fly 3 squares 
(starship scale) 

Ranged double medium laser cannons +5 (see below) or 

Ranged medium ion cannons +5 (see below) or 

Ranged medium concussion missiles +5 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +33 

Atk Options autofire (double medium laser cannons), fire-link (medium 
concussion missiles) 

Abilities Str 42, Dex 24, Con —, Int 16 

Skills Initiative +8, Mechanics +6, Perception +6, Pilot +8, 
Use Computer +6 


Crew 1 (skilled); Passengers none 
Cargo 80 kg; Consumables | day; Carried Craft none 
Availability Restricted; Cost 110,000 (70,000 used) 


Double medium laser cannons (pilot) 
Atk +5 (+0 autofire), Dmg 5d10x2 

Medium ion cannons (pilot) 
Atk +5, Dmg 5d10x2 ion 

Medium concussion missiles (pilot) 
Atk +5, Dmg 9d10x2, 4-square splash 
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TWO VAKSAI FIGHTERS ESCORT A RINKXYRK ASSAULT FIGHTER. 


RIHKXYRK ASSAULT FIGHTER 
The largest Black Sun assault fighter, the TransGalMeg Rihkxyrk is one of 
the most heavily armed and armored starfighters of the Rebellion era. The 
Rihkxyrk it is slow and difficult to fly, but Black Sun pilots prefer the trade- 
off. Some say that Rihkxyrk pilots’ high survival rates can be attributed more 
to the ships than to the pilots. 
Rihkxyrk Assault Fighter cla 
Gargantuan starfighter 
Init +3; Senses Perception +6 
Defense Ref 15 (flat-footed 13), Fort 28; +8 armor, Vehicular Combat 
hp 150; DR 10; SR 25; Threshold 48 
Speed fly 12 squares (max. velocity 750 km/h), fly 3 squares 
(starship scale) 
Ranged enhanced triple heavy laser cannons +5 (see below) or 
Ranged medium concussion missiles +5 (see below) 
Fighting Space 4x4 or 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +35 
Atk Options autofire (triple heavy laser cannons), fire-link (medium 
concussion missiles) 


Abilities Str 46, Dex 14, Con —, Int 16 

Skills Initiative +3, Mechanics +6, Perception +6, Pilot +3, 
Use Computer +6 

Crew 1 (skilled); Passengers none 

Cargo 80 kg; Consumables 1 day; Carried Craft none 

Availability Restricted; Cost 240,000 (150,000 used) 


Enhanced triple heavy laser cannons (pilot) 
Atk +5 (+0 autofire), Dmg 7d10x2 
Medium concussion missiles (pilot) 
Atk +7, Dmg 9d10x2, 4-square splash 


CLOUD City 

Floating high above the gas giant Bespin, Cloud City remains much as it was 
during the Dark Times. The Tibanna gas mining colony is too small to interest 
the Empire, and it serves as a refuge for those who wish to escape the Empire 
while maintaining their commercial and social legitimacy. Two years before 
the Battle of Hoth, the infamous scoundrel Lando Calrissian wins control 
of the city from then Baron Administrator Dominic Raynor in a high-stakes 
sabacc game. Calrissian later discovers that the anonymous benefactor who 
helped him cover the enormous bet was, in fact, Lobot and thousands of 
Ugnaughts willing to put up their own credits to dethrone Raynor, 

Lando proves to be a natural administrator, and the 6 million inhabit- 
ants of the city enjoy years of profit and stability. The city maintains strict 
neutrality in the Galactic Civil War and enforces a no-weapons policy for 
visitors and inhabitants, with some exceptions. 

Cloud City still serves as a haven for underworld activity, but it has 
a low profile until the arrival of the Millennium Falcon and its Imperial 
pursuers. Although Lando Calrissian attempts to broker a deal with Darth 
Vader, handing over his friend Han Solo in the process, the effort ultimately 
fails. Lando and much of the population flee the city before an Imperial 
garrison is installed. The Empire maintains control of Cloud City until after 
the Battle of Endor, when Calrissian evicts the Imperials with the help of 
Lando's Commandos. 


LoBOoT 

The cyborg Lobot is Cloud City's computer liaison. A one-time pirate and 
thief, Lobot is captured by Cloud City law enforcement and offered a choice 
between prison and a 15-year term as the city’s computer liaison. He accepts 
the position and the permanent installation of a BioTech Borg Construct Aj°6 
cybernetic unit. Lobot is in constant contact with the city’s central computer, 
which controls the city’s infrastructure. He enjoys faster reaction time and 
higher intelligence because of the link, although he has lost his linguistic 
capabilities and, some would say, his emotions. He remains at his post long 
beyond his 15-year term and serves as an aide to many administrators. 


Lobot (Episode V) cL6 

Medium Human scoundrel 5/noble 1 

Destiny 1; Force 4 

Init +4; Senses Perception +15" 

Languages Basic, Binary, Bocce, Durese, Huttese, Ithorese, Shyriiwook, 
Sullustese 

Defenses Ref 20 (flat-footed 19), Fort 18, Will 21; Dodge 

hp 42; Threshold 18 

Speed 6 squares 

Melee unarmed +3 (1d4+3) 

Ranged by weapon +4 

Base Atk +3; Grp +4 

Atk Options Point Blank Shot 

Special Actions Coordinate +1, Master Slicer, Melee Defense 

Abilities Str 11, Dex 13, Con 12, Int 16, Wis 15, Cha 10 

Talents Coordinate +1, Gimmick, Master Slicer, Trace 

Feats Dodge, Improved Defenses, Linguist, Melee Defense, Point 
Blank Shot, Skill Focus (Knowledge [bureaucracy], Perception, Use 
Computer), Weapon Proficiencies (pistols, simple weapons) 

Skills Deception +8, Gather Information +8, Knowledge (bureaucracy)* 
+16, Knowledge (galactic lore)* +11, Mechanics +11, Perception +15", 
Persuasion +3, Use Computer +16" 

Possessions BioTech Borg Construct Aj°6 cybernetic augmentation, 
cybernetic comlink (Cloud City computer access), datapad 

“Lobot gains an additional +2 beneficial circumstance bonus to all 
Knowledge, Perception, and Use Computer checks when linked to the 
Cloud City central computer. 


WING GUARD 

The Wing Guard serves as Cloud City's security force, provides all emergency 
services, and fulfills civil responsibilities such as those of the elite Storm 
Guard weather-prediction unit. Throughout most of the history of Cloud City, 
the Wing Guard is a corrupt force, reflecting the personality of the Baron 
Administrator. When Lando Calrissian becomes the administrator of Cloud 
City, he clears out the corruption and turns the Wing Guard into a respectable 
organization. With better training and leadership, the Wing Guard becomes 
a reliable security force. 


Wing Guard (Episode V) cL4 
Medium Human nonheroic 3/soldier 3 

Force 4 

Init +9; Senses Perception +15 

Languages Basic, Bocce 


Defenses Ref 16 (flat-footed 15), Fort 15, Will 15 
hp 24; Threshold 15 


Speed 6 squares 

Melee unarmed +5 (1d4+1) 

Ranged blaster pistol +7 (346+3) 

Base Atk +5; Grp +6 

Atk Options Devastating Attack (pistols), Point Blank Shot, Precise Shot 
Special Actions Coordinated Attack 


Abilities Str 10, Dex 12, Con 11, Int 12, Wis 15, Cha 10 

Talents Devastating Attack (pistols), Weapon Specialization (pistols) 

Feats Armor Proficiency (light), Coordinated Attack, Point Blank Shot, 
Precise Shot, Skill Focus (Perception), Skill Training (Persuasion), 
Weapon Focus (pistols), Weapon Proficiency (pistols, simple weapons) 

Skills Gather Information +8, Initiative +9, Perception +15, Persuasion +8 

Possessions blaster pistol, combat jumpsuit (+4 armor, Bespin guard 
uniform, binders, comlink 
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HABBA THE HutTt's 
CRIMINAL 
ORGANIZATION 


During the Rebellion era, Jabba the Hutt’s Outer Rim criminal empire is at 
its height. From Tatooine to Nal Hutta, Jabba rules the powerful Desilijic 
clan. Besides the organization's spice smuggling ring, slave trafficking, and 
extortion, Jabba pursues schemes to further increase his wealth, power, and 
standing among the Hutt clans. 

Jabba employs the best bounty hunters, smugglers, scoundrels, and 
criminals in the galaxy. Working for the ruthless Hutt is risky. Jabba toler- 
ates few mistakes, especially where credits are concerned. Only the foolish 
would attempt to double-cross Jabba; few ever succeed, and the penalty 
for the attempt is death. 

Jabba rules his far-reaching organization from his Tatooine desert palace, 
parts of which are still inhabited by the B'morr monks who built it as their 
monastery. Jabba and his underlings fill its darkened corridors with intrigue 
and death. Jabba drops those who displease him to the ravenous rancor 
below the throne room, while those who anger him intensely are fed to the 
sarlacc in the Great Pit of Carkoon. 

With Jabba's death at the hands of Princess Leia, competing crime lords 
fight for control of Jabba’s organization. Eventually, Hutts Kumac and 
Jelasi emerge as joint clan leaders. Within a year, they lose the organiza- 
tion to Jabba's father, Zorba, through legal maneuverings and traditional 
Hutt scheming. 


JABBA THE HuTT 

Through six centuries, the legendary Jabba amasses great power and wealth, 
managing clan operations and schemes throughout Hutt space and the galaxy 
at large. He is vile, disgusting, arrogant, and evil. He inspires great fear in 
his followers and enemies alike. 


Jabba the Hutt (Episode VI) cL 12 

Large Hutt noble 3/scoundrel 4/crime lord 5 

Destiny 2; Force 6; Dark Side 7 

Init +4; Senses Perception +18 (can reroll, keeping the better result) 

Languages Basic, Bocce, Gamorrean, Huttese, Rodese, Ry!, Shyriiwook 

Defenses Ref 22 (flat-footed 22), Fort 26, Will 29 

hp 98; Threshold 31 

Speed 2 squares 

Melee unarmed +8 (1d6+6) 

Ranged by weapon +6 

Base Atk +8; Grp +13 

Atk Options Point Blank Shot 

Special Actions Demand Surrender, Disruptive, Impel Ally I, Impel Ally Il, 
Walk the Line 


Abilities Str 11, Dex 7, Con 16, Int 15, Wis 14, Cha 14 

Special Qualities command cover, Force resistance, supreme stability 

Talents Demand Surrender, Disruptive, Impel Ally |, Impel Ally ll, Inspire 
Fear |, Inspire Fear Il, Inspire Fear Ill, Presence, Walk the Line 

Feats Improved Defenses, Linguist, Point Blank Shot, Skill Focus 
(Deception, Gather Information, Knowledge [galactic lore, social 
sciences], Perception, Persuasion), Weapon Proficiency (pistols, rifles, 
simple weapons) 

Skills Deception +18, Gather Information +18, Knowledge (bureaucracy) 
+13, Knowledge (galactic lore) +18, Knowledge (social sciences) +18, 
Perception +18 (can reroll, keeping the better result), Persuasion +18, 
Stealth -1, Use Computer +13 

Possessions repulsor sled, sail barge, skiffs, speeders, palace, bodyguards, 
servants, vast wealth 


BiB FORTUNA 
Bib Fortuna is Jabba's scheming, ambitious, manipulative, and underhanded 
majordomo; he runs the organization's day-to-day operations. Fortuna begins 
as a ryll smuggler on Ryloth, where he is arrested. After escaping to Tatoo- 
ine, he and Bidlo Kwerve make spice runs for Jabba and later move to slave 
trafficking. Fortuna is instrumental in bringing the rancor to Jabba. He uses 
the occasion to eliminate Kwerve, his primary rival, and to become Jabba's 
majordomo. Fortuna attempts to seize control of the organization following 
Jabba’s death, but is quickly taken by the mysterious B'omarr monks. The 
monks remove Fortuna’s brain and place it within a BT-16 perimeter droid, a 
process reserved for monks who have reached enlightenment. 

Sometime after the Battle of Endor, a Twi'lek named Firith Olan comes to 
Tatooine to try to take control of the Hutt's criminal empire. Olan is captured 
by Fortuna, who convinces the monks to place his brain in Olan's body. 


Bib Fortuna (Episode VI) cL5 

Medium Twi'lek noble 2/scoundrel 3 

Destiny 1; Force 3; Dark Side 4 

Init +2; Senses low-light vision; Perception +14 

Languages Basic, Bocce, Gamorrean, Huttese, Jawa Trade Language, 
Rodese, Ryl 

Defenses Ref 17 (flat-footed 17), Fort 18, Will 19 

hp 37; Threshold 18 

Speed 6 squares 

Melee knife +4 (1d4+3) 

Ranged hold-out blaster pistol +3 (3d4+2) 

Base Atk +3; Grp +4 

Atk Options Point Blank Shot 

Special Actions Disruptive, Inspire Haste, Knack 

Abilities Str 12, Dex 10, Con 12, Int 14, Wis 14, Cha 14 

Talents Disruptive, Inspire Haste, Knack 


Feats Linguist, Point Blank Shot, Skill Focus (Gather Information, 
Perception, Persuasion), Skill Training (Stealth), Weapon Proficiency 
(pistols, simple weapons) 

Skills Deception +9 (can reroll), Gather Information +14, Knowledge 
(bureaucracy) +9, Knowledge (galactic lore) +9, Knowledge (social 
sciences) +9, Perception +14, Persuasion +14, Stealth +7, 

Use Computer +9 

Possessions hold-out blaster pistol, knife, poisons (see page 255 of the 

Saga Edition core rulebook), desert robes, credit chip, datapad 


GAMORREAN GUARD 

Jabba employs a band of nine strong but dimwitted Gamorrean guards in 
his palace. Led by Ortugg, they are at Jabba's call as guards or to provide 
impromptu violent entertainment. 


Gamorrean Guard (Episode VI) cL2 

Medium Gamorrean nonheroic 6 

Dark Side 2 

Init +3; Senses Perception +7 

Languages Basic (understand only), Gamorrean (speak only) 

Defenses Ref 15 (flat-footed 15), Fort 16, Will 9 

hp 27; Threshold 21 

Speed 6 squares 

Melee vibro-ax +6 (2d10+4) or 

Melee vibro-ax +6 (3410+4) with Mighty Swing 

Ranged blaster pistol +4 (3d6) 

Base Atk +4; Grp +6 

Atk Options Mighty Swing, Power Attack 

Abilities Str 14, Dex 10, Con 14, Int 10, Wis 9, Cha 9 

Feats Armor Proficiency (light), Improved Damage Threshold, Mighty 
Swing, Power Attack, Weapon Proficiency (advanced melee weapons, 
pistols, simple weapons) 

Skills Perception +7 

Possessions blaster pistol, vibro-ax, light battle armor (+5 armor, 
+2 equipment) 


USING JABBas'S 
ORGANIZATION 

For many players, interacting with Jabba the Hutt is one of the most 
sought-after experiences in the Star Wars Roleplaying Game. Fortunately, 
Jabba is one of the easiest major movie characters for the heroes to 
access, regardless of their level. When using this legendary crime lord in 
the game, keep the following points in mind to help create an authentic 
Jabba the Hutt experience: 

* Jabba is intimidating. The heroes should constantly be afraid of 
what Jabba might do to them or ask of them next. Every encounter 
should include at least one attempt to intimidate the heroes, either 
through a skill check or specific requests, 

Jabba has seen every trick in the book. No standard scam is going to 
work on Jabba, unless he wants to twist it to his own ends. 

Jabba is ready for anything. Catching Jabba off quard or surprising 
him is difficult. 

Jabba hears rumors and news constantly, from his spies, aspiring 
underlings, and desperate associates willing to give up anything to 
save themselves from the Hutt. Hiding plots against Jabba should 
be difficult. 

Jabba's anger is frightening. When something makes Jabba angry, 
his actions should make the heroes very uncomfortable. 

Jabba is well protected. The heroes should never be alone with the 
Hutt, even if it appears that they are, Jabba’s guards react immedi- 
ately to any threat. 

Credits are king. Jabba is interested in credits more than in anything 
else, Heroes who fail the Hutt monetarily should fear his reaction. 
Jabba never forgets a wrong and never lets one slide, unless it serves 
his own purposes, 

Jabba is out for himself and will sacrifice the heroes if necessary. 
Jabba always collects interest—one way or another. 


Fortunately for the heroes, they do not necessarily need to deal with 
Jabba. In fact, at lower levels they might not even be allowed an audience 
until they prove their worth. Until then, they can deal with Bib Fortuna 
or another underling. Direct interaction with Jabba should be saved for 
a special encounter or for when things go seriously wrong. Being sum- 
moned to an audience with the crime lord after a failed smuggling run 
or bounty chase should rightfully frighten the heroes. 
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ZANN CONSORTIUM 
The Zann Consortium is a powerful criminal syndicate opposing both the 
Empire and the Rebellion. Run by the crime lord Tyber Zann, the Consortium is 
his tool to take control of the galaxy’s underworld and ultimately the galaxy. 
The Consortium’s enemies include most major organizations in the galaxy, as 
well as criminal operations such as that of the Desilijic Hutt clan. 

The Consortium’ rise to power begins shortly after the destruction of 
the first Death Star and continues beyond the Battle of Endor. Specialized 
Defilers excel at tasks such as corrupting officials, kidnapping, sabotage, 
and bribery. 

The Consortium features a sizable military arm, which is able to field 
formidable space and ground forces. The Consortium’s access to black-market 
weaponry and military devices of its own design gives it a great advantage 
over its enemies. What it cannot steal or otherwise obtain, it builds. Ships, 
armor, droids, equipment, and weaponry are all within the Consortium’s 
capabilities 


ZANN CONSORTIUM DEFILER 
The Defilers are the Zann Consortium’s primary agents. Experts in stealth, 
social engineering, bribery, and extortion, they infiltrate a planet's govern- 
ment, industrial facilities, and underworld in an effort to bring the planet 
under Consortium control. Defilers use assassination and sabotage to con- 
vince local authorities to accept Consortium policies. 

Defilers wear distinctive red armor that keeps 


m safely anonymous 


They are humanoid in appearance, although the species of an individual 


Defiler is unidentifiable. Defilers prefer to fight at a distance and employ 
triggered explosives when possible 


Zann Consortium Defiler cL6 

Medium Human scoundrel 4/noble 1/soldier 1 

Force 4; Dark Side 2 

Init +5; Senses low-light vision; Perception +12 

Languages Basic, Binary (understand only), Bocce, Dosh, Huttese, Rodese 

Defenses Ref 22 (flat-footed 20), Fort 21, Will 20 

hp 44; Threshold 21 

Speed 6 squares 

Melee combat gloves +4 (1d4+4) 

Ranged blaster rifle +6 (348+3) or 

Ranged thermal detonator +6 (8d6+3, 4-square burst) or 

Ranged frag grenade +6 (4d6+3, 2-square burst) 

Base Atk +4; Grp +6 

Atk Options autofire (blaster rifle), Dastardly Strike, 
Devastating Attack (rifles), Far Shot", Point Blank Shot 

Special Actions Disrupt 


ZANN CONSORTIUM DEFILERS PREPARE TO ATTACK AN AT-AA. 


Abilities Str 10, Dex 15, Con 13, Int 14, Wis 14, Cha 12 

Talents Dastardly Strike, Devastating Attack (rifles), Disruptive, Presence 

Feats Armor Proficiency (light, medium), Far Shot", Linguist, Point Blank 
Shot, Skill Focus (Persuasion), Skill Training (Knowledge [bureaucracy], 
Stealth), Weapon Proficiency (rifles, pistols, simple weapons) 

Skills Deception +9, Gather Information +9", Knowledge (bureaucracy) 
+10, Knowledge (social sciences) +10, Mechanics +10, Perception +12, 
Persuasion +14, Stealth +10, Use Computer +10 

Possessions battle armor (+8 armor, +2 equipment) with helmet package 
and combat gloves, blaster rifle, thermal detonator, frag grenade 

H Human bonus feat or trained skill 


CANDEROUS-CLASS ASSAULT 
TANK 

The Canderous-class assault tank is among the heaviest tanks in the galaxy, 
but it is so prohibitively expensive that few military forces can justify its 
purchase. A product of MandalMotors and named after the ancient Man- 
dalorian hero Canderous Ordo, the tank features armor as durable as that 
of an Imperial walker. Armed with heavy laser cannons and a concussion 
missile launcher, the tank dominates a battlefield. The added maneuver- 
ability of its repulsorlift systems makes it more agile than walkers, although 
its low repulsorlift ceiling remains a limitation on its performance and it is 
vulnerable to aerial attack. The tank serves as a guardian for nearby weaker 
units by interfering with the targeting sensors of attacking vehicles and of 
missiles, drawing incoming fire to itself. 


Canderous-class Assault Tank cL 10 

Gargantuan ground vehicle (speeder) 

Init +2; Senses Perception +6 

Defenses Ref 16 (flat-footed 15), Fort 34; +10 armor 

0; DR 15; SR 10 Threshold 54 

6 squares (max. velocity 50 km/h) 

Ranged heavy laser cannons +4 (see below) and 
concussion missile launcher +4 (see below) 

Fighting Space 4x4; Cover total 

Base Atk +4; Grp +43 

Atk Options autofire (heavy laser cannons) 

Abilities Str 59, Dex 12, Con —, Int 14 

Skills Initiative +2, Mechanics +6, Perception +6, Pilot +2, 
Use Computer +6 


Crew 3 (skilled); Passengers none 
Cargo 100 kg; Consumables 1 week; Carried Craft none 
Availability Restricted; Cost not available for sale 


Draw Enemy Fire—As a standard action, the pilot makes a Persuasion 
check against each attacking enemy vehicle within line of sight or line 
of effect. If the check result exceeds DC 10, the enemy unit attacks 
this tank instead of another target. A hero piloting a vehicle target 
by this ability can use his or her Will Defense instead of DC 10. 


Heavy laser cannons (gunner) 

Atk +4 (-1 autofire), Dmg 6d10x2 
Concussion missile launcher (gunner) 
Atk +4, Dmg 9d10x2, 2 square splash 
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F9-TZ Transport cL 
Gargantuan ground vehicle (speeder) 
Init +3; Senses Perception +6 


Abilities Str 96, Dex 14, Con —, Int 14 
Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 


Defenses Ref 13 (flat-footed 11), Fort 24; +6 armor 

hp 90; DR 10; SR 10; Threshold 44 

Speed 6 squares (max. velocity 95 km/h) 

Fighting Space 4x6; Cover total 

Base Atk +4; Grp +33 

Abilities Str 38, Dex 14, Con —, Int 14 

Skills Initiative +3, Mechanics +6, Perception +6, Pilot +3, 
Use Computer +6 

Crew 2 (skilled); Passengers 40 

Cargo 1 ton; Consumables 1 week; Carried Craft none 

Availability Restricted; Cost not available for sale 

F9-TZ Cloaking Device—The cloaking device and shields cannot operate 
at the same time. The cloaking device can operate for 15 minutes, after 
which it must be shut down and recharged. Recharging a cloaking 
device takes 30 minutes and a successful DC 20 Mechanics check. 
When cloaked, the transport is considered to have total concealment 
and can make a Stealth check to sneak. The -10 penalty to notice a 
target that has total concealment applies when making checks to 
notice a cloaked transport. Noticing the transport does not negate its 
concealment, but it does allow an opponent to make attacks against it 
with the normal penalty for attacks against concealment. 


KELDABE-CLASS BATTLESHIP 

The Keldabe-class battleship is a MandalMotors design stolen by the Zann 
Consortium for its own use. The massive, blocklike Keldabe can take on any 
major capital ship up to a Mon Calamari star cruiser or an Imperial Star 
Destroyer. The ship features a unique system that drains energy from nearby 
enemy shields and channels it into the Keldabe's power and weapons systems. 
As with other Consortium technologies, this ability drastically increases the 
cost of the ship. 


Keldabe-class Battleship cL19 
Colossal (cruiser) capital ship 
Init -2; Senses Perception +6 
Defenses Ref 15 (flat-footed 13), Fort 53; +13 armor, Vehicular Combat 
hp 1,700; DR 20; SR 150 Threshold 253 
Speed fly 3 squares (starship scale) 
Ranged 5 turbolaser batteries +14* (see below) and 
3 heavy ion cannon batteries +10° (see below) and 
mass driver missile launcher +6* (see below) and 
tractor beam battery +6” (see below) 
Fighting Space 2x2 (starship scale); Cover total 
Base Atk +2; Grp +65 


Crew 6,000 (skilled); Passengers 1,000 troops 

Cargo 20,000 tons; Consumables 2 years; Carried Craft 36 starfighters, 
2 shuttles, 2 light freighters 

Hyperdrive x2 (backup x10), navicomputer 

Availability Restricted; Cost not available for sale 

* Apply a-20 penalty to attacks against targets smaller than Colossal size. 

Shield Energy Drain—Range 1 square, duration 5 rounds, 5-round 
recharge. When activated, the shield energy drain system reduces the 
SR of all adjacent ships by 10 per round (cumulative). All turbolaser 
and ion cannon batteries gain +1 damage per ship drained to a 
maximum of +5 damage per round. 


Turbolaser battery (6 gunners) 

Atk +14 (-6 against targets smaller than Colossal), Dmg 5d10x5 

Heavy ion cannon battery (4 gunners) 

Atk +10 (-10 against targets smaller than Colossal), Dmg 3d10x5 ion 

Mass driver ile launcher (2 gunners) 

Atk +6 (-14 against targets smaller than Colossal), Dmg 8d20x5, 
2-square splash, ignores target's SR 

Tractor beam battery (2 gunners) 

Atk +6 (-14 against targets smaller than Colossal), Dmg ~ (grapple +65) 


CORPORATE SECTOR 

The Corporate Sector is a section of space in the Tingel Arm, formed just under 
500 years ago from a group of several hundred systems lacking intelligent 
life, The Galactic Republic closely supervised corporate exploitation of the 
resources found in the sector. Under the control of Emperor Palpatine, the 
Corporate Sector was expanded to its current 30,000 star systems, some of 
which contained native, sentient life. The Corporate Sector Authority (CSA) 
was established to manage the sector's business. The Empire has exercised 
less oversight of the Corporate Sector than did the Republic, and allows the 
CSA's military and police forces free rein in dealing with the sector's native 
populations. This freedom has allowed the CSA to maximize profits at the 
‘expense of ecosystems and personal rights. 


CSA ORGANIZATION 
The CSA has a complicated bureaucratic structure reminiscent of the corpora 
tions it represents. Most of the control of the CSA rests with the Executive 
Direx Board (Direx). 

The Imperial Advisor provides oversight by the Emperor and a means of 
communication between the Empire and the CSA. 

An Executive Officer (ExO) heads the Direx, calls all meetings of the 
Direx, and represents the CSA abroad. The ExO, over time, has become the 
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SECURITY DIVISION 


The Security Division is one of CSA's Vice-Prex level unit 
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Espo Trooper 
Medium Human nonb 
Init +4; Senses Perception +7 
Languages Basic 
Defenses Ref 15 (flat-footed 14 
hp 14; Threshold 10 
Speed 
Melee stun baton +5 (2d6+1 
Melee riot gun +0 ( 
Ranged ric 
Ranged riot gun +2 
Base Atk +4; Grp +5 
Atk Options autofire (riot gun) 
Abilities Str 13, Dex 12, Con 11, Int 9, Wis 8, Cha 10 
Feats Armor Proficiency (light), Skill Training (Er 
Weapon Proficiency (pistols 
Skills Endurance +8, Perception +7, Persuasion +8 
Possessions Blastech 500 riot gun, Merr-Sonn KZZ riot armor 
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Espo Elite Trooper cL7 


Medium Human 


Init +6; Senses low-light +1 
Languages B 

Defenses Ref 17 ( 14), Fort 18, Will 14 

hp 41; Threshold 

Speed 6 squ 7 . 


Melee stun baton +11 (1d6+4 or 2d6+4 stun) or 
Melee riot gun +11 (1d6+4) or 
Ranged riot gun +9 (3d8+2) or 
Ranged riot gun +7 (3d8+2) 
Base Atk +9 Gm + +13 
Atk Options at 
Abilities Str 14, Dex 13, Con 11 
Talents Armored 
Feats Armor 
Persi Neapon Proficiency (pistols, rifles, 
Skills Endurance +10, Perception +11, Persuasion +10 
Possessions Blastech 500 riot gun, Merr-Sonn KZZ riot armor, helmet 


package, stun baton 


ith autofire 


Defense, Expert Grappler, Gun Club 
cy (light, medium), Skill Training (Endurance 


simple weapons) 


encrypted comlink, binder cuffs, mesh tape 
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DETENTION TASKFORCE 

The Detention Taskforce was not originally a branch of the Security Division; 
it was created later when the incarceration of political prisoners became 
an issue. The CSA did not anticipate a need for incarceration: White collar 
criminals, such as slicers and embezzlers, were offered a choice of death or 
working for the CSA in counter-operations; violent criminals would either be 
executed or sent to Imperial prisons; and minor offenders would be beaten 
and fined. Eventually, however, CSA’s frequent executions began raising 
eyebrows, The Detention Taskforce was formed to address the issue. Their 
solution was Star's End, 


Star's End 

Designed as a maximum security, minimum cost, cutting edge detention 
facility, Star's End is a 40-level spire located on Mytus VII. It is extremely 
well defended with turbolasers, ion cannons, and some of the strongest armor 
plating available, Star's End is shrouded in secrecy; the public knows little 
more than the name of the facility. Star's End is almost entirely automated, 
with prisoners kept in suspended animation to avoid riots, to limit space 
requirements, and to make administration easier. All told, the facility can 
hold 24,000 prisoners in stasis. 

The bottom levels of the tower contain the administrative offices; 
employee housing is located in the underground levels. The top levels of 
the facility contain the living quarters of the warden and the medical and 
interrogation facilities. Star's End is developing a reputation in some Imperial 
circles for the effectiveness of its interrogation techniques. 


PICKET FLEET 

The CSA Picket Fleet is notoriously disorganized, inexperienced, and poorly 
trained, These flaws are not caused by a lack of funding or a refusal to 
acknowledge the problems; they are mostly the result of an inadequate supply 
of experienced personnel and functioning equipment. The only significant 
source for trained fleet officers is the Empire, and the CSA has been unable 
to lure away any officers of real skill, Similarly, the CSA filled out their lines 
with decommissioned Imperial fleet ships and have had a difficult time 
keeping the ships in working order. Finally, the CSA had their own starfighter 
designed for short-range dogfights. While heavily armed and quite fast, the 
CSA did not anticipate the need for atmospheric combat and lost quite a 
few starfighters before the pilots simply stopped pursuing targets once they 
reached a planet's atmosphere. 

The Security Division has implemented several potential fixes for these 
problems. The CSA Naval Academy was opened several years ago, and the 
first graduates are entering the fleet now. Efforts have been made to hire 
away skilled mechanics from system fleets that use the same types of ships 
as those the CSA purchased from the Imperial Navy. Finally, a new version of 
their custom starfighter has recently entered service; this version has been 
designed to handle the stresses of atmospheric combat. 


Authority IRD Starfighters 
The IRD (Intercept * Reconnaissance * Defense) starfighter was designed 
and manufactured by the CSA as the primary starfighter for their picket 
fleet. The original IRD was fast, well armed, and had the best pilot ejection 
system yet developed, but it lacked any atmospheric combat capabilities. In 
response to numerous pilot complaints, the CSA developed a newer version, 
the IRD-A. The second generation adds atmospheric combat capability with 
a molded fuselage and vector stabilizers, swaps one of the two twin-laser 
cannons of the original IRD for a concussion missile launcher, and increases 
speed and maneuverability. IRD-As have been moved to live testing and CSA 
starfighter pilots are hoping for a full rollout soon. 

Both versions of the IRD lack hyperdrive engines and must be transported 
longer distances in the bays of larger ships. 


IRD Starfighter cL9 
Gargantuan starfighter 
Init +5; Senses Perception +6 
Defense Ref 16 (flat-footed 12), Fort 26; +7 armor 
hp 120; DR 10; Threshold 46 
Speed fly 12 squares (max. velocity 850 km/h), fly 3 squares 
(starship scale) 
Ranged twin medium blaster cannons +7 (see below) 
Fighting Space 4x4 or 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +33 
Atk Options autofire (twin medium blaster cannons) 
Al Str 42, Dex 18, Con —, Int 16 
Skills Initiative +5, Mechanics +6, Perception +6, Pilot +5, 
Use Computer +6 
Crew 1 (skilled); Passengers none 
Cargo 30 kg; Consumables 1 day; 
Availability Military; Cost 75,000 


‘arried Craft none 


Twin medium blaster cannons (pilot) 
Atk +7 (+2 autofire), Dmg 5d10x2 


IRD-A Starfighter 

Gargantuan starfighter 

Init +5; Senses Perception +6 

Defense Ref 16 (flat-footed 12), Fort 26; +7 armor 

hp 120; DR 10; Threshold 46 

Speed fly 16 squares (max. velocity 1,150 km/h), fly 4 squares 
(starship scale) 

Ranged twin medium blaster cannons +5 (see below) 

Ranged light concussion missiles +5 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total (crew) 


CL 10 


Base Atk +2; Grp +3 

Atk Options fire-link (light concussion missiles) 

Abilities Str 42, Dex 19, Con —, Int 12 

Skills Initiative +5, Mechanics +6, Perception +6, Pilot + 
Use Computer +6 


Cracian Thumper cL2 
Large Beast 4 
Init +6; Senses scent; Perception +4 


Defenses Ref 15 (flat-footed 11), Fort 13, Will 12 
hp 30; Threshold 18 


Crew 1 (skilled); Passengers none 
Cargo 40 kg; Consumables 1 day; Carried Craft none 
Availability Military; Cost 90,000 


Twin medium blaster cannons (pilot) 
Atk +5, Dmg 5d10x2 

Light concussion missiles (pilot) 
Atk +5, Dmg 7d10x2, 4-square splash 


BEASTS 

During the time of the Galactic Civil War, the Rebel Alliance and other 
factions make extensive use of beasts of many kinds. Thanks to Imperial 
restrictions on weapons and vehicles, many beasts (like the Cracian thumper) 


serve as alternatives to some military hardware. 


Cracian Thumper 

The cracian thumper is the galaxy’s most widely used land mount. Originally a 
native of all five planets in the Craci System, the thumper has been exported 
to most civilized systems of 
military operations by the Rebel Alliance, and asa raci 
of more urban areas. A cracian thumper is bipedal, with powerful hind limbs, 
smaller forelimbs, and a thick tail it uses for balance and defense. Thick, long 
fur covers its body in colder climes, but is shed on warmer planets. Racing 
thumpers are typically shaved to reduce weight and to give the creatures a 


¢ galaxy. It is used as a versatile mount for 


ing mount by residents 


sleeker appearance. 

The beast is known for its agility, intelligenc 
above all else, thumpers are known for their stealth. Cracian thumpers 
have large feet that cause most observers to mistakenly anticipate that the 
creatures will make loud, thumping sounds as they run. On the contrary, the 
thumper is exceptionally quiet and makes an excellent mount for stealthy 


and versatility; however, 


land operations. 

Although they are herbivores, cracian thumpers possess potent defenses 
sharply clawed front and rear limbs, and a powerful tail. Thumpers are capable 
of lashing out with their rear claws without breaking stride, or of knocking 
the heads off of unlucky stormtroopers with their muscular tails. 

For animals, cracian thumpers are also fairly intelligent. They are easily 
trained for a variety of uses and are particularly good at recognizing simple 
patterns; for example, the Rebellion teaches their thumpers that humanoid 
shapes in hard, all-white shells are the enemy. A thumper is typically assigned 
one rider as a trainer in order to take advantage of the creature's naturally 
loyal disposition. 


Speed 7 squares 

Melee claw +4 (1d6+5) or 

Melee siam +4 (1d8+5) 

Fighting Space 2x2; Reach 1 square 

Base Atk +1; Grp +9 

Abilities Str 16, Dex 18, Con 16, Int 3, Wis 14, Cha 11 

Feats Running Attack, Skill Focus (Stealth) 

Skills Stealth +11 

Uncanny Stealth—A cracian thumper is unnaturally stealthy and 
may choose to take 10 on Stealth checks, even when distracted or 
threatened 
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9000 2004 landspeeder 61 
AEG-77 "Vigo" gunship 146 
Aggressive Surge (talent) 26 
Air-2 racing swoop 62 
Alliance cell (party concept) 12 
Ambust Specialist (talent) 28 
Ample Foraging (feat) 31 
Assassin-class corvette 130 
Assault Gambit (talent) 24 
assault gunboat 131 
Assured Attack (feat) 28 
AT-AA anti-aircraft platform 131 
AT-PT all-terrain 

personal transport 132 
backgrounds 16 
Bantha-Il cargo skiff 60 
Bigger Bang (talent) 43 
Binary Mind (feat) 31 
Black Market Buyer (talent) 43 
Black Sun 145 
Blast Back (talent) 26 
Bolstered Numbers (talent) 40 
Bothan Will (feat) 31 
Bowcaster Marksman (feat) 31 
Bunker Blaster (talent) 45 
Capture Droid (talent) 43 
Clawed Subspecies (feat) 31 
Close Maneuvering (talent) 23 
Commander (party role) 13 
COMPNOR 119 
Concentrate All Fire (talent) 40 
Confident Success (feat) 31 
Corporate Sector 154 
cracian thumper 157 
Custom Model (talent) 43 
Darkness Dweller (feat) 31 
Deep Sight (feat) 31 
Defensive Measures (talent) 45 
Deft Charge (feat) 28 
Destructive Ambusher (talent) 28 


Devastating Bellow (feat) 31 

Direct Fire (talent) 24 

Disarming Charm (feat) 31 

Empower Siang Lance (talent) 37 

Enhance Cover (talent) 45 

environmental adaptation 
(Mechanics skill) 28 

Escort Fighter (talent) 45 

Escort Pilot (talent) 40 

Excellent Kit (talent) 43 

extreme temperatures 28 

Face the Foe (talent) 24 

Fade Away (talent) 26 

failed Jedi 23 

Fast Surge (feat) 29 

Fast Swimmer (feat) 33 

Find Openings (talent) 25 

Flawless Pilot (feat) 33 

Forest Stalker (feat) 33 

Fringe Benefits (feat) 33 

G1-M4-C Dunelizard fighter 63 

Gradual Resistance (talent) 23 

Guiding Strikes (talent) 23 

Gungan Weapon Master (feat) 33 

Hit the Deck (talent) 25 

HoloNet 81 

HTT-26 heavy troop transport 111 

Hunter's Instincts (feat) 33 

Immovable (talent) 23 

imperceptible Liar (feat) 34 

Imperial cargo ship 132 

Imperial Il-class frigate 132 

Imperial intelligence 119 

Imperial Military Training (feat) 29 

Improved Jury-Rig (talent) 43 

Improvised Device (talent) 43 

improviser (prestige class) 41 

Inborn Resilience (feat) 34 

Increased Resistance (feat) 34 

Instinctive Perception (feat) 34 


Intelligence officer (party role) 13 
IRD starfighter 156 

Ixiyen-class fast attack craft 64 
Jedi Heritage (feat) 34 

Just What Is Needed (talent) 43, 
Justice Seeker (feat) 34 

Keen Scent (feat) 34 

Keep It Going (talent) 28 

Keep Them Reeling (talent) 28 
Kihraxz light fighter 146 

Kilian Rangers 37 

Lancet aerial artillery 133 
Lasting Influence (feat) 34 
Launch Point (talent) 45 

Lead From the Front (talent) 24 
Lose Pursuit (talent) 40 

Luck Favors the Bold (talent) 24 
Lure Closer (talent) 25 

M12-L Kimogila heavy fighter 64 
M22-T Krayt gunship 65 

Master Tracker (feat) 34 
Medical officer (party role) 13 
Mekuun Heavy Tracker 112 
military sign (language) 27 
Mind of Reason (feat) 34 
missile boat 134 

Mobquet medium transport 67 
Mon Calamari Shipwright (feat) 34 
Moving Target (feat) 29 

Nature Specialist (feat) 34 
Noble Sacrifice (talent) 40 
Obscuring Defenses (talent) 45 
Only the Finest (talent) 43 
pathfinder (prestige class) 43 
Perceptive Ambusher (talent) 28 
Perfect Intuition (feat) 34 
Perfect Swimmer (feat) 34 
Pinook fighter 66 

Pitiless Warrior (feat) 34 

Precise Redirect (talent) 24 


Prime Shot (feat) 29 
Quartermaster (party role) 14 
Quick Comeback (feat) 34 

Rapid Reaction (feat) 29 
Razor-class starfighter 67 

Read the Winds (feat) 34 

Reap Retribution (talent) 23 
Rebel Military Training (feat) 30 
Recall (talent) 23 

Recovering Surge (feat) 30 
Recruit Enemy (talent) 41 
Recruiter (party role) 14 
Regenerative Healing (feat) 34 
Relocate (talent) 45 

Resurgent Vitality (feat) 35 
Right Gear for the Job (talent) 43 
Rihkxyrk assault fighter 148 

Risk for Reward (talent) 25 
Royal Guard starfighter 134 

Run Interference (talent) 40 
Safe Passage (talent) 45 

Safe Zone (talent) 45 

Scion of Dorin (feat) 35 

Second Strike (talent) 26 
Security officer (party role) 15 
Sharp Senses (feat) 35 

Shield Gauntlet Defense (talent) 37 
Shield Gauntlet Deflect (talent) 37 
Shield Gauntlet Redirect (talent) 37 
Shrewd Bargainer (feat) 35 
Siang Lance Mastery (talent) 37 
Spacer's Surge (feat) 35 

Spring the Trap (talent) 28 

Star's End 156 

Stay in the Fight (talent) 41 
Storm IV twin-pod cloud car 60 
Strong Bellow (feat) 36 

Supa starfighter 147 

Sure Climber (feat) 36 

Survivor of Ryloth (feat) 36 


Swerve (talent) 26 

T-wing Interceptor 114 
T2-B repulsor tank 112 

T4-B heavy tank 113 

Talon | combat cloud car 61 
Team Recruiting (talent) 41 
Thick Skin (feat) 36 

TIE aggressor starfighter 135 
TIE ap-1 mauler 135 

TIE experimental starfighter 136 
TIE oppressor starfighter 136 
TIE phantom starfighter 137 
TIE scout 138 

TIE shuttle 138 


Transport specialist (party role) 15 


Trick Step (talent) 26 
Ultra-Light Assault Vehicle 
(ULAV) 111 
Unstoppable (feat) 30 
Unwavering Ally (talent) 25 
Unwavering Focus (feat) 36 
Vaksai starfighter 147 
Vehicular Surge (feat) 30 
Veteran Spacer (feat) 36 
Vitality Surge (feat) 30 
VT-49 Decimator 139 
Warrior Heritage (feat) 36 
Wingman Retribution (talent) 40 
Wroshyr Rage (feat) 36 
X4 gunship 115 
YE-4 gunship 139 
YKL-37R Nova Courier 68 
YM-2800 limpet ship 113 
YV-545 light freighter 69 
Zann Consortium 152 
Zone of Recuperation (talent) 45 
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Character 
Blackhole stormtrooper 
Rebel cell member 
Espo trooper 
Gamorrean guard 
Seatrooper 
Novatrooper 

Wicket 

Winter 

Biggs Darklighter 
Rebel marksman 
SpecForce marine 
Wing guard 

Bib Fortuna 

Deena Shan 

Nera Dantels 

Rebel honor guard 
Resistance leader 
SpecForce querilla 
‘Swamptrooper 
Janek Sunber 

Lobot 

Zann Consortium Defiler 
Espo elite trooper 
Grand Moff Trachta 
Spacetrooper 
SpecForce infiltrator 
SpecForce officer 
Derek "Hobbie" Klivian 
Nien Nunb- 

Rogue Squadron pilot 
Tycho Celchu 

Wes Janson 

Storm commando 
Wedge Antilles 
Airen Cracken 
Admiral Ackbar 
Dengar 

4-LOM 

Carlist Reiikan. 
Jabba the Hutt 
\G-88 


OOD MRROBYIYIYNNaAMADHHAMHAHE SR RBWEUNNN| 


CL Page 


121 

93 
155 
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Droid CL Page 
FX-7 medical droid O53: 
Imperial city 0 130 
maintenance droid 
LOM-series 0.355: 
protocol droid 
R4-series Oo 53 
agromech droid 
WED Treadwell Oo 54 
repair droid 
HT drone Wires Be 
Imperial espionage droid % 127 
Dark trooper Phase | 2 128 
BTI-16 perimeter 5 56 
security droid 
Dark trooper Phase Il 5 128 
RHTC-560 hunter trainer 6 57 
Dark trooper Phase Ill 8 129 
Starship CL Page 
LV-38 spotter/probe droid 3. 110 
TIE shuttle 4 138 
TIE scout 5 138 
TIE crawler 6 135 
TIE ap-1 mauler 7 135 
YM-2800 limpet ship 7 14 
Ixiyen-class 8 64 
fast attack craft 
Mobquet 8 68 
medium transport 
T-wing Interceptor 8 114 
TIE experimental M2 8 136 
YKL-37R Nova Courier 8 69 
IRD starfighter 9 156 
Kihraxz light fighter 9 146 
Rozor-class starfighter 9 66 
Supa fighter 9 147 
TIE experimental M3 9 136 
YV-545 light freighter 9 69 
AEG-77 “Vigo” gunship 10 146 
Canderous-class 10 153 


assault tank 


Starship CL Page 
M122-L Kimogila 10 «64 
heavy fighter 
Pinook fighter 10 66 
TIE aggressor starfighter 10 135 
X4 gunship 10 115 
Rihkxyrk assault fighter 11 148 
TIE oppressor 136 
Vaksai NW 147 
Assault gunboat 12 (131 
Imperial cargo ship 12 132 
M22-T Krayt gunship 12 65 
Royal Guard starfighter 12 134 
VT-49 Decimator 12. 139 
TIE phantom 13 137 
Missile boat 15 134 
YE-4 gunship 15 139 
Assassin-class corvette 16 130 
Imperial ll-class frigate 17 133 
Keldabe-class battleship 19 154 
Vehicle CL Page 
9000 2004 landspeeder 2 62 
Air-2 swoop or 62 
Bantha-I! cargo skiff 3. 60 
Ultra-light 5 m1 
assault Vehicle (ULAV) 
AT-PT all-terrain 6 132 
personal transport 
Storm IV 6 61 
twin-pod cloud car 
T2-B repulsor tank Panty 
Talon |combat cloudcar 7 61 
F9-TZ transport 8 154 
Gi-M4-C 8 63 
Dunelizard fighter 
HTT-26 heavy 8 1 
troop transport 
Mekuun heavy tracker 8-112 
AT-AA 10. 131 
anti-aircraft platform 
Lancet aerial artillery 12 133 
T4-B heavy tank 12 113 
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It is a dark time for the galaxy. The Empire is in complete control and the last of the Jedi are nothing but a faint memory. 

Yet as the Emperor tightens his grip on the galaxy, the Rebel Alliance grows stranger, drawing more systems to its cause. 

The conflict between the Rebels and the Empire is at the center of the Rebellion era, and now your heroes have the chance 
to make their mark on the Galactic Civil War like never before. 
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GAMEMASTERS, INCLUDING: 


@ New talents, feats, and prestige classes for heroes of the Rebellion era. 
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@ A detailed description of the Rebel Alliance. 
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Obi-Wan Kenobi once called the period between the fall of the Republic 
and the rise of the Galactic Empire the "Dark Times.” Had he foreseen the 
Legacy era, he might have called the period defined by Palpatine's rise to 
wer something else. Indeed, the Legacy era is rife with the same tyranny, 
ression, violence, and danger that flourished under Palpatine’s rule. 
er, in the future of the Star Wors galaxy, the Empire is openty ruled 
Lord and his dark minions, the Jedi have once again been hunted 
extinction, and the heir to the Skywalker name is a death stick- 
ity hunter who rejects the Force and everything associated with 
ve nevet been grimmer than they are under Darth Krayt's Empire, 
opportunities for heroes to make a difference have never been 
lent 
icy era begins over 130 years after the Battle of Yavin. The galaxy 
tyrannical dictator, a Sith Lord named Darth Krayt. Darth Krayt 
fow Sith have reestablished the Galactic Empire. The Jedi are scat- 
¢ distant corners of the galaxy, and the only hope for democracy 
‘the fleeing exiles of the Galactic Alliance. Yet the Empire is divided, 
l¢ former Emperor, Roan Fel, leading an insurgency against the Sith 
that deposed him. Meanwhile, individuals lurking on the fringes of 
ety profit by turning Jedi over to the Empire for handsome rewards. 
The Legacy era represents a period in Star Wars continuity where almost 
anything has its place. It combines the best and most iconic aspects of the 
Star Wars milieu, providing a time period in which Gamemasters are free to 
use character archetypes, organizations, weapons, starships, and themes 
introduced in earlier eras. The Legacy era is also a blank slate where heroes 
‘can make names for themselves or use the names that Star Wors fans have 
come to know and love: Antilles, Fel, Skywalker, and Solo, just to name a 
few. The Legacy era is a time of possibilities: A Mandalorian bounty hunter 
hero can wear clone trooper armor as he battles lightsaber-wielding Sith 
Lords and still fit perfectly into this time period. 


“AS | HAVE BENT 
THE FORCE TO 
MY WILL, SO I WILL 
BEND THE GALAXY 
AND IT WILL 
KNOW ORDER.” 


-DARTH KRAYT 
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TIMELINE 

The Legacy Era Campaign Guide focuses on the time period surrounding the 
Imperial Civil War, particularly starting around the year 137 ABY (After the 
Battle of Yavin). This period, as defined by the Legacy comics, provides many 
options for Gamemasters looking to create campaigns set in this era. During 
this time period, the Empire rules the galaxy with Darth Krayt on the throne, 
and the Galactic Alliance Core Fleet (or rather, what is left of it) represents 
‘one of the last hopes of freedom and democracy. At the same time, the Jedi 
are scattered and hunted, while rebellious Imperial forces pit themselves 
against the ruling tyrants. 

The events that lead up to this time period are important and can provide 
Gamemasters with inspiration for adventures and campaigns, The following 
timeline covers the major events leading up to the state of the galaxy during 
the Legacy era, and should make it easier to understand how the galaxy came 
to such a dark state of affairs, 


The Galactic Alliance (28 ABY-126 ABY) 

The history of the Legacy era actually begins over 100 years before the 
reign of Darth Krayt begins. Following the Yuuzhan Vong invasion of the 
galaxy, the New Republic crumbies. It is only through the united efforts of 
the Jedi and the remnants of various factions that the Yuuzhan Vong are 
defeated. At the conclusion of this struggle, the Galactic Alliance comes 
into being, uniting the remnants of the New Republic and the Empire alike, 
Other independent territories join the Alliance as well. Although the Galactic 
Alliance continues to see its share of conflicts, even teetering on the edge of 
destruction, the galaxy manages to stabilize itself eventually, and the Jedi 
Order grows and flourishes, 


The Ossus Project 

Nearly a century after the defeat of the Yuuzhan Vong and the establish- 
ment of the Galactic Alliance, a powerful and influential Jedi named Kol 
‘Skywalker champions a cause that many see as risky, even dangerous. What 
Skywalker proposes comes to be called the Ossus Project, and its premise is 
bold: to take Yuuzhan Vong terraforming biotechnology and use it to rebuild 
devastated worlds. Skywalker advocates allowing the Yuuzhan Vong—many 
of whom now coexist in the galaxy among those that they once sought to 
conquer—to develop terraforming methods to restore ravaged worlds such 
as Caamas, Honoghr, and Ossus. 

Collaborating with Yuuzhan Vong shapers, Alliance and Jedi scientists 
develop a plan to transform dead worlds into vibrant, livable planets similar 
to the way that the Yuuzhan Vong transformed Coruscant during their 
galactic invasion, 

The first terraforming test is conducted on Ossus. In a short amount 
of time, Yuuzhan Vong biotechnology restores Ossus to its state as a lush 
jungle world, After this rousing success, other worlds vie for a chance to 
be restored. A small number are chosen for the second phase of the Ossus 
Project. However, efforts to revitalize these worlds are sabotaged by the 
resurgent Sith, whose existence is still unknown to both the Jedi and the 
galaxy at large. As a mysterious disease ravages the inhabitants of these 
worlds, the galaxy's mistrust of the Yuuzhan Vong surges once more, The 
Yuuzhan Vong are blamed for the sabotage, Kol Skywalker and the Jedi are 
accused of complicity, and the Sith divide the galaxy once more. 


The Sith-Imperial War (127 ABY-130 ABY) 

Shortly after the apparent Yuuzhan Vong sabotage becomes public know|- 
edge, worlds and sectors begin seceding from the Galactic Alliance. The 
Galactic Empire, still prominent and powerful, withdraws from the Alliance. 
Anger toward the Alliance and hatred for the Yuuzhan Vong causes many 
worlds, some prominent and powerful, to flock to the Empire for protection, 
With newfound resources and a tide of support, the Empire grows in power 
and size, allowing it to challenge the Galactic Alliance militarily. 

War between the Galactic Alliance and the Galactic Empire rages for some 
time, with both sides trading victories and defeats, until a new faction enters 
‘the scene, The Moff Council, unbeknownst to Emperor Roan Fel, has been 
working behind the scenes to reach an agreement with the Sith, The Sith 
‘emerge as a fighting force on the side of the Empire, openly opposing the 
Galactic Alliance and the Jedi Order. With the aid of these dark Force-users, 
the revitalized Empire sweeps across the galaxy. 


The decisive battle in the Sith-Imperial War occurs at Caamas. Years 

of battling the Empire have depleted the Galactic Alliance's resources and 
trained the capabilities of the Jedi Order, and too many neutral worlds have 

united under the banner of the resurgent Empire. At the end of the Battle of 
Caamas, after his superiors order him to surrender, Admiral Gar Stazi of the 
Galactic Alliance takes a remnant of the Core Fleet and flees, leaving the 
Empire in control of the galaxy. 

Although the Battle of Caamas marks the end of the war, the Sith have one 
more victory to achieve, Against the wishes of Emperor Fel, the Sith attack 
the Jedi at Ossus, slaughtering them and scattering the few remaining Jedi 
to the far corners of the galaxy. With the massacre at Ossus, the Jedi Order 
s crushed and the last hopes of any victory for the Alliance are dashed. 


Ascent of the Empire (130 ABY-136 ABY) 

Following the destruction of the Jedi Order at Ossus, Darth Krayt seizes 
control of the Empire by force. He murders the man he believes is Emperor 
Roan Fel—a man later revealed to be a decoy—and demands thé fealty of 
the Moff Council. When the Moffs acquiesce, Darth Krayt becomes the new 
Emperor, and the Sith Lords and apprentices under his command become the 
new rulers of the galaxy. 

The real Roan Fel retreats into exile, taking his loyal Imperial Knights 
her Imperial personnel with him. In his absence, Darth Krayt's Empire 
solidifies its hold on the galaxy through fear and military might. Across the 
galaxy, shipyards produce Imperial warships, and within a few short years 
the Empire becomes as powerful as it was during the height of Emperor 
Palpatine's tyranny. Stormtroopers are recruited and trained, the Imperial 
atrols the space in all parts of the galaxy, and the Sith Lords and their 
Moff cronies squeeze the planets under their control 


and 


The Imperial Civil War (137 ABY and Beyond) 
Seven years after the Battle of Camas, the Empire-in-exile, under the com- 
mand of Roan Fel, begins concerted efforts to undermine Krayt’s authority. 
By disrupting the plans of the Sith, this Imperial insurgency sparks an all-out 
civil war. Meanwhile, Admiral Stazi and the remnants of the Galactic Alliance 
Core Fleet continue to engage in hit-and-run attacks against Imperial forces. 
Though its supplies are low and its fleet is constantly on the move to avoid 
detection, the Alliance grows ever more daring with its attacks, The crowning 
achievement of the Alliance rebellion proves to be the capture of a prototype 
Star Destroyer, stolen from the Empire's shipyards at Mon Calamari 

The Jedi, scattered across the galaxy, begin to rebuild their fallen Order. 
The reappearance of Cade Skywalker, the son of Kol Skywalker, offers a glim- 
mer of hope to those who long for freedom. Cade, however, has rejected his 
destiny time and again, meaning that the galaxy may need other heroes to 
step up and do what he will not. 
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EOS 


sa @ Legacy era.campaign have many species open to them, includ- 

d Yuuzhan Vong. With the exception of a few species that have 

obscurity, such as the Massassi or the Rakata, there are few, if 

‘that are inappropriate for the era. Species that had not yet been 

ft! of integrated into the galaxy during the Clone Wars or Galactic 

War have now been present in the galaxy at large for over a century. 

#, the Yuuzhan Vong, who less than a century ago invaded and 

the galaxy, are now free to pursue other destinies (though they 
nain subject to jute 

~ Under Palpatine’s Galagtic Empire, many species were subjugated as a 

partof the Sith Lord's hum@nocentric campaign. Wookiees and Mon Calamari 

were enslaved, and throgghout the Core Worlds non-Human species were 

discriminated against aS lesser beings. This is not the case during the Legacy 

ra, at least not entifely. Although the Empire under Darth Krayt imposes 

it treats all es more or less equally. Species that 


the price for the rebellion of the few. 

Within the Empire ruled by Darth Krayt and the Empire-in-exile ruled 
by Roan Fel, non-Human species can rise to positions of prominence. The 
Sith Lords themselves hail from a number of species, and many high-ranking 
Imperial officers are non-Humans as well. Despite this general acceptance of 
all species within the Empire, a few hard-line traditionalists still hold onto 
the old prejudices. These Imperial bureaucrats are usually small in number, 
but they often surround themselves with like-minded allies, leading to 
small pockets of anti-alien sentiment even within the larger cosmopolitan 
Galactic Empire. 
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SPECIES 
CHARACTERISTICS 


Your character's species determines some of his or her qualities. 


ABILITY ADJUUSTMENTS 

Find your character's species on Table 1-1: Species Ability Adjustments, and 
apply the adjustments listed there to your character's ability scores. Use 
Tables 1-2 and 1-3 to help determine age, height, and weight. 


SPECIES ABILITY ADJUSTMENTS. 

Chagrian +2 Strength, -2 Dexterity 

Chiss +2 Intelligence 

Codru-Ji None 

Klatooinian +2 Constitution, -2 Intelligence, -2 Wisdom 

Nagai +2 Dexterity, +2 Charisma, -2 Constitution 

Weequay +2 Constitution, -2 Intelligence, -2 Charisma 

Yuuzhan Vong +2 Strength, -2 Wisdom 

Zeltron +2 Charisma, -2 Wisdom 

‘TABLE 1-2: AGE BY SPECIES 
YOUNG MIDDLE 

SPECIES CHILD ADULT ADULT AGE OLD VENERABLE 

Chagrian 1-120 (13-16——17-42, 43-56 57-75 76+ 

Chiss 1-10-1113, «14-50 1-62 63-79 80+ 

Codru-Ji 1-8 9-12 13-44 45-60 61-84 85+ 

Klatooinian == 1-9 10-14 15-49 50-69 = 70-89 90+ 

Nagai 1-11 :12-18-— 19-44 45-60 61-74 75+ 

Weequay 1-12 13-17 «(18-49 50-74 75-89 90+ 

Yuuzhan Vong 1-11 12-17 18-40 41-60 «61-75 76+ 

Zeltron 1-11 12-18 19-49 50-64 + 65-79 80+ 


SPECIES HEIGHT WEIGHT 
Chagrian, male 19m 95 kg 
Chagrian, female 19m 85 kg 
Chiss, male 1.85 m 85 kg 
Chiss, female 7m 65 kg 
Codru-Ji, male 16m 65 kg 
Codru-Ji, female 1.6m 60 kg 
Klatooinian, male 1.8m 80 kg 
Klatooinian, female 18m 75 kg 
Nagai, male 18m 60 kg 
Nagai, female 1.6m 45 kg 
Weequay, male 17m 75 kg 
Weequay, female 16m 65 kg 
Yuuzhan Vong, male 19m 70 kg 
Yuuzhan Vong, female 17m 60 kg 
Zeltron, male 1.8m 70 kg 
Zeltron, female 1.65 m 55 kg 
CHAGRIAN 


The amphibious Chagrians are comfortable both on land and in water. The 
coastal cities of their homeworld are constructed to allow the rising tides 
to flood the buildings. When this takes place, Chagrians swim from place to 
place, or use speeders which are also adapted for aquatic use. The pleasant 
tropical climate of Champala coupled with the exotic architecture of its cities 
makes the Chagrian homeworld a popular destination for galactic tourists. 
Unlike cities, spaceports on Champala are built high above sea level on the 
driest parcels of land. 

Although juvenile Chagrians possess a weak sense of taste, this sense 
fades as they mature into adults. The end result is that Chagrians rarely, if 
ever, enjoy consuming food and drink, and do so solely to fuel their bodies, 
Dining activities are traditionally viewed as @ nuisance and a waste of time, 
‘so most Chagrians choose to consume nutrient capsules in order to main- 
tain bodily health and energy levels. When traveling, most Chagrians carry 
portable scanners that allow them to determine the relative nutritive value 
of the food they eat. Although they are unable to taste the food they cat, 
Chagrians view dining as an opportunity to socialize with members of other 
species that do not share their sensory deficiencies, 


Society on Champala is 
peaceful and highly struc- 
tured, although Chagrian 
legal systems are complex 
and often daunting to out- 
siders. As a rule, Chagrians 
are law-abiding and obedient 
toward figures of author- 
ty. Champalan government 
ensures that every citizen is 
cared and provided for, and 
the standard of living for 
even the poorest Chagrian is 
quite high when compared to 
the impoverished members of 
other species. 

Chagrians have inher- 
ted an innate resistance to 
radiation due to instability 
in Champala’s primary star. 
Their blue skin is a direct result of this evolutionary step, and modern 
Chagrians continue to enjoy protection from myriad forms of radiation as 
a side effect 

Personality: Chagrians are, by and large, even-tempered and accepting 
of others. They appreciate law, order, and well-defined social structures. On 
their homeworld, they want for little, and so Chagrians are rarely selfish or 
greedy individuals, Due to their accepting natures, Chagrians enjoy interact- 
ing with members of many different species. Given their loyalty, they make 
excellent companions and friends. 

Physical Description: Chagrians possess thick skin that ranges in color 
from light blue to dark indigo. Horns (known as lethorns) stem from a pair of 
fleshy growths that protrude from the sides of their heads, Male Chagrians 
also develop a pair of sharp horns on the tops of their heads, and these are 
known to get quite long, 

Homeworld: Champala, a tropical water world in the Inner Rim. 

Languages: Chagri is the native language of Champala. Chagrians who 
leave their homeworld readily learn Basic in order to communicate with the 
rest of the galactic community. 

Example Names: Mas Amedda, Belar Tasseva, Myn Seda, Shiran Val- 
endri, Ketrias Gorran 

Adventurers: Given their predisposition in dealing well with others, Cha- 
grians make excellent nobles and Jedi. Less scrupulous Chagrians gravitate 
toward the scoundrel class, while scouts and soldiers are not unheard of. 


CHAGRIAN SPECIES TRAITS 
Chagrians share the following species traits 

Ability Modifiers: +2 Strength, -2 Dexterity. Chagrians are physically 
strong but lack grace. 

Medium Size: As Medium creatures, Chagrians have no special bonuses 
or penalties due to size. 

Speed: Chagrian base speed is 6 squares. 

Breathe Underwater: As amphibious creatures, Chagrians can't drown 
in water. 

Low-Light Vision: Chagrians ignore concealment (but not total conceal- 
ment) from darkness. 

Radiation Resistance: Chagrians gain a +5 bonus to Fortitude Defense 
against attacks that deal radiation damage. 

Automatic Languages: Basic, Chagri 


Criss 

Originating on the cold world of Csilla in the Unknown Regions, the Chiss 
are largely unknown to the greater galactic community until five years after 
the Battle of Yavin, when a Chiss known as Grand Admiral Thrawn rallies the 
Imperial remnants and goes to war against the New Republic. Even then, 
the Chiss remain an enigmatic, secretive species, Their origins are largely 
unknown, even to the Chiss themselves, though some scientists believe they 
are descended from an isolated human colony lost to time. 

The Chiss are technologically advanced, keenly interested in art and 
science, and skilled at mathematics. Though logical in their mindset, they 
are also appreciative of philosophy and interested in other cultures. Given 
their xenophobic tendencies, it 
comes as no surprise that the 
Chiss use their understanding 
of non-Chiss cultures to gain a 
tactical advantage over poten: 
tial adversaries. 

Chiss society is highly 
ordered and structured. Rule of 
law is controlled and enforced 
by a small number of ruling 
“families.” These ruling fami- 
lies, also known as clans or 
houses, are more akin to dif- 
ferent branches of govern- 
ment than to actual familial 
units. As a rule, 2 Chiss will 
never knowingly do anything 
to bring shame upon his or her 


family, for entire lines have been exiled for the actions of a single family 
member, 

The culture of the Chiss is based on a strict code of conduct, As a rule, 
they do not attack an enemy unless they are attacked first. Thrawn ignores 
this imperative when he seizes control of the Imperial remnant, and conse- 
quently he is exiled from his people. Although most Chiss are peaceful, once 
embroiled in military conflict, they do not relent until their enemy is either 
totally destroyed or completely subjugated. 

Personality: Many of the galaxy’s perceptions of the Chiss and how they 
behave is initially based on the personality of Grand Admiral Thrawn. As the 
years pass, it becomes increasingly obvious that all Chiss are individuals, 
and that Thrawn was an exceptional member of his species in a number of 
ways, As such, the impression of the Chiss held by the galaxy at large is that 
they are arrogant, aloof, and calculating individuals. While this may be true 
in some instances, Chiss personalities are as varied as those of any other 
species. In general, they tend to be well-educated, artistic, and cautious in 
their dealings with strangers. 

Physical Description: Chiss have deep blue skin and red glowing eyes. 
The shade of their skin and the crimson of their eyes deepens with the 
amount of oxygen in the atmosphere that they breathe. They tend to have 
black hair, though some individuals, especially female Chiss, develop grey 
hair as they age. 

Homeworld: The frigid world of Csilla, in the Unknown Regions. 

Languages: Cheunh is the complex and nuance-laden language of the 
Chiss. Most non-Chiss have difficulty learning the intricacies of Cheunh. 
Chiss, on the other hand, have little difficulty mastering Basic, though most 
of them are unfamiliar with it. 

Example Names: Chiss traditionally have long, tripartite names. When 
dealing with non-Chiss, these names are abbreviated. Examples of abbrevi- 
ated Chiss names include Dreel, Prakk, Karyce, Lev, Sorn, Szardra, Thrawn, 
Voss, and Zilvad, 

Adventurers: Their keen mental acuity allows the Chiss to excel at 
nearly any occupation they choose to pursue. However, there are no known 
Chiss Jedi, and it is currently unknown whether Chiss society is home to any 
Force traditions, 


*COINCIDENCES CAN 
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Criss SPECIES TRAITS 
Chiss share the following species traits: 

Ability Modifiers: +2 Intelligence. Chiss are naturally bright and 
intelligent. 

Medium Size: As Medium creatures, Chiss have no special bonuses or 
penalties due to size. 

Speed: Chiss base speed is 6 squares. 

Bonus Trained Skill: A Chiss character chooses one additional trained 
skill at Ist level. This skill must be chosen from the character's list of 
class skills. 

Low-Light Vision: Chiss ignore concealment (but not total concealment) 
from darkness. 

Automatic Languages: Cheunh. 


CODRU-WJI 
The Codru-Ji have long been 
isolated from the rest of the 
galaxy. Highly xenophobic, 
they are reluctant to grant 
members of other species 
access to their society. Though 
they do not fear other cul- 
tures, they are concerned that 
outsiders will somehow “rub 
off" on them and corrupt their 
own traditions and values. 

Certain aspects of Codru-Ji 
culture is barbaric by galactic 
standards. Ritual kidnapping, 
especially of the children of 
political rivals, is common. 
Though victims are gener- 
ally returned unharmed, the 
experience can be frighten- 
ing and offputting to non- 
Codru-Ji. Visitors to Munto 
Codru are warned that they 
should never travel alone, 
lest they fall victim to abduction. Offworlders abducted by Codru-Ji in this 
manner are often forced to pay a ransom, either in the form of valuables 
or political favors. 

All Codru-Ji possess six limbs: four arms and two legs. In addition, juvenile 
Codru-Ji hardly resemble their parents as much as they resemble small, furred, 
hexapedal canines. Referred to as Wyrwulves, Codru-Ji children continue to 


grow and develop in their six-legged form until puberty, when they pupate 
in cocoons and emerge as bipedal adults. 

Personality: As a species, the Codru-Ji are uncomfortable around out- 
siders and have trouble integrating into the galactic community. They are 
suspicious of others, looking for hidden motives in even the most mundane 
circumstances. Family ties are crucial to Codru-Ji, and they will do anything 
to protect their loved ones and family members, especially their children 
A Codru-Ji who forms friendships with members of other species comes to 
regard them as family, and can be just as protective of them as any other 
family member, 

Physical Description: All Codru-Ji have four arms, two legs, elongated 
faces, and pointed ears. Codru-Ji hair and eye colors tend toward dark, earthy 
browns. Codru-Ji juveniles, or Wyrwulves, resemble six-leqged canines and 
are often mistaken for pets by offworlders who don't know any better, 

Homeworld: Munto Codru, located in the Outer Rim. 

Languages: Codruese is an idiom-rich language punctuated by guttural 
growls, whines, and barks. 

Example Names: Adaavi, Deceven, Jorrdu, Ketanna, Merasska, Raiko, 
Veesani, Zallfric. 

Adventurers: The few Codru-Ji who leave Munto Codru are often nobles, 
scouts, and scoundrels. Though Codru-Ji Jedi are rarely encountered, Codru-Ji 
Force adepts, considered healers and spiritual advisors, have been noted. 


COORU-J! SPECIES TRAITS 
Codru-Ji share the following species traits: 

Ability Modifiers: None. 

Medium Size: As Medium creatures, Codru-Ji have no special bonuses 
or penalties due to size. 

Speed: Codru-Ji base speed is 6 squares. 

Bonus Feat: A Codru-Ji gains Dual Weapon Mastery as a bonus feat 
provided he or she meets the prerequisites of the feat (minimum Dexterity 
of 13 and a base attack bonus of +1). 

Extra Arms: Codru-Ji can hold up to four items or weapons ata time. This 
ability does not grant extra attacks; however, it does mean that a Codru-Ji 
can wield two two-handed weapons at a time. 

Skilled Grappler: Due to their extra arms, Codru-Ji gain a +5 species 
bonus to grab attacks. 

Automatic Languages: Basic, Codruese. 


KLATOOINIAN 

The ancient Klatooinians perceived the Hutts 
as demigods.The Hutts, never a species to 
refuse the upper hand in any situation, used 
this false perception to their own 
advantage, convincing the Kla- 
tooinians to cast aside their 
ancient traditions, abandon 
their native language in favor 
of Huttese, and accept their 
place as indentured ser- 
vants. Over the millennia, 
the Hutts have sheltered 
the Klatooinians and cul- 
tivated a society that is 
largely docile, obedient, 
illiterate, and isolated 
from the greater galactic 
community. 

Exposure to technology has not diminished the Klatooinian predilection 
for simplicity. However, youthful Klatooinians often chafe at the conventional 
“wisdom” of their elders, and despite the Hutts’ efforts to shield their Kla- 
tooinian subjects from progressive ideas, many Klatooinians strive to break 
away from their Hutt overlords, The Hutts are wary of sedition but are often 
reluctant to quash seditious ideas completely for fear of fomenting rebellion 
So long as such incidents remain small and isolated, the Hutts are content to 
profit from their one-sided relationship with the Klatooinian people. 

Personality: Klatooinians are loyal and resolute to a fault. They rarely 
think outside of their own world view, which is further narrowed by their sub- 
servience to the Hutts. Those who feel shackled by their society’s indentured 
service often seek to end the Huttese domination of Klatooine altogether. 
Whatever their motivation, all such Klatooinians appreciate freedom as only 
‘a former slave can. 

Physical Description: Klatooinians possess coarse skin that varies in hue 
from brown to green, Their faces are characterized by a flat muzzle with 
pronounced jowls, and deepset eyes beneath a heavy brow. 

Homeworld: The harsh desert world of Klatooine, located in Hutt 
Space. 

Languages: All Kiatooinians speak Huttese. The original language of the 
Klatooinians exists only in ancient texts and in the minds of a handful of 
Klatooinian malcontents. While not strictly illegal, knowledge of the Klatoo- 
inian tongue is frowned upon by the Hutts who see its spread as a sign of 
insubordination among a species of valuable slaves, 

Example Names: Barada, Bekure, Chokk, Drekk, Jarakar, Kuuvat, Massa, 
Rokar, Sovara. 
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Adventurers: Many Klatooinians walk the path of the scout or the 
soldier. However, Klatooinian Force-users are rare, and Klatooinian nobles 
are unheard of. 


KLATOOINIAN SPECIES TRAITS 
Klatooinians share the following species traits: 

Ability Modifiers: +2 Constitution, -2 Wisdom, -2 Intelligence. Life on 
their homeworld has made the Klatooinians hardy, but they are slow to figure 
things out and often rely on others to guide them. 

Medium Size: As Medium creatures, Klatooinians have no special bonuses 
or penalties due to size. 

Speed: Klatooinian base speed is 6 squares. 

Iron Will: Klatooinians are resolute individuals and gain a +2 species 
bonus to their Will Defense. 

Automatic Languages: Huttese. 


NAGAI 
Honorable, mysterious, violent, and sinister. All these words and more 
describe the Nagai people. They first appear as galactic invaders, until it 
is revealed that the Nagai are escaping their long-time enemies, the Tofs. 
Initially hostile to the New Republic, the Nagai eventually form an alliance of 
convenience in an attempt to achieve victory in their war against the Tofs. 

The Nagai are charismatic—a quality that is, by and large, a product of 
their enhanced vocal range, which allows them to tailor their speech to be 
more soothing, They are driven by a strong sense of personal honor, which 
is tempered by their own individualities. The Nagai fear nothing aside from a 
loss of freedom, symbolized by 
the return of the enemy that 
‘once enslaved their people. 
They have little concern for 
individuals outside of their 
own families, and they only 
endeavor to aid others if it 
serves their purposes or if they 
are bound by honor to do so. 

Melee combat, especially 
the use of edged weapons, is 
highly integrated into Nagai 
culture. It is a rare Nagai who 
does not display an expert's 
hand in the use of blades of 
all sizes, 


Personality: Nagai tend to be disciplined, focused, and passionate. They 
kill without hesitation if honor would be served by the act, and they take great 
pride in hard-fought victories. They possess a grim wit that, when combined 
with their soothing voices, can often set enemies off-balance. 

Physical Description: Nagai possess straight black hair, dark eyes, 
porcelain-white skin, and slender builds. No two Nagai dress the same, and 
they take great pains to express their own individual sense of style. 

Homeworld: Nagi, a world in the Unknown Regions. Few non-Nagai 
know its exact location. 

Languages: Nagaian, a musical and lilting speech riddled with slight varia- 
tions of pitch and tone that blend easily with the naturally soothing voice of 
the Nagai. Other species can learn the language but rarely master it. 

Example Names: Den Siva, Harmon Sho, Hol B’shaki, Krai H'voc, Lusubrin 
T’shkali, Mendo, Nir Kento, Ozrei, Rei, Sin Shai, Tai, Taru. 

Adventurers: Nagai freely pursue any vocation that pleases them, and 
nobles, scoundrels, scouts, and soldiers are common, A number of Nagai have 
become Jedi, although there are no other known Force traditions among the 
Nagai people 


NAGA! SPECIES TRAITS 
Nagai share the following species traits: 
Ability Modifiers: +2 Dexterity, +2 Charisma, -2 Constitution. Nagai are 
charismatic and agile, but physically frail. 
Medium: As Medium creatures, Nagai have no special bonuses or penal- 
ties due to size, 
Speed: Nagai base speed is 6 squares. 
Lightning Reflexes: Nagai are fast on their feet and gain a 
+2 species bonus to their Reflex Defense. 
Soothing Voice: A Nagai may choose to reroll any Persua~ 
sion check, but the result of the reroll must be accepted, even 
if it is worse. 
Weapon Familiarity: Nagai treat tehk'la blades (see page 62) 
as simple weapons instead of exotic weapons. 
Automatic Languages: Basic, Nagaian. 
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WEEQUAY 

The Weequay are well-known throughout 
the galaxy for their violent tendencies 
and lack of individuality. Deeply 
spiritual, they worship a broad pan- 
theon of deities, the most senior of 
which is known as Quay. Zealous 
Weequay perform ritual sacrifices 
in Quay's honor, at times resorting 
to murder. Such incidents have 
done little to dispel their violent 
reputation 

Each Weequay carries a spheri- 
cal totem through which Quay 
allegedly speaks. The totem is 
used in times of great need to 
guide the Weequay, provid- 
ing spiritual answers to indi- 
vidual questions. In practice, 
the Weequay asks a question, 
shakes the device, and waits 
for the answer to appear. A 
Weequay treats the totem's 
advice seriously and becomes angry and violent if such advice is questioned 
or ridiculed. 

Male Weequay ply the galaxy as thugs, mercenaries, and hired assassins, 
while female Weequay rarely, if ever, leave Sriluur. A Male Weequay who 
leaves Sriluur grows and cultivates a long braid, which is then shorn off upon 
his return to the homeworld in celebration, 

Weequay who are born off-world or adopted into other societies at an 
early age often develop more individualistic personalities than their deep- 
rooted cousins. 

Personality: Weequay are bullying, brooding, and superstitious by nature. 
Their culture does not assign names to individuals, as all Weequay are 
considered to be a part of the same whole. They maintain a sinister silence, 
refusing to speak in the presence of non-Weequay, preferring instead to use 
trusted intermediaries to do their talking for them. Those raised apart from 
traditional values find their own voices and seldom integrate well back into 
Weequay society. 

Physical Description: Weequay are humanoids with thick, leathery skin 
that ranges in color from tan to dark brown, Their faces are lipless, with flat 
noses and a well-defined frill along each of their jowls. Males grow their 
black hair into long braids, while females are bald. 


Homeworld: The arid planet of Sriluur in the Outer Rim. 

Languages: A Weequay relies on pheromones to communicate with 
other members of his or her tribe. Communication between tribes involves 
the spoken language of Sriluurian, which consists of whispers, hisses, and 
throaty mumbles. Written Sriluurian involves a multitude of complex hiero- 
Glyphics and pictograms. 

Example Names: Weequay do not take names within their own society, 
though members of other species often give individual Weequay nicknames. 
Examples of such monikers include Adazian Liebke, Ak-buz, Ak-rev, Diergu- 
Rea Duhnes'rd, Fyg, Grimorg, Labansat, Nort Toom, Plaan, Que-Mars Redath- 
Gom, Solum’ke, Sora Bulg, and Tas Kee. 

Adventurers: Weequay are so attached to their tribes that it is rare for an 
individual to venture into the galaxy alone. It is far more common for bands 
of like-minded Weequay to ply their martial skills and propensity for violence 
as a group. Their quiet nature and ability to work as. a team make them par- 
ticularly attractive to the Hutts and various criminal syndicates as quards 
and enforcers. Thus, Weequay scouts and soldiers are quite common, 


WEEQUAY SPECIES TRAITS 
Weequay share the following species traits: 

Ability Modifiers: +2 Constitution, -2 Intelligence, -2 Charisma. 
Weequay are resilient but not especially bright, and they don't relate well 
to others, 

Medium Size: As Medium creatures, Weequay have no special bonuses 
or penalties due to size. 

Speed: Weequay base speed is 6 squares. 

Conditional Bonus Feat: Weequay have learned to survive the harsh 
conditions on Sriluur. A Weequay with Endurance as a trained skill gains 
Skill Focus (Endurance) as a bonus feat. 

Natural Armor: Weequay possess a thick, leathery hide that provides 
a +1 natural armor bonus to Reflex Defense. A natural armor bonus stacks 
with an armor bonus. 

Pheromones: Weequay communicate silently with other members of their 
tribe by emitting complex pheromones. This form of communication has a 
maximum range of 20 squares. Species with the scent ability can detect 
Weequay pheromones by smell, but this does not allow them to understand 
what the Weequay are communicating, 

Automatic Languages: Sriluurian, 
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YUUZHAN VONG 

The Yuuzhan Vong come from the unknown reaches of space, entering the 
galaxy as invaders fueled by religious conviction. They have no connection to 
the Force and regard mechanical technology as blasphemous. Their starships, 
weapons, armor, and tools are genetically engineered lifeforms or created 
from the byproducts of such creatures. 

After laying waste to many New Republic worlds, the invading Yuuzhan 
Vong are eventually overcome by the Galactic Alliance. Peace is restored, 
even though some Yuuzhan Vong remain behind in isolated corners of the 
galaxy. In time, the Jedi approach these few remaining Yuuzhan Vong, hoping 
to harness their advanced terraforming technology to restore many of the 
worlds ravaged during the invasion 

Surprisingly, the Yuuzhan Vong agree to help the Jedi, but their terraform- 
ing attempts are sabotaged by the Sith. The blame for these failures falls 
squarely on the Yuuzhan Vong, who are hated and feared. The Yuuzhan Vong 
and their Jedi accomplices are hunted down, and the Galactic Alliance falls 
beneath the onslaught of Imperial forces. 

Personality: Although the Yuuzhan Vong become a more introspective 
people following their defeat at the hands of the Galactic Alliance, they 
remain capable, spiritual warriors. A great many feel that the galactic com- 
munity will never accept them. Years of hostility, coupled with propaganda, 
have painted the Yuuzhan Vong in a sinister light that cannot easily be dis- 
pelled. Still, they maintain a code of honor that is often lost on those who 
do not understand them. 

Yuuzhan Vong heroes are exceptional in many ways, not the least of which 
is their belief that they must evolve to survive—and that entails learning how 
to coexist with species traditionally regarded as weak or impure and letting 
go of their own prejudices. These rare Yuuzhan Vong see the road ahead as 
difficult, but worth traveling, 

Physical Description: Yuuzhan Vong are humanoids with sloped fore- 
heads, pallid skin, and dark hair. Their skin bears ritualistic scars and tattoos 
that add to their sinister appearance. 

Homeworld: Unknown, The Yuuzhan Vong trace their origins to a place far 
beyond the known galaxy. At the end of the New Jedi Order era, the surviving 
Yuuzhan Vong are exiled to Zonama Sekot, a living planet rumored to be the 
seed of the original Yuuzhan Vong homeworld. Zonama Sekot retreats into 
the Unknown Regions at the beginning of the Sith-Imperial War, leaving a 
number of Yuuzhan Vong stranded in other remote corners of the galaxy. 

Languages: The language of the Yuuzhan Vong is a halting, chilling 
tongue. Yuuzhan Vong rarely learn other languages, relying on bioengineered 
translators known as tizowyrms to translate for them. 


Example Names: Nom 
Anor, Dooje Brolo, Malik 
Carr, Yomin Carr, Chine-kal, 
Nas Choka, Da'Gara, Elan, 
Kae Kwaad, Mezhan Kwaad, 
Kahlee Lah, Qurang Lah, 
Tsavong Lah, Ma’Shraid, Vua 
Rapuung, Shedao Shai, Tan, 
Tu Shoolb, Nen Yim. 

Adventurers: Yuuzhan 
Vong society is divided into 
castes. Members of the 
intendant, priest, and shaper 
castes are often nobles and 
scoundrels, while members 
of the warrior caste are typi- 
cally soldiers and scouts. The 
worker caste is made up of 
members of nearly any class, 
though the vast majority are 
nonheroic characters. 

Due to their lack of connection to the Force, Yuuzhan Vong can never 
be Jedi. 


YUUZHAN VONG SPECIES 
TRAITS 
Yuuzhan Vong share the following species traits: 

Ability Modifiers: +2 Strength, -2 Wisdom, Yuuzhan Vong are powerfully 
built, but rash and quick to pass judgment. 

Medium Size: As Medium creatures, Yuuzhan Vong have no special 
bonuses or penalties due to size. 

Speed: Yuuzhan Vong base speed is 6 squares 

Force Immunity: Yuuzhan Vong can't take the Force Sensitivity feat, 
can't make Use the Force checks, and never gain Force Points, In addition, 
they are immune to any Force effect that targets Will Defense (including 
Force powers and aspects of the Use the Force skill) 

Technophobie: Yuuzhan Vong do not gain Weapon Proficiency (heavy 
weapons, pistols, or rifles) as starting feats at Ist level, even if their class 
normally grants them. 

Weapon Familiarity: Yuuzhan Vong treat amphistaffs as simple weapons 
instead of exotic weapons. 

Automatic Languages: Yuuzhan Vong. 


ZELTRON 
Zeltrons are known throughout the galaxy for their hedonistic nature. 
Experiencing pleasure in its myriad forms is the lifetime pursuit of all Zel~ 
trons. They are a fun-loving species, placing recreation before other, less 
worldly interests. Members of the species are found throughout the galaxy, 
for they enjoy traveling, meeting new people, indulging their passions, and 
experiencing new things. 

Zeltrons are born with a latent empathy that allows them to sense the 
emotions of others. Though not ruled by the emotions of others, they can, 
over time, become inundated with negative feelings if they are surrounded 
by such sentiments for a prolonged period of time. For this reason, many 
Zeltrons are pacifistic, preferring peaceful negotiation to the destructive 
actions of combat. This is not to say that Zeltrons are incapable of defending 
themselves; their passion gives them a great capacity for violence when the 
situation warrants. Additionally, their physiology includes an ultra efficient 
metabolism which allows them to maintain peak body weight and muscle 
mass regardless of their culinary indulgences. 

Personality: Zeltrons are almost universally friendly, jolly, and sociable. 
They love meeting and interacting with new people, visiting new places, 
and enjoying new experiences. They are benignly manipulative insofar as 
they strive to be uplifting. 

Though their cheerful demeanor and easy smiles can make them seem 
flippant, Zeltrons can be very serious when the occasion demands it. They are 
especially concerned with the well-being of their friends and loved ones, and 
@ sure-fire way to anger a 
Zeltron is to place his friends 
or family in danger. 

Physical Description: 
Nearly all Zeltrons are con- 
sidered to be attractive by 
human standards. Ugly Zel- 
trons are unheard of, and 
plain Zeltrons are rare, In 
addition to their inherent 
physical beauty, Zeltrons also 
possess skin tones and hair 
colors that vary from light 
pink to deep crimson, 

Homeworld: Zeltros, a 
tranquil world in the Inner 
Rim, 


Languages: Although Zeltrons have many ancient languages, they prefer 
to learn and speak Basic, Given their dealings with a variety of cultures, their 
speech is often littered with crosslingual idioms. 

Example Names: Adriav, Arno, Bahb, Dani, Deliah, Froedi, Heigren, 
Impella, Jahn, Jahz, Jakira, Joi, Kainae, Kieral, Leonie, Maeve, Mahd, Marruc, 
Nerus, Opalica, Rahuhi, Rhajani, Sian, Soleil, Spenori, Tamair, Tanai, Trix, 
Welarem, Yahja. 

Adventurers: Zeltrons have no preferred vocations, and Zeltron heroes 
can belong to any available class. Those who wish to become Jedi must learn 
to subdue their strong emotions. 


ZELTRON SPECIES TRAITS 
Zeltrons share the following species traits: 

Ability Modifiers: +2 Charisma, -2 Wisdom. Zeltrons get along well with 
others, yet they are prone to fits of passion. 

Medium Size: As Medium creatures, Zeltrons have no special bonuses 
or penalties due to size. 

Speed: Zeltron base speed is 6 squares. 

Empathy: Zeltrons add their Charisma bonus (if any) to Perception checks 
made to sense deception or sense influence (see page 70 of the Saga Edition 
core rulebook). 

Pheromones: A Zeltron gains a +5 species bonus on Persuasion checks 
made to change the attitudes of other creatures (see page 71 of the Saga 
Edition core rulebook). This bonus does not apply to other Zeltrons, as Zeltrons 
are acclimated to each other's pheromones, 

Automatic Languages: Basic. 


Tesisvno 


HAPTER Il 
Heroic TRAITS 


stor existing classes and new talents and feats specific 
it the heroes are fighting for the cause of 
ith. The player characters might be agents 
, Jedi struggling to rebuild the Jedi Order, mercenaries 
risige, OF even ageftts.of the Empire loyal to deposed Emperor 
Fet-One ar more of them.giight be Imperial Knights—neither Jedi nor 
but trained Force-users ngnetheless. 

stiapter also provides rules for legacies. A legacy comes into play 
Ms: ‘player decides to create a character with familial ties to one 
more legendary characters from earlier eras in the Star Wars saga. For 
jexample,a player character descended from the Organa family may wish to 

og take advantage of the legacy rules presented below. 
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LEGACIES 
. x “A legacy forms whenever great destinies pass from one generation to the 
> ext. As Master Yoda might say, one great individual does not a legacy make. 
Within the Star Wars saga, legacies are borne by families whose names are 
legendary: Skywalker, Solo, Organa, Antilles. A legacy lives or dies by the 
deeds of everyone who bears the family name. . 
Individuals with a family legacy can choose to live up to the ideals set 
their forebears, endeavor to surpass their legendary ancestors, or escape 
the destinies laid before them. A legacy suggests a birthright that one can 
choose to embrace or discard. It can create instantaneous enemies or allies. 
| It also invokes instantaneous respect or fear. 
Many heroes and villains get by just fine without a family legacy to further 
Mefine them, and a legacy does not necessarily make a character inherently 
more powerful. Adventuring groups will likely have a mix of characters— 
Yome with histories tied to characters from past eras, others with no such 
connections. If you choose to build a character around a legacy, then these 
rules are for you. 


CHOOSING A LEGACY 

‘Once you decide that your character has a family legacy, you can either invent 
‘a new legacy that best serves your character, or you can adopt a legacy that 
already exists in the Star Wars milieu. Both options lead to great roleplaying 
Opportunities, In either case, you need to take time to identify the key figures 
from earlier generations of your character's family—parents, grandparents, 
and so on—who made their mark on the galaxy. Then you need to determine 
the extent to which your character's destiny overlaps with theirs. 

The easiest way to connect your character to a legacy is to adopt a known 
family name. The Stor Wars saga is full of them, and you have access to 
Virtually any name used in almost any era. If you've played campaigns set 

lier Star Wars eras, consider reusing the family name of one of your 
‘haracters, and build on that legacy. 
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Establishing connections to the past gives your character hooks around 
which the Gamemaster can hang adventures. For example, if your character 
descends from a legendary noble family, he or she can take advantage of 
longstanding family alliances. Conversely, your character might also need 
to contend with ancient blood feuds and rivalries. 


LEGACY AND LINEAGE 
By their very nature, legacies require a strong family association. The follow- 
ing guidelines will help you establish your character's legacy. 
© Don't be afraid to connect your character's legacy to Star Wars charac~ 
ters from the movies and the Expanded Universe, but get your Game- 
master's permission before doing so. See the “Names of Legacy” sidebar 
for a list of good examples, 
© Try to connect your family’s legacy to some important event in the past. 
This event might be a space battle, a betrayal, an invasion, a death, 
or something else that could influence your character's actions in the 
present time period. The more dramatic the event, the more it can help 
define your character's personality. 
© Create a brief family history, going back at least a generation or two. 
Figure out who your closest relatives are, and where they are now. 
Determine your attitude toward them and what they stand for. 
© Think of an organization with which your family is associated, such as 
the Kilian Rangers or the Jedi Order. Maybe the organization owes your 
family a debt of gratitude, or vice versa. Also think about rival organiza- 
tions and the underlying reason for their hostility toward your family. 
© Determine your relationship to the other characters in your group, and 
how their own legacies might intertwine with your own current plans 
or past history. 
© Consider taking the Legacy destiny (see below). 


Gamemasters are encouraged to integrate legacies into the campaign by 
including allies and enemies tied to each character's legacy, and by allowing 
characters the opportunity to interact with members of organizations that 
have historical ties to their families. 


CREATING A 

LEGACY CHARACTER 

The rules for creating characters with legacies are tied to the destiny system, 
as presented in the Saga Edition core rulebook. Since the destiny system is 
considered optional, the Gamemaster must choose whether to include the 
rules for legacies or not. If you choose not to allow these rules in your cam- 
paign, you can still encourage your players to design characters from famous 
lineages, taking advantage of the story opportunities for legacy characters 
without using the game mechanics. 


When a player wishes to play a character with a legacy, he or she may 
choose the Legacy destiny (see next page). The Legacy destiny has its own 
benefits and drawbacks, as do all destinies, but characters with the Legacy 
destiny also gain access to a special use for Destiny Points. When a player 
selects the Legacy destiny for her character, he or she must choose a legacy 
from the list of sample legacies presented below (see "Sample Legacy Des- 
tinies,” page 22) or work with the Gamemaster to create a new legacy with 
its own mechanical benefits and drawbacks (see the “Creating Your Own. 
Legacies” sidebar, page 23). Gamemasters have final say as to whether or 
not a given character can choose a particular legacy based on the needs of 
the campaign. 

Many legacy effects allow you to spend a Destiny Point to get a 20 on 
a skill check without having to roll; this is not considered a "natural 20" for 
the purposes of any other effect, such as regaining Force powers or starship 
maneuvers (as per the starship maneuver rules in Starships of the Galaxy). 


DESTINIES 

Chapter 7 of the Saga Edition core rulebook presents optional rules for 
destinies. Gamemasters running Legacy era campaigns are encouraged to 
use these rules in their games. 


THE LEGACY DESTINY 
This book introduces a new kind of destiny: the Legacy destiny. The same 
rules that apply to all destinies (see pages 112-115 of the Saga Edition core 
rulebook) also apply to the Legacy destiny. In addition, there are some spe- 
cial bonuses and penalties that apply as well, depending on whether your 
character chooses to embrace his legacy or deny it 

Unlike other destinies, a Legacy destiny does not grant permanent benefits 
once the destiny is fulfilled. Instead, a character with the Legacy destiny 
gains a special benefit whenever he or she spends a Destiny Point; the exact 
benefit depends on the character's legacy (see “Sample Legacy Destinies” 
on the next page) 


FAMOUS LEGACIE 
vs. CANON 

One big advantage of playing in the Legacy era is that players can play 
heroes belonging to famous families. However, some Gamemasters (and 
players, too) might get hung up on the fact that certain characters in the 
Legacy comics already “carry the torch” for particular families (such as 
Cade Skywalker and Roan Fel). Sticklers for continuity might be reluctant 
to allow characters access to these legacies for fear of bringing their 
campaigns into conflict with official canon stories. Gamemasters are 
urged to let players choose legacies as they wish, heedless of canon. As 
Cade Skywalker blasts his way across the galaxy, there's no reason why 
a player cannot also play a member of the Skywalker family, provided the 
player can work with the Gamemaster to devise a compatible background 
for his or her character. 

One important thing for Gamemasters and players to remember is 
that being a descendant of a famous character from Star Wars history 
does not always mean being a direct descendant. A character with the 
Solo legacy might be descended from a distant branch of the Solo family 
tree, with closer ties to Thrackan Sal-Solo than Han Solo, for instance. 
Since the Legacy era is far forward in Star Wars continuity, a hero might 
be several branches removed from his or her famous ancestors. As long 
as the player can come up with an interesting reason for his character 
to have a particular legacy, the Gamemaster should consider allowing 
it to pass without worrying too much about fitting it into established 
continuity. In the end, the player will feel like he or she is truly playing 
@ hero of the Stor Wars universe. 
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Embracing Your Legacy 
If you embrace your legacy, you must take actions that further your family’s 
cause, beliefs, or organization. This might be through promoting a belief 
system, keeping an organization intact and viable, or even directly carrying 
out stated tasks or orders, An example of this legacy would be to uphold the 
ideals of the Jedi Order as previous generations of your family have done. 
Destiny Bonus: When a character completes a goal or performs an act 
worthy of his family’s legacy, he gains a +2 destiny bonus to a single attack 
roll or skill check of his choice made in the next 24 hours, 
Destiny Penalty: When a character does something unworthy of his 
family’s legacy, he takes a -2 penalty on his first attack roll in any given 
encounter for the next 24 hours. 


Denying Your Legacy 
If you deny your legacy, you must select actions that fly in the face of an 
ancestor's cause, beliefs, or organization. You only gain bonuses when actively 
working against your legacy or making @ conscious effort to walk away from 
an action that would advance your legacy. An example of this destiny would 
be Cade Skywalker's early efforts to shun the path of the Jedi 

Destiny Bonus: When a character performs an act unworthy of his fam- 
ily’s legacy, he gains a +2 destiny bonus to a single attack roll or skill check 
of his choice made in the next 24 hours. 

Destiny Penalty: When a character completes a goal or performs an act 
worthy of his family’s legacy, he takes a -2 penalty on his first attack roll in 
any given encounter for the next 24 hours, 
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Switching between Embracing and Denying Your Legacy 
Circumstances might conspire to change a hero's outlook regarding his family 
legacy. Such a dramatic shift in attitude could be a climactic moment in a 
campaign or adventure, sending the hero off in a completely different direc- 
tion, possibly turning enemies into allies and vice versa. Once switched, a hero 
is unlikely to return to his or her original path, and should be discouraged from 
doing so. A character who switches from embracing his legacy to denying it, 
or vice versa, suffers the following effects for the next 24 hours 
* The character does not gain the benefit of morale or insight bonuses, 
including those granted by talents and feats. 
© The character cannot reroll skill checks or attack rolls, regardless of 
whether the reroll is granted by a talent, feat, species trait, or any other 


source. 
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USING THE LEGACY DESTINY 
A hero fated to uphold a family legacy might refuse to acknowledge it 
and, by his actions, undermine it. Conversely, a character who has sworn 
to deny his family’s legacy might be driven to perform acts in keeping with 
the greatest deeds of his ancestors. From a character development and 
plot standpoint, the resulting tension and conflict can be very dramatic. 
However, the legacy mechanic is structured in a way that penalizes and 
deters players from taking such actions, 

Ifa player character wishes to fight against a legacy mainly for char- 
acter development or plot purposes, and the Gamemaster does not wish 
to constantly penalize the character for good roleplaying, the GM may 
apply the bonuses and penalties only at dramatic or climactic points in 
an adventure, ignoring them during smaller encounters. 


SAMPLE LEGACY DESTINIES 
The following legacies have been popularized in Star Wars films, novels, and 
comics and are available to player characters who choose the Legacy destiny. 


Ackbar Legacy 
You are a descendant of Admiral Ackbar, one of the most famous leaders 
of the Rebel Alliance. Your family has a tradition of military leadership and 
benevolence. 

Prerequisite: Mon Calamari 

Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point as a free action to double any insight, morale, or competence bonus 
you grant as a part of a talent or other special ability. 


Antilles Legacy 
You are a descendant of Wedge Antilles, Rogue Squadron pilot and military 
leader of the New Republic. Your family has a tradition of military service 
and is renowned for its piloting skills, The Antilles family is also a Corellian 
family, known for both its loyalty and fierce independence. 

Prerequisite: Human or near-Human. 

Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point asa free action to automatically treat your next Pilot check as though 
you had rolled a 20 on the check 


Darklighter Legacy 
You are a descendant of the Darklighter family, the famous family from 
Tatooine that produced such heroes as Biggs and Gavin Darklighter. Your 
family has served proudly in the Imperial Navy and in the Rebel Alliance, and 
is renowned for both its piloting skill and its dedication to a cause. 
Prerequisite: Human or near-Human. 
Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point as a free action to automatically negate an attack against an adjacent 
ally or allied vehicle 


Droid Legacy 
You are a droid that has been around the galaxy for some time. You may be 
a famous droid from past eras that has had its memory wiped, or you may 
be a rebuilt droid that was nearly destroyed in the past. In any event, you 
are a droid with a history and a reputation. 

Prerequisite: Droid. 

Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point as a free action to automatically treat your next Knowledge check as 
though you had rolled a 20 on the check. 


Fel Legacy 
You are a descendant of Baron Soontir Fel, former Imperial Pilot and loyal 
subject of the Empire of the Hand, and a relative of the current Emperor- 
in-exile, Roan Fel. 

Prerequisite: Human or near-Human. 

Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point asa free action to grant all allies within your line of sight a'+5 Destiny 
bonus to Will Defense until the end of the encounter. 


Fett Legacy 
You are a descendant of Boba Fett, notorious bounty hunter and the leader of 
the Mandalorian people, or another famous member of his clan. Your family 
(in this case, the Fett Clan) is known for its skill in battle and its ruthlessness, 
as well as its efforts to restore the Mandalorian people to greatness, 
Prerequisite: Human or near-Human. 
Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point as a free action, For the rest of the encounter, you score a critical hit 
on a natural roll of 19 or 20. 


Fey'lya Legacy 
You are a descendant of Borsk Fey'lya, a politician in the New Republic and 
‘a shrewd leader. Your family is renowned for its skill in the arena of politics, 
as well as its cunning in all social matters. 

Prerequisite: Bothan. 

Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point as a free action to automatically treat your next Persuasion check as 
though you had rolled a 20 on the check. 


Haleyon/Horn Legacy 
You are a descendant of Corran Horn, a Corellian police officer-turned-Jedi, 
as well as the famous Jedi Keiran Halcyon. Your family is known for its skill 
with mind-affecting Force powers as well as its investigative skills, not to 
mention its long-standing association with the fringe thanks to your ancestor 
Mirax Terrik. Your family is also a Corellian family that holds many of the 
Corellian Jedi traditions. 

Prerequisite: Human or near-Human. 

Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point asa free action to automatically treat any skill check made to activate 
a mind-affecting effect as though you had rolled a 20 on the check. 
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Koon Legacy 


You are a descendant of Plo Koon, a Kel Dor Jedi Master who fought valiantly 
jin the Clone Wars and served on the Jedi Council. Your family is known for 
its skill with the Force, as well as its dedication to the Jedi Order. 
Prerequisite: Kel Dor. 
Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point as a free action to automatically treat your next Use the Force check 
as though you had rolled a 20 on the check. 


Koth Legacy 
You are a descendant of Eeth Koth, a Zabrak Jedi Master who served on the 


Jedi Council in the days of Anakin Skywalker’s training, Your family is known 
for its ability to endure great hardships and to fight well beyond when most 
others would have given up. 

Prerequisite: Zabrak. 

Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point asa free action to not move down the condition track as a result of an 
attack for the remainder of the encounter. 


Mundi Legacy 
You are a descendant of Ki-Adi-Mundi, a member of the Jedi Council who 


fought and died during the Clone Wars. Your family is known for its combat 
prowess as well as its penchant for logic and discourse. 

Prerequisite: Cerean. 

Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point as a free action to automatically treat your next Perception check as 
though you had rolled a 20 on the check. 


Nadon Legacy 
You are a descendant of Momaw Nadon, an Ithorian scientist who was exiled 
during the height of Palpatine’s Empire, Your family is renowned for its sci- 
entific and medical skills, but the shadow of your ancestor's shame hangs 
Jong over your head. Only Ithorians may have this legacy. 

Prerequisite: Ithorian. 

Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point as a free action to automatically treat your next Treat Injury check as 
though you had rolled a 20 on the check. 


Nunb Legacy 
You are a descendant of Nien Nunb, Lando Calrissian's copilot at the Battle of 
Endor. Your family is well known for its piloting skills as well as its contribu- 
tions to freeing the galaxy from oppression, You may also be related to the 
famous Rogue Squadron pilot, Aril Nunb, 

Prerequisite: Sullustan. 


Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point as a free action to automatically treat your next Pilot check as though 
you had rolled a 20 on the check. 


Organa Legacy 
You are a descendant of Bail Organa, the Senator from Alderaan who helped 
found the Rebel Alliance. Your family is known for its stalwart dedication 
to peace and freedom, and for its history as one of the most famous noble 
houses in the galaxy, Since the House of Organa was destroyed along with 
the rest of Alderaan, you are likely one of the few people alive with the 
Organa name. 
Prerequisite: Human or near-Human, 
Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point as a free action to automatically treat your next Persuasion check as 
though you had rolled a 20 on the check, 


Qel-Droma Legacy 
You are a descendant of the famous Qel-Droma family of Jedi, with such 
distinguished ancestors as Ulic, Cay, and Duron Qel-Droma, Your family is 
known for its strength in the Force and its ability to put itself at the center 
of galaxy-shaking events. 

Prerequisite: Human or near-Human. 

Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point as a free action to double the results of Force Point rolls added to 
attacks or skill checks you make until the end of the encounter. 


Secura Legacy 
You are a descendant of the Twi'lek Jedi Aayla Secura, who fought on the side 
of the Republic throughout the Clone Wars. Your family is known for combat 
prowess, as well as its impulsive and mercurial clan members. 
Prerequisite: Twi'lek. 
Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point as a free action to increase your speed by +2 squares until the end of 
the encounter. 


‘Skywalker Legacy 
‘You are a descendant of Anakin and Luke Skywalker, two of the most famous 
beings in the galaxy. Your family is known for its strong connection to the 
Force, as well as its skill with spacecraft and other piloted vehicles. 
Prerequisite: Human or near-Human. 
Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point as a free action to automatically treat your next Use the Force check 
‘as though you had rolled a 20 on the check. 


Solo Legacy 
You are a descendant of Han Solo, the smuggler and general in the Rebel 
Alliance who helped free the galaxy from Imperial oppression. Your family is 
known for its recklessness and grit, as well as its connections to the fringe. 
Your family is also Corellian, bringing with it the same spirit of independence 
that all Corellians share. 

Prerequisite: Human or near-Human, 

Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point as a free action to automatically treat your next Mechanics check as 
though you had rolled a 20 on the check. 


Sunrider Legacy 

You are a descendant of Nomi Sunrider, a powerful Jedi from the days of the 
Old Republic who fought in the Great Sith War. Your ancestors’ accomplish 
ments are standard lessons in the Jedi Order. 

Prerequisite: Human or near-Human. 

Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point as a free action to grant all allies within your line of sight a number 
of bonus hit points equal to 15 + your Charisma bonus (minimum +1) until 
the end of the encounter. 


Tarpals Legacy 

You are a descendant of Captain Tarpals, the Gungan who fought alongside 
the Jedi to liberate Naboo from the Trade Federation. Your family is renowned 
for its dedication to the Gungan people, as well as its bravery and willingness 
to fight for freedom. 

Prerequisite: Gungan. 

Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point as a free action to automatically remove any mind-affecting effects 
currently affecting you and gain a +5 destiny bonus to your Will Defense 
against mind-affecting effects until the end of the encounter. 


Tetsu Legacy 
You are a descendant of Greedo, the notorious bounty hunter, and a member 
of the Tetsu clan. Your family is known for its aggressive pursuit of prey, as 
well as its arrogance and overbearing. 

Prerequisite: Rodian. 

Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point as a free action to automatically treat your next Survival check as 
though you had rolled a 20 on the check. 


Vao Legacy 
You are a descendant of Mission Vao, a Twi'tek who fought alongside the 


amnesiac Darth Revan during the days of the Jedi Civil War. Your family 
{and clan) is renowned for its pluck and survivability, as well as its loyalty 
and devotion to its allies. 


Prerequisite: Twi'lek. 

Legacy Destiny: If you have the Legacy destiny, you can spend a Destiny 
Point asa free action to regain all of your hit points, but you take a -2 penalty 
‘on attack rolls and skill checks for the rest of the encounter. 


OTHER DESTINIES 

In addition to the Legacy destiny, the six sample destinies presented in the 
‘Saga Edition core rulebook (pages 113-115) are also well-suited to the Legacy 
era, as demonstrated here. 


Corruption 

This destiny requires you to corrupt another person, an organization, or 
yourself. In the Legacy era, opportunities for corruption are more often on 
a personal scale than an organizational one. The new Sith might attempt 
to corrupt a surviving Jedi ing the dark side. An individual isolated 
by losses in the war between the Galactic Alliance and the Empire might be 
corrupted into joining a pirate or criminal organization, 


Destruction 

This destiny requires you to destroy a specific object or person. A member 
of the fragmented Galactic Alliance might target a specific Imperial ship or 
commander involved in a previous battle against them. The Yuuzhan Vong 
could target the Sith in retaliation for sabotaging their terraforming efforts. 
A Jedi or Imperial Knight might seek to destroy a specific Sith Lord. 


Discovery 

This destiny requires you to find a location, person, or item. If you are a Jedi, 
you might seek out other Jedi in hiding after the massacre at Ossus. Scouts 
working for the Galactic Alliance or the Sith might try to uncover Emperor 
Fel's military plans, especially after he takes contro! of Bastion. Galactic 
Alliance agents might seek out resources or reinforcements, 


Education 

You are to train an individual or members of an organization whose acts 
will ultimately impact many lives. A Jedi might train a new Padawan to help 
rebuild the shattered Jedi Order. A soldier might recruit elite personnel for 
the Galactic Alliance fleet. 


Redemption 

You seek to redeem yourself or another person. You might convince one of 
the new Sith to abandon their dark ways, or inspire an Imperial Knight to 
join the Jedi Order. You might convince an Imperial officer to defect to the 
Galactic Alliance. 


Rescue 

You must free a person from incarceration or save them from certain 
destruction. You might try to save the remaining Galactic Alliance fleet 
from destruction by the Empire. You might rescue a captured Jedi before 
he's turned over to the Sith. You might work to reverse the effects of the 
botched Yuuzhan Vong terraforming operation. 


New TALENTS FOR 
HEROIC CLASSES 


Each of the heroic classes from the Saga Edition core rulebook is presented 
here as it relates to the Legacy era. Each class features new talents, some 
added to existing talent trees and others forming entirely new trees. These tal~ 
ents can also be used in other eras, subject to the Gamemaster’s approval. 


wEDI ; 

Not since the Dark Times have the Jedi been so reduced in power, stature, 
and numbers. While the Jedi Order never regained the size or strength it 
had during the Old Republic, it became an influential force during the years 
of the New Republic and the Galactic Alliance, with the Skywalker line 
providing much-needed leadership. Ultimately, the Order could not foresee 
Or prevent the return of the Sith, and was not strong enough to withstand 
their onslaught. 

The war between the Empire and the Galactic Alliance decimates the 
Jedi. They are driven from their temple on Coruscant and lose many of their 
numbers in a massacre at the Jedi Academy on Ossus, Kol Skywalker is killed, 
and many presume that his son, Cade, is killed as well. A few disheartened 
Jedi and Padawans escape the carnage and scatter throughout the galaxy, 
forced into hiding by the Sith and their Empire. A few, especially those Jedi 
Sentinels who hold themselves responsible failing to detect and stop the Sith 
years before, now hunt the Sith personally. 

Throughout most of the galaxy, the Jedi find themselves hunted much like 
they were during the Dark Times. The Sith track them mercilessly, and their 
Empire has standing bounties on all Jedi, with enough credits to draw the 
attention of every major bounty hunter. Emperor Roan Fel and his supporters 
do not regard the Jedi as allies, nor do they actively seek their destruction. 
The Galactic Alliance might regard the Jedi as allies, were they to become 
more influential in the war, 

During this time, most of the Jedi are in hiding. Some train new appren- 
tices, but most have gone underground to avoid Sith assassins and the bounty 
hunters. A small number still move throughout the galaxy, seeking a rallying 
point or individual to unite them. Unfortunately, any gathering of Jedi tends 
to attract the attention of the Sith, who swiftly descend on them, 


Jedi characters are likely to be operating independently during this era. 
In the absence of a Jedi Master or Jedi High Council, they must rely on their 
‘own wisdom and strength to keep from falling to the dark side. There is no 
central support structure, financially or culturally. They may seek out other 
Jedi when the need arises, although locating them or convincing them to join 
a particular course of action is uncertain at best. Many Jedi feel as though 
the galaxy has forgotten them, or regards them as ineffective or dangerous 
to have around. Those in hiding remain active in their local areas, although 
the wise ones keep a low profile. 

Jedi players in the Legacy era have the opportunity to become an Impe- 
rial Knight. Talents and abilities specific to the Imperial Knights are found 
in Chapter 3: Prestige Classes. While Imperial Knights use the Force as well 
as some Jedi, the Sith regard them as inferior to the Jedi and themselves. 
Although the Imperial Knights use the similar tools as the Jedi, their philoso- 
phy is different: They place their duty to the Emperor and the Empire above 
their duties to the general populace. 

Jedi legacies often feature significant family ties or lineages, passed 
from one generation to the next as the Order has developed since the fall 
of Emperor Palpatine. Jedi characters might have ancestors who followed 
the dark path, the light path, or both. They might also have family among 
the Imperial Knights. 


New JED! TALENTS 
The following talents are intended for Jedi. 


New Jedi Consular Talents 

The following new talents expand the Jedi Consular talent tree (see page 39 
of the Saga Edition core rulebook). Any character who can choose talents 
from the Jedi Consular talent tree can choose these talents as well. 

Aggressive Negotiator: Whenever you damage an opponent with a light- 
saber attack, you can take 10 on any Persuasion checks you make before the 
‘end of your next turn, even if you would not normally be able to. 

Prerequisite: Adept Negotiator. 

Consular's Wisdom: Once per encounter as a swift action, you can choose 
‘one ally within your line of sight that can hear and understand you. Until the 
end of the encounter, that ally adds your Wisdom bonus to its Will Defense 
against mind-affecting effects. 

Prerequi Adept Negotiator. 

Entreat Aid: Once per turn as a swift action, you can spend a Force Point 
to let one adjacent ally use the aid another action (as a reaction) to assist 
you with a skill check. You must make the skill check before the end of your 
turn, or the benefit of the aid another action is lost. An ally that has already 
used the aid another action to assist you since the end of your last turn may 
not be targeted by this talent. 


New Jedi Guardian Talent 
The following new talent expands the Jedi Guardian talent tree (see page 40 
of the Saga Edition core rulebook). Any character who can choose talents 
from the Jedi Guardian talent tree can choose this talent as well. 
Defensive Acuity: When you take the fight defensively action, you deal 
+1 die of damage with lightsaber attacks and gain a +2 circumstance bonus 
‘on Use the Force checks made to negate an attack with the Block or Deflect 
talents. These benefits last until the end of your next turn. 


New Jedi Sentinel Talent 
The following new talent expands the Jedi Sentinel talent tree (see page 40 
of the Saga Edition core rulebook). Any character who can choose talents 
from the Jedi Sentinel talent tree can choose this talent as well. 

Dark Side Bane: When you use a damage-dealing Force power against 
a creature with a Dark Side Score of 1 or higher, you deal extra damage on 
a hit equal to your Charisma bonus (minimum +1). 

Prerequisite: Dark Side Sense. 


New Lightsaber Combat Talents 

The following new talents expand the Lightsaber Combat talent tree (see page 
4) of the Saga Edition core rulebook), Any character who can choose talents 
from the Lightsaber Combat talent tree can choose these talents as well. 

Cortosis Gauntlet Block: You have received additional training in the use 
of cortosis gauntlets (see page 183). You can use the Block talent, even when 
not armed with a lightsaber, provided you are wearing a cortosis gauntlet. If 
you successfully block an attack with a lightsaber while wearing a cortosis 
gauntlet, the attacking lightsaber is deactivated. 

Prerequisites: Armor Proficiency (light, medium). 

Precision: As a standard action, you can make a melee attack with a 
lightsaber against an adjacent opponent. If the attack hits, it deals normal 
damage and also reduces the target's speed to 2 squares until the end of 
your next turn, 


NoBLE 
For nobles, the Legacy era is a time of change. Some nobles serving as 
administrators in the Galactic Alliance soon find themselves unemployed 
after their Imperial masters eliminate redundant or unwanted positions and 
services, and noble families that were heavily allied with the Galactic Alli- 
ance suddenly find their political power much reduced and their economic 
fortunes reversed. Some of the nobles who retain their positions and status 
discover that the expectations of the new system under the Empire run 
counter to their own moral views. 

As in prior times of great change, many displaced nobles find themselves 
pushed into the fringes of society. Some discover their talents are of use 
on backwater planets governed by lesser political powers or powerful crime 


lords, while others become crime lords themselves. A few nobles with higher 
moral values can be found in the Imperial Mission, guiding its “Victory With- 
‘out War’ campaign. Unfortunately, even this high-minded effort is corrupted 
by the Sith in the years after their takeover, and put to evil purposes, 

With much of the galaxy still at war with itself, nobles specializing in 
leadership and military command find their services in high demand, Com- 
petent leaders are especially valued in the dwindling Galactic Alliance forces. 
Likewise, Emperor Fel's supporters seek loyal leaders, even if they are not the 
most highly skilled in the galaxy. 

Noble characters can draw on a variety of legacy ideas. They might belong 
to well known noble house, They might carry on the family’s support of a 
specific megacorporation. Less scrupulous individuals might be members of 
an ancient crime family. Military or law enforcement heroes might serve the 
‘same unit or locale as their parents or siblings. Dedication to these lega- 
cies often brings nobles a degree of respect or power right from the start 
of their careers. 


New NosBLe TALENTS 
The following talents are intended for nobles. 


PROVOCATEUR TALENT TREE 

Asa provocateur, you specialize in turning your enemies against one another, 
giving your allies the advantage. This is accomplished through a combina- 
tion of gaining an enemy's confidence, making careful use of deception, and 
coordinating your allies’ attacks, The talents in this tree may be taken by the 
Chartatan prestige class (Scum and Villainy, page 30). 

Cast Suspicion: As a swift action, you can select one enemy within your 
line of sight. That enemy loses all morale and insight bonuses on attack rolls 
and cannot be aided (using the aid another action) by its allies until the end 
of your next turn, 

Distress to Discord: You encourage your allies to sow discord among your 
‘enemies by fighting with renewed vigor. Whenever an ally within your line of 
sight takes its second wind, all enemies within 2 squares of that ally lose their 
Dexterity bonuses to Reflex Defense until the end of your next turn. 

Friend or Foe: Whenever an ally within your line of sight is missed by a 
ranged attack, you can (as a reaction, once per turn) designate one enemy 
adjacent to that ally. Compare the attack roll of the missed attack to the 
Reflex Defense of that enemy; if the attack would hit, the attack targets 
that enemy and is resolved as normal, 

Prerequisite: Cast Suspicion. 

Seize the Moment: Once per turn as a reaction, when an enemy is 
reduced to 0 hit points or is moved down the condition track by any means, 
you allow one ally within your line of sight to take its second wind immedi- 
ately (as a free action). Furthermore, when your ally takes its second wind, 
it regains a number of additional hit points equal to your class level. 

Prerequisite: Distress to Discord. 
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Double agents are as likely to be found in the criminal underworld as in 
political or military structures. Crime lords are certainly not above paying 
off the underlings of their rivals to gain a significant advantage. 

Members of the scout class are often bounty hunters in the early stages 
of their careers, Rather than scouting terrain or regions of space, they focus 
‘on tracking down people and their associated organizations and allies. With 
the extensive number of bounties available in the galaxy, this is an expanding 
career in the fringes of society. Standing bounties on Jedi, Imperial Knights, 
Emperor Fel's forces, members of the Galactic Alliance, and troublesome 
crime lords attract a lot of attention and promise a lot of credits. 

‘Scout legacies are often tied to a specific planet or region of space, where 
scouts of a specific family or organization know the locale intimately. Like 
soldiers, some may be dedicated to certain military units. Less common 
are deep space scouting units or organizations, dedicated to probing the 
Unknown Regions or Deep Core for new worlds and hyperspace routes. The 
work is dangerous and requires operating far from. known space, but the 
monetary and personal rewards can ultimately be substantial. 


New Scout TALENTS 
The following talents are intended for scouts. 


VERSATILITY TALENT TREE 
You are known for your ability to adapt to any situation, heedless of 
adversity. 

Adapt and Survive: When an enemy within 24 squares of you and in your 
line of sight receives a morale or insight bonus of any kind, you also gain the 
benefits of that bonus until the end of your next turn. 

Defensive Protection: You can spend a Force Point as a reaction and 
add the results of the Force Point roll to any one of your defenses, or to one 
of the defenses of an adjacent ally. This bonus lasts until the beginning of 
your next turn. 

Quick on Your Feet: Once per encounter, you may move up to your 
speed as reaction. 

Ready and Willing: When you ready an action, you can choose at any 
time before the start of your next turn to take your readied action at the 
end of the current turn, after the acting creature, droid, or vehicle completes 


ncing Adaptation: When you use the Adapt and Survive talent, 
you also deny the bonus that triggered the talent to one enemy within your 
line of sight. 

Prerequisite: Adapt and Survive. 


SOLDIER 

The Legacy era is a time of war and conflict. Soldiers are in high demand. 
Both Darth Krayt’s Empire and Roan Fel's Empire use them in their continuing 
struggle for galactic dominance. The Galactic Alliance is in desperate need 
of soldiers as well, just to keep it in the fight. Even the underworld requires. 
competent fighters for use as muscle and security, 

These days, the average soldier finds his loyalties tested like never before. 
Soldiers who once fought for the Galactic Alliance might find themselves 
indoctrinated into the Imperial war machine after the surrender of Galactic 
Alliance forces at the Battle of Camas. To make matters worse, they soon 
discover that the new Imperial forces are, in fact, led by evil and cruel Sith 
commanders. Seemingly loyal Imperial commanders might suddenly defect 
to Emperor Fel's forces. Soldiers who once served the Empire might abandon 
their tyrannical masters and seek out Admiral Stazi’s Core Fleet, determined 
to fight for freedom and democracy. 

Thanks to the evolving governmental changes and shifting alliances, 
much of the galaxy has become tough, violent, and dangerous. Corporations, 
though less powerful than in previous eras, require security for their facilities. 
Nobles and powerful governmental officials employ personal bodyguards, 
support private militias, and set up extensive security services to protect their 
investments and themselves. Mercenary groups are on the rise, often made 
up of Galactic Alliance or Imperial deserters. They now sell their services to 
the highest bidder. Criminal syndicates and pirate gangs lay claim to disputed 
space and forsaken worlds, relying on soldiers to keep what they have stolen 
and drive away the competition. All of these organizations are looking for 
soldiers to fill their ranks. 

Soldier legacies are commonly tied to specific fighting units, with genera- 
tions of soldiers serving in the units of their parents. The legacy of the unit 
may become the legacy of the soldier. These units could be rank-and-file 
infantry units, special operations task forces, or famed starfighter squadrons. 
Some soldiers might serve as bodyguards or in the security forces of the same 
noble family for generations. 


New SOLDIER TALENTS 
The following talents are intended for soldiers, 


BRUTE SQUAD TALENT TREE 
Your brutal fighting techniques give you an upper hand when operating in 
small groups. 

Gang Leader: Once per encounter, when you make a Persuasion check to 
intimidate, you gain a +1 bonus on the check for every ally within 6 squares 
of you and in the target's line of sight (maximum +5 bonus). 


Melee Assault: When you make a melee attack against a target that 
has one or more of your allies adjacent to it, compare the result to the 
target's Fortitude Defense as well as its Reflex Defense. If the attack 
hits both defenses, the attack deals +1 die of damage and the target is 
knocked prone. 

‘Melee Brute: When you make a melee attack against a target that has 
cone or more of your allies adjacent to it, compare the result to the target's 
Fortitude Defense as well as its Reflex Defense. If the attack hits both 
defenses, the target's speed is reduced by 2 squares and it takes a -2 penalty 
to its Reflex Defense until the end of your next turn. 

Melee Opportunist: Once per encounter, when an ally makes a successful 
melee attack against a target adjacent to you, you can make a melee attack 
against that target as a reaction, with a +2 bonus on the attack roll. 

Squad Brutality: When you succeed on a melee attack against a target 
that has one or more of your allies adjacent to it, you may reroll your damage 
roll, taking the better result. : 

‘Squad Superiority: Whenever you and at least two allies are adjacent to 
the same target, that target is considered flat-footed against you. 


New Brawler Talents 
The following new talent expands the Brawler talent tree (see page 52 of the 
‘Saga Edition core rulebook). Any character who can normally choose talents 
from the Brawler talent tree can choose this talent as well. 

Grabber: You do not take a -5 penalty when using the grab action (see 
page 152 of the Saga Edition core rulebook). 

Hammerblow: if you are unarmed and holding no items, you double your 
Strength bonus on unarmed attack rolls. 

‘Strong Grab: When you successfully grab an opponent, they must use a 
full-round action instead of a standard action to break the grab. 


New Weapon Specialist Talent 

The following new talent expands the Weapon Specialist talent tree (see 
page 53 of the Saga Edition core rulebook). Any character who can nor- 
mally choose talents from the Weapon Specialist talent tree can choose 
this talent as well. 

Improved Suppression Fire: When you successfully suppress an enemy 
using the aid another action (see page 151 of the Saga Edition core rulebook), 
that enemy takes a -5 penalty on its attack rolls until the start of your next 
turn, When targeting an area with an autofire weapon, each enemy in the 
attack area takes a -2 penalty on its attack rolls until the start of your next 
turn, regardless of whether your attack hits. 


SKILLS 

Skills in the Star Wars Roleplaying Game have a broad range of applica- 
tions. Below are new uses for some of the skills in the game. However, a 
skill could apply in situations even when specific rules are not provided in 
the skill description. It is up to the Gamemaster to determine when a skill is 
applicable, or if an ability check is more suitable. 


MECHANICS 

With the introduction of Yuuzhan Vong biotechnology into the mainstream 
knowledge base, and thanks to the Yuuzhan Vong war and subsequent ter- 
raforming attempts, many have learned how to operate and maintain basic 
biotechnology. Advanced manipulation requires certain feats or talents found 
elsewhere in this book. 

Biotech Adaptation (trained only, requires tool kit): You can use the 
Mechanics skill to create mechanical connections to a particular biotech 
device, When you use this application of the Mechanics skill, you can perform 
‘one of the following actions: 

Graft Technology:You can take sensors, communications equipment, and 
tiny computers onto a biotech device. You must spend 1 hour and make a 
DC 25 Mechanics check to do so. Once you have, you may treat the biotech 
device as a normal (non-biotech) device of the same type for the purposes 
of the Mechanics and the Use Computer skill. For example, if you have a 
villip (effectively a comlink with the biotech template), you may use this 
skill to graft technology onto the villip. From that point on, you can apply 
any use of the Mechanics skill or the Use Computer skill on that device as 
if it was a normal comlink. You may not use the Tech Specialist feat on a 
biotech device, even if it has been grafted with technology (you must use 
the Biotech Specialist feat instead). 

Mechanical Enhancements: You can mechanically enhance a biotech 
device or vehicle, effectively connecting another device to that piece of 
biotech. You must spend 1 hour and make a DC 30 Mechanics check to do 
so. Once you have, you effectively treat the biotech device as though it also 
has the traits of the device you have enhanced it with. You can only use this 
application of the skill on biotech devices upon which you have also used the 
graft technology application of this skill (see above). You can only enhance a 
biotech device with another device of its size or smaller. A biotech device can 
only have one such mechanical enhancement, and only devices (not weapons 
‘or armor) can be attached to a biotech device in this manner. 

For example, if you possess a razor bug (a Tiny object), you could attach 
an audio recorder to the razor bug using this application of the skill; at a 
later point, you could activate the recording unit and hurl the razor bug into 
@ wall to clandestinely record conversations in the area. 

Refit Antiquated Vehicle or Weapon (trained only, requires tool kit): 
You can use the Mechanics skill to refit an antiquated vehicle or weapon, 
using modern technology to replace outdated components. You must spend 


20% of the base value of the vehicle or weapon (before the application of 
the antiquated template) on raw materials for the upgrade. The refitting 
process takes a number of days (each day requiring 8 hours of continuous 
work) determined by the object's size: Medium or smaller, 1 day; Large, 2 days; 
Huge, 5 days; Gargantuan, 10 days; Colossal, 20 days; Colossal (frigate), 60 
days; Colossal (cruiser), 180 days; Colossal (station), 360 days. If multiple 
characters trained in the Mechanics skill work on the refit simultaneously, 
divide the amount of time taken by the number of characters working on 
the refit (a maximum of 20 characters can reduce the refit time, minimum 
of 1 day). Once the work is complete, apply the refitted template to the base 
vehicle or weapon instead of the antiquated template. 

Improvised Connection (requires tool kit): You may attempt to connect 
electronic devices or computers without proper cables, using improvised 
materials. The endeavor takes 1 hour and requires a DC 20 Mechanics check 
to succeed. 


TREAT INJURY 

Manipulating Yuuzhan Vong biotechnology and bioengineered creatures 
often requires abilities and knowledge gained through the Treat Injury skill. 
Being trained in the skill also enables you to take some biotech-related 
feats and talents. 

Biotech Repair (Trained Only; requires biotech tool kit): You can 
perform any of the following functions of the Treat Injury skill on a bioen- 
gineered creature or “living” biotech object: first aid, heal damage, revivify, 
treat disease, treat poison, and treat radiation. You take a ~5 penalty on Treat 
Injury checks made to repair biotech unless you have the Biotech Specialist 
feat (see page 34). 

Temporary Mending (Trained Only): You can make temporary repairs 
to any damaged or disabled biotech object or vehicle, Temporary mending 
requires a full-round action followed by a successful DC 20 Treat Injury check. 
You take a -5 penalty on the check unless you have the Biotech Specialist feat 
(see page 34). If you use a biotech tool kit, you gain a +5 equipment bonus on 
the check. A temporarily mended device gains +2 steps on the condition track 
and heals 148 hit points. At the end of the scene or encounter, the temporarily 
mended device moves ~5 steps along the track and is disabled. 


Use COMPUTER 
This skill may be used to access and repair small electronic devices, including 
code cylinders and access cards. 

Access and Reprogram Electronic Device: To access information con- 
tained with an electronic device, you must first connect it to an indifferent, 
friendly, or helpful computer (a full-round action) via a wireless or wired 
system. Connecting wirelessly requires you to establish a connection as you 
would with a network (see page 75 of the Saga Edition core rulebook). A 
wired connection may be as simple as obtaining the correct cable or making 
an improvised connection (see the Mechanics skill, above). The same atti- 
tudes and DCs used to Access Information from a computer are also used 
for devices, although most self-contained devices will not set off alarms or 
attempt to isolate your location, 

Copy or Reprogram Code Cylinder or Access Card: You can make a 
Use Computer check to reprogram a code cylinder or access card to accept 
new codes, or copy the existing codes to another cylinder or card. The DC 
for these actions depends on the level of security (see below). The device 
must be physically connected to an indifferent, friendly, or helpful computer 
before it can be copied or reprogrammed. Copying or reprogramming a code 
cylinder or access card takes 10 minutes. 


Administrative (civilian) 20 
Encrypted military 30 
Encrypted Imperial military 35 


FEAT NAME 


PREREQUISITES 


‘Attack Combo (Fire and Strike) Attack Combo: Melee, 


Attack Combo (Melee) 


‘Attack Combo (Ranged) 


Autofire Assault 


‘Attack Combo: Ranged, 


Base attack bonus +3 


Base attack bonus +3 


Weapon Focus (chosen weapon) 


Autofire Sweep Weapon Focus (chosen weapon) 
Biotech Specialist Trained in Mechanics skill 
Biotech Surgery Trained in Treat Injury skill : 
Brink of Death - 
Feat of Strength Str 1s 
Fatal Hit Str 13, Dex 13 
Galactic Alliance - 

Military Training 
Grapple Resistance = 
Knock Heads Dex 13, Str 13, Multi-Grab 
Multi-Grab Dex 13 
Rancor Crush Str 15, Crush, Pin, base attack 

bonus +1 

Return Fire Dex 15, Quick Draw, Weapon 
Returning Bug Proficient with weapon used 
Vehicle Systems Expertise — Tech Specialist, trained in Mechanics 
Zero Range Point Blank Shot 


BENEFIT 

Deal +1 die of damage on melee, unarmed, or ranged attacks until the end of 

your next turn after hitting an enemy with two consecutive melee, 
unarmed, base attack bonus +9 or ranged attacks. 

Deal +1 die of damage on melee or unarmed attacks until the end of 
your next turn after hitting an enemy with two consecutive melee or 
unarmed attacks, 

Deal +1 die of damage on ranged attacks until the end of your next turn 

after hitting an enemy with two consecutive ranged attacks. 

Decrease penalty on autofire attack and inflict extra damage when 
Sustaining fire in the same squares in consecutive rounds. 

‘Sweep a wide area while using autofire mode. 

Make custom modifications to Yuuzhan Vong biotech. 

Install a biotech prosthesis onto a living being. 

Attacks that would kill your enemy reduces them to 0 hit points instead. 
Take 10 or 20 on one Strength check or related skill check per encounter. 

You automatically kill an enemy that you reduce to 0 hit points, and you 
can perform a coup de grace as a standard action. 

You do not move down the condition track the first time an attack exceeds 

your damage threshold, and you gain access to the Brawler talent tree. 
Gain a +5 bonus to resist grab and grapple attacks. 

You may knock two opponents’ heads together after a successful multi-grab. 

You may grab two opponents as a standard action. 

Move an enemy ~1 step down the condition track when using the Crush feat. 


You may make a single ranged attack as a reaction to a ranged attack 
against Focus (chosen ranged weapon) you that misses. 

Thrown razor bugs and thug bugs return to your hand immediately. 

Recharge shields or reroute power on a vehicle faster than normal. 

Gain a +1 bonus on your attack roll and deal +1 die of damage when making 

a ranged attack against an adjacent target or a target in your 

fighting space. 


Use THE FORCE 
The Yuuzhan Vong are disconnected from the Force, as is their biotechnol- 
ogy. They are immune to any Force effect that targets their Will Defense, 
including Force powers. This also includes aspects of the Use the Force skill, 
as noted below, 

Move Light Object (Trained Only): You may not use the Move Light 
Object application of this skill against Yuuzhan Vong biotechnology or bio- 
logical devices, as they are living objects detached from the Force, However, 


you can use Move Light Object against biotechnology that has been modified 
with standard technology. 

Sense Force (Trained Only): As a standard action, you can attempt to 
use the Sense Force application of this skill to detect the hole in the Force 
created by one or more Yuuzhan Vong. You must make a DC 20 Use the Force 
check; if the check succeeds, you can sense how many Yuuzhan Vong are 
within 1 kilometer of your location, 


Sense Surroundings (trained only): You can attempt to use the Sense 
‘Surroundings application of this skill to detect Yuuzhan Vong targets, but 
you must be trained in the skill, and you must succeed in a DC 30 Use the 
Force check. The effects are otherwise the same as described on page 77 of 
the Saga Edition core rulebook. 

Telepathy: This aspect of the skill does not work on the Yuuzhan Vong, 
even if they are willing recipients. 


FEATS 

The new feats presented here are available in any era. Some feats are 
especially appropriate for Legacy era campaigns and should contribute to 
character concepts commonly found in this time, 


ATTACK COMBO 
(FIRE AND STRIKE) 
You can make deadly ranged and melee attacks in rapid succession. 

Prerequisites: Attack Combo (Melee), Attack Combo (Ranged), base 
attack bonus +9. 

Benefit: If you hit a single target with two consecutive ranged, melee, 
and/or unarmed attacks during the same turn, any additional ranged, melee, 
or unarmed attacks you make until the end of your next turn (including 
attacks of opportunity and attacks made as reactions) deal +1 die of damage 
on a hit. This extra damage stacks with extra damage granted by other feats 
or talents. 


ATTACK COMBO (MELEE) 
After landing successive blows against a single target, your melee and 
unarmed attacks become more devastating. 

Prerequisite: Base attack bonus +3. 

Benefit: If you hit a single target with two consecutive melee and/or 
unarmed attacks during the same turn, any additional melee or unarmed 
attacks you make until the end of your next turn (including attacks of oppor- 
tunity and attacks made as reactions) deal +1 die of damage on a hit. This 
extra damage stacks with extra damage granted by other feats or talents, 


ATTACK COMBO (RANGED) 
Your damage-dealing ability improves after hitting a single target with suc~ 
cessive ranged attacks, 

Prerequisite: Base attack bonus +3. 

Benefit: If you hit a single target with two consecutive ranged attacks 
during the same turn, any additional ranged attacks you make until the end 
of your next turn (including attacks of opportunity and attacks made as 
reactions) deal +1 die of damage on a hit. This extra damage stacks with 
extra damage granted by other feats or talents. 


AUTOFIRE ASSAULT 
Your autofire attacks are devastating when focused in a single area for 
multiple rounds. 

Prerequisite: Weapon Focus (chosen weapon). 

Benefit: When you target the same area with an autofire attack that you 
made an autofire attack against on your last turn, the penalty on the autofire 
attack is reduced to -2 (-1 if using @ braced autofire-only weapon or the 
Controlled Burst talent) and you deal +1 die of damage on a hit. 

Normal: A -5 penalty applies to autofire attack rolls, and there are no 
bonuses for consecutive rounds of fire in the same squares, 

Special: This feat cannot be used with the Autofire Sweep feat or the 
Burst Fire feat. 


AUTOFIRE SweEeP 
You can sweep an area with your autofire weapon, spraying fire in a 180- 
degree arc in front of you, 

Prerequisite: Weapon Focus (chosen weapon). 

Benefit: When making an autofire attack, you can attack all targets ina 
6-square cone. The origin square of the cone can be any square in your line 
of sight and within point-blank range. 

Normal: A -5 penalty applies to autofire attack rolls. Autofire attacks 
that miss deal half damage. 

Special: This feat cannot be used with the Autofire Assault feat or 
the Burst Fire feat. It can be used with the Suppression Fire talent (see 
page 31). 


BIOTECH SPECIALIST 
You can make custom modifications to Yuuzhan Vong biotech-based armor, 
weapons, vehicles, and similar devices. 

Prerequisite: Trained in the Mechanics skill. 

Benefit: You can modify a Yuuzhan Vong biotech-based device, suit of 
armor, weapon, or vehicle so that it gains a specific trait. Sy traits are 
listed in the chart on page 35. You can perform only one modification at a 
time. Unless noted otherwise, you cannot grant more than one benefit to a 
single device, suit of armor, weapon, or vehicle, and you cannot ‘apply the 
‘same benefit more than once. 

Before beginning the modification, you must pay one-tenth the cost of 
the device, suit of armor, weapon, or vehicle you wish to modify or 1,000 
credits, whichever is more. Completing the modification requires one day 
per 1,000 credits of the modification cost. At the end of this time, make a 
DC 20 Mechanics check; you can't take 10 or take 20 on this check, If the 
check succeeds, the modification is completed successfully, and the object 
gains the desired trait. If the check fails, you lose all credits spent making 
the modification, and the object doesn't gain the desired trait. However, you 
may start over if you wish. 


- 


Due to the specialized nature of biotechnology, only other characters with 
the Biotech Specialist feat can assist you, reducing proportionately the time 
needed to complete the modification. At the end of the modification process, 
they can make @ Mechanics check to aid your check. 

The market value of a modified item is equal to the base cost of the item 
+ double the cost of the modifications made to it (not including credits 
wasted on failed modification attempts). 

i jobles and scoundrels may add this feat to their class list of 
bonus feats. This feat allows you to make Treat Injury checks on biotechnol- 
ogy without the -5 penalty. 


BIOTECH SURGERY 
You can perform the surgical procedures necessary to graft biotech compo- 
nents onto living flesh, similar to those used by the Yuuzhan Vong. 

Prerequisite: Trained in the Treat Injury skill. 

Benefit: You can install a biotech prosthesis onto a living being. The surgi- 
cal procedure takes 1 hour of uninterrupted work, after which you must make 
a DC 20 Treat Injury check. If the check succeeds, the prosthesis is installed 
correctly. If the check fails, the prosthesis is not installed properly; however, 
you can try again after another uninterrupted hour of surgery. 

Special: You can install a biotech prosthesis on yourself, but you take a 
5 penalty on the Treat Injury skill check. If you have the Surgical Expertise 
feat (see page 88 of the Saga Edition core rulebook), you can install a biotech 
prosthesis in 10 minutes instead of 1 hour. 


BRINK OF DEATH 
You can take an enemy to the brink of death without killing him. 

Benefit: When you deal sufficient damage on an attack to kill a target, 
you may instead choose to reduce the target to 0 hit points, leaving it 
unconscious but alive. Normal rules for being at 0 hit points apply (see page 
146 of the Saga Edition core rulebook). 


FEAT OF STRENGTH 
You draw on inner reserves of physical power to perform great feats of 
Strength, such as lifting heavy objects, leaping great distances, or hauling 
yourself up a cliff while weighted down by a heavy load. 

Prerequisite: Strength 15. 

Benefit: Once per encounter as a full-round action, you can take 20 on 
@ single Strength check or Strength-based skill check (you must be trained 
in the skill), even if you are distracted or threatened. 

Normal: You may not take 20 when distracted or threatened, or in a 
single round. 

Special: After using this feat for the first time in a given encounter, make 
a DC 15 Endurance check (as a free action), If the check succeeds, you can 
Use this feat once more during the same encounter. 


Agile Armor The armor's maximum Dexterity bonus 
increases by 1. 

Fortifying Armor The armor’s equipment bonus to Fortitude 
Defense increases by 1. 

Protective Armor The armor’s armor bonus to Reflex Defense 
increases by 1. 

‘BIOTECH DEVICE TRAIT” «BENET 

Add Device to Creature Alter a bioengineered creature to accept a 
biotech or standard technological enhancement 
‘such as a miniaturized sensor pack. 

Enhanced Strength Increase the device's Strength score by 2. 

Improved Durability The device's damage reduction increases by 1, 
‘and it gains extra hit points equal to one- quarter 
of its maximum hit points. 

Mastercraft Device Skill checks made using the device gain a +1 


equipment bonus, or the device's existing 
equipment bonus increases by 1. 


Increase the effects of a dovin basal to grant 
‘one of the following benefits to a starship: 
+1 additional square of movement at 
starship scale, +2 SR, or +1 die of damage 
when using a dovin basal. 

Increase the vehicle's Dexterity score by 2. 
Increases the vehicle speed by one-quarter of 
its base speed (minimum 1 square) 


Enhanced Dexterity 


‘The weapon gains 2 +1 equipment bonus on 
attack rolls. 

The weapon deals +2 points of damage ona 
successful hit. If the weapon has a damage 
multiplier (for example, 6d10x2), apply the 
extra damage before applying the multiplier. 
An autofire-only ranged weapon can be set to 
fire single shots, or a single-shot ranged weapon 
that doesn’t have a burst radius can be made to 
have an autofire mode. 


Improved Damage 
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FATAL HIT 
Enemies you take down don't get up again. 

Prerequisites: Strength 13, Dexterity 13. 

Benefit: When your attack drops a target to 0 hit points, you may choose 
to automatically kill that enemy even if the damage dealt does not exceed 
the target's damage threshold, In addition, you can perform the coup de 
grace action as a standard action. 

Normal: A creature that drops to 0 hit points becomes unconscious if 
the damage dealt does not exceed its damage threshold, Performing a coup 
de grace is a full-round action 


GALACTIC ALLIANCE MILITARY 
TRAINING 
Service in the Galactic Alliance has honed your toughness. 

Benefit: You do not move down the condition track the first time an 
attack exceeds your damage threshold in an encounter. 


GRAPPLE RESISTANCE 
You make it difficult for enemies to grab or grapple you, or attack objects 
in your possession. 

Benefit: You gain a +5 bonus to your Reflex Defense when an enemy 
makes a grab or grapple attack against you, and you gain a +5 bonus to all 
opposed grapple checks. All objects that you are holding or carrying gain a 
+5 bonus to their Reflex Defense when attacked (see “Attack an Object” on 
page 151 of the Saga Edition core rulebook) 


KNOCK HEADS 
You knock two opponents’ heads together in unarmed combat 

Prerequisites: Dexterity 13, Strength 13, Multi-Grab. 

Benefit: After successfully using the Multi-Grab feat against two targets 
that are both adjacent to you and each other, you can immediately knock 
their heads together, dealing automatic bludgeoning damage to each creature 
equal to 1d6 plus your Strength modifier, When comparing the damage to 
each creature's damage threshold, treat their damage thresholds as if they 
were 5 points lower, Both creatures are still considered grabbed at the end 
of using this feat. 


MULTI-GRAB 
You may grab two opponents at once. 

Prerequisite: Dexterity 13. 

Benefit: As a standard action, you can make a grab attack against two 
targets adjacent to you (roll a separate attack against each target). You must 
have two empty hands to use this feat 


RANCOR CRUSH 
Your crushing hold on an enemy can knock it unconscious 

Prerequisites: Strength 15, Crush, Pin, base attack bonus +1 

Benefit: When you successfully pin an enemy with the Pin feat (see 
page 87 of the Saga Edition core rulebook) and use the Crush feat at the 
same time, the enemy moves -1 step down the condition track in addition 
to taking damage. 

Normal: The Crush feat deals damage to a grappled enemy but does not 
move the enemy along the condition track 


RETURN FIRE 
When someone takes a shot at you and misses, you retaliate with a shot 


of your own. 
Prerequisites: Dexterity 15, Quick Draw, Weapon Focus (chosen exotic 


ranged weapon or weapon group). 

Benefit: Select one exotic weapon or weapon group. Once per encounter 
as a reaction, you can make a single ranged attack with the chosen weapon 
or group against an enemy that misses you with a ranged attack, provided 
you have line of sight to that enemy. 

Special: If you have the Combat Reflexes feat, you may use this feat @ 
number of times during an encounter equal to your Dexterity bonus, but no 
more than once during a given enemy's turn. 

This feat does not apply to vehicle weapons or heavy weapons, You must 
have your weapon in hand to use this feat. 

You can gain this feat multiple times. Each time you take the feat, it 
applies to a different weapon group or exotic weapon, 


RETURNING BuG 
You have mastered the art of using Yuuzhan Vong thrown weapons and can 
cause them to return to your hand. 

Prerequisite: Proficient with weapon used. 

Benefit: When you miss with a razor bug or a thud bug (see page 64), 
the weapon returns to your hand immediately. 


VEHICLE SYSTEMS EXPERTISE 
You may use your technical expertise to manipulate a vehicle's systems more 
quickly than usual, 

Prerequisites: Tech Specialist, trained in the Mechanics skill. 

Benefit: You may use the Recharge Shields or Reroute Power vehicle 
combat actions by spending two swift actions. Also, once per encounter, 
you may attempt to use either of these actions as a single swift action by 
making a DC 30 Mechanics check. 

Normal: Recharging shields or rerouting power normally requires you to 
‘spend three swift actions. 


ZERO RANGE 
You are lethal when using ranged weapons against adjacent targets. 

Prerequisite: Point Blank Shot. 

Benefit: When firing a ranged weapon at a target within or adjacent to 
your fighting space, you gain a +1 bonus on the attack roll and deal +1 die 
of damage on a hit. 

The effects of this feat do not stack with the extra damage provided by 
the Burst Fire or Rapid Shot feats. This feat does not apply to heavy weapons 
or vehicle weapons, or in starship combat. 


“WE CAN ONLY PUSH THE ENGINES 
SO HARDI" 


-DELIAH BLUE 


CHAPTER Ill 
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Prestige classes enable characters to specialize, gaining new talents and 
abilities unattainable through other classes. These classes allow players to 
develop their characters around specific concepts, roles, or character types. 
‘As always, prestige classes are optional, and the Gamemaster has the final 
say on which ones, if any, are allowed in the campaign. The prestige classes 
presented here enhance Legacy era campaigns, but they can be used in any 
era of play. 

All the new prestige classes described in this chapter are suitable for 
player or Gamemaster use. To qualify for a particular prestige class, a char- 
acter must meet all the class's prerequisites. The players and Gamemaster 
should work together to generate adventures and story lines that allow a 
player to take these classes. 


New TALENTS FOR EXISTING 
PRESTIGE CLASSES 
is chapter features two new prestige classes suitable for Legacy era 

fampaigns and also includes several new talent trees for existing prestige 

lasses. As with the new talent trees for core classes in the previous chap- 
‘ter, any character taking a level in the designated prestige class that would 
normally grant the talent can take one of these talents. Even though a 
prestige class description might not mention these talent trees specifically, 
they are considered to be a part of the list of suitable talent trees for that 
prestige class. 

For example, the description of the elite trooper prestige class that 
appears in the Saga Edition core rulebook states that an elite trooper 
character can choose talents from the Weapon Master talent tree, the Com- 
mando talent tree, or the Camouflage talent tree. This chapter presents the 
Protection talent tree for the elite trooper, which is considered to be on the 
list of talent trees for the elite trooper just like the other three. 

Any talent that relies on a character's class level considers the levels of 
all classes that have access to that talent cumulative. However, none of the 
new talent trees granted to core classes by this book are added to the list 
of approved talent trees for that prestige class unless specifically noted in 
that talent tree's description. For example, even though the elite trooper 
has access to the Commando talent tree of the soldier class, he does not 
gain access to the Brute Squad talent tree from the previous chapter even 
though it is considered a soldier talent tree. New talents for existing talent 
trees are treated no differently from any other talent in that tree. 
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*rerequisite: 


Bodyguard’s Sacrifice: As a reaction, you can interfere with any success- 
ful attack against an adjacent ally. You can choose to take any or all of that 
attack’s damage, and the remainder is dealt to the target as normal. Once you 
use this talent, you may not use it again until the end of your next turn, 

Guard's Endurance: Whenever you begin your turn adjacent to the target 
of your Ward talent (see below), you gain bonus hit points equal to your char- 
acter level until the start of your next turn. Damage is subtracted from the 
bonus hit points first, and any bonus hit points remaining at the end of the 
encounter go away. Bonus hit points from different sources do not stack. 

Prerequisite: Ward. 

Lifesaver: Once per encounter as a reaction, when an ally takes damage 
that equals or exceeds its damage threshold or reduces it to 0 hit points, you 
can move up to your speed provided you end your movement adjacent to that 
ally. This movement provokes attacks of opportunity as normal, you take all of 
the damage that triggered this talent’s use, and your ally takes no damage. 

Prerequisite: Bodyquard’s Sacrifice. : 

Out of Harm's Way: As a move action, you allow one ally within 6 squares 
of you to move up to its speed, provided the ally ends its movement adjacent 
to you. This movement does not provoke attacks of opportunity. 

Roll With It: Whenever you take damage on behalf of an ally through the 
use of a talent (including Harm's Way), you gain damage reduction equal to 
your class level until the end of your next turn. 

Prerequisite: Bodyquard's Sacrifice, Take the Hit. 

Take the Hit: Whenever you take damage on behalf of an ally through 
the use of a talent (including Harm's Way), your damage threshold is 
increased by 5. 

Prerequisite: Bodyquard's Sacrifice. 

Ward: Asa swift action, designate one adjacent ally. Until the end of your 
next turn, as long as that ally remains adjacent to you, you are considered 
to be providing that ally with soft cover against all attacks. You cannot be 
designated as the target of this talent (such as, when it is used by an ally) 
if you have used this talent since the start of your last turn, and you cannot 
use this talent if you are currently designated as another ally's ward. 


GUNSLINGER TALENTS 

Characters with one or more levels in the gunslinger prestige class may select 
talents from the Carbineer talent tree in addition to those talents normally 
available to gunslingers. 


CARBINEER TALENT TREE 
While pistols offer great versatility and mobility, their range is a significant 
limiting factor, Thus, many gunslingers choose to specialize in long arms, 
especially blaster carbines, 

Blowback: When you make an attack with a rifle that deals damage in 
excess of your target's damage threshold, you can choose to push the target 
1 square away from you. 


Close Contact: The point-blank range of any rifle or carbine you use is 
increased by 5 squares. Short range for the weapon begins 5 squares later, 
but still ends at the same distance. 

You can take this talent up to two times; each time you take this talent, 
you increase the point-blank range of any rifle or carbine you use by an 
additional 5 squares, up to a maximum of 10 squares. 

Multiattack Proficiency (rifles): Whenever you make multiple attacks 
with any type of rifle as a full attack action (see page 154 of the Saga Edition 
core rulebook), you reduce the penalty of your attack rolls by 2. 

You can take this talent multiple times; each time you take this talent, 
you reduce the penalty on your attack rolls by an additional 2. 

Old Faithful: The trusty sidearm class feature (see page 217 of the Saga 
Edition core rulebook) of the gunslinger prestige class also applies to any 
rifle or carbine that you use. 

Opportunity Fire: You gain a +2 bonus on attacks of opportunity made 
with rifles, 

Rifle Master: You treat all rifles as though they were accurate weapons, 
taking no penalty when firing at targets at short range. 

Shoot from the fou can always use a rifle to make attacks of 
opportunity. 

Snap Shot: You do not provoke attacks of opportunity while using the 
aim action with a rifle or carbine with its stock extended. 


JEDI KNIGHT TALENTS 

Characters with one or more levels in the Jedi Knight prestige class may 
select talents from the Jedi Refugee talent tree in addition to those talents 
normally available to Jedi Knights. 


JEDI REFUGEE TALENT TREE 

In the Legacy era, the Jedi are once again hunted to near-extinction. To 
survive, the Jedi must learn to conceal their Force powers and blend in with 
the common galactic citizen. 

Cover Your Tracks: You are adept at living beneath society's radar. 
Anyone who attempts to locate you using the Gather Information skill suffers 
a -5 penalty on their Gather Information checks. 

Difficult to Sense: You are skilled at concealing your presence from 
other Force-users. You may reroll any opposed Use the Force check made to 
conceal your presence from someone who attempts to sense other Force- 
users, keeping the better result. 

Force Veil: Your ability to conceal yourself from other Force-users allows 
you to reduce the radius within which you can be detected to 10 kilometers 
(instead of 100 kilometers). 

Prerequisite: Difficult to Sense. 
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Jedi Network: You have access to a network of Jedi sympathizers, While 
in a civilized area, you can call upon this network of allies once per game 
session for one of the following purposes: 

‘© Acquire Equipment or Funds: You can use your contacts to obtain mate- 
rial that might otherwise be licensed, restricted, military, or illegal, pro- 
vided the total value of the equipment does not exceed your level in this 
class x 500 credits. Alternately, you can obtain a number of credits from 
your contacts equal to this amount to spend as you see fit. 

Obtain Information: Your contacts provide you with information, auto- 
matically succeeding on a Gather Information check (and covering the 
credit cost of the check) provided that the DC does not exceed 20. 
Receive Medical Attention: Your contacts provide you and up to three 
of your allies with medical attention as dispensed by a skilled physician 
or healer. The length of the treatment cannot exceed 24 hours, but is 
otherwise free of charge and completely private. 
© Secure Safe house: One of your contacts provides a safe redoubt for you 
‘and up to three of your allies, for a number of days equal to your Jedi 
Knight class level. While in hiding, you have no contact with anyone 
other than the individual who is hiding you. Once the allotted time is up, 
you must leave the safe house or risk discovery. For each day you remain 

in hiding past this deadline, the Gamemaster should roll 1420. On a 

result of 15 or higher, your safe house is discovered, and your contact’s 

complicity in keeping you hidden is exposed. 


OFFICER TALENTS 

Characters with one or more levels in the officer prestige class can select 
talents from the Fugitive Commander talent tree in addition to those normally 
available to officers. 


FUGITIVE COMMANDER TALENT TREE 

When a fighting force is outmanned, outgunned, and constantly on the run, 
only the skill and acumen of talented officers can keep morale high and 
prevent desertion or surrender, Fugitive commanders are skilled in the art 
of deceiving and eluding their pursuers, 

Disciplined Trickery: Once per turn as a reaction, you allow one ally 
within 12 squares of you and in your line of sight to reroll one Deception or 
Stealth check, but the ally must keep the second result, even if it is worse. 

Group Perception: Whenever you roll a Perception check, all allies within 
6 squares of you can do so as well, taking the highest reroll result rolled by 
you or any ally. 
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Hasty Withdrawal: As a swift action once per turn, you target a number 
of allies equal to your Charisma bonus (minimum 1). Each targeted ally must 
be within 12 squares of you and in your line of sight. Each ally you target 
can take the withdraw action immediately as a free action. The normal 
rules for withdrawing otherwise apply (see page 153 of the Saga Edition 
core rulebook). 

Stalwart Subordinates: When any ally within 12 squares of you and in 
your line of sight is targeted by a skill check against its Will Defense, the 
source of that skill check (whether a hazard, a creature, a droid, or whatever) 
must roll the skill check twice and take the lowest result. 

Stay in the Fight: As a swift action, you remove one mind-affecting or 
fear effect currently affecting an ally within 12 squares of you and in your 
line of sight. When you do so, you also grant the target a number of bonus 
hit points equal to 10 + your class level. 

Prerequisite: Stalwart Subordinates. 

Stealthy Withdrawal: When an ally withdraws as a result of your Hasty 
Withdrawal talent and ends its withdraw action with cover or concealment 
from any enemy target, that ally can make an immediate Stealth check to 
sneak as a free action. 

Prerequisite: Hasty Withdrawal. 


SITH APPRENTICE TALENTS 
Characters with one or more levels in the Sith apprentice prestige class may 
select talents from the Sith Commander talent tree in addition to those 
talents normally available to Sith apprentices. 


SITH COMMANDER TALENT TREE 

The Sith use terror to lead their troops, and Sith commanders have few 
compunctions about making examples of underlings. Therefore, it is not 
surprising that the Sith use the anger and fear of their subordinates to their 
own terrible advantage. 

Desperate Measures: Desperation stems from fear. Once per encounter 
as a swift action, you instill desperation in all allies within 12 squares of 
you and in your line of sight, allowing each of them to make an immediate 
attack at a -5 penalty, 

Prerequisite: Focus Terror, 

Focus Terror: Once per encounter as a swift action, you can harness the 
fear felt by your allies and transform it into a powerful motivational tool. All 
allies within 12 squares of you and in your line of sight move +2 steps along 
the condition track, but suffer a -2 penalty on attack rolls and skill checks 
for a number of rounds equal to your character level. 

Incite Rage: Once per encounter as a swift action, you can channel your 
anger and hatred into your allies. All allies within 12 squares of you and in 
your line of sight gain a +1 rage bonus on attack rolls but take a -2 penalty 
to their Reflex Defense. This effect lasts until the encounter ends, or you are 
knocked unconscious or killed. 

Power of Hatred: Once per encounter as a swift action, you can inflame 
the passions of your allies. Each ally within your line of sight who has fewer 
than half its normal hit points gains bonus hit points equal to your character 
level, Damage is subtracted from the bonus hit points first, and any bonus 
hit points remaining at the end of the encounter go away. Bonus hit points 
from different sources do not stack. 

Prerequisite; Incite Rage. 


“HENCEFORTH, YOU 
WILL TAKE ORDERS 
ONLY FROM ME- 
REPORT ONLY 
TO Me.” 


-DARTH KRAYT 


PRESTIGE CLASSES 


The following new prestige classes are available during the Legacy era. 


PRESTIGE CLASS BASIC DESCRIPTION 
Shaper A Yuuzhan Vong shaper. 


IMPERIAL KNIGHT 

The Imperial Knights are Jedi who dedicate themselves to the preservation of 
the new Galactic Empire and the defense of Emperor Roan Fel—not unlike the 
Royal Guard that once protected Emperor Palpatine, though their training in 
the Force distinguishes them from that organization. Despite opinions to the 
contrary, Imperial Knights are every bit as capable in the use of the Force as 
their Jedi counterparts, though their training has considerably more martial 
focus. During the height of the Sith-Imperial War, the Imperial Knights were 
forbidden from participating in the fighting. Instead, they served as the 
Emperor's personal guard. 

Atany given time, there are as few as a dozen Imperial Knights or as many 
as three score. Casualties within the Order have been high since Darth Krayt 
declared himself Emperor. The remaining Imperial Knights continue to serve 
Roan Fel closely, with many fighting an insurgent war against the Sith and 
their Imperial forces. 

Recruitment within the Imperial Knights is limited to individuals who 
demonstrate both Force potential and loyalty to Roan Fel. Like Jedi, Impe- 
rial Knights are permitted to take on apprentices, but only one at a time 
and only once they have mastered their own skills to @ sufficient degree. 
Apprenticeships are personally approved by the Emperor, as are promotions 
within the structure of the Order. Only the highest ranking Imperial Knight 
is designated as a “master,” subject to Roan Fel’s approval. 

Imperial Knights reject the use of the dark side of the Force, yet true 
Jedi still feel that the Imperial Knights lack a balanced approach to their use 
of the Force. Controlling fear and managing one's emotions in the face of 
adversity is paramount to the ideology of the Imperial Knights, as is loyalty 
to their Emperor. They are warriors first and foremost, not negotiators, and 
they make no excuses for this fact. 
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BASE ATTACK 


LEVEL BONUS CLASS FEATURES 
Ist + Defense bonuses, talent 
2nd +2 Force technique 
3rd +3 Talent 

4th +4 Force technique 
Sth +5 Talent 

6th +6 Force technique 
7th +7 Talent 

8th +8 Force technique 
9th +9 Talent 

10th +10 Force technique 


EXAMPLES OF IMPERIAL 
KNIGHTS IN STAR WARS 

Siget Dare, Antares Draco, Marasiah Fel, Mohrgan Fel, Roan Fel, Ganner Krieg, 
Azlyn Rae, Treis Sinde, Elke Vetter. 


REQUIREMENTS 
To qualify to become an Imperial Knight, a character must fulfill the fol- 
lowing criteria 

Base Attack Bonus: +7. 

Trained Skills: Use the Force 

Talents: Armor Proficiency (light, medium), Force Sensitivity, Weapon 
Proficiency (lightsabers). 

Special: Must be a sworn defender of Emperor Roan Fel 


GAME RULE INFORMATION 
Imperial Knights have the following game statistics 


Hit Points 
At cach level, Imperial Knights gain 1410 hit points + their Constitution 


modifier. 


Force Points 

Imperial Knights gain a number of Force Points equal to 6 + one-half their 
character level, rounded down, every time they gain a new level in this 
class, 


CLASS FEATURES 
The following are features of the Imperial Knight prestige class. 


Defense Bonuses 
‘At Ist level, you gain a +2 class bonus to your Reflex, Fortitude, and Will 


Defenses. 


Talents 
At every odd-numbered level (1st, 3rd, Sth, and so on), you select a talent. 


The talent can be selected from the Armor Specialist talent tree (see page 
51 of the Saga Edition core rulebook), the Lightsaber Combat talent tree (see 
page 41 of the Saga Edition core rulebook), the Duelist talent tree (see page 
218 of the Saga Edition core rulebook), the Knight's Armor talent tree (see 
below), or the Knight’s Resolve talent tree (see below). You must meet the 
prerequisites (if any) of the chosen talent. No talent can be selected more 
than once unless expressly indicated. : 
KNIGHT'S ARMOR TALENT TREE 

You are a skilled master of the Force who knows how to get the most out 
of your armor. 

Armored Augmentation I: Once per encounter, you may spend a Force 
Point as a swift action to augment your own ability to withstand damage 
by imbuing the armor you are wearing with the Force. This allows you to 
add your armor bonus to Reflex Defense to your damage threshold until the 
end of the encounter, 

Prerequisite: Armor Proficiency with the type of armor worn, 

Armored Augmentation Il: Whenever you use the Armored Augmenta- 
tion | talent, you also gain DR equal to 2 x your armor's equipment bonus 
to Fortitude Defense. 

Prerequisite: Armor Proficiency with the type of armor worn, Armored 
Augmentation I. 

Armor Mastery: When calculating your Reflex Defense, you may add your 
heroic level plus one-half your armor bonus (rounded down) or your armor 
bonus, whichever is higher. You must be proficient with the armor you are 
wearing to gain this benefit. 

This talent counts as both the Armored Defense and Improved Armored 
Defense talents for the purposes of prerequisites. 

Cortosis Defense: You are adept at using a cortosis gauntlet to parry 
lightsaber attacks. You gain a +2 bonus when making an opposed unarmed 
melee attack roll against a lightsaber attack. 

Cortosis Retaliation: Whenever you successfully use a cortosis gauntlet 
to parry an attack made with a lightsaber, you may make an immediate attack 
of opportunity against the attacker. 

Prerequisite: Cortosis Defense. 


KNIGHT'S RESOLVE TALENT TREE 
You have dedicated your life to serving the rightful Emperor, and your devo- 
tion knows no bounds. 

Knight's Morale: When an ally within 12 squares of you and within your 
line of sight hits with a lightsaber attack, you gain a +1 morale bonus to all 
defenses until the end of your next turn. 

Oath of Duty: When an ally within 12 squares of you and within your 
line of sight hits with a lightsaber attack, you gain bonus hit points equal 
‘to 3 x your class level until the end of your next turn. Damage is subtracted 
from the bonus hit points first, and any bonus hit points remaining at the 
end of the encounter go away. Bonus hit points from different sources do 
not stack. 

Praetoria Ishu: You can use the Block talent to negate a melee attack 
made against an adjacent ally. In addition, you can use the Deflect talent to 
negate a ranged attack made against an adjacent ally. 

Prerequisite: Block, Deflect. 

Praetoria Vonil: You have mastered the offensive lightsaber style favored 
by the Imperial Knights. When wielding a single lightsaber with two hands, 
you deal +1 die of damage if you move at least 1 square on your turn before 
making the attack. 

Prerequisite: Weapon Focus (lightsabers). 

Strength of the Empire: When an ally within 12 squares of you and in 
your line of sight hits with a lightsaber attack, you deal +1 die of damage with 
the next lightsaber attack you make before the end of your next turn. 

Prerequisite: Knight's Morale. 


Force Techniques 

You have learned improved techniques to attune yourself to the Force. At 
every even-numbered level, you gain one Force technique that, once selected, 
cannot be changed. 


“WE HAVE SWORN 
AN OATH OF 
LOYALTY-AND THE 
EMPEROR HAS 
SPOKEN.” 


-GANNER KRIEG 
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SHAPER 
Among the Yuuzhan Vong, shapers are the engincers of biotechnology. Their 
skills afford them special distinction and allow them to command great 
respect in Yuuzhan Vong society, Nearly everything used by the Yuuzhan 
Vong, from their world-affecting terraformers to simple garments, are 
manufactured by shapers. 

Shapers once adhered to strict protocols that acted as blueprints for their 
creations. Violation of shaper protocols could result in harsh punishments 
and accusations of heresy, but during the Legacy era these repercussions are 
generally ignored by Yuuzhan Vong who are far removed from their people. 
This allows some shapers to use their biotechnical expertise on non-Yuuzhan 
Vong—a practice that is unpredictable and oftentimes abominable. 


TABLE 3-4: THE PER 


BASE ATTACK 
LEVEL BONUS CLASS FEATURES 
Ist +0 Defense bonuses, talent 
2nd 7) Shaper lore +1 
3rd +2 Talent 
4th +3 Shaper lore +2 
Sth +3 Talent 
6th +4 Shaper lore +3, shaper hand 
7th +5 Talent 
8th +6 Shaper lore +4 
Sth +6 Talent 
10th +7 Shaper lore +5 


EXAMPLES OF SHAPERS 

IN STAR WARS 

Ahsi Yim, Ch’Gang Hool, Ghithra Dal, Kae Kwaad, Kotaa Zun-qin, Mezhan 
Kwaad, Nen Yim, Qelah Kwaad, Suung Aruh, Taug Molou, Tih Qigah, Tjulan 
Kwaad, Tsun Qel, Yakun Kwaad, Yal Phaath, Zhul Yim. 


REQUIREMENTS 
To qualify to become a shaper, a character must fulfill the following 
criteria. 

Minimum Level: 7th 

Species: Yuuzhan Vong. 

Feats: Biotech Specialist 

Trained Skills: Knowledge (life sciences), Treat Injury. 
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GAME RULE INFORMATION 
Shapers have the following game statistics. 


Hit Points 
At each level, shapers gain 108 hit points + their Constitution modifier. 


Force Points 
Shapers, like all Yuuzhan Vong, never gain Force Points. 


CLASS FEATURES 
The following are features of the shaper prestige class. 


Defense Bonuses 
At Ist level, you gain a +4 class bonus to your Will Defense and a +2 class 
bonus to your Fortitude Defense. 


Talents 

At every odd-numbered level (1st, 3rd, Sth, and so on), you select a talent. The 
talent can be selected from the Advanced Medicine talent tree (see page 54 
of The Force Unleashed Campaign Guide), the Implant talent tree (see below), 
or the Shaper talent tree (see below). You must meet the prerequisites (if 
any) of the chosen talent. No talent can be selected more than once unless 
expressly indicated. 


IMPLANT TALENT TREE 
Some shapers develop implants that can be placed quickly and easily, tem- 
porarily boosting the physical prowess of their beneficiaries. 

The following talents all grant effects that last until the end of the 
encounter. At the end of the encounter, any target that benefits from one 
‘or more of these talents immediately moves -3 steps down the condition 
track, and the condition becomes persistent. The persistent condition can 
only be removed after 8 hours of rest, or by performing successful surgery 
(as per the application of the Treat Injury skill) on the target. 

Adrenaline Implant: Once per encounter as a standard action, you can 
give one adjacent living creature an adrenaline implant. The target must be 
willing to receive this implant, which grants the target 10 bonus hit points 
at the start of each of its turns. These bonus hit points do not accumulate. 
Damage is subtracted from the bonus hit points first, and any bonus hit 
points remaining at the end of the encounter go away. Bonus hit points from 
different sources do not stack. 

Precision Implant: Once per encounter as a standard action, you can give 
‘one adjacent living creature a precision implant. The target must be willing 
to receive this implant, which grants the target a +1 equipment bonus on 
attack rolls until the end of the encounter. 

Resilience Implant: Once per encounter as a standard action, you can 
give one adjacent living creature a re: ce implant. The target must be 
willing to receive this implant, which grants the target a +5 equipment bonus 
to its damage threshold until the end of the encounter. 


Speed Implant: Once per encounter as a standard action, you can give 
‘one adjacent living creature a speed implant. The target must be willing to 
receive this implant, which increases the target's base speed by 2 until the 
end of the encounter. 

Strength Implant: Once per encounter as a standard action, you can give 
one adjacent living creature a strength implant. The target must be willing 
to receive this implant, which allows the target to deal +1 die of damage 
whenever it hits with a melee attack until the end of the encounter. 


‘SHAPER TALENT TREE 
You manipulate Yuuzhan Vong biotechnology in new ways, molding it to your 
own ends and making it more effective. 

Biotech Mastery: When using the Biotech Specialist feat to modify 
biotechnology, you are able to make the appropriate modification in half 
of the normal time for half the normal cost. In addition, you can take 10 
‘on the Mechanics check (even when distracted or threatened), but you 
cannot take 20. 

Expedient Mending: You can temporarily mend a damaged or disabled 
biotech device using the Treat Injury skill (see page 32) as a standard action 
instead of a full-round action. 

Prerequisite: Expert Shaper. 

Expert Shaper: You may reroll any Treat Injury check made to repair or 
modify a biotech object, but the result of the reroll must be accepted even 
if it is worse. 

Master Mender: Whenever you temporarily mend a biotech device using 
the Treat Injury skill (see page 32), the mended device moves +4 steps on the 
condition track. In addition, the mended device only moves ~3 steps down 
the condition track at the end of the scene or encounter, and is only disabled 
if this reduction brings it to -5 steps on the track. 

Prerequisite: Expert Shaper. 

Skilled Implanter: Whenever you use the Biotech Surgery feat to install 
an implant, the implant's attack bonus against the recipient's Fortitude 
Defense is halved (see page 67 for more information on implants). 

Prerequisite: Biotech Surgery feat. 


Shaper Lore 

You are skilled at building, modifying, and repairing biotechnology. Because 
of this intimate familiarity, you gain a bonus equal to one-half your class level 
(rounded down) on all Knowledge (life sciences) and Treat Injury checks you 
make with regards to biotech devices, regardless of size or complexity. 


Shaper Hand 
At 6th level, a Yuuzhan Vong shaper is expected to replace at least one of his 
hands with what is known as @ shaper hand. A shaper hand is a bioengineered 
appendage equipped with a number of tools that assist in tasks specific to 
shaping. A shaper who declines to attach a shaper hand when permitted to 
do so is often viewed with suspicion by other Yuuzhan Vong. 

A shaper hand replaces the need for a biotech tool kit (see page 65). 


CHAPTER IV 
THE FORCE 


i, 


Legacy era, there is no balance to the Force. Instead, the dark side 


‘of the Force holds sway, and the influence of evil can be felt everywhere. 
th Sith Lords in every sector and at the heads of Imperial space fleets, 
the influence of the dark side is stronger than ever, and far more visible. The 
Sith act overtly, making it clear that they rule the Empire and, by extension, 
the galaxy. Not since the days of Darth Revan and Darth Malak have the 
"Sith ruled so convincingly. The dark side clouds everything, and the galaxy’s 
ire is harder to see than ever before. 
Citizens of the galaxy heed the power of the Force and view Force- 
Dineen benevolent ones—with suspicion and fear. They see the Force 
4 a; a blunt weapon used by the Sith to tyrannize and subjugate the galaxy. 
te ae citizen of the galaxy may not know a lot about the way the 
“ay works, but they are-wise enough to avoid anyone with red and black 
tattoos and a lightsaber. 

All Jedi are hunted during this era, and frightened people know better than 
to help a Jedi in need. Still, the Jedi Order's fire has not completely gone out 
of the universe, and across the galaxy many still struggle to keep the flame 
of hope alive. With each passing day, the Jedi recover more from the blow 
dealt to them by the Order's destruction at the end of the Sith-Imperial War, 
and in remote parts of the galaxy there exist those who have the will and 
the strength to fight off the influence of the dark side of the Force. 
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FORCE-USERS 
IN THE LEGACY ERA 


Force-users in the Legacy era are few and far between, at least outside of 
the ranks of the Sith. The Jedi have once again been nearly exterminated 
following the destruction of the Jedi Temple on Coruscant and the Jedi 
Academy on Ossus. Only a handful of Jedi survived these attacks, most of 
them by virtue of the fact that they were elsewhere at the time, 

Darth Krayt has placed exorbitant bounties on the surviving Jedi, lead- 
ing every bounty hunter, scoundrel, and thug to search for any signs of a 
lightsaber or Force use. Darth Maladi—Krayt's spymaster and the head of Sith 
Intelligence—has a complete listing of every active Jedi as of the massacre 
at Ossus, which she uses to determine the value of each bounty (usually 
5,000 credits x the CL of the Jedi), When bounty hunters capture a Jedi, they 
contact the Empire (through one of the special communications frequencies 
distributed on bounty postings by Imperial Intelligence) and arrange for the 
Empire to pick up the prisoner. A Sith Lord and a squad of Knighthunters 
(special stormtroopers trained to fight Jedi) meet with the bounty hunters 
to take control of the Jedi and deliver the payout. From there, the Sith bring 
the Jedi back to Coruscant, whereupon the prisoner is turned over to Darth 
Maladi for interrogation and eventual execution. 

Darth Krayt's Empire is neither ignorant nor tolerant of the many other 
Force traditions in the galaxy, particularly those that might oppose the 
Empire's advance or those with strong ties to the Jedi. For example, the 
Jensaarai, though small in comparison to the Jedi Order, is one of the first 
groups targeted in the wake of the Sith-imperial War. However, the Empire is 
not so indiscriminate as Emperor Palpatine and his Inquisitors. Whereas the 
‘Sith of the past were simply content to eradicate the other Force-users of the 
galaxy, Darth Krayt at least gives members of other Force traditions a choice: 
They can join him and pledge their loyalty to the Sith Lord, or they can die. 
(Rarely does he afford a Jedi the same choice.) These traditions have a less 
violent history of conflict with the Sith, and as such may be more inclined 
to consider Darth Krayt’s “proposal.” Not surprisingly, many of the Sith in 
Darth Krayt’s Empire are former members of other Force traditions, among 
them former Jensaarai Defenders, Nightsisters, and other Force adepts who 
succumbed to the temptation offered to them by the Sith Lord. 


Whereas the Star Wars saga traditionally focuses on the conflict between 
the Jedi and the Sith, having the Sith become involved with the members 
of a non-Jedi tradition opens up some interesting adventure possibilities. 
For example, Force-using heroes that turn to the dark side may now go on 
to become Sith Lords, returning to the campaign as adversaries at the head 
of an Imperial fleet. Likewise, heroes who are members of alternate Force 
traditions have the chance to experience many of the same dramatic stories 
as the Jedi, such as having an apprentice turn to the dark side or confronting 
‘a former mentor who has become an agent of evil, Moreover, the Gamemaster 
is free to create Sith Lords that use the interesting powers and backgrounds 
normally reserved for other Force traditions, 

Though Darth Krayt offers members of non-Jedi Force traditions the 
opportunity to join his side, he is less lenient with those who are found to 
harbor Jedi on the run, When the Sith discover that a sect of Force-users 
has been harboring a Jedi, they show no mercy and make no offer to join 
the Sith; the organization is simply wiped out and the Jedi brought back to 
Coruscant for questioning. 


THE HIDDEN TEMPLE 
Under the guidance of Grand Master Luke Skywalker, the Jedi Order rebuilds 
itself and grows to incredible heights after the war with the Yuuzhan Vong. 
However, the growth and prosperity of the Jedi Order ends with the onset of 
the Sith-Imperial War. To keep the Jedi tradition alive in the face of extinction, 
Jedi Master Nat Skywalker leads the construction of a secret temple and keeps 
its existence hidden even from other Jedi, Unfortunately, the defeat of the 
Galactic Alliance at Caamas coupled with the massacre of the Jedi at Ossus 
spells doom for the Jedi Order. Nat Skywalker's secret redoubt, dubbed the 
Hidden Temple by those Jedi who once knew of it, passes into obscurity as 
the few survivors of the Order are scattered to the far corners of the galaxy, 
hunted by the Sith and the Empire. 

The Hidden Tempie is located on the planet Taivas deep within a massive, 
subterranean cavern, It is actually constructed of several capital starships 
connected to one another by various permanent edifices and enclosed 
walkways. Although the Jedi are careful not to leave behind records or cargo 
manifests that might lead enemies to Taivas, the Sith, in searching for just 
such a hidden redoubt, learn that Jedi had purchased several capital ships 
for the purpose of creating a mobile, hidden fleet. Rumors still persist in 
many Imperial circles that such a fleet exists, and this is exactly the kind 
of misdirection that Nat Skywalker planned when he chose the design for 
the Hidden Temple, 


Since the final destruction of the Jedi Order at Ossus, the Hidden Temple 
has seen little of its intended use. Over the years since the Order's dissolu- 
tion at the hands of the Sith, a few Jedi Masters have found their way to the 
temple. However, most surviving Jedi have no idea that a secret Jedi base 
exists far from the eyes of the Empire or the Sith. Following Cade Skywalker's 
escape from Imperial clutches, the Hidden Temple sees renewed activity, and 
several surviving Jedi Knights and Jedi Masters congregate there to meet with 
one another and plot a course for the surviving members of the Order. 

The location of the Hidden Temple cannot be learned through skill checks; 
instead, finding the location of the Hidden Temple should be the reward for a 
short adventure, or something acquired during the course of the campaign. 
Once the heroes know that Taivas is their destination, reaching the Hidden 
Temple is no simple matter. Pilots, copilots, or systems operators on ships 
approaching Taivas need to make a DC 20 Use Computer check to locate an 
entrance to the cavern housing the Hidden Temple, and then pilots must suc- 
ceed on three consecutive DC 20 Pilot checks to approach it safely. Failing 
the Use Computer check means that the character fails to find an entrance, 
and failing a Pilot check results in a collision with a Colossal (cruiser) size 
rocky outcropping in the passage leading to the cavern. 


THE IMPERIAL 
KNIGHTS 


The Imperial Knights are a small organization that serves Emperor Roan 
Fel. Trained in the Jedi arts, the Imperial Knights are far more than mere 
bodyguards and agents. They are charged with protecting the most wanted 
individual in the galaxy from Darth Krayt, the self-proclaimed ruler of the 
Galactic Empire. The Imperial Knights must not only protect their leader 
physically but also protect his secrecy and keep him from being located by 
those who would hunt him down. It is the goal of every Imperial Knight to see 
Roan Fel safely returned to his rightful place as Emperor of the galaxy. 

Though the Imperial Knights are trained in many of the same techniques 
and philosophies as the Jedi, their method and credos differ markedly. Where 
the Jedi Knights spare a good deal of time for contemplation of the Force 
and believe strongly in introspection and meditation, the Imperial Knights 
take a far more pragmatic view of the Force. They view the Force is a tool, 
albeit a powerful one to be respected. They know that the Force cannot be 
used out of anger or selfishness, because even the Imperial Knights know the 
dangers of falling to the dark side. The Imperial Knights have little time for 
‘any master but the rightful Emperor of the galaxy, and as such there is much 
less differentiation between Imperial Knights who have trained apprentices 
and those who have not. 


Skilled in the art of lightsaber combat, the Imperial Knights use many of 
the same combat training techniques as the Jedi, and have learned to fight 
in many of the same lightsaber dueling styles. However, the Imperial Knights 
are also the masters of two unique lightsaber combat forms that place greater 
emphasis on teamwork than one's individual prowess. The more aggressive 
style, known as praetoria vonil, focuses on moving quickly and striking hard. 
The more defensive style, known as practoria ishu, emphasizes protecting 
‘one's allies to allow them to find openings in an opponent's defenses. 

More information on the Imperial Knights can be found in Chapter 10: 
The Empire. 


IMPERIAL KNIGHT 
LIGHTSABERS 

‘One of the unique aspects of Imperial Knight training is the manner in 
which they craft their lightsabers. Though they are heirs to the Jedi tradi- 
tion, they do not follow the Jedi practice of lightsaber creation. Where the 
Jedi treat the crafting of a lightsaber as a sacred tradition, for the Imperial 
Knights the creation of a lightsaber is given little more significance than 
learning a new Force power or fighting style. The lightsaber is but a tool, 
and not a wholly necessary one at that. The Imperial Knights devote as 
much attention to fighting barehanded, in vehicles, and with the Force 
as they do to fighting with lightsaber, 

Imperial Knights craft lightsabers using the same methods as the Jedi, 
though with far less ceremony. Additionally, the Imperial Knights do not 
seek out special crystals from planets like llum, as Jedi did during the 
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crystals using techniques first detailed in Emperor Palpatine’s writings, 
specifically in one of his treatises on the dark side of the Force: The Book 
of Anger. Despite the fact that the tome is filled with dark side lore, the 
process of crafting synthetic lightsaber crystals (a method used by the 
Sith for millennia to create their red-bladed lightsabers) is little more 
than a mechanical process, bereft of ceremonial trappings. The Imperial 
Knights adapted these techniques to create their familiar white-bladed 
lightsabers. 


THE SITH 

With the deaths of Darth Vader and Emperor Palpatine, it seemed by many 
as though the Sith had finally been extinguished from the galaxy. However, 
the forces of darkness are not so easily dispatched. A former Emperor's Hand, 
Lumiya, helped carry on the Sith tradition for a while, but the true resur- 
rection of the Sith begins on the planet Korriban, where a devotee named 
A’Sharad Hett learns the ways of the Sith tradition and discovers a group of 
Sith cultists planting the seeds of their eventual return. Hett proves to be 
the catalyst for this event, and his ascension to the rank of Sith Lord seals 
the galaxy's fate. 


SITH ACOLYTES 

‘Though the Sith rule the galaxy from the Imperial throne on Coruscant, 
not all of those who serve Darth Krayt are Sith Lords. The Sith maintain 
a cadre of students, sycophants, and aspirants who are collectively 
called acolytes. These acolytes mostly serve on Coruscant where they 
act as aides and assistants to the Sith Lords. Darth Maladi has the 
largest collection of acolytes at her disposal, which is not surprising 
given her penchant for using agents outside of the Sith Order (including 
her Sith spies). The acolytes serve much the same purpose as Darth 
Sidious’ Imperial advisors; they are semi-trusted confidants who serve 
alongside the Sith as they rule the galaxy, providing them with advice, 
Seno ana hoya, 

" Most Sith acolytes are hangers-on who walk the path of the dark 
side of the Force but who, for whatever reason, do not have the capacity 
to master the mysteries that the Force presents to all students, They 
might know a few tricks, but rarely do their Sith masters allow them 
to attain true power, They serve their chosen 


anything approaching 
Sith Lord for as long as they are considered useful, after which point 
they are disposed of. Some acolytes have managed to survive for many 
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perse, though some of them pick up bits of lore culled from the teach~ 
ings of the Sith. Although they seldom qualify for the Sith apprentice 
prestige class, Gamemasters who wish to create Sith acolytes for their 
own games can waive the requirement that the character must be a 
member of the Sith tradition. However, Sith acolytes should likely have 
‘no more than one or two talents from the Sith apprentice prestige class, 
and even that should represent the most elder acolytes. Sith acolytes 
make good mid-level opponents for heroes fighting against the Empire; 
‘they might even have a few Force tricks up their sleeves, but in the end 
they lack the power of a full-fledged Sith apprentice. 


A’Sharad Hett emerges from Korriban as Darth Krayt, leader of the new 
Sith Order. He rescinds the Rule of Two put in place by Darth Bane thousands 
of years ago, which limited the Sith to a single master and apprentice. He 
issues the Rule of One: the declaration that there will be one Sith Order 
composed of many Sith Lords and apprentices, all united under his rule. The 
return of the Sith in force spells doom for the Galactic Alliance. However, 
unlike previous iterations of the Sith Order, Darth Krayt succeeds in control- 
ling the petty ambitions of the Sith Lords under his command and focuses 
their rage against the Jedi Order. 

For more information on the Sith, see Chapter 10: The Empire. 


THE MALEVOLENCE 

Asmall group found on the Deep Core world of Prakith, the Malevolence are 
the living protectors of the tomb of Darth Andeddu, an ancient Sith Lord who 
once claimed Prakith as his domain. The Malevolence is a relatively isolated 
dark side cult that dwells within the tomb of Darth Andeddu and has for 
thousands of years since his death, The cult has sent out members to recruit 
new guardians, and as the cultists grow old and die off while waiting on their 
master's resurrection, they are replaced by new blood who see it as t! 
duty to guard the tomb and eventually be rewarded for their loyal service. 
The Malevolence trains in the ways of the dark side of the Force, and their 
cult has preserved Sith knowledge for millennia by passing it down from one 
generation to the next. 

The Malevolence is a great example of one of the many smaller organi- 
zations that ancient Sith Lords cultivated during their reigns. The original 
members of the Malevolence were recruited in secret by Darth Andeddu to 
serve as his disciples. Upon his death, he charged them with guarding his tomb 
until he one day rose to lead them again. Despite the fact that this practice 
went against Sith doctrine, several other Sith Lords did much the same thing. 
For Gamemasters looking to introduce aspects of the ancient Sith into their 
games, tomb-guarding cults such as the Malevolence demonstrate how to 
take elements of the past and bring them forward into the Legacy era. 

Cults such as the Malevolence can be used in a variety of ways to bind 
the past to the present. For example, the heroes might stumble across one 
such tomb during their adventures, unleashing dark side cultists upon an 
unsuspecting galaxy, or discover technology thought lost for thousands of 
years. Similarly, such cults hand down knowledge from one generation to 
the next, and Force powers or other lore could still be actively taught among 
these cults despite having been gone from common knowledge in the galaxy 
for millennia. These tomb-guarding cults effectively become isolated time 
capsules from which a Gamemaster can introduce lost lore, technology, 
powers, organizations, and even individual characters, 


of the Sith-Imperial War, this holocron is not yet complete. Despite 
pening eat Net ise ced tad 
secrets and bits of lore known only to Darth Krayt himself, 

Were the holocron to fall into the hands of the Galactic Alliance or the 


Hidden Temple, it could be analyzed for signs of weakness and perhaps 


uncover secret plans previously unknown to the galaxy at large. If the 
holocron were found by Darth Krayt's rivals within the Sith Orde, it could. 


lead toa coup detat, further fragmenting the Empire and planging the 


FORCE POWERS 
The following Force powers are available to any character who has the Force 
Sensitivity feat (see page 85 of the Saga Edition core rulebook). These Force 
powers represent the variety of powers available to Jedi, Sith, and other Force 
traditions—both light and dark—in the Legacy era. 

Telekinetic Powers: Powers with the [telekinetic] descriptor are included 
among the powers affected by talents such as Telekinetic Power and Teleki- 
netic Savant (see page 100 of the Saga Edition core rulebook). 


BALLISTAKINES!IS ([TELEKINETICI 
You use the Force to spray an area with dangerous debris. Time: Standard 
action. Targets: All targets within a 2x2 area (the entire area must be within 
12 squares of you and in your line of sight). 

Make a Use the Force check. Compare the result to the Reflex Defense 
of each target in the affected area. If the check result equals or exceeds the 
target's Reflex Defense, the target takes 3d8 points of bludgeoning, piercing, 
or slashing damage (your choice) and takes a -2 penalty on all attack rolls 
until the start of your next turn. This is an area attack. 

Special: You may spend a Force Point when you activate this power, in 
which case targets whose Reflex Defense you fail to exceed with your skill 
check take half damage. 


COMBUSTION 

You use the Force to agitate particles in the air to create a pyrokinetic spray 
of sparks. Time: Standard action. Targets: All targets within a 2x2 area (the 
entire area must be within 12 squares of you and in your line of sight). 

Make a Use the Force check. Compare the result to the Fortitude 
Defense of each target in the affected area, If the check result equals or 
exceeds a target's Fortitude Defense, the target takes 4d6 points of fire 
damage and catches on fire. If the attack misses, the target takes half damage 
and does not catch on fire. This is an area attack. 

The result of your Use the Force check determines the attack bonus of 
the fire each round it burns, This replaces the fire's normal attack bonus (see 
page 255 of the Saga Edition core rulebook). 

‘Special: You can spend a Force Point to move one target hit by this power 
-1 step along the condition track. 


DARK TRANSFER [DARK SIDE] 
You use the dark side of the Force to restore vitality to a living ally. Time: 
Standard action. Target: One other living creature touched. 

Make a Use the Force check. The result of the check determines the 
effect, if any. 

DC 15: The target heals a number of hit points equal to your character 
level. 

DC20:The target heals a number of hit points equal to 2 x your character 
level. 

DC 25: The target heals a number of hit points equal to 3 x your character 
level. 

DC30:The target heals a number of hit points equal to 4 x your character 
level. 

Special: Each time you use dark transfer, you move -1 persistent step 
down the condition track, and you gain 1 Dark Side Point. You must rest for 8 
hours to remove this condition, You may spend a Force Point to avoid moving 
down the condition track when you use this Force power. 


DETONATE [TELEKINETICI 
You can perceive points of weakness within an object and use the Force to 
telekinetically press on those points, shattering the object. Time: Standard 
action. Target: One unattended object within 12 squares of you and in your 
line of sight. 

Make a Use the Force check. The result of the check determines the 
effect, if any. 

DC 20:The object takes 446 points of damage. 

OC 25: The object takes 6d6 points of damage. 

C30: The object takes 8d6 points of damage. 

DC35: The object takes 10d6 points of damage. 

Special: You may spend a Force Point when you activate this power to 
increase the damage dealt by +2d6. 


ENLIGHTEN [LIGHT SIDE, MIND- 
AFFECTING! 

You reach out to an ally telepathically, sharing visions of the near future to 
give the ally an edge or to protect the ally from harm. Time: Swift action 
or reaction, Target: One ally within 12 squares of you and in your line of 
sight. 

Make a Use the Force check. The target may use the check result instead 
of one attack roll, skill check, or opposed check it makes before the start of 
your next turn, or the target can use the check result in place of one of its 
defenses until the start of your next turn. 

Special: You may spend a Force Point when you activate this power to 
prolong the effect until the end of your next turn. 


FORCE SHIELD [TELEKINETICI 
You use the Force to create a mobile bubble of telekinetic energy around 
yourself, protecting you from harm. Time: Reaction. Target: You. 

Make a Use the Force check. The result of the'check determines the 
effect, if any. 

DC 15: You gain a shield rating (SR) of 5 until the beginning of your next 
turn, Unlike other shields, this shield is made of pure telekinetic energy and 
cannot be recharged by any means, 

DC20:As DC 15, except you gain SR 10. 

DC 25: As DC 15, except you gain SR 15. 

DC30: As DC 15, except you gain SR 20. 

Special: You can spend a Force Point when you activate this power to 
increase the power’s SR by 5. You can maintain your concentration on a 
Force shield to continue to gain the benefit of the power's SR from round to 
round, extending the normal duration. Maintaining the Force shield power 
is a standard action. If the power's SR is ever reduced to 0, the power's 
effect ends, 


LIGHTNING BuRsT [DARK SIDE] 
You call upon the dark side to cause lightning to arc out from your body, 
striking adjacent enemies. Time: Standard action. Targets: All enemies 
adjacent to you, 

Make a Use the Force check. Compare the result to each target's Reflex 
Defense. If the attack hits, the target takes 3d6 points of Force damage and 
moves -1 step along the condition track. If the attack misses, the target takes 
half damage and does not move along the condition track. 

Special: You may spend a Force Point when you activate this power to 
increase the damage dealt by +2d6. 

You can maintain the lightning burst power as a standard action, provided 
you haven't moved since activating the power. When you maintain the power, 
make a new Use the Force check and compare the result to the Reflex Defense 
of each target in range (as described above). 


OBSCURE [MIND-AFFECTING] 

You use the Force to cloud an enemy's mind, making it harder for the enemy 
to see its target. Time: Reaction. Target: One enemy within 12 squares of 
you and in your line of sight that just made an attack roll. 

Make a Use the Force check. Compare the result to the target's Will 
Defense. If the check result equals or exceeds the target's Will Defense, the 
target takes @ -5 penalty on the attack roll. If the target misses with the 
attack, you can choose to make the target reroll the attack against another 
creature adjacent to it; this attack is also at a -5 penalty, 

Special: You may spend a Force Point when you activate this power to 
apply the penalty to all of the target's attack rolls made until the start of 
its next turn, 


PRESCIENCE 
The Force grants you a flash of insight in dealing with your enemies. Time: 
Swift action. Target: One enemy within your line of sight, 

Make a Use the Force check. The result of the check determines the 
effect, if any. 

DC 15: Until the end of your next turn, you gain a +1 insight bonus to all 
defenses against attacks or effects originating from the target, as well asa 
+1 insight bonus on attack rolls made against the target. 

0C 20: As DC 15, except the insight bonuses increase to +2. 

0C25: As DC 15, except the insight bonuses increase to +3. 

Special: You can spend a Force Point when you activate this power to 
affect one additional enemy in your line sight. 


STAGGER [TELEKINETIC] 
You use the Force to lash out at a nearby enemy, causing it to stumble. Time: 
‘Swift action. Target: One enemy adjacent to you. 

Make a Use the Force check. Compare the result to the target's Fortitude 
Defense. If the check result equals or exceeds the target's Fortitude Defense, 
the target takes 2d6 points of Force damage and is pushed 1 square away 
from you. This movement does not provoke attacks of opportunity. 

Special: You can spend a Force Point when you activate this power to 
affect all enemies adjacent to you, in which case compare your Use the Force 
check result to each target's Fortitude Defense. 


FORCE TALENTS 

Whenever a character who has the Force Sensitivity feat would normally gain 
talent (such as from advancing to an odd-numbered level in a heroic class), 
he or she can instead select a Force talent from among those in Chapter 6 of 
the Saga Edition core rulebook or those presented below. If a character who 
nas the Force Sensitivity feat is a member of a Force-using tradition (see page 
57 of this book and page 103 of the Saga Edition core rulebook), he or she 
can instead select a Force talent from that Force tradition’s talent tree. 


ALTER TALENT TREE 
The following new talent expands the Alter talent tree (see page 100 of the 
Saga Edition core rulebook). 

‘Move Massive Object: When you successfully use the move object power 
‘to move an object of Large size or bigger, you can make an area attack with 
the object instead of throwing it at or dropping it on a single target, as normal 
for the power. You must spend a Force Point when you activate the power 
to do this, and the area you target is based on the size of the object: Large, 
2x2; Huge, 3x3; Gargantuan, 4x4; Colossal and larger, 6x6. 

When you use move object to make an area attack with the object you 
are moving, you compare your Use the Force check to the Reflex Defense 
of each creature, droid, and vehicle in the target area. If your check equals 
or exceeds the target's Reflex Defense, it takes damage from the object 
{as determined by the move object power). Otherwise, the target takes half 
damage. This is an area effect. 

Prerequisites: Telekinetic Power, move object 
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amount of space, and any creature occupying a space taken up by the 
object automatically moves to the nearest unoccupied space adjacent 
to the object (without provoking attacks of opportunity). 


CONTROL TALENT TREE 
The following new talent expands the Control talent tree (see page 101 of 
the Saga Edition core rulebook). 

Telekinetic Stability: Whenever an attack or effect would normally move 
you against your will (such as being targeted by a Bantha Rush, or being 
moved by Force thrust or stagger power), you can spend a Force Point to 
negate that movement. 


DARK SIDE TALENT TREE 
The following new talent expands the Dark Side talent tree (see page 101 of 
the Saga Edition core rulebook). 

Dark Preservation: Whenever an effect would normally move you down 
the condition track, you may spend a Force Point and increase your Dark Side 
Score by 1 to negate that movement down the condition track. 

Prerequisite: Power of the Dark Side. 


FORCE TECHNIQUES 

Force techniques represent a deeper understanding of the Force and require 
years of practice. A few gifted or devoted Force-users learn to master them 
more quickly. In general, Force techniques are available only to characters 
with levels in certain Force-using prestige classes, such as Force adept, 
Imperial Knight, Jedi Knight, and Sith apprentice. 

When you gain access to a new Force technique, you can select it from 
those on pages 102-103 of the Saga Edition core rulebook or from the 
techniques described below. Once selected, a Force technique cannot be 
changed. 


DETOXIFY POISON 

You can use the vital transfer power to treat a poison affecting the target. 
Instead of the normal effect of the vital transfer power, you can compare 
the result of your Use the Force check to the poison's DC (see page 255 of 
the Saga Edition core rulebook). If you equal or exceed the poison’s DC, you 
detoxify the poison as per the use of the Treat Injury skill. 


IMPROVED BALLISTAKINESI!IS 
When you use ballistakinesis, you may spend a Force Point to target a 3x3 
area instead of a 2x2 area. 


IMPROVED DARK TRANSFER 

When you use dark transfer, you may spend a Force Point to revive a creature 
that died since the end of your last turn. You must succeed on a DC 25 Use the 
Force check, If the check succeeds, the target creature is unconscious instead 
of dead and does not heal any hit points from the use of dark transfer. 


IMPROVED DETONATE 

When you use the detonate power, you also damage enemies near the tar- 
geted object. Compare the result of your Use the Force check to the Reflex 
Defense of all enemies within 2 squares of the object. If your check equals or 
exceeds the enemy's Reflex Defense, the enemy takes slashing damage equal 
to one-half the damage sustained by the object. This is an area attack. 


IMPROVED ENLIGHTEN 
When you use the enlighten power, you may spend a Force Point to affect 
one additional ally. 


IMPROVED LIGHTNING BURST 

When you use the lightning burst power, also compare the result of your 
Use the Force check to each target's Fortitude Defense. If your check result 
equals or exceeds both a target's Reflex Defense and its Fortitude Defense, 
you push the target 1 square away from you and knock the target prone, 
This movement does not provoke attacks of opportunity. 


IMPROVED OBSCURE 
When you use the obscure power, you may spend a Force Point to gain a +5 
Force bonus on your Use the Force check. 


IMPROVED FORCE SHIELD 

When you use the Force shield power, you can spend a Force Point to expand 
the radius of the Force shield so that it protects you and all allies adjacent 
to you. Alternatively, you can spend a Destiny Point to have the Force shield 
protect a vehicle you occupy, regardless of the vehicle's size. If the vehicle 
already has a Shield Rating, the SR of the vehicle and the SR granted by this 
power do not stack. 


IMPROVED STAGGER 
When you use the stagger power, you may spend a Force Point to push your 
target 2 squares away from you, instead of just 1 square. 


DEATH STicks 
Death sticks are a kind of narcotic found 


against those who become addicted to the drug. Death sticks come ir 
a variety of forms, including a liquid form that can be consumed in a 


patella 
requiring the most heavily addicted users to consume several times. 

normal amount just to get a sustained reaction from the death sticks, 
Death sticks are illegal on many worlds for precisely this reason, as some 
populations (including the Balosars) have been seriously impacted by 
death stick use among youths. Recovering from deathstick addiction is 
difficult and usually requires medical assistance. 

However, Death Sticks also have a second purpose, at least for Cade 
‘Skywalker and others like him. As a former Jedi Padawan, Cade's connec- 
tion to the Force is strong, and, as a result, he is more able to sense the — 
drug's effects on Force sensitivity. As Cade discovers after obtaining death 
sticks from the pirate Rav, deathstick use dulls one’s connection to the 
Force, at least for a short while. Cade uses death sticks to prevent the Force 
spirits of his ancestors from visiting him as frequently. A Force-user that 
partakes in death sticks can shut himself off from the emotions of those 
around him and eliminate visions of the future, past, and present, which 
(for those who have experienced great tragedies, like Cade Skywalker) can 
be preferable despite the physical toll of death stick use. 

Death Stick Rules: Consuming a death stick grants the user a +1 
morale bonus on all attack rolls and a +1 morale bonus to defenses for 
the duration of the death stick’s euphoria. During that time, the user 
takes a -10 penalty on all Use the Force checks and cannot spend Force 
Points. Death stick euphoria initially lasts for 1 hour, but each subsequent 
use reduces the length of the euphoria by 5 minutes. At the end of the 
euphoria’s duration, the death stick makes an attack roll at a +10 bonus 
(increase by +1 for each subsequent death stick use) against the Fort 
Defense of the user; ifthe attack hits, the target becomes addict to 
‘the death sticks. 

A character addicted to death sticks moves -1 persistent step down 
the condition track each day he does not use death sticks, and the 
persistent condition can only be removed by the death stick. 
if a character can go for one week without death stick use, his or her 
addiction can be broken by another character who succeeds on a DC 25 
Treat Injury check. This skill check can be attempted once per day, and 
others can aid the check using the aid another action, 


OTHER FORCE-USING 
TRADITIONS 


Although the Sith, the Imperial Knights, and the shattered fragments of the 
edi Order take center stage in the Legacy era, there is still plenty of room 
for other Force-using traditions. Force-using traditions on the fringe of 
y are largely ignored by the powers that be, and thus have plenty of 
ortunities to thrive and expand their influence. 

The following two Force-using traditions are suitable for use in a cam- 
gn set during the Legacy era. Although these traditions are predominantly 
aligned, one tradition—the Disciples of Twilight—is more appropriate for 
ayer characters than the other—the Ember of Vahl, Players may choose to 
haracters who are members of the Ember of Vahl at their Gamemas- 


ter's discretion, 


THE DISCIPLES OF TWILIGHT 
The Disciples of Twilight have little influence beyond Dyspeth, a habitable 
n that perpetually falls in the shadow of a remote and unremarkable 


Outer Rim planet. 

Dyspeth's original colonists were Humans who sought to break away from 
the Old Republic just over nine hundred years prior to the Battle of Yavin. 
The colonists, quickly forgotten, were rediscovered by a Republic survey 
er five hundred years of peaceful settlement. Though wary of the 
‘public’s motives, the people of Dyspeth reentered the galactic community, 
peit as quiet merchants and traders. 

The Disciples of Twilight formed shortly after Dyspeth was originally 
jonized. The founder, known only as Twilight, is rumored to have been a 
i who left the Jedi Order in search of a new beginning. Using her 
rce abilities, Twilight sought to unite other Force-sensitive colonists in an 

t to adapt to the darkness of their new home, Since then, the Disciples 

wilight have become defenders of Dyspeth’s people, even though they 
military or political power on the shadowy moon 

Disciples of Twilight concern themselves primarily with using the 
Force to manipulate light. When members of the Disciples of Twilight move 

t into the galaxy at large, they find themselves capable of much more, since 
most worlds are brightly lit compared to their own. The Disciples of Twilight 
have learned to bend light using the Force, a technique that has also been 
displayed by other Force adept sects such as the Fallanassi. They share similar 


ers but also possess new abilities unseen elsewhere in the galaxy. 
Since Dyspeth's discovery by the Republic, the Disciples have filtered out 
the neighboring systems. Their motives are unclear, but they seem con 


erned with protecting the weak from the depredations of the strong. While 
heir actions have yet to defy the Sith-controlled Empire, there have been 


rumblings within the organization that they are about to choose a side. 


A woe OF TwiLiar®. 


Membership: The membership of the Disciples of Twilight consists largely 
of natives of Dyspeth. Despite this, the movement has gained several new 
members since the moon's discovery by the Republic, and anyone with Force 
sensitivity and a taste for shadowy justice is welcome to join. 


DISCIPLE OF TWILIGHT TALENT TREE 
The Disciples of Twilight embody shadow, using the Force to manipulate 
light and darkness, 

Cloak of Shadow: You can spend a Force Point as a swift action to bend 

ight around you, veiling yourself in shadows. Until the end of the encoun- 
ter, whenever you move and end your movement at least 3 squares away 
from your starting position, you gain concealment from all targets until the 
beginning of your next turn. 

Phantasm: Whenever you successfully use @ Force power with the 
[mind-affecting] descriptor against a target, any time before the end of the 
encounter you can spend a Force Point as a swift action to create illusory 
phantoms around that target. When you do this, you and all of your allies 
within the target's line of sight have concealment from the target until the 
end of your next turn 
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Revelation: As a standard action, you can make a Use the Force check 
against the Will Defense of an enemy that has concealment from you or any 
of your allies. If successful, the enemy is silhouetted by a faint shimmering 
light that belies his location. Your target loses any concealment bonuses to 
Reflex Defense until the end of your next turn. 

Shadow Armor: You use the Force to bend light around yourself, wrapping 
you in shadows and making it difficult for enemies to tell where you end and 
the shadows begin. As a swift action, you grant yourself a +1 Force bonus 
to your Reflex Defense until the start of your next turn 

You may select this talent multiple times. Each time you select it, the 
Force bonus it provides increases by +1 (maximum +4) 

Prerequisite: Cloak of Shadow. 

Shadow Vision: As a swift action, you gain low-light vision, allowing 
you to ignore concealment (but not total concealment) from darkness. This 
benefit lasts for 5 minutes or until the end of the encounter, whichever 
comes first 


THE EMBER OF VAHL 

The Ember of Vahl isa cult that worships Vahl, a goddess of fiery destruction. 
The membership of the cult is primarily made up of the Vahla, a nomadic 
near-Human species that plies the galaxy in an endless search for their 
homeworld. The ancestors of the cult were decadent and twisted beings that 
lived only to serve their goddess. Because of their destructive tendencies and 
devotion to the dark side, they were decimated by the Jedi Knights several 
thousand years ago, In the millennia since, their descendents have eked out 
an existence as interstellar vagabonds. 

Small-scale piracy and petty theft is used to fuel the limited economy of 
the Vahla. They are also known to abduct individuals for use as sacrifices to 
their goddess. Though individual Vahla often set out on their own, all mem- 
bers of the species are expected to heed the demands of a central coven that 
consists of six priests who have been “chosen” by Vahl. The priests consult 
with Vahl via farseeing, interpret omens, and make policy for their people. 
Being true disciples of their goddess, the six Chosen of Vahl scar themselves 
in a display of faith and devotion. 

Vahl is an embodiment of the destructive nature of the dark side of the 
Force. It is thought that the original Vahl was a powerful Force adept who led 
her people to take control of their lost homeworld prior to being destroyed 
by the Jedi. She is often depicted as a mature female Vahla with smoldering 
black eyes and flowing ash-white hair. 


Because of their species’ defeat in ages long past, the Vahla remain embit- 
tered and hateful of the Jedi Order, During the Dark Times, a number of Vahla 
helped the Empire hunt down Jedi Knights. In the Legacy era, this tradition 
continues, with Vahla plying the galaxy as independent bounty hunters. 

Membership: Not surprisingly, most members of the Ember of Vahl are 
of the Vahla species [see sidebar). On the rare occasion that they accept 
non-Vahla into their ranks, the individual must possess the Force Sensitivity 
feat and must demonstrate his faith through a number of dangerous and 
fiery trials. Despite the fact that all Vahla are born Force sensitive, not all 
‘of them become members of the cult 


— 


EMBER OF VAHL TALENT TREE 
Members of Vah!'s cult look to their goddess for inspiration. Over the years, 
they have developed talents that slant toward the destructive. 

Initiate of Vahl: Having been formally initiated into Vahl's priesthood, 
you are resistant to the effects of fire and extreme heat. You take half 
damage from attacks that deal fire damage, or no damage on a miss (if the 
fire damage is part of an area attack). 

Reading the Flame: You can enter a trance by staring into a flame of 
any size, gaining insight into the workings of the galaxy by meditating on 
the flame’s movement. Whenever you use the farseeing power or the Search 
Your Feelings application of the Use the Force skill, you can reroll your Use 
the Force check, keeping the better result, 

Prerequisite: Initiate of Vahl. 

‘Sword of Vahl: Your devotion to Vahla allows you to eschew advanced 
weapons in favor of simple implements of war. You gain a +1 Force bonus 
on attack rolls made with simple weapons. 

Prerequisite: Initiate of Vahl. 

Vahl's Brand: Any additional damage you deal with an empowered 
weapon (see the Empower Weapon talent, page 214 of the Saga Edition core 
rulebook) is considered to be fire damage. 

Prerequisite: Empower Weapon. 

Vahl's Flame: As a swift action, you can use the Force to call forth the 
sparks of your goddess, wreathing your weapon in flames. Until the begin- 
ning of your next turn, any successful attack you make with a melee weapon 
deals an additional 146 points of fire damage. 

Prerequisite: Initiate of Vahl. 


“YOU CANNOT DENY YOUR POWER 
IS THERE WHETHER YOU WILL IT 
YOu MUST LEARN THE DISCIPLINE 

TO MASTER 


FORCE; IT 
OR NOT. 


New SPECIES: VAHLA 

The Vahia are @ tall near-Human species with slight builds. Males aver- 
age 2 meters tall, with females being somewhat shorter. Their skin color 
ranges from dusky brown to dark gray, while their eyes are typically pale 
shades of blue, gray, or lavender, Hair color runs the gamut from black 
‘and gray to white, or some combination of the three. Rare Vahla who. 
are born with red hair are considered blessed by their goddess. Physi- 
logically, Vahla are similar to baseline Humans with a number of slight 
differences. The largest variation is that their skeletons primarily consist 
of thick cartilage, as opposed to bone, which gives them greater flexibility 
compared to Humans and other near-Humans. 


VAHLA SPECIES TRAITS 

All Vahla share the following traits: 

Ability Modifiers: +2 Intelligence, -2 Constitution. The Vahla are 
naturally bright and shrewd, but they are physically frail. 

Medium Size: As Medium creatures, Vahla have no special bonuses 
or penalties due to their size. 

Speed: 6 squares. 

Dark Side Stigma: Whether they know it or not, each member of the 
Vahla species is forever bound to the dark side of the Force. Vahla must 
spend 2 Force Points to reduce their Dark Side Score by 1. 

Force Sensitivity: All Vahla gain Force Sensitivity as a bonus feat. 

Cartilaginous Skeleton: Vahla skeletons are primarily made of car- 
tilage instead of bone. A Vahia can reroll any Acrobatics check, but the 
result of the reroll must be accepted even if it is worse. 

Languages: Basic and Vahla. 
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_ CHAPTER V 
EQUIPMENT AND DROIDS 


SS 
1¢s and goes, but some things never change. Blasters are 
phoice in the Legacy era, and most of the major weapons 

Still producing new models to keep up with their competi- 
Day changes at about the same relative rate, however, and 
's for various weapons, armor, and pieces of equipment 


gs throughout the galaxy can be seen wearing armor or 
that have been around since the Clone Wars, if not before. 


gdUrse, Imperial restrictions still make it difficult to get a hold of 
gaeTtems. The Galactic Empire under Darth Krayt has reverted to many 
Gf the draconian practices that were common under Palpatine, and items 
of Military availability are considered Illegal in the hands of anyone not 
cither directly associated with the Empire or awarded special dispensation 
from the Imperial bureaucracy. As in the days of the Galactic Civil War, the 
Empire tightly controls who obtains weapons that can be used against the 
Imperial forces, meaning that weapons smugglers can have lucrative careers 
supplying the means to fight tyranny and oppression, 


BioTeCcH 
The term “biotech” is a new phrase used to describe the biological technol- 
ogy introduced by the Yuuzhan Vong. The term biotech can be applied to 
devices, weapons, armor, and even vehicles, and it acts as a descriptor that 
indicates certain new rules mechanics. A biotech object is defined as any 
‘object of distinct Yuuzhan Vong origin, such as amphistaffs, razor bugs, 
thud bugs, and Vonduun crabshell armor; additionally, any object with the 
biotech template (see page 66), any vehicle with the living vehicle template 
(see page 69), and Yuuzhan Vong bio-implants (see page 67) are also always 
considered to be biotech devices. 
Biotech devices have the following special rules associated with them: 
* They require the Treat Injury skill (not the Mechanics skill) to repair. 
* Knowledge checks concerning biotech use Knowledge (life sciences) 
instead of Knowledge (technology). 
© They are more difficult to sense and grasp with the Force (see page 
33). 
© They may be modified using the Biotech Specialist feat (see page 
34), but not the Tech Specialist feat (see page 21 of Storships of the 
Galaxy). 
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ADVANCED MELEE WEAPONS cOsT DAMAGE STUN DMG = WEIGHT TYPE AVAILABILITY 
Shock whip 1,200 146 - 2.3 kg Bludgeoning Restricted 
EXOTIC WEAPONS COST DAMAGE STUN DMG = WEIGHT TYPE AVAILABILITY 
Tehk'la blade 8,500 206 - 0.5kg Piercing and slashing Rare 
LIGHTSABERS cost DAMAGE STUN DMG = WEIGHT TYPE AVAILABILITY 
Long-handle lightsaber 4,500 2d8 - 2kg Energy and slashing Rare 


MELEE WEAPONS 

As in many other time periods, melee weapons are largely secondary to 
ranged weapons, However, some weapons, such as those listed in this sec- 
tion, are favored by iconic characters in the era, and are likewise suitable 
for use by heroes. 


Long-Handle Lightsaber 

Lightsaber 

A weapon favored by the Sith Lord Darth Nihl, the long-handle lightsaber 
caters to a particular fighting style. The weapon's handle grip is several times 
larger than the standard lightsaber, making it easier to swing the weapon 
around the body using arms, legs, shoulders, hips, and other joints as fulcrums 
upon which the lightsaber can be levered. 

The fighting style used with a long-handied lightsaber takes advantage 
of the larger grip to allow the wielder to rotate the weapon around his body. 
When you wield the lightsaber two-handed, you can choose to forego dou- 
bling your Strength bonus to damage and instead increase the lightsaber's 
base damage to 2d10. 

A long-handle lightsaber requires an energy cell to operate. 


Shock Whip 
Advanced Melee Weapon 
Anasty weapon deemed by many to be unnecessarily painful, the shock whip 
has been used by warriors throughout the galaxy for generations. Fast and 
cruel, the shock whip is the chosen weapon of the Mistry! Shadow Guards 
and is also used by the Sith Lord Darth Maleval. A shock whip consists of a 
metal grip from which extend long, thick wires woven together into a single 
strand. The metal grip houses a power cell that can send a surge of energy 
through the shock whip's cord, issuing an electric shock to the target. 
Ashock whip is a melee weapon with a reach of 2 squares. When you hit 
with the shock whip, the target takes normal damage from the weapon (as. 


listed on Table 5-1; Melee Weapons). Also on a hit, you can choose to make 
a grab attack (as a free action) against the target using the whip, provided 
the target is no more than one size category larger than you. Unlike a normal 
grab attack, you make @ second attack roll at the normal attack bonus with 
the whip, and you do not take a -5 penalty on the attack roll. If this second 
attack roll hits, the target is grabbed. As a swift action once per turn, you 
can automatically deal 246 energy damage to a target grabbed by the shock 
whip (no additional attack roll required). 

If you have the Trip feat, you can choose to use the shock whip to knock 
the target prone instead of making a grab attack. 

While grabbing a target with the shock whip, you cannot use the weapon 
to make attacks against any other targets. 

A shock whip requires an energy cell to operate. 


Tehk'la Blade 

Exotic Weapon 

The tehk'la blade is a handheld weapon in common use throughout Nagai 
society. Similar in design to vibrodaggers, tehk'la blades are fashioned indi- 
vidually for, and often by, the owner of the weapon. The leading edge of a 
tehk'la blade is serrated, and vibration inducers cause it to oscillate at several 
thousand cycles per minute, enhancing its cutting power, 

The Nagai fighting style that employs tehk’la blades relies on wounding 
an enemy, whittling him down until his lack of effectiveness permits a killing 
blow. The blades are designed to tear and rend as they are withdrawn from 
stab wounds, making them particularly fearsome in the hands of a trained 
combatant. If the attack roll made by the wielder of a tehk’la blade equals 
or exceeds both the target's Reflex Defense and its Fortitude Defense, the 
target takes an additional 1d6 points of damage from bleeding at the start 
of its next turn, 

A tehk’la blade requires an energy cell to operate. 


RANGED WEAPONS 
he galaxy is a dangerous place, even with the iron hand of the Empire 
‘ting the sales of different kinds of weapons, and individuals still rely 
' ranged weapons for their own personal safety. In addition, Yuuzhan Vong 
pons such as thud bugs and razor bugs have become increasingly common 
among fringers who disregard the ban on such weapons. 


Blaster Carbine, Double-Barreled 

Rifle 

vorite weapon among those who live on the fringe of society, the double- 
arreled blaster carbine packs a powerful punch yet is small enough to con 
cal under loose clothing. Unlike a normal blaster carbine, the double-barreled 
arbine is incapable of making autofire attacks. However, the weapon can be 
witehed to a “double shot" setting as a swift action, While in double shot 
ode, the weapon acts as an area effect weapon, targeting everything in a 


2-square-by-2-square area. A target hit by the weapon takes full damage 
(half damage if it has the Evasion talent), or half damage if the attack misses 
(no damage if the target has the Evasion talent). Each double setting attack 
consumes 2 shots. The wielder cannot use any feat, talent, or other effect 
that consumes more than one shot in a round (including Double Attack and 
Rapid Shot) while using this weapon in double shot mode, 

Like all blaster carbines, the double-barreled blaster carbine can be used 
to make attacks of opportunity, even without a folded stock. 

A double-barreled blaster carbine requires a power pack to operate. After 
50 shots, the power pack must be replaced. 

Cade Skywalker carries a custom double-barreled blaster carbine, modi 
fied for him by Bantha Rawk. 


Blaster Carbine, Hunting 
Rifle 
The hunting blaster carbine combines the reduced weight and portability of 
a carbine with the ability to take down a target quickly. A hunting blaster 
carbine is incapable of making autofire attacks, but on a critical hit, a hunting 
blaster carbine's damage dice change from d8s to d10s 

Hunting blaster carbines have a retractable stock, Like all blaster carbines, 
the hunting blaster carbine can be used to make attacks of opportunity even 
if its stock is not folded. 

A hunting blaster carbine requires a power pack to operate. After 50 shots, 
‘the power pack must be replaced. 

The Wookiee bounty hunter Chak carries a hunting blaster carbine, 


Blaster Carbine, Sporting 
Rifle 
The sporting blaster carbine is designed to take the compact design of the 
blaster carbine and increase its accuracy, making it more competitive at long 
ranges. A sporting blaster carbine is not treated as an inaccurate weapon 
when wielded in two hands. 

Like all blaster carbines, the sporting blaster carbine can be used to make 
attacks of opportunity, even without a folded stock. 

A sporting blaster carbine requires a power pack to operate. After 100 
shots, the power pack must be replaced. 

The bounty hunter Jariah Syn uses a sporting blaster carbine on 
occasion 
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EXOTIC WEAPONS cosT DAMAGE STUN DMG RATE OF FIRE =WEIGHT TYPE AVAILABILITY 
Concealed dart launcher 1,900 - Yes (308) s 0.5 kg Piercing Mlegal 
PISTOLS cost DAMAGE STUN DMG = RATE OF FIRE WEIGHT TYPE AVAILABILITY 


Blaster pistol, snap shot 250 3d6 s Tkg Energy Megat 

Blaster pistol, bluebolt’ 850 3d8 Yes s 1.6 kg Energy Military 

RIFLES COST DAMAGE ‘STUN DMG RATE OF FIRE WEIGHT TYPE AVAILABILITY 
Blaster carbine, double-barreled’? 1,200 3d8 Yes s 1.9 kg Energy Restricted 

Blaster carbine, hunting’ 1,000 348 Yes s 21kg Energy Restricted =) 
Blaster carbine, sporting’ 1,000 3d8 Yes Ss 2.6 kg Energy Restricted 


Blaster rifle, heavy assault" 3,000 310 A 7 kg Energy Military 

‘SIMPLE WEAPONS cost DAMAGE STUN DMG RATE OF FIRE WEIGHT TYPE AVAILABILITY 
Razor bug? 800 208 s 0.5 kg Slashing Megal, Rare 

Thud bug 800 248 s 0.5kg —Bludgeoning illegal, Rare 
1 Inaccurate Weapon: This weapon cannot fire ot targets at long range. 

2 Accurate Weapon: This weapon tokes no penalty when firing at targets at short range. 

3 Area Attack Weapon: See Area Attack, page 155 of the Soga Edition core rulebook. 

Blaster Pistol, Bluebolt Blaster Pistol, Snap Shot 

Pistol Pistol 


Named for the blue chrome that adorns the body of the original models of 
this pistol, the bluebolt blaster pistol is much larger than a normal blaster 
pistol. However, the weapon is balanced with a heavy grip and a light barrel, 
making it easy to wield in one hand. 

The bluebolt blaster pistol can stun targets as far away as 8 squares 
(instead of the usual 6~square range). However, the weapon consumes one 
additional shot with each stun attack, 

Abluebolt blaster pistol requires a power pack to operate. After 50 shots, 
the power pack must be replaced. 

Deliah Blue uses a bluebolt blaster pistol. 


A favorite among intelligence agents, undercover law enforcement, and 
criminals in need of a well-concealed weapon, the snap shot blaster pistol isa 
variant of the hold-out blaster pistol often perceived as a last resort weapon, 
It carries a single round of ammunition in its power pack, and because of its 
compact design, a snap shot blaster pistol grants a +5 equipment bonus on 
Stealth checks made to conceal the weapon. 

A snap shot blaster pistol requires a power pack to operate. After one 
shot, the power pack must be replaced. 

Morrigan Corde uses a snap shot blaster pistol in emergencies. 


Blaster Rifle, Heavy Assault 
Rifle 
A large rifle designed to give a single person enough firepower to take out 
a whole squad of enemies, the heavy assault blaster rifle is restricted to 
military use under Imperial law. When a heavy assault blaster rifle scores a 
critical hit, its damage dice change from d10s to d12s 
A heavy assault blaster rifle requires a power pack to operate. After 50 

\¢ power pack must be replaced. 

Morrigan Corde carries a heavy assault blaster rifle on difficult missions, 
ych as when she breaks into the Sith Temple on Coruscant to rescue Cade 


Skywalker 


Concealed Dart Launcher 
Exotic Weapon 
Worn on the wrist and usually concealed by clothing, this weapon fires toxic 
darts. A dart can be filled with contact poisons, but by default it contains 
a potent sedative that effectively deals stun damage to the target, Unlike 
weapons set to stun, a concealed dart launcher can deal stun damage to 
targets farther than 6 squares away. A concealed dart launcher is treated as 
a pistol for purposes of determining range. 

Because of its compact design, a concealed dart launcher grants a +5 
equipment bonus on Stealth checks to conceal the weapon 

‘oncealed dart launcher requires a bundle of darts to operate. After 6 

hots, the bundle must be replaced 

Deliah Blue often uses a concealed dart launcher to bring down her targets 
quickly and without causing lethal damage. 


Razor Bug 

Simple Weapon 

Razor bugs are small, disc-shaped insects engineered by the Yuuzhan Vong 
to Serve as ranged weapons. Though they are thrown by hand, razor bugs are 
haped in such a way that they fly with great speed, distance, and accuracy, 
making them an effective replacement for longer-ranged weapons. A thrown 

bug is treated as a simple weapon, not a thrown weapon, for purposes 
of determining range. 


Thud Bug 

Simple Weapon 

Uke razor bugs, thud bugs are insects engineered by the Yuuzhan Vong to 
erve as ranged weapons. A thrown thud bug is treated as a simple weapon, 
not a thrown weapon, for purposes of determining range. Additionally, the 
Wielder can choose to deal stun damage instead of normal damage against 


get at point-blank or short range. 


EQUIPMENT 


The following new pieces of equipment are suitable for use by heroes in a 
Legacy era campaign. 


Biotech Tool Kit 

You need a biotech tool kit to modify Yuuzhan Vong biotechnology, install 
a bio-implant, or otherwise alter biological devices and vehicles. A standard 
biotech tool kit consists of a variety of implements and tools that look more 
at home in a medical kit than in a tool kit, and unlike a normal tool kit, items 
in a biotech tool kit cannot double as improvised weapons. 


Comlink, Hands-Free 

The hands-free comlink is a convenient device often used by beings work- 
ing under conditions where both hands are needed to perform a task. This 
comlink consists of several linked sound-absorbing pads, placed on the 
face of the user and connected to an earpiece. When the wearer speaks, the 
sound-absorbing pads transmit the speech; additionally, the comlink can be 
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adjusted to pick up only the faintest of whispers, allowing the wearer to use 
the comlink to communicate quietly when stealth is important. Morrigan 
Corde frequently uses a hands-free comlink, 

A hands-free comlink functions as a short-range comlink, but does not 
have video or holo capability. 


Spy Bug 
This Diminutive, bioengineered insect records sights and sounds within 
20 squares of it. It can be placed in a hidden area and remains there until 
retrieved. When the spy bug is retrieved, the data that is has absorbed 
through its senses for the past 24 hours can be extracted. (The Yuuzhan 
Vong use living devices to retrieve the data, but a DC 25 Mechanics check 
can transmit the data via electronic connectors or comlink.) 

A spy bug functions as a holorecorder unit (see page 136 of the Saga 
Edition core rulebook). A spy bug registers as a life form on sensors, not as 
an electronic device. 


COMMUNICATION DEVICES cosT WEIGHT 
DETECTION AND 

‘SURVEILLANCE DEVICES cosT WEIGHT 
Spy bug 1,300 05 
TOOLS cost WEIGHT 
Biotech tool kit ‘ 450° 1 
BIO-IMPLANTS cost WEIGHT 
Body spikes _ 1400- = 
Cosmetic enhancements 200 ~ 
Enhanced vision 1,900 *. 
Natural armor 7,000 a 
Natural weapon 4,000 - 
Poison filter 2,500 - 
Replacement body part 2,000 - 


YUUZHAN VONG 
BIoTeECcCH 


Most biotech devices created by the Yuuzhan Vong serve the same purposes 
as their mechanical or electronic counterparts. You can create new biotech 
devices by applying the following template to standard technological devices, 
armor, and weapons. Once the template is applied, the new biotech device 
may be used with the biotech feats and talents. Note that certain weapons 
and devices have no biotech equivalent, including most explosives, exotic 
weapons, and lightsabers. 

To turn a standard technological device into a biotech device, apply the 
following modifications: 

Cost: A biotech device costs four times as much as its technological 
equivalent. (For example, a biotech breath mask costs 800 credits, whereas 
a normal breath mask costs 200 credits.) 

Availability: Biotech devices are considered Rare across most of the 
galaxy. Biotech weapons are normally Illegal in the Legacy era. 

Armor: Armor with the biotech template has its weight reduced by one- 
half. This does not change the armor's type (medium armor remains medium 
armor, heavy armor remains heavy armor). Repairing a suit of “living armor” 
requires the Treat Injury skill (see page 32). 

Equipment: Most equipment requires no special modifications. However, 
some biotech devices may rely on natural power supplies or require special- 
ized training to use successfully. Such devices may be used without penalty 
by the Yuuzhan Vong and others with biotech-related feats and talents. 
Those without such knowledge must apply a -5 penalty to any skill checks 
or attacks made when using unfamiliar biotech devices. 

Weapons: A biotech weapon derived from a weapon that deals energy 
damage deals bludgeoning, piercing, or slashing damage instead; the type 
of damage is selected when the template is applied. 


“| HAD NEVER 
SEEN A SHIP LIKE 
THE ONE THAT 
ENGULFED ME, 
OR WARRIORS LIKE 
THE ONES ! FACED, 
OR WEAPONS LIKE 
THE ONES THAT 
DOWNED Me." 


-DARTH KRAYT 


BIO-IMPLANTS 

Their invasion of the galaxy thwarted, the Yuuzhan Vong withdrew to Zonama 
Sekot. A small few elected to remain behind, carving out lives for themselves 
‘on remote, undeveloped worlds or integrating into galactic society. A small 
number of Yuuzhan Vong shapers took this latter path and began using their 
advanced knowledge of bioenginecring to make biological alterations to other 
sentient beings. These modifications were illegal, not to mention unpredict- 
able and dangerous. Still, Yuuzhan Vong biological modification became 
‘an intriguing alternative to cybernetic enhancement, which had for years 
allowed criminals to gain a technological edge over their competitors. 

Obtaining @ Yuuzhan Vong bio-implant is risky business, for all of the 
implants and modifications listed here are Illegal. Most of the rogue shapers 
that offer bio-modification do so from the darker corners of the galaxy, 
far from the probing eyes of the Galactic Empire. Moreover, they are rarely 
interested in Imperial credits, instead seeking payment in the form of favors, 
services, or bartered goods. The costs for these bio-implants are listed on 
Table 5-3: Equipment and represent the credit value of the modification; 
Gamemasters are encouraged to require that any heroes seeking Yuuzhan 
Vong bio-implants perform some task for the shaper, or provide rare or 
illegal goods of the same value in trade. While the GM is free to allow the 
character to simply purchase one of these enhancements, they lose some 
of their uniqueness and mystery if the hero simply hands over a credit stick 
and receives the enhancement. 

For example, one of the player characters might be looking to obtain the 
enhanced vision bio-implant, valued at 1,900 credits. Instead of just allowing 
the hero to pay for the enhancement, the Gamemaster decides to stage a 
short side adventure in which the heroes must deliver a message to a secret 
Yuuzhan Vong enclave on Felucia. Since the credit reward for that adventure 
is the same as the cost of the enhancement, the Gamemaster determines 
that the heroes receive no credit reward, but the hero in question obtains his 
bio-implant as reward for delivering the message. Of course, when the Empire 
hears that someone who has sought illegal Yuuzhan Vong enhancements will 
be traveling to Felucia, things could get dangerous. ... 

Yuuzhan Vong plants are like cybernetics in many respects, 
‘especially in regards to game mechanics. Implanting a Yuuzhan Vong bio- 
implant requires the Biotech Surgery feat (see page 34). Once installed, 
the biotech enhancement functions as described under the individual 
‘entry. Any character trained in Treat Injury can remove a bio-implant by 
Performing surgery; this requires a DC 20 Treat Injury check at the end of 
the procedure, using the normal rules for performing surgery (see page 74 
of the Saga Edition core rulebook). 

Sometimes the shaping of the new bio-implant has flaws, or the recipi- 
ent's body rejects the implant for some reason. When a bio-implant is first 
installed, make an attack roll (1d20+5) against the target's Fortitude Defense, 
with a cumulative +2 bonus on the attack roll for each implant the recipient 


already has. If the attack is successful, the recipient's body rejects the implant 
and the recipient moves ~1 persistent step down the condition track. The 
bio-implant is also destroyed. This persistent condition can only be removed 
with 8 hours of uninterrupted rest; furthermore, any future attempt to install 
the same kind of bio-implant gains a +10 bonus to its attack roll. 

Because the Yuuzhan Vong have been cut off from the Force, much of 
their biotechnology hinders a being’s connection to the Force. Creatures with 
Yuuzhan Vong bio-implants take a -1 penalty on Use the Force checks for 
cach bio-implant (to a maximum penalty of -5). 


BIO-IMPLANTS AND THE LAw 
Since Yuuzhan Vong bio-implants are illegal, anyone walking around 
with a bio-implant on display is likely to get into legal trouble, especially 
on Imperial planets where the laws are strictly upheld. A character can 
attempt to hide a bio-implant using the Deception skill (as though 
creating a deceptive appearance, as discussed on page 65 of the Saga 
Edition core rulebook). Poison filters and replacements for internal 
organs require no Deception check to hide, as they are not plainly visible. 
Hiding most cosmetic enhancements and the enhanced vision implant 
is considered a simple deception; replacement body parts are usually 
moderate deceptions; body spikes, natural armor, and natural weapons 
are usually difficult deceptions. 

A character using sensors capable of detecting the physical health 
of a target (such as a medisensor, described on page 36 of Threats of 
the Galaxy) can detect the presence of bio-implants, including internal 
implants, A character with a sensor pack (see page 136 of the Saga Edi- 
tion core rulebook) gains a +5 circumstance bonus on Perception checks 
to see through the deception of hiding bio-implants. 

The penalty for having an illegal bio-implant is severe. Under Imperial 
law, the offense warrants immediate arrest. The fine for having illegal 
bio-implants is usually 5,000 credits x the number of implants possessed. 
Additionally, the offender must serve a minimum of 2 years in an Imperial 
corrections facility, where prison surgeons remove the bio-implants, 

Some individuals have special Imperial decrees that allow them to 
Possess Yuuzhan Vong implants legally. All Sith are covered under these 
decrees, and Imperial bureaucrats can usually obtain this exception as 
@ part of their badge of office (though few do, since it is often seen as 
a defilement of the body). Individuals might be able to bribe Imperial 
officials to overlook bio-implants, and possibly even to obtain an Imperial 
decree, though this latter option is usually expensive and requires some 
‘severe cajoling or the completion of some difficult task. 


Cosmetic Enhancements 

More common and less risky than other Yuuzhan Vong bio-implants, cosmetic 
enhancements include tattoos, reshaping of bone structure, alterations to 
skin or hair color, superficial scarring, the addition of bony protrusions, and 
so forth. These cosmetic changes do not require an attack roll against the 
recipient's Fortitude Defense and ignore the normal rules for penalties on 
Use the Force checks. Cosmetic enhancements do not alter the statistics of 
their recipients in any way. 


Body Spikes 

Body spikes are hard, bony protrusions that grow in a roughly conical 
Or crescent shape out of the bones of the implant recipient. Body spikes 
automatically deal 144 piercing and slashing damage to any opponent that 
grapples or is grappled by the recipient; this damage occurs at the end of 
the recipient's turn as long as the grapple is maintained. 


Enhanced Vision 

The enhanced vision implant replaces one or both of the recipient's eyes 
with specially grown creatures that have exceptional sensory perception, 
A creature with the enhanced vision implant gains the darkvision special 
quality (see page 257 of the Saga Edition core rulebook) 


Natural Armor 

The natural armor implant consists of a thick layer of chitin that grows out 
of the recipient's skin, protecting the recipient from attacks. This implant 
increases the creature's natural armor bonus by +1. If a creature does not 
have a natural armor bonus, it gains a +1 natural armor bonus. A natural 
armor bonus stacks with an armor bonus. 


Natural Weapon 

This implant gives the recipient some kind of natural weapon, whether in the 
form of bone spurs on the knuckles, claws from the fingertips, or some other 
kind of extension of the recipient's bone structure. When a creature with this 
implant makes an unarmed attack, it may choose to use its natural weapons, 
dealing 146 points of slashing damage, piercing damage, or bludgeoning 
damage with that attack instead of normal unarmed damage, A creature with 
this implant is always considered armed with its natural weapons. 


Poison Filter 

Asmall creature is placed in, on, or around the heart. It absorbs and separates 
toxins that make their way into the blood stream, rendering them inert. 
A creature with a poison filter gains a +5 equipment bonus to Fortitude 
Defense against poisons. 


Replacement Body Parts 
Biological replacement limbs and organs are often more desirable than 
mechanical replacements (cybernetic prostheses), since they require little 
maintenance and can be fashioned to look natural. Yuuzhan Vong shapers 
have wildly varying tastes, but few could care less about whether a replace- 
ment limb matches the recipient's other limbs. 

Once a replacement limb or organ is attached, it performs just as well as 
the original limb or organ 
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LIVING VEHICLE TEMPLATE 

Used to represent. from Yuuzhan Vong vehicles to the space- 
craft of Zonama Sekot, the living vehicle template allows you to create 
statistics for biological analogues of existing ships. Though the template 
won't present the fine mechanical tuning of designing a vehicle from 
scratch, if you just need a basic living vehicle comparable in firepower 
‘to an X-wing starfighter, the living vehicle template should suffice. 


Modifications 

To create a living vehicle, make the following changes to an existing 
vehicle. 

The CL of a living vehicle is equal to its normal value + 2. 

: Typically, the SR of a living ship does not represent traditional 
shields but some other form of damage absorption. Yuuzhan Vong 
vessels use dovin basals to help negate damage. A living ship's SR is 
not reduced by a single attack, even if it exceeds the ship’s current 
SR. A starship with its weapons set to autofire, however, reduces the 
living ship's SR as normal if the autofire attack's damage exceeds the 
ship's SR. 

Hit Points: Unlike a normal vehicle, Mechanics checks cannot be 
made to repair hit point damage to a living vehicle. The Treat Injury skill 
can be used to repair the vehicle's lost hit points. 

Natural Healing: A living vessel regains a number of hit points per 
day on its own equal to one-half its Fortitude Defense. These hit points 
are only regained when the vehicle is unused for 8 hours. 

Dovin Basals: Yuuzhan Vong living vehicles have dovin basals, 
‘small organisms that generate tiny black holes that can be used for 
special attacks. A dovin basal has the same range as a blaster weapon: 
but cannot fire at targets at long range. A dovin basal does not deal 
normal hit point damage; instead, if the dovin basal's damage exceeds 
the target ship’s SR, the ship's SR is reduced by 10 instead of by 5. 
Colossal and smaller ships have dovin basals that deal 74102 damage, 
Colossal (frigate) ships have dovin basals that deal 5d10x5 damage, 
and Colossal (cruiser) and larger ships have dovin basals that deal 
7410*5 damage. 

Tractor Beams: Yuuzhan Vong living vessels use their dovin basals as 
tractor beams. Other kinds of living ships have comparable alternatives 
to emulate a tractor beam's effects. 

Weapons: Living vehicles have analogues for most weapons. 
Weapons that deal energy damage alone typically deal fire damage 
instead of normal energy damage. Other weapons, even ion weapons, 
have analogues on a living vehicle. They behave exactly as the weapon 
does on the base vehicle. 


DROIDS 


The following droids are common sights across the galaxy during the 
Legacy era. 


FiIRST-DEGREE DROIDS 
First-degree droids are medical, analytical, or scientific droids. 


Pl-Series Medical Assistant Droid 

A popular droid among medical researchers, the Pl-Series medical assistant 
droid from Arakyd Industries provides surgeons and medics with all of the 
services of an aide without taking up as much space. This hovering droid 
has a simple, basic processor and is programmed to fulfill a variety of tasks 
related to medical treatment and surgery but cannot perform medical aid on 
its own. Since the Pi-Series medical assistant droid isn’t capable of making 
critical decisions, it is usually paired with a skilled living doctor or a 323 
medical droid (which is capable of higher logic functions). 

The Pl-Series medical assistant droid has an impressive memory buffer 
and can be outfitted with a vocabulator, allowing it to serve as a responding 
voice-activated archive of medical knowledge. 

The Sith Lord Darth Maladi makes extensive use of Pl-Series medical 
assistant droids. Since much of her work takes place in a laboratory, these 
droids assist the Sith without disturbing her, which is something that her 
living assistants could never do. 

Pl-Series medical assistant droids can’t be played as droid heroes. 


Pl-Series Medical Assistant Droid 

Small droid (1st-degree) nonheroic 2 

Init +3; Senses low-light vision; Perception +12 

Languages Basic (cannot speak), Binary, 1 unassigned 

Defenses Ref 13 (flat-footed 11), Fort 9, Will 11 

hp 7; Threshold 9 

Immune droid immunities 

Speed fly 6 squares (hover) 

Melee unarmed +1 (143-1) 

Base Atk +2; Grp -1 

Abilities Str 8, Dex 14, Con —, Int 15, Wis 13, Cha 8 

Special Qualities droid traits 

Feats Cybernetic Surgery, Skill Focus (Knowledge [life sciences}, 
Perception, Treat Injury), Surgical Expertise 

Skills Knowledge (life sciences) +13, Perception +12, Treat Injury +12 

‘Systems hovering locomotion, basic processor, 3 claw appendages, 
2 tool appendages, improved sensor package 

Availability Licensed; Cost 3,500 credits 
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3Z3 Medical Droid 

A cutting-edge replacement for the medical droids of the past, the 323 medi 
cal droid from Industrial Automaton is often touted by its manufacturer as 
one of the most stable and reliable droid models. 

The 3Z3 is considered an Imperial droid, since Imperial interests originally 
funded the droid’s production. However, the 323 model has been made avail- 
able for sale to individuals throughout the galaxy. During production, Imperial 
bureaucrats demanded that Industrial Automaton install combat scenario 
programming into the droids, enabling them to replace living combat medics. 
In battlefield simulations, the 323 combat medic droids perform extremely 
well, but in the private sector this programming produces somewhat quirky 
behavior. When put under intense pressure, the 323 medical droid’s combat 
scenario programming kicks in, causing the droid to behave in much the same 
way it would on the battlefield, rushing from patient to patient and putting 
patients through a “triage” routine that is unnecessary. 

The Imperial Army makes extensive use of 323 medical droids. One such 
droid, K2-3Z3, saw to the medical treatment of Sergeant Harkas of Joker 
Squad after a skirmish against Fel loyalists on Borosk. 

323 medical droids can be played as droid heroes. 


3Z3 Medical Droid cL 
Medium droid (Ist-degree) nonheroic 4 

Init +3; Senses low-light vision; Perception +11 

Languages Basic, Binary, 1 unassigned 

Defenses Ref 11 (flat-footed 10), Fort 10, Will 12 

hp 10; Threshold 10 

Immune droid immunities 


Speed 6 squares 

Melee unarmed +3 (143) 

Base Atk +3; Grp +4 

Abilities Str 10, Dex 12, Con —, Int 14, Wis 15, Cha 8 

Special Qualities droid traits 

Feats Cybernetic Surgery, Skill Focus (Knowledge [life sciences], 
Treat Injury), Skill Training (Use Computer), Surgical Expertise 

Skills Knowledge (life sciences) +14, Perception +11, Treat Injury +14, 
Use Computer +9 

Systems walking locomotion, heuristic processor, 2 hands, 
improved sensor package, vocabulator 

Possessions medical kit, 3 medpacs 

Availability Licensed; Cost 5,000 credits 
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BL-39 Interrogator Droid 

A direct successor to the IT-O interrogator droid, the Aratech BL-39 inter- 
rogator droid is the result of a private company purchasing the schematics 
for the Imperial interrogation droid and adapting them to a civilian model. 
Following the decline of the Empire after the Galactic Civil War, Aratech 
paid large sums for access to a number of top secret Imperial technological 
designs, including droids, weapons, and vehicles. The BL-39 is the result of 
this deal, and the droid's design came about due to high demand from law 
enforcement agencies and local governments. 

The BL-39 interrogator uses many components from modern medical 
droids, and part of the reason the droid is so effective is that it can extract 
information from the target with minimal pain or physical injury. Its method 
of painless, medicinal information extraction actually results in the droid 
being classified as a Ist-degree droid, where its predecessor (a highly spe- 
cialized torture device) was a 2nd-degree droid. Likewise, the BL-39 can be 


converted into a medical assistant droid with little reprogramming, taking 
advantage of the droid’s existing medical knowledge. 

Moff Nyna Calixte often employs BL-39 interrogator droids in her duties 
as the Director of Imperial Intelligence. 

BL-39 interrogator droids can be played as droid heroes. 


BL-39 Interrogator Droid cli 

Small droid (Ist-degree) nonheroic 1/scoundrel 1 

Force 1 

Init +2; Senses low-light vision; Perception +11 

Languages Basic, Binary, 1 unassigned 

Defenses Ref 15 (flat-footed 14), Fort 9, Will 15 

hp 6; Threshold 9 

Immune droid immunities 

‘Speed fly 6 squares (hover); maximum altitude of 2 squares 

Ranged blaster pistol +1 (346) 

Base Atk +0; Grp -4 

Abilities Str 8, Dex 12, Con —, Int 14, Wis 17, Cha 15 

Special Qualities droid traits 

Talents Interrogator (see page 102 of The Force Unleashed Campaign 
Guide; if this resource is unavailable, replace with the Knack talent) 

Feats Skill Focus (Treat Injury), Skill Training (Persuasion, Use Computer), 
Surgical Expertise, Weapon Proficiency (pistols) 

Skills Knowledge (life sciences) +8, Perception +11, Persuasion +8 (can 
substitute Treat Injury to change attitude or intimidate if adjacent to 
target), Stealth +7, Treat Injury +14, Use Computer +8 

Systems hovering locomotion, heuristic processor, 5 tool appendages, 1 
claw appendage, improved sensor package, locked access, vocabulator 

Possessions blaster pistol, audio recording unit, medical kit, video 
recording unit 

Availability Restricted; Cost 13,000 credits 


SECOND-DEGREE DROIDS 
Second-degree droids include astromech droids and technical droids. 


FEG-Series Pilot Droid 

More sophisticated than most automated pilot droids, the FEG-Series droid 
from Cybot Galactica is renowned for its ability to devise creative piloting 
maneuvers. Cybot Galactica engineered the FEG-Series to be able to make 
snap decisions and mimic the creativity of living pilots. The impetus behind 
this design decision was that the FEG-Series was intended to serve as a copilot 
{or even a primary pilot) on ships hauling cargo through dangerous space 
corridors or guiding stealthy scout craft into hostile territory. 


Though most space transport pilots scoff at the idea of a droid pilot 
being as good as a living pilot, the FEG-Series droid is exceptionally good at 
adapting to rapidly changing circumstances and, in some cases, has outflown 
living pilots during test runs, That said, a FEG-Series pilot droid can’t talk its 
way past Imperial customs or negotiate docking fees with local spaceports 
as well as seasoned spacers. 

Many owners of FEG-Series pilot droids use them as copilots and inten- 
tionally let them go for long periods of time without memory wipes so that 
they develop personalities. These owners claim that FEG-Series pilot droids 
with developed personalities are even more capable of creative piloting, 
and some pilots develop long-standing and amicable relationships with 
their FEG-Series droids, treating them more like partners than property. 
Unfortunately, many of the FEG-Series droids allowed to develop their own 
personalities have become aware of Cybot Galactica’s marketing campaign 
surrounding their model, leading some to adopt a certain arrogance regard- 
ing their own piloting skills. 

The pirate captain Rav used an FEG-Series pilot droid named FEG-13 
("Feejee 13") on raids. 

FEG-Series pilot droids can be played as droid heroes. 


FEG-Series Pilot Droid cli 

Medium droid (2nd-degree) scoundrel 1 

Force 1 

Init +2; Senses Perception +6 

Languages Basic, Binary, 1 unassigned 

Defenses Ref 15 (flat-footed 13), Fort 12, Will 13 

hp 18; Threshold 12 

Immune droid immunities 

‘Speed 6 squares 

Melee unarmed +1 (1d3+1) 

Ranged blaster pistol +2 (346) 

Base Atk +0; Grp +1 

Atk Options Point Blank Shot 

‘Special Actions Hyperdriven 

Abilities Str 13, Dex 15, Con —, Int 14, Wis 12, Cha 10 

Special Qualities droid traits 

Talents Hyperdriven 

Feats Point Blank Shot, Vehicular Combat, Weapon Proficiency 
(pistols, simple weapons) 

Skills Knowledge (galactic lore) +7, Knowledge (technology) +7, 
Mechanics +7, Perception +6, Pilot +7, Use Computer +7 

‘Systems walking locomotion, heuristic processor, 2 hand appendages, 
1 tool appendage, locked access, vocabulator 

Possessions blaster pistol, too! kit 

Availability Licensed; Cost 4,100 credits 
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Holocam Droid 
Barely worthy of the droid designation, the SoroSuub holocam droid is little 
more than a havering recording device with a basic droid brain 
The holocam droid records data in three dimensions. It can receive 
instructions verbally, though it cannot interpret complex instructions without 
additional programming. Holocam droids are a common sight throughout the 
galaxy, and are used for both documentation and entertainment purposes. 
Many law enforcement agencies use holocam droids to record incidents 
involving their officers, including the Sector Rangers. 
Holocam droids can't be played as droid heroes. 
Holocam Droid cLo 
Tiny droid (2nd-degree) nonheroic 1 
Init +2; Senses low-light vision; Perception +14 
Languages Binary 
Defenses Ref 14 (flat-footed 12), Fort 8, Will 12 
hp 2: Threshold 8 
Immune droid immunities 
Speed fly 8 squares (hover) 
Base Atk +0; Grp -8 
Abilities Str 6, Dex 15, Con —, Int 10, Wis 14, Cha 6 
Special Qualities droid traits 
Feats Skill Focus (Perception, Stealth), Skill Training (Stealth, 
Use Computer) 
Skills Perception +14, Stealth +22, Use Computer +5 
Systems hovering locomotion, basic processor, improved sensor package, 
internal comlink 
Possessions audio recording unit, holo recording unit, video recording unit 
Availability Licensed; Cost 2,000 credits 
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Roving Eye Observation Droid 
The diminutive Roving Eye observation droid is, like the holocam droid, little 
‘more than a recording device attached to a repulsor system. However, unlike 
the holocam droid, the Roving Eye observation droid is designed to collect 
different kinds of data, compile it, strip out any inconsistencies or errors, 
and transmit a polished packet of data back to a secure location. A favorite 
of law enforcement agencies conducting advanced scouting or intelligence 
work, the Roving Eye is small enough to be able to get into tight spaces, take 
recordings, and then get out without ever being seen. Furthermore, Roving 
Eye observation droids can connect directly to computer networks, allowing 
them to analyze accessible data for the information they seek 

Many Roving Eye droids have been used in corporate espionage. With 
a little unscrupulous reprogramming, the droids can be used to splice into 
secure networks, security sensor and camera feeds, and the like, turning a 
target's own security precautions against it. Unlike the holocam droid, a 
Roving Eye cannot transmit live data with any speed, as most of the droid’s 
Processing power is taken up by the filtering and analysis of the various data 
sources it is monitoring. 


Roving Eye observation droids compile all of the data they collect and 
then transmit it to their owner in a single quick data burst. Alternately, a 
Roving Eye observation droid can be programmed to store its data and wait 
for manual retrieval—a good option when the owner has reason to fear that 
the data transmission might be intercepted. On rare occasions, a Roving Eye 
observation droid can be used as purely a communications device, sending an 
encrypted message to a designated target, complete with any supplemental 
data that might accompany that message. Roving Eye observation droids can 
be instructed to transmit their data over normal communications channels, 
or to deliver the data physically to the target. 

Darth Krayt uses several Roving Eye observation droids to closely monitor 
the training of his disciples, including the brief training received by Cade 
Skywalker on Coruscant. 

Roving Eye observation droids can’t be played as droid heroes. 


Roving Eye Observation Droid cLo 

Diminutive droid (2nd-degree) nonheroic 1 : 

Init +3; Senses darkvision; Perception +14 

Languages Binary 

Defenses Ref 17 (flat-footed 15), Fort 7, Will 12 

hp 2; Threshold 7 

Immune droid immunities 

Speed fly 8 squares (hover) 

Base Atk +0; Grp -13 

Abilities Str 4, Dex 17, Con —, Int 10, Wis 14, Cha 6 

‘Special Qualities droid traits 

Feats Skill Focus (Perception, Use Computer), Skill Training (Stealth, 
Use Computer) 

Skills Mechanics +2, Perception +14, Stealth +23, Use Computer +10 

‘Systems hovering locomotion, heuristic processor, darkvision, diagnostics 
package, improved sensor package 

Possessions audio recording unit, holo recording unit, video recording unit 

Availability Licensed; Cost 3,200 credits 


FOURTH-DEGREE DROIDS 
Fourth-degree droids are combat droids. 


Z65 Patrol Droid 
Assuccessor to the popular 501-Z police droid, the SoroSuub Z65 patrol droid 
is considered by many companies and wealthy individuals to be a must-own 
in a galaxy where the dark side and the Empire dominates, and where the 
dregs of society prey upon weak or tempting targets. The 265 patrol droid is 
designed to offer security and protection to those who can afford it. 

Unlike its predecessor, the Z65 is cheap enough to be procured in num- 
bers, allowing one to build an effective security force. Though this means 
a drastically simplified programming structure and a reduction in combat 
capabilities, the 265 patrol droid typically affords the owner a cheaper 
{and sometimes more reliable) alternative to hiring a living security force. 
Additionally, the 265 patrol droid comes standard with its weapons in place 
of hands, meaning that the buyer need not purchase additional weaponry 
for a cadre of patrol droids. 

Many crime lords employ Z65 patrol droids for personal security. 

765 patrol droids can't be played as droid heroes. 


Z65 Patrol Droid cL3 

Medium droid (4th-degree) nonheroic 6/soldier 1 

Force 1 

Init +6; Senses low-light vision; Perception +12 

Languages Basic, Binary 

Defenses Ref 21 (flat-footed 18), Fort 15, Will 13 

hp 21; Threshold 15 

Immune droid immunities 

Speed 6 squares 

Ranged blaster rifle +8 (348, devastating attack) or 

Ranged blaster rifle +3 (38, devastating attack) and 
blaster rifle +3 (3d8, devastating attack) or 

Ranged blaster rifle +3 (348, devastating attack) with autofire or 

Ranged blaster rifle +3 (5d8, devastating attack) with Burst Fire 

Base Atk +5; Grp +8 

Atk Options Burst Fire, Dual Weapon Mastery |, 

Devastating Attack (rifles) 

Abilities Str 14, Dex 16, Con —, Int 10, Wis 14, Cha 12 

Special Qualities droid traits 

Talents Devastating Attack (rifles) 

Feats Armor Proficiency (light, medium), Burst Fire, Dual Weapon 
Mastery |, Point Blank Shot, Weapon Proficiency (heavy weapons, 
rifles) 

Skills Perception +12 

‘Systems walking locomotion, basic processor, 2 tool mounts, 
improved sensor package, vocabulator 

Possessions 2 blaster rifles, quadanium battle armor 

Availability Restricted; Cost 6,400 credits 
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LV8-Series Guard Droid 

A low-cost droid designed to protect its owner and his or her property, the 
LV8-Series guard droid is a simple combat droid with impressive defensive 
capabilities, Following the Clone Wars, Baktoid Combat Automata was 
dismantled and absorbed into the Empire, but many of the engineers that 
worked for Baktoid fled and went into seclusion, taking their research with 
them. Following the rise of the Galactic Alliance, these exiles came together 
to form a new droid manufacturing consortium, which they labeled Baktoid 
Industrial Systems. Focused less on combat droids and more on creating 
Cutting-edge industrial designs, Baktoid Industrial Systems reestablished 
¢ Baktoid brand as a leader in the field of droid engineering. 


Unfortunately, many other droid manufacturers were not pleased with the 
return of Baktoid, and the newly reformed company endured several months 
of industrial espionage, sabotage, and direct threats from agents of their 
competitors. To protect their assets, Baktoid Industrial Systems engineered 
the LVB-Series quard droids and began placing them in key industrial locations 
to prevent sabotage. The droids were so effective and cheap to produce that 
Baktoid began mass manufacturing the droids. 

Many docking bays use LV8-Series guard droids to protect their hangars 
from intruders. 

LV8-Series guard droids can’t be played as droid heroes. 


LV8-Series Guard Droid 

Medium droid nonheroic 12 

Init +15; Senses Perception +9 

Languages Basic, Binary 

Defenses Ref 20 (flat-footed 17), Fort 12, Will 13 

hp 30; Threshold 12 

Immune droid immunities 

Speed 6 squares 

Ranged blaster rifle +14 (348) or 

Ranged blaster rifle +12 (348) and 
blaster rifle +12 (348) or 

Ranged blaster rifle +9 (348) with autofire or 

Ranged blaster rifle +9 (5d8) with Burst Fire or 

Ranged blaster rifle +7 (Sd8) and 
blaster rifle +7 (5d8) with Burst Fire 

Base Atk +9; Grp +11 

Atk Options Burst Fire, Dual Weapon Mastery II 

Abilities Str 14, Dex 18, Con —, Int 8, Wis 16, Cha 10 

Special Qualities droid traits 

Feats Armor Proficiency (light, medium), Burst Fire, Dual Weapon 
Mastery |, Dual Weapon Mastery Il, Skill Training (Initiative) 
Weapon Focus (rifles), Weapon Proficiency (rifles) 

Skills Initiative +15 

‘Systems walking locomotion, basic processor, 2 tool mounts, vocabulator 

Possessions 2 blaster rifles, quadanium battle armor 

Availability Restricted; Cost 9,400 credits 
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Aggressor-Series Battle Droid 

Built on the home planet of the Farghul species, the Aggressor-Series battle 
droid is a cheap droid designed for mass production and distribution, To the 
surprise of many other droid manufacturers, Farrfin Droidworks has managed 
to produce large numbers of the Aggressor droids despite Imperial restrictions 
on the creation of combat models. Unlike most combat droids, the Aggressor- 
Series battle droid does not come standard with any ranged weapons. In 
fact, most of its programming is dedicated to melee combat, making it an 
unusual, unorthodox, and unexpected opponent. As a result of this change in 
combat programming philosophy, the Empire has allowed Farrfin Droidworks 
to mass-produce and sell the droids to other worlds, believing that the droids 
would be ineffective against the Empire's best marksmen. 

In truth, the Farghul designed the Aggressor droids in response to the 
proliferation of lightsaber-wielding Sith in the galaxy. Though the droids’ 
primitive combat programming keeps them from being much of a threat to 
the Sith, Farrfin Droidworks believes that the time will come when enough of 
its droids are spread across the galaxy to challenge the Sith, at which point 
an upgrade to the droids’ programming will turn them into a significant and 
widespread threat. The droids’ headpieces are modeled after Farghul war 
masks, though few in the Empire are so in tune with Farghul traditions to 
realize this bold statement in the droids’ design, 

Darth Krayt keeps several Aggressor-Series battle droids, using them 
as training droids for his Sith underlings, including the training of Cade 
Skywalker, 

Aggressor-Series battle droids can be played as droid heroes. 


Aggressor-Series Battle Droid cui 
Medium droid (4th-degree) soldier 1 

Force 1 

Init +7; Senses Perception +6 

Languages Basic, Binary 

Defenses Ref 17 (flat-footed 15), Fort 15, Will 12 

hp 30; Threshold 15 

Immune droid immunities 

Speed 6 squares 

Melee dire vibroblade +4 (2d6+4, devastating attack) 

Base Atk +1; Grp +3 

Atk Options Devastating Attack (advanced melee weapons) 
Abilities Str 15, Dex 14, Con —, Int 10, Wis 13, Cha 8 
Special Qualities droid traits 

Talents Devastating Attack (advanced melee weapons) 


Feats Armor Proficiency (light), Weapon Focus (advanced melee 
weapons), Weapon Proficiency (advanced melee weapons", pistols, 
rifles, simple weapons) 

Skills Initiative +7, Knowledge (tactics) +5, Perception +6 

‘Systems walking locomotion, heuristic processor, 2 hand appendages, 
vocabulator 

Possessions dire vibroblade (see page 65 of the Knights of the Old 
Republic Compaign Guide), durastee! shell 

Availability Restricted; Cost 3,800 credits 

“Replaces the soldier's starting feat Armor Proficiency (medium). 


IX-6 Heavy Combat Droid 

Production of the IX-6 heavy combat droid begins well before the ascension 
of Darth Krayt to the position of Emperor, and indeed even before the advent 
of the Ossus Project. Verpine engineers, having endured the subjugation of the 
Empire in the past, craft the IX-6 heavy combat droid to deter incursions into 
the Roche asteroid belt. Though expensive to produce, the IX-6 heavy combat 
droid is programmed to put itself between invaders and the rest of the Verpine 
hive. When the Empire once again becomes a force to be reckoned with in 
the galaxy, the Verpine increase production of the IX-6 and not only spread 
them throughout their own hives but also sell the droids to other interested 
parties eager to protect themselves from Imperial aggression. 

When the Galactic Alliance crumbles and the Darth Krayt takes his place 
upon the throne, Imperial officials order the Roche collective to immediately 
cease production of the IX-6 heavy combat droid and destroy all existing 
models. Rather than bowing to the Empire's wishes, the Verpine scatter their 
production facilities throughout the Roche asteroid belt, setting up secret 
factories deep in asteroids that appear abandoned from the surface. When 
Imperial Intelligence learns of this defiance, the Empire sends Star Destroy- 
ers to blast several heavily populated Verpine asteroids to dust. Despite this 
punishment, the Verpine continue to produce new IX-6 heavy combat droids 
and smuggle them out of their asteroid belt, delivering them to those who 
can afford them, 

Darth Krayt keeps at least a few IX-6 heavy combat droids, using them 
‘as training droids for his Sith underlings. 

IX-6 heavy combat droids can't be played as droid heroes. 
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IX-6 Heavy Combat Droid 

Medium droid (4th-degree) soldier 5 
Force 1 

Init +10; Senses darkvision; Perception +9 
Languages Binary, Verpine 


cls 


Defenses Ref 23 (flat-footed 20), Fort 20, Will 16 
hp 52; Threshold 20 
Immune droid immunities 


Speed 6 squares 
Ranged blaster rifle +9 (348+2) or 

Ranged blaster rifle +4 (348+2) with autofire or 
Ranged blaster rifle +4 (5d8+2) with Burst Fire 
Base Atk +5; Grp +7 

Atk Options Burst Fire, Cover Fire, Point Blank Shot 
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Special Actions Battle Analysis, Draw Fire 

Abilities Str 14, Dex 16, Con —, Int 13, Wis 10, Cha 9 

Special Qualities droid traits 

Talents Battle Analysis, Cover Fire, Draw Fire 

Feats Armor Proficiency (light, medium), Burst Fire, Improved Defenses, 
Point Blank Shot, Weapon Focus (rifles), Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Initiative +10, Knowledge (tactics) +8, Perception +9 

‘Systems walking locomotion, heuristic processor, 2 tool appendages, 
darkvision, improved sensor package, vocabulator 

Possessions 2 blaster rifles, durastee! battle armor 

Availability Restricted; Cost 13,500 credits 


LON-29 Battle Droid Commander 

The LON-29 battle droid from Balmorran Arms is one of the smallest battle 
droids that the company manufactures. Famous for its towering SD Series 
battle droids, Balmorran Arms crafted the LON-29 to serve as a battlefield 
commander, leading other battle droids into combat. The larger SD battle 
droids draw the bulk of enemy fire, allowing the LON-29 battle droid to focus 
its attention on battlefield analysis and response, directing its fellow droids 
at the weakest points in enemy defenses. 

For a short while, Balmorran Arms marketed the droids as possible 
replacements to living officers in traditional armed forces. During the Sith- 
Imperial War, the Galactic Alliance experimented with using LON-29 droids to 
command small squads of special forces, with disastrous results. The troops 
resented serving under them, and the droids were far too willing to sacrifice 
the lives of those under their command. Following these debacles, Balmor- 
ran Arms began negotiating deals with other battle droid manufacturers to 
include LON-29 battle droids as part of shipments of more traditional droid 
troops. Under Darth Krayt, Imperial restrictions have kept these battle droids 
out of the hands of individual citizens, though many corporations that have 
both droid security forces and special arrangements with the Empire order 
these droids from Balmorran Arms on a regular basis. 

Darth Krayt has a small contingent of LON-29 battle droids, which he 
uses as training droids for his Sith underlings 

LON-29 battle droids can't be played as droid heroes. 
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LON-29 Battle Droid Commander cL6é 
Medium droid (4th-degree) nonheroic 6/soldier 2/officer 2 

Force 1 

Init +12; Senses low-light vision; Perception +13 

Languages Basic, Binary, 2 unassigned 


Defenses Ref 23 (flat-footed 21), Fort 17, Will 20 
hp 35; Threshold 17 
Immune droid immunities 


Speed 6 squares 

Melee unarmed +7 (1d3+2) 

Ranged heavy blaster rifle +10 (3410+2) or 

Ranged heavy blaster rifle +5 (3410+2) with autofire or 

Ranged blaster pistol +9 (3d6+2) 

Base Atk +7; Grp +9 

Atk Options Coordinated Attack 

Special Actions Battle Analysis, Deployment Tactics 

Abilities Str 11, Dex 14, Con —, Int 16, Wis 13, Cha 14 

Special Qualities command cover, droid traits, share talent 
(Battle Analysis) 

Talents Battle Analysis, Deployment Tactics 

Feats Armor Proficiency (light, medium), Coordinated Attack, Improved 
Defenses, Skill Focus (Knowledge [tactics]), Weapon Focus (rifles), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +12, Knowledge (tactics) +18, Perception +13, 
Use Computer +13 

‘Systems walking locomotion, heuristic processor, 2 hand appendages, 
locked access, improved sensor package, vocabulator 

Possessions blaster rifle, durastee! battle armor, blaster pistol 

Availability Restricted; Cost 17,500 credits 


*JUST GET ON IT, 
DROID, BEFORE I 
REARRANGE YOUR 
INSIDES WITH MY 
BLASTER. YOU AIN'T 
NO TREASURED 
PART OF MY PAST." 


-~JARIAH SYN 


Fir TH-DEGREE DROIDS 
Fifth-degree droids are typically utility and labor droids with low-level 
functions. 


HV-7 Loading Droid 

Produced by the reformed Baktoid Industrial Systems, the HV-7 loading 
droid is a small hovering automaton that uses repulsor technology to lift 
heavy loads, eliminating the need for the bulky loading droids prevalent in 
earlier eras. 

The HV-7 loading droid is a popular model among free traders (and smug- 
glers) thanks to its ability to fold up into a disc small enough to stack several 
droids tall in most space transport holds. As a result, the traders needn't 
rely on local spaceport loading droids (and can avoid the fees associated 
with renting heavy loaders), and can get cargo in and out of their holds 
with relative speed. 

The HV-7 loading droid is one of the first droid models produced by Bak- 
‘toid Industrial Systems that is designed to sell in large quantities, and helps 
to wipe away the ugly history surrounding the Baktoid brand. 

HV-7 loading droids can be played as droid heroes. 


HV-7 Loading Droid cL1 

Small droid (5th-degree) nonheroic 3 

Init +3; Senses Perception +2 

Languages Basic (understand only), Binary 

Defenses Ref 13 (flat-footed 11), Fort 12, Will 11 

hp 7; Threshold 12 

Immune droid immunities 

Speed fly 8 squares (hover) 

Melee claw +4 (1d3+2) 

Base Atk +2; Grp -5 

Abilities Str 15, Dex 14, Con —, Int 10, Wis 13, Cha 6 

Special Qualities droid traits 

Feats Skill Focus (Endurance), Skill Training (Mechanics, Use Computer), 
2 unassigned 

Skills Endurance +11, Mechanics +8, Use Computer +6 

‘Systems hovering locomotion, basic processor, 2 claw appendages, 
diagnostics package, repulsor-assisted lifting system (increases lifting 
and carrying capacity to 3 x normal weight) 

bility Licensed; Cost 1,950 credits 
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CHAPTER VI 
» VEHICLES ees STARSHIPS 


fing the Sith-Imperial War, regulations on vehicles and starships regress 


point of mirroring the draconian policies enacted during the days of 
tine’s Galactic Empire. Space transports and starfighters outfitted with 

a comparable to military-grade ships become heavily regulated and, 

Many cases, illegal. However, this does not stop those on the fringe from 
lifying their ships and vehicles with no regard for regutations. Of course, 
these ship owners must take care to avoid Imperial entanglements, as the 
jalties for violation of Imperial weapons regulations are, in fact, severe. 
ollowing vehicles and starships are among the most common avai 
odels during the time of Darth Krayt’s Empire. These vehicles are 
Usually available for sale through the normal channels (none of the vehicles 
fisted in this chapter have availabilities of Military or Illegal), though many are 
Restricted and tequire special licenses from the Empire. The space transports. 
in this chapter are particularly well suited for use as player-owned starships 
and bases of operations. 

This chapter is not a comprehensive collection of all non-aligned vehicles 
available in the galaxy during the Legacy era. Ships and vehicles from past 
ras can often be found still in use. Gamemasters and players who wish to 
bring older ships and vehicles forward in the timeline can use the refitted 
vehicle template (see page 101) to make an older vehicle suitable for use in 
@ Legacy era campaign. 

Vessels specific to the Galactic Alliance and the Empire are described 
in later chapters. Those vehicles are typically only available to members 
of those factions, though Gamemasters are free to include them in their 
adventures as they see fit. 
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SPEEDER BIKES 

Speeder bikes are the preferred mode of transport for criminals, thrill-seekers, 
and paramilitary force scouts in the period following the Sith-Imperial War. 
Speeder bikes allow characters to get around quickly, but most do not offer 
much protection. Two popular models of speeder bikes are presented below, 
each manufactured by corporations that have survived since the days of 
the Galactic Civil War. 


MODEL 67 SHRIEKER 

SPEEDER BIKE 

A fast, slender model of speeder bike that resembles those used by scouts 
during the time of Palpatine's Empire, the Model 67 Shrieker from Ikas-Adno 
is lightweight and highly maneuverable. Favored by outlaws who prefer speed 
more than protection, the Model 67 Shrieker is named for the high-pitched 
whine the repulsor engines emit during operation. The Model 67 Shrieker is 
also one of the few speeder bikes with an elongated seat, allowing a single 


me (LET? ANO 
(mort), 


passenger to ride behind the pilot. The Model 67 Shrieker employs @ pair of 
forward directional steering vanes, allowing the bike to make hairpin turns at 
incredible speeds, and a variable-boost repulsorlift engine gives the bike the 
ability to fly at up to a height of 10 squares (15 meters) with no appreciable 
loss of speed or maneuverability. Furthermore, the Model 67 Shrieker uses 
an advanced repulsor field generation system that enables safe yet rapid 
changes in altitude. 

The Model 67 Shrieker is a favorite among speeder bike racers throughout 
the galaxy, and thanks to its low price, it is commonly seen throughout the 
Outer Rim, Bantha Rawk and his brood own several Mode! 67 Shriekers, which 
they use to travel across their home on lego. !kas-Adno used many common 
parts in the design of the Model 67 Shrieker, making it easy for mechanics 
and outlaw techs to repair and modify the vehicle 


Model 67 Shrieker Speeder Bike cL6 

Large ground vehicle (speeder) 

Init +12; Senses Perception +6 

Defenses Ref 17 (flat-footed 10), Fort 14; +1 armor 

hp 40; DR 5; Threshold 19 

‘Speed fly 12 squares (max. velocity 800 km/h) 

Fighting Space 2x2; Cover none 

Base Atk +2: Grp +13 

Abilities Str 18, Dex 24, Con —, Int 16 

Skills Initiative +12, Mechanics +6, Perception +6, Pilot +12, 
Use Computer +12 

Crew 1 (skilled); Passengers 1 

Cargo 2 kg; Consumables none; Carried Craft none 

Availability Licensed; Cost 9,000 (5,000 used) 


QuICKF IRE SPEEDER BIKE 

A heavy-duty speeder bike, the Mobquet QuickFire is a favorite of swoop 
gangs and other street toughs that want a speeder bike to match their own 
disposition. The QuickFire speeder bike boasts a large, rumbling repulsor 
engine and a thick frame that gives the bike a stronger pull, if not more speed 
Though slower than some other top-of-the-line speeder bikes, the QuickFire 
has larger towing capacity and can support many heavier modifications. 
The bike's armor plating makes the speeder more durable and better able to 
resist stray blaster fire. 

The Mobquet QuickFire is one of the few speeder bikes on the market 
to include built-in weaponry. Ostensibly intended for clearing debris (Mob- 
quet markets the QuickFire for use in rough terrain), the speeder bike's 
blaster cannon is slightly depowered to pass Imperial regulations on civilian 
vessels. 


The QuickFire is a standard speeder bike used by Black Sun agents 
throughout the galaxy, and is especially popular among Black Sun pirate 
gangs that raid settlements throughout the Outer Rim. 
QuickFire Speeder Bike cL7 
Large ground vehicle (speeder) 

Init +11; Senses Perception +6 

Defenses Ref 19 (flat-footed 13), Fort 16; +4 armor 

hp 60; DR 5; Threshold 21 - 

Speed fly 12 squares (max. velocity 600 km/h) 

Ranged blaster cannon +7 (see below) 

Fighting Space 2x2; Cover +5 

Base Atk +2; Grp +13 

Abilities Str 22, Dex 22, Con —, Int 16 

Skills Initiative +11, Mechanics +6, Perception +6, Pilot +11, 

Use Computer +6 
Crew 1 (skilled); Passengers none 
Cargo 5 kg; Consumables none; Carried Craft none 
Availability Restricted; Cost 14,000 (9,000 used) 


Blaster cannon (pilot) 
Atk +7, Dmg 3d10 


AIRSPEEDERS 

As cities continue to grow, the need for rapid air transport becomes ever 
more important, With the rebuilding of Coruscant following the Yuuzhan 
Vong invasion, several airspeeder manufacturers are able to rise from relative 
obscurity by securing exclusive contracts to provide government air vehicles 
to replace what was lost during the war. By the time Darth Krayt comes to 
power, some of these formerly obscure corporations have risen significantly 
n both power and prominence, 


GPE-3300 Twin Engine Airspeeder 

The GPE-3300 is a unique speeder design from Galactic Power Engineering, 
a company that got its start producing engines for Podracers and starships. 
The GPE-3300 is an unorthodox design that boasts two large engines with 
an underslung pilot cockpit, which makes it difficult for the speeder to land 
on solid ground (although the vehicle does possess retractable landing gear 
that supports the craft in emergency landings). Most of the time, the vehicle 
docks on floating repulsor platforms. 
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The GPE-3300 is a one-man craft for wealthy, discriminating pilots. The 
GP-3300 is fast and maneuverable, making it entertaining to fly. Owning 
a GPE-3300 has become something of a trend among Imperial officers, 
who appreciate the freedom and flexibility that the airspeeder provides. 
Additionally, many well equipped planetary police forces use the GPE-3300 
as a pursuit vehicle, 


GPE-3300 Airspeeder cL6 

Huge air vehicle (airspeeder) 

Init +9; Senses Perception +5 

Defenses Ref 17 (flat-footed 11), Fort 15; +3 armor 

hp 55; DR 5; Threshold 25 

Speed fly 16 squares (max. velocity 1,000 km/h) 

Fighting Space 3x3; Cover +5 

Base Atk +0; Grp +15 

Abilities Str 21, Dex 22, Con —, Int 14 

Skills Initiative +9, Mechanics +5, Perception +5, Pilot +9, 
Use Computer +5 : 

Crew 1 (normal); Passengers none 

Cargo 90 kg; Consumables 1 day; Carried Craft none 

Availability Licensed; Cost 60,000 (35,000 used) 
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VELTISS-2 AIRSPEEDER 

Another airspeeder from a company that managed to profit from the turmoil 
surrounding the Yuuzhan Vong invasion, the Veltiss-2 airspeeder is a fast 
and lightweight vessel well suited to use on worlds where the urban sprawl 
puts large distances between common travel destinations. On worlds such 
as Coruscant, where an Imperial delegate might be required to travel from 
one side of a continent to the other in the course of her day-to-day duties, 
the Veltiss-2 makes such a trip manageable. With the Veltiss-2, the Desler 
Gizh Outward Mobility Corporation made the transition from an Outer Rim 
upstart to a company catering to the wealthy elite on Coruscant and other 


Core worlds. 

The Veltiss-2 is a newer model speeder that can be both open-topped or 
closed-cabin, depending on the needs of the pilot. When in open-top mode, 
the Veltiss-2 uses microrepulsor technology to create a “virtual hard top” th: 
generates a nearly frictionless field, allowing the speeder to maintain a slim, 
aerodynamic profile while protecting the pilot and passengers from the high 
winds associated with traveling at three-quarters the speed of sound. This 
repulsor field doesn’t protect the passengers entirely, allowing them to enjoy 
good weather, though typically the owner of a Veltiss-2 will use the closed- 
cabin configuration during inclement weather. The Veltiss-2 airspeeder also 
boasts significant advancements in pilot assistance technology, including 
traffic-pattern analytics software that makes it easier to navigate urban 
traffic lanes at such high speeds. 

Moff Nyna Calixte owns a Veltiss-2 airspeeder, which she uses to move 
about Coruscant 


Veltiss-2 Airspeeder cL6 
Large air vehicle (airspeeder) 


Init +9; Senses Perception +5 


Defenses Ref 16 (flat-footed 11), Fort 15; +2 armor 

hp 50; DR 5; Threshold 20 

Speed fly 12 squares (max. velocity 950 km/h) 

Fighting Space 2x2; Cover +5 

Base Atk +0; Grp +10 

Abilities Str 20, Dex 20, Con =, Int 14 

Skills Initiative +9, Mechanics +5, Perception +5, Pilot +9, 
Use Computer +5 


Crew 1 (normal); Passengers 1 
Cargo 30 kg; Consumables none; Carried Craft none 
Availability Licensed; Cost 19,000 (9,200 used) 


STARFIGHTERS 
Like the Empire ruled by Palpatine, Darth Krayt's Sith Empire has clamped 
down on nonmilitary ownership of starships outfitted with powerful weapons 
and defenses, Typically, most personal starfighters are too well armed to be 
owned by private citizens. However, some manufacturers have managed 
to get around bureaucratic limitations and produce starfighters deemed 
appropriate for civilian use. However, these starfighters are tightly monitored 
and regulated, and only the particularly wealthy (or those who flout Imperial 
regulations) can afford to own and operate a well-armed starfighter. 

The following starfighters are available for general purchase by organiza~ 
pughout the galaxy. 


tions (and, in rare cases, individuals) t 


BESH-TYPE 

PERSONAL STARFIGHTER 

The Besh-type personal starfighter builds upon the popularity of the B-wing 
fighter but makes several modifications to the starship to make it more suit- 
able for private ownership. The B-wing’s rotating cockpit has been abandoned 
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in favor of shifting the cockpit toward the center of the starfighter. This 
makes it easier for nonmilitary pilots to judge the dimensions of the ship in 
flight, and prevents disorientation when making evasive maneuvers. With the 
cockpit shifted from one end of the craft to the center, the engines and their 
support systems have been spread out, with two primary thrusters placed at 
opposite ends of the largest wing of the ship. The Besh-type personal fighter 
retains the folding S-foils of its predecessor for increased stability and is 
engineered to be easier to fly than the classic model popularized during the 
days of the Rebel Alliance. 

The Besh-type fighter is also significantly scaled down in terms of 
weapons output, though it does retain moderately powerful fire-linked 
laser cannons, mounted on the tips of the S-foils. The ship is tough and has 
excellent structural integrity, and the Besh-type fighter is favored among 
those individuals and organizations that need to travel to more hazardous 
(and less civilized) areas of space. Though not the fastest ship available, the 
Besh-type personal starfighter has enough speed to escape the pursuit of 
pirates in the distant reaches of space, but against military or state-of-the- 
art vessels the ship is usually outmatched. 

Besh-type personal starfighters are also popular among nostalgic beings 
that long for the days before the return of the Galactic Empire. Despite the 
fact that the Besh-type starfighter's weapons are scaled back compared to 
those of the B-wing, Slayn & Korpil retained many of the internal design 
specifications, making it easy for enterprising starship owners to make their 
own modifications. Asa result, many fringers who own Besh-type starfighters 
outfit them with more advanced weapon systems. 


Besh-Type Personal Starfighter cL8 
Gargantuan starfighter 
Init +4; Senses Perception +6 
Defenses Ref 16 (flat-footed 13), Fort 30; +8 armor; Vehicular Combat 
hp 180; DR 10; SR 20; Threshold 50 
Speed fly 12 squares (max. velocity 970 km/h), fly 3 squares 
(starship scale) 
Ranged light laser cannons +8 (see below) 
Fighting Space 4x4 or 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +37 
Atk Options autofire (light laser cannons). fire-link (light laser cannons) 
Abilities Str 50, Dex 16, Con —, Int 18 
Skills Initiative +4, Mechanics +6, Perception +6, Pilot +4, 
__Use Computer +6 
Crew 1 (skilled); Passengers none 
Cargo 60 kg; Consumables 2 weeks; Carried Craft none 
Hyperdrive x2; navicomputer 
Availability Restricted; Cost 105,000 (65,000 used) 


Light laser cannons (pilot) 
Atk +8 (+3 autofire), Dmg 5d10x2 


PHOEBOS-CLASS STARFIGHTER 
Often classified as a “sport” starfighter, the Phoebos-class starfighter from 
Ubrikkian Transports is one of the fastest personal starfighters on the market 
Designed to cater to the wealthy, the Phoebos-class starfighter is built for 
speed, speed, and more speed. Though fast in the atmosphere of a planet, 
the Phoebos-class fighter truly excels in open space. Sleek, aerodynamic, 
and visually appealing, the Phoebos-class starfighter is also frequently 
found in starfighter racing circuits throughout the galaxy. It is particularly 
popular among the “new nobles” that have risen to prominence as a result 
of the return of the Galactic Empire, and many young nobles consider the 
ownership (and modification) of this starfighter design to be something of 
a status symbol. 

Ubrikkian actually began manufacturing the Phoebos-class starfighter 
in response to the Imperial restrictions on personal starfighter ownership. 
By ostensibly creating the fighter as a vehicle for personal recreation, 


Ubrikkian was able to get a top-of-the-line starfighter onto the market 
when many other manufacturers were being forced to cease production of 
their own models, or (in most cases) convert their manufacturing facilities 
to produce ships and other materiel for the Empire. Moreover, the starfighter 
they produced, though delicate by many standards, also boasts moderate 
defense systems, including relatively powerful shields (described by Ubrik- 
kian Transports as “custom engineered to deflect errant space debris while 
traveling at high speeds") and laser cannons, 

The Phoebos-class starfighter is popular among wealthy crime lords and 
small-time smugglers and thieves. Though expensive to procure through 
legitimate channels, Phoebos-class starfighters are among the most com- 
monly stolen personal starships in the galaxy. Ubrikkian Transports counters 
this by offering a free security upgrade for owners, in the form of a Holonet- 
enabled tracking device. Unfortunately for these owners, the Empire also 
requires Ubrikkian Transports to turn over the tracking data for all Phoebos- 
class ships at the time of purchase, meaning that this security upgrade is 
often one of the first things removed from the ship by the new owner, 
Phoebos-class Starfighter cls 
Huge starfighter 
Init +11; Senses Perception +6 
Defenses Ref 18 (flat-footed 11), Fort 24; +3 armor; Vehicular Combat 
hp 90; DR 10; SR 30; Threshold 34 
Speed fly 16 squares (max. velocity 1,350 km/h), fly 6 squares 

(starship scale) 

Ranged double light laser cannons +7 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +26 

Atk Options autofire (double light laser cannons) 

Abilities Str 38, Dex 24, Con —, Int 16 

Skills Initiative +11, Mechanics +6, Perception +6, Pilot +11, 

Use Computer +11 
Crew 1 (skilled); Passengers 1 
Cargo 80 kg; Consumables 1 week; Carried Craft none 
Hyperdrive x0.5 
Availability Licensed; Cost 190,000 (100,000 used) 


Double light laser cannons (pilot) 
Atk +7 (+2 autofire), Dmg 4d10x2 


R-28 STARFIGHTER 

One of the oldest starfighter models still in production, the R-28 starfighter 
is the latest iteration of a starship design that dates all the way back to the 
Galactic Civil War. The first prototypes upon which the R-28 is based were 
designed before the Battle of Yavin, but production of the R-28 never got 
fully underway thanks to the runaway success of the T-65 X-wing starfighter, 
However, once the Galactic Alliance is established, engineers at Incom 
return to their original designs for the R-28 and begin incorporating modern 
technologies and engineering innovations. The result, the actual production 
model of the R-28, is an important intermediate step between the X-wing 
starfighter and the X-83 TwinTail fighter. 

Though considered outdated by most military and paramilitary forces by 
the time of Darth Krayt's rise to power, the R-28 is one of the most common 
Starfighters found in the galaxy. With the return of the Empire, the Incom 
Corporation is forced to scale back its production of combat-capable star- 
fighter models, but where production of the X-83 Twinfail fighter is almost 
completely shut down, the manufacture of the R-28 slows to a much-reduced, 
but steady, pace. Though not enough to blunt the significant financial losses 
that Incom sustains during the rise of Darth Krayt's Empire, sales of the R-28 
bring in a constant stream of revenue that keeps the company in business. 

The stock R-28 model is relatively well armed for a ship of its size, Though 
‘the weapons load on the R-28 borders on being too heavy for Imperial requia~ 
tions, the fact that half of the ship's weaponry consists of nonlethal munitions 
(specifically, the fire-linked ion cannons) allows the ship to pass inspection. 
Certainly compared to the Twinlail fighter, the R-28 is less destructive and 
less of a threat to Imperial forces. Additionally, since many of the parts used 
in the R-28 are also used in the TwinTail fighter, the Incom Corporation is 
able to use the continued production of the R-28 to secretly manufacture 
the more powerful starfighter. 

A’Sharad Hett owned an early prototype R-28 starfighter, which he 
crashed before being captured by the Yuuzhan Vong. 


“LADY, IF YOU HAD 
WINGS, | COULD 
FLY YOU." 


-RONTO 


R-28 Starfighter cL 10 


ntuan starfighter 


Init +6; Senses Perception +6 


Defenses Ref 18 (flat-footed 13), Fort 28; +8 armor; Vehicular Combat 


hp 150; DR 10; SR 30; Threshold 48 


16 squares (max. velocity 1,050 


Speed 


ship scale) 


annons +7 (see below) or 


Ranged medium laser 
Ra 
Fighting Space 4x4 or 1 square (starship scale); Cover 
Base Atk +2; Grp +35 

Atk Options autofire (medium laser cannons, medium ion cannons), 


ged medium ion cannons +7 (see below) 


al (crew) 


fire-link (medium laser cannons, medium ion cannons) 


Abilities Str 46, Dex 20, Con —, Int 16 
Skills Initiative +6, Perception +6, Pilot +6, 


¢ Computer +6 


Mechar 


Crew 1; Passengers none 
Cargo 50 kg: Consumables 5 days; Carried Craft none 
Hyperdrive x2 

Availability Restrict 


ed: Cost 120,000 (55,000 used) 


Medium laser cannons (pilot) 

Atk +7 (+2 autofire), Dmg Sd10x2 
Medium ion cannons (pilot) 

Atk +7 (+2 autofire), Dmg 6d10x2 


<-83 TWINTAIL STARFIGHTER 


¢ Incom Corporation's X-83 Twinlail starfighter is one of the most cutting 


ige starfighters in existence. A superior design that uses superior parts, the 


nTail fighter is commonly used by the Jedi Order until Darth Krayt seizes 


power. The X-83 Twinlail fighter is clearly too powerful to be allowed into 
the Empire), and by Imperial decree 
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However, just because the Empire decrees something do 


make it so. The Incom Corporation's long history of defiance of the Empire 
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be secretly reopened to clandestinely continue producing X-83 fighters 
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d TwinTail fig 


ing. Though rut 
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unofficial channels, many TwinTail fighters end up in the hands 


4 organizations in defiance of Darth Krayt's Empire. 
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The X-83 TwinTail starfighter is an extremely durable ship that also 


sts impressive weapons. The TwinTail's proton torpedo launchers give the 


bc 
fighter the extra punch it needs to make it more than a match for most other 


ters in this era. The X-B3 is also unique in that the astromech droid that 
harc 


red 


aids in pilot functions—a staple of Incom designs for decade 
into the starfighter, making it more like a second aspect of the ship's main 


computer. Though Incom recommends regular memory wipes to ensure that 


the astromech doesn't develop any quirks or personality flaws that can be 


me pilots allow their astromechs to develop person 


dangerous in flight, s 
alities, better enabling them to predict and respond to the pilot's actions. 


That said, an X-83 TwinTail with an obstinate astromech droid can resist its 


pilot's commands just as easily as it can facilitate them. 


X-83 TwinTail Starfighter 

Gargantuan starfighter 

Init +8; Senses Perception +6 

Defenses Ref 20 (flat-footed 13), Fort 2: 

hp 170; DR 10; SR 30; Threshold 49 

Speed fly 16 squares (max. velocity 1,200 km/h), fly 5 squares 
(starship scale) 

Ranged enhanced heavy laser cannons +7 (see below) or 

Ranged proton torpedoes +7 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total (crew), 
+5 (astromech droid) 

Base Atk +2; Grp +36 

Atk Options autofire (enhanced heavy laser cannons}, fire-link (enhanced 
heavy laser cannons, proton torpedoes) 

Abilities Str 48, Dex 24, Con —, Int 16 

Skills Initiative +8, Mechanics +6 (+13"), Perception +6, Pilot +8, 
Use Computer +6 (+13°) F 

Crew 1 plus astromech droid (skilled); Passengers none 

Cargo 70 kg; Consumables 6 days; Carried Craft none 

Payload 16 proton torpedoes 

Hyperdrive x1, 10-jump memory (astromech droid) 

Availability Restricted; Cost 160,000 (75,000 used) 

“If the ship has an astromech droid, use these skill modifiers instead. 


; Vehicular Combat 


Enhanced heavy laser cannons (pilot) 


Atk +7 (+2 autofire), Dmg 8410x2 
Proton torpedoes (pilot) 
Atk +7, Dmg 10d10x2 


“NICE TASTE IN 
WEAPONS, TORLIN. 
Nice SHIP TOO." 


-MORRIGAN CORDE 
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SPACE TRANSPORTS 

While personal starfighters are heavily restricted by the Galactic Empire, 
space transports remain widely available to beings with a need to travel 
freely. The space transports listed below are common throughout the galaxy. 
Although Imperial regulations limit the firepower available to transports, 
owners of these ships are as fond of making special modifications to their 
space transports as they were during the days of the Galactic Civil War, 


GLADIUS-CLASS 

LIGHT FREIGHTER 

The Gladius-class light freighter is the spiritual descendant of transport 
models such as the Firespray-31 and the Phoenix Hawk-class light pinnace. 
Featuring a round, flat ventral section and a smooth, curved body design, the 
Gladius-class light freighter is a sleek ship that is often used by planetary 
defense forces and the Sector Rangers throughout the galaxy. Thanks to 
deals brokered with Kuat Systems Engineering's parent company, Kuat Drive 
Yards, the Empire allows manufacture and sale of this ship in exchange for 
favorable contracts on the manufacture of Imperial vessels. 

The Gladius-class light freighter is a relatively nimble space transport 
that is often used as a scout vessel or system patrol craft. Though its dorsal- 
mounted quad laser cannon is impressive, the ship does not have the defensive 
systems to fight off pirates, raiders, or larger criminal fleets. Typically, the 
Gladius-class light freighter performs long-range scouting and, upon spotting 
a hostile vessel, immediately notes the position of the target before returning 
to its base of operations for reinforcements. If pursued, the Gladius-class 
light freighter uses its quad laser cannons to fend off pursuers long enough 
to reach safety. This space transport does have a fast hyperdrive as well, and 
law enforcement organizations train their pilots to use the Glodius-class light 
freighter to make in-system microjumps to reach home more quickly. 

Gladius-class light freighters often find their way into the hands of bounty 
hunters who appreciate both the speed of the vessel as well as its armaments. 
Additionally, bounty hunters (many of whom are loners by nature) can oper- 
ate the ship themselves. The circular cockpit area makes moving from one 
station to another easy and allows the various control systems to be spread 
‘out, keeping the command console from becoming cluttered. 

The bounty hunter Jor Torlin uses a Gladius-class light freighter, called 
the Raider. 


Gladius-class Light Freighter cL9 

Colossal space transport 

Init +0; Senses Perception +6 

Defenses Ref 16 (flat-footed 12), Fort 27; +12 armor 

hp 140; DR 10; SR 30; Threshold 77 

Speed fly 12 squares (max. velocity 950 km/h), fly 3 squares 
(starship scale) 

Ranged advanced heavy quad laser cannons +7 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +39 

Atk Options autofire (advanced heavy quad laser cannons) 

Abilities Str 44, Dex 18, Con —, Int 16 

Skills Initiative +0, Mechanics +6, Perception +6, Pilot +0, 
Use Computer +6 

Crew 1 (skilled); Passengers 2 

Cargo 50 tons; Consumables 2 months; Carried Craft none 

Hyperdrive x1, navicomputer 

Availability Restricted; Cost 190,000 (105,000 used) 


Advanced heavy quad laser cannons (pilot) 
Atk +7 (+2 autofire), Dmg 9410x2 


GPE-7300 SPACE TRANSPORT 
Galactic Power Engineering's notable foray into the realm of space transport 
design, the GPE-7300 is a sturdy and relatively fast space transport that 
unfortunately sees very little commercial success. Designed by the same 
engineers that created the GPE-3300 twin-engine airspeeder, the GPE-7300 
space transport is built around many of the same principles used in airspeeder 
and Podracer designs. The ship boasts two oversized engines, mounted on 
the ventral side of the ship, that provide excellent atmospheric thrust and 
help the ship maintain high speeds during encounters in space. The ship's 
boxy design is far from the sleek, aesthetically pleasing designs adopted by 
other starship manufacturers, but the GPE-7300 is designed to be efficient, 
not handsome. 

Though classified as a transport, the GPE-7300 shares more similari- 
ties with long-range shuttles. It has a relatively low cargo capacity for a 
Space transport and has room for only four passengers. The design caters 
to private entrepreneurs or beings that just prefer life on the space lanes. 
Most commercial transports require a higher cargo capacity to make 
profitable transport runs, but the GPE-7300 has another advantage in that 
customs officials are much less likely to suspect the ship of smuggling 
contraband in large quantities. This in turn has made the ship popular 
‘among lone smugglers and bounty hunters who rely on subtlety to conceal 
their illicit activities. 


The GPE-7300 lands with its engines oriented perpendicular to the ground, 
This allows the ship to uses its primary thrusters as an aid during takeoff, 
reducing the strain to on repulsor systems and allowing it to make a quick 
launch. The cockpit of the vessel is oriented at a 90-degree angle compared 
to the rest of the ship. This means that the interior of the ship seems to be 
vertically oriented except for the cockpit, and passengers and crew members 
must pass through an area between the cockpit and the rest of the ship where 
the gravity orientation shifts. 

Azlyn Rae, an Imperial Knight, uses a GPE-7300 as her personal space 
transport. 


GPE-7300 Space Transport cL7 

Colossal space transport 

Init -2; Senses Perception +6 

Defenses Ref 15 (flat-footed 13), Fort 28; +13 armor 

hp 160; DR 15; SR 20; Threshold 78 

‘Speed fly 16 squares (max. velocity 1,050 km/h), fly 4 squares 
(starship scale) 

Ranged heavy laser cannons +7 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +40 

Atk Options autofire (heavy laser cannons), fire-link (heavy laser 
cannons) 

Abilities Str 47, Dex 14, Con —, Int 16 

Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 

Crew 1 (skilled); Passengers 4 

Cargo 45 tons; Consumables 1 month; Carried Craft none 

Hyperdrive x2, navicomputer 

Availability Licensed; Cost 165,000 (90,000 used) 


laser cannons (pilot) 
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HELOT-CLASS MEDIUM 
SPACE TRANSPORT 


An older design considered outdated by many, the Helot-class medium space 
transport is a durable ship that can take a lot of abuse. The transport is designed 
in the days before the resurgence of the Empire and declines in popularity by 
the end of the Yuuzhan Vong invasion, When Darth Krayt comes to power, the 
Helot-class transport is little more than a memory for most space transport 
aficionados, though many of these vessels continue to ply the space lanes. 
The Helot-class transport is created by the Sienar/Cygnus Design Coopera- 
tive, made up of engineers drawn from both Sienar Fleet Systems and Cygnus 
Spaceworks, two starship manufacturers that have long histories with the 
Galactic Empire. The result of their cooperative efforts is an affordable star- 
ship designed to withstand the rigors of long-term space travel. The Helot- 
class medium space transport boasts a relatively high cargo capacity and 
impressive structural integrity, though in order to keep costs low the stock 


mode! does not have shields. Although the stock transport is cumbersome and 
lacks maneuverability, it comes equipped with fire-linked laser cannons. 

The Sienar/Cygnus Design Cooperative folds when the Sienar engineers 
are recalled by their parent company and reassigned to work on secret 
projects, including the Predator-class starfighter, for the Empire. As a result, 
Cygnus Spaceworks inherits the responsibility of continuing the production 
of the Helot-class medium space transport, and without the resources of 
the much larger Sienar conglomerate, production on new Helot-class ships 
slows to a trickle, 

The Mynock, Cade Skywalker's ship, is a Helot-class medium space 
transport. 


Helot-class Medium Transport cL7 
Colossal space transport 
Init ~4; Senses Perception +5 
Defenses Ref 15 (flat-footed 14), Fort 30; +14 armor 
hp 180; DR 15; Threshold 80 
Speed fly 12 squares (max. velocity 850 km/h), fly 3 squares 
(starship scale) 
Ranged medium laser cannons +6 (see below) 
Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 
Base Atk +0; Grp +40 
Atk Options autofire (medium laser cannons), fire-link (medium laser 
__cannons) 
Abilities Str 50, Dex 12, Con —, Int 14 
Skills Initiative -4, Mechanics +5, Perception +5, Pilot ~4, 
Use Computer +5 
Crew 2 (normal); Passengers 6 
Cargo 100 tons; Consumables 3 months; Carried Craft none 
Hyperdrive x2 (backup x10), navicomputer 
Availability Licensed; Cost 105,000 (45,000 used) 


Medium laser cannons (copilot) 
Atk +6 (+1 autofire), Dmg 5d10x2 


d-l SHUTTLE 

The Koensayr J-1 shuttle is sometimes known as the Jedi Shuttle, as it is 
originally commissioned by the Jedi Council to serve as a long-range shuttle- 
craft for use by the Jedi Order, Originally intended to carry Jedi students 
from Coruscant to Ossus and back, the J-1 shuttle is more like a space 
transport in function, though its docking, restocking, and refueling systems 
are designed to be compatible with those found aboard most Galactic Alli- 
ance capital ships, Available for general sale by Koensayr, the ship frequently 
finds its way into the hands of others despite becoming a recognized icon 
of the Jedi Order. 


— 


The elongated cockpit, with its expensive multi-level canopy, enables 
passengers and crew to observe their surroundings while in flight or on 
approach. Passengers board the shuttle via an aft hatch, although a small 
topside hatch is also available for docking purposes. The main body holds 
two decks, The upper deck contains passenger amenities, such as sleeping 
berths and common rooms. The lower deck is mostly taken up by a large 
cargo hold that can double as a small hangar, able to carry a Gargantuan or 
smaller starfighter. The hangar doors are located in the shuttle’s underbelly, 
so a smaller ship can only dock or depart while the J-1 shuttle is in flight. 

The ship's sublight engines are mounted within its gull shaped wings. 
Most Jedi shuttles are unarmed, reinforcing the notion that the Jedi are 
peacekeepers. However, during the Sith-Imperial War, some shuttles are 
retrofitted with weapons, 


J-1 Shuttle cs 
Colossal space transport 
Init -2; Senses Perception +6 
Defenses Ref 14 (flat-footed 12), Fort 25; +12 armor 
hp 110; DR 10; SR 25; Threshold 75 
‘Speed fly 12 squares (max. velocity 850 km/h), fly 4 squares 
(starship scale) 
Ranged double laser cannons +4 (see below) 
Fighting Space 8x8 or 1 square (starship scale); Cover total 
Base Atk +2: Grp +37 
Abilities Str 40, Dex 14, Con —, Int 14 
Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 
Crew 2 (skilled) Passengers 20 
Cargo 90 tons; Consumables 2 months; Carried Craft 1 X-83 TwinTail 
starfighter 
Hyperdrive x2, navicomputer 
Availability Restricted; Cost 220,000 (100,000 used) 


Double laser cannons (pilot) 
Atk +6 (+1 autofire), Dmg 


MC-24A4 LIGHT SHUTTLE 

Designed as a short-range shuttle for transporting workers between sec- 
tions of the Mon Calamari Orbital Shipyards, the MC-24a light shuttle has 
grown in popularity since its introduction, This shuttle is designed with the 
smooth, curved aesthetic common to Mon Calamari designs and clearly is 
not meant for long-range transportation. The small, relatively inexpensive 
ship boasts the traditional Mon Calamari backup shield generators, which 
are miniaturized and incorporated in the shuttle as a part of its stock design. 


Many worlds with harsh atmospheres or hazards in low-orbit (such as debris 
fields) procure large numbers of MC-24a light shuttles because they are less 
likely to take damage during the transition from space to atmosphere. 

Sleek and lightweight, the MC-24a is meant for simple transport and has 
limited combat capability. Even with the ability to regenerate shields quickly, 
the MC-24a can take only so much damage before breaking apart. Still, with 
the Imperial crackdown on combat vessels, many more of these shuttles are 
seeing combat action. Some members of the Mon Calamari resistance have 
begun modifying the shuttles to act as secret transports when ferrying 
resistance members between safe houses, though for the most part this 
means merely adding sensor-baffling and other stealth technologies, not 
weapons or other combat systems. 


MC-24a Light Shuttle cL6 

Colossal space transport 

Init -1; Senses Perception +6 

Defenses Ref 15 (flat-footed 12), Fort 24; +12 armor 

hp 100; DR 15; SR 20°; Threshold 74 

‘Speed fly 16 squares (max. velocity 1,030 km/h), fly 4 squares 
(starship scale) 

Ranged light laser cannons +6 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +36 

Abilities Str 39, Dex 16, Con —, Int 14 

Skills Initiative -1, Mechanics +6, Perception +6, Pilot -1, 
Use Computer +6 


Crew 2 (skilled); Passengers 6 

Cargo 10 tons; Consumables 2 days; Carried Craft none 
Availability Licensed; Cost 90,000 (50,000 used) 

“Recovers 10 points of SR when taking the recharge shields action. 


Yx<-1980 SPACE TRANSPORT 

A recent addition to the ever-popular Y-series of space transports, the 
YX-1980 is a well-defended cargo hauler capable of carrying goods (or con- 
traband) from one side of the galaxy to the other with little fuss. Equipped 
with shields far more powerful than those on most space transports, the 
YX-1980 is a ship designed for defense first, offense second. Though the ship 
comes equipped with a set of medium laser cannons, the ship's true asset is 
its ability to take a beating. Somewhat slower than other space transports 
‘on the market, the YX-1980 boasts a decent-sized cargo hold that spreads 
cargo out over a larger area, reducing the strain placed on the repulsors and 
artificial gravity systems. 


YX-1980 Space Transport { square = 1.5 meters 
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Structurally, the transport has large openings that separate different 
parts of the ship and its systems. While many owners grumble about the 
difficult modifying this design, others have embraced the designers’ attempt 
to separate the various ship systems, reducing the chances of multiple system 
failures from a single malfunction. Mechanics checks to install or upgrade 
the starship’s systems take a -5 penalty due to the dispersal of the YX-1980's 
systems. However, the starship has a higher-than-average damage threshold 
to account for the reduced chance of multiple system failures. 

The YX-1980 is currently one of the most popular starships in the galaxy 
for smugglers and tramp freighter captains. Like all vessels from the Corellian 
Engineering Corporation, the ship has plenty of space for additional modi- 
fications and new systems, catering to owners who enjoy customizing their 
ships. Likewise, in a galaxy growing ever more dangerous with the threat of 
the Sith and the Galactic Empire, the extra shielding on the ship is always 
welcome, as trigger-happy Imperial gunners have few compunctions about 
taking shots at any space transports they deem “suspicious.” 

The Grinning Liar, used by the smugglers Kee and Chak, is a YX-1980 
space transport. 


YX-1980 Space Transport 

Colossal space transport 

Init +0; Senses Perception +5 

Defenses Ref 18 (flat-footed 13), Fort 28; +13 armor 

hp 150; DR 15; SR 40; Threshold 88 

Speed fly 12 squares (max. velocity 950 km/h), fly 3 squares 
(starship scale) 

Ranged medium laser cannons +3 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +38 

Abilities Str 46, Dex 20, Con —, Int 16 

Skills Initiative +0, Mechanics +5, Perception +5, Pilot +0, 
Use Computer +5. 

‘Crew 2 (normal); Passengers 6 

Cargo 110 tons; Consumables 2 months; Carried Craft none 

Hyperdrive x2 (backup x10), navicomputer 

Availability Licensed; Cost 150,000 (80,000 used) 


Medium laser cannons (copilot) 
Atk +3, Dmg 4d10x2 
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YZ-2500 HEAVY TRANSPORT 

One of the largest space transports available on the open market, the Corel- 
ian Engineering Corporation's YZ-2500 space transport could arguably be 
Classified as a capital ship based on its size and armaments. Corporate advo- 
Cates from Corellia manage to overcome the Empire's severe ship regulations 
by convincing the Imperial bureaucracy that the new YZ-2500 space transport 


can help stabilize trade lanes plagued by pirates. The Empire agrees to allow 
production of the YZ-2500 heavy transport, though it remains questionable 
how much the ship actually contributes to the stability of trade lanes, 

The YZ-2500 heavy transport can haul nearly 500 times as much cargo as 
normal space transports. Large enough to support capital-scale weaponry, 
the YZ-2500 is typically used by corporations looking to transport large 
quantities of goods without having to rely on an entire convoy of smaller 
vessels. However, many of these ships have fallen into the hands of the 
Galactic Alliance, where they serve a greater purpose. Since these ships are 
commonly sold to corporate interests, the Galactic Alliance Core Fleet is able 
to use these ships to move personnel and supplies throughout the galaxy on 
legitimate shipping lanes without raising too many red flags with Imperial 
Customs. Since they are also well armed, these ships also make good support 
vessels during hit-and-run missions. 

Many of these ships have also fallen into the hands of crime lords and 
smuggling barons. Too costly (both to purchase and maintain) for the aver- 
age tramp freighter captain, YZ-2500 transports are the mainstays of many 
criminal fleets. 


YZ-2500 Heavy Transport cL12 

Colossal (frigate) space transport 

Init -2; Senses Perception +6 

Defenses Ref 13 (flat-footed 11), Fort 34; +11 armor 

hp 700; DR 15; SR 60; Threshold 134 

‘Speed fly 12 squares (max. velocity 800 km/h), fly 2 squares 
(starship scale) 

Ranged double medium turbolaser battery +8" (see below) and 
heavy laser cannons +8 (see below) 

Fighting Space 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +46 

Abilities Str 59, Dex 14, Con —, Int 18 

Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 

Atk Options autofire (heavy laser cannons), fire-link (heavy laser 
cannons) 

Crew 10 (skilled); Passengers 16 

‘Cargo 60,000 tons; Consumables 2 months; Carried Craft none 

Hyperdrive x2 (backup x10), navicomputer 

Availability Restricted; Cost 1.5 million (590,000 used) 

“Apply a -20 penalty on attacks against targets smaller than Colossal size. 


Double medium turbolaser battery (2 gunners) 
Atk +8 (-12 against targets smaller than Colossal), Dmg 6d10x5 


Heavy laser cannons (pilot/copilot) 
Atk +8 (+3 autofire), Dmg 6d10x2 
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“CHAPTER VII 
LEGACY ERA CAMPAIGNS 


At first blush, campaigns set in the Legacy era might seem very similar 
those set during the Dark Times and the Rebellion era. The monolithic 
pire rules the galaxy, there are few Jedi, and the criminal fringe has 
n to prominence. However, in many respects the Legacy era is wholly 
ue, with a flavor and fee! all its own. While the Legacy era shares many 
jon elements with other popular time periods, this chapter helps pres- 
me of the unique elements that can be emphasized to give a Legacy 
impaign its own feel, 
key aspect of Legacy era campaign is the concept of legacies, which 
fide ample fodder for character development. In a Legacy era campaign, 
actions of those in the past—even the distant past—have far-reaching 

Percussions and color the events of the present. Characters with legacies 

iten bear heavy responsibilities to live up to expectations, though some may 
" reject their legacies to hide or throw off the sins of their progenitors. 

Moreover, the Legacy era is a time when everything—even a relic from a 
bygone age—has its place. Characters and archetypes from any time period 
fit in the Legacy era, as the era combines such popular elements as the Sith, 
the Jedi, the Empire, and various rebellious organizations bent on opposing 
tyranny (namely, the Galactic Alliance). Technology from yesteryear can 
appear as a part of a Legacy era campaign in a number of ways, including as 
antiquated ships and equipment or even as “retro” designs intended to recall 
the popularity in the past. This inclusivity gives Gamemasters and players 
alike the ability to use species, character traits, equipment, and vehicles from 
any ¢ra without worrying about things feeling out of place. Gamemasters 
running a Legacy era campaign have the chance to mine all of their source 
material, including campaign guides for other eras, for enemies, allies, and 
technology to use in their campaigns without having to worry about whether 
or not it fits. In the Legacy era, it almost surely will. 

Not everything about the Legacy era is positive, however. The time period 
surrounding the Sith-Imperial War and its aftermath is a dark time indeed, 
with a shadow of evil cloaking everything. As much as any other time, the 
dark side of the Force holds sway in the Legacy era, and heroes going on 
adventures during this time are likely to encounter that darkness at every 
turn. A Legacy era campaign should emphasize the fact that the galaxy has 
become a bleak and oppressive place, and a general sense of doom and dread 
pervades every world, from Coruscant to Tatooine. Under the rule of the Sith 
and the Empire, the galaxy has become a less enlightened place, and evil 
fears its head even on the most peaceful planets. In any given adventure, 
the heroes may encounter Sith Lords or their vile spies, gangsters and crime 
lords whose power grows by the day, and bounty hunters who turn Jedi over 
to the E ith little care for the fact that every Jedi death darkens the 
gala: uch more, 
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More than just rife with the dark side, the galaxy has become a place 
where violence is law. Life in the Legacy era seems to prove true the axiom 
that power lies in the hands of the person holding the blaster, and the Empire 
seems to exemplify this philosophy. Wherever the Empire holds sway, martial 
law keeps the galaxy’s inhabitants in perpetual fear of being imprisoned or 
executed. On the fringes of the galaxy, pirates and gangsters take what they 
want by force, with no fear of reprisal. The only organization strong enough 
to stop these criminals from slaughtering their way to power, the Empire, is 
just as corrupt—and often has dealings with those same vicious criminals. 
Adventures in a Legacy era campaign may involve intrigue and deceit, but 
violence taints everything in a galaxy under the menacing eyes of the Sith. 

Lastly, the Legacy era is a time period that can challenge assumptions. 
Things are never exactly what they seem, and many of the players’ assump- 
tions might be turned on their head. The Yuuzhan Vong, once the extragalac~ 
tic invaders who murdered millions, now serve the Jedi and can be powerful 
allies, A large faction of the Empire fights against the tyranny of the Sith, 
accompanied by Imperial Knights who, while appearing to be Jedi, serve a 
different goal altogether. The cold, calculating Moff Nyna Calixte is at once 
an active Imperial agent and also the mother of Cade Skywalker, helping her 
son in defiance of the Empire she serves, Gamemasters crafting adventures 
in the Legacy era should not be afraid to take basic assumptions and twist 
them, or even toss them aside entirely, as no stereotype or expected behavior 
can be guaranteed. 


INTRODUCING 
THE LEGACY ERA 


In many ways, the Legacy era is an amalgamation of the best parts of other 
Star Wars eras. As such, introducing your players to the Legacy era can be 
relatively easy. Your players will likely be familiar with the Empire from the 
classic Star Wars film trilogy, and using that as a basis, you can introduce 
the key points of the Legacy era before the campaign begins, The following 
items are among the key elements of the Legacy era that all players should 
know before starting the campaign: 


© The Legacy era begins some 130 years after the Battle of Yavin. 

* The Galactic Empire rules the galaxy, imposing the same conditions that 
the Empire did under Emperor Palpatine and Darth Vader. 

© The Empire is, in turn, ruled over by the Sith. Sith Lords can be found 
throughout the galaxy and are feared everywhere they go. 

* The current Emperor is Darth Krayt, a tyrannical man garbed in massive 
armor. 

* The deposed Emperor, Roan Fel, leads an Empire-in-exile, opposing the 
Sith-ruled Empire with many of the same resources and troops. 
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* The Jedi have been hunted nearly to extinction, and a bounty on the 
heads of the Jedi keeps them on the run and in hiding. 


With those core aspects of the setting in mind, the players should 
prepared to start a campaign in the Legacy era and create characters tl 
fit right in. Of course, many players will want to know more, but the level 
detail you provide to them as the Gamemaster can vary based on the amount 
of mystery you want to surround the campaign, 


ADVANCING 
EXISTING HEROES 


rich with great stories, interesting characters, and adven- 

ies. As tempting as the Legacy era might sound, your gaming 

group might already be in the middle of another campaign set during an 

earlier era. A Gamemaster eager to run a Legacy era campaign has two 

ways to deal with this quandary: Allow players to create new characters 

using options available in any era, or allow players to bring the characters 

they are currently playing into the new campaign. It is not necessary for 

players to abandon their beloved characters once the Gamemaster decides 
to advance the timeline. 


HEROES FROM ALL ERAS 
A Gamemaster can run a new campaign that allows players to choose char- 
acter options or backgrounds from any era. Whether a player wants to play 
a Mandalorian Neo-Crusader, a Jedi General from the Clone Wars, ora Rebel 
Spy, you can still set your campaign during the Legacy era. The solution is to 
allow the player in question to create the character he or she wants, then 
bring that character forward in time to the Legacy era, This also works for 
players who are invested in heroes they are already playing but also want 
to have adventures in the Legacy era. 


HEROES FROM THE PasT 

One of the most iconic moments in the Star Wars saga happens in The Empire 
Strikes Back when Han Solo is frozen in carbonite. Carbon freezing, though 
presented as dangerous in the films, has been used several times to place a 
character in hibernation, effectively halting their aging process. Of course, 
the side effects of such a long period of inactivity (known as hibernation 
sickness) can sometimes be debilitating for a short period of time; however, 
carbon freezing is an effective way to bring a character into the Legacy 
era. All the Gamemaster needs to do is decide how the character came to 
be frozen in carbonite, what happened to the carbonite block to leave it 
undisturbed for years, and how the heroes in the Legacy era come across it 
and unfreeze their new companion. 


Another option is to have a hero preserved in an oubliette. An oubliette 

s an ancient Sith device that resembles a large, elaborate sarcophagus. Any 
reature inside the oubliette when it is sealed is effectively put into stasis. 
Very few of these devices exist; despite their rarity, they serve as a great (and 
safe) way to bring heroes forward from the past into the Legacy era, They 
sis present an excellent opportunity for Gamemasters to introduce other 
ith-related artifacts into the game, perhaps hidden in secret compartments 
within the oubliette. The discovery of an oubliette is unlikely to remain a quiet 
event in the Legacy era, with hundreds of Sith Lords present in the galaxy. 

A somewhat more mystical method of bringing heroes forward in time 

to have them spend the intervening years on the planet lego. For reasons 
nknown, living beings that visit lego cease to age or suffer from ailments or 
diseases. Something about the planet halts the ravages of nature and time. 
That is not to say that nothing on lego can die—that is far from the truth. 
wever, heroes can land on lego and spend decades, even centuries, on 
the idyllic world without growing a day older. Upon leaving lego, the heroes 
find themselves embroiled in Legacy era plots without having aged a day 
since they first arrived there. 

Droid heroes, on the other hand, require almost no effort to bring forward 
into the Legacy era. Droids can effectively “live” forever provided they are 
not damaged beyond repair. Bringing a droid hero forward in time requires 
ome explanation for what the droid has been doing in the intervening years. 
Perhaps the droid has been languishing, deactivated, in a junk dealer's shop 

nan Outer Rim world, or perhaps it has spent the intervening years in the 
service of a noble family on a peaceful world where adventure has not come 

alling for some time. The only decision that the player and the Gamemaster 
need to make together is whether or not the droid has received a memory 
wipe since its last adventure—a decision that determines just how much 
knowledge of the past the droid can impart to the rest of the party. 


USING HEROES 

FROM CAMPAIGNS PAST 

The Legacy era is all about how the past influences the present, and heroes 
from previous campaigns can return—albeit briefly as characters under 
the Gamemaster's control—to guide the actions of heroes in the current 
campaign, 

When using characters from past campaigns in Legacy era storylines, a 
Gamemaster must be careful to keep their actions consistent with how they 
acted while under player control; the player of a grim, tough-as-nails soldier 
from a previous campaign isn’t likely to appreciate stories about his former 
character fleeing a battle in fear. 

One good way to use heroes from the past is to have them appear 
in recordings, With this method, the Gamemaster introduces recorded 
messages—be they holographic, video, or audio—that feature heroes from 
older campaigns, using them as plot hooks or clues to some mystery in an 


adventure. This plot device effectively limits player interaction with their 
former characters and requires minimal preparation on the Gamemaster's 
part. A recording usually offers an incomplete picture, especially if the 
recording has been damaged or corrupted. A recorded message can be used 
to advise heroes in a time of need, point them toward their next adventure, 
or even mislead them. A damaged recording, once repaired, can even point to 
some reward, such as the hiding place of a heavily modified tramp freighter— 
perhaps the same ship the players once acquired in a previous campaign! 
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In the course of an adventure, the heroes might acquire a holocron con- 
taining information left behind by a Jedi hero from a previous campaign. 
Holocrons are extremely rare and valuable, meaning that word of a holocron's 
existence alone is likely to attract the heroes’ attention. However, when the 
players discover that one of their previous heroes is the gatekeeper of the 
holocron, it makes the object valuable not only to the characters but to the 
players as well. Holocrons with gatekeepers modeled after heroes of the past 
require a bit more preparation on the part of the Gamemaster, since play- 
ers can interact with the gatekeeper. Although the gatekeeper’s knowledge 
is limited, the Gamemaster must be ready to answer some of the players’ 
questions, rather than provide a stock, predetermined amount of informa- 
tion. Such a holocron makes a great reward for Jedi heroes, affording them 
access to knowledge from past campaigns and opening up some interesting 
possibilities for Legacy era adventure design that, for once, relies on player 
knowledge of past events instead of character knowledge. In essence, the 
holocron serves as a conduit for what players know of past adventures, fun- 
neled through the gatekeeper and imparted to their Legacy era heroes. 

The Gamemaster also has the option to bring heroes from the past into 
the Legacy era as nonplayer characters, using the methods described in the 
“Heroes from the Past" section, above. This offers many of the same advan- 
tages as a holocron but presents many pitfalls. A Gamemaster must be careful 
not to allow these past heroes to steal the spotlight from the current heroes. 
Additionally, the Gamemaster must keep a tight rein on these characters 
so that their knowledge and abilities aren't abused by the players. It's one 
thing to have a former hero resurface to provide some much-needed guid- 
ance to the current crop of heroes; it's quite another to have the returning 
character follow the heroes around and do their “dirty work” for them, like 
some over-the-hill sidekick. 

Having heroes from past campaigns reappear briefly in a Legacy era cam- 
paign reinforces one of the key themes of the setting, When used sparingly, 
such occasions demonstrate to players how the deeds of past characters 
can continue to impact galactic events, even if the characters themselves 
are no longer alive to witness them. Additionally, the timely reappearance 
of a beloved character allows the Gamemaster to bring a sense of closure 
to the hero, especially one who had lots of potential for interesting stories 
that never got off the ground, either because the campaign ended too soon 
or because the player left the game. 


VECTOR 

The Vector storyline introduced in Dark Horse Comics provides Game- 
masters with an excellent example of a way to bring characters from 
the past into the Legacy era. In the Vector story, a Jedi Shadow by the 
name of Celeste Morne becomes trapped in an oubliette, a Sith device 
that serves as a stasis pod and preserves the life of the person sleeping 
inside, After thousands of years, the oubliette is unearthed by miners 
and then sold to smugglers, who in turn sell the oubliette to a historian 
who hands it over to none other than Darth Vader. 

The Vector story does more than bring a character from the past 
into the future, Along with Morne comes all of her knowledge of the 
Old Republic and its technology, as well as history of the Jedi Order that 
has likely been lost in the passage of time. Moreover, the oubliette also 
houses an artifact known as the Muur Talisman, which has the ability to 
create and control creatures known as rakghouls, as well as the spirit of 
@ long-dead Sith Lord named Karness Muur. When Darth Vader opens this 
oubliette, he unleashes not just a Jedi from the past but also a plague 
of rakghouls, an ancient Sith Lord spirit, and an artifact of great power. 
When you decide to use one of the above devices to bring characters 
forward into the Legacy era, be mindful of the other things that can be 
brought forward at the same time, as they open up many possibilities 
for adventure and campaign design. 


HEROIC LEGACIES 

One of the central themes of the Legacy era is the concept that a person's 
life is influenced by the actions and accomplishments of his or her ancestors. 
Families carry with them reputations that can last for generations, and in the 
Star Wars universe, a familial legacy is far more than just a reputation; itisa 
mark of one’s talents and abilities, The Star Wars saga, and the Legacy era in 
particular, highlights the concept that a being can inherit some skills, talents, 
strengths, and weaknesses from his or her parents, Anakin Skywalker is an 
excellent pilot, and so too is Luke Skywalker. Han Solo is a skilled mechanic 
and a cunning warrior, and so too is Jaina Solo. Baron Soontir Fel is a dedi- 
cated, driven, and disciplined man, and so too is his son, Jagged. In the Legacy 
era, these same traits manifest themselves in the lives of characters such as 
Roan Fel and Cade Skywalker, whose ancestors were heroes of note and who 
have been handed responsibilities by way of their heritage. 

In a Legacy era campaign, players have the opportunity not only to play 
characters with interesting family secrets but also characters whose names 
cho through history. One of the most appealing aspects of playing in a 
Legacy era campaign is that players can be Skywalkers and Solos, and then 
decide the extent to which their legacies guide their characters’ actions. 

Rules for legacies are presented in Chapter 2. 


HEIRLOOM ITEMS 

Over the course of galactic history, certain items, including weapons and 
‘armor, have been made famous by their owners. The personal blaster rifle 
of a hero of the Mandalorian Wars or a lightsaber wielded by a dreaded Sith 
Lord Is more than just another piece of equipment; it is a piece of history, It 
has become legendary because it is strongly associated with the power and 
destiny of its owner and is closely tied to that person's fate; for example, 
Ulic Qe!-Droma's lightsaber and Exar Kun’s battle armor were both integral in 
helping those characters fulfill their destinies. Such rare items are classified 
as heirloom items, and each is unique. Thus, they are highly sought-after by 
collectors, heroes, and villains alike. 

An heirloom item carries a benefit that persists until the item's destruc- 
tion, Such a benefit is the result of either the original owner's tinkering or a 
side effect of being present when a character's destiny is fulfilled. 

The rules for heirloom items are optional. Any Gamemaster who adopts 
the destiny system is free to include heirloom items in his or hencampaign 
as well. 


HEIRLOOM ITEMS RULES 

An heirloom item is created whenever a character fulfills the legacy destiny 
(see page 21). In order for an heirloom item to come into being, the item 
must be present when a character fulfills his or her destiny (see page 112 of 
the Saga Edition core rulebook). The Legacy destiny imparts this benefit as 
soon as the character's destiny is fulfilled. A character who gains a heirloom 
item in this fashion chooses one of the following effects, which is then 
applied to the item, whether it is a particular weapon, suit of armor, or other 
item in the character's possession. Typically this item is one of particular 
significance to the character. 

Additionally, when a character with a destiny dies in pursuit of his or 
her destiny, instead of the normal effect (Force Spirit, Noble Sacrifice, or 
Vengeance) that character can choose to create an heirloom item instead. 
This character need not have the Legacy destiny to gain this effect. 

Heirloom item effects are discussed below. 


Extra Modification 

When an item becomes an heirloom item, the owner can modify the item 
2 second time using the Tech Specialist feat (see page 21 of Storships of 
the Galaxy). 


Legendary Icon 

When an item becomes an heirloom item, its fame spreads throughout the 
galaxy. When carrying the heirloom item in plain sight, you gain favorable 
Circumstances on all Charisma-based skill checks (except Use the Force 
checks), 


Steeped in the Dark Side 

When an item possessed by an agent of evil becomes an heirloom item, some 
of its owner's evil becomes infused in the item itself. Once per encounter, 
while carrying or using the heirloom item, you can apply a destiny bonus 
equal to one-half your Dark Side Score on any one attack roll or skill check 
made before the end of your turn. Applying this bonus increases your Dark 
Side Score by 1. 


Symbol of the Light 

When an item possessed by a good person becomes an heirloom item, it 
becomes a beacon of light that staves off the darkness. When carrying or 
using the heirloom item, once per encounter, as a reaction, you can impose 
a penalty on any one attack roll or skill check made by a character with a 
Dark Side Score of 1 or higher. This penalty is equal to the target's Dark 
Side Score. 


SAMPLE HEIRLOOM ITEMS 
Below are three sample heirloom items plucked from the Star Wars saga, 
with statistics based on the rules provided above. 


Anakin Solo’s Lightsaber 

After Anakin Solo dies on the planet Myrkr, his lightsaber finds its way into 
the hands of Ganner Rhysode and even Anakin’s uncle, Luke Skywalker, who 
wields it in a duel against Supreme Overlord Shimrra. The weapon is returned 
to Han Solo, who lays his son's lightsaber to rest in Chewbacca's memorial 
tree on Kashyyyk. 

In the Legacy era, Anakin's lightsaber could fall into the hands of a Jedi 
Padawan sent on a special mission to Kashyyyk to retrieve the weapon as a 
rite of passage for reaching knighthood. 

Anakin Solo’s Lightsaber: Medium lightsaber (2d8 damage) and symbol 
of the light. Once per encounter, as a reaction, the wielder can impose a 
penalty on any one attack roll or skill check made by a character with a 
Dark Side Score of 1 or higher, This penalty is equal to the target's Dark Side 
Score. In addition, its wielder ignores restrictions on Sense Force and Sense 
Surroundings imposed by Yuuzhan Vong. 
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Boba Fett's Mandalorian Armor 

The famous bounty hunter Boba Fett wore a special suit of patchwork 
Mandalorian armor for decades. The Mandalorian armor is outfitted with 
dozens of special modifications, making it the ideal suit of armor for any 
bounty hunter or mercenary. 

Upon his death, Boba Fett’s armor would have been split up into separate 
pieces to be worn by other members of his clan to honor him, as per the 
Mandalorian tradition. Reassembling Boba Fett’s armor might be the subject 
of a personal quest undertaken by a hero in a Legacy era campaign, or the 
reassembled suit could be worn by an enemy wishing to capitalize on the 
armor's legendary status. 

Boba Fett's Mandalorian Armor: Medium Mandalorian battle armor 
with an extra modification (+9 armor bonus to Reflex Defense, +2 equipment 
bonus to Fortitude Defense). 


Chewbacca's Bowcaster 
The favored weapon of the loyal and dedicated hero Chewbacca, this 
bowcaster represents decades of battle prowess in the hands of one of the 
greatest Wookiees of all time. 
Perhaps the bowcaster is handed down after Chewbacca’s death to his 
descendants, a hero worthy enough to carry on Chewbacca’s legacy, 
Chewbacca's Bowcaster: Medium bowcaster (3d10 damage) and legend- 
ary icon (grants favorable circumstances on Charisma-based skill checks, 
except for Use the Force checks). 


Emperor Palpatine’s Lightsaber 

This red-bladed lightsaber belonged to one of the galaxy’s most fearsome 
dictators, Constructed in the style of all Sith lightsabers, Emperor Palpatine's 
lightsaber practically drips with the dark side of the Force. 

This lightsaber is a sacred artifact to the Sith of the Legacy era, and any 
hero who comes to possess it will likely be stalked by agents of Darth Krayt 
until the weapon is secured. 

Emperor Palpatine's Lightsaber: Medium lightsaber (2d8 damage) 
steeped in the dark side. Once per encounter, while carrying or using the 
lightsaber, the wielder can apply a destiny bonus equal to one-half his or 
her Dark Side Score on any one attack roll or skill check made before the 
end of the wielder’s turn. Applying this bonus increases the wielder’s Dark 
Side Score by 1. 


Han Solo's Heavy Blaster Pistol 
This iconic BlasTech DL-44 heavy blaster pistol, the preferred sidearm of the 
galaxy's most famous smuggler, could have been handed down through the 
Solo family, or it might have been entrusted to a respected friend of the Solo 
family, such as Wedge Antilles or one of his descendants. It’s also possible 
that the weapon might have found its way into the private collection of an 
arms dealer, waiting for heroes to steal it. 

Han Solo's BlasTech DL-44: Modified heavy blaster pistol (348+2 
damage) with an extra modification (+1 equipment bonus on attack rolls), 


Luke Skywalker's Lightsaber 

Once the lightsaber of Anakin Skywalker before his transformation into Darth 
Vader, this blue-bladed lightsaber was given to Luke Skywalker by Obi-Wan 
Kenobi on Tatooine and served as Luke's primary weapon until the fateful 
duel on Cloud City. Years later, the lightsaber reappeared in the hands of 
Luke's clone, and was then handed down through the Skywalker family via 
Mara Jade Skywalker and their son, Ben Skywalker. 

The heroes might come into possession of this iconic lightsaber simply by 
being a member of the Skywalker lineage, or perhaps the weapon is recovered 
from the remnants of the Ossus academy following the Sith-Imperial War, 

Luke Skywalker's Lightsaber: Medium lightsaber (2d8 damage) and 
legendary icon (grants favorable circumstances on Charisma-based skill 
checks, except for Use the Force checks). 


“YOUR FATHER'S 
LIGHTSABER. THIS 
Is THE WEAPON 
OF A JEDI KNIGHT. 
NoT AS CLUMSY 
OR RANDOM AS A 
BLASTER... AN 
ELEGANT WEAPON 
FOR A MORE 
CIVILIZED TIME.” 


-OBI-WAN KENOBI 


EVERYTHING 
HAS A PLACE 


Everything has a place in a Legacy era campaign. As the farthest point 
forward in the Star Wars chronology, the Legacy era avoids the hangups of 
earlier eras when it comes to the appearance of certain objects, vehicles, 
or species. For Gamemasters concerned with preserving continuity, this era 
should prove liberating. Very little from Star Wars lore should be considered 
off-limits; every piece of technology, every species, and every event that isa 
part of Star Wars history has a place in your game. In a Legacy era campaign, 
X-wings can face off against Predator-class starfighters in a battle above 
Endor without causing continuity issues. 

This freedom puts the breadth of Star Wars lore at the Gamemaster's 
disposal. If you are the Gamemaster, exploit this fact. Pick and choose your 
favorite elements from various eras, and then combine them together in 
interesting ways to craft your Legacy era campaign. Find things you like 
and use them as a starting point, ignoring the time period from which the 
elements are drawn, For example, if you have a fondness for the Mandalorian 
Neo-Crusaders of the distant past but also love the military vehicles used 
by the Republic in the Clone Wars, and you want to have a campaign that 
involves fighting against both the Sith and the Empire, then you can (and 
should!) do so. One could easily combine these elements together to create 
the basis of a campaign: A group of upstart Mandalorians have resurrected 
the Neo-Crusader movement and bought a cache of surplus Old Republic 
military vehicles, retrofitted to serve their needs. As these Neo-Crusader 
revivalists move out into the galaxy, they hire themselves into the service 
of a Sith Lord tasked with breaking up the supply lines of Roan Fel’s Empire. 
When the heroes get involved, they find themselves fighting Mandalori- 
ans armed with Republic weapons and vehicles, caught in the middle of a 
struggle between Roan Fel loyalists and the Imperial forces under the Sith 
Lord's control. By the end of your campaign, the heroes have a chance to 
shatter the Neo-Crusader resurgence, battle the forces of the Empire, earn 
the favor of Roan Fel's Empire-in-exile, and defeat the Sith Lord in whose 
affairs they have meddied. 

The example above illustrates the possibilities of setting a campaign 
in the Legacy era, Legacy era campaigns also give players a wide variety 
of material to draw upon for the design of their heroes, which can lead to 
more interesting groups as well as players who are more engaged in their 
characters. After all, a player that gets to play the kind of character he or 
she wants to play is likely to be a happy player who will want to see that 
character survive and evolve, 


Given the open palette of source material available in the Legacy era, @ 
‘Gamemaster is wise not to rule anything out. Find a way to make things work. 
If you really tike something from another era, the Legacy era is practically 
designed to make it work. This goes just as much for Gamemasters as it does 
for players; do not turn away material simply because it wasn't specifically 
designed for play in the Legacy era. Be creative, seek out explanations when 
necessary, but don't be afraid to include those things that excite you about 
the Star Wars universe. 


EVOLVING DESIGNS 

For the most part, technology advances at a slow pace in the Star Wars uni- 
verse. At least in game terms, blaster pistol technology hasn't changed much 
since its introduction in the days following the Great Sith War. Occasionally 
there are significant leaps in technology, such as the advent of the modern 
navicomputer, but for the most part technology seems to stay at about the 
same level, This does not mean that Star Wars technology has stagnated; 
rather, it means that many of the technological improvements over the years 
occur at a level that it imperceptible to us as the audience. Blaster technology 
has no doubt improved over thousands of years, but by and large blasters 
work the same as they did long ago. 

When dealing with the introduction of older technology from bygone eras, 
Gamemasters have a few options for how to integrate that technology into a 
Legacy era campaign. One method is to simply create new technology based 
on classic designs; for example, the X-83 TwinTail fighter is clearly an evolu- 
tion of the popular X-wing and evokes a similar feeling in those who see it. 
However, its design is firmly rooted in the Legacy era, and it simultaneously 
provides both a sense of wonder at its newness and a sense of nostalgia at its 
similarity. Gamemasters can take a lesson away from this design in creating 
ships, weapons, and even droids that draw inspiration from past eras but still 
retain a sense of the unknown that comes with new technology. 

For example, say you have a player in your campaign who is very inter- 
ested in the HWK-290 space transport (Kyle Katarn's Moldy Crow, found 
‘on page 118 of The Force Unleashed Campaign Guide). As the Gamemaster, 
you can take advantage of the player's interest by creating a new ship in 
the same spirit; perhaps this ship is a throwback to that classic design, 
created by nostalgic engineers from the Corellian Engineering Corporation. 
The new ship, the HWK-2000, is a sleek, aerodynamic interpretation of the 
original ship's frame, outfitted with the most cutting edge space transport 
technology. In that player's hands, the transport becomes both a connection 
to the ship he already knows and loves yet is full of the same mysteries as 
It might look like an updated version of the Moldy Crow, but 
its own quirks and secrets, and it gives the heroes a chance 
to become a part of the new ship's history, making their own mark on the 
‘space transport’s legacy. 
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WEAPON AND VEHICLE 
TEMPLATES 

Instead of presenting a new, evolved design based on a classic element, 
Gamemasters can choose to simply take a piece of older technology and 
introduce it directly into their Legacy era campaigns. The following four 
templates represent two methods of introducing older technology into the 
Legacy era. The antiquated template represents a weapon or vehicle from the 
recent past that doesn’t take advantage of modern technological advance- 
ments but still is recent enough to be mostly effective. Refitted weapons 
and vehicles, on the other hand, represent older technology that has been 
rebuilt, replacing out-of-date technology with Legacy era improvements; for 
example, a refitted A-wing may have had its weapons, engines, and computer 
‘systems removed and replaced with similar but highly advanced components 
‘common in the Legacy era. 

If you own the Starships of the Galaxy supplement, the archaic ship tem- 
plate and the advanced ship template also serve similar purposes. Unlike the 
templates presented below, the templates from that book represent more 
drastic changes that represent significant departures from the basic design. 
Ina Legacy era campaign, you should use the archaic ship template on any 
ships from the Old Republic time period (well before the Clone Wars), and 
the advanced ship template to create new Legacy era designs based on ships 
from the past. For vehicles and weapons from the Clone Wars, the Dark Times, 
or the Galactic Civil War, use the antiquated template below. 


Weapon Template: Antiquated 

This weapon template can be applied to any weapon that doesn’t appear in 
the Saga Edition core rulebook and represents pre-Legacy era technology. 
Most antiquated weapons are still fully functional but do not take advantage 
of the latest technological advancements. 

Cost: Antiquated weapons have their prices increased by 10% due to 
rarity. 

Availability: All antiquated weapons gain the Rare availability, if they 
do not already have it. 

Energy Cells and Power Packs: Energy cells and power packs for anti- 
uated weapons cost 50% more than a standard energy cell or power pack. 
Unless otherwise specified, an antiquated weapon cannot use standard 
energy cells or power packs, only antiquated energy cells or power packs. 

Repairs: Antiquated weapons do not use modern technology and are likely 
to be unfamiliar to most weaponsmiths. An antiquated weapon increases 
the base DC of any Mechanics checks made to build or repair the weapon 
by +5. 

Refitting: An antiquated weapon can be refitted (see the Mechanics 
skill, page 31). Apply the refitted template to the base weapon instead of 
the antiquated template. 


Weapon Template: Refitted 

When a character refits a weapon, he or she upgrades its interchangeable 
parts with components that use the latest advances in weapon technology. 
Refitted weapons have the following changes to their statistics. 

Cost: Refitted weapons have their prices increased by 20% due to rarity 
and the innate cost of refitting the weapon. 

Availability: All refitted weapons gain the Rare availability, if they do 
not already have it. 

Energy Cell: A refitted weapon can use standard energy cells and power 
packs. Additionally, weapons that use power packs to provide ammunition 
have their number of shots that can be fired before the power pack must be 
replaced increased by 10%. 

Repairs: Since refitted weapons combine antiquated technology with 
modern components, sometimes the weapon must be treated gently and 
repairs can be challenging. A refitted weapon increases the base DC of any 
Mechanics checks made to repair the weapon by +5. 

Maintenance: Unlike normal weapons, refitted weapons require extra 
maintenance to ensure that they continue to function as expected. Once 
per week the weapon must receive regular maintenance, which requires 1 
hour of work (no Mechanics check required, though a tool kit is necessary 
to perform the maintenance). Failure to perform this maintenance moves 
‘the weapon -1 persistent step down the condition track for each day it does 
not receive maintenance after one week. 


Vehicle Template: Antiquated 

Antiquated vehicles are relics from recent history; maybe @ few of these 
vehicles can be seen plying the space lanes, but many are either novelties 
or vehicles that are barely holding themselves together, While not so old as 
to be called archaic, these vehicles have not rolled off of the assembly lines 
in a tong while. 

CL: Reduce the base ship's CL by -2. 

Threshold: An antiquated vehicle's superstructure lacks many of the 
advancements that hold the vehicle together when struck by modern weapons 
fire. Reduce the vehicle's damage threshold by 25%. 

Base Attack Bonus: An antiquated vehicle lacks updates to sensors 
that overcome modern vehicles’ defensive countermeasures, Apply a -2 
penalty to the vehicle's base attack bonus and all attacks made with its 
vehicle weapons. 

Availability: All antiquated vehicles gain the Rare availability, if they do 
not already have it. 

Cost: Antiquated vehicles are only available at their used sale price. If an 
antiquated vehicle does not have a used sale price, calculate it as 60% of the 
original new price. All antiquated vehicles are considered to be used. 


Repairs: Antiquated vehicles do not use modern technology and are likely 
to most ship engineers. The base DC of any Mechanics checks 
made to build or repair the antiquated vehicle increases by +5. 

Refitting: An antiquated vehicle can be refitted (see the Mechanics 
skill, page 31). Apply the refitted template to the base vehicle instead of 
the antiquated template. 


Vehicle Template: Refitted 

A refitted vehicle is an older model from years past that has had its internal 
components upgraded to take advantage of advances in modern technology. 
A refitted vehicle maintains the basic structure of the original vehicle but 
has the latest and greatest parts available in the current era, 

Cost: Refitted vehicles are only available at their used sale price + 20% 
for the cost of refitting. 

Availability: All refitted vehicles gain the Rare availabili 
not already have it. 5 

Repairs: Since refitted vehicles combine antiquated technology with 
modern components, sometimes the vehicle must be treated gently and 
repairs can be challenging, A refitted vehicle increases the base DC of any 
Mechanics checks made to repair it by +5. 

Maintenance: Unlike normal vehicles, refitted vehicles must be given 
‘extra maintenance to ensure that they continue to function as expected. 
Once per week the vehicle must receive regular maintenance, which requires 
1 hour of work (no Mechanics check required, though a tool kit is necessary 
to perform the maintenance). Failure to perform this maintenance moves 
the vehicle -1 persistent step down the condition track for each day it does 
not receive maintenance after one week. 
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AGE OF SHADOW 

The Legacy era is a time of darkness and violence in the galaxy not seen since 
the rise of Palpatine’s Empire. There are several elements of the Legacy era 
that Gamemasters should emphasize in their adventures to help reinforce 
Just how grim the situation has become. 


THE DARK SIDE 

During the Legacy era, the dark side holds great power throughout the 
galaxy. It's more than just a function of having the Sith in power; the Jedi 
have been diminished and everywhere violence, hatred, and selfishness 
rule supreme. If the influence of the dark side waxes and wanes, during the 
Legacy era it reaches peaks unseen except during the grimmest times in 
galactic history. 


‘One can emphasize the pervasiveness of the dark side in a variety of ways. 
First, make liberal use of dark side Force-users, including Sith acolytes, spies, 
Sith Lords, Jedi who have turned to the dark side, and the occasional Force- 
sensitive bounty hunter. Next, introduce sites and locales where the power 
of the dark side is palpable; set adventures at the sites of great battles in 
which the Sith and the Empire were victorious over the Galactic Alliance and 
the Jedi, or places where many Jedi were slain in a single attack by bounty 
hunters or the Empire. Introduce locations where the dark side manifests 
itself in the form of visions or even physical danger, such as the cave on 
Dagobah, but have such locations appear in multiple adventures, Give the 
heroes little chance to visit safe havens, and do not be afraid to repeatedly 
tell Force-sensitive heroes that they feel constant discomfort at the strength 
of the dark side at various adventuring locales. 


SITH OVERLORDS 

Unlike the Dark Times of Palpatine’s Empire, the galaxy is now under the heels 
of overt and openly declared Sith Lords, The heroes of a Legacy era campaign 
should come across these Sith Lords, or at least evidence of their work, ona 
regular basis. Gamemasters shouldn't be afraid to use Sith Lords on a regular 
basis, as their abundance is one of the biggest advantages of setting games 
in the Legacy era, This does not mean, however, that the heroes necessarily 
have to fight the Sith at every turn; there are more subtle ways to use the 
‘Sith in adventures. For example, your heroes might come across a recording 
ofa Lord wiping out a cell of Roan Fel loyalists, only to discover in the 
recording that one of the loyalists managed to escape. Unless the heroes 
have made overt enemies of the Empire, or of a particular Sith Lord, not every 
physical encounter has to end in violence, and the heroes might cross paths 
with a Sith Lord while pursuing similar goals. 

Introduce the Sith early, and often. Low-level heroes stand no chance of 
slaying a Sith Lord outright, but that does not mean that their adventures 
cannot include a Sith Lord. Holograms, video messages, and other commu- 
nication methods allow you to bring a Sith Lord into a campaign without 
worrying about the heroes being outmatched in a fight. Use the Sith as 
allies, if possible; perhaps the heroes are contacted by a Sith Lord who com- 
mandeers their vessel for clandestine transport to an Outer Rim location, or 
the heroes are hired by the Sith to retrieve a captured enemy of the Empire. 
Using the Sith as allies early on makes the eventual conflict with those Sith 
Lords later in the campaign all the more exciting. 
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deo! BOUNTY 

The Jedi have been all but wiped out, but some still remain at large. As a 
result, the Empire has placed a massive bounty on the heads of Jedi. If you 
have Jedi heroes in your campaign, emphasize the feeling of constantly being 
pursued. Have bounty hunters appear on the Jedi heroes’ trail, showing up 
frequently to harry them. If the Jedi acts overtly without taking caution 
to conceal his abilities, feel free to have the agents of the Empire show up 
shortly thereafter, having been tipped off by witnesses. As Jedi heroes rise in 
levels and fame, their deeds are likely to attract unwanted attention unless 
they take precautions to hide their abilities. In every spaceport, the heroes 
encounter people who shun them for fear of being associated with the Jedi. 
Unscrupulous business partners try to exploit the heroes’ need for secrecy, 
threatening to go to the Empire if their exorbitant demands are not met. Even 
the lowliest of scum in the galaxy knows that there is money to be made off 
of the Jedi, and average citizens fear for their lives when confronted with 
‘the prospect of being associated with rogue Jedi. No one wants a Sith Lord 
with a squad of Knighthunters to show up on their doorstep. 


SERVITUDE & SLAVERY 

With the return of the Empire to power, tyranny has once more become the 
natural order of things. However, Darth Krayt knows that freedom is also 
@ breeding ground for dissent, and as such he has abolished many of the 
anti-slavery laws that have been in place since the fall of Palpatine’s Empire. 
Though still not condoned in the Core Worlds, along the Mid Rim and Outer 
Rim many of the safeguards put in place to deter slavery have been scaled 
back, opening the door for slaving outfits to flourish once more. The Empire 
itself has enslaved many populaces, including the Mon Calamari, forcing 
them to work for the Empire as punishment for defiance. In a Legacy era 
campaign, including slavers among the enemies that the heroes face helps 
reinforce the notion that the galaxy is sliding into barbarism, especially 
when the heroes realize that the Empire not only allows slavery but, in many 
cases, condones it. 

More common than actual slavery is the indentured servitude that 
many “legitimate” crime lords engage in. Fringe heroes are likely to become 
entangled in indentured servitude themselves. Perhaps it begins when the 
heroes take out a loan to buy their own ship. Maybe they need more money 
to buy weapons and equipment, all of which their particular crime lord or loan 
shark is more than willing to provide, Once they have built up a sufficient 
debt, their creditor comes calling, backed by the kind of violent beings that 
haunt the dark alleys of Nar Shaddaa and Point Nadir. The creditors demand 
payment and a cut of the heroes’ profits. Meanwhile, these same creditors 
start charging outrageous prices for starship fuel, ammunition, and even 
protection when the Sector Rangers come to them, looking for the heroes. 
They charge for information, and even for knowledge of what jobs are avail- 
able. Soon, the heroes might find themselves growing deeper and deeper in 


debt after every mission, forcing them to do their creditors’ bidding or face 
the consequences of refusing to make good on their debts. 

Such indentured servitude can be a great motivator for adventures, but be 
careful not to bog down the campaign with an overwhelming sense of hope- 
lessness, (This is a game, after all.) By the time the heroes reach mid-levels, 
they should have a chance to throw off the shackles of their servitude. Just 
like the eventual showdown between the heroes of the Rebellion and Jabba 
the Hutt, eventually the heroes will realize that the only way to escape their 
debts is to deal with the crime lord directly, which can make for an exciting 
adventure filled with danger that results in the heroes achieving their own 
freedom and perhaps ridding the galaxy of a vile criminal in the process. 


THE THREE-WAY WAR 

One of the more exciting elements of the Legacy era is that, unlike the Rebel- 
lion era, the galaxy is embroiled in a conflict between three separate entities, 
no two of which get along with one another. Though Roan Fel's Empire-in- 
exile and the Galactic Alliance Core Fleet both oppose Darth Krayt’s Empire, 
even those two factions cannot get along well enough to work together. 
When one factors in the Hidden Temple, yet a fourth faction that has not 
allied itself with any of the three primary factions, the Legacy era represents 
a time when the galaxy is fractured by allegiances to those factions. 

To emphasize this fractured conflict, one can use each of the three major 
factions in adventures. Each faction might be chasing the same goal but for 
different reasons, bringing it into conflict with the other factions as well as 
unaligned heroes. Having encounters that feature multiple factions opposing 
both the heroes and one another not only creates a dynamic scene but also 
reinforces the notion that multiple power groups are working toward their 
own ends. Once the heroes decide to ally with a faction, things get really 
interesting: If the heroes make themselves known as allies of the Galactic 
Alliance, they might find themselves targeted not only by Darth Krayt but 
also Roan Fel's loyalists, forcing the heroes to fight not only the obvious 
enemy but also a faction that, under different circumstances, could have 
been their allies as well. 

One of the tragedies of this three-way war is that there are allies to 
be found in nearly every faction. Though the Sith Lords themselves are 
thoroughly evil, even in Darth Krayt's Empire there are honorable men and 
women who could be friends and allies to the heroes, However, the nature 
of the three-way conflict makes each faction reluctant to trust anyone but 
members of their own group, and paranoia and fear causes potential allies 
to become suspicious of one another, many times ending up in conflict with 
‘one another simply because they do not know who to trust. 


CHALLENGING 


ASSUMPTIONS 

The Legacy era challenges basic assumptions about the galaxy and its inhabit- 
ants. Everyone knows that the Empire is evil, as evidenced by Darth Krayt's 
tyranny and violence. Yet there is more to the Empire. Roan Fel's Empire-in- 
exile is made up of honorable soldiers and bureaucrats who remained loyal 
to.an Emperor who fought for both peace and order, and their version of the 
Empire has many noble ideals. Yet, within this faction can be found many 
worthy antagonists. 


HEROES AND VILLAINS 

One good way to challenge your players’ assumptions is to introduce allies 
and antagonists who shift from one side to the other over time. For example, 
Cade Skywalker's story begins with him as a young Jedi, but later in life 
he turns into a bitter, violent bounty hunter, challenging our assumptions 
about the Skywalker lineage. Cade captures and turns in a fellow Jedi, Hosk 
Trey'lis, setting himself up as an enemy of the Jedi and something of a villain. 
However, Cade's guilt eventually gets to him, and he allows himself to be 
captured in order to free Hosk from the Sith. Cade oscillates between hero 
and villain often enough that it is difficult to have any assumptions about 
the character at all. 

Similarly, your heroes might come across enemies and allies who fit neatly 
into archetypes until they break out of them. Consider the ally-turned~ 
enemy, such as the fatherly Galactic Alliance general who turns out to be a 
revenge-driven madman willing to sacrifice anyone and anything in pursuit 
of his vengeance. Similarly, consider the enemy-turned-ally, such as the Sith 
‘acolyte who must maintain a convincing facade of loyalty to her masters asa 
means of getting close enough to assassinate Darth Krayt. When the heroes 
first encounter the acolyte, they might fight against her before learning her 
true motivations, 

Additionally, some characters might move from villain to hero and back 
multiple times throughout a campaign. A bounty hunter torn between her 
need to survive and her loyalty to her husband—a Jedi in hiding—might 
capture Jedi heroes in the hopes of throwing suspicion off of herself and her 
husband. An officer in Roan Fel's Empire might defect to join the Galactic 
Alliance, only to reveal himself as a double-agent who hopes to unite the 
two factions. The Legacy era presents a blurry line between good and evil. 
Gamemasters can capitalize on this element of the time period by introducing 
allies and antagonists whose roles in the story—as heroes or villains—change 
every time the heroes think they have figured them out. 


SECRET IDENTITIES 

Another common thread among the major players in the Legacy era is that 
of the secret identity. Moff Nyna Calixte secretly maintains an alter-ego of 
Morrigan Corde, an Imperial agent with far more freedom to act than the 
Moff herself. Similarly, the Imperial Knight Azlyn Rae maintains an alter-ego 
as a bounty hunter (her profession in the time between her Jedi training 
and her recruitment into the Imperial Knights). A good way to challenge the 
heroes’ assumptions about a character is to reveal secret identities. When the 
heroes discover that the violent crime lord they have been serving is secretly 
also a high-ranking officer in Galactic Alliance intelligence, their plans to 
topple the crime lord might change with that revelation. 

Secret identities work best when they accomplish two goals: providing 
drastic contrast to the character's public face, and allowing the character to 
function in a vastly different role than their main persona. The first goal is 
simply a matter of taking the basic assumptions the heroes have about that 
character and finding an alter-ego that is strongly opposed to that role; as 
Morrigan Corde, Nyna Calixte watches out for her son Cade and tries to help 
him escape the Empire, but she herself must prove her unwavering loyalty 
and cruelty as an Imperial Moff. The second goal is accomplished by taking 
a different approach to how the character achieves her goals. As an Imperial 
Moff, Nyna Calixte uses politics, subtlety, and manipulation to achieve her 
ends, but as Morrigan Corde she uses big blasters, explosives, jet packs, and 
violence to accomplish her goals. 

When creating a secret identity, it is best to create the primary identity 
for the NPC first, then look at the character's philosophies and goals and 
give the alter-ego seemingly conflicting goals, Next, do the same with their 
methodology. Over time, these characters might have to sacrifice their 
primary identities or their alter-egos to save themselves, which can be an 
interesting story element for the heroes to deal with. When the time comes 
for that choice to be made, the heroes might have to convince the character 
to side with them, casting the other identity aside and fully assuming the 
role of their ally. Conversely, if things go badly, the character might discard 
his or her allegiance to the heroes and instead become a full-time adversary. 
When this moment comes, be sure that the heroes have a chance to influence 
this outcome, as they will likely gain an ally or enemy for the remainder of 
the campaign, 
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favel throughout the galaxy has been impacted 
fas during Palpatine’s reign. With the Empire in 
lanes are patrolled by Imperial Star Destroyers 
jggiers, and Galactic Alliance activity. Customs 
‘erial Space Ministry inspect trade ships approach- 
ferial control. Suspicious cargoes are confiscated, 

fetained for questioning on a whim, and ship travel logs 
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jorids and the Deep Core are once again heavily patrolled by 
npire, resulting in a new Deep Core Security Zone and a Core Worlds 
Security Zone. Within these zones, space travelers are highly scrutinized, 
and only those with proper authorization may move freely between these 
worlds. Coruscant and other fortress worlds in the Core and Deep Core are 
now guarded by entire fleets of Star Destroyers and similar cruisers. The 
bulk of the Empire's naval might is concentrated in these areas, and smug- 
glers risk not only their livelihoods but also their lives slipping in and out 

of Imperial worlds. 

Much of the security of the Core and Deep Core is maintained by a 
Hyperspace Security Net. This consists of a combination of space stations 
placed along common hyperspace routes, Imperial Navy patrol flotillas, 
and gravity mines designed to pull starships out of hyperspace. Through 
this Security Net, the Empire is able to perform random inspections of the 
starships coming into and leaving the Core Worlds, and stop attacks against 
protected planets. 
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PLANETS OF 
THE LEGACY ERA 


This section provides a brief gazetteer detailing information on a variety of 
planets throughout the galaxy. Each entry lists not only pertinent informa- 
tion for the Gamemaster but also Knowledge check DCs for players, This sort 
of information allows the GM to determine how much a character (and not 
necessarily the player) knows about a given world. 


BASTION 

Region: Outer Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 1 

Length of Day: 24 standard hours 
Length of Year: 363 local days 

Sapient Species: 94% Human, 1% other 
Government: Empire 

Capital: Sartinaynian City 

Major Exports: Military supplies 

Major Imports: Foodstuffs, high technology, luxury goods 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

10 Bastion is a fortress world on the Outer Rim and once served as the 
capital of the Galactic Empire. 

15. The planet is currently under the control of Roan Fel and his Empire- 
in-exile, and it is defended by a massive space fleet. 

20 Non-Imperials are not allowed to visit Bastion, as the threat of an 
attack on Emperor Fel is too great. 

25 Bastion is also the home of the Imperial Knights, the lightsaber-wield- 
ing bodyguards of Emperor Fel 


KNOWLEDGE (TACTICS) 

DC Result 

20 The planet's defensive systems are nigh impenetrable. Bastion is as well 
defended as Coruscant, which is why Darth Krayt has not launched an 
attack on the planet 

25 The Sith are constantly looking for ways to infiltrate Bastion, and they 
have offered a 1-million-credit reward to anyone who can penetrate 
the planet's defenses. 


AN AT-AMT ON BASTION, 


CHAMPALA 

Region: Inner Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 3 

Length of Day: 27 standard hours 

Length of Year: 318 local days 

Sapient Species: 99% Chagrian, 1% other 
Government: Democracy (currently under Imperial rule) 
Capital: Tidros 

Major Exports: Luxury goods 

Major Imports: Technology 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

10 Champala, the homeworld of the Chagrian species, is a planet covered 
in oceans with small, narrow continents. 

15 The spaceports on Champala are constructed on high-altitude pla- 
teaus, safe from the drastic shifts in water levels during the tides. 

20 Many cities on Champala are built both on land and under the oceans, 
with the two connected by tunnels and sealed tubes. Those who 
cannot breathe in water must be careful not to go to submerged zones 
without a proper breathing apparatus, 


KNOWLEDGE (GALACTIC LORE) 


DC Result 

15 Csilla is the homeworld of the enigmatic Chiss, who hail from the 
Unknown Regions and have only been major participants in galactic 
affairs for the past century. 

20 Csilla is a frigid world, having been plunged into an ice age several 
millennia ago. 

25 The Chiss live in cities buried in the ice of Csilla, where they can use 
the heat welling up from the interior of the planet to keep their envi- 
ronment livable. Most of the cities on Csilla are connected by subter- 


25 Some Chagrian cities on Champala are nearly fully submerged during 
high tides, allowing the Chagrians to swim between buildings and 
even floors on the same buildings. 


ranean tunnels, through which speeder traffic travels. 
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Region: Outer Rim 


CSILLA Climate: Temperate 
Region: Unknown Regions Gravity: Standard 
Climate: Frozen Moons: 2 


Gravity: Standard 
Moons: 3 

Length of Day: 25 standard hours 

Length of Year: 462 local days 

Sapient Species: 99% Chiss, 1% other 
Government: Oligarchy (the Chiss Ascendancy) 
Capital: Csaplar 

Major Exports: None 

Major Imports: Foodstuffs, luxury goods 


Length of Day: 28 standard hours 

Length of Year: 391 local days 

Sapient Spe 8% Human, 6% Yuuzhan Vong, 6% other species 
Government: Empire 

Capital: Oldranai 

Major Exports: None 

Major Imports: Foodstuffs, luxury goods, technology 


KNOWLEDGE (BUREAUCRACY) 

DC Result 

10. Cilla is the home of the Chiss Ascendancy, a government that rules 
over all Chiss-controlied worlds. 

15 The Chiss Ascendancy is led by aristocratic noble houses. 

20 Darth Krayt's Galactic Empire allows the Chiss Ascendancy to retain 
much of its autonomy. It controls the Ascendancy by making many 
heads of the Chiss houses into high-ranking officials within the 
Empire. 

25 The Galactic Empire has given the Chiss control over large tracts of 
the Unknown Regions, making the Chiss Ascendancy the Empire's 
proxy in these areas of the galaxy. 
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KNOWLEDGE (GALACTIC LORE) 

DC Result 

10 Daluyj is a lightly populated Outer Rim world covered in barren can- 
yons and muddy slopes. 

15 Despite being one of the many human colonies in the Outer Rim, the 
world has only @ sparse population spread out in villages and small 
cities. 

20 The Empire has only a small presence on Daluuj, occupying an Impe- 
rial fortress that has been standing on the world since the days of 
Emperor Palpatine. 

25 Many Yuuzhan Vong relocated to Daluuj to take advantage of its 
breathable atmosphere, They steer clear of the other settlements, 
living in isolation. 


1eGO 

Region: Outer Rim 

Climate: Temperate/tropical 
Gravity: Standard 

Moons: 42 

Length of Day: Not applicable 
Length of Year: Not applicable 
Sapient Species: 40% Human, 60% other 
Government: Tribal 

Capital: None 

Major Exports: None 

Major Imports: None 


KNOWLEDGE (GALACTIC LORE) 

OC Result 

15 lego is a mysterious world adrift in the Extrictarium Nebula. It does 
not orbit a star, but a large number of moons orbit it, giving it the 
“Thousand Moons system” miniker. 

20 lego is impossible to pinpoint with normal star charts or navicomput- 
ers, and only a small handful of spacers know how to reach the planet 
safely, The world is believed to be home to a race of Angels and a race 
of Demons. 

25 Many ships that approach lego never return. Those who claim to have 
visited lego tell stories of people who have lived there for hundreds or 
thousands of years. 
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KNOWLEDGE (LIFE SCIENCES) 

DC Result 

25 lego is home to the Diathim and the Maclibi, creatures with seemingly 
supernatural powers. In galactic lore, they are better known as Angels 
and Demons, respectively 

30 Those who live on the planet lego benefit from its strange properties, 
never aging as long as they remain on the world 


KLATOOINE 
Region: Outer Rim 
Climate: Arid 

Gravity: Standard 
Moons: 


Length of Day: 26 standard hours 
Length of Year: 286 local days 

Sapient Species: 99% Klatooinians, 1% other 
Government: Aristocracy (under Hutt rule) 
Capital: Veneron 


Major Imports: Luxury goods, technology 
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DC Result Region: Outer Rim 
Klatooine, a desert Climate r 
Klatooine is in Hutt sp Gravity: Sta 
vice for t of t ves. The Hutts rule c Moons 
planet's Council of Elder Length of Day: 26 s 
planet is the home of the Klatooinian Trade G Length of Year: 368 loca 
Hu! in desperate Sapient Species: 99% Codru-Ji, 1% other species 


Government: T 
4 Capital: Ca 
Major Exports: 


Major Imports: Luxury goods, technology 
LOK KNOWLEDGE (GALACTIC LORE) 

DC Result 
Climate: A 10 Munto Codr me of the Codru-Ji people, i: in 


Gravity: Stan 
Moons: 2 
Length of Day: 2 
Length of Year 
Sapient Species: 20% Human, 80% other specie 
Governmen 
Capital: None 

Major Exports: None 

Major Imports: Foodstuffs, luxury goods, technology 


ct is relatively isolat d has little induste 


galactic ec 


5 local day 
nd scattered times. 
tles are considered by mo: 


f ill omen. Thus, la 


as places 


KNOWLEDGE (GALACTIC LORE) 
OC Result 


dscape, Lok has a breathable atmosphere 


lers, pirates, and other criminals. 


Despite minal a Empire has 
no interest nthe world. 
ok is the h e criminals can 

loca for protection 
against the government, bounty hunters, or other criminal 


MuNTe Coomu 


NEUTRALIZOR-C.A@S BOMmEne® ATTACK O88US, 


KNOWLEDGE (LIFE SCIENCES) 

DC Result 

15 Codru-Ji adults are four-armed humanoids with vaguely canine 
features. 

20 Young Codru-Ji, or wyrwulves, are quadrupedal wolflike creatures 
They remain in this form until the end of their juvenile years. 

25 Awyrwulf enters a cocoon and remains there for several weeks before 
emerging in its adult humanoid form, 


Nac 
Region: Unknown Regions 
Climate: Arid 
Gravity: Standard 
Moons: 0 
P Length of Day: 24 standard hours 
Length of Year: 348 local days 
Sapient Species: 99% Nagai, 1% other species 
| Government: Dictatorship 
| Capital: Kotokai 


Major Exports: None 


Major Imports: None Ossus 


Region: Outer Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 2 

Length of Day: 31 standard hours 
Length of Year: 231 local days 
Sapient Species: 15% Ysanna, 10% Human, 75% other species 
Government: Tribal (Ysanna); Jedi rule 
Capital: Knossa 

Major Exports: None 

Major Imports: Technology 
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KNOWLEDGE (GALACTIC LORE) 

DC Result 

15 _Nagiis the ancestral homeworld of the mysterious Nagai. It is a moun- 
tainous world with soaring peaks and deep, wide valleys. 

20 Nagi has a very thin upper atmosphere, causing its sun’s rays to bom- 
bard the peaks of the planet's mountains with solar radiation. Nagai 
cities are built in the valleys where the sun's rays are deflected by the 
mountains, casting the cities in shadow. 

25 Nagi was overrun by alien invaders known as Tofs. Though the Nagai 
eventually liberated their world with the help of the Mandalorians, 
remnants of the invasion can be seen all over the planet. 

30 The Nagai have a colony—a fortress world on the Outer Rim called 


Saijo. When the Empire reclaimed the galaxy, they also reclaimed 
: h ies k he ¥ \f 
Saijo, which remains one of the most heavily-defended worlds on the 20 _OsSus is home to a species known as the Ysanna. They are remnants o 


Outer Rim, the ancient Jedi civilization that lived on the world before the Great 
7 Sith War. 
25 The Ysanna have a particularly strong connection to the Force. 
9 


KNOWLEDGE (LIFE SCIENCES) 
DC Result 


KNOWLEDGE (GALACTIC LORE) 

OC Result 

20 Ossus, once a desolate and unforgiving world, was ravaged during the 
Great Sith War by the destruction of the Cron Cluster, The planet was 
reinvigorated by Kol Skywalker's Ossus Project. Thanks to the terra- 
forming efforts of Yuuzhan Vong shapers, Ossus is now a lush planet 
covered in forests. 

25 Ossus was home to the Jedi until Darth Krayt’s Empire wiped out the 
temple there. The ruins of the Jedi temple remain, and rumor has it 
these ruins are filled with artifacts of the Jedi Order. 

30 The planet's greatest city, Knossa, still stands (albeit in ruins) despite 
the ravages of time. Many locals inhabit the ruins, attempting to 
restore the city to its once great status. 


SOcORRO 

Region: Outer Rim 

Climate: Arid 

Gravity: Standard 

Moons: 0 

Length of Day: 20 standard hours 
Length of Year: 326 local days 

Sapient Species: 90% Human, 10% other species 
Government: Organized crime/tribal 
Capital: Vakeyya 

Major Exports: Water, nether ice 

Major Imports: Metals, high technology 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

15 Socorro is a wild, uncivilized world covered in distinctive black sand 
deserts, Smugglers, bounty hunters, and all manner of criminal scum 
are attracted to the world and have bases there. 

20 Socorro has no unifying government and is fought over by various 
criminal organizations. Small tribes of Humans and near-Humans also 
live on the world, but they stay clear of civilization. 

25 The Crimson Axe, a ship owned by the Feeorin pirate Rav, is grounded 
near an ancient sarlace pit on Socorro, It serves as a base of operations 
for Rav's gang, as well as a bounty post, gambling hall, and cantina. 


SRILUUR 
Region: Outer Rim 
Climate: Temperate/Arid 
Gravity: Standard 


Length of Day: 22 standard hours 

Length of Year: 295 local days 

Sapient Species: 82% Weequay, 8% Houk, 10% other species 
Government: Clans (currently under Imperial rule) 

Capital: Meirm City 

Major Exports: Gems and minerals 

Major Imports: None 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

10. Sriluur is a remote world inhabited by the native Weequay people. It 
sits along the trade route known as the Sisar Run. 

15  Sriluur is covered in rocky badlands and deserts, making it a harsh 
place to live. The Weequay have adapted to this environment and are 
quite at home on other arid worlds. 

20 The planet was colonized centuries ago by the Houk. Though the 
Weequay claim dominion over Sriluur, the Houk colonies have remained 
in place despite frequent conflicts between the two species. 

25 Although under Imperial rule, Sriluur has strong ties to the Hutts, and 
trade is common between Sriluur and worlds in Hutt Space. 


ZeELTROS 

Region: Inner Rim 

Climate: Temperate 

Gravity: 0.92 standard 

Moons: 2 

Length of Day: 25 standard hours 
Length of Year: 312 local days 

Sapient Species: 91% Zeltrons, 9% other 
Government: Popular monarchy 

Capital: Zeltros 

Major Exports: Art objects, entertainment, luxury goods, technology 
Major Imports: Gourmet consumables 
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KNOWLEDGE (GALACTIC LORE) 

DC Result 

10 Zeltros is a luxurious planet where the wealthy of the galaxy go to 
relax and unwind. 

15 Zeltros is constantly in a state of celebration, and hedonism is not just 
acceptable but also encouraged. 

20 The planet is covered in exquisite architecture and beautiful artwork, 
The people of Zeltros value beauty in all its forms, and many who 
come to the planet are so enchanted that they never leave, 

25 Although well-defended, Zeltros has been invaded several times. How- 
ever, each invasion has ultimately failed, as the Zeltron pheromones 
make it difficult for invading forces to remain focused, allowing the 
planet's defenders to retake the world, 


ZONAMA SEKOT 
Region: Unknown Regions 

Climate: Temperate 

Gravity: Standard 

Moons: 0 

Length of Day: 23 standard hours 
Length of Year: 380 local days 
Sapient Species: 44% Ferroan, 20% Langhesi, 32% Yuuzhan Vong, 4% 
other species 

Government: Autocracy (Sekot) 
Capital: None 

Major Exports: None 

Major Imports: None 


KNOWLEDGE (GALACTIC LORE) 

DC Result 

20 Zonama Sekot is a mysterious world that is covered in rainforests, 
jungles, rivers, and plains. It teems with natural life. 

25 Zonama Sekot has appeared in multiple locations and currently resides 
in the Unknown Regions, where it has been since the start of the Sith- 
Imperial War, 

30 Many Yuuzhan Vong relocated to Zonama Sekot after their failed inva- 
sion of the galaxy. When the planet moved to the Unknown Regions, 
it left large numbers of Yuuzhan Vong behind. 

35 Zonama Sekot is actually the seed of an extragalactic planet called 
Yuuzhan'tar, which was destroyed by the Yuuzhan Vong during bloody 
civil wars. 


KNOWLEDGE (LIFE SCIENCES) 

DC Result 

20 Zonama Sekot is a single, highly symbiotic ecosystem. The planet itself. 
is considered to be one enormous organism. 

25 The inhabitants of Zonama Sekot have learned to manipulate the 
living world's unique ecology to create living starships, similar to 
those piloted by the Yuuzhan Vong. 

30 Sekot, the sentient mind of the planet, is both intelligent and Force- 
sensitive, though its skill with the Force is untrained at best. 


KNOWLEDGE (PHYSICAL SCIENCES) 

DC Result 

25 Zonama Sekot can propel itself through hyperspace. When the world 
is threatened, it shields its inhabitants and travels through hyperspace 
to its new destination. 


PLANETARY UPDATES 
Many familiar planets undergo significant changes over the decades between 
the Galactic Civil War and the Sith-Imperial War. Some of these planets are 
quite different in Legacy era campaigns, and the updates in this section 
should provide Gamemasters with enough information to use these planets 
in this era. 


BESPIN 

Largely untouched by the Yuuzhan Vong invasion, Bespin continues to profit 
and prosper after the rise of the Galactic Alliance. Still a major shipper of 
Tibanna gas, Bespin’s location makes it less than ideal for most large-scale 
mining operations to attempt to control, allowing smaller operations to 
set up shop and reap a tidy profit. However, with the return of the Empire, 
restrictions on the sale of Tibanna gas to non-government entities come back 
in force, This, in turn, forces many small operations out of business, driving 
their owners off of Bespin to seek cheaper places to make a living. 

Asa result of this exodus from Bespin, Cloud City is somewhat in decline. 
Coupled with the surging popularity of more mobile shadowports and 
fringe-friendly locales such as the Wheel, Cloud City has become a darker 
and more dangerous place. With fewer wealthy, respectable citizens capable 
of supporting Cloud City’s government, cutbacks have eliminated much of 
the Wing Guard, leaving the city even more lawless than before. With much 
of the city abandoned, the current Baron-Administrator (a shrewd Ithorian 
named Ormo Haddon) has attempted to revitalize the economy by ordering 
all of the businesses and residential areas to move to more central locations, 
creating a populated nexus of commerce surrounded by abandoned outskirts. 
The outskirts of Cloud City are dark, empty places where shady dealings take 
place, and the honest citizens of Bespin avoid them. 


BOTHAWU! 

With their influence and power largely restored following the damage done 
by unscrupulous Bothans in the founding days of the Galactic Alliance, the 
people of Bothawui find themselves once more under the heel of Imperial 
oppression. Unlike his predecessors, Darth Krayt knows that the Bothans 
cannot be trusted to sit idly by while their power and influence is taken away 
by the Empire. Rather than allowing Bothawui to once again foment rebellion, 
Krayt orders his Moffs to offer prestigious positions throughout the Empire 
to Bothans with influence on Bothawui, setting them up with large payrolls 
and giving them a great deal of power in the new Empire. Bothan leaders who 
refuse the bribes of the new Empire meet a more sinister fate. 

Krayt orders that Imperial Intelligence base its operations on Both- 
awui. While the Director of Imperial Intelligence resides on Coruscant, 
the main force of Imperial Intelligence now operates in the heart of the 
Bothan SpyNet and keeps a close eye on the Bothans for signs of treason, 
Similarly, many high-ranking members of the SpyNet are recruited into 
Imperial Intelligence. = 

Imperial indoctrination of Bothan nobles and spies creates unrest and 
civil strife on Bothawui. Bothawui is a world of two minds—one loyal to the 
Empire thanks to bribery, and one resenting those who abandoned their 
Bothan pride for the promises of the new Empire. The citizens of Bothawui 
squabble among themselves, and sometimes these squabbles break out into 
violence, with many Bothans living in fear of their fellow citizens and the 
Empire alike. 


CEREA 

Never a world to get wrapped up in galactic events, Cerea has attempted to 
remain outside of the reach of the Empire with a modest amount of success, 
Cerea has little military or economic value, so the Empire has been content to 
leave Cerea under light Imperial supervision, with only a few frigates patrol- 
ling the space nearby. Though the Cereans are content to be left alone and 
offer little in the way of resistance, word of Cerea’s light Imperial presence 
has reached the ears of those who would defy the Empire. Cerea has become 
@ common rallying point for former members of the Galactic Alliance, Jedi 
in exile, and other rebels seeking a place to rest and recuperate far from the 
Sith, Individuals and small groups have flocked to Cerea to seek refuge for 
short periods of time, and a small network of local sympathizers has sprung 
up to help those fleeing from the Empire. 


Unfortunately, the majority of the Cerean population does not sympathize 
with those who would defy the Empire, and in fact sees them as a source of 
trouble that is far from wanted. As a result, individuals coming to Cerea in 
search of refuge must be discreet, as the Cereans are just as likely to turn 
troublemakers over to the Empire. Though the Cereans have no love for the 
Imperials, the last thing they want is more strife and a greater Imperial pres- 
‘ence on their world. In fact, dissidents who flee to Cerea usually need to 
hide from the locals more than the Empire, as the latter group simply does 
‘not have the manpower to maintain thorough patrols, 


CORUSCANT 

Under Darth Krayt, the capital planet of the Galactic Alliance has now become 
the capital planet of the Galactic Empire. Coruscant has been returned almost 
perfectly to its state under the reign of Emperor Palpatine, with Star Destroy- 
ers constantly in orbit over the world, stormtroopers on every street corner, 
and Sith Lords lurking in the shadows. Coruscant under the direct rule of the 
‘Sith has become a dark and forbidding place, and while it is still the center of 
galactic civilization, it has become more like a shadowy fortress world than 
the cosmopolitan home of Imperial nobility. Moreover, Darth Krayt does not 
tolerate any unrest, dissent, or lawlessness under his watchful eyes. Summary 
‘executions are common for even the most casual of offenses. 

The citizens of Coruscant live constantly in the frightening shadow of 
the Sith. Sith Lords come and go on a daily basis, and whispers among the 
citizenry claim that some of the more sadistic Sith come down from Krayt's 
temple to practice with their lightsabers on innocent individuals, hunting the 
people of Coruscant through the darkened alleyways with sadistic pleasure. 
The Imperial nobles and bureaucrats who live on Coruscant are not immune 
to these fears, and only the foolish or the forsaken dare walk alone on the 
streets at night. Despite the Imperial crackdown, crime is rampant, especially 
in the lower levels where the Imperial presence is lightest. 


DORIN 

In the past, Dorin’s location between two black holes has aided in its defense. 
However, even two black holes could not protect it from the Empire. Dorin has 
become one of several planets that are known as “ransom worlds"—worlds 
under Imperial contro! whose inhabitants are oppressed in order to achieve 
another goal. Early in the reign of the new Empire, the Sith Lord charged 
with ruling over Dorin used the Imperial Navy to blockade all of the known 
safe routes into and out of the Dorin system. With the planet blockaded and 
the delivery of supplies strictly controlled, the Sith ordered that the best and 
brightest Kel Dor volunteer their services to the Empire or their people would 
suffer. Forced to comply or watch their world be devastated, many Kel Dor 
‘entered Imperial military service. Kel Dor engineers now work as Imperial 
weapons designers, and the greatest minds on Dorin now work only in the 
service of Darth Krayt. 


With its greatest citizens forced to serve the Empire, Dorin is left to 
struggle along on whatever the Empire provides. Although the Empire has 
blockades in place, brave, foolhardy, and skilled smugglers have discovered 
secret routes into the world. Dubbed the “Dorin Run” by those who traverse 
them, these passages are dangerous, and many starships have been shredded 
by gravitational forces trying to reach or flee the ransom world, Smugglers 
can earn a handsome profit delivering much-needed foodstuffs, medical 
supplies, and other goods to Dorin under the nose of the Empire, though 
with the threat of being sucked into a black hole or blasted to pieces by an 
Imperial Star Destroyer ever present, only the most reckless smugglers even 
make the attempt, 


DuRO 

Once polluted to the point of being uninhabitable, Duro has been returned 
to its lush natural state by the Yuuzhan Vong terraforming efforts. Duro's 
loyalty to the Galactic Alliance, however, has forced the Empire to subjugate 
the entire world. With its favored son, Gar Stazi, léading the remnants of 
the Galactic Alliance Core Fleet, Duro has become a world commonly held 
up by the Empire as an example of what happens when you defy the Sith 
and Imperial law. Duro has an incredibly high Imperial presence, nearly as 
high as any Core world. The strategic value of Duro is great: Controlling 
Duro means controlling one of the most-used hyperspace lanes into and 
out of the Core. 

The new Empire is not so dismissive of the talents of non-Human races 
as Palpatine's Empire once was, As a result, the Empire has pressed many 
talented Duros pilots, mechanics, and starship engineers into service. The 
Imperial Naval Academy has one of its largest branches on Duro, where the 
most talented Duros pilots and navigators are required to provide instruc- 
tion to the next generation of Imperial pilots and capital ship crewmen. As a 
result, the Empire's newest naval recruits are far more skilled than those of 
the past, taking advantage of the cumulative wisdom of one of the galaxy's 
oldest spacefaring species. 


GAMORR 

Gamorr remains largely unchanged throughout the rise and fall of galactic 
powers, Gamorreans continue to work as mercenaries throughout the galaxy, 
and the Empire takes a largely hands-off approach to Gamorr (after all, 
convincing Imperial nobles and bureaucrats to move to the planet is hardly 
worth the effort). However, despite the planet's relative isolation, a number 
of Gamorreans have been approached by remnants of the Galactic Alliance 
and employed as additional muscle on seditious missions. Unfortunately, the 
Gamorrean love of violence is hardly enough to convince Gamorr to support 
actions against the Empire, forcing those that seek Gamorrean mercenaries to 
strike better deals. As a result, most contracts with Gamorrean mercenaries 
call for the mercenaries to retain possession of any weapons, vehicles, and 


gear that are captured from the Empire. Of course, few on Gamorr know 
how to maintain such vehicles, so there is a growing collection of scrapped 
Imperial hardware lying in swamps and junk heaps all across Gamorr. 


IRIDONIA 

Given the planet's history, it comes as something of a shock when Iridonia 
openly expresses support for the Galactic Empire and welcomes it as the 
new government. When Darth Krayt seizes power, Iridonia is among the first 
worlds to openly pledge its allegiance to the new Emperor. After suffering 


devastation at the hands of numerous galactic invaders and conquerors, the 
leaders of Iridonia decide to support the new regime rather than resist it, 
and as a result the Zabrak have been rewarded. Traditionally a species that 
produces many Force-sensitive beings, several Zabrak have been recruited 
into Darth Krayt's new Sith and continue to serve him as overlords of entire 
planets and sectors. The planet Iridonia has contributed more apprentices 
to the new Sith Order than any other world, a fact that has prompted Darth 
Krayt to consider Iridonia one of the primary training places of his Sith 
Lords. 

Iridonia’s colonies are more reticent in their acceptance of Sith domina- 
tion. Several of the colonies rebel against the new Empire, despite the wishes 
of the Iridonian government. Since the colonies are independent entities, the 
Iridonian Zabrak do little to stop them. Two Zabrak colonies ere completely 
wiped from the face of the galaxy, with Pellaeon-class Star Destroyers 
using orbital bombardment to reduce the planets to rubble, After these two. 
colonies are destroyed, the remaining five colonies surrender to Imperial 
forces. As punishment for their betrayal, the Sith Lord in charge of Iridonia 
and its colonies orders that the Feldrona colony be transformed into a prison 
planet. This colony is cordoned off and placed under tight Imperial control. 
The Empire now uses this Iridonian colony as a place where criminals are 
exiled to live under the rule of the Empire. 


ITHOR 

Ithor is a mere shadow of the lush, verdant world it once was. Devastated 
during the Yuuzhan Vong invasion and transformed into a barren, lifeless, 
‘and uninhabitable world, it is currently on a road to recovery. 

When Kol Skywalker’s Ossus Project is first announced, Ithorian scientists 
are skeptical that the Yuuzhan Vong would be able to terraform their world 
‘once more, They abandon the Ossus Project in favor of rebuilding their 
planet’s ecosystem using the ancient techniques involved in the terraform- 
ing of Telos IV. Though slower than the Yuuzhan Vong method, the Ithorians 
believe that it is the more responsible approach. 
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KASHYYYK 

arth Krayt and his Empire did not forget Kashyyyk's contributions to over- 
rowing Palpatine’s Galactic Empire. However, knowing that the Wookiees 
uld not be bribed as easily as, say, the Bothans, the Empire has blockaded 

he world and destroyed all of the Wookiee shipyards and spaceports. No 

Nookiees are allowed to approach or leave Kashyyyk without an Imperia 

rder, which must come from at least a regional governor. Supplies and 


raders can come and go, pending Imperial inspection, but the Wookiees 
selves must remain isolated. HoloNet access to Ka 

ompletely cut off, and traders approaching Kashyyyk must be licensed by 
the Empire (a process that requires that the trader swear, under penalty of 
death, to provide no information on the state of the rest of the galaxy to 
jookiee inhabitants) 

Aside from the blockade, however, the Empire has largely left Kashyyyk 
alone. The Sith Lord in charge of the Kashyyyk blockade knows all too well 
that it’s not wise to upset the Wookiees, and has no intention of oppressing 

yr enslaving the natives as the Empire did once before. Instead, the Empire 
keeps Kashyyyk isolated, while carefully monitoring all traffic coming to or 
caving the world. Some Wookiees argue that the imposed isolation is giving 
Kashyyyk everything its inhabitants always wanted, and that they should 
i¢t the Empire have its blockade. Others are not so eager to accept Imperial 
10 can come and go, though far too few are willing to support 
Wookiees who are offworld when the blockade is 
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MON CALAMARI 
Arguably no planet suffers more from Imperial rule than Mon Calamari. When 
Darth Krayt seizes power, the Empire converts all of the shipyards above the 
watery world to production facilities for Imperial starships. Mon Calamari 
quickly becomes one of the primary sources of new Star Destroyers, with a 
ting of shi net capable of cranking out large numbers of 
capital ships. This capability, however, leads to Mon Calamari’s downfall 
The Galactic Alliance, with help from Mon Calamari 
prototype Star Destroyer from the Mon Calamari shipyards. In a rage, Lord 
Krayt orders the extermination of one-tenth of the Mon Calamari people. The 
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rest of the Mon Calamari have been rounded up and placed in work camps. 
Darth Krayt is using the people of Mon Calamari as an example of what will 
happen when people openly defy the Empire, and he has made a promise to 
eventually exterminate not only the people of Mon Calamari but also their 
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culture, history, and any other lasting effect they might have on the galaxy, 
Mon Calamari is a world currently transformed into massive concentration 
camps under ruthless Imperial oppression, 


NasBoo 

Aworid with a largely Human population, it is no surprise that Naboo adjusted 
more easily to Imperial rule than other worlds. Though still possessed of a 
strong independent streak, the people of Naboo come to accept their status 
under Emperor Roan Fel, who proves to be a far more benevolent than 
Palpatine ever was. Naboo becomes the site of one of the largest Imperial 
Missions in the galaxy, and many people from Naboo truly believe that Roan 
Fel can bring peace to the galaxy, despite the Empire's continuing war against 
the Galactic Alliance, 

All of that changes when Darth Krayt drives Roan Fel out and seizes the 
Imperial throne for himself. The once-loyal Imperial world of Naboo suddenly 
finds itself ruled over by the vicious Sith, something they cannot abide. Naboo 
remains loyal to Roan Fel, and when news of his Empife-in-exile reaches the 
cars of the people of Naboo, many support opposing Darth Krayt’s Empire and 
allying themselves with Fel once more, However, unlike Bastion, Naboo cannot 
‘50 easily repel the combined forces of Krayt's Empire, and so its people are 
forced to remain loyal to Roan Fel in secret, At present, Naboo is, outwardly, a 
world loyal to the Galactic Empire, but under the surface there runs a strong 
current of loyalty to the deposed Emperor. Though the ruling Sith have not 
caught on to the treasonous thoughts of the Naboo just yet, many fear it is 
only a matter of time before Naboo must choose between being crushed by 
the Sith or fighting them off to join Fel's Empire-in-exile. 


NAR SHADDAA 

Like Ithor and Coruscant, Nar Shaddaa was devastated by the Yuuzhan Vong. 
When the invaders are driven off, however, many of the smugglers and other 
criminals who had fled the planet begin to return, using the newly terra~ 
formed moon as a shadowport. Though Nar Shaddaa has not returned to its 
status as an ecumenopolis, small cities have been rebuilt across the moon. 
These cities form the core of what has become the Nar Shaddaa shadow- 
port, a haven for thieves, assassins, smugglers, bounty hunters, crime iords, 
and other members of the fringe. The Hutts have once again asserted their 
dominance over Nar Shaddaa, rebuilding that which was destroyed. 


The Empire is well aware of the reconstruction of Nar Shaddaa, and Impe- 
rial vessels raid the world from time to time, seeking to capture known crimi- 
nals. However, Hutt pressure on Imperial bureaucrats (namely in the form of 
bribes, but threats of violence can be effective even against the Empire) has 
earned Nar Shaddaa something of a respite from Imperial authority. Though 
no Sith rules over Nar Shaddaa and the Empire does not have a presence 
there, the Hutts keep a wary eye out for Jedi and others on the Empire's 
bounty list, sending bounty hunters to capture the marks and turn them over 
to the Empire. This arrangement keeps the Empire happy while still lining the 
Hutts’ coffers. The Smuggler’s Moon is far from a safe port for enemies of 
the Empire, but it is still a hotbed of all manner of criminal activity. 


RODIA 

Rodia is currently one of the most dangerous planets in the galaxy. Its wildlife 
was drastically manipulated by the Yuuzhan Vong, and today the rainforests 
of the planet teem with deadly predators previously unknown to the galaxy. 
Fortunately, this suits the Rodian people just fine, as it has given them new 
creatures to stalk and hunt. Over the past century, the people of Rodia have 
reveled in the dangers introduced to their world and have grown to be even 
greater hunters than ever before. 

The Imperial bounty on Jedi his yet another boon to the Rodian people, 
Rodia proudly claims that no planet has claimed more Jedi bounties than it 
since Darth Krayt’s decree, and the Empire has shown favor to the world as 
@ result. As long as the Jedi bounties keep being brought in, the people of 
Rodia see greatly favorable treatment, especially compared to other worlds. 
The Rodians have even set up hunting academies to teach people from other 
planets how to properly hunt a Jedi, though as the number of Jedi still on 
the run dwindles, so too does participation in these schools. Still, Rodia 
remains largely independent, with minimal Imperial interference, and is 
currently ruled over by a Grand Protector who has long been on the payroll 
of Imperial bureaucrats. 


RYLOTH 

Twi'leks are proven survivors, no matter what may come their way. The harsh 
environment of Ryloth prepares its people well for weathering adversity. 
Given the world's minimal military value, the Empire does not interfere in 
Ryloth’s affairs to any great degree, However, many Twi'leks have shown a 
strong aptitude for the Force, and as such Sith recruiters travel to Ryloth 
‘every few months to scoop up anyone who might possess even the slightest 
hint of Force sensitivity. Children are taken from their homes and transported 
to Coruscant, where they train in the ways of the dark side and, if they are 
‘strong enough, rise to the rank of Sith Lord. Many Twi'leks resist, but when a 
Ship full of Sith Lords arrives on Ryloth, most prefer to run and hide, hoping 
that the Sith will pass over their homes and leave in peace. 
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Though occasionally troubled by Sith recruiting raids, Ryloth is remarkably 
untouched by Imperial oppression. Only @ token garrison exists on Ryloth, 
and Imperial ships only pass by Ryloth on patrol once every few weeks. For 
the inhabitants of Ryloth, this means continuing to go about their lives 
as they always have. The recurring Sith raids make the planet a bad place 
for Jedi to hide, but other rebellious groups and remnants of the Galactic 
Alliance use Ryloth as a staging point where plans are made and wounds 
are tended to. The Twi'lek people are usually happy to accommodate these 
visitors—for a hefty price—and so far the Empire has yet to sniff out sedi- 
tious activity on Ryloth. Moreover, the Empire has lifted the ban on slavery 
that the Galactic Alliance put in place, meaning that the Twi'lek slave trade 
flourishes once more. 


SuULLuUST 

One of the worlds violently opposed to the Empire, Sullust falls under tight 
Imperial control after the Sith-Imperial War, Like Dorin, Sullust has become 
a ransom world, as the Empire leverages the planet's safety to get what it 
needs from the SoroSuub corporation. In exchange for SoroSuub's coopera~ 
tion, the Empire has agreed not to punish Sullust for siding with the Galactic 
Alliance in the Sith-Imperial War. SoroSuub, in turn, must keep at least 80% 
of its production facilities manufacturing Imperial vehicles, starships, and 
other vessels, which are sold to the Empire at ludicrously discounted prices. 
Most of SoroSuub’s manufacturing facilities are producing items that are 
not even of SoroSuub design, meaning that much of the Sullust's population 
is working for the Empire at no gain to the planet except their own safety 
from reprisal. 

Forced into a desperate situation, the citizens of Sullust have begun to 
dig deeper into the crust of their world, building underground cities closer 
to the planet's core. These Sullustans see no alternative to this dangerous 
endeavor, and within these cities they build new manufacturing facilities that 
are unknown to their Imperial overseers. The factories produce SoroSuub 
products that are clandestinely transported offworld and sold on the open 
market, creating a secret source of revenue that the SoroSuub corporation 
has been using to keep the population of Sullust alive and their economy 
intact. The secret of these subterranean cities is closely quarded. If word of 
‘these secret cities was to reach the Empire, the repercussions could devastate 
the entire world. 


TATOOINE 

As always, Tatooine is just too far away from the Core to be of much signifi- 
cance. Though Darth Krayt actually hails from Tatooine, the Empire largely 
ignores the world. The Empire has a small garrison in Mos Eisley, and others 
in Anchorhead and Mos Espa, but there is not even a Sith Lord assigned to 
watch over Tatooine. Instead, most of the Imperials stationed on the dry 
world wish they were somewhere else, and a Tatooine post is usually a sign 
of falling out of favor with the Imperial bureaucracy. The settlements on 
Tatooine still provide smugglers and all kinds of scum a good place to rest 
and find a drink, proving that some things never change. 


TRANDOSHA 

With the blockade of neighboring Kashyyyk, Trandosha has become the 
new influential power in the Kashyyyk system. Unlike the Wookiees, the 
Trandoshans have shown no penchant for causing strife with the Empire, 
and the planet has been rewarded for it. Most of the commerce that once 
went through Kashyyyk is now flowing through Trandosha, giving the natives 
@ much-needed economic boost, With the influx of credits, Trandosha is 
taking great steps to upgrade its cities and technology. The government of 
Trandosha is hoping that, with Kashyyyk out of the picture, their world will 
finally become a major power in the galaxy. New money also means new 
weapons and new starships, and thanks to favorable deals with the Empire, 
Trandosha has become a significant military power. 

The Empire has granted Trandosha the authority to patrol its star system 
for Wookiees who have violated the blockade on Kashyyyk, with the authority 
to use lethal force on any suspected Wookiee smugglers. Furthermore, since 
the rise of Darth Krayt, Trandosha has become a primary trade hub for nearby 
inhabited systems, forcing planets like Boz Pity, Sriluur, and Togoria to deal 
with the Trandoshans or pay exorbitant prices to have trade goods shipped 
in from other regions. Trandosha is a world receiving a quick influx of credits 
and power, and the Trandoshans are using that power to bully neighboring 
worlds, all with the endorsement of the Empire. Trandosha’s bullying is hardly 
restricted to nearby systems, either; the planet has begun making threats 
against worlds as far away as Hapes, Manaan, and Nal Hutta, attempting to 
force those worlds to bow to their will or face the Trandoshans’ wrath, 
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AOrHe GALACTIC ALLIANCE 


The Galactic Federation of Free Alliances rules the galaxy from late in the 
Yuuzhan Vong invasion until its defeat at the hands of the resurgent Empire 
around a hundred years later. Better known as the Galactic Alliance, this 


new government addresses the inefficiency and ineffectiveness of the New 

4 Republic government to counter the Yuuzhan Vong threat. Initially, member 

» worlds include New Republic systems that had not succumbed to the Yuuzhan 

i] Vong threat, but they are soon joined by other major governments opposed to 
the invasion, including the Imperial Remnant, the Hapes Consortium, and the 

Chiss Ascendancy. The Galactic Alliance ultimately defeats the Yuuzhan Vong, 

with substantial aid from the Jedi and the newly allied military forces. 

With the Yuuzhan Vong threat neutralized, the Galactic Alliance sets 
about the task of rebuilding the galaxy and reestablishing governmental 
|-a monumental task given that millions of beings had been killed 
lisplaced, and many of the galaxy's major worlds were devastated or 
pletely destroyed. During this difficult time, efforts are taken to ensure 
_that no cry for help is ignored, 
Threats to galactic unity continue to spring up regularly from sources 
outside of and within the Galactic Alliance. The Killik-Chiss crisis threatens 
tear the Chiss Ascendancy from the Alliance and prompts the Jedi Order 
_ to remove itself from participating in direct policy-making for the galactic 
\ Government. The Jedi become outside observers and counselors, plus strong 
Supporters of the Galactic Alliance in the interest of galactic peace. 

» "~ The Galactic Alliance-Confederation War erupts when the Galactic Alli- 
requires that all member worlds provide sufficient defense forces and 

| support to justify their membership. Jacen Solo, aided by a Sith named 
/a, manipulate the crisis and the Alliance government in a bid to seize 
tie power. Through legal and political maneuverings, Jacen Solo and 
me Commander Niathal displace the Chief of State Cal Omas. Jacen 
becomes Darth Caedus, and as his power grows, the Galactic Alliance 

ens. The Jedi withdraw their support of the Galactic Alliance govern- 
ent under Jacen’s rule, actively fight against him, and ultimately return 
galaxy to a state of peace. 

‘After decades of relative political stal the Galactic Alliance face a 
crisis. The Jedi spearhead a new initiative to repair worlds devastated 
ye Yuuzhan Vong invasion, with the aid of the Yuuzhan Vong themselves, 

in the hopes of repairing their image. While the initial results prove 
sitive, the terraforming process leads to frightful mutations in certain 
pulations, The newly resurgent Empire, no longer a Galactic Alliance 
mber, uses the crisis to draw worlds into its influence and drives a wedge 
ween the Galactic Alliance and those systems who remain part of it. Open 
erupts as the Empire increases its influence and the Galactic Alliance 
system after system, as well as vital military support. 
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The Empire achieves ultimate victory at the Battle of Camas, Admiral Gar 
Stazi, commander of the Galactic Alliance Core Fleet, refuses to surrender 
and flees with his ships. What's left of the Galactic Alliance surrenders to 
Imperial contro! and ceases to exist. The Empire preserves the Galactic Alli- 
ance bureaucracy, adapting the political and governmental services for the 
new regime. Galactic Alliance armed forces are integrated into the Imperial 
military or disbanded altogether if determined to be unreliable, Not long 
after the transfer of power, Darth Krayt overthrows Emperor Roan Fel and 
seizes the Imperial throne. 


ORGANIZATION 

The Galactic Alliance government evolves over the years. Through it all, 
the Alliance remains a constitutional federation of member worlds and 
allied autonomous states. The Galactic Senate, a less powerful version of 
the previous New Republic Senate, has the power to elect a single Chief of 
State, The Chief of State, in turn, appoints the Supreme Commander of the 
Galactic Alliance Defense Force, formerly the New Republic Defense Force. 
A strong court system maintains checks and balance, particularly over the 
Senate. The Chief of State is aided by a series of advisory councils. The Jedi 
hold positions on the councils for many years, but withdraw during the Killik 
crisis in order to separate the Jedi Order from the government. 

In the years leading up to the Sith-Imperial War, the government continues 
to develop as the political situation warrants. By the time of its surrender, 
the Galactic Alliance contains the following offices, positions, and govern 
ing bodies: 


THE TRIUMVIRATE 

In order to prevent a single person from seizing power, as Jacen Solo did 
during the Galactic Alliance-Confederation War, the Chief of State position is 
officially and formally eliminated, and replaced by a three-person Triumvirate 
elected by the Senate. Within the Triumvirate, it takes a majority vote to set 
policies and make decisions. No single individual holds direct command over 
the armed forces or intelligence services. Individual Triumvirate members 
work directly with specific government offices and advisory councils. 

The Triumvirate is charged with keeping the galactic government and 
bureaucracy running well, However, during the Sith-Imperial War, many of 
the Triumvirate’s military plans fall, none more so than the decision to commit 
the Alliance Core Fleet and a major percentage of the Galactic Alliance's 
remaining forces to the Battle of Caamas. After the Imperial takeover, the 
Triumvirate remains as a political executive body, but one at the command 
of the Emperor, who appointed its members. 


GALACTIC SENATE 

Before the collapse of the Galactic Alliance, the Galactic Senate is the primary 
legislative body in the government. Senators represent regional sectors of 
space, with representatives of planets, systems, and smaller regions of space 
reporting to them, The Senate elects members of the Triumvirate and creates 
committees. As the spiritual successor to the Republic Senate and the direct 
successor to the New Republic Senate, it provides political continuity with 
the governments of the past. After the surrender of the Galactic Alliance, it 
remains intact as the new Imperial Senate, though its powers and influence 
are greatly diminished. 


GALACTIC COURTS 
At the height of the Galactic Alliance, the Galactic Courts are a strong bal- 
‘ancing force within the government, watching for government abuse and 
corruption, Though not particularly speedy, the Courts prove much more 
effective than those of the Old Republic or New Republic. The highest of 
the Galactic Courts is the Supreme Court, its twelve members appointed by 
the Triumvirate and confirmed by the Senate. 

Under the Empire, the Courts remain intact for criminal prosecutions and 
civil mediation, but they have been stripped of their government oversight 
powers, 


THE JEDI ORDER 

The Jedi Order holds no official government leadership position in the Galactic 
Alliance. However, members of the Order regularly provide advice and counsel 
to the highest echelons of the government. They also enjoy a special legal 
‘status that allows them to operate in support of Galactic Alliance officials 
and carry out their own matters with little governmental interference. The 
Jedi are also known to perform specific missions at the request of the Chief 
of State, and later, the Triumvirate. 


MEMBER WORLDS 

AND SYSTEMS 

Galactic Alliance member worlds and systems operate their own local plan- 
etary or regional governments. Systems are organized into sectors, each of 
which elects its own Senator to the Galactic Senate. Each elects its own 
senator to the Galactic Senate. In exchange for Galactic Alliance membership 
and defense, member worlds must agree to pay a percentage of their income 
to the Galactic Alliance government. They must also provide a set number of 
‘troops and/or starships to the Galactic Alliance Defense Force. For powerful 
worlds, this might include entire fleets. 


ALLIED AUTONOMOUS REGIONS 
Allied autonomous regions join the Galactic Alliance primarily for purposes of 
mutual defense. These regions rule themselves, handling virtually all internal 
matters without Galactic Alliance aid or direct influence. Their own laws and 
customs take precedence over Alliance legislation in most cases. As such, 
these states do not elect senators to the Galactic Senate. Instead, they send 
ambassadors and other representatives to Coruscant to negotiate or consult 
with Alliance officials, as needed. These regions contribute troops, ships, and 
fleets to the Galactic Alliance Defense Force, and in exchange, the Alliance 
agrees to protect the regions’ interests. 

The Imperial Remnant, the Hapes Consortium, and the Chiss Ascendancy 
are the largest and most prominent allied autonomous regions. Allied 
autonomous regions must be admitted as such when first joining the Galactic 
Alliance. They may not be created by member worlds after the fact. 


MILITARY RANKS * 
The following ranks exist within the various aspects of the Galactic Alli- 
ance Defense Force. 


Galactic Alliance Army 

OFFICERS ENLISTED 

General Sergeant Major 

Major General Sergeant 

Lt. General Corporal 

Colonel Private 

Lt Colonel 

Major 

Captain 

Lieutenant 

Galactic Alliance Navy 

OFFICERS STARFIGHTER OFFICERS — ENLISTED 
Admiral Commander Chief 
Vice Admiral Wing Commander Apprentice 
Rear Admiral Flight Officer 

Commodore Spacer Ist Class 

Captain Spacer 

Lieutenant 

Ensign 


GALACTIC ALLIANCE 

DEFENSE FORCE 

The Galactic Alliance Defense Force changes and evolves over time, but 
remains under the leadership of the politically appointed Supreme Com- 
mander. GADF units and fleets are comprised of two types of forces: those 
funded and controlled directly by the Galactic Alliance government, and 
those lent by member worlds and states to the GADF in times of crisis or to 
meet membership obligations. Units under direct Alliance control wear Alli- 
ance uniforms and are fully integrated into the Alliance chain of command. 
Forces lent to the Galactic Alliance, and those of the allied autonomous 
states, retain their own uniforms but are obligated to follow Galactic Alli- 
ance officers and orders, 


Specialized Teams 

Specialized teams use a self-contained chain of command. Members still 
hold military ranks as above, but sometimes be placed in a subordinate 
role, especially when teams share personnel from different services or 
include civilian agents. 


COMMANDO TEAMS 

‘Squad Leader 

Assistant Squad Leader 

Team Assignments (optional): 

Fire Team Member (Heavy weapons support) 
Demolitions Team Member 

Reconnaissance Team Member 


RESCUE TEAMS, 

Lead Coordinator (multiple teams) 
Team Coordinator (individual teams) 
Chief Surgeon 

Chief Medic 

Team Assignments (optional, used in teams of 10 or more): 
Damage Control Team 

Droid Command Team 

Extraction Team 

Medical Team 

Search Team 


Supreme Commander 
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resources. The observation is not lost on Emperor Fel, who tries to forge an 
alliance with his one-time enemy. Unfortunately, the Sith learn of Fel's plan, 
and when Admiral Stazi meets with Fel’s representative at the Wheel, Sith 
agents use subterfuge to scuttle the plan while making the Admiral believe 
that Emperor Fel's agents planned to eliminate him. 

Admiral Stazi struggles with the growing perception that the Alliance Core 
Fleet is just another pirate fleet, albeit the best armed in the galaxy. He looks 
for ways to gain important footholds in a galaxy more determined than ever 
to stop him. When the opportunity arises to capture the /mperious, one of 
the Empire's newest and most advanced Star Destroyers, the Admiral puts 
aside his suspicions of a trap and sets out to capture the prize. Ultimately he 
succeeds, but loses his flagship (the indomitable) in the process. 

The loss of the Imperious and the severe damage the Dac shipyards 
orbiting Mon Calamari. The Sith retaliate, not against Stazi but against the 
Mon Calamari who aided in the attack. Stazi underestimates the depth of 
Sith anger and revenge as Darth Krayt authorizes the wholesale slaughter 
of millions of Mon Calamari and places the remaining population in con- 
centration camps. 

Many worlds that support the Empire begin to question the wisdom of 
doing so, in the face of events on the Mon Calamari homeworld. The Galactic 
Alliance Core Fleet finds new avenues of support, especially through the 
Mon Calamari resistance. While the toll on Mon Calamari is devastating, it 
provides the Galactic Alliance Core Fleet with a significant boost and reveals 
the level of Sith cruelty and evil to the galaxy at large, 


FLEET OPERATIONS 

Admiral Stazi is the highest authority and supreme leader of the Galactic 
Alliance Core Fleet. Galactic Alliance military codes and laws still apply to 
all personnel, and everyone treats the situation as though the Galactic Alli- 
ance may return to rule someday. The Admiral strives to maintain military 
protocols, although some newer recruits have problems adapting to military 
life, As the Galactic Alliance Core Fleet was once the Core Fleet, responsible 
for the defense of Coruscant and other Core Worlds, it benefits from being 
staffed with highly capable, veteran officers and crew. 

The majority of the fleet consists of Galactic Alliance ships that escaped 
from the Battle of Camas. When the Galactic Alliance itself is absorbed into 
the Empire, individual ships of various types seek out and join Admiral Stazi, 
The fleet also features a selection of support vessels, such as deep space 
repair ships, bulk freighters, and tankers. While none of these can replace a 
true shipyard, they enable the fleet to remain on the move and reduce the 
fleet's reliance on fringe or underworld shipyards. 

The fleet itself generally operates as a unit, although individual ships 
or small strike groups are often sent on missions. Some engage in recon- 
naissance and materiel acquisition. The Fleet moves around constantly in 
Order to avoid detection by the Sith, Darth Krayt's Empire, and Roan Fel’s 
Empire-in-exile. 


Most offensive operations use hit and fade attacks, similar to those 
favored by the Rebel Alliance of old. Admiral Stazi only engages in a direct 
assault when the numbers greatly favor him, or the ultimate goal makes the 
risk worth the effort. While the Admiral prefers military targets, preferably 
those of great significance, more and more often he has found himself 
forced to strike at lesser targets simply to obtain supplies and keep the fleet 
functioning. Even so, the Admiral restricts his target selection to Imperial 
suppliers, or at the very least Imperial sympathizers. Admiral Stazi must be 
very careful not to turn public opinion against his ships, and therefore avoids 
antagonizing any civilian organization without due cause. 


FIELD AGENTS 

The fleet boasts a small intelligence operation, complete with undercover 
‘agents scattered throughcut the galaxy. These agents are few and far 
between, often operating on their former homeworlds or other areas where 
they easily blend in with the inhabitants. Some focus their efforts on military 
targets, while many attempt to dig up information to help supply the fleet. 
A few are dedicated recruiters, risking their lives to find others willing to 
stand against the Empire and its Sith overlords. 


ALLIANCE FRAGMENTS 

Not surprisingly, many individuals, military units, and ships refuse to give 
up the fight when the Galactic Alliance surrenders to the Empire after 
the Battle of Caamas, Inspired by Admiral Stazi, a few scattered ships 
and settlements initially attempt organized opposition. Unfortunately, the 
Empire moves swiftly against any open resistance efforts. The Imperial 
crackdown escalates once Darth Krayt seizes power, whereupon even 
minor resistance efforts are met with overwhelming force and cruelty, The 
most dedicated resistance fighters go underground as local public support 
withers under the presence of Imperial troops and Sith commanders, 

While some resistance fighters ultimately flee to the Outer Rim or sink 
deeper into the underworld, a few stubbornly hold on, doing what they 
can on their own. In the early days following the surrender, many look 
to join Admiral Stazi's fleet. However, locating the fleet proves difficult, 
and many of those who want to stand against Darth Krayt's Empire are 
left to their own devices. 

For the most part, most fragment units or organizations pose 
little more than an annoyance to the Empire. They don't even rate an 
acknowledgment in galactic news, or comparison to the Rebel Alliance 
of old, Occasionally, they may score a situational victory, but few are 
able to contribute in any influential way to dislodging the Empire. How- 
ever, such units can make enormous differences to specific individuals, 
especially those attempting to escape Imperial forces. Small victories 
are still victories. 
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THE GALACTIC ALLIANCE ARMY 
Very little of the Galactic Alliance Army remains intact. Most units are 
absorbed into the Imperial military after the Galactic Alliance surrender. A 
few squads remain active within the Galactic Alliance Core Fleet, but they 
lack the numbers or equipment to fight much more than small raids. These 
units’ numbers continue to dwindle as very few recruits are added to their 
ranks, going instead to the fleet itself. The remaining squads are tough, 
individualistic, and extremely proud. 


GAC TEAMS 

Galactic Alliance Commando (GAC) forces are divided into two types of 
teams: ad hoc and dedicated, Missions are always planned to the highest 
degree possible, The Galactic Alliance Core Fleet cannot afford to lose any 
personnel, let alone highly trained combatants, in ill-advised strikes. 


Ad Hoc Teams 

Ad hoc teams are formed as needed, and usually pull together members from 
various other teams. Such units might include pilots, Army troopers, Navy 
personnel, or even sympathizers and associated allies. Critical or high-profile 
missions might include members of Rogue Squadron or another elite force. In 
keeping with their temporary nature, ad hoc teams are typically named for 
each individual mission, such as Dac's Hammer or Rancor 4. Two recurring ad 
hoc mission types include Imperial infiltration and Sith elimination. 

Imperial Infiltration: This includes any mission requiring the insertion 
of Alliance forces into an Imperial planet or stronghold, for the purposes of 
rescuing, capturing, or destroying a specific target. The skill and aptitude of 
the team personnel varies widely and depends on the mission's difficulty or 
the importance of success. 

‘Sith Elimination: Occasionally, the Galactic Alliance gets the opportunity 
to target a specific Sith commander or even the occasional Sith Lord. These 
extremely dangerous missions are always looked upon as great opportunities 
to make a significant impact against the Imperial command and control struc- 
ture. Additionally, successful missions prove that the Sith can be defeated, 
even by rank-and-file soldiers, 


Dedicated Teams 

Two mission types have become so frequent over the years that they require 
established, dedicated GAC teams. Unlike the ad hoc teams, members of 
dedicated teams are assigned to their units for extended periods of time, or 
a certain number of missions. They develop an expertise for their mission 
type, giving them a significant advantage each time they are deployed. Most 
dedicated teams are either numbered (such as MCR-10) or named (such as 
Antares’ Womp Rats). 


Womp Rats: These teams specialize in acquiring materiel and ordinance 
from protected targets, either covertly or by force. The target might be a 
former Galactic Alliance facility, to which they sometimes have blueprints 
or access codes. As the Galactic Alliance is absorbed into the Empire, these 
facilities become harder to breach. However, the Womp Rats quickly develop 
an expertise for entering the Imperial supply stores that replace them, 
The Womp Rats occasionally work in conjunction with the regular supply 
acquisition teams that specialize in acquiring materiel from civilian or black 
market sources. 

Mon Calamari Rescue (MCR): MCR teams are a recent addition to the 
commando forces, dedicated to rescuing Mon Calamari personnel from Impe- 
rial concentration camps and detention areas. While the Galactic Alliance 
Core Fleet cannot often render large-scale aid, exceptions are made when the 
right target becomes available, Usually, MCR teams attempt to liberate high- 
profile individuals, or those with significant knowledge or abilities that the 
Alliance finds useful, If the circumstances are exactly right, the Alliance will 
even deploy Sabertooth-class ships to capture and board and inadequately 
armed or escorted Imperial prison ships, in order to rescue a large number 
of Mon Calamari in a single operation. Most, but not all, MCR teams include 
Mon Calamari members in their ranks, Refugees or other Mon Calamari not 
suitable (or unwilling) to serve in the Alliance fleet are handed off to the 
Mon Calamari resistance network, usually via the Ackbar Trail, 


Venom Assault Squads 

Venom assault squads are specialized boarding parties deployed through the 
“teeth” of the Alliance Sabertooth-class assault and rescue ships, Trained 
in zero-g, close-quarters combat techniques, the Venom squads pour out 
of the Sabertooth’s teeth, entering the captured vessel at multiple levels, 
Leading squads plow through enemy defenses and combat debris with the 
help of armored spacesuits. Once the boarding area has been secured from 
enemy attack and environmental integrity has been ensured, secondary units 
are deployed in typical Galactic Alliance battle armor, carrying additional 
arms or breaching equipment as needed. These squads are better suited 
for pursuing fleeing crew members or fighting in the tight spaces common 
aboard starships, 

Aside from the armor, Venom squads carry equipment and weaponry 
suited to shipboard combat. Blaster carbines, vibroswords, stun grenades, 
and concussion grenades are typical load-outs. If the enemy crew must be 
subdued, gas grenades are used while the Venom squads are protected in their 
‘spacesuits, or carrying breath masks. Small, floating surveillance droids are 
typically deployed early in a fight, and they are programmed to slip around the 
defenders to size up the ship's defenses and crew. Some may be programmed 
as self-guided weapons platforms or carry explosives. Venom slicers tap 
directly into shipboard computer systems to attempt to wrest control away 
from the vessel's command centers, or to disable the ship's systems, 
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Rogue Squadron 
Rogue Squadron remains the best of all squadrons, the elite of the elite. It 
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USING THE GALACTIC 
ALLIANCE CORE FLEET 

The Galactic Alliance Core Fleet provides a ready-made base of operations 
for characters fighting against either Empire. While the fleet operates 
much like the Rebel Alliance fleet of the Rebellion era, there is no wide 
network of agents and sympathizers to provide support. Given the needs 
of the fleet, it is possible to run Rebellion-style adventures using the 
Galactic Alliance Core Fleet, but remnant agents are almost always on 
their own, with little hope of finding a sympathizer to get them out of 
@ jam, In many ways, it is more like the beginning of the Dark Times for 
those serving with the fleet: They are a minority group attempting to 
stop a galactic Empire, 

Heroes might serve directly with the fleet, manning capital ships or 
starfighters while participating in large-scale battles and incursions into 
Imperial space. Alternatively, heroes may use their own ships, undertaking 
missions in support of fleet operations. They might be sent after supplies, 
ordered to reconnoiter an area or planet, or even to attack targets of 
opportunity or of strategic value. 

In either case, the heroes are likely to be official members of the 
Galactic Alliance military and subject to the orders of their superiors and 
Admiral Stazi, It is unlikely that the Admiral will entrust sensitive assign- 
ments to a group with no ties to the fleet, although it is possible he might 
send them on lesser tasks. He might even hire them directly, hoping that 
credits will be enough to buy their loyalty, at least for a time, 
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Farsight Squadron 
Farsight Squadron, often referred to as “the sightseers” or “the tourists,” is 
the Galactic Alliance Core Fleet's advanced reconnaissance squadron. Flying 
the light and speedy Twilight RC-2 recon scout ships, Farsight pilots specialize 
in long-range reconnaissance and surveillance missions. These may include 
the deployment of a single ship operating alone, or the use of the entire 
squadron, forming a net to provide in-depth surveillance and data over a 
specific area of space or planet. Thanks to the capabilities of the Twilight 
‘scout ships, the squadron can operate for extended periods of time in space, 
at long range from their bases or carriers, They even carry out the occasional 
Surprise attack, relying on their ships’ stealth and sophisticated torpedoes. 
At the time of the Battle of Caamas, Farsight Squadron was scattered 
across the galaxy, surveying potential Imperial targets or attempting to verify 
the status and location of Imperial warships, many of which were actually 
deployed to Caamas. Thanks to the squadron's long-range communications 
abilities and limited HoloNet access, they were quickly able to contact Admi- 
ral Stazi and rendezvous with the fleet. Since then, they have been deployed 
to collect vital data on potential targets as well as survey inhabited systems. 
that might provide a friendly port for the fleet. 


Fireblue Squadron 

Fireblue Squadron is a brand-new elite force created to meet a specific and 
common mission profile for the Galactic Alliance Core Fleet: subduing and 
capturing starships. It takes its name from the intense blue-colored ion 
energy of its main weaponry. Fireblue uses the 14 lonizer starfighter, which 
can quickly disable an enemy ship, thanks to its ion cannon and disrupter 
torpedoes. The squadron is frequently called upon to disable large freight- 
ers, enabling the Alliance to commandeer both the ship and its cargo. The 
squadron ts also used to capture high-value targets, such as an important 
Imperial officer or enemy intelligence ship. Its ships are occasionally deployed 
against civilian craft that the Alliance does not wish to destroy, but needs 
to disable for any number of reasons, 


Phantom Squadron 

With the Galactic Alliance Core Fleet's anticipated reliance on advanced 
commando raids, Phantom Squadron is created in the spirit of the Rebel 
Alliance's old Wraith Squadron. Able to work autonomously, far from the 
fleet, the squadron has its own collection of miscellaneous fighters, plus a 
few speeders and armed freighters that can be used as mobile headquarters 
or bases of operation. The Phantoms, as they are called, are known for their 
dedication and loyalty, even though their tactics and methods are a bit more 
risky or cutting edge than Admiral Stazi would like, While there have been 
‘no major incidents so far, the Phantoms have, at times, angered potential 
allies by operating too close to their own assets, and drawing the attention 
of the Empire. 


The Phantoms rely on secrecy and stealth to a great degree, although 
they are willing to abandon this at the end of an operation in the interests 
of expediency and survivability. They also work with other commando units 
‘or squadrons when required, but are usually left to their own devices when 
carrying out their orders. Their training is equal parts starfighter pilot and 
commando, though a few of them specialize exclusively in either role. Also 
in keeping with the spirit of Wraith Squadron, the squadron has become a 
dumping ground for those highly skilled and dedicated but difficult-to-control 
individuals who rub fleet commanders the wrong way. Though the squadron 
is filled with rough and unique characters, their loyalty to the Admiral and 
dedication to defeating the Empire keeps them on the same side. Usually. 


Twisted Star Squadron 

Twisted Star Squadron is the Galactic Alliance's elite hyperspace pursuit unit, 
utilizing the sophisticated Jumpstar HPF hyperspace pursuit fighter. Thanks to 
the advanced sensors and computing systems aboard their Jumpstars, Twisted 
Star pilots can aggressively pursue fleeing ships through hyperspace. They 
then attack the escaping ship directly or report their position and call for 
aid. The squadron takes its name from the radical changes in flight direction 
often required to quickly achieve the correct pursuit vector. At the Battle 
of Caamas, Twisted Star is deployed in anticipation of pursuing damaged 
Imperial vessels fleeing the combat. When Admiral Stazi is forced to retreat, 
Twisted Star goes with him. 

Twisted Star is now deployed as scouts, tailing Imperial vessels back to 
their home ports or rendezvous points. They also ensure the destruction of 
damaged ships, surprising them when they drop from hyperspace. The squad- 
ron is known for its brain power and quickness, both of which are required to 
make snap decisions and calculate potential jump points nearly instantly, 


THE MON CALAMARI 
RESISTANCE NETWORK 

After Admiral Stazi and the Galactic Alliance Core Fleet steal the prototype 
Star Destroyer /mperious from the Dac shipyards, with help from former 
Triumvirate member Gial Gahan, Darth Krayt orders the execution of mil- 
lions of Mon Calamari and has the remaining Mon Calamari rounded up into 
internment camps. Enraged, the Mon Calamari resolve to remind the new 
Emperor of the lessons they taught Emperor Palpatine, On Dac, a resistance 
movement ignites instantaneously, supported by Mon Calamari and their 
sympathizers throughout the galaxy. 

Initially, the resistance groups are scattered and highly disorganized. Some 
rebel openly, while others begin to stockpile arms and resources for a much 
longer fight. Political rivals vie for leadership roles within the resistance. A 
‘few attempt to persuade the Quarren to abandon the Empire in protest, but 
these efforts are unsuccessful. 


With the Imperial threat against Mon Calamari throughout the galaxy, 
an organized smuggling network is needed to rescue and transport Mon 
Calamari fleeing Imperial forces. While some resort to hiring professional 
smugglers, most Mon Calamari are aided by their own people using their own 
starships. Thus was born the Ackbar Trail, a secret network of smuggling ships, 
safe houses, and hidden pathways that spirit away refugee Mon Calamari to 
isolated space stations, Outer Rim worlds, and, it is rumored, planets in the 
Unknown Regions. The Trail was named in honor of Admiral Ackbar's famous 
journey from slavery under Grand Moff Tarkin to becoming a Rebel Alliance 
Admiral who defeated his former masters, the original Galactic Empire. 


CREATING YOUR OWN 

UNITS, SQUADRONS, AND 
STARSHIP CREWS 

In the Legacy era, it's easy for the heroes to be members of a special 
military unit within the Galactic Alliance. Most groups include a wide 
variety of species, goals, and abilities that complement cach other. One 
way to consolidate such a diverse group is by assigning them to a com- 
mando unit or squadron that caters to the players’ (and heroes’) needs. 
They might be assigned to one of the established units featured in this 
chapter, such as one of the specialized squadrons or commando units. 
The Gamemaster should also feel free to create new commando units and 
squadrons to cater to his or her players. As they are assigned different 
missions, this gives them opportunities to work with or alongside the 
elite units of the Galactic Alliance Core Fleet. 

Although the commando unit organization is fairly loose in the 
Galactic Alliance Core Fleet, one hero should be assigned as a leader and 
‘one should become his or her second-in-command. Exactly how strict 
this command structure is followed depends on the commando unit, but 
higher-level officers will expect a certain degree of discipline and respect 
for these leaders, and will hold them responsible for their unit’s actions. 
The Gamemaster needs to decide whether the commander is one of the 
heroes or a Gamemaster character, It is suggested that a Gamemaster 
character be used with new groups who may need additional instruc- 
tions during play, or when a group is initially performing missions for the 
Galactic Alliance Core Fleet. 

‘Squadrons work in a similar way. However, it is important for all 
heroes to be able to fly with better than average proficiency, as starship 
combat can be unforgiving. The squadron should be based on one of the 
Galactic Alliance capital ships, as the Alliance maintains no permanent 
planetside bases at this time. 

You might also assign the heroes to a particular capital ship. However, 
the heroes will need to hold sufficient rank or be placed in positions of 
leadership so that they can directly affect the fate of the ship. 


Metaphorically speaking, the implications of the name are not lost on the 
Mon Calamari, and many now find themselves on a similar path, 

Eventually, the Mon Calamari resistance network and the Ackbar Trail 
provide vital assistance to the Galactic Alliance Core Fleet in the form of 
recruits and resources, and may even someday spark the creation of effective 
rebel groups and resistance fighters throughout the galaxy. 


ALLIANCE PERSONNEL 
Galactic Alliance and Galactic Alliance Core Fleet personnel may be of 
virtually any species. This is due to the diversity of species living on many 
worlds throughout the galaxy—a direct consequence of the mass emigra- 
tions during the Yuuzhan Vong invasion. Even if a species’ homeworld is not 
part of the Alliance, individuals may still have lived and grown up in Galactic 
Alliance territory. 

The majority of Galactic Alliance Core Fleet personnel are non-Human, 
although Humans still represent the largest single species within the fleet. 
The majority of the recruits are also non-Human, especially due to the fact 
that the Sith Empire and Fel’s Empire both favor Humans over non-Humans. 
Within the Sith Empire, non-Humans are increasingly pushed out of positions 
of power, with the significant exception of the Sith themselves. Fel's Empire 
is more tolerant, though non-Humans still find themselves mainly within 
the lower ranks. This encourages many non-Humans to join the Galactic 
Alliance Core Fleet. 

New recruits are always sought after, especially those who can bring new 
ships, sympathizers, or supplies to the fleet. 

The personnel presented below fall into two broad categories: Galactic 
Alliance and Galactic Alliance Core Fleet. Those with Galactic Alliance in their 
title may be used at any time during the Legacy era, either for the Galactic 
Alliance itself or for the Galactic Alliance Core Fleet. Those with Galactic 
Alliance Core Fleet in their title indicate those forces unique to Admiral Stazi's 
fleet after the fall of the Galactic Alliance. 


“YOU REFUSE 
TO ACCEPT THE 
FACT THAT YOU 
HAVE BECOME A 

SYMBOL, AND THE 
FLEET NEEDS THAT. 
SOMETHING AROUND 

WHICH OTHERS 

CAN RALLY.” 


-dAius YORUB 


GALACTIC ALLIANCE CORE 
FLEET COMMANDO 

Commandos vary extensively in expertise and skill. The following statistics 
represent one of the elite commandos. 


Galactic Alliance Core Fleet Elite Commando cL 10 

Medium Human soldier 4/scout 3/elite trooper 3 

Force 2; Dark Side 1 

Init +12; Senses Perception +11 

Languages Basic, Binary 

Defenses Ref 24 (flat-footed 22), Fort 26, Will 21 

hp 90: Threshold 26 

Speed 6 squares 

Melee unarmed +12 (1d6+8) or 

Melee vibroblade +12 (2d6+8) 

Ranged blaster rifle +13 (3d8+5) 

Base Atk +9; Grp +12 

Atk Options Point Blank Shot, Precise Shot, Running Attack 

Special Actions Controlled Burst, Demolitionist, Improved Stealth, 
Quick Draw" 

Abilities Str 16, Dex 14, Con 13, Int 12, Wis 12, Cha 9 

Special Qualities delay damage, damage reduction 1 

Talents Acute Senses, Armored Defense, Controlled Burst, Demolitionist, 
Greater Weapon Focus (rifles), Improved Stealth 

Feats Armor Proficiency (light, medium), Martial Arts |, Precise Shot, 
Point Blank Shot, Quick Draw’, Running Attack, Skill Training (Stealth), 
Weapon Focus (rifles), Weapon Proficiency (advanced melee weapons, 
pistols, rifles, simple weapons) 

‘Skills Climb +13", Perception +11, Pilot +12, Stealth +12 (may reroll), 
Use Computer +11 

Possessions battle armor, blaster rifle, vibroblade, detonite, 
detonator, comlink 

H Human bonus feat or trained skill. 


GALACTIC ALLIANCE CORE 
FLeet COVERT AGENT 

Galactic Alliance Core Fleet agents are scattered across the galaxy, Though 
the network is not large, many agents are stationed in prime positions to 
provide Admiral Stazi and the fleet with the data they need to fight the 
Empire and, more importantly, raid for supplies. Thanks to the manner in 
which the Galactic Alliance bureaucracy is incorporated wholesale into the 
Imperial governing structure, recruiting new or double agents in positions 
of power is easier than in past conflicts. 


When the Galactic Alliance Core Fleet makes contact with someone 
already sympathetic to their cause against the Sith Empire, the Alliance 
often finds it needs to do little to turn them. The risks for secret agents or 
double agents are as great as ever, especially as the Sith go out of their way 
to make examples of spies and other enemies of the Empire. After the Sith’s 
retaliation against Mon Calamari for the loss of the /mperious, a number of 
new agents have come forward, horrified by the Sith's brutal intimidation 
techniques. 


Galactic Alliance Core Fleet Covert Agent cls 

Medium Human scoundrel 2/scout 3 

Force | 

Init +3; Senses Perception +9 

Languages Basic, Binary, Huttese 

Defenses Ref 18 (flat-footed 17), Fort 16, Will 18 

hp 35; Threshold 16 

Speed 6 squares 

Melee stun baton +3 (1d6+2 or 2d6+2 stun) 

Ranged heavy blaster pistol +4 (3d8+2) or 

Ranged hold-out blaster +4 (3d4+2) 

Base Atk +3; Grp +4 

Atk Options Point Blank Shot, Running Attack, Zero Range” 

Special Actions Disinformation, Shocking Revelation, Sneak Attack 

Abilities Str 10, Dex 13, Con 10, Int 14, Wis 15, Cha 16 

Talents Disinformation, Shocking Revelation, Sneak Attack 

Feats Point Blank Shot, Running Attack, Skill Focus (Deception), 
Skill Focus (Gather Information, Persuasion), Weapon Proficiency 
(pistols, rifles, simple weapons), Zero Range” 

Skills Deception +15, Gather Information +15, Mechanics +9", 
Perception +9, Persuasion +15, Stealth +8, Use Computer +9 

Possessions heavy blaster pistol, hold-out blaster, holorecorder, 
credit chip, forged ID chips and badges, datapad, encrypted comlink 

H Human bonus feat or trained skill. 


GALACTIC ALLIANCE 

ARMY OFFICER 

Only a handful of Alliance Army officers remain in the galaxy after the Battle 
of Caamas, and all of them are part of the Galactic Alliance Core Fleet. While 
a few are products of Galactic Alliance military training academies, many 
younger officers are now rising through the ranks as a result of field com- 
missions. While their combat experience is significant, they have not had 
the benefit of tactical training at a formal academy. Though the officers are 
proud of their remaining units, they suffer from lower morale due to their 
reduced status within the fleet. 


Lert ro monr 
GALACTIC AVANCE TROOPER, SCOUT, PILOT, ANO CrMCcER 


Galactic Alliance Army Officer 

Medium Human noble 3/soldier 4/officer 4 

Force 2 

Init +12; Senses Perception +17 

Languages Bas 

Defenses Ref 26 (flat-footed 

hp 87; Threshold 27 

Speed 6 squares 

Melee knife +11 (1d4+6) 

Ranged blaster pistol +12 (346+5, devastating attack) 

Base Atk +10; Grp +12 

Atk Options Point Blank Shot, 

Special Actions Assault Tactics, Born Leader, Inspire Co: 
Deployment Tactics, Devastating Attac 


Bothese, Durese, Mon Calamarian, Shyriiwook 


Precise Shot 


clu 


Abilities Str 13, Dex 14, Con 14, Int 16, Wis 14, Cha 16 

Special Qualities command cover, share talent (Assault Tactics, 
Inspire Confidence) 

Talents Armored Defense, Devastating Attack (pistols), Assault Tact 
Born Leader, Inspire Confidence, Deployment Tactics 

Feats Armor Proficiency (light), Improved Def 
Blank Shot, Precise Shot, Skill Focus (Knowle 


Persuasion), Weapon Prof 


nses", Linguist, Point 


dge [tactics], Percep 


iency (pistols, heavy weapons, rifle: 


weapons) 

Skills Deception +13, Initiative +12, Knowledge 
Knowledge (tact 
+18, Pilot +12 

Possessions Galactic Alliance light armor, blaster pistol, knife, 

a cards, data pad 


bureaucracy) +13 


Treat Injury +12, Use Computer +13 
code 


cylinder, access 


H Human bonus feat or trained skill 


ption, 


simple 


ics) +18, Mechanics +13, Perception +17, Persuasion 
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GALACTIC ALLIANCE 

ARMY TROOPER 

Most of the galaxy perceives these well-trained troopers as the heavy-handed 
muscle of the Galactic Alliance, often not much better than paid thugs or 
mercenaries. Their dour and macho attitudes also win them few friends. 


Galactic Alliance Army Trooper cL2 
Medium Human nonheroic 7 
Init +4; Senses Perception +9 
Languages Basic 
Defenses Ref 15 (flat-footed 14), Fort 12, Will 9 
hp 25; Threshold 17 
‘Speed 6 squares 
Melee knife +6 (1d4+1) or 
Melee stun baton +6 (1d6+1 or 246+1 stun) 
Ranged blaster rifle +7 (348) 
Base Atk +5; Grp +6 
Atk Options Point Blank Shot" 
Abilities Str 13, Dex 13, Con 12, Int 10, Wis 9, Cha 8 
Feats Armor Proficiency (light), Improved Damage Threshold, 
Point Blank Shot", Weapon Focus (blaster rifles), Weapon Proficiency 
(pistols, rifles, simple weapons) 
Skills Mechanics +8", Perception +9 
Possessions Galactic Alliance light armor with helmet package, 
blaster pistol, knife, stun baton 
H Human bonus feat or trained skill, 


GALACTIC ALLIANCE 

NAvyY CAPTAIN 

Most of the Galactic Alliance Core Fleet's Navy commanding officers are 
the highly trained individuals originally assigned to the Core Fleet. Brave, 
skilled, and dedicated leaders, these officers are inspired by Admiral Stazi's 
gall, tenacity, and creativity, 


Galactic Alliance Navy Captain CL 10 

Medium Human noble 7/officer 3 

Force 2 

Init +17; Senses Perception +12 

Languages Basic, Binary, Bothese, Durese, Mon Calamarian 

Defenses Ref 24 (flat-footed 22), Fort 20, Will 26 

hp 53; Threshold 20 

Speed 6 squares 

Melee unarmed +8 (14-1) 

Ranged blaster pistol +9 (3d6+5) 

Base Atk +7; Grp +9 

Atk Options Far Shot, Point Blank Shot, Precise Shot" 

Special Actions Born Leader, Coordinate, Deployment Tactics, 
Inspire Confidence, Inspire Haste, Vehicular Combat 

Abilities Str 10, Dex 14, Con 10, Int 16, Wis 15, Cha 16 

Special Qualities Command cover, share talent (Inspire Haste) 

Talents Born Leader, Coordinate, Deployment Tactics, Inspire Confidence, 
Inspire Haste, Tactical Edge 

Feats Armor Proficiency (light), Far Shot, Linguist, Point Blank Shot, 
Precise Shot", Skill Focus (Initiative, Knowledge [tactics], Persuasion), 
Vehicular Combat, Weapon Proficiency (pistols, simple weapons) 

‘Skills Deception +13, Initiative +17, Knowledge (bureaucracy) +12, 
Knowledge (galactic lore) +12, Knowledge (tactics) +17, Perception +12, 
Persuasion +18, Pilot +12, Treat Injury +12", Use Computer +13 

Possessions biaster pistol, comlink, code cylinder 

H Humon bonus feat or trained skill, 


GALACTIC ALLIANCE 

NAvyY JUNIOR OFFICER 

The Galactic Alliance Core Fleet is filled with officers of every rank, but their 
experience level and rank often are at odds with each other. With a limited 
supply of incoming recruits, a junior officer might suddenly find himself 
or herself in command in an emergency, while others find themselves held 
back without promotion, as they have few replacements. Most ride out the 
situation as best they can, hoping for better days to come and dedicating 
themselves to their duties. 


Alliance Navy Junior Officer 
Force 1 

Init +4; Senses Perception +1 
Languages Basic, 0 


Defenses Ref 17 (flat-foote 
hp 28; Threshold 2 

Speed 6 59 
Melee unarmed +6 (1 
Ranged 
Base Atk +6; Grp +6 


ledium Human nonheroic 4/noble 


cL6 


Atk Options Point 8 
Special Actions 
Abilities Str 


Talents 
Feats Ar 
Threshold, P 
Skill Training (Per 
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GALACTIC ALLIANCE 

NAvyY CREW MEMBER 

Navy crew members form the backbone of the Galactic Alliance Core Fleet. 
As a whole, they are dedicated to their cause and very experienced in their 
duty posts and assignments. 


Galactic Alliance Navy Crew cL2 

Medium Human nonheroic 6 

Init +4; Senses Perception +9 

Languages Basic, Binary 

Defenses Ref 12 (flat-footed 11), Fort 11, Will 12 

hp 15; Threshold 11 

Speed 6 squares 

Melee unarmed +4 (144) 

Ranged blaster pistol +5 (346) 

Base Atk +4: Grp +5 

Special Actions Vehicular Combat" 

Abilities Str 10, Dex 12, Con 10, Int 13, Wis 12, Cha 9 

Feats Improved Defenses, Skill Focus (Mechanics, Use Computer), 
Vehicular Combat", Weapon Proficiency (pistols, simple weapons) 

Skills Mechanics +14, Perception +9, Pilot +9", Use Computer +14 

Possessions blaster pistol, datapad, comlink, uniform 

H Human bonus feat or trained skill, 


GALACTIC ALLIANCE 

NAvyY GUNNER 

Good starship gunners are more important than ever, given the limited 
resources of the fleet. Some exceptional gunners are occasionally assigned 
to smaller combat craft flying support on commando and other hit-and- 
fade attacks. 

Galactic Alliance Navy Gunner cLS 
Medium Human nonheroic 4/soldier 4 

Force | 

Init +5; Senses Perception +9 

Languages Basic 

Defenses Ref 17 (flat-footed 15), Fort 16, Will 15 

hp 32; Threshold 16 

Speed 6 squares 

Melee unarmed +7 (1d4+2) 

Ranged blaster pistol +9 (3d6+2) or 

Ranged heavy weapon +10 or 

Ranged heavy weapon +10 (+1 die damage) with Deadeye 

Base Atk +7; Grp +9 

Atk Options Deadeye, Far Shot", Point Blank Shot 


Special Actions Careful Shot, Coordinated Attack, Devastating Attack 
(heavy weapons), Penetrating Attack (heavy weapons) 

Abilities Str 10, Dex 14, Con 10, Int 10, Wis 12, Cha 8 

Talents Devastating Attack (heavy weapons), Penetrating Attack 
(heavy weapons) 

Feats Careful Shot, Coordinated Attack, Deadeye, Point Blank Shot, 
Far Shot", Weapon Focus (heavy weapons), Weapon Proficiency 
(heavy weapons, pistols, simple weapons) 

Skills Mechanics +9", Perception +10, Use Computer +9 

Possessions blaster pistol, datapad, comlink, uniform 

H Human bonus feat or trained skill. 


GALACTIC ALLIANCE PILOT 
Pilots are an endangered resource within the Galactic Alliance Core Fleet, 
With such limited numbers of personnel and equipment, it is more impor- 
tant than ever for a pilot to return after a battle, with his ship relatively 
undamaged. Pilot recruits are highly sought after, as are the ships they 
need to fly, 
Galactic Alliance Pilot cls 
Medium Human nonheroic 3/soldier 4 
Force 1 
Init +10; Senses Perception +9 
Languages Basic 
Defenses Ref 17 (flat-footed 15), Fort 17, Will 15 
hp 30; Threshold 17 
Speed 6 squares 
Melee unarmed +6 (1d4+2) 
Ranged blaster pistol +8 (346+2) 
Base Atk +6; Grp +8 
Atk Options Point Blank Shot" 
Special Actions Vehicular Combat 
Abilities Str 10, Dex 14, Con 10, Int 12, Wis 12, Cha 8 
Talents Armored Defense, Tough as Nails 
Feats Armor Proficiency (light), Point Blank Shot", Skill Focus (Pilot), Skill 
Training (Mechanics, Use Computer), Vehicular Combat, Weapon Focus 
(heavy weapons), Weapon Proficiency (heavy weapons, pistols, 
simple weapons) 
‘Skills Initiative +10", Mechanics +9, Perception +9, Pilot +15, 
Use Computer +9 
Possessions padded flight suit, blaster pistol 
H Human bonus feat or trained skill, 


MON CALAMARI 
RESISTANCE MEMBER 
Members of the Mon Calamari resistance move 


k of life, now that the Empire has singled out the entire 


nt come from virtually 


pecies for 


truction. However, the typical resistance m 


mber has only limited training 


nacked up by an enormous desire to stop the Empire at all costs. 


Mon Calamari Resistance Member cL2 

{ 
Init +3; Senses low-light vision; Perception +12 
Languages Basic, Binary, Mon Calamarian 
Defenses Ref 16 (flat-footed 15), Fort 11, Will 10 
hp 9; Threshold 11 


Speed 6 squares, swim 4 squares 


jon Calamari nonheroic 3/soldier 1 


jelee unarmed +3 (1d4+2) 
Ranged blaster pistol +4 (3d6+2, de 
Base Atk +3; Grp +4 

Atk Options Devastating Attack (pis 


stating attack) 


ats), Point Blank Sh 
Wis 11, Cha 13 


Dex 12, Con 8, 


Abilities Str 1 Int 
Special Qualities Breathe underwater 


Talents Devastating Attack (pistols) 


Feats Armor Proficiency (light), Skill Focus (Perception), Point Blank Shot, 
Weapon Proficiency (pistols, simple weapons) 
Skills Mechanics +8, Perception +12 


Possessions combat jumpsuit, blaster pistol, comlink 


INFLUENTIAL 
PERSONALITIES 


any unique individuals drive the Galactic Alliance Core Fleet with their 


ceful personalities. Battling against two evil empires without 
makes them determined and self-motivated 
tic Alliance Core Fleet's prominent leaders, 
and more colorful personalities, 


jespread galactic support 


i¢low you'll find some of the 
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ADMIRAL GAR STAZI 

Admiral Gar Stazi is a long-time commander in the Galactic Allia 
he Sith-Imperial War, he commands the Core Fleet responsible for 
nding Coruscant and the Core Worlds. He is also responsible for sa 


¢ forces. 


eet, along with many other Galactic Alliance ships, from the Imperial 
ap at the Battle of Camas. The Adi 
virate believed the battle to be an opportunity to inflict major damage 


miral had exp 


ted a trap, whereas the 


Imperial forces, When his superiors order the surrender of the fleet, and 


ally the Galactic Alliance, the Admiral leads all willing ships out of the 
tem through obscure hyper 


ships and mines 


ace routes, successfully b ing Imperial 


ADMIRAL GAR BAZ: 


Admiral Stazi is now the iconic leader of the Galactic Alliance Core Fleet 
Much of his fleet's success and continued cohesion stems directly from his 
determination and tactical skill uccesses in the seven years following 
the collapse of the Galactic Alliance have forced the Sith Empire to target 


him directly. The intolerant Sith have punished and replaced those unable 
to capture the Admiral. Despite the obvious threat that Gar Stazi poses to 


Imperial 


curity, most competent enemies respect his abilities 

Admiral Stazi is outspoken and often proposes unorthodox courses of 
action. At one point, he considers forging an alliance with Emperor Fel against 
the Sith. Although Imperial agents thwart this endeavor, it demonstrates 
that Admiral Stazi's wi 
the Sith Empire. 


lingness to consider radical plans of action against 


The Admiral refuses to see himself as an icon. Should he be killed, he 
n't want the Galact 


dot Alliance to die with him. His own Ii 
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freedom and democracy, as he proves 
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his flagship, the Indomitable, on a collision course with the Mon Calamari 
shipyards in order to secure a strategic victory. Fortunately for the Alliance 
Remnant, and arguably the entire galaxy, his friends and aides forcibly remove 
him from the ship before it is destroyed. 

Stazi expects his personnel to behave as a military organization, despite 
the loss of the government that once controlled his fleet. Stubborn and 
determined, he does listen to advice, though he remains the final arbiter. 
The Admiral is involved in every aspect of fleet operations, aware that the 
tiniest mistake might betray the fleet's position to enemies or leave them 
without vital supplies, 


ANDURGO 

‘Andurgo is a member of Rogue Squadron and one of the few Dugs serving 
in the Galactic Alliance Core Fleet, Indeed, he is one of the few Dugs to 
leave Malastare. 

Andurgo’s arrogant self-confidence would be unbearable were he not a 
great pilot. He revels in the excitement of starfighter combat and loves to 
show off. His recklessness insures that his wingmen have their hands full just 
trying to keep the wild Dug alive. To Andurgo, that is their entire purpose. 


Andurgo cig 
Small Dug scoundrel 7/ace pilot 2 


Admiral Gar Stazi CL16 Destiny 1; Force 4; Dark Side 1 

Medium Duros noble 5/soldier 2/officer 9 Init +18; Senses Perception +9 

Destiny 3; Force 8 Languages Basic, Dug 

Init +20; Senses Perception +21 Defenses Ref 24° (flat-footed 20), Fort 22°, Will 20 
Languages Basic, Binary, Bocce, Durese, High Galactic, Huttese hp 48; Threshold 22° 

Defenses Ref 31 (flat-footed 28), Fort 30, Will 35 Speed 4 squares 

hp 84; Threshold 35 Melee vibroblade +7 (2d6+5) 

Speed 6 squares Ranged blaster pistol +10 (3d6+4) or 

Melee knife +14 (1d4+8) Ranged blaster pistol +8 (4d6+4) with Rapid Shot 


Ranged blaster pistol +16 (346+8) 

Base Atk +14; Grp +16 

Atk Options Point Blank Shot 

Special Actions Assault Tactics, Born Leader, Coordinate, 

Deployment Tactics, Field Tactics, Outmaneuver, Tactical Edge, 
Trust, Vehicular Combat 

Abilities Str 10, Dex 14, Con 10, Int 17, Wis 16, Cha 18 

Special Qualities Command cover +3, expert pilot, share talent 
(Deployment Tactics, Field Tactics, Outmaneuver, Tactical Edge) 

Talents Armored Defense, Assault Tactics, Born Leader, Coordinate, 
Deployment Tactics, Field Tactics, Outmaneuver, Tactical Edge, Trust 

Feats Armor Proficiency (light), Improved Defenses, Improved Damage 
Threshold, Linguist, Point Blank Shot, Quick Draw, Skill Focus (Initiative, 
Knowledge [tactics], Perception, Persuasion), Vehicular Combat, 
Weapon Proficiency (pistols, simple weapons) 

Skills Deception +17, Initiative +20, Knowledge (bureaucracy) +16, 
Knowledge (tactics) +21, Mechanics +16, Perception +21, 
Persuasion +22, Pilot +15 (may reroll), Use Computer +16 

Possessions Galactic Alliance light armor, blaster pistol, knife, code 
cylinder, datapad 


Alternate Talents (from Storships of the Galaxy): Replace Assault 
Tactics, Field Tactics, Outmaneuver and Tactical Edge with Combined 
Fire, Fleet Deployment, Fleet Tactics, and Legendary Commander 


Base Atk +6; Grp +4 

Atk Options Point Blank Shot, Rapid Shot, Running Attack 

Special Actions Elusive Dogfighter, Hyperdriven, Knack, Lucky Shot, 
Skirmisher, Vehicular Combat 

Abilities Str 13, Dex 18, Con 10, Int 12, Wis 10, Cha 9 

Special Qualities Dug agility, lightning reflexes, vehicle dodge +1 

Talents Elusive Dogfighter, Hyperdriven, Knack, Lucky Shot, Skirmisher 

Feats Armor Proficiency (light), Point Blank Shot, Rapid Shot, Running 
Attack, Skill Focus (Acrobatics, Initiative, Pilot), Vehicular Combat, 
Weapon Proficiency (advanced melee weapons, pistols, 
simple weapons) 

Skills Acrobatics +18, Climb +5 (may reroll), Initiative +18, Jump +5 
(may reroll), Perception +9, Pilot +18, Stealth +13, Use Computer +10 

Possessions padded flight suit, blaster pistol, vibroblade, 
CF9 Crossfire starfighter 

* When not wearing a flight suit, Andurgo has the following adjusted stats: 
Reflex Defense 30 (flat-footed 26), Fortitude Defense 21, Threshold 21. 

Alternate Feats (from Storships of the Galaxy): Replace Rapid Shot with 
Starship Tactics (Counter) 


BAIL ANTILLES 
Bail Antilles comes from a family dedicated to governmental service. His 
family name combined with his personal charisma and connections allow 
him to rise through the Galactic Government and ultimately be voted in as 
3 member of the Triumvirate. He is known to carefully consider all options, 
and is not beholden to any specific policy or organization. He is level headed 
and often provides the swing vote between the ather two members of the 
Triumvirate, Gial Gahan and Nu Toreena. 

Bail casts the deciding vote to engage the Empire at the Battle of Camas. 
He hopes that a quick victory over the Empire might stop member worlds from 
ieaving the Galactic Alliance. The Imperial victory forces the Galactic Alliance 
to surrender, and Bail has no choice but to go along. Like the other members 
of the Triumvirate, he is replaced by an administrator loyal to Emperor Fel 


Bail Antilles cL 10 

Medium Human nonheroic 6/noble 8 

Destiny 1; Force 4 

Init +6; Senses Perception +19 

Languages Basic, Durese, High Galactic, Mon Calamarian, Sullustese 

Defenses Ref 19 (flat-footed 19), Fort 19, Will 24 

hp 43; Threshold 19 

Speed 6 squares 

Melee unarmed +9 (1d4+3) 

Ranged blaster pistol +10 (346+4) 

Base Atk +10; Grp +9 

Special Actions Coordinate, Inspire Confidence, Inspire Haste, Presence 

Abilities Str 8, Dex 8, Con 10, Int 16, Wis 15, Cha 16 

Talents Coordinate, Inspire Confidence, Inspire Haste, Presence 

Feats Coordinated Attack, Improved Defenses, Linguist, Skill Focus 
(Deception, Knowledge [bureaucracy], Knowledge [galactic lore], 
Knowledge [social sciences], Perception, Persuasion), Skill Training 
(Knowledge [social sciences}), Weapon Focus (pistols), Weapon 
Proficiency (advanced melee weapons, pistols, simple weapons) 

Skills Deception +20, Knowledge (bureaucracy) +19, Knowledge 
(galactic lore) +19, Knowledge (social sciences) +19, Perception +19, 
Persuasion +20 

Possessions fine clothing, blaster pistol, encrypted comlink, data pad 


COMMANDER 
YwHORAM BEY 
Commander Jhoram Bey leads Rogue Squadron 
during its assignment to the Galactic Alli- 
ance Core Fleet, The large Weequay’s 
strong personality and commanding 
presence keep the irregular squadron 
mates in order. While the Rogues 
appear to lack discipline, there is a 
difference between parade-ready 
and combat-ready, and the squad 
under Bey's command is always the 
latter, 

Bey is dedicated to the Galactic Alli- 
ance Core Fleet and Admiral Stazi. When 
the Admiral attempts to remain on board 
the Indomitoble in order to guide it on a 
collision course with the Mon Calamari 
shipyards, Bey resorts to knocking the 
Admiral unconscious (on Captain Jorus's 
orders) to ensure that Stazi survives as 
the Alliance's leader. In order to teach 
the squadron leader a lesson, Admiral 
Stazi promotes Bey to be his second- 
in-command over the Galactic Alliance 
Core Fleet. 


Commander Jhoram Bey CL 12 
Medium Weequay soldier 7/ 

ace pilot 5 
Destiny 2; Force 6 
Init +19; Senses Perception +13 
Languages Basic, Binary, Sriluurian 
Defenses Ref 30 (flat-footed 27), Fort 26°, Will 24 
hp 98; Threshold 26° 


Speed 6 squares 

Melee unarmed +12 (1d6+8) 

Ranged blaster pistol +14 (3d6+6) or 

Ranged blaster pistol +12 (4d6+6) with Rapid Shot 

Base Atk +10; Grp +13 

Atk Options Martial Arts |, Rapid Strike 

Special Actions Battie Analysis, Elusive Dogfighter, Penetrating Attack 
(heavy weapons), Keep It Together, Running Attack, Vehicular Combat, 
Vehicular Evasion 


Abilities Str 14, Dex 16, Con 12, Int 14, Wis 15, Cha 15 
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Special Qualities Vehicle dodge +2 

Talents Armored Defense, Battle Analysis, Elusive Dogfighter, Penetrating 
Attack (heavy weapons), Keep It Together, Vehicular Evasion 

Feats Armor Proficiency (light, medium), Martial Arts |, Rapid Strike, 
Running Attack, Skill Focus (Initiative, Pilot), Vehicular Combat, 
Weapon Focus (heavy weapons, pistols), Weapon Proficiency (heavy 
weapons, pistols, rifles, simple weapons) 

Skills Initiative +19, Knowledge (tactics) +13, Mechanics +13, 

Perception +13, Pilot +19, Use Computer +13 

Possessions padded flight suit, blaster pistol, comlink 

* When not wearing a flight suit, Jnoram Bey has the following adjusted 
stats: Fortitude Defense 25 (flat-footed 22), Threshold 25. 

Alternate Talents (from Starships of the Galaxy): Replace Keep It 
Together and Vehicular Evasion with Squadron Maneuvers and 
Squadron Tactics 

Alternate Feats (from Storships of the Galaxy): Replace Rapid Strike 
with Starship Tactics (Counter, Devastating Hit, Howlrunner Formation) 


ANY DAHL 

Anj Dahl joins Rogue Squadron several years after the Battle of Caamas. She's 
young, talented, and enthusiastic. She's also known to incite trouble between 
her squadron mates simply for her own amusement. She's spent most of her 
short adult life with the Galactic Alliance Core Fleet. The constant feeling that 
everything could end at any moment probably contributes to her embrace- 
ment of all that is fun in life. Anj is also a capable scrounger, able to obtain 
parts and supplies at most spaceports without raising alarms, She does even 
better when aided by Galactic Alliance Core Fleet sympathizers, 


Anj Dahl 

Medium Human scoundrel 7/ace pilot 1 

Destiny 1; Force 4 

Init +11; Senses Perception +9 

Languages Basic, Binary 

Defenses Ref 19° (flat-footed 17), Fort 20°, Will 19; Dodge 

hp 44; Threshold 20° 

Speed 6 squares 

Melee unarmed +6 (1d4+5) 

Ranged blaster pistol +8 (3d6+4) 

Base Atk +5; Grp +7 

Atk Options Point Blank Shot, Running Attack 

Special Actions Elusive Dogfighter, Hyperdriven, Knack, Spacehound, 
Starship Raider, Vehicular Combat 

Abilities Str 12, Dex 15, Con 12, Int 13, Wis 11, Cha 13 

Talents Elusive Dogfighter, Hyperdriven, Knack, Spacehound, 
Starship Raider 


cls 


Feats Armor Proficiency (light), Dodge, Point Blank Shot, Running Attack, 
Skill Focus (Gather Information, Pilot), Vehicular Combat, Weapon 
Focus (pistols), Weapon Proficiency (pistols, simple weapons) 

Skills Gather Information +10, Initiative +11, Mechanics +10, 

Perception +9, Pilot +16, Use Computer +10 

Possessions padded flight suit, blaster pistol, datapad, comlink 

* When not wearing a flight suit, Anj Dahl has the following adjusted stats: 
Reflex Defense 24 (flat-footed 22), Fortitude Defense 19, Threshold 19. 

Alternate Feats (from Starships of the Galaxy): Replace Skill Focus 
(Gather Information) with Starship Tactics (Counter) 


GIAL GAHAN 

Gia! Gahan is a revered member of the Triumvirate before its fall to the Empire, 
Prior to this, Gial served as governor of the Hub, liaison to the Mon Calamari 
defense forces, liaison to the Jedi Order, and the Senator of Mon Calamari. 

Gial has strong views on how the galaxy should be governed. His 
unwavering support of the Jedi and their projects is well known, and he 
has similar strong opinions on most important matters. He doesn’t change 
his mind easily, and his opponents view him as intractable and unwilling to 
compromise. He is the only Triumvirate member to vote against engaging 
the Empire at the disastrous Battle of Caamas. He has no desire to surren- 
der the Galactic Alliance to the Empire, but is left with little choice in the 
end. Although Emperor Fel retains the Triumvirate in his new government, 
Gial Gahan and the other Alliance members are quickly replaced with loyal 
Imperial bureaucrats. 

Gial returns to Mon Calamari to take a position in the planetary govern- 
ment. However, the Sith quickly depose Emperor Fel and place the planet 
under the control of the Quarren. Gial finds his power reduced, but his 
political stature allows him to operate with minimal interference from the 
Empire. Dismayed at what this turn of events has done to the galaxy and 
‘especially the Mon Calamari people, he secretly begins to equip the Galactic 
Alliance Core Fleet with supplies, bacta, and Mon Calamari recruits. His 
ultimate donation comes soon enough, when he provide the codes and 
required access to allow Galactic Alliance Core Fleet forces to steal the 
advanced Star Destroyer /mperious from the Hub. Fearing that the theft of 
the ship will endanger the Mon Calamari people, he arranges to take all of 
the blame for the deed, True to his prediction, he is arrested shortly after 
the attack, However, not even Gial Gahan could predict the ruthlessness of 
the Sith response against the Mon Calamari people. Gial is killed by Darth 
Krayt personally, and he is but the first. 


Gial Gahan 

Medium Mon Calamari noble 14 

Destiny 2; Force 7 

Init +6; Senses low-light vision; Perception +20 

Languages Basic, Bocce, Cerean, Durese, High Galactic, Huttese, Mon 
Calamarian, Quarrenese, Sullustese 

Defenses Ref 24 (flat-footed 24), Fort 24, Will 29 

hp 64; Threshold 24 

‘Speed 6 squares, swim 4 squares 

Melee unarmed +9 (1d4+6) 

Base Atk +10; Grp +9 

Atk Options Point Blank Shot 

Special Actions Born Leader, Coordinate, Coordinated Attack, Presence, 
Trust, Ignite Fervor, Inspire Confidence, Weaken Resolve 

Abilities Str 8, Dex 9, Con 10, Int 16, Wis 17, Cha 16 

Special Qualities Breathe underwater 

Talents Born Leader, Coordinate, Presence, Trust, Ignite Fervor,” 

Inspire Confidence, Weaken Resolve 

Feats Coordinated Attack, Dodge, Linguist, Point Blank Shot, Skill Focus 
(Deception, Gather Information, Knowledge [bureaucracy], Knowledge 
[galactic lore], Knowledge [social sciences], Perception, Persuasion, 
Use Computer), Weapon Focus (pistols), Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Deception +20, Gather Information +20, Knowledge 
(bureaucracy) +20, Knowledge (galactic lore) +20, Knowledge (social 
sciences) +20, Perception +20, Persuasion +20, Pilot +16, Swim +16, 
Use Computer +20 

Possessions datapad, comlink 


MONIA GAHAN 

Inspired by the bravery of her uncle, Gial Gahan, Monia Gahan leaves the 
Mon Calamari defense forces shortly after the Sith place the Quarren in 
power over Mon Calamari. Though young, she is a skilled pilot, and her con- 
nection to her uncle makes her a vital link between him and the Galactic 
Alliance Core Fleet. Quickly she is assigned to Rogue Squadron, later serving 
as Andurgo's wingman. She also participates in the critical mission to steal 
the Star Destroyer /mperious from the Hub, by using her considerable stic~ 
ing skills to take control the Hub's weapon defenses. She escapes the Sith's 
retribution with the help of a pair of Imperial Knights, and is instrumental 
in rekindling discussions of an alliance between the Galactic Alliance and 
Roan Fel's Empire-in-exile. 

Monia is bright and confident, despite the stress of serving in Rogue 
‘Squadron. She is fully dedicated to the cause of the Galactic Alliance Core 
Fleet, and she sees herself as a dedicated warrior fighting to free her people 
from an oppressive and brutal Empire. 


Monia Gahan 

Medium Mon Calamari scoundrel 4/scout 3/ace pilot 1 
Destiny 1; Force 4 

Init +11; Senses low-light vision; Perception +16 (may reroll) 
Languages Basic, Mon Calamarian, Quarrenese 

Defenses Ref 19° (flat-footed 18), Fort 20°, Will 20 

hp 47; Threshold 20° 

Speed 6 squares, swim 4 squares 

Melee unarmed +5 (1d4+4) 

Ranged blaster pistol +7 (346+4) 

Base Atk +5; Grp +7 

Atk Options Far Shot, Point Blank Shot, Running Attack 
Special Actions Gimmick, Knack, Relentless Pursuit, Vehicular Evasion 


Abilities Str 10, Dex 15, Con 10, Int 14, Wis 14, Cha 11 

Special Qualities breathe underwater 

Talents Acute Senses, Gimmick, Improved Initiative, Knack, 
Relentless Pursuit 

Feats Far Shot, Point Blank Shot, Running Attack, Skill Focus (Perception, 
Pilot, Stealth, Use Computer), Vehicular Combat, Weapon Proficiency 
(pistols, rifles, simple weapons) 

Skills Initiative +11 (may reroll), Mechanics +11, Perception +16 (may 
reroll), Persuasion +9, Pilot +16, Stealth +16, Use Computer +16 

Possessions padded flight suit, blaster pistol, comlink, Xcalq-3GA “Slicer 
Special" portable computer, Xcalq stealth pack 

* When not wearing a flight suit, Monia has the following adjusted stats: 
Reflex Defense 24 (flat-footed 22), Fortitude Defense 19, Threshold 19. 

Alternate Feats (from Storships of the Galaxy): Replace Skill Focus 
(Stealth) with Starship Tactics (Counter, Evasive Action, Howlrunner 
Formation) 


HONDO KARR 

Hondo Karr was never one to completely follow any ideology or command 
structure. A Mandalorian by birth, Karr ends up serving as an Imperial 
stormtrooper. However, in keeping with his Mandalorian values, Karr's 
dedication is to his comrades and commander, not to the Empire itself. He 
distikes the treatment of military units as expendable, and he sees the end 
of his Imperial career once the Sith take control, 

Karr nearly dies at the hands of the Sith Lord Maleval, after Karr attacks the 
Sith for killing his lieutenant. Fortunately, Karr’s loyalty in his fellow troopers 
isnot misplaced. They open fire on the Sith Lord, and Karr walks away with his 
life. Karr disappears and is a presumed dead, but eventually makes his way to 
the Galactic Alliance Core Fleet. His combat experience and piloting skill earn 
him a slot in Rogue Squadron. However, his sour demeanor doesn't change 
much. Still, he considers the Alliance cause worthy of his effort. Admiral Stazi 
puts Karr’s Imperial background to good use by placing him in command of 
the infiltration unit that boards and steals the Star Destroyer Imperious. 
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Hondo Karr CL 10 
Medium Human soldier 7/elite trooper 3 

Destiny 2; Force 5; Dark Side 2 

Init +18; Senses Perception +11 

Languages Basic, Mando'a 

Defenses Ref 27 (flat-footed 24), Fort 26, Will 21 

hp 91; Threshold 26 

Speed 6 squares 

Melee unarmed +12 (1d8+7) or 

Melee vibroblade +12 (2d6+8) 

Ranged blaster rifle +15 (3d8+5, devastating attack) 
Base Atk +10; Grp +13 

Atk Options Melee Smash, Point Blank Shot, Precise Shot, Stunning Strike 
Special Actions Vehicular Combat 

Abilities Str 15, Dex 16, Con 14, Int 14, Wis 12, Cha 10 
Special Qualities Delay damage, damage reduction 1 


Talents Armored Defen 
Devastating 


Devastating Attack (rifles), Greate 


rifles), Greater Weapon Focus (rifles) 
Melee Smash, Stunning Strike 

Feats Armor Proficiency (light, medium), Martial Arts |, Martial Arts 
Ul, Point Blank Shot, Precise Shot, Skill Focus (Initiative), Vehicular 
Combat, Weapon Focus (rifles), Weapon Proficiency (pistols, rif 


simple weapons) 
Skills Initiative +18, Mechanics +12, Perception +11, Pilot +13, 


Treat Injury +11, Use Computer +12 
Possessions blaster rifle, vibroblade 


Nu TOREENA 

Nu Toreena is a member of the Triumvirate before the Battle of Caamas, and 
arguably the weakest politically. She seeks to bring the war with the Empire 
to a quick end, no matter what the risk. As an Ithorian, she knows the horror 
of losing a homeworld in a vicious war, as her people lost Ithor during the 
Yuuzhan Vong invasion. She has no wish to see that happen to the Galactic 
Alliance, When Rear Admiral Piers Petan proposes a plan to ambush Emperor 
Fel's flagship over Camas, Toreena fully backs the effort, despite the fact 
that it would mean stripping Coruscant of its protective fleet. After the 
imperials spring their trap at the Battle of Caamas, Toreena and the other 
members of the Triumvirate are forced to surrender the Galactic Alliance to 
Toreena is widely 


the Empire. Emperor Fel replaces the entire Triumvira' 
blamed for supporting the risky battle plan, and her political career comes 
to an abrupt end. 


Nu Toreena cL4 

Medium Ithorian nonheroic 12 

Init +5; Senses Perception +18 

Languages Basic, High Galactic, Ithorese, Mon Calamarian 

Defenses Ref 9 (flat-footed 9), Fort 10, Will 14 

hp 30; Threshold 10 

Speed 6 squares 

Melee unarmed +8 (1d4-1) 

Base Atk +9; Grp +8 

Special Actions Bellow 

Abilities Str 8, Dex 8, Con 10, Int 14, Wis 14, Cha 15 

Feats Skill Focus (Deception, Gather Information, Knowledge 
[bureaucracy], Perception, Persuasion), Skill Training (Gather 
Information, Knowledge [bureaucracy}), Weapon Proficiency 
(simple weapons) 

Skills Deception +18, Gather Information +13, Knowledge (bureaucracy) 
+18, Perception +18, Persuasion +18, Survival +8 (may reroll) 

Possessions datapad, portable computer, encrypted comlink 


RONTO 

Ronto is a Klatooinian pilot with Rogue Squadron. He confidently tears 
into opposing squadrons with measured skill, and finds wild pilots such as 
Andurgo to be needlessly reckless. He earns a tough reputation after surviving 
being shot down over Mon Calamari in the raid to steal the Imperious. He 
js rescued from an Imperial detention facility shortly thereafter by Monia 
and Imperial Knights, 


Ronto 

Medium Klatooinian scoundrel 7/ace pilot 1 

Destiny 1; Force 4 

Init +16; Senses Perception +9 

Languages Basic, Huttese 

Defenses Ref 19° (flat-footed 17), Fort 22°, Will 19 

hp 52; Threshold 22° 

‘Speed 6 squares 

Melee vibroblade +7 (2d6+6) 

Ranged blaster pistol +7 (3d6+4) or 

Ranged blaster pistol +5 (4d6+4) with Rapid Shot 

Base Atk +5; Grp +7 

Atk Options Point Blank Shot, Rapid Shot 

Special Actions Elusive Dogfighter, Hyperdriven, Knack, Lucky Shot, 
Starship Raider, Vehicular Combat 

Abilities Str 15, Dex 14, Con 12, Int 12, Wis 11, Cha 9 

Talents Elusive Dogfighter, Hyperdriven, Knack, Lucky Shot, 
Starship Raider 

Feats Armor Proficiency (light), Point Blank Shot, Rapid Shot, Skill Focus 
(Initiative, Pilot), Vehicular Combat, Weapon Proficiency (advanced 
melee weapons, pistols, simple weapons) 

Skills Initiative +18, Mechanics +10, Perception +9, Pilot +18, 
Use Computer +10 

Possessions padded flight suit, blaster pistol, vibroblade 

* When not wearing a flight suit, Ronto has the following adjusted stats: 
Reflex Defense 24 (flat-footed 22), Fortitude Defense 21, Threshold 21. 

Alternate Feats (from Starships of the Galoxy): Replace Rapid Shot with 
Starship Tactics (Counter) 
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CAPTAIN JAIUS YORUB 

Acareer naval officer, Yorub is a competent captain and a stalwart supporter 
of Admiral Stazi. Captain Yoru commands the Scythe-class battle cruiser 
Indomitable for many years before and after the fall of the Galactic Alliance. 
As the Admiral’s flagship, it leads the retreat from the Battle of Caamas and 
becomes the headquarters for the Galactic Alliance Core Fleet. 

Captain Yorub serves as Admiral Stazi’s advisor for many years after 
the Battle of Caamas, but he is never able to convince the Admiral of his 
importance as an icon as well as a fleet leader. When it came time for Com- 
mander Bey to choose between obeying Admiral Stazi or obeying Captain 
Yorub at the battle for the /mperious, Bey chose to obey Yorub and saved 
the Admirat’s life. Shortly thereafter, the wounded Captain Yorub was killed 
when he rammed the /ndomitable into the Mon Calamari shipyards. 


Captain Jaius Yorub CL 13 

Medium Sullustan noble 4/soldier 4/officer 5 

Destiny 2; Force 6 

Init +12; Senses darkvision; Perception +19 (may reroll) 

Languages Basic, Binary, Bocce, Bothese, Durese, Mon Calamarian, 
Sullustese 

Defenses Ref 26 (flat-footed 25), Fort 25, Will 30; Dodge 

hp 73; Threshold 25 

Speed 6 squares 

Melee unarmed +10 (1d4+6) 

Ranged blaster pistol +11 (3d6+6) 

Base Atk +10; Grp +11 

Atk Options Point Blank Shot 

Special Actions Assault Tactics, Battle Analysis, Born Leader, Coordinate, 
Deployment Tactics, Vehicular Combat 

Abilities Str 10, Dex 12, Con 10, Int 14, Wis 16, Cha 15 

Special Qualities Command cover, share talent (Assault Tactics, 
Deployment Tactics) 

Talents Armored Defense, Assault Tactics, Battle Analysis, Born Leader, 
Coordinate, Deployment Tactics, One for the Team 

Feats Armor Proficiency (light), Dodge, Linguist, Point Blank Shot, Skill 
Focus (Knowledge [tactics], Perception, Persuasion, Use Computer), 
Vehicular Combat, Weapon Focus (heavy weapons), Weapon 
Proficiency (heavy weapons, pistols, simple weapons) 

Skills Climb +7 (may reroll), Initiative +12, Knowledge (galactic lore) +13, 
Knowledge (tactics) +18, Mechanics +13, Perception +19 (may reroll), 
Persuasion +18, Pilot +13, Use Computer +18 

Possessions Galactic Alliance light armor, blaster pistol, encrypted 
comlink, code cylinder, datapad 

Alternate Talents (from Starships of the Golaxy): Replace Assault Tactics 
and One for the Team with Combined Fire and It's a Trap. 


ARMOR BONUS. EQUIPBONUS = MAXDEX SPEED SPEED 


ARMOR (CHECK PENALTY) COST TO REF DEFENSE TO FORT DEFENSE = BONUS (6SQ.) (4SQ.) WEIGHT AVAILABILITY 
Galactic Alliance armor 6,000 +4 +3 - - Okg Military 
Venom assault armor 17,000 +10 +1 4sq. 3 sq! 38 kg Military 


1 When running in heavy armor, you can only move up to three times your speed (instead of four times). When using the armor’s jumpjets in zero-g, speed is 


6 squares and 4 squares, respectively. 


ALLIANCE ARMOR 
The following armor is used by Galactic Alliance troops during and after the 
Sith-Imperial War. 


Galactic Alliance Armor 

Light Armor 

For over 100 years, the Galactic Alliance has used variations of its own 
light armor design, usually in dark blue hues with black accents. In its most 
recent form, the armor combines a padded armor base with a reinforced 
breastplate and fully armored gauntlets. Some front-line troopers also use 
a fully enclosed helmet with helmet package, but this varies by unit. It is not 
uncommon to see officers and others opt to use Galactic Alliance uniform 
hats and caps instead. 

‘Some variations of the standard Galactic Alliance uniform incorporate a 
flexible blast vest and a tight-fitting, open-faced helmet into their designs. 
This type is especially prevalent among the fleet crews at battle stations, It 
provides the same bonuses as a regular blast helmet and vest (see page 132 
of the Saga Edition core rulebook). 


Venom Assault Armor 

Heavy Armor 

Part powered armor, part armored spacesuit, Venom Assault armor provides 
ample protection from hostile attackers and environments. Additionally, the 
‘wearer can activate the armor's limited jump jets as a swift action to move at 
normal speed in zero-g. The jets are not powerful enough to lift an armored 
trooper in normal gravity, The suit also adds a +2 equipment bonus to the 
wearer's Strength. However, the wearer must have the Armor Proficiency 
(heavy) feat to use either the jets or gain the bonus to Strength. 

The wearer may survive up to 24 hours in the vacuum of ‘space or other 
hostile environmental conditions. Much like other Galactic Alliance uni- 
forms and armor sets, the Venom Assault armor has a dark blue and black 
color scheme and prominently features the Galactic Alliance logo on the 
shoulder pauldrons, 


ALLIANCE BQUIPMENT 
Equipment once exclusive to the Galactic Alliance armed forces can be found 
scattered throughout the galaxy after the Sith-Imperial War. 


COMPUTERS AND STORAGE DEVICES COST WEIGHT 
Xcalq-3GA “Slicer Special” portable computer 7,500 2kg 
Xcalq stealth pack 1,500 - 


Xcalq-3GA “Slicer Special" Portable Computer 

Among the array of tools available to the Galactic Alliance Core Fleet is this 
portable computer designed to quickly slice through the standard security 
in Galactic Alliance computer systems and networks. This is useful when 
the Galactic Alliance Core Fleet is forced to slice systems in former Galactic 
Alliance installations and ships, While the Empire has overlaid many sys- 
tems with its own security, and has its own military systems, most of the 
former Galactic Alliance bureaucratic systems still exist under the surface. 
Once inside, Galactic Alliance Core Fleet personnel quickly dissect it, as the 
systems are very similar or virtually identical to the systems they use every 
day on their own ships, 

The Xcalq-3GA may be used as a regular portable computer and has 
Intelligence 14, However, when used to slice Galactic Alliance systems and 
networks, the opposing system is automatically treated as friendly or helpful, 
Granting a +3 equipment bonus on all Use Computer checks made with that 
computer. This bonus does not apply to checks made to break through any 
initial Imperial security installed on the system, 


Xcalq Stealth Pack 
This stealth pack uses the Galactic Alliance Core Fleet's knowledge of their 


srmer computer systems to conceal a slicer's presence on a former or cur- 


nt tic Alliance computer or network 
computer equipped with this software package, you can slice into 

y hout being traced, isolated, or cut off by the system's 
sfeguards. If another character attempts to locate, isolate, or cut off your 
puter, make opposed Use Computer checks, The stealth pack grants a 


equipment bonus to your check 


Usin 


automatic 


ALLIANCE 
STARFIGHTERS 


ne Galactic Alliance Core fleet greatly depends on its starfighter squadrons 
fend the fleet and deliver large amounts of firepower in precision strikes. 
Ne Alliance goes to great lengths to obtain the materiel and replacement 
tarships required to keep the fleet functional. However, it prefers to use rec: 
gnizable Galactic Alliance fighter models, both because the ships’ systems 
are familiar and because it wants to remind enemies and observers that the 


alactic Alliance still exists. 


B8B-2 STARFIRE 
FIGHTER-BOMBER 

The BB-2 Starfire manufactured by SoroSuub is a three-man fighter-bomber 
with a large weapons load and considerable firepower. It primarily serves 
barrage bomber, launching multiple missiles and torpedoes in rapidfire 
alvos that pummel enemy ships and shields. The ship can also be outfitted 


her ordnance. 


proton bombs and o 

While the Starfire won't outrun any interceptors, its enormous engines 
rovide plenty of speed while supplying enough power to keep the ship's 
dual shielding system operational. However, it is not particularly agile. 
Instead, the BB-2 relies on a pair of turrets for additional defense, one of 
which mounts a laser cannon and the other a small missile launcher for use 
against incoming fighters 

The Starfire's three-man crew includes a pilot, copilot (primary weapons 
officer), and gunner (secondary weapons officer). All three crew members 


have access to the ship's adaptable weapons system. The pilot controls the 
forward-mounted laser cannon and can fire torpedoes and missiles at a -2 
penalty. The copilot controls the barrage and bombing systems and can take 


‘ol of one of the turrets, or even the pilot’s weapons, when needed. The 


co! 
gunner can control either turret, or even both at the same time. 


The Starfire's typical tactics are to fire from maximum range, sending 
ve after wave of missiles and torpedoes against a single target or target 
zone. However, in order to increase accuracy and reduce wasted ordnance, 
the Galactic Alliance Core Fleet squadrons move their ships as close as pos- 
sible to the enemy target and rely on their superior shields to survive such 
close encounters. 

BB-2 Starfires are best paired with an escort squadron of Crossfires, espe- 
cially when enemy fighters are in the area. Once the Torrents have expended 
their primary weapons, they usually return to their carrier for reloading. It’s 
not uncommon for a Starfire squadron to make multiple strikes during an 
extended fleet action. 
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BB-2 Starfire Fighter/Bomber 
Gargantuan starfighter 
Init +6; Senses Perception +6 
Defenses Ref 18 (flat-footed 13), Fort 29; +8 armor, Vehicular Combat 
hp 170; DR 10; SR 30°; Threshold 49 
Speed fly 16 squares (max. velocity 1,200 km/h), fly 5 squares 
(starship scale) 
Ranged laser cannons +8 (see below) and 
light laser cannon +6 (see below) and 
interceptor missile +6 (see below) or 
Ranged laser cannons +8 (see below) and 
light laser cannon +6 (see below) and 
interceptor missile +6 (see below) or 
proton torpedo salvo +11 (see below) and 
Ranged laser cannons +8 (see below) and 
light laser cannon +6 (see below) and 
interceptor missile +6 (see below) 
ion bomb +0 (see below) and 
Fighting Space 4x4 or 1 square (starship scale); Cover total 
Base Atk +2; Grp +36 
Atk Options autofire (laser cannons) 
Abilities Str 48, Dex 20, Con —, Int 18 
Skills Initiative +6, Mechanics +6, Perception +6, Pilot +6, 
Use Computer +6 
Crew 2 (skilled); Passengers 0 
Cargo 90 kg; Consumables 1 week; Carried Craft none 
Payload 10 interceptor missiles, 2 proton torpedo salvos, 3 ion bombs 
Hyperdrive x1, navicomputer 
Availability Military; Cost 200,000 (90,000 used) 
* Regenerating Shields: Increase the Shield Rating by 10 (up to the ship's 
maximum SR) when using the recharge shields action. 


CL 13 


Laser cannons (pilot) 


Atk +8 (+3 autofire), Dmg 4d10x2 
Light laser cannon (gunner) 

Atk +6 (+1 autofire), Dmg 3410x2 
Interceptor missile (gunner) 

Atk +6, Dmg 4d10x2, 4-square splash 
Proton torpedo salvo (gunner) 

Atk +11, Dmg 12d10x2, 10-square splash 
Jon bomb (gunner, atmosphere only) 

Atk +0, Dmg 5d10 ion, 10-square splash 


CFS CROSSFIRE STARFIGHTER 
After more than a hundred years of success with the crossed-wing design 
featured in a multitude of X-wing variants, a new design team at Incom 
incorporated the concept into a mainline starfighter designed specifically 
for the Galactic Alliance, Due to strict government requirements, as well as 
advancements in engine technology and armor composition, the ship would 
not be a direct descendent in terms of technology or styling. In keeping 
with the Galactic Alliance's design philosophy of packing more power into 
smaller ships, the Crossfire is a much smaller fighter, aside from its signature 
wings. However, Incom also took the trademark crossed-wing design in a 
new direction. 

The deployment system for the Crossfire's S-foils is mounted at the ship's 
bow, in front of the cockpit. Both wing sections remain horizontal in flight 
and landing mode, but the trailing wing section rotates to a vertical posi- 
tion when entering combat, while the forward section remains horizontal. 
The vertical wing is therefore directly in the middle of the pilot's forward 
view, but the wings amazingly thin profile minimizes the obstruction. The 
resulting gun orientation creates a laser intersection point far ahead of the 
fighter, making it devastating at longer ranges than fighters with twin guns 
mounted side-by-side, 

The ship features a compact yet powerful Coldstar ion tri-engine core 
mounted in a heavily armored pod. Combined with the fighter’s relatively 
small size, it provides the ship with excellent acceleration and maneuver- 
ability. Pilots love the Crossfire’s ability to take punishment. Much of the 
fighter's durability is due to its heavily armored cockpit and fuselage shroud, 
While the armored canopy limits the pilot's view, the heads-up displays and 
combat sensor packs more than compensate. 

The Crossfire is capable of operating independently of a carrier thanks 
to its built-in hyperdrive. It is one of the smallest ships with a fully capable 
navicomputer, thereby eliminating the need for an astromech droid for 
hyperspace navigation. While some pilots miss the companionship of the 
droid, most find that the new systems provide just as much information as 
a droid, without the personality quirks, 

Finally, the Crossfire is actually a two-seater, allowing a gunner or 
passenger to ride along in an aft facing seat, like the Rebel snowspeeders 
of old. However, most ships are flown solo, as the limited firing arc of the 
aft-mounted laser cannon reduces their effectiveness. Combined with the 
typical radical maneuvers performed in dogfighting, this leaves the gunner 
with few opportunities to effectively contribute to a battle. Enemy pilots 
soon learn to ignore the aft cannon, but this can occasionally get them into 
trouble, should a gunner actually be on board. Additionally, the fighter is 
designed to be adapted quickly to pilots of many species, though some of 
the larger ones may find the small cockpit a bit cramped. 


CF9 Crossfire Starfighter CL 12 
Gargantuan starfighter 
Init +9; Senses Perception +6 
Defenses Ref 21 (flat-footed 16), Fort 28; +8 armor, Vehicular Combat 
hp 150; DR 10; SR 30; Threshold 48 
Speed fly 16 squares (max. velocity 1,200 km/h), fly 5 squares 
{starship scale) 
Ranged laser cannons +7 (see below) and 
double light laser cannon +5 (see below) or 
Ranged proton torpedoes +7 (see below) and 
double light laser cannon +5 (see below) 
Fighting Space 4x4 or 1 square (starship scale); Cover total 
Base Atk +2; Grp +48 
Atk Options autofire (laser cannons, light laser cannon) 
Abilities Str 46, Dex 26, Con —, Int 16 
Skills Initiative +9, Mechanics +6, Perception +6, Pilot +9, 
Use Computer +6 
Crew 1 (skilled); Passengers 1 (gunner) 
Cargo 70 kg; Consumables 1 week; Carried Craft none 
Payload 6 proton torpedoes 
Hyperdrive x1, navicomputer 
Availability Military; Cost not available for sale 


Laser cannons (pilot) 


Atk +7 (+2 autofire), Dmg 6d10x2 
Double light laser cannon (gunner) 

Atk +5 (+0 autofire), Dmg 34102 
Proton torpedoes (pilot) 

Atk +7, Dmg 10d10x2, 4-square splash 


14 IONIZER STARFIGHTER 

When a military force needs to disable a ship quickly with little damage to 
the superstructure, no smail fighter can do the job more quickly than the I4 
lonizer, developed by Koensayr. Armed with multiple ion cannons, this ship 
unloads a barrage of ion energy designed to overwhelm a target's contro! 
systems. A squadron of lonizers can disable a small freighter in a single pass 
and wreak havoc on larger ships with multiple attacks. 

Fortunately for the galaxy’s merchant traffic, the 14 is a strictly regu- 
lated craft, restricted to military sales only. The vast majority wind up in 
Galactic Alliance fleets, but following the Alliance's surrender, some decom- 
missioned ships find their way to smaller governments and the occasional 
pirate flotilla. 

The ship carries a single pilot plus an astromech droid and is hyperspace- 
capable. It is well armored, but only carries light shielding due to interference 
between the extensive ion weaponry and the shield generators. When more 


lethal force is required, the pilot can fall back on the ship's underpowered 
laser cannons. 

The ship can also carry a pair of wing-mounted disruptor torpedoes, These 
heavy, oversized torpedoes contain massive ion capacitors that discharge 
their energy on impact, essentially forming an ion bomb. The massive jolt 
of energy is capable of completely burning out a ship's electrical systems 
{in the case of a light freighter), or seriously damage the systems near the 
area of impact (in the case of large space transports or capital ships). They 
are generally too big and slow to be effective against agile craft such as 
starfighters or smaller patrol ships. 


14 lonizer Starfighter cL 
Gargantuan starfighter 
Init +8; Senses Perception +6 
Defenses Ref 19 (flat-footed 12), Fort 26; +7 armor, Vehicular Combat 
hp 120; DR 10; SR 15; Threshold 46 
‘Speed fly 16 squares (max. velocity 1,200 km/h), fly 5 squares 
(starship scale) 
Ranged laser cannons +7 (see below) or 
quad medium ion cannons +7 (see below) or 
disruptor torpedo +7 (see below) 
Fighting Space 4x4 or 1 square (starship scale); Cover total 
Base Atk +2; Grp +48 
Atk Options autofire (laser cannons, quad medium ion cannons) 
Abilities Str 42, Dex 24, Con —, Int 16 
Skills Initiative +9, Mechanics +6 (+13*), Perception +6 (+3), Pilot +9, 
Use Computer +6 (+13*) 
* If the ship has an astromech droid, use these skill modifiers instead. 
Crew 1 plus astromech droid (skilled); Passengers 0 
Cargo 70 kg; Consumables 1 week; Carried Craft none 
Payload 2 disruptor torpedoes 
Hyperdrive x1, navicomputer 
Availability Military; Cost not available for sale 


Laser cannons (pilot) 

Atk +7 (+2 autofire), Dmg 6d10x2 
Quad medium ion cannons (pilot) 

Atk +7 (+2 autofire), 7d10x2 ion 
Disruptor torpedo (pilot) 


Atk +7, Dmg 7d10x2, 4-square splash 
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YUMPSTAR HPF STARFIGHTER 
The Jumpstar Hyperspace Pursuit Fighter is @ sleek ship with dual engines 
flanking a central cockpit and a pair of retractable sensor arrays that span 
between the engines, arcing over and under them. The fighter’s primary duty 
is to pursue fleeing ships through hyperspace, making it popular among 
military organizations and law enforcement agencies that must track fleeing 
targets regularly. In addition to its sophisticated sensors and exceptional 
hyperdrive, the Jumpstar is also an excellent pursuit fighter. Though not 
quite as fast as the best interceptors, the ship performs well against other 
topline fighters. 

Jumpstars successfully track targets by one of two methods. The most 
reliable way is to tag a target with an S-thread or other hyperspace tracking 
device, usually fired from the attacking fighter via a marker missile. While 
large starships such as capital ships or freighters are easy to tag, fighters, 
shuttles, and other small craft are more difficult to hit. The second method is 
less reliable, as it depends on the fighter's own sensor array and navigational 
computer to analyze a fleeing ship's departure vector, engine output, and 
other data that might tip off its final destination. Often such calculations 
must be made with great speed, and the pilot must make some educated 
guesses and assumptions when presented with a list of possible destinations, 
Plotting hyperspace jumps at great speed is always a risky business. 

To trace a fleeing starship with a tracking device attached, the pilot must 
make a DC 15 Use Computer check. To track a starship without a homing 
‘beacon, the Jumpstar (or another Jumpstar) must have observed the ship's 
departure into hyperspace, and the pilot must make a DC 25 Use Computer 
check (with a -2 penalty for each range increment beyond short in starship 
scale). In either case, the pilot adds the ship's Intelligence modifier to the 
roll, After this roll is made, the pilot must still make a standard astrogation 
check to initiate the pursuit. 


A SUMPBTAR HEF 


Jumpstar HPF Starfighter cL 

Gargantuan starfighter 

Init +7; Senses Perception +6 

Defenses Ref 18 (flat-footed 12), Fort 24; +7 armor, Vehicular Combat 

hp 100; OR 10; SR 15; Threshold 44 

Speed fly 16 squares (max. velocity 1,200 km/h), fly 5 squares 
(starship scale) 

Ranged laser cannons +8 (see below) or 

Ranged marker missile +8 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +31 

Atk Options autofire (laser cannons} 

Abilities Str 39, Dex 22, Con —, Int 18 

Skills Initiative +7, Mechanics +6, Perception +6, Pilot +7, 
Use Computer +6 

Crew 1 (skilled); Passengers 0 

Cargo 70 kg; Consumables 1 week: Carried Craft none 

Payload 8 marker missiles 

Hyperdrive x1, navicomputer 

Availability Military; Cost 275,000 (125,000 used) 

* Regenerating Shields: Increase the Shield Rating by 10 (up to the ship's 
maximum SR} when using the recharge shields action. 


Laser cannons (pilot) 
Atk +8 (+3 autofire), Sd10x2 


Marker missile (pilot) 
Atk +8, Dmg — (target vessel successfully tagged for tracking) 


RC-2 TWitiGHT ScouTsHiP 

The Twilight scoutship produced by Incom is a favorite of Galactic Alliance 
recon units, This single-person ship has an extended cockpit, giving it enough 
space to allow the pilot to move around the cabin during extended surveil- 
lance duties, For shorter trips, one to two passengers may crowd aboard and 
Operate the sensor suite at the auxiliary positions. 

The Twilight incorporates advances in stealth technology originally devel- 
oped for the StealthX X-wing fighter. As its name suggests, the Twilight is 
painted in a mottled pattern of dark gray to black hues, lightly speckled with 
white dots so that the ship blends into the starfield of deep space. The coating 
‘also reduces the ship's sensor reflectivity and dampens its heat signature. 
The ship's ion engines are similar to those of TIE fighters—small, with minimal 
engine glow to betray its position. While stationary and in passive sensor 
mode, the Twilight can be extremely difficult to detect. 


TWO TWKIGMT SCOUTEHIPS® DEPART A BHABHORE-CLASS FRIGATE 


The Twilight relies on stealth to survive, as it has light shielding, armor, and 
weaponry. However, it also carries a launcher capable of firing two powerful 
missiles or torpedoes, enabling it to make effective surprise attacks or giving 
t additional firepower if detected. Additionally, the ship can create limited 
jamming field to disrupt enemy sensor readings and targeting computers 
at short range. 

RC-2 Twilight Scoutship cL 10 
Gargantuan starfighter 

Init +7; Senses Perception +6 
Defenses Ref 18 (flat-footed 12), Fort 26; +7 armor, Vehicular Combat 

hp 130; DR 10; SR 10; Threshold 46 


locity 1,200 km/h), fly 5 squares 


Speed fly 16 squares (max. v 
(starship scale) 

Ranged laser cannons +7 (see below) or 
proton torpedoes +7 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +33 

Atk Options autofire (laser cannons) 

Abilities Str 43, Dex 22, Con —, Int 16 

Skills Initiative +7, Mechanics +6, Perception +6, Pilot +7, 
Use Computer +6 


Crew 1 (skilled); Passengers 2 

Cargo 100 kg; Consumables 2 weeks; Carried Craft none 

Payload 2 proton torpedoes 

Hyperdrive x1, navicomputer 

Availability Military; Cost 275,000 (125,000 used) 

Stealth Technology—Perception and Use Computer checks made to 

t this ship take a -10 penalty, An enemy attacking this ship does 
not apply its ship's Intelligence modifier to attack rolls 


Laser cannons (pilot) 

Atk +7 (+2 autofire), Dmg 5d10x2 
Proton torpedoes (pilot) 

Atk +7, Dmg 10d10x2, 4-square splash 


ALLIANCE SPACE 
TRANSPORTS 


The Galactic Alliance Core Fleet relies on a mix of Alliance transports and 
commercially available vessels to transport personnel and materiel 


CRIX-CLASS ARMORED 

SHUTTLE 

The Crix-class Armored Shuttle is one of the mainstays of the Galactic Alli- 
ance military and diplomatic services. The shuttle features a heavily armored 
split-shell design that encases most of the vessel, The armor provides excel: 

lent protection from attacks above or below, leaving a relatively narrow slot 
between the shells that exposes the engines, cockpit and sides of the ship. A 
tall, vertical fin houses powerful long-range communications sensors, Like so 
ny of Corellian Engineering Corporation's designs, the shuttle is easily modi. 

fied to support many different civilian and military roles as well as different 
classes of passenger comfort. Two primary versions are in use by the Galactic 
Alliance: the diplomatic courier (DC-4a) and the assault shuttle (A-2s). 

The shuttle’s design showcases its lineage as a joint effort between the 
Mon Calamari shipyards and the Corellian Engineering Corporation, The 
armored shell's shape and surface blisters are common to Mon Calamari 
craft, while the ship's engine, bridge and interior recall features of the suc~ 
cessful Corellian Blockade Runner, Even the ship's class designation shares 
a history with both company's homeworlds: Rebel and New Republic hero 
Crix Madine was born on Corellia, and later helped to defend Mon Calamar 
against the reborn Emperor's World Devastators. 

The diplomatic courier version of the shuttle has relatively light weapons. 
Pilot-controlled laser cannons flank the cockpit and are exposed at all times. 
However, the shuttle also carries retractable blaster turrets within the lower 
shell that may be extended to provide extra firepower and 360-degree 
protection, often to the surprise of enemies. 
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The assault shuttle carries heavier armor and better shielding, as well 
‘as much heavier firepower. The area between the upper and lower shells is 
ringed by a series of additional blaster cannons, enabling the ship to form 
its own perimeter of fire when on the ground in hostile territory. Troopers 
aboard ship may fire these cannons, or they can be set to automatic fire, 
which reduces their accuracy. Four boarding ramps allow the rapid deploy- 
ment of troops and speeders. 


Crix-class Diplomatic Courier Shuttle 
Colossal space transport 
Init +0; Senses Perception +6 
Defenses Ref 18 (flat-footed 14), Fort 31; +14 armor, Vehicular Combat 
hp 200; DR 15; SR 25; Threshold 81 
Speed fly 12 squares (max. velocity 850 km/h), fly 4 squares 
(starship scale) 
Ranged twin laser cannons +7 (see below) and 
blaster cannon battery +11 (see below) 
Fighting Space 12x12 or 1 square (starship scale); Cover total 
Base Atk +2; Grp +43 
Atk Options autofire (twin laser cannons, blaster cannons) 
Abilities Str 52, Dex 18, Con —, Int 16 
Skills Initiative +0, Mechanics +6, Perception +6, Pilot +0, 
Use Computer +6 
Crew 5 (skilled); Passengers 30 
Cargo 50 tons; Consumables 2 months; Carried Craft none 
Hyperdrive x1 (backup x10), navicomputer 
Avai ity Military; Cost 500,000 (200,000 used) 


cL 13 


‘Twin laser cannons (pilot) 
Atk +7 (+2 autofire), Dmg 3410x2 
Blaster cannon battery (4 gunners) 
Atk +11 (+6 autofire), Dmg Sd10x2 


Crix-class Assault Shuttle 
Colossal space transport 
Init +0; Senses Perception +6 
Defenses Ref 20 (flat-footed 16), Fort 31; +16 armor, Vehicular Combat 
hp 200; DR 15; SR 50°; Threshold 81 
‘Speed fly 12 squares (max. velocity 850 km/h), fly 4 squares 

(starship scale) 
Ranged twin laser cannons +7 (see below) and 

2 blaster cannon batteries +11 (see below) 
Fighting Space 12x12 or 1 square (starship scale); Cover total 
Base Atk +2; Grp +43 


CL15 


Atk Options autofire (twin laser cannons, blaster cannon batteries) 

Abilities Str 52, Dex 18, Con —, Int 16 

Skills Initiative +0, Mechanics +6, Perception +6, Pilot +0, 
Use Computer +6 

Crew 5 (skilled); Passengers 50 

Cargo 50 tons; Consumables 1 month; Carried Craft 2 landspeeders or 6 
speeder bikes 

Hyperdrive x1 (backup x10), navicomputer 

Availability Military; Cost 600,000 (260,000 used) 

* Regenerating Shields: Increase the Shield Rating by 10 (up to the ship's 
‘maximum SR) when using the recharge shields action. 


‘Twin laser cannons (pilot) 
Atk +7 (+2 autofire), 
Blaster cannon battery (4 
Atk +11 (+6 autofire), Dmg 7410x2 


5d10x2 


MT DROPSHIP 

The Corellian Engineering Corporation's MT dropship is the Galactic Alliance's 
Standard means of transporting large numbers of troops and their heavy 
equipment and vehicles to a planet's surface. The ship is a towering, conical 
craft. The bridge and command center are located at the top of the truncated 
cone, giving the pilots and commanders a 360° view of the area around them. 
Pilot stations can be configured to view out of the sides of the ship while 
descending, or up through the top while flying in space. Communications 
arrays jut out from the top of the cone, while the level below the command 
center is ringed with laser cannons and missile launchers. 

Once on the ground, the sides of the cone’s base retract to allow troops 
and vehicles to disembark quickly. The ship carries 200 troops plus gear and 
speeders, or 4 Huge walkers or speeders and up to 50 support troops. 

The ship is heavily armored and shielded, but is relatively slow and requires 
an escort to a battle zone, It is not hyperspace capable. It often serves asa 
shuttle, bringing down multiple waves of troops and vehicles, and evacuating 
wounded or other personnel. It also serves as a central command post and 
communications center for troops on the ground, 


MT Dropship 
Colossal space transport 
Init -2; Senses Perception +6 
Defenses Ref 18 (flat-footed 16), Fort 38; +16 armor, Vehicular Combat 
hp 300; DR 15; SR 50; Threshold 88 
Speed fly 12 squares (max. velocity 850 km/h), fly 4 squares 
(starship scale) 
Ranged laser cannon battery +15 (see below) and 
concussion missiles +11 (see below) 


CL 15 


Fighting Space 12x12 or 1 square (starship scale); Cover total 
Base Atk +2; Grp +50 
Atk Options autofire (laser cannons) 
Abilities Str 66, Dex 14, Con —, Int 16 
Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 
Crew 15 (skilled); Passengers 200 
Cargo 500 tons; Consumables 1 week; Carried Craft special 
Payload 24 concussion missiles 
Availability Military; Cost 600,000 (300,000 used) 


Laser cannon battery (6 gunners) 

Atk +15 (+10 autofire), Dmg 6d10x2 
Concussion missiles (4 gunners) 

Atk +11, Dmg 9d10x2, 4-square splash 


SCARLET STAR 

The Scarlet Staris one of many light freighters in service to the Galactic Alli- 
ance Core Fleet. The ship is an old YT-2400, but one that has led a charmed 
life. Though its core design may be obsolete by modern standards, its systems 
have been significantly modernized and updated. Of course, such a ship is 
always temperamental, although the YT series has long been known for its 
longevity and sturdiness. The commonness of the ship type, even after all 
these years, still makes it easy to find parts for maintenance, and it rarely 
draws much attention to itself, 

The Scarlet Star hauls light cargo, parts, and other supplies required by 
the fleet. It often doubles as a passenger ship or shuttle when required, It has 
fo set crew or owner, but is instead assigned to different crews or mission 
teams as needed, While it is decently armored and armed, the fleet does not 
use it as a combat vessel. 


Scarlet Star (Modified YT-2400 Transport) cL10 

Colossal space transport 

Init -1; Senses Perception +6 

Defenses Ref 19 (flat-footed 16), Fort 27; +15 armor 

hp 120; DR 15; SR 30; Threshold 77 

Speed fly 12 squares (max. velocity 850 km/h), fly 4 squares 
(starship scale) 

Ranged laser cannons +4 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +37 

Abilities Str 42, Dex 18, Con —, Int 14 

Skills Initiative +3, Mechanics +6, Perception +6, Pilot +3, 
Use Computer +6 


Crew 3 (skilled); Passengers 6 
Cargo 150 tons; Consumables 2 months; Carried Craft none 
Availability Unique; Cost not available for sale 


Laser cannons 
Atk +4, Dmg 5d10x2 


ALLIANCE 
CAPITAL SHIPS 


The Galactic Alliance Core Fleet fleet contains examples above almost every 
major capital ship deployed by the Galactic Alliance in recent years. However, 
as time wears on, they are always on the lookout to acquire additional ships, 
from almost any source. Some are acquired from the Imperials, a very few are 
purchased through commercial channels, and some are mothballed Galactic 
Alliance starships that were stolen from the repositories before they could 
be scrapped after the Imperial takeover. 


SABERTOOTH-CLASS 

ASSAULT & RESCUE VESSEL 

The Sabertooth-class ship is unique in design and function. It features 
‘two long “teeth” that extend down from its bow. These teeth are heavily 
reinforced and adjust to almost any angle. Concealed within are powerful 
close-range grappling systems, enabling the ship to capture and latch on to 
enemy vessels or damaged craft. The teeth are strong enough to pierce the 
hulls of many craft, enabling zero-g assault troops to board captured vessels 
or quickly deploy rescue teams. 

A captured ship is largely helpless in the Sabertooth's grip. The ship's 
powerful engines enable it to haul its catch quickly out of the area. Its super- 
structure is designed to absorb close-range laser fire and survive collisions 
with little to no damage. As a last resort, if the Sabertooth’s teeth become 
trapped in a vessel that is in danger of exploding or otherwise harming the 
Sabertooth itself, it may use explosive bolts to jettison the teeth in order 
to make a hasty retreat. 

Its dual role as an assault ship and rescue vessel require it to carry assault 
troops, equipment, and weaponry for boarding actions, as well as a full 
complement of medical and rescue personnel. 

Tactical Fire: As a standard action, a Sabertooth-class ship can forgo 
all attacks to provide tactical fire to all adjacent squares, Any successful 
attack against an enemy ship of Colossal (frigate) size or larger within this 
area deals +1 die of damage. 
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Sabertooth-class Assault & Rescue Vessel 
Colossal (frigate) capital ship 

Init +0; Senses Perception +6 
Defenses Ref 15 (flat-footed 11), Fort 3! 
hp 780; DR 15; SR 100; Threshold 135 
Speed fly 3 squares (starship scale) 


5; +11 armor 


Ranged 3 turbolaser batteries +12* (see below) and 
2 point-defense laser cannon batteries +12 (see below) and 
2 tractor beam batteries +12° (see below) 


Fighting Space 1 square (starship scale); Cover total 
Base Atk +2; Grp +47 
Atk Options autofire 


pint-defense laser cannon batteries) 


CL17 


Abilities S Dex 18, Con —, int 14 
Skills Initiative +0, Mechanics +6, Perception +6, Pilot +0 
Use Computer +6 


Crew 800 (skilled) Passengers 300 (troops and 
Cargo 3,000 tons; Consumables | year; Carried Craft none 


escue personnel) 


Hyperdrive x1 (backup x10), navicomputer 
Availability Military; Cost not available for sale 


* Apply a ~20 penalty on attacks ogainst targets smaller than Colossal size. 


Turbolaser battery (5 gunners) 
Atk +12 (-8 against targets smaller than Colossal), Dmg 4410x5 
Point-defense laser cannon battery (5 gunners) 
_Atk +12 (+7 autofire), Dmg 24102 
Tractor beam battery (5 gunners) 
Atk +12 (-8 against targets smaller than Colossal), 
Dmg — (grapple +48) 


SHASHORE-CLASS FRIGATE 

The Mon Calamari ShaShore-class frigate is one of the Galactic Alliance's 
most versatile ships. As with other Galactic Alliance ships, the frigate has 
large blade-like structures at the bow of the craft. However, on the ShaShore, 
the blades may be switched out for specialized units, blades, or pods. In the 
standard configuration, the blades house an array of turbolasers and torpedo 


tubes. Other options include long-range sensor pods, sensor jammers, and 


devastating barrage-style missile launchers. 
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ShaShore-class Frigate cL 18 
Colossal (frigate) capital ship 
Init -1; Senses Perception +6 


Defenses Ref 14 (flat-footed 11), Fort 36; + 
hp 900; DR 15; SR 100; Threshold 136 
Speed fly 3 squares (starship scale) 
Ranged 6 turbolaser batteries +16" (see 


armor 


w) and 


2 point-defense laser cannon batteries +16 (see below) and 


2 proton torpedo batteries +12* (see below) and 

1 tractor beam battery +8* (see below) 
Fighting Space 1 square (starship scale); Cover total 
Base Atk +2; Grp +48 
Atk Options autofire (point-defense laser cannon batteries) 
Abilities Str 62, Dex 16, Con —, Int 18 
Skills Initiative -1, Mechanics +6, Perception +6, Pilot -1 


Use Computer +6 


Crew 1,200 (skilled); Passengers 250 (troops) 

Cargo 7,000 tons; Consumables 2 years; Carried Craft 24 CF9 Crossfire 
starfighters, 2 shuttles 

Payload 80 proton torpedoes 

Hyperdrive x1 (backup x10), navicomputer 

Availability Military; Cost not available for sale 

* Apply a -20 penalty on attacks against targets smaller than Colossal size. 


Turbolaser battery (6 gunners) 
Atk +16 (-4 against targets smaller than Colossal), Dmg 4d10x5 
Point-defense laser cannon battery (6 gunners) 
Atk +16 (+11 autofire), Dmg 2410x2 
Proton torpedo battery (4 gunners) 
Atk +12 (-8 against targets smaller than Colossal), Dmg 10d10x5, 
4-square splash 
Tractor beam battery (2 gunners) 
Atk +8 (-12 against targets smaller than Colossal), 
Dmg — (grapple +48) 


Alternate Blade Configurations 

The weapons shown above reflect the ShaShore’s basic configuration, If 
alternate bow blades are installed, adjust per the following: 

Long Range Sensor Pod—Replace the proton torpedo batteries and two 
turbolaser batteries with long-range sensors, The distance penalty for 
Use Computer checks with long-range sensors is reduced from ~5 to -2 
for every 10 squares to the target. The first time a ship moves within 
60 squares of the ShaShore (instead of 30 squares), the ShaShore can 
make a Use Computer check to identify it (see page 19 of Storships of 
the Galaxy). 

Communications Jammer—Replace the proton torpedo batteries and two 
turbolaser batteries with a communications jamming array and enhanced 
sensor array. This ship gains a +4 equipment bonus to its Intelligence 
‘score. All enemy ships within 6 squares of the ShaShore take a penalty 
‘on Use Computer checks involving communications and fire control 
systems. The penalty is -6 for starfighters, -4 for space transports and 
~2 for capital ships (see pages 44 and 51 of Storships of the Galaxy). 

Concussion Barrage Blades—Replace the proton torpedo batteries and 
two turbolaser batteries with 4 heavy concussion missile batteries 
(see below). 


Heavy Concussion missile battery (5 gunners) 
Atk +14 (-6 against targets smaller than Colossal), Dmg 9d10x5, 
4-square splash 


SCYTHE-CLASS 

BATTLE CRUISER 

The Scythe-class battle cruiser is the backbone of the Galactic Alliance 
fleet, necessitated by economic realities that promoted the use of small, 
fast vessels in lieu of the massive Super Star Destroyers or Mon Calamari 
Viscounts of previous generations. The Scythe is about a third the size of an 
Imperial Star Destroyer, but faster and more maneuverable than the current 
Pellacon-class Star Destroyer. 

The Scythe is so named for the massive vertical blade bisecting the bow 
of the ship. The leading edge of the blade, as well was the leading edge of 
the ship's main fuselage, contains densely spaced turbolaser batteries and 
torpedo tubes. This impressive array of weaponry can be focused on a single 
point ahead of the ship, commonly called the “cross of fire.” Few ships can 
withstand the focused, withering firepower brought to bear within the cross 
for any length of time. 

The ship's configuration comes with tradeoffs, however. Massive power 
conduits run from the ship's main power generators and numerous auxiliary 
generators to the many turbolasers and other weapons through the length 
of the blade. Also, the Scythe's weapon arrangement decreases the firepower 
available to defend the remaining firing arcs. The ship relies on its superior 
maneuverability and speed to bring its “cross of fire” to bear, and keep enemy 
ships from outflanking it. Escorting capital ships and fighters aid in the ship's 
side and aft defenses as well. 

The Scythe also serves asa flect carrier, with hangar levels taking up much 
of the lower decks of the blade. The two upper hangars serve the starfight- 
ers, shuttles, and smaller craft, while larger vessels, such as assault ships 
and supply ships, use the lower hangars. Docking ports are also provided in 
other areas around the main fuselage. 

Tactical Fire: As a standard action, a Scythe-class battle cruiser can forgo 
all attacks to provide tactical fire to all squares within 2 squares of itself. Any 
‘enemy starship that starts its turn in this area takes a -2 penalty to Reflex 
Defense and decreases its DR by 5 until the start of its next turn, 


“THOUGH BATTLES 
HAVE BEEN LOST, 
THE ALLIANCE STILL 
LIVES. WE HAVE NOT 
SURRENDERED, WE 
DO NOT CONCEDE 
THE STARS. WE WILL 
WIN BACK 
OUR BIRTHRIGHT." 


-WAIUS YORUB 


Scythe-class Battle Cruiser CL 22 

Colossal (cruiser) capital ship 

Init -1; Senses Perception +6 

Defenses Ref 16 (flat-footed 13), Fort 54; +13 armor 

hp 1,900; DR 20; SR 130; Threshold 254 

Speed fly 3 squares (starship scale) 

Ranged 3 heavy turbolaser batteries +13° (see below) and 
6 turbolaser batteries +13° (see below) 
2 heavy ion cannon batteries +9* (see below) 
2 tractor beam batteries +9* (see below) 
4 proton torpedo batteries +13° (see below) 

Fighting Space 2x2 squares (starship scale); Cover total 

Base Atk +2; Grp +66 

Atk Options cross of fire 

Abilities Str 99, Dex 16, Con —, Int 20 

Skills Initiative -1, Mechanics +6, Perception +6, Pilot -1, 
Use Computer +6 : 

Crew 5,200 (skilled); Passengers 1,500 (troops) 

Cargo 18,000 tons; Consumables 1 year; Carried Craft 36 CF9 Crossfire 
starfighters, 4 shuttles 

Payload 160 proton torpedoes 

Hyperdrive x.75 (backup x8), navicomputer 

Availability Military; Cost not available for sale 

* Apply a ~20 penalty on attacks against targets smaller than Colossal size. 

Cross of Fire—As a standard action, the commander of the Scythe-class 
battle cruiser can designate a single square within 6 squares as the 
ship's cross of fire zone. When the battle cruiser fires on a single target 
within its cross of fire zone, it gains a +2 bonus on the attack roll and 
deals +1 die of damage on a hit. 


Heavy turbolaser battery (4 gunners) 


Atk +13 (-7 against targets smaller than Colossal), Dmg 12d10x5 


‘Turbolaser battery (4 gunners) 


Atk +13 (-7 against targets smaller than Colossal), Dmg 84105 


Heavy ion cannon battery (2 gunners) 

Atk +9 (-11 against targets smaller than Colossal), Dmg 6d10x5 ion 
Tractor beam battery (2 gunners) 

Atk +9 (-11 against targets smaller than Colossal), 

=( +66) 

Proton torpedo battery (4 gunners) 

‘Atk +13 (-7 against targets smaller than Colossal), Dmg 10d10x5, 

4-square splash 


Indomitable 

The Indomitable is the famous flagship of Admiral Stazi and the Galactic 
Alliance Core Fleet, a symbol of the Galactic Alliance's power throughout 
the Sith-Imperial War. When Admiral Stazi uses the ship to lead a desperate 
retreat from the Imperial trap at the Battle of Caamas, the ship becomes a 
symbol of the Core Fleet's unwillingness to yield to tyranny, in spite of the 
Galactic Alliance's surrender. 

The Indomitable is destroyed in Admiral Stazi’s attempt to capture the 
Star Destroyer /mperious at the Mon Calamari shipyards. Captain Yorub rams 
the Indomitable into the shipyard ring, destroying a third of the structure 
and massively damaging the rest, seriously inhibiting Imperial starship 
construction and repair. 

Tactical Fire: As a standard action, the Indomitable can forgo all attacks 
to provide tactical fire to all squares within 2 squares of itself. Any enemy 
‘starship that starts its turn in this area takes a -2 penalty to Reflex Defense 
and decreases its DR by 5 until the start of its next turn. 


indomitable (Scythe-class Battle Cruiser) 

Colossal (cruiser) capital ship 

Init +1; Senses Perception +8 

Defenses Ref 16 (flat-footed 13), Fort 54; +13 armor 

hp 1,900; DR 20; SR 130; Threshold 254 

‘Speed fly 3 squares (starship scale) 

Ranged 3 heavy turbolaser batteries +16" (see below) and 
6 turbolaser batteries +16° (see below) 
2 heavy ion cannon batteries +12" (see below) 
2 tractor beam batteries +12° (see below) 
4 proton torpedo batteries +16" (see below) 

Fighting Space 2x2 squares (starship scale); Cover total 

Base Atk +5; Grp +69 

Atk Options cross of fire 

Abilities Str 99, Dex 16, Con —, Int 20 

Skills Initiative +1, Mechanics +8, Perception +8, Pilot +1, 
Use Computer +8 

Crew 5,200 (expert); Passengers 1,500 (troops) 

Cargo 18,000 tons; Consumables 1 year; Carried Craft 36 CF9 Crossfire 
starfighters, 6 shuttles, 2 light freighters 

Payload 160 proton torpedoes 

Hyperdrive x.75 (backup x8), navicomputer 

Availability Military; Cost not available for sale 

* Apply a -20 penalty on attacks against targets smaller than Colossal size. 

Cross of Fire—As a standard action, the commander of the Indomitable 
can designate a single square within 6 squares as the ship's cross of 
fire zone. When the battle cruiser fires on a single target within its 
cross of fire zone, it gains a +2 bonus on the attack roll and deals +1 
die of damage on a hit. 
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bar ‘battery (4 gunners) 
betes targets smaller than Colossal), Dmg 12d10x5, 


Turbolaser battery (4 gunners) i 

Atk +16 (-4 against targets smaller than Colossal), Dmg 8410x5 
Heavy ion cannon battery (2 gunners) 

Atk +12 (-8 against targets smaller than Colossal), Dmg 6d10x5 ion 
Tractor beam battery (2 gunners) ; 
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Proton torpedo battery (4 gunners) 
Atk +16 (-4 against targets smaller than Colossal), Dmg 10d10x5, 
4-square splash 


TRI-SCYTHE-CLAS FRIGATE 

The Galactic Alliance and the Mon Calamari shipyards occasionally experi- 
ment with variations of the “cross of fire” concept, as evidenced by the Tri- 
Scythe. It is bulkier than the ShaShore-class frigate, due to the additional 
reactors and generators needed to power the weaponry housed within three 
parallel blades at the bow of the ship. The blade configuration contains 
fewer weapons than the standard Scythe, but far more than the ShaShore. 
Unfortunately, the added bulk decreases the ship's maneuverability and speed, 
leaving the ship less able to bring its “cross of fire” to bear, and making it 
easier for attacking craft to flank. The ship's carried craft complement is 
slightly larger than other frigates, 

Tactical Fire: As a standard action, a Tri-Scythe-class frigate can forgo 
all attacks to provide tactical fire to all adjacent squares, Allied ships within 
this area gain a +1 bonus on attack rolls and a +4 bonus on damage rolls 
with all attacks. 


Tri-Scythe-class Frigate 

Colossal (frigate) capital ship 

Init -2; Senses Perception +6 

Defenses Ref 13 (flat-footed 11), Fort 36; +11 armor 

hp 920; DR 15; SR 100; Threshold 136 

‘Speed fly 3 squares (starship scale) 

Ranged 10 turbolaser batteries +15* (see below) and 
2 point-defense laser cannon batteries +15 (see below) and 
1 tractor beam battery +7° (see below) and 
4 proton torpedo batteries +11* (see below) 

Fighting Space 1 square (starship scale); Cover total 

Base Atk +2; Grp +48 

Abilities Str 62, Dex 14, Con —, Int 16 

Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6. 
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Crew 1,400 (skilled); Passengers 250 (troops) 

Cargo 7,000 tons; Consumables 2 years; Carried Craft 12 CF9 Crossfire 
starfighters, 2 shuttles 

Payload 160 proton torpedoes 

Hyperdrive x1 (backup x10), navicomputer 

Availability Military; Cost not available for sale 

* Apply a -20 penalty on attacks against targets smaller than Colossal size. 


‘Turbolaser battery (6 gunners) 
Atk +15 (-5 smaller than Colossal), 
Point-defense laser cannon battery (6 gunners) 
Atk +15 (+10 autofire), Dmg 2d10x2 
Tractor beam battery (2 gunners) 
Se ee 
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Proton torpedo battery (4 gunners) 
Atk +11 (-9 against targets smaller than Colossal), Dmg 10d10xS5, 
4-square splash 


DEEP SPACE CAMPS 
Constantly on the run and without access to a major shipyard or spaceport, 
the Galactic Alliance Core Fleet must improvise in the maintenance and repair 
of its starships. Unable to use known systems without risking detection by 
Imperial spies or surveillance, the fleet has established a number of deep 
space rendezvous points, hidden in the void, far from frequently traveled 
spacelanes and known systems, The fleet might use a rendezvous point as 
merely a meeting place or initial staging area before an attack, or as a post- 
engagement rally point. However, there are also a few semipermanent deep 
space “encampments,” where damaged ships can retreat and know that repair 
vessels and additional aid will be available immediately upon arrival. At the 
very least, ships stand ready to evacuate wounded and provide emergency 
repair services. Even these deep space camps are relocated on a regular if 
not frequent basis, to decrease the chances of detection. 

The primary encampment is known as the Black Redoubt. It features the 
Alliance's most prized support vessels, along with some impressive defenses. 
The centerpiece of the operation is a mobile spacedock supported by a fleet 
of starship tenders. Defending the dock and ships is one the Alliance's most 
impressive acquisitions: a relatively recent model Golan Defense Platform, 
complete with hyperdrive. Defending ships are rotated to the Black Redoubt 
as a form of R&R, where they serve to defend the area and take care of 
routine maintenance, Typically, there is a minimum of two dozen ships at the 
Redoubt, including numerous tenders, the spacedock, the defense platform, 
and other vessels. 
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In an emergency, most deep space camps are able to jump to hyperspace 
within minutes of detection. However, the Black Redoubt takes a lot more 
time and effort to evacuate. The mobile spacedock must be empty before it 
can jump to hyperspace, The Golan Defense Platform is able to jump with less 
Preparation, but requires time to reroute power to the hyperspace engines, 


SPINWARD-CLASS TENDER 

Deep space tenders are mobile repair ships designed to render aid to space 
transports and capital ships. A tender affects repairs to the exterior of a 
craft by pulling alongside and using powerful tractor beams to moor the 
Ships together. Repairs are carried out using enormous ship-mounted robotic 
arms and zero-g damage control and maintenance teams working in EVA 
suits or repair pods. An extensive contingent of maintenance, repair, and 
‘astromech droids complement the regular crews, and often carry out repairs 
in dangerous areas or conditions. 

A tender contains a variety of spare parts, plating, and other repair 
materials, and almost operates as a miniature spacedotk. It is not uncommon 
for many tenders to repair a single extensively damaged capital ship. While 
they can render extensive aid to many craft, they are no replacement for a 
full-sized spacedock. Tenders are large ships in their own right, as big as bulk 
freighters, but they are still dwarfed by the capital ships they work on. 


Spinward-class Tender cL15 

Colossal (frigate) capital ship 

Init ~4; Senses Perception +6 

Defenses Ref 10 (flat-footed 10), Fort 32; +10 armor 

hp 400; DR 15; SR 60; Threshold 132 

Speed fly 3 squares (starship scale) 

Ranged laser cannon battery +3* (see below) 

Fighting Space 1 square (starship scale); Cover total 

Base Atk +2: Grp +44 

Abilities Str 55, Dex 10, Con —, int 12 

Skills Initiative -4, Mechanics +6, Perception +6, Pilot -4, 
Use Computer +6 

Crew 1,000 (skilled); Passengers 500 (technicians) 

Cargo 15,000 tons; Consumables 1 year; Carried Craft 4 shuttles, 25 
repair pods 

Hyperdrive x2 (backup x10), navicomputer 

Availability Military; Cost not available for sale 

* Apply a ~20 penalty on attacks against targets smaller than Colossol size. 


Laser cannon battery (4 gunners) 
Atk +9 (-11 against targets smaller than Colossal), Dmg 4d10x2 


SPACE DEFENSE PLATFORM 

The venerable Golan Defense Platform has been a mainstay of orbital defense 
systems for well over a century. Commonly deployed to defend planets or 
space stations, recent models incorporate a hyperdrive for easier relocation, 
That said, the defense platform is not designed to be moved every day and 
requires primary power systems to be rerouted to activate the hyperdrive, 

The Golan VIII platform is heavily armed with turbolasers, point-defense 
emplacements, torpedoes, and missile batteries. It also houses two squad- 
rons of starfighters, primarily for its own defense. As the station cannot 
depend on mobility during a battle, it has an impressive shield array and 
heavy armor plating. 

Tactical Fire: As a standard action, a Golan Vill defense platform can 
forgo all attacks to provide tactical fire to all ‘squares within 3 squares of 
itself. Any space transport or capital ship that enters this area immediately 
ends its movement. 


Golan Vill Space Defense Platform cL 25 

Colossal (station) space station 

Init -8; Senses Perception +6 

Defenses Ref 10 (flat-footed 10), Fort 70; +14 armor 

hp 2,500; DR 20; SR 300; Threshold 570 

Speed fly 1* squares (starship scale) 

Ranged 10 turbolaser batteries +14** (see below) and 
4 point-defense laser cannon batteries +12 (see below) and 
4 proton torpedo batteries +12°* (see below) and 
4 tractor beam batteries +12°* (see below) 

Fighting Space 2x2 squares (starship scale); Cover total 

Base Atk +2; Grp +82 

Atk Options autofire (point-defense laser cannon batteries) 

Abilities Str 130, Dex 2, Con =, Int 18 

Skills Initiative -8, Mechanics +6, Perception +6, Pilot -8, 
Use Computer +6 

Crew 1,100 (skilled); Passengers 100 (troops) 

Cargo 15,000 tons; Consumables 6 months; Carried Craft 20 shuttles, 
24 starfighters, 150 work pods 

Payload 240 proton torpedoes 

Hyperdrive x4 (backup x12), navicomputer 

Availability Licensed; Cost 45,000,000 (20,000,000 used) 

* Any turn in which the Golan VIII defense platform moves, it loses all SR 
and can make no attacks. 

** Apply a -20 penalty on attacks against targets smaller than Colossal 
size, 


‘Turbolaser battery (5 gunners) 


Atk +14 (-6 against smaller than Colossal), 8d10x5 
Point-defense laser cannon battery (4 gunners) 

Atk +12 (+7 autofire), Dmg 2d10x2 
Proton torpedo battery (4 gunners) 


‘Atk +12 (-8 against targets smaller than Colossal), Dmg 10d10x5, 
4-square splash 
Tractor beam battery (5 gunners) 
‘Atk +12 (-8 against targets smaller than Colossal), 
Dmg — (grapple +82) 


MoBILE SPACEDOCK 220 
The Rendili Star Drive Mobile Spacedock 220 is essentially a mobile shipyard, 
offering drydock services to capital ships up to the size of a ShaShore-class 
frigate. The Galactic Alliance has one such spacedock, which normally 
requires a crew of thousands but is currently understaffed. Recruiting loyal 
technicians and mechanics for the spacedock has become a significant goal 
for the Galactic Alliance Core Fleet. 

Most of the dock consists of an enormous metal frame that envelops a 
ship moored inside for repair. Large areas within the dock can be cordoned 
off by projected force fields to provide an atmosphere when extensive 


repairs are required. The metal frame is attached to a large central spine 
that includes the dock's power generators, crew quarters, machine shops, 
thrusters, and primary engines. 

Although the dock is mobile, it cannot move while ships are docked. 
Moreover, the ribs of the metal frame must be retracted before the dock 
can make hyperspace jumps. Preparations usually take 12 to 24 hours, but 
the crew can reduce this time to 2 hours in an emergency. This results in 
damage to some partially stored equipment and systems, and takes days to 
sort out after the jump. 


Rendili Star Drive Mobile Spacedock 220 

Colossal (station) space station 

Init -8; Senses Perception +5 

Defenses Ref 11 (flat-footed 11), Fort 68; +14 armor 

hp 2,100; DR 20; SR 100; Threshold 568 

‘Speed fly 1* squares (starship scale) 

Ranged 2 turbolaser batteries +9°* (see below) and 
2 point-defense laser cannon batteries +9 (see below) 
4 tractor beam batteries +9"* (see below) 

Fighting Space 2x2 squares (starship scale); Cover total 

Base Atk +0; Grp +78 

Atk Options autofire (point-defense laser cannon batteries) 

Abilities Str 126, Dex 4, Con —, Int 16 

Skills Initiative -8, Mechanics +6, Perception +6, Pilot ~8, 
Use Computer +6 

Crew 1,000 (normal); Passengers 2,000 (technicians) 

Cargo 600,000 tons; Consumables 1 year; Carried Craft 20 shuttles, 
150 work pods 

Hyperdrive x4 (backup x12), navicomputer 

Availability Licensed; Cost 100,000,000 (45,000,000 used) 

* The spacedock cannot move with a docked starship. 

** Apply a -20 penalty on attacks against targets smatler thon Colossal 
size. 
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Turbolaser battery (4 gunners) 

Atk +9 (-11 against targets smaller than Colossal), Dmg 8d10x5 
Point-defense laser cannon battery (4 gunners) 

Atk +9 (+4 autofire), Dmg 2d10x2 
Tractor beam battery (4 gunners) 

Atk +9 (-11 against targets smaller than Colossal), 


Ding — (grapple +78) 


 CHaPTEeR x 
HE GALACTIC EMPIRE 


The Galactic Empire is one of the most feared, hated, and despised govern- 
ments in the history of the Stor Wars saga. In the Legacy era, the Empire 
has risen again, despite having once been reduced to a mere fraction of 
ver following the heroics of Luke Skywalker and his generation of 
heroes. With the Empire once again in control of the galaxy, innocent lives 
are lost, freedom is repressed, and the galaxy is once again in the hands of 
@ totalitarian dictator and his corrupt d servants who abuse the 
Fights of those they rule over. The galaxy has been plunged into darkness 
Once more, and the atrocities of the Rebellion era have returned, this time 
a the hands of a Dark Lord of the Sith who wears his title overtly, letting 
xy know that, while the Empire is their government, the Sith are 


their masters, 


power-m; 


he 


DARTH KRAYT'S 
EmPIRE 


When most citizens of the galaxy speak of the Galactic Empire, they are 
referring to the Empire ruled by Darth Krayt. This Empire is vast and galaxy 
spanning, just like the Empire from which it was originally born. The Galac- 
tic Empire stretches from the Deep Core to the Outer Rim, and through 3 
resurgence in Imperial influence, there is hardly a world that is untouched 
in some way by Krayt's Empire. The Empire ruled by Darth Krayt is known to 
almost all sentient beings in the galaxy, though the farther one gets from 
the Galactic Core the less an individual is likely to have interacted with the 
NW Empire in some way. Only in the Unknown Regions and in Wild Space 
there entire sectors free of Imperial influence; even distant Outer Rim wo 
have Imperial garrisons and regional governors 

Darth Krayt's Empire is nearly identical in philosophy, form, and function 
to Palpatine’s Galactic Empire, as the former is merely a continuation of the 
latter. After Palpatine’s death, the Galactic Empire is reduced to controlling 
a small number of sectors. After the Yuuzhan Vong invasion, the Empire 
begins slowly regaining popularity, even after joining the Galactic Alliance. 
Meanwhile, the Sith are secretly growing more pov 
awaiting a moment to emerge and reclaim the galaxy. With the spectacular 
failure of the Ossus Project (orchestrated by the Sith to throw blame upon 
the Yuuzhan Vong), the Empire is spurred into action, d 
new worlds into its fold. These are but the first pebbles in an avalanche, and 
soon all-out war breaks out between the newly resurgent Empire and the 
Galactic Alliance. Along the way, the Sith approach Moff Nyna Calixte with 
@ proposal, promising to join the war on the side of the Empire and counter 
Noe Jedi, who were tipping the war in the Galactic Alliance's favor. Calixte 
ings the proposal before the Council of Moffs, who pressure Emperor Roan 
I into accepting the Sith proposal, just as they had pressured him into the 
ith that acceptance, the Sith join the war 


ful on Coruscant, 


ing a number of 
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By the end of the war, the Sith have revealed themselves, the Alliance is 
shattered, and the galaxy is under Imperial control. The decisive battle comes 
at Caamas, where the Empire forces the Galactic Alliance to surrender. Darth 
Krayt deposes Emperor Fel and takes the throne for himself, completing the 
transition from a galaxy under Alliance rule to one under the sole dominion 
of the Galactic Empire. In most ways, the Galactic Empire is the same as it 
has always been: The Empire uses oppression and tyranny to ensure order, 
and the Sith rule the galaxy. There are a few significant differences between 
Palpatine’s Empire and Darth Krayt's Empire, however. 

Krayt's Sith Lords operate in the open, unlike the secret apprentices and 
dark Force-users that served under Palpatine and Darth Vader. Similarly, 
this new Empire has abandoned much of its humanocentrism, and is far 
more accepting of alien species within its ranks. Perhaps this is a lesson 
learned from both the actions of Grand Admiral Thrawn and the strength 
of the Rebel Alliance, but Darth Krayt’s Empire knows few species-based 
prejudices (though by sheer numbers Humans remain the most common 
agents of the Empire), . 

By and large, the Galactic Empire following the Sith-Imperial War is 
philosophically, organizationally, and functionally similar to the Galactic 
Empire under Palpatine. Noting the exceptions listed in this chapter, Game- 
masters can feel free to pull almost any concept from the Galactic Empire 
under Palpatine and bring it forward to use in a Legacy era campaign. For 
‘example, just because this chapter does not delve into the organization of 
Imperial Intelligence doesn't mean you shouldn't use Imperial Intelligence in 
your games; after all, this is the Empire risen to power once more, and many 
things that worked for Palpatine continue to work for Darth Krayt. 


THE SITH LORDS 

The Sith fill a variety of roles in the new Galactic Empire. This begins at the 
top with the man who sits upon the Imperial throne on Coruscant, Darth 
Krayt. Krayt is the supreme ruler of the Empire, and his word is law. The 
Emperor rules over the Council of Moffs as well as over the other Sith Lords, 
making him the leader of the two greatest factions of the Galactic Empire. 
Darth Krayt also serves as the Sith Lord who has dominion over Coruscant, 
and commands the Coruscant Defense Fleet and all of the military forces on 
the world. Both Sith and Imperial alike bow before Darth Krayt. 

Below Darth Krayt are the Sith Lords, who are taught in the Sith tradition. 
When a potential Sith candidate is found, whether young or seasoned, he is 
placed under the tutelage of an existing Sith Lord, serving as an apprentice 
until such a time as his or her training is complete. At that time, the Sith 
apprentice undergoes a right of passage that sometimes (though not always) 
requires the apprentice to slay his or her master. Being chosen as a Sith 
Master is a great honor, but not one without peril; it can be a new way to 
bring powerful Sith into the galaxy, but it can also be a convenient way for 
Darth Krayt to dispose of a troublesome and ambitious Sith Lord, Additionally, 


Darth Krayt himself oversees many aspects of a Sith apprentice's training, 
the final days of which usually take place on Coruscant. 

The Sith Lords have several responsibilities within the Empire, which 
are handed down from Darth Krayt himself. One of the most important 
responsibilities is acting as an overseer of military forces. This can mean 
being assigned to an individual squad of soldiers, or being given command 
‘of an entire fleet of starships. Not every fleet or sector army has a Sith 
Lord in command, but most do; these Sith Lords are outside and above the 
military command structure, much as Darth Vader was over the forces of 
Palpatine’s Empire, The Sith Lords command the military forces under their 
control, make field promotions and execute those officers who fail them, 
and direct the Empire's resources to stamp out dissent and sedition. When a 
Sith Lord is assigned to a military unit of any size, none under his command 
can oppose his wishes. 

Other Sith Lords are given dominion over regions, sectors, or individual 
planets. Most of the Core Worlds are so heavily populated that they require 
their own Sith Lord to oversee affairs. These Sith are usually assigned 
alongside Moffs and other regional governors, though like their position in 
the military, the Sith Lords are outside and above the typical bureaucracy. 
Much as Darth Krayt rules over the Empire from his throne, many Sith Lords 
sit on thrones (both literal and figurative) of star systems and sectors. Sith 
Lords placed in rulership positions may be given domains of varying size, 
usually depending on the population of those areas; while some Sith Lords 
rule over individual Core Worlds, the same Sith Lord might rule over every 
planet in the Minos Cluster. 

The final, and some might say most sinister, duty of the Sith Lords is to 
hunt down and capture (or kill) Jedi who remain active in the galaxy. The 
new Empire has no need of an Inquisitorius, as Palpatine did, The Sith Lords 
‘serve the same purpose as the Inquisitors, and captured Jedi are brought to 
Coruscant to be tortured and interrogated by Darth Maladi. Combined with 
the bounty on the heads of all Jedi, the Sith Lords have managed to capture 
and kill hundreds of Jedi who escaped the initial destruction of the Ossus 
academy. Some Sith Lords are assigned to this duty exclusively, working 
alone to seck out hidden Jedi and expose them; others do so while holding 
a military post or rulership position. 


“HE is YOUR 
SERVANT, MY LORD, 
AS ARE WE ALL. WE. 
LIVE OR DIE AS YOU 

COMMAND." 


-DARTH WYYRLOK 


THE COUNCIL OF MOFFS 

The Council of Moffs is the highest ruling bureaucratic body in the Empire. 
The Council consists of those individuals who have reached the highest rank 
in the Imperial government to become leaders of various organizations within 
the Empire, The Council consists of the Director of Imperial Intelligence, the 
Director of the Imperial Diplomatic Corps, the Supreme Commander of the 
Empire's military forces, the Grand Admiral in command of the Imperial Navy, 
the General in command of the Imperial Army, and the Director of the Impe- 
rial Mission. This balance between three civilian leaders and three military 
leaders helps ensure balance within the council, Additionally, each of the 
members of the Council of Moffs has contro! over a single sector, making 
them governors of the people as well as organization heads. 

The Council of Moffs makes all of the high-level decisions that affect the 
whole of the Empire. Though they answer to the Emperor, Darth Krayt does 
not typically trouble himself with the more bureaucratic matters of state, 
Jeaving the act of ruling much of the Empire in the Council's hands. In many 
ways, the Council of Moffs serves much as the Imperial Senate did in the days 
before its dissolution under Palpatine, though with fewer members, decisions 
‘are reached rather more quickly. For a matter to be brought before the Council 
of Moffs, it must be of extreme importance, as the lives of billions depend on 
their decisions. Lesser matters of state are handled by the individual Moffs 
and other regional governors throughout the galaxy, 

Although the Council supposedly comes together to make decisions 
for the greater good of the Empire, there are clearly signs of suspicion 
between the Moffs. The Council is often divided on a variety of issues, and 
none of the Moffs seems to truly trust the others. However, a collective 
fear for the power of the Sith keeps the Moffs from squabbling among 
themselves too much, and thus far none of their political maneuvering 
has caused too much unrest. 


REGIONAL GOVERNORS & 
SECTOR GOVERNMENT 

Most planets in the Empire are actually ruled directly by Moffs and other 
regional governors. The galaxy is broken down into sectors, each of which 
has an Imperial body overseeing it. The actual nature of this body can vary 
from sector to sector; a sector with a lower population, such as the Kathol 
Sector, might be ruled over by a single Moff with a sector government under 
his control. Other sectors with higher populations might require several Moffs 
working together, as well as expansive governments that include multiple 
smaller systems and planetary governments within their ranks. The actual 
form of the sector government varies widely, ranging from single dictator- 
ships and triumvirates to sector councils and even small senates. Despite 
the differences in the ruling bodies of all of these sectors, they all follow the 
laws and philosophies of the Empire. 

The Moffs are the chief ruling officials in the Galactic Empire, The Moffs 
are among the Empire's most loyal and dedicated servants, and as a reward 
for their service they are given control over planets, systems, and even entire 
sectors. The title of Moff is granted wholly by higher-ups in the Imperial 
bureaucracy, with most Moffs being appointed by decree of either the Council 
of Moffs of the sector government. Each Moff brings a distinctive style of 
rulership to his or her domain, and the beings who live under a particular 
Moff’s rule usually have at least a passing familiarity with that Moff, mucn 
as they would any planetary leader. 

Some worlds still retain at least a shell of their original planetary gov- 
ernment, though with Imperial oversight. Democratic worlds may still elect 
their own officials, though in effect most of those rulers become little more 
than puppets or figureheads of Imperial rule. Most worlds, however, have 
accepted Imperial rule and use an Imperial bureaucracy in place of whatever 
government they had before. If a planetary government still exists, it must 
obey the commands and laws of the Galactic Empire, and Imperial troops 
are always positioned on these worlds to ensure that Imperial decrees are 
followed to the letter. 

Planets, systems, and sectors each have their own defense and police 
forces as they did under their own authority, Most of these forces fall under 
the control of the local government, but with serious Imperial oversight. 
Additionally, the Empire maintains its own defense forces at the sector and 
planetary level, which fall under the purview of the Imperial Navy and the 
Imperial Army. 


TETITLITI 


% eaievnS 


INDEPENDENT AFFILIATES 

The Empire has a number of “independent affiliates.” These primarily con- 
sist of sectors or hegemonies that have their own independent hierarchy. 
For example, both the Hapes Consortium and the Chiss Ascendancy are 
considered independent affiliates of the Empire. Though they technically do 
not fall under Imperial rule (as their governments are not part of the Impe- 
rial bureaucracy), they are no less influenced by the might of the Galactic 
Empire. In these cases, the Empire has not conquered them by force, but by 
diplomacy. These governments ostensibly continue to rule over their worlds, 
‘but there is strong Imperial influence. These independent affiliates usually 
have a strong Imperial military presence (according to the diplomats, this 
is merely part of the Empire's obligation to protect its allies), and Imperial 
officials might hold posts in the affiliate’s government. 

A tenuous balance exists with these worlds. In the case of these individual 
affiliates, most feel as though they have retained their autonomy in the face 
of the all-encompassing Empire. However, in truth the Empire holds nearly 
as much sway in these areas as it does in its own holdings. The rulers of 
these affiliated states know that, should the Empire desire to conquer their 
domain, there would be little that could be done to stop the Empire from 
seizing control. 


THE SECTOR RANGERS 

One major component of Imperial leadership in the galaxy falls under the 
purview of the Sector Rangers. An organization that has existed since the 
days of the Old Republic, the Sector Rangers serve as the ultimate law 
‘enforcement officials at the sector level. Like Palpatine, Darth Krayt has 
made sure to put the Sector Rangers under direct Imperial control. In this 


time period, as during the Rebellion era, the Sector Rangers act as a police 
force that enforces Imperial law across sector and planetary boundaries, 
with a jurisdiction rivaled only by the Sith Lords in charge of the Empire, 
The Sector Rangers continue to uphold the law, regardless of the lawmakers, 
‘and act as a space-based police force that operates across all governmental 
boundaries, 


THE New NosBiLity 

When the Empire begins its drive to once again conquer the galaxy, the 
Council of Moffs looks back on their own history at some of the events 
and decisions that helped Palpatine solidify his own power base during the 
turmoil of the Empire. One of the best ways he was able to ensure that the 
Empire could grow to great power was to woo the nobility of the galaxy by 
increasing their power and wealth. 

With much of the Empire's nobility long gone, the Council of Moffs decides 
to create a caste of new nobility on conquered worlds, When the Empire 
conquers a world (whether by force or diplomacy), one of the first steps is 
to identify the most influential beings on that world and bribe them with 
credits, power, and luxury. The Empire buys the loyalty of planetary rulers, 
and in turn assures the cooperation of those worlds. 

This tactic is attempted on Bothawui, with some success. Influential 
Bothans, always eager to increase their power, are quickly swayed by the 
Empire's promises of more wealth and influence. Although the act creates 
civil unrest, as the proud Bothan people express their resentment of those 
who accept the Empire's bribes, the Empire manages to subdue a world that 
has, in the past, proven rebellious and troublesome. 

The result of this philosophy is that a caste of newly wealthy nobles has 
come into being across the galaxy, all with loyalty to the Empire based on 
power and an influx of credits. When the Sith seize control, the transition 
to the new Emperor is swift and smooth, and now across the galaxy there 
are hundreds of new nobles on thousands of worlds of every species imag- 
inable, all newly wealthy, newly powerful, and dedicated to the success of 
the Empire. 


SITH SPIES 

Outside of the realm of Imperial Intelligence, there are spies who report 
directly to the Sith Lords. Every Sith Lord has his or her own network of Sith 
spies, who report directly to that Sith Lord with whatever news they have to 
convey. Some of these networks can be quite extensive, while others consist 
of only three or four operatives throughout the galaxy. Typically, these Sith 
spies are not Force-sensitive, but instead curry the favor of their dark masters 
by passing along secrets and whispers that they pick up on their worlds, It is 
partially because of these spies that the Sith Lords seem almost omniscient, 
a5 news, rumors, and secret information funneled directly to them by their 
spies often has the advantage of being much faster than knowledge gained 
through Imperial Intelligence. 

Sith spies are typically individuals who feel little or no loyalty to their 
people or planet. They choose to serve the Sith Lords for personal gain; most 
‘Sith reward their spies handsomely for information that proves useful. These 
Sith spies can be of any species, or any walk of life, and usually they never 
reveal their true occupation to the people around them. For most Sith spies, 
anonymity is everything, and nearly anyone you speak to could be a spy 
for some Sith Lord. When a Sith spy learns something of importance, he or 
she transmits the data via secure connection over the HoloNet to the Sith 
Lord, ensuring that only the master they serve receives the information. If 
the information is of particular importance or is so secret that it cannot be 
entrusted to electronic communication, the Sith Lord will often demand that 
the spy present the information in person. These spies will do everything in 
their power, even kill, to maintain their secrecy. 

The Sith spies were born out of the mistrust of the Sith Lords, both for one 
another and for the Imperial bureaucracy. Most of the Sith Lords regard the 
Empire as little more than a vehicle for their own domination of the galaxy, 
and care little for the philosophies of Imperial dogma. As such, rather than 
entrust knowledge that could be the difference between total domination 
of the galaxy and their own deaths to the hands of Imperial intelligence, the 
Sith Lords maintain their own information pipelines. The Sith Lords also keep 
their spies secret from one another so that their information pipelines aren't 
compromised by ambitious rivals. 


THE IMPERIAL M 1ON 

An institution nearly as old as the Galactic Alliance, the Imperial Mission is 
a special branch of the Galactic Empire intended to bring the influence and 
order of the Empire peacefully to worlds throughout the galaxy. The Imperial 
Mission provides help and aid to worlds in need, all in the name of the Galactic 
Empire. By doing so, it encourages beings throughout the galaxy to associate 
the Galactic Empire with benevolent and helpful acts, not the tyranny and 
hatred that has long been the Empire's legacy. The Imperial Mission operates 
outside of the normal Imperial bureaucracy, though its head (currently Konrad 
Rus) is given the rank of Moff as an honorific, a symbol that the Imperial 
Mission is just as important to the Empire as its Army or Navy. 


The Imperial Mission helps spread the Victory Without War program, 
which initially targets worlds ravaged by the Yuuzhan Vong invasion but 
eventually comes to support worlds that have suffered catastrophes of any 
sort. When a world suffers from some calamity, whether small or large, the 
Empire sends in its missionaries to assist. All the missionaries ask in exchange 
is to set up a branch of the Imperial Mission on that world, a permanent 
structure that, like political embassies, provides a safe place for the mission- 
aries to sleep and work. When an Imperial Mission has been established, the 
missionaries then go out into that world and render whatever help is needed, 
from reconstruction efforts to simple counseling and comfort. Through all 
this, the Mission promotes many of the more peaceful doctrines of the 
Empire: obedience to the law, order and discipline, and working together 
toward a greater good. 

The Imperial Mission is a volunteer organization that serves as a way for 
individual citizens to get involved with the Empire. Since not everyone has 
the opportunity to enter the Imperial Academy, the Imperial Mission offers 
everyday citizens the chance to work for the Empire and accomplish the 
Empire's goals, particularly the peaceful ones at the heart of the Victory 
Without War program. Most missionaries join in order to help their fellow 
beings, or as a means of showing support for the Empire. These missionaries 
‘sometimes go on to serve the Empire in even greater ways; for example, Joker 
‘Squad stormtrooper Jes Gistang entered Imperial service through the Imperial 
Mission, but eventually was chosen for service in the stormtrooper corps. 

When Darth Krayt seizes the Imperial throne, many Moffs lobby for the 
Emperor to dissolve the Mission. However, much to their surprise, Darth Krayt 
allows the Mission to continue its work. Thanks to the devastation wrought 
by the Sith-Imperial War, the Imperial Mission has no shortage of work to 
do on worlds across the galaxy. 

In truth, Darth Krayt keeps the Imperial Mission active for one reason: 
The Mission serves an ulterior purpose, that of an information gathering 
organization. When devastated worlds welcome the Imperial Mission onto 
their planets, they allow agents of the Empire, albeit benevolent ones, into 
their territory. The Imperial Mission serves as silent eyes and ears that are 
easily (and conveniently) forgotten as agents of the Empire. The Imperial 
Mission watches, listens, and collects what it learns, passing it along to 
‘the Empire in secret. In many ways, the Imperial Mission is as much @ spy 
organization as Imperial Intelligence, though the Imperial Mission has the 
benefit of operating in plain sight. Moff Konrad Rus, the leader of the Imperial 
Mission, reports directly to the Emperor himself. 


SKULL SQUADRON 

One of the most elite starfighter squadrons in the galaxy, Skull Squadron is 
a force of pilots assigned to the defense and security of Coruscant. Consist- 
ing of the best pilots culled from squadrons throughout the galaxy, Skull 
Squadron is made up of a relatively small number of Imperial pilots that 
specialize in the operation of the Predotor-class starfighter. Other elite 
starfighter squadrons within the Empire, such as the 181st Imperial Fighter 
Wing, operate as a part of naval operations throughout the galaxy, typically 
being assigned to a single fleet or task force and remaining mobile. Skull 
Squadron (whose formal listing in the ranks of the Imperial Navy is the Ist 
Imperial Center Core Defense Squadron) is instead assigned to Coruscant and 
concerns itself almost exclusively with the defense of the Imperial capital 
and its citizens, 

Though protecting Coruscant from danger is Skull Squadron's primary 
mission, sometimes that duty requires them to take on missions elsewhere in 
the Core Worlds. During the last days of the Sith-Imperial War, for example, 
‘Skull Squadron was assigned to protect the convoy that brought Emperor 
Roan Fel (and his imposter) to Coruscant to claim the recently captured world. 
Likewise, during the days following the end of the war, Skull Squadron has 
been responsible for missions targeting pirates, rebels, and smugglers both 
above Coruscant and throughout the Core and Deep Core. If Skull Squadron 
takes on a mission away from Coruscant, that mission almost always has 
repercussions that reach back to the capital planet or the highest-ranking 
officers of the Empire. Skull Squadron has, from time to time, accompanied 
Sith Lords on Jedi-hunting missions, particularly when the threat of space 
combat is present. 

As with many elite fighter groups, entry into Skull Squadron is by invita- 
tion only. The leader of Skull Squadron is appointed by the Moff Council, 
usually at the recommendation of the Grand Admiral of the Imperial Navy. 
Skull Squadron's commander is responsible for recruiting and maintaining 
pilots in the squadron, who are chosen based on their existing records. There 
are no rookie pilots in Skull Squadron, though many rookies believe that get- 
ting stationed to one of the other fighter squadrons based out of the Core 
Worlds increases one's chances of being noticed. In truth, when it comes 
time to make a replacement within the squadron, region of assignment is 
neither boon nor barrier to selection for Skull Squadron. 

The roster of Skull Squadron changes frequently, but only in small amounts 
{as Skull Squadron has only infrequently suffered the heavy losses associated 
with a larger roster change). The current commander of Skull Squadron is 
Gunn Yage, the daughter of Moff Rulf Yage. 


YOKER SQUAD 

The stormtrooper squad known as Joker Squad is a perfect example of one 
Of the biggest changes to the Empire in the Legacy era. In the past, many 
stormtroopers were clones, indoctrinated trainees, and poorly trained recruits 
who were treated as faceless, expendable troops, Joker Squad represents, 
a new breed of stormtrooper. With the stormtroopers who fought in the 
Clone Wars long dead and total brainwashing less common as an Imperial 
practice, the stormtroopers of the new Empire are recruited for their desire 
to help impose order and protect Imperial citizens from lawlessness. Joker 
Squad (and other stormtrooper squads just like it) consists of highly com- 
petent individuals who are more creative and have more personality than 
the stormtroopers of the past. 

This increase in individuality among stormtroopers has not dulled their 
zeal for the Empire, nor has it changed the fact that stormtroopers are 
uncompromising agents of the Emperor's will. Squads such as Joker Squad 
allow their members to develop bonds with one another, encouraging team- 
work and personal leadership, in the hopes of creating troops that are barely 
‘more than automatons. These unique squads also tend to allow specialization 
within their ranks; where in the past a squad of stormtroopers was more like a 
homogenous unit with all the same skills, Joker Squad and similar stormtrooper 
groups include heavy weapons specialists, engineers, demolitions experts, and 
‘stealth experts among their ranks. Though all the stormtroopers receive basic 
training in these areas, having a specialist within the squad means that the 
squad can be used for a wider variety of missions. 


ROAN FEL'S 
EmPIRE-IN-EXILE 


When Darth Krayt deposes Emperor Roan Fel, killing his body double and 
seizing the throne, he does more than install himself as the ruler of the galaxy: 
He creates a faction within the Empire that rebels against Sith rule. Follow- 
ing Krayt's ascent to the position of Emperor, Roan Fel, the third Emperor of 
the Fel Dynasty, flees with his most loyal associates into exile, Retreating to 
Bastion, Roan Fel sets up his own Empire: ile, drawing his most trusted 
allies close to him and opposing Darth Krayt's Empire. 

Roan Fel’s Empire is mostly the same as the Empire as it existed prior 
to the conclusion of the Sith-Imperial War. It has the same technology, the 
same kinds of troops, and many of the same philosophies as Krayt’s Empire. 
The difference between the two Empires is that Roan Fel rules his with hard 
benevolence, while Krayt continues to rule as a tyrant. Roan Fel's Empire is 
no friend of the Sith, and despite only semi-successful efforts to court allli- 
ith both the Galactic Alliance Core Fleet and the remaining Jedi, the 
Empire-in-exile has managed to repel Darth Krayt’s forces and foil attempts 
‘on the lives of both Roan Fel and his daughter, Marasiah. 


AN AT-ROT pines ON ROAM FEL LOVALIOTS. 


The existence of this rebellious Imperial faction sows turmoil within the 
Galactic Empire. Those loyal to Darth Krayt have been charged with hunting 
down and exterminating those who defected to Roan Fels side, leading to 
constant conflicts between two Imperial forces, Moreover, Roan Fel’s survival 
breeds mistrust among those in Krayt's Empire, as there is often no way to 
tell to which Emperor a given Imperial agent is loyal. Officers eye one another 
warily, never knowing whether they are secret! 
supports Roan Fel or a lapdog of the Sith 

Roan Fel’s Empire is constantly working to undo the deeds perpetrated 
by the Sith usurper on the Imperial throne, Though this Empire-in-exile must 
work covertly, there have been many full-scale military encounters between 
ons. Meanwhile, Fel’s agents continue to undertake clandestine 
missions to win planets over to his faction, hoping that one d 
of planets loyal to Fel will be great enough that he can launch an assault 
on the Sith and have the backing to depose Darth Krayt and drive the Sith 


dealing with a traitor who 


the two fa 
the number 


from the galaxy 


THE IMPERIAL KNIGHTS 

The Imperial Knights are the personal bodyguards of Emperor Roan Fe 
Trained in a variation of the Jedi arts, the Imperial Knights wield lightsabers 
and the Force as weapons in the defense of their Emperor, Based on Bas- 


tion, the Imperial Knights are few in number, but are sworn to act to protect 


all times, Additionally, the Emperor (himself trained as an 
gives the Knights orders and sends them on missions of 


the Emperor 
Imperial Knigh 
utmost importance 


imperial Knights are trained on Bastion and learn under a very different 
training regimen than the Jedi use. Training of Imperial Knights 
harsh, but not cruel like the Sith, Another difference between the Jedi and 
the Imperial Knights is that the Imperial Knigh 
not contemplation. The deeper mysteries and philosophies of the Force are 
of little use to the Imperial Knights, who are concerned only with the way 
the Force can be used as a tool to protect themselves, their comrades, and 
above all, their Emperor. That is not to say that the Imperial Knights are not 
are of or concerned with the dark side of the Force; rather, the Imperial 
id obedience to orders, making them 


s usually 


rain strictly for combat 


Knights teach strict mental discipline 
less susceptible to the strong emotions tl 


at draw unwary students to the 
dark side, 

The Imperial Knights wear specially 
found in the armor of one of the greatest Imperial duelists of all time, Darth 
Vader. Where Vader's armor was built to intimidate as well as protect, the 
imperial Knights wear armor that is purely functional. That, combined with 
their lightsabers and cortosis gauntlets, leaves them constantly prepared for 
combat no matter where they are. Like most b 
are extremely protective, and their vigilance borders on paranoia at times. 


crafted armor that uses materials 


dyguards, the Imperial Knight 


STORMTROOPERS 

Though not a trait exclusive to Roan Fel’s Empire, stormtroopers in the Legacy 
era can be of any number of species, and the Empire recruits both male and 
armtroopers, hailing from hundreds of 
pire, seems to be more common in Roan 


female troopers. This new breed of s 
different worlds throughout the En 
Fel's Empire-in-exile than in Darth Krayt's Empire, but only because the Fel 
dynasty has gone out of its way to draw members of other species into the 
Empire's ranks. As a result, the stormtrooper corps of the Fel Empire are far 


more diverse than in the days of Emperor Palpatine. 


IMPERIAL PERSONNEL 
The Galactic Empire makes use of a wide variety of agents, some of whom 
have distinct specialties. The following generic characters can be used to 
flesh out encounters featuring the Empire as enemies. Gamemasters should 
also feel free to use generic Imperial characters from past eras, as wel 
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IMPERIAL KNIGHT 

The Imperial Knights are among the most talented and dangerous Force- 
users in the galaxy, Skilled in combat, they train under the tutelage of their 
Imperial masters, learning all they need to know to defend Emperor Roan Fel 
against all those who would harm him. The Imperial Knights are skilled with 
both the lightsaber and with the Force, and make extensive use of combat 
armor, including their special cortosis gauntlets designed to stop lightsaber 
‘attacks. From the start of their training until they reach full knighthood, 
the Imperial Knights learn how use the Force to transform themselves into 
living weapons and shields. 

The Imperial Knights train on Bastion, under the watchful eye of the 
Emperor. When a new potential student is identified, that student is drafted 
into Imperial service and placed under the tutelage of a veteran Imperial 
Knight. From that point on, the student trains under that Imperial Knight 
{with occasional assistance from other Knights) until reaching the point 
where knighthood is warranted. This training can take years and can be very 
harsh; however, no students fail out of Imperial Knight training, because the 
Empire demands success and always gets it. Upon achieving knighthood, an 
Imperial Knight serves the Emperor as a bodyguard and an agent, fighting 
alongside his or her brothers and sisters until death. 


Imperial Knight cL 

Medium Human Jedi 7/Imperiat Knight 4 

Force 5 

Init +16; Senses Perception +11 

Languages Basic 

Defenses Ref 29 (flat-footed 27), Fort 28, Will 25 

hp 107; Threshold 28 

‘Speed 4 squares 

Melee lightsaber +16 (248411) or 

Melee lightsaber +14 (3d8+11) with Rapid Strike 

Base Atk +11; Grp +14 

Atk Options Rapid Strike 

Special Actions cortosis gauntlet 

Force Powers Known (Use the Force +16): battle strike, Force slam, 
rebuke, surge 

Force Techniques Improved Move Light Object, Improved Sense 
Surroundings 

Abilities Str 16, Dex 14, Con 14, Int 10, Wis 12, Cha 13 

Talents Armor Mastery, Block, Deflect, Force Intuition, Redirect Shot, 
Oath of Duty 

Feats Armor Proficiency (light, medium), Force Sensitivity, Force Training 
(2), Improved Defenses, Rapid Strike, Skill Focus (Use the Force), Weapon 
Focus (lightsabers), Weapon Proficiency (lightsabers, simple weapons) 

Skills Initiative +16, Perception +11, Pilot +12, Use the Force +16 

Possessions imperial Knight battle armor, cortosis gauntlet, lightsaber 
(self-built), comiink, various personal belongings 


IMPERIAL MISSIONARY 

Choosing to serve the Empire as a part of the Victory Without War program, 
an Imperial Missionary has dedicated his or her life to bringing peace, aid, and 
order to the ravaged worlds of the galaxy. An Imperial Missionary is usually 
idealistic, though not always naive, and truly believes that the philosophies 
of the Galactic Empire can bring galaxy-wide peace and prosperity, Imperial 
Missionaries are confronted daily with the horrors of war, and they see it 
as their task to make sure other worlds are not devastated by similar chaos, 
For the Imperial Missionary, the Empire's doctrine of order and obedience 
can only lead to the end of war. 

Most Imperial Missionaries begin their service as young adults. Entrance 
to the Imperial Mission is on a completely volunteer basis, and working in 
the Imperial Mission can usually lead to greater things within the Empire. 
Some who enter the sei of the Mission do so with the express intent of 
achieving a higher rank within the Imperial hierarchy. For these Missionaries, 
volunteer service is just another step on the ladder to success, just as going 
to the Imperial Academy or earning a post in the bureaucracy would be, 
These ambitious Missionaries may still believe that their peaceful message 
does serve the greater good, but it is not their sole reason for entering the 
service. More ambitious Missionaries are usually working toward a specific 
goal, and are sometimes willing to break the Mission's code in order to get 
what they want. 


Imperial Missionary cL4 

Medium Human nonheroic 3/noble 3 

Init +3; Senses Perception +10 

Languages Basic plus 3 additional languages 

Defenses Ref 14 (flat-footed 14), Fort 13, Will 17 

hp 18; Threshold 13 

Speed 6 squares 

Melee unarmed +3 (1d4) 

Ranged by weapon +4 

Base Atk +4; Grp +3 

Special Actions Educated, Spontaneous 

Abilities Str 9, Dex 10, Con 10, Int 13, Wis 14, Cha 14 

Talents Educated, Spontaneous Skill 

Feats Linguist, Skill Focus (Knowledge [social sciences}, Perception, 
Persuasion, Use Computer), Skill Training (Knowledge [social sciences], 
Use Computer), Weapon Proficiency (simple weapons) 

Skills Knowledge (social sciences) +15, Perception +15, Persuasion +15, 
Treat Injury +10", Use Computer +15, 

Possessions Imperial Missionary uniform, comlink, credit chip, datapad 

“ Human bonus feat or trained skill, 
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JOKER SQUAD 

STORMTROOPERS 

Anew and div , Joker Squad remains loyal 
Kray 
stormtrooper division, Joker Squad is responsible for the elimination of the 
908th stormtrooper division, which had defected to the Emperor-in-exile, 
Roan Fel. Joker Squad encounters the rebellious stormtroopers on Borosk and 


se squad of stormtroope! 


despite the misgivings of some of its members. A part of the 407th 


manages to defeat the rebels, though Joker Squad is killed almost to a man 
The reformed Joker Squad operates under the command of Ran “Hardcase” 
Harkas, who has rebuilt the squad since the Battle of Borosk 
Joker Squad is a specialized squad that employs combat engineers, heavy 
jeapons specialists, and demolitionists. Though relatively young, Joker Squad 
has embraced the mai 
ds mo 
lual members of Joker Squad, referring to themselves as Jokers 


and has become one of the 


tra of the new Empir 
able of handling a wide variety o' 


stormtrooper squ missions. 
The ind 


are encouraged to bring their own unique skill set and opinions to the table 


hen planning any mission. 
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Joker Squad Stormtrooper cL3 

Medium Human nonheroic 9 

Init +4; Senses low-light vision; Perception +10 

Languages Basic 

Defenses Ref 17 (flat-foo 

hp 23; Threshold 12 

Speed 6 squares 

Melee unarmed +8 (1d4+2) 

Ranged ARC-9965 blaster rifle +8 (308) or 

Ranged ARC-9965 blaster rifle +3 (Sd8) with Burst Fire or 

Ranged frag grenade +7 (406) 

Base Atk +6; Grp +7 

Atk Options Burst Fire, Coordinated Attack, Point Blank Shot 

Abilities Str 15, Dex 13, Con 10, Int 10, Wis 9, Cha 8 

Feats Armor Proficiency (light), Burst Fire, Coordinated Attack, Point 
Blank Shot, V 
simple weapons) 

Skills Knowledge 

Possessions stormtrooper armor, ARC-9965 blaster rifle, 2 frag grenades, 


ted 16), Fort 12, Will 9 


Neapon Focus (rifles), Weapon Proficiency (pistols, rifles, 


‘actics) +9, Perception +10 
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B Joker Squad Demolitionist cL3 Abilities Str 15, Dex 13, Con 10, Int 10, Wis 9, Cha 8 
2 Medium Human nonheroic 9 Feats Armor Proficiency (light), Coordinated Attack, Point Blank Shot, 
5 Init +4; Senses low-light vision; Perception +10 Skill Focus (Mechanics), Weapon Focus (simple weapons), Weapon 
Languages Basic Proficiency (pistols, rifles, simple weapons) 
Defenses Ref 17 (flat-footed 16), Fort 12, Will 9 Skills Mechanics +14, Perception +10 
hp 23; Threshold 12 Possessions stormtrooper armor, ARC-9965 blaster rifle, 2 explosive 


Speed 6 squares charges, 2 frag grenades, utility belt with medpac 


Melee unarmed +9 (1d4+2) 

Ranged ARC-9965 blaster rifle +7 (348) or 
Ranged frag grenade +8 (406) 

Base Atk +6; Grp +7 

Atk Options Coordinated Attack, Point Bla: 


Joker Squad Heavy Weapons Specialist 

Medium Human nonheroic 9 

Init +4; Senses low-light vision; Perception +10 

Languages Basic 

Defenses Ref 17 (flat-footed 16), Fort 12, Will 9 

hp 23; Threshold 12 

Speed 6 squares 

Melee unarmed +8 (14442) 

Ranged ARC-9965 blaster rifle +7 (348) or 

Ranged heavy blaster cannon +8 (4d12, 1-square splash) or 

Ranged frag grenade +7 (4d6) 

Base Atk +6; Grp +7 

Atk Options Coordinated Attack, Point Blank Shot 

Abilities Str 15, Dex 13, Con 10, Int 10, Wis 9, Cha 8 

Feats Armor Proficiency (light), Coordinated Attack, Point Blank Shot, 
Weapon Focus (heavy weapons), Weapon Proficiency (heavy weapons, 
pistols, rifles, simple weapons) 

Skills Knowledge (tactics) +9, Perception +10 

Possessions stormtrooper armor, ARC-9965 blaster rifle, heavy blaster 
cannon, 2 frag grenades, utility belt with medpac 


KNIGHTHUNTERS 
Anew breed of stormtroopers in the Empire, the Knighthunters are a special 
division of the Imperial Army that operates directly under the command of 
‘the Sith. Formally known within the Army command structure as the 1,001st 
‘stormtrooper division, the Knighthunters specialize in hunting down, captur- 
ing, and killing the remaining Jedi in the galaxy. Like other elite stormtrooper 
groups, the Knighthunters receive training and equipment that is far beyond 
that of normal soldiers. When a Sith Lord gets word of a Jedi on the run, he or 
‘she will often bring a detachment of Knighthunters on the mission to ensure 
that the Jedi does not escape, or worse, get the drop on the Sith Lord. 
Knighthunters focus their efforts on neutralizing the Jedi by any means 
possible, They carry special phrik-laced electrostaffs, which have the ability 
to stand up to lightsaber attacks and give the Knighthunters the ability to 
fight in melee combat with the Jedi. Since the Jedi can deflect normal blaster 
‘shots, the Knighthunters use sonic weapons when they must resort to ranged 
weapons (though most Knighthunter strategies involve converging on a Jedi 
‘and swarming the target with melee attacks). The Knighthunter armor is 
based on the armor of the Coruscant Guard, though the armor is jet black. 
The Knighthunters train under grueling conditions to learn how to defend 
‘against lightsaber attacks, Force powers, and enemies capable of incredible 
feats of acrobatics and athleticism, Moreover, much of this training comes at the 
hands of the Sith Lords themselves, who teach the Knighthunters how to fight 
against lightsaber-wielding foes. As with all Sith training routines, the fatality 
fate among Knighthunters in training is far higher than among all troopers. 


Knighthunter 

Medium Human nonheroic 7/soldier 5 

Force 2; Dark Side 5 

Init +14; Senses low-light vision; Perception +14 

La Basic 

Defenses Ref 23 (flat-footed 20), Fort 22, Will 17 (see Immune below) 

hp 57; Threshold 22 

Immune +5 to Will Defense against Use the Force checks 

‘Speed 6 squares 

Melee clectrostaff +14 (2d6+8) or 

Melee clectrostaff +12 (3d6+8) with Rapid Strike or 

Melee clectrostaff +12/+12 (2d6+8) 

Melee electrostaff +10/+10 (3d6+8) with Rapid Strike 

Ranged sonic pistol +13 (2d6+2 sonic) 

Base Atk +10; Grp +13 

Atk Options Dual Weapon Mastery Il, Melee Defense, Rapid Strike 

Abilities Str 16, Dex 16, Con 14, Int 10, Wis 12, Cha 10 

Talents Armored Defense, Improved Armored Defense, Juggernaut 

Feats Armor Proficiency (light, medium), Dual Weapon Mastery |, Dual 
Weapon Mastery Ii, Improved Defenses, Melee Defense", Rapid 
Strike, Toughness, Weapon Focus (electrostaff), Weapon Proficiency 
(advanced melee weapons, pistols, simple weapons) 

Skills Initiative +14", Perception +14 

Possessions Knighthunter armor, electrostaff, sonic pistol 

“ Human bonus feat or trained skill, 


SITH SPY 

Lackeys of the Sith Lords, Sith spies are hidden observers spread throughout 
the Empire and beyond. Every Sith spy answers to a single Sith Lord (few spies 
are bold enough to act as double agents for two Sith), and Sith spies are most 
common on worlds where anti-Imperial sentiments or Alliance sympathies 
threaten to undermine the authority of the Sith (such as on Bothawui or 
Dorin). Not every Sith spy is in a position to uncover major secrets just by 
virtue of his or her occupation or lifestyle; Sith spies are just as likely to be 
ordinary citizens as they are to be high ranking officers in the Imperial Navy 
or corporate agents in the Corporate Sector. 

Sith spies prize, above all, their secrecy. A Sith spy will almost never reveal 
his or her affiliation, because to do so would mean certain death. Sith spies 
reap handsome rewards for their service, but only those who enjoy wealthy 
or prestigious positions have the ability to flaunt it. Most Sith spies serve 
their masters because of greed, though others might have different motives, 
A Sith spy might have a vendetta against one of his master’s rivals, while 
another might simply believe that the Sith are good for the Empire. 


Sith Spy 

Medium Human nonheroic 9 

Dark Side 2 

Init +6; Senses Perception +10 

Languages Basic plus 1 additional language 
Defenses Ref 13 (flat-footed 11), Fort 11, Will 12 
hp 23; Threshold 11 

‘Speed 6 squares 

Melee by weapon +7 

Ranged blaster pistol +8 (3d6) or 

Ranged hold-out blaster +8 (344) 

Base Atk +6; Grp +8 

Atk Options Point Blank Shot" 

Abilities Str 12, Dex 14, Con 10, Int 12, Wis 12, Cha 13 
Feats Improved Defenses, Point Blank Shot", Skill Training (Deception, 
Gather Information, Stealth), Weapon Proficiency (pistols, simple 

weapons) 

Skills Deception +10, Gather Information +10, Perception +10, Stealth 
+11, Use Computer +10" 

Possessions blaster pistol, hold-out blaster, encrypted comlink, ‘encrypted 
datapad, credit chip 

" Human bonus feat or trained skill. 


SKULL SQUADRON PILOT 

The pilots of Skull Squadron are among the most dedicated pilots in the 
galaxy. Skull Squadron's mission—the defense of Coruscant and all of its 
Imperial assets—keeps their skills honed, as they must maintain the security 
of one of the most heavily populated worlds in the galaxy. The pilots of 
Skull Squadron are handpicked for service by the squadron's commander 
and serve for as long as they are able to demonstrate their superior pilot- 
ing skills, Though slip-ups usually result in pilot deaths, a few pilots have 
lived long enough to retire from Skull Squadron and 90 on to greater things, 
including Moff Rulf Yage. 


“STAY FROSTY, 
SKULLS." 


-GUNN YaGEe 


Though primarily a planetary defense force, the pilots of Skull Squadron 
are no strangers to engagements above other worlds and in the depths of 
space. However, Skull Squadron pilots spend countless hours performing 
maneuvers and training above Coruscant, learning to fly and fight between 
the towering skyscrapers found across the planet. A pilot in Skull Squadron 
must learn to maneuver between artificial structures, dodge airspeeders 
and incoming space traffic, and still pinpoint and destroy her prey. Flying 
in an urban environment can be extremely Challenging, and that is why 
the members of Skull Squadron must have the quickest reflexes and the 
sharpest instincts. 


‘Skull Squadron Pilot cls 

Medium Human soldier 7/ ace pilot 1 

Force 7; Dark Side 1 

Init +12; Senses Perception +11 

Languages Basic 

Defenses Ref 26 (flat-footed 22), Fort 24, Will 20 

hp 91; Threshold 24 

Speed 6 squares 

Melee unarmed +8 (1d6+5) 

Ranged blaster pistol +10 (3644) or 

Ranged blaster pistol +8 (446+4) with Rapid Shot 

Base Atk +7; Grp +10 

Atk Options Devastating Attack (heavy weapons), Penetrating Attack 
(heavy weapons), Point Blank Shot, Rapid Shot 

Special Actions Elusive Dogfighter, Vehicular Combat 

Abilities Str 12, Dex 16, Con 14, Int 10, Wis 14, Cha 10 

Special Qualities vehicle dodge +1 

Talents Armored Defense, Devastating Attack (heavy weapons), 

Elusive Dogfighter, Penetrating Attack (heavy weapons), Weapon 
Specialization (heavy weapons) 

Feats Armor Proficiency (light, medium), Martial Arts |, Point Blank Shot, 
Rapid Shot, Skill Focus (Pilot), Skill Training (Perception), Vehicular 
Combat, Weapon Focus (heavy weapons), Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Initiative +12", Mechanics +9, Perception +11, Pilot +17, Use 
Computer +9 

Possessions armored flight suit, blaster pistol, comlink 

" Human bonus feat or trained skill. 


INFLUENTIAL 
PERSONALITIES 


The following personalities shape the events of the Legacy era with their 
actions and are among the most well known beings in the galaxy. This sec- 
tion contains characters related to both Darth Krayt's Galactic Empire and 
Roan Fel’s Empire-in-exile. 


NYNA CALIXTE 

(MORRIGAN CORDE) 

Amember of the Council of Moffs and the Director of Imperial Intelligence, 
Nyna Calixte is a cold, calculating woman whose ruthlessness is matched 
only by her ambition. Romantically involved with Moff Morlish Veed, Nyna 
Calixte was once married to Rulf Yage and is the mother of the commanding 
officer of Skull Squadron, Gunn Yage. As the Director of imperial Intelligence, 
Nyna Calixte is in charge of the largest spy and information network in the 
galaxy (though the Bothans might disagree with that statement). Though 
she maintains her apartments on Coruscant, she also spends a good deal of 
time at the headquarters of Imperial Intelligence on Bothawui. 


py 


NYNA CALIKTE AND HER 


However, Nyna Calixte has a secret. She leads a double life as Morrigan 
Corde, a special agent for Imperial Intelligence that is not afraid to get a job 
done—whatever the costs. Calixte first assumed the persona of Morrigan 
Corde during the Sith-Imperial War, and in this quise she met and fell in love 
with Kol Skywalker. After giving birth to a son, Cade, Calixte returned to 
the Empire and abandoned her guise as Morrigan Corde. However, in recent 
times she has resurrected her alter ego to rescue her son from the clutches 
of Darth Krayt. Though she keeps this second identity secret still, Calixte is 
clearly torn between her love for her son and her duty to the Empire. 

Nyna Calixte (Morrigan Corde) cL1s 

Medium Human scout 4/ scoundrel 3/noble 7/qunslinger 1 

Destiny 3; Force 7; Dark Side 8 

Init +14; Senses Perception +20 

Languages Basic, Bocce, Huttese, High Galactic, Gran, Ry! 

Defenses Ref 33 [flat-footed 29), Fort 26, Will 30; Evasion 

hp 77; Threshold 26 

Speed 6 squares, fly 6 squares (jet pack); Running Attack 

Melee unarmed +12 (1d6+8) or 

Melee vibroblade +12 (2d6+8) 

Ranged heavy blaster pistol +13 (3d8+7) or 

Ranged concealed dart launcher +13 (3d8+7 stun) or 

Ranged heavy assault blaster rifle +15 (3410+7) or 

Ranged snap shot blaster pistol +14 (3d6+7) or 

Base Atk +11; Grp +14 

Atk Options Debilitating Shot, Careful Shot, Deadeye, Point Blank Shot, 
Precise Shot, Rapid Shot, Running Attack 

Special Actions Evasion, Quick Draw, Skirmisher, Sneak Attack, 

Weaken Resolve 
Abilities Str 12, Dex 15, Con 10, Int 14, Wis 17, Cha 16 
Talents Debilitating Shot, Educated, Evasion, Improved Stealth, Presence, 

Skirmisher, Sneak Attack, Spontaneous Skill, Weaken Resolve 
Feats Armor Proficiency (light), Careful Shot, Deadeye, Exotic Weapon 

Proficiency (concealed dart launcher), Linguist, Martial Arts |, 

Point Blank Shot, Precise Shot, Quick Draw, Shake It Off, Skill Focus 

(Deception, Gather Information, Perception), Skill Training (Deception), 

Weapon Focus (rifles), Weapon Proficiency (advanced melee weapons, 

rifles, pistols, simple) 

Skills Climb +13, Deception +20, Endurance +12, Gather Information +15, 
Initiative +14, Jump +13, Mechanics +14, Perception +20, Pilot +14, 
Survival +15 

Possessions (as Nyna Calixte) Moff's uniform, heavy blaster pistol, 
encrypted comlink, code cylinder 

Possessions (as Morrigan Corde) concealed dart launcher, heavy assault 
blaster rifle, snap shot pistol, vibroblade, encrypted comlink, jet pack, 
credit chip 
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DARTH AZARD 
A Quarren Sith Lord whose military instincts are well admired, Darth Azard is 
the Sith Lord in command of the Imperial Third Outer Rim Fleet. A competent 
military commander and a master of the double-bladed lightsaber, Darth 
Azard believes in many of the same philosophies as Darth Vader, whose his~ 
tory Azard has studied closely. Darth Azard believes that failure should be 
severely punished, lest order and discipline fall by the wayside. As a result, 
Azard is notorious for his battlefield demotions and promotions, and many 
who fight under his command fear ever rising to the rank of command, 
Darth Azard feels no loyalty to the people of his homeworld and has 
embraced his role as a Sith. He relishes any chance to inflict punishment on 
the Mon Calamari, but his primary mission is to root out the Galactic Alliance 
Core Fleet and destroy it. 


Darth Azard 

Medium Quarren Jedi 3/soldier 5/Sith apprentice 4/Sith Lord 3 

Destiny 2; Force 7; Dark Side 14 ; 

Init +15; Senses low-light vision; Perception +9 

Languages Basic, Quarrenese 

Defenses Ref 35 (flat-footed 32), Fort 32, Will 30; Block, Deflect 

hp 137; Threshold 32 

Immune fear effects 

Speed 6 squares, swim 4 squares 

Melee double-bladed lightsaber +21 (248+13) or 

Melee double-biaded lightsaber +16* (248+23) or 

Melee double-bladed lightsaber +21/+21 (2d8+13) or 

Melee double-bladed lightsaber +16/+16* (2d8+23) 

Base Atk +15; Grp +18 

Atk Options Dual Weapon Mastery Il, Power Attack, Weapon Finesse, 
Wicked Strike 

Special Actions Block, Deflect 

Force Powers Known (Use the Force +18); battle strike (2), Force grip, 
Force shield, rebuke (2) 

Force Secrets Devastating Power, Multitarget Power, Quicken Power 

Force Techniques Force Power Mastery (battle strike), Improved Move 
Light Object 

Abilities Str 14, Dex 16, Con 14, Int 10, Wis 14, Cha 12 

‘Special Qualities breathe underwater, expert swimmer, fearless, 
temptation 


cL 15 


Talents Armored Defense, Block, Deflect, Greater Weapon Focus 
(lightsabers), Improved Armored Defense, Juggernaut, Multiattack 
Proficiency (lightsabers), Weapon Specialization (lightsabers), Wicked 
Strike 

Feats Armor Proficiency (light, medium), Dual Weapon Mastery |, Dual 
Weapon Mastery Il, Force Sensitivity, Force Training (2), Power 
Attack, Skill Focus (Use the Force), Weapon Finesse, Weapon Focus 
(lightsabers), Weapon Proficiency (lightsabers, simple weapons) 

Skills Initiative +15, Use the Force +18 

Possessions battle armor, double-bladed lightsaber (self-built), comlink 

* Includes 5 points of Power Attack. 


DARTH KRAYT 

Arguably the most powerful man in the galaxy, Darth Krayt is both the 
leader of the Sith and the reigning Emperor, Born and raised among Tusken 
Raiders on Tatooine, Darth Krayt's original name is A’Sharad Hett. Trained 
as a Jedi Knight, Hett manages to survive Order 66 by escaping his clone 
troopers and then slaying them. As Palpatine’s Empire rises, Hett returns to 
his home planet where he clashes with Obi-Wan Kenobi who, unbeknownst 
to Hett, has been watching over the infant Luke Skywalker. After his duel 
with Kenobi, Hett is forced to flee Tatooine in disgrace. For a short while, 
Hett works as a bounty hunter, until one day he pursues a bounty to Kor- 
riban. Once there, Hett stumbles upon an ancient Sith holocron and begins 
to learn the secrets of the Sith. Oddly, time seems to pass more slowly for 
Hett than for the galaxy at large, and when he leaves Korriban, he discovers 
that Palpatine's Empire has fallen. 

Hett explores the Unknown Regions and is captured by a Yuuzhan Vong 
scouting expedition. Trapped aboard a Yuuzhan Vong ship, Hett encounters 
another former Jedi, Vergere. Subjected to torment in Yuuzhan Vong tor- 
ture devices, Hett allows Vergere's words to seduce him into surrendering 
to his agony and to the dark side. During his torment, Hett begins to have 
visions of a new Sith Order and a galaxy under his control, Eventually, Hett 
frees himself from the Yuuzhan Vong and makes his way back to Korriban, 
whereupon he adopts a new Sith name: Darth Krayt. On Korriban, Darth 
Krayt begins rebuilding the Sith. His influence expands, but when it becomes 
clear that he cannot live long enough to fulfill his vision, Darth Krayt begins 
placing himself in stasis, issuing his orders telepathically while artificially 
extending his lifespan with a combination of healing trances and Yuuzhan 
Vong implants. In the meantime, his new Sith Order has forged an important 
alliance with Emperor Roan Fel, lending their aid in the defeat of the Galactic 
Alliance and the Jedi. 


By the end of the Sith-Imperial War, Darth Krayt declares himself Emperor 
However, his body suffers the effects of having lived far beyond its natural 


lifespan. The Yuuzhan Vong implants used to extend his life begin to c 


him. Furthermore, healing trances and Force healing become less effective 


Darth Krayt knows tha s limited unless a new solution is found. At 


ne point he captures Cade Skywalker, an heir to the Skywalker bloodline 


fted with incredible healing n the hopes that one day he will be 


able to harness those same powers 


Darth Krayt CL 20 

Medium Human Jedi 7/Jedi Knight 4/Sith apprentice 4/Sith 

Destiny 3; Force 10; Dark Side 20 

Init +11; Senses darkvision; Use the Force +22 

Languages Basic, Bocce, Sith, Tusken 

Defenses Ref 36 (flat-footed 33), Fort 38, Will 38; Blox 
Lightsaber Defense, Melee Defense, Jar’Kai, Nima 

hp 135; Threshold 38 

Immune fear effects 


Deflect, 


Speed 6 squares 
Melee lightsaber +24 (2¢ 
Melee 
Melee lightsabers +20, 


+12/x3) or 


8+12/x3) with Dual Weapo y lor 


22 (2 
20/. 


ery ll 


ightsabers +22) 


tack and 


Dual Weapon Mas 

Ranged by weapon +18 

Base Atk +20; Grp +23 

Atk Options Double Attack (lightsabers), Dual Weapon Mastery Il, 
Whirlwind Attack 

Special Actions Force Deception, Force Perception 

Force Powers Known (Use the Force +22): battle strike, dark rage 
farseeing, Force lightning (2), Force slam (2), mind trick, move object, 


rebuke (2), surge 
Force Techniques Fore 
Move Lig 
Force Secrets Devastating Pow 
Quicken Power, Shaped Power 
Abilities Str 14, Dex 16, Con 10, In 
Special Qualities temptation 
Talents Armored Defense, Dark Side Adept, Dark Side Master, Block, 
Deflect, Force Deception, Force Perception, Lightsaber Defense, Jar’Kai, 


Niman, Visions 


Point Recovery, Improved Force Trance, Improved 


Object, Improved Sense Force 


stant Power, Multitarget Power, 


2, Wis 20, Cha 18 


Feats Armor Proficiency (light), Dual Weapon Mastery |, Dual Weapon 
Mastery Il, Double Attack (light ¢ Sensitivity, Force 
Training (2), Melee Defense, Skill Focus (Use the Force), Triple Crit 

ttack, Weapon Focus (lightsaber: 


abers) 


ind A 


(lightsabers), Whir apon 
Proficiency (lightsabers, simple weapons) 
Skills Deception +22, Knowledge (galactic lore) +18, Mechanics +16, 


Perception +22, Use the Force +22 


Possessions vonduun crab-shell armor, 2 lightsabers (self-built), 
Yuuzhan Vong enhanced vision bio-implant, Yuuzhan Vong 


replacement limb bio-implant 


U 
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DARTH MALADI 


The enigmatic Darth Maladi is a Devaronian master 


pionage, assa 
Sith 


sination, and interrogation. Extremely skilled in ale 
aladi is very much a 


hemy and the 


manipulation of Yuuzhan Vong bioengineering, Darth 
student of science as well as mysticism. In 
interrogation, and biology, Darth Maladi maintains the lar 


Sith spies among all the Sith. in addition, Darth Mal 


ddition to her skill with alchemy, 


net 


middle of 


ork of 


adi sits in 


b of intelligence agents that serve all of the Sith; a separate orga- 


nization from Imperial Intelligence, these spies have no formal hierarchy or 


place within the Empire and are referred to by Imperial Intelligence agents 
a5 “Sith Intelligence. 

Darth Mala 
she (like Darth Talon) was and raised on Korriban in the Sith tradition 
Unlike many w Sith Lords, Darth Maladi seer 


control of her emotions. She is cold, 


“true” Sith Lord, meaning that 


of her fell to be completely ir 


alculating, and unafraid to perpetrate 


unspeakable acts in the name of getting what she wants. To her, the ends 


Darth Maladi also serves as Darth Krayt's personal 


physician and is constantly in search of ways to slow his body's decay. When 
ather Sith Lords are wounded in battle, they do not trust their care t 


dane d 


the mun- 


a: ¢ Empire; they come to Darth Maladi, 


sand medical droid: 


Darth Maladi 

Medium Devaronian Jedi 3/noble 5/Sith apprentice 4/Sith Lord 3 
Destiny 2: Force 7; Dark Side 14 

Init +13; Senses Perception +14 

Languages Basic, Bocce, Bothese, Devaronese, Durese, High Galactic 


Huttese, Mon Calamarian, Quarrenese, Ryl, Shyriiwook (understand 


cL15 


only) 


Defenses Ref 29 (flat-footed 28), Fort 28. 
hp 97; Threshold 28; Damage Reduction 10 
Immune f 
Speed 6 square: 
Melee lightsaber +14 (2d8+7) 
Base Atk +13; Grp + 
Special Actions acute observation (see below), Adept Negotiator. 
improved Dark F 
Force Powers Known (Use the Force +19): Force grip, Force lightning, 


Force stun, mind trick, rebuke (2) 


or effects 


ing, Equilibrium, Force Cloak 


Force Secrets Distant Power, Multitarget Po! 
Force Techniques Improved Sense Force, Improved Sense Surroundings 
Abilities Str 10, C 
Special Qualities fearless, temptation 

Talents Adept Negotiator, Damage Reduction 10, Dark Healing, Dark Side 


er, Shaped Power 


x12 


Adept, Educated, Equilibrium, Force Cloak, Force Persuasion, Improved 
Dark Healing 

Feats Biotech Specialist, Force Sensitivity, Force Training (2), Linguist, 
Skill Focus (Deception, k sciences], Treat Injury, Use 
the Force), Skill Training (Deception, Treat Injury), Surgical Expertise 
Weapon Proficiency (lightsabers, simple 

Skills 


Knowledc 


owledge [li 


eapons) 


robatics +13, Initiative +13, Knowledge (galactic lore) +16, 


(life sciences) +21, Knowledge (technology) +16, Perception 


Persuasion +19, Tre: 


injury +19, Use the Force +19 


built), comlink 


Possessions lightsaber (sel! 
Acute Observation—Once per encounter as a standard action, Darth 

can make a Perception check against a single target within line 
of sight (DC 15, or an opposed check against the target’s Stealth check 


f the target is attempting to hide). If successful, Darth Maladi gains a 


+1 insight bonus on attack rolls against that target until the end of the 


DARTH MALEVAL 

Darth Maleval is one of the Empire's most capable Jedi hunters. He take: 
adistic pleasure in helping to put down rebellions and insurrections, as 
¢ who deserve punish 


him a chance to display his ruthlessness to t' 


ment, Darth Krayt assigns Darth Maleval to missions targeting insurgents or 


rebels, using the Quarren Sith L¢ 
Empire. Darth Maleval's target 


ns to those who oppose the Sith rule 


d to spread terror ar 


are put on display to the galaxy as a means 


ng the enemies of the 


f pointing out what happ 
Darth Maleval is skilled with a lightsaber, but his weapon of choice is 
hock v 


the shock whip, Darth Maleval prefers ¢ because 


is more 


painful but less lethal, and can be used to torment his captives for long 


stretches of time before disposing of them, The s been known 


ve his targets alive but savagely maimed as a warning to others w' 


would betray the Empire. 


Darth Maleval cL 13 
ium Quarren Jedi 7/Sith apprentice 5/Sith Lord 1 

Destiny 1; Force 6; Dark Side 16 

Init +14; Senses low 
Languages Basic, Quarrenese 


vision; Perception +9 


Defenses Ref 29 (flat-footed 26), Fort 26 

hp 96; Threshold 26 

Immune fear effect 

Speed 6 squares, swim 4 squares 

Melee lightsaber +18 ( 

Melee shock whip +17 

Reach 2 squares (v 

Base Atk +13; Grp +16 

Atk Options Dark Scourge, Improved Disarm, 
Finesse, Wicked Strike 

Special Actions Equilibrium, Swift Power 

Force Powers Known (Use the Force +13): battle strike (3), dark rage, 

t, rebuke (2), surge 

Force Secrets Quicken Power 

Force Techniques Force Power Mastery (battle strike), Improved Sense 
Force 

Abilities Str 12, Dex 16, Con 10, Int 10, Wis 16, Cha 

Special Qualities breathe underwater, expert swimmer, fearless, 
temptation 

Talents Dark Scourge, Deflect, Equilibrium, Power of the Dark Side, 
Redirect Shot, Swift Power, Wicked Strike, 
(lightsabers) 

Feats Force Sensitivity, Force Training (2), Improved Disarm, Trip, 


ith sho ip only) 


Redirect Shot, Trip, Weapon 


move obj 


leapon Specialization 


Weapon Finesse, Weapon Focus (advanced melee weapons), Weapon 
Focus (lightsabers), Weapon Proficiency (advanced melee weapons, 
lightsabers, simple weapons) 

Skills Initiative +14, Use the Force +13 

Possessions lightsaber (self-built), shock whip, comlink 


DARTH NIHL 

The man who would eventually t 
warlord and a scourge of the Unknown Regions before joining the Sith. Darth 
Nil used his latent skill with the Force to lead bands of marauders in raids 
le of the domain of the Galactic Alliance, 


¢ the name Darth Nihl was once a Nagai 


across his world, well ou 


While rebuilding the Sith, Darth Krayt encounters Darth Nihl and offers him 
a place within the Sith Order. Nihl agrees, undergoes the training to become 


a Sith Lord, and rises to the rank of Emperor's Hand after his pre 


decessor 
dies under mysterious circumstances, Darth Nihl is an ambitious Sith Lord 


who lets nothing stand in the way of his continued ascent. 
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Darth Nihl is a master of the long-handle lightsaber, for which he has 
developed his own unique fighting style. A man filled with arrogance, 
tage, and loathing, Darth Nihl shows no mercy toward his enemies. As the 
Emperor's Hand, Darth Nihl executes the will of Darth Krayt, and the Nagai 
Sith Lord particularly relishes dealing with Jedi who escaped the attack on 
Ossus (which Darth Nihi himself led) 


Darth Nihl 

Medium Nagai Soldier 7/officer 3/Sith apprentice 5/Sith Lord 1 

Destiny 3; Force 8; Dark Side 14 

Init +16; Senses Perception +10 

Languages Basic, Nagaian 

Defenses Ref 34 (flat-footed 31), Fort 33, Will 32; Block, Deflect, Shift 
Defense! 

hp 145; Threshold 33 

Immune fear effects 

Speed 6 squares 

Melee long-handle lightsaber +21 (2d10+10) 

Melee long-handle lightsaber +19 (3410+10) with Rapid Strike 

Base Atk +16; Grp +19 

Atk Options Melee Defense, Rapid Strike, Running Attack, Severing 
Strike, Stunning Strike, Weapon Finesse 

Special Actions Assault Tactics, command cover, 
Indomitable, share talent 
(Shift Defense 1), Shift 
Defense | 


CL 16 


Force Powers Known (Use the Force +15): bottle strike, Force grip, Force 
lightning, Force slam, rebuke, surge 

Force Secrets Quicken Power 

Force Techniques Force Power Mastery (battle strike), Improved Sense 
Surroundings 

Abilities Str 11, Dex 16, Con 15, Int 10, Wis 14, Cha 14 

Special Qualities command cover, fearless, share talent (Shift Defense ), 
soothing voice, weapon familiarity 

Talents Armored Defense, Assault Tactics, Block, Deflect, Indomitable, 
Melee Smash, Severing Strike, Shift Defense I, Stunning Strike, Weapon 
Specialization (lightsabers) 

Feats Armor Proficiency (light, medium), Force Sensitivity, Force Training 
(2), Melee Defense, Rapid Strike, Running Attack, Weapon Finesse, 
Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, pistols, 
rifles, simple weapons) 

Skills Initiative +16, Knowledge (tactics) +13, Persuasion +10 (can reroll, 
must take second result), Use the Force +15 

Possessions Nagai light battle armor, long-handle lightsaber (self-built), 
comlink 


DARTH TALON 
Beautiful, alluring, and dangerous, Darth Talon is a Twi'lek Sith Lord raised 
in the Sith tradition, Darth Talon grows up on Korriban, where she is taught 
how to use the Force and the art of lightsaber combat, and conditioned to 
be in top physical condition. Her training is harsh, as all Sith training is, yet 
she manages to survive and flourish, The final step on her path to becoming 
a Sith Lord comes when she is ordered by Darth Krayt to slay the Sith Lord 
that had trained her, Darth Ruyn. With her master dead by her hands, Darth 
Talon becomes Darth Krayt’s Hand, a special agent for the Emperor and the 
counterpart to Darth Nihl 

The Twi'lek Sith Lord is fast, agile, and has a diverse array of skills that 
makes her one of the most deadly combatants around. Devious and stealthy, 
Darth Talon is willing to lie in wait for her prey, as she does when attempting 
to lure Roan Fel out of hiding. Despite her relative inexperience, Darth Talon 
is still one of the most formidable lightsaber duelists in the Sith Order. She 
helps oversee the training of Cade Skywalker in the ways of the Sith during 
his brief captivity on Coruscant. Following his escape, she resumes her duties 
as an Emperor's Hand. 


DantH TaLon 


Darth Talon CL 13 
Medium Twi'lek Jedi 7/Sith apprentice 5/Sith Lord 1 

Destiny 2; Force 6; Dark Side 14 

Init +9; Senses low-light vision; Perception +8 


Languages Basic, Ry! 


Defenses Ref 30 (flat-footed 26), Fort 29, Will 28 

hp 109; Threshold 29 

Immune fear 

Speed 6 squares 

Melee lightsaber +18 (248+8) or 

Melee lightsaber +16 (348+8) with Rapid Strike 

Base Atk +13; Grp +16 

Atk Options Acrobatic Strike, Rapid Strike, Running Attack, Weapon 
Finesse, Wicked Strike 


Special Actions Block, Deflect, Equilibrium 

Force Powers Known (Use the Force +14): battle strike, Force shield, 
Force slam, move object, rebuke, surge 

Force Secrets Quicken Power 

Force Techniques Force Power Mastery (bottle strike), Improved Move 
Light Object : 

Abilities Str 10, Dex 16, Con 12, Int 10, Wis 14, Cha 16 

Special Qualities deceptive, fearless 

Talents Block, Deflect, Elusive Target, Equilibrium, Force Deception, 
Redirect Shot, Weapon Specialization (lightsabers), Wicked Strike 

Feats Acrobatic Strike, Force Sensitivity, Force Training (2), Martial 
Arts |, Rapid Strike, Running Attack, Weapon Finesse, Weapon Focus 
(lightsabers), Weapon Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +14, Deception +14, Use the Force +14 

Possessions lightsaber (self-built), comlink 


DARTH WYYRLOK 
Actually the third Sith Lord to bear the name, Darth Wyyrlok is a Chagrian 
Sith Lord who serves as Darth Krayt's closest aide and confidante. Known as 
the Loremaster of the Sith, Darth Wyyrlok is one of the greatest scholars of 
Jedi, Sith, and other Force-using traditions in the galaxy. Darth Wyyrlok has 
access to books, scrolls, holocrans, and computer records from across the 
eons, which he has collected in the hopes of gaining a deeper understanding 
of the Force, Darth Wyyrlok is utterly dedicated to serving Darth Krayt and 
will go to the ends of the galaxy to find a way to restore his master's body 
to its youthful form 

Darth Wyyrlok believes that it is willpower that gives the Sith their 
strength. By sheer force of will, a Sith can achieve almost anything, and 
Darth Wyyrlok displays this in everything he does. He is a master of illusions, 
capable of using the Force to trick his enemies’ minds into seeing things that 
are not there. In fact, so powerful are Darth Wyyriok’s mind tricks that he 
manages to convince nearly a dozen lightsaber-wielding dark side cultists 
on Prakith that they should fight and kill one another, proving once again 
that the Sith are masters of bending the galaxy to their will. 
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Darth Wyyrlok cL16 

Medium Chagrian Jedi 5/nobie 3/Sith apprentice 4/Sith Lord 4 

Destiny 3; Force 8; Dark Side 16 

Init +13; Senses low-light vision; Perception +16 

Languages Basic, Bocce, Chagri, Cheunh, High Galactic, Huttese, Nagaian, 
Quarrenese, Ry), Sith, Yuuzhan Vong 

Defenses Ref 30 (flat-footed 30), Fort 31, Will 33 

hp 123; Threshold 31 

Immune fear effects, +5 to Fortitude Defense against radiation 

Speed 6 squares 

Melee lightsaber +16 (248+8) 

Base Atk +15; Grp +15 

Special Actions Block, Deflect, Illusion, Improved Dark Healing, Redirect 
Shot, Spontaneous Skill 

Force Powers Known (Use the Force +20): battle strike, Force shield, 
Force slam, mind trick, move object, rebuke (2), surge, vital transfer 

Force Secrets Distant Power, Multitarget Power, Quicken Power, Shaped 
Power 

Force Techniques Improved Sense Surroundings, Improved Sense Force 

Abilities Str 10, Dex 10, Con 12, Int 18, Wis 16, Cha 14 

Special Qualities breathe underwater, expert swimmer, fearless, radiation 
resistance 

Talents Block, Dark Healing, Deflect, Educated, Force Deception, Illusion 
(see page 52 of the Knights of the Old Republic Campaign Guide), 
Improved Dark Healing, Redirect Shot, Spontaneous Skill 

Feats Force Sensitivity, Force Training (3), Improved Defenses, Linguist, 
Skill Focus (Knowledge [galactic lore], Knowledge [life sciences), Use 
the Force), Skill Training (Pilot), Weapon Focus (lightsabers), Weapon 
Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +13, Deception +20, Initiative +13, Knowledge (galactic 
lore) +22, Knowledge [life sciences) +22, Perception +16, Pilot +13, 
Use the Force +20 

Possessions lightsaber (self-built), comlink 


ANTA Ss DRACO 

The highest-ranking member of the Imperial Knights, Antares Draco is 
@ powerful Force-user whose dedication to Roan Fel is second to none. 
Antares Draco follows in the footsteps of his forefathers, whose service to 
the Empire dates back to the Galactic Civil War (one of his ancestors was @ 
member of the Inquisitorius under Palpatine). Involved with Fel’s daughter, 
Marasiah, Antares Draco is a servant to the Empire down to his very core. An 
accomplished pilot as well as a skilled lightsaber duelist, Draco has earned 
his position of command of the Imperial Knights through years of hard work, 
discipline, and an unflinching loyalty that proves time and again that he is 
nearly incorruptible. 


Antares Draco’s loyalty is far from blind. Though sworn to follow the 
orders of the Emperor, Draco has defied Roan Fel's wishes on a few occa- 
sions, such as the time he traveled to Vendaxa to rescue Marasiah. Though 
his personal feelings rarely interfere with his work, Antares Draco knows 
that listening to the Force and heeding one’s insights are traits that make 
the Imperial Knights more than just lightsaber-toting soldiers. In the heart 
of Antares Draco, dedication and discipline march side-by-side with instinct 
and intuition, creating @ warrior who is cunning, loyal, and incredibly 
competent. 


Antares Draco cL15 

Medium Human Jedi 7/Imperial Knight 8 

Destiny 1; Force 7 

Init +19; Senses Perception +13) 

Languages Basic 

Defenses Ref 33 (flat-footed 31), Fort 32, Will 29 

hp 137; Threshold 32 

‘Speed 6 squares 

Melee lightsaber +21 (2d8+13) or 

Melee lightsaber +16* (2d8+23) or 

Melee lightsaber +19 (3d8+13) with Rapid Strike or 

Melee lightsaber +14* (348+23) with Rapid Strike 

Base Atk +15; Grp +18 

Atk Options Rapid Strike 

Special Actions cortosis gauntlet 

Force Powers Known (Use the Force +19): battle strike, Force shield, 
Force slam, move object, rebuke, surge 

Force Techniques Force Power Mastery (battle strike), Improved Move 
Light Object, Improved Sense Force, Improved Sense Surroundings 

Abilities Str 16, Dex 14, Con 14, Int 10, Wis 13, Cha 14 

Talents Armor Mastery, Block, Deflect, Force Intuition, Greater Weapon 
Focus (lightsabers), Juggernaut, Oath of Duty, Redirect Shot 

Feats Armor Proficiency (light, medium), Force Sensitivity, Force Training 
(3), Improved Defenses, Power Attack, Rapid Strike, Skill Focus (Use the 
Force), Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, 
simple weapons) 

Skills Initiative +19, Perception +13, Pilot +14, Use the Force +19 

Possessions Imperial Knight battle armor, cortosis gauntlet, lightsaber 
{self-built), comlink, various personal belongings 

* Includes 5 points of Power Attack. 


FEHLAAUR 
A liaison from the Chiss Ascendancy and a member of the Moff Council, 
Fehlaaur is the Director of the Imperial Diplomatic Corps. Somewhat aloof 
and mild-mannered compared to his fellow members of the Council of 
Moffs, Fehlaaur (whose full name is Fehlaaur'aite!’loro) travels from Csilla 
to Bastion as a diplomatic envoy and is placed in the service of the Imperial 
Diplomatic Corps as a sign of solidarity between the Empire and the Chiss 
Ascendancy, When word of the failure of the Ossus Project reaches Csilla, 
the Ascendancy attempts to recall Fehlaaur, not wanting one of their number 
to be drawn into the impending conflict, In order to keep the Ascendancy 
tightly bound to the Empire, Roan Fel grants Fehlaaur the title of Moff and 
makes him the Director of the Imperial Diplomatic Corps and a member of 
the Council of Moffs. 

Unlike his fellow Moffs, Fehlaaur remains cautious and unwilling to suc~ 
cumb to his emotions. When accusations fly regarding the Diplomatic Corps’ 
loyalty, Fehiaaur calmly points out that no evidence exists of any treason within 
the agency. Fehlaaur is often the counterpoint to the more discontent and 
aggressive Moffs, helping keep balance within the council along with Konrad 
Rus. Fehlaaur’s continued service in 
the upper echelons of the Empire 
keeps the Chiss Ascendancy 
placated, reassuring its 
constituents that they have 
as much influence over the 
Empire as the Empire has 
over them, 


Fehlaaur cu 
Medium Chiss noble 8/officer 3 

Destiny 2; Force 5 

Init +5; Senses low-light vision; Perception +17 


Languages Basic, Bothese, Cheunh, High Galactic 


Defenses Ref 23 (flat-footed 23), Fort 21, Will 17 
hp 56; Threshold 21 


Speed 6 squares 

Melee unarmed +9 (1d4+5) 

Ranged blaster pistol +9 (3d6+5) 

Base Atk +9; Grp +9 

Atk Options Point Blank Shot 

Special Actions Bolster Ally, Coordinate, Deployment Tactics, Inspire 
Confidence, Inspire Haste, Shift Defense | 


Abilities Str 10, Dex 11, Con 10, Int 15, Wis 14, Cha 14 

Special Qualities command cover, share talent (Shift Defense |) 

Talents Bolster Ally, Coordinate, Deployment Tactics, Inspire Confidence, 
Inspire Haste, Shift Defense | 

Feats Armor Proficiency (light), Linguist, Point Blank Shot, Skill Focus 
(Deception, Knowledge [galactic lore], Knowledge [social sciences), 
Perception, Persuasion), Skill Training (Knowledge [tactics], Weapon 
Proficiency (pistols, simple) 

Skills Deception +17, Gather Information +12, Knowledge (bureaucracy) 
+12, Knowledge (galactic lore) +17, Knowledge (social sciences) +17, 


Knowledge (tactics) +12, Perception +17, Persuasion +17, Pilot +10, Use 


Computer +12 


Possessions blaster pistol, Moff's uniform, encrypted comilink, code cylinder 
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MARASIAH FEL 
The daughter of the deposed Emperor, Marasiah Fel is also skilled in the arts 
of diplomacy and negotiations. She works closely with the Imperial Mission 
‘as the envoy of the Emperor, at least prior to the attempt on Roan Fels life. 
At the same time, she (like her father) is a full-fledged Imperial Knight, and 
she has pledged her service to both her father and what she sees as the true 
Galactic Empire. Diplomat, liaison, soldier, and spy, Marasiah Fel has one 
face that she shows to the galaxy at large (that of the loyal daughter of the 
Emperor) and another face she shows to her fellow Imperial Knights, 
Marasiah Fel is more than just the legitimate heir to the Imperial throne. 
Since her father’s exile, Marasiah (called Sia by those close to her) has acted 
as an envoy from her father to worlds that might potentially be sympathetic 
to the deposed Emperor's cause. Marasiah is also romantically linked to 
Antares Draco, a fellow Imperial Knight. 


Marasiah Fel 

Medium Human noble 5/Jedi 4/Imperial Knight 1 

Destiny 1; Force 5 

Init +12; Senses Perception +12 

Languages Basic, Bocce, High Galactic, Huttese 

Defenses Ref 28 (flat-footed 26), Fort 24, Will 24 

hp 60; Threshold 24 

Speed 4 squares 

Melee lightsaber +14 (2d8+5) 

Ranged hold-out blaster +12 (3d4+5) 

Base Atk +8; Grp +10 

Atk Options Weapon Finesse 

Special Actions Born Leader, Fearless Leader, Presence 

Force Powers Known (Use the Force +17); battle strike, Force slam, mind 
trick, move object, rebuke, surge 


CL10 


Abilities Str 10, Dex 15, Con 10, Int 12, Wis 14, Cha 14 

Talents Armor Mastery, Block, Born Leader, Deflect, Fearless Leader, 
Presence 

Feats Armor Proficiency (light, medium), Force Sensitivity, Force Training 
(2), Linguist, Skill Focus (Persuasion, Use the Force), Weapon Finesse, 
Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, pistols, 
simple weapons) 

Skills Deception +12, Initiative +12, Knowledge (bureaucracy) +11, 
Knowledge (galactic lore) +11, Perception +12, Persuasion +17, Pilot 
+12, Use the Force +17 

Possessions Imperial Knight battle armor, lightsaber (self-built), comlink, 
various personal belongings 


“Il LOVE MY 
DAUGHTER, BUT 
THE FATE OF THE 
EMPIRE-OF THE 

GALAXY-IS AT 
STAKE!" 


-EMPEROR ROAN FEL 


ROAN FEL 
Considered by many to be the rightful ruler of the galaxy, Roan Fel is the 
leader of the Empire-in-exile and is Darth Krayt's most wanted enemy. Roan 
Fel is a hard man who believes in the strength of order but not the violence 
of tyranny, and he leads both the Empire and the Imperial Knights in their 
crusade against the false Emperor that rules from Coruscant. 

Trained as an Imperial Knight and skilled in the arts of military leadership 
and diplomacy, Roan Fel throws his support behind the Imperial Mission 
carly and often, and works hard to make sure that the Jedi are not targeted 

as enemies during the Sith-Imperial 

War. However, despite his efforts, 
the Sith prevail and the Jedi are 
nearly eradicated, 

After the Galactic Alliance's 
surrender, Emperor Fel is forced 
into hiding when Darth Krayt 
Seizes the throne. In the inter 

Yening years, he has culti- 
vated quite a following of 
loyalists and still man- 
I9€5 to hold the planet 
despite Krayt's 
\ dge that the planet 

serves as the capital of the 
Empire-in-exile. 


Emperor Roan Fel CL 20 
Medium Human Jedi 3/noble 6/Imperial Knight 5/officer 6 

Destiny 3; Force 9; Dark Side 4 

Init +10; Senses Perception +19 

Languages Basic 

Defenses Ref 35 (flat-footed 34), Fort 34, Will 36 

hp 157; Threshold 34 


Speed 4 squares 

Melee lightsaber +22 (2d8+12) or 

Melee lightsaber +17/+17 (248+12) with Double Attack 

Ranged by weapon +18 

Base Atk +18; Grp +20 

Atk Options Double Attack (lightsabers), Martial Arts |, Melee Defense 

Special Actions Assault Tactics, Born Leader, Coordinate, Deployment 
Tactics, Shift Defense |, Trust 

Force Powers Known (Use the Force +22): bottle strike, Force slam, mind 
trick, move object, prescience, rebuke (2), stagger, surge, vital transfer 

Force Techniques Force Point Recovery, Improved Move Light Object 

Abilities Str 14, Dex 10, Con 14, Int 10, Wis 19, Cha 15 

Special Qualities command cover, share talent (Assault Tactics, 
Deployment Tactics, Shift Defense |) 

Talents Armor Mastery, Assault Tactics, Band of Brothers, Block, Born 
Leader, Coordinate, Deflect, Deployment Tactics, Oath of Duty, Shift 
Defense |, Strength of the Empire, Trust 

Feats Armor Proficiency (light, medium), Double Attack (lightsabers), 
Martial Arts |, Melee Defense, Force Sensitivity, Force Training (2), 

Skill Focus (Persuasion, Use the Force), Skill Training (Deception, 
Persuasion), Weapon Focus (lightsabers), Weapon Proficiency 
(lightsabers, pistols, simple weapons) 

Skills Deception +17, Knowledge (tactics) +15, Perception +19, Persuasion 
+22, Use the Force +22 

Possessions Imperial Knight armor, lightsaber (self-built), Emperor's robes, 
comlink, various personal belongings 
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“THE JEDI HAVE e 
NOTHING TO FEAR 

FROM MY FATHER. 

ROAN FEL IS NOT 

YOUR ENEMY. HE 
NEVER TRULY WAS." 


MARASIAH FEL 
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ORON JAEGER 
A dedicated Imperial officer and a Roan Fel loyalist, Oron Jaeger is a 
cybernetically enhanced Human who commands the SO1st Legion, an elite 
stormtrooper squad with a history dating back to the Clone Wars. Jaeger, 
a former stormtrooper and a career military man, is stationed on Bastion 
when Emperor Fel claims the world as his stronghold and the hub of his 
Empire-in-exile. As commander of the 501st Legion, Jaeger shows incred- 
ible prowess for organization and movement-based tactics, earning him a 
reputation as having a permanent bird's-eye view of the battlefield, even 
when in the thick of combat 

After suffering a head wound at the Battle of Corulag during the Sith- 
Imperial War, Jaeger opts to receive a neural interface cybernetic implant 
before returning to Imperial service. Jaeger uses his cybernetic implant to 
remain in constant communications with his central command post, allowing 
him to relay orders much faster than most battlefield commanders, 


Oron Jaeger 

Medium Human soldier 10/officer 2 

Destiny 1; Force 6; Dark Side 4 

Init +13; Senses Perception +16 

Languages Basic, Binary 

Defenses Ref 18 (flat-footed 15), Fort 16, Will 20; Running Attack 

hp 101; Threshold 16 

Speed 6 squares 

Melee unarmed +13 (1d6+7) 

Ranged blaster pistol +15 (3d6+6) or 

Ranged blaster rifle +15 (348+8, devastating attack) 

Base Atk +12; Grp +14 

Atk Options Point Blank Shot, Precise Shot, Running Attack 

Special Actions Battle Analysis, Deployment Tactics, Devastating Attack 
(rifles), Indomitable 

Abilities Str 13, Dex 14, Con 12, Int 12, Wis 16, Cha 15 

Special Qualities command cover, share talent (Indomitable) 

Talents Armored Defense, Battle Analysis, Deployment Tactics, 
Devastating Attack (rifles), Indomitable, Weapon Specialization (rifles) 

Feats Armor Proficiency (light, medium, heavy), Improved Defenses, 
Martial Arts |, Point Blank Shot, Precise Shot, Running Attack, Skill 
Focus (Knowledge [tactics], Use Computer}, Weapon Focus (pistols, 
rifles), Weapon Proficiency (advanced melee weapons, rifles, pistols, 
simple) 

Skills Knowledge (tactics) +17, Mechanics +12, Perception +12, Pilot +12, 
Use Computer +17 

Possessions blaster pistol, Moff's uniform, code cylinder, cybernetic 
implant with built-in comlink and data links (grants a +2 equipment 
bonus on Perception checks) 
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AZLYN RAE 
A member of the Jedi Order prior to the rise of Darth Krayt, Aziyn Rae escapes 
the massacre of the Jedi at Ossus and wanders the galaxy for a short while 
in disguise, eventually taking up bounty hunting as a profession. When she 
encounters the Imperial Knights, they recognize her Force training and offer 
to let her join their ranks. After swearing vows of loyalty to the Empire, Rae 
expands her understanding of the Force and learns the ways of the Imperial 
Knights, Thanks to her diverse training, she often serves the Imperial Knights 
a5 @ scout and undercover agent 

Azlyn Rae knew Cade Skywalker at the Ossus Academy and spent a good 
deal of time around the young Jedi there. When Cade escapes from the 
clutches of the Empire at Coruscant, the Imperial Knights send Rae to track 
down the young Skywalker heir and follow him to the site of the hidden Jedi 
Temple. When the Imperial Knights follow Rae into the temple, her ties to 
the Jedi Order is revealed. 


AZUN Rae 


pot 


Azlyn Rae cL 
Medium Human Jedi 5/scout 3/bounty hunter 1/Imperial Knight 2 
Destiny 1; Force 5 

Init +12 (can reroll, must take second result); Senses Perception +8 


Languages Basic, Bocce 


Abilities Str 10, Dex 14, Con 10, Int 12, Wis 16, Cha 14 

Talents Acute Senses, Armor Mastery, Improved Initiative, Block, Deflect, 
Elusive Target, Hunter's Mark 

Feats Armor Proficiency (light, medium), Force Sensitivity, Force Training, 
Improved Defenses, Skill Focus (Use the Force), Skill Training (Survival), 
Weapon Finesse, Weapon Focus (lightsabers), Weapon Proficiency 
(lightsabers, pistols, simple weapons) 

Skills Acrobatics +12, Initiative +12 (can reroll, must take second result), 
Perception +8 (can reroll, must take second result), Pilot +12, 
Survival +13, Use the Force +17 

Possessions Imperial Knight battle armor with helmet package (not worn), 
lightsaber (self-built), heavy blaster pistol, comlink, various personal 
belongings 


KONRAD Rus 

The head of the Imperial Mission, Konrad Rus, is a soft-spoken member of 
the Council of Moffs who has thrown his support, at least outwardly, behind 
Darth Krayt. In truth, Rus is a pragmatist who cares only about the future of 
the Imperial Mission. He is content to serve the ruling Emperor and curry favor 
in order to keep the Imperial Mission active. If in the course of performing 
its duties, the Imperial Mission rights some of the wrongs perpetrated by 
the Sith and the Empire, then all the better. 


Konrad Rus 

Medium Human noble 10 

Destiny 1; Force 5; Dark Side 1 

Init +5; Senses Perception +18 

Languages Basic, Bothese, Durese, High Galactic, Ithorese, Ryl 
Defenses Ref 17 (flat-footed 17), Fort 16, Will 11; Melee Defense 
hp 50; Threshold 16 

Speed 6 squares 

Melee unarmed +6 (1d4+4) 

Ranged by weapon +7 

Base Atk +7; Grp +7 

Special Actions Bolster Ally, Born Leader, Coordinate, Inspire Confidence 


CL 10 


Defenses Ref 32 (flat-footed 30), Fort 26, Will 27 
hp 80; Threshold 26 


Speed 4 squares 

Melee lightsaber +14 (248+5) 

Ranged heavy blaster pistol +12 (3d8+5) 

Base Atk +10; Grp +12 

Atk Options Hunter's Mark 

Force Powers Known (Use the Force +17): battle strike, Force slam, 
mind trick, rebuke 

Force Techniques Improved Move Light Object 


Abilities Str 9, Dex 10, Con 11, Int 15, Wis 16, Cha 16 

Talents Bolster Ally, Born Leader, Connections, Coordinate, Inspire 
Confidence 

Feats Improved Defenses, Linguist, Melee Defense, Skill Focus (Deception, 
Gather Information, Knowledge [bureaucracy], Knowledge [galactic 
lore], Knowledge [social sciences], Perception, Persuasion), Weapon 
Proficiency (pistols, simple) 

Skills Deception +18, Gather Information +18, Knowledge (bureaucracy) 
+17, Knowledge (galactic lore) +17, Knowledge (social sciences) +17, 
Perception +18, Persuasion +18, Treat Injury +12, Use Computer +12 

Possessions Imperial Mission robes, encrypted comlink 
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ABTRAAL VAG AND KONRAD RUS 


ASTRAAL VAO 

The sister of noted Jedi Shado Vao and a faithful member of the Imperial 
Mission, Astraal Vao is a Twi'lek missionary and also a trusted friend of impe- 
rial Knight Marasiah Fel. Astraal Vao has spent many years trying to protect 
her friend from the Imperial agents who have hunted her since her father 
was deposed. Astraal Vao must constantly perform a balancing act when 
it comes to her friend Marasiah; Astraal continues to serve the Empire and 
the Imperial Mission loyally but also hides her friend from it, for fear that 
Marasiah might be harmed. 

Intelligent and gentle, Astraal Vao epitomizes of the kind of person the 
Imperial Mission is trying to attract. Astraal is dedicated to the ideals of 
the Mission, and thanks to her years of devoted service, she has become a 
trusted confidant of Konrad Rus. However, Astraal does not realize that her 
mentor confides in Darth Krayt, and she remains unaware of the fact that 
her defiance of the Empire does not go unnoticed. Astraal Vao is also Force~ 
sensitive, though she has no formal training. 


Astraal Vao cLs 

Medium Twi'lek noble 5 

Force 2 

Init +3; Senses low-light vision; Perception +7 

Languages Basic, Binary, High Galactic, Huttese, Ry! 

Defenses Ref 17 (flat-footed 16), Fort 17, Will 17; Dodge 

hp 32; Threshold 17 

Speed 6 squares 

Melee unarmed +3 (1d4+2) 

Ranged by weapon +4 

Base Atk +3; Grp +4 

Special Actions Bolster Ally, Inspire Confidence, Inspire Haste 

Abilities Str 10, Dex 13, Con 11, Int 13, Wis 11, Cha 14 

Talents Bolster Ally, Inspire Confidence, Inspire Haste 

Feats Dodge, Force Sensitivity, Linguist, Skill Focus (Knowledge [galactic 
lore}), Skill Training (Treat Injury), Weapon Proficiency (pistols, simple) 

Skills Deception +3 (may reroll), Gather Information +9, Knowledge 
(galactic fore) +13, Knowledge (social sciences) +8, Perception +7, 
Persuasion +9, Treat Injury +7, Use Computer +8, Use the Force +4 

Possessions Imperial Mission robes, comlink, credit chip 


MORLISH VEED 
The Supreme Commander of the Imperial military forces and the highest- 
ranking member of the Council of Moffs, Morlish Veed is a devious and 
ambitious man who has his sights set on the Imperial throne. At the conclu- 
sion of the Sith-Imperial War, Veed expects to be made Emperor as thanks 
for helping dispose of Roan Fel; instead, he watches silently as Darth Krayt 
assumes the throne. Veed is forced to pledge his allegiance to the Sith Lord 
instead. Despite this setback, Morlish Veed is convinced that while he may not 
be Emperor now, all things have a way of changing, and the cunning Imperial 
officer has only to bide his time for the right moment to come along 

Moff Veed is romantically involved with Nyna Calixte, a fact that creates 
tension between Veed and Moff Rulf Yage. Veed is intelligent and cunning, 
and his ambition makes him eager to do whatever it takes to reach greater 
heights. Despite this, he is no fool; Morlish Veed knows that the Sith cannot 
be confronted head-on, and he has gone out of his way on several occasions 
to allay conflict between himself and the Sith Lords. In the mean time, Veed 
leads the Council of Moffs and expands his power and influence through 
political maneuvering and information gathering, merely waiting for the 
right moment to strike. 


Morlish Veed cL 15 

Medium Human soldier 4/noble 6/officer 5 

Destiny 3; Force 7; Dark Side 5 

Init +13; Senses Perception +20 

Languages Basic, Bothese, Durese, Gran, High Galactic, Huttese 

Defenses Ref 29 (flat-footed 26), Fort 28, Will 33 

hp 90; Threshold 33 

Speed 6 squares 

Melee unarmed +13 (144+7) 

Ranged blaster pistol +15 (3d6+7) or 

Ranged blaster pistol +13 (3d6+7) with Rapid Shot 

Base Atk +13; Grp +14 

Atk Options Point Blank Shot, Precise Shot, Rapid Shot 

Special Actions Assault Tactics, Battle Analysis, Born Leader, Coordinate, 
Deployment Tactics, Indomitable, Presence 

Abilities Str 10, Dex 13, Con 10, Int 15, Wis 16, Cha 16 

Special Qualities command cover, share talent (Assault Tactics), share 
talent (Indomitable) 

Talents Assault Tactics, Battle Analysis, Born Leader, Coordinate, 
Deployment Tactics, indomitable, Presence 

Feats Armor Proficiency (light, medium), Improved Damage Threshold, 
Improved Defenses, Linguist, Point Blank Shot, Precise Shot, Rapid 
Shot, Skill Focus (Deception, Knowledge [tactics], Persuasion), Skill 
Training (Deception, Persuasion), Weapon Focus (pistols), Weapon 
Proficiency (advanced melee weapons, rifles, pistols, simple) 

Skills Deception +20, Initiative +14, Knowledge (social sciences) +14, 
Knowledge (tactics) +19, Perception +20, Persuasion +20, Pilot +13, 
Use Computer +14 

Possessions blaster pistol, Moff’s uniform, encrypted comlink, encrypted 
datapad, code cylinder 


GUNN YAGE 

Astkilled pilot and the leader of Skull Squadron, Gunn Yage is the daughter of 
Moff Rulf Yage and Nyna Calixte (making her Cade Skywalker’s half-sister). 
Prior to taking command of Skull Squadron (a post she earned without any 
leverage from her father), Gunn serves in the 181st Imperial Fighter Wing 
alongside some of the greatest pilots in the Imperial Navy, When she is 
offered a chance at command, she takes it with some reservations, knowing 
that she would be stationed near her father, Since taking command of Skull 
‘Squadron, she has reduced the squadron's fatality rate by over 80% and 
earned the respect and loyalty of her fellow pilots, 

Gunn's early life is difficult, thanks to her mother leaving her father to 
pursue a relationship with Morlish Veed. Gunn believes that the brusque 
treatment she receives from her father is duc to his latent regret of having 
‘a daughter instead of a son, though it is clear that Gunn has earned her 


father’s respect. Gunn demands the same kind of discipline and excellence 
from her pilots that her father demands from her, though she has cultivated 
@ warmer relationship with her fellow pilots than she seems to share with 
Moff Yage. 


Gunn Yage cL9a 

Medium Human soldier 7/ace pilot 2 

Destiny 1; Force 4; Dark Side 2 

Init +17; Senses Perception +10 

Languages Basic 

Defenses Ref 26 (flat-footed 23), Fort 22, Will 20 

hp 81; Threshold 22 

‘Speed 6 squares; Running Attack 

Melee unarmed +9 (144+4) 

Ranged blaster pistol +12 (3d6+4) or 

Ranged blaster pistol +10 (4d6+4) with Rapid Shot 

Base Atk +9; Grp +12 

Atk Options Point Blank Shot, Rapid Shot, Running Attack 

Special Actions Battle Analysis, Devastating Attack (heavy weapons), 
Elusive Dogfighter, Penetrating Attack (heavy weapons), Vehicular 
Combat 

Abilities Str 11, Dex 16, Con 12, Int 10, Wis 12, Cha 16 

Special Qualities vehicle dodge +1 

Talents Armored Defense, Battle Analysis, Devastating Attack (heavy 
weapons), Elusive Dogfighter, Penetrating Attack (heavy weapons) 

Feats Armor Proficiency (light, medium, heavy), Point Blank Shot, Rapid 
‘Shot, Running Attack, Skill Focus (Pilot, Use Computer), Vehicular 
Combat, Weapon Proficiency (advanced melee weapons, rifles, pistols, 
simple) 

Skills Initiative +17, Mechanics +9, Pilot +17, Use Computer +14 

Possessions armored flight suit, blaster pistol, comlink 


RULF YAGE 

The most decorated Grand Admiral in the Imperial Navy and its representa- 
tive on the Council of Moffs, Rulf Yage is a hard man whose life and career 
has been defined by service to the Empire. Rulf Yage begins his career by 
attending the Imperial Academy and joins the ranks of the Starfighter Corps. 
Eventually, Rulf joins Skull Squadron and rises through its ranks, eventually 
becoming the squadron's commander. During those years, Skull Squadron 
is assigned to the defense of Bastion, not Coruscant. After marrying Nyna 
Calixte and fathering a daughter, Rulf is assigned to the Star Destroyer 
Ephin Sarreti, where he coordinates starfighter tactics for the entire Imperial 
Second Outer Rim Fleet. 
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Eventually, Rulf is promoted to the rank of Admiral, though trouble in his 
personal life begins to wear on him. When Nyna Calixte leaves him for Morl- 
ish Ved, Yage throws himself into his career, trying not to let his bitterness 
overwhelm him. By the conclusion of the Sith-Imperial War, Rulf Yage has 
been promoted to Grand Admiral, and his actions at the massacre at Ossus 
earn him not only the title of Moff but also a seat on the Council of Moffs. 
Despite his high rank, Rulf Yage is not nearly as cunning or devious when it 
comes to politics as his fellow Moffs, a fact that Nyna Calixte points out to 
him as the reason Morlish Veed is the High Moff and Yage is not. 


Rulf Yage CL 13 

Medium Human soldier 7/ace pilot 3/officer 3 

Destiny 2; Force 6; Dark Side 2 

Init +18; Senses Perception +12 

Languages Basic, Durese 

Defenses Ref 29 (flat-footed 27), Fort 27, Will 28 

hp 116; Threshold 27 

‘Speed 6 squares 

Melee unarmed +14 (1d4+6) 

Ranged blaster pistol +15 (3d6+6) or 

Ranged blaster pistol +13 (4d6+6) with Rapid Shot 

Base Atk +13; Grp +15 

Atk Options Point Blank Shot, Rapid Shot 

Special Actions Assault Tactics, Battle Analysis, Deployment Tactics, 
Devastating Attack (heavy weapons), Elusive Dogfighter, Keep It 
Together, Penetrating Attack (heavy weapons), Vehicular Combat 

Abilities Str 12, Dex 15, Con 14, Int 12, Wis 13, Cha 14 

Special Qualities command cover, share talent (Assault Tactics), vehicle 
dodge +1 

Talents Armored Defense, Assault Tactics, Battle Analysis, Deployment 
Tactics, Devastating Attack (heavy weapons), Elusive Dogfighter, Keep 
It Together, Penetrating Attack (heavy weapons) 

Feats Armor Proficiency (light, medium, heavy), Point Blank Shot, Rapid 
Shot, Skill Focus (Knowledge [tactics], Pilot, Use Computer), Skill 
Training (Knowledge [tactics}), Vehicular Combat, Weapon Proficiency 
(advanced melee weapons, rifles, pistols, simple) [ soldier 4th, soldier 
starting] 

Skills Initiative +19, Mechanics +12, Pilot +19, Knowledge (tactics) +17, 
Use Computer +17 

Possessions armored flight suit, blaster pistol, comlink 


IMPERIAL RANGED 
WEAPONS 


The following ranged weapons are strongly identified with the Galactic 
Empire and are in common use by Imperial forces throughout the galaxy 
during the Legacy era. 


ARC-9965 Blaster Rifle 

Rifle 

The chosen weapon of the Imperial stormtrooper corps, the ARC-9965 blaster 
rifle from BlasTech is a significant upgrade over the E-11 blaster rifles used 
by stormtroopers during the Galactic Civil War, It is designed with accuracy 
in mind, with input from some of the galaxy’s best sharpshooters. 

The ARC-9965 is not without its flaws. The higher-accuracy blaster bolts 
‘consume more energy than a standard blaster rifle, lowering its ammunition 
capacity. Additionally, since the weapon is designed more for accuracy than 
for sprays of fire, each autofire attack made with the weapon consumes 
10 shots. 

The ARC-9965 blaster rifle requires a power pack to operate. After 40 
shots, the power pack must be replaced. The ARC-9965 blaster rifle also has 
a retractable stock. 


Heavy Blaster Cannon 

Heavy Weapon 

Aheavy blaster cannon, such as the Merr-Sonn BB-23 heavy blaster cannon 
used by the heavy weapons specialists in Joker Squad, is a devastating 
weapon that can wreak havoc on enemies that stay too close to one another. 
Specifically designed for use against infantry and other ground-based per- 
‘sonnel, the heavy blaster cannon is considerably larger than most weapons 
intended for use by an individual soldier. However, a heavy blaster cannon 
can be braced by spending two swift actions in the same round immediately 
before making an attack; if the weapon is braced, it is treated as a Large 
weapon, and can be fired by a Medium character. If the weapon is not braced, 
it cannot be fired by any creature Medium size or smaller. 

A heavy blaster cannon is an area effect weapon. It deals full damage 
to the target if the attack hits the target's Reflex Defense (half damage if 
the target has the Evasion talent) and half damage if it misses (no damage 
if the target has the Evasion talent). Any creature or object adjacent to the 
target takes half damage if the attack hits (none if it has the Evasion talent) 
and no damage if it misses. 

The heavy blaster cannon requires a power pack to operate. After 10 
shots, the power pack must be replaced. 


HEAVY WEAPONS. cost DAMAGE STUN DMG 
Heavy blaster cannon'? 4,200 4di2 - 
RIFLES cost DAMAGE STUN DMG 


ARC-9965? 1,400 308 Yes 
1 Area Attack Weapon: See Area Attack, page 155 of the Saga Edition core rulebook. 
2 Inaccurate Weopon: This weapon connot fire at targets at long range. 


3 Accurate Weapon: This weapon takes no penalty when firing at targets ot short range. 


‘ARMOR BONUS — 


ARMOR (CHECK PENALTY) — COST TO REF DEFENSE 


Cortosis gauntlet 1,500 - 
Imperial Knight armor 7,000 +8 
Knighthunter armor 6,000 +7 


IMPERIAL ARMOR 

The Empire has always had unique suits of armor designed for its troops, 
‘and the armor of a standard stormtrooper has been enough to inspire fear 
jin the enemies of the Empire for decades. 


Cortosis Gauntlet 

Medium Armor (see below) 

This gauntlet, made with cortosis weave, protects its wearer from lightsaber 
attacks. If the wearer readies an action to block a lightsaber attack, the 
wearer can make an opposed unarmed melee attack roll against the attack 
roll of the lightsaber attack. If the wearer of the cortosis gauntlet is suc~ 
cessful, the lightsaber deactivates and may not be reactivated for 2 minutes 
(20 rounds). The attack still deals normal damage before the lightsaber is 
deactivated. 

If the wearer of a cortosis gauntlet is the target of the Severing Strike 
talent, the attacker can choose to sever the limb on which the cortosis 
gauntlet is worn without having his or her lightsaber deactivated. 

The wearer of a cortosis gauntlet must have the Armor Proficiency 
(medium) feat or take the normal penalties for wearing armor in which he 
‘or she is not proficient, 


RATE OF FIRE WEIGHT 


RATE OF FIRE WEIGHT TYPE 


TYPE AVAILABILITY 


Ss 22 kg Energy Military 


AVAILABILITY 


S.A Skg Energy Military 


EQUIPBONUS MAXDEX SPEED SPEED 
TOFORTOEFENSE BONUS  (6SQ.) (4SQ.) WEIGHT AVAILABILITY 


= = - Tkg Rare 
43 4sq. 3sq. 16 kg Rare 
+3 45q 35g. 13 kg Military 


Imperial Knight Armor 

Medium Armor 

The chosen armor of the Imperial Knights is modeled after the armor worn 
‘by Darth Vader during the Galactic Civil War. However, unlike Darth Vader's 
‘armor, the Imperial Knight armor is not designed to provide life support 
to the wearer, Additionally, the armor has small threads of phrik filaments 
‘throughout the armor, allowing the wearer to apply any personal DR against 
attacks made by lightsabers. 


Knighthunter Armor 

Medium Armor 

An upgrade of the standard stormtrooper armor, the solid-black armor of 
the Knighthunters combines many of the designs of Palpatine's Coruscant 
Guards and the storm Commandos, providing a durable suit of armor that 
also allows the wearer to remain hidden in poorly lit conditions. Knighthunter 
‘armor comes standard with a helmet package. Additionally, the helmet of 
a suit of Knighthunter armor is fitted with a small connector at the base of 
the neck that sends minute electrical impulses into the spine and the base 
‘of the brain of the wearer. These impulses disrupt any outside influence on 
the brain of the wearer, granting the wearer a +5 equipment bonus to Will 
Defense against Use the Force checks. 
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IMPERIAL VEHICLES 
The Empire's ground support needs have changed little across the eras. The 
Empire still employs walkers on worlds with rough terrain, and it still puts 
Scout troopers on fast-moving speeder bikes. The following section describes 
vehicles used by the Empire extensively during the Legacy era, 


KYBUCK SPEEDER BIKE 
The standard speeder bike used by the troops of the Empire, the Kybuck 
speeder bike by Arakyd is a fast and durable bike that has become the staple 
of the Imperial scout trooper corps. Though somewhat larger and bulkier 
than the speeder bikes usually found in Imperial service, the Arakyd Kybuck 
makes up for this bulkiness with a more powerful set of repulsor engines 
and a thick layer of hull plating, making the vehicle difficult to destroy with 
‘one hit. The larger size of the bike also makes it easier for the speeder bike 
to accommodate a single passenger, who rides behind the pilot. 

Darth Talon uses a speeder bike of this make on Vendaxa when she travels 
to the world in pursuit of Marasiah Fel. 


Kybuck Speeder Bike cls 

Large ground vehicle (speeder) 

Init +14: Senses Perception +8 

Defenses Ref 18 (flat-footed 11), Fort 15; +2 armor 

hp 50; DR 5; Threshold 20 

Speed 12 squares (max. velocity 500 km/h) 

Ranged weapon +9 (see below) 

Fighting Space 2x2; Cover none 

Base Atk +5; Grp +15 

Atk Options autofire (laser cannon) 

Abilities Str 20, Dex 24, Con —, Int 14 

Skills Initiative +14, Mechanics +8, Perception +8, Pilot +14, 
Use Computer +8 

Crew 1 (expert); Passengers 1 

Cargo 10 kg; Consumables 1 day; Carried Craft none 

Availability Military; Cost 8,000 (3,500 used) 


Laser cannon (pilot) 
Atk +9 (+4 autofire), Dmg 4d10 


ALL TERRAIN RIOT CONTROL 
TRANSPORT (AT-RCT) 

The urban successor to the AT-ST, the All Terrain Riot Control Transport 
is designed for use in cities and other highly developed areas with large 
populations. Based on vehicle designs dating back to the Clone Wars, the 
AT-RCT features an open cockpit, allowing the crew full 360-degree vision 
and the ability to fire personal weapons at targets approaching from lines 
of fire outside of the vehicle's own fire arcs. Unfortunately, this also leaves 
the pilot and gunner open to attacks from the ground, though the AT-RCT's 
primary mission is crowd control and riot suppression, which usually means 
dealing with unruly (though not usually well-armed) mobs. Additionally, 
since the AT-RCT is used in support of ground troops, there is usually enough 
suppressing fire in the area to protect the crew. 

The AT-RCT operates effectively in urban sprawls where the terrain is 
hindered by narrow alleys, winding streets, and uneven surfaces, With a more 
narrow front profile than the AT-ST, the AT-RCT can usually turn 180 degrees 
ina single spot, allowing it to get in and out of tight places where speeders 
are impractical. Thanks to the insurgency of both the Galactic Alliance Core 
Fleet remnants and Roan Fel's Empire-in-exile, the AT-RCT has seen greatly 
increased use on Imperial worlds throughout the galaxy. 


All Terrain Riot Control Transport (AT-RCT) cls 

Huge ground vehicle (walker) 

Init +10; Senses Perception +8 

Defenses Ref 16 (flat-footed 12), Fort 20; +4 armor 

hp 120; DR 10; Threshold 30 

‘Speed fly 6 squares (max. velocity 90 km/h) 

Ranged double medium blaster cannons +9 (see below) and 
suppression cannons +7 (see below) 

Fighting Space 3x3; Cover +5. 

Base Atk +5; Grp +25 

Atk Options autofire (double medium blaster cannons, suppression 
cannons) 

Abilities Str 30, Dex 18, Con —, Int 14 

Skills Initiative +10, Mechanics +8, Perception +8, Pilot +10, 
Use Computer +8 

Crew 2; Passengers none 

Cargo none; Consumables 2 days; Carried Craft none 

Availabi Military; Cost not available for sale 


Double medium blaster cannons (pilot) 


Atk +9 (+4 autofire), Dmg Sd10x2 

Suppression cannons (copilot) 
Atk +7 (+2 autofire), Dmg 4d10x2 stun, ignores the normal 6-square 
ranged restriction on stun attacks 


ALL TERRAIN ARMORED HEAVY 
TRANSPORT (AT-AHT) 

In a galaxy torn apart by a struggle between three powerful factions, it 
‘comes as no surprise that Kuat Drive Yards would produce an upgraded heavy 
transport designed to up the ante in any ground engagement. The succes- 
‘sor to the AT-AT, the AT-AHT is tougher, stronger, and more heavily armed 
than any other walker in the Imperial arsenal. Primarily deployed on worlds 
where extreme temperatures, toxic atmospheres, or other conditions make 
using repulsor technology difficult, the AT-AHT has proven itself valuable in 
breaking through enemy defenses and scattering enemy troops, 


All Terrain Armored Heavy Transport (AT-AHT) 

Colossal ground vehicle (walker) 

Init -2; Senses Perception +8 

Defenses Ref 17 (flat-footed 17), Fort 31; +17 armor 

hp 350; DR 20; Threshold 81 

‘Speed 6 squares (max. velocity 80 km/h) 

Ranged heavy laser cannons +8 (see below) and 
heavy blaster cannons +8 (see below) 

Fighting Space 6x12; Cover total 

Base Atk +5; Grp +46 

Abilities Str 53, Dex 10, Con —, Int 16 

Skills Initiative -2, Mechanics +8 Perception +8 Pilot -2, 
Use Computer +8 

Crew 5 (expert); Passengers 60 (troops) 

Cargo 2 tons; Consumables 1 week; Carried Craft 8 speeder bikes or 3 
AT-RCTs 

Availability Military; Cost not available for sale 


cL 14 


Heavy laser cannons (gunner) 

Atk +8, 8d10x2, 2-square splash 
Heavy blaster cannons (gunner) 

Atk +8, Dmg 5d10x2 


IMPERIAL 
STARFIGHTERS 


Starfighters from the Clone Wars and the Rebellion era inspire Imperial 
starfighter designs well into the Legacy era, as evidenced by the new fight- 
ers presented below. 


FURY-CLASS STARFIGHTER 

The preferred method of transportation for the Sith Lords in the Empire, the 
Fury-class starfighter from the SoroSuub Corporation is another in a series 
of designs based on popular vessels of the past. The Fury-class starfighter 
features a cockpit situated between two angular wings, with a much more 
roomy interior than most starfighters. As a result, the spacecraft is far more 
comfortable than others of its size, particularly on long-distance journeys, 
making it a viable alternative to space transports for the Sith, 

The Fury-class starfighter's design hearkens back to pre-Clone Wars 
starfighters such as the Cutlass-9. However, the Fury-class starfighter is 
somewhat larger and features three powerful engines that provide excellent 
thrust both in atmospheres and in space. The Fury-class starfighter, despite 
being the preferred craft of the Sith Lords, boasts only a light armament 
of laser cannons, and its low-profile design and charcoal-colored exterior 
make it easy to hide, 
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Fury-class Starfighter cL 12 
Gargantuan starfighter 

Init +6; Senses Pe 
Defenses Ref 17 (fla’ ed 13), Fort 30; +13 armor 
hp 18 5; SR 30; Threshold 80 


Speed fly 16 squares (max. velocity 1,320 km/h 


y 6 squares 
scale) 

Ranged advanced heavy laser cannons +16 (see below 
Fighting Space 4x4 or 1 square (starship scale); Cover total (crew) 
Base Atk +10; Grp +50 


(starsh 


Skills Init 


Use Computer +1 


Crew 1 (ace); Passengers none 
Cargo 150 kg; Consumables 2 months; Carried Craft none 
Hyperdrive x.75, navicomputer 

Availability Military; Cost not available for sale 


Advanced heavy laser cannons (pilot) 
Atk +16 (+11 autofire), Dmg 8d10x2 
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PREDATOR-CLASS 
STARFIGHTER 
of the Imperial N 


= The mainsta 


s starfighter corps, the Predator-class 


] 
J starfighter from Sienar eeiraeet Systems answers the Empire's basic need for Predator-class Starfighter cL 
a) a space superiority fighter that, like the TIE fighters of the Rebellion era Gargantuan starfighter 
‘] can also be mass produce ed. Faster and more agile than past Sienar designs, Init +10; Senses Perception +6 - 

the Predator-class starfighter boasts shielding to help protect it from those — Ref 21 voted 12), Fort 24; +7 armor, Vehicular Combat 
rare shots that manage to hit the fighter. Unlike its TIE predecessors, the 100; DR 10; SR 15; Threshold 44 
BG Predator-class starfighter is fitted with a hyperdrive, making it suitable for Ser 16 squares (max. velocity 1,500 km/h), fly 6 squares 
Bia long-distance strike missions. (starship scale) 
“|| be There are two primary cockpit styles among Predator-class fighters. The Ranged double medium laser cannons +6 (see below) 
j 19 standard configuration has a somewhat reduced view of the battlefield, Fighting Space 4x4 or 1 square (starship scale); Cover total (crew) 
‘ instead encouraging the pilot to rely on heads-up displays and computer- Base Atk +2; Grp +31 


enhanced targeting and sensor data. Squadron leaders and wing commanders Atk Options autofire (double medium laser cannons) 
have @ more traditional TIE Fighter-style cockpit, which allows for better “Abitities Str 39, Dex 28, Con = Int 14 
visual scanning and situation assessment. Predator-class starfighters are sits initiative +10, Mechanics +6, Perception +6, Pilot +10, 


kept in racks aboard capital starships and can be launched with speed from 


Use Computer +6 
those ships’ hangars. = 


Crew 1 (skilled); Passengers none 

Cargo 70 kg; Consumables 1 week; Carried Craft none 
Hyperdrive x1, navicomputer 

Availability Military; Cost not available for sale 


Double medium laser cannon (pilot) 
Atk +6 (+1 autofire) Dmg 5d10x2 


NEUTRALIZER-CLASS BOMBER 
During the Sith-Imperial War, Sienar Fleet Systems’ engineers take the designs 
for the Predator-class starfighter and begin working on ways to adapt the 
design to a multipurpose bomber. The result, dubbed the Neutralizer-class 
vomber, is clearly inspired by the Predator-class fighter but is larger, bulkier, 
and somewhat less agile. Still quite nimble for a bomber, the Neutralizer- 
{ass bomber is also very durable, boasting impressive shields for a fighter 
of its size. 

Compared to the Predator-class starfighter, only a small number of 
Neutralizer-class bombers have rolled off the assembly lines. Since the end 
of the Sith-Imperial War, the Neutralizer-class bomber has seen little use, as 
ts primary purpose is strafing enemy ground emplacements and braking open 
defensible positions. However, with the rise in sedition by Roan Fel loyalists, 
the Empire has begun calling in Neutralizer-class bombers for air strikes on 
positions suspected of harboring sympathizers to the deposed Emperor. 


Neutralizer-class Bomber clu 
Gargantuan starfighter 
Init +8; Senses Perception +6 ——— 
Defenses Ref 19 (flat-footed 12), Fort 26; +7 armor, Vehicular Combat 
hp 120; OR 10; SR 20; Threshold 46 
Speed fly 16 squares (max. velocity 1,500 km/h), fly 6 squares 
(starship scale) 
Ranged double medium laser cannons +7 (see below) or 
Ranged proton torpedo launcher +7 (see below) 
Fighting Space 4x4 or 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +33 
Atk Options autofire (double medium laser cannons) 
Abilities Str 42, Dex 24, Con —, Int 16 
Skills Initiative +8, Mechanics +6, Perception +6, Pilot +8, 
Use Computer +6 
Crew 1 (skilled); Passengers none 
Cargo 110 kg; Consumables 1 week; Carried Craft none 
Payload 10 proton torpedoes 
Hyperdrive x1, navicomputer 
Availability Military; Cost not available for sale 


Double medium laser cannon (pilot) 
Atk +7 (+2 autofire), Dmg 5d10x2 


Proton torpedoes (pilot) 
Atk +7, Dmg 9102, 4-square splash 


IMPERIAL SPACE 
TRANSPORTS 

Imperial officials, officers, and troops rely on two classes of shuttles that 
are as ubiquitous to the Legacy era as the Lombda-class shuttle is to the 
Rebellion era. 


NUNE-CLASS IMPERIAL SHUTTLE 
The standard shuttle used by the Imperial Navy, the Nune-class shuttle is the 
spiritual heir to the Lambdo-class shuttle used during the Galactic Civil War. 
Much larger than traditional shuttles, the Nune-class shuttle is designed with 
versatility in mind. In this regard, it serves as a cargo transport shuttle as well 
as a personal transport and a troop dropship, as needs require. Sienar Fleet 
Systems engineers designed the interior of the shuttle to be highly modu- 
lar, and most ships equipped with Nune-class shuttles also come with the 
equipment needed to alter a Nune-class shuttle to fit the needs of whatever 
mission it is being sent on. Similarly, all Imperial Navy technicians are trained 
extensively in the modification of the Nune-class shuttle. 

Some Nune-class shuttles have dedicated roles and never see much in 


the way of alteration or modification. Usually, these shuttles are assigned 
to flagships or transports that commonly carry high-ranking personnel, and 
serve solely as personal shuttles for Admirals, Moffs, and other diplomats 
These shuttles usually have their interiors converted to have luxury accom- 
modations that are fitting of Imperial officers. 
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Nune-class Imperial Shuttle 

Colossal space transport 

Init ~1; Senses Perception +6 

Defenses Ref 16 (flat-footed 13), Fort 28; +13 armor 

hp 150; DR 15; SR 30; Threshold 78 

Speed fly 12 squares (max. velocity 900 km/h), fly 4 squares 
(starship scale) 

Ranged medium laser cannons +7 (see below) and 
medium laser cannon battery +9 (see below) and 
double heavy laser cannon +5 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +40 

Atk Options autofire (medium laser cannon battery, double heavy laser 
cannon) 

Abilities Str 46, Dex 16, Con —, Int 16 

Skills Initiative -1, Mechanics +6, Perception +6, Pilot -1, 
Use Computer +6 J 

Crew 8 (skilled); Passengers 35 

Cargo 250 tons; Consumables 3 months; Carried Craft none 

Hyperdrive x1 (backup x10), navicomputer 

Availability Military; Cost not available for sale 
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Medium laser cannons (pilot) 


Atk +7, Dmg 4d10x2 


Most bureaucratic offices on worlds controlled by the Empire keep at least 
‘one Sigma-class long-range shuttle in good working order on the rare occa~ 
sion that an official needs to travel across the galaxy. If the Nune-class: shuttle 
is the workhorse of shuttles, the Sigma-class shuttle is more like a luxury 
transport, Though not quite as extravagantly appointed as a luxury yacht, the 
Sigma-class shuttle provides a comfortable environs for long-range travel, 
including several spacious passenger compartments, a well-stocked galley, and 
a large, open cargo area capable of carrying along personal Speeders, 

The Imperial Knights make extensive use of Sigma-class long-range 
shuttles when performing missions as a group. These shuttles are specially 
modified to carry up to three Predator-class starfighters in their ‘cargo holds, 
at the expense of most of the ship's cargo space. 


Sigma-class Long-Range Shuttle 

Colossal space transport 

Init +0; Senses Perception +6 

Defense Ref 16 (flat-footed 12), Fort 26; +12 armor 

hp 130; DR 15; SR 45; Threshold 76 

Speed fly 12 squares (max. velocity 950 km/h), fly 4 squares 
(starship scale) 

Ranged double heavy laser cannons +7 (see below) 

Fighting Space 12x12 or 1 squares (starship scale); Cover total (crew) 

Base Atk +2; Grp +38 

Atk Options autofire (double heavy laser cannons) 
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Medium laser cannon battery (3 gunners) 
Atk +9 (+4 autofire), Dmg 4410x2 


Double heavy laser cannon (copilot) 
Atk +5 (+0 autofire), Dmg 5d10x2 


SIGMA-CLASS 

LONG-RANGE SHUTTLE 

A hyperdrive-equipped shuttle designed to ferry diplomats and other 
important beings from one side of the galaxy to another, the Sigma-class 
long-range shuttle from Sienar Fleet Systems is favored by Imperial officials 
who prefer to be their own pilots (or those who prefer to have only a small 
retinue). The Sigma-class long-range shuttle doesn't really compete with 
the more pervasive Nune-class shuttle. While the Nune-class shuttle is ideal 
for interplanetary travel within a given sector or region of space and often 
doubles as a troop transport, the Sigma-class shuttle is reserved for Imperial 
officials who need to travel across vast regions of space, such as from the 
Core to the Outer Rim and back again. 


Abilities Str 43, Dex 18, Con —, Int 16 

Skills Initiative +0, Mechanics +6, Perception +6, Pilot +0, 
Use Computer +6 

Crew 1 (skilled); Passengers 10 

Cargo 200 tons; Consumables 3 months; Carried Craft none 

Hyperdrive x1 (backup x8), navicomputer 

Availability Military; Cost not available for sale 


Double heavy laser cannons (pilot) 
Atk +7 (+2 autofire), Dmg 6d10x2 


Imperial Knight varia 
Cargo 30 tons; Consumables 3 months; Carried Craft 3 Predator-class 
starfighters 


IMPERIAL 
CAPITAL SHIPS 


Fleets of capital ships symbolize the true might of the Empire, and the new 
Imperial capital ships found in the Legacy era put the capital ships of previ- 
ous eras to shame, 


ARDENT-CLASS FAST FRIGATE 
One of the fastest capital ships in the Imperial fleet, the Ardent-class fast 
frigate produced by Kuat Drive Yards is aggressively used by Imperial tacti- 
cians as a means of disrupting enemy fleet formations. One effective Imperial 
strategy is to send several Ardent-class fast frigates into enemy picket lines 
at strategically chosen weak points, at which point the fast frigates provide 
wedges that break up defense screens and allow other Imperial ships to move 
in and fill the gaps. The Ardent-class fast frigate relies on impressive shields 
to execute this strategy. ‘ 

Despite its excellent shielding, Ardent-class fast frigates tend to suffer 
high amounts of damage in most ship-to-ship engagements due to the sheer 
number of attacks directed at them. The commanders of Ardent-class fast 
frigates tend to be men and women with nerves of ice, as maintaining coo! 
under heavy fire is key to this ship's primary strategy. 

Tactical Fire: As a standard action, an Ardent-class fast frigate can 
forgo all attacks to provide tactical fire. Enemy ships occupying one or more 
squares adjacent to the Ardent-class fast frigate take a ~1 penalty on attack 
rolls and a -1 penalty to all defenses. 


Ardent-class Fast Frigate cL19 
Colossal (frigate) capital ship 
Init +0; Senses Perception +6 
Defenses Ref 18 (flat-footed 14), Fort 38; +14 armor 
hp 1,200; DR 15; SR 160; Threshold 138 
Speed fly 4 squares (starship scale) 
Ranged 5 heavy turbolaser batteries +15° (see below) and 
3 medium turbolaser batteries +15* (see below) and 
5 point-defense medium laser cannon batteries +11 (see below) and 
2 tractor beam batteries +9° (see below) and 
Fighting Space 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +66 
Atk Options autofire (point-defense medium laser cannon batteries) 
Abilities Str 66 Dex 18 Con —, Int 20 
Skills Initiative +0, Mechanics +6, Perception +6, Pilot +0, 
Use Computer +6 


Crew 1,400; Passengers 200 (troops) 

Cargo 5,000 tons; Consumables 1 year; Carried Craft 12 Predotor-class 
starfighters 

Hyperdrive x1 (backup x12), navicomputer 

Availability Military; Cost not available for sale 

* Apply @ -20 penalty on attacks against targets smaller than Colossal size. 


Heavy turbolaser battery (5 gunners) if 


‘Atk +15 (-5 against targets smaller than Colossall, Dmg 7410x5 _ 
‘gunners) 


Atk +11 (+6 autofire), Dmg 4d10x2 
Tractor beam battery (2 
Atk +9 (-11 against targets smaller than Colossal), 


Dmg — (grapple +66) 


PELLAEON-CLASS 

STAR DESTROYER 

Embodying the philosophy that classic designs never go out of fashion, the 
Pellaeon-class Star Destroyer from Kuat Drive Yards is the Empire's modern 
‘successor to the wedge-shaped capital ships of the past. Named for one of 
the most famous Grand Admirals in the history of the Empire, Gilad Peliaeon, 
this ship features a heavily slanted forward hull and a complement of turbo- 
lasers with greater fire arcs than its predecessors. Similarly, the ship's overall 
length is shortened to produce a smaller profile when firing broadsides with 
another capital ship, increasing the ship's longevity in combat. 

Most Pellaeon-class Star Destroyers serve as command ships and flagships 
in Imperial fleets. Large sector fleets might have dozens of Pellaeon-class 
Star Destroyers, while smaller ones might have only a single Pellaeon-class 
ship accompanied by frigates and smaller patrol craft. These Star Destroyers 
help form a core around which battle groups and fleets are formed, as their 
hardware makes them not only incredibly powerful but also excellent com- 
mand vessels. The Pellaeon-class ship is the perfect vehicle for the brilliant 
tactical minds of the Empire. 

Tactical Fire: As a standard action, a Pellaeon-class Star Destroyer can 
forgo all attacks to provide tactical fire to all squares within 2 squares of 
itself. Allied starships attacking targets within this area gain a +2 bonus 
on attack rolls. 
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Pellaeon-class Star Destroyer CL 28 
Colossal (cruiser) capital ship 


Init -2; Senses Perception +6 


Defenses Ref 16 (flat-footed 14), Fort 57; +14 armor 
hp 2,350; DR 20; SR 140; Threshold 257_ 


Speed fly 3 squares (starship scale) 

Ranged 5 heavy turbolaser batteries +16" (see below) and 
5 medium turbolaser batteries +16" (see below) and 
4 heavy ion cannon batteries +16" (see below) and 
3 tractor beam batteries +16* (see below) and 
5 proton torpedo batteries +16* (see below) 

Fighting Space 2x2 (starship scale); Cover total (crew) 

Base Atk +2; Grp +69 

Abilities Str 105, Dex 14, Con —, Int 22 

Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 

Crew 8,450 (skilled); Passengers 2,700 (troops) 

Cargo 11,000 tons; Consumables 6 months; Carried Craft 48 Predator- 
class starfighters, 6 Nu-class shuttles 

Payload 200 proton torpedoes 

Hyperdrive x.75, navicomputer 

Availability Military; Cost not available for sale 

* Apply a ~20 penalty on attacks against torgets smaller than Colossal size 


Heavy turbolaser battery (5 gunners) 

Atk +16 (-4 against targets smaller than Colossal), Dmg 12d10x5 
Medium turbolaser battery (5 gunners) 

Atk +16 (-4 against targets smaller than Colossal), Dmg 8d10x5 
Heavy ion cannon battery (5 gunners) 

Atk +16 (~4 against targets smaller than Colossal), Dmg 6d10x5 ion 
Tractor beam battery (5 gunners) 

Atk +16 (-4 against targets smaller than Colossal), 

Dmg — (arapple +69) 
Proton torpedo battery (5 gunners) 

Atk +16 (-4 against targets smaller than Colossal), Dmg 10d10x5, 

4-square splash 


IMPERIOUS-CLASS 

STAR DESTROYER 

After the Sith-Imperial War, Darth Krayt’s Empire struggles to deal with 
insurgents and rebels from a variety of factions. While the Pelloeon-class Star 
Destroyer proves a capable command vessel, Darth Krayt demands that the 
Empire continue to upgrade its fleets to quash sedition. Based on a proposal 
from Moff Rulf Yage, the Imperial Navy turns the schematics for the Pellaeon- 
class Star Destroyer (originally designed by Kuat Drive Yards) over to the Impe- 
rial forces in charge of Mon Calamari, The Empire then forces Mon Calamari 
engineers to modify the plans to produce an improved model, much as the old 
Imperial I-class Star Destroyer was upgraded to the Imperial Il-class ship. 

The end result is the /mperious-class Star Destroyer, which requires a smaller 
crew, has better shielding, and has components that take up far less space than 
the original design. Additionally, the Mon Calamari upgrade the ship's internal 
computers, taking the already formidable systems and making them more 
efficient, and adding the latest in gravity mine technology to the ship's weapon 
complement. The end result is a ship that is tough, smart, and dangerous. 

The Galactic Alliance Core Fleet steals the first prototype of the Impe- 
rious-class Star Destroyer (the Imperious itself) from the shipyards at Mon 
Calamari. After a brutal battle at the shipyards, the Galactic Alliance flees 
with the mperious to a secret rendezvous point. Admiral Gar Stazi renames 
the stolen vessel the Alliance, and Darth Krayt, livid that the Mon Calamari 
could allow the ship to be stolen, decimates the Mon Calamari population 
and forces the remaining Mon Calamari to build several new /mperious-class 
Star Destroyers in the hopes that they will break the resolve of the Galactic 
Alliance Core Fleet. 

Tactical Fire: As a standard action, an /mperious-class Star Destroyer 
can forgo all attacks to provide tactical fire to all squares within 2 squares 
of itself. Once per turn when an allied starship within this area scores a hit 
with a starship weapon attack, the starship gains 20 bonus hit points (which 
behave exactly as bonus hit points do for characters). 


Imperious-class Star Destroyer cL 29 
Colossal (cruiser) capital ship 
Init -2; Senses Perception +6 
Defenses Ref 17 (flat-footed 15), Fort 58; +15 armor 
hp 2,500; DR 20; SR 140°; Threshold 258 
Speed fly 3 squares (starship scale) 
Ranged 5 heavy turbolaser batteries +17°* (see below) and 
5 medium turbolaser batteries +17°* (see below) and 
4 heavy ion cannon batteries +17°* (see below) and 
3 tractor beam batteries +17°* (see below) and 
5 proton torpedo batteries +17°* (see below) or 
Fighting Space 2x2 (starship scale); Cover total (crew) 
Base Atk +2; Grp +70 
Atk Options gravity mines 
Abilities Str 107, Dex 14, Con —, Int 24 
Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 
Crew 6,700 (skilled); Passengers 3,000 (troops) 
Cargo 13,000 tons; Consumables 6 months; Carried Craft 48 Predator- 
class starfighters, 12 Neutrolizer-class bombers, 6 Nu-class shuttles 
Payload 200 proton torpedoes, 50 gravity mines 
Hyperdrive x.75, navicomputer 
Availability Military; Cost not available for sale 
* Regenerating Shields: Increase the Shield Rating by 10 (up to the ship's 
maximum SR) when using the recharge shields action. 
** Apply a -20 penalty on attacks against targets smaller than Colossal size. 


Heavy turbolaser battery (5 gunners) 


Atk +17 (-3 against targets smaller than Colossal), Dmg 12410x5 
Medium turbolaser battery (5 gunners) 


Atk +17 (~3 against targets smaller than Colossal), Dmg 8d10x5 
Heavy ion cannon battery (5 gunners) 

Atk +17 (~3 against targets smaller than Colossal), Dmg 6d10x5 ion 
Tractor beam battery (5 gunners) 

Atk +17 (-3 against targets smaller than Colossal), 

Dmg — (grapple +70) 
Proton torpedo battery (5 gunners) 

Atk +17 (~3 against targets smaller than Colossal), Dmg 10d10x5, 

4-square splash 
Gravity mine (gunner) 

Atk —, Dmg — (see sidebar) 


GRAVITY MINES 

With the remnants of the Galactic Alliance Core Fleet hiding throughout 
the galaxy and Roan Fel loyalists spreading dissent throughout the galaxy, 
Darth Krayt's Empire needs ways to block hyperspace routes and pull 
ships back into realspace. Rather than continuing the tradition of using 
massive interdiction starships, the Empire has come to rely on gravity 
mines instead. Cheaper to produce and expendable, these gravity mines 
create a mass shadow (similar to the gravity well projectors used on the 
old Interdictor-class heavy cruisers) that pulls ships out of hyperspace 
and keeps them out. Unlike interdiction ships, gravity mines are small 
and difficult to detect with sensors. Hundreds of mines can be spread 
‘throughout an engagement zone in order to create a field of overlapping 
mass shadows. 

A ship equipped with gravity mines can deploy a gravity mine into 
‘an adjacent square as a standard action. Whenever another starship 
enters a gravity mine's square or any adjacent square (either in real- 
space or in hyperspace), the mine activates, creating a zone that fills 
the mine's square and all adjacent squares (a 3x3 square area) with a 
mass shadow, Ships in these squares and ships that enter these squares 
are pulled from hyperspace and cannot enter hyperspace again while in 
one of these squares. 

The Empire has also developed a more expensive variant of the gravity 
mine that is used when trying to target a single ship or a small number of 
ships, These mines activate a mass shadow field and then magnetically 
attach themselves to the starship that triggered the mine, making it 
impossible for the ship to destroy the mine without assistance (or having 
countermeasures in place, such as someone ready to exit the ship and 
remove the mine manually). 

Gravity mines have Reflex Defense 12, 20 hit points, and Damage 
Threshold 10. Magnetic gravity mines also have a grapple modifier of 
+10; when a ship enters a magnetic gravity mine's space, it makes a free 
grapple attempt against that ship's Reflex Defense, and if successful, it 
attaches itself to the target ship. An attached magnetic gravity mine 
cannot be targeted by the ship it is attached to. 


EMPLACEMENT 
WEAPON DAMAGE POINTS AVAILABILITY COST 
Gravity mine - 2 Military 5,000 
launcher 
Gravity mine, - - Military 1,000 
Standard 
Gravity mine, - - Military 4,000 


magnetic 
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ing on the fringe of society is never easy. However, in the Legacy era, 
‘are particularly rough and dangerous. The fringe has become home 
unlikely inhabitants, including beings who have fallen out of favor 
Empire and Jedi on the run from the Sith. The fringe is a dangerous, 

jlace where the laws of the Empire are conveniently overlooked and 
thing—or anyone—can be bought for a price. It is a good place 

om major enemies, provided your contacts don’t sell you out. It 

place to gain access to forbidden weapons, technology, or secret 

je. If you're willing to take risks, you can make enormous profits, 


12 JED! ORDER 


Order lies in ruins. Not since the Dark Times have the Jedi been so 
‘extinction. The Sith-Imperial War concludes with the Sith ruling 
ty and the fall of the Jedi Temple on Coruscant. Imperial forces led 
attack the Jedi Academy on Ossus. Most of the Jedi Masters, 
nights, and Padawans on Ossus are killed, along with the Yuuzhan Vong who 
tend the planet's terraforming project. Among the dead are Kol Skywalker 
and, many presume, his son Cade. A few Jedi flee Ossus, scatter across the 
galaxy, and go into hiding, While the exact number of survivors is impos~ 
sible to ascertain, some speculate that as much as half of the Jedi Order 
survives the massacre. 
Prior to the Sith-Imperial War, the Jedi had championed the use of Yuu~ 
zhan Vong biotechnology to rehabilitate worlds ravaged during the Yuuzhan 
Vong invasion. Ossus served as the primary test case. Unfortunately, the Sith 
secretly sabotage the effort in order to turn the galaxy against the Yuuzhan 
Vong, the Jedi, and the Galactic Alliance. A few Yuuzhan Vong avoid the 
attack on Ossus and remain hidden there for many years afterward, They 
investigate the source of the Sith sabotage and protect Jedi artifacts from 
pirates and thieves, 

Seven years after the massacre on Ossus, Jedi Master Wolf Sazen and 
Jedi Knight Shado Vao search for Cade Skywalker, whom Wolf believes is still 
alive. They succeed in finding the troubled Skywalker and try to convince 
him to return to the Jedi Order. Thanks to a vision he receives, Sazen believes 
Skywalker could be a rallying point for all Jedi. Others are less optimistic 
about Skywalker’s future. Ultimately, Cade asks to restart his training, and 
Wolf obliges. During this time, they discover the Yuuzhan Vong shaper Nei 
Rin and her protectors hidden well below the Ossus academy, Master K’Kruhk 
is given custody of the surviving Jedi artifacts that the Yuuzhan Vong had 
protected for so many years. 
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Cade's training is incomplete when he rushes off to save Hosk Trey'lis 
from the Sith, attempting to break him out of the Sith temple on Coruscant. 
As Wolf and the others await Cade’s return, Imperial forces return to inves- 
tigate the ruined academy. Unable to locate the surviving Jedi, a suspicious 
Sith commander orders the complete destruction of the academy ruins by 
orbital bombardment, 

As for those Jedi scattered throughout the galaxy, most remain hidden. 
Gathering in large groups draws the attention of the Sith, Jedi influence is 
weak, They know they must rebuild their Order before they can be of any use 
to the galaxy as a whole. Wolf Sazen believes that Cade Skywalker is the key 
to their revival and future success. 

Skywalker is not the only hope, however. At the beginning of the Sith- 
Imperial War, Kol Skywalker orders the creation of a secret Hidden Temple. 
Unfortunately, it is incomplete when the Ossus massacre occurs. Very few 
Jedi know of its existence. However, a Jedi Council of three masters know 
and contro! the Hidden Temple: Master Tili Qua and two of the oldest surviv: 
ing Masters, K’Kruhk and T'ra Saa, They secretly work to bring other Jedi to 
the temple and have located some Masters, a few Jedi Knights, and many 
younglings and Padawans, 


HOSK TREerY'tis 

Hosk Trey'lis, a Bothan Jedi healer, works with Kol Skywalker and the Yuuzhan 
Vong to terraform the ravaged planet of Ossus. An atypical Bothan in many 
respects, Hosk values healing, patience, and communing with the Force far 
more than the political scheming or spying that many of his species hold 
in high regard. Hosk avoids the Ossus massacre and goes into hiding. Years 
later, he unknowingly and accidentally runs into Cade Skywalker, Jariah 
Syn, and Deliah Blue. Although he suspects Cade was a Jedi, he does not 
recognize the young Skywalker. Cade, in an attempt to hide his true self from 
his companions, turns Hosk over to the bounty hunter's guild for one of the 
standing bounties on Jedi. 

Darth Krayt takes a personal interest in Hosk's healing abilities, and an 
even greater interest in the possibility that Hosk might be used to draw Cade 
to the Sith Lord, Although Cade eventually enters the Sith temple to rescue 
Hosk, he is ultimately unable to do so. In a dramatic encounter, Darth Krayt 
kills Hosk in an attempt to turn Cade to the dark side. Hosk, however, is not 
so easily defeated, He forgives Cade and even seeks Cade's forgiveness for 
failing to withstand Sith interrogation. A peaceful healer to the end, his body 
disappears, and he becomes a Force spirit. 


Hosk Trey'lis CL 10 
Medium Bothan Jedi 7/noble 2/Jedi Knight 
Destiny 2: Force 5 

Init +7; Senses Perception +12 
Languages Basic, Bocce, Bothan, Yuuzhan Vong 
Defenses Ref 24 (flat-footed 21), Fort 22, Will 26 
hp 76; Threshold 22 


Husk Tees 


Speed 6 squares 

Melee lightsaber +11 (2d8+6) or 

Melee unarmed +10 (1d6+6) 

Ranged by weapon +10 

Base Atk +9; Grp +10 

Special Actions Adept Negotiator, Clear Mind, Skilled Adviser, 
Elusive Target, Force Focus 

Force Powers Known (Use the Force +17): Force thrust (2), move object, 
rebuke, vital transfer (2) 

Force Techniques Force Power Mastery (vital transfer) 


Abilities Str 12, Dex 13, Con 10, Int 14, Wis 15, Cha 14 

Talents Adept Negotiator, Bolster Ally, Clear Mind, Skilled Adviser, 
Elusive Target, Force Focus 

Feats Force Sensitivity, Force Training (2), Martial Arts |, Skill Focus 
(Gather Information, Treat Injury, Use the Force), Skill Training (Gather 
Information, Treat Injury), Weapon Focus (lightsabers), Weapon 
Proficiency [lightsabers, pistols, simple weapons) 

Skills Gather Information +17, Knowledge (life sciences) +17, 
Perception +12, Treat Injury +17, Use Computer +12, Use the Force +17 

Possessions lightsaber, Jedi robes, comlink 


KOL SKYWALKER 
Kol Skywalker, a direct descendent of Anakin and Luke Skywalker, serves on 
the Jedi Council prior to the collapse of the Galactic Alliance. He is a vocal 
proponen 
with them to restore worlds damaged during the Yuuzhan Vong invasion. He 
champions the Ossus Project and works closely with Yuuzhan Vong shapers 
to repair the planet 

Although he lives by the Jedi Code, Kol's life is unconventional in many 
respects. He falls in love and briefly marries an Imperial agent named Mor- 
rigan Corde, but she leaves him shortly after the birth of their son, Cade. 
He dislikes politics, becoming involved only when absolutely necessary. He 


for assimilating the Yuuzhan Vong into galaxy society, and works 


prefers working and remaining at the Jedi temple on Ossus. When war breaks 
out between the Empire and Galactic Alliance, he argues that defending the 
peace is preferable to winning the war. 


Kol is killed in the Ossus massacre. He falls while fighting of 


a torrent of 
Sith attackers, including Darth Nihi. His death enables other Jedi to escape. 
including Jedi Master Wolf Sazen, Cade Skywalker, Shado Vao, and many 


younglings and Padawans 


Kol Skywalker CL 14 
Medium Human Jedi 7/Jedi Knight 5/Jedi Master 2 

Destiny 2; Force 7, Strong in the Force 

Init +15; Senses Use the Force +20 

Languages Basic, Bocce, Huttese 

Defenses Ref 31 (flat-footed 27), Fort 28, Will 25; Block, Deflect 

hp 116; Threshold 28 


Speed 6 squares 

Melee lightsaber +18 (2d8+8) or 

Melee lightsaber +16 (3d8+8) with Rapid Strike or 

Melee lightsaber +15/+15 (2d8+8) with Dual Weapon Mastery | or 

Melee lightsaber +13/+13 (3d8+8) with Dual Weapon Mastery | and 
Rapid Strike or 

Melee unarmed +15 (1d6+8) 

Ranged by weapon +17 

Base Atk +14; Grp +17 

Atk Options Dual Weapon Mastery |, Severing Strike 

Special Actions Force Perception, Redirect Shot 

Force Powers Known (Use the Force +20): bottle strike, farseeing, 
Force thrust, mind trick, move object, rebuke (2), surge, vital transfer 

Force Secrets Quicken Power 

Force Techniques Force P 

Abilities Str 13, Dex 16, Con 13, Int 14, Wis 15, Cha 16 

Special Qualities fearless, serenity 

Talents Block, Deflect, Force Perception, Force Pilot, Greater 
Weapon Focus (lightsabers), Redirect Shot, Multiattack Proficiency, 
Severing Strike 

Feats Dual Weapon Mastery |, Force Sensitivity, Force Training (3) 
Martial Arts |, Strong in the Force, Rapid Strike, Skill Focus (Use the 
Force), Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, 
simple weapons) 

Skills Acrobatics +15, Initiative +15, Knowledge (galac 
Mechanics +14, Use the Force +20 

Possessions lightsaber (self-built), Jedi robes, comlink 


ic lore) +14, 


Recovery, Improved Move Light Object 
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Shado Vao CL 10 


ed 


Destiny 2; Force 5 
Init +8; Senses lo 
Languages 


Defenses Ref 25 


Speed 6 square 


Weapon Mastery 
Ranged by weapon 
Base Atk +10; Grp 
Atk Options Running 
Special Actions Block, De 
Force Powers Known (Us 


1, Force Focus, Force Perception 


Force thrust (2), mi object, rebuke (2), surge 


Force Techniques Force F 
Abilities Str 13, Dex 1 
Special Qualities decept 
Talents Block, [ 


is 14, Cha 15 


Perception 


Proficiency 


Feats Dual We 


G 


(light 
Skills A +13, U 
- Possessions double-bladed lightsaber, Jedi robe 
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Seven years after Ossus, Sazen calls some of the remaining Jedi together 
in an effort to convince them to help search for Cade. He believes that Cade 
is the secret to restoring the Jedi Order and defeating the Sith. The meeting 
is interrupted by the Sith, but it convinces Shado Vao to join Master Sazen in 
the effort. The two travel for some time and eventually locate Cade. At the 
young Skywalker’s request, Master Sazen restarts his training. The training 
ends abruptly when the emotional and unstable Cade rushes off to save 
Hosk Trey'lis from the Sith 


Wolf Sazen cL15 
Medium Zabrak Jedi 7/Jedi Knight 6/Jedi Master 2 

Destiny 3; Force 7 

Init +14; Senses Use the Force +19 

Languages Basic, Huttese, Ryl, Zabrak 

Defenses Ref 31 (flat-footed 28), Fort 28, Will 32; Block, Deflect, Dodge 
hp 107; Threshold 28 

Speed 6 squares 

Melee lightsaber +17 (2d8+7) 

Ranged by weapon +16 

Base Atk +15; Grp +17 


Special Actions Combat Reflexes, Equilibrium, Force Fortification, 
Force Perception, Mobility, Quick Draw, Skilled Adviser, Elusive Target 

Force Powers Known (Use the Force +19): farseeing, Force thrust, 
mind trick, move object, rebuke, surge. vital transfer (2) 

Force Secrets Quicken Power 

Force Techniques Force Point Recovery, Improved Sense Force 

Abilities Str 10, Dex 14, Con 10, Int 14, Wis 16, Cha 14 

Special Qualities fearless, serenity 

Talents Block, Deflect, Equilibrium, Force Fortification, Force Perception, 
Skilled Adviser, Elusive Target, Visions 

Feats Combat Reflexes, Dodge, Force Sensitivity, Force Training (2), 
Mobility, Quick Draw, Skill Focus (Use the Force), Weapon Finesse, 
Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, 
simple weapons) 

Skills Initiative +14, Knowledge (galactic lore) +14, Knowledge (social 
sciences) +14, Perception +10 (may reroll), Use the Force +19 

Possessions lightsaber, Jedi robes, comlink 


THE UNDERWORLD 

Not since the Dark Times has the underworld seen such an influx of beings 
from all walks of life, The collapse of the Galactic Alliance and the cruelty 
of the new Sith-led Empire have forced many to flee to backwater planets 
and join organizations where nobody asks too many questions, Though the 
fringe and the underworld go hand-in-hand, they are not universally the 
same thing. Those who inhabit the fringe are, more often than not, the type 
of people that don't like a lot of government or other interference, but they 
generally shy away from criminal activity. However, those in the underworld 
are almost always involved in some type of illegal activity. 


BLACK SUN 

The legendary criminal syndicate Black Sun has reinvented itself many times 
over the centuries. For such a powerful criminal empire, Black Sun manages 
to remain relatively obscure, despite its extensive reach. Throughout most 
of its history, Black Sun’s secrecy has been integral to its success. However, 
these days, secrecy is not always of prime concern to some of its leaders, 
In some Outer Rim systems and other isolated areas, the syndicate openly 
displays its logo on ships and vehicles, largely in an effort to intimidate 
rivals and victims, 

Black Sun's internal structure remains virtually unchanged from previ~ 
ous eras. Powerful crime lords, called Vigos, run the organization in groups 
largely divided by region or sector, Each Vigo controls the syndicate’s criminal 
activities in his or her designated territory. However, Vigos in the Legacy era 
act with far more autonomy than the Vigos of previous eras, They engage 
in their own schemes, which range from petty extortion to massive fraud 
against the major governments and extensive smuggling operations between 
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the warring Empires. However, as in the past, the exact reach or extent of 
resources available to the syndicate is extremely difficult to determine, even 
by the Vigos themselves, who get along just well enough to benefit from 
their association. 

Black Sun's resources include fleets of gunships, squadrons of starfighters, 
flights of speeder bikes, and the occasional larger warship. The Vigos have 
individual agents, capable pilots, and considerable muscle at their disposal, 
The organization's influence extends into much of the underworld and a fair 
number of planetary governments, though Black Sun's stranglehold over key 
worlds has been temporarily diminished by the resurgent Sith Empire. 


Black Sun Thug cL2 

Medium Human nonheroic 6 

Dark Side 4 

Init +5; Senses Perception +7 

Languages Basic 

Defenses Ref 20 (flat-footed 18), Fort 13, Will 9 

hp 21; Threshold 13 

Speed 6 squares 

Melee knife +5 (1d4+1) 

Ranged heavy blaster pistol +6 (3d8) or 

Ranged blaster rifle +6 (3d8) 

Base Atk +4; Grp +6 

Atk Options Point Blank Shot" 

Abilities Str 13, Dex 14, Con 12, Int 10, Wis 9, Cha 8 

Feats Armor Proficiency (light, medium), Point Blank Shot", Weapon 
Proficiency (heavy weapons, pistols, rifles, simple weapons) 

Skills Perception +7", Pilot +10 

Possessions battle armor, blaster rifle, heavy blaster pistol, knife, swoop bike 

H Human bonus feat or trained skill. 


Black Sun Lieutenant cL7 

Medium Human noble 3/scoundrel 4 

Force 3; Dark Side 4 

Init +10; Senses Perception +9 

Languages Basic, Bocce, Durese, Huttese 

Defenses Ref 21 (flat-footed 19), Fort 19, Will 20 

hp 53; Threshold 24 

‘Speed 6 squares 

Melee knife +6 (1d4+4) 

Ranged heavy blaster pistol +8 (348+3) 

Base Atk +5; Grp +7 

Atk Options Deadeye, Point Blank Shot, Precise Shot 

Special Actions Combat Reflexes", Inspire Confidence, Disruptive, 
Coordinate, Hyperdriven, Walk the Line, Vehicular Combat 


Abilities Str 13, Dex 15, Con 14, Int 13, Wis 12, Cha 12 

Talents Inspire Confidence, Disruptive, Coordinate, Hyperdriven, Walk the 
Line 

Feats Combat Reflexes", Deadeye, Improved Damage Threshold, Linguist, 
Point Blank Shot, Precise Shot, Skill Focus (Deception), Vehicular 
Combat, Weapon Focus (pistols), Weapon Proficiency (pistols, simple 
weapons) 

Skills Deception +14, Gather Information +9, Initiative +10, Perception 
+9, Persuasion +9, Pilot +10, Treat Injury +9", Use Computer +9 

Possessions heavy blaster pistol, knife, encrypted comlink, encrypted 
datapad, medpac, credit chip 

H Human bonus feat or trained skill. 


Black Sun Vigo 

Medium Human noble 7/crime lord 7 

Destiny 2; Force 7; Dark Side 8 

Init +19; Senses Perception +20 

Lan Basic, Bocce, Durese, Huttese, Ryl, Sullustese, Zabrak 

Defenses Ref 22 (flat-footed 20), Fort 19, Will 25; Dodge” 

hp 85; Threshold 19 

‘Speed 6 squares 

Melee unarmed +10 (144+7) 

Ranged modified heavy blaster pistol +12 (3d8+9) or 

Ranged hold-out blaster pistol +12 (344+7) 

Base Atk +10; Grp +11 

Atk Options Point Blank Shot, Precise Shot 

Special Actions Impel Ally |, impel Ally Il, Inspire Confidence, Inspire 
Haste, Presence, Quick Draw, Notorious 

Abilities Str 10, Dex 15, Con 13, Int 16, Wis 16, Cha 17 

Special Qualities Inspire Fear |, Inspire Fear Il, Inspire Fear Il), 

Shared Notoriety 

Talents Connections, impel Ally |, Impel Ally Il, Inspire Fear I, Inspire 
Fear Il, Inspire Fear Ili, Inspire Confidence, Inspire Haste, Presence, 
Notorious, Shared Notoriety 

Feats Dodge’, Improved Defenses, Linguist, Quick Draw, Point Blank Shot, 
Precise Shot, Skill Focus (Deception, Initiative, Perception, Persuasion), 
‘Weapon Proficiency (pistols, simple weapons) 

Skills Deception +20, Gather Information +15, Initiative +19, Knowledge 
(galactic lore) +15, Mechanics +15, Perception +20, Persuasion +20, 
Pilot +14, Treat Injury +15", Use Computer +15 

Possessions modified heavy blaster pistol (+2 damage), hold-out blaster 
pistol, encrypted comlink, encrypted datapad, multiple credit chips 

H Human bonus feat or trained skill, 


BROGAR'S CANTINA 

AND SAFE HOUSE 

Located on the planet Lok (see page 109), Brogar’s Cantina has a well- 
deserved reputation in the underworld as a safe house for criminals on the 
run. The cantina’s decrepit neighborhood and seedy countenance mask its 
true business. Brogar usually charges a fee for protection, negotiated between 
the individual seeking sanctuary and either Brogar or his trusted doorman. 
Although most patrons believe otherwise, protection is not guaranteed. 
Although he sometimes goes out of his way to prevent anyone from being 
forcibly removed from the premises, at least by outsiders, Brogar bends to 
the will of some of the more powerful crime lords or to threats of Imperial 
intervention. 

Brogar’s Cantina is also the place to meet freighter pilots willing to 
transport passengers or cargo from Lok, with no questions asked. Brogar has 
even been known to arrange such meetings, for the right price. However, he 
makes no effort to get involved in every transaction, nor does he want to 
know about the majority of them. 


New SPECIES: ADVOZSE 

The Advozse come from the geologically unstable world of Riflor. Three 
‘suns exert tremendous gravitational stress on the planet, and the Advozse 
evolved to become both survivors and tremendous pessimists. They don't 
trust easily, and they prepare for the worst while striving for the best 
realistic possible outcome. 

Advozse are hairless, pug-faced beings with thick skin that ranges 
from yellow to ruddy brown. An Advozse's eyes are large and black, and 
its ears are pointed. A prominent black horn protrudes from the top of 
the Advozse’s head, 


Advozse Species Traits 
All Advozse share the following traits: 
Ability Modifiers: -2 Dexterity, +2 Constitution, +2 Wisdom. 
Medium Size: As Medium creatures, Advozse have no special bonuses 
or penalties due to their size, 
‘Speed: 6 squares. 

Awareness: An Advozse can choose to reroll any Per- 
ception check, but the result of the reroll must be accepted even if it's 
worse. 

Low-Light Vision: Advozse ignore concealment (but not total con- 
cealment) from darkness. 

Natural Armor: Advozse have a +1 natural armor bonus to Reflex 
Defense. A natural armor bonus stacks with an armor bonus. 

Languages: Advb and Basic. 


Brogar’s security is excellent. A door attendant mans the electronic 
eye and entry intercom at all times, and Brogar uses powerful Z65 patrol 
guard droids (see page 73) and a few bouncers to enforce his policies. Local 
authorities avoid the place, either due to its reputation or because they are 
paid well to do so. 


Brogar 

Brogar is the owner of his own cantina on the planet Lok. His cantina doubles 
aS a safe house for criminals, including those running from the Empire or 
from other criminals. Brogar is tough and smart, and he knows when to back 
down from a fight, especially to protect his cantina. 

Credits are key to getting along with Brogar. He also works to maintain 
good relations with influential crime lords, While he tolerates almost anyone 
entering the cantina for business, he fears Imperial interference and angering 
the wrong people. 


Brogar cL5 

Medium Advozse scoundrel 5 

Force 2; Dark Side 2 

Init +3; Senses low-light vision; Perception +8 

Languages Basic, Huttese 

Defenses Ref 19 (flat-footed 18), Fort 16, Will 18 

hp 32; Threshold 16 

‘Speed 6 squares 

Melee unarmed +3 (16442) 

Ranged blaster pistol +5 (3d6+2) 

Base Atk +3; Grp +4 

Atk Options Point Blank Shot, Precise Shot 

Special Actions Disruptive, Knack, Walk the Line 

Abilities Str 10, Dex 12, Con 10, Int 12, Wis 13, Cha 12 

Talents Disruptive, Knack, Walk the Line 

Feats Improved Defenses, Point Blank Shot, Precise Shot, Weapon Focus 
(pistols), Weapon Proficiency (advanced melee weapons, pistols, 
simple weapons) 

Skills Deception +8, Gather Information +8, Knowledge (social sciences) 
+9, Perception +8, Persuasion +8 

Possessions blaster pistol, comlink 


“WHAT PART OF 
‘SAFE HOUSE' 
DO YOU NOT 

UNDERSTAND?" 


-BROGAR 
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THE CRIMSON Axe 

The Crimson Axe is a formidable pirate vessel captained by the notorious 
Feeorin pirate, Rav. The ship has a distinctive vertical configuration, with 
massive angled hull plating recalling the shape of a primitive axe head—thus 


its name, Atop this massive structure sit the command and control decks. 
The armored hull not only protects the ship from attack but also gives it a 


ting ramming capability tha 
freighters or lesser military craft 
Several hangars allow fighters, freighters, and other craft to dock or be 
brought aboard, The main hangar is located at the fro 
tected by huge armor-plated doors. Several smaller hangars are loca 
the decks below t th their entrances facing aft. The ship is 
also outfitted with a tractor beam to pull debris and disabled craft aboard. 
Rav's ship and most of his vile crew bears the Bloody Bones symbol, a 
distinctive, red X-shaped mark that immediately identifies them as danger 
ous, brutal, and self-serving pirates. For many years, they boldly attack ships 
and settlements throughout the Outer Rim and other regions of the galaxy 


tears and punctures lightly armored 


of the vessel, pro 
ted on 


¢ main engines, 


They are opportunistic and operate anywhere that might provide them with 
credits, goods, or ransom payments. 


THe Crimgon Axe 


During the war between the Galactic Alliance and the Empire, the Crimson 
Axe ransacks defeated bases and settlements, or occasionally sifts through 
the debris fields of massive space battles. The crew deli ights in easy pickings 
and quick scores. One of the ship's greatest achievements is the sacking of the 
Jedi temple on Ossus, two days after it falls to Sith and Imperial forces. 

The defeat of the Galactic Alliance and the reemergence of the Empire 
under Sith control makes piracy more difficult. At the end of the war, the 
Crimson Axe is forced to return to its earlier ways, though it occasionally 
benefits from the ongoing battles between the Sith Empire and its enemies, 
Eventually, Rav decides that there is better and easier money to be made in 
bail bonds 

Ray turns the sh 


id acting as a coordinator for bounty hunters. 


into his base of operations on Socorro, dropping the 
tall, pointed vessel into a massive, ancient sarlace pit in an outcropping 
above the Killee Wasteland. From its high perch, it overlooks the vast black 
s of the surrounding landscape, The ship towers over the small city of 
Killee-Kor, built throughout the rocky cliffs and mesas long ago. Like many 
settlements on Socorro, Killee-Kor is 2 haven of underworld activity and 
ds of fringe-dwellers. 

Bounty hunters and less savory individuals often visit the Crimson Axe to 
confer with Rav, The pirate promotes the idea that the ship is still operational, 
and could leave at his command, but many speculate that it has become a 
permanent fixture of the Killee V 


home to hundre 


Crimson Axe CL17 
Colossal (frigate) capital ship 
Init +1 (-2 while grounded); Senses Perception +8 
Defenses Ref 14° (flat-footed 11°), Fort 35; +11 armor 
hp 790; DR 15; SR 100; Threshold 135 
Speed fly 3 squares (starship scale) 
Ranged | turbolaser batteries +13°* (see below) and 
2 point-defense laser cannon batteries +13 (see below) and 
1 tractor beam batteries +7°* (see below) 
Fighting Space 1 square (starship scale); Cover total 
Base Atk +5; Grp +50 
Atk Options autofire (point-defense laser cannon batteries) 
Abilities Str 60, Dex 16, Con —, Int 14 
Skills Initiative +1 (-2 while grounded), Mechanics +8, Perception +8, 
Pilot +1, Use Computer +8 
Crew 550 (expert); Passengers 150 (prisoners) 
Cargo 3,000 tons; Consumables | year; Carried Craft 2 shuttles. 
1 light freighter, 12 starfighters 
Hyperdrive x2 (backup x12), navicomputer 
Availability Military; Cost not available for sale 
* While grounded and immobile, the ship has Ref 11 (flat-footed 9). 
Apply 0-20 penalty on attacks against targets smaller than Colossal 


size, 


Turbolaser battery (4 gunners) 
Atk +13 (-7 against targets smaller than Colossal), Dmg 4d10x5 


Point-defense laser cannon battery (4 gunners) 
Atk +13 (+8 autofire), Dmg 2d10x2 


Tractor beam battery (gunner) 
Atk +7 (-13 against targets smaller than Colossal), 
Dmg — (grapple +50) 


USING THE CRIMSON AXE 

For campaigns featuring fringe or underworld adventures, the Crimson 
Axe provides many opportunities. If the adventure is set in the early years 
of the Legacy era, Rav and his pirates are still active and might be found 
virtually anywhere. They could attack the heroes’ ship or settlement. 
The bold pirates might even target lightly armed Galactic Alliance ships 
or locations. On the other hand, if the player characters are’ less than 
heroic, they might join the pirate crew for a time. 

If the campaign is set after Rav has settled down on Socorro, the 
Crimson Axe could be used as a base of operations for up-and-coming 
bounty hunters and other underworld fringers. Even if the characters do 
not operate directly out of the ship, they might stop by occasionally to 
pick up new instructions or collect on bounties. They could work directly 
for Rav, or Rav might take a cut of their spoils serving as an intermediary 
between the heroes and various underworld organizations, The heroes 
might even attempt to infiltrate the Crimson Axe, in an attempt to free 
a captured friend or at the behest of another patron. 

Dealing with Rav is always risky. The scheming Feeorin works hard to 
keep his underlings and associates under his thumb. Bounty payoffs are 
high, but Rav charges extra fees whenever he can, especially when the 
characters are in need of additional services. Rav can arrange docking 
privileges, either on the Crimson Axe or at docking bays within Killee-Kor, 
as well as provide parts, repair services, supplies, death sticks, spice, or 
virtually anything else that the characters might request—but always 
at a significant fee, He will even offer badly needed or desired items 
on credit, just to keep his associates in his debt. In this case, the more 
expensive, the better. 

Rav's associates are an everchanging court of scoundrels, killers, 
bounty hunters, pirates, and general lowlifes. Consider using or adapting 
any of the thugs or similar characters found within this chapter to fill 
out Rav's court and followers, 


Rav 

Rav is a pirate-turned-bounty hunter who runs his own bounty clearinghouse. 
He is tough, nasty, controlling, and manipulative. He constantly schemes to 
keep his associates and underlings in his debt, and therefore under his con- 
trol. Years of successful piracy have granted him untold numbers of credits, 
as well as connections with thousands of criminals, from powerful crime 
lords to petty thieves, The Feeorin's reputation instills fear throughout the 
underworld, and his reach extends from the Outer Rim to the lowest levels 
of Coruscant. Most lesser criminals, and even many crime lords, will not 
intentionally cross Rav without due cause. A few even contract their bounties 
through him, for an additional fee, of course. 

Rav is massive and a very strong. Early in his pirate career, he lost the 
lower part of his right leg fighting with a rival, As usual, Rav came out on top, 
killing his opponent in the fight. His lost leg was replaced with a cybernetic 
‘hment resembling a mechanical clawed talon. He lost his left eye in 
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@ boarding action. This he replaced with a cybernetic implant that appears 
to be a diseased or damaged eye, leaving his opponents to believe that his 
eyesight is diminished on that side. The eye is further highlighted by a pale 
X-shaped tattoo center directly on it, As is the case with all of his pirates, 
Rav sports a scar-covered Bloody Bones tattoo on his left shoulder. 

Rav deals with nearly anyone, especially those he can exert control over. 
He has contacts at the highest levels of the Sith Empire—including Darth 
Maladi and Moff Nyna Calixte—mainly to deal with the ever-increasing 
bounty on Cade Skywalker, one of Rav’s former crewmen. Rav remains at odds 
with his ex-crewman, but if he can make some credits off of him, so be it. 


Rav cL 12 

Medium Feeorin noble 5/scoundrel 3/crime lord 4 

Destiny 2; Force 6; Dark Side 14 

Init +13; Senses low-light vision; Perception +18 

Languages Basic, Bocce, Feeorin, Gamorrean, Huttese, Rodese, 
Ryl, Shyriiwook J 

Defenses Ref 27 (flat-footed 24), Fort 25, Will 29 

hp 73; Threshold 30 

Speed 6 squares 

Melee unarmed +9 (1d6+8) 

Ranged heavy blaster pistol +9 (38+6) 

Base Atk +7; Grp +9 

Atk Options Point Blank Shot, Precise Shot 

Special Actions Bolster Ally, ignite Fervor, Inspire Confidence, 
Inspire Fear |, Knack, Notorious 

Abilities Str 15, Dex 14, Con 12, Int 14, Wis 15, Cha 16 

Special Qualities brutal, command cover +2, inborn resilience 

Talents Bolster Ally, Ignite Fervor, Inspire Confidence, Inspire Fear |, 
Inspire Fear Il, Inspire Fear Ill, Knack, Notorious 

Feats Armor Proficiency (light), Improved Damage Threshold, Linguist, 
Martial Arts |, Point Blank Shot, Precise Shot, Skill Focus (Deception, 
Perception, Persuasion), Weapon Proficiency (pistols, rifles, 
‘simple weapons) 

‘Skills Deception +19, Gather Information +14, Initiative +13, Knowledge 
(galactic lore) +13, Perception +18, Persuasion +19, Pilot +13, 
Use Computer +13 

Possessions heavy biaster pistol, prosthetic leg, cybernetic eye (low-light 
vision), encrypted datapad, encrypted comlink, credit chips, death sticks 


Rik's CANTINA 

Rik’s Cantina is @ well-known Coruscant underworld bar and meeting place. 
Located near the government districts, Rik's is hidden deep in the lower levels 
of the city-planet. Even approaching the dive is dangerous, especially if, one 
takes a route through the failed Yuuzhan Vong terraforming areas, where 
the Vongspawn survivors eke out a meager existence (see page 217). Even 
close to the cantina, those traveling alone or who appear to be weak become 
targets for local gangs and thugs looking for a quick score of credits, 

Despite its rough neighborhood, or perhaps because of it, Rik’s is very 
popular. Virtually any drink or other recreational activity can be found here, 
for a price. While that alone would make the place popular locally, what 
really draws offworlders is the quality of the information trade and excellent 
‘connections that can be found here, It is also well known that fighting is not 
allowed, making it a safe place to talk, unlike the surrounding area. 

The cantina’s owner, @ Hutt named Queen Jool, makes this all possible, 
She facilitates much of the information trade herself. She takes every oppor- 
tunity to obtain new information, whether that means gathering it through 
spies, exchanging it for other information, or simply bargaining for it. Any 
information she obtains goes into her extensive database, Even when she's 
not actually in the cantina itself, Queen Jool is usually available, as she lives 
in a swamp situated under the premises. 


QUEEN JOOL 

Queen Jool is the current owner of Rik’s Cantina, a cantina in the lowest 
levels of Coruscant, It's a sign of how different times are in this era, that a 
Hutt can live—and would want to live—on Coruscant. Her highly effective 
information brokerage service is powered by a massive database, where she 
keeps all of the information she gathers from her customers and contacts. 
She readily and easily accesses her database through a cybernetic implant 
that replaces her left eye, which she lost years ago to a disgruntled client. 
Her trademark bejeweled implant reflects her self-selected name. 

Queen Joo! is reputed to be an honest broker. She knows her information 
must be reliable and she must be sincere to keep the customers coming in, 
and, more importantly, keep them willing to pay her. Her vast database also 
ensures a lot of repeat business, She carefully guards its physical location, 
and its security protocols are extensive. Customized hardware is required to 
access and decrypt its transmissions, 

Queen Joo! is quite happy to facilitate meetings, but limits her direct 
involvement in her customers’ business in order to remain something of 
a neutral third party. However, she does have her favorites, for whom she 
is willing to go the extra mile, Ever the eager hostess, she makes sure that 
many of her customers believe that they are among her favorites, whether 
or not they actually are. 


Queen soo. 


Queen Jool cL9 

Large Hutt noble 3/scoundrel 3/scout 3 

Destiny 1; Force 4; Dark Side 3 

Init +3; Senses Perception +16 (may reroll) 

Languages Basic, Bocce, Bothese, High Galactic, Huttese, Shyriiwook 

Defenses Ref 20 (flat-footed 19), Fort 22, Will 24 (+5 when opposing 
Use the Force checks); supreme stability 

hp 58; Threshold 32 

Speed 2 squares 

Melee unarmed +7 (1d6+5) 

Ranged by weapon +5 

Base Atk +6; Grp +12 

Atk Options Point Blank Shot, Precise Shot 

Special Actions Gimmick, Knack 

Abilities Str 13, Dex 8, Con 13, Int 13, Wis 15, Cha 12 

Talents Acute Senses, Connections, Educat 
Social Engineering 


d, Gimmick, Knack 


Feats Improved Defenses, Improved Damage Threshold, Linguist, Point 
Blank Shot, Precise Shot, Skill Focus (Gather Information, Knowledge 
[galactic lore), Perception, Persuasion), Weapon Proficiency (pistols 

rifles, simple weapons) 

Skills Deception +10, Gather Information +14, Knowledge (galactic lore) 
+15, Knowledge (social sciences) +10, Perception +16 (may reroll) 
Persuasion +15 (may reroll, keeping the better result), Stealth -2, 
Use Computer +15 

Possessions cybernetic eye (computer link to private database), comlink 


dAK 

Jak is Queen Jo's personal bodyguard and an enforcer for Rik's Cantina. The 
Nautolan is completely loyal to the Hutt and is such a fixture in the cantina 
that those who deal with Queen Jool regularly almost forget he's there, 
observing and working in the background, At her command, he deals with any 
threat or anyone causing her trouble, usually by tossing them unceremoni- 
ously out the front door of the cantina. Jak is strong but 
to play the part of hired muscle who's paid not to think too much. His first 
priority is protecting Jool, so he keeps a watchful eye over the entire room, 
especially when unfamiliar clients are present 


ilent, quite willing 


Jak cL6 

Medium Nautolan soldier 6 

Force 3; Dark Side 3 

Init +14; Senses low-light vision; Perception +14 

Languages Basic, Nautolan 

Defenses Ref 19 (flat-footed 18), Fort 21, Will 18 

hp 64; Threshold 21 

Speed 6 squares 

Melee unarmed +8 (1d6+3) 

Ranged blaster pistol +7 (3d6+3) 

Base Atk +6; Grp +10 

Atk Options Pin, Throw 

Special Actions Draw Fire, Harm's Way 

Abilities Str 14, Dex 13, Con 14, Int 9, Wis 12, Cha 10 

Talents Expert Grappler, Draw Fire, Harm's Way 

Feats Armor Proficiency (light, medium), Improved Defenses, 
Martial Arts |, Pin, Skill Focus (Initiative, Perception), Throw, 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +14, Perception +14, Use Computer +7 

Possessions blaster pisto!, comiink 
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FINN 

Finn is the head bartender and chief enforcer of Rik's Cantina, though most 
newcomers would hardly believe so. Finn is aloof, seemingly detached, and 
often appears unfazed by anything that happens in the cantina. Despite his 
demeanor, Finn is a skilled bouncer and brawler. He defends the place effi- 
ciently, and often in subtle ways. More than one disruptive quest has found 
that the “free drink" Finn offered up to quell an ugly situation turned out to 
contain a tranquilizer or similar additive. Finn is equally capable of taking 
down a troublemaker with his blaster or even his bare hands, remaining calm 
and collected all the while. 


Finn cLs 

Medium Sakiyan scoundrel 4 

Force 2; Dark Side 1 

Init +8; Senses darkvision; Perception +8 

Languages Basic, Sakiyan 

Defenses Ref 18 (flat-footed 16), Fort 14, Will 16 

hp 29; Threshold 14 

Speed 6 squares 

Melee unarmed +3 (1d6+2) or 

Melee stun baton +3 (2d6+2 stun) 

Ranged heavy blaster pistol +5 (3d8+2) 

Base Atk +3; Grp +4 

Atk Options Point Blank Shot, Precise Shot, Pin 

Special Actions Sneak Attack, Walk the Line 

Abilities Str 11, Dex 12, Con 10, Int 12, Wis 12, Cha 13 

Talents Sneak Attack, Walk the Line 

Feats Point Blank Shot, Precise Shot, Martial Arts |, Pin, Weapon Focus 
(pistols), Weapon Proficiency (pistols, simple weapons) 

Skills Deception +8, Gather Information +8, Initiative +8, Perception +8, 
Persuasion +8 

Possessions heavy blaster pistol, comlink, tranquilizer drops (1020+5 
vs, Fortitude Defense; on a hit, the target moves -1 step down the 
condition track; make a new attack roll each round until the target is 
cured with DC 20 Treat Injury check). 


THE WHEEL 

The Wheel is a massive space station located in the Besh Gorgon system, in 
the Mid Rim. True to its name, the station is ring-shaped, with four spokes 
meeting a long, towerlike section piercing its center. A variety of docking 
ports and hangar bays are scattered around the ring and the central tower, 
allowing freighters and shuttles of all sizes and arrangements to dock 
without difficulty. 

Large sections of The Wheel have been modified and rebuilt over the 
years, sometimes greatly changing its appearance, but keeping its familiar 
silhouette essentially the same, The orientation of decks, hangars, and towers 
are often at 90 degrees to adjacent structures, requiring gravity adjustment 
Zones to allow the inhabitants to move from one section to another without 
difficulty. This is usually accomplished through the use of turbolifts that 
rotate to change orientation without disturbing the passengers, but some 
creatively configured hallways and ladders accomplish the same thing, 


The Wheel has remained neutral territory through the Clone Wars, the 
Rebellion era, and the recent wars between the Empire, the Galactic Alliance, 
and Emperor Fel's forces. Thanks to its isolated location, The Wheel even 
managed to escape permanent damage during the Yuuzhan Vong invasion 
and often served as a safe transfer point for refugee starships. 

The Wheel maintains its neutrality through whatever means necessary, 
including excessive tax payments, bribes, treaties, kickbacks, and even 
military force on occasion. While galactic governments occasionally take an 
interest in the station, it is usually for monetary reasons rather than military 
‘ones, In fact, since the defeat of Palpatine's Empire, no government has had 
the political will to bring The Wheel under its control, 

The Wheel is best known for its many casinos and entertainment facili 
ties. The most popular establishments are currently the Golden Star casino 
and Toran’s Resort and Retreat. Beings from across the galaxy come to The 
Wheel fos ‘exotic entertainment as well as to escape the rigorous laws 
and restrictions of the larger galactic governments. In fact, crime lords, 
entrepreneurs, and even major governments use The Wheel as a neutral 
stage for sensitive negotiations. 

Visitors to the station find more than just entertainment, however. The 
Wheel features complete starship services capable of repairing anything up 
to a Colossal (frigate) capital ship. Modifications to most systems is also 
available, although in order to preserve its neutrality, The Wheel may offi- 
cially refuse to carry out extremely dangerous or threatening upgrades. In 
reality, it is not difficult to find a tech willing to overlook such restrictions, 
for the right amount of credits. Basic supplies and a wide selection of exotic 
goods are available on the market decks, Many items that are considered 
illegal elsewhere can be found here, though the most rare, incriminating, or 
dangerous items will not be found displayed in the markets, 

Pol Temm currently owns the station, In keeping with the station's strict 
goal of neutrality, he disallows weapons and fighting while onboard. In theory, 
only his own security forces and other authorized personnel are allowed to be 
armed. In fact, it is common practice for visitors to find ways of smuggling 
their own weapons aboard, often in pieces. Given the station's underworld 
culture, those determined to obtain weapons can usually do so. 

Individuals who break the station's rules are dealt with quickly and 
harshly. Most are simply tossed back aboard their ships and ordered to leave 
the system immediately, with an armed escort. Those causing significant 
trouble might be shown the closest airlock instead. Most troublemakers are 
also banned from returning, although it's fairly easy to slip back on board 
in disguise. 


The Wheel has an impressive array of weapons and shielding to protect 
itself from local pirates and even small military fleets. Four full squadrons 
of starfighters and 20 gunships and frigates provide further military support 
and regional patrol capabilities. These craft also escort important vessels, 
particularly those contracted with the station. 


The Wheel 
Colossal (station) space station 
Init -9; Senses Perception +6 
Defenses Ref 10 (flat-footed 10), Fort 73; 
hp 2,900; DR 20; SR 250; Threshold 573 
Speed fly 0 squares (starship scale) 
Ranged 10 turbolaser batteries +17° (see below) and 
8 point-defense laser cannon batteries +15 (see below) and 
10 ion cannon batteries +17° (see below) and 
10 tractor beam batteries +13° (see below) 
Fighting Space 2x2 square (starship scale); Cover total 
Base Atk +2; Grp +85 
Atk Options autofire (; fense laser cannon batteries) 
Abilities Str 136, Dex 0, Con —, Int 20 
Skills Initiative -9, Mechanics +6, Perception +6, Pilot -9, 
Use Computer +6 
Crew 10,000 (skilled); Passengers 15,000 
Cargo 150,000 tons; Consumables 5 years; Carried Craft 48 starfighters, 
various support and visiting craft 
Availability Unique; Cost not available for sale 
* Apply a -20 penalty on attacks against targets smaller than Colossal size. 


cL19 


Turbolaser battery (6 gunners) t 
Atk +17 (-3 against targets smaller than Colossal), Dmg 8d10x5 
Point-defense laser cannon battery (5 gunners) ‘ 


Atk +15 (+10 autofire), Omg 3d10x2 = 


lon cannon battery (6 gunners) id 
Atk +17 (-3 against targets smaller than Colossal), Dmg 5d10x5 ion, 
Tractor beam battery (4 gunners) 
Atk +13 (-7 against targets smaller than Colossal), 
Dmg — (grapple +85) 


Pol Temm 

Pol Temm is the current owner and administrator of The Wheel. He is one 
of the few beings to have lived most of his life on the station, giving him 
a vested interest in its continued existence. Pol has served The Wheel in 
many capacities over the years. He worked as a dealer and bouncer in the 
casinos, held security positions, served aboard the station's patrol ships, and 
eventually worked his way into the management and command structure. 
When some vengeful pirates had the previous owner assassinated during the 
‘Sith-Imperial War, Pol activated a long developed plan to transfer ownership 
of the station to himself. Few questioned the move, as he was the second- 
in-command at the time, and his reputation was above any suggestion that 
he might be involved in the death of his friend and predecessor. 

Though he regards himself as generally honest, Pol knows the type of cli- 
entele that typically visits the station, While he prefers to take the high road 
whenever possible, ultimately he does what is needed to protect the station 
and its neutrality. He is strong willed, highly confident, and popular among 
the station's inhabitants and security forces. He is a skilled negotiator, but 
willing to use a heavy hand when necessary to preserve The Wheels security 
and reputation, His able leadership has caused a resurgence in the station's 
popularity, and thus improved its financial fortunes as well. 

Asa Kel Dor, Pol Temm must wear a mask throughout most of the station. 
However, his own personal quarters, as well as certain entertainment areas, 
have been specially modified to cater to the specific needs of the Kel Dor. In 
fact, Pol has expanded the areas that cater to specific non-oxygen breathing 
species from other parts the galaxy. 


Pol Temm 

Medium Kel Dor noble 10/crime lord 3 

Destiny 2; Force 6; Dark Side 2 

Init +12; Senses low-light vision; Perception +19 

Languages Basic, Bocce, Durese, Huttese, Kel Dor, Man Calamari 

Defenses Ref 27 (flat-footed 26), Fort 25, Will 31 

hp 76; Threshold 25 

‘Speed 6 squares 

Melee unarmed +9 (144+6) 

Ranged blaster pistol +11 (3d6+6) 

Base Atk +9; Grp +10 

Atk Options Point Blank Shot, Precise Shot 

Special Actions Demand Surrender, Impel Ally |, Inspire Confidence, 
Inspire Haste, Inspire Fear, Presence 

Abilities Str 10, Dex 13, Con 13, Int 15, Wis 17, Cha 17 

Special Qualities command cover +1 

Talents Connections, Demand Surrender, Impel Ally |, Impel Ally tl, 
Inspire Confidence, Inspire Haste, Inspire Fear |, Presence 
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Feats Armor Proficiency (light), Improved Defenses, Linguist, Point Blank 
Shot, Precise Shot, Skill Focus (Perception, Persuasion), Skill Training 
(Deception, Initiative, Mechanics), Weapon Focus (pistols), Weapon 
Proficiency (pistols, rifles, simple weapons) 

‘Skills Deception +14, Gather Information +14, Initiative +12, Knowledge 
(bureaucracy) +13, Knowledge (galactic lore) +13, Mechanics +13, 
Perception +19, Persuasion +19, Pilot +12, Treat Injury +14, 

Use Computer +13 

Possessions blaster pistol, encrypted comlink, encrypted datapad, Kel Dor 

antiox breath mask and goggles 


Wheel Security 

The Wheels security forces are well-paid, highly trained, and effective. 
Beings from virtually any species are hired to serve aboard the station or 
its auxiliary patrol ships. The Wheel’s security forces are loyal, for the most 
part. While a few can be bought off or corrupted, they typically don’t last 
very long before the committed security forces arrest them or toss them out 
the airlock. Security attempts to deal with incidents in @ nonlethal manner, 
‘as the current administrator prefers to deport and ban troublemakers rather 
than imprison or kill them. 


Wheel Security cL7 

Medium Human nonheroic 8/soldier 3/elite trooper 1 

Force 3; Dark Side 1 

Init +12; Senses low-light vision; Perception +12 

Languages Basic, Huttese 

Defenses Ref 23 (flat-footed 20), Fort 22, Will 14 

hp 55; Threshold 22 

Speed 6 squares 

Melee combat gloves +12 (1d6+5) or 

Melee stun baton +12 (2d6+4 stun) or 

Melee vibroblade +12 (2d6+4) 

Ranged heavy blaster pistol +12 (3d8+2) or 

Ranged blaster rifle +13 (3d8+4, devastating attack) or 

Ranged blaster rifle +10/+10 (3d8+4, devastating attack) with Double 
Attack 

Base Atk +10; Grp +12 

Atk Options Double Attack (rifles), Point Blank Shot, Running Attack" 

Special Actions Devastating Attack (ri 

Abilities Str 15, Dex 14, Con 13, Int 12, 

Special Qualities delay damage 

Talents Devastating Attack (rifles), Weapon Specialization, Multiattack 
Proficiency (rifles) 


Feats Armor Prof 
Martial Arts |, Point Blank Shot, Running Attack 


ency (light, medium), Double Attack (rifles), 


pon Focus 


(rifles), Weapon Proficiency (advanced melee weapons, rifles, pistols, 
simple weapons) 

Skills Initi 

Possessions battle armor with helmet p: 


rifle, heavy blaster pistol, vibroblade, stun baton, combat gloves 


tive +12", Perception +12, Stealth +12 


age (low-light vision), blaster 


H Human bonus feat or trained skill. 


Wheel Thug 
The Wheels popularity among underworld figures and fringe society alsc 
prime target for petty criminals. In a station as massive as The 


Nheel, small gangs can exert some control and carry out petty crimes in 


makes it a 


jess secure zones without attracting undue attention. 


Wheel Thug cL4 

Medium Human nonheroic 

Force 1; Dark Side 3 

Init +9; Senses Perception +7 

Languages Basic 

Defenses Ref 18 (flat-footed 15), Fort 17, 

hp 36; Threshold 17 

Speed 6 squares 

Melee unarmed +6 (1d8+2) or 

Melee vibroblade +6 (2d6+2) 

Ranged heavy blaster pistol +6 (348+!) 

Base Atk +5; Grp +6 

Atk Options Point Blank Shot", Squad Si 

Special Actions Pin, Squad Fighter 

Abilities Str 13, Dex 13, Con 14, 

Talents Squad Fighter, Squad Superiority 

Feats Martial Arts |, Martial Arts Il, Pin, Point Blank Shot 
Proficiency (advanced melee 

Skills Initiative +9, Perception +7 

Possessions combat jumps 

H Human bonus feat or trained skil 


Weapon 


apons) 


eapons, pistols, rifles, simple w 


heavy blaster pistol, vibrot 


OTHER FRINGE 
PERSONALITIES 


The fringe is home to many noteworthy individuals who don’t fall into clearly 


definable roles or organizations 


“BANTHA" RAWK 

Once a Jedi named Nat Skywalker who left the Jedi Order, “Bantha” Rawk is 
a chief mechanic at the Selonian shipyards in the Corellia system. A large, 
tough Human, Bantha is b creating custom 
inry for those with credits to spare. His handiwork is carried by some 
bounty hunters in the galaxy, and includes Cade Skywalker's 


ter known for his side busines: 


he fin 
distinctive double-barreled blaster carbine. 
compound, called Rawk's Nest, on the planet 


Bantha operates out of his ow 


of lego (see page 108). It's largely a fam 
himself, his family is boisterous and opinionated. He is married to Droo, has a 
teenage daughter named Ahnah, a teenage son named Skeeto, and an adopted 
son named Micah. Rawk's clan isa match for local threats and can protect itself 
izations such as Black Sun. 


un operation, and much like Bantha 


even from the likes of large criminal organi 


NAT SKYWALKER, AKA “BANTHA RAWH* 
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‘Bantha” Rawk cLs 
rel 8 


Medium Human scour 
Destiny 1; Force 4 
Init +5; Senses Perception +10 
Languages Basic, Bocce, Huttese 
Defenses Ref 21 (flat-f 
hp 51; Threshold 19 
Speed 6 squares 
Melee vibroblade +8 (2d6+6) 

Ranged modified blaster pistol +7 (346+6) or 
Ranged modified blaster pistol +5 (4d6+6) 


oted 20), Fort 19, Will 20 


ith Deadeye or Rapid Shot or 


Ranged modified blaster carbine +7 (3d8+6) or 
Ranged modified blaster carbine +5 (4d8+6) with Deadeye or Rapid Shot 
Base Atk +6; Grp +8 

Atk Options Deadeye, Point Blank Shot, Precise Shot 


ack, Lucky Shot, 


Special Actions Disruptive, Kr ce 

Abilities Str 14, Dex 12, Con 12, Int 14, Wis 13, Cha 11 

Talents Disruptive, Knack, Lucky Shot, Trace 

Feats Deadeye, Point Blank Shot, Precise Shot, Rapid Shot, Skill Focus 
(Mechanics), Tech Specialist, Weapon Proficiency (advanced melee 
weapons, heavy weapons, pistols, rifles, simple weapons) 

Skills Deception +9, Knowledge (technology) +11, Mechanics +16, 
Perception +10, Persuasion +9, Pilot +10, Use Computer +11 

Possessions modified blaster pistol (+2 equipment bonus to damage), 
modified blaster carbine (+2 equipment bonus to damage), comlink 


CADE SKYWALKER 
Cade is the last of the Skywalkers, and like his predecessors, the Force is 
ggles to find his way between 


strong in him. And, like many of them, he stru 
the dark side and the light side 

Temperamental and often selfish, Cade tries to suppress and forget 
eage after the Ossus massacre. After losing his father, Kol Skywalker, 
Cade uses an extraordinary healing power that taps into the dark side of the 
Force to save his dying Master, Wolf Sazen. Fearing the temptation of the 


dark side, Cade abandons the Jedi way and, through necessity, falls in with 
a pirate gang that rescues him after his ship is destroyed in space. Cade, 
pretending to be a fellow scavenger, proves his worth by helping the pirates 


sack the ruined Jedi Academy on Ossus. Cade becomes an enthusiastic and 


effective bounty hunter in the years that follow, working alongside his on 
and-off lover Deliah Blue and long-time friend Jariah Syn out of his ship, 


the Mynock (see page 219) 


CADE Skywacken 


Cade soon discovers that the Skywalker legacy is not so easily cast 
aside, as the remaining Jedi and the new Sith take interest in his lineage 
and abilities. After battles with Darth Nihl and Darth Talon, Cade quickly 
concludes that he needs to return to his Jedi training, if nothing else than 


for self-defense. His old Master, Wolf Sazen, agrees to restart his training 
in the ruins of the Ossus academy. The training exposes Cade's tormented 
yche and age-old fears. 

In an effort to right a previous wrong, Cade abandons his training once 
again in order to save Hosk Trey’lis from the Sith. However, the Sith are 
waiting for him, and Cade is captured in the Sith Temple on Coruscant. For 


a time, he pretends to go along with Darth Krayt's teachings, learning much 
about the Sith Lord, his enemies, and even his own unusual healing abilities. 
Ultimately, Cade is unable to save Hosk from Darth Krayt, but he escapes 
the Sith Temple 
mostly loyal friends. 

With each new experience and ex; 


credit-hungry bounty hunter and more the respectful crusader, determined t 


ith help from a mother he didn't know existed, and his 


oit, Cade becomes less the selfish, 


settle old debts. However, given his personality and past, it is a sure bet 


his future will remain 


tied and dangerous for a long time to come. 


— 


Cade Skywalker ck 

Medium Human Jedi 3/scout 5/soldier 1/bounty hunter 2 

Destiny 2; Force 5, Strong in the Force; Dark Side 4 

Init +13; Senses Perception +11 (may reroll) 

Languages Basic, Huttese, Shyriiwook 

Defenses Ref 28 (flat-footed 25), Fort 27, Will 24 

hp 115; Threshold 27 

Speed 6 squares 

Melee unarmed +10 (1d6+6) or 

Melee lightsaber +11 (2d8+6) 

Ranged modified double-barreled blaster carbine +11 (3d8+7) or 

Ranged modified double-barreled blaster carbine +6/+6 (3d8+7) with 
Double Attack 

Base Atk +7; Grp +9 

Atk Options Double Attack (rifles) 

Special Actions Acute Senses, Block, Deflect, Hunter's Mark, 
Power of the Dark Side 

Force Powers Known (Use the Force +12): dark transfer, Force disarm, 
Force thrust, move object 

Abilities Str 13, Dex 15, Con 18, Int 14, Wis 13, Cha 14 

Special Qualities familiar foe +1 

Talents Acute Senses, Block, Armored Defense, Deflect, Hunter's Mark, 
Improved Initiative, Power of the Dark Side 

Feats Armor Proficiency (light), Double Attack (rifles), Force Sensitivity, 
Force Training (2), Martial Arts |, Skill Training (Survival), Strong in the 
Force, Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, 
pistols, rifles, simple weapons) 

Skills Acrobatics +11, Initiative +11, Perception +10, Pilot +11, 
‘Survival +10, Use the Force +11 

Possessions blast vest, Kol Skywalker’s lightsaber, modified double- 
barreled blaster carbine (no stock), data chips 


CHAK 

Chak is the Wookiee captain of the Grinning Liar, a smuggling ship of note 
in some circles (see page 219 for the ship's statistics). These days, he works 
with a young Devaronian named Kee (see page 213). Chak has been around 
long enough to remember the Clone Wars and the subsequent enslavement 
of the Wookiees, He ran some legitimate supply runs to the Jedi Academy 
‘on Ossus, in the years before its destruction. Chak is unafraid of taking risks, 
particularly when the pay is good or he has a vested personal interest. He is 
known as a fiercely loyal friend, and an equally ferocious enemy. 


Chak cLs 
Medium Wookiee scoundrel S/scout 3 

Destiny 1; Force 4; Dark Side 1 

Init +6; Senses Perception +10 (may reroll) 

Languages Basic (understand only), Shyriiwook 


Kee ano Chan 


port 


Defenses Ref 23 (flat-footed 20), Fort 20, Will 20 
hp 54; Threshold 20; extraordinary recuperation 


Speed 6 squares 

Melee unarmed +9 (1d6+7) 

Ranged hunting blaster carbine +8 (348+4) 

Base Atk +6; Grp +9 

Atk Options Point Blank Shot, Running Attack, Trip, Throw 

Special Actions Acute Senses, Hyperdriven, Mobility, Skirmisher, 
Vehicular Combat 


Abilities Str 17, Dex 14, Con 13, Int 11, Wis 12, Cha 9 

Special Qualities rage 1/day 

Talents Acute Senses, Hyperdriven, Skirmisher 

Feats Martial Arts |, Mobility, Point Blank Shot, Running Attack, Throw, 
Trip, Vehicular Combat, Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Climb +7 (may take 10 when distracted or threatened), 
Deception +8, Mechanics +9, Perception +10 (may reroll), 
Persuasion +3 (may reroll when intimidating), Pilot +11, 

Use Computer +9 
Possessions hunting blaster carbine, comlink 
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CHOKA SKELL 
Choka Skell is a Yuuzhan Vong warrior and the fierce protector of a shaper named 
Nei Rin (see page 215). Choka and his fellow Yuuzhan Vong are offworld when 
the Sith attack and destroyed the Jedi Temple on Ossus. Choka dutifully follows 
Nei Rin's orders to preserve and protect what little remains. More importantly, 
the proud warrior stays at Nei Rin’s side when she decides to remain on Ossus 
to further investigate the Sith sabotage of the Yuuzhan Vong coral seeds, 
Choka Skell is completely dedicated to the task of protecting the shaper 
and following her orders. While the protection of the Jedi artifacts on 
Ossus is important, to Choka it is secondary to Nei Rin’s survival. Choka 
served on Ossus long enough to regard the Jedi as fellow warriors, worthy 
of respect in life and death. However, he remains as dedicated and violent 
‘as any Yuuzhan Vong warrior of the past. He has a particular hatred for 
the pirates who ransacked the Jedi Temple, second only to that of the Sith 
attackers themselves, 


Choka Skell CL7 

Medium Yuuzhan Vong soldier 7 

Destiny 1 

Init +9; Senses Perception +7 

Languages Basic, Yuuzhan Vong 

Defenses Ref 22 (flat-footed 21), Fort 25, Will 16 

hp 70; Threshold 25 

Speed 6 squares 

Melee amphistaff (quarterstaff form) +10 (1d6+7, devastating attack) or 

Melee amphistaff (quarterstaff form) +5/+5 (146+7, devastating attack) 
with Dual Weapon Mastery | or 

Melee amphistaff (spear form) +10 (1d8+7, devastating attack, and if 
the attack roll also exceeds the target's Fortitude Defense, the target 
moves ~1 persistent step down condition track) or 

Melee amphistaff (whip form, reach 2 squares) +10 (144+7, devastating 
attack, and if the attack roll also exceeds the target's Fortitude 
Defense, the target moves -1 persistent step down condition track; 
the target may be tripped or pinned instead of attacked for damage) 

Ranged amphistaff (spear form) +9 (1d8+5, devastating attack, and if 
the attack roll also exceeds the target's Fortitude Defense, the target 
moves -1 persistent step down condition track) or 

Ranged razor bug +8 (248+3) 

Base Atk +7; Grp +9 

Atk Options Pin, Powerful Charge, Running Attack 

Special Actions Devastating Attack (amphistaff) 


Abilities Str 14, Dex 13, Con 13, Int 12, Wis 8, Cha & 

Special Qualities Force immunity, technophobic 

Talents Armored Defense, Improved Armored Defense, Devastating Attack 
(amphistaff), Weapon Specialization (amphistaff) 

Feats Armor Proficiency (light, medium), Dual Weapon Mastery |, 
Martial Arts |, Running Attack, Pin, Powerful Charge, Weapon Focus 
(amphistaff), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Climb +10, Initiative +9, Jump +10, Perception +7 

Possessions vonduun crab-shell armor, amphistaff, 4 razor bugs 


DELIAH BLUE 

Deliah Blue is Cade Skywalker’s Zeltron mechanic, fellow bounty hunter, and 
sometimes lover. The Zeltrons are known for their hedonistic and fun-loving 
ways, and while Deliah is no exception, she is more adventurous than many, 
She uses her natural empathic abilities to her advantage, whether chasing 
a bounty or chasing Cade. Deliah is a decent gunner and pilot, but she's an 
exceptional mechanic, well known for her skill in keeping Cade’s troublesome 
ship, the Mynock, flying. 

Deliah, Cade, and Jariah Syn 
work as a bounty hunting team 
until Cade feels compelled to 
pursue his own path after 
encountering the Sith and 
the Jedi. Deliah continues 
to work with Jariah, 
but her true loyalty is 
to Cade. 


Deliah Blue cL9 
Medium female Zeltron scout 4/scoundrel 5 

Destiny 1; Force 4; Dark Side 1 

Init +6 (may reroll); Senses Perception +10 (may reroll) 

Languages Basic, Huttese, Shyriiwook 


Haako cL2 
‘Small Chadra-Fan scout 3 

Force 1; Dark Side 1 

Init +6; Senses darkvision; Perception +12 

Languages Basic, Chadra-Fan 


Defenses Ref 23 (flat-footed 21), Fort 21, Will 22; Dodge 

hp 60; Threshold 21 

Speed 6 squares 

Melee unarmed +6 (1d4+4) 

Ranged bluebolt blaster pistol +9 (3d8+4) or 

Ranged blucbolt blaster pistol +9 (4d8+4) with Deadeye or 

Ranged concealed dart launcher +8 (3d8+4 stun) 

Base Atk +6; Grp +8 

Atk Options Deadeye, Keen Shot, Point Blank Shot, Precise Shot, 
Running Attack 

Special Actions Acute Senses, Dodge, Hyperdriven, Spacehound, 
Vehicular Combat 

Abilities Str 10, Dex 14, Con 13, Int 14, Wis 12, Cha 17 

Special Qualities empathy, pheromones 

Talents Acute Senses, Hyperdriven, Keen Shot, Seducer, Spacehound 

Feats Deadeye, Dodge, Exotic Weapon Proficiency (concealed dart 
launcher), Point Blank Shot, Precise Shot, Running Attack, Skill Focus 
(Mechanics, Persuasion), Vehicular Combat, Weapon Focus (pistols), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Deception +12, Mechanics +16, Perception +10, Persuasion +17, 
Pilot +11, Use Computer +11 

Possessions bluebolt blaster pistol, concealed dart launcher, tool kit, 
comlink 


HAAKO 

Haako is a longtime inhabitant of The Wheel (see page 204) and very knowl- 
edgeable about those who come and go aboard the station. Credits easily 
buy the Chadra-Fan's primitive surveillance services and temporary loyalty. 
He is not especially bright, but his employers find that his enthusiasm and 
observational skills enable him to succeed at the lesser tasks they assign 
to him. Haako is always looking for his next payment, so he keeps careful 
track of who boards the station and when, so that he might reconnect with 
former employers with credits to spare for his services. He often finds that 
this information is also useful to other visitors, and thus his own pocketbook. 
Jor Torlin, a Sith agent, occasionally uses Haako's eyes and ears to keep 
abreast of visitors to The Wheel. 


Defenses Ref 16 (flat-footed 15), Fort 13, Will 14 

hp 30; Threshold 13 

‘Speed 4 squares 

Melee unarmed +1 (1d3-1) 

Ranged hold-out blaster pistol +2 (344+1) 

Base Atk +2; Grp -3 

Special Actions Hidden Movement, Improved Stealth, Quick Draw 

Abilities Str 8, Dex 10, Con 8, int 10, Wis 12, Cha 10 

Talents Hidden Movement, Improved Stealth 

Feats Quick Draw, Skill Focus (Perception, Stealth), Weapon Proficiency 
(pistols, rifles, simple weapons) 

Skills Climb +5, Initiative +6, Knowledge (social sciences) +11, 
Perception +12, Stealth +16 

Possessions hold-out blaster pistol, comiink, credit chip, datapad 


New SPECI CHADRA-FAN 
Chadra-Fan are small humanoids with flat faces, round dark eyes, large 
cars, and flat noses. Their entire bodies, except for their oversized hands, 
are covered in fur, 

Chadra-Fan are compulsive tinkerers. Any mechanical device left 
within reach has the potential to be disassembled and reconstructed, 
Exuberant in the extreme, they like virtually everyone they meet. It takes 
quite a lot of abuse to curtail or obliterate their cheery disposition. They 
don't survive well on their own and constantly seek companionship. 


Chadra-Fan Species Traits 
All Chadra-Fan share the following traits: 

Ability Modifiers: -2 Wisdom, +2 Charisma. 

‘Small Size: As Small creatures, Chadra-Fan gain a +1 size bonus to 
their Reflex Defense and a +5 size bonus on Stealth checks. However, 
their lifting and carrying limits are three-quarters of those of Medium 
characters. 

Speed: 4 squares. 

Darkvision: Chadra-Fan ignore concealment {including total con- 
cealment) from darkness. However, they cannot perceive colors in total 
darkness. 

Tinkerer: A Chadra-Fan may reroll any Mechanics check, but the 
result of the reroll must be accepted even if it is worse. Whenever a 
Chadra-Fan repairs or jury-rigs a droid or device with a Mechanics check, 
the droid or device regains an additional 148 hit points. Additionally, 
Mechanics is always @ class skill for a Chadra-Fan. 

Languages: Basic and Chadra-Fan, 
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JARIAH SYN 

Jariah Syn is a pirate and bounty hunter through and through. He looks 
after Number One—himself—first in all situations, Despite this attitude, 
he occasionally discounts his self-centered nature to take advantage of a 
given situation, or simply for survival, He is extremely cynical and places 
pragmatism above all else, including loyalty. As a bounty hunter, he prefers 
to take his quarry in the easiest way, even if it means killing his target, if the 
pay is the same. Such attitudes often put him at odds with his companions, 
usually Deliah Blue and Cade Skywalker, 

Jariah is a longtime friend of Cade, since the day the young Skywalker 
was first brought aboard the Crimson Axe after his near fatal battle with 
Imperial fighters over Ossus, Jariah perceives him from the outset asa kindred 
spirit and likely ally. Jariah convinces the pirate captain Rav to spare Cade, 
at least long enough for Cade to lead the gang safely through the destroyed 
Jedi Temple to ransack the place. 


Jariah and Cade continue to work together even after leaving Rav’s service 
and striking out on their own as bounty hunters, Though he dislikes Cade’s 
leadership, Jariah is loyal until he discovers Cade’s Jedi past. Jariah has a 
long-standing hatred of the Jedi, as one was responsible for the death of 
his father. After this revelation, Jariah’s loyalty to Cade remains uncertain at 
best, despite the fact that each has risked much to save the other, Jariah isa 
competent pilot, serving as copilot aboard Cade’s starship, the Mynock 

Jariah is an expert in illegal weaponry and manipulating Yuuzhan Vong 
biotechnology~skills he picked up while serving aboard the Crimson Axe, 
from with a Yuuzhan Vong crew member. He also picked up a bad gambling 
habit that rarely serves him well. 


Jariah Syn 

Medium Human scout 5/scoundrel 2/bounty hunter 2 

Destiny 1; Force 4; Dark Side 4 

Init +11; Senses Perception +9 (may reroll) 

Languages Basic, 

Defenses Ref 25 (flat-footed 23), Fort 22, Will 20; Evasion 

hp 69; Threshold 22] 

Speed 6 squares 

Melee unarmed +7 (1d445) 

Ranged sporting blaster carbine +9 (348+4) or 

Ranged sporting blaster carbine +7 (4d8+4) with Rapid Shot or 

Ranged thud bug +8 (2d8+4 or 2d8+4 stun) 

Base Atk +6; Grp +8 

Atk Options Point Blank Shot, Precise Shot, Rapid Shot 

Special Actions Hunter's Mark, Keen Shot, Vehicular Combat 

Abilities Str 13, Dex 15, Con 13, Int 12, Wis 10, Cha 10 

Special Qualities familiar foe +1 

Talents Acute Senses, Evasion, Gambler, Hunter's Mark, Keen Shot 

Feats Biotech Specialist, Deadeye, Point Blank Shot, Precise Shot, Rapid 
Shot, Shake It Off, Skill Focus (Mechanics), Vehicular Combat, Weapon 
Focus (rifles), Weapon Proficiency (heavy weapons, pistols, rifles, 
simple weapons) 

Skills Endurance +10, Initiative +11, Knowledge (social sciences) +10, 
Mechanics +15, Perception +9 (may reroll), Pilot +11, Stealth +11 

Possessions sporting blaster carbine, blaster pistol, 2 thud bugs, comlink, 
tool kit, utility belt, binder cuffs, mesh tape, credit chip 
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JOR TORLIN 
Jor Torlin is a Human Sith spy who does the Empire's bidding in exchange for 
handsome fees. Having received rudimentary Force training in his youth, Jor 
Torlin uses what little he knows of the Force, specifically the dark side, to aid 
him in his assignments. Typically, Torlin is assigned to tasks that require him 
to locate individuals, making him something of a bounty hunter. However, 
typically he is only required to locate these individuals and then report back 
to his Sith superiors (often directly to Darth Maladi), rarely getting involved 
in the capture of targets. Torlin has spent many years chasing individuals 
around the darkest, dirtiest, and most dangerous corners of the galaxy, from 
Nar Shaddaa to the Wheel, and he knows how to handle himself even when 
the odds are against him. 

Jor Torlin’s ship is a Gladius-class light freighter (see page 86) called 
the Raider. 


Jor Torlin cu 

Medium Human scoundrel 5/scout 3/bounty hunter 3 

Destiny 1; Force 5; Dark Side 14 

Init +8 (can reroll, must take second result); Senses Perception +7 
(can reroll, must take second result) 

Languages Basic 

Defenses Ref 29 (flat-footed 25), Fort 26, Will 24 

hp 95; Threshold 26 

Speed 6 squares 

Melee unarmed +12 (1d6+6) 

Ranged heavy blaster rifle +15 (3410+5) or 

Ranged heavy blaster rifle +13 (4d10+5) with Rapid Shot 

Base Atk +8; Grp +1) 

Atk Options Careful Shot. Point Blank Shot, Precise Shot, Rapid Shot 

Special Actions Hunter's Mark, Hunter's Target 

Abilities Str 12, Dex 16, Con 16, Int 10, Wis 14, Cha 8 

Special Qualities familiar foe +1 

Talents Acute Senses, Dark Preservation, Hunter's Mark, Hunter's Target, 
Improved Initiative, Knack, Power of the Dark Side 

Feats Careful Shot, Force Sensitivity, Martial Arts I, Point Blank Shot, 
Precise Shot, Rapid Shot, Skill Training (Survival), Vehicular Combat, 
Weapon Focus (rifles), Weapon Proficiency (pistols, rifles, 
simple weapons) 

Skills Deception +9, Gather Information +9, Initiative +8 (can reroll, must 
take second result), Mechanics +10, Perception +7 (can reroll, must 
take second result), Pilot +13, Survival +12, Use the Force +9 

Possessions heavy blaster rifle, comlink, datapad 


Kee 

Kee is a loyal friend to the Wookiee smuggler captain Chak (see page 209). 
She serves as copilot and mechanic aboard his ship, the Grinning Liar. A highly 
skilled tech, she has some ability to manipulate Yuuzhan Vong biotechnology. 
Kee likes to break the rules and buck the system. It is unusual for female 
Devaronians to travel the galaxy, looking for adventure. Kee's sharp tongue 
and somewhat abrasive attitude often get her into trouble, but she usually 
has Chak around to bail her out 
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Kee cL3 
Medium Devaronian scoundrel 3 

Force 1 

Init +6; Senses Perception +2 

Languages Basic, Devaronese 

Defenses Ref 15 (flat-footed 15), Fort 12, Will 16 

hp 22; Threshold 12 


‘Speed 6 squares 

Melee unarmed +1 (1d4~1) 
Ranged blaster pistol +2 (3d6+1) 
Base Atk +2; Grp +2 

Atk Options Point Blank Shot 


New SPECIES: DEVARONIAN 
Devaronians hail from the planet Devaron. They are among the first 
‘species to develop interstellar travel, and the males of the species are 
common sights in spaceports throughout the galaxy. Female Devaronians, 
on the other hand, are usually content to remain in a single location, 
raise their young, and run the government of Devaron. 

Devaronian males are hairless with red-tinted skin, sharp incisors, and 
a pair of large horns growing from their foreheads. Their appearance is not 
unlike the devils of a thousand myths. Female Devaronians are covered in 
‘thick fur that ranges in color from brown to white. Females are hornless 
‘and have prominent canine teeth. Males are bold, daring, bull-headed, 
rash, terse, unscrupulous, and stingy with their credits. They love being 
the masters of their own destinies. Females are generally bright, wise, 
scrupulous, and sharp-tongued, 


Devaronian Species Traits 
All Devaronians share the following traits: 

Ability Modifiers: +2 Dexterity, -2 Wisdom, -2 Charisma (for males) 
oF +2 Intelligence, +2 Wisdom, -2 Dexterity (for females). 

Medium Size: As Medium creatures, Devaronians have no special 
bonuses or penalties due to their size. 

Speed: 6 squares. 

Conditional Bonus Feat: Devaronians are master manipulators. A 
Devaronian with Deception as a trained skill gains Skill Focus (Decep- 
tion) as a bonus feat. 

Natural Curiosity: Once per encounter as a standard action, a 
Devaronian can make a Perception check against a single target within 
its line of sight (DC 15 or the result of an opposed Stealth check, if the 
target is actively attempting to hide). If successful, the Devaronian gains 
‘@ +1 insight bonus on attack rolls against that target. 

Languages: Basic and Devaronese, 


Abilities Str 8, Dex 10, Con 8, Int 14, Wis 12, Cha 10 

Special Qualities natural curiosity 

Talents Biotech Mastery, Spacehound 

Feats Biotech Specialist, Point Blank Shot, Skill Focus (Deception, 
Mechanics), Tech Specialist, Weapon Proficiency (pistols, simple 
weapons) 

Skills Deception +11, Knowledge (technology) +8, Mechanics +11, Pilot 
+6, Stealth +6, Use Computer +8 

Possessions blaster pistol, tool kit, comlink, utility belt 


LIAAN LAH 

Liaan Lah is a Yuuzhan Vong warrior and the somewhat less experienced 
bodyguard of the shaper Nei Rin (see page 215). Like Choka Skell (see page 
210), Lian is dedicated to Nei Rin and remains with her when the shaper 
decides to stay on Ossus after the Jedi Temple is attacked by the Sith, n 
holds the Jedi in highest regard and believes their legacy—their surviving 
artifacts—to be worth protecting even though it forces the Yuuzhan Vong 
to remain in hiding on Ossus. 


Liaan Lah cL6é 

Medium Yuuzhan Vong soldier 6 

Destiny 1 

Init +9; Senses Perception +7 

Languages Basic, Yuuzhan Vong 

Defenses Ref 21 (flat-footed 20), Fort 23, Will 15; Dodge 

hp 58; Threshold 23 

Speed 6 squares 

Melee amphistaff (quarterstaff form) +9 (1d6+7) or 

Melee amphistaff (quarterstaff form) +9 (246+7) with Mighty Swing or 

Melee amphistaff (quarterstaff form) +4/+4 (1d6+7) with Dual Weapon 
Mastery | or 

Melee amphistaff (spear form) +9 (1d8+7, if the attack roll also exceeds 
the target's Fortitude Defense, the target moves -1 persistent step 
down condition track) or 

Melee amphistaff (whip form, reach 2 squares) +9 (104+, if the attack 
roll also exceeds the target's Fortitude Defense, the target moves -1 
persistent step down condition track; the target may be tripped or 
pinned instead of attacked for damage) 

Ranged amphistaff (spear form) +8 (1d8+5, if the attack roll also exceeds 
the target's Fortitude Defense, the target moves -1 persistent step 
down condition track) or 

Ranged razor bug +8 (2d8+3) 

Base Atk +6; Grp +8 

Atk Options Mighty Swing, Running Attack 


Abilities Str 12, Dex 14, Con 10, Int 12, Wis 8, Cha 8 

Special Qualities Force immunity, technophobic 

Talents Armored Defense, Improved Armored Defense, Harm's Way, 
Weapon Specialization (amphistaff) 

Feats Armor Proficiency (light, medium), Dodge, Dual Weapon 
Mastery |, Martial Arts I, Running Attack, Mighty Swing, Weapon 
Focus (amphistaff), Weapon Proficiency (pistols, rifles, 
simple weapons) 

Skills Climb +10, Initiative +9, Jump +10, Perception +7 

Possessions vonduun crabshell armor, amphistaff, 4 razor bugs 


NAxyY SCREEGER 

Naxy Screeger is an irritating Sakiyan gambler, short on cash but long on 

excuses. The talkative fringer always has something to say, whether it is an 

excuse, minor threat, or bungled insult. Just about anyone who knows Naxy 

also knows someone he owes money to. His grasp of Basic is tenuous, but he 

doesn't let that stop him. Naxy eventually irritates the pirate Rav by skipping 

‘out on a bail bond, thereby earning a bounty large enough to attract the 

attention of Cade Skywalker and the Mynock crew. They catch the Sakiyan 

at Brogar’s Cantina, along with the Jedi Hosk Trey'lis, and turn Naxy over 

to Rav. The cunning, or lucky, Screeger survives Rav's wrath. However, it's 

debatable how much longer he can get by on wits alone, particularly after he 

helps Cade Skywalker and the Mynock crew finagle Chak’s ship, the Grinning 

Liar, out of the pirate lord's clutches. 

Naxy Screeger cL2 

Medium Sakiyan nonheroic 3/scoundrel 1 

Dark Side 2 

Init +1; Senses darkvision; Perception +1 

Languages Basic, Sakiyan 

Defenses Ref 12 (flat-footed 12), Fort 11, Will 11 

hp 11; Threshold 11 

Speed 6 squares 

Melee unarmed +1 (104-1) 

Ranged hold-out blaster pistol +1 (344) 

Base Atk +2; Grp +1 

Atk Options Point Blank Shot 

Special Actions Quick Draw 

Abilities Str 8, Dex 9, Con 10, Int 10, Wis 8, Cha 10 

Talents Gambler 

Feats Point Blank Shot, Quick Draw, Skill Focus (Deception, Persuasion), 
Weapon Proficiency (pistols, simple weapons) 

Skills Deception +12, Persuasion +12 

Possessions hold-out blaster pistol, comlink 


Ne! Rin AND Crome Bx@Lu 


NEI RIN 

Nei Rin is the Yuuzhan Vong shaper behind the Ossus Project, the experiment 
to terraform ravaged worlds using Yuuzhan Vong biotechnology. The project 
is masterminded and supported by the Jedi Order, which hopes to rehabilitate 
worlds damaged in the Yuuzhan Vong invasion and change galactic opinion 
about the Yuuzhan Vong themselves. A highly skilled shaper, Nei Rin believes 
herself worthy of the task. She is therefore shocked when the experiments 
begin to go awry on other worlds, but not on Ossus itself. The Vong coral 
seeds, designed to repair damaged ecosystems, soon infect the inhabitants 
of those worlds, causing painful and lethal mutations to the populace. The 
Empire uses the ensuing outrage to divide the galaxy, taking advantage of 
the situation by going to war against the Galactic Alliance. 

After Nei Rin leaves Ossus to investigate the cause of the mutations, the 
Sith attack the Jedi Academy on Ossus, killing the inhabitants and scattering 
what's left of the Jedi Order, The shaper returns shortly thereafter to witness 
the devastation. Nei Rin and her bodyguards (Choka Skell and Lian Lah) are 
indebted to the Jedi and honor-bound to protect their legacy—a collection 
of Jedi artifacts and other items that survived the raids. They also provide 
honorable services for the fallen Jedi, especially Kol Skywalker. 
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Nei Rin and her bodyguards have remained hidden under the temple, 
Protecting the Jedi legacy. Nei Rin has also determined that the failed ter- 
raforming operations on other worlds are the result of Sith sabotage. Nei 
Rin, freed from the guilt of the failed experiment by this revelation, remains 
dedicated to making the project a success. She hopes to reveal the true source 
of the mutations and clear the Yuuzhan Vong name throughout the galaxy. 


Nei Rin 

Medium Yuuzhan Vong noble 7/shaper 5 

Destiny 2 

Init +7; Senses Perception +14 

Languages Basic, Bocce, High Galactic, Huttese, Mon Calamarian, 
Shyriiwook, Yuuzhan Vong, Zabrak 

Defenses Ref 23 (flat-footed 22), Fort 26, Will 29 

hp 62; Threshold 26 

‘Speed 6 squares 

Melee unarmed +8 (1d4+6) 

Ranged by weapon +9 

Base Atk +8; Grp +9 

Special Actions Bolster Ally, Coordinate, Inspire Confidence, Inspire Haste 

Abilities Str 10, Dex 12, Con 10, int 17, Wis 16, Cha 15 

Special Qualities Force immunity, shaper lore +2, technophobic 

Talents Biotech Mastery, Bolster Ally, Coordinate, Inspire Confidence, 
Inspire Haste, Master Shaper, Skilled Implanter 

Feats Biotech Specialist, Biotech Surgery, Linguist, Skill Focus (Knowledge 
[galactic lore], Knowledge [life sciences], Knowledge [physical 
sciences}, Knowledge [technology], Mechanics, Treat Injury), Weapon 
Proficiency (pistols, simple weapons) 

Skills Knowledge (galactic lore) +19, Knowledge (life sciences) +19, 
Knowledge (physical sciences) +19, Knowledge (social sciences) 
+14, Knowledge (technology) +19, Mechanics +19, Perception +14, 
Persuasion +13, Treat Injury +19 

Possessions villip, shaper hand 


cL 12 


NIFFLA 

Niffla is a Toydarian infomerchant and Imperial informant known to work 
the Hub shipyards at Mon Calamari. She's in it for the credits, and she'll deal 
with anyone—Imperial officers, high-ranking politicians, or criminals. She 
admits that the Sith Empire pays the best, especially for information regarding 
the Alliance Remnant, Admiral Stazi’s fleet, the Jedi, or their sympathizers, 
She's also tasked with keeping an eye on suspected Mon Calamari freedom 
fighters, She's sneaky, stealthy, and underhanded. She works alone, mainly 
because she doesn't trust anyone. 

Niffla spies on Gial and Monia Gahan for the Empire prior to the theft 
of the Imperious. Although she receives a hefty fee for the information she 
provides, Niffla is forced to remain on board Admiral Valan's flagship—in 
the brig—until the Mon Calamari are lured into a trap. Niffla languishes 
in the brig for days before anyone thinks to release her after the trap fails 
spectacularly. Niffla takes the hint and disappears from Imperial view, set- 
ting out to find new buyers for her information, at least until her small part 
in the disastrous plan is long forgotten. 


Niffla cli 

Small Toydarian nonheroic 3 

Dark Side 1 

Init +2; Senses Perception +12 

Languages Basic, Huttese, Toydarian 

Defenses Ref 12 (flat-footed 11), Fort 10, Will 11 (16 against Use the 
Force checks with the [mind-offecting] descriptor) 

hp 8; Threshold 10 

‘Speed 4 squares, fly 6 squares (maximum altitude 2 squares) 

Melee unarmed +1 (14-1) 

Ranged blaster pistol -2 (346) 

Base Atk +2; Grp -2 

Abilities Str 8, Dex 12, Con 10, Int 14, Wis 13, Cha 10 

Feats Skill Focus (Deception, Gather Information, Perception, Stealth), 
‘Skill Training (Gather Information), Weapon Proficiency (simple 
weapons) 

Skills Deception +11, Gather Information +11, Perception +12, Stealth +17 

Possessions blaster pistol, comlink, datapad 


VONGSPAWN 
Vongspawn are beings that have been infected and mutated by sabotaged 
eft to 


Yuuzhan Vong coral seeds, Most Vongspawn become outcast 


with the painful and violent disease on their own, Naturally, they 


cure. The highest 


entration of these unfortunate beings is thought to be in the lower 


levels of Coruscant. 


Vongspawn Coral Seeds 

The term "Vongspawn" started as a curse word, but after the Yuuzhan Vong 
war it became a derisive term referring to those unfortunate individuals 
by Sith-sabotaged Yuuzh 
seeds must be activated by a Sith using the dark side of the Force. Activ 
coral seeds can infect any species, causing painful spikes to grow from the 


victim's skin. Other mutations have been documented as well, The disease 


nfectec n Vong coral seeds, Dormant sabotaged 


is nigh incurable, though it is possible that the Yuuzhan Vong will develop 
a cure someday, Even the Force provides little help. Those with'the disease 
are exiled from their communities out of fear of transmitting the symptoms 


4 mutations to others. 


The disease makes an attack roll against any living creature that comes 
t with it, Roll 1d20+1 


into con and compare the result to the target's 
Fortitude Defense. On a hit, the disease infects the target. Cor 
spikes begin to grow immediately, moving the character -1 persistent step 
down the condition track. Every 5 minutes thereafter, make a new attack roll 
sease pushes the target to the 
ck, the target dies instead of falling unconsc 


ck roll, it stops making attack rolls and does not 


tumors and 
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proceed any further, 
A character or creature that survives the disease becomes a Vongspawn 
(see below). As this is a Yuuzhan Vong disease, Force Points cannot be used to 
prevent death. Ho 
by the disease into a miss, thereby stopping the advancement of the disease 
Curing the disease requires a DC 40 Treat Injury check, and Force Points 


cannot be spent to increase the skill check result. Yuuzhan Vong shapers 


ver, a Destiny Point can be spent to turn a successful attack 


hope to find a cure that will make treating the disease easier. 


Vongspawn Template 
The following rules apply to any character or creature t 


becomes a 
Vongspawn 
© The persistent condition ¢ 
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© Spiky growths appear on the vongspa 
to wear normal armor until cured 
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d with the disease. 


FRINGE STARSHIPS 


Organizations and individuals presented in this chapter routinely use the 
starships detailed below. 


AS19 INVADER 

CLOSE SUPPORT STARFIGHTER 

The A519 Invader from Kuat Drive Yards is designed for planetary, space sta- 
asion scenarios requiring close support for ground 
ship and assault shuttle escort 


tion, and capital ship im 
troops, zero-g boarding parties, and 
Mercenary and heavily armed law enforcement 
customers, but it isn’t long before the A519 starts turning up in pirate fleets 
‘Sun intimidation forces. 


ts are the ship's initia 
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The Invader packs a punch with its two twin laser cannons, especially 
when configured to fire in a focused area. The system allows any pilot to use 
the Burst Fire feat (see page 82 of the Saga Edition rulebook) when firing 
at a target at short or point-blank range. In addition, the attack penalty is 
reduced from -5 to -2 for pilots who already have the Burst Fire feat. Pilots 
with the feat can also use the Burst Fire feat for attacks at greater ranges, 
but do not benefit from the additional damage indicated below. 

The Invader is equipped with heavy-duty shielding and hardened alloy 
armor plating to improve its durability. For such a small fighter, these 
upgrades cost the ship maneuverability, and the Invader is at a distinct 
disadvantage when dogfighting with top-of-the-line starfighters. 


A519 Invader Close Support Starfighter 
Huge starfighter 
Init +8; Senses Perception +6 
Defenses Ref 15 (flat-footed 12), Fort 23; +3 armor, Vehicular Combat 
hp 80; DR 10; SR 20; Threshold 33 J 
‘Speed fly 16 squares (max. velocity 1,450 km/h), fly 6 squares 
(starship scale) 
Ranged twin double laser cannons +4 (see below) or 
Ranged twin double laser cannons ~1 (see below) with Burst Fire 
Fighting Space 3x3 or 1 square (starship scale); Cover total 
Base Atk +2; Grp +25 
Atk Options autofire (twin laser cannons), Burst Fire (twin laser cannons) 
Abilities Str 36, Dex 18, Con —, Int 14 
Skills Initiative +8, Mechanics +6, Perception +6, Pilot +8, 
Use Computer +6 
Crew 1 (skilled); Passengers none 
Cargo 75 kg; Consumables 6 days; Carried Craft none 
Hyperdrive x2, limited navicomputer (2-jump memory) 
Availability Licensed; Cost 125,000 (70,000 used) 
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Twin laser cannons (pilot) 
Atk +4 (-1 autofire), Dmg 5d10x2 
‘Twin laser cannons (pilot using Burst Fire feature) 
Atk -1 autofire, Dmg 7d10x2 (at short or point-blank range) 


NEMESIS-CLASS PATROL SHIP 

The Nemesis-class patrol ship, built by the Corellian Engineering Corpora- 
tion, isn't new. It's been around since before the Sith-Imperial War and is 
primarily sold to outlying worlds and smaller governments that require light 
but reliable armed patrol craft. The ship's durability, along with its advanced 
sensors and computer systems, make it popular with law enforcement. Its 
limited weaponry restricts its military usage. One popular feature is that the 
ship can be flown with as few as two crew members. The ship's laser can- 
mons can either be fire-linked and controlled by the pilot, or, if a full crew 
is aboard, a separate gunner can control each gun separately. Many owners 
use its limited cargo space to deploy speeder bikes and crews quickly in 
ground-based operations, 

The Black Sun syndicate uses intermediaries and skillful record manipula- 
tion to obtain a large number of these vessels. Though the ships are somewhat 
antiquated, Black Sun puts them to good use. The ships support Black Sun 
operations throughout the Outer Rim and other isolated areas, often in sup- 
port of armed swoops or speeder bikes, 


Nemesis-class Patrol Ship 
Colossal space transport 
Init -2; Senses Perception +6 
Defenses Ref 15 (flat-footed 13), Fort 28; +13 armor, Vehicular Combat 
hp 150; DR 15; SR 30; Threshold 78 
Speed fly 12 squares (max. velocity 830 km/h), fly 3 squares 
(starship scale) 
Ranged fire-linked laser cannons +7 (see below) or 
Ranged 4 laser cannons +5 (see below) or 
Fighting Space 12x12 or 1 square (starship scale); Cover total 
Base Atk +2; Grp +40, 
Atk Options autofire (laser cannons, fire-linked laser cannons) 
Abilities Str 46, Dex 14, Con —, Int 16 
Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 
Crew 4 (skilled); Passengers 10 
Cargo 5 tons; Consumables 6 months; Carried Craft 6 speeder bikes 
Hyperdrive x2, navicomputer 
Availability Licensed; Cost 180,000 (95,000 used) 
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Fire-linked laser cannons (pilot) 
Atk +7 (+2 autofire), Dmg 6d10x2 
Laser cannons (pilot/gunner) 
Atk +5 (+0 autofire), Dmg 5d10x2 


GRINNING LIAR 

The Grinning Liar is the starship used by the smugglers Chak and Kee. A 
well maintained YX-1980 space transport, the Grinning Liar hasn't seen as 
much action as many other smuggling vessels but has a way of keeping its 
owners alive in a pinch. The Grinning Lior is a relatively quick ship that has 
been given enhanced armor plating and hull reinforcement. Additionally, at 
Kee'’s request, Chak paid to have the ship's built-in forward laser cannons 
upgraded with advanced cannon enhancements for those rare occasions 
when the ship's speed isn’t enough to get it out of trouble. 


The Grinning Liar cLs8 

Colossal” space transport 

Init +2; Senses Perception +10 

Defenses Ref 20 (flat-footed 15), Fort 28; +15 armor 

hp 180; DR 15; SR 40; Threshold 88 

Speed fly 12 squares (max. velocity 950 km/h), fly 3 squares 
(starship scale) 

Ranged medium laser cannons +5 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 

Base Atk +6; Grp +42 

Abilities Str 46, Dex 20, Con —, Int 16 

Skills Initiative +2, Mechanics +11, Perception +10, Pilot +7, 
Use Computer +9 

Crew 2 (unique); Passengers 6 

Cargo 90 tons; Consumables 2 months; Carried Craft none 

Hyperdrive x1 (backup x10), navicomputer 

Availability Unique; Cost not available for sale 

* This ship is treated as a Gargantuan starfighter for the purposes of being 
targeted by capital ship weapons, dogfighting, and using starship 
maneuvers. 


Medium laser cannons (copilot) 
Atk +5, Dmg (6d10+1)x2 


‘THE GRINNING LIAR 
WAS A AN -NOT 
A GIFT. | WANT MY 
SHIP BACK. Now." 


THE MYNOCK ANG THE GRINNING Liam 


MyYNOCK 

The Mynock is Cade Skywalker's personal transport. An old Helot-class 
medium transport, the Mynock has been modified, torn down, and rebuilt 
by Bantha Rawk and Deliah Blue so many times that spaceport rumors claim 
that there isn't a single bolt or metal plate on the ship that was there when 
it rolled off of the assembly line. Still, despite the ship's looks, the Mynock is 
one tough, fast hunk of junk. Able to make .5 past lightspeed and outfitted 
with weapons enough for the three crew members to man during combat, 
the Mynock is good in a fight and better at chasing down a fleeing bounty. 
In their relatively short bounty hunting careers, Cade, Deliah, and Jariah Syn 
have made enemies enough for two lifetimes, the Deliah wisely installed some 
hefty shields and always makes sure that the ship's armor reinforcements 
are in place and functioning properly. 
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The Mynock cL9 
Colossal* space transport 
Init +4; Senses Perception +9 
Defenses Ref 17 (flat-footed 16), Fort 30; +16 armor 
hp 200; DR 15; SR 50; Threshold 80 
‘Speed fly 12 squares (max. velocity 850 km/h), fly 3 squares 
(starship scale) 
Ranged medium laser cannons +9 (see below) and 
heavy laser cannons +8 (see below) and 
quad laser cannons +8 (see below) 
Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 
Base Atk +7; Grp +47 
Atk Options autofire (medium laser cannons, heavy laser cannons, quad 
laser cannons), fire-link (medium laser cannons, heavy laser cannons) 
Abilities Str 50, Dex 12, Con —, Int 14 
Skills Initiative +4, Mechanics +16, Perception +9, Pilot +2, 
Use Computer +11 = 
Crew 3 (unique); Passengers 6 
Cargo 70 tons; Consumables 3 months; Carried Craft none 
Hyperdrive x0.5 (backup x8), navicomputer 
Availability Unique; Cost not available for sale 
* This ship is treated as a Gargantuan starfighter for the purposes of | being 
targeted by capital ship weapons, dogfighting, and using starship 
maneuvers. 


fetes aut Droste set 
Quad laser cannons 


_ Atk +8 (+3 autofire), Dmg (6410+4)x2 


“MYNOCK 1s 
ONE OF A KIND-!I 
SHOULD KNOW, I 

HELPED BUILD HER- 
AND INSTANTLY 
IDENTIFIABLE.” 


-BANTHA RAwWK 


BEASTS 

In the Legacy era, there are threats beyond the Empire and the Sith, beyond 
the criminal syndicates and bounty hunter guilds. Predators lurk on every 
world, among them primitive beasts that hunt to survive. 


SHAPED BEAST 

Shaped beasts are creatures altered by Yuuzhan Vong shapers during or 
after the Yuuzhan Vong invasion. Unlike the vongspawn (see page XX), these 
creatures do not suffer from their shaped state, and often their inherent 
characteristics are enhanced or complemented in some fashion. They can 
be detected by Force-users. 

Though skilled shapers can alter almost any part of a living organism, some 
forms of bioengineering are quite common, The shaped beast template (see 
below) provides a starting point for Yuuzhan Vong-altered creatures. The 
Gamemaster should select attributes from the list, but is free to add features 
or abilities as required to meet a specific creature concept. 


Shaped Beast Template 

A shaped beast has the statistics of the base creature, with one or more 
of the following modifications. Each modification increases the CL of the 
creature by 1. 

Armored Defenses: Increase the base creature's defenses by +3. 

Enhanced Resilience: The creature gains Improved Damage Threshold as 
a bonus feat, increasing its Damage Threshold by 5, and gains +2 hit points 
per beast level. 

Improved Natural Weapons: The base creature's natural weapons deal 
1 additional die of damage per attack. For example, if the base creature as 
a bite attack that deals 1d6+5 damage, the shaped version of the creature 
would deal 2d6+5 damage with its bite instead. 

Increased Aggression: The creature gains 2 +2 rage bonus on melee 
attack rolls. 

Poison Attack: The creature's bite, claw, or sting attack (determined by 
the Gamemaster) is poisonous. If the attack hits and the attack roll result 
equals or exceeds the target's Fortitude Defense, the attack deals an extra 
2 dice of damage and the target moves -2 persistent steps down the condi- 
tion track. This persistent condition can be removed with the Treat Poison 
application of the Treat Injury skill (see page 75 of the Saga Edition core 
rulebook). 


Shaped Gundark 
Medium beast 10 
Init +9; Senses low-light vision, scent; Perception +13 


Defenses Ref 22 (flat-footed 18), Fort 19, Will 16 

hp 125; Threshold 24 

Speed 6 squares 

Melee 4 slams +17 each (244413) and 
bite +17 (2d6+13 plus poison) or 

Melee club +17 (2d6+16) or 

Melee club +17 (3d6+16) with Mighty Swing or 

Melee club +13 (2d6+16) with 4 points of Power Attack 

Base Atk +7; Grp +15 

Atk Options Crush, Mighty Swing, Pin, Power Attack 

Abilities Str 27, Dex 18, Con 22, Int 6, Wis 15, Cha 13 

Special Qualities armored defenses", constrict, enhanced resilience®, 
improved natural weapons*, increased aggression*, low-light vision, 
poison attack”, scent 

Feats Crush, Improved Damage Threshold, Mighty Swing, Pin, Power 
Attack 

Skills Acrobatics +9, Climb +13, Initiative +9, Perception +13, Stealth +9, 
Survival +8 


Constrict—A shaped gundark that succeeds in grappling an opponent 


can use the Crush and Pin feats as normal. When crushing, however, a 
shaped gundark deals 3d6+13 points of damage. 

Poison Attack (Bite)—If a shaped gundark hits with its bite attack and 
its attack roll result equals or exceeds the target's Fortitude Defense, 
the bite deals an extra 246 damage and moves the target -2 persistent 
steps down the condition track. 

* Special qualities granted by the shaped beast template. 


“Il SHOULD NOT 
HAVE SURVIVED 
WHAT THE VONG 
DID TO ME-YET I! 
ENDURED.” 


-DARTH KRAYT 


VANX 

The vanx is a vicious, carnivorous pack hunter native to the planet Vendaxa. 
Ithas a powerful, muscular build that allows it to run quickly and pounce on 
its prey, The quadrupedal creature uses its powerful claws and sharp, pointed 
teeth to hold and rip a captured enemy to shreds. A tough, greenish-brown 
hide and dense scalelike structures protect it against attacks, Two distinctive 
car stalks rise from the top of its head, between the eyes and neck. 

Avanx pack numbers between 5 and 20 members, led by a male or female 
“alpha.” The loss of the leader does not dissuade the pack once in combat. 
Vanxes rely on brute strength and ferocity rather than stealth, attacking as 
@ group and attempting to encircle individual targets after charging into a 
fray. Their speed and quickness combined with their numbers make them 
extremely dangerous to encounter in open territory. 


Vanx cL2 
Medium beast 3 

Init +4; Senses low-light vision; Perception +1 
Defenses Ref 16 (flat-footed 13), Fort 13, Will 10 

hp 23; Threshold 13 

Speed 8 squares 

Melee 2 claws +7 (1d4+5) or 

Melee bite +7 (1d6+5) 

Base Atk +2; Grp +7 

Atk Options Crush, Pin 

Abilities Str 20, Dex 16, Con 17, Int 1, Wis 10, Cha 10 
‘Special Qualities low-light vision 

Feats Crush, Pin 

Skills Jump +11 


Vanx Alpha cLS 

Medium beast 6 

Init +6; Senses low-light vision; Perception +3 

Defenses Ref 16 (flat-footed 13), Fort 14, Will 10 

hp 41; Threshold 19 

Speed 8 squares 

Melee 2 claws +9 (1d4+5) or 

Melee bite +9 (1d6+5) 

Base Atk +4; Grp +9 

Atk Options Crush, Pin 

Abilities Str 20, Dex 16, Con 18, Int 1, Wis 10, Cha 10 

Special Qualities pack lord, low-light vision 

Feats Crush, Improved Damage Threshold, Pin 

Skills Jump +13 

Pack Lord—On a successful attack, the vanx alpha deals +1 die of damage 
for each vanx adjacent to both it and the target. 


APPENDIX 


Every character, creature, droid, vehicle, and starship in this book appears on 
this list, which is sorted alphabetically by Challenge Level (CL). 


Niffla 216 


5 
- Galactic Alliance army officer 
5 Imperial Knight 

Galactic Alliance Core Fleet covert agent 5 128 Jor Torlin 

Galactic Alliance navy gunner 5 132 

Galactic Alliance pilot 5 132 

Vanx alpha 5 

Black Sun lieutenant 198 


Darth Maladi 15 170 


Mortish Veed 

Nyna Calixte (Morrigan Corde) 
Shaped gundark 

Wolf Sazen 

Admiral Gar Stazi 

Darth Nihl 

Darth Wyyriok 

Darth Krayt 

Roan Fel 


Holocam droid 

Pl-Series medical assistant droid 
Roving Eye observation droid 
3Z3 medical droid 
Aggressor-Series battle droid 
BL-39 interrogator droid 
FEG-Series pilot droid 

HV-7 loading droid 

265 patrol droid 

LV8-Series quard droid 

IX-6 heavy combat droid 
LON-29 battle droid commander 


Kybuck speeder bike 

GPE-3300 airspeeder 

MC-24a light shuttle 

Model 67 Shrieker speeder bike 
Nemesis-class patrol ship 
Veltiss-2 airspeeder 

GPE-7300 space transport i 
Helot-class medium space transport 
QuickFire speeder bike 3 
AS19 Invader close support starfighter 

All Terrain Riot Control Transport (AT-RCT) 
Besh-Type personal starfighter 


Grinning Liar 

J-1 shuttle 

Phoebos-class starfighter 

YX-1980 space transport 
Glodius-class light freighter 
Jumpstar HPF starfighter 

‘Mynock 

R-28 starfighter 

RC-2 Twilight scoutship 

Scarlet Star (modified YT-2400 transport) 
14 lonizer starfighter 
Neutralizer-class bomber 
Predator-class starfighter 

CF9 Crossfire starfighter 

Fury-class starfighter 

Sigma-class long-range shuttle 
X-83 TwinTail starfighter 

YZ-2500 heavy transport 

BB-2 Torrent fighter/bomber 
Crix-class diplomatic courier shuttle 
Nune-class Imperial shuttle 

All Terrain Armored Heavy Transport (AT-AHT) 
Crix-class assault shuttle 

MT Dropship 

Spinword-class tender 

Crimson Axe 

Sabertooth-class assault & rescue vessel 
ShaShore-class frigate 
Tri-Seythe-class frigate 

Ardent-class fast frigate 

The Wheel 

Mobile Spacedock 220 

Scythe-class battle cruiser 
Indomitable 

Golan Vill space defense platform 
Pelloeon-class Star Destroyer 
Imperious-class Star Destroyer 
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“EVERY GENERATION HAS ITS OWN CHALLENGES TO FACE, 
ITS OWN BATTLES TO WIN.” 


More than a century has passed since the Emperor's death at the Battle of Endor. The tyrannical Sith once again rule the 
galaxy. and the Empire has been reborn. The heroes of old are gone, but their descendants represent the starlight in the 
darkness. In the Legacy Era, your heroes become the galaxy's last hope, challenging the Empire. battling the Sith, and 
upholding the legacies of their ancestors. 


Be. 
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Few things are more constant in the Star Wars saga than the ongoing conflict 
of war. Our first exposure to the Star Wars saga began with the war between 
the Rebel Alliance and the Galactic Empire, and the stories of heroes from a 
galaxy far, far away almost all fall against the backdrop of armed conflict. 
From the ancient Great Hyperspace War to the Jedi Civil War, from the Clone 
\. Wars through the Sith-Imperial War, time has been marked in the galaxy not 
by its long-standing eras of peace, but by its tranquility-shattering periods 
war. Nearly every great tale of heroism and villainy comes with galaxy- 
ning conflict as a part of its story, and the same goes for the stories of 
pes in the Star Wars Roleplaying Game. 
, Galaxy at War is dedicated to bringing the same kinds of epic conflict 
4 vi ~=~*to your adventures and campaigns. Inside this book you will find a virtual 
toolbox full of material that you can use to give your adventures a backdrop 
fitting for a setting focused on warfare. Galaxy at War is all about bringing 
a strong militaristic feeling to your adventures, whether your heroes are part 
of a military unit engaged in a war or simply swept up as unwilling pawns in 
@ galactic conflict. With this book, you should be able to take a campaign 
set during any of the wars throughout the galaxy's history and create a 
campaign that makes your heroes feel like they are directly contributing to 
the outcome of that conflict. 
Players using this book will find inspiration not only for their heroes’ 
origins, but also for their destinies. This book helps players get into a mili- 
tary mindset, so that they can bring their heroes (soldiers and otherwise) to 
life. Players with characters of any class in a war-themed campaign should 
find plenty of things to use in this book, including new ideas for character 
histories, weapons, and equipment. Moreover, this book can be a great 
inspiration for an entire group of players looking to find ways to bring their 
heroes together and form bonds that will last through an entire campaign; 
nothing ensures loyalty like going into the fire together and coming out the 
other side alive. 
Gamemasters will find this book full of not only sample adventures but 
also advice for creating and maintaining military adventures and campaigns. 
This book can serve as a tool kit for putting together military adventures, from 
“ the pre-mission briefing all the way through the post-combat breakdown 
and mission analysis. Galaxy at War provides not only advice for running 
military-themed campaigns (including the archetypal military campaign, in 
which the heroes play characters who are members of the Imperial military), 
but also provides small details and subtle touches, like military jargon and 
NPC personality qualities, that can help GMs transform adventures from 
| standard mission-based games into exciting and in-depth war epics. 
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AS A PLAYER 


As a player, you want to focus not only on enhancing your hero's 
abilities but alsc hing out the character's personality and history to 
fit a military-themed campaign. A hero is not just a collection of statistics 
and abilities; a hero has a personality and a unique viewpoint from which 
he or she interacts with the galaxy. Galaxy at War can help you find the 

hose things exist for your character in a military campaign, and help 
provide depth and a knowledge of your hero's history and methods that w 
make roleplaying the character easier 


Hero Concepts 


t, this book can be used to come th a basic concept for your hero 
Aside from the new species presented in this book, Galaxy at War can help 
yu figure out where your hero came from and where he or she might be 

going. For example, your hero might be a member of one of the various 
military units presented in Chapter 4: Military Organizations. You can use 
the information in this book to answer other questions that will add depth 
) your characte your hero a part of the conflict? Did your hero go 

through some kind of boot camp, and if so did he or she graduate? What 
about officer dacy training? Is your hero destined to be a leader or 
ome kind of special your hero making the military a career, or merely 
aying his or her dues before moving on to another life? With these questions 

wered, you'll have a solid idea of what your particular hero's role is in a 


med campaign 


This book can also be great for building your party's concept. Are you 
and your allies all part of the same military unit? Were you trained together, 
or thrown together for some reason? If you and your allies have personality 
‘onflicts, how do you overcome those for the sake of the mission? If you 
are all part of the same military unit, each hero still likely has a specialty 
you should figure out who specializes in what in advance, and then fold that 


decision into each of the heroes’ historie 


Hero Building 

With a solid concept for your military hero in mind, the next step is to build 
your hero. Chapter 1: Military Heroes provides several new races, new feats, 
and new talents to help flesh out your hero in a particular role, Addition 
ally, if you and your allies all belong to the same military unit, there are 
several mechanics (including the new team feats) that can help provide a 


0€5, to go along with your unifying 


unifying mechanical theme for your he 
story theme 

Chapter 2: Hardware takes the blasters, armor, and gear available to your 
hero to a whole new level. In addition to new pieces of equipment available 
for military heroes, this chapter also includes a new gear requisitioning 
system, which can replace the standard wealth system in the Saga Edition 
rules, allowing you to gear up with just the right amount of equipment for 
a given situation. Using this system, you can make sure that you and your 
allies always have the right tools for the mission, not to mention giving you 
edom to experiment with new weapons and gear over the course 


greater f 


of multiple missions. 


Hero Advancement 

With your hero complete, your adventures can begin—but that's no reason 
to put this book away. As your hero advances in level, so too will he or she 
n stature and esteem. If your campaign is using the rank and 
privilege rules from Chapter 2: Hardware, your hero will gain a progres- 
sively greater n your hero's military unit. With greater rank comes 
a greater budget for requisitioning gear, as well as unique new abilities that 
in only be obtained through achieving particular ranks. 
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AS A GAMEMASTER 

For Gamemasters, this book is primarily about two things: helping you estab- 
lish the right tone for your adventures, and giving you the tools you need to 
construct exciting military adventures. When you start running a campaign 
set against the backdrop of a war-torn galaxy, you can decide how much 
or how little of the campaign really interacts with the war. If you plan on 
having the war affect the adventures, and vice versa, there are several ways 
that you can use the material in this book to bring the danger and brutality 
of open war into your campaign. 


‘As with players creating heroes, the first two chapters of this book provide 
a number of new character options that you can use to create the NPC allies 
and antagonists that your heroes are likely to interact with in a military cam- 
paign. You'll need a cast of secondary characters for allies to support your 
heroes—such as quartermasters, commanding officers, undercover contacts, 
and enemy defectors—that help reinforce the fact that the heroes aren't 
the only ones fighting in the war, By the same token, none of the conflicts 
in the Star Wars saga is without its share of high-profile villains, and both 
the character options and background suggestions can help you to flesh out 
those characters. The same talents, feats, weapons, and equipment that your 
heroes can use to create the different members of a military unit can be used 
to create the unique leaders of the opposing forces. 


Building Encounters 

Like other Saga Edition books, Galaxy at War is filled with various elements 
that can be picked up and dropped into your encounters whole cloth to make 
them more interesting. In addition to the new creatures, droids, and vehicles 
featured in Chapter 2: Hardware, this book contains a number of sample 
encounters that can be inserted into your adventures, with as many or as few 
changes as you see fit to tailor them to your campaign. More than that, this 
book features a variety of tools to help you design your own encounters that 
help evoke a sense of participating in an ongoing war. For example, the battle- 
field encounter tool kit in Chapter 3: Military Campaigns details a number of 
hazards that can be added to an encounter to make the encounter feel more 
like it is taking place during a large-scale skirmish between opposing armies, 
while Chapter 5: Bases and Battlestations features maps of common locales 
that can be used as the basis for your own encounters. 


Building Adventures 

When it comes time to combine multiple encounters to form an adventure, 
Chapter 3: Military Campaigns identifies a step-by-step process that Game- 
masters can use as a template for their mission-based adventures. Each 
adventure begins with a mission briefing, for example, and then follows 
through steps like requisitioning gear, insertion, execution of the mission, 
and eventually extraction and debriefing, providing advice for Gamemasters 
‘on how to use these steps when designing their own adventures. 


An adventure is far more than just a collection of encounters and enemies. 
The information in Galaxy at War helps Gamemasters create interesting NPCs 
(which, as described above, have many of the same facets as heroes), as well 
as plots that are meaningful to the outcome of battles and even the war as 
a whole. Moreover, players are going to have access to special abil 
result of their rank and influence within their own military unit, abilities that 
GMs will need to plan ahead for; when a hero using the rank system from 
Chapter 2: Hardware calls for evac, for example, the GM can have the form 
that the requested transport will take planned out ahead of time. 


Building Campaigns 

Once you've finished designing your adventures, all that remains is to weave 
them together into campaigns. If you allow your heroes the chance to influ- 
ence the outcome of battles throughout your adventures (using the Battles in 
Adventures adventure mechanics from Chapter 3: Military Campaigns), the 
outcomes of those adventures will shape how the war, as a whole, is turning 
out. The heroes need not necessarily be turning the tide completely, but they 
may be pushing back the enemy in a certain sector of space. 

One of the great parts about running a campaign focused on warfare and 
military conflict is that the eventual resolution of the campaign is often quite 
obvious: The heroes’ faction emerges victorious over the opposing faction. 
Along the way, it's important that your players feel like they are influenc- 
ing the way the conflict turns out. As they rise through the ranks of their 
organization, they will wield more and more power, and likewise the battles 
they take part in should be more and more epic. 
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For over a thousand generations the Jedi knights have guarded the peace 
throughout the galaxy. Even so, key eras of the Star Wors saga are ravaged by 
war, offering Gamemasters opportunities for campaigns focusing on warfare 
and the military. The heroes of a military campaign fight in battles, but they 
also can be the characters around which the war turns. In many cases, the 
actions of such heroes not only decide battles but also determine the fate 
of entire systems and sectors. Billions of lives hang in the balance, and the 
heroes’ actions can determine the final outcome of entire wars. The heroes of 
a military campaign are not simply combatants, they are agents of destiny. 

The soldier class is well suited for a military campaign. This book intro- 
duces new options specifically geared for characters who take levels in the 
soldier class, including those who have only a few levels of the class, Addi- 
tionally, the soldier class encompasses a wide variety of archetypes within 
the military theme: Soldiers can be covert-ops warriors, military police, 
officers-in-training, mercenaries, starfighter pilots, gunners, martial arts 
masters, and much, much more. This book helps players and Gamemasters 
use the soldier class to greater potential, illuminating new paths for combat 


At the sami@time, soldiers are not the only participants in warfare. Nobles 
cruit and command troops; scoundrels raid supply lines and ambush unsus- 
pecting-troops; scouts prepare entire armies for the battles they are about 
to face; and Jédinbring’the power of the Force to combat. Heroes of these 
classes can find new talents and feats in this chapter, and elsewhere in the 
book other new material to give heroes a distinctly military edge. Heroes of 
all classes are affected by the tides of war, and this book presents several 
new options that reflect how involvement in galaxywide war changes those 
characters. 
Much of the discussion in this book uses the word “military” to represent 
a general theme of a faction involved in a war. The term is not reserved only 
for organized factions such as the Republic or the Empire, but also covers 
any paramilitary or combat-oriented group. Highly organized and militant 
pirate groups, mercenary bands, support forces, and even individual adven- 
turing parties all fall under this banner, Military heroes are not required to 
be signed up for the armed forces of a major government, although typically 
they are members of an organized force with a rank structure and protocols 
of behavior focusing on combat and warfare. 
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New SPECIES 

The following new species each have a special connection to warfare and 
combat. Whether they are adept mercenaries like the Dashade, veteran war- 
riors like the Taung, or pacifists trying to escape the horrors of war like the 
Lurmen, each species hasa role to play ina military campaign. When starting a 
campaign with a military focus, Gamemasters and players should consider these 
species for the various roles they might play in a wartime environment. 


SPECIES CHARACTERISTICS 
Your character's species determines some of his or her qualities, 


Ability Adjustments 

Find your character's species on Table 1-1: Species Ability Adjustments and 
apply the appropriate adjustments to your character's ability scores, Use the 
next two tables to help determine your character's age, height, and weight. 


TA © 1-1: SPECIES 
ABILITY ADUUSTMENTS 


‘SPECIES ABILITY ADJUSTMENTS 

Barabel +2 Strength, -2 Dexterity, -2 Wisdom 
Dashade +2 Dexterity, -2 Wisdom, -2 Charisma 
Lurmen +2 Wisdom, -2 Strength 

Taung +2 Constitution, -2 Charisma 
Thakwaash +4 Strength, -2 Dexterity, -2 Charisma 
Trianii +2 Wisdom 

Yevetha +2 Strength, -2 Charisma 

Yuzzem +4 Strength, -2 Wisdom, -2 Charisma 
Zygerrian +2 Constitution, -2 Wisdom 


TABLE 1-2: AGE BY SPECIES 


YOUNG MIDDLE 
SPECIES CHILD ADULT ADULT AGE OLD VENERABLE 
Barabel 1-8 9-15 16-40 41-59 60-79 80+ 
Dashade 1-10 1-15 16-44 45-69 70-84 85+ 
Lurmen 1-12 13-18 19-35 36-60 61-75 76+ 
Taung 1-6 7-12 13-45 46-64 65-84 85+ 
Thakwaash 1-9 10-14 15-49 50-74 75-89 90+ 
Trianii 1-11 12-17 18-44 45-64 65-84 85+ 
Yevetha 1-5 6-11 12-44 45-66 67-80 81+ 
Yuzzem 1-8 9-15 16-40 41-59 60-79 80+ 
Zygerrian 1-9 10-16 17-39 40-60 61-80 81+ 


TABLE 1-3: AVERAGE HEIGHT 
AND WEIGHT 


‘SPECIES HEIGHT WEIGHT 
Barabel 2m 110 kg 
Dashade 1.85 m 90 kg 
Lurmen Im 20 kg 
Taung 2m 95 kg 
Thakwaash 2.8m 130 kg 
Trianii 2m 95 kg 
Yevetha 1.9m 80 kg 
Yuzzem 25m 180 kg 
Zygerrian 17m 60 kg 
BARABEL 


A towering reptilian species, the Barabel are relative newcomers to the 
galactic community. Having evolved from nocturnal predators, Barabels 
are well-suited to cope with prolonged periods of darkness, and they retain 
much of their ancestors’ ferocity. 

Several centuries prior to the formation of the Empire—at least according 
to Barabel legend—an Ithorian Jedi explorer named Noga-ta came to their 
world and peacefully settled a millennium-long civil war stemming from a 
dispute over prime hunting grounds. This instills a high regard for the Jedi in 
all Barabel for centuries to follow, even in the wake of the Galactic Empire's 
anti-Jedi propaganda. For a short time, the Barabels are hunted by illegal 
safaris set up by Imperial-backed Planetary Safaris, but a massed uprising 


carry out orders effi- 


ciently and quickly 
they are not hesitant 


to challenge a leader 


their survival is threat 


ened. Barabels are also 


frequent and. popular 


participants in the sport 


hackboxing. The monstrous brute Tull Raine holds the Outer Rim title for 
ears, developing a reputation for killing opponents in the ring 
Personality: Barabels are ruthlessly pragmatic and indepe 
55 a Wide range of emotions with a simple “sissing" sound, causing other 


nt. They 


to view them as mean spirited or at least constantly angry. Barabels 
jgressive nature and predatory instincts frequently lead them to solve 
roblems with the direct approach, and they have no qualms about killing 
Physical Description: Barabels are towering bipeds with reptilian fea 
es; a prominent jaw; sharp teeth; a long tail; and remarkably tough, dark 
cales, Barabels are between 1.9 and 2.3 meters in height, adding to their 
carsome reputation 
Homeworld: Barab | 
Languages: Barabel 
Example Names: Baraduk, Ragath, Saba, Shaka-ka, Tesar, Tibor, 
angar 
Adventurers: Few Barabels chose to leave their homeworld, but those 
10 do usually become bounty hunters and trackers. Others are recruited 
fito mercenary companies, and several shockboxing promoters feature 
arabels in their stables. 


vJeEDi RESPECT 
The impact of a lone Jedi Knight on the Barabel culture, centuries before 
the rise of the Empire, gives the entire species a deeply ingrained respect 
for members of the Jedi Order, to such an extent that Barabel accept the 
word of a Jedi at face value, even when they might otherwise disregard 
the same statement from a non-Jedi. However, beings who gain a Bara- 
bel's trust by falsely claiming to be Jedi quickly learn the folly of their 
ways when the ruse is exposed 

To this end, characters who have proven themselves to be Jedi are 
considered to have favorable circumstances when making Persuasion 
checks against a Barabel. 


BARABEL SPECIES TRAITS 


Barabel share the following species traits 
Ability Modifiers: +2 Strength, -2 Dexterity 
Size: As M 

ties due to their size 
Speed: Barabel base speed is 6 squares. 

Natural Armor: A Barabel’s thick scaly hide provides a +2 natural armor 
bonus to Reflex Defense. A natural armor bonus stacks with an armor 


, -2 Wisdom 


dium creatures, Barabels have no special bonuses or penal 


bonus. 
Natural Weapons: A Bar 
ws, needle-sharp teeth, and a thick tail, When making an unarmed attack, 


pel has natural weapons in the form of sharp 


4 Barabel can choose to use natural weapons, dealing 1d6 points of slashing 
‘age (claws), piercing damage (bite), or bludgeoning damage (tail) with 
that attack instead of normal unarmed damage. Barabel are always consid- 
ered armed when attacking with their natural weapons. 

Stun Resistance: A Barabel's reflective scales defuse the effects of stun 
m a +5 species bonus to damage threshold to resist 


weapons, gr 
the effect of 2 ‘apon. 

Radiation Resistance: A Barabel’s armored hide protects from hazard 
ous radiation, granting a +5 species bonus to Fortitude Defense to resist the 
didition, Barabels never gain a persistent condition 


ating t 


stun 


effect of radiation. In 
from suffering the effect of radiation. 

Darkvision: Barabel ignore concealment (including total concealment) 
from darkness. However, they cannot perceive colors in total darkness 

Primitive: Barabels do not gain Weapon Proficiency (pistols, rifles, or 
heavy weapons) as starting feats at ist level, even if their class normally 
grants them 

Skills: A Barabel can reroll a Persuasion check made to intimidate others, 
but the result of the reroll must be accepted, even if it is worse. 

Automatic Languages: Barabel 
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DASHADE 
The Dashade are known 
throughout the galaxy as 
elite assassins, mercenaries, 
and killers, particularly due 
to their partial immunities 
to the Force abilities of the 
Jedi. The most feared and 
deadly Dashade are given 
the honorary title Shadow 
Killer. 

The Dashade work as 
mercenaries and bodyguards 
for many groups, Most nota- 
bly, though, Dashade work 
for the various Sith upris~ 
ings even though the Sith 
are directly responsible for 
the Cron Cluster supernova 
that destroys the Dashade 
homeworld thousands of 
years before the Galactic 
Civil War. Even with the 
loss of their homeworld, the Dashade avoid extinction. Their exact num- 
bers remain unknown, but reports suggest that the Dashade were able to 
establish one or more colonies far outside their home system prior to the 
Cron Cluster disaster. 

Personality: Secretive beings, Dashade believe they are superior to 
most sentient beings in the galaxy. Raised in an aggressive culture where 
might does indeed make right, those Dashade who work as mercenaries or 
in other combat-related roles remain loyal to an employer, regardless of 
what they think of that individual, but only as long as the relationship is 
profitable for the Dashade and they are not prevented from displaying their 
considerable combat prowess. Those who try to keep a Dashade on a short 
leash soon receive a first-hand lesson in why these shadowy assassins are 
so widely feared. 

Physical Description: The Dashade are a hairless reptilian species. Their 
height, beady, red-orange eyes, and prominent fangs reinforce their fear- 
some reputation. No visual clues indicate the gender of a Dashade. Their 
skin tones range from pitch black to dark gray, but green-skinned Dashade 
are not unheard of. 

Homeworld: Urkupp, a harsh, irradiated world in the Cron Cluster prior 
to its destruction, 

Languages: Dashadi 


DasHace 


Example Names: Tessun Kel, Nos Kellex, Alaris Koth, Ket Maliss, Tel 
Sorath. 

Adventurers: The majority of Dashade encountered away from their 
homeworld are mercenaries and assassins employed by those who can afford 
their services and retain their loyalty. During the Sith War, their might- 
makes-right philosophy leads the Dashade to side with the Sith and with 
groups such as the royals of Falleen and perhaps even the Galactic Empire. 
Sporadic reports mention members of an unknown species with resistance 
to Jedi powers leading assaults against the Jedi during the Great Jedi Purge 
in the years between the Clone Wars and the Galactic Civil War, 


DASHADE SPECIES TRAITS 
Dashade share the following species traits: 

Ability Modifiers: +2 Dexterity, -2 Wisdom, -2 Charisma, Dashade are 
remarkably agile given their impressive size, but they have difficulty recogniz~ 
ing threats and interacting with others because of their sense of superiority 
and their secretive nature. 

Size: As Medium creatures, Dashade have no special bonuses or penalties 
due to their size, 

Speed: Dashade base speed is 6 squares 

Environmental Adaptation: Because of the unforgiving nature of their 
homeworld, Dashade gain a +5 species bonus to their Fortitude Defense 
against the effect of extreme heat, extreme cold, and radiation. 

Fearsome Reputation: Dashade can reroll Persuasion checks made to 
intimidate another, keeping the better result 

Force Resistance: Dashade gain a +5 species bonus to Fortitude Defense 
and Will Defense against any Use the Force checks. 


LURMEN 

Lurmen are small, furry humanoids with the ability to roll up in a ball for 
faster overland travel. Their love of peace leads the Lurmen to avoid entangle- 
ments in galactic events. As a society, Lurmen eschew conflict of any kind, 
refusing to fight even in their own defense, During the Clone Wars, a colony 
of Lurmen on Maridun is nearly wiped out by a Separatist weapon, and only 
when several Lurmen break away from the wishes of their elders and join 
the fight are their people saved. Although the Lurmen seem stubborn in 
holding onto their ways, in truth they lead a lifestyle largely free of conflict, 
and have for eons. 

Although the Lurmen use little technology on a day-to-day basis, they 
are not completely ignorant of it. The Lurmen who colonize Maridun arrive 
aboard starships, although once on their new world they reverted to agrar- 
ian living. Lurmen live peaceful lives, but from time to time young Lurmen 
abandon the old ways. Young Lurmen who leave their homeworlds return 
years or decades later, settling back once more into the simple lifestyle of 
their people after having had their fill of the galaxy at large 
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Personality: Lurmen 
are friendly but cautious 
of outsiders. Lurmen are 
staunch pacifists, but 
some see the need for 
action in conflict. Those 
Lurmen who are willing to 
fight prefer trickery and 
indirect action to direct 
violence 

Physical Description: 
Lurmen are small, lithe 
creatures roughly 1 meter 
tall. They have relatively 
long limbs and are covered 
in thick fur. 

Homeworld: Myge 
with a colony on Maridun. 

Languages: Lurmen 
speak Basic and have their 
own tribal languages, col- 
lectively called Lurmese. 
They write in pictographs 
and glyphs that convey 
complex ideas. 

Example Names: Tee Wat Kaa, Tub, Wag Too. 

Adventurers: The few Lurmen who become adventurers do so either 
out of curiosity or out of rebellion against their elders. Lurmen adventur- 
ers gravitate toward roles that do not rely on violence. Many Lurmen learn 
trade skills, such as starship maintenance or basic medicine, and find posts 
aboard starships as crew members so that they can see the galaxy and 
satisfy their curiosity, 


LURMEN SPECIES TRAITS 
Lurmen share the following species traits: 

Ability Modifiers: +2 Wisdom, -2 Strength. Lurmen are pacifists and 
healers, lacking the physical strength of other species. 

Size: As Small creatures, Lurmen gain a +1 size bonus to their Reflex 
Defense and a +5 size bonus on Stealth checks. However, their lifting and 
carrying limits are three-quarters those of Medium characters. 

Speed: Lurmen base speed is 4 squares. 

Mender: Lurmen have learned to heal wounds rather than create them. A 
Lurmen trained in Treat Injury reduces the Treat Injury DC for all applications 
of the skill by his or her Wisdom modifier. 


Primitive: Lurmen do not gain Weapon Proficiency (pistols, rifles, or 
heavy weapons) as starting feats at 1st level, even if their class normally 
grants these feats. 

Roller: A Lurmen can curl into a ball and quickly roll along the ground 
As a swift action, a Lurmen can increase his or her base speed by 4. In this 
form, the Lurmen can take only move, withdraw, catch a second wind, drop 
an item, recover, and run actions. The Lurmen can also spend a swift action 
to emerge from rolling form, losing the +4 speed bonus and regaining access 
to all actions he or she can normally take 

Skills: Lurmen are great climbers and can choose to take 10 on Climb 
checks even when distracted or threatened. 

Automatic Languages: Basic, Lurmese. 


TAUNG 


Taungs are warriors first and foremost, having battled the native Human 
nations for control of Coruscant before being driven off and forced to 
flee to the Outer Rim world of Roon, where they remain for millennia until 
the legendary Mandalore the First leads them to conquer another world. 
Taungs rename both the world and themselves in his honor, becoming the 
Mandalorians. With a clan-based nomadic culture, Taungs view battle and 
war as both a source of personal honor and a way to show pride in their 
community. Veterans of successful battles are held in high regard, to such an 
extent that they are the de facto leaders 

of their communities. Only the 
leader of all the Mandalorians, 
known simply as Mandalore, 
holds greater sway with 
the clans 

Personality: Warlike by 
nature, Taungs are prag- 
matic and ruthless, But by 
the same token, they are 
also extraordinarily loyal 
to their clan, which serves 
the same function that a 
biological family serves for 
other species. 

Physical Description: 
Taungs have gray skin and 
generally appear similar to 
Humans, except for their 
faces, which strongly 
resemble the armored visor 
of a Mandalorian helmet 
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Homeworld: Coruscant, but later Mandalore is adopted as their 
homeworld. 

Languages: Mando’a, a language with a sentence structure similar to 
Basic, with most of the differences stemming from frequent word merging 
and an emphasis on ease of pronunciation. 

Example Names: A pragmatic species, Taungs have names that describe 
desirable traits, such as Atin (“persistent”), Kot (“strength”), and Tor 
(“justice”). 

Adventurers: Taungs are nomads, frequently traveling the stars in search 
of worthy opponents against whom they can test their prowess. Wandering 
Taungs find work with mercenary companies, where their martial upbringing 
makes them incredibly valuable. History records no occurrences of a Taung 
displaying Force abilities. 


TAUNG SPECIES TRAITS 
Taungs share the following species traits: 

Ability Modifiers: +2 Constitution, -2 Charisma. Taungs are physically 
resilient, able to endure when others would give up. 

Size: As Medium creatures, Taungs have no special bonuses or penalties 
due to their size. 

Speed: Taung base speed is 6 squares. 

Armor Training: Taung characters increase the Maximum Dexterity bonus 
from worn armor by 1. 

Superior Defenses: Because they constantly test themselves both physi- 
cally and mentally in combat well before reaching adulthood, Taungs gain a 
+1 species bonus to all their defenses. 

Warrior Culture: Taungs can reroll any Knowledge (tactics) check, but 
the result of the reroll must be accepted even if it is worse. 

Automatic Languages: Basic, Mando'a. 


THAKWAASH 

Possessed of great strength, these large bipeds are best known for their 
uniquely non-Human mindset. A Thakwaash has multiple separate personali- 
ties, each specializing in a certain function or area of expertise. Interacting 
with Thakwaash can be difficult for other species, particularly for Humans, 
who view such behavior among their own kind as a mental disorder. The maxi- 
mum number of personalities that a single Thakwaash can develop is unknown, 
as is the means by which such personalities form in the first place. 

No reliable reports of Thakwaash exist prior to the Empire's defeat at the 
Forest Moon of Endor. As a species, the Thakwaash do not acquire hyperdrive 
technology until after that battle. However, individual Thakwaash might find 
their way into the galaxy earlier. 

Personality: A single Thakwaash mind contains several distinct personali- 
ties. Some Thakwaash manifest dozens of different personalities and refer to 
themselves in the plural, This habit frequently leaves members of other spe- 
cies uncomfortable, because they are never certain of who they are speaking 
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with, especially since Thak- 
waash are likely to change 
personalities in the middle 
of conversations. Unlike 
most beings who exhibit 
a multiple-personality 
disorder, each individual 
Thakwaash personality 
retains a basic knowledge 
of events and facts that the 
other personalities experi- 
ence, although this rarely 
includes exact details. Con- 
versations come to a halt 
when a Thakwaash pauses 
and asks a new acquain- 
tance's name as if they 
had not been introduced 
already. 

Physical Description: 
Thakwaash average 3 
meters in height, with ath- 
letic builds proportionate to 
their great height, making 
them look even more imposing. They also sport long manes slightly darker 
than the fur covering their bodies. They have an equine appearance made all 
the more prominent by their flaring nostrils and large dark eyes. 

Homeworld: Thakwaa, a temperate world with grassy plans, located in 
the Outer Rim. 

Languages: Thakwaashi. 

Example Names: Aythar Desh, Hohass Ekwesh, Shakwa Rehakas, Jiva 
Shelani, Wee Taskelor. In spite of having multiple personalities, a Thakwaash 
has only a single name. 

Adventurers: Thakwaash are unknown to the galaxy until after the 
Galactic Civil War, but when Thakwaash are encountered away from their 
homeworld, they can be found in any imaginable vocation, since their wide 
array of personalities enables them to excel in any field. No Force-sensitive 
Thakwaash have been identified, but researchers admit that their multiple 
personalities would make identifying such beings far more difficult than 
normal. 


THAKWAASH SPECIES TRAITS 
Thakwaash share the following species traits: 

Ability Modifiers: +4 Strength, -2 Dexterity, -2 Charisma. Thakwaash 
have large, powerful builds, but their multiple personalities make relations 
with other species difficult. 


Size: As Medium creatures, Thakwaash have no special bonuses or penal- 
ties due to their size. 

Speed: Thakwaash base speed is 6 squares. 

Multiple Personalities: Once per encounter, asa free action at the start 
of his or her turn, a Thakwaash can negate or remove any mind-affecting 
effects. 

Natural Armor: Thakwaash gain a +1 natural armor bonus to Reflex 
Defense. A natural armor bonus stacks with an armor bonus. 

Automatic Languages: Thakwaashi. 


TRIANI 
The Trianii are a feline race of intrepid explorers, but unlike other technologi- 
cally advanced species of the galaxy, they express no interest in becoming 
a part of the greater galactic community. The Trianii use impressive displays 
of force to drive away interlopers so that they are left alone to explore their 
region of the galaxy. Their homeworld is located on the edge of the region 
of space controlled by the Corporate Sector Authority. An attempt by the 
CSA to expand its area of control into Trianil territories is met with a display 
of Trianii determination as the species expel the invaders, proving that the 
ships and weapons of the Trianii Rangers are as formidable as those of other 
galactic forces. 

Trianii society is a matriarchy—partly because females of the species 
are taller and slightly stronger than the males—ruled by tribunals 
of females known as yu’nar, Trianii cul- 
ture revolves around religious 
beliefs that cover all aspects 
of life, including art, lit- 
erature, commerce, and 
warfare. At one point in 
their history, the Trianii 
have numerous differ- 
ent religions, but when 
a religious civil war 
threatens to erupt, the 
leaders of these dif- 
ferent faiths instead 
agree to work together 
to create an official reli- 
gion, They establish a 
belief structure with a 
moral code that all sides 
find acceptable while 
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at the same time allowing Trianii to continue following the individual faiths 
of their families. 

Trianii wear little clothing, selecting garments only for necessity, either as 
protection or utility. The one item commonly worn by the species is a utility 
belt that holds essential items. Even ceremonial garb is limited to jewelry 
and similar adornments. 

Personality: Adventurous by nature, Trianii feel a constant urge to 
explore, and they place a high value on independence. Spirituality is a large 
part of Trianii culture, with devotion split between the formal government 
religion and each family’s traditional religious values. 

Physical Description: A Trianii is a slender humanoid with prominent 
feline facial characteristics. Sharp claws and a prehensile tail reinforce the 
species’ feline qualities. The colors and patterns of Trianii fur vary greatly. 
Trianii are about 2 meters tall; the females are slightly taller than the males 
and possess correspondingly larger physiques. 

Homeworld: Trian, located in the outermost portion of the Tingel Arm. 

Languages: The Trianii language is composed of purrs, growls, and roll- 
ing vocalizations. The written form uses a syllabary instead of an alphabet. 
Trianii encountered outside Trianii space have some fluency in Basic, but 
few are literate in it. 

Example Names: Atuarre, Duarrid, Keeheen, Pakka, Reakhas, Shearran, 
Tuunac. 

Adventurers: Almost all Trianii encountered outside the species’ area of 
influence are members of the Trianii Rangers, the space patrol force respon- 
sible for protecting Trianii colonies from outside threats (see page 132). The 
Rangers often undertake missions to explore uncharted regions or to gather 
reconnaissance. Other Trianii adventurers are either independent scouts or 
are just curious about the galactic community that their leaders want no part 
of. Many outsiders confuse the Trianii with other feline species such as the 
Cathars or the Togorians, a mistake few Trianii bother to correct. 


TRIAN! SPECIES TRAITS 
Trianii share the following species traits 

Ability Modifiers: +2 Wisdom. Trianii have excellent vision and, because 
of their curious nature, are very aware of their surroundings. 

Size: As Medium creatures, Trianii have no special bonuses or penalties 
due to their size, 

Speed: Trianii base speed is 6 squares. 

Acrobatic Prowess: A Trianii can reroll any Acrobatics check, but the 
result of the reroll must be accepted even if it is worse. 

Natural Weapons: A Trianii’s sharp claws serve as natural weapons. 
When making an unarmed attack, a Trianii can use natural weapons, dealing 
1d6 points of slashing damage with that attack instead of normal unarmed 
damage. Trianii are always considered armed with their natural weapons. 
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Prehensile Tail: A Trianii’s long, flexible tail is dexterous and strong. A 
Trianii's tail can effectively hold (but not wield) a Small or smaller item. When 
holding a Medium or larger item with his or her tail, a Trianni is encumbered 
and is considered to be carrying a heavy load. 

‘Automatic Languages: Trianii 


YEVETHA 

A tall, skeletal species with lithe builds, the Yevetha have little impact on 
the galaxy until after the fall of the Empire, but even that slight influence 
makes them known for their intense xenophobia and a culture heavily cen- 
tered upon death. 

During Emperor Palpatine’s reign, the Yevethas' homeworld, N'zoth, is 
seized and made the site of an Imperial shipyard. When the Yevetha revolt 
against their Imperial masters shortly after the Battle of Yavin, they seize 
control of the shipyards and over the following decade proceed to refine 
their technological capabilities, devising new starships and weapons that 
enable them to seize and forcibly colonize over a dozen worlds in the Koor- 
nacht Cluster. They then embark on an ambitious campaign against the New 
Republic military, suffering a crushing defeat because of the influence of 
members of the Fallanassi sect of Force-users—a defeat that leaves many 
Yevetha dead because of their inborn refusal to accept surrender. 

The New Republic keeps the species under watch until active patrols are 
removed close to a decade after the bloody battle, during which time the 
Yevetha build an even larger force than their original fleet. As the Yevetha 
are poised to once again wage war on the New Republic, the extra-galactic 
Yuuzhan Vong assault the galaxy; when informed of the Yevetha and the threat 
they pose, the Yuuzhan Vong invade the N'zoth system. Although the details of 
the conflict are not known, the Yuuzhan Vong are ultimately victorious, demol- 
ishing the rebuilt Yevethan fleet and unleashing a horrific orbital bombardment 
of N'zoth. The Yevetha appear to be wiped from the galaxy, but because of 
their expansionist tendencies, one or more of their colonies likely survived the 
destruction of their homeworld. Their final fate remains unknown. 

Personality: The Yevetha are a proud species, having long believed them- 
selves to be the only intelligent species in the galaxy. In spite of their violent 
nature, Yevetha adhere to their strict social hierarchy and religious beliefs 
with a fanatical loyalty, welcoming death and sacrifice as great honors. 

Physical Description: Seeming to other species to appear ghoulish, 
Yevetha are tall humanoids who are so gaunt as to appear skeletal. They 
have large dark gray eyes, pallid gray skin, and a notable lack of body hair. 
A Yevetha has six digits on each hand, and each wrist hides a retractable 
dewclaw that when fully extended is the length of a vibroblade. Males of 
the species display two pairs of crests on the upper and lower parts of their 
faces, which swell red in response to combat. 

Homeworld: N'zoth, in the Core Worlds region. 
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Languages: Yevetha prefer their native lan- 
guage, Yevethan, at all times. Despite their 
ability to speak Basic, few make the effort 
to learn the language because of their 
xenophobia. 

Example Names: Dar Bille, Eri 
Palle, Kez Haar, Nil Spaar, Vol Noorr, 
Vor Duull, Zar Braan. 

Adventurers: Yevethan adven- 
turers are uncommon, especially 
prior to the creation of the Galactic 
Empire. Before the founding of the 
New Republic, few Yevetha leave their 
home system, although some are 
sent on scouting missions to assess 
the strength of worlds selected for 
invasion. 


YEVETHA 
SPECIES 

TRAITS 

Yevetha share the following species 
traits: 

Ability Modifiers: +2 Strength, -2 Charisma. Yevetha are strong despite 
their gaunt physiques, but their fatalistic culture and violent xenophobia 
color their outlook. 

Size: As Medium creatures, Yevetha have no special bonuses or penalties 
due to their size. 

Speed: Yevetha base speed is 6 squares. 

Mechanical Aptitude: Yevetha have a knack for technology. Once per 
encounter, a Yevetha can treat any single Mechanics check as if the die roll 
is a natural 20. 

Natural Weapons: A Yevetha’s retractable claws are natural weapons. 
When making an unarmed attack, a Yevetha can use natural weapons, dealing 
1d6 points of slashing damage with that attack instead of normal unarmed 
damage. Yevetha are always considered armed with their natural weapons. 

Xenophobia: Yevetha have an intense distrust of all species other than 
their own, and gain a +2 species bonus to Will Defense against Persua~ 
sion checks made to improve their attitude by any creature of a different 
species. 

Automatic Languages: Yevethan. 
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In spite of a well-deserved 
reputation as tempera- 
mental brutes, Yuzzem are 
cunning and intelligent, 
and their resourcefulness 
gives them as much of an 
advantage as their physi- 
cally powerful frames, The 
Empire has learned this the 
hard way after they declared 
the Yuzzem a slave species, 
rounded up large numbers of 
them, and put them to work 
in heavy-labor operations. 
The Yuzzem have frequently 
revolted against their Impe- 
rial masters, showing that 
hey can be as ferocious as 
Wookiees, with no reserva 
tions about using their claws 
und tusks in a fight 
Personality: Contrary to 
their popular image as loud 
nd violent brutes, Yuzzem 
have a strong sense of fair play and a generous disposition. Like Wookices, 
they have a strict yet simple code of honor to which they adhere at all times 
ho has 


Jzzem insist on repaying a debt owed, whether helping someone 


helped them or seeking vengeance for a wrong committed against them 
Physical Description: Yuzzem are towering humanoids with heavily 
muscled upper bodies and long arms as broad as Humans. A Yuzzem has a 
prominent snout and an equally prominent pair of tusks jutting up from its 
lower jaw. Covered in a thick pelt of brown fur, a Yuzzem averages 2.5 meters 
all, but its muscular bulk makes it seem a great deal larger. 
Homeworld: Ragna Ill, an arboreal world located in the Mid Rim 
Languages: Yuzz is a guttural language of growls, roars, and mev 
and unlike many other languages, it has no written form. Yuzz is largely 
unpronounceable by other species, although Yuzzem have little trouble 
peaking Basic 
Example Names: Dek, Gor, Hin, Kee, Pok, Rha, Wuk 
Adventurers: The first few Yuzzem leave Ragna Ill as slaves of the Empire, 
but once they gain their freedom they quickly found employment as enforcers 
and mercenaries. Many also return to their homeworld with stories about 
life among the stars, encouraging future generations of Yuzzem to travel the 
galaxy and seek their own destinies. 
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Yuzzem Species Traits 
Yuzzem share the following species traits 

Ability Modifiers: +4 Strength, -2 Wisdom, -2 Charisma. Yuzzem are 
physically powerful, but their volatile nature earns them few allies 

Size: As Large creatures, Yuzzem take a -1 size penalty to Reflex Defense 
and a -5 size penalty to Stealth checks. Their lifting and carrying limits are 
double those of Medium characters. 

Speed: Yuzzem base speed is 6 squares 

Natural Weapons: A Yuzzem's large tusks and sharp claws serve as 
natural weapons. When making an unarmed attack, a Yuzzem can use natural 
weapons, dealing 1d8 points of piercing damage (bite) or slashing damage 
(claws) instead of normal unarmed damage. Yuzzem are always considered 
armed with their natural weapons. 

Physically Intimidating: Yuzzem use their Strength modifier instead of 
their Charisma modifier for Persuasion checks made to intimidate others 

Scent: At close range (within 10 squares), Yuzzem ignore concealment 
and cover for purposes of Perception checks, and they take no penalty from 
poor visibility when tracking (see “Survival” on page 73 of the Saga Edition 
core rulebook) 

Skills: A Yuzzem can reroll Climb checks, but the result of the reroll must 
be accepted even if it is worse. 

Automatic Languages: Yuzz 


ZYGERRIAN 


A violent species from the distant corners of the Outer Rim, Zygerrians are 


own for their history of piracy and war. As a species that earns its fame 


through slavery, piracy, and violence, Zygerri 
ans are feared in spaceports throughout the 
galaxy. Raised in a culture where weak- 
ness can mean death or enslavement, 
Zygerrians cultivate a dangerous, 
unpredictable image to deter others 
from challenging their dominance 
Those who do must contend with the 


Zygerrians' natural combat prowess, 
since Zygerrians are excellent fighters 
with or without weapons 

Zygerrian society is built on the 
principle that strength leads to author- 
ity, and for Zygerrians, strength can 
mean many things—physical strength, 
and also strength of will, of conviction, 
and of bravery. Zygerrians are dif- 
ficult to defeat in any arena because 
their physical resilience is matched 
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by their indomitable spirit. Enemies of the Zygerrians quickly learn that 
you cannot make Zygerrians flinch. They would sooner die than bend to the 
desires of others. 

Personality: Zygerrians are aggressive and violent. They are strong-willed 
and back down from a confrontation only when they clearly cannot win. 

Physical Description: Zygerrians are humanoids with a sallow complexion 
and red hair. They have numerous bony spurs jutting out from beneath their 
skin, which gives them a jagged appearance. 

Homeworld: Zygerria. 

Languages: Zygerrians speak, read, and write Basic. 

Example Names: Ikis, Miraj, Onyx, Tek. 

Adventurers: Zygerrian adventurers make excellent soldiers and scouts, 
because their people have been nomadic pirates and slavers on the Outer 
Rim for centuries. Although there are many Zygerrian pirate gangs, not all 
Zygerrians are thugs and ruffians. Many Zygerrians become valued members 
of galactic society, abandoning their violent and aggressive tendencies. 


ZYGERRIAN SPECIES TRAITS 
Zygerrians share the following species traits: 

Ability Modifiers: +2 Constitution, -2 Wisdom, Zygerrians are durable 
but are considered reckless by other species. 

Size: As Medium creatures, Zygerrians have no special bonuses or penal- 
ties due to their size. 

Speed: Zygerrian base speed is 6 squares. 

Bonus Feat: Zygerrians gain Martial Arts | as a bonus feat at Ist level. 

Iron Will: Zygerrians have above-average willpower, gaining a +2 species 
bonus to their Will Defense. 

Strength of Conviction: Zygerrians can use their Charisma modifier in 
place of their Wisdom modifier when calculating Will Defense. 

Automatic Language: Basic. 


HEROIC CLASSES 

Life on the battlefield can be intense, terrifying, exhilarating, or short. It can 
even be all of these at once. Most galactic citizens take food, shelter, and 
safety for granted, but in combat—from simple border skirmishes between 
rival forces to galaxy-shaking conflicts such as the Mandalorian Wars, the 
Clone Wars, or the Galactic Civil War—those features become luxuries. 
Those who learn to adapt to harsh and unforgiving conditions survive to 
fight another day. 


HED! 

They serve the Republic as keepers of the peace for much of their Order's 
long history, but when necessary, the Jedi go to war. Sometimes only a 
few Jedi are mobilized, as when Revan and Malak combat the threat of the 
Mandalorians, but at other times the entire Jedi Order commits to battle, 
as with the Clone Wars. 


New Jedi Guardian Talents 
The following new talent belongs to the Jedi Guardian talent tree, which 
is available to members of the Jedi class. Any character who can normally 
choose talents from the Jedi Guardian talent tree can choose this talent 
as well. 

Cover Escape: When you successfully spend a Force Point to negate 
a melee attack against an adjacent ally with the Block or Deflect talents, 
that ally can move up to 2 squares as a free action. This movement does not 
provoke an attack of opportunity. 


New Jedi Sentinel Talents 
The following new talent belongs to the Jedi Sentinel talent tree, which is 
available to members of the Jedi class. Any character who can normally 
choose talents from the Jedi Sentinel talent tree can choose this talent as 
well. 

Prime Targets: When you hit a target with a lightsaber attack, if the 
target has not been attacked since the end of your last turn, you deal +1 
die of damage. 


NOBLE 

Although the popular conception of a noble suggests that they would stay as 
far away from the front lines as possible, many nobles steel themselves for 
the horrors of war, coordinating the tactics of the armies under their com- 
mand and even leading the charge from the front line. Many noble families 
have a long history of proud military service. More than a few nobles have 
laid the foundations for their future business empires by working as part of 
mercenary units. 


Anticipation Talent Tree 

You have studied the ways of your enemies and have learned how to read 
the actions and thoughts of others, You can predict what they will do, and 
you gain advantage over them by anticipating their every move. 

Anticipate Movement: Once per round, as a reaction to an enemy in 
your line of sight moving, you can enable one ally within your line of sight 
to move up to his or her speed as a free action. 

Forewarn Allies: All allies within 12 squares of you gain a +2 insight 
bonus on attack rolls and damage rolls for attacks of opportunity. 

Get Down: As a reaction, when an ally is targeted by a ranged attack, 
you can enable that ally to drop prone immediately (imposing the normal -2 
penalty for a ranged attack against a prone target to the triggering attack 
roll) as a free action. 

Heavy Fire Zone: Once per turn, as a swift action, designate a 3x3 
square area within your line of sight. Until the end of your next turn, if a 
target moves into that area you can enable one ally within your line of sight 
to make an attack of opportunity against that target. The ally you choose 
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must be armed with a weapon capable of making attacks of opportunity, and 
this counts toward the ally’s normal limitations for attacks of opportunity 
made in a round. 


Prerequisite: Forewarn Allies, 

Summon Aid: Once per round, as a reaction, when an enemy moves 
adjacent to you, you can enable one ally within your line of sight to imme- 
diately make a charge attack against the triggering enemy. The ally you 
choose must be able to charge the enemy from his or her current square 
under normal charge rules. 

Prerequisite: Get Down. 


New Leadership Talents 

The following new talents belong to the Leadership talent tree, which is avail- 

able to members of the noble class. Any character who can normally choose 

talents from the Leadership talent tree can choose these talents as well. 
Commanding Presence: You exce| at leading others into battle, issuing 

quick commands, demonstrating a gift for strategy, decimating your enemies, 

and impressing your peers. You can use each of the following actions once 

per encounter as a standard action: 

© Hold the Line!: Make a single melee or ranged attack against any target 

within your range. If your attack hits, all allies within 6 squares of you 
again a +2 morale bonus to their Defense scores until the end of your 
next turn, 


* Lead the Assault: Make a single melee or ranged attack against any 
target within your range. If your attack hits, all allies within 6 squares 
of you and within your line of sight gain a +2 morale bonus to their 
attack rolls and damage rolls until the end of your next turn. 

© Turn the Tide: Make a single melee or ranged attack against any target 
within your range. If you successfully damage the target, a number of 
allies equal to your Charisma modifier (minimum 1) can immediately 
move up to half their speed as a free action. 

Prerequisites: Born Leader, Tactical Savvy. 

Tactical Savvy: When an ally whom you can see spends a Force point to 
enhance an attack roll, the ally gains a bonus to the Force point roll equal 
to your Intelligence modifier. 

Prerequisite: Born Leader. 


SCOUNDREL 

Scoundrels are more at home in the shadows or at the helms of starships, 
but they have their place on the battlefield like any other soldier. Turning 
their luck and savvy to war, scoundrels can affect the outcome of battles by 
revealing enemy battle plans or by taking a more direct hand in disrupting 
the enemy's chain of command. 


Brigand Talent Tree 
You use your experience operating on the wrong side of the law to give you 
an advantage in a fight, fair or otherwise. 

Cheap Trick: When you make a Deception check to feint (see page 66 of 
the Saga Edition core rulebook) against an enemy within 6 squares of you, 
you can roll twice, keeping the better of the two results. 

Prerequisite: Trained in Deception. 

Easy Prey: When you make an attack as a standard action and success- 
fully hit an enemy, you can choose to reduce the damage you deal by half. 
That target is then denied its Dexterity bonus to Reflex Defense against your 
attacks until the end of your next turn. 

Prerequisite: Cheap Trick. 

Quick Strike: During the initial round of combat, if you successfully 
damage an enemy who has not yet acted in the combat, you can make an 
immediate attack as a free action against a different target within 6 squares 
of the first target. 

Prerequisite: Cheap Trick. 

Sly Combatant: You quickly move about the battlefield, taking advantage 
of the chaos of battle to gain advantage. You can use each of the following 
actions once per encounter as a standard action: 

© Distracting Injury: Make a single melee or ranged attack against any 
enemy within your range. If the attack successfully hits, that enemy 
takes a -2 penalty to his or her attack rolls and damage rolls until the 
end of the encounter. 
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© Make Them Bleed: Make a single melee or ranged attack against any 
living creature within your range. If you successfully deal damage as a 
result of the attack, that enemy gains a persistent condition that can 
be removed only with a successful DC 25 Treat Injury check to perform 
surgery. 

© Strength in Numbers: Make a single melee or ranged attack against an 
enemy who is adjacent to one or more of your allies. If you successfully 
hit that enemy, you gain a +2 bonus to damage for each ally that is 
adjacent to the target 
Prerequisites: Cheap Trick, Easy Prey. 


New Misfortune Talents 
The following new talents belong to the Misfortune talent tree, which is 
available to members of the scoundrel class. Any character who can nor- 
mally choose talents from the Misfortune talent tree can choose from these 
talents as well 

Backstabber: You can take advantage of your adversary’s distractions, no 
matter how momentary or fleeting. Once per turn, when you flank a target, 
you can treat him or her as flat-footed for one of your attacks 

Prerequisite:Sneak Attack. 

Improved Sneak Attack: You can use the Sneak Attack talent against a 
target within 12 squares, instead of within 6 squares. 

Prerequisites: Point Blank Shot feat, Sneak Attack. 


scout 

Perhaps only the soldier class is more at home on a battlefield than the scout 
class is. Using their tenacity and wide range of skills, scouts frequently serve 
as the advance eyes and ears of a military force, probing the enemy line to 
determine its strengths and weaknesses without raising an alarm. Scouts 
guide small strike forces across difficult terrain and even target enemy 
officers for death. 


New Camouflage Talents 
The following new talents belong to the Camouflage talent tree, which is 
available to members of the scout class. Any character who can normally 
choose talents from the Camouflage talent tree can choose from these 
talents as well. 

Dig In: When prone, you can spend a swift action to gain concealment until 
the start of your next turn. If you stand up or move, you lose this benefit 

Ghost Assailant: If you start your turn with total concealment or total 
cover from a target, during that turn you can make a Stealth check asa swift 
action, opposed by the target's Perception check. If you succeed, the target 
is considered flat-footed against you until the end of your turn 

Slip By: When you would normally provoke an attack of opportunity by 
moving out of a threatened space, you can roll a Stealth check, replacing your 
Reflex Defense with the results of your Stealth check if it is higher. 


Advance Patrol Talent Tree 
Your skills at observation and stealth are frequently called upon as you gather 
information about enemy forces. 

Forward Patrol: At the start of a surprise round in which you are not 
caught by surprise, you can designate one ally within 6 squares of you 
as able to retain his or her Dexterity bonus to Reflex Defense during the 
surprise round 

Prerequisite: Watchful Step. 

Mobile Combatant: You know that the key to winning a fight is keeping 
your enemies from pinning you down. You can use each of the following 
actions once per encounter: 

* Evasive Assault: As a standard action, make a single melee or ranged 
attack. If the attack successfully deals damage, you gain a +5 dodge 
bonus to your Reflex Defense until the end of your next turn 

* Expeditious Attack: As a standard action, make a single melee or ranged 
attack, then move up to half your speed as a free action. This movement 
does not provoke an attack of opportunity. 

* Yielding Assault: When you are damaged by an enemy's melee or ranged 
attack, you can move up to one-half your speed as a reaction. This 
movement does not provoke an attack of opportunity. On your next 
turn, you gain a favorable circumstance to your first attack roll against 
the same enemy that damaged you 
Prerequisites: Forward Patrol, Watchful Step. 


Trailblazer: During your turn, you can spend a swift action to allow all 
allies within 6 squares of you and within your line of sight to count the first 
square of difficult terrain as normal terrain each time they move. 

Prerequisite: Trained in Survival. 

Watchful Step: You can use your Perception check modifier instead of 
your Initiative modifier when making Initiative checks. If you are entitled 
to an Initiative check reroll, you can reroll your Perception check instead 
(subject to the same circumstances and limitations). You are considered to 
be trained in Initiative. 


SOLDIER 

In war soldiers truly shine, reaping the rewards of their combat training by 
carrying the day and earning victory and glory or by surviving the battle in 
ane piece, Soldiers come from all walks of life, such as the destitute street 
urchin who signs up hoping for one hot meal every day, and the bored socialite 
who wants more excitement than the upper-class lifestyle offers. 


New Commando Talent 
The following new talent belongs to the Commando talent tree, which is avail 
able to members of the soldier class. Any character who can normally choose 
talents from the Commando talent tree can choose this talent as well 
Defensive Position: Whenever you have the benefit of cover (see pages 
157-158 of the Saga Edition core rulebook), you can spend two swift actions 
to treat it as improved cover until the start of your next turn. 
Prerequisite: Battle Analysis. 


Shockboxer Talent Tree 

You are trained in the shockboxing fighting style and can use your fists to 
devastate your enemies. Although you trained for competitive shockboxing, 
much of your expertise can also be applied outside the ring. 

Defensive Jab: When you are unarmed and take the fight defensively 
action, you can make a single unarmed attack as a free action against an 
adjacent target. 

Prerequisite: Retaliation Jab. 

Nimble Dodge: If an enemy misses you with a melee attack, as a reaction 
you can move up to 2 squares, but you must end your movement adjacent 
to your attacker. 

Retaliation Jab: If an enemy misses you with a melee attack, as a reaction 
you can automatically deal damage equal to your Strength modifier (minimum 
1 point of damage) to your attacker, if the attacker is within your reach 

Stinging Jab: When you hit a target with an unarmed attack, you can 
choose to deal half damage with your attack. If you do so, your enemy also 
deals half damage on all melee attacks he or she makes until the end of 
your next turn. 
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Stunning Shockboxer: When you deal stun damage to a target with an 
unarmed attack, after the stun damage is halved, roll one extra die of damage 
and add that to the damage subtracted from the target's hit points. 

Prerequisite: Stinging Jab. 


Veteran Talent Tree 

You have been from one side of the galaxy to the other and have fought on 
more planets than most people visit in a lifetime. Talents from this tree can 
be used to qualify for the officer prestige class, in addition to those listed 
in the Saga Edition core rulebook. 

Battlefield Remedy: You have learned a variety of different ways to 
treat combat injuries in the field. When you succeed on a Treat Injury check 
to administer First Aid, the tended creature also moves +1 step on the 
condition track. 

Prerequisite:Trained in Treat Injury. 

Grizzled Warrior: You can draw upon your extensive battlefield experi- 
ence to encourage your comrades and drive your enemies before you. You can 
use each of the following actions once per encounter as a standard action 

* Defy the Odds: Make a single melee or ranged attack. You immediately 
gain a number of bonus hit points equal to your Constitution score. 
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© Double the Pain: When you use the Aid Another action to prov 
within 6 squares of you a bonus to his or her a! 
your character level to the ally’s damage roll 
© Guarded Assault: Make a single melee or ranged attack. You gain a + 
dodge bonus to your Reflex Defense against a the start 


ck roll, 


ck is successful 


f the a 


attacks unt 
your next turn 
Prerequisites: Seen it All, Tested in Battle 
Reckless: You know from first-hand experience that victory goes 
willing to take a chance. You can add your Wisdom bonus (minimum +1) to 
ck 


o those 


the damage roll when you make a successful charge att 
Prerequisite: Tested in Battle 
Seen It All: You have seen more action in more places than most people 
know exist, and little in the galaxy gets you rattled. Any character using 
a fear effect on you must roll twice, keeping the lower result on any skill 
checks and attack rolls. 
Prerequisites: Tested in Battle, trained in Init 
Tested in Battle: When you catch a second wind (see page 154 of the 
Saga Edition core rulebook), you move +2 steps on the condition track ir 
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the weapon being used. 


Prerequisite: Weapon Proficiency (heavy weapons). 
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Destructive Force 
You cause so much devastation to vehicles and objects that you also deal 
damage to others around those targets 

Benefit: When you deal damage to an object or vehicle that equals or 
mage threshold and reduces the target to 0 hit points, 
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Disabler 
You are skilled in the use of ion weapons and gain certain benefits depending 
‘on which weapon you use. 

Prerequisite: Proficient with weapon used. 

Benefit: When you make a ranged attack with an ion weapon, you gain 
one of the following benefits, depending on the kind of weapon you use. 

Jon Grenade: When you use an ion grenade, the grenade's burst radius is 
3 squares instead of 2 squares. 

Jon Pistol: When you use an ion pistol, the damage dice increase from 
d6 to dB. 

Jon Rifle: You treat the ion rifle as an accurate weapon. 


Dive for Cover 
You can leap behind cover, even when caught out in the open. 

Prerequisite: Trained in Jump. 

Benefit: Once per turn, as a reaction to being targeted by a ranged attack, 
you can make a Jump check to jump horizontally. If you land in a square that 
provides you with cover from your attacker, you gain the normal cover bonus 
against the attack, even if you didn't have cover at the time the attack was 
made. When you use this feat, you always land prone. 


Fight Through Pain 
Through sheer willpower, you can keep yourself at peak fighting performance, 
ignoring physical pain and negative effects. 

Benefit: You can use your Will Defense instead of your Fortitude Defense 
when determining your damage threshold. 


Forceful Blast 
You can position your grenade attacks such that they blast creatures away 
from the center of the explosion. 
Prerequisites: Proficient with weapon used, base attack bonus +1. 
Benefit: When you damage a Large or smaller creature with a grenade 
or thermal detonator, compare the result of your attack roll to the target's 
Fortitude Defense. If your result equals or exceeds the target's Fortitude 
Defense, you can move the target 1 square in any direction as a free action. If 
the grenade or thermal detonator deals damage to multiple eligible creatures, 
you can use this benefit against all of them. You can't move a target that's 
being grabbed or grappled, and you can’t move a target into a solid object 
or into another creature's fighting space. 


Force of Personality 
As a result of your self-confidence and conviction, your will is strong. 
Prerequisite: Charisma 13. 
Benefit: You can use either your Wisdom modifier or your Charisma 
modifier to determine your Will Defense. 


Fortifying Recovery 
Even as you reel from attacks, you can get yourself back into the fight and 
make a difference. 

Prerequisite: Constitution 13. 

Benefit: When you take the recover action, you also gain a number of 
bonus hit points equal to 2 x your Constitution bonus (minimum 2). Damage is 
subtracted from the bonus hit points first, and any bonus hit points remaining 
at the end of the encounter are lost. Bonus hit points do not stack. 
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FEAT NAME PREREQUISITES 

Bantha Herder Proficient with weapon used, 
base attack bonus +1 

Battering Attack Bantha Rush, Trip 

Destructive Force = 

Disabler Proficient with weapon used 

Dive for Cover Trained in Jump 

Fight Through Pain - 

Forceful Blast Proficient with weapon used, 
base attack bonus +1 

Force of Personality Charisma 13 

Fortifying Recovery Constitution 13 

Mission Specialist = 

Never Surrender Trained in Endurance 

Officer Candidacy Training - 

Opportunistic Shooter - 

Pistoleer Proficient with weapon used 


Predictive Defense 
Resilient Strength 


Intelligence 13 
Strength 13 


Riflemaster Proficient with weapon used 
Risk Taker Trained in Climb or Jump 

Sport Hunter Proficient with weapon used 
Staggering Attack Proficient with weapon used, 


base attack bonus +1 


Steadying Position Careful Shot 


Mission Specialist 
You are so good with certain skills that others around you benefit from your 
guidance and example. 

Benefit: Choose one skill in which you are trained. Allies who are not 
trained in that skill gain a +2 competence bonus to the skill while they are 
within 12 squares of you. 

You can select this feat multiple times. Each time you select this feat, it 
applies to a different skill, 

Special: Only allies who have the Force Sensitivity feat gain this bonus 
to Use the Force checks. 


BENEFIT 
Move a target damaged by your ranged attack. 


Knock a target prone when you use Bantha Rush. 
Deal damage to adjacent targets when you damage objects and vehicles, 
Gain benefits when using certain ion weapons. 
Jump for cover as a reaction. 
Use your Will Defense to determine your damage threshold, 
“Move a target damaged by your grenade attack. 


Use Wisdom or Charisma to determine Will Defense. 

Gain bonus hit points when you recover. 

Grant bonus to allies’ untrained skill checks with a particular skill. 
Make an Endurance check to prevent falling to 0 hit points, 
Gain a bonus to your Rank and Privilege score. 

Gain a bonus to attacks of opportunity with ranged weapons. 
Gain benefits when using certain pistols, 

Use Dexterity or Intelligence to determine Reflex Defense. 

Use Strength or Constitution to determine Fortitude Defense. 
Gain benefits when using certain rifles. 

Improve your chances of success with Climb or Jump checks. 
Gain benefits with certain slugthrowers and sporting weapons. 
Impose penalties to enemy skill checks with a successful attack, 


Deny target's Dexterity bonus to Reflex Defense when you are prone and aiming. 


Never Surrender 
You can fight your way back from the blackness of death and unconscious- 
ness, staying active in combat. 

Prerequisite: Trained in Endurance. 

Benefit: The first time you would be reduced to 0 hit points in an encoun- 
ter, you can make an Endurance check as a reaction, with a DC equal to the 
number of points of damage being dealt to you. If your check succeeds, you 
are instead reduced to 1 hit point. 


Officer Candidacy Training 

You have received special training in commanding others in combat. 
Benefit: You gain a +2 bonus to your Rank and Privilege organization 

score (see page 73 for more information). 


Opportunistic Shooter 
You are quick to react when nearby enemies expose themselves to your 
attacks. 

Benefit: You gain a +2 bonus to attacks of opportunity with ranged 
weapons. 


Pistoleer 
You are skilled in the use of pistols and gain certain benefits depending on 
which Weapon you use. 

Prerequisite: Proficient with weapon used. 

Benefit: When you make a ranged attack with a pistol, you gain one of 
the following benefits, depending on the kind of pistol you use. 

Blaster Pistol: You treat the blaster pistol as an accurate weapon. 

Heavy Blaster Pistol: You do not treat the heavy blaster pistol as an 
inaccurate weapon. 

Hold-Out Blaster Pistol: If you fire a hold-out blaster pistol at a target 
that has not yet acted in combat, you gain a +2 bonus to your attack rolls 
with that weapon against that target. The bonus applies to all such attacks 
until the target acts. 


Predictive Defense 
The sharpness of your mind, not the speed of your reactions, allows you to 
avoid incoming attacks. 

Prerequisite: Intelligence 13. 

Benefit: You can use either your Dexterity modifier or your Intelligence 
modifier to determine your Reflex Defense. 


Resilient Strength 
Your brute strength and physical conditioning allow you to shrug off effects 
that would debilitate others. 

Prerequisite: Strength 13. 

Benefit: You can use either your Strength modifier or your Constitution 
modifier to determine your Fortitude Defense. 


Riflemaster 
You are skilled in the use of rifles and gain certain benefits depending on 
which weapon you use. 

Prerequisite: Proficient with weapon used. 

Benefit: When you make a ranged attack with a rifle, you gain one of the 
following benefits, depending on the kind of rifle you use. 

Blaster Carbine: You can brace a blaster carbine set to autofire, even 
though it is not an autofire-only weapon. 

Blaster Rifle: You treat the blaster rifle as an accurate weapon. 

Heavy Blaster Rifle: When you use a heavy blaster rifle, the damage dice 
increase from d10 to d12. 

Light Repeating Blaster: You treat the light repeating blaster as if it were 
Medium instead of Large. 


Risk Taker 

You're not afraid to make great leaps or climb treacherous slopes, and 
you know how to put forth the extra effort to make the impossible seem 
routine. 

Prerequisite: Trained in Climb or Jump. 

Benefit: You fall only if you fail a Climb check by 10 or more. Additionally, 
if you make a Jump check and fail to land ona safe or solid surface (such as if 
you fall into a pit or fail to clear a stream of lava), you can spend a Force Point 
as a free action and add the result of the Force Point roll to your distance 
jumped. However, you must land in the first available safe square, 

Normal: You fall if you fail a Climb check by 5 or more. 


Sport Hunter 

You are skilled in the use of slugthrowers and sporting weapons and gain 
its depending on which weapon you use. 

ite: Proficient with weapon used. 

Benefit: When you make a ranged attack with a slugthrower or sporting 
weapon, you gain one of the following benefits, depending on the kind of 
weapon you use. 

Slugthrower Pistol: When you use a slugthrower pistol at point-blank 
range, you deal an extra +1 die of damage with the weapon. 

Slugthrower Rifle: When you use a slugthrower rifle, the damage dice 
increase from d8 to d12. 

Sporting Blaster Pistol: When you use a sporting blaster pistol, reroll any 
result of 1 on the damage dice until you get a result other than 1. 

Sporting Blaster Rifle: When you use a sporting blaster rifle, you gain a 
+1 bonus to attack rolls when you aim before firing. 
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Staggering Attack 
You can deliver punishing blows to your enemies, distracting them and keep- 
ing them from focusing their efforts. 

Prerequisites: Proficient with weapon used, base attack bonus +1. 

Benefit: When using a melee weapon, you can make an attack that 
disrupts an enemy's concentration. You take a -2 penalty to your attack roll, 
and if your attack deals damage, the target takes a -2 penalty to skill checks 
until the end of your next turn. 

Alternatively, you can take a -5 penalty to your attack roll, and if your 
attack deals damage, the target takes a -5 penalty to skill checks until the 
end of your next turn. 


BONUS FEATS 

Some of the feats in this chapter can be selected as bonus feats by certain 
classes. Characters in the following classes can add the listed feats to 
their relevant bonus feat lists. 


CLASS BONUS FEATS 

Jedi Battering Attack, Dive for Cover, Fight Through 
Pain, Force of Personality, Mission Specialist, Never 
Surrender, Officer Candidacy Training, Resilient 
Strength, Risk Taker, Staggering Attack 

Noble Disabler, Fight Through Pain, Force of Personality, 

Mission Specialist, Predictive Defense, Sport 

Hunter 

Bantha Herder, Disabler, Fight Through Pain, Force 

of Personality, Mission Specialist, Opportunistic 

Shooter, Pistoleer, Predictive Defense, Steadying 

Position. 

Scout Destructive Force, Disabler, Dive for Cover, Forceful 
Blast, Fortifying Recovery, Mission Specialist, Never 
Surrender, Opportunistic Shooter, Pistoleer, Resilient 
Strength, Riflemaster, Risk Taker, Sport Hunter, 
Steadying Position 

Soldier Bantha Herder, Battering Attack, Destructive Force, 
Disabler, Dive for Cover, Forceful Blast, Fortifying 
Recovery, Mission Specialist, Never Surrender, 
Officer Candidacy Training, Opportunistic Shooter, 
Pistoleer, Resilient Strength, Riflemaster, Risk Taker, 
Sport Hunter, Staggering Attack, Steadying 
Position 


Scoundrel 


Steadying Position 
You know how to fire from the optimal position, using the ground to steady 
your aim. 
Prerequisite: Careful Shot. 
Benefit: When you are prone and aim before making a ranged attack, your 
target does not benefit from its Dexterity bonus to Reflex Defense. 


MARTIAL ARTS FEATS 

The following feats represent basic training in a variety of martial arts styles. 
Additionally, many of them have special effects when used in conjunction with 
style-specific talents available to the martial arts master prestige class. 


Echani Training 
You are trained in Echani unarmed fighting techniques, giving you an advan- 
tage in hand-to-hand combat. 

Prerequisites: Dexterity 13, Martial Arts |. 

Benefit: If you make only one unarmed attack during your turn, you can 
double the damage bonus to that attack provided by your Strength modifier 
(minimum +1). 

Once per encounter when you deal damage to a target with an unarmed 
attack, you can immediately make an unarmed attack against the target's 
Fortitude Defense as a free action. If successful, you knock the target to 
the ground (prone) in its current square, provided that the target is no more 
than one size larger than you. 

Special: Targets gain a bonus to Fortitude Defense against being knocked 
prone based on their size: Medium or smaller, +0; Large, +5; Huge, +10; 
Gargantuan, +20; and Colossal, +50. In addition, unusually stable creatures 
(such as those with four legs) gain a +5 bonus to their Fortitude Defense 
against being knocked prone. 

if you have the Echani Expertise talent (see the Martial Arts Forms talent 
tree on page 32), whenever you score a critical hit with an unarmed attack, 
the target is immediately knocked to the ground (prone) in its current square, 
provided that the target is no more than one size larger than you. 


Hijkata Training 
You are trained in the Hijkata style of unarmed fighting and can quickly turn 
enemies’ attacks against them. 

Prerequisites: Combat Reflexes, Martial Arts |. 

Benefit: Once per round, when an adjacent enemy successfully damages 
you with a melee attack, you can make an attack of opportunity with an 
unarmed attack at a -5 penalty against that enemy, even if the enemy's 
attack normally would not provoke an attack of opportunity. 

Once per encounter, when an enemy provokes an attack of opportunity 
from you and you successfully damage that enemy with an unarmed attack 
of opportunity, that enemy takes a penalty to attack rolls equal to your 
Dexterity modifier (minimum +1) until the end of your next turn. 


FEAT NAME PREREQUISITES 
Echani Training Dexterity 13, Martial Arts | 
Hijkata Training Combat Reflexes, Martial Arts | 


Martial Arts |, trained in Stealth 

Dual Weapon Mastery |, Martial Arts | 
Martial Arts |, Running Attack 

Dodge, Martial Arts |, trained in Initiative 
Strength 13, Martial Arts | 

Constitution 13, Martial Arts |, Wookie 


K'tara Training 
K'thri Training 
Stava Training 
Tae-Jitsu Training 
Terds Kasi Training 
Wrruushi Training 


Special: If you have the Hijkata Expertise talent (see the Martial Arts 
Forms talent tree on page 32), once per encounter, you can spend a full- 
round action to designate a single adjacent ally. Until the start of your next 
turn, any enemy adjacent to you or the designated ally that makes an attack 
roll against that ally provokes an attack of opportunity from you. If the ally 
moves during his or her turn, you can immediately move a number of squares 
up to your speed as a reaction; however, you must end your movement in a 
square that is adjacent to the designated ally. 


K'tara Training 
You are trained in the K'tara style of unarmed fighting, which enables you to 
neutralize enemies before they even know that you are present. 

Prerequisites: Martial Arts |, trained in Stealth. 

Benefit: You roll an extra die of damage against a flat-footed enemy on 
‘one unarmed attack during your turn. 

Once per encounter, when you deal damage with an unarmed attack to 
a target that has been denied its Dexterity bonus to Reflex Defense, make 
a second unarmed attack against the target's Fortitude Defense as a free 
action. If successful, you render the target incapable of speech until the end 
of your next turn. This is a stunning effect. 

Special: If you have the K'tara Expertise talent (see the Martial Arts 
Forms talent tree on page 33), you can spend two swift actions to cause 
a single adjacent enemy to be flat-footed against your first attack during 
the same round. 


K'thri Training 
You are trained in the K'thri style of unarmed fighting, striking with flashy 
moves and incredible speed. 

Prerequisites: Dual Weapon Mastery |, Martial Arts |. 

Benefit: Once per round, you can spend a swift action to make a single 
unarmed attack against one enemy within reach, dealing your base unarmed 
damage with no bonus to the damage roll from your Strength or heroic level. 


BENEFIT 

Double Strength bonus to unarmed damage; knock target prone. 

Make counterattacks; impose penalties to enemy attacks. 

Deal extra damage against flat-footed enemy; render target mute. 

Make swift unarmed attacks; deal half damage on misses. 

Grab and grapple as a larger creature; grab after charging. 

Deal more damage on critical hits; use Dodge against enemies. 

Treat target's damage threshold as lower. 

Gain bonus hit points on unarmed attacks; deny target equipment bonus. 


Once per encounter, when you make an unarmed attack that misses the 
target, you deal half damage to the target. 

You must be wearing light or no armor to gain the benefit of this feat. 

‘Special: If you have the K’thri Expertise talent (see the Martial Arts Forms 
talent tree on page 33), once per encounter when making a full attack, you 
can reroll one of your unarmed attack rolls; however, you must accept the 
result of the reroll, even is worse. You must be wearing light or no armor 
to gain this special benefit. 


Stava Training 
You are trained in the Stava unarmed fighting style of the Noghri and can 
‘subdue an enemy with ease. 

Prerequisites: Martial Arts |, Running Attack. 

Benefit: When making a grab attack (see page 152 of the Saga Edition 
core rulebook), you are considered to be one size category larger for the 
purpose of determining the size of the opponent that you can grab. If you 
are capable of making a grapple attack, you are considered to be one size 
category larger for the purpose of determining your size modifier to grapple 
checks. 

When making an unarmed attack against a target while charging an 
opponent (see page 152 of the Saga Edition core rulebook), if your attack 
roll is successful, you can make an immediate grab attack against that target 
as a free action. 

You must be wearing light or no armor to gain the benefit of this feat. 

Special: If you have the Stava Expertise talent (see the Martial Arts 
Forms talent tree on page 33), you can add your Strength bonus and your 
Dexterity bonus to grapple checks. You must be wearing light or no armor 
to gain this special benefit. 
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Tae-Jitsu Training 
You are trained in the Tae-Jitsu style of unarmed fighting and can use a 
variety of techniques to defeat your enemy. 

Prerequisites: Dodge, Martial Arts |, trained in Initiative. 

Benefit: When you score a critical hit with an unarmed attack, the damage 
dealt by your attack increases by one die step, to a maximum of d12. 

Once per encounter, when you make a successful unarmed attack against 
an enemy, you can spend a swift action to designate that enemy as your 
primary adversary. Until the end of the encounter, you gain the benefit of the 
Dodge feat against that enemy and against one other enemy of your choice. 

Special: If you have the Tae-Jitsu Expertise talent (see the Martial Arts 
Forms talent tree on page 33), when you score a critical hit against an enemy 
who has been designated as your primary adversary, that enemy takes a -2 
penalty to attack rolls until the end of your next turn. 


Teras Kasi Training 
You are trained in the Teras Kasi unarmed fighting style and can send an 
‘enemy reeling with a single punch, 

Prerequisites: Strength 13, Martial Arts |. 

Benefit: Once per round when you make a successful unarmed attack, 
you reduce the target's damage threshold by 5 when determining the effect 
of the attack. 

Special: If you have the Teras Kasi Basics talent (see the Master of Teras Kasi 
talent tree on page 53 of Threats of the Galaxy), you are considered to be one 
size category larger when determining the damage of your unarmed attacks. 


Wrruushi Training 
You are trained in the Wrruushi unarmed fighting style of the Wookiees and 
feel more invigorated in the heat of battle. 

Prerequisites: Constitution 13, Martial Arts |, must be a Wookiee. 

Benefit: Once per round when you make a successful unarmed attack, you 
gain a number of bonus hit points equal to your Constitution modifier. Damage 
is subtracted from the bonus hit points first, and any bonus hit points remain- 
ing at the end of the encounter are lost. Bonus hit points do not stack. 

Once per encounter, you can make an unarmed attack against an enemy's 
Fortitude Defense instead of the enemy's Reflex Defense. If the attack is 
successful, the enemy not only takes damage but also loses any equipment 
bonuses to Fortitude Defense until the end of the encounter. 

You must be wearing light or no armor to gain the benefit of this feat. 

Special: If you have the Wrruushi Expertise talent (see the Martial Arts 
Forms talent tree on page 33), once per encounter when you score a critical 
hit with an unarmed attack against an enemy, you can deal normal damage 
and move the target an additional -2 steps on the condition track, regard- 
less of the damage result. You must be wearing light or no armor to gain 
this special benefit. 


TEAM FEATS 

The following feats, collectively referred to as team feats, allow multiple 
heroes in a party to take the same feat to gain cumulative benefits. These 
team feats represent the concept that you and your allies have trained 
together and are part of the same military unit. When a mission calls for 
specialized skills, your group is chosen because you work well together and 
can get the job done. 

Each team feat provides a competence bonus to a particular skill check, 
the same type of bonus that is provided by the Skill Focus feat. If you are 
considering taking either a team feat or the Skill Focus feat, consider whether 
other heroes in your group are willing to take the same team feat. If at least 
two other allies take the same team feat, you will gain a greater benefit by 
taking the team feat rather than the Skill Focus feat. However, if fewer than 
two other allies take the team feat, you will gain a greater benefit by taking 
the Skill Focus feat instead. 


Aquatic Specialists 
You and your allies have trained extensively in underwater combat and 
specialize in missions in aquatic environments. 

Prerequisite: Trained in Swim. 

Benefit: You gain a +3 competence bonus to Swim checks. At the time 
you make a check, for each ally within 12 squares of you who also has this 
feat, the competence bonus increases by 1 (to a maximum of +7). Addition- 
ally, when you swim, you swim at half speed as a move action (or you swim 
at your speed as a full-round action). 


Ascension Specialists 
You and your allies train on the sheer cliffs of Teth and the sinkholes of 
Utapau as a matter of course, 

Prerequisite: Trained in Climb. 

Benefit: You gain a +3 competence bonus to Climb checks. At the time 
you make a check, for each ally within 12 squares of you who also has this 
feat, the competence bonus increases by 1 (to a maximum of +7). Addition- 
ally, when you climb, you climb at half speed as a move action (or at your 
normal speed as a full-round action). 


Covert Operatives 
You and your allies specialize in undercover missions in which stealth and 
subtlety are paramount. 

Prerequisite: Trained in Stealth. 

Benefit: You gain a +3 competence bonus to Stealth checks. At the time 
you make a check, for each ally within 12 squares of you who also has this 
feat, the competence bonus increases by 1 (to a maximum of +7). Addition- 
ally, when moving more than your speed or more than twice your speed, 
reduce the penalties to Stealth checks by 2. 


FEAT NAME PREREQUISITES 
Aquatic Specialists Trained in Swim 
Ascension Specialists Trained in Climb 


Covert Operatives Trained in Stealth 
Medical Team Trained in Treat Injury 
Mounted Regiment Trained in Ride 

Nimble Team Trained in Acrobatics 
Slicer Team Trained in Use Computer 
Technical Experts Trained in Mechanics 
Tireless Squad Trained in Endurance 
Unhindered Approach Trained in Jump 

Unified Squadron Trained in Pilot 

Wary Sentries Trained in Perception 


Wilderness Specialists Trained in Survival 


Medical Team 

You and your allies know the value of keeping soldiers alive and perform as 
ling unit. 

Trained in Treat Injury. 

+ You gain a +3 competence bonus to Treat Injury checks. At the 
time you make a check, for each ally within 12 squares of you who also has 
this feat, the competence bonus increases by 1 (to a maximum of +7). Addi- 
tionally, when you use the aid another action to assist an ally who has this 
feat with a Treat Injury check to restore hit points, your ally always restores 
an extra 4 hit points to the target. 


Mounted Regiment 
You and your allies act as mounted cavalry, specializing in using beasts 
in war, 

Prerequisite: Trained in Ride. 

Benefit: You gain a +3 competence bonus to Ride checks. At the time you 
make a check, for each ally within 12 squares of you who also has this feat, 
the competence bonus increases by 1 (to a maximum of +7). Additionally, 
Once per round as a reaction to your mount being attacked, you can make a 
Ride check; if the result exceeds the mount's Reflex Defense, use your check 
result against the attack instead of using the mount's Reflex Defense. 


Nimble Team 
You and your allies train extensively to avoid hazards and to slip through 
tight spaces, making it difficult to pin your team down. 

Prerequisite: Trained in Acrobatics. 


BENEFIT 

Gain bonuses to Swim checks when near allies. 

Gain bonuses to Climb checks when near allies. 

Gain bonuses to Stealth checks when near allies. 
Gain bonuses to Treat Injury checks when near allies. 
Gain bonuses to Ride checks when near allies. 

Gain bonuses to Acrobatics checks when near allies. 
Gain bonuses to Use Computer checks when near allies. 
Gain bonuses to Mechanics checks when near allies, 
Gain bonuses to Endurance checks when near allies. 
Gain bonuses to Jump checks when near allies. 

Gain bonuses to Pilot checks when near allies. 

Gain bonuses to Perception checks when near allies. 
Gain bonuses to Survival checks when near allies. 


Benefit: You gain a +3 competence bonus to Acrobatics checks. At the 
time you make a check, for each ally within 12 squares of you who also 
has this feat, the competence bonus increases by 1 (to a maximum of +7). 
Additionally, when you use the Acrobatics skill to tumble, you can tumble 
1 extra square. 


Slicer Team 
You and your allies are computer specialists, capable of penetrating even the 
strongest electronic defenses. 

Prerequisite: Trained in Use Computer. 

Benefit: You gain a +3 competence bonus to Use Computer checks. At 
the time you make a check, for each ally within 12 squares of you who also 
has this feat, the competence bonus increases by 1 (to a maximum of +7). 
Additionally, when you use the aid another action to assist an ally who has this 
feat with a Use Computer check, you provide a bonus of +4 instead of +2. 


Technical Experts 
You and your allies are just as comfortable in the vehicle pool as on the 
battlefield and are capable of maintaining heavy equipment. 

Prerequisite: Trained in Mechanics. 

Benefit: You gain a +3 competence bonus to Mechanics checks. At the 
time you make a check, for each ally within 12 squares of you who also 
has this feat, the competence bonus increases by 1 (to a maximum of +7). 
Additionally, when you use the aid another action to assist an ally who has 
this feat with a Mechanics check, you provide a bonus of +4 instead of +2. 
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Tireless Squad 
You and your allies train for combat scenarios in which your ability to hang 
in for the long haul is the difference between victory and defeat. 

Prerequisite: Trained in Endurance. 

Benefit: You gain a +3 competence bonus to Endurance checks. At the 
time you make a check, for each ally within 12 squares of you who also has 
this feat, the competence bonus increases by 1 (to a maximum of +7). Addi 
tionally, when you use the aid another action to assist an ally who has this 
feat with an Endurance check, you provide a bonus of +4 instead of +2. 


Unhindered Approach 
You and your allies have trained on worlds where the terrain is unstable, and 
your team also specializes in vertical insertion into combat zones. 

Prerequisite: Trained in Jump. 

Benefit: You gain a +3 competence bonus to Jump checks. At the time you 
make a check, for each ally within 12 squares of you who also has this feat, 
the competence bonus increases by 1 (to a maximum of +7). Additionally, 
when you use the Jump skill, add 1 square to your total jump distance. 


Unified Squadron 
You and your allies are excellent pilots whose skills shine when you fly 
together, making you better as a unit than as individuals. 

Prerequisite: Trained in Pilot. 

Benefit: You gain a +3 competence bonus to Pilot checks. At the time you 
make a check, for each ally within 12 squares of you who also has this feat, 
the competence bonus increases by 1 (to a maximum of +7). Additionally, you 
always succeed when trying to avoid collisions with vehicles piloted by allies 
who also have this feat (no collisions occur, even at character scale). 


Wary Sentries 
You and your allies specialize in keeping tabs on your surroundings, making 
you excellent guards and advance scouts. 

Prerequisite: Trained in Perception. 

Benefit: You gain a +3 competence bonus to Perception checks. At the 
time you make a check, for each ally within 12 squares of you who also has this 
feat, the competence bonus increases by 1 (to a maximum of +7). Additionally, 
you can take 10 on Perception checks, even when threatened or rushed. 


Wilderness Specialists 
You and your allies have been trained to survive in the wild and can live 
off the land. 

Prerequisite: Trained in Survival. 

Benefit: You gain a +3 competence bonus to Survival checks. At the time 
you make a check, for each ally within 12 squares of you who also has this 
feat, the competence bonus increases by 1 (to a maximum of +7). Addition- 
ally, when you use the aid another action to assist an ally who has this feat 
with a Survival check, you provide a bonus of +4 instead of +2. 


PRESTIGE CLASS 
TALENTS 


The following talents expand the talent trees available to the prestige classes 
found in the Saga Edition core rulebook. 


Evite TROOPER TALENTS 

The elite trooper is most at home on the field of battle, ranking among the 
most capable combatants of any military or mercenary company. A mission 
that an elite trooper considers an interesting challenge would be considered 
a suicide mission by other soldiers. 


New Weapon Master Talent 

The following talent is for use with the Weapon Master talent tree, which is 
available to members of the elite trooper prestige class, Any character who 
can normally choose talents from the Weapon Master talent tree can chose 
this talent as well, 

Ferocious Assault: Once per encounter, when making an autofire attack, 
you can treat the attack as a 6 square cone. Making this attack consumes 
20 shots from the weapon's power pack. 

Prerequisites: Base attack bonus +12, Controlled Burst. 


Squad Leader Talent Tree 
You are an expert at small-unit tactics, leading a small group of allies into 
battle as a cohesive unit. 

All talents in the Squad Leader talent tree apply to other characters in a 
squad you command. A squad includes yourself plus a number of characters 
equal to or less than the sum of your elite trooper class level plus your Cha- 
risma modifier (minimum of one other character). These characters must be 
‘on foot, must have line of sight to you, and must be able to communicate 
with you to gain the benefit of your Squad Leader talents. As a free action, 
you designate which characters are in your squad at the beginning of your 
first turn. 


Each squad can benefit from the talents of only a single squad leader, 
designated when an encounter begins. A character without a squad leader 
can join an existing squad if both character and squad leader are willing and 
if the squad leader has not reached his or her maximum squad size. 

Fall Back: As a move action, you can enable each member of your squad 
to immediately move two squares. This movement does not provoke an 
attack of opportunity. 

Prerequisite: Charisma 13. 

Form Up: As a move action, you give all squad members a +2 morale 
bonus to their Reflex Defense until the end of your next turn, as long as 
they are within 6 squares of another squad member. 

Prerequisites:Charisma 13. 

Full Advance: As a move action, you give all squad members a +2 morale 
bonus to damage rolls until the end of your next turn. 

Prerequisite: Charisma 13. 

Hold Steady: Once per encounter, as a standard action, you move all 
members of your squad +1 step on the condition track. 

Prerequisite: Charisma 13. 

Search and Destroy: As a move action, you give all squad members a +2 
morale bonus to Perception checks until the end of your next turn. 

Prerequisite: Charisma 13. 


GUNSLINGER TALENTS 

Although more commonly seen in one-on-one fights and small skirmishes, the 
gunslinger's fast reflexes and deadly accuracy are just as dangerous in large- 
scale military actions as in the holovid stereotype of a duel at midday. 


New Gunslinger Talent 

The following talent is for use with the Gunslinger talent tree, which is 
available to members of the gunslinger prestige class. Any character who 
can normally choose talents from the Gunslinger talent tree can chose this 
talent as well. 

Keep Them Honest: When using the aid another action to suppress an 
enemy (see page 151 of the Saga Edition core rulebook), the enemy instead 
takes a -5 penalty to all attack rolls until the end of your next turn. 

Prerequisite: Careful Shot feat. 


Sharpshooter Talent Tree 
You are an expert at long-range combat, using the inherent range advantage 
of a rifle to win the day. 

Bullseye: Once per encounter, you can designate a single target that 
you have aimed at and that is not within point-blank range. When making a 
ranged attack roll against that target, the target is denied its Dexterity bonus 
to Reflex Defense when determining the effect of your attack. 

Prerequisites: Draw a Bead, Precision Shot, Sniper feat. 


Draw a Bead: Once per round, you can spend a single swift action to 
designate a single enemy who is not within point-blank range. When you 
make a successful ranged attack roll that deals damage against the desig- 
nated enemy, add your Dexterity bonus (minimum +1) to the damage roll. 
This effect lasts until the target is unconscious, dead, or leaves your line of 
sight. You can have only one enemy designated in this manner. 

Prerequisites: Precision Shot, base attack bonus +10. 

Pinning Shot: You can keep your target worrying about where the next 
shot is coming from instead of trying to flee. When you deal damage to an 
enemy that you have aimed at, the target's speed is reduced to 2 squares, 
and the target cannot take either a double move action or use the run action 
until the end of your next turn. This is a stunning effect. 

Prerequisite: Precision Shot. 

Harrying Shot: When you make a successful ranged attack against 
an enemy that you have aimed at and the attack deals damage, the target 
cannot use a standard action to make an attack roll on his or her next turn. 
This counts as a stunning effect. 

Prerequisites: Pinning Shot, Precision Shot. 

Precision Shot: When using the aim action, you gain the benefit of the 
Point Blank Shot feat against your target, regardless of range category. 

Prerequisite: Far Shot feat. 
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MARTIAL ARTS 
MASTER 


Most warriors become proficient with a variety of weapons, but martial arts 
masters strive to master various styles of hand-to-hand combat, shunning 
blasters and turning their bodies into powerful weapons. Although other 
combatants are satisfied with learning the basics of unarmed combat, mar- 
tial arts masters learn the techniques and philosophies of many different 
styles of martial arts, incorporating different elements and techniques into 
unique personal styles. They are among the most self-sufficient and the most 
dangerous fighters in the galaxy. 

Martial arts masters focus on perfecting their art, but many different 
paths lead to that goal. Some martial arts masters withdraw from the galaxy, 
honing their skills in small, isolated enclaves, Others use their prowess in the 
defense of the helpless and innocent in a manner befitting a Jedi Knight. 
Some make their lethal skills available to the highest bidder, and still others 
hold positions of influence with criminal cartels, using their deadly fighting 
abilities to ruthlessly maintain their rank. 

During any era of play, martial arts masters can be surprisingly dangerous 
enemies, since they require nothing more than their own limbs to lay even 
the toughest of enemies low. 


BASE ATTACK BONUS CLASS FEATURES 


LEVEL 

Ist + Defense Bonuses, talent 
2nd +2 Tough as Durasteel +2 
3rd +3 Talent 

4th +4 Tough as Durasteel +4 
5th +5 Talent 

6th +6 Tough as Durasteel +6 
7th 47 Talent 

8th +8 Tough as Durasteel +8 
9th +9 Talent 

joth +10 Tough as Durastee! +10 


EXAMPLES OF MARTIAL ARTS 
MASTERS IN STAR WARS 

Anoon Bondura, Arden Lyn, Bultar Swan, the Pike sisters, the Five Masters 
of Cularin. 


REQUIREMENTS 
To qualify to become a martial arts master, a character must fulfill the 
following criteria. 

Base Attack Bonus: +7. 

Feats: Martial Arts |, Martial Arts Il, Melee Defense, and at least one of the 
following feats: Echani Training, Hijkata Training, K'tara Training, K'thri Training, 
Stava Training, Tae-Jitsu Training, Teras Kasi Training, or Wrruushi Training. 

Talents: One talent from either the Brawler talent tree (see page 52 
of the Saga Edition core rulebook) or the Survivor talent tree (see page 
50 of the Saga Edition core rulebook). 


GAME RULE INFORMATION 

Martial arts masters have the following game statistics. 

Hit Points 

At each level, martial arts masters gain 1d10 hit points + their Constitution 
modifier. 


Force Points 
Martial arts masters gain a number of Force Points equal to 6 + one-half their 
character level, rounded down, every time they gain a new level in this class. 


CLASS FEATURES 
The following are features of the martial arts master prestige class. 


Defense Bonuses 
At Ist level, you gain a +2 class bonus to your Reflex Defense and a +4 class 
bonus to your Fortitude Defense. 


Talents 

At every odd-numbered level (1st, 3rd, Sth, and so on), you select a talent. 
The talent can be selected from the Awareness talent tree (see page 49 of 
the Saga Edition core rulebook), the Master of Teras Kasi talent tree (see 
page 53 of Threats of the Galaxy), the Martial Arts Forms talent tree, or the 
Unarmed Mastery talent tree (both of which are presented below). 


MARTIAL ARTS FORMS TALENT TREE 

You have advanced training in one or more martial art forms, turning your 
body into a lethal weapon. Although any character can practice these forms, 
you have the dedication and perseverance to go beyond what most beings 
are capable of. 

Echani Expertise: When making an unarmed attack, you extend your 
critical threat range by 1 (for example, 19-20 instead of 20). However, 
anything other than a natural 20 is not considered an automatic hit; if you 
roll anything other than a natural 20 and still miss the target, you do not 
score a critical hit. 

Prerequisite: Base attack bonus +10. 

Hijkata Expertise: When you damage a creature or droid with an 
unarmed attack, the target takes a penalty to its next attack roll equal to 
your Strength bonus. 
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HARDWARE 
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Weapons and hardware make the soldier. For thousands of years, blasters 
are the dominant weapon technology used by soldiers, mercenaries, and 
warriors alike. However, a bewildering array of weapons and armor are used 
throughout the galaxy, from cutting edge to primitive. A soldier might face 
sophisticated fighters with missile launchers, battle armor, and the latest 
in blaster and ion technology, or primitive savages wearing little more than 
bone armor and wielding bows and spears. 


SPOILS OF WAR 

One effect of war is the massive amount of weapons, armor, ships, and other 
valuable (and powerful) equipment left behind on the battlefield or captured 
in conquered cities and settlements. For the players, this becomes a windfall, 
offering a multitude of choices to upgrade their heroes’ gear. When such 
spoils become available, the GM must decide what items, if any, the heroes 
can take for their own. 

If the heroes serve in a reqular military unit, such as those of the Empire, 
Republic, or Rebel Alliance, the choice is essentially already made for them. 
Armies rarely allow soldiers to keep weapons or equipment captured in 
battle, much less to use such loot in their daily duties. Trophy items might 
be permitted, depending on the rules set down by commanding officers, but 
these are kept at the barracks to show off to comrades. Particularly powerful, 
rare, experimental, or dangerous items are never left in the hands of ordinary 
soldiers and are confiscated for study, archiving, or use in infiltration, diver- 
sion, or other such missions. 

If the heroes belong to a mercenary or paramilitary force, they might 
be allowed to keep some weapons, vehicles, and gear they obtain on their 
missions, but most of it must be turned over to be used by the organization 
or to be sold for additional profit. Of course, one aspect of belonging to a 
mercenary group is earning a percentage of the spoils of war, so capturing 
intact gear and vehicles is a high priority for any mercenary. 

As the Gamemaster, you must decide whether to allow the heroes to keep 
equipment obtained during adventures ( see “Equipment” on page 249 of the 
Saga Edition core rulebook). However, capturing valuable equipment should 
be considered beneficial to the players. Grant them either 25%—50% of the 
total value of the captured equipment or an appropriate XP reward. Heroes 
who consistently recover captured loot can also gain notoriety within their 
organization (see “Rank and Privilege” on page 73). Also, the Gear Requi- 
sitioning System (on page 69) allows military characters to gain access to 
bigger and better weapons and gear, making looting essentially irrelevant. 
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ADVANCED MELEE WEAPONS cOsT DAMAGE 


STUN DAMAGE 


WEIGHT = TYPE AVAILABILITY 


Shock stick 450 - 3d6 stun 1.4 kg Energy Licensed 
Static pike '? 300 2d6 2d6 1.8 kg Energy and piercing Restricted 
Vibrolance 500 2410 - 2kg Piercing Licensed 
EXOTIC WEAPONS cost DAMAGE STUN DAMAGE WEIGHT TYPE AVAILABILITY 
‘SOT Ee Se ee ee Ee 
Darkstick ' 1,000 1d6 - 1.5 kg Slashing Rare 
SIMPLE WEAPONS cost DAMAGE STUN DAMAGE WEIGHT TYPE AVAILABILITY 
‘Sa SS TS Si ee ne 
Entrenching tool 50 1d6 - 1kg Slashing or piercing - 
Fire blade 200 2d4 - 1.0 kg Energy and slashing - 
UNARMED cost DAMAGE STUN DAMAGE WEIGHT TYPE AVAILABILITY 
Unarmed, Small character - 1d3 - - Bludgeoning = 
Shockboxing gloves 500 + +1 0.4 kg Bludgeoning and energy Restricted 
Unarmed, Medium character - 1d4 - - Bludgeoning = 
Shockboxing gloves 600 + + 0.5 kg Bludgeoning and energy Restricted 
1Can be thrown. 
2 Reach weapon. 


MELEE WEAPONS 

War is ugly, requiring a soldier to get up close and personal with the enemy. 
Most soldiers rely on blasters, but nevertheless, few venture into battle 
without a weapon suitable for hand-to-hand combat. 


Darkstick 

Exotic Weapon 

The darkstick is a curved blade developed by the Kerestian species. Difficult 
to master, the weapon is deadly in the hands of a proficient wielder. Although 
they vary in size, a typical darkstick is about 20 centimeters long with a 
handle designed to be gripped between the large knuckles of a Kerestian. 
Masters of the darkstick can hold two or even three of the blades in each 
hand, greatly increasing the damage they deal. Darksticks are named for the 
Kerestian belief of the Great Darkness that awaits all souls. 

Later versions of the darkstick also incorporate special webs of light- 
absorbing cells, which shroud the wielder in darkness. Attacks from enemies 
who are immediately adjacent treat the wielder as if he or she were in total 
concealment. Creatures or characters with darkvision ignore this penalty. 
The darkstick wielder must be able to see in the dark or take the penalty 
as well. 


Any character proficient in the use of the darkstick can hold more than 
‘one in one hand, as Kerestians do. When wielding multiple darksticks in one 
hand, you are considered to be wielding only one weapon, but you increase 
the damage dice for the darkstick from 1d6 to 2d8. (The damage remains 
2d8 for any number of darksticks over two.) 

A darkstick can be thrown. If your attack exceeds the target's Reflex 
Defense by 5 or more, the darkstick also returns to your hand immediately 
after the attack. 


Entrenching Tool 

‘Simple Weapon 

Used by soldiers for thousands of years, the entrenching tool is a durable, 
multipurpose tool that also can be an effective melee weapon. The 
entrenching tool can be configured as a short shovel, a pickaxe, or even 
a makeshift hammer. 

The entrenching tool is designed to be durable enough for combat, but 
it is not as balanced as a regular weapon. The wielder takes a —2 penalty to 
attack rolls (improvised weapons normally impose a —5 penalty to attack 
rolls) and can choose to deal either piercing or slashing damage. 


Fire Blade 
Simple Weapon 
The inhabitants of the planet Dathomir coined the term “fire blade" for this 
cutting energized blade, but similar tools can be found on nearly every planet 
in the galaxy. When activated, a sheath of energy surrounds the blade of 
this weapon, allowing it to slice through nearly any material. The fire blade 
cauterizes a wound as it cuts, and it is used to trim the nails of the ferocious 
kwi, lizard creatures native to Dathomir. 

{A fire blade ignores the DR of unattended objects, and requires an energy 
cell to operate. 


Shockboxing Gloves 

Simple Weapon 

Shockboxing gloves are powered gauntlets worn during a shockboxing match. 
Shockboxing gloves protect the wearer's hands and also deal damage to any 
character hit by them. Shockboxing gloves are similar to stunning gauntlets 
(see page 202 of the Knights of the Old Republic Campaign Guide). However, 
unlike stunning gauntlets, shockboxing gloves have various settings, from 
lethal to a light shock (for sparring) as well as a stun setting. 

Shockboxing gloves provide a +1 bonus to damage with a successful 
unarmed attack. They can be set to stun as a swift action, converting the 
wearer's unarmed damage to stun damage (and providing the +1 bonus to 
stun damage). 

Shockboxing gloves are two sizes smaller than their wearer (for example, 
a pair of shockboxing gloves designed for a Human are Tiny). The way 
shockboxing gloves are worn prevents the wearer from being disarmed or 
from dropping them, 


Shock Stick 

Advanced Melee Weapon 

The shock stick is a melee weapon that delivers a stunning blow to the 
enemy's senses. Using technology similar to that of a stun baton, a shock 
stick has the added benefit of delivering its stunning energy in a rapid, over- 
whelming burst that can completely disable less hardy beings. 

A shock stick always deals stun damage. When a target susceptible to 
stun damage is hit by a shock stick, compare the damage (before halving) 
to the target's current hit point total. If the damage equals or exceeds the 
target's hit point total, the target moves —5 steps on the condition track 
and is knocked unconscious. Otherwise, compare the result to the target's 
damage threshold and resolve the attack as normal. 

A shock stick requires an energy cell to operate. Additionally, a shock 
stick can be mounted on a weapon as a bayonet (see page 121 of the Saga 
Edition core rulebook). When a shock stick is mounted on a rifle as a bayonet, 
the wielder takes no penalty to attacks with the shock stick for not having 
the Weapon Proficiency (advanced melee weapons) feat, if the wielder is 
proficient in the rifle's use. 


Static Pike 
Advanced Melee Weapon 
Static pikes are reach weapons utilized by the Picadors on Geonosis. Primarily 
employed to herd reticent animals or to goad dangerous ones, the static pike 
is also an effective weapon. The tip of the weapon is incredibly sharp, but 
the main purpose of the weapon is to deliver an electric shock, which can 
be adjusted either to stun a creature or to give a potentially lethal jolt. The 
handle of the static pike is insulated to protect the wielder from accidental 
electrocution. 

Static pikes can be set to deliver either lethal or stun damage. A static 
pike is balanced, allowing the wielder to throw it like a spear. 

A static pike requires an energy cell to operate. 


Vibrolance 

Advanced Melee Weapon 

The vibrolance is a large, spearlike weapon commonly employed by guards 
and sentries. The weapon deals a massive amount of damage. Gamorreans 
particularly enjoy brandishing vibrolances, using them to prod slaves or 
spear prisoners. 

The large vibroblade on the end of the weapon can deal either piercing 
or slashing damage. A vibrolance is too large and unwieldy to be thrown 
effectively. 

A vibrolance requires an energy cell to operate. 


RANGED WEAPONS 

Soldiers prefer ranged weapons. The venerable and ubiquitous blaster 
dominates the field as soldiers’ personal weapons, but environment, mission 
requirements and personal choice also influence the type of firepower that 
soldiers wield. Many soldiers carry several weapons: a rifle or carbine for 
most situations, a pistol for up-close work, and grenades or even a missile 
launcher to deal serious damage. 


Ascension Gun 

Pistol 

The ascension gun is a heavy blaster pistol with a special syntherope tether 
and grappling-dart launcher attached. As a swift action, you can switch the 
weapon from blaster mode to ascension mode. When fired in ascension mode, 
the weapon shoots a grappling dart attached to the syntherope, tethering 
the weapon to the target. If the tether is projected vertically, the ascension 
gun can pull the wielder upward at a speed of 12 squares per round, with 
a maximum vertical lift capacity of roughly 720 kg. An ascension gun can 
also be used to create a zipline to a target surface after the syntherope has 
been secured to a fixed object at the shooter's location. The zipline allows 
the wielder to slide along the line at a speed of 12 squares per round if the 
destination has a lower elevation. In ascension mode, the gun has a maximum 
range of 30 squares (45 meters). 
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In blaster mode, an ascension gun functions like a normal heavy blaster 
pistol. Ascension guns are somewhat bulkier than other weapons of the 
same size, imposing a —5 penalty to Stealth checks made to conceal the 
weapon. 

An ascension gun requires a power pack to operate. After 50 shots, the 
power pack must be replaced. Additionally, the ascension gun carries only two 
lengths of syntherope; after 2 uses, the syntherope must be replaced. 


Blaster Pistol, Sidearm 

Pistol 

Sidearm blaster pistol is the generic term for blaster pistols that have a high 
ammunition efficiency rating. Created by BlasTech Industries under contract 
for the Grand Army of the Republic, the DC-15s sidearm blaster is a favorite 
backup weapon carried by clone commandos. Although the shots that it 
fires are as powerful as those of other blasters, the blaster's slow recharge 
rate enforces conservation of ammunition, which can be advantageous in 
a prolonged firefight or when the wielder finds himself behind enemy lines 
without access to additional power packs. 

A sidearm blaster pistol requires a power pack to operate. If you use a 
sidearm blaster pistol with the Rapid Shot feat or any feat that has Rapid 
Shot as a prerequisite, you must spend a swift action to reset the weapon's 
trigger before it can be fired again. This feature and the special energy-trickle 
technology allow the power pack to last for 250 shots 


Blaster Ri 
Rifle 
Avariable blaster rifle, such as BlasTech’s DC-15S, allows a wielder to contro! 
the amount of tibanna gas it uses, creating more-powerful shots with the 
potential to deal more damage to the target. During the Clone Wars, when 
battles are fought far from Republic supply lines, clone troopers take advan- 
tage of the ability to dial their weapon's power up or down depending on the 
enemies they face. When fighting B-Series battle droids, for example, the 
clones conserve their ammunition by using lighter damage settings. 

A variable blaster rifle requires a power pack to operate. After 500 shots, 
the weapon's power pack must be replaced. As a swift action, you can adjust 
the weapon's power level up or down. You can adjust the weapon's base 
damage to 3d6, but doing so causes the weapon to consume five times 
more shots per attack. Likewise, you can adjust the weapon's base damage 
to 3d8, but doing so causes the weapon to consume ten times more shots 
per attack. For example, attacking with Rapid Shot normally consumes 2 
shots from a blaster. On its weakest setting, each Rapid Shot attack with a 
variable blaster rifle consumes 2 of the rifle's 500 shots. If the rifle is set 
to 3d6 damage, each attack with Rapid Shot consumes 10 of the rifle’s 500 
shots (2 x 5 = 10). If the rifle is set to 3d8 damage, each attack with Rapid 
Shot consumes 20 of the rifle's 500 shots (2 x 10 = 20) 
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Blaster Rifle, Heavy Variable 

Rifle 

The heavy version of the variable blaster rifle functions almost identically 
to its smaller counterpart, but is capable of much higher damage and also 
includes the same technology used in the ascension gun to create syntherope 
tethers, The clone trooper’s favored blaster rifle, the BlasTech DC-15A, is an 
example of a heavy variable blaster rifle. As a swift action, you can switch the 
weapon from blaster mode to ascension mode. When fired in ascension mode, 
the weapon shoots a grappling dart attached to the syntherope, tethering 
the weapon to the target. If the tether is projected vertically, the ascension 
gun can pull the wielder upward at a speed of 12 squares per round, with 
a maximum vertical lift capacity of roughly 720 kg. An ascension gun can 
also be used to create a zipline to a target surface after the syntherope has 
been secured to a fixed object at the shooter's location. The zipline allows 
the wielder to slide along the line at a speed of 12 squares per round if the 
destination has a lower elevation. In ascension mode, the gun has a maximum 
range of 30 squares (45 meters) 


A RODIAN QUARTERMASTER 


A heavy variable blaster rifle requires a power pack to operate. After 500 
shots, the weapon's power pack must be replaced. Asa swift action, you can 
adjust the weapon's power level up or down. You can adjust the weapon's 
base damage to 3d8, but doing so causes the weapon to consume ten times 
more shots per attack. Likewise, you can adjust the weapon's base damage 
to 3d10, but doing so causes the weapon to consume twenty times more 
shots per attack. For example, attacking with Rapid Shot normally consumes 
2 shots from a blaster. On its weakest setting, each Rapid Shot attack with a 
heavy variable blaster rifle consumes 2 of the rifle's 500 shots; if the rifle is 
set to 3d8 damage, each attack with Rapid Shot consumes 20 of the rifle's 
500 shots (2 x 10 = 20); if the rifle is set to 3410 damage, each attack with 
Rapid Shot consumes 40 of the rifles 500 shots (2 x 20 = 40), 


Crossbow, Repeating 
Simple Weapon 
The repeating crossbow is popular with collectors and historical aficionados 
‘as well as with hunters who desire an additional challenge. The Drolan Plasteel 
Repeating Crossbow is a typical example of this weapon. Made from light- 
weight plasteel, it has a large under-slung magazine of quarrels. With each 
shot, the next quarrel is brought up while the string automatically recocks, 
allowing the crossbow to be fired every round. 

The repeating crossbow magazine holds 10 quarrels, costs 30 credits and 
weighs 1.2 kg. A magazine can be replaced as a move action. 


Flame Cannon 
Heavy Weapon 
The flame cannon is a larger version of the regular flamethrower, with a 
considerably longer range, hotter temperature, and greater fuel capac- 
ity. Examples include the Merr-Sonn Model CR-28 and the Czerka CZ-28 
Flamestrike. Mounted on ground vehicles or tripods, the flame cannon is ideal 
for clearing out bunkers or as a weapon of shock and terror. When mounted 
on a tripod, the flame cannon is treated as one size smaller for purposes of 
being wielded, allowing a Medium character to operate it with two hands. 

The flame cannon shoots a cone of burning chemicals 12 squares long 
and 8 squares wide at the terminus. Make a single attack roll and compare 
the result to the Reflex Defense of every target within this area. A successful 
attack deals 5d6 points of fire damage to the target. If the attack misses, the 
target instead takes half damage. A target with the Evasion talent (see page 
50 of the Saga Edition core rulebook) takes half damage from a successful 
attack and no damage if the attack misses. The normal rules for taking fire 
damage apply (see page 255 of the Saga Edition core rulebook). 

Reloading a flame cannon isa full-round action. The weapon can be used 
20 times before its chemical supply is depleted. Replacement tanks for the 
flame cannon cost 600 credits and weigh 20 kg each. 


Grenade, Radiation 

Simple Weapon 

Banned by all but the most depraved or desperate armies, the radiation 
grenade releases a cloud of radioactive particles that sicken any character 
unfortunate enough to be exposed to them. A radiation grenade explodes in 
a burst of light smoke, affecting everything within the 2-square burst radius. 
The grenade detonates on contact after it is thrown, dealing damage in the 
same round it is hurled. 

When you make an area attack with a radiation grenade, you make a 
single attack roll and compare the result to the Fortitude Defense of every 
target in the grenade’s burst radius. Creatures you hit take full damage, and 
creatures you miss take half damage. A target with the Evasion talent (see 
page 50 of the Saga Edition core rulebook) takes half damage from a suc- 
cessful attack and no damage if the attack misses. 

The target also takes the effect of exposure to radiation. The radiation gre- 
nade is treated as Moderate radiation for the purposes of damage and Treat 
Injury checks (see pages 255-256 of the Saga Edition core rulebook). 


Grenade, Smoke 

Simple Weapon 

A smoke grenade produces a cloud of obscuring fog that blocks sight. Smoke 
grenades come in a variety of colors, making them useful as a signaling 
method to mark aerial attacks or call for evacuation. Smoke grenades fill a 
‘2-square burst radius with thick smoke that provides concealment and cre- 
ates a smoke hazard within the area (see page 256 of the Saga Edition core 
rulebook). This cloud lasts for 10 rounds. 


Interchangeable Weapon System 

Rifle (Special) 

The DC-17m Interchangeable Weapon System (also called the DC-17m 
ICWS) is a weapon unique to clone commandos. The varying demands of 
the battlefield and the clone commandos' atypical missions led BlasTech to 
design this weapon to fill three different roles. The basic configuration is 
a standard blaster rifle. Additional attachments, however, can be added to 
transform the weapon into a sniper rifle or an anti-armor grenade launcher. 
Clone commandos appreciate the versatility of the ICWS, which reduces the 
weight they carry by reducing the number of their weapons. 

The ICWS can be switched among three different modes: standard blaster 
rifle, sniper rifle, and anti-armor mode. Switching weapon types is a standard 
action. In blaster-rifle mode, the ICWS functions like a regular blaster rifle. 

When the ICWS is changed to sniper-rifle mode, the weapon includes a 
targeting scope (see page 140 of the Saga Edition core rulebook), so there 
is no penalty to attacks at short range. However, the wielder takes a —2 
penalty against targets at unmodified point blank range. 
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When the ICWS is in anti-armor mode, the weapon is a single-shot gre- 
nade launcher that fires special ammunition (3-square burst radius). In this 
mode, the ICWS is considered a heavy weapon. 


Mortar Launcher 
Heavy Weapon 
The Merr-Sonn MobileMortar-3 is typical of mortar launchers wielded by 
soldiers. The mortar launcher is popular with insurgents, partisans, and other 
underdog armies because of its ease of use, low cost, and ability to drop 
shells on the enemy from behind cover and at a distance. The mortar launcher 
consists of a tube, a tripod, and a magazine along with a built-in computer 
that adjusts for wind and other environmental factors. The magazine holds 
five shells and allows the mortar to automatically reload after every shot. 
Alternatively, the wielder can drop a single shell down the open tube, and 
the powerful electromagnet at the base launches the shell 

A mortar launcher lobs shells in a high arc. Therefore, it cannot be used 
against targets at point blank range. Additionally, when you launch a mortar 
at a target, you can treat the weapon's point of origin as being 20 squares 
in the air for the purposes of determining line of sight and cover. Mortar 
launchers fire mortar shells, which are statistically identical to grenades. 


OC-17™ INTERCHANGEABLE WEAPON SysTEM 


Rotary Blaster Cannon 

Heavy Weapon 

A rotary blaster cannon is a heavy weapon that fires a massive spray of 
blaster bolts at a target. Coming to prominence at the dawn of the Clone 
Wars, Merr-Sonn’s Z-6 rotary blaster cannon is similar to a heavy repeating 
blaster in many ways. It is carried by a single heavy-weapons specialist, but 
unlike most heavy repeating blasters, the Z-6 rotary blaster cannon does 
not require a tripod. The weapon is popular among the clone troops of the 
Galactic Republic because it can be fired from the hip, allowing the wielder 
to cover a greater fire arc with a single burst. However, the weapon is inac- 
curate when the wielder does not take time to brace it. 

If you brace a rotary blaster cannon before firing it, you can choose to 
target a 2x4 square area (instead of the normal 2x2 square area) with your 
autofire attack. However, if you do not brace the rotary blaster cannon, you 
take a —5 penalty to your attack roll in addition to the normal penalties 
associated with firing a weapon in autofire mode (see page 156 of the Saga 
Edition core rulebook). 

The rotary blaster cannon requires a power pack to operate. After 20 
shots, the power pack must be replaced, This weapon can also be attached 
to a power generator for longer use. 


Scatter Gun 

Rifle 

Found on primitive planets where slugthrowers are still used, the scatter 
gun is a large-barreled, low-velocity slugthrower that launches a blast of 
pellets spreading out over a distance. Scatter guns and their ammunition 
are cheap to manufacture and are primarily used for hunting. However, 
mercenaries, marines, and other soldiers sometimes carry a scatter gun as a 
back-up weapon for facing enemies in close quarters or for clearing rooms 
in house-to-house fighting. 

Scatter guns deal 348 damage at point blank range, 28 damage at short 
range, and no damage at medium or long range. They do not need power 
packs, Instead, they fire individual shells. Scatter guns hold 10 shells that 
each cost 2 credits and weigh 0.1 kg. 


HEAVY WEAPONS. COST DAMAGE STUN DAMAGE RATE OF FIRE WEIGHT TYPE AVAILABILITY 
Flame cannon* 3,000 5d6 fire = Ss 5kg Fire Military 
Mortar launcher®* 2,500 4d6 =a Ss 20 kg Slashing Military 
Rotary blaster cannon 5,500 310 - A 16 kg Energy Military 
Tactical tractor beam 8,000 3d6" - Ss 25 kg Energy Military 
PISTOLS COST DAMAGE STUN DAMAGE RATE OF FIRE WEIGHT TYPE AVAILABILITY 
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Blaster pistol, sidearm 1kg Energy Military 


Ascension gun! 1,200 38 Yes S 2kg Energy Military 
RIFLES COST DAMAGE STUN DAMAGE RATE OF FIRE WEIGHT TYPE AVAILABILITY 
Blaster rifle, variable 1,300 3d4* Yes SA 5 kg Energy Military 
Scatter gun! 275 3d8/2d8 - Ss 4kg Piercing Licensed 
Interchangeable Weapon 
System* 4,500 38 Yes SA 5kg Energy Military 
Sniper configuration? - 3d10 - Ss - Eneray - 
Anti-armor configuration — Special - S - Slashing = 
Anti-armor ammunition 400 4d6 - s 1kg Slashing - 
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Blaster rifle, heavy variable! 2,250 3d6" 6.5kg Energy Military 


SIMPLE WEAPONS COST DAMAGE STUN DAMAGE RATE OF FIRE WEIGHT TYPE AVAILABILITY 


Crossbow, repeating 400 1d8 = s 1.2kg Piercing = 
Grenade, radiation’ 500 3d8* - s 0.5 kg Energy Mlegal 
Grenade, smoke* 100 - - is 0.5 kg - Restricted 
Targeting laser 50 Special - s 0.1 kg Energy Licensed 


"See weapon description. 


1 Inaccurate Weapon: This weapon cannot fire at targets at medium or long range. 

2 Accurate Weapon: This weapon takes no penalty when firing at targets at short range. 
3 Arc Weapon: This weapon cannot fire at targets at point blank range. 

4 Area attack weapon (see “Area Attacks” on page 155 of the Saga Edition core rulebook). 
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Tactical Tractor Beam 
Heavy Weapon 
This rare weapon is found only in the hands of wealthy armies or extremely 
successful mercenary groups. Utilizing the same technology as starship-sized 
tractor beams, the tactical tractor beam allows fast construction of defensive 
positions by lifting and moving artificial and natural barriers. Because of 
the massive power requirements and temperamental nature of the weapon, 
a tactical tractor beam should be mounted on a large droid or vehicle in 
order to wield the beam effectively in combat. A tactical tractor beam can 
also be fired from a tripod. When mounted on a tripod, it is treated as one 
size smaller for purposes of being wielded—allowing a Medium character 
to operate it with two hands. The tactical tractor beam requires a power 
generator to operate 

The tactical tractor beam functions like a tractor beam on a starship, but it 
can affect only Huge or smaller targets. Ifa tactical tractor beam has success- 
fully grabbed an object, it can move the object up to 10 squares in any direction 
rather than being limited to bringing the object closer, Additionally, a tactical 
tractor beam operator can hurl a grabbed object at another target within 10 
squares, making a ranged attack roll with the weapon against the new target. 
If the attack roll equals or exceeds the target's Reflex Defense, the target takes 
damage based on the size of the object hurled (see Table 14-2: Damage from 
Falling Objects on page 254 of the Saga Edition core rulebook) 


A BATTLE ORDID OPERATES 4 TACTICAL TRACTOR 


Normally, the tactical tractor beam requires a second crewman to regulate 
the weapon's power generator. The second crewman must spend a standard 
action while adjacent to the weapon to regulate its power. After you regulate 
the tactical tractor beam's power, it functions normally until the beginning 
of your next turn. If the weapon's power is not requlated—that is, if a second 
crewman has not done so since the same initiative count on the previous 
round—apply a —2 penalty to all attack rolls made with the weapon. 


Targeting Laser 

Simple Weapon 

This tiny laser is used to paint targets with a beam of light to guide mis- 
siles, bombardment attacks, or other incoming fire, but it otherwise deals 
no damage. The laser is tunable through a broad spectrum, allowing the 
attacker to home in on a specific targeting laser in the otherwise chaotic 
jumble of battlefield laser fire. It can be used by hand or mounted on any 
Medium or larger weapon. 

To use a targeting laser, the wielder makes an attack roll, ignoring any 
armor bonuses to the target's Reflex Defense, As long as the wielder repeats 
the attack each round, any ally who knows the frequency of the targeting 
laser gains a +2 bonus to attack rolls when attacking the target with a missile 
launcher, grenade launcher, or vehicle weapon. 

A targeting laser requires an energy cell to operate. 


EXPLOSIVES 

In addition to grenades and missiles, soldiers make extensive use of mines 
and other explosives. The following explosives are a mix of those used to 
destroy structures and objects and those primarily used against enemy 
troops and vehicles, 

Mines are designed for placement in the ground or to be otherwise hidden 
from sight. Any character attempting to notice a mine takes a —5 penalty 
to his or her Perception check. Setting a mine is a full-round action and 
does not require a Mechanics check. However, attaching a detonator (either 
timed or manual) requires a Mechanics check and overrides the mine's built- 
in triggering system (for more on mines, see pages 100-101 of The Force 
Unleashed Campaign Guide) 


Antipersonnel Mine 

An antipersonnel mine is a shaped explosive that discharges shrapnel in a 
cone, rather than exploding over an area, Retractable magnetic spikes on 
the bottom of the mine allow it be securely placed in the ground or attached 
toa metallic object, such as a vehicle or building. It can be detonated using 
a timer, a manual trigger (see page 101 of The Force Unleashed Campaign 
Guide), or a tripwire, Setting up a tripwire requires a DC 10 Mechanics 
check. Any character, creature, droid, or vehicle moving into a wired square 
detonates the mine. Multiple antipersonnel mines can be linked together with 


an additional DC 10 Mechanics check per mine. When one mine is activated, 
all the linked mines detonate, each dealing separate damage to all targets 
within the area of effect. 

‘An antipersonnel mine damages everything in a 6-square cone in a direc- 
tion that is determined when the mine is placed and activated. 


Detonite Cord 

Detonite cord—a long, thin cable of explosive detonite—is used mainly for 
mining and commercial demolition, Military sappers also commonly employ 
it in the field for specialized uses. Like regular detonite, detonite cord is very 
stable and requires a timer or manual trigger for detonation. 

Detonite cord is sold in reels, each with enough explosive to extend 6 
squares. Multiple reels of detonite cord can be spliced together for larger 
explosions. Designed for precise explosions, detonite causes negligible 
damage beyond its 1-square burst radius. Detonite cord gives a +5 equip- 
ment bonus to a Mechanics check to determine if the erphasiat] ignores the 
DR of an object the detonite is attached to. 


DAMAGE 
WEAPON cost DAMAGE TYPE 
Antipersonnel mine 500 6d6 Piercing 
Detonite cord 1,000 4d6" Energy 
lon mine 800 8d6 ion Energy 
Limpet mine 300 6d6 Energy 


lon Mine 
lon mines can disable droids and vehicles without causing lasting harm, 
allowing them to be captured or salvaged later on. An ion mine is placed in 
or on the ground (in any square adjacent to you) and is triggered when any 
droid or ground vehicle enters the mine's square. 

An ion mine deals ion damage to everything in a 2-square burst radius. 


Limpet Mine 

Designed to take out tanks and other vehicles, limpet mines are flat and 
about the size of a dinner plate. One side of the mine has a handle for easy 
gripping, and the other side is covered with microbeads of adhesive that 
break on hard contact with a flat surface (such as the side of a tank), ensur- 
ing solid adhesion. The shaped charge of the limpet mine causes negligible 
damage beyond its 1-square burst radius and ignores the DR of the object 
or vehicle it is attached to. 

Activating a limpet mine is a standard action. The detonation is delayed 
for one round, providing opportunity to move away before the limpet mine 
explodes. Vehicles and droids that are Large or larger offer sufficient surface 
area for attaching a limpet mine, but the mines cannot be used on characters 
or smaller droids. 


WEIGHT SIZE AVAILABILITY 
1kg Tiny Military 

Tkg Tiny Restricted 

0.5 kg Tiny Military 

0.5 kg Tiny Military 


“The explosion damages everything in a 1-square burst radius from each square that the detonite cord occupies. 


ARMOR BONUS, 
ARMOR (CHECK PENALTY) 


EQUIP BONUS 
COST TO REF DEFENSE TOFORTDEFENSE BONUS 


MAX DEX SPEED SPEED 
(6SQ.) (4SQ.) WEIGHT AVAILABILITY 


Barabel microbe armor 4,000 +2 - +3 - - 6 kg Licensed 
Stun cloak 3,500 +1 - +5 - - 2kg Licensed 
Marine armor 5,000 +5 +2 +3 - - 12 kg Restricted 
‘Mediu AERHOE CEB) Ss 1 2a eR GS GS fe eee ea ao le TS 
Biohazard suit 4,000 = +3 - 4sq. 3sq. 9kg Licensed 
Camo scout armor 6,000 +6 42 +3 45q. 3 sq. 13 kg Licensed 
Katarn-class commando armor 30,000 +9 +4 +1 459. 3 sq. 20 kg Military 
Stalker armor 7,500 47 = 43 459. 35q. 10kg Licensed 
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A MEDIC WEARING 4 BIOHAZARD SUIT 


ARMOR 
Most soldiers wear armor on the battlefield. The armor described below is 
worn by soldiers, mercenaries, and bounty hunters alike 


Barabel Microbe Armor 
Light Armor 
Created by Creshaldyne Industries, this armor is a sleeveless vest of soft mate- 
rial, Pouches within the armor hold a saline solution containing specialized 
microorganisms, which absorb intense heat or radiation. 

Barabel microbe armor provides DR 2 against energy and fire damage. If 
you are using the Armor Upgrades option from Scum and Villainy, Barabel 
microbe armor has room for two upgrades. 


Biohazard Suit 

Medium Armor 

The biohazard suit is a common piece of equipment that protects the wearer 
from hazardous biological matter, The standard biohazard suit is bright yellow 
and features a domed, transparent helmet to allow for normal vision. A bio~ 
hazard suit provides immunity to all atmospheric or inhaled poison hazards, 
as well as to any diseases spread by inhalation or contact. A biohazard suit 
provides 1 hour of breathable atmosphere before the filter and atmosphere 
canister must be replaced. 


Camo Scout Armor 
Medium Armor 
Creshaldyne Industries camo scout armor is worn by scouts, commandos, 
and other stealthy troops. It combines sound-dampening technology with 
the light-bending and light-absorption technology used in the camouflage 
poncho (see page 46). Camo scout armor provides a +5 equipment bonus 
on all Stealth checks made by the wearer. 

If you are using the Armor Upgrades option from Scum and Villainy, 
camo scout armor has the Shadowskin upgrade and room for one additional 
upgrade. 


Katarn-class Commando Armor 

Medium Armor 

Issued several months after the Battle of Geonosis, Katarn-class commando 
armor is a superior, specialized armor, designed with input from clone com- 
mandos in the field. The armor is unusually thick, with a sealed system 
allowing the wearer to survive underwater or in vacuum for up to 24 hours. 
It also features a built-in, retractable, wrist-mounted vibroblade. This highly 
sought after armor is rarely found in the possession of civilians. Its black~ 
market price can exceed a quarter-million credits. Clone commandos swear 
by the armor’s effectiveness, even though they also grumble beneath their 
breath about its lack of comfort during long missions. 

Katarn-class commando armor grants a wearer with the Armor Proficiency 
(heavy) feat a +2 bonus on Perception checks, as well as low-light vision. 
The armor includes an integrated comlink in the helmet, allowing hands-free 
communication. 

As a full-round action, the wearer can use the bacta tanks built into the 
armor. The bacta and the suit's built-in diagnostic gear grant the wearer an 
effective Treat Injury +10 skill for self-treatment. The wearer ignores the —5 
penalty for self-administration of this skill. 

Katarn-class commando armor is highly customizable. If you are using 
the Armor Upgrades option from Scum and Villainy, the Katarn-class com- 
mando armor has the Vacuum Seal upgrade and room for three additional 
upgrades. 


Marine Armor 
Light Armor 
This light armor is employed by the Rebel Alliance during the Galactic Civil 
War, It provides decent protection for front-line troops during ship-boarding 
actions and house-to-house fighting, and even in zero gee, in vacuum, or 
underwater. The armor's sealed life-support system allows the wearer to 
survive for up to 24 hours in the vacuum of space or other hostile environ- 
ments. The soles of the armor's boots are magnetic, enabling the wearer 
to walk on metal surfaces, such as a starship hull, without drifting off into 
space. The magnetic soles reduce the wearer's speed by 2 squares. A small 
propulsion system on the backpack allows the wearer to reroll any failed 
Swim checks, keeping the better result, and even when rushed or threatened, 
the wearer can take 10 on Swim checks and can maneuver without penalty 
in zero gravity. 

If you are using the Armor Upgrades option from Scum and Villainy, Marine 
armor has the Aquatic Adaptation and Vacuum Seal upgrades, plus room for 
one additional upgrade. 


Stalker Armor 
Medium Armor 
The M1-10 stalker armor is created by the Salus Corporation on Rodia and 
marketed for the burgeoning bounty hunter market. Multiple designs are 
created to cater to the specific needs of various humanoid species, but the 
model for Rodians is easily the best seller. Stalker armor immediately identi- 
fies the wearer as a bounty hunter, working to the advantage of the wearer 
by intimidating targets. 

Stalker armor is designed for customization. If you are using the Armor 
Upgrades option from Scum and Villainy, stalker armor has room for three 
upgrades. 


Stun Cloak 

Light Armor 

This cloak is a weapon as much as it is a form of protection. Lined with micro- 
filaments attached to a power cell, the stun cloak can emit a powerful electric 
shock to any character who grapples or is grappled by the wearer. Officers 
and nobles wear stun cloaks to thwart kidnapping attempts, and commandos 
who expect to engage in close combat also wear them. The interior of the 
cloak is insulated to prevent accidental shocks to the wearer. 

If the wearer successfully makes a grapple attack or is successfully 
grappled by an enemy, the stun cloak deals 348 points of stun damage. 

By doubling the price, the stun cloak can be upgraded to include the 
same capabilities as an all-temperature cloak (see page 138 of the Saga 
Edition core rulebook) or the camouflage poncho (see page 46). Otherwise, 
the stun cloak cannot be upgraded with the Armor Upgrades option from 
Scum and Villainy. 


EQUIPMENT 

The following equipment is suitable for use by heroes in any Galaxy at War 
campaign. Table 2-5: Equipment lists the price and weight of each items. 
Refer to the descriptions below for other pertinent information. 


Com scrambler 6,000 10 kg 
Comlink, tightbeam 300 0.5 kg 
Targeting beacon 300 0.1 kg 
Triangulation visor 1400 O.5kg 
Communication scanner 1,000 1kg 
Proximity flare 50 0.5 kg 
Radiation detector 20 = 
Anti-rad dose 50 = 
Cryogenic pouch 600 1.5 kg 
Camouflage netting 2,000 5 kg 
Camouflage poncho 125 1.5 kg 
Field food processor 1,500 4kg 
Personal field shelter 500 1.5 kg 
Plasma bridge 12,500 700 kg 
Vacuum survival pouch 800 1kg 
Droid diagnostic 400 2kg 


Anti-Rad Dose 

Exposure to radiation is a fear of ship personnel and soldiers alike. An anti- 
rad dose comes in a tough hypodermic syringe. The anti-rad dose grants a 
+10 equipment bonus to the target's Fortitude Defense against radiation 
and grants a +5 equipment bonus to Treat Injury checks to cure damage 
caused by radiation. 
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Camouflage Netting 
This advanced netting uses the same technology as the camouflage poncho 
described below. Incorporating both light-bending technology and metallic 
jammers, it conceals objects from both visual and electronic scanning. 
Camouflage netting comes in a small backpack. Two characters must each 
spend a full round action to deploy the netting, or a single character can 
deploy it in 1 minute, Once deployed, the camouflage netting is powered by 
an internal power cell, which has enough power to last for one month, or the 
netting can be connected to an external power source. Camouflage netting 
provides a +5 equipment bonus to Stealth checks, including Stealth checks 
against sensors, for an object of Huge size or smaller. 


Camouflage Poncho 

The camouflage poncho is worn over armor to conceal the wearer from being 
spotted. Special materials track the surrounding area and alter the pattern 
of the camouflage poncho, smoothing and blending the wearer's silhouette. 
Typical examples include the Ayelixe/Krongbing Textiles camouflage poncho. 
A camouflage poncho grants a +5 equipment bonus to Stealth checks. 


Com Scrambler 

The com scrambler disrupts enemy communication, but it also scrambles 
friendly communication. Mounted on a backpack frame, a com scrambler 
can be carried to the front line and even into enemy territory, where it can 
be connected to a power source and left behind. 

A com scrambler covers a 20-kilometer radius, blanketing the area in 
powerful white noise that disrupts all comlinks, HoloNet signals, and droid 
remote receivers within the area, Getting a signal into or out of the affected 
area requires a Use Computer check against the com scrambler’s default Use 
Computer +10. This check must be made every minute as the com scrambler’s 
computer constantly scans and adapts to block any signals it locates. 


Comlink, Tightbeam 
A tightbeam comlink is a simple add-on for any comlink or transceiver. It is 
worn on a helmet or headpiece and uses special lasers to send and receive 
encrypted messages from another individual also equipped with a tightbeam 
comlink, Soldiers use the tightbeam comlink to ensure that messages are 
not intercepted on the battlefield. The two characters must be in line of 
sight with each other, but the tightbeam comlink ignores penalties due to 
darkness, smoke, or other atmospheric conditions. 

Communication scanners (see below) and other passive methods of inter- 
ception cannot pick up tightbeam comlink messages, unless the interceptor 
is directly in the path between individuals using these devices. 


Communications Scanner 
A communications scanner is a datapad-sized device used to intercept, 
analyze, decode, and record comlink, transceiver, and HoloNet transmis~ 
sions. Unencrypted broadcasts are automatically picked up. By making a 
DC 15 Use Computer check, the user can determine the number and types 
of communication being broadcasted and received within a 50-kilometer 
radius. A DC 20 Use Computer check reveals the direction and distance of 
a broadcast. The communication scanner grants a +5 equipment bonus to 
decipher encrypted messages that it receives. However, it cannot be used 
to locate the presence of tightbeam comlinks (above) unless the scanner is 
directly in the path of the comlink. 

\n addition, the communication scanner functions as a recording unit 
(see page 136 of the Saga Edition core rulebook) for the transmissions that 
it intercepts. 


Cryogenic Pouch 

A cryogenic pouch is a medical device that can stabilize critically wounded 
soldiers in the field. It comes in a small canister worn on a soldier's belt or 
stored in a medical kit. Opening the canister releases a pouch large enough 
to hold a single Medium creature. When the pouch is sealed, it releases a 
cryogenic compound that causes the creature inside to enter suspended 
animation, stabilizing his or her condition for transport to a proper medi- 
cal facility. Bounty hunters sometimes use of cryogenic pouches to move 
prisoners. 

Activating a cryogenic pouch and wrapping it around an unconscious 
creature requires a full round action. A creature that has been reduced 
to 0 hit points due to poison, radiation, or damage surpassing its Damage 
Threshold can be stabilized without dying within 143 rounds of being placed 
inside the cryogenic pouch. The creature remains unconscious and moves 
—5 steps on the condition track. 

A cryogenic pouch has enough power to keep a creature alive for up to 
24 hours, although it can be hooked up to another power source with a DC 
10 Mechanics check. Designed for rough handling in battlefield conditions, 
the pouch has DR 5, but a single point of damage is enough to breach the 
seal. If the cryogenic pouch is breached, the character inside reverts to its 
previous state after 1 round. 


Droid Diagnostic 

Mechanics and droid builders throughout the galaxy use the Interstellar Droid 
Monitoring Inc. Mk-11 Droid Diagnostic. This handheld device—roughly twice 
the size of a standard datapad—diagnoses and analyzes the functions of any 
droid connected to it, displaying damage or errors in the droid’s systems. 
The droid diagnostic grants a +2 equipment bonus on Mechanics checks for 
a droid connected to it. 


Field Food Processor 
The field food processor is used by soldiers and explorers to provide sustenance 
from local flora and fauna and is a critical survival tool when other food 
stores have been exhausted. Up to three pounds of plants, meat, or fungus 
can be placed inside the field food processor. One minute later, the processor 
exudes a gray paste that is extremely bland in taste, but is both edible and 
nutritious—enough to provide a single Medium character with a day's worth of 
food. The field food processor can be programmed to make appropriate food 
substances for up to ten different species. In addition, the field food processor 
gives a +10 equipment bonus to Fortitude checks against any poison, toxin, 
or radiation that might have been in the initial ingredients. 

A field food processor requires an energy cell, which lasts for one year 
before needing to be replaced. 


Personal Field Shelter 

The personal field shelter allows soldiers to have protection from the 
weather without having to carry a huge amount of weight. When activated, 
this small package expands to create a small, narrow tent large enough to 
hold a single Medium character. As long as the character remains sealed 
inside, the portable shelter provides a +10 equipment bonus to the user's 
Fortitude Defense against extreme heat or cold. For one hour, the personal 
field shelter can also provide a breathable atmosphere, protecting against 
inhaled poisons, including poisonous atmospheres. Special filaments on the 
exterior of the field shelter help it blend with surroundings, granting a +2 
equipment bonus to Stealth checks. 


Plasma Bridge 

A plasma bridge is projected from a single plasma generator, creating a 
surface 6 squares wide and up to 120 squares long. It can be used to bridge 
gaps or bypass terrain hazards (such as bodies of water or acid pools). The 
plasma bridge must be hooked up to a power generator in order to function. If 
an active plasma bridge is deactivated, or if its power generator is destroyed 
or disconnected, the plasma bridge generator stores enough energy to power 
the bridge for 2 rounds. After 2 rounds, if the plasma bridge is not reactivated 
or reconnected to a power generator, the bridge vanishes, and any character 
or anything on the bridge falls. 


Proximity Flare 

Soldiers and explorers use proximity flares as warning devices on the perim- 
eters of encampments. A flare is housed in a small cylinder with a spike 
on the bottom, allowing it to be securely placed in the ground. Sensors in 
the cylinder detect nearby shifts in air pressure. When any Small or larger 
character, creature, droid, or vehicle comes within a 3-square radius of the 
proximity flare, the flare launches, creating a stark, bright light illuminating 
a 10-square radius and eliminating concealment penalties due to insufficient 
lighting. Creatures can avoid tripping a proximity flare by making a DC 25 
Stealth check. 


A proximity flare can be used as a makeshift weapon when it is aimed 
horizontally instead of vertically. The proximity flare can shoot only in a 
straight line, determined when it is placed. The flare makes a +2 attack roll 
against the first target that it contacts, dealing 3d6 points of fire damage. 
If used in this way, the proximity flare sputters out after the attack and 
provides no additional illumination. 


Radiation Detector 

Worn on the wrist or on the front of armor or uniforms, a radiation detector 
alerts the user to the presence of radiation within 6 squares. The radiation 
detector gives a color code indicating the strength of radiation and, 
additionally, can be set to provide either a vibrating or an audible alarm. 


Targeting Beacon 
Soldiers use targeting beacons fora variety of purposes, such as for calling in 
medical ships to evacuate wounded personnel and for establishing hot zones 
for artillery bombardments. The cylindrical beacon has a magnetic bottom 
for attachment to a vehicle or building, plus an expanding spike for firm 
anchoring in the ground. The targeting beacon is topped with a large light, 
which can emit a pulse of visible, infrared, or ultraviolet light. The light can 
be tuned to a specific frequency so that allies who know the proper setting 
can spot it from a distance without alerting the enemy. 

Modifying the targeting beacon's frequency requires a DC 10 Mechanics 
check. In clear weather and with unimpeded line of sight, a targeting beacon's 
pulse of visible light can be seen up to 2 kilometers away. 


Triangulation Visor 

The triangulation visor provides a heads-up display to help wielders of heavy 
weapons to account for wind, gravity, distance, and other effects when 
targeting shots. The triangulation visor works only with weapons that fire 
solid rounds, such as slugthrowers, mortar launchers, missile launchers, and 
grenade launchers. It does not work with blasters, lasers, or other energy 
weapons. The triangulation visor reduces the range by one range category 
(for example, from long to medium range). A triangulation visor cannot be 
worn at the same time as a helmet or any other device worn on the head. 


Vacuum Survival Pouch 

Carried by spacers of all types, the vacuum survival pouch is a small cylinder 
typically worn on a character's belt or harness. In the event of a catastrophic 
loss of pressure, the vacuum survival pouch automatically deploys, enveloping 
the user in a protective bubble that keeps him or her alive for a few hours. 
The Meredex Atmospherics EMS-90 bubble cloak, which is worn as an article 
of clothing, is one of several variations of this item, 

The vacuum survival pouch is large enough to hold a single Medium crea- 
ture. It provides sufficient air, heat, and pressure for the creature to survive 
in hard vacuum for up to 2 hours, but it does not protect against radiation. 
The material has 2 hit points. 
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ADVANCED 
CYBERNETICS 


Basic rules for cybernetic replacement parts and their implantation can be 
found on page 137 of the Saga Edition core rulebook. The following sec- 
tion details several new cybernetics options that can be included in any 
campaign 

A creature with a cybernetic part is susceptible to ion damage as though 
it was a droid. Additionally, the creature takes a cumulative —1 penalty to 
Use the Force checks for each cybernetic replacement part, including the 
unique cybernetics presented below. 


CYBERNETIC PROSTHESES 
The most common form of cybernetic enhancement is the prosthesis, which 
is commonly used to replace lost or gravely wounded body parts. Internal 
organs as well as limbs and external body parts can be replaced by pros- 
theses, A standard cybernetic prosthesis is a replacement for the lost bod 
part, and although it confers no special bonuses or benefits, it is the most 
stable. Basic cybernetics run no risk of rejection by the host body and can 
be obtained and implanted in nearly any medical center. 

However, cybernetic prostheses have been significantly modified and 


enhanced by those on the fringes of society, A single cybernetic prosthesis is 
considered a piece of equipment for the purposes of the equipment modif 

tion rules from Scum and Villainy. If you are using those rules, a cybernetic 
prosthesis has 1 free upgrade slot. A cybernetic prosthesis is two size cat- 
egories smaller than the being in which it is installed. Cybernetic prostheses 
can also benefit only from the following universal upgrades: cloaked, dual 


, secret compartment, and 


vironmental sealing, extra power sou! 


gear, 
storage capacity. Additionally, cybernetic prostheses can benefit from the 
new ion-shielding upgrade described on page SO. 


OsBvious OR 

SusBtrte CYBERNETICS 

Some cybernetic replacements and enhancements, such as Luke Sky- 
walker's cybernetic arm, look identical to the original body parts. Other 
replacements, such as Booster Terrik's and Inquisitor Tremayne's, are 
immediately recognizable as artificial cybernetics. For the most part, any 
standard cybernetic prosthesis installed in a legal medical facility looks 
identical to the original body part. However, cybernetic enhancements 
that are installed illegally in nonstandard medical facilities can be more 
visually obvious. This has no mechanical effect, so if you have cybernetic 
parts feel free to discuss their appearance with your Gamemaster. They 
can certainly add character to your hero. 


AN A-SERIES MEDICAL OROID INSTALLS A CYBERNETIC PROSTHESIS 


CYBERNETIC REJECTION 
Unique cybernetic enhancements are any cybernetic enhancements other 
than standard cybernetic prostheses. The technology for nonstandard 
cybernetic enhancements is not as advanced as that for baseline prostheses. 
Therefore, implanting unique cybernetic enhancements comes with a risk 
t the body might reject the cybernetic parts. Rejection causes a great 
deal of pain for the subject, and it is the reason that nonstandard cybernetic 
enhancements are heavily restricted. Most nonstandard cybernetic enhance- 
ments are used in the treatment of extreme medical conditions, while others 
are so experimental that only the military can make good use of them. 
When a creature has a unique cybernetic enhancement implanted, the 
cybernetic part makes an attack roll against the host's Fortitude Defense 
(1d20 plus the cybernetic component's Rejection attack bonus, listed on 
Table 2-6). If the attack roll equals or exceeds the host's Fortitude Defense, 
the host moves —1 persistent step on the condition track and the cybernetic 
component fails to function. This persistent condition cannot be removed 
until the unique cybernetic component is removed by successfully perform- 
ing surgery on the creature and installing a standard cybernetic prosthesis. 
Additionally, no more attempts can be made to install unique cybernetics 
for that body part. 


CYBERNETIC COMPONENT NAME REJECTION 
Borg construct +14 
Comlink, subcutaneous +3 
Cybernetic prosthesis =: 

Eye, infrared sensor +14 
Eye, targeting +16 

Eye, telescopic +9 
Skeletal reinforcement +12 
Sensory enhancement +14 
‘Tremor sensor 47 


UNIQUE CYBERNETICS 
This section describes unique cybernetic parts that replace biological matter 
with mechanical components. Although most of these cybernetics are 
installed in patients with severe wounds or rare diseases, some characters 
might want to have healthy body parts removed and replaced with cybernetic 
upgrades, Although this not an act directly associated with the dark side, it 
is prideful and shows disrespect for a character's natural state, Gamemasters 
should caution heroes who seek to enhance themselves artificially: Too much 
enhancement can give pride a strong grip on the hero, making him or her 
more susceptible to the lure of the dark side of the Force. 

Unlike cybernetic prostheses, these unique cybernetic systems cannot be 
altered with the equipment upgrades system. They have no upgrade slots, 
and cannot have upgrade slots reclaimed from them. 


Borg Construct 
The BioTech Borg Construct Aj’6 provides a direct cabled or wireless link 
to computers and networks within a 10-meter range. It allows a cyborg to 
remotely program and access on-board data through thought alone. The 
standard model has a built-in cyborg/droid interface and up to four BioTech 
Knowledge Cartridge or standard datacard ports (at 500 credits per port 
beyond the first). Knowledge Cartridges use proprietary technology to 
achieve Intelligence 4 (instead of Intelligence 2 for a standard datacard), 
Cost 100 credits each, and are not widely available. Installation is described 
at the Cybernetic Surgery feat; the unit cannot be self-installed. 
Characters wearing the unit gain a +2 beneficial circumstance bonus to 
Use Computer, Knowledge, and other skills at the discretion of the Gamemas- 
ter. They can also use Issue Routine Commands as a swift action (or as a free 
action if they have the Gimmick talent). Wearers become more computerlike 
and less able to relate to people, causing them to take a -5 penalty to all 
Persuasion checks. They also speak less frequently as they grow accustomed 
to the speed of communicating through electronic networks. 


COST SURGERY COST AVAILABILITY 
80,000 70,000 Restricted 
4,000 3,000 Restricted 
1,500 500 = 

300 2,250 Restricted 

500 3,750 Military 

500 3,750 Restricted 
10,000 50,000 Restricted 

800 3,000 Restricted 

400 3,750 Restricted 


Comlink, Subcutaneous 

A subcutaneous comlink features special sensors and transmitters attached 
to the vocal and auditory organs of the host. This allows the creature with 
this implant to hear comlink transmissions and to send his or her own by 
making only slight vocal sounds. When a being with a subcutaneous comlink 
wishes, he or she can communicate through this comlink without making a 
sound loud enough for others to hear. 


Eye, Infrared Sensor 

This cybernetic replacement eye includes special infrared sensors that allow 
the host to see not only visible light but also heat signatures, This grants 
the host darkvision. 


Eye, Targeting 

This cybernetic replacement eye includes enhanced target-recognition 
software linked with weapon packages and armor targeting packages. The 
eye creates HUD overlays, augmenting the host's vision to enhance combat 
prowess. A host with a targeting eye is considered to have the benefit of a 
helmet package (see page 140 of the Saga Edition core rulebook). 


Eye, Telescopic 

A telescopic replacement eye can zoom in on remote objects, granting the 
bearer a greater range of distant vision. In some cases this is just a result 
of visual enhancement software and fine-tuned sensors, but in other cases 
this can mean that the eye literally detaches from the host and hovers on 
tiny repulsors closer to the target. A telescopic eye replacement allows the 
host to take range penalties to Perception checks every 20 squares instead 
of every 10 squares. 


0) 
I 
> 
v 
4 
Cy 
by 


SUVAGHVH}) 


i eSiavHS 


Skeletal Reinforcement 

This cybernetic enhancement package enhances the host's skeleton with 
high-impact polymers, increasing bone density and the ability to endure 
high-impact collisions. A character with skeletal reinforcements gains a +2 
equipment bonus to damage threshold. 


Sensory Enhancement 

The sensory-enhancement package places cybernetic augmentations on 
nerve endings in various sensory organs, reducing the signal-to-noise ratio 
and allowing the host to notice what might otherwise have been missed. A 
character with the sensory-enhancement package reduces by 2 any penal- 
ties to Perception checks made to notice a target with concealment or total 
concealment. 


Tremor Sensor 

A tremor sensor is installed in the feet of the host. Connected to the nervous 
system, the tremor sensor detects minute vibrations in the ground, warn- 
ing the host of approaching enemies. A creature with the tremor-sensor 
enhancement takes no penalty to Perception checks to notice targets that 
have concealment or total concealment, provided the target moved on its 
last turn. 


TOTAL REPLACEMENT 

CYyBORGS 

On rare occasions, a character can be so severely injured that most of his or 
her body is beyond recovery, yet essential organs—such as the brain, heart, 
and lungs—still function. In some of these cases, a risky technique known as 
total cyborg replacement can be used to preserve the wounded character. 
This replaces nearly all of the character’s body with cybernetic replace- 
ments, leaving a mechanical shell around a few preserved organs. General 
Grievous is the most famous example of a total-replacement cyborg, but 
Darth Vader's injuries were so extensive that he, too, could be considered a 
total-replacement cyborg. 


When you would normally die, you can spend a Destiny Point to preserve 
‘enough of yourself for placement in a total-replacement cyborg body. Your 
allies must transport you somewhere capable of performing the delicate 
surgery, and a cybernetic surgeon must complete the changeover surgery, 
which is identical to installing 6 cybernetic prostheses. Once the process 
begins, all 6 must be installed consecutively without pause. If any of the 
surgeries fails, you die. If all succeed, you are returned to life exactly as 
before, but now have 6 cybernetic prostheses and gain the Cyborg Hybrid 
special quality described below. You should work with your Gamemaster to 
determine your new appearance, which should be drastically different from 
your appearance before near-death. 


Cyborg Hybrid—As a cyborg hybrid, you can use any type of droid system 
except a processor. Your cyborg hybrid chassis includes a life support system, 
making you immune to atmospheric and inhaled poison hazards. 


DROIDS 

Although soldiers are loath to admit it, droids can be invaluable assets in 
battle, whether as support or as front-line combatants. Even in eras when 
droids are less common or distrusted—such as the Dark Times of The Force 
Unleashed campaign setting—they are still utilized in some fashion. 


FiRstT-DEGREE DROIDS 
First-degree droids are medical, analytical, or scientific droids. Specific 
examples include the A-Series medical droid. 


A-SERIES MEDICAL DROID 

The A-Series medical droid has the dubious distinction of being one of the only 
medical droid models to be outlawed by the Republic Senate. MerenData's 
A-Series is an extremely efficient model, specializing in cybernetic prosthetics 
and other biomechanical implants. Originally serving as a surgical aids for 
cybernetic-implant procedures, the A-Series medical droid proves so good 
at its task that hospitals upgrade A-Series droids from surgical assistants 
to chief surgical droids. 

However, the A-Series is not programmed for decision making. When 
thrust into their new roles, the A-Series droids do not object and go about 
their jobs. As their heuristic processors evaluate their new roles, the A-Series 
droids come to the same conclusion: Biological parts are inferior to cyber- 
netic implants. Patients across the galaxy wake from surgery with their 
perfectly healthy appendages replaced with cybernetic prostheses. A-Series 
droids are quickly identified as the culprits in these unnecessary surgeries. 
The Republic Senate bans further sale of the droids and orders all existing 
A-Series to be destroyed. MerenData never issues a formal recall, however, so 
many A-Series droids continue to serve throughout the galaxy, their owners 
ignorant of the Senate edict and of the potential danger of giving the droids 
decision-making responsibility. 


General Grievous keeps an A-Series medical droid—A-4D—as his personal 
physician responsible for maintaining the condition of Grievous cybernetic 
components. 

‘A-Series medical droids can be played as droid heroes. 


A-Series Medical Droid cli 
Small droid (1st-degree) noble 1 

Force 2 

Init +5; Senses Perception +7 

Languages Basic, Binary, 2 unassigned 

Defenses Ref 13 (flat-footed 13), Fort 10, Will 15 

hp 18; Threshold 10 

Immune droid traits 


Speed 4 squares (walking) 

Melee unarmed —1 (1d2—1) 

Base Atk +0; Grp —5 

Abilities Str 8, Dex 10, Con —, Int 14, Wis 15, Cha 12 

Talents Medical Droid 

Feats Cybernetic Surgery’, Skill Focus (Knowledge [life sciences})*, 
Skill Focus (Treat Injury), Surgical Expertise” 

Skills Initiative +5, Knowledge (galactic lore) +7, Knowledge (life 
sciences) +12, Knowledge (technology) +7, Perception +7, 
Persuasion +6, Treat Injury +12, Use Computer +7 


A KDY-4 TECH DROID REPAIRING A PIRATE TANK 


Systems walking locomotion, heuristic processor, 2 hand appendages, 
3 tool appendages, diagnostics package, vocabulator 

Possessions medical kit, medpac x5, surgery kit 

Availability Licensed; Cost 9,740 credits 

Medical Droid—When the A-Series medical droid uses the Treat Injury 
skill to provide first aid with a medpac, it heals an additional 2 hit 
points for every point by which it exceeds the skill DC (rather than 
the normal 1 hit point) 

*Reprogrammed from noble starting feats 


SECOND-DEGREE DROIDS 
Second-degree droids are typically astromech droids and technical droids. 
Specific models include the KDY-4 tech droid. 


KDY-4 TECH DROID 

The KDY-4 tech droid is loved by mechanics, shipbuilders, and grease monkeys | 
of all types. Designed by Kuat Drive Yards, the KDY-4 is commonly called | 
the builder's buddy because of its utilitarian design, efficiency, and easygo- 


I 
ing manner. KDY-4s are found at nearly every shipyard, and larger vessels > 
keep some on board to repair heavy damage that exceeds the abilities of } 
astromechs. L 


The KDY-4 boasts four appendages, two of which can be retracted out 
of the way of delicate repairs. Its three magnetic legs give it unparalleled 
stability as it clambers on hulls or makes its way through the twisted metal 
of damaged interiors. Its servomotors are augmented to give it the equiva- 
lent lifting power of a strong humanoid, which is useful for hauling heavy 
equipment or securing durastee! in place for welding. 

The memory banks of these droids contain the blueprints of every starship 
commonly available in a given era. Owners augment this massive database 
with more ship designs as they obtained them. This augmentation creates an 
unintended side effect, however, because most owners are reluctant to perform 
routine memory wipes on their KDY-4s for fear of corrupting or losing this valu- 
able and expensive data. Thus, KDY-4s develop the personality quirks common 
among other second-degree droids, such as the R2 Series Astromech droid, but 
KDY-4s have a propensity for more upbeat, even chirpy mannerisms. 

KDY-4 tech droids can be played as droid heroes. 
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KDY-4 Tech Droid cL 
Medium droid (2nd-degree) nonheroic 2 

Init +1; Senses Perception +1 

Languages Basic, Binary, 2 unassigned 


Chiba-DR10 Protocol Droid cL1 
Small droid (3rd-degree) nonheroic 3 

Init +4; Senses Perception +3 

Languages Basic, Binary, 5 unassigned 


Defenses Ref 10 (flat-footed 10), Fort 13, Will 10 


Defenses Ref 14 (flat-footed 11), Fort 9, Will 12 


hp 4; Threshold 13 hp 7; Threshold 9 
Immune droid traits Immune droid traits 
Speed 6 squares (walking) Speed 6 squares (hovering) 


Melee unarmed +4 (1d3+3) 
Reach 2 squares 
Base Atk +1; Grp +1 


Melee unarmed +1 (143-1) 
Ranged blaster pistol +5 (346) 
Base Atk +2; Grp +0 


Abilities Str 16, Dex 10, Con —, Int 15, Wis 10, Cha 10 

Special Qualities stability 

Feats Skill Focus (Knowledge [technology], Mechanics, Use Computer) 

Skills Knowledge (technology) +13, Mechanics +13, Perception +1, 
Use Computer +13 

Systems walking locomotion (extra leg), heuristic processor, 2 hand 
appendages, 2 tool appendages (telescopic), magnetic feet, circular 
saw, electric arc welder, fire extinguisher, spotlight (treat as a glowrod 
with 10-square range), compartment space (2 kg) 

Availability Licensed; Cost 4,400 credits 

Stability—A KDY-4 tech droid gains a +5 stability bonus on checks made 
to resist being knocked prone. 


THIRD-DEGREE DROIDS 
Third-degree droids are typically protocol droids and replica droids. Specific 
models include the Chiba DR-10. 


CHIBA DR-10 PROTOCOL DROID 
Produced by the Chiba Corporation, the DR-10 protocol droid, commonly 
called the Chiba Drio, is utilized by the Empire in great numbers. Originally 
used as a negotiator and translator for legal matters, the Chiba DR-10 is 
found in shops, law offices, and customs checkpoints throughout the galaxy. 
Its memory banks contain a staggering array of law, customs, and trade 
information, as well as other vital business information. The Chiba DR-10 
has an added feature rarely seen in other protocol droids—a built in, pop-out 
blaster that can be deployed in a moment's notice. 

The DR-10 has a notorious programming flaw causing it to grow increas- 
ingly impatient, irritated, and aggressive when negotiations do not go its way. 
Without warning, a DR-10 might draw its blaster and start shooting. Imperial 
forces take advantage of this quirk by employing Chiba DR-10s as guards, 
monitors, probes, and security droids, where their small size, hovering loco- 
motion, and propensity to ask questions before shooting proves useful. 

Chiba-DR 10 protocol droids can be played as droid heroes. 


Abilities Str 8, Dex 16, Con —, Int 14, Wis 14, Cha 15 

Feats Linguist, Skill Focus (Persuasion), Skill Training (Deception), 
Weapon Proficiency (pistols) 

Skills Deception +7, Knowledge (bureaucracy) +7, Knowledge 
(galactic lore) +7, Perception +3, Persuasion +12 

Systems hovering locomotion, basic processor, translator unit (DC 5), 
probe appendage, internal comlink, vocabulator 

Possessions blaster pistol (concealed) 

Availability Restricted; Cost 9,500 credits 


FOURTH-DEGREE DROIDS 

Fourth-degree droids are the most common type of droid encountered during 
a Galaxy at War campaign. Fourth-degree droids are combat droids such 
as guard droids, battle droids, assassin droids, and probe droids. Examples 
include the air-assault super battle droid, the purge trooper, the AAD-4 
assault droid, and the Vigilant 2X-Series picket droid, 


B2-AA AIR ASSAULT 

SUPER BATTLE DROID 

Specializing in boarding and capturing enemy vessels, the B2-AA super battle 
droid is a companion to the B1-A air battle droid (see pages 189-190 of The 
Clone Wars Campaign Guide). Unlike the B1-A, the air-assault super battle 
droid boasts an advanced jet pack with a special volatile solid fuel system. 
Although this enables the B2-AA to fly the greater distances required in space 
combat, the fuel is extremely explosive. A consequence of the volatile fuel 
is the B2-AA’s tendency to explode when destroyed, effectively giving the 
droid a self-destruct system. 

The Confederacy uses B2-AA air-assault super battle droids to stage raids 
against Republic starships, launching them in waves to blast through the 
ships’ shields, carve into the vessels, and secure the interiors of the ships. 
B2-AA super battle droids are also used as advanced attack parties, clearing 
the way for droid commando raids. B2-AA super battle droid attack forces 
are often used instead of Droch-class boarding ships, particularly when the 
target has excellent point-defense weapons or a starfighter escort. 

B2-AA super battle droids cannot be played as droid heroes. 


Air Assault Super Battle Droid cL4 
Medium droid (4th-degree) nonheroic 6/soldier 2 
Force 3 


Init +6; Senses Perception +4 

Languages Basic, Binary 

Defenses Ref 21 (flat-footed 19), Fort 15, Will 12 

hp 26; Threshold 15 

Immune droid traits 

Speed 6 squares (walking), 6 squares (flying, jet pack) 

Melee unarmed +7 (143+2) 

Ranged wrist blasters +8 (3d8+1) or 

Ranged wrist blasters +6 (4d8+1) with Rapid Shot 

Base Atk +6; Grp +8 

Atk Options autofire (wrist blasters), Charging Fire, Dual Weapon 
Mastery Il, Penetrating Attack (rifles), Rapid Shot 

Abilities Str 13, Dex 15, Con —, Int 10, Wis 10, Cha 7 

Talents Penetrating Attack (rifles) 

Feats Armor Proficiency (light, medium), Charging Fire, Dual Weapon 
Mastery |, Dual Weapon Mastery Il, Rapid Shot, Weapon Proficiency 
(pistols, rifles) 

Skills Perception +4, Pilot +11 

Systems walking locomotion, remote receiver, backup processor, 
synchronized fire circuits, two hand appendages, integrated comlink, 
self-destruct system (5d6), durasteel battle armor, vocabulator 

Possessions wrist blasters (as blaster rifle) x2, integrated jet pack 

Availability Military; Cost 16,225 credits 

Integrated Jet Pack—Unlike a normal jet pack, the air assault super battle 
droid’s jet pack is fueled by a volatile solid fuel system. Its jet pack has 
100 charges instead of the standard 10 charges for a jet pack. 


ERADICATOR-SERIES 

BATTLE DROID 

The Eradicator-Series battle droid is one of the lesser-known droids pro- 
duced by the insectoid Colicoids. Prior to the Battle of Naboo, the Colicoids 
design several different types of assault droids, testing them on battlefields 
throughout the galaxy. Although nowhere near as common as the elegant 
and frightening Droideka Series, the Eradicator is known for its bulk and for 
its ability to send a blistering amount of fire downrange. Although not very 
bright, the Eradicator excels at terrorizing the enemy and supporting other 
assault droids. 

The Eradicator is a heavily armored bipedal droid that appears far more 
mechanical than the organic curves of other Colicoid droids. It mounts twin 
light repeating blasters, twin ion rifles, and even a shield generator for 
deflecting blaster fire and lightsabers to great effect. The Eradicator has a 
basic processor, making it far more versatile and less prone to catastrophic 
shutdown if the central operating computer is destroyed or compromised. 

Eradicator-Series battle droids cannot be played as droid heroes. 


A OUTKURR AND ITS ERADICATOR BATTLE DROID HANDLER 


Eradicator-Series Battle Droid cL2 
Large droid (4th-degree) nonheroic 8 

Init +6; Senses Perception +9 

Languages Basic (cannot speak), Binary 


Defenses Ref 16 (flat-footed 14), Fort 14, Will 10 
hp 29; SR 5; Threshold 19 
Immune droid traits 


Speed 8 squares (walking) 

Melee unarmed +10 (1d6+4) 

Ranged light repeating blaster +9 (348) or 
Ranged ion rifle +9 (3d8 ion) 

Fighting Space 2x2; Reach 1 square 
Base Atk +6; Grp +15 

Atk Options Dual Weapon Mastery I 


Abilities Str 18, Dex 15, Con —, Int 9, Wis 10, Cha 6 

Feats Armor Proficiency (light), Dual Weapon Mastery |, Dual Weapon 
Mastery Il, Weapon Focus (rifles), Weapon Proficiency (rifles) 

Skills Perception +9 

Systems walking locomotion, basic processor, 2 claw appendages 
(retractable), internal comlink, shield generator (SR 5), bronzium shell 
(+5 armor; treat as quadanium plating) 

Possessions 2 light repeating blasters, 2 ion rifles 

Availability Military; Cost 21,500 credits 


PURGE TROOPER 

Purge troopers are extremely powerful battle droids used in limited numbers 
by the Empire to hunt down and kill the last of the Jedi just after the end 
of the Clone Wars. The purge trooper is originally conceived by a Techno 
Union engineer trying to construct droids better able to fight Jedi generals 
in the Clone Wars. The Clone Wars end before the schematics are finalized, 
and the scientist is killed in a raid on his research facility only weeks before 
Order 66. Republic clone commandos seize the scientist's records, turning 
them over to Republic Intelligence. 

When the Empire comes to power, Imperial Intelligence uncovers the 
droid schematics while researching the soon-to-be-hatched Dark Trooper 
Phase Zero project. The schematics are passed on to Imperial engineers, 
who take the rough form of the droid and create the purge trooper. Nearly 
3 meters tall, with cortosis-fiber-enhanced duranium armor plating, the 
purge trooper resembles a massive stormtrooper with dark blue armor. The 
purge trooper is resistant to lightsaber attacks and loaded with the most 
advanced information on Jedi tactics. Equipped with magnetic grappler boots 
that protect them from being hurled around by the Jedis’ telekinetic powers, 
purge troopers are programmed to keep Jedi enemies off guard and unable 
to make full use of their Force powers. 

Purge troopers cannot be played as droid heroes. 


Purge Trooper cL8 

Large droid (4th-degree) nonheroic 6/soldier 6 

Force 5 

Init +13; Senses low-light vision; Perception +9 

Languages Basic, Binary 

Defenses Ref 20 (flat-footed 18), Fort 26, Will 17 

hp 78; DR 10°; Threshold 31 

Immune droid traits, +5 to defenses against effects that force movement 

Speed 8 squares (walking) 

Melee purge blade +19 (2410+14/x3) or 

Melee purge blade +17 (2d10+14/x3) with Staggering Attack —2 or 

Melee purge blade +14 (2d10+14/x3) with Staggering Attack —5 

Ranged missile launcher +13 (6d6+3, 2-square splash) 

Base Atk +10; Grp +28 

Atk Options Bantha Rush, Staggering Attack 

Special Actions Indomitable 

jes Str 26, Dex 14, Con —, Int 10, Wis 13, Cha 8 

Talents Indomitable, Melee Smash, Weapon Specialization (purge blade) 

Feats Armor Proficiency (light, medium), Bantha Rush, Battering Attack, 
Staggering Attack, Trip, Triple Crit (purge blade), Weapon Focus 
(advanced melee weapons, heavy weapons), Weapon Proficiency 
(advanced melee weapons, heavy weapons, simple weapons) 

Skills Initiative +13, Perception +9 


Systems walking locomotion, basic processor, 2 hand appendages, 
2 tool appendages, hardened systems x3, improved sensor package, 
magnetic grappler boots, duranium plating with cortosis fiber 

Possessions purge blade (as vibro-ax), missile launcher 

Availability Military; Cost 31,900 credits 

* The purge trooper’s duranium plating contains cortosis weave; a 
lightsaber does not ignore the purge trooper's DR. 


SNIPER DROIDEKA 

A variant of the droideka commissioned primarily for urban warfare, the 
sniper droideka forgoes the rapid-fire double blasters of the standard 
droideka in favor of a single powerful shot. A sniper droideka usually stays 
a safe distance from its target, preferring to roll to an elevated position 
so that it can fire sniper shots down at exposed enemies. Sniper droidekas 
have the latest target-acquisition technology and are extremely accurate. 
Although they have a slower rate of fire than the standard model, each shot 
fired by a sniper droideka has excellent penetrating power. Moreover, sniper 
droidekas can fire into a battlefield from afar, with such precision that they 
rarely harm their allies. 

Sniper droidekas cannot be played as droid heroes. 


A SNIPER ORGIDEKA FIRES ON A CLONE TROOPER MOUNTED 
ON & PREECO SPeEOER. 


Sniper Droideka cL7 
Large droid (4th-degree) nonheroic 9/scout 4 

Force S 

Init +9; Senses low-light vision; Perception +21 

Languages Basic, Binary 


Tactical Droid cL 
Medium droid (4th-degree) soldier 1 

Force 2 

Init +6; Senses Perception +7 

Languages Basic, Binary, 2 others 


Defenses Ref 19 (flat-footed 16), Fort 17, Will 17 
hp 41; SR 20; Threshold 22 
Immune droid traits 


Defenses Ref 18 (flat-footed 17), Fort 13, Will 13 
hp 30; Threshold 13 
Immune droid traits 


Speed 2 squares (walking), 10 squares (wheeled) 

Melee unarmed +11 (1d4+4) 

Ranged blaster rifle +12 (348+2) or 

Ranged blaster rifle +13 (4d8+2) when aiming or 

Ranged blaster rifle +10 (4d8+2) with Rapid Shot 

Base Atk +9; Grp +17 

Atk Options Careful Shot, Deadeye, Far Shot, Keen Shot, Point Blank Shot, 
Precise Shot, Rapid Shot, Sniper 

Abilities Str 15, Dex 16, Con —, Int 8, Wis 16, Cha 7 

Talents Acute Senses, Keen Shot 

Feats Armor Proficiency (light), Careful Shot, Deadeye, Far Shot, 
Point Blank Shot, Precise Shot, Rapid Shot, Skill Focus (Perception), 
Skill Training (Stealth), Sniper, Weapon Proficiency (rifles) 

Skills Perception +21 (can reroll), Stealth +14 

Systems walking locomotion, wheeled locomotion (exclusive), remote 
receiver, 1 tool appendage, shield generator (SR 20), improved sensor 
package, integrated comlink, bronzium shell (+5 armor; treat as 
quadanium plating) 

Possessions heavy blaster rifle 

Availability Military; Cost 30,565 credits 


TACTICAL DROID 

Designed for tactical leadership among the droid forces of the Confederacy, 
T-Series tactical droids from Baktoid Combat Automata are originally 
deployed alongside OOM-Series battle droids. Tactical droids boast advanced 
combat-analysis software that helps them determine exactly when and where 
to attack for the greatest effect. Tactical droids serve as combat consultants 
subordinate to droid commanders, but all too often, the tactical droid’s supe- 
rior knowledge of combat strategies gives it a heightened sense of self-worth, 
leading T-Series tactical droids to exert their influence over the command 
structure. Unfortunately, the tactical droid's commands override those of 
OOM-Series battle droid commanders, causing droid troops to receive con- 
flicting commands. Consequently, Confederacy leaders learn to avoid posting 
tactical droids among droid forces with OOM-Series battle droids. 

Tactical droids can be played as droid heroes. 


‘Speed 6 squares (walking) 

Melee unarmed +1 (143) 

Ranged blaster carbine +2 (308) 

Base Atk +1; Grp +2 

Atk Options autofire (blaster carbine) 

Special Actions Battle Analysis, Vehicular Combat 

Abilities Str 10, Dex 12, Con —, Int 14, Wis 14, Cha 12 

Talents Battle Analysis 

Feats Armor Proficiency (light, medium), Vehicular Combat, Weapon 
Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +6, Knowledge (tactics) +7; Perception +7, Pilot +6, 
Use Computer +7 

‘Systems walking locomotion, heuristic processor, two hand appendages, 
internal comlink, synchronized fire circuits, durasteel plating, 
vocabulator 

Possessions blaster carbine, electrobinoculars 

Availability Military; Cost 14,005 credits 


VIGILANT 2X-SERIES 

PickeT DROID 

Used during the Old Republic era, the Vigilant 2X-Series picket droid was 
designed by Automata Galactica to defend checkpoints, guard headquarters, 
or otherwise protect strategic locations. Built on a tough chassis, the Vigilant 
2X is essentially a gun platform mounted on a tracked locomotion system. 
Its sensor package is second to none, letting it constantly sweep an area for 
intruders. The Vigilant 2X is unnerving in its capacity for remaining perfectly 
still, waiting for danger to strike. Vigilant 2Xs are programmed to remain 
at their posts and cannot be drawn away from their areas by feint attacks. 
Vigilant 2Xs also feature synchronized fire circuits so that they can work 
together to maximize firepower. 

The Vigilant 2X also comes equipped with a vocabulator to warn beings 
that are about to enter into its killing zone. Those who ignore the warning 
are targets of the Vigilant 2X's heavy repeating blaster and grenade launcher, 
which are more than enough to deter intruders. The Vigilant 2X even carries 
a separate power generator to provide energy for its main gun. Any character 
hoping for a Vigilant 2X to run out of ammunition is in for a long wait. If 
the droid is damaged or if an enemy threatens to overwhelm its position, 
the Vigilant 2X’s self-destruct system engages. Vigilant 2Xs are placed on 


bridges or near other crucial chokepoints, and they use their self-destruct 
systems to cut off enemy access to their guarded territory 
Vigilant 2X-Series Picket Droids cannot be played as droid heroes. 


Vigilant 2X Picket Droid cL3 
Medium droid (4th-degree) nonheroic 9 

Init +11; Senses darkvision; Perception +19 
Languages Basic, Binary 

Defenses Ref 20 (flat-footed 18), Fort 11, Will 13 
hp 22; Threshold 11 

Immune droid traits 


Speed 6 squares (tracked) 

Melee unarmed +7 (1d4+1) 

Ranged heavy repeating blaster +8 (3410) or 

Ranged heavy repeating blaster +3 (5d10) with Burst Fire 

Ranged grenade launcher +8 (4d6, 2-square burst) 

Base Atk +6; Grp +8 

Atk Options autofire (heavy repeating blaster), Burst Fire, 
Point Blank Shot 


The CLL-M2 ordnance lifter picks up, moves, and loads heavy missiles, 
mortar rounds, power packs, and other volatile ammunition. It can handle 
difficult terrain, including moving along the outside of ships or large vehicles. 
Although not particularly bright, it is programmed with the basic skills to 
prime and prepare weapons and ammunition and it can even make basic 
repairs on damaged equipment 

CLL-M2 ordnance lifter droids cannot be played as droid heroes 


CLL-M2 Ordnance Lifter Droid el 
Large droid (Sth-degree) nonheroic 3 
Init +1; Senses Perception +6 
Languages Basic (cannot speak), Binary 
Defenses Ref 18 (flat-footed 18), Fort 20, Will 10 

hp 17; Threshold 25, 
Immune droid traits 


Speed 8 squares (walking) 

Melee unarmed +12 (1d4+10) 
Fighting Space 2x2; Reach 1 square 
Base Atk +2; Grp +12 


Abilities Str 13, Dex 14, Con —, Int 10, Wis 16, Cha 8 

Feats Armor Proficiency (light, medium), Burst Fire, Point Blank Shot, 
Skill Focus (Perception), Skill Training (Initiative), Weapon Proficiency 
(heavy weapons) 

Skills Initiative +11, Perception +19 

Systems tracked locomotion, darkvision, improved sensor package, 1 claw 
appendage, internal comlink, locked 
power generator, vocabulator, duranium plating 

Possessions grenade launcher, heavy repeating blaster 

Availability Military; Cost 32,500 credits 


ccess, self-destruct system (6d6) 


FIFTH-DEGREE DROIDS 

Fifth-degree droids are typically utility droids with low-level functions. 
Specific models include the CLL-M2 Ordnance Lifter and the MR-200 
Minesweeper Droid 


CLL-M2 ORDNANCE LIFTER 

The CLL-M2 ordnance lifter is a military version of Cybot Galactica’s 
extremely popular CLL-6 binary load lifter. Built to withstand the rigors of the 
battlefield, it features extremely thick armor that enables it to survive most 
attacks and the occasional accidental explosion. The repulsorlift mounted on 
the back of the CLL-M2 enables it to lift several times its own weight 


A CLL-MZ LOADS MISSILES INTO AN A-WING STARFIOHTER. 


Abilities Str 30, Dex 11, Con —, Int 6, Wis 10, Cha 8 

Feats Armor Proficiency (light, medium), Skill Focus (Mechanics), 
Skill Training (Mechanics) 

Skills Climb +16, Mechanics +9, Perception +6 

‘Systems walking locomotion, basic processor, 2 tool appendages, 
compartment space (5 kg), magnetic feet, secondary battery, 
durasteel battle armor 

Availability Restricted; Cost 15,000 credits 


MR-200 SERIES 

MINESWEEPER DROID 

The Baktoid MR-200-Series minesweeper droid is first deployed early in the 
Clone Wars by Separatist forces. With both sides engaged in prolonged trench 
warfare, the battlefields on some planets become static, and minefields 
are used to dissuade attack or to protect strategic locations. The MR-200 
effectively clears the worst of these areas, cutting a path through a heavily 
mined zone so that battle droids can pass safely. In a pinch, the Minesweeper 
Droid also makes an excellent shocktrooper droid, flushing out tunnels or 
trenches that shelter enemy troops. The droid is notoriously single-minded, 
and when lacking other orders, it rolls back and forth over the same ground, 
hoping to detonate any mines it might have missed. The MR-200 flags mines 
that do not detonate or that otherwise survive its brute-force tactics. This 
information is relayed back to the Central Control Computer, so that allied 
droids do not mistakenly enter the minefield. 

The minesweeper droid is a curiously shaped mix of high and low tech, 
The main body uses repulsorlift technology to safely float over the ground 
that it is clearing. However, the front of the droid is composed of a large, 
metallic drum covered in lengths of durable chain. As the droid floats along, 
the drum rotates, flailing the chains and beating the ground to detonate any 
mines it contacts. Although tough, the drum becomes battered and mangled 
from repeated explosions, so it is designed for easy replacement between 
missions. The droid's repulsorlift is powerful enough to lift the drum off the 
ground, so the minesweeper droid is able to ignore difficult terrain, 

MR-200 Series minesweeper droids cannot be played as droid heroes. 


MR-200 Series Minesweeper Droid cli 
Large droid (Sth-degree) nonheroic 3 

Init +1; Senses low-light vision; Perception +14 
Languages Basic (cannot speak), Binary 
Defenses Ref 14 (flat-footed 14), Fort 15, Will 12 
hp 36; Threshold 25 

Immune droid traits 

Speed 6 squares (hovering) 

Melee chain roller +5 (3d6+5) 

Fighting Space 2x2; Reach 1 square 

Base Atk +2; Grp +7 


Abilities Str 20, Dex 10, Con —, Int 10, Wis 14, Cha 10 

Feats Armor Proficiency (light), Skill Focus (Perception), 
Skill Training (Mechanics) 

Skills Mechanics +5, Perception +14 (+19 to locate explosives) 

‘Systems hovering locomotion, demolition sensor, hardened systems (x2), 
improved sensor package, integrated comlink, locked access, remote 
receiver, self-destruct system (4d6), 2 tool appendages, quadanium 
plating 

Availability Military; Cost 15,000 credits 


BEASTS OF WAR 

Many armies use living creatures as mounts, as beasts of burden, or even 
as living weapons. In the right circumstances, creatures can be superior to 
conventional vehicles. Mounts are typically quieter than vehicles and do not 
show up on sensors that are set to scan for vehicles. Mounts must be fed and 
watered, but they obviously do not require power cells, so mounted scouts 
and troopers can range far and remain in the field for weeks without resupply. 
Of course, most creatures are considerably slower than vehicles and far more 
vulnerable to attack. Nevertheless, some beings raise and train creatures to 
serve on the battlefield, either as aggressive predators or as guard beasts. 


COMMUNICATION 

Given the prevalence of advanced communication technology, using beasts 
as a means of communication might seem inefficient. However, during war, 
military forces use creative means of communicating in order to foil enemy 
intelligence. In some cases, opposing forces are so focused on the latest, most 
high-tech methods of disrupting and intercepting communications that they 
overlook mundane or primitive methods. Below is an example of a creature 
that can be used for communications during wartime. 


Carrier Butterfly 

Found on Maridun as well as on many other worlds, the carrier butterfly is 
a colorful insect roughly the size of a Human hand. These simple creatures 
have two qualities that make them uncannily good at being communica- 
tions devices: their strong verbal-association memory, and their ability to 
replicate long sequences of sounds. As a result, carrier butterflies can be 
trained to recognize the commands of their masters, fly directly to specified 
locations or individuals, and replicate lengthy messages. Although they fly 
slowly, compared to instant communication by comlink, carrier butterflies 
are so numerous in the wild that finding and intercepting a specific butterfly 
is nearly impossible. Thus, the carrier butterfly offers a secure, albeit slow, 
method of sending orders and intelligence across long distances. 


Carrier Butterfly cLo 
Diminutive beast 1 

Init +4; Senses low-light vision; Perception +1 
Defenses Ref 19 (flat-footed 15), Fort 8, Will 11 
hp 2; Threshold 8 

Speed 8 squares (fly) 

Base Atk +0; Grp —11 

Abilities Str 2, Dex 18, Con 6, Int 2, Wis 13, Cha 16 
Special Qualities mimicry 

Feats Skill Training (Deception) 

Skills Deception +8, Perception +1, Stealth +24 


Mimicry—A carrier butterfly can perfectly mimic lengthy sequences of 
sounds (such as a conversation or a message). A carrier butterfly does 
not need to roll a Deception check to reproduce a sound, but it can 
only mimic noises exactly (without alteration). 


MOUNTS 

Many military units use creatures as mounts. Although speeders and speeder 
bikes are faster, such vehicles are prone to mechanical problems in extreme 
environments. Creatures native to those environments are more reliable. 
Although urban forces almost never use creatures as mounts, military patrols 
and scouts in dangerous or hostile environments frequently use mounts, 
increasing the chances of survival 


Bolotaur 
Bolotaurs are large, long, reptilian creatures native to the forest planet of 
Kashyyyk. A bolotaur has a long neck ending in an iquanalike face. Beneath 
the bolotaur’s short snout dangles a brightly colored wattle, used both to 
attract mates and to scare off competitors. The tail of a bolotaur is at least 
as long as the rest of its body, giving it unshakable balance. A bolotaur moves 
in a quick, waddling gait, and the claws on its stubby legs dig in and grip the 
tough bark of the massive trees of Kashyyyk, allowing it to climb through the 
canopies. Bolotaurs range throughout the entire planet, with slight variations 
in color and in the length of neck and tail 

Bolotaurs are born in clutches of three to five. They have incredibly fast 
metabolisms, so they must spend most of their day eating. Bolotaurs grow 
sluggish if they cannot eat every few hours, This fast metabolism greatly 
reduces their life span, so bolotaurs live for only around twelve years. 
Although the Wookiees of Kashyyyk occasionally use bolotaurs, their enemies, 
the Trandoshans, capture bolotaurs by the thousands and employ them as 
mounts to hunt down the Wookiees. 


Scout TROOPER AND BOLOTAUR 


Bolotaur 

cL5 

Large beast 6 

Init +5; Senses 
low-light vision; 
Perception +4 

Defenses Ref 17 (flat- 
footed 15), Fort 16, Will 11 

hp 63; Threshold 21 

Speed 8 squares 

Melee 2 claws +10 (1d6+9) and 
bite +10 (1d8+9) 

Fighting Space 2x2; Reach 1 square 

Base Atk +4; Grp +15 

Atk Options Bantha Rush 

Abilities Str 22, Dex 14, Con 22, Int 2, Wis 12, Cha 10 

Special Qualities climbing mount 

Feats Bantha Rush, Skill Focus (Climb), Skill Training (Endurance) 

Skills Climb +19, Endurance +14, Perception +4 

Climbing Mount—When a bolotaur falls, it can make a Climb check to 
catch itself while falling without any increase to the Climb check DC. 
(Normally, catching yourself while falling adds +20 to the DC of the 
surface being climbed.) If the bolotaur is mounted by a rider trained in 
the Ride skill, the bolotaur always catches the rider if it catches itself 
while falling. 


Gelagrub 

Native to Felucia and occasionally transplanted to other jungle worlds, 
gelagrubs are large, insectlike larvae used as mounts by the clone forces 
f the Republic and by other militaries. The gelagrub is about the size of a 
dewback and has evolved in the dangerous climate of Felucia, giving it numer- 
ous natural defenses against the planet's hazards. Gelagrubs absorb food 
throughout their waking hours as they move across Felucia and require no 
actual feeding or watering while on patrol. Gelagrubs are favored mounts on 
Felucia and similar worlds because of their ability to protect their riders. Once 
a rider has sufficiently bonded with a domesticated gelagrub, the gelagrub 
treats the rider as an extension of its own body, going out of its way to avoid 
hazards and using its own natural defenses to protect its rider. 


A CLONE TROOPER RIDING 4 GELAGRUB 


Gelagrub cL3 
Large beast 4 

Init +1; Senses Perception +4 

Defenses Ref 13 (flat-footed 13), Fort 18, Will 13 

hp 50; Threshold 23 

Immune +5 to all defenses against natural hazards 


Speed 6 squares 

Melee siam +9 (1d6+8) 

Fighting Space 2x2; Reach 1 square 

Base Atk +3; Grp +14 

Abilities Str 22, Dex 8, Con 24, Int 2, Wis 14, Cha 12 
Special Qualities hazard resistance 

Feats Improved Defenses, Toughness 

Skills Endurance +14, Perception +4 


Hazard Resistance—The gelagrub gains a +5 bonus to all defenses against 
natural hazards, When mounted by a rider trained in the Ride skill, the 
rider also gains this bonus against natural hazards. 


WEAPONS 

One of the most common uses of beasts in warfare is as weapons. Ever since 
primitive tribes started warring with one another, beasts have been used as 
living weapons to be unleashed on the enemy, Beasts are used as hunters 
and trackers or as engines of destruction. The following examples cover a 
wide variety of beasts that have been used as weapons of war. 


Gutkurr 

A vicious beast used by the Separatists in the Clone Wars, the gutkurr is 
a huge creature with powerful jaws and a thick carapace lined with bony 
protrusions. Gutkurrs are native to Ryloth, but for centuries they have been 
exported by crime lords as pets, much like Jabba the Hutt used a captured 
rancor to torment his enemies. The gutkurr is a surprisingly intelligent crea- 
ture that, while absolutely vicious, maintains a level of cunning exceeding 
that of other predators. Although driven by their natural predatory instincts, 
the gutkurr is intelligent enough to be trained—but only by those brave 
enough to approach the massive predators. Although the gutkurr's thick 
shell and internal insulation allow it to survive for short periods on the frigid 
night side of Ryloth, the gutkurr typically makes its home in the twilight 
area, preferring to stay out of the intense heat of the day side of the planet. 
Gutkurrs sometimes travel through the night side of the planet, ambushing 
unwary travelers 


Gutkurr cL8 
Huge beast 9 
Init +4; Senses darkvision; Perception +17 


Mastif Phalone cL6 
Large beast 7 
Init +5; Senses low-light vision; Perception +5 
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Defenses Ref 17 (flat-footed 17), Fort 19, Will 13 
hp 122; Threshold 29 


Defenses Ref 18 (flat-footed 16), Fort 15, Will 12 
hp 67; Threshold 20 


Speed 8 squares 
Melee 2 claws +17 (1d8+15) and 

bite +17 (2d6+15) 
Fighting Space 3x3; Reach 1 square 
Base Atk +6; Grp +27 
Atk Options Crush, Pin 


‘Speed 8 squares 
Melee 2 claws +10 (1d6+8) and 
beak +10 (1d8+8) 

Fighting Space 2x2; Reach 1 square 
Base Atk +5; Grp +15 

Atk Options Powerful Charge, Trip 


Abilities Str 32, Dex 10, Con 28, Int 2, Wis 16, Cha 10 
Special Qualities savage maul, uncanny tracker 

Feats Crush, Pin, Skill Focus (Perception), Skill Training (Survival) 
Skills Perception +17, Survival +12 


Abilities Str 21, Dex 14, Con 20, Int 2, Wis 15, Cha 10 
Special Qualities savage frenzy, savannah hunter 
Feats Powerful Charge, Skill Focus (Stealth), Trip 
Skills Perception +5, Stealth +10 


Savage Maul—Whenever a gutkurr successfully pins an enemy with a 
grapple attack, it deals its bite damage to the target instead of its claw 
damage (as normally provided by the Crush feat). 

Uncanny Tracker—A gutkurr takes no penalty to Survival checks made to 
track a target when moving at full speed. 


Mastif Phalone 

A vicious, predatory creature native to Maridun, the mastif phalone is a 
flightless avian that is nearly as large as a landspeeder and impossible to 
domesticate. Mastif phalones are stalkers that hide in the tall grass of the 
plains of Maridun, sneaking up on their prey before pouncing. The Amanin 
of Maridun frequently capture mastif phalones and imprison them, starv- 
ing them and mistreating them while in captivity. Once the mastif phalone 
is sufficiently crazed, the Amanin release the creature in or near enemy 
encampments, where it goes berserk, attacking anything it sees. When suf- 
ficiently agitated, a mastif phalone can be more dangerous than a rancor 
and just as hard to bring down. 


Savage Frenzy—If the mastif phalone has less than half of its hit points, 
it gains a +2 bonus on all attack rolls and deals +1 die of damage on 
all attacks. 

Savannah Hunter—If the mastif phalone has concealment from a target 
that is unaware of the mastif phalone, the mastif phalone can take 20 
on Stealth checks to remain hidden from that target without increasing 
the time taken to make the Stealth check. 


Nek 

Neks are powerfully built predators from the planet Cyborrea. They are 
short, squat creatures, generally canine in appearance. Each of a nek's four 
legs ends in three sharp claws, and its mouth is huge, lined with remarkably 
long, sharp teeth that enable it to take massive bites. Neks typically hunt in 
packs of three to six, dominated by the largest and most aggressive nek. A 
pack of neks is powerful enough to take on the largest and most dangerous 
prey, such as the kudana of Rutan. 

Because of their ill temper and aggressiveness, neks are used as living 
weapons by a variety of species. These neks are raised in special kennels 
where they are taught to obey the commands of trainers brave or foolish 
enough to get close to these aggressive beasts. Domesticated neks are fitted 
with cybernetic implants and armor, making them both easier to control 
and considerably more difficult to bring down. Most are also equipped with 
comlinks that enable them to hear the commands of their owners. The nek 
described below represents a trained and modified specimen. 


Nek cls 
Medium beast 6 
Init +4; Senses low-light vision; Perception +3 


Roggwart cL 12 
Huge beast 13 
Init +13; Senses low-light vision; Perception +9 


Defenses Ref 15 (flat-footed 14), Fort 17, Will 10 
hp 69; Threshold 17 


Defenses Ref 23 (flat-footed 21), Fort 20, Will 14 
hp 176; Threshold 30 


Speed 8 squares 
Melee 2 claws +6° (1d4+10) and 
bite +6* (1d6+10) or 
Melee 2 claws +8* (2d4+13) and 
bite +8* (2d6+13) with Powerful Charge 
Base Atk +4; Grp +10 
Abilities Str 22, Dex 13, Con 24, Int 2, Wis 10, Cha 8 
Feats Armor Proficiency (light), Improved Defenses, Power Attack, 
Powerful Charge 
Skills Endurance +15, Perception +3 
Possessions cybernetic armor (armor +4), comlink 
Conditional Bonus Feat—A nek that receives cybernetic implants and 
armor automatically gains the Armor Proficiency (light) feat for free. 
* Includes 4 points of Power Attack 


Roggwart 

Roggwarts are large, horned creatures native to Vendaxa, where they are 
natural enemies of the acklay. A roggwart's evolutionary adaptation makes 
it ideally suited for taking on single foes, since it rarely encounters more 
than one acklay at a time. A roggwart stands on its hind legs and uses its 
sharp fangs, wicked claws, and thick tail to subdue its prey. The roggwart 
is not terribly cunning, but it is difficult to surprise, retaining its predatory 
instincts even in captivity. General Grievous obtains a roggwart and keeps 
it in his private sanctum on Vassek 


Speed 8 squares 
Melee gore +15° (246+20) and 

bite +15* (2d6+20) and 

2 claws +15* (1d8+20) and 

tail slam +15* (1d8+20) 

Fighting Space 3x3; Reach 1 square 

Base Atk +9; Grp +29 

Atk Options Bantha Rush, Battering Attack, Power Attack, Trip 


Abilities Str 30, Dex 14, Con 28, Int 1, Wis 16, Cha 10 

Special Qualities enemy slinger, pack resistant 

Feats Bantha Rush, Battering Attack, Improved Defenses, 

Power Attack, Trip 

Skills Initiative +13, Perception +9 

Enemy Slinger—Once per round, when the roggwart successfully hits a 
target and moves it with the Bantha Rush feat, the roggwart can move 
the target 3 squares in any direction instead of 1 square. 

Pack Resistant—Once per round, as a reaction when the roggwart is hit or 
missed by an attack, the roggwart can make a tail slam attack against 
‘one creature within its reach. 

* Includes 4 points of Power Attack 


Watch-Beast 

Watch-beasts originate on the planet Gamorr, but various subspecies are 
found throughout the galaxy, most notably on the Imperial world of Sirpar. 
These enormous beasts resemble both bears and pigs, with squat but power- 
fully built furry bodies and porcine faces and snouts. A watch-beast has two 
large horns and massive tusks, which are primarily for display but can also 
be used to gore prey. The watch-beast’s meaty legs are covered in dense fur 
and end in short, dull claws. 

Asits name implies, a watch-beast excels at guarding an area and alerting 
its owner to potential threats. It is extremely territorial and considers any 
creature, or even a moving object such as a speeder, to be a threat. When 
alerted to the presence of an intruder, a watch-beast releases a croaking 
bark that can be heard for nearly a kilometer. Gamorreans steal cubs from 
their mothers and bond them to a single individual, whom the watch-beast 
obeys utterly. Most owners make a point of training their watch-beasts to 
ignore allies and friendly vehicles in order to keep the watch-beast from 
barking—or attacking—every time someone arrives or leaves. 
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Watch-Beast cL9 
Huge beast 10 

Init +2; Senses low-light vision, scent; Perception +16 
Defenses Ref 14 (flat-footed 14), Fort 17, Will 14 

hp 15; Threshold 27 

Speed 8 squares 

Melee slam +12* (1d8+15) and 

2 claws +12" (1d8+15) or 

Melee slam +14" (148+20) and 

2 claws +14* (1d8+20) with Powerful Charge 
Fighting Space 3x3; Reach 1 square 

Base Atk +7; Grp +17 

Atk Options Cleave, Power Attack, Powerful Charge 


Abilities Str 30, Dex 10, Con 25, Int 2, Wis 18, Cha 6 

Special Qualities defensive awareness 

Feats Cleave, Power Attack, Powerful Charge, Skill Focus (Perception), 
Skill Training (Survival) 

Skills Perception +16, Survival +11 


Defensive Awareness—Watch-beasts are very alert and cannot be flanked 


Scent—Watch-beasts ignore concealment and cover when making 
Perception checks to notice enemies within 10 squares, and they take 
no penalty due to poor vision when tracking, 

* Includes 5 points of Power Attack 


VEHICLES AND 
STARSHIPS 


The following vehicles and starships represent a variety of those used by 
military and paramilitary units throughout the galaxy. They are typical of 
the vehicles heroes in a military campaign might encounter, both as allies 
and as enemies. 


GROUND VEHICLES 

Although a planet can be pounded into submission by orbital bombardment, 
infantry and armored ground units must actually take and hold locations. 
Military vehicles can use tracks, wheels, repulsors, or walker-based locomo- 
tion, depending on the mission at hand. 


Freeco Speeder 

The Bespin Motors CK-6 Freeco speeder bike is a reliable lightweight speeder 
bike used by the Grand Army of the Republic in cold environments. More 
durable than open-topped speeder bikes, the Freeco bike provides full pro- 
tection for the pilot inside while remaining light enough to enable a LAAT 
dropship to carry several in its cargo bay. Like other speeders, the Freeco 
bike's repulsor technology must receive regular maintenance, especially where 
environmental conditions warrant special attention to heavy machinery. 
Unlike other speeder bikes, the Freeco has a low maximum altitude and does 
not do well over uneven terrain. However, over smooth terrain such as the icy 
drifts of Orto Plutonia, the CK-6 speeder is fast, agile, and reliable, and the 
domed cover of the bike protects the pilot from ranged attacks. 


Freeco Speeder cL6 
Huge ground vehicle (speeder) 
Init +10; Senses Perception +6 


Defense Ref 17 (flat-footed 11), Fort 21; +3 armor 

hp 55; DR 5; Threshold 31 

Speed fly 12 squares (max. velocity 550 km/h) 

Ranged dual laser cannons +7 (see below) 

Fighting Space 3x3; Cover total (crew) 

Base Atk +2; Grp +23 

Atk Options autofire (dual laser cannons) 

Abilities Str 33, Dex 22, Con—, Int 16 

Skills Initiative +10, Mechanics +6, Perception +6, Pilot +10, 
Use Computer +6 


Crew 1 (skilled); Passengers none 
Cargo 30 kg; Consumables 1 week; Carried Craft none 
Availability Military; Cost 14,700 (7,400 used) 


Dual laser cannons (pilot) 
Atk +7 (+2 autofire), Dmg 5d10 


Medical Airspeeder 

Atypical transport vessel used by medical teams across the galaxy, the Soro- 
Sub S-130 "Shelter" speeder is designed to serve as both a mobile medical 
center and as a protective vehicle in hazardous environments. Equipped stan- 
dard with cutting-edge medical sensors, capable of detecting and analyzing 
hazards such as airborne diseases and the presence of radiation, the Shelter 
speeder is an excellent exploratory vessel for investigating locations where 
the source of illnesses and death is as yet undiscovered. Characters inside 
a Shelter medical speeder are considered to be immune to airborne hazards 
(such as inhaled poisons and diseases) and to radiation from sources outside 
of the speeder, Furthermore, the vehicle's internal atmosphere regulation 
system grants characters inside the vehicle a +5 equipment bonus to For- 
titude Defense against attack rolls made by airborne diseases and poisons 
the characters have not yet been affected by. 


Shelter Speeder cL4 
Huge air vehicle 
Init +4; Senses Perception +5. 
Defense Ref 12 (flat-footed 11), Fort 22; +3 armor 
hp 60; DR 5; Threshold 32 
Speed fly 8 squares (max. velocity 280 km/h), fly 2 squares 
(starship scale) 
Fighting Space 3x3 or 1 square (starship scale); Cover total (crew) 
Base Atk +0; Grp +22 
Abilities Str 34, Dex 12, Con —, Int 14 
Skills Initiative +4, Mechanics +5, Perception +5, Pilot +4, 
Use Computer +4 
Crew 2 (normal); Passengers 4, plus 2 patients 
Cargo 10 tons; Consumables 1 week; Carried Craft 1 speeder bike 
Availability Licensed; Cost 41,000 credits (26,000 used) 


WLO-5 Speeder Tank = 

The WLO-5 speeder tank from Ubrikkian Ord Pedrova is a dangerous vehicle 
featuring heavy armor and impressive weaponry that rivals that of the AAT. 
One unique attribute of the tank is that its main gun is fired by an exposed 
gunner; a second gunner, using sensors and computer-based targeting 
software, assists the main gunner from within the tank's interior. The 


WLO-S speeder tank is favored by pirates for its ease of modification and 
repair, a necessity when making repairs requires finding parts on the black 
market. Any character attempting to repair or modify a WLO-5 speeder tank 
automatically gains @ +5 equipment bonus to Mechanics checks to perform 
that action. The Weequay pirates under the command of Hondo Ohnaka use 
WLO-5 speeder tanks, modifying them to include a pair of antipersonnel laser 
cannons in addition to their normal armament (the statistics below are for 
a stock speeder tank without this modification). 


WLO-S5 Speeder Tank cL6 

Gargantuan ground vehicle (speeder) 

Init +3; Senses Perception +6 

Defense Ref 15 (flat-footed 13), Fort 28; +8 armor 

hp 150; DR 15; Threshold 48 

Speed fly 8 squares (max. velocity 110 km/h), fly 3 squares 
(starship scale) 

Ranged heavy laser cannon +6 (see below) 

Fighting Space 4x4; Cover total (crew), +5 (gunner) 

Base Atk +2; Grp +35 

Abilities Str 46, Dex 14, Con —, Int 14 

Skills Initiative +3, Mechanics +6, Perception +6, Pilot +3, 
Use Computer +6 

Crew 3 (skilled); Passengers 4 

Cargo 150 kg; Consumables 2 weeks; Carried Craft none 

Availability Military; Cost 115,00 credits (65,000 used) 


Heavy laser cannon (2 gunners) 
Atk +6, Dmg 6d10x2, 2-square splash 


SPACE TRANSPORTS 

Soldiers and mercenaries spend much of their time inside space transports 
traveling from battlefield to battlefield. For a small strike team of adventur- 
ing heroes, a space transport can be an ideal headquarters during missions, 
enabling the heroes to carry any equipment and vehicles they might need. 


Drop Pods 

Drop pods are used by military, and occasionally civilian, organizations to 
quickly deploy vehicles into combat zones. Little more than a protective shell 
surrounding a ground vehicle, a drop pod launches from an orbiting ship and 
then flies directly to the designated drop zone. When the drop pod lands, self- 
destructive bolts blow the pod apart, freeing the vehicle inside. The interior 
of the drop pod is pressurized and filled with atmosphere but has no extra 
accommodations for passengers. Instead, any passengers ride in the carried 
vehicle. The drop pod's descent is controlled by a droid brain. 
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Drop Pod cL2 
Gargantuan air vehicle 
Init +0; Senses Perception +5 


Defense Ref 11 (flat-footed 11), Fort 22; +6 armor 
hp 60; DR 10; Threshold 42 


Speed fly 12 squares (max. velocity 600 km/h), fly 3 squares 
(starship scale) 

Fighting Space 4x4 or 1 square (starship scale); Cover total 

Base Atk +0; Grp +27 


Abilities Str 34, Dex 10, Con—, Int 12 
Skills Initiative +0, Mechanics +5, Perception +5, Pilot +0, 
Use Computer +5 


Crew 0 (droid brain); Passengers none 

Cargo 2 tons; Consumables none; Carried Craft 1 Gargantuan (or 
smaller) vehicle 

Availability Licensed; Cost 17,000 credits 


Imperial Landing Craft 

A large shuttlecraft designed to ferry an invasion force to a planet from 
orbit, the IF-120 landing craft from Sienar Fleet Systems is more than just a 
space transport; it is a mobile base of operations. With a much larger troop 
capacity than other landing shuttles, the IF-120 is based on the Lambda-class 
and Sentinel-class shuttles. The IF-120 is larger and bulkier than either of 
those craft and forgoes the folding wings, instead relying on repulsors for 
atmospheric stability. 

The most significant difference between the IF-120 landing ship and other 
shuttlecraft is that, once landed, the IF-120 can become a remote base of 
operations. The interior of the vessel can be converted from transport mode 
into a mobile command base. With its excellent communications and sensor 
arrays, the IF-120 landing craft can act as a fully functional base of opera- 
tions, at least until the area is secured and heavier and more permanent 
craft can be brought in. 
Imperial Landing Craft CL 13 
Colossal space transport 
Init +0; Senses Perception +8 
Defense Ref 14 (flat-footed 12), Fort 27; +12 armor 
hp 140; DR 15; SR 40; Threshold 77 
Speed fly 12 squares (max. velocity 800 km/h), fly 4 squares 

(starship scale) 

Ranged double medium laser cannons +10 (see below) and 

4 antipersonnel heavy blaster cannons +8 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 

Base Atk +5; Grp +42 

Atk Options autofire (double medium laser cannons, antipersonnel heavy 
blaster cannons) 

Abilities Str 44, Dex 14, Con—, Int 16 

Skills Initiative +0, Mechanics +8, Perception +8, Pilot +0, 

Use Computer +8 
Crew 8 (expert); Passengers 120 troops 
Cargo 130 tons; Consumables 6 months; Carried Craft 12 speeder bikes, 

2 LAVr QH-7 Chariot command speeders, 1 PX-4 mobile command base 
Hyperdrive x1, navicomputer 
Availability Military; Cost 290,000 credits 


Double medium laser cannons (pilot) 
Atk +10 (+5 autofire), Dmg 5d10x2 
Antipersonnel heavy blaster cannons (gunner) 
Atk +8 (+3 autofire), Dmg 5d10x2 


Penumbra-class Attack Shuttle 
The Haor Chall Engineering Penumbra-class attack shuttle was produced in 
relatively small numbers prior to the Clone Wars. As the Trade Federation and 
the rest of the Confederacy ramped up for all-out war, second-tier vehicle 
designs (such as the Penumbra-class attack shuttle) saw drastically smaller 
production runs. Since the Penumbra-class attack shuttle was one of the 
designs deemed inefficient for the Confederacy's needs, the factories dedi- 
cated to producing the vessel were temporarily closed and then converted to 
mass produce the models used more commonly by the Confederacy. Despite 
Separatist leaders’ lack of faith in the vehicle, the Penumbra-class attack 
shuttle is actually quite popular among mercenaries and pirates; though not 
optimal for use as a droid vehicle, the Penumbra-class attack shuttle makes 
a great first-strike vehicle due to its decent speed, respectable shielding, 
and excellent maneuverability, 

The Weequay pirate gang lead by Hondo Ohnaka makes use of several of 
these attack shuttles when raiding trade routes on the Outer Rim. 


Penumbra-class Attack Shuttle cL9 

Colossal space transport 

Init +1; Senses Perception +6 

Defense Ref 17 (flat-footed 12), Fort 25; +12 armor 

hp 110; DR 15; SR 20; Threshold 75 

Speed fly 16 squares (max. velocity 1,175 km/h), fly 4 squares 
(starship scale) 

Ranged medium laser cannons +6 (see below) and 
medium concussion missiles +4 (see below) 

Fighting Space 12x12 or 1 squares (starship scale); Cover total (crew) 

Base Atk +2; Grp +37 

Atk Options autofire (medium laser cannons), fire-link (medium laser 
cannons, medium concussion missiles) 

Abilities Str 40, Dex 20, Con —, Int 14 

Skills Initiative +1, Mechanics +6, Perception +6, Pilot +1, 
Use Computer +6 . 

Crew 3; Passengers 10 

Cargo 20 tons; Consumables 1 month; Carried Craft none 

Payload 12 concussion missiles 

Availability Restricted; Cost 250,000 (135,000 used) 


Medium laser cannons (pilot) 
Atk +6 (+1 autofire), Dmg 5d10x2 
Medium concussion missiles (copilot) 
Atk +4, Dmg 10d10x2 


Light Freighter 

Another popular design from the Corellian Engineering Corporation, the 
YU-410 light freighter's name is a bit of a misnomer. Considerably larger than 
typical light freighters, the YU-410 holds an impressive 250 tons of cargo 
in its spacious twin cargo bays. As a cost-cutting measure, the corporation 
includes smaller-than-normal engines, giving the YU-410 a low maximum 
velocity and poor maneuverability. To compensate for the lack of speed, the 
YU-410 has stronger shields and twin double laser cannons to defend itself 
against attack—often more than enough to dissuade pirates from assault- 
ing the vessel. 

Merchants and mercenaries love the YU-410's cargo capacity and rela- 
tively low profile. Most convert some of the cargo space into bigger and 
better living quarters, turning the YU-410 into a mobile base of operations 
and relying on more heavily armed escorts for defense. Its ubiquitous design 
makes repairs simple and parts easy to find at any spaceport, even those in 
the most far-flung corners of the galaxy. Cavernous cargo bays make the 
YU-410 light freighter a smuggler's dream, with plenty of nooks and crannies 
in which to store illicit merchandise. This gives a +5 bonus to Stealth checks 
for the purposes of concealing items. 


YU-410 Light Freighter cL7 

Colossal space transport 

Init —5; Senses Perception +5 

Defense Ref 12 (flat-footed 12), Fort 26; +12 armor 

hp 120; DR 15; DR 20; Threshold 76 

Speed fly 12 squares (max. velocity 800 km/h), fly 2 squares 
(starship scale) 

Ranged double laser cannons +2 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total 

Base Atk +0; Grp +36 

Atk Options autofire (double laser cannons) 

Al s Str 42, Dex 10, Con—, Int 14 

Skills Initiative -2, Mechanics +5, Perception +5, Pilot —5, 
Use Computer +5 

Crew 4 (normal); Passengers 12 

Cargo 250 tons; Consumables 2 months; Carried Craft none 

Hyperdrive x2 (backup x12), navicomputer 

Availability Licensed; Cost 110,000 (30,000 used) 


Double laser cannons (gunner) 
Atk +2 (-3 autofire), Dmg 5d10x2 


fy) 
r 
> 
q 
4 
LJ 
By 


1 BeidvRS 


SeVAeEEVH) 


Wayfarer-class Medium Transport 

The unusual design of the Wayforer-class medium transport allows cargo 
pods to be attached and detached from the port side of the vessel as needed. 
This modular design enables a Wayfarer to load a passenger section, hangar 
bay, or cargo module, depending on what is needed at the time. A Wayfarer 
features powerful engines that can handle the large mass of bulk freight 
and that give the vessel surprisingly good speed. However, its unusual 
layout makes the Wayfarer ungainly and difficult to pilot in anything less 
than ideal conditions. 

The 82-meter Wayfarer-class medium transport requires a crew of ten for 
optimal operation, but it can be flown effectively with only a pilot and one 
other crew member. The remaining crew spend most of their time securing 
cargo or operating the huge docking clamps, which attach cargo pods to the 
vessel. Wayfarers are typically found around highly developed planets, such 
as Coruscant, Corellia, and Metellos. Independent captains of Wayfarers are 
virtually guaranteed to find steady, if boring, work plying the trade lanes. 
However, its customizable design and remarkably spacious layout makes the 
Wayfarer popular with smugglers, criminals, and adventurers, who use the 
detachable module as a hangar for up to two Gargantuan or smaller star- 
fighters or ground vehicles. In a crisis, smugglers can dump their cargo pods 
with the push of a button, allowing them to escape the notice of patrols and 
customs inspectors. Partisan and Rebel forces sometimes use Wayfarers as 
assault transports, landing on a planet's surface to unload vehicles or troops 
and then quickly speeding away. 


WAYPARER-CLASS TRANSPORT 


Wayfarer-class Medium Transport cLs 

Colossal space transport 

Init 5; Senses Perception +5 

Defense Ref 12 (flat-footed 12), Fort 27; +12 armor 

hp 140; DR 15; SR 20; Threshold 77 

Speed fly 12 squares (max. velocity 800 km/h), fly 2 squares 
(starship scale) 

Ranged quad laser cannon +2 (see below) and 

laser cannon +2 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total 

Base Atk +0; Grp +37 

Atk Options autofire (quad laser cannon) 

Abilities Str 44, Dex 10, Con—, Int 14 

Skills Initiative —5, Mechanics +5, Perception +5, Pilot —5, 
Use Computer +5 

Crew 10 (normal); Passengers 6 

Cargo 220 tons; Consumables 3 months; Carried Craft 2 Gargantuan 
starfighters 

Hyperdrive x2 (backup x14); navicomputer 

Availability Licensed; Cost 140,000 (50,000 used) 


Quad laser cannon (gunner) 

Atk +2 (-3 autofire), Dmg 6d10x2 
Laser cannon (gunner) 

Atk +2, Dmg 4d10x2 


CAPITAL SHIPS 
The following capital ship is suitable for campaigns taking place during the 
Clone Wars or later. 


Corona-class Armed Frigate 
The Haor Chall Engineering Corona-class armed frigate was created with 
the same design philosophy as the Penumbra-class attack shuttle. Like 
that vessel, the Corona-class armed frigate was also deemed inefficient for 
droid use, and its limited production run was sold off (at extremely good 
prices) by Haor Chall Engineering to private investors who, more often than 
not, turned out to be criminals and local warlords. A moderately power- 
ful transport ship, this vessel can serve in multiple roles, and it is just as 
capable of destroying enemy vessels as rendering them inoperable. Though 
not the most powerful capital ship on the market, the Corono-class armed 
transport boasts a solid troop capacity as well as a respectable array of 
defenses, making it a good option for organizations without a lot of special- 
ized vehicles in their navies. 

The Weequay pirate Hondo Ohnaka uses at least one Corona-class armed 
transport as a raiding vessel on the Outer Rim. 


Corona-class Armed Transport CL17 

Colossal (frigate) capital ship 

Init +0; Senses Perception +6 

Defense Ref 15 (flat-footed 11), Fort 35; +11 armor 

hp 750; DR 15; SR 60; Threshold 135 

Speed fly 3 squares (starship scale) 

Ranged 2 medium turbolaser batteries +10° (see below) and 
4 heavy ion cannon batteries +10° (see below) and 
4 point-defense medium laser cannon batteries +6 (see below) and 
tractor beam battery +10* (see below) 

Fighting Space 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +47 

Abilities Str 60, Dex 18, Con —, Int 14 

Skills Initiative +0, Mechanics +6, Perception +6, Pilot +0, 
Use Computer +6 

Crew 64; Passengers 200 

Cargo 450 tons; Consumables 1 year; Carried Craft 6 attack shuttles, 
12 speeder tanks 

Hyperdrive x1, navicomputer 

Availability Restricted; Cost 3,7 million (2.0 million used) 

“Apply a -20 penalty on attacks against targets smaller than Colossal size. 


Medium turbolaser battery (4 gunners) 
Atk +10, Dmg 5d10x5 
Heavy ion cannon battery (4 gunners) 
Atk +10, Dmg 4d10x5 ion 
Point-defense medium laser cannon battery (2 gunners) 
Atk +6, Dmg 4d10x2 
Tractor beam battery (4 gunners) 
Atk +10, Dmg - (grapple +47) 


VEHICLE AND 

STARSHIP WEAPONS 

The following new vehicle weapons can be used to create different vehicle 
combat dynamics. The statistics for these vehicle weapons use the format of 
starship upgrades from the Starships of the Galoxy supplement, but a Game- 
master can add these weapons to the vehicle without using that system. 


EMPLACEMENT 
WEAPON DAMAGE POINTS cosT 
Chaff gun - 1 2,000 
Glowing defoliator launcher a 2 15,000 
Glowing defoliator shell 4d10x2" = 3,500, 


“Droids and creatures in sealed environment suits or vehicles are immune to 
this damage. 


Chaff Gun 

The Arakyd Caltrop-5 chaff gun is a typical example of this type of weapon. 
A chaff gun shoots a canister packed with thousands of durasteel shrapnel 
pieces. Intermixed in this canister are dozens of tiny scramblers that confuse 
sensor data, making it difficult to lock onto the vessel firing the chaff gun 
with missiles, torpedoes, or fire control computers. In a pinch, chaff guns 
fired in an atmosphere can be used offensively. When fired behind a vessel, 
the chaff gun creates a cloud of debris that can damage pursuing ships’ 
engines and clog intake valves. 

When used at starship scale, a chaff gun creates a cloud of debris in a 
single square in your vehicle's space. Attempts to hit you with other than 
area-attack weapons take a —5 penalty to attack rolls while the vehicle 
remains in the space with the chaff. Any other vehicle entering a square 
filled with chaff takes a —5 penalty to Pilot checks while in the square, The 
chaff cloud disperses at the end of your next turn. 

Launchers: A standard chaff gun holds six canisters. Additional canisters 
can be added, increasing the cost by 25% for each additional canister (up to 
a maximum of twelve canisters). 


Glowing Defoliator 

A devious weapon crated by the Separatists during the Clone Wars, the 
glowing defoliator weapon affects living creatures, literally burning them 
up. When exposed to the weapon, organic matter is converted into energy, 
causing living creatures within the weapon's area of effect to quickly burn 
to ash, The Separatists first experiment with this weapon on Maridun. The 
defoliator is fired into the field of combat, devastating living enemies while 
leaving the Separatists' droid forces unharmed. Droids take no damage from 
a glowing defoliator weapon, and only creatures completely sheltered within 
sealed vehicles, environment suits, or energy shields can avoid the effect of 
the weapon. When a glowing defoliator shell damages a living creature, the 
creature takes the same amount of damage at the start of each subsequent 
turn until dead. If a creature takes damage from a glowing defoliator shell 
but is not killed, it can stop the recurring damage only by passing through an 
energy shield that blocks out the weapon's effect (thus cleansing the body 
of the biological agents causing the damage). 


VEHICLE 
Fire ErrectTs 


Vehicles can be difficult challenges for heroes. Unless the characters pack 
serious firepower, most vehicles can easily shrug off the damage caused by 
hand-held blasters. In addition, vehicle weapons are usually able to mow 
down an entire adventuring group in short order. 

The rules provided here transform vehicles from killing machines into 
more manageable terrain objects that can augment an encounter rather 
than derail it. These effects can be offensive or defensive and can be used 
by the Gamemaster either to help or to hinder the heroes. 
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Battlefield effects are special auras that can be applied to any nonstar- 
ship vehicle that meets the prerequisites. A battlefield effect lasts until 
the end of the vehicle's next turn. A vehicle can have only one battlefield 
effect at a time, and the effect is determined prior to an encounter. Giving 
a battlefield effect to a vehicle requires no modifications to its weapons, 
armor, or other systems. 

To use a battlefield effect, the commander of the vehicle takes a standard 
action and the vehicle can make no attacks until the start of the commander's 
next turn. This produces an area of effect as described below. Characters 
or vehicles must be completely within the area of effect to be affected by 
the battlefield effect. 


Anti-Personnel 
Prerequisite: Autofire weapon. 

Asa standard action, this vehicle can forgo all attacks to provide a battle- 
field effect to all squares in a 6-square radius around itself. Allied characters 
and vehicles in this area of effect gain a +2 morale bonus to attack rolls and 
+1 die of damage against characters. 


Defender 
Prerequisite: DR 10 or SR 5. 

This vehicle absorbs damage to protect troopers from incoming attacks. 
Asa standard action, this vehicle can forgo all attacks to provide a battlefield 
effect to all squares in a 6-square radius around itself. Any attacks targeting 
allied troops or Gargantuan or smaller vehicles made by attackers within that 
area are automatically directed at the vehicle with this battlefield effect 
instead. This is a mind-affecting effect. 


Droid Hunter 
Prerequisite: lon weapon. 

This vehicle excels at disrupting and destroying droids. As a standard 
action, this vehicle can forgo all attacks to provide a battlefield effect to all 
squares in a 6-square radius around itself, On a successful attack, enemy 
droids within the area of battlefield effect take an additional +1 die of ion 
damage when hit by an attack that deals ion damage. 


Ground Churner 
Prerequisite: Tracked vehicle. 

The tracks of this vehicle can rip up roads, bridges, and terrain, and its 
weapons are altered to shatter and churn up the ground. As a standard action, 
this vehicle can forgo all attacks to provide a battlefield effect to all squares 
in a 2-square radius around itself. Terrain in this area of effect is difficult 
terrain for the purposes of movement. 


Heavy Assault 
Prerequisite: Colossal ground vehicle. 

This vehicle can guide allies’ weapons to exploit the enemy's weak- 
nesses. As a standard action, this vehicle can forgo all attacks to provide a 
battlefield effect to all squares in a 6-square radius around itself. All allied 
characters attacking targets within that area deal +1 die of damage ona 
successful attack, 


Medevac 
Prerequisite: Huge or larger vehicle. 

This vehicle is well equipped with medical gear and can respond rapidly 
to treat injured soldiers. As a standard action, this vehicle can forgo all 
attacks to provide a battlefield effect to all squares in a 6-square radius 
around itself. All allied characters in that radius immediately move +1 step 
on the condition track. 


Minesweeper 
Prerequisites: Perception +6, DR 10. 

This vehicle excels at locating and neutralizing minefields. As a standard 
action, this vehicle can forgo all attacks to provide a battlefield effect to all 
squares in a 2-square radius around itself. All allied characters and vehicles 
within this area gain a +10 equipment bonus to Perception checks when 
locating mines, and they take half damage from mines that they detonate. 


Platoon Leader 
Prerequisite: Expert crew. 

Advanced comlinks and tactical analyzers allow this vehicle to coordinate 
friendly troops more effectively. As a standard action, this vehicle can forgo 
all attacks to provide a battlefield effect to all squares in a 6-square radius 
around itself. All allied characters and vehicles within this radius grant an 
additional +1 bonus when they use the aid another action. 


Rapid Escape 
Prerequisite: Speed 12 squares. 

As a standard action, this vehicle can forgo all attacks to provide a 
battlefield effect to all squares in a 2-square radius around itself. Allied 
characters and vehicles in this area gain +2 to their speed. 


‘Speed 6 squares. 

This vehicle is equipped with precise sensors and optics, allowing it to 
locate the enemy quickly and efficiently. As a standard action, this vehicle can 
forgo all attacks to provide a battlefield effect to all squares in a 2-square 
radius around itself. Allied characters and vehicles in this area of effect 
receive a +5 equipment bonus on Initiative checks. 


Shock and Awe 
Prerequisite: Autofire weapon (3d10 minimum damage). 

This vehicle coordinates fire to lay down a blistering amount of damage. 
‘Asa standard action, this vehicle can forgo all attacks to provide a battlefield 
effect to all squares in a 6-square radius around itself. Any enemy in this 
grea of effect automatically moves an additional —1 step on the condition 
track when targeted by a successful attack that deals damage equal to or 
exceeding the target's damage threshold. 


Shield Breaker 
Prerequisite: lon weapon. 

This vehicle can damage enemy shields. As a standard action, this vehicle 
can forgo all attacks to provide a battlefield effect to all squares in a 6-square 
radius around itself. Enemy characters, droids, or vehicles that are Huge or 
smaller within this radius have their SR halved while within these squares. 


Siege Breaker 
Prerequisite; Gargantuan vehicle. 

This vehicle excels at punching through heavy emplacements, bunkers, 
and other defensive points. As a standard action, this vehicle can forgo all 
attacks to provide a battlefield effect to all squares in a 6-square radius 
around itself. On a successful attack roll, allied characters and vehicles within 
this radius ignore the DR of objects and buildings. 


Smoker 
Prerequisite: Huge or larger vehicle. 

This vehicle is equipped with smoke and chaff launchers, creating an 
impenetrable, obscuring cloud. As a standard action, this vehicle can forgo 
all attacks to provide a battlefield effect to all squares in a 6-square radius 
around itself. Allied characters in this area of effect can make Stealth checks 
to gain concealment while moving their normal speed. 


Sniper Fire 
Prerequisite: Gunner, Intelligence 16+. 

This vehicle has superior targeting equipment, allowing it to pinpoint the 
enemy. As a standard action, this vehicle can forgo all attacks to provide 
a battlefield effect to all squares in a 6-square radius around itself. Allied 
characters and vehicles in this area can aim as a single swift action. 


Spotter 
Prerequisite: Perception +6. 

This vehicle provides valuable observation data and calculations for allies 
wielding heavy weapons. As a standard action, this vehicle can forgo all attacks 
to provide a battlefield effect to all squares in a 6-square radius around itself. 
Allied characters and vehicles wielding heavy weapons in this area gain a +2 
equipment bonus to attack rolls and have a critical hit range of 18-20. 


Squad Leader 
Prerequisite: Skilled crew. 

This vehicle assists in squad-level tactics, especially in cramped settings. 
Asa standard action, this vehicle can provide a battlefield effect to all squares 
in a 6-square radius around itself. Allied characters within this area of effect 
ignore cover but not total cover. 


Tank Killer 
Prerequisite: Weapon dealing 6 dice or more damage. 

This vehicle specializes in eliminating other heavy vehicles. As a standard 
action, this vehicle can forgo all attacks to provide a battlefield effect to all 
squares in a 6-square radius around itself. All allied characters and vehicles 
in this area ignore the DR of vehicles on a successful attack roll. 


Terrorizer 
Prerequisite: Colossal or larger vehicle. 

This vehicle is designed to terrify the enemy. As a standard action, this 
vehicle can forgo all attacks to provide a battlefield effect to all squares in 
@ 6-square radius around itself. All enemy characters and vehicles in this 
area lose any morale or insight bonuses to attack rolls, to defense, or to 
skill checks. 


Troop Carrier 
Prerequisite: Passenger capacity of 10 or more. 

This vehicle delivers troops safely into and out of battle and provides 
cover as they load up or deploy. As a standard action, this vehicle can forgo 
all attacks to provide a battlefield effect to all squares in a 2-square radius 
around itself. Allied characters in this area are treated as having cover from 
attackers outside this area. 


GEAR REQUISITIONING 
YSTEM 


Training, equipping, and arming a soldier in a professional army costs tens of 
thousands of credits. Soldiers rarely carry their personal gear and weapons 
into battle and instead rely on their military units to outfit them with the 
gear necessary for battle. In addition to three square meals a day and a cot, 
one advantage to serving in a regular army or mercenary unit is access to 
weapons, equipment, and vehicles that are beyond the reach of civilians. A 
well-equipped and well-funded army or mercenary outfit is assumed to have 
gear, vehicles, and droids appropriate to their faction and era. In most cases, 
the average soldier has access to gear and equipment far beyond what would 
normally be available to a character by using the wealth system in the Saga 
Edition core rulebook. 
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The gear requisitioning system is a set of optional rules that replaces the 
standard wealth system described in the Saga Edition core rulebook. The gear 
requisitioning system gives players in a Galaxy at War campaign access to 
bigger and better weapons, armor, vehicles, and even starships that would 
exceed the limits of their personal wealth. However, the equipment that the 
heroes requisition does not belong to them and must be returned to the army 
or mercenary company’s quartermaster at the end of the adventure. When 
the heroes are off duty or not otherwise working on behalf of their unit, they 
must rely on their own weapons and gear to survive. 

Requisitioned gear is distinct from gear assigned for a specific mission. 
Requisitioned gear can be used in any way that the hero sees fit, just like 
personal gear, Heroes who requisition gear for a mission might receive addi- 
tional unique, mission-specific items or vehicles that would otherwise exceed 
their requisition budget. However, gear assigned for a mission must be used in 
accordance with the mission's parameters. A soldier is both responsible and 
accountable for gear assigned as part of a mission, and reckless endanger- 
ment or destruction of this equipment could result. in harsh discipline. For 
example, the heroes might be ordered to transport an experimental weapon 
to the battlefield, but the weapon is not theirs to deploy unless given direct 
permission. Also, starships and vehicles that ferry the heroes to and from 
locations and do not otherwise accompany the heroes after drop off are not 
considered part of a requisition budget. 

\f you utilize this system in your campaign, then the heroes should receive 
only one-half the usual rewards in credits that they would otherwise gain (see 
page 248 of the Saga Edition core rulebook). Heroes in a military-themed 
campaign are fighting for the prestige and glory, not the credits, and if 
they choose to leave their military organization, they discover that life as a 
civilian comes without access to the best gear, weapons, and gadgets that 
soldiers enjoy. 


Determining Requisition Limits 
To determine the amount of credits that the heroes have available to spend 
at the beginning of an adventure, use the following formula: 


Requisition Amount: Total number of character levels in the unit x 
2,000 credits 


For example, the heroes are four 4th level characters— privates or troop- 
ers with no bonus to requisitioning (see "Rank and Requisitioning,” below). 
The 16 total character levels multiplied by 2,000 equals a total of 32,000 
credits available to spend on weapons, armor, equipment, and vehicles for 
the duration of the mission. 

Heroes can spend up to the allotted amount of credits on any weap- 
ons, armor, equipment, or vehicles (but not starships; see “Requisitioning 
Starships,” below) that the Gamemaster allows. Any credits not spent are 
lost—heroes should maximize their purchases to get as much equipment 
as possible. Military organizations have enormous budgets, contracting 
standards, and vehicle pools, so heroes pay the used cost for vehicles when 
requisitioning. The Republic and the Empire are wealthy and powerful enough 


to issue every clone trooper and stormtrooper the appropriate armor, so clone 
trooper or stormtrooper heroes can ignore the cost of armor when using the 
requisitioning system. 


Requisitioning Starships 

Instead of requisitioning extensive collections of personal equipment, heroes 
might prefer to spend their requisition allotment to obtain a starship or two 
for their mission. However, the prices of most starships, even at the used 
price, are beyond the reach of all but the highest-level heroes, so players 
who decide to requisition starships use the following formulae instead of 
the regular requisition amount: 


Requisition Amount for Personal Equipment and Vehicles: Total number 
of character levels in the group x 500 credits 


Requisition Amount for Starships: Total number of character levels in 
the group x 10,000 credits 


For example, four 10th level heroes receive a requisition limit of 20,000 
credits for personal equipment and vehicles, and they receive an additional 
requisition allotment of 400,000 credits for any starships available to their 
faction and era. 

To determine the price of a requisitioned starship, use the starship's used 
price. Extra credits not spent on starships cannot go toward personal gear 
and vice versa. Allotted credits not spent toward their requisitioning limit 
ing starships are lost for that adventure. 
joned starship comes with any crew members required to oper- 
ate the vessel, unless the heroes decide to fill the positions themselves. The 
captain of the starship might be of higher rank than the heroes, but he or 
she receives orders to follow the heroes’ instructions. 

Gamemasters should remind players that not every mission requires the 
use of a starship. Heroes in a campaign focusing on gritty house-to-house 
combat might find a starship to be unnecessary and better small arms, armor, 
and grenades more appropriate. Heroes are not required to requisition a star- 
ship merely for transportation if that starship does not otherwise accompany 
them on their mission. Heroes who requisition a starship can operate it as 
they please, as if it were their personal property, but they still must return 
the starship to the quartermaster at the end of the mission. 


Rank and Requisitioning 
Heroes gain rank as they advance within a military organization. With this 
increase in rank comes greater spending limits for requisitioning gear. Table 
2-9: Rank and Privilege indicates the bonus that heroes receive when making 
a requisition request. This bonus is applied only to the highest-ranking hero's. 
character level, essentially treating the hero as that many levels higher when 
requisitioning gear. 

For example, a 6th-level character who has obtained the rank of second 
lieutenant (+4 requisition bonus) is treated as 10th level when requisition- 
ing gear. The three other characters in this adventuring group are equal in 


character level but lower in rank, so they do not receive a bonus. The total 
character levels of one 10th-level character and three 6th-level characters is 
28, which when multiplied by 2,000 gives a total of 56,000 credits available 
to that group for requisitioning equipment. 


SAMPLE REQUISITIONED 

GEAR PACKAGES 

The following are sample requisitioned gear packages that a group of heroes 
can requisition fora mission. The packages are set for groups of four heroes 
who are not requisitioning a starship. Gamemasters should create appropriate 
gear packages for players to choose from prior to an adventure. 


CL 1 Requisitioned Gear Package A (8,000 credits) 
1 blaster pistol 

1 blaster carbine 

2 blaster rifles 

4 frag grenades 

2 ion grenades 

4 short-range comlinks 

1 pair of electrobinoculars 

4-utility belts 

2 medpacs 


CL 1 Requisitioned Gear Package B (8,000 credits) 
1 SoroSuub X-34 landspeeder 

2 blaster pistols 

| blaster carbine 

1 blaster rifle 

2 frag grenades 

4 short-range comlinks 

4 utility belts 

1 medpac 


CL 2 Requisitioned Gear Package A (16,000 credits) 
2 heavy blaster pistols 

1 ion rifle 

1 heavy blaster rifle 

4 frag grenades 

2 ion grenades 

4 combat jumpsuits 

4 long-range comlinks 

1 pair of electrobinoculars 
4 utility belts 

4 medpacs 


CL 2 Requi: ned Gear Package B (16,000 credits) 
4 Aratech 74-Z speeder bikes 
2 heavy blaster pistols 

1 blaster carbine 

1 light repeating blaster 

4 frag grenades 

4 blast helmets and vests 

4 long-range comlinks 

1 pair of electrobinoculars 

4 utility belts 

1 medical kit 

2 medpacs 


CL 4 Requisitioned Gear Package A (32,000 credits) 
3 blaster rifles 

1 heavy repeating blaster 

5 frag grenades 

4 ion grenades 

4 stun grenades 

4 combat jumpsuits 

4 long-range encrypted comlinks 
1 pair of electrobinoculars 

4 field kits 

4 utility belts 

1 medical kit 

4 medpacs 


CL 4 Requisitioned Gear Package B (32,000 credits) 
4 Aratech 74-Z speeder bikes 

4 blaster pistols 

2 blaster carbines 

1 heavy blaster rifle 

1 2-1B Medical Droid 

5 frag grenades 

4 blast helmets and vests 

4 long-range encrypted comlinks 
1 pair of electrobinoculars 

4 utility belts 

1 medical kit 

5 medpacs 
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CL 8 Requisitioned Gear Package A (64,000 credits) 
4 heavy blaster pistols 

2 blaster rifles 

1 light repeating blaster 

1 heavy blaster rifle 

1 grenade launcher 

8 frag grenades 

5 ion grenades 

2 thermal detonators 

4 battle armor 

4 long-range encrypted comlinks 
1 pair of electrobinoculars 

4 field kits 

4 utility belts 

1 tool kit 

1 surgery kit 

1 medical kit 

6 medpacs 

1 personal holoprojector 


CL 8 Requisitioned Gear Package B (64,000 credits) 
1 TX-130T fighter tank 
(see page 202 of The Force Unleashed Campaign Guide) 
4 heavy blaster pistols 
2 blaster carbines 
1 light repeating blaster 
7 frag grenades 
5 ion grenades 
4 long-range encrypted comlinks 
2 pairs of electrobinoculars 
4 field kits 
4 utility belts 
1 tool kit 
1 surgery kit 
1 medical kit 
5 medpacs 
1 personal holoprojector 


CL 10 Requisitioned Gear Package A (80,000 credits) 
3 heavy blaster pistols 

1 ion rifle 

2 blaster rifles 

1 heavy repeating blaster 

2 grenade launchers 

1 missile launcher 

6 missile launcher magazines 
5 thermal detonators 

8 frag grenades 

8 ion grenades 

8 stun grenades 

2 explosive charges 

2 timers 

4 battle armor 

4 long-range encrypted comlinks 
2 pairs of electrobinoculars 
4 field kits 

4 utility belts 

1 tool kit 

2 surgery kits 

8 medpacs 

2 personal holoprojectors 

2 binder cuffs 


CL 10 Requisitioned Gear Package B (80,000 credits) 
1 TX-130T fighter tank 
(see page 202 of The Force Unleashed Campaign Guide) 
1 blaster pistol 
3 heavy blaster pistols 
2 blaster rifles 
2 heavy blaster rifles 
1 grenade launcher 
4 frag grenades 
4 ion grenades 
4 stun grenades 
5 thermal detonators 
2 explosive charges 
2 timers 
4 long-range encrypted comlinks 
1 pair of electrobinoculars 
4 field kits 
4 utility belts 
1 tool kit 
1 medical kit 
6 medpacs 
2 personal holoprojectors 


RANK AND PRIVILEGE 
Ahero who serves in an army, a planetary defense organization, ora mercenary 
group is given a rank—here called a title. With a title comes authority to give 
orders, access to equipment and personnel, and increased pay. However, the 
greater a hero's title is, the greater are the accountability, responsibilities, 
and demands placed on him or her. The Star Wars Roleplaying Game is about 
action, however, not administrative paperwork or Boards of Inquiry, so heroes 
in the game are allowed more leeway than actual members of the military 
would ever hope for. A title is usually indicative of character level and experi- 
ence, but a title can be based on social status and other noncombat-oriented 
factors. Heroes often receive orders from officers who are superior in rank but 
considerably lower in level—sometimes having only nonheroic levels. 

The Rank and Privilege system provided here gives a character's title 
and the corresponding additional in-game abilities and bonus for requi- 
sitioning equipment (see "Gear Requisitioning System" on page 69). As a 
player advances in title, he or she also gains access to additional benefits. 
With title also comes authority. Table 2-9: Rank and Privilege provides a 
Requisition/Command Bonus score. Heroes add the appropriate Command 
Bonus score to any Persuasion checks when dealing with members of their 
military organization. 

In addition, as a hero advances in rank (see Table 2-9: Rank and Privilege), 
he or she can give special orders. Special orders provide a once-per-mission 
effect, such as calling in an air strike, radioing back to headquarters for tech- 
nical information, or requesting immediate evacuation from a battlefield. To 
use a special order, the highest-ranking character in the adventuring group 
must be able to communicate with his or her superiors, either by comlink or 
by messenger. A special order can have immediate results, or it might take 
some time and require additional prerequisites. Also, in some cases, special 
orders cannot be enacted, especially if the hero is far from other troops or 
is involved in a clandestine mission without the benefit of additional forces. 
Special orders are divided into minor orders, major orders, and command- 
level orders. Several examples of special orders are described below, and 
Gamemasters are encouraged to create their own or to determine if a special 
order described by a player might be within the hero's authority. 


EXAMPLE MINOR SPECIAL ORDERS 

Call in mortar strike (Atk +10, 446 damage, 2-square burst radius, every 
142 rounds). 

Request basic intelligence (any Knowledge skill, +5). 

Request transport (ground vehicle arrives in 2d10 minutes, CL equal to 
or lower than commanding hero's). 

Request reinforcements (a number of CL 1 troopers equal to one-half the 
commanding hero's level arrives in 2410 minutes). 

Remote override (Use Computer +10 check, requires datapad or personal 
computer). 

Emergency supply drop (1 medical kit and 4 medpacs, or 1 tool kit and 1 
day/character ration packs). 


EXAMPLE MAJOR SPECIAL ORDERS 

Call in air strike (Atk +15, 10d6x2 damage, 4-square splash every 1d2 
rounds for 10 rounds). 

Request detailed intelligence (any Knowledge skill, +10). 

Request transport (shuttle arrives in 2d10 minutes, CL equal to or lower 
than commanding hero's) 

Request reinforcements (a number of CL 5 troopers equal to the com- 
manding hero's level arrives in 2d10 minutes). 

Remote override (Use Computer +15 check, requires datapad or personal 
computer). 

Emergency supply drop (1 surgery kit and 1 medical kit, or 1 tool kit, 8 
medpacs, and 10 days/character ration packs). 


EXAMPLE COMMAND SPECIAL ORDERS 

Call in orbital bombardment (Atk +20, 5d6x5, 4-square splash every 142 
rounds for 10 rounds). 

Request sensitive intelligence (any Knowledge skill, +20). 

Request transport (starship arrives in 2410 minutes, CL equal to or lower 
than commanding hero's). 

Request reinforcements (a number of CL 5 troopers equal to 5 + the 
commanding hero's level arrives in 2d10 minutes). 

Remote override (Use Computer +20 check, requires datapad or personal 
computer). 

Emergency supply drop (1 medical droid, 10 medpacs, 2 tool kits, and 1 
month/character ration packs). 
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POSITIVE CRITERIA 
Base attack bonus +5 through +9 
Base attack bonus +10 through +14 
Base attack bonus +15 or higher 
Captures or kills a major enemy 
Character level 
Has at least one level in the elite trooper prestige class 
Has at least one level in the noble class 
Has at least one level in the officer prestige class” 
Has at least one level in the soldier class 
Has at least one talent from Leadership talent tree 
Has the Skill Focus (Knowledge [bureaucracy}) feat 
Has the Skill Focus (Knowledge [tactics]) feat 
Shows extreme valor in wartime 
Specialist (+15 or higher in Intelligence-based skill) 
Trained in the Knowledge (tactics) skill 
Veteran of a major conflict 

*See Rank and the Officer Prestige Class sidebar. 


NEGATIVE CRITERIA 
Captured in battle 
Criminal background prior to enlistment 
Fails on a mission 
Has at least one level in the scoundrel class* 
Minor infraction of military code (e.g., insulting an officer) 
Untrained in the Knowledge (tactics) skill 
Complete loss or destruction of requisitioned gear 
Fled from battle 
Major infraction of military code (e.g., assaulting an officer) 
Actions result in unnecessary loss of comrades 
Betrays military secrets 
Grievous infraction of military code (e.g., mutiny, war crime) 


* Does not apply for mercenary units. 


ORGANIZATION SCORE MODIFIER 
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Organization Score Criteria 

To advance in his or her military organization, a soldier must follow orders, 
show ingenuity and leadership in the field, and successfully complete the 
missions. Although many factors can boost a hero's title, advancement comes 
only to those who are willing to take the most challenging missions and 
survive with their comrades and gear relatively intact. The criteria in Table 
2-8 can affect the organization score of a member of an armed service or 
large mercenary company. 


Titles, Benefits, and Duties 

Military organizations follow a strict chain of command, with clear regula~ 
tions on rank, responsibility, and authority of each soldier in its command. 
Soldiers are expected to follow the orders without question, and officers 
expect that their orders are carried out quickly and efficiently by those under 
their command, Depending on the military organization, era, and even duty 
post, soldiers can advance rapidly through the ranks or can make themselves 
career foot soldiers or noncommissioned officers. 

Table 2-9 provides the most common ranks found in military groups 
throughout the galaxy. Depending on the branch, some of the titles might 
be different or might not exist at all. For simplicity's sake, the titles given 
apply to both ground and naval forces. Gamemasters are free to alter the 
titles as needed. 


MULTIPLE HEROES WITH RANK 
Not all of your heroes have to be members of a military unit to go on missions 
on behalf of those units. However, if you have multiple heroes who all have 
ranks in the same military outfit, there may be some question as to who the 
commander is on a particular mission. There are several ways to determine 
who acts as the commander on a particular mission; note that only the 
commander of a mission can issue special orders during that mission. Below 
are some suggestions for determining the commander when multiple heroes 
hold rank in the same military unit. 

The hero with the highest organization score is the commander. For 
this method, simply compare the heroes’ rank and organization scores in order 
to determine who has the highest; that person becomes the commander for 
the mission. In case of a tie, a commander is assigned by the organization's 
higher authorities based on the mission profile. This method ensures that 
the hero with the highest rank is always the commander of the mission, and 
rewards heroes who specifically take levels in certain classes (particularly 
the officer) and choose to act as the party's leader. 

The heroes rotate as commander based on specialty. A somewhat 
more egalitarian method, in this scenario the mission commander is chosen 
by the heroes’ superiors based on his or her specialty. For example, on a 
mission to locate Count Dooku's secret lair, the heroes’ superiors might put 
the Jedi character in charge, owing to her familiarity with the Force, the 
Jedi, and the Sith. If the mission calls for extended travel through the wilds 
of Daluuj, the scout character could be put in charge thanks to his record of 
survivability. For missions where combat seems to be most likely, the soldier 
character might be put in charge. Provided that the missions the heroes 
undertake have some variety in their goals and methods of execution, each 
of the heroes should get a chance to take the lead on certain missions. This 
method works out very well when the heroes are all members of the same 
military unit and all have some rank. 

The heroes choose a commander from among themselves. Under this 
option, the heroes receive a mission from their superiors and are then required 
to choose one of themselves to be the commander. This not only allows the 
heroes to spread around the chance to be a commander from mission to mis- 
sion, it also allows heroes who don't want a position of leadership to opt-out 
easily while still participating in the choice of a commander. 
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NONCOMMISSIONED OFFICERS 

In real-world military units, there is a difference between officers who go 
through years of elite officer training and those enlisted men and women 
who are promoted to leadership roles. Officers who are enlisted are called 
non-commissioned officers, and they are drawn from the ranks of occupa- 
tional specialists within the enlisted personnel in a military force. Enlisted 
personnel sometimes then go on to attend officer candidacy schools (or 
receive such training during active duty, in the case of militaries that have 
no formal academies). 

In the Star Wars setting, there are often few, if any, differences between 
commissioned and noncommissioned officers. Some organizations, such as 
the Rebel Alliance, have no choice but to draw upon members of their own 
organization for officers. As such, almost every officer in the Rebel Alliance 
is what would normally be considered a noncommissioned officer; typically, 
these officers begin their careers as specialists within a Rebel cell, and 
advance based on merit. In the Rebel Alliance (and similar organizations), 
advancement is so fast that there can be no practical difference between 
commissioned and noncommissioned officer. Heroes like Han Solo and Lando 
Calrissian reach the rank of General quickly, out of necessity. 

If your heroes are members of a military unit that does have a strong divide 
between commissioned and noncommissioned officers (such as the Imperial 
military), there are a few adaptations you can make to the rules to enforce 
this divide. First, noncommissioned officers have a maximum rank score cap 
of 11, meaning that no noncommissioned officer can increase his or her rank 
beyond 11 unless that character then goes on to receive officer candidacy 
training. To determine if a hero is a noncommissioned or a commissioned 
officer, look at how that hero came to be involved with the military unit. 
If the hero was drafted into service, signed on to the unit with a specialty 
other than leadership, or signed on with no prior training or specialty, that 
hero is probably a noncommissioned, enlisted soldier. If the hero attended 
a military academy (such as the one at Carida), received formal military 
training as a part of his or her upbringing (as is the case for many nobles), 
or signed on with a unit specifically for a leadership role, chances are that 
hero is a commissioned officer. 

Additionally, for military units where there is a distinction between com- 
missioned and noncommissioned officers, the ranks for those heroes with a 
rank score of 11 or less should be different for commissioned officers. Though 
the actual ranks vary from one military outfit to the next, the following 
basic ranks can be used for commissioned officers progressing through the 
first few ranks of the command hierarchy: Ensign, Sub-Lieutenant, Second 
Lieutenant. 
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TITLE: BENEFITS AND DUTIES 

Recruit: None 

Private/Trooper: The lowest ranking member of any military. This honorific 
provides no mechanical benefit. 

Corporal: Corporals are second in command for squads of up to ten 

privates or troopers. This honorific provides no mechanical benefit. 

Sergeant: Sergeants are in command of squads. Once per encounter as a swift 
action, a sergeant can grant an additional move action to all allies within line 
of sight. 

Warrant Officer: Warrant officers are specialists in a given field. Once per 
encounter, a warrant officer gains 2 +5 insight bonus on one INT-based 

skill check. 

Chief Warrant Officer: The rank of chief warrant officer is an honorific that 
provides no mechanical benefit. 

Master Warrant Officer: Master warrant officers are the highest 
noncommissioned officers in a military. Once per encounter, a master warrant 
officer gains access to an astromech, protocol, or medical droid that has no more 
than three nonheroic levels. 

Second Lieutenant: The lowest officer rank in the military. Second lieutenants 
typically are in charge of a platoon of 30-50 soldiers. Once per encounter, all allies 
within line of sight of a second lieutenant grant an additional +5 bonus when they 
use the aid another action until the start of the second lieutenant's next turn. 
First Lieutenant: First lieutenants are in charge of two or more platoons. 

Once per encounter, a first lieutenant can grant a +1 bonus on attack rolls to all 
allies within line of sight for one round. 

Captain: A captain can lead a company of 75-200 soldiers, pilot a 

starfighter, or command a Colossal or larger starship. This honorific provides no 
mechanical benefit. 

Commander: Commanders lead unique units of specialized troops or ships. 
Once per encounter, a commander grants a +2 bonus on attack rolls to all 

allies in line of sight. 

Major: A major commands a battalion of 500—-1,000 troops or leads 

a starfighter squadron. The honorific provides no mechanical benefit. 


Colonel: A colonel commands a battlegroup, which consists of 4—8 regiments. 
Once per encounter, a colonel can give one ally within line of sight an extra 
standard action or move action on his or her next turn, to do with as he or 

she pleases. The ally does not lose the action if line of sight is broken. 
General/Marshal: The rank of general or marshal is the highest rank that a hero 
can achieve. They command units of troops divided into armies and are responsible 
for thousands of soldiers. A general or marshal can gain full access to a capital 
starship for up to 1 week. 
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Military campaigns can portray the heroics of a high-flying starfighter 
squadron or the trials and tribulations of a special-forces unit wallowing 
in the mud. The most important difference between a military campaign 
and a more conventional one is the mood and tone. Military campaigns are 
structured. Even though the morality of the conflict might be unclear, the 
objectives are well defined. 

Winning a war requires teamwork, planning, and the skills to get the job 
done. Discipline is also important, because it provides a structure for the 
military machine. Even the lowliest trooper is expected to follow orders. If 
the trooper refuses to do so, the ripples of the insubordination can be felt 
even in the highest echelons. 

This chapter explains how to establish the necessary tone and mood of 
a military campaign and how to convey to the heroes that they are a part 
of a conflict that is much larger than any individual soldier. In addition, you 
can learn about military characters and what makes them tick. 


YOu'RE IN 
THE ARMY Now 


career in the military is just like any other job. The biggest difference is 


_” the pay. Soldiers rarely earn more than the bare minimum wage. Soldiers do, 


however, have most of their material needs met. Clothing, food, housing, and 
other necessities are all included. Another difference between soldiers and 
civilians is the risks that they take. Officers and enlisted soldiers alike are 
expected to put their lives in on the line, often for months or years at a time. 
They must fight and, if necessary, die to accomplish their missions. 

In spite of these stark contrasts, joining the military can be an attractive 
decision. For some, it is an easy way out of poverty. For others, it is a way 
to gain respect in a vast, uncaring galaxy. Some join out of duty to their 
sovereign or because they desire training in a specific field or in a trade 
skill. Others yearn for the adventure and excitement that can be found on 
the front lines of any conflict. 
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MILITARY JARGON 

The military finds its own uses for everything—including language. 
Acronyms—known colloquially as alphabet soup by soldiers—abound within 
the military. Colorful phrases are passed from veteran to noob in a coming 
of age ritual that rivals that of any secret society. Below is a sampling of 
military jargon from the Star Wars universe. Some terms are specific to 
certain eras or branches of service, as noted in their definitions. 


10 Percent: (Clone Wars) Awful, terrible. Used by clone troopers 
and ARC troopers. 

100 Percent: (Clone Wars) Perfect. Used by clone troopers and 
ARC troopers. 

AO: Area of operations. A ubiquitous term for the place where a 
mission occurs. 

AWOL; Absent without leave. In some militaries, going AWOL is the 
same as desertion. 

Bad Karma: (Legacy) Imperial trooper slang for a Sith. 

Big Boys: Heavy armored transports such as AT-ATs and AT-TEs. 

Bird: A spaceship. 

Black Operation, Black Ops: Any operation or mission that has secret, 
sinister, or illegal objectives. 

Blaster Fodder: Troops sent on impossible or suicide missions. 

Blaster Magnet: (Rebel) An Imperial officer. 

Blue Milk Run: An easy or uneventful mission. 

Bogey: An enemy target, especially in atmospheric or space flight. 
Bone: (Rebel) Y-Wing starfighter. 

Boys in White: Stormtroopers. 

Bubble: Any form of personal energy shielding. 

Bucket: Any type of armor worn on the head, especially stormtrooper 
or clone trooper helmets. 

Bucket Head: (Rebel) An Imperial pilot or stormtrooper. 

Bucket of Bolts: Derogatory term for a droid. 

Buzzer: (Clone Wars) Clone trooper slang for a Single Trooper Aerial 
Platform (STAP). 

Case Yellow: Light resistance. 

Check!: (Clone Wars) Cease fire, check your fire. 

Chosen: Refers to any character enrolled in military service by draft 
or conscription. 

Civvies: Derogatory term for civilians. 

Clamshell: Any type of form-fitting hard-shell armor. 

Clankers: (Clone Wars) Battle droids. 

Collateral Damage: Civilian casualties. 

Commo: Communications. 

Deece: (Clone Wars) A DC-series blaster. 

Det, Dets: Detonator or detonators. 

Dirt, Dirty: Planetside or groundside. 

Dupe: (Rebel) A TIE bomber. 


DZ: Drop zone. An area where troops are deployed, especially by 
air insertion. 

Egg Head: (Rebel) A stormtrooper. 

Esdee Vic: A Victory-class Star Destroyer. 

Extract, Extraction: To evacuate or leave a combat zone. 

Eyeball: (Rebel) A TIE fighter. 

Final Jump: Death. 

Frag: To kill, especially with explosives. 

Freq: Frequency. 

Geos: (Clone Wars) Geonosians. 

Geosync: Geosynchronous orbit. 

Grease: To kill. 

Hardpoint: An enemy emplacement that is heavily fortified 
or defended. 

Haul Jets: To make a hasty retreat. 

High Drop: To deploy troops from orbit. 

Imp, Imps: (Rebel) Slang for Imperial troops. 

Impstar Deuce: (Rebel) An Imperial Star Destroyer Mark II. 

Insertion; The delivery of troops into an area of operations. 

ISD: Imperial Star Destroyer. 

Juggy: Juggernaut. 

KIA: Killed in Action. 

Klick: A kilometer. 

Larty: (Clone Wars) An LAAT/i gunship. 

Light Up, Lit Up: To be shot at. 

Lookalikes: Common euphemism applied to clones by nonclones. 
Also, twins. 

Loot: (Imperial) Lieutenant. 

Mandie, Mando: (Old Republic) Mandalorian. 

Mandroid: A derogatory term for a soldier who has more than two 
cybernetic implants. 

Meat Can: An armored soldier, 

MIA: Missing in action. 

MRU: (Clone Wars) Much regret, unable. 

Nebbie: (Rebel) A Nebulon-B frigate. 

Neutralize: To kill or destroy a target. 

Nexu's Den: A heavily defended area. 

Noob: Slang for a new soldier, someone who has not experienced 
combat. 

On Permanent R and R: Euphemism for someone, especially an ally or 
a friend, who has been killed. 

Ops: Operations. 

Party Favors: Hand-delivered explosives, such as grenades or 
thermal detonators. 

Peewo, PWO: (Clone Wars) Principal weapons officer. 

Plan B: A back-up plan. 


MILITARY UARGON CONTINUED 
Plastic Boy: (Rebel) A stormtrooper or other armored soldier. 
Procedure 29 Alpha: (Imperial) Also, P29A. Crazy, insane, or the 
Imperial procedure for discharging a soldier due to psychological illness 
or impairment. 

RC: (Clone Wars) Republic commando. 

Recce, Recon: Reconnaissance or scouting operations. 

Red Zero: A request for immediate extraction. 

Rocketjock: A starfighter pilot. 

Roller, Rollies: (Clone Wars) A droideka. 

RV: Rendezvous. 

SBD; (Clone Wars) Super battle droid. 

Scanner: A sensor, or a sensor specialist. 

Scuttlebutt: Gossip or rumor. 

Sep, Sepper, Seppie: (Clone Wars) A separatist. 

Shadowmen: (Rebel) Imperial storm commandos. 

(Clone Wars) A clone commando. 

Sitrep: Situation report, a military status report, 

Sitting Mynock: An easy or vulnerable target. 

Skip: (New Jedi Order) A coralskipper, or Yuuzhan Vong starfighter. 
Slugger: A slugthrower. Alternatively, a person who prefers to 
use slugthrowers. 

Smokers: Smoke grenades. 

Snowmen: (Rebel) Stormtroopers. 


LEADERSHIP 

The rigid structure of a military campaign can be jarring to those more used to 
a the independence of a conventional civilian campaign. The heroes can have 
ranks—either honorary titles or specific grades that they have earned with 
blood, sweat, and tears. Orders given by superiors are expected to be obeyed 
without question, Insubordination is dealt with swiftly and harshly. In extreme 
cases, insubordinate individuals are thrown into the brig or shot outright. 


Commissioned Officers 
The commissioned officer ranks are at the top of the military food chain. 
Commissioned officers have administrative and leadership roles and make all 
of the important decisions, such as ordering planetary invasions or deciding 
who gets promoted. These line officers come from privileged backgrounds 
and have higher education. Some are from the middle class, going against 
the current to earn their commissions. Rarely, a noncommissioned officer 
can prove his worth in battle, earning a battlefield commission. The most 
privileged officers come from so-called military families, and are known as 
Generationals. These soldiers are proud of their lineage and can trace their 
military ancestry back several decades or even centuries. 

The military structure can become rife with political infighting and favor- 
itism. In some instances, officers are appointed for political reasons rather 
than for their merit or skill. Such political appointees are looked down upon 


ighters: Small starfighters. 
Spacebrain: A derogatory term used by army troopers to describe 
naval troopers. 

Squint: (Rebel) A TIE/In interceptor. 

SSD: Super Star Destroyer. 

Stormies: (Rebel) Stormtroopers. 

TD: Thermal detonator. 

Tinnies: Droids. 
Trandos, Trannies: Trandoshans. 

Triage Code X: Badly injured and not expected to survive. 

Triple Zero: Coruscant, due to its hyperspace coordinates. 

Ugly: A starfighter cobbled together from a variety of parts. 

Vape: Vaporize, especially to destroy starfighters. 

Vapebait: An unskilled pilot, an easy target. 

VSD: Victory-class Star Destroyer. 

Wet: (Clone Wars) A nondroid enemy. 

Wet Droids: (Clone Wars) Insulting term for clone troopers 
and commandos. 

White Hats: (Rebel) Stormtroopers. 

White Job: (Clone Wars) Clone troopers. 

WIA: Wounded in action. 

XO: Executive officer. Typically refers to whoever is in command of 
an operation. 

Zap, Zapped: To kill. 


by those officers who have earned their ranks through hard work and risk 
of life and limb. Generationals are particularly disgusted by such political 
nepotism, especially since such appointments often turn out to be more 
of a detriment than a benefit to their military branches. Their well-placed 
friends make political appointees dangerous enemies if they feel they have 
been slighted. During the rise of Emperor Palpatine's New Order, the Imperial 
military is severely corrupted by the commissioning of political appointees. 

While a line officer commands forces in the field, a staff officer is 
awarded a commission based on a specific area of expertise. Staff officers 
include doctors, scientists, lawyers, military advisors, and other specialists. 
Although technically officers with all the privileges and authority of their 
specified grade, they often lack the tactical know-how and leadership skills 
of line officers. 

The officer ranks are further subdivided by their level of authority and 
the scope of their oversight. In the army, the highest ranking of these are 
known as general officers, and in the navy, they are fleet officers. These 
officers are responsible for a specific fleet or for the military presence 
throughout an entire system or sector of space. Below the general officers 
are the senior officers, who administer and maintain brigades of personnel 
and materiel. Below them are the junior officers, who command smaller 
units and unit sections. 


li eeiavHS 


SNEIVANYD ABVLAIMNW 


Creating Officer NPCs 

Perhaps the most important of the allied NPCs the heroes deal with on a 
regular basis are their commanding officers. These individuals give them 
orders, conduct their briefings, and reward or punish them for their successes 
or failures. Although heroes might aspire to the officer ranks—or even begin 
the game as junior officers—they rarely, if ever, achieve the highest senior 
officer ranks, much less those of general officers. 

Officers can have vastly different methods of managing troops. When 
creating a commanding officer for the heroes, consider the background of the 
individual officer. Is this a proud generational, whose ancestors have served 
in the military since before the Clone Wars? Or is this a political appointee 
likely to get soldiers killed or to hide in a bunker when the chips are down? 

Beyond the questions of past and personality, you also should determine 
the specifics of the officer's class and skill set. Most officers begin their 
careers as nobles, with a privileged upbringing and education. Some officers 
start as soldiers, instead, making them seem gruff and earthy when compared 
to their more privileged comrades. Officers might also include a few scoun- 
drels who have conned their way into the upper echelons of the military. 

Skills that are central to an officer's role include Initiative, Knowledge 
(tactics), and Persuasion. An officer in the field must be able to react to 
situations quickly and have a good grasp of appropriate tactical responses 
in an ever-changing combat environment. An officer must also be able to 
command his or her troops, earn their loyalty, and concisely communicate 
effective orders. 

The Commando and Leadership talent trees are an officer's bread and 
butter. Expertise in at least one of these trees is necessary for the officer to 
effectively lead on the battlefield. The Leadership talent tree is perhaps the 
more important of the two, offering talents such as Born Leader, Coordinate, 


and Rally. The Commando talent tree gives the officer more hands-on ability 
in combat with Battle Analysis, Draw Fire, and Harm's Way. 

As he or she advances in level, an officer can benefit from multiclassing. 
Soldier is the obvious multiclass choice for an officer who starts out as a 
noble. Likewise, one or two levels in the noble class can benefit a soldier who 
plans to advance through the officer ranks. Officers who work closely with 
forward scouts and small tactical units can benefit from scout levels, and 
shipboard officers can benefit from the Spacer talent tree by taking one or 
more levels in the scoundrel class. 

In the long term, an officer character should work toward gaining levels 
in the officer prestige class, which offers a number of advantages, including 
access to the Military Tactics talent tree. When used in conjunction with 
the talents gained from the Leadership or Commando talent trees, Military 
Tactics talents can make the difference between a good officer and an 
outstanding one. 


Enlisted Troops 

Below the officers is the largest part of any military—the enlisted ranks. The 
majority of soldiers at these grades are citizen soldiers who proudly serve 
their planet, system, or government by contributing to the defense and pro- 
tection of its citizens. Others are conscripts or draftees brought into service 
by societal or bureaucratic obligation, regardless of their desire to serve. 

Since enlistment in a standing military requires little education or 
privilege, enlisted troops come from all walks of life. Enlistees receive 
comprehensive training including not only combat techniques but also one 
or more technical fields, which can be of useful later in civilian life. Those 
whose homeworlds offer limited opportunities are attracted by the chance 
to travel the galaxy and learn valuable skills. Thus, many enlisted troops are 
drawn from backwater systems. 

In a campaign with an organized military setting, players will likely be 
enlisted troops. They might begin as noncommissioned officers (NCOs) within 
the senior enlisted ranks if that is appropriate to their backstories and the 
requirements of your game. NCOs supervise the day-to-day activities of the 
troops they command. In the field, a NCO assists junior and senior commis- 
sioned officers by acting as a liaison between commissioned officers and 
line troops and by commanding smaller units such as squads. 

Senior enlisted troops are sometimes older and more experienced than 
the junior commissioned officers who command them. In such instances, 
the NCOs are expected to lend their expertise to their commanders while 
remaining subservient—a delicate balance that must be maintained. Good 
officers rely heavily on the opinions and advice of their NCOs, and good NCOs 
learn when to offer their opinions and when to keep quiet. 


Creating Enlisted NPCs 

You have a lot of freedom when creating nonplayer characters within the 
enlisted ranks. Since recruits can come from any world, in any region of 
the galaxy, nearly any character can enlist. Unless the NPC is particularly 
important, keep the character as general as possible until you need to flesh 
the character out more fully. Your best bet is to keep a list of names and a 
stock soldier template handy, 

Is the character from an impoverished backwater world or has this sol- 
dier led a privileged life, enlisting to spite family expectations of officer's 
training? Is this NPC an unwilling conscript or an idealistic volunteer? Is this 
trooper a hard worker or a slacker who does the minimum amount of work 
and no more? Is this a fresh recruit right out of boot camp or a veteran who 
has lost count of the firefights of a long career? Enlisted troops are likely 
to begin their careers as soldiers and scouts, depending on their specialty. 
A scoundrel caught in the commission of a crime might be given a choice 
between prison and military service, Nobles, too, occasionally drift into the 
enlisted ranks. 

Physical skills such as Climb, Endurance, Jump, and Swim are important 
to soldiers. Quick reactions are also necessary to stay alive, making Initia 
tive a key skill, If the soldier is a specialist, then his or her area of expertise 
should be represented by training in the Mechanics, Pilot, Treat Injury, or 
Use Computer skills. Soldiers are also likely to have the Knowledge (tactics) 
skill, especially if they are in an elite unit. As a soldier advances in level, 
multiclassing is typically restricted to a level or two of scout to improve 
Stealth and Survival skills. 

A soldier must possess the proper feats to perform effectively. A soldier 
must be trained in the use of both rifles and light and, preferably, medium 
armor. Even light armor can mean the difference between life and death on 
the battlefields of the Star Wars galaxy. Any feat that increases a soldier's 
accuracy is worth having, so Point Blank Shot is a must. Soldiers who expect 
to enter close combat should consider learning Martial Arts |. 

Talents are straightforward for soldiers. The Armor Specialist, Commando, 
and Weapon Specialist talent trees offer plenty of good choices for aspiring 
military men and women. The ranges at which wars are waged make the 
Brawler talent tree somewhat less useful. Soldiers who dabble in the scout 
class should consider the talents from the Awareness, Camouflage, and 
Survivor talent trees. 

The elite trooper is the most obvious prestige class for soldiers to aspire 
to. The elite trooper's Weapon Master talent tree makes this soldier even 
more deadly, while the Delay Damage and Damage Reduction abilities vastly 
increase his or her life expectancy. 


MILITARY RECRUITMENT 

Military recruiters rarely mention the downside of military service. If they 
did, they would never meet their quotas of enlistees. They do make genuine 
promises to prospective recruits, but they sanitize their accounts of mili- 
tary life. Nevertheless, nearly every enlistee sees military-themed holovids. 
Depending on the era of play, such vids are either cinematic flights of fantasy 
in which the hero never gets seriously wounded and blasters never run out 
of ammo, or they are brutal and grueling depictions of the horrors of war 
that stun viewers. 

Prior to the Clone Wars, the public perception of the military is relatively 
neutral, perhaps a bit negative. A large standing army or navy is unnecessary, 
and peace is the rule rather than the exception. When Supreme Chancellor 
Palpatine forms the Grand Army of the Republic, the military's role and vis- 
ibility grow. Not only are clones fighting Separatists on distant battlefields, 
but clones also patrol the streets of Coruscant looking for terrorists. Likewise, 
civilian vehicles and vessels now share airspace with military transports 
and warships. 

Although the clones created on Kamino are a capable fighting force for 
the Republic and, eventually, the Empire, the vast scope of the war requires 
additional manpower from more traditional volunteers, The Republic Navy 
relies heavily on nonclone recruits to bolster its ranks, because most clones 
lack the specialized training necessary to maintain complex warships. 

The military commanders of the time know that the reserves of ready 
clones are finite, so they increase recruitment on most core and Mid Rim 
worlds. Stringent recruitment quotas are established throughout the 
Republic's loyal systems. Human-dominated worlds are targeted for heavy 
recruitment, even though many of the Republic's staunchest supporters are 
not members of the Human species. Worlds and systems that fail to meet 
recruitment quotas are initially subjected to draft lotteries, but these even- 
tually give way to so-called conscription drives that are essentially mass 
kidnappings of able-bodied men and women. 


BASIC TRAINING AND 
INDOCTRINATION 

The first stop for any new recruit is basic training. Even officers receive a form 
of basic training which is, despite rumors to the contrary, just as grueling 
as the training for enlisted troops. Few recruits know what to expect when 
they leave their transports and line up on a military tarmac for orienta~ 
tion, Recruits expect training to be a painful experience in which they are 
constantly belittled and forced to perform endless marches and physical 
exercise. The truth is not as bad as the holovids have made it out to be, but 
it is definitely not for the weak-willed or frail. 

Medical examinations are performed immediately following enlistment. 
The doctors who perform these examinations look for obvious defects or 
health issues. Recruits must also meet strict height and weight requirements. 
Any sensory deficiencies, such as near- or far-sightedness or deafness, must 
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be correctable with the proper equipment or procedures. Physicians also 
administer a wide array of inoculations to recruits to prevent them from 
Contracting any of a hundred exotic diseases during the course of their 
military service. 

Next, recruits are stripped of their identities. Initial orientation can include 
a military-style haircut, and recruits are issued uniforms. With some military 
organizations, initial orientation also includes an alphanumeric assignment, 
such asa stormtrooper’s TK designation code. From the beginning of training 
until graduation, such troopers are expected to answer only to their desig- 
nation code. When deprived of their individuality, recruits are more easily 
trained to rely on the group as a whole when accomplishing tasks. They are 
also prepared for the impersonal nature of military service, which can be one 
of the most shocking experiences a new recruit faces. They are reduced to 
being numbers, not names, making them both unique and anonymous. 

Once the troops are issued uniforms and other equipment, they begin a 
training regimen eight to ten weeks long, designed to weed out the weak 
and to mold the rest into uniform physical fitness. This training makes the 
recruits physically healthier, and it increases their self-confidence about 
what they can accomplish physically 


Along with exercises, soldiers are taught to march and drill, both with 
and without armor and weapons. Despite its repetitive nature, drill is an 
important activity for recruits because it ingrains command movements 
into the soldier's mind, making them reflexive. Soldiers who drill endlessly 
are easier to control on the battlefield, and they respond instantly when 
familiar orders are given 

Even before learning to shoot it, a recruit is taught how to care for his or 
her weapon. The steps to strip a blaster rifle, clean it, and reassemble it are 
repeated until they are second nature. Speed is also important, and most 
militaries require that a trainee can break down, clean, and reassemble a 
weapon within a specific time. Stories of soldiers required to clean weapons 
while blindfolded or in the dark are not far from the truth. 

Conditioning recruits to the rigors of the battlefield is another important 
Part of basic training. The sounds, sights, and smells of combat are omnipres- 
ent. Soldiers drill with the sounds of blaster fire and incoming artillery in 
their ears. This acclimatizes them to such experiences, Many new soldiers 
freeze the first time they are targeted by incoming fire, and the sooner they 
become used to the experience of being shot at, the better. 

When the time comes, recruits are taught how to fight in both a real and 
a tactical sense, Combat training teaches recruits to kill their enemies, both 
with and without weapons. Because a recruit's body reacts differently when 
in optimal physical condition, trainees are expected to be in top physical 
form for combat training, so they are rarely taught combat methods straight 
away. At this point in training, a recruit undergoes several hours of physical 
exercise, followed by several more hours of combat training, either sparring 
with comrades or on a firing range. 

Weapons training is a comprehensive process. Soldiers are taught that 
they must shoot to kill, and that a wounded enemy can be just as dangerous 
as a healthy one. The enemy a soldier kills is an enemy the soldier no longer 
has to worry about. Although this is all fine in theory, the act of taking a 
life is something that most civilized militaries leave to the actual battlefield, 
That said, training is as realistic as possible without being deadly, even to the 
point of conducting skirmishes with weapons set to stun 

At the culmination of basic training, a recruit should be in peak physical 
condition and trained to fight and die on the front lines. Graduation cer- 
emonies are traditionally held with much fanfare, and group assignments are 
handed out. Depending on their affinities, some recruits go on to additional 
specialized training, such as that required for a technical role such as techni- 
Cian or medic, or for a more defined military role such as a heavy weapons 
operator or repulsorlift or walker pilot. 


WASHING OUT oF BASIC 

Despite the best efforts to train all recruits equally, some recruits cannot 
make the cut. These individuals are weeded out in the first few weeks of basic 
training for one of three reasons: physical, psychological, or disciplinary. 

Physical wash-outs include recruits with preexisting medical conditions 
that make them unfit for duty, Such conditions might escape the rigorous 
medical examinations conducted prior to basic training. Some enlistees, in 
their zeal to serve in the military, go to great lengths to hide their physical 
deficiencies. Such a problem might be knowingly overlooked by the recruit's 
superiors unless the problem prevents the recruit from completing training. 
Some recruits are injured during training, sometimes so severely that the 
recruit is discharged. 

Psychological wash-outs can be the most difficult to detect. Basic training 
presents mental challenges that some recruits cannot cope with. Instructors 
are taught to watch for signs of mental distress in their recruits. Soldiers 
sometimes react negatively to stress, but action must be taken when such 
reactions pose a threat to the recruit or to his or her comrades. Recruits who 
are suspected of having mental problems are evaluated by a military psy- 
chologist, who makes the final determination as to the trainee's suitability. 

Disciplinary wash-outs include malcontents, insubordinates, and crimi- 
nals. Military instructors seek to break negative behaviors from the outset, 
using brutal punishment and intimidation. However, this does not always 
work, particularly when the recruit in question is exceptionally strong-willed. 
Recruits are washed out for disciplinary reasons only when their infractions 
become a threat to unit cohesion. 

Individuals who wash out of basic training are shunted back to their 
civilian lives with little or no compensation. If they are guilty of serious dis- 
ciplinary infractions, they might serve time in a military prison or stockade 
before dismissal. 


TEMPERED BY FIRE 

Soldiers are trained to fight, but until the moment of truth—when they 
are tested by actual combat—they have yet to prove themselves. That first 
encounter with the enemy is rarely forgotten, and it can make a lasting 
impression on even the stoutest troopers. Every encounter is different. Was it 
an ambush? an assault? a defensive action? Were the objectives met, or was 
it a tactical disaster? Did the soldier's friends and comrades survive, or was 
the unit wiped out, leaving the soldier alone to tell the tale? All of these can 
make for an interesting, character-driven story, and it is up to you to decide 
what sort of encounter you want your heroes to experience first. 


The Senses of Combat 

If the heroes in your game are greenies just out of boot camp, a key element 
of combat is the sensory input surrounding the heroes when the blaster 
bolts begin to fly. Capture your players’ imaginations with vivid depictions 
of the violence around them. Give them a clear vision of what they see, hear, 
smell, and feel without becoming monotonous or getting bogged down in 
the details. Even one or two descriptive words can be enough to adequately 
convey the point as you narrate the events taking place. 

First of all, combat is rarely a quiet affair. Weapons discharge constantly, 
both nearby and in the distance. Explosions—whether from thrown grenades, 
cannons, or incoming artillery—rock the world and send bodies flying with 
their shock waves. Orders are shouted, and the wounded scream as their lives 
slowly bleed out into the dirt beneath them. Repulsorlifts whine as speeders 
skate across the landscape and as transports and spacecraft fly overhead. 

‘Smell is also a crucial sense that must be conveyed to the first-time com- 
batant. Continuous blaster fire creates an energy-tinged smell of ozone and 
hot wiring. Smoke from fires is everywhere, and the sources are numerous: 
burning vehicles, foliage and trees, bodies, propellant, and explosives all pro- 
duce smoke with slightly different characteristics. The heroes’ sweat— pour- 
ing from their unwashed bodies—creates a palpable aroma. The landscape 
provides its own odors, too. A battle in a swampy marsh is punctuated by 
heavy, organic smells, and a shipboard assault features atmosphere made 
sterile by countless cycles through an active life-support scrubber. 
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What the players feel is just as important as what they smell and hear. Is 
it a hot day, when the heat makes wearing any kind of armor unbearable? Is 
it bitterly cold, causing the heroes’ extremities to become numb and clumsy 
in the frigid wind? Or is it a temperate day, strangely beautiful despite the 
carnage being sown all around the heroes? Consider the hammering recoil 
created by the heroes’ weapons as they fire, and the burning impact of an 
incoming blaster shot as it knocks one to the ground. 

The battlefield is filled with rich visual imagery. Fires burn, and smoke and 
fog inhibit visibility. Enemies emerge from the gloom like shadowy ghosts 
silhouetted by explosions and weapon discharges. Sudden flashes of light can 
Cause momentary blindness or provide an all-too-brief instant of lucidity. 
Provide contrasts: Dropships shriek overhead, leaving contrails across a far 
planet's purple sky, or a fragile red flower grows mere centimeters from the 
outstretched hand of a fallen enemy. 

Lastly, help your players bring out their heroes’ emotional responses 
to battle, Combat, especially a hero's first combat, is a frightening affair. 
However, emotions are tricky to convey to players in a roleplaying game. You 
must take care not to force particular responses from players. Instead, ask 
questions that lead your players to voice their emotions or to express them in 
the actions of their characters. You can certainly ask your players how their 
characters are feeling, and then expect them to act appropriately. 


Surrounded by Death 

The sights of both friendly and enemy dead and wounded should be stressed 
without turning the game into a verbal depiction of ultraviolence. Blood 
is rarely seen in the major battles of the Star Wars movies. Although you 
might punctuate your tales with brief representations of gore, these details 
should be kept to a minimum unless they serve the story. The best practice 
is to make general statements and allow the players to fill in the blanks with 
their own imaginations. Commenting that a fallen soldier was the victim of 
several hits from a high-powered blaster is enough to get the point across 
without discussing internal organs. 

A degree of empathy should be present in your depictions of the dead. 
Do not expect your heroes to shed a tear for the scores of battledroids they 
have dispatched, but you should still attempt to show them that their organic 
enemies are not so different from them. Had circumstances been different, 
those enemies might have even been friends. 


The combats that your heroes are likely to participate in might involve 
dozens or sometimes hundreds of individuals. Given the power and efficacy 
of military weapons in Star Wars, death can be nearly instantaneous and 
widespread. An assault’s first wave against a heavily fortified emplacement 
can generate significant casualties. 

The battlefield weapons of Star Wars are both spectacular and brutally 
efficient. Consider that the typical nonheroic character has 4 hit points and 
a Damage Threshold of 10 at first level. Next, take into account that a blaster 
rifle deals 348 damage on a hit, with an average damage of 13 or 14. Obvi- 
ously, a single hit from such a weapon is enough to kill a lower-level NPC. 
Heroic characters, even with their higher hit point totals, are not immune 
to such damage. An average first-level soldier can take only three such hits, 
Even taking into account the variables granted by catching a second wind 
or spending a Force Point, that soldier is reduced to a state that makes him 
or her combat ineffective unless medical attention is received. Combat in 
Star Wars is a deadly business. 


LIVING WITH WAR 

When developing NPCs for a military campaign, consider the various ways 
in which soldiers might respond to the experience of combat. Fresh recruits, 
while frightened by the prospect of their own demise, see death and injury as 
something that happens only to someone else, so NPCs who don't have much 
battle experience are likely to be more gung ho about military encounters 
than those with more time on the front lines. As recruits become seasoned 
veterans, they begin to understand that a soldier is not invulnerable. With 
this realization of their own mortality comes a desire to avoid unaccept- 
able risks. 

Over time, a soldier's comrades are sent to other units or become casual- 
ties of war. Friends are replaced by less-experienced soldiers, A veteran NPC 
might make a conscious effort to avoid close relationships within his or her 
unit, and might rebuff friendly overtures made by the heroes. Such tenden- 
cies can make veteran NPCs seem cold and dispassionate. 

Soldiers must learn to cope with the rigors of combat. Some delve into 
alcohol, spice, and other substances. Others cling memories of home, writ- 
ing letters to loved ones on a daily basis. Any distraction, whether harmful 
or benign, is a welcome change from the constant fear that permeates a 
soldier's life. Portraying the variety of ways in which the other members of 
the heroes’ unit respond to the stresses of a military campaign can add to 
the players’ sense of the rigors of war. 


AFTER THE FIRE 

After serving his or her stint on the front lines, a soldier might attempt to 
return to a normal civilian life. Most ex-soldiers who have seen combat find 
this transition to be a difficult one, because few of their new associates 
understand what they have gone through. The heroes are likely to encounter 
ex-military characters at many points in the campaign, as shopkeepers from 
whom they purchase supplies, as cantina patrons or spectators at Podraces, 
as friends, as informants, or as mercenaries. After so many years of conflict, 
former members of the Empire's vast military machine can be found in even 
the most remote regions of the galaxy. 

For example, perhaps the heroes have gone into town to enjoy some RER 
between missions, There, they discover that the bartender in a local cantina 
was a staff sergeant in the Imperial Army for many years, until her near- 
death in a firefight left her unfit for service. If the heroes press this NPC 
for details, they might discover some of the ways in which an ex-soldier's 
experience of wartime events continues to have an impact on his or her 
day-to-day life. Flashbacks and nightmares about combat, phobias or the 
avoidance of situations, sights, and sounds that the soldier associates with 
wartime experiences, and being overly aware of potential dangers are some 
of the behaviors that a character with traumatic wartime experiences could 
display. Don't overemphasize this type of extreme reaction to the experience 
of combat, but feel free to introduce the idea that the war affects every 
citizen of the Empire, not just those wearing a uniform. 


MILITARY ADVENTURES 
Vast intergalactic war is one of the elements that makes Star Wars compelling. 
The constant battles being waged throughout the galaxy give the setting 
one of its most distinctive flavors. When this is combined with the struggle 
between good and evil, you have an epic adventure. 

Although the galaxy is large enough to play host to any number of cam- 
paign types, the military campaign is one of the easiest to formulate and run, 
especially over the long term. The stories can encompass as many disparate 
elements as you wish. They can involve personal psychological struggles or 
Group struggles as heroes attempt to achieve ultimate victory. 

The truism that war brings out both the best and worst in people can be 
experienced in its fullest in a military-themed campaign. Unlike independent 
heroes—such as smugglers, fugitive Jedi, displaced nobles, fringe natives, 


or bounty hunters—active-duty soldiers are part of a well-defined chain of 
command. They are bound to a specific cause by their terms of service, usually 
part of a contract or an oath to whatever power they serve. They are paid for 
the risks they take, but this compensation pales when compared to the riches 
that independent and freelance heroes crave. The true reward is the job itself 
and the benefits of ultimate victory, if they manage to claim it. 

Many of the most exciting moments in the Star Wars movies depict 
battles for important military objectives: the attack on the Death Star during 
the Battle of Yavin in A New Hope, the Imperial deployment on Hoth in The 
Empire Strikes Back, the battle above Coruscant in Revenge of the Sith, and 
the ground assault on Geonosis in Attack of the Clones. Giving your players 
and their heroes an opportunity to participate in these sorts of actions brings 
them closer to the sense of conflict inherent in the setting. 
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DESIGNING MILITARY 
ADVENTURES 
The first thing you need to decide when designing military-themed adven- 
tures is the scale. Do you want to involve your players in grand battles, or 
are you more interested in a game that centers on a small team of military 
specialists? Is the conflict in which the heroes are embroiled a relatively iso- 
lated brushfire war, or is it part of a larger conflict that spans the galaxy? 
Although large battles are one of the genre's staples, they are often fought 
on smaller fronts. Involving the heroes in vast battles is an excellent way to 
remind them of the conflict’s scope, but if every battle is another Geonosis, 
large-scale battles can become tiresome. Your best bet is to intersperse 
smaller adventures and skirmishes with the larger ones. The last adventure 
in the series should be the climactic battle, where everything comes together 
and the heroes’ successes and failures come back to help or haunt them. 
Military adventures are rarely quiet. Soldiers are warriors, first and 
foremost, and their skills are geared toward making war. This is not to say 
that missions cannot be conducted under a blanket of secrecy. In fact, many 
missions require that the heroes use good judgment and discretion to accom- 
plish their goals. Despite this, there should be occasions where the heroes are 
expected to participate in stand-up fights against their enemies, where their 
ability to stealthily infiltrate has little influence over the final outcome. 
You also must determine the composition of the heroes’ party. Will it 
consist entirely of soldiers or multiclass characters with one or more levels of 
soldier? Or will you allow other character classes to join the group? Although 
soldiers make up the majority of most military forces, other classes can be 
a part of the adventure. Nobles can act as officers, scouts can participate 
as reconnaissance troops or as native guides, and scoundrels can lend their 
skills at stealth and infiltration to the group as a whole. Even Jedi have a 
part to play, although their true potential might be hidden from the group, 
depending upon the era in which you set your game. 


First Things First: The Objective 

Before you start, you need to determine the overall goal of the military 
campaign, The objective can be as epic or as incidental as you like, but it 
should be important in a military sense. Do you want the heroes to assault 
an entire planet? Or are they to pacify a band of pirates that has made its 
base in an asteroid field? Whatever the goal, your job is to make it interest- 
ing for the heroes and to make the rewards commensurate with the risks 
that they take. 


The Sequence of Events 

Choose a series of three to six missions that culminate in the successful 
completion of the overall military objective. You can determine these mis- 
sions based on the objective or generate them randomly. The missions need 
not take place in the same general area or within a short period of time. 


‘Some missions might send the heroes to take care of related tasks elsewhere 
before they can target the final objective. 

One or more missions might be time sensitive, lending a sense of urgency 
to the proceedings and preventing the heroes from taking detours that bog 
down play. Time-sensitive missions also remind the players that they are part 
of a larger universe, and that other events are taking place during downtime. 
Learning that an enemy fortification must be captured within the next two 
hours is more exciting than having free rein to take as much time as you 
want to plan and execute an attack. 

With each mission assigned, determine the results of both success and 
failure. Does the final objective hinge on each of these missions in some 
way? Will it be more difficult to accomplish if the missions leading up to 
it are not successfully completed? If the heroes fail in a related mission, it 
should have some noticeable effect, 


Cast of Characters 

Once you have the general path of the overall adventure plotted out, decide 
who the heroes should interact with. Who are their enemies? Who are their 
allies? Will they need additional specialists to perform their missions, or can 
they rely on their own skills to be successful? Do they have a commanding 
officer? If so, what is he or she like? 

The supporting cast should become familiar over the course of the 
adventure. Even little touches are appreciated by most players as time goes 
on. Perhaps they become friendly with the quartermaster who assigns gear 
before each mission, just as he or she admonishes them for returning the 
equipment dirty or damaged. Maybe competitors in another unit engage in 
a bit of friendly inter-unit rivalry between assignments. 

Most importantly, do not forget the other members of the heroes’ unit. 
Even if they do not participate in every mission that the heroes are sent on, 
the other squads in the heroes’ unit can become good friends and welcome 
additions to their group from time to time. If these individuals are lost, either 
alongside the heroes or while on another mission, the horrors of war and the 
losses of combat become palpable. 


Briefings 

Each mission should have an official briefing that is delivered by the com- 
manding officer. The briefing should cover the basics of the mission: the 
mission's goal; the details of the area in which the mission takes place; how 
the players are expected to arrive and depart the area; any intelligence that 
has been gathered; and, if necessary, a timetable that must be followed, Any 
secondary objectives or goals that are not critical to the overall success of 
the mission should also be covered in the briefing. 

The briefing should give a general outline of what the heroes’ command- 
ing officer intends for them to achieve. Better informed individuals than 
the heroes have concocted these plans to save the heroes the trouble of 
formulating complicated plans of their own. From Command's point of view, 


the heroes are tools to be used in a specific and predefined manner, but the 
plans are not always nonnegotiable. The heroes should be given leeway to 
make reasonable alterations, and once the mission starts it need not proceed 
exactly as planned. Events on the ground might require the heroes to make 
adjustments on the fly. 

Prepare for the briefing by having a map or two available. The heroes 
might want to know where they are going and what the local terrain is like. 
If they have multiple options for their insertion or extraction, these should 
be noted on the map, as should the locations of any secondary objectives. 
Be ready to answer any questions that the heroes ask, but remember that 
the commanding officer is not omniscient. Under most circumstances, he or 

he knows only as much about the mission as the briefing details. 

Intelligence provided during the briefing can be as specific or as general 
as you like. In fact, it need not be completely accurate. Misinformation 
increases the intensity of the mission when the assumed facts are shown 
to be incorrect. Such misinformation is not always harmful. If the analysis 
indicates that a brigade of elite stormtroopers is present, the heroes are 
unlikely to complain if those forces have been redeployed to another sector. 
Faulty intelligence should be used sparingly, however, because heroes who 
have been burned in the past tend to assume that all future intelligence will 
be wrong, as well 


Intelligence can be as mundane as you like. Enemy unit designations or 
specifications are perfect: “The area is patrolled by Kraken’s Maulers, an elite 
cadre of SpecOps troops" gives a sense of real military concerns. If the heroes 
have run into elements of these units in the past, revealing their presence 
might give the heroes second thoughts about the ease of the mission 

When the briefing is finished, the heroes should be allowed to ask any final 
questions, make requests for special equipment and personnel, and discuss 
any potential changes to the mission profile. When these final details are 
ironed out, the commanding officer dismisses them. This is your chance to 
delve into their commanding officer's personality. Is this commander cold and 
calculating, or does he or she take the time to wish each of the heroes luck 
before they depart? Are words of encouragement brief, or is this commander 
prone to bombastic speeches that bore as much as they inspire? 


Zero Hour 

Eventually, plans must be transformed into action, The heroes, as ready as 
ever, are inserted into their area of operations. From this point on, the game 
carries on much like any other. Do not be afraid to throw a few surprises 
at the players. Local wildlife, natives, and the environment can spice up an 
otherwise mundane or formulaic mission. 

Unless the mission takes place in the relative peace leading up to a full- 
scale invasion, be sure to stress the elements of war raging around the heroes 
that affect the local population and landscape. Idyllic tracts of farmland 
might be scarred by bomb craters, burned-out bunkers, and the smoking 
hulks of destroyed vehicles. 


Extraction and Debriefing 

Whether or not the heroes succeed in their assignment, they must eventually 
return to their superiors and take responsibility for their actions. Leaving a 
combat zone is a tense experience, especially if the heroes are under fire. 
One lucky shot on the part of the enemy could result in death for the entire 
unit. This is not to say that every extraction should be performed under fire. 
Instead, consider the circumstances of the mission and the status of nearby 
enemies and act accordingly. 

When they return to their commanding officer, the heroes must be 
debriefed. A debriefing is typically attended by an intelligence analyst and 
by the heroes’ CO. The heroes or their designated leader recount the mis- 
sion, revealing any discoveries they made along the way. If appropriate, 
congratulations or admonitions are made, depending on the degree of the 
mission's success. In the case of mercenary heroes (see below), final pay- 
ment is made or arranged. 

Depending on the intensity of the conflict, the heroes might have a period 
of rest between missions, or they might be expected to perform their next 
mission straightaway. If the heroes are not given time to heal or recover, 
they might suffer from fatigue and the effects of wounds. Their effective- 
ness might be reduced, but such circumstances are not uncommon during a 
protracted or high-intensity conflict 
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Adventure Example: Planetary Assault 
The heroes, as part of an assaul 
nd neutralize a battery of anti-aircraft guns. The main force of the 
is scheduled to land at 
failure has important repercussions for 
With the guns neutralized, the heroes are to 
land so that they can regroup with their unit. They will then join an assault 
‘on a major starport, securing the ground facilities. The heroes’ role in the 


t force, are to land 


e main 


predetermined time, and the heroes’ succ 


e main assaul 


ait for the main force to 


starport assault is to capture an important fuel depot slated to be destroyed 
by the defenders. 

With the starport safely under control, the heroes then advance into 
neighboring hamlets in search of enemy tanks that retreated from the 


starport. The tanks are hidden and dug in, and pose a threat to advancing 


tanks, and 


troops. The players move in under cover of darkness, locate the 
neutralize them. 


The following day, the main assault force moves through the hamlet and 


picks up the heroes. The final objective of the assault is the planetary capital, 


and the battle involves a large number of ground troops with starfighter 
cover. Once more, the players are called on to precede the main assault force 


‘ors so that the orbiting naval forces can 


and knock out several shield gener 


bombard the capital's military component prior to the assai 
With the shield generators destroyed, the bombardme 


commences. 


heroes again join the primary force as it moves into the city, and they partici 


pate in an attack on the planet's go 


the system's president. Success resul 


nment center, attempting to capture 


in total victory for the ae ornkk 


while failure might prolong the planetary fighting for weeks or months. 
In essence, this adventure can be reduced to four minor missions 
neutralizing the anti-aircraft guns, capturing the fuel depot, destroying the 


hidden tai 


capturing the planetary leader, Together, they form a cha 


ks, and blowing up the shield generators—and one major mission— 


ventures t 


culminates in either victory or defeat. Every success or failure should affect 


the cai 
of their actions and their contribution 


mpaign as a whole. This gives the players a sense of the impor 


to the war. 


For example, if the anti-aircraft guns are not destroyed, then scores of 


their fellow soldiers might die en route to the planet's surface. If the fuel 


depot is not captured, then allied ground vehicles might not have eno 


fuel, slowing their advance. If the enemy tanks are not located and destroyed 


they wreak havoc on advancing allied armor, costing time and lives. And of 
course, if the shield generators are not blown up, then the orbital bombard- 
ment of the planetary capital cannot reduce the effectiveness of the enemy 


defenders, further hampering the progress of the war. 


MERCENARY GROUPS 


Rather than portraying members of a military organization such as the Old 


Republic, the New Republic, the Empire, or the Ri 


bel Alliance, you might 


consider allowing the heroes to take on the roles of civilian contractor: 


otherwise known as mercenaries. Mercenaries are freelance guns for hire, 


soldiers who sell their services to the highest bidder regardless of politics 
or morality. The use of mercenaries has a checkered reputation, especially 
‘ofessionals, but their services can be invaluable. 

Not all mercenaries—or mercs—are dishonest or shady. Some of the best- 
id mercenaries have successful track records due, in part, to good ethics. 
lercenaries can be hired singly, but they are most commonly contracted 
small- or medium-sized companies. Depending on how successful or 
well funded they are, mercenary companies might include infantry units, 
fast-attack craft, and armored assault vehicles. The best and most effective 
mercenaries act as independent military units, but without any particular 
any, however, the more expensive their services 


among militar 


es. The larger the com| 


are liable to be 

The largest mercenary companies provide services a la carte. They do 
not require that their entire organization be employed by a single power. 
Instead, they allow individual components to be contracted out, typically 
for a specified period of time. This allows them to be more fiscally flex- 
depending on the scale of the conflict. In such instances, mercenary 
companies take pains not to hire their forces out to two or more opposing 
factions at the same time. After all, the last thing they want to do is pit their 


troops against each other, 


A SEPARATIST COMMANDER. 


Nations, corporations, and other powers hire mercenaries for various 
reasons. Mercenaries are typically hired to supplement standing military 
units by providing support or additional security. Occasionally, individuals 
or organizations with no military hire mercenaries to field an armed force at 
short notice. Mercenaries are also hired to perform jobs that employers find 
questionable or distasteful, and they can be hired in secrecy. 

Contracting mercenaries can be expensive. One reason why they cost 
more than line troops is that mercenaries must fully support themselves. 
if no other stipulations are included in their contract, mercs must provide 
their own weapons, munitions, fuel, food, and other equipment. Under most 
circumstances, they must also provide their own medical care. Mercenaries 
who are wounded or die in the line of duty are owed nothing by the organi- 
zation who has hired them. 

One benefit to running a game in which the heroes portray mercenaries 
is flexibility. Mercenaries can be hired for single jobs or contracted for long- 
term assignments. Their members can come from any race. And they can also 
work for nearly any employer—the Empire, the Rebel Alliance, the Corporate 
Sector Authority, or any of a number of other interests. 


BATTLES IN ADVENTURES 

One of the best backdrops for adventures with a military theme is the battle. 
Battles can serve simply as set dressing for your adventures and encounters, 
or they can be more integral to the campaign. When heroes participate in 
adventures that take place against the backdrop of a battle, they may have 
the chance to influence that battle’s outcome. For example, the heroes may 
have a mission that is relatively small in scale, such as destroying an enemy 
frigate or rescuing prisoners of war. Set against the backdrop of a battle, 
the encounters within that adventure have not only the feel of being a 
part of a larger war, but also, depending on the heroes’ actions, may shape 
the way the battle concludes. Gamemasters who want to have the heroes’ 
actions influence the overall outcome of the battle have several options 
available to them. 


Victory Points 

One simple way to have your heroes affect the outcome of a battle during the 
Course of the adventure is with a simple resolution system that uses Victory 
Points. When designing the adventure, determine which encounters in the 
adventure have the potential to contribute, either positively or negatively, 
to the outcome of the battle the adventure is using as a backdrop. Choos- 
ing which encounters take advantage of this system should be as simple as 
asking yourself whether or not the encounter could influence the flow of 
the battle, and how much significance you want placed on that individual 
encounter. Similarly, every encounter that is part of a battle should have a 
mission or goal with a clearly defined division between victory and defeat. 
For example, suppose that you're designing an adventure set against the 
backdrop of a massive land battle on Kashyyyk. You determine that you 
want to have three encounters that can potentially affect the outcome of 


the battle. Those three encounters might alter the battle in different ways; 
for example, one of the encounters might require the heroes to free some 
Wookiee prisoners from an enemy camp and return them to the fight, while 
another might require the heroes to destroy an anti-aircraft cannon so that 
reinforcements can land safely. 

As mentioned above, each encounter must have a clear goal or mission 
with an easily determined difference between success and failure. The heroes’ 
goal might be to destroy something (or stop it from being destroyed), to 
prevent enemies from reaching a certain position, to place explosives in a 
precise location, and so on. If the heroes succeed in this goal, they earn a 
Victory Point. If they fail to achieve their goal, they receive a Defeat Point. 
There is no such thing as a partial success in this system: The heroes either 
succeed completely or they fail. 

Once all of the encounters have concluded, tally up the number of Vic- 
tory Points and the number of Defeat Points the heroes earned. If the heroes 
earned more Victory Points, the battle’s outcome swings in their favor; if 
they earned more Defeat Points, the battle’s outcome has negative repercus- 
sions for the characters. You should decide in advance what these outcomes 
might be, Failure for the heroes does not necessarily have to mean defeat 
for their side of the conflict. The victory of one side over the other may be 
a foregone conclusion, but the heroes’ success determines the actual form 
that the victory takes, how many losses were sustained, or other important 
aspects of the conflict. 

The adventure in Chapter 7 makes use of the Victory Points system in its 
final section, during a battle to liberate a planet. 


THE IMPERIAL 
CAMPAIGN 


During the Rebellion era, the largest, most powerful, and most cohesive 
military force is controlled by the Empire. The increased militarization started 
by Supreme Chancellor Palpatine during the Clone Wars is enhanced by fierce 
nationalism, xenophobia, and fears of destabilization. Constant warfare 
keeps the Imperial military in a heightened state of readiness for decades, 
and insurgent uprisings on a number of worlds sharpen the skills of Imperial 
officers and the troops that serve beneath them. 

Thousands of military vessels crewed by millions of loyal Imperial troops 
cruise space in defense of the Empire. They possess the best weapons and 
equipment available, along with the tenacity and training to use them to 
the best effect. In addition, Emperor Palpatine—a charismatic and seem- 
ingly selfless leader—has made it his goal to see that their way of life is not 
tarnished by corruption, terrorism, or the threat of primitive and debauched 
non-Human societies. 

How can they lose? 


THE IMPERIAL VIEWPOINT 
Not all Imperial characters are evil, soulless beings in thrall to the Emperor 


By the time of the Battle of Yavin, Emperor Palpatine has been in power for 


nearly three decades. For many of the young men and women serving in the 
Empire's military forces, Emperor Palpatine’s rule is all they have ever known. 
In their eyes, Imperial rule is the status quo. Their parents might remember 
the frightening years leading up to the Clone Wars, the campaigns against 
the Confederacy, and the duplicity of the Jed 


The past shows that Emperor Palpatine has single-handedly saved billions 


of loyal citizens from the enemies of his people, bringing the Republic back 
from the brink of anarchy, At a time when a strong hand is required contro 
the Senate and the corruption that riddles it, the Emperor 


doing what is necessary. In the following years, he ensures that peace and 


unafraid of 


prosperity become the right and privilege of every loyal Imperial citizen. To 
deny these truths is to deny reality, A generation of loyal Imperial citizens 
stand ready to defend their 
and Emperor Palpatine's victory over the Jedi has been told and retold a 


ay of life. History is written by the victor, 


thousand times. 


ho dare to oppose Imperial rule are me 
tors, Jedi fanatics, 
who are fueled by the same greed and corruption that pervaded the 


ly remnants 
and criminal 


The pitiful rebels 


of the Separatist movement, displaced sena 
eleme 
Old Republic. They are little better than terrorists, and the holofeeds continue 
t reports of their futile attempts to overthrow the Emperor's New 
Order. If not for their cowardly tactics, these rebel insurgents would have 
been brought to heel decades ago. 

The Emperor and his servants ensure that every citizen is informed of 


to broad 


the war's progress through detailed, first-hand accounts and moving politi- 
cal holofeeds. Eternal vigilance is the price of freedom, for terrorists lurk 
re to drop its guard so that they can 
Ss must be sacrificed, the alternative is 
tivity 


just out of sight, waiting for the En 
strike again. Although some freedo! 
unthinkable. Loyal citizens are encouraged to report any suspicious 
immediately. 


Beyond the order of the Empire lies the lawlessness of the Outer Rim ter- 


ritories. Other systems are under the sway of rebel propaganda or controlled 
by criminal elements, The war must be waged within these systems, as well. 
After all, it would be a crime to deny these countless sentient beings the 
gifts of Emperor Palpa ne 
they might also thank the Emperor for his efforts. 


lent rule. Within a generation or two, 


e's b 


As a loyal citizen of the Empire, you know that the war is horribl 
but it must be prosecuted to maintain your way of life. You know a number 
of people who have lost loved ones to acts of rebel terrorism or who have 
family members serving in either the Imperial army or navy. These selfless 
uals put the well-being of the New Order before their own, and risk 
their lives in battle for the greater good. Their sacrifices cannot have been 


true, 


indis 


made in vain. 


Given that point of view, can you blame the average Imperial citizen for 


his or her beliefs? 


Imperial Characters 

Imperial citizens might seem to be deluded, but they do not have the benefit 
of our extensive knowledge of their universe or of the evil that pervades the 
highest levels of their government. They take many factors for granted, and 
they are rewarded with a semblance of normality and order that others might 
insider repressive. But in the long run, what makes them wrong? 

One of the most interesting military-themed games has loyal Imperial 
subjects as heroes. It can be a great deal of fun to throw convention out the 
window and participate in the war from the Imperial point of view. Their 
ideology might be rooted in lies, but the motives of loyal Imperial troop 
and civilians are much the same as those of more traditional Rebellion era 


heroes. 


IMPERIAL COMMISSIONED 
OFFICER RANKS 

Listed here are the army and navy ranks used in the Grand Army of the 
Republic. For the most part, this rank structure persists through Emperor 
Palpatine's New Order. It is provided as an example of how the militaries of 
other sectors might organize their commissioned officer ranks. 

The ranks of Moff and Grand Moff are added later by Emperor Palpatine 
and occupy a grade designation somewhere between 0-12 and 0-13. Moffs 
are technically outside both the army and naval chains of command, answer- 
ing only to the Emperor. Despite this, they can take command of either army 
or naval units at their whim. 


Army Junior Officers Naval Junior Officers Grade Designation 


Junior Warrant Officer Cadet None 
Senior Warrant Officer Ensign 0-1 
Second Lieutenant Junior Lieutenant 0-2 
Lieutenant Sub-Lieutenant 0-3 

Army Senior Officers Naval Senior Officers Grade Designation 
Captain Lieutenant 0-4 
Major Lieutenant Commander 0-5 
Lieutenant Colonel Commander 0-6 
Colonel Captain 0-7 

Army General Officers Naval Fleet Officers | Grade Designation 
Brigadier General Commodore 0-8 
Major General Rear Admiral 0-9 
Lieutenant General Vice Admiral 0-10 
General Admiral 0-11 
Field Marshall Fleet Admiral 0-12 
High General High Admiral 0-13 
Grand General Grand Admiral 0-14 


TYPES OF IMPERIAL CAMPAIGNS 
Campaigns for Imperial characters are limited only by your imagination. The 
obvious choice is for the heroes to fight against rebel insurgents or worlds 
that are hostile toward Imperial occupation. However, the galaxy offers plenty 
of opportunities for the Empire to run afoul of potential enemies. 

The following sections discuss potential conflicts between the Empire 
and a number of other factions. Imperial campaigns can focus on one such 
conflict or mix and match multiple conflicts, as you see fit. 


Imperials Against Non-Humans 

The Empire is dominated by Human interests. Despite the vast number of 
non-Human species throughout the galaxy, Imperial doctrine becomes more 
and more exclusive, favoring the Human species over all others. With few 
exceptions, the Imperial military is dominated by Human officers and enlisted 


IMPERIAL NONCOMMISSIONED 
OFFICER RANKS 
As above, the list below presents the enlisted rank structure used in the 
Grand Army of the Republic. Like the officer rank structure, this organization 
persists through Emperor Palapatine’s New Order. 

Stormtrooper units use the same rank structure as the Imperial Army. 


Army Junior Navy Junior 
Enlisted Ranks Enlisted Ranks Grade Designation 
Private Shipman's Apprentice E41 
Private First Class Shipman 2nd Class E-2 
Lance Corporal Shipman Ist Class £3 
Corporal Petty Officer 3rd Class E-4 
Sergeant Petty Officer 2nd Class E5 
Army Senior Navy Senior 
Enlisted Ranks Enlisted Ranks Grade Designation 
Staff Sergeant Petty Officer 1st Class E-6 
Master Sergeant Junior Chief Petty Officer Ee7, 
First Sergeant Chief Petty Officer E-8 
Senior Sergeant Senior Chief Petty Officer E-9 
Sergeant Major Master Chief Petty Officer E10 
Command Command Master Chief E-11 
Sergeant Major Petty Officer 


troops. On occasion, particularly notable non-Humans make an impact on the 
war machine—Grand Admiral Thrawn, for example—but these are rare. 

As new worlds are discovered or as old ones are conquered, the potential 
for the Imperial military to clash with non-Humans becomes more and more 
likely. These types of struggles occur on planets such as Mon Calamari and 
Kashyyyk, where the dominant species of both worlds are relegated to slave 
labor for their Imperial masters. 

The Empire uses its technological superiority to overcome primitive 
natives. This can lead to one-sided battles where the Empire crushes its 
non-Human opposition with overwhelming force. However, this does not 
have to be the case, and many non-Human species have managed to develop 
their own advanced technology that can, in some cases, meet or surpass the 
capabilities of the Empire. 
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IMPERIALS AGAINST NON- 
HUMANS ADVENTURE HOOKS 
Non-Human species in the Outer Rim have formed a coalition to oppose 
Imperial expansion into their space. The Empire, however, has other plans, 
and conflict is inevitable. Although hardly able to match the Imperial 
fleet, non-Humans know that the Empire is spread thinly across the 
galaxy, and they are hoping to make Imperial control of their space more 
costly than it is worth. 


Astrange species from unknown space has invaded an Imperial-held 
system and conquered it in less than a week. The Empire must organize 
a retaliatory strike and attempt to retake the system, but the Imperials 
do not yet know exactly what sort of beings they are dealing with. 


An uprising has occurred on a world that has been garrisoned by the 
Empire for the past several years. The native inhabitants of the world 
rebel, killing or imprisoning the Imperials on their planet. Using weapons 
and equipment taken from their would-be conquerors, the inhabitants 
intend to hold onto their planet at all costs. 


Imperials Against Imperials 

As the treachery of such Imperial luminaries as Admiral Demetrius Zaarin 
shows, the Imperial war machine can turn on itself. Military coups happen 
all the time, and some are more effective than others. Although Emperor 
Palpatine is never supplanted by a rival during the years of his rule, a number 
of attempts are made, not all of which have been made public. 

Several ambitious officers serve within the Imperial ranks. Dissatisfied with 
their situations, officers with enough power can go rogue or attempt to defect 
to the Rebel Alliance along with the troops under their command. The reasons. 
for such treachery are many and varied, but the result is ultimately the same: 
Troops loyal to the Empire inevitably face their former comrades in combat. 
An interesting feature of such a campaign is the use of Imperial technology 
against Imperial technology. TIE fighters square off against other TIE fighters, 
while Imperial troops face enemies with the same equipment and training. 


IMPERIALS AGAINST 

IMPERIALS ADVENTURE HOOK 
An ambitious Imperial Moff has declared the systems under his control 
to have seceded from the Empire, His troops and officers, loyal to the 
end, apparently stand with him against the New Order. Whatever the 
reasons for secession, the Emperor cannot allow an upstart Moff to get 
away with such an audacious act, and a small fleet of Imperial warships 
is dispatched to take the system back, one planet at a time. 


Imperials Against Pirates 

Piracy plagues the entire galaxy, and ensuring that the space lanes remain 
open and free of interstellar predators is the Empire's duty. With the Imperial 
fleet stretched thin, policing the far-flung reaches of space is difficult, if 
not impossible. Only when pirates disrupt Imperial logistics do they become 
a problem worth engaging on a grand scale. 

Most pirate bands are small and isolated, but larger pirate fleets can pose 
a threat to the Empire's space superiority. Using guerilla tactics that have 
proven successful for the Rebel Alliance, organized pirate bands make hit 
and fade attacks on Imperial shipping lanes. When these groups become a 
significant nuisance, the Empire decides to root them out and destroy them, 
but this is not always as easy as it sounds, 

Pirates, especially those in the Outer Rim territories, rely heavily on the 
local populace for support. Seen as rebels, heroes, and businessmen, these 
pirates find it easy to garner support from obscure planets, colonies, and 
shadowports. After all, they are a source of revenue for lawless settlements, 
and in a sense, joining a pirate band offers their youth the possibility of a 
profitable, if dangerous, future. 


IMPERIALS AGAINST PIRATES 
ADVENTURE HOOK 

A large pirate armada hailing from an Outer Rim system has raided 
Imperial convoy and captured a number of valuable military S 
Top-of-the-line starfighters, including experimental models from Santhe 
Sienar, are among the goods stolen by the pirates. And several high- 
ranking Imperial fleet officers traveling with the convoy are being hel 
for ransom. The Empire must now dispatch a force to the pirate-control 
system, locate the pirates, and recover the materiel and officers. 


Imperials Against the Rebel Alliance 

Perhaps the single most common theme in an Imperial military campaign is 
the fight against the Rebel Alliance. Scattered throughout the galaxy in an 
attempt to avoid Imperial entanglements, Alliance forces do occasionally 
congregate in large numbers. At these times, they are most vulnerable to 
an organized Imperial assault. 

The Alliance constantly seeks to bring new star systems into the fold 
in an attempt to strengthen their legitimacy. By sending small SpecForce 
units to train indigenous populations in the arts of guerilla warfare as well 
as by providing seditious groups with weapons and equipment, the Alliance 
hopes to cultivate unrest on worlds that have been, up until now, peacefully 
under the sway of the Empire. When such planets become battlegrounds, 
the Imperial military must crush any resistance and restore order with both 
full-scale invasions and pinpoint strikes. 


Imperial probe droids are sent on reconnaissance missions to out-of-the 
way sectors in an attempt to locate Alliance facilities. They usually recover 
little data of any usefulness, but they occasionally have strokes of luck. Bands 
of pirates and smugglers are surprised when their operations are raided by 
well-armed Imperial force looking for rebels. When a bona fide Rebel base 
is located, however, ripples of excitement course through the Imperial fleet 
in anticipation of the coming battle. 


IMPERIALS AGAINST 

THE REBEL ALLIANCE 
ADVENTURE HOOK 

A large Rebel base is found on a populated moon in the Werta system. 
The base's condition suggests that it has been established for only a short 
time. With the proper preparation, including an Interdictor, the entire 
system can be isolated, and a concerted Imperial assault can be directed 
at the moon. Taking Rebel prisoners is just as important as neutralizing 
their defenses, so care must be taken to get the most from this rare and 
tempting opportunity. However, rumors abound that this stroke of luck 
might actually be the bait for a cunning Rebel trap. 


TYPES OF IMPERIAL HEROES 
Once you determine the type of campaign you want to pursue, your next 
task is to determine the role that your heroes play in the story. The Impe- 
rial military is a large organization, offering possibilities for advancement 
that are limited only by a hero's ambitions—as well as the ambitions of any 
potential rivals 

Below are some of the types of heroic groups you might consider for your 
campaign. Some are more applicable to long-term campaigns than others, but 
they all offer an interesting diversion from the type of Star Wars campaign 
that your players might be used to, 


Stormtroopers 

By the time of the Battle of Yavin, at least two-thirds of the stormtroopers 
are of natural-born Human stock. The other third are the products of clone 
engineering. Only the best candidates from both the Imperial Army and 
Navy are eligible to join the Stormtrooper Corps, and standard height and 
weight restrictions reduce this number even more. In addition, ideological 
Compatibility with Imperial doctrine is a necessity, and a great many potential 
candidates are judged unfit based on their psychological profiles. 


As the Empire's shock troops, stormtroopers are used for high-profile 
missions, especially against the Rebel Alliance and insurgent forces. Judged 
elite, they are not wasted on mundane missions, and instead support the 
Empire's doctrine of ruling the galaxy through fear. They are outside the 
army's and navy's chains of command, but they serve aboard capital ships 
and alongside their army and navy counterparts. 

A unit of stormtroopers heroes makes an excellent basis for a military 
campaign. The downside to such a campaign is the stormtroopers’ fanati- 
cal loyalty to the Emperor, which can result in acts that might not seem 
heroic. On the other hand, by carefully crafting missions for your group of 
stormtrooper heroes, you can lead the campaign away from brutal violence 
and cultivate rich roleplaying experiences. 


STORMTROOPER ABILITY REQUIREMENTS. 

To be eligible to join the Stormtrooper Corps, a character must have the 
following minimum ability scores: Strength 12, Dexterity and Constitution 
11, all other abilities 10. 

Heroic stormtrooper characters must possess the following feats and 
Skills: Armor Proficiency (light); Weapon Focus (rifles); Weapon Proficiency 
(pistols, rifles, simple weapons); trained in Endurance. 

Both women and men are permitted to serve in the Stormtrooper 
Corps, but female stormtroopers are much less common than their male 


counterparts. 
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The Imperial Army 

Although they are rarely given screen time, the Imperial Army is the true 
backbone of the Empire's ground-based might. The Stormtrooper Corps is 
used to secure high-profile and exceptionally difficult planetary objectives, 
but the army is called upon to do most of the surface fighting. They also 
garrison conquered worlds and participate in peacekeeping operations all 
across the galaxy. 

A number of different unit types—such as armor, artillery, engineers, 
ground support, reconnaissance, and special forces units—serve within 
the Imperial Army. This makes the options for an Imperial Army campaign 
incredibly varied. A campaign can center on anything: a group of grunt troops 
trudging the front lines of a planetary assault, or the tribulations of a tank 
crew navigating a distant battlefield. 

The types of characters allowed within an army unit are also more flex- 
ible, Unlike stormtroopers, army grunts are not necessarily beholden to strict 
enforcement of Imperial doctrine. They are soldiers, plain and simple, and 
although they fight and die for the Empire, they night not necessarily agree 
with the orders they are given. 


IMPERIAL ARMY ABILITY REQUIREMENTS 
Soldiers in the Imperial Army must possess a minimum of 10 in both 
Strength and Constitution. Officers should have above-average Intelligence, 
Wisdom, and/or Charisma, but no hard and fast rule exists for judging such 
capabilities, 

All Army soldiers and officers must possess the following feats: Armor 
Proficiency (light); Weapon Proficiency (rifles, simple weapons). 


The Imperial Navy 

The true strength of the Empire lies with its naval forces. With such vast 
interstellar distances to be crossed, the Imperial fleet enforces Imperial law in 
the spacelanes, transports troops and other resources to distant battlefields, 
and supports nearly every ground-based action that takes place. So the navy’s 
attitude toward the army is somewhat less than charitable. 

Other than naval-based troopers, few options are open to soldiers in 
the navy. One of these options is that of ship-based TIE fighter pilots. The 
operations possible for a squadron of naval pilots is limited only by your 
imagination. Ground attacks, fleet defense, attacks on pirate and Rebel Alli- 
ance shipping, and escort missions are just some of the options. Survivability 
can be a problem given the relative fragility of the standard TIE model, but 
elite pilots can be members of TIE advanced squadrons. 


Like the army's troops, naval characters come from many walks of life and 
possess all manner of political views. Pilots, by necessity, must hold officer 
ranks, but this does not necessarily mean that they must be of noble birth. 
A great many Imperial pilots come from humble backgrounds. With such 
stresses placed on their numbers, the Imperial Academy is less picky about 
its applicants, especially late in the war. 


IMPERIAL NAVY ABILITY REQUIREMENTS 
Naval personnel must possess a minimum Intelligence of 10. Naval officers 
are expected to possess minimum Intelligence and Wisdom scores of 12 and 
Charisma scores of at least 14, but this not strictly enforced, and exceptions 
are made for political and staffing purposes. 

Starfighter pilots must meet specific height and weight requirements and 
have minimum Dexterity scores and Intelligence scores of 12 each, 

Naval personnel receive rudimentary combat training and must possess 
the following skills and feats: Weapon Proficiency (pistols, simple weapons); 
Use Computer, Starfighter pilots must also be trained in the Pilot skill. 


Conscripts, Draftees, and other Undesirables 
Not all the members of the Imperial military serve by choice. As the war 
against the Rebellion drags on and the need for troops grows, conscripts and 
draftees become common within the ranks, especially in the Imperial Army. 
Conscripts and draftees are fundamentally the same except that draftees 
originate on worlds that are friendly to the Imperial cause, while conscripts 
are culled from worlds under Imperial domination. Conscripts also include 
criminals who have been punished by forced military conscription, so con- 
scripts are somewhat less controllable than their drafted comrades. 

Soldiers who are forced into service see less intensive training and 
indoctrination than their volunteer counterparts—generally half as much, 
and sometimes even less than that. This causes command to view them 
as expendable, leading to a high casualty rate among their numbers. Con- 
scripted units are used for suicide missions, frontal assaults, and as the first 
waves of planetary invasions. Conscripts and draftees are led by Imperial 
officers who are proven to be ineffective leaders or who are being punished 
in some way. 

To maintain a semblance of Imperial loyalty, every such unit is assigned 
a political officer to monitor reliability. Acting as a friendly ear, the political 
officer portrays him- or herself as a guidance counselor rather than a font of 
Imperial propaganda, Rumors suggest that each company is seeded with one 
or more undercover operatives who are loyal to the Empire but act as though 
they are merely conscripts. These individuals report suspicious activities and 
seditious behavior to the unit's political officer. 


CONSCRIPT AND DRAFTEE ABILITY REQUIREMENTS 

A number of unique roleplaying opportunities exist for a unit of conscripts 
or draftees, and the types of characters who can end up in such a unit are 
limited only by the imaginations of your players. Given the selection process 
used in their recruitment, conscripts and draftees have no ability require- 
ments. The only requirements for conscripts and draftees are that they must 
be Human, and they must possess the following feats: Weapon Proficiency 
(rifles, simple weapons). 


The Upper Echelons 

One interesting option for an Imperial military campaign would be to allow 
players to serve as a cadre of nonpilot officers within one of the Imperial 
branches, Such campaigns can take place in the brutal world of military 
politics, where the only officers to see promotion are those who are willing 
to do whatever it takes to get into the highest levels of the military machine. 
Even the best officers are tried by the effort to succeed while still follow- 
ing a moral compass. The heroes might even be able to change the system 
from the inside. Obviously, such a campaign would not focus entirely on the 
front lines of battle, although the game would return to such locations on 
a regular basis. 

The cast of heroes need not consist solely of officers; a single officer hero 
can be adequate to explore the higher echelons of the Imperial military. The 
campaign would be more playable if the officer or officers in question begin 
the game as either high-level junior officers or low-level senior officers— 
either 0-3 or O-4. Nonofficer heroes can take the roles of junior officers, 
guards, orderlies, drivers/pilots, and other members of the officer's entourage. 
The most difficult aspect of such a situation is making sure the spotlight 
shines on all heroes equally and not only the officer hero. 


IMPERIAL OFFICER ABILITY REQUIREMENTS 
Imperial officers have no specific ability requirements, but they are expected 
to have good mental ability scores, Charisma is particularly important. Sup- 
port characters can run the gamut, depending on their branch of service and 
the roles they are expected to play as part of the officer's staff. 

Given the challenges of such a campaign, you might find it reasonable to 
allow heroes to start at a higher level, such as 3rd, 4th, or Sth. 


BATTLEFIELD 
ENCOUNTER TOOL KIT 


The battlefields of the Star Wars universe are many and varied, so the tactics 
of enemies and allies should not be limited to routine assault or defense. 
Methods of warfare can be codified and civil or brutal and barbaric, but the 
aim is always the same—victory. When the price of victory becomes second- 
ary to victory itself, all bets are off. 


IMPERIAL DESIGNATION 

CopEes 

The following designation codes are used by Imperial branches of service. 
Every designation code assigned is unique to an individual, although 
designations of dead or retired troops are occasionally recycled, typically 
on a five-year cycle. Recruits and trainees are given one code during 
training and another when they graduate, depending on their final 
occupational assignments. 

The first two letters of the designation code define the soldier's role 
or branch of service. The last string of digits—from one to ten figures in 
length—is the soldier's unique identification number within the specific 
branch. Transfers between branches can occur, but this requires assign- 
ment of new designation codes. 


Imperial Branch Designation Code 


Army Trooper IA 
Clone Trooper Tc 
Naval Crewman. Ic 
Naval Gunner IG 
Naval Trooper IN 
Officer 1D 
Pilot TI 
Recruit, Army RA 
Recruit, Navy RN 
Recruit, Stormtrooper RS. 
Royal Guard TR 
Sandtrooper TD 
Scout Trooper/Biker Scout 1B 
Snowtrooper Ts 
Stormtrooper TK 
Ground Transport Pilot TA 


This Battlefield Encounter Too! Kit features various rules and options for 
spicing up the battlefields of your military campaigns. Some of the rules 
presented here might prove deadly to unprepared heroes. You are advised 
to use them with care. 


ACTIVE AND STATIC DEFENSES 
The warriors on the battlefields of the Star Wars universe use a variety of 
different defensive systems to maintain their positions. Active defenses 
include automated guns and smart mines, while static defenses include 
obstacles such as razor wire, fragmentation wire, booby traps and standard 
mines, and repulsorlift inhibitors. 
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ARC TROOPERS TAKE COVER FROM AN AUTOMATED SENTRY OUN. 
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Automated Sentry Guns 

At its simplest, an automated gun is an automatic blaster controlled by a 
simple droid brain. The most advanced examples are practically war droids in 
their own right. They are positioned at strategic points across the battlefield 
and monitor their field of fire for movement or other stimuli. When enemy 
units are spotted within range, the guns open fire. Most such guns are 
equipped with Identify Friend or Foe (IFF) systems that allow allied units to 
enter the gun's field of fire without being shot 


Fragmentation and Razor Wire 
Razor wire—strings of coiled wire festooned with razor-sharp metal—has been 
a battlefield staple for millennia. Although not impassable to well-equipped 
troopers, it still slows them down enough to make them vulnerable other 
defenses, such as repeating blasters 

Squares featuring razor wire are considered difficult terrain. When a 
target attempts to move through a square that contains razor wire, the wire 
makes a +10 attack, which is compared to the Reflex Defense of the target, 
If the attack succeeds, the target takes 2d6 damage and is unable to move, 
If the attack misses, the target takes half damage and can move as normal, 
A target with the Evasion talent takes half damage if the attack succeeds or 
no damage if the attack misses. Each square of razor wire has a DR of 1, 4 
hit points, a damage threshold of 20, and a break DC of 30. 


SAMPLE AUTOMATED 

SENTRY GUN 

Automated Sentry Gun cL2 
Small droid (4th degree) nonheroic 3/soldier 1 

Init +8; Senses darkvision; Perception +16 

Languages Basic, Binary 

Defenses Ref 15 (flat-footed 14), Fort 10, Will 13 i 
hp 13; Threshold 10 

Immune droid traits | 
Speed 0 squares 1 
Ranged light repeating blaster +3 (348+2) with braced autofire | 
Fighting Space 1 square; Reach 0 squares | 
Base Atk +3; Grp —5 

Atk Options Point Blank Shot | 
Abilities Str 4, Dex 12, Con —, Int 6, Wis 14, Cha 8 
Talents Weapon Specialization (rifles) : 


Feats Armor Proficiency (light), Point Blank Shot, Skill Focus } 
(Perception), Skill Training (Initiative), Weapon Focus (rifles), | 
Weapon Proficiency (rifles) | 

Skills Initiative +8, Perception +16 

Systems basic processor, darkvision, improved sensor package, locked 
access, plastee! shell, weapon housing (weapon is considered to be 
braced) 

Possessions light repeating blaster, heavy power pack (150 shots) 

Availability Military; Cost 2,500 credits (1,000 used) 


DEVICE cOsT DAMAGE = STUN DAMAGE SPLASH 
Bounding mine 250 6d6 - 3 sq 
Fragmentation wire 100/m 2d6 - 1sq 
Razor wire 10/m 2d6 - - 
Smart mine 500 5d6 - 25q 
Static mine 100 4d6 - 2sq 
Vehicular mine 500 4d10x2 - 3sq 
Fragmentation wire is a particularly nasty form of razor wire that explodes 


when it is tampered with, spraying hundreds of tiny fragments through its 
area, Fragmentation wire is often interspersed with normal razor wire. The 
two are similar, but an observer can tell the difference with a successful DC 
20 Perception check. 

If a character enters a square containing fragmentation wire, the same 
attack procedure applies as for razor wire, except that a successful hit deto- 
nates the fragmentation wire, dealing 246 damage in a 1-square splash and 
destroying the fragmentation wire in that square. Fragmentation wire that 
has been destroyed cannot immobilize a target. Each square of fragmentation 
wire has a DR of 1, 4 hit points, a damage threshold of 10, and a break DC of 
15. Breaking fragmentation wire results in detonation of the wire. 


Mines 

Standard mines are laid so that enemies trigger them and become incapaci- 
tated or killed in the resulting blast. These types of mines have thousands of 
variations, but they all fall into one of three general categories: static mines, 
bounding mines, and vehicular mines. 

Static mines are small to medium explosive devices equipped with basic 
vibration sensors. They are concealed on or below the ground, and they 
detonate when triggered by nearby activity. Bounding mines are similar, but 
when activated they jump up to 1.5 meters into the air before exploding and 
sending out fragments and concussion over a wider area. 

Vehicular mines are large, powerful mines that are designed to detonate 
only when a target of sufficient weight travels over or near them. They are 
equipped with sensors that detect repulsorfields, making them effective 
against repulsorlift vehicles. 

Mines are difficult to spot when they are well concealed. Visually 
detecting any type of concealed mine requires a DC 25 Perception check. 
When detonated, a mine makes a single attack roll, which is compared to 
the Reflex Defense of every target in the mine's burst radius. Targets hit 
take full damage, and targets missed take half damage. A target with the 
Evasion talent takes half damage from a successful attack and no damage 
if the attack misses. 


WEIGHT TYPE PERCEPTION DC ~— AVAILABILITY 
Tkg Slashing 25 Military 

2 kg/m Slashing = Military 

2 kg/m Slashing - Restricted 
1.5kg Slashing 20 Military 
1kg Slashing 25 Military 
10 kg Slashing 25 Military 

Repulsorlift Inhibitors 


Repulsorlift inhibitors are simple devices that are buried 1 or 2 meters below 
the ground. They generate energy wells that disable repulsorlift engines 
within a 2-square radius. When an active repulsorlift vehicle passes over an 
area affected by a repulsorlift inhibitor, the repulsorlift inhibitor makes a 
+10 attack, which is compared to the vehicle's Reflex Defense. If the attack 
succeeds, the target takes 3410x2 ion damage and its speed is reduced 
by half. Repulsorlift inhibitors continue to function as long as they have a 
power source. A typical integrated power source can maintain an inhibitor 
for up to 2 months. 


Smart Mines 

Computer controlled explosives, colloquially referred to as smart mines, 
can be set up in a perimeter and programmed to monitor a specific area. 
When activated, they explode like any other mine, but the criteria for their 
activation can be as general or as specific as is required. Smart mines 
designate targets by using sensors that detect thermal emissions, heat, or 
ground vibration. They are also equipped with IFF systems, so they do not 
harm allied units. 

When a smart mine is installed, the operator must designate the mine's 
detonation criteria and succeed on a Use Computer check with a DC of 10. 
Success indicates that the mine behaves as programmed. Specific criteria 
include minimum range (typically within the mine's splash radius), target 
size (such as detonating only when medium or large creatures pass within 
its blast area), and the minimum number of targets (such as detonating only 
if two or more creatures are within the blast area). 

‘Smart mines can be hidden beneath dirt, debris, or foliage, but a small 
sensor cluster still extends from the top of the mine. Spotting a smart mine's 
sensor cluster requires a DC 20 Perception check, modified for range. Smart 
mines that detonate make a single attack roll, which is compared the result 
to the Reflex Defense of every target in the mine's burst radius. Creatures hit 
take full damage, and creatures missed take half damage. A target with the 
Evasion talent takes half damage from a successful attack and no damage 
if the attack misses. 
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TABLE 3-2: INDIRECT FIRE WEAPON RANGES 


TYPE OF INDIRECT POINT BLANK SHORT 

FIRE WEAPON (NO PENALTY) -2 PENALTY 
Cannon, heavy 5-20 km 21-40 km 
Cannon, light 2+10 km 11-20 km 

Field gun 50-400 squares 401-800 squares 
Howitzer 1-4km 5-10 km 

Mortar 60-250 squares 251-500 squares 


Turbolaser, orbital - = 


Ground-Based Artillery 

Most artillery on Star Wars battlefields is direct fire. The physics of blaster, 
laser, and turbolaser fire makes using them in an indirect-fire role either 
highly specialized—as with orbital bombardment—or impossible. Despite their 
effectiveness and vast ranges, the use of direct-fire weapons is hampered by 
terrain and ground features. So indirect-fire artillery is still in use throughout 
the galaxy and has remained essentially unchanged for centuries. Advances 
in ordnance and delivery methods have peaked, and little improvement is 
made. Large shells packed with high-grade explosives are fired from can- 
nons of varying sizes. The accuracy of these systems depends in large part 
upon the skills of the operators firing them and the expertise of the forward 
observers who direct them. One example of such a weapon is the Republic 
artillery gun used throughout the Clone Wars, specifically in the Battle of 
Christophsis. 

In addition to short-range field guns, medium-range howitzers, and 
long-range cannons, both guided and unguided missiles are also used in an 
indirect-fire role. Many ground-based artillery weapons are self-propelled, 
but some of these weapons must be towed or transported. 


Mortars 

Mortars are conventional indirect-fire weapons used throughout the Star 
Wars galaxy. A mortar is a tube that can be carried by a Medium character. 
It has a supporting bipod and a heavy base plate into which fin-stabilized 
shells are dropped. A firing pin at the bottom of the tube causes the propel- 
lant in the shell to ignite, launching the shell. A shell travels ina high ballistic 
arc, and has a relatively short range when compared to standard artillery 
cannons and guns. 


LONG 


MEDIUM 

-5 PENALTY -10 PENALTY 
41-100 km 101-200 km 

21-50 km 51-100 km 
801—2,000 squares 2,001—4,000 squares 
11-20 km 21-40 km 


501—1,250 squares 1,250-2,500 squares 
a Orbital turbolasers are always 
considered to be at long range. 


Despite being a low-tech form of ordnance delivery, mortars continue 
to be employed throughout the galaxy because they are simple to use, easy 
to transport, and inexpensive. Mortar shells, however, are more advanced 
than their launchers. The shells are self-guiding and include targeting sen- 
sors and high-yield thermal warheads. Mercenary units, local militias, and 
some elements of the Rebel Alliance and the Imperial Army regularly use 
mortars in combat. 


AN ARC TROOPER NARROWLY AVOIDS AN ARTILLERY STRIKE: 


WEAPON cost DAMAGE STUN DMG 
Cannon, heavy 2,000 10d10x2 = 
Cannon, light 1,000 8d10x2 - 
Field gun 500 4d10x2 = 
Howitzer 750 6d10x2 = 
Mortar, frag 300 4d6 = 
Mortar, ion 450 4d6 ion = 
Mortar, stun 450 = 4d6 
Mortar, thermal 3,000 8d6 = 
Turbolaser, orbital nla 5d10x5 - 


Orbital Turbolasers 
Turbolasers deployed on capital ships can also be directed at planets, provid- 
ing devastating strikes from orbit. Such barrages are incredibly destructive 
but inaccurate. Planetary bombardment is typically used when large swathes 
of ground must be reduced to a cratered, rubble-strewn landscape. 
Because of the inherent inaccuracy, a turbolaser fired at a specific grid 
reference on a planetary surface is always considered to be at long range, 
therefore taking a —10 penalty to hit. 


ARTILLERY STRIKES 

Sometimes, the heroes need artillery support, especially in campaigns where 
battlefield adventures are common. The information presented below and on 
Tables 3-2 and 3-3 pertains to artillery strikes called in by heroes. All artillery 
strikes are considered to be area attacks. Artillery strikes, as detailed above, 
are requisitioned during the initial preparation phase of a mission, just like 
any other gear. When the mission begins, the heroes can set aside a certain 
amount of their mission funds for artillery strikes, banking them in case they 
need the support. In this way, the heroes can set aside funds for support 
without having to requisition entire gunnery emplacements or starships. All 
of the costs on Table 3-3 are for a single artillery strike of that type; the one 
exception, orbital bombardment, cannot be purchased when gearing up, but 
must instead be called in as a command special order (see page 73). 


‘SPLASH DELAY WEIGHT TYPE AVAILABILITY 
6 sq. 6 15 kg Slashing Military 
459. 4 8kg Slashing Military 
2sq. 2 2kg Slashing Military 
359, 3 4kg Slashing Military 
29. 2 1.8 kg Slashing Military 
259. 2 1.8 kg Energy Military 
259. 2 1.8 kg Energy (ion) Military 
45g. 2 1,8 kg Energy Military 
8 sq. 10 nla Energy Military 


A hero acting as a forward observer chooses a single square within his 
or her line of sight as the center of an artillery strike. The hero must possess 
@ comlink or some other way of relaying information to the artillery source, 
as well as a rangefinding device (such as a pair of electrobinoculars) and a 
datapad for determining planetary coordinates. The hero makes a Knowl- 
edge (tactics) check as a standard action against a DC of 15; if the check is 
successful, the artillery fires and its attack hits the target square a number 
of rounds later equal to the weapon's delay value on Table 3-3. If the hero's 
check fails, the attack is off-target by a number of squares equal to the 
amount by which the check fails. The Gamemaster determines the direction 
in which the attack is off. 

If, however, the Knowledge (tactics) check was a success, the artillery 
strike hits the target square and makes an attack at +5 against the Reflex 
Defense of any creature, object, or vehicle in the target square. The attack 
roll gains a +1 bonus for every two points by which the Knowledge (tactics) 
check exceeds a DC of 15, If an attack hits, the target takes full damage from 
the artillery strike; the target takes half damage on a miss. Likewise, compare 
the attack roll to the Reflex Defense of all targets within the attack's splash 
radius; those targets take half damage on a hit and no damage on a miss. 

On subsequent rounds, the hero can call in additional artillery strikes on 
the same location as a standard action. If the hero chooses to target the 
same square, that hero can use the same Knowledge (tactics) check result 
‘as was used on the last round instead of rolling a new skill check to re-aim 
the device. 
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RANDOM MISSION GENERATOR 
You might have a clear idea of the types of missions you want to send the 
heroes on. However, the random mission generator, below, can help to formu- 
late a basic concept from which you can extrapolate more concrete details 
for a specific mission. To use the generator, roll a d20 and consult Table 3-4: 
Missions, Each mission type is briefly described in the next section, along 
with criteria to determine mission success. 


TABLE 3-4: MISSIONS — 


020 ROLL MISSION 
1 Ambush 
2-3 Assault 
4 Capture 
5 Cover 
6-7 Defense 
8 Delay/Hold 
9 Demolition/Denial 
10 Escort 
n Forward Observation 
12 Interdiction 
13 Pacification/Peacekeeping 
14-15 Reconnaissance 
16 Reinforcement 
7 Rescue 
18 Retreat/Withdrawal 
19-20 Search and Destroy 
Ambush 


Ambush missions send the heroes near or into enemy territory to lay in wait 
and attack passing enemy forces. Missions with this profile do not always end 
in carnage or bloodshed; sometimes the enemy does not show up at all. 

‘Success: The enemy must be encountered and engaged and must take at 
least 50% casualties. 


Assault 

Heroes on an assault mission must attack on one or more enemy positions. 

The objective of the mission is to kill, drive off, or otherwise incapacitate the 

enemy defenders, denying them the specified location. The condition of the 

enemy position after the defenses are neutralized is not important. 
Success: The enemy position must be taken or destroyed, and the enemy 

defenders must be captured, forced to retreat, or destroyed. 


Capture 
Capture missions require taking an enemy position or resource so that the 
heroes’ allies can put it to use, These missions are like assault missions, but 
the designated target must survive the encounter. 

Success: The enemy position or resource must be captured. 


Cover 
In a cover operation, the heroes must provide protection for another unit 
that is performing a separate mission. Examples include covering the retreat 
of a squad of troops or monitoring the advance of an armored column to 
prevent it from being attacked. 

Success: At least 75% of the covered force must survive, 


Defense 
The heroes must defend a location from enemy attack. Additionally, they 
must do their best to prevent damage to the location. 

Success: The heroes must successfully prevent their position from being 
captured or destroyed by the enemy. 


Delay/Hold 
Delay and hold missions are typically part of a retreat or defense. Specifically, 
a delaying mission prevents an enemy advance while elements in the rear 
withdraw or retreat with minimal enemy harassment. Hold missions, on the 
other hand, require the heroes to hold a location for a brief time, eventually 
retreating when the location is no longer useful. 

Suecess:The heroes must delay the enemy or hold a location fora specific 
length of time before withdrawing. 


Demolition/Denial 

Demolition and denial missions require the heroes to destroy an objective. In 
a demolition mission, the heroes must infiltrate the enemy's lines and destroy 
one or more targets, such as a bridge, a fuel dump, or a defensive emplace- 
ment. Denial missions, on the other hand, are made during a withdrawal or 
retreat when a location can no longer be held, to deny the resource to the 
advancing enemy. 

Success: The designated target must be completely destroyed. 


—_—_ 


Escort 
Heroes on an escort mission must protect an asset as it is moved from one 
location to another. The asset can include one or more vehicles, an individual 
or a group, or anything else that needs protection as it is relocated from 
one position to another. 

Success: At least 75% of the escorted assets must survive. 


Forward Observation 

Forward observation requires approaching an enemy position and communi- 

cating its coordinates so that artillery or air support can destroy it. 
Success: The target's correct coordinates must be communicated to the 

heroes’ allies. 


Interdiction 
Interdiction missions require the heroes to interrupt, confuse, or otherwise 
disrupt an enemy operation. Examples include destroying an enemy recon- 
nalssance patrol, preventing supplies from reaching enemy positions, or 
reducing the effectiveness of an enemy asset. 

Success: The enemy operation must be disrupted. 


Pacification/Peacekeeping 
Pacification and peacekeeping missions are akin to policing duties, requiring 
the heroes to oversee indigenous civilians or to prevent violence or conflict 
from occurring in a designated location. This is not necessarily an attack on 
civilians, but hostile action might be required, depending upon the civilian 
reaction to the heroes, 

Success: The heroes must keep the peace with a minimum of either friendly 
or civilian casualties. 


Reconnaissance 
Reconnaissance—also called recon or recce—missions require the heroes 
to scout an area for signs of enemy movement or other suspicious activity. 
Such missions are performed by small, mobile units. Stealth, while optional, 
is preferred for such missions, and combat is often incidental. 

Success: The heroes must complete their recon patrol and collect valu- 
able intelligence. Finding nothing of interest is, in and of itself, something 
to report. 


Reinforcement 
Areinforcement mission requires the heroes to locate and lend their strength 
to a friendly unit that is either under attack or has recently been attacked, 
suffering significant casualties. Reinforcement missions are typically done 
on a timetable, with the heroes expected to provide aid within a specific 
period of time. 

Success: The friendly unit must survive with at least 50% of its current 
assets intact. 


Rescue 
Arrescue mission requires the heroes to locate and return to base one or more 
allies who have fallen victim to trouble. The target of the rescue might be a 
hostage, a downed pilot, a wounded soldier, or any allies who are in trouble 
and need to be rescued. 

Success: The targets must be located and returned to base with fewer 
than 25% casualties. 


Retreat/Withdrawal 

Retreat and withdrawal missions require the heroes to vacate a specific posi- 

tion and travel to a new defensive location, Retreats are done on short notice, 

often while under fire, but withdrawals are planned and more organized. 
Success: The heroes must successfully relocate while taking no more than 

25% casualties. 


Search and Destroy 
When assigned to a search and destroy mission, the heroes must locate an 
‘enemy asset and neutralize it. This differs from demolition/denial missions in 
that the target location is either unknown or approximate—thus, the search 
aspect of the mission. 

Success: The target must be located and completely destroyed. 
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HAPTER IV 
MILITARY UNITS 


“SSS 


Many will claim that wars are fought by individual soldiers, and that a single 
person's contribution can turn the tides of battles and even of entire wars. 

% That may be true, but typically wars are carried out not by individuals, but 

by factions. Within most conflicts, those factions are broken down into even 

smaller groups, often known as military units. This chapter details fifteen 

unique military units drawn from across the breadth of the Star Wars saga, 

from the ancient days of the Great Sith War all the way up through the fight 
against the Yuuzhan Vong invaders. 

Some units are part of a larger military structure, but still retain a great 

of autonomy. Although organizations such as the Katarn Commandos 

ind Wraith Squadron answer to their New Republic and Galactic Alliance 

‘superiors, they still choose their own missions, create their own plans, and 

‘execute those plans according to their own standards. Other units aren't part 

of militaries at all; for example, the Mistry! Shadow Guard is an organization 

unto itself, and though beholden to the Eleven Elders of the People it answers 
“to no higher military authority other than its own leaders. 

e Heroes can choose to use these organizations as a part of their characters’ 
histories or simply as models for creating their own, similar organizations. 
Having the heroes all choose a single unit as their organization makes it 
very easy for both the players and the Gamemaster to justify why heroes of 

such disparate skills and personalities might be working together, Serving as 

members of the same military unit is a great way for heroes to find common 
ground without having to resort to elaborate descriptions of how each hero 
knows each other hero and why they would all be working together. More- 
over, having the heroes all be members of the same military unit makes it 
much easier to design adventures for those heroes, as they all have common 

{if not identical) goals and motivations. 
By the same token, these military units can be used as allies and antago- 

nists for heroes in any campaign, not just those with a military theme. Each 

military unit in this chapter contains information on its goals, methods, rank 
structure, and missions to help give the Gamemaster a solid idea of how the 
organization functions and what its members could be like. When creating 

NPC allies and antagonists, using these military units is a great way to give 

an adventure a warfare-based twist without having to alter the structure 

of the entire adventure. 
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METHODS 

Members of the Ailon Nova Guard are drilled from birth in military history and 
tactics. They prize physical toughness and believe in survival of the fittest. 
This near-religious devotion to martial traditions ensures that the soldiers 
of the Nova Guard are professional under every circumstance. Cowards are 
uncovered (and executed) long before they have a chance to shame their 
regiments in combat. 

The Nova Guard organizes itself into divisions and regiments based on 
the disciplines of land armies. While the Nova Guard includes sea and air 
specialties, these mercenaries find no glory in the sterile coldness of space 
warfare. 

The specializations of the Nova Guard cover the gamut of planetary 
war. Antiaircraft divisions operate missile batteries. Repulsorlift divisions 
pilot atmospheric gunships and speeder transports. Artillery divisions drive 
treaded vehicles to fire on enemy fortifications. Armor divisions crew tanks 
and personnel carriers. Naval divisions deploy aquatic troopers and sub- 
mersibles, Infantry divisions, known for their full-body armor, are skilled 
with blasters but take special pride in using the eklot, a short sword treated 
with a fast-acting neurotoxin, 

Each soldier of the Nova Guard is issued a blaster rifle (to which is affixed 
a vibrobayonet), a blaster sidearm, and a grenade launcher. In battle, Nova 
Guard divisions work together to systematically outthink, outflank, and 
overwhelm their enemy; individual soldiers often are shocked by the relative 
inexperience of their foes. 


MISSIONS 

Asa mercenary force, the Ailon Nova Guard takes nearly every job offered, 
for fear of falling out of practice. However, the Nova Guard's asking price is 
high, ensuring that the group receives only offers that are suited toa military 
force of its remarkable size and experience. 

For thousands of years, the Nova Guard aided the Republic in beating back 
Hutt incursions and in taming savage worlds on the galactic fringe. Often, 
such missions involved exhausting a planet's military over weeks or months 
while Republic negotiators gained a foothold in the capital. Other times, it 
took only days for the Nova Guard to force the enemy's surrender. 

During the Empire's reign, Nova Guard soldiers were little more than 
cannon fodder. Imperial commanders threw them against entrenched hostiles 
in the hope that their annihilation would provide insight into the enemy's 
composition and tactics. After millions of honorable deaths, the Nova Guard 
began adopting scouting and ambush tactics. This development turned what 
appeared to be certain routs into unlikely victories, including the toppling of 
King Satyr Azzlectico and the Sundering of Slession. 


The Nova Guard’s New Republic missions were less suicidal. Nova Guard 
regiments operated alongside the New Republic military to provide muscle 
and knowledge of Imperial tactics. The Yuuzhan Vong invasion prompted yet 
another flip, as the Nova Guard switched sides and led Yuuzhan Vong van- 
guards against soft spots in the defenses of Cona, Manaan, and Zeltros, 

Whatever Ailon's changing alliances with the rest of the galaxy, the Ailon 
Military Celebrations provide an outlet in which even inactive soldiers can 
participate in simulated combat. The most prominent war game during the 
festivities involves three Ailon armies—Ethromite, Oridium, and Feldspar— 
that seize and hold an island continent until the final minute of the closing 
ceremonies. 


RANK STRUCTURE 

‘A minimum five-year tour of duty in the Ailon Nova Guard is mandatory 
for every able-bodied citizen. So central is combat to Ailon culture that 
those who are rejected for service—or worse, expelled from the ranks—exile 
themselves from their homeworld in disgrace. 

New inductees into the Nova Guard receive the rank of Guardsman. 
They are considered active-duty combat personnel even while they undergo 
training. Promotion within the ranks gives Nova Guard soldiers increasing 
command responsibilities: Corporals lead sections (40 soldiers), lieutenants 
lead platoons (six sections), majors lead companies (eight platoons), and 
lieutenant colonels lead battalions (eight companies). 

Among land-based army units, colonels command regiments (made up of 
two or more battalions). The equivalent rank among air and sea divisions is 
brigadier, with a similar-sized formation called a brigade. Each Nova Guard 
division (six regiments) is led by a major general, and corps are commanded 
by field marshals. All field marshals from across the planet make up the 
Ailon Marshalate, an elite command force that doubles as a ruling council. 
The supreme ruler of the Nova Guard—and of the planet itself—is the High 
Marshal of Ailon. 

The Ailon First Honors Platoon is the most celebrated unit of the Nova 
Guard. During the annual Ailon Military Celebrations, each Guardsman 
of the First Honors Platoon carries a banner emblazoned with at least 30 
battle honors, each of which commemorates a legendary war in the group's 
13,000-year history. Currently, the celebrations pay tribute to more than 7,200 
battle honors, and the Ailon Nova Guard doesn’t intend to stop there. 
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CHURHEE' 


HiIsTORY 

More than a mercenary force, Churhee's Riflemen is a tight-knit band of 
sharpshooters with high standards of membership—and zero tolerance for 
those who don't appreciate the purity of ranged combat. 

Formed in the decade following the end of the Clone Wars, Churhee's 
Riflemen took advantage of the Empire's stranglehold over military opera- 
tions at the sector and system level. With many planetary defense forces 
either disbanded or nationalized, the need for independent contractors was 
stronger than ever. 

Viaydm Churhee drew upon his heritage as a sharpshooter in the Army 
of the First Line on Ulda Frav to form a squad of for-hire soldiers. Churhee's 
Riflemen advertised its talents throughout the Outer Rim’s Sarin and Parmel 
Sectors, first serving as a unit within larger mercenary armies, then accept- 
ing solo jobs as its reputation grew. Soon, Churhee's Riflemen was regularly 
engaged in rear-guard harassment of enemy lines, scouting troop movements, 
and assassinating opposing commanders from long-range cover. 

Churhee's Riflemen accepted any assignment regardless of ideology, 
sometimes even switching allegiances in the middle of a battle. That changed 
after a debacle in the Y'Trella System. While on a job for the Empire, the group 
found itself pinned down by the enemy and abandoned by the Imperial forces 
that had promised to provide backup. Almost all the Riflemen perished, and 
their founder, Viaydm Churhee, was among the dead. 

The survivors regrouped on Turcan Ill under the leadership of Viadym’s 
widow, Maydla Churhee. They agreed to rebuild the unit, but this time as a 
fiercely anti-Imperial organization. Churhee's Riflemen still accepted jobs 
from sector crimelords and neutral parties, but it poured the profits into 
beefing up intel on the Parmel Sector's Moff Tallis. This intel allowed them 
to solicit specialty work from local cells of the Rebel Alliance. 

The Riflemen became such an irritant to the Empire that Moff Tallis 
eventually flattened Turcan III with a full-scale military assault. More than 
half the Riflemen died while fighting a rear-quard delaying action, but the 
remainder escaped offworld thanks to an airlift organized by the Alliance. 

The Battle of Turcan Ill cemented the members of Churhee's Riflemen as 
heroes of the Rebellion and brought the group galaxywide fame. The Rebel 
Alliance (and later the New Republic) kept the Riflemen busy with lucrative, 
exclusive assignments, in part so that they could exploit the propaganda 
value of having the Riflemen among their ranks. 

After the New Republic captured Coruscant, Churhee's Riflemen no 
longer felt comfortable working for those in the seat of galactic power. The 
group returned to Turcan Ill, but this time with the clout and freedom to be 
picky about the mercenary jobs it selected. Churhee’s Riflemen continues 
to take work from free-market gangsters, but it has a hatred for despots 
of all stripes. 


RIFLEMEN 


METHODS 

The members of Churhee's Riflemen fill a role halfway between scouts and 
light infantry, Too small in number and too lightly armored for front-line 
combat, the members of the Riflemen strike the enemy from the rear or 
from flanking positions, blasting away with quick, damaging fusillades and 
then retreating. 

The Riflemen keeps its gear and weaponry to a minimum for mobility, and 
its members seldom employ vehicles larger than speeder bikes. The group's 
signature weapon is the SoroSuub Kylan-15 blaster rifle, customized by 
Viaydm Churhee to include a collapsible stock, an advanced sniping scope, 
and a silencer. Marksmanship is a point of pride in the ranks, and Churhee's 
Riflemen encourages the rumor that its members can shoot the tongue off 
of a dripdrinker larva from 1,000 meters. 

The Riflemen's members are fond of droids and use ASPs for maintenance, 
GHT medevac droids to retrieve wounded soldiers, and repulsor-equipped R2 
units to map battlefields. The biggest dangers to the Riflemen's fighters are 
small skirmish units specifically tasked with eliminating threats like theirs. 

The ability to hit a target from long range is critical to the success of the 
Riflemen. Sniping is a core tactic, used from deep cover to take down enemy 
commanders with head shots or to detonate the lead vehicle in an armored 
column with a precise hit on its fuel canister. The Riflemen often splits its 
ranks, with one or two squads sniping from long range and the remainder of 
the company springing an ambush from near cover. Such attacks are usually 
over in minutes, ending either when the group withdraws on speeder bikes 
‘or the enemy formation has been annihilated. 

Although it often works alongside other military units, the Riflemen is 
equipped to operate on its own. Its members are experts at survival and 
camouflage in forest, mountain, and savanna settings, which correspond to 
the planets where Churhee’s Riflemen primarily operates and trains: Turcan 
MII, Vohai, and Parein II. 


MISSIONS 

Churhee's Riflemen is a mercenary group, but it accepts only jobs that exploit 
its expertise in sniping, ambush, and combat scouting. Rarely is the group 
hired to perform a mission without backup. The members of the Riflemen 
are not commandos, and the group lacks the diverse range of talents needed 
to tackle infiltration or demolition. Instead, Churhee's Riflemen is an ideal 
complement to a planetary defense force or a motley mercenary army. 

On scouting missions, the group's members execute quick reconnaissance 
on speeder bikes and report back concerning the enemy's strength and 
movements. Because of their skill, Churhee’s Riflemen is allowed to engage 
at will, taking out opposing scout patrols or dealing damage to targets of 
opportunity. 


CHURHEE'S RIFLEMEN 


All members of the group are expert snipers. Sniping and ambushing 
often happen simultaneously, as some shooters fire with surprise from close 
range while snipers pick off targets from afar. Snipers also provide support 
for full-scale army engagements, in which they can be found firing from 
fortifications or hovering gunships. 

During its early years, Churhee’s Riflemen regularly accepted missions 
from Imperial forces in the Parmel and Sarin Sectors. It operated in the place 
of dedicated scout trooper patrols, pathfinding for AT-ATs and heavy armor. 
ts targets included Sarin smugglers and pirates as well as suspected Rebel 
cells embedded in the megalopolises of Revkinn V. 


The massacre in the Y'Trella System caused the Riflemen to accept anti- 
Imperial contracts exclusively. Missions during this era relied heavily on the 
group's inside knowledge of Imperial operations and tactics, although wary 
Rebels initially didn’t put much stock in the Riflemen’s sudden change of 
heart. Churhee’s Riflemen aided Rebels and independent interests in rolling 
back the territorial gains of Moff Tallis planet by planet, sometimes chasing 
Imperial forces into the heart of a garrison and forcing the surrender of the 
base commander. 

In the post-Endor era, Churhee's Riflemen continued to fight Imperial 
holdouts, this time backed up by the full might of the New Republic Army. 
Its most celebrated public exposure came during the Ryoone campaign, 
when the Riflemen matched wits with the Empire's Lightning Squadron in a 
month-long string of engagements. 


RANK STRUCTURE 

Since the unit's inception, Churhee's Riflemen has patterned itself after 
the makeup of a traditional Imperial scout company. Its roster consists of 
approximately 240 individuals (plus various support personnel) organized 
into eight platoons. Viaydm Churhee (and later Maydla Churhee) serves as 
the unit's commanding officer. 

A platoon is made up of approximately 30 soldiers, organized into lances 
of five (including a sergeant) or squadrons of 10 (commanded by a lieuten- 
ant). Multiple squads often are led by a sergeant major. 

New members of Churhee’s Riflemen receive the initiate rank of Fron- 
tiersman, but only after passing a tracking, stealth, and sharpshooting 
program. Applicants typically come from other militias or mercenary bands 
with years of experience under their belts, but the Riflemen's program is 
so rigorous that only one out of every 20 applicants is accepted, Churhee's 
Riflemen are very welcoming toward non-Humans, often disproportionately 
employing members of species such as the Lafrarians and the Ri'Dars that 
have superior distance vision 

Although their profile was raised to a galactic scale following the Battle of 
Endor, Churhee's Riflemen is largely a fringe player most comfortable operat- 
ing in the Outer Rim and the partially explored borders of Wild Space. Its 
members are well paid, but most have few indulgences beyond caring for their 
Kylan-15 blaster rifles and enjoying an occasional glass of Forvish ale. 
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HAPAN ROYAL GUARD 


HisTORY 

For millennia, the Hapes Consortium—a isolated cluster of stars cut off from 
the galaxy and rumored to house beautiful women and uncountable riches— 
fueled the imaginations of envious spacers. Even today, its all-powerful 
monarchy continues to captivate public interest, and it is the Hapan Royal 
Guard that prevents the collapse of this charmed society by standing in the 
way of regicide. 

Hapan culture traces its origins to approximately 4050 BBY, when the Jedi 
Knights annihilated the Lorell Raiders (also known as the Hapan Pirates) who 
had been harassing Republic shipping from hideouts in the near-impassable 
Transitory Mists. The pirates’ captives—most of them strikingly beautiful 
women—retreated to the 63 worlds within the Mists and formed a female 
dominated and, eventually, very wealthy society. With all governmental power 
vested in the hereditary office of Queen Mother, the Hapans built a powerful 
navy and eventually sealed the cluster’s borders in 3100 BBY. 

Although the galaxy couldn't see it, the 63 Hapan worlds entered a golden 
age. The Queen Mother's power was absolute, but that didn't prevent rivals 
from trying to maneuver other family members onto the throne, The Hapan 
Royal Guard, or the Chume'doro, first appeared in about 3000 BBY to protect 
the Queen Mother. 

This bodyguard unit consisted of 100 women selected from the elite 
members of the Hapan Navy and tasked with accompanying the Queen 
Mother on trips outside the Fountain Palace, screening visitors to her throne 
room, and tasting her food. Over time, the Royal Guard's ranks increased 
as they expanded their protection to include other members of the royal 
family. When scheming heirs corrupted the Royal Guard's bodyguard details 
and enlisted their help in coup attempts, the Chume'doro established the 
Investigative Branch to ferret out plots against the Queen Mother and to 
perform internal-affairs surveillance against its own members. 

In 8 ABY, the Hapes Consortium reopened its borders. The reigning 
monarch, Ta'a Chume, fell out of power in favor of her daughter-in-law, the 
outsider Teneniel Djo. The Royal Guard shifted its allegiance to the new ruler, 
but Ta'a Chume, still under palace protection, played on her personal guards’ 
loyalty to her and used them to help plot Teneniel's death. 

Asecret war erupted within the ranks of the Chume'doro. Assassinations 
thinned the group's ranks even as it maintained an unbroken veneer of pro- 
fessionalism. The end of the Yuuzhan Vong war united the Royal Guard once 
more, with its members protecting Queen Mother Tenel Ka and her daughter 
Allana from assassination during the Second Galactic Civil War. 


METHODS 

The Hapan Royal Guard is a police force, not a military branch. Its agents are 
quietly omnipresent. The Queen Mother is never without her bodyguard, and 
other agents are stationed aboard the Queen Mother's flagship, Star Home, 
aboard any naval vessels that she might visit, and on each of the worlds of 
the Consortium. Their role in these settings is to investigate possible threats 
to members of the royal fami 

The Chume'doro have unlimited authority to commandeer local security 
forces, detain and interrogate any citizen, seize property and confiscate 
items, and tap into private communications. In the name of the Queen 
Mother, a member of the Royal Guard can overrule the orders of even the 
highest-ranking fleet admiral. Despite the lack of curbs on the power of the 
Chume'doro, most Hapans willingly submit to its authority, They believe their 
Queen Mother to be almost a goddess, and her protectors incorruptible. 

If a member of the Royal Guard detects a plot against the Queen Mother, 
an Investigative agent determines the extent of the threat, and agents arrest 
the conspirators without violence. If necessary, Royal Guards are also the 
elite fighters who defend the Queen Mother with their lives. Wars, although 
rare, occur as a result of organized pirate raids or attempted coups by the 
planetary forces of one or more of the 63 worlds of the Consortium. During 
full-scale battles, the Chume'doro commands the Hapes Home Guard and 
other military elements. 

All Royal Guards are experts in unarmed combat and the use of edged 
weapons, polearms, and blaster pistols. Specialty branches include Fountain 
Snipers (who protect the palace with long-range rifles), Fountain Gunners 
(who operate heavy weapons and fixed emplacements), and Royal Fliers (who 
pilot a variant of the Miy'til starfighter). Royal Guard detachments on the 
63 Consortium worlds have combat specialties appropriate to their assigned 
environments, such as forest, urban, arctic, and aquatic. 


MISSIONS 

Most of the Royal Guard's work is carried out by the Investigative Branch, 
including surveillance on other members of the Chume'doro. Missed threats 
often manifest in combat opportunities that are (hopefully) short and 
one-sided. These acts of attempted regicide include ambushes in cramped 
hallways, blocked avenues that trap motorcades, sniper fire during public 
addresses, and suicide killers who rush the Queen Mother laden with explo- 
sives or who pilot aircars into the palace’s residential wing. Such assassins 
can be lone crazies, hired bounty hunters, rogue military personnel, or 
even traitorous agents of the Royal Guard. During assassination attempts, 
whichever members of the Royal Guard are assigned to the Queen Mother 
or her heirs at that moment are expected to kill the attackers and escort 
the ruling family to safety. 


It takes a big threat to mobilize the entire Royal Guard. Sustained raids by 
pirates (who are sometimes led by Hapan males of noble birth) are the most 
common menace, although planetary rebellions have occurred throughout the 
Consortium’s history. In these circumstances, Royal Fliers attach themselves 
to whichever Hapan naval elements they choose, and they are automatically 
granted rank privileges and priority launch clearance over the regular pilots 
stationed aboard those Nova-class battle cruisers. 

If the conflict involves ground combat, the Chume'doro commands bat- 
talions of troops or sends individual agents on sabotage, reconnaissance, 
or rescue missions. Royal Guard agents take command of regular Hapan 
military forces only when the Queen Mother's rule is threatened or when the 
Consortium as a whole is in danger (often the same thing). Smaller conflicts 
against isolated groups of pirates or local smugglers are handled through 
the traditional military chain of command. 

Because Hapes is bathed in starlight, members of the Royal Guard share 
their people's genetic night blindness. They carry night-vision optics to 
compensate for this deficiency in low-light conditions. 


RANK STRUCTURE 

The Chume'doro has two branches: Royal and Investigative. The Royal Branch 
protects the Queen Mother through combat and deterrence; its divisions 
include Fountain Snipers and Royal Fliers, and the contingents operating 
on each of the 63 Consortium worlds are considered unique divisions. The 
Investigative Branch protects the Queen Mother through spying and inter- 
rogation, and it has five divisions: Surveillance, Interrogation, Forensics, 
Purity (internal affairs), and Stealth. 

New inductees are known as agents, and the term also is used informally 
to describe all members of the Royal Guard. In ascending order of rank, agents 
can be Grade 3, Grade 2, or Grade 1. Agents typically operate in cells of two 
to four individuals. Those who earn recommendations from their superiors 
fight in duels with polearms or other melee weapons, with the winner earning 
a promotion to officer status. 

Royal Guard officers start with the rank of captain and command up to 
40 cells of agents. The next highest rank is major, which is the highest rank 
within the Investigative Branch. 

The Royal Branch has one elite rank, the Favored, who are considered 
the spiritual descendants of the original bodyguards assembled to protect 
the first Queen Mother. Although few in number, the Favored have complete 
authority over the Royal Guard, Hapan military forces, and civilians. The ranks 
of the Favored are 100 percent female, whereas the membership of the rest 
of the Royal Guard is 95 percent female and 5 percent male. 
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KALEESH KOLKPRAVIS 


HiIsTORY 
Kalee is a harsh, dirt-poor world that has been ignored by the rest of the 
galaxy. The only native that most beings have heard of is General Grievous. 
Society on Kalee is dominated by thousands of Kaleesh tribes linked by 
complicated bloodlines and by feuds that have endured for centuries. The 
formation of the kolkpravis—a united army of tribal warriors from across 
the eastern hemisphere—became possible only after extraplanetary threats 
eclipsed old hatreds. The soldiers of Kalee's kolkpravis tested their swords 
against Thalassian slavers and ore raiders, but the planet remained largely 
isolated, its enemies never granting it the importance the Kaleesh believed 
to be their birthright. 

During the Kadok Regions’ Bitthzvrian expansion circa 65 BBY, the 
Republic failed to topple the Bitthaevrian regime on Guiteica with a secret 
coup. Rather than allow their meddling to come to light, the Republic trained 
the kolkpravis as an insurgent force. Armed with’ Czerka Outland rifles 
and covertly aided by Jedi, including Count Dooku and Qui-Gon Jinn, the 
kolkpravis pitted themselves against the soldiers of Guiteica’s m'Yalfor'ac 
Order, Within five years, the Bitthaevrians withdrew in defeat, and the 
kolkpravis never learned that they had acted 
as the Republic's puppets. 

Soon, the warriors of the kolkpravis 
had to defend against a real and imminent 
threat. The insectoid Yam'rii (which the 
Kaleesh called the Huk) invaded Kalee while 
scouring for colony worlds, and the besieged 
kolkpravis found inspiration under the leader- 
ship of Qymaen jai Sheelal and his soulmate, 
Ronderu lij Kummar. 

Sheelal organized the kolkpravis into 
eight divisions, each answerable to 
one of the Izvoshra—eight elite 
soldiers responsible for Sheelal’s 
protection and the execution of 
his will. After driving the Yam'rii 
from Kalee, Sheelal and the 
kolkpravis chased the aggres- 
sors back to their homeworld, massacring both 
soldiers and civilians, 

The Yam'rii petitioned the Republic's Senate to 
save them from extinction, and Jedi intervention 
brought an abrupt end to the Huk War. Shamed 
by this conclusion to their crusade, the kolkpravis 
suffered further as economic sanctions 


drove Kalee into ruin. Sheelal—now calling himself Grievous as a tribute to 
his companion Ronderu following her death in combat with the Yam'rii—took 
jobs with the InterGalactic Banking Clan to alleviate his homeworld's misery, 
Yet he was a warrior, not a thug, and soon returned to lead the kolkpravis 
after learning that the Yam’rii had desecrated Kaleesh burial grounds on the 
colony world of Oben. The IBC sabotaged the ship carrying Grievous and the 
eight members of the Izvoshra, sending it into the Jenuwaa Sea. 

Grievous lived on, reborn as a cyborg to serve Count Dooku in the Clone 
Wars. Bentilais san Sk’ar, a former revolutionary turned tyrant of the western 
hemisphere and the only member of the Izvoshra to survive the crash, rallied 
the kolkpravis. He led the slaughter of the Yam'rii on Oben and moved his 
people to that resource-rich world, 

After Captain Thrawn was forced to raze Oben as part of his pacification 
of the fringe territories, Sk'ar left Kalee space to serve the Empire. The 
kolkpravis, led by a female warrior believed to be the second incarnation 
of Ronderu lij Kummar, continued to guard the remnants of their once- 
proud civilization. 


METHODS 
The kolkpravis are formed from smaller tribal 
fighting forces. Each unit follows similar 
methods—hide, scout, raid, and retreat— 
refined over centuries of intertribal warfare. 
AKaleesh tribal warrior is an expert at desert, 
mountain, or jungle combat, depending on 
which part of the planet he or she is from, and 
boasts an expertise at camouflage. Warriors 
can spend months in the field, keeping a wary 
eye on rivals while hunting for mumuu or other 
animals to bring back to their families. The land- 
scape of Kalee is riddled with rocky caves 
and other boltholes, undetectable from the 
surface and known only to tribal leaders 
and veteran scouts. 
The kolkpravis engage in tactics similar 
to those of their forebears, albeit with a 
higher degree of organization. Although 
kolkpravis units are usually made up of 
members of a single tribe, different units 
are expected to cooperate when thrown 
together into a horde, a brigade, or a 
khanate. Orders are to be obeyed without 
question under penalty of death 
As a land-based fighting force, the 
kolkpravis have no skill at space combat. 


WARRIORS OF THE KALEESH KOLKPRAVIS 


When attacking a planet, large transports race through the battle zone to 
a controlled crash landing, whereupon the kolkpravis disembark and disap- 
pear. Against weak foes, the kolkpravis swarm and kill every combatant; 
against strong foes, they go to ground to engage in wars of attrition that 
can last for years. 

Kolkpravis warriors carry Czerka Outland projectile rifles, which are 
equally effective at sniping and at quick bursts of close-range fire. For melee 
combat, all kolkpravis soldiers carry one-handed Lig swords, and many employ 
2-meter-long shoni spears. 


MISSIONS 

The kolkpravis are relentlessly martial. They have no concept of downtime and 
never retire from service. If a mission requires it, kolkpravis warriors spend 
weeks creeping silently through wind-whipped ravines to set up better shots 
at enemy encampments, even if it means losing digits to frostbite and half 
their body weight to starvation. Since Kaleesh culture is built around the 
belief that great warriors can fight their way to divinity, suicide attacks are 
encouraged as a battlefield tactic. 

During the Bittheevrian War and the Huk War, the kolkpravis landed on 
worlds controlled by the enemy and conquered key territories with hopscotch 
tactics—half the warriors held the line while the other half pushed into the 
enemy's formation, then the warriors in front held the line while those behind 
advanced. If the tide turns against them in battle, the kolkpravis scatter and 
carry on a guerilla war from deep cover, inflicting demoralizing enemy losses 
during a long campaign. The kolkpravis brigades that defend Kalee adopt 
much the same style, using their cave network to strike without warning. 

The vast majority of kolkpravis missions involve the speedy and surrepti- 
tious elimination of isolated enemy targets. A large fighting force appears 
only when victory is certain and all warriors want to count themselves among 
the day's anointed. 


The eight Izvoshra are military khans in charge of the eight kolkpravis 
divisions, and they also served as the personal bodyguards of General Griev- 
ous. Their missions involved protecting their leader from challengers and 
assassins. After Grievous was apparently killed in the crash of his ship, the 
institution of the Izvoshra lived on. Acceptance into its ranks is considered 
an important step on the road to godhood. 


RANK STRUCTURE 

The most basic unit of the kolkpravis is the tribal kamen, a small tactical 
team of 2 to 40 warriors related by family and geography. These groupings 
were the essence of warfare on Kalee for millennia until the formation of 
the kolkpravis refocused tribal rivalry on the strange customs and appear- 
ances of offworlders. A kamen is led by a blackarm, an informal tribal title 
bestowed on its strongest member. 

Roughly 100 kamen make up a horde, which is led by an officer who carries 
the title of tarkhan. Brigades are formed from 100 to 200 hordes and are led 
by officers known as baatars. Their command often is highly decentralized, 
since kolkpravis tactics are guerilla in nature and a baatar must rely on mes- 
sage carriers and guesswork to keep track of his or her troops. 

Akhanate is a military division formed from several brigades, answerable 
to one of the eight khans of the lzvoshra. The Izvoshra leave most battlefield 
planning to their baatars, instead concentrating on special missions on behalf 
of their leader. The title of supreme military commander, or khagan, was held 
by Grievous and has been bestowed on the leaders who succeeded him. 

Most members of the kolkpravis are highly concerned with rank advance- 
ment, since great military leaders can earn honored positions in the afterlife. 
Those who don't have the stuff of divinity are likely to go on suicide missions 
to take out enemy targets, which is considered a shortcut to immortality. 

Kolkpravis warriors are rarely found in the greater galaxy, but they occa- 
sionally work as mercenaries or fighters. No matter how much contact they 
have with outsiders, Kaleesh remain austere, taciturn, and humorless, 
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KATARN COMMANDOS 


HiIsTORY 
The Katarn Commandos are the most celebrated black ops unit of the New 
Republic—the ones who get the call when impregnable strongholds need 
breaching or invincible superweapons need destroying. The Katarn Com- 
mandbs rarely earn public accolades, but their enemies know them well. 
The group was founded as the SpecForce 32nd commando unit during the 
Galactic Civil War under the command of Bren Derlin. They fought tenaciously 
during the Battle of Hoth, holding off advancing snowtroopers long enough 
to enable the evacuation of the Rebellion’s command staff. In recognition 
of the efforts of the 32nd, General Crix Madine recommended that the 
unit be assigned to protect Alliance High Command, directly answerable to 
commander-in-chief Mon Mothma. The unit fought as part of General Han 
Solo's strike team during the Battle of Endor, after which Derlin turned the 
reins of the unit over to Lieutenant Judder Page. 


KATARN CoMMANoos 


Page accepted the responsibility but refused to accept a promotion. The 
rest of the team followed his unorthodox lead. The unit became even more 
independent and irregular, disappearing into the field for weeks or months 
at a time without reporting in to New Republic contacts, yet always achiev- 
ing its objective. As its reputation grew, the 32nd became known as Page's 
Commandos. 

The team often went far beyond its mission objectives. Dispatched by 
New Republic command to destroy a shield generator during the capture 
of Basilisk, Page's Commandos went on to destroy the generator powering 
the garrison cannons, to ground a wing of TIEs with an electrified net over 
the hangar launch chute, and to force Imperial governor Nistola's surrender 
after penetrating his heavily armed flying fortress. When General Garret 
landed with a New Republic invasion force, he took the capital without 
firing a shot. 

Kyle Katarn, one of the New Republic's top operatives, joined Page's 
Commandos in the New Republic's early years, aiding the team in top-secret 
missions against Imperial warlords on worlds including Kashyyyk, Boudolayz, 
and Garos IV. Around this time, the team changed its name to the Katarn 
Commandos—some say asa tribute to Commander Katarn, although Wookiee 
member Frorral insisted that the name referred to her homeworld's jungle 
predator. 

Lieutenant Page sometimes worked solo, contributing his expertise to such 
campaigns as the capture of Coruscant and the war against Grand Admiral 
Thrawn. Eventually, Page grudgingly accepted a promotion to captain, and 
the Katarn Commandos continued to fight during the Yuuzhan Vong invasion 
and the Second Galactic Civil War. 


METHODS 

The Katarn Commandos is a semiautonomous unit allowed a great deal of 
freedom and creativity in accomplishing its objectives. Although subordinate 
to the New Republic commander-in-chief and to any ranking officer assigned 
to its campaign, the Katarn Commandos is entrusted with operating on its 
own to deliver results that benefit the overall plan, General Rieekan once 
likened the process to “tossing a nest of fire wasps into a bursa's lair and 
seeing what happens next.” 

Once the Katarn Commandos makes planetfall, its members go comm 
silent until the completion of the mission (unless they require emergency 
extraction, which is an extremely rare occurrence). The team is not appropri- 
ate for space combat missions, but in planetary environments or on space 
stations, it is capable of causing a great deal of damage. 

The members of the team have a wide range of specialties, including 
urban combat and heavy weapons, with some members devoted to keeping 
the unit alive during long deployments by locating food, repairing gear, and 
finding cover. Judder Page, with his bland, unmemorable good looks, is ideal 
at undercover work, sometimes disguising himself as one non-Human being or 
another. True non-Human members of the squad can rarely pull off the same 
trick and prefer to remain hidden until called upon to unleash their talents. 


The team members pride themselves on staying out of sight. A perfect 
mission relies solely on stealth, with enemy forces realizing that the Katarn 
Commandos has paid a visit only when their ion cannon explodes. 


MISSIONS 

Atypical mission for the Katarn Commandos begins with a drop-ship landing 
in a planet's wilderness. When such landings are not possible, missions can 
start with paraglider drops from low orbit designed to slip through enemy 
sensor nets, or with passage booked aboard public starliners to allow for 
easy disappearance into crowds during layovers at port. 

No matter how they get there, the Katarn Commandos spends roughly the 
first half of an assignment lying low and gathering intelligence to assess the 
situation on the ground, Its members might disguise themselves as corporate 
workers ina bustling city block or buy rounds in the cantina and listen to the 
local scuttlebutt. If the target is more remote, the team's members might 
spend days living in the treetops, watching enemy installations through 
macrobinoculars and taking note of fixed defenses and guard rotations. 

The Katarn Commandos team never rushes in with blasters blazing. 
During extraction missions, the team nabs its target when he or she is lightly 
guarded, then retreats to a prearranged safe port. During sabotage missions, 
the team plants explosives (or causes enough damage to trigger the target's 
own destruction), then uses the blast to cover its escape. In all cases, the 
team takes every possible step to minimize contact with the enemy. 


RANK STRUCTURE 

The members of the Katarn Commandos have little use for rank. The unit's 
most famous member, Lieutenant Judder Page, turned down countless pro- 
motions. As a result, its operational rank structure is essentially a two-stage 
hierarchy: the commander and everyone else. 

The unit typically numbers 12 individuals. Although all members have 
well-rounded backgrounds in combat and survival, each possesses a unique 
skill that benefits the team as a whole. Members defer to the team's appropri- 
ate specialist during the relevant portions of each mission, which results in 
an informal second-tier command structure that changes on the fly. 


OM: COMMANDER K 


MMAR’ 


(ATTRIBU 


> 1 SAGE 


Ss-TrPe); } Cr 


RIKE-CLAS 


The members of the team include the following: 
© Two urban combat specialists, adept at blending into crowds and fight- 
ing on rooftops or in crowded corridors. 
Two techs, responsible for repairing equipment in the field and impro- 
vising traps and explosives. 
One wilderness combat specialist, skilled in forest camouflage and 
in using the enemy's environment against them. This specialist often 
serves as the de facto expert in mountain, swamp, arctic, and aquatic 
environments as well. 
One pathfinder, who fills the role of team scout. During the early stages 
of a mission, the pathfinder is responsible for directing the team and 
often is the temporary second-in-command. 
One heavy-weapons specialist, comfortable with rocket launchers, 
thermal detonators, cannons, blasters, and just about everything else 
that can cause an explosion. 
One infiltrator, who often works alone to gain access to an enemy base 
and assist the rest of the team from an inside position. 
One scrounger, capable of visiting a junkyard and finding the parts to 
repair an airspeeder, piece together a functioning droid, or brew up an 
edible stew. 
One medic. In the history of the Katarn Commandos, no injured member 
has ever been left behind. 
One pilot/comm specialist. The team pilot can fly almost anything and 
is a skilled shipjacker. The pilot also sends, monitors, and jams commu- 
nications signals. 
The commander, a position held by Lieutenant Page but filled by other 
members when Page was unavailable. Kyle Katarn sometimes led the 
team, but more often, he served as its heavy-weapons specialist under 
Page's direction. 
Not only does rank mean little to the Katarn Commandos, but most mem- 
bers do not even consider themselves part of the regular military. Their 
unit emblem is a stylized, leaping katarn set against a background of stars. 
Members of the Commandos rarely wear uniforms emblazoned with this 
design—due partly to the nature of their infiltration missions and partly to the 
fact that they hate wearing “solider suits"—but during raids, they sometimes 
leave the insignia behind as a calling card to deepen Imperial fears of this 
supposedly unstoppable Rebel squad. 
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HisTORY 
Lightning Squadron, an elite re 
carries out risky and unusual scouting missions during which 


on unit the Clone V\ 


formed at the st 


provokes 
hostilities in order to gather intelligence on its opponents. 

As part of the 91st Reconnaissance Corps of the Grand Army of the Repub 
ic, Lightning Squadron was set up to handle special recon assignments. The 
group consisted of 10 clones and their All-Terrain Recon Transport mounts, 
and it could be subdivided into two lances (squads) of five. The squadron 
first action came at Herdessa, six days after the Battle of Geonosis. Lightning 
Squadron located a weak point in the Confederacy’s battle line, and its AT-RTS 
raided the MTT housing the central control computer, temporarily shutting 
down all battle droids and allowing the Republic's 121st Regiment to roll past 
the enemy's heavy artillery. At the Battle of Muunilinst, Lightning Squadron 
led three other AT-RT recon squads into the capital city, hai 
droids and preventing an organized response while the Re 
surrounded the stronghold of the InterGalactic Banking Clar 


assing IG lancer 


ublic’s main force 
At the Battle 
of Daalang, Lightning Squadron penetrated the energy shield protecting the 


Separatists’ antiorbital mass driver cannon, used their AT-RTs to sprint past 


droid defenses and destroy the shield generator, and escaping before the 


orbiting Star Destroyer Eliminator unleashed its bombardment. 


Lightning Squadron sometimes undertakes missions directly for Mace 
Windu and other Jedi generals. Late in the war, it helps enforce the siege of 
Saleucami before the squad's transfer to Kashyyyk, where the issuance of 
Order 

As the G 
Stormtrooper Corps, Lig 


ushers in a new era for all clone units 
y is segmented into both the Imperial Army and the 
ning Squadron remains an army unit attached to 
the 91st Recon Corps. Lightning Squadron, now in pursuit of the Empire's 
enemies, gains new fame from its success in uncovering hidden Rebel bases, 
The squadron probes Rebel defenses in order to provoke a counterattack, 
thereby gaining intelligence on the Rebels’ position and armaments. Once 
Lightning Squadron has assessed the Rebel base's defenses, the main army 


id Arm 


moves in and destroys the base, 


METHODS 
Although officially a recon 
many dedicated combat divi: 


nit, Lightning Squadron sees more action than 
ions. Like all recon squads, its primary task is to 
elligence, including data on enemy composition, capabili- 
ties, and movements, as well as any geographic or environmental factors that 
ck. Lightning Squadron almost always 
n well past the point where help could 


gather combat int 


could come into play during an att 


operates 


nead of the main army, of 
arrive if 
he members of Lightning Squadron are expert trackers and survivalists, 
fully capable of foot recon in situations in which their AT-RTs are impractical. 
nguistics and anthropology, allowing them 
ho can show them shortcuts. The squadron can 


things turn sour. 


to befriend native guides » 


be deployed alongside other recon units in a patchwork pattern to cover a 


battlefield zone. Among their most critical scouting duties is to identify all 
potential routes into friendly territory that could be exploited by an enemy 
during a sneak attack 

Recon units sometimes are called to serve in an offensive capacity, and 
no one receives more such orders than Lightning Squadron. The squad is 
adept at raids on lightly protected targets where surprise is the key element. 
More tyg 
harasses the leading edge of an opposing force, destroys enemy recon units, 


ical operations involve skirmish engagements in which the squadron 


and prevents incursions 

Ina defensive capacity, Lightning Squadron is trained to provide fire sup- 
port for the main army. Its primary role in these situations is to counteract 
enemy breakthroughs. Although Lightning Squadron's casualty rate is higher 
than average for recon squads in the 91st, they consider themselves the equal 
of any special-missions force. On that count, the squad's success rate rivals 
that of the best commando units 


New challenges prompt Lightning Squadron to incorporate other vehicles 
into their lineup—including the armored AT-PT and the Aratech 74-Z speeder 
bike—but the AT-RT remains the squad's mainstay throughout the Galactic 
Civil War. AT-RTs can run at speeds of up to 70 kilometers per hour, and 
squadron members often push the machines to their limits. Armaments on 
an AT-RT include a repeating blaster cannon and a mortar launcher, making 
the vehicle an effective anti-infantry platform that also can destroy light 
armored vehicles, Against opposing soldiers or battle droids, the members 
of Lightning Squadron use the inertia of their AT-RTs as a weapon in itself, 
crashing into formations and using chaos, speed, and overlapping fire to 
compensate for their vehicles’ lack of armor. 


MISSIONS 

Lightning Squadron operates in a gray zone in which the enemy's size, 
location, and intentions are murky. The squadron works in conjunction 
with a much larger mainline army, probing the enemy line for intel on the 
composition of frontline forces or to discover an unguarded path into the 
heart of a hostile camp. The squadron's tools are speed and stealth, but it 
also maintains regular communications with a battlefield operations contact 
attached to the main force. 

Lightning Squadron differs from other recon units in its self-sufficient 
combat capacity. Commanders treat it as a reserve asset to be deployed 
in situations requiring quick strikes and stealthy tactics. For example, the 
squadron might first scout an unguarded tunnel that leads to an opposing 
field headquarters. It might then be ordered to charge in, kill the field com- 
mander, and withdraw before the enemy has a chance to respond, 

When fighting infantry units, Lightning Squadron functions as mounted 
cavalry. It uses speed and a higher line of sight to decimate enemy forces, 
and squad members’ full-body armor protects them from glancing shots. An 


*LIGHTNING SQUADRONI 


enduring image from Clone Wars holomedia depicts a Lightning Squadron 
soldier charging into a cluster of droids, blaster pistols in each hand, while 
the AT-RT's foot-triggered laser cannon spits out darts of fire. 


RANK STRUCTURE 

Lightning Squadron is a reconnaissance unit attached to an army group. As 
such, its structure changed little in the transition from Republic to Empire, 
with the exception of its semi-integration into the Stormtrooper Corps during 
the Galactic Civil War. 

During the Clone Wars, new recruits in Lightning Squadron came from 
the top members of other recon squads, although positions were offered only 
after the death of an existing member. The 10 soldiers of Lightning Squadron 
are commanded by a lieutenant, with two sergeants leading each five-person 
lance. A brevet corporal is second in command of each lance. 

Within the army's hierarchy, Lightning Squadron is subordinate to its 
company’s captain, its battalion's lieutenant colonel, its regiment's colonel, 
its legion’s senior commander, and its corps’ commanding officer (Marshall 
Commander Neyo, during the Clone Wars). Still, the unit's fame allows it an 
unusual degree of autonomy. Although Lightning Squadron members don't 
receive perks beyond those enjoyed by other service members, they consider 
the respect of their peers to be compensation enough. 

After the founding of the Empire, Lightning Squadron remains attached 
to the Imperial Army despite the continued presence of clones in the unit's 
ranks. By the time of the Galactic Civil War, members of the scout trooper 
division of the Stormtrooper Corps begin to serve with Lightning Squadron, 
and the unit takes on a floating status in which it is assigned to different 
branches of command depending on mission goals. 
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MANDALORIAN 
PROTECTORS 


HiIsTORY 

The history of the Mandalorians encompasses tens of thousands of years, 
but the Mandalorian Protectors burned brightly for only a few decades. 
Embodying the highest ideals of their warrior culture, the Protectors were 
the antidote for a people who had too often slipped into the relative moral- 
ity of mercenaries. 

The roots of the Protectors stretch back to Jaster Mereel's formation of 
the Mandalorian Supercommandos (Mando Ori'ramikade). During the Man- 
dalorian Civil War of 60-34 BBY, the Protectors’ ranks were split into two 
factions: the rebellious Death Watch and the reformist True Mandalorians 
of Mereel and Jango Fett. The True Mandalorians met their end at the Battle 
of Galidraan, but their moral teachings, embodied in the Supercommando 
Codex, inspired many back on Mandalore. 

Shortly before the Clone Wars, a rogue ARC trooper escaped Kamino. 
Addled by the imprinted memories of his genetic "parent" Jango Fett, 
Alpha-O2—better known as Spar—journeyed to Mandalore to rebuild the 
Supercommandos. Spar found willing recruits for his new Mandalorian 
Protectors among the ranks of the planetary police force, and his Protec- 
tors also attracted former members of the Death Watch. The Protectors 
believed Spar to be the son of Jango Fett, and as inspiration, Spar took the 
title Mandalore the Resurrector. 

The Mandalorian Protectors, 212 strong, enter the Clone Wars on the side 
of the Separatists, motivated by a hunger for order and by Spar’s hatred of 
the Jedi who had orchestrated the Galidraan massacre. The Protectors hit 
the Republic hard at the Battles of New Bornalex, New Holstice, Null, and 
Zaadja, as well as the Second Battle of Kamino. These armored warriors 
fight alongside 1,000 BL-Series Battle Legionnaire droids that had been 
partly designed by Fenn Shysa—a Protector rumored by some to be the true 
power behind the Protectors, but generally considered to be Mandalore the 
Resurrector’s most loyal follower. 


MANDALORIAN PROTECTORS 


Late in the war, the Mandalorian Protectors walk into an ambush on 
Norval I! while pursuing a commission to capture Senator Amidala, All of 
them perish but three: Spar, Fenn Shysa, and Tobi Dala. Spar disappears 
soon after, leaving Shysa and Dala to rebuild the Protectors. The two begin 
training elements of Mandalore's elite police force, starting a covert war 
against the Imperial slaving operation that have coopted the Mandalorian 
government following the war's conclusion. The slavers, led by a being known 
as the Suprema, confiscate the armor from Mandalore's citizens. Despite 
this, Shysa works tirelessly to turn his recruits into worthy successors of 
the force that died at Norval II 


Occasionally taking victimless mercenary jobs to fund his efforts, Shysa 
at leads the rebuilt Protectors to victory just before the Battle of Endor. 
Tobbi Dala sacrifices himself in order to destroy the City of Bone and to kill 
the Suprema. Afterward, Shysa focuses all of his energy on restoring the 
Mandalorian Protectors. With armor, weapons, and hundreds of Mandalorian 
soldiers newly freed from slavery, Shysa accepts a commission from the 
Rebellion and assembles a force to aid Princess Leia Organa in the Rebels’ 
post-Endor fight against the Nagai and the Tofs. 

Although they are primarily known in the wider galaxy as a mercenary 
unit, the Mandalorian Protectors function largely as a home guard patrolling 
the borders of the Mandalorian Sector. After ousting Grand Admiral Takel 
from Mandalorian space, the Protectors restore their ranks to full strength. 
In 5 ABY, they aid General Luke Skywalker during the Inner Rim campaign 
against Lord Shadowspawn. 

Many believe that the era of the Mandalorian Protectors ended with 
Shysa's death on Shogun in 21 ABY. Although Boba Fett succeeds Shysa as 
Mandalore, he does not continue the Protector tradition and leads the group 
as a purely mercenary force. 


METHODS 

The Mandalorian Protectors are motivated by their adherence to the high 
moral standards of the Supercommando Codex. The Codex contains hundreds 
of commandments, resurrecting and modernizing the forgotten Canons of 
Honor. The Canons are a text of laws extrapolated from the fundamental 
Six Actions (resol‘nare) of Mandalorian culture: Wear armor, speak the 
Mandalorian language, defend oneself and one's family, raise one’s children 
as Mandalorians, contribute to the welfare of the clan, and respond to any 
order handed down by the ruling Mandalore. 

During the Clone Wars, Spar leads the Mandalorian Protectors into battle 
as a Separatist shock force. The Confederacy of Independent Systems has 
relatively weak tactics, relying on sheer battle droid volume to overwhelm 
Republic forces. In contrast, the Protectors use superior weapons and 
training to decimate Republic formations. Spar's inside knowledge of clone 
trooper operations prompts him to deploy the Protectors as a blitzkrieg 
force. They order their BL droids to chew at the main battle line while 
the Protectors use jet packs to drop into the heart of an enemy camp and 
deliver the killing blow. 

During the post-Clone Wars era, Shysa’s reconstituted Protectors have 
little to work with—no advanced weapons, no BL droids, and often not even 
Mandalorian armor. The ragged insurgents use their police training to wage a 
guerilla war against the Imperial slavers that hold their homeworld in chains. 
After Endor, a revived force of Mandalorian Protectors returns to the high- 
risk, high-damage tactics that had earned them fame in the Clone Wars. 


MISSIONS 
The Mandalorian Protectors were formed in response to the overtly mer- 
cenary ways of other Mandalorians and are reluctant to take jobs for pay. 
During the Clone Wars, the Protectors believe that they are fighting for 
the good guys, and their actions epitomize history's view that this war has 
heroes on both sides. 

Separatist commanders call in the Protectors when they need to eliminate 
stubborn enemies. If a Republic stronghold holds out for months despite 
wave after wave of battle droids assailing its walls, for example, command- 
ers requisition the Mandalorian Protectors. With only 212 members, the 
Protectors are in high demand; when they show up, they often eliminate 
the problem in less than a day. 

Fenn Shysa’s postwar Protectors are an insurgent force that focuses on 
rescuing Mandalorian slaves, harassing Imperial slaving operations, and 
assassinating the Suprema. These hit-and-run missions rely on the Protec- 
tors’ familiarity with Mandalore’s jungles, which enables the Protectors to 
vanish when the Imperials mount a counterattack. 

After the Battle of Endor, the Protectors seem to take their name liter- 
ally. They lock down the Mandalore Sector with a cloud of MandalMotors 
Pursuer-class enforcement ships and a revived legion of Supercommandos. 
If hostile capital ships enters their space, the Protectors board the vessel, 
capture its bridge, and return it to Mandalore's starport. 

The Protectors in the post-Endor era sometimes take for-hire assign- 
ments from outside parties. These jobs are accepted only with Mandalore 
Fenn Shysa’s blessing, and only when the assignments do not involve harm 
to innocents. 


RANK STRUCTURE 

Rank is important among the Mandalorian Protectors, reflecting as it does 
the traditions of their disciplined warrior culture and the values of respect 
and obedience. 

The lowest rank among the Mandalorian Protectors is private (verd'ika), a 
role that often centers around infantry duty. The next highest rank is corporal 
(alor'uus), followed by sergeant (ruus‘alor). 

The Mandalorian Protector's officer corps ranks begins with lieutenant 
{ver‘alor), followed by captain (alor‘ad) and commander (al'verde). All officers 
are known as alor in the Mandalorian language. 

The Protectors are not necessarily natives of Mandalore. Membership 
requires only that an individual follow the Six Actions and the teachings 
of the Supercommando Codex. All Mandalorians belong to a clan, but such 
clans do not specifically influence rank or deployment. 

All Mandalorian Protectors take their orders from commander-in-chief 
Mandalore (Spar during the Clone Wars, Fenn Shysa until 21 ABY). The 
government of Mandalore is a potent entity in its own right. Its ambitious 
members are capable of consolidating power over matters at home while 
the Protectors are off fighting battles. 
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HisTORY 
The Mistryl Shado 
the galaxy's most lethal (but least encountered) sp 


w Guard, the favored daughters of Emberle 


cial-missions forces 


The Mistryl has existed on Emberlene for centuries, although not always 


under that name. Their planet's matriarchal culture encouraged secret soci- 


eties and guilds, with spies and assassins evening out the balance of power 


between factions. The rulers of Emberlene, known as the Eleven Elders of 


People, gave their blessings to seven such squads, with top members of 
unit appointed to the elite Silent Hand. The Elders’ Silent Hand unit eve 
into the Mistryl Shadow Guard 
With the outbreak of the Clone V 
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if Independe 


¢ peaceful Republic worlds throughout the sector. For three 
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kill a planet's politicians and generals, then follo 
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News of this aggression does no 


at flattens the disoriented defenders 


spread to the greater galaxy, and the Republic—preoccupied v 


survival: any Jedi to aid the victin 


not spare 
Faced with surrender or annihilation, the sector's planets pool their 


ions of the Sun 


resources and hire a mercenary army led by rogue 


Guards of Thyrsus. The counterattack pushes Emberlene 


their homeworld here withering orbital shelling ignites f 
leave the planet an ash-blackened shell 


Their great campaign has failed, but the Eleven Elders c 


rewriting history. They claimed that the newly crowned Emperor Palpatine 
has ordered the devastation of Emberlene to punish the world for its glori- 
Ous successes, and they use the surviving members of the Shadow Guard to 


eliminate dissidents. By the time of the Battle of Yavin, not even the Mistryl 


knows the true story behind Emberlene’s devastation. 


To sustain the impoverished planet and its people, the Eleven Elders hire 


out the Mistryl as mercenaries, where its skills earn high commissions. The 


Eleven maintain their public facade by loudly refusing to do business with 


dow Guai 
Star's 
superlaser during Operation Hammertong and in assassinating countless 


the Empire, but quietly accept Imperial jobs on the side. The SI 
are instrumental in both protecting a piece of the second Dea 


Imperial governors and moffs. 

A few members of the Mistryl Shadow Guard who learn the truth of 
Emberlene's aggression break from the order. The most prominent of these 
Loruna Scathe, founds the Azure Cabal and competes for Mistryl's mercenary 


jobs. The Eleven Elders maintain control of the Shadow Guard throughout 


the rule of the New Republic, allowing their agents maximum freedom to 


chasing the highest-paying contracts. 


VARIBE, A MISTRYL SHADOW GUARD 


METHODS 

The Mistryl is utterly loyal to the Eleven Elders but has little contact with 
them. To bring a flow of credits back to Emberlene’s people, the Mistry! 
operates almost permanently in the field. Although it do not advertise its 
skills, without lucrative jobs the Shadow Guard would serve no purpose. Its 
members have quietly built up a reputation among the elite players of the 
fringe as the galaxy's best assassins, thieves, and bodyguards. However, the 
Mistryl remains elusive and difficult to contact, a practical necessity to avoid 
detection by Imperial agents and embittered enemies of Emberlene. 

This stealthy approach doesn't mean that the Mistryl's members stay out 
of sight—only that they go unnoticed. Any female smuggler, freighter pilot, 
bounty hunter, bodyguard, or vagabond could be a Mistryl Shadow Guard. 
Most spacers never know the difference. 

At close range, the Mistryl's agents are deadly, preferring to snap necks 
quietly instead of blasting away like overexcited Mandalorians. Members of 
the Shadow Guard are trained in the use of vibroblades and holdout blast- 
ers, as well as exotic weapons including shock whips, hand claws, and zenji 
needles (balanced throwing spikes often disguised as hair decorations). 

Among the field assets available to the Mistryl is a camouflage prematch 
database that contains millions of profiles of prominent galactic citizens. 
Shadow Guard agents use these profiles to impersonate others when they 
need to pull off undercover missions or to disappear in a hurry. 

The Mistryl's ranks are few in number. Agents typically work solo or in very 
small groups, making them less likely to be detected by enemies and allowing 
them to cover a broader footprint when canvassing for contracts. 


MISSIONS 

As mercenaries, the Mistry! Shadow Guard works for its clients but is ulti- 
mately answerable to the Eleven Elders of the People. It is given an unprec- 
edented level of freedom in how to fulfill that dual role. A member of the 
Shadow Guard might work for a year or more with no input from the rulers 
of Emberlene. She can accept mercenary jobs at her discretion, as long as 
she funnels the credits back to Emberlene. 

If a job is sufficiently lucrative, a member of the Mistryl might enter into 
an open-ended contract with a single employer. These jobs vary on a case- 
by-case basis, but most people who willing to hire the Mistry! long-term do 
so to ensure their own safety. Bodyguard assignments are common, although 
the agents’ skill at stealth also makes them excellent choices for espionage, 
assassination, extraction, or theft. 


When the Eleven Elders call, the Mistryl comes running, Naturally, the 
Elders pull in the Shadow Guard to deal with threats to Emberlene, but 
such calls are rare. More often, the Elders dispense high-level assignments 
received from private clients, for whom the Elders act as brokers. Because 
the Elders are driven by greed and power, they do business with the galaxy’s 
worst scum, In such cases, they are careful to hide the identity of the client 
from the Mistryl agents assigned to the task. 

If a Mistry! Shadow Guard outlives her usefulness or shows sufficient 
disloyalty to Emberlene—particularly if she learns the extent of the Eleven 
Elders’ manipulations—she is branded by the Elders as a liability. Such agents 
can be freely hunted by the Mistryl, and the targets usually are hounded 
until pardoned or dead. Loruna Scathe is one such woman who has thrived 
since breaking ties with the Mistryl. Her Azure Cabal is intended to stand as 
a pure alternative to the Shadow Guard, which she feels has been tainted 
with the blood of innocents. The two factions have occasionally engaged in 
life-for-life grudge matches. 


RANK STRUCTURE 

The Eleven Elders of the People are the commanders-in-chief of the Mistry! 
Shadow Guard, but in the field, the Mistryl is left to its own devices. When 
necessary, the Mistry! organizes into small strike units, each led by a Shadow 
Guard who carries the temporary designation Team Prime. Potential Team 
Prime candidates are drawn from a list, kept by the Eleven Elders, of agents 
who have extensive field experience and a history of successful missions. 
Many units can be called together for large jobs, commanded by the most 
senior Team Prime or (in extreme cases) by the Elders themselves. 

Only females can join the Mistryl. The vast majority are Emberlene 
natives by birth or are the daughters of former Shadow Guard members. 
Although privileged outsiders have been known to join its ranks, such cases 
are vanishingly rare. 

A new Mistryl recruit is likely to be sent on small-scale assignments for 
the Eleven Elders in Emberlene's local sector before receiving permission to 
work in the mercenary field. At that point, she often pairs up with a more 
experienced agent in an apprenticeship that resembles a Master-Padawan 
relationship. 

Life in the Mistryl is difficult. Mercenary work at that elite level carries a 
high risk of death or dismemberment, and nearly every credit of the agents’ 
fees is sent back home. The Shadow Guard is driven by ideology and loyalty, 
which makes the risk to the Eleven Elders even greater should the Mistral 
ever discover the extent of the Elders’ corruption. 
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NIMBUS COMMANDOS 


HiIsTORY 

Extremely specialized and deadly dangerous, the Nimbus Commandos is the 
most lethal fighting force on the rain-soaked planet of Jabiim. Although the 
group was founded in the years just prior to the Clone Wars, its roots go 
back 3,000 years to Jabiim's colonization. 

The Jabiimi settlers form a ground army and a small stellar navy in 
response to incursions by Trandoshan raiders attempting to steal Jabiimi ore 
stockpiles. Elite divisions within the Jabiimi Army are created to handle the 
most difficult tasks, and these special forces—consisting of units such as 
the Black Gauntlets, the D.E.E.P., and the Stone Torrent—eventually become 
a third military branch. Jabiimi special forces prove instrumental in driving 
off the Lythian pirates and other threats. 

Alto Stratus, a commander within the Bronze Nimbus, become disil- 
lusioned with the cowardice of the Jabiim Army's generals and the lack of 
assistance from the Republic or its Jedi. Stratus ties the Bronze Nimbus 
more closely to his personal command, drawing elements of the Jabiim Army 
into his cult of personality. When war breaks out between the Republic and 
Count Dooku’s Separatists, Stratus seizes the opportunity to stage a coup. 
His Nimbus Commandos assassinate key members of the ruling Jabiim 
Council. Stratus then uses his influence to ally Jabiim with the Separatists, 
He consolidates the regular military, renamed the Nationalist Army, in order 
to maintain public order. 

The Republic now view Jabiim as an enemy and move to secure Jabiim’s 
ore deposits for itself. The Republic lands a ground force and joins the anti- 
Stratus faction of the former Jabiim Army, now called the Jabiim Loyalists, 
In the exhausting slog and battles that follow, the Republic's Jedi and clone 
troopers are outmatched by the opposing Jabiimi, who have spent their lives 
training and fighting in the planet's rainy muck. The Nimbus Commandos 
prove especially lethal, destroying AT-ATs with minefields and limpet charges, 
and slaughtering Jedi forces in an ambush at the Republic's Shelter Base. 
Stratus loses his life in the final push against Cobalt Station, but his war has 
been won—a shamed Republic withdraws from Jabiim in defeat 

The ranking member of the surviving Nimbus Commandos, Colonel Mazzi, 
rallies the Nationalist Army to maintain military control of Jabiim. After the 
Clone Wars, the Nimbus Commandos works with the Empire to put down 
uprisings by Jabiimi Loyalist holdouts. Stormtroopers prove ineffective in 
Jabiim's specialized terrain, and the Nimbus Commandos are given free rein 
in suppressing dissent. 


METHODS 
Members of the Nimbus Commandos are the ultimate swamp fighters. Jabiim 
is a mud ball soaked by constant drizzle and its atmosphere is an ionized 
crackle of electricity, making high-altitude repulsorlift vehicles impossible to 
operate. The Nimbus's fighters are the best soldiers of a fighting force that 
has been perfecting high-precipitation ground combat for three thousand 
years 

Nimbus Commandos soldiers are inexperienced pilots, and they fare poorly 
in urban and zero-gravity combat environments. But in their native habitat, 
they are unstoppable. The Nimbus Commandos is called upon for missions 
including retrieval, sabotage, assassination, and destruction of reinforced tar- 
gets. Its signature piece of gear, the repulsorlift skate, allows its members to 
skim 3 meters above land or water at speeds of up to 95 kilometers per hour, 
Using skates, commandos in squads of three can penetrate enemy lines and 
reach heavy equipment, which they destroy with timed charges or grenades. 
The Nimbus Commandos often employs minefields, since the skates’ repulsor 
field allows a wearer to glide over a live mine without triggering it 


Nimaus Commancos 


A Nimbus Commandos unit carries a great deal of equipment into the 
field crammed into belts and backpacks. This gear includes explosive charges, 
ammunition, nonperishable rations, waterproofing spray, thermal warming 
units, and low-altitude communications boosters. The commandos are expert 
survivalists and are skilled with edged weapons including swords, daggers, 
and machetes. 

During the Clone Wars, the Nimbus Commandos adopt the Separatist 
commando blaster rifle, a weapon capable of both long-range sniping and 
semiautomatic rapid fire as well as of launching concussive sonic blasts. 
Another Clone Wars introduction, the A-Series assassin droid, works 
alongside members of the Nimbus Commandos and uses blasters, flechette 
launchers, and cutting blades to damage organics. Many A-Series units 
continued to serve the Nimbus Commandos throughout the New Republic 
era and beyond. 


MISSIONS 

Prior to the Battle of Jabiim, the Nimbus Commandos is an outgunned insur- 
gent force zealously devoted to its leader, Alto Stratus. A dozen handpicked 
members serve as personal bodyguards for Stratus, with the remainder split 
into troops with specializations including infiltration, breaching, sniping, 
explosives disposal, high-speed reconnaissance, and assassination. 

As Stratus begins his civil war against the Jabiimi government, the Nimbus 
Commandos kills members of the Jabiim Council and carries out shadow 
missions, including kidnapping and data theft, to give Stratus the leverage 
he needs to blackmail the other councilors into following his orders. The 
Nimbus Commandos destroy armories and soften up the Jabiimi Loyalists 
so that the Nationalist Army can engage the Loyalists in battle on an equal 
footing. When Stratus decides to ally with the Confederacy of Independent 
Systems, the Nimbus Commandos gains access to offworld equipment such 
as the A-Series assassin droid, which increases the range and complexity of 
the missions the Commandos can execute. 

Stratus perishes in battle with Republic troops, but the Nimbus Com- 
mandos lives on. Its position of power during the Imperial years requires it 
to expand its traditional tactics. In response to the guerilla tactics of the 
Jabiimi Loyalists, the Nimbus Commandos devotes more resources to intel- 
ligence and counterterrorism. 
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The Nimbus Commandos is rarely encountered off Jabiim, but its members 
sometime work as mercenaries on swampy battlefields. One such planet is 
Nal Hutta, where the Hutt clan Gejalli is rumored to keep more than a dozen 
members of the Nimbus Commandos on retainer. 


RANK STRUCTURE 

Alto Stratus is the commander-in-chief of both the Nationalist Army and 
the Nimbus Commandos through the Battle of Jabiim. Following the battle, 
Colonel Mazzi assumes command and transforms the Nimbus Commandos 
into an elite decision-making group that holds sway over the soldiers of the 
Nationalist Army. The rank structure of the Nimbus Commandos remains the 
same under both leaders. 

Only enlisted soldiers in the Jabiim armed forces can apply for the Nimbus 
program, although highly skilled Loyalist defectors sometimes are accepted 
into its ranks. The indoctrination is grueling, but successful initiates are 
welcomed as senior enlisted and receive the rank of Nimbus Trooper. They are 
then assigned to one of the two troops that makes up a Nimbus team, which 
consists of 100 or more members. Each troop is divided into two platoons 
(each led by a Nimbus Lieutenant), four squads (each led by a Master Trooper), 
or 12 four-person fire teams (each led by a Task Unit Commander). 

Advancement through the ranks can be rapid and chaotic; the battles 
on Jabiim often see scores of members of the Nimbus Commandos die in 
a single engagement. Officers at the Task Unit Commander level or above 
are issued better battlefield equipment that is less prone to water damage 
than that of regular troops, and they command Jabiim's limited supply of 
A-Series assassin droids. 

Jabiim is a hard world, but members of the Nimbus speak of it with 
patriotic fervor. Going offworld to seek an easier life is considered by many 
to be a waste of their skills and a betrayal of their beliefs. The few members 
of the Nimbus Commandos who left Jabiim during the New Republic era to 
seek their fortunes found work only on similar planets where their environ- 
mental skills proved exceptional, and many of them eventually returned to 
their muddy homeworld, 
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ONDERON 
BEAST RIDERS 


HiIsTORY 
The Beast Riders of Onderon is a curious military force of criminals who 
banded together into a guerilla army before eventually morphing into an 
elite royal strike unit. 

Onderon is a kill-or-be-killed jungle planet that became even more lethal 
with the arrival of drexls—winged monsters, tainted by the dark side, that 
spawned on the Dxun moon. The planet's colonists built the great walled 
city of Iziz to keep the beasts at bay, and the titanic fortress (the planet's 
only major settlement) housed millions. Iziz's monarchy exiled criminals and 
dissidents into the savagery outside the city walls, but instead of becoming 
prey for the drexis, the outcasts learned to tame them. 


THe BEAST RIDERS 


The new clans of Beast Riders established a hierarchy based on the idea 
that might makes right. The head warlord carries the title of Beast Lord and 
possesses a long list of victories and the most fearsome drexl. Dozens of 
clans sprang up in the Onderon wilderness, with each clan warlord paying 
fealty to the Beast Lord. The outcasts also tamed nonflying boma beasts for 
ground raids and to guard their structures. However, the dragonlike skreey 
remain untrainable, as do Onderon's zakkegs, cannoks, and other predators 
in the planet's unforgiving ecosystem. 

When the Beast Rider society grew sufficiently large, it fixed its sights on 
Iziz. Beast Lord Kinch Sunka launches the first attack on the walled city, trig- 
gering a war that lasts for centuries. Iziz's defenders fight back with pulse- 
wave cannons and antiaircraft gunnery emplacements. The outnumbered 
clans of the Beast Riders view the war as a crusade. They realize that they 
cannot hope to seize and control all of Iziz; their goal is to breach the palace's 
defenses and kill the royals responsible for banishing their ancestors. 

Circa 4000 BBY, Beast Lord Oron Kira begins a secret romance with Galia, 
the princess of the Iziz ruling family. Helped by the Jedi Knights, the Beast 
Riders overthrows the Sith-influenced monarchs King Ommin and Queen 
Amanoa, and Oron Kira becomes the official consort of the new queen. 

The newfound legitimacy of the Beast Riders elevate it to the status of 
a special aerial unit attached to Onderon’s planetary defense force. During 
the Great Sith War, the Beast Riders chases the invading Mandalorians to 
the Dxun moon, but payback came during the Mandalorian Wars when the 
Mandalorians overwhelmed Iziz's defenses and conquered Onderon, 

Many members of the Beast Riders perish in the campaign to unseat the 
Mandalorians. Its ranks were later divided during the Onderon Civil War of 
3951 BBY. After Onderonian General Vaklu fails in his bid to overthrow Queen 
Talia, the Beast Riders—except for mercenary holdouts such as the Skelda 
clan—is united and reorganized under the banner of the Republic. 


METHODS 

The members of the Onderonian Beast Riders are distinguished by their 
relationships with their flying mounts. Every aspect of their training is 
focused on forming bonds with their drexis, and members of the Beast Riders 
consequently receive little formal training in tracking, stealth, sabotage, or 
hand-to-hand combat. In the air, however, they are unmatched. 

Drexis (also known as warbeasts) are gigantic creatures with blaster- 
resistant hides, ferrocrete-shredding claws, and teeth that can bite the head 
off a rancor. The riders control their mounts through subtle shifts in body 
position. Drexis possess enough intelligence to identify threats and execute 
the corresponding aerial maneuvers drilled into them during training. 

Beast Riders combatants typically attack in squadrons of 10 to 24, with 
multiple squadrons uniting to form wings in the event of an all-out assault. 
Riders use cannons (pulse-wave or blaster, depending on the era) mounted 
on their drexls' backs, and they carry handheld eneray or projectile weapons. 
Drexls use claws and teeth to shred enemies, and the beasts employ their 


tremendous bulk to batter down obstacles. As blaster technology became 
more advanced over the millennia, Onderon's Beast Riders begins armoring 
its mounts with lightweight durasteel plates. 

When entering a structure built for Humans, riders often have to leave 
their mounts behind. For this reason, the Beast Lord founded a class of 
close-combat warriors known as the Carvers. These commandos are carried 
into battle on the rear of drexls and are skilled in personal combat and in 
the use of bladed weapons. 


MISSIONS 

Early in its history, the Beast Riders had a single goal: the annihilation of 
Iziz's hated monarchy. During these decades, the ruling Beast Lord executes 
tactical strikes against weak points in Iziz's defenses, hoping to penetrate 
as far as the palace so that his Carvers can corner and slaughter the ruling 
family, On several occasions, the Beast Riders succeeds in killing royals, but 
it never causes sufficient chaos to destroy the monarchy. 

Helped by spies inside the city walls, the Beast Lord sometimes.organizes 
raids on lightly defended vacation spots frequented by wealthy nobles, or 
shoots down ambassadorial starships on landing approach in order to kidnap 
the passengers for ransom. Raids on Iziz's food and weapons stores occur 
several times each month. 

With Great Sith War, the Beast Riders becomes the elite advance force 
of Onderon’s royal defenders. This development puts it in a position to wage 
war against the Mandalorians, who ride techno-organic Basilisk war beasts 
in much the same fashion as the Beast Riders. The careening, vertiginous 
battles against the Mandalorians give the Beast Riders an opportunity to 
polish its dogfighting skills. After the Onderon Civil War, the Beast Riders 
defend the planet against pirates and slavers, and it remains active through 
the Galactic Civil War and beyond. 
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RANK STRUCTURE 

The members of the Beast Riders represent the most proficient of Onderon's 
warriors. Originally, these wild outlaws swore allegiance to the Beast Lord in 
order to survive, but even after the organization's acceptance into the Iziz 
power structure, its rank system remained largely in place. 

Recruits into the Beast Riders’ ranks are drawn from support staff, includ- 
ing boma wranglers, tribal guards, Carvers, and workers who clean the drex! 
stables. If a candidate survives a ride on a maddened drex!'s back without 
falling to the treetops below, he or she is accepted as a novice initiate. In 
time, initiates become Warriors, the lowest rank in the Beast Riders’ hierar- 
chy. Commanding the Warriors are Berserkers. These three classes—initiates, 
Warriors, and Berserkers—make up what is called the warrior caste. 

The command caste consists of Conquerors and Warlords (with subrank- 
ings that are distinguishable by the totem worn around neck or arm) and 
is responsible for all battlefield decisions. A Conqueror can lead up to 50 
Warriors and Berserkers, or two squadrons, Warlords command three to five 
Conquerors and their subordinates. Typically, there is one Warlord for every 
Beast Rider settlement (or, during later years, one for every district in the 
city of Iziz). Any member of the command caste who wishes to advance in 
rank must engage in sky combat with a superior officer. Winning elevates 
the challenger to the rank of the one challenged, and the loser is docked one 
rank—if he or she survives the duel. 

The Beast Lord rules all but can retain the title only by fending off chal- 
lengers. As a result, the Beast Lord's drexl is battle hardened and deadly. 
During the period following the Great Sith War, the Beast Lord is technically 
subordinate to the ruler of Iziz in the defense of Onderon, but often the 
planet's monarch and the reigning Beast Lord are one and the same. 
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REPUBLIC 
ROCKET-YUUMPERS 


HISTORY 

The Republic rocket-jumpers, officially known as the Rocket-Jumper Elite 
Advance Unit, are the most celebrated unit of the Republic Army. Using jet 
packs, the rocket-jumpers penetrate enemy territory and establish airheads— 
temporary advance staging areas used to shuttle in troops and heavy equip- 
ment. Such missions sometimes verge on suicide, and rocket-jumpers have 
earned a reputation as hardnosed miracle workers. 

The rocket-jumper corps came into existence circa 11,000 BBY, when 
newly reliable jet pack technology allowed for the reinvention of the unit 
formerly charged with powered paraglider landings. Rocket-jumpers became 
legendary in such conflicts as the Second Herglic Feud (9757 BBY), the 
Waymancy Storm (7811 BBY), the Gank Massacres (4800 to 4775 BBY), and 
the Quesaya Border Conflict (4007 BBY). 

Rocket-jumpers use jet-equipped droids—most notably the R-EAU Line- 
master series—for resupply and rearmament; droids that survive difficult 
campaigns are often adopted as platoon mascots. The R-EAU inspired the 
development of the Juggernaut, a class of war droid that go rogue on Corus- 
cant during the Great Droid Revolution in 4015 BBY. The Juggernauts’ defeat 
of the rocket-jumpers in the sky above Monument Plaza is one of the war's 
most heartbreaking moments. Despite public sentiment and new Republic 
laws, the rocket-jumpers refuse to dismantle their R-EAUs after the uprising 
and eventually receive a special exemption for them. 

As their reputation grows, the rocket-jumpers are assigned to special 
forces missions such as VIP extraction, reconnaissance of sensor-shielded 
encampments, and destruction of enemy emplacements. Rocket-jumpers are 
among the most highly decorated soldiers in the Republic Army, and several 
of them go on to hold public office (including Republic Minister of Defense 
Netus and Supreme Chancellor Vocatara). 

The rocket-jumpers also become notorious for their off-hours antics, 
which tilt heavily toward drinking, fighting, and outrageous stunts or pranks. 
Casual patrons avoid rocket-jumper gathering places at all costs, and these 
properties are among the most difficult to insure in all of Galactic City. 

In 1000 BBY, the Republic abolishes its standing military under the Ruusan 
Reformation, leaving security in the hands of sector and planetary defense 
forces. The rocket-jumpers vanish with the rest of the Republic Army, but 
their technology and tactics live on. The Mandalorians become known for 
their jet-jumping surprise attacks, and both the Republic clone army and the 
Imperial Stormtrooper Corps develop rocket-jumper equivalents in their jet 
trooper and air trooper divisions. 


METHODS 

The rocket-jumper corps is an advance force, used to breach enemy-held 
terrain and assist the rest of the army in moving forward to a new position, 
Although armed troop carriers sometimes perform similar roles, rocket- 
jumpers are first-strike commandos, expected to clear a landing site where 
none exists. Rocket-jumpers are deployed in squads of 20 or in fire teams 
of two. They generally stick to low-altitude hops to minimize exposure to 
enemy fire. 

Rocket-jumpers maintain tight formations and are drilled on the 
importance of keeping the other members of their squad in sight at all 
times—particularly when touching down into a hot zone where a jet-jump 
miscalculation could put a solider far beyond the reach of his or her comrades, 
Rocket-jumpers are experts at urban and wilderness survival, and they can 
keep themselves alive for weeks behind enemy lines while carefully making 
their way back to the Republic front. It is said that no rocket-jumper captured 
as a prisoner of war ever broke under enemy interrogation, 

The most iconic piece of rocket-jumper equipment is the modified Zim 
Systems jet pack, which features four outriggers for controlling midair pitch 
and roll. Rocket-jumpers carry pulse-wave (or blaster) carbines, sidearms, 


A ROCKET-JUMPER 


grenades, vibroknives, survival multitools, medkits, and other items that vary 
with the mission profile. Each rocket-jumper carries 40 to 60 kilograms of 
gear, plus armor. Droids are used for resupply and other battlefield support 
roles, and some are equipped with integrated rockets. The most notable droid 
model is the R-EAU Linemaster. 

Zero-gravity combat training is part of the rocket-jumper regimen. Space 
missions are uncommon, but the Zim jet pack's solid fuel propulsion system 
works well in vacuum. 


MISSIONS 

"Impossible" is the best word to describe a typical rocket-jumper assignment. 
The members of the corps thrive on achieving tasks that their commanders 
dare not assign to any other unit. Their standard mission profile involves 
jetting over forward-facing cannons and gun emplacements and attacking 
those units from the rear, or taking out droid coordinators and reinforced 
headquarters to disrupt communications and leave the enemy vulnerable 
toa direct assault. 

Less typical assignments include aerial combat (as in the disastrous fight 
to take down the renegade Juggernauts) and aerial rescues. In the latter 
mission type, rocket-jumpers intercept a craft in flight, board it, deal with 
armed resistance, and escape with their objective intact. 

A similar template is used for zero-gravity space rescues. During naval 
battles, rocket-jumpers board space stations and enemy capital ships by 
blowing holes in their hulls. They can then destroy their targets if they have 
access to the reactor core and a sufficient supply of detonators. 

Jet packs are not typically used for sustained flight. Rocket-jumpers are 
more likely to use them to bypass troop formations, to reach inaccessible 
mountain fortresses, or to make similar tactical hops. Since the Zim ROCKET 
runs on solid fuel slugs, a pinpoint hit by an enemy's blaster can trigger an 
explosion that will almost certainly kill the wearer. 

For surprise insertions, rocket-jumpers are dropped at high altitude from 
troop carriers, To minimize possible detection by enemy spotters, they freefall 
until they are less than 100 meters from the ground, then use their packs to 
rapidly slow their descent just in time for a gentle touchdown. This maneuver 
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takes precision handling and is one reason why rocket-jumper training is 
among the most unforgiving in the Republic Army. 

The primary training facility for the rocket-jumper corps is on Coruscant. 
The unit itself has seen action “from the sands of Socorro to the seas of 
Seffi,” according to the corps’ motto. 


RANK STRUCTURE 

Getting into the rocket-jumper corps is a feat unto itself, Less than 8 
percent of all applicants withstand the grueling initiation. Once accepted, 
a rocket-jumper, like all soldiers of the Republic Army, receives top-down 
orders from the commander-in-chief (the Republic Supreme Chancellor) 
and the Minister of Defense. Within the structure of the army itself, the 
rocket-jumpers are organized at the corps level and commanded by a 
general. Various rocket-jumper brigades are stationed across the galaxy at 
sector military bases, with each brigade commanded by a brigadier general 
who is responsible for deploying his or her soldiers in the service of Republic 
‘Army operations throughout that sector. Individual battalions (four to six 
per brigade) consist of up to 800 rocket-jumpers each, under the command 
of a lieutenant colonel, 

Most galactic conflicts, if they involve rocket-jumpers at all, are fought 
with small groups of them. Due to the expertise and rarity of these soldiers, 
it is uncommon for more than one platoon to be deployed in most battles. 
A platoon totals 30 to 60 soldiers and their R-EAU droids and support staff, 
all under the command of a lieutenant. Platoons deploy their racket-jumpers 
in jumpsquads (8 to 12 members) or jumpteams (4 members)—small tactical 
units composed of privates and corporals that are typically led by sergeant- 
level Master Jumpers. 

A career as @ rocket-jumper is not lucrative, and a rocket-jumper's life 
expectancy is brief. But rocket-jumpers have a fierce pride in their role and 
in the history of their corps. Their reputation precedes them—thugs give them 
a wide berth, barkeeps give them free drinks, and they are never without 
romantic attention. The life of a Republic Army soldier is not glamorous, but 
the rocket-jumpers know that they're as close as it gets. 
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SENATE GUARD/ 
SENATE COMMANDOS 


HisTORY 

The Senate Guard has existed as long as the Galactic Senate itself. Artwork 
from the Republic's early centuries shows mute, motionless Guardsmen at 
the signing of every treaty, their weapons a testament that the Republic was 
prepared to use force if diplomacy failed. The uniforms and gear of the Guard 
changes from century to century, but two elements keep recurring: the color 
blue (the same hue as the robes worn by the first Supreme Chancellor) and 
a helmet design reminiscent of the Notron Centurions. 

The Senate Guard began as a bodyguard detail but grew into a capital 
police force. As it did so, it began to attract the best law-enforcement officers 
away from Coruscant police forces and training academies, leading to open 
hostility between the Senate Guard and the Galactic City Police. The situation 
worsened when the Senate Guard put the entire Legislative District under 
its jurisdiction. The move, however, is necessary. To protect the thousands 
of Senators who live and work in the district (not to mention the Supreme 
Chancellor), the Senate Guard needs to cover an area much broader than 
the Grand Convocation Chamber. 

Colloquially called the Blue Guard (and, less frequently, the Republican 
Guard), the Senate Guard is inevitably influenced by the politicians it pro- 
tects. Like the Senate itself, the Guard increasingly becomes a legacy system, 
with sons and daughters of current officers afforded privileged positions in 
the Guards’ Academy on Coruscant. Corruption begins to infect the ranks, 
with affluent Senators quietly paying their Guards to look the other way while 
they conduct under-the-table business. At the same time, loyal members of 
the Guard work to root out their crooked comrades with a robust internal 
affairs department. The Guard also distinguishes itself with some of the best 
investigative and forensics work in the capital. 

The Senate Commandos are the elite members of an already elite force. 
Drawn from the Senate Guard's ranks, these top-scoring combat experts 
make up a special-missions force assigned to high-security details and other 
risky assignments. Wearing customized field armor, the Senate Commandos 
face down some of the galaxy's deadliest hired killers and bounty hunters. 

The Senate Commandos become Senator Palpatine's personal bodyguards 
following his election in 32 BBY. After the outbreak of the Clone Wars, Pal- 
patine hand-selects the most loyal members of the Senate Commando force 
to create a new bodyguard detail known as the Red Guard, The Senate Guard 
continues in a somewhat diminished role, undergoing a change in uniform 
that exchanges helmet crests for face-masking visors. 


Once the Empire takes root, security in the capital falls under two divi- 
sions: the Imperial Royal Guard, dedicated to protecting the Emperor, and 
the Coruscant Guard, charged with investigative work and military-policing, 
Former members of the Senate Guard are employed within both divisions, 

The Emperor also creates a secret security legion known as the Imperial 
Senate Guard, although it has no connection to its obsolete namesake. This 
division (and its subgroup, the Imperial Senate Sentinels) carried lightsaber 
pikes and were widely believed to be cyborgs. 


METHODS 

The Senate Guard and Senate Commandos exist only to protect the galactic 
legislature. In its most public form, this requires countless hours of stand- 
ing at attention inside a Senate platform or in the corridors of a diplomatic 
starship. But Guard responsibilities extend far beyond bodyguard detail, 
Guards are required to protect their charges from all possible dangers, 
which requires relentless investigative work to root out threats before they 
become malignant. Senate Guards spend a great deal of time patrolling the 
Legislative District, questioning citizens and following up on leads. Advanced 
intelligence-gathering missions sometimes require them to go undercover. 

When in public, Senate Guards wear their distinctive blue uniforms. 
They keep an eye on demonstrations, usher their senatorial charges to safe 
havens, and occasionally pose for holoimages for tourists. Their blaster rifles, 
although considered largely ceremonial, are surprisingly accurate from long 
range and feature a stun setting and a barrel that can double as a stun prod. 
All Guard members are drilled in the Hijkata martial arts discipline, and they 
often carry force pikes. 

Senate Commandos dispense with the symbolic robes and helmets. They 
wear flexible blue armor that is blaster resistant and resembles that worn by 
the Republic's clone troopers. Senate Commandos do not typically operate 
in the Grand Convocation Chamber or the Legislative District. They are much 
more likely to be found offworld, accompanying Senators to space station 
transfer hubs or hostile planets in need of diplomatic attention. They remain 
alert for any attempts on their charges’ lives, relying on sophisticated sensors 
built into their helmets to analyze crowds and on their DC-15 blaster rifles 
and tactical thermal detonators to end trouble in a hurry. 


MISSIONS 

A Senate Guard mission is often reactionary. It's a split-second response to 
immediate danger, followed by a lengthy and meticulous investigation to 
bring all plotters to justice. Because countless powers would love to influ- 
ence galactic legislation, assassination attempts are common, and most take 
place in the narrow streets between the Grand Convocation Chamber and the 
senatorial residences. Even more frequent are attempts to win Senators over 
through bribery. Senate Guards are expected to report all suspicious dealings 
to their superior officers, even when it puts their own lives at risk. 


A SENATE QUARD (LEFT) AND 4 SENATE COMMANDS (micHT) 


By contrast, a Senate Commando mission is combustible, aggressive, 
and unpredictable. Senate Commandos protect their charges during visits 

to worlds where battles are raging or where native lifeforms can pres- 

ent a danger. Commandos also repel boarders should an ambassadorial 

starship be breached by raiders. On the rare occasions that Coruscant is 

invaded by hostile armies, Senate Commandos are the last line of defense 
protecting the Supreme Chancellor. 

When the Senate isn’t in session, most Senate Guards and Commandos 
occupy themselves with police work. In this capacity, they often work along- 
side the Jedi; the two groups are technically part of the Republic Judicial 
Department, Daily duties include crowd control, crime scene investigation, 
street patrols, and putting down uprisings from the Undercity. 

The most famous duty of the Senate Guard is to provide security inside 
the legislature's Grand Convocation Chamber. This tradition is considered 
deathly dull by most members of the Guard, since the chamber's defenses are 
some of the tightest in the galaxy and no threat is likely to manifest within 
its walls. Senate Guards, however, remain vigilant 


RANK STRUCTURE 

New recruits to the Senate Guard come from the graduating class of the 
Guards’ Academy on Coruscant. The candidates are dominated by members 
with family connections, although acceptance is extended to distinguished 
members of recognized planetary law-enforcement divisions. These more 
experienced enrollees undergo a shortened academy program. 

The Senate Guard follows a military ranking system, and fresh academy 
graduates receive the rank of private. Their duties take place in the vicin- 
ity of Senate Guard Headquarters, where they oversee the processing of 
prisoners and suspect profiling. Corporals do more street-level work and are 
assigned to a task force that protects a prominent Senator, a small group 
of less-notable Senators, or a special government VIP. Sergeants oversee 
the security of the Grand Convocation Chamber and make assignments to 
bodyguard details. Lieutenants lead squads of two to four Guard members, 
and commanders lead task forces made up of six to 10 Guard members. 
The person who oversees all Senate Guard personnel assigned to the Grand 
Convocation Chamber is known as the Sergeant at Arms; he or she is seated 
next to the Supreme Chancellor. 

The highest ranking member of the Senate Guard is the Captain of the 
Guard. He or she answers to a special Senate committee charged with super- 
vising Guard affairs, as well as to all cabinet-level officials in the Republic 
Judicial Department. The leader of the Senate Commandos is a captain. All 
Senate Commandos are volunteers from the Senate Guard who pass a brutal 
four weeks of additional combat training. They are usually deployed in squads, 
taking orders from their commander but always deferring to the person 
they are protecting (except in matters concerning their charge’s safety). All 
members of the Guards and the Commandos, of course, ultimately serve at 
the pleasure of the Supreme Chancellor. 
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SUN GUARDS 
OF THYrRSUS 


HIsTORY 

The Sun Guards of Thyrsus is one of the most feared military units in his- 
tory, said to be the only group of warriors who could go toe to toe with the 
Mandalorians and win. 

The Sun Guards originates with the Echani Command, a confederation of 
six worlds dominated by a near-Human offshoot species. The Echani have 
silvery hair, chalk-pale skin, and a remarkable sameness in body type and 
facial features, all believed to be the result of Arkanian experimentation 
with the Human genome. 

On the worlds known as the Six Sisters, the Echani develop a kinetic 
communication style and can instantly identify an individual through subtle 
shifts in body language. This sensitivity translates well to physical combat. 
During the Bengali Uprising, the Echani on the sun-baked world of Thyrsus 
rebelled against the female council that ruled the Six Sisters, breaking their 
planet off from the others. Their military units bore the emblem of the red 
suns of Thyrsus, and their elite special-missions division evolved into the 
Sun Guard. 

The Thyrsians are a diametrical contrast to the rest of the Echani: male 
dominated instead of female dominated, heavily armored instead of lightly 
armored, drawing spiritual lore from the sun rather than the moon, and 
emphasizing bladed weapons over unarmed combat, dark of hair and skin 
In at least one way, though the Thyrsians retained a traditional element of 
Echani arts: the uncanny ability to read the body language of others and to 
predict their next move. 

At first, the Sun Guards led armies against the Echani. The group later 
turned its attention to the Mandalorians, alarmed by their expansionist 
tactics. Clashes between the Sun Guards and the Mandalorians usually took 
the form of duels to the death between small groups of combatants rather 
than full military mobilizations. 

More than a century before the rise of the Empire, Thyrsian culture 
became fixated on Force lore, particularly the prophecy that the galaxy’s 
savior would be known as “the son of suns.” The Sith Order, still in hiding 
after the Battle of Ruusan, play on the Thyrsian belief that the Sith are 
the subjects of this prophecy and encourage the Sun Guards to follow Sith 
interpretations of Jedi orthodoxy. The Sun Guards emerge as a Sith cult, and 
Darth Sidious brings members of the Guards into his employ as mercenaries 
and assassins. 

Near the end of the Clone Wars, Sidious tasks Asajj Ventress with 
eliminating the order. Of the members of the Sun Guards she spares, some 
join Emperor Palpatine's Royal Guard. Force-sensitive Sun Guards become 
candidates for the Imperial Shadow Guard. Others, such as Kenix Jir, are used 
as cloning templates (in fact, a Sun Guard had been considered as a possible 
prime clone for the Republic's clone army). 


A SUN GUARD OF THYRSUS 


Armor and weaponry from dead Sun Guards have fallen into the hands 
of bounty hunters such as Moxin Tark, who exploit the fearsome reputation 
of the Sun Guards, 


METHODS 

Members of the Thyrsus Sun Guards are known for their black armor. 
Instantly identifiable and terrifying to enemies, the heavy armor conceals a 
number of tools and weapons that influence the Sun Guards’ capture-and- 
kill techniques. The visual system built into the helmet's visor is capable of 
thermal imaging and of recording both infrared and ultraviolet wavelengths. 
A macrobinocular scope is used for surveillance and sniping. Most members 
of the Sun Guards have extendible vibroblades in their gauntlets and spikes 
concealed in both their boots and in their knee guards. The exterior of their 
forearm gauntlets and their fist plates can be heated to flesh-burning 
temperatures in seconds. 

The armor itself is highly resistant to damage but does not significantly 
reduce movement. Many members of the Sun Guards accessorize their kit 
with dart shooters lining the underside of each arm and miniature flame- 
throwers. With their deadly outlay of personal gear, it's not surprising that 
the warriors of the Sun Guards prefer to face their targets up close. 

Members hold the pike as a near-sacred weapon. Many variants of the 
pike exist, but all are approximately 1 meter long and are wielded with two 
hands, providing the means to block incoming strikes and to lash out with 
the blades at either end, Most sport double-edged vibroblades and are rein- 
forced with cortosis ore so that they can stand up to lightsaber blades. The 
ritual form, inherited from the Echani, has red-hot tips activated through 
grip controls. The force pike incorporates stun modules into each end to 
deliver debilitating shocks. 

The Sun Guard considers jet packs a dangerous and foolish extravagance 
and is contemptuous of Mandalorians' reliance on them. Over the years, the 
‘Sun Guard has developed a sort of melee version of antiair combat, employing 
pikes in precision strikes to disable or overload Mandalorian jet packs. 

Early in its history, religion was a primary motivator for the Thyrsus 
Sun Guard, although it eventually became a group of mercenaries. Religion 
regained an influence on the group when it fell under Sith sway, but one 
truth remained—the Sun Guards still insists on getting paid. It is known for 
delivering its targets alive but maimed. 


MiIssIONS 

The Sun Guards fought its Echani cousins in a string of crusades millennia 
ago, and it learned that war leads to poverty. The Sun Guards realized that its 
combat skills were virtually unmatched in the greater galaxy, and it became 
an elite unit of high-priced mercenaries. 


The Sun Guards’ missions include rescue, abduction, sabotage, wholesale 
slaughter, and more. The only factor the jobs have in common is that other 
parties have already tried them and failed. Members of the Sun Guards often 
work in teams of four to penetrate unassailable keeps and destroy ultimate 
weapons. They are adept at urban combat, including building sweeps and the 
block-by-block elimination of enemies. They can take on any foe in personal 
combat and have been known to earn extra credits in the gladiatorial pits. 

The only opponent able to stand against a Sun Guard fighter is a Man- 
dalorian, and the two factions hate each other with professional jealousy that 
burns brighter than the Oolex Pulsar. Over the centuries, the Mandalorians 
and Sun Guards have fought endlessly (most notably when both groups hired 
out to opposing sides in the Battle of Sintheti), with neither side winning 
any advantage except bragging rights. 

During the years leading up to the Clone Wars, Darth Sidious used his Sith 
status to order the Sun Guards into missions of his choosing. These assign- 
ments included the assassinations of troublesome Senators and recalcitrant 
business barons. Sidious also used members of the Sun Guards to protect 
his hidden Coruscant lair, where they summarily executed any underdweller 
who got too close. The Sith Lord's apprentice, Darth Maul, regularly engaged 
members of the Sun Guards in impromptu practice duels. 


RANK STRUCTURE 

The Sun Guards began as a special-missions force in the hierarchy of the 
regular Thyrsian military. As the centuries pass and the Sun Guards largely 
abandoned Thyrsus, it became a group of seminomadic mercenaries similar 
in organization to the Mandalorians. 

Initiates into the Sun Guard receive the rank of Stellar Legionnaire and are 
allowed entry for a provisional term of up to one year. Any violation of Sun 
Guard etiquette, such as cowardice under fire or undisciplined drunkenness, 
is grounds for immediate expulsion, Those who pass the initiation period 
are promoted to Stellar Tribune, a position that gives them control of a Sun 
Guard legion numbering between 20 and 40 soldiers. 

It is rare to encounter a member of the Sun Guard officer corps, which 
begins at Twisuns Legate, a role that allows command over two to four 
legions. The remaining ranks in the Sun Guard hierarchy, in ascending order, 
are Twisuns Praetor, Thychani Commander, Thychani Dictator, and Supreme 
Sun Guardian—a position comparable to that of general in most standard 
militaries. 

Advancement through the ranks is the result of heroism in combat. On the 
flip side, cowards—even elite Sun Guardians—can be expelled from the ranks 
at any time. When Darth Sidious set his plans in motion to create a clone 
army, the Kaminoans considered candidates from the Thychani Commander 
rank and above as templates for their clone soldiers. 
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TRIANI! RANGERS 
HISTORY 

The Trianii often are mistaken for similar felinoid species such as the Togorians 
and the Tinnell; those who make this error underestimate the incredible speed 
and agility of the Trianii. By the time an enemy realizes that he is facing an 
angry Trianii, it's a good bet that he's already suffered a mortal injury. This 
physical prowess, a matter of pride among the Trianii, is prized nowhere more 
than in the ranks of the elite Trianii Rangers. 

The Trianii Ranger tradition dates back thousands of years, tracing its 
roots to a primitive frontier corps that protected landowners as they tamed 
the serpent-infested forests of Trian. By the time Trian had established a 
planetwide government, the Rangers were an above-the-law police force 
with the authority to execute suspected criminals on sight. 

The age of space travel prevented the Rangers from becoming a tyrannical 
junta; the need to protect Trian from outside invaders took precedence over 
everything else, As the Trianii established colonies on the nearby planets of 
Brochiib, Ekibo, Fibuli, Pypin, Monic, and Perin, the Trianii Rangers grew in 
size in order to patrol the hyperspace lanes between the colonies and the 
homeworld, Piloting RX4 patrol ships and Kiree starfighters, members of the 
Rangers beat back incursions by the Kwapi pirates, the maggot-cyborgs of 
Hydra, and the Ugors, a meddlesome species that simply wanted 
to collect scrap metal. With a noble cause and the blessings 
of Trian’s many gods, the Rangers became a legendary 
force within the tiny Trianii Empire. 

Its dominance ended when the Corporate 
Sector Authority—a rapacious commercial 
entity established by the Empire—extended 
its influence into their region of the Tingel 
Arm, The proud Trianii Rangers could not 
let this outrage stand, but neither could 
it drive out all the CSA landing craft. The 
CSA annexed Fibuli and reinforced it with 
Espo troops, and the Rangers mobilized into 
tooth-and-nail conflict. Amused executives 
at the CSA suddenly took the matter more 
seriously when the Trianii Rangers sent back 
the severed hands of Espo officers. 

The war between the CSA and the outnum- 
bered Trianii dragged on for years, kept alive by 
the Rangers’ hit-and-fade tactics. Many captured 
Rangers were held in suspended-animation at Stars’ 
End prison on Mytus VII. A jailbreak from Stars’ End, 
followed by the Empire's collapse in 4 ABY, brought an 
end to hostilities with the CSA. The Trianii Rangers sub- 
sequently oversaw the colonization of 19 new worlds. 


METHODS 

The Trianii Rangers is an independent space force answerable to no one 
but voluntarily subordinate to the ruling yu'nar tribunals on its homeworld. 
Similar in some respects to Republic Sector Rangers, the Trianii Rangers 
is essentially a guerilla space force that is adept at hit-and-fade strikes 
launched from the cover of asteroid belts and planetary rings. Rangers units 
habitually execute risky, pinpoint hyperspace jumps right into the center 
of enemy convoys. lon cannons are often used on a first pass, allowing 
the Rangers attackers to disable an enemy craft and puncture its hull with 
lasers on a second pass, venting the targeted ship's atmosphere to space. If 
outgunned, Rangers flee—the better to fight another day. 

The Ranger navy lacks capital ships and fighter carriers, relying instead 
on one-person starfighters and small-crewed patrol boats. Members of 
the Rangers live aboard such vessels, enduring long deployments between 
resupplies at the secret Ranger network of asteroid and moon bases. Most 
Trianii Rangers assigned to the same patrol unit are family. 

After CSA warships start capturing Ranger vessels and locking their pilots 
in the Stars’ End prison, the Ranger ships are equipped with "hyperspace 
ripcords" to trigger an emergency blind jump. Pilots who use this escape 
sometimes die in collisions with mass shadows, but many are recovered by 
their comrades after a few days adrift. 

The CSA's annexation of Fibuli force the formerly free-roaming 
Rangers to commit to a sustained campaign to 
unseat its enemy. It harries the CSA's 
blockade from outposts in the sys- 
tem’s comet cloud and lands insurgent 
teams to harass CSA Espo troops on the 
ground. 
Ranger planetary commandos prefer 
close combat because their agility 
makes them natural martial artists. The 
ranged weapons in their possession are 
frequently crude and unreliable, having 
been purchased secondhand on the 
smugglers’ market. Ranger commandos 
have an affinity for grenades and are 
experts at camouflage, particularly in the 
wooded environments found on Trian, Fibuli, 
and other Trianii colonies, All Trianii have 
needie-sharp claws and prehensile tails, 
and members of the Rangers often fasten 
blades to their tail tips. Ranger comman- 
dos are among the few Trianii who wear 
light armor; most members of the spe- 
cies don't wear any clothing at all. 


A TRIANW RANGER 


Trianii culture is highly spiritual, expressed through the sacred arts of 
dance, athletics, and song, but members of the Rangers are less sentimen- 
tal and share a hard-bitten awareness of the grim reality of battle. Most 
members of the Rangers ascribe to the gloomy philosophies of Kunik, the 
goddess of bitter retribution and swift death. 

Generally, Rangers commandos encountered in the greater galaxy are 
outcasts. These individuals value adventure and personal glory more than 
the security of family and homeworld, and they might be bounty hunters, 
trackers, or pilots for hire. 


MISSIONS 

The Trianii Rangers is not a group of mercenaries. Despite its autonomy from 
its world’s central government, it remains fiercely devoted to the protection 
of Trianii space. Prior to the rise of the Empire, the Trianii Rangers commandos 
were the scourge of Tingel Arm star pirates and the Hiitite Ravagers (the 
raiding force of an aggressive local species). Combat was based exclusively 
in space, rarely spilling outside the borders of Trianii territory. The Rangers 
cared only about chasing off intruders, and did the jobs so well that outsiders 
never gained a foothold on Trianii worlds. 

The coming of the Corporate Sector Authority, however, forced the Rang- 
ers to split its ranks between ground commandos, dedicated to sabotage 
and assassination, and an outgunned space force that executed lightning 
raids and disappeared into secret bolt-holes. After the Battle of Endor, the 
Trianii Rangers became even more paranoid as its people expanded into 
new systems. 

“Shoot first, ask questions later” is the Trianii attitude toward newcomers 
when they think they hold the advantage. In the case of a large enemy force, 
the Rangers’ command assembles task groups or battle fleets by pulling naval 
units from the surrounding trisector, 

The Trianii suspicion of outsiders has effectively eliminated Trian’s galac~ 
tic trade, Because its armaments and equipment are often out of date, the 
Rangers constantly hones its combat skills to remain competitive against 
more sophisticated foes. 


RANK STRUCTURE 

The organization of the Trianii Rangers mirrors the ruling yu'nar triumvirates 
on the Trian homeworld. Three punctinos head the Rangers, their role roughly 
equivalent to that of naval admirals. Each punctino commands Ranger forces 
within a third of Trianii space, an area known asa trisector. Each trisector has 
an identical command setup. All of the ships within the trisector make up a 
single battle fleet. Groupings of 50 to 70 vessels are known as task groups 
and are headed by a commodore-level officer called a pyorn. Flotillas are 
smaller groupings of vessels headed by a captain or sinth. 

The ships of the Ranger fleet are unusual in that none of them is capital- 
class. RX4 patrol boats have crews of four and can double as troop carriers 
for 12 to 20 tightly packed warriors. The Kiree is a single-person starfighter 
deployed in pairs. The Trianii also operate a number of captured freighters, 
including common Corellian designs such as the YT series and the Action 
transport. 

Anew Ranger recruit is likely assigned a gunner position aboard a patrol 
boat. A promotion can lead to a pilot's role on a similar class of vessel. A 
pilot who proves unusually skilled wins the right to pilot a Kiree starfighter. 
During the Fibuli war with the CSA, new recruits often became ground 
soldiers, serving in groups of three to 10 under the leadership of a veteran 
forest-warfare commando. 

Because the Trianii Rangers is the self-run military force of an impov- 
erished culture, its members enjoy few perks. Homebrew intoxicants and 
musical instruments are the most popular distractions at base, enjoyed by 
rookies and punctinos alike. 


R FOES AND END OUR 
BLESSINGS TO KUNIK, 
ALL SCORES." 


oF TRIANH RANGERS 


9 
I 
bs 
v 
4 
a 
bi 
< 


Al ¥sievHD 


SLUINM 4BVLITW) 


WRAITH SQUADRON 


HISTORY 

Wraith Squadron is a patently bizarre starfighter unit. Although ostensibly 
created by New Republic Starfighter Command in 7 ABY, the squadron 
actually came to life as the result of a wager between Commander Wedge 
Antilles and Admiral Ackbar. Antilles, a starfighter ace who saw a military 
niche halfway between pilot and commando that he could fill, bet Ackbar that 
he could whip 10 washout flyers into fighting shape and build a hybrid unit. 
The members of Wraith Squadron, equally skilled in starfighter piloting and 
special-forces disciplines, applied their oddball personalities to espionage, 
sabotage, and infiltration missions that ultimately redefined New Republic 
Intelligence. 

Antilles appointed his friend and former wingman Wes Janson as the 
squadron's second in command. The first class of Wraiths included former 
child holodrama actor Garik "Face" Loran, moody sniper Myn Donos, geneti- 
cally altered Gamorrean fighter Voort “Piggy” saBinring, Admiral Ackbar’s 
niece Jesmin Ackbar, Bothan slicer Eurrsk "Grinder" Thri'ag, multiple- 
personality Thakwaash pilot Hohass “Runt” Ekwesh, and Kell Tainer, the son 
of a man that Wes Janson had been forced to kill during his time with the 
Tierfon Yellow Aces. The squadron trained at the moon base of Folor and 
drew the scorn of purist pilots. 

The Wraiths joined in the New Republic's campaign to defeat Warlord 
Zsinj, one of many Imperials trying to carve out his own piece of the splin- 
tering Empire, Admiral Trigit, commander of the Star Destroyer /mplacable 
in Zsinj's fleet, became the squadron's first target. After the members of 
Wraith Squadron captured the enemy corvette Night Caller and posed as 
the vessel's crew, they wormed their way into Zsinj's operation and set a 
trap for Admiral Trigit at Ession. Their efforts culminated in the destruction 
of the /mplacable. 

With their impersonation and infiltration tactics a proven success, the 
member of the Wraiths next posed as the Hawk-bats, an ersatz pirate 
band. After Zsinj recruited them, they gained valuable intelligence on the 
warlord's strike at the Kuat shipyards. Zsinj stole the Super Star Destroyer 
Razor's Kiss, and Wraith Squadron's effort to undo his triumph ended in the 
Battle of Selaggis. A massive New Republic naval taskforce seemingly ended 
Zsinj's threat forever. 

Wraith Squadron no longer fit the strict definition of a starfighter squad- 
ron. Its members underwent a reassignment from Starfighter Command to 
New Republic Intelligence, where they enjoyed far more autonomy. Under 
commander Garik Loran, Wraith Squadron aided in the fight against Admiral 
Daala, in the Black Fleet Crisis, and in the hunt for the Caamas Document. 


During the Yuuzhan Vong invasion, Wraith Squadron helped the Jedi 
kill yammosk war coordinators. Their diverse specialties allowed squadron 
members to fool the Yuuzhan Vong into thinking that Jaina Solo was the 
incarnation of the trickster goddess Yun-Harla and to create undercover 
disguises for accompanying Luke Skywalker on a mission to enemy-held 
Coruscant. After the war's end, Wraith Squadron continued to serve as 
Galactic Alliance Intelligence's preeminent field unit. 


METHODS 

Although the members of Wraith Squadron have become polished after 
years of working together, the team began as a mixed bag of misfits. Many 
observers thought that they would kill each other before their first mission, 
yet those colliding personalities frequently sparked brilliance. 

Unconventional solutions are a Wraith Squadron trademark. The team 
improvises with any tools at hand to pull off schemes that most would 
deem suicidal. During the campaign against Zsinj, the team captured the 
Night Caller by bolting maneuvering jets and an X-wing laser cannon onto 
an airtight smuggling compartment, creating a makeshift boarding craft 
dubbed the Lunatic. 

The Wraith Squadron has been compared to the Katarn Commandos, since 
both groups are 12-member field units made up of eccentrics and expected 
to accomplish tough missions on their own, But the Katarn Commandos 
is a superior straight commando unit, whereas Wraith Squadron views its 
members’ specialties as their "second jobs." All team members are pilots 
first and foremost, and most of the squadron's assignments involve space or 
atmospheric combat. Although Wraith Squadron is an X-wing squadron, its 
undercover roles require familiarity with a wide variety of fighters. 

When it takes to the ground, Wraith Squadron deploys in small teams with 
members chosen based on mission objectives. These are typically specialists 
in demolitions, computer slicing, and many other fields, and each team is 
often split into multiple air-surface units to provide air cover for infiltration 
and sabotage teams. 

The dozen members of Wraith Squadron have become respected veterans 
in New Republic Intelligence with a cloud of support staff at their disposal. It 
is not unusual for a members of Wraith Squadron to act as the commanding 
officer for a small team of NRI agents. 


MISSIONS 

Wedge Antilles founded Wraith Squadron when he saw an opportunity to fill 
a gap in the New Republic armed forces. Because pilots had no commando 
expertise and commandos had no piloting expertise, neither group could 
tackle a space/ground mission on its own. AS a pilot, Antilles naturally drew 
his candidates from the New Republic's X-wing ranks. For many of these 
candidates, marred by black marks for desertion, mental imbalance, or other 
flaws, Wraith Squadron represented their last chance, 


Early missions were frequently planned on the fly, after unexpected events 
and sudden reversals. Wraith Squadron still specializes in radical deviations 
from mission plans. For this reason, New Republic Intelligence generally gives 
the squadron an objective but doesn't sweat the details of how that objective 
will be achieved. Wraith Squadron is never subject to micromanaging from 
upper levels of the command chain, 

Asa starfighter squadron, Wraith Squadron almost always spends some 
of every mission inside cockpits. The squadron's tasks can include clearing 
out a starfighter screen above a target facility, providing strafing coverage 
for a ground team in trouble, or taking out an orbiting capital ship before it 
trains its turbolasers on the planet below. 

Ground missions are where the members of Wraith Squadron separate 
themselves from other famous pilots such as the flyers of Rogue Squadron. 
Although the Wraith team can blow things up with the best of them, its 
members have a particular expertise at adopting false identities to work their 
way into position for a stab at the enemy's heart. Master actor Garik Loran 
inspired such schemes as the impersonation of the Night Caller's crew, the 
creation of the phony Hawk-bat pirates, and the use of fake vonduun crab 
armor to make the Wraiths resemble Yuuzhan Vong warriors 


RANK STRUCTURE 

Despite their official status with New Republic Intelligence, the members 
of the Wraiths have Starfighter Command military ranks. A new member is 
likely to carry the rank of flight officer, and a veteran might have the rank 
of lieutenant. During Garik Loran’s first tenure as head of the Wraiths, he 
carried the rank of brevet captain; Wedge Antilles was a commander while 


doing the same. 
During the squadron's formation, its members rarely had the respect of 

their peers, regardless of rank. Later, after the squadron's reformation within 

NRI, the situation was reversed. Even a lowly flight officer with the Wraiths 

could hold a room of aces spellbound with tales of the squadron's exploits 
Vacancies in the squadron are filled according to role. Wraith Squadron 

maintains a diverse roster of specialists at all times. Although the roster 

tself is flexible, positions that Wraith Squadron regularly needs include 

the following 

* A demolitions expert who knows how to take out cannons and other 
large targets. 

* A computer slicer who can crack into protected data cores faster than 


any droid 
* An expert at mimicry who can take on the mannerisms of others for 
undercover ops. 


* Asniper for long-range backup and target elimination. 

* An atmospheric and ground vehicle specialist, capable of hotwiring and 
operating anything. 

© A comm specialist, able to boost the team’s signals, jam the enemy's 

signals, and encrypt sensitive messages. 

A medic for when field missions don't go as planned. 

© An intelligence and analysis expert, particularly useful during the plan- 
ning stages of an operation. 

© A stealth expert, who (unlike the mimic) can gain access to enemy 

stallations through quiet subterfuge. 

© A brawler and melee combatant able to handle any non-Human—the 
bigger and uglier, the better. 


WRAITH SQUADRON 
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CHAPTER V 
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No military campaign is complete without missions to infiltrate, sabotage, 
_ or destroy the opposing force's base of operations. Whether this means 
" breaking into an Imperial prison colony to rescue a Rebel agent or piloting 
a starfighter into the heart of the Death Star, military campaigns are full of 
adventures that involve heavily defended locales. This chapter covers every- 
thing the Gamemaster needs to create exciting adventuring sites—hereafter 
referred to generically as “battlestations"—from basic concepts all the way 
through encounter design. 

A battlestation is more than just a Death Star or some other massive 
superweapon. In this chapter, the term “battlestation" means a fortified and 
actively defended location where adventures will take place. A battlestation 
can come in many forms, whether it is a space station, a ground installation, 
or a capital ship. 

Of course, before the villains can wreak havoc with a battlestation or the , 
heroes can commander it for their own noble purposes, the place has to 
be built. This chapter not only covers the basic rules for assigning statistical 
values to the various aspects of a battlestation but also introduces factors 
that affect a station in the game. Moreover, it includes specific environment 
rules for creating encounters on battlestations. 
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THE BATTLESTATION TOOL KIT 
This chapter is more than just a collection of rules and advice on designing 

bases and locations; it also serves as a guide to creating a wide variety of (aa) 
adventuring settings. Although much of this chapter discusses rooms and 
locales inside battlestations, this information can also be applied to a wide 
variety of adventuring locations. The rules described in this chapter work 
just as well for creating an adventure where the heroes have to stage a raid 
‘on a high-rise industrial skyscraper as they do for an adventure where the 
heroes need to take out a shield generator on a remote moon. 

When picking up material from this chapter for your own campaign, simply 
be mindful of the basic principles behind things like battlestation CL and 
expected attack bonuses, skill DCs, and damage rolls. Those concepts can 
apply to many places, not just bases and battlestations, and can be useful 
in a wide range of situations. 
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INTRODUCTION TO 
BATTLESTATION 
DESIGN 


Before delving too far into assigning statistics and preparing deck plans and 
layouts, it is important to set down some basic ideologies and philosophies 
for battlestation design. A hastily constructed battlestation might be just 
another superweapon or an unremarkable base, but a well-planned station 
can be a great addition to any campaign. By putting some effort into the 
station's construction, you can ensure that your locale will be both exciting 
and memorable. 


WHY USE BATTLESTATIONS? 

When you think of Star Wars, not many battlestations come to mind imme- 
diately. In fact, there are only a few such sites in the films. The two Death 
Stars are prominent examples in the Star Wars saga, although the chance to 
adventure on either is somewhat limited by the timeframe of their existence 
and the actions of the Rebels. Beyond the Death Stars, however, the films 
feature many different locations and environments that could be described 
as battlestations. 

Remember, a battlestation can be a basic fortified lair, but it also can be 
a space platform to a massive starship or a ground-based security complex. 
Almost any artificial structure constructed with defense in mind can be 
built using the guidelines in this chapter, so that you can take advantage of 
locations that already exist in the movies and other media. Chances are that 
many of the places your party has explored, from a Super Star Destroyer to 
a smuggling den hidden in an asteroid field, are battlestations in their own 
right. Other good examples of battlestations in the Star Wars films include the 
Theed Palace reactor chambers in The Phantom Menace, the Geonosian droid 
factory in Attack of the Clones, and the Endor bunker in Return of the Jedi. 

Battlestations make excellent adventuring locales. They provide a sense 
of mystery and suspense, always keeping the heroes wondering what's down 
the next hallway or behind the next door. Stations present numerous oppor- 
tunities for dangerous exploration, since they frequently contain automated 
defense systems and booby traps that can cause a lot of trouble for an 
adventuring party. Similarly, living and droid security units react forcefully 
to intruders, and with a creatively designed interior, such combat encounters 
can be cinematic and unique. Battlestations often present challenges to a 
party that can be solved only with quick thinking and resourceful problem 
solving. After all, it is far easier to lay down fire in a cantina than it is to do 
so in a magnetically sealed room. 

Likewise, battlestations offer heroic opportunities to characters of all 
types. Certainly the more dangerous stations crawling with stormtroopers 
and battle droids give soldiers and Jedi plenty of enemies to shoot and slice 
their way through. No two battlestations are the same, but the adaptability 
of scouts and scoundrels means that even situations for which a party was 
not prepared can be overcome with a little improvisation. Nobles, whose 


interpersonal skills are unrivaled, can use their talents for acting and smooth 
talking to convince security that everything is under control. Almost every 
character type has something to do on a battlestation. 

Adventures on battlestations bring an epic feel to campaigns, but more 
than that, they add variety and diversity to an already vast galaxy. With 
proper planning, these stations not only stand out in the minds of the play- 
ers but also keep the whole party involved and in highest form. The heroes 
can't slide through with only minimal or halfhearted effort, which means 
that battlestations make excellent additions to any campaign where the GM 
wants to turn up the intensity. 


DETERMINING PURPOSE 

The first step to planning and building a battlestation is determining its 
purpose. The purpose defines how much time and effort the GM will expend 
on creating the station and should play a major role in shaping all aspects of 
its design. When determining a battlestation's purpose, consider the amount 
of time that the station will appear in the game, its significance to the overall 
campaign, and its impact on the adventure. 


Single-Adventure Location 

A battlestation designed as a location for a single adventure should cater to 
the needs of the story. If the station is intended simply to be the backdrop 
for the scenario, you have a little more leeway in choosing the details of its 
design. For example, if the point of the adventure is to rescue a wealthy noble 
from a prison colony, your battlestation should include cells and security 
guards, but you have more flexibility in other aspects of the design. On the 
other hand, if the station is the focal point of the adventure, you should 
spend more time making sure that everything lines up logically. That is, if 
the heroes must destroy the prison colony rather than save a captive noble, 
encounters should revolve around reaching the station's weak points or 
setting the self-destruct mechanism, 

A single-adventure location is a one-shot, disposable battlestation. The 
site will have minimal or no impact on later adventures, so the station can 
serve its purpose and be left alone for the remainder of the campaign. You 
can prepare to let the heroes destroy or disable the station and move on to 
a whole new set of challenges and adventure opportunities. 


Multiple-Adventure Location 

You must take more care when designing a battlestation that is intended 
for use in multiple adventures. First of all, if the station will appear in later 
scenarios, it should be strong enough to withstand almost anything the party 
can throw at it. Prevent tampering by covering vent shafts and sealing off 
reactor cores with blast doors. A multiple-adventure location also should 
be designed to remain fresh through several gaming sessions; the heroes 
should not see the same scenery and explore the same areas during each 
adventure. Moreover, the objectives for each adventure should be affected 
by the events of previous adventures, offering a degree of continuity that 


makes the battlestation dynamic and gives the party the sense that they are 
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Campaign Objective 


The campaign objective is a battlestation that represents the culmination 


of an entire campaign's worth of adventures. The station itself is the focu 
of the campaign and plays an integral role in its development. Adventure: 


revolve around traveling to and having encounters within the st 


he heroes can also procure plans, analyze 


sabotage critica 


aknesses, 


parts, and carry out other actions that lead up to a clima 


ic confr 


Dn or around the battlestation. Thus, you must be extremely atten 


Jesigning this type of location. Since so much of the campaign will revc 


around the station, you should plan out adventures so as not tc 
mportant plot points or ch 


eng 


s. To build suspense and excitement lead 


ng up to the final encounters, each adventure should bring the her e 


tep closer to their goal, until they reach the campaign clim 


he battlestation itself. 


De used 


a campaign objec: 


jaign, the heroes start by stealing 


Toprawa. The 


ne party must 


the station. Finally, in the campaign's climax, a 


the Death Star's destruction. The battlestation is 


ampaign, and the adventures involve the station in 


te in the final battle. 


Example 


Imagine that yo 


are designing a battlestation to serve as the backdrop of 


a campaign set during the Clone Wars. However, since the campaign could 


fast a while and you don't to discard the station right away, a multipl 


adventure battlestation migh he best choice. Thus, 


hen designing the 
site, keep in mind that it needs to survive the initial adventure so that it 


can be used later. 


DETERMINING FUNCTION 
Once you have determined a metagame purpose for the battlestation, the 


ext step is to determine 


he function it serves in the Star Wars galaxy. The 


ns can be broken down into four broad catego: 


most battles 


bat mechanism, the haven, the si 


perweapon, and the utility. 


A waieeHS 


> 
2 
G) 
0) 
@ 
22 
13} 


Combat Mechanism 

A facility designed to serve as a combat mechanism truly lives up to the 
battlestation classification. A combat mechanism is meant for defense (such 
as the Golan platforms that orbit many worlds) or attack (such as the space 
stations that orbit quarantined worlds to prevent starships from escaping). 
When designing a battlestation with this function, you should consider 
whether its primary focus is offensive power or defensive capabilities. If the 
former, the station should boast a heavy complement of weaponry, attack 
starfighters and bombers, and antiship defenses. Defensively minded stations 
should bulk up on shields, defensive starfighters (such as those used for plan- 
etary defense), advanced sensor systems, and transport ships for evacuations. 
These combat stations often keep a larger-than-average troop complement 
on board and frequently are utilitarian in design and decoration. 

A combat mechanism is one of the more common types of battlestations 
encountered by an adventuring party. The heavy defenses, extensive security 
measures, and militaristic function make these stations prime targets for 
infiltration and destruction. Of course, they also are the most deadly type of 
battlestation, and they make up for any vulnerability with sheer firepower. 
Although potentially fatal to heroes who try to assault or penetrate them, 
‘combat mechanisms typically safeguard something important and thus make 
excellent challenges for a party during the climax of an adventure. 


Haven 
A haven is a place where a certain group, species, government, or other 
organization meets and has its headquarters. More than anything else, this 
type of battlestation serves as a staging point for antagonists or allies. A 
haven can be a single-adventure or a multiple-adventure location, but it is not 
always the focal point of the action. Rather, the heroes’ activities determine 
to what degree the site is brought into play. This type of battlestation does 
not necessarily need to be integrated as tightly with the plot as other stations 
usually are, but feel free to do so if that works with the ongoing storyline. 
In an adventure, it's common for the party to encounter a hostile haven 
belonging to the enemy—after all, pirates and mercenaries have homes, too. 
But not all havens are populated exclusively by adversaries. Some battlesta- 
tions of this type are as much for friends as for foes, and these battlestations 
can come into play as safe ports of call or as places to rest and recuperate. 


Superweapon 

A superweapon is a battlestation with only one purpose: destruction. 
Although similar in many respects to combat mechanisms, superweapons 
do not necessarily have any overt military function other than the use of 
their main weapon. Centerpoint Station is one of the most obvious examples 
of such a superweapon: Capable of devastating entire star systems with its 
powerful interstellar blast, the station itself has no major weapon systems 
or defense mechanisms. However, that type of superweapon is the exception 


rather than the rule. The most famous superweapon of all, the Death Star, 
is a combination of combat mechanism and superweapon. Superweapons 
make great campaign objectives as well, and they often can lend the sense 
of urgency needed to keep a campaign moving quickly. 

When designing a superweapon, be careful that the battlestation does not 
become a cliché or a contrived plot device. To make the station unique, you 
should consider how it works and what purpose it serves in the campaign. 


Utility 
Some battlestations are built to serve a specific purpose. They produce 
something, provide a service, or perform a job that is highly specialized 
and often technical. These battlestations are called utilities because, rather 
than offering a place to stay or a bristling cache of weapons, they fulfill a 
particular function. Utilities frequently focus their resources on this func- 
tion and thus are slightly more vulnerable to attack. However, if the service 
provided or the product manufactured is highly valuable or rare, the owners, 
will beef up security to ensure that the station can defend itself. 

For example, a mining outpost that brings in valuable ores can be con= 
structed with defense in mind, giving it the feel of a battlestation. Orbital 
medical facilities housing cloning laboratories and food processing space 
stations integral to the chain of galactic food shipments are further examples 
of utility battlestations. Regardless of its specific function, a utility station 
should be constructed so as to allow the station to fulfill its purpose while 
giving heroes something to do on board. Usually, characters must deal with 
a challenging array of hazards related to the battlestation's purpose. 


Example 
‘Suppose an adventure involves a specific search-and-destroy mission given to 
the heroes by the Grand Army of the Republic, Since superweapons have already 
been used in the campaign (or perhaps you're planning on using one later), 
you could decide that a utility battlestation will provide a good backdrop for 
new story elements. The station will be a manufacturing plant that churns out 
battle droids by the thousands, and the heroes must shut it down before the 
Confederacy gains a new droid army to launch against the Republic's forces. 


DETERMINING FORM 

Now that you have determined the battlestation's function and its relevance 
to the campaign, you can start designing the station's physical aspects. The 
first step in this process is choosing the outer form, which gives the heroes 
a better idea of what to expect inside the station. 


Mobile Space Stations 

A mobile space station is one of the most common and flexible forms that 
a battlestation can take. Space stations are designed specifically to recre- 
ate terrestrial environments in space, and as a result, they have many of 
the familiar trappings of a ground-based environment. Turbolifts, offices, 


hallways, and other basic components provide the illusion that the station 
is just another facility for everyday use—one that happens to be in space. 
Mobile space stations also have a unique advantage in that they can travel 
from planet to planet, essentially appearing wherever you want them to be. 
This mobility makes such stations easy to use and allows them to threaten 
‘a number of targets in the galaxy rather than just a few. 


immobile Space Stations 

Less flexible than mobile space stations but no less functional, the immobile 
space stations found throughout the galaxy are solid defenders and reliable 
sentinels, Like mobile stations, these battlestations resemble terrestrial facili- 
ties in design, possibly to a greater degree because they often are tethered 
{either literally or figuratively) to a planetary mass. As a result, fixed stations 
are more easily stocked and can afford the luxury of depending on external 
resources, unlike battlestations that drift through space for extended periods 
of time. Immobile space stations are used most commonly as defense plat- 
forms and skyhooks, as orbital bases of operation in circumstances that require 
secrecy, and as extensions of the buildings on the planet below. Additionally, 
some immobile battlestations serve as outposts in deep space, as stopover 
points for travelers, and as observation posts for scientists and scouts. 


Starships 

The only starships that make good battlestations are those of capital scale. 
Massive Imperial ships such as Super Star Destroyers and the Eclipse bring 
new levels of firepower and fear to the galaxy, and are certainly battlesta- 
tions in their own right. Often larger and more thoroughly armed than space 
platforms and other fixed stations, some immense capital ships contain all 
the elements of a battlestation and function almost identically. No clear line 
exists to separate a capital ship from a battlestation, so feel free to turn such 
a ship into a station whenever internal adventuring is key. In space combat, 
the battlestation should be treated as a starship, but adventures that take 
place within the vessel can use battlestation rules. 


Terrestrial Battlestations 

Found almost anywhere in the galaxy, terrestrial battlestations are built 
on the ground or on other natural surfaces, such as asteroids. A terrestrial 
station is any facility, such as a smugglers’ den or a pirate alcove, that is 
defended, has security measures, and presents challenges for heroes trying to 
move through the complex. Most terrestrial battlestations include facilities 
that are similar to those of their spacefaring counterparts, but with some 
modifications. For example, ground-based stations, with no ability to move 
through space, often require a less volatile reactor core than is needed by 
larger space stations. 


Example 

Knowing that the party has had a number of ground-based adventures lately, 
you may decide to use a space vessel for your battlestation. Since the heroes’ 
mission requires them to be inserted onto a Confederacy-controlled world, 
a stationary space station in orbit would be a good choice. 


CONSIDERING ADVENTURES 

The final aspect to take into consideration before designing the specifics of a 
battlestation is the nature of the adventures that will involve the station. Think 
about the types of adventures and their level of difficulty. Planning for these 
elements in advance will help you prepare for the game more effectively. 


Adventure Types 

When you create a battlestation, the type of adventure that it will be used 
for should play an integral role in its design. For example, you must decide 
whether the heroes will assault the station from the outside or from within. 
If the adventure calls for an internal assault, you should spend more time 
mapping specific locations, determining Difficulty Classes for skill checks, 
planning patrol routes, and coming up with anything else that will be needed 
to keep the heroes moving through the station. Conversely, for an external 
attack, you should pay more attention to station defenses, vulnerabilities, 
specific systems that can be targeted from the outside, and possible star- 
fighter response to the assault; the interior of the battlestation is unlikely 
to come into play. Many adventures will require a mixture of interior and 
exterior assaults, and you should plan accordingly. 


Adventure Difficulty 

Another aspect of battlestation design is the difficulty of the adventures. 
The next section of this chapter explains how to simplify this decision by 
using Challenge Levels, but when creating the station, it's worth your time 
to consider the adventure and avoid elements that could prove too difficult 
or too easy for the characters in the party. 

For example, the Death Star is probably one of the most challenging 
battlestations in the entire Star Wars saga. As a whole, it is incredibly well 
defended, massively complex, and carefully guarded, and it contains areas 
that are impenetrable to assault. But the heroes manage to make their way 
through it and come out alive because they are involved with only a small por- 
tion of the station. Even with a huge, heavily protected site, you can limit the 
adventure to a smaller, contained region of the station. This process means 
that you have to design fewer areas in advance, and it allows lower-level 
heroes to begin adventuring in less dangerous sections of the battlestation, 
gradually gaining access to more difficult areas as they increase in level. 


BATTLESTATION 
CHALLENGE LEVEL 


The battlestations that are designed using the system in this chapter are 
based around the station's Challenge Level (CL). A battlestation’s CL is a 
number between 1 and 20 that helps you to gauge how difficult adventures 
in the station should be and allows for quick construction without requiring 
too much worry about whether the encounters are too hard or too easy. It is 
important to select the CL early so that you can develop your battlestation as. 
you go along rather than having to make decisions on the fly. A battlestation’s 
CLis very similar to the CL used for individual opponents such as stormtroop- 
ers and TIE fighters. However, unlike the CL of individual opponents, the 
CL of a station is merely an overarching guideline for determining attacks, 
defenses, and the Difficulty Class of skill checks. 

When designing a battlestation as part of an adventure, the best approach 
is to build the station around the party rather than choosing a fixed CL and 
trying to construct a station to match. In other words, determine the station's 
CL by looking at the party's level. For a group of five characters, the battlesta- 
tion's CL should roughly equal the characters’ average level, although it can 
be higher for tougher adventures or lower for easier ones. 


ADAPTING EXISTING ENVIRONMENTS 


One of the most common ways to construct a defensible terrestrial 
battlestation is to build it out of an existing structure. Although a station 
that is based on an abandoned building works fine, you can add extra 
flavor by choosing a more unusual or dangerous location. The following 
are a few examples of how you can adapt existing environments to fit 
the needs of a battlestation; by no means do they represent the full range 
of possible settings. 


Asteroid Base 

An asteroid base is a familiar choice for many pirate bands and smuggling 
groups. These battlestations can act as both terrestrial and space-faring 
facilities. An asteroid belt provides a natural defense against snooping 
starships and ensures that only those who know the base's coordinates 
and the safe path through the chunks of deadly rock can reach the base. 
Most asteroid bases camouflage their presence by blending in with the 
surrounding terrain and masking the site from sensors. 


Crashed Spacecraft 

A crashed starship offers a unique alternative to artificial constructs. 
Since many spacecraft already contain necessary systems such as power, 
life support, and gravity, it is not uncommon for the remains of a capital 


ship to be cannibalized to function as a battlestation. In these cases, the 
starship's own weaponry is used for defense (usually augmented with 
a colorful selection of extra equipment). If the systems were not too 
damaged in the crash, the ship's shield generators can repel even capital 
bombardment. 


Volcano Base 9 
Hazardous and volatile natural formations, volcanoes can be harnessed by 
the daring and transformed into battlestations that are unrivaled in the — 
danger they present for both builders and intruders. Some bold designers _ 
use the natural gas vents and magma flows of a volcano to provide thermal 
power for the station. Designers also might use cutting-edge terraforming _ 
technology to reroute lava flows in order to surround the station with 
deadly moats, and take advantage of toxic fumes from the volcano's emis- 
sions to repel unprepared invaders. Although building a station around 
‘such a treacherous land mass would be considered suicide by many, it 
offers a number of advantages for those willing to take the risk. 


ADVENTURE CL EASY DC MEDIUM DC 
1 13 18 
2-3 4 9 
4-5 16 21 
6-7 7 22 
8-9 18 23 
10-11 19 4 
12-13 2 26 
4 22 27 
15 22 a7 
16-17 23 28 
18-19 4 29 
20 26 3 


USING THE CL 

Throughout this chapter, you will find references to a battlestation's CL as 
a way of assigning a Difficulty Class to a skill check or of crafting encoun- 
ters that involve station personnel or hazards, Always remember that the 
battlestation’s CL is the key to accurately gauging the toughness of a 
particular obstacle, 

For the most part, descriptions of individual locations, hazards, encoun- 
ters, and so on will explain how to use the battlestation’s CL when determin- 
ing the challenge posed to the heroes. However, Gamemasters certainly will 
come up with ideas for obstacles that are not covered in this book. In such 
cases, the following guidelines might help you use the station's CL to design 
appropriate challenges. 


Skill Difficulties 

To determine the Difficulty Class of a skill check, find the battlestation's CL 
in the far left column of Table 5-1: Difficulty Classes for Battlestations by 
CL, On each row of the table, the DCs are broken into five broad categories 
to describe the difficulty of the skill check: easy, medium, moderate, hard, 
and heroic. Some skill checks have static DCs that are unrelated to the sta- 
tion's CL; for example, making a skill check to climb a ladder has roughly 
the same DC no matter where the ladder is located. However, many skill 
check DCs vary based on the particular battlestation. For example, the DC 
for opening a locked door with a Use Computer check might be much higher 
On a battlestation that has a higher CL, owing to the fact that the station 
has significantly better security protocols and is likely to keep its defense 
systems up-to-date. 


MODERATE DC HARD DC HEROIC DC 
23 26 3 
24 27 32 
26 29 34 
27 30 35 
28 32 37 
29 33 38 
3 35 40 
32 36 4 
32 7 42 
33 38 43 
34 39 44 
36 41 46 


This chapter frequently uses these five DC categories when referring 
to skill checks—for example, the text might say that an action requires a 
moderate Mechanics check or a hard Use Computer check. Simply consult 
Table 5-1, find the row for your station's CL, and find the column for that 
category. The resulting number is the DC for that skill check. 


Battlestation Encounters 

When designing a combat encounter for a battlestation, the rules are similar 
to those used for standard encounters. Since your station's CL should be 
close to the average party level, multiply the CL by 3, then choose enemies 
and hazards whose total combined CL is close to the tripled number. If you 
intentionally set the CL of the station higher than the average party level, 
you will create tougher encounters. So when using this system, keep in mind 
how closely the station's CL matches the average level of the heroes. 


Battlestation Hazards 
Other hazards that make attacks should use the battlestation’s CL to deter- 
mine how much damage those attacks should deal. A hazard, on average, 
should deal damage that is equal to 10 + one-half the battlestation’s CL. 
For example, each hazard on a CL 8 battlestation should deal an average 
of 14 points of damage. (Refer to Table 5-2 for the average damage roll 
associated with each game die. Choose a die multiple that comes to within 
2 points of your target damage.) To make a roll with an average of 14 points 
of damage, use 348. 

Hazards that make attack rolls should include a bonus to the roll that 
is equal to 2 + the battlestation’s CL. For example, each hazard on a CL 8 
battlestation should make attack rolls with a bonus of +10. When designing 
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hazards for a battlestation, consider the defense bonuses of the party. In 
general, a hazard should hit its target on a roll of 10 or higher on a d20 
(which represents a 55 percent chance). The hazards on a CL8 battlestation, 
including the +10 bonus to hazard attack rolls, would hit a character with a 
Reflex Defense of 20. Feel free to adjust these numbers when you design a 
battlestation in order to make it fit your heroes’ defenses. 


DIE AVERAGE DAMAGE 
d4 25 
d6 35 
d8 45 
d10 5.5 
di2 65 


SCALING THE RATING 
Sometimes a battlestation’s CL is too high or too low for a party, especially 
if the station was designed without those specific characters in mind (such 
as the stations in published adventures). You can still use these stations as 
adventuring locales by making a few adjustments to accommodate your 
group of heroes. For battlestations that are too easy, increase the station's 
CL, which has the effect of increasing the skill check DCs, the bonus to hazard 
attack rolls, and the damage dealt by hazards. You can justify the increased 
difficulty as security system upgrades, new ownership and management, or 
simply the advancement of technology. 

For battlestations that are too difficult for the heroes, reduce the station's 
CL (and, again, the skill check DCs, hazard attack rolls, and hazard damage). 
By keeping certain sections of the station off-limits to the party, you can 
plausibly explain why some areas are more difficult to access than others. 
In the same manner that Luke, Leia, Han, and Chewbacca ventured only 
through certain sections of the Death Star, you can reduce a larger and more 
dangerous station to a simpler path that still provides a challenge as well as 
an epic backdrop. This method works well with battlestations intended for 
use over multiple adventures. When the heroes first encounter the station, 
they can explore an area that has a relatively low CL. When they return 
several adventures later, they can tackle new sections that have higher CLs 
and more appropriate challenges. 


Example 

Suppose your game's party consists of five 7th-level characters. At this 
point in the campaign, they should encounter a battlestation with a CL of 
7. This number will be used throughout the rest of the design process in 
this chapter. 


BATTLESTATION 
INTERIOR LOCATIONS 


Once you have determined the battlestation's Challenge Level, you can start 
building the interior and preparing it for the arrival of the heroes. This section 
describes a number of common rooms that you can use in the construction 
of a battlestation. Simply choose the types of locations that you need for 
your adventure, or create your own using one or more of the examples as 
a starting point. Knowing your heroes’ goals (why they're going into the 
station) should help you select appropriate rooms, but consider becoming 
familiar with all the locations in advance. By doing so, you will be better 
prepared to improvise if the players deviate from the planned adventure by 
taking actions that you did not anticipate. 

The interior locations described below are basic representations that do 
not necessarily reflect what each location might be like in a fully developed 
battlestation. Later in the chapter, other aspects such as computer systems, 
security systems, and station hazards will be added to make each location 
unique and challenging. 


AIRLOCK 

An airlock is a room used to link a battlestation to spacefaring craft such as 
starships, escape pods, satellites, and other battlestations. An airlock creates 
an airtight seal between the two vessels that prevents the air from either 
‘one from escaping into the vacuum. The airlock is pressurized by internal 
air vents and serves as a corridor between the station and the other vessel. 
Typically, an airlock consists of a 2-square-by-4-square room with a few 
simple benches and two to six storage lockers bolted to the walls. Pulling a 
bench off a wall requires a DC 30 Strength check; each bench (10 hit points; 
DR 5) provides low cover when tipped on its side. Inside each storage locker 
is a standard zero-gravity-capable space suit, two lengths of liquid cable, a 
grappling spike launcher, a medpac, and two glowrods. A 2-meter-tall door 
seals the hatch to the access tunnel, which can be opened only when the 
airlock's sensors detect a sealed, pressurized connection on the other end. 
The airlock is connected to the rest of the battlestation by a standard blast 
door (750 hit points; DR 10; damage threshold 40; Strength DC 70/Break DC 
45). Someone inside the station can force entrance into the airlock by over- 
riding the command code to open the door, which requires either a medium 
Mechanics check (if the door connecting the airlock to the outside is closed) 
ora hard Mechanics check (if the door connecting the airlock to the outside 
is open). The difference in the checks is caused by the airlock's fail-safe 
controls, which can be overridden only with great difficulty, ensuring that 
breach into the vacuum remains sealed off—and that raiders using the airlock 
as a point of entry have more trouble breaking in. Forcing open the airlock 
door that leads outside the station (50 hit points; DR 10; damage threshold 
30; Strength DC 50/Break DC 35) requires a heroic Mechanics check due 
to the battlestation’s hard-coded fail-safe mechanisms. However, since the 
airlock door leads to a vacuum, even the slightest breach can rip the door 
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many cases they mimic actual Sse apipce detail. Surface 


cities have restaurants, shops, and occasionally apartments and other 
forms of housing for visiting diplomats and permanent crew members. 


Some high-ranking officers aboard battlestations live in lavish mansions 
and stylish homes. 

The biggest difference between battlestation surface cities and 
those found on planets is that most station cities are enclosed. Some 
buildings might jut up to impressive heights, but walkways and speeder 
paths remain at ground level, sealed off from the vacuum of space. 
Most battlestation surface cities are so small that anything other than 
surface-level travel is impractical, although a few cities are large enough 
to warrant their own hangar bays (in which case shuttle taxis are used to 
traverse long distances). Some surface cities have installed mass transit 
systems that are totally enclosed and use repulsorcraft that keep the 
traffic moving at a decent pace. 

If you want to include a surface city in your battlestation, treat it 
like any planetary city, with the exceptions noted above. Additionally, if 
the station belongs to a particular faction, the policies and personnel of 
the city should reflect that relationship. For example, the surface city of 
an Imperial battlestation is likely to have very strict laws and constant 
stormtrooper patrols. Black markets and criminal underworlds might exist 
on such a station, but for the most part, adventuring in the surface city 
would be like adventuring on Imperial Center. 


from its hinges. If the door takes more than 40 points of damage, it is torn 
away, exposing the airlock to the cold reaches of space. 

If the airlock door is breached or opened to space, characters in the 
airlock can try to grab handles mounted on the walls to avoid being sucked 
out into space (a DC 20 Climb check). The room is completely emptied and 
becomes a total vacuum in 1 round, and if the door to the interior of the 
battlestation is also open, atmosphere continues to blast out of the airlock 
with great force. Any round the interior door remains open, a character 
holding on to the handles inside the airlock can make a DC 20 Climb check 
to reach the emergency magnetic containment (magcon) activator, which 
causes a magnetic field to appear where the airlock door used to be. Once 
the field blocks the exit to space, the airlock refills with air and resumes 
normal pressure in 2 rounds. In the event of such a breach, alarms sound in 
the airlock’s control room, on the main bridge, and on the entire deck where 
the airlock is located. 


Ifa character is exposed to vacuum or sucked into space, he or she might 
begin to suffocate. For more details on vacuum exposure, see page 253 of 
the Saga Edition core rulebook. 


BARRACKS 
Most battlestations carrying some sort of troop complement have built-in 
barracks that serve as living quarters for soldiers and other security per- 
sonnel. A barracks is typically utilitarian and sparsely furnished, as fits the 
style of most military and paramilitary groups. Although most barracks are 
square or rectangular for easy movement and organization, they vary in size 
depending on the number of troops housed within, From one wall to the other, 
bunks can be stacked two, three, and four beds high to accommodate larger 
numbers of soldiers. Aisles run between the bunks, which provide cover. A 
character can topple a stacked bunk by making a DC 15 Strength check. Any 
characters in the path of the falling bunk are subject to an attack from a 
Large falling object (see page 254 of the Saga Edition core rulebook). 
Storage lockers sit along the walls between the gaps in the bunks. The 
average locker contains two standard uniforms, a comlink, one blaster 
pistol or blaster rifle, a datapad, and personal items such as holos of family 
members or pieces of memorabilia. When closed, a locker can be opened by 
entering the soldier's personal access code. A character can force the lock 
open by making a medium Mechanics check. If the character has access to 
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a portable computer or datapad, he or she can crack the locker's code by 
making a moderate Use Computer check 

The barracks are joined to the corridors of the battlestation by a standard 
sliding metal door (50 hit points; DR 10; damage threshold 30; Strength DC 
50/Break DC 35). Because most troops work in shifts, roughly a third of the 
barracks’ residents are present in the room at any given time. 

The use of energy weapons in the barracks triggers alarms in that room, 
on the deck where the barracks are located, and in the closest backup bridge 
(or the primary command bridge, if it is closer) 


COMMAND BRIDGE 
The primary command bridge is the central brain of the battlestation, It serves 
as the main location from which the battlestation’s personnel coordinate 
the station's various control rooms, backup bridges, and other systems. The 
primary bridge contains a number of terminals where personnel monitor and 
control individual systems; see Computer Systems on page 159 for details. 
Each terminal has an emergency button that shuts it down and diverts control 
to the backup command bridge, in case of invasion. Pressing a shutdown 
button requires a swift action and sounds alarms in all control rooms and 
backup bridges, calling a security patrol to the primary command bridge. 
The room also contains a plethora of readouts and displays. These displays 
(5 hit points each) explode when destroyed, dealing 1d6 points of energy 
damage to any character standing in an adjacent square. 

The primary bridge is a key target for invaders trying to seize control of 
a battlestation, However, when the station is on alert, gaining access to the 
room is no simple task. The door is made of reinforced metal (60 hit points; 
DR 20; damage threshold 30; Strength DC 50/Break DC 35) and seals shut in 
the case of an emergency. Some command bridges also have direct turbolift 
access from another area of the station, but typically such lifts are well 
guarded to prevent unauthorized access. When the battlestation is not on 
alert, gaining access to the primary command bridge is as easy as opening 
the door, although two guards are stationed outside each point of entry. 


The primary bridge usually is staffed by one technician or pilot at each 
terminal, one to three station officers and commanders, and four to six 
security personnel. When the battlestation is on alert, the number of security 
personnel increases to a dozen or so. 

Computer terminals and chairs provide cover and have 5 hit points each; 
freestanding consoles also count as low objects. Emergency storage compart- 
ments built into the floor hold equipment such as breath masks, glowrods, fire 
extinguishers, and comlinks. Locating a storage compartment requires an easy 
Perception check if the character performing the search does not know its 
exact location (or even whether it exists). In addition, most primary bridges 
are attached to two to four escape pods for use in case of emergency. 


Backup Bridges 
In addition to the primary command bridge, larger battlestations typically 
have one or more backup bridges. In an emergency, a backup bridge can take 
over all station functions and issue commands in exactly the same fashion as 
the primary bridge. A backup bridge operates with half the normal number of 
crew that staffs a primary bridge, which is the bare minimum needed to do the 
job. If the backup bridge has fewer crew members than required, its personnel 
take a -2 penalty to skill checks to control the battlestation’s systems. 
Backup bridges are located in highly secure areas of the station so that 
control can be maintained during a crisis. Forcing the door to a backup bridge 
(50 hit points; DR 10; damage threshold 30; Strength DC 50/Break DC 35) 
requires a moderate Mechanics check to override the manual locks. 


Control Rooms 

Control rooms are smaller locations that serve a single purpose. Whereas the 
primary and backup bridges can control almost any battlestation function, 
each control room allows the crew within to direct one specific system, Large 
stations have many control rooms dispersed throughout the facility; smaller 
stations have fewer such rooms, 


Control rooms fall into one of five categories: engine/hyperdrive control, 
hangar control, security control, shields control, and weapons control. Each 
room runs only the system that falls under its jurisdiction 

Engine/hyperdrive control rooms are used by station personnel to direct 
the subspace movement of the battlestation, perform astrogation calcula- 
tions, and make the jump to lightspeed. 

Hangar control rooms are used by station personnel to oversee all traffic 
entering and exiting the station's hangar bays, check IFF (Identify Friend or 
Foe) transponders for false or forged identification codes, maintain magnetic 
field integrity, and operate tractor beams. 

Security control rooms are used by station personnel to monitor sensors and 
cameras, limit access to sensitive areas, and direct security personnel to possible 
problems (for more details, see Security Systems on page 153). Some battlesta- 
tions assign multiple security control rooms to each section in order to limit the 
capabilities of any single control room in case of unauthorized access, 

Shields control rooms are used by station personnel to maintain the 


station's shield generators. 

Weapons control rooms are used by station personnel to direct the sta- 
tion's complement of external defense systems. Frequently, these systems are 
broken down into smaller groups of weapons that are managed by separate 
control rooms 

In a typical control room, computer terminals line the walls, with chairs 
at each console. A standard room has two to four technicians working at 
several terminals, monitoring information and making sure that everything 
is functioning at peak capacity. A standard metal door (50 hit points; DR 10; 
damage threshold 30; Strength DC 50/Break DC 35) separates the control 
room from the rest of the station. Many control rooms have a secondary 
storage area that holds spare parts and repair droids until needed 


CORRIDOR 
A corridor is a hallway, usually 2 to 4 meters wide, that connects locations 
in the battlestation. Usually, corridors are open and free of obstructions 
to allow for easy passage of large numbers of crew. Most corridors are 
supported by heavy metal bulkheads, although sparsely furnished sections 
have grated or textured floor plates. The bulkheads protrude enough to be 
used as cover during a firefight. However, any character using a bulkhead 
as cover or concealment takes 1d4 points of energy damage whenever an 
energy weapon strikes the bulkhead. Gamemasters can rule that an energy 
attack hits a bulkhead when the cover bonus provided by the bulkhead is the 
difference between whether an attack hits or misses, or simply determine 
randomly on all missed attacks 

Corridors are lit by luma panels that fill the area with enough light to see 
clearly and without difficulty. If the luma panels in a given corridor are knocked 
out, emergency lighting is activated that bathes the corridor in dim red light 
Treat the entire corridor as being in shadowy illumination, and all characters 
without low-light vision or darkvision take the normal penalties. 
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At regular intervals along most corridors, storage lockers on the walls 
provide easy access to emergency equipment. These lockers contain fire 
extinguishers, hydrospanners, and tool kits capable of sealing off dangerous 
leaks or putting out fires. 

Corridors lead from one part of the battlestation to another and connect 
different levels with turbolifts, Additionally, corridors have access hatches 
that lead to vent shafts, garbage chutes, and service tunnels. These hatches 
are sealed with either simple mechanical locks, which can be bypassed with 
easy Mechanics checks, or electronic locks, which can be bypassed with 
medium Use Computer checks. However, certain maintenance access panels 
that lead to vital systems are wired into the battlestation security system and 
trigger alarms in the nearest security control room. Fires and hull breaches 
in a corridor can trigger a warning alarm in the nearest control room as well. 
Corridors that potentially could be vulnerable to a hull breach can be sealed 
off by blast doors, which can be shut by pressing the emergency seal button 
on the bulkhead next to each door. 


GUNNERY TOWER 

Considered by many to be the heart of any battlestation’s defenses, the gun- 
nery tower is an elevated structure that houses manned weapons systems 
and their power sources. The weapons, such as turbolaser batteries and ion 
cannons, protrude from the tower. Inside, gunners have access to targeting 
computers, enemy schematics, and tactical readouts. The interior of the tower 
is quite small and cannot accommodate more than the crew required to oper- 
ate the weapons. Gunnery towers are accessible through special turbolifts 
that move between the corridor below and the firing room; only gunners 
or technicians with the appropriate access code can operate the lifts. If a 
weapon is fired by a gunner who does not enter the appropriate firing code 
into the controls, alarms ring in the nearest weapons control room and a 
security patrol is called to investigate. Falsifying the access or firing codes 
is a difficult process and requires a hard Use Computer check. 

Most battlestation weapons have one, two, or three gunners and occa- 
sionally a single technician, The weapons can be manually disabled by making 
a medium Mechanics check from within the gunnery tower or by deactivat- 
ing the power source that supplies the tower with energy (for details, see 
Reactor Core on page 151). Dealing damage to a weapon might destroy it, 
but the weapon's power core or ammunition supply might detonate as well, 
destroying the tower and any character inside. 


HANGAR BAY 

The primary means of entrance to a battlestation, hangar bays are good 
locations for tense encounters and dangerous combat. With massive star- 
ships coming in and out, starfighters scrambling for defense, and captured 
freighters being investigated by station personnel, hangar bays can very 
quickly become very hectic. Most hangars are wide, open areas protected 
from the vacuum of space by a magnetic containment field (or magcon), 
which allows matter to pass through but keeps in atmosphere and pressure 


so that crew members and pilots can walk about the hangar. Deactivating 
the magcon depressurizes the hangar and sucks anything not bolted down 
into space. This can be accomplished in two ways. First, someone in the 
hangar control room can shut down the magcon; for details, see Computer 
Systems on page 159. Second, someone can disable the magcon's power 
source by shutting down the coupling stations attached to the magnetic 
field, by destroying the thick power conduits (20 hit points; DR 5; damage 
threshold 20; Strength DC 20/Break DC 20) that lead to the field generators, 
or by destroying the generators (30 hit points; DR 10; damage threshold 30; 
Strength DC 20/Break DC 20). 

A hangar bay usually is filled with a variety of objects and characters, 
Cargo crates can be found throughout; a single crate provides cover, and 
a stack of crates provides improved cover. If a crate is destroyed, it might 
release dangerous or explosive materials, so combatants ina firefight should 
take care when using crates for cover. Furthermore, few hangars have spot- 
less floors, and most are littered with pools of cleaning fluids, mechanical 
lubricants, and leaked coolant. A DC 15 Acrobatics check allows a character 
to move normally through a square that contains a puddle; a failed check 
means that he or she slips and falls prone, Additionally, certain puddles of 
chemicals are highly flammable. If a character makes a successful attack 
roll on such a puddle (Reflex Defense 10), the chemicals ignite and deal 146 
points of damage to any character in that square. A liquid spill of appropriate 
size (as determined by the GM) spreads 1 square in all directions each round, 
dealing the same fire damage to characters in affected squares. 

A number of systems allow for the maintenance, storage, and upkeep of 
starships in every hangar, First, refueling stations along the walls service 
the ships; each station is attached to a massive fuel storage tank (50 hit 


points; DR 10). Reducing the storage tank's hit points to 0 causes the tank 
to explode, dealing 10d10x2 damage to anything within a 4-square burst 
radius. Second, massive cranes lift heavy equipment and stored cargo into 
transport ships. The cranes are controlled from a computer terminal inside 
the hangar area; seizing control of a crane requires a medium Use Computer 
check at the terminal. Additionally, most battlestation hangar bays have 


tractor beams to guide ships into the narrow openings or draw in captured 
starships. Most stations also have specialized racks to accommodate star- 
fighters, allowing the vessels to be stacked and placed in rows to minimize 
the storage space required and to speed up launch. These racks grant pilots 
access to their starfighters by catwalks and extension bridges and allow 
technicians to repair and refuel the ships with greater speed. 

A starship explosion in a hangar can be devastating, An exploding ship 
deals damage equal to its collision damage (see page 173 of the Saga Edition 
core rulebook) to any character inside the ship and to characters or objects 
within 4 squares of the ship. This damage might cause objects such as fuel 
tanks, volatile cargo, and torpedo and missile racks to explode as well. Stan- 
dard starship missile weapons have 20 hit points and DR 10 each; when a mis- 
sile is reduced to O hit points, its munitions explode and deal normal damage to 
any objects or characters within a 4-square blast radius. Any explosions, fires, 
or unscheduled weapons activity in a hangar bay automatically trigger alarms 
in the nearest hangar control room, although due to the constant activity in 
the hangar, any unusual occurrence is likely to be observed. 


WHAT SHIPS ARE IN THE 
HANGAR? 

Although different hangars carry different ships, Gamemasters can 
assume that stations belonging to certain factions likely have certain 
ships in their hangars at any given time. Below are starfighters, trans- 
Ports, and capital ships that probably are in the hangars of stations 
run by the named factions. Of course, this list of ships is by no means 
comprehensive, but it serves as a quick guideline when a hangar needs 
to be populated on short notice. 


TABLE S-3: COMMON SHIPS IN HANGARS = 
FACTION STARFIGHTERS TRANSPORTS, CAPITAL SHIPS 

Black Sun StarViper Luxury transport Bulk hauler 

Civilian 2-95 Headhunter Gallofree medium transport Bulk hauler 

Confederacy Droid starfighter C-9979 landing craft Commerce quild transport 


Corporate Sector 
Empire 

Hapes Cluster 
Jedi 

New Republic 
Planetary Defense 
Rebel Alliance 
Yuuzhan Vong 


Authority IRD, TIS Zeta 19 

TIE fighter/bomber/ interceptor 
My'til fighter/assault bomber 
Jedi starfighter 

AJE/K/XJ X-wing 

CloakShape, pinnace, Z-95 
A/B/x/Y-wing 

Coralskipper 


Etti light transport 
Lambda-class/Sentinel-class shuttle 
Luxury transport 

Republic diplomatic cruiser 

Action VI bulk transport 

Assault shuttle 

Tramp freighter 

Yorik-trema transport 


Marauder-class corvette 

Strike-class cruiser, Lancer-class frigate 
Hapes Nova-class cruiser 

Corona-class frigate, Majestic-class cruiser 
Sector patrol craft 

Corellian corvette 

"Frill Ma-Nat corvette 
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LABORATORY 

Many battlestations that function as research and development facilities 
contain locations designated as laboratories, These laboratories can encom- 
pass weapons labs, robotics and cybernetics labs, cloning chambers, or labs 
specializing in any number of other scientific fields. Laboratories frequently 
are sealed off from general access and guarded according to their importance 
and level of secrecy. For example, a lab processing a new type of fuel that 
makes starships 10 percent more efficient probably has a pair of guards at 
the door and one to three guards inside, whereas the top-secret cloning 
laboratories of Emperor Palpatine are quarded by dozens of soldiers, towering 
Sovereign Protectors, and any manner of other nasty (and powerful) troops. 
A typical laboratory is protected by a standard metal door (50 hit points; 
DR 10; damage threshold 30; Strength DC 50/Break DC 35) but also has a 
secondary blast door (750 hit points; DR 10; damage threshold 40; Strength 
DC 70/Break DC 45) that can seal off the lab in case of emergency. 

Inside each laboratory, in addition to whatever materials and technolo- 
gies are being researched, safety lockers are placed at regular intervals. 
Each locker contains a chemical/radiation suit, a fire extinguisher, and two 
emergency medpacs. Lab stations, each of which typically is composed of a 


MUNDANE LOCATIONS 

This chapter describes many interior battlestation locations, but Game- 
‘masters can add mundane locations as filler. The most common mundane 
location is a storage room, piled high with crates and boxes, deactivated 
droids, and other items not currently in use. You can consider these rooms 
as equipment lockers or armories for the purposes of determining what is 
inside. Similarly, many battlestations have mess halls, recreation rooms, 
observation decks, banquet halls, and other similarly ordinary locations, 
Feel free to use and modify such rooms to suit the station's aesthetic 
design and the needs of the adventure. Additionally, mundane locations 
add flavor to battlestations, breaking up the utilitarian feel and making 
the site seem more diverse, 

__ In game mechanics terms, you can create these rooms by taking bits 
and pieces from the chapter's descriptions of other interior locations. For 
example, several entries provide cover bonuses from chairs and tables, 
perfect for filling out a banquet hall, Others have computer terminals that 
can translate into entertainment devices for playing games or watching 
holovids, a in recreation rooms. Furthermore, mundane locations 
are unlikely tobe guarded and can be prime locations for heroes to rest 
and regroup before continuing through the station. In fact, you can use 
mundane locations as a way to break up the action of a battlestation 
adventure and to add story elements that keep the plot moving forward. 
Since these rooms have few game mechanics, they provide opportunities 
for character interaction and roleplaying. 


single heavy-duty table (10 hit points; DR 10) and the necessary research 
tools, can be used to grant cover. 

Chemicals and liquids follow the same spill and flammability rules given 
in the Hangar Bay section above. Any fires or radiation leak in a laboratory 
immediately causes metal blast shields (50 hit points; DR 20; damage threshold 
50; Strength DC 50/Break DC 35) to seal the room and triggers alarms in the 
nearest control room and on the entire deck where the laboratory is located, 


MEDICAL BAY 
On a battlestation, medical bays are crucial to the continued health of the 
crew. Most medical bays are utilitarian in design in order to accommodate 
the maximum number of patients at a time, and they are equipped to act 
more as emergency response units than as long-term care centers. Patients in 
need of extensive recovery time are transported off the station to a planetary 
medical facility. Medical droids can handle most duties in a station's medical 
bay; any character else who makes a Treat Injury check in the bay gains a 
+2 equipment bonus to the check due to the sensors and patient monitors 
constantly at work. Additionally, most medical bays include one or more 
bacta tanks capable of accelerating a patient's rate of healing. 

Any weapons fire in a medical bay triggers alarms in the nearest control 
room and summons a security detail to investigate. Destroying a patient 
monitor or other piece of computer equipment (5 hit points) causes a shower 
of sparks that deals 1d4 points of damage to any characters in adjacent 
squares. Destroying a chemical tank (5 hit points; DR 5) in a medical bay 
causes a small explosion that deals normal hazard damage to all characters 
in adjacent squares. Additionally, breaking the transparisteel of a bacta 
tank (5 hit points) causes the bacta inside to spill onto the floor, forcing 
characters to make a DC 15 Acrobatics check to move without slipping and 
falling prone. When a tank spills its contents, any character in an adjacent 
square must succeed on this Acrobatics check immediately to avoid being 
knocked prone by the flow of bacta. Any character inside the tank at the 
time is dumped onto the floor of the medical bay. 

Most medical bays contain a wide variety of medical equipment and an 
almost unlimited number of medpacs and other one-use items. Additionally, 
the bays usually remain unguarded. Battlestations typically place guards ina 
medical bay only when a potentially dangerous prisoner is being treated. 


OFFICE 
Among the more routine locations on a battlestation, offices are where 
management personnel such as military officers and station commanders 
work on a daily basis. Each office is typically occupied by a single member of 
the staff, who has a desk (which can provide cover) and a built-in computer 
terminal for accessing the station's network. Most crew members also have 
@ few personal effects in their offices, and paranoid officers might hide a 
hold-out blaster pistol in a secret compartment (which can be found with 
a hard Perception check). 


e 


Generally, office doors (25 hit points; DR 5; damage threshold 10; Strength 
IC 15/Break DC 10) are programmed with the access code of the person who 
works in the room, and doors are monitored by the nearest security control 
room. If the security control room detects a problem, a patrol is dispatched 
the office to investigate, Additionally, most offices have panic buttons 


that, when pressed, set off alarms in the nearest security control room and 
automatically summon a security detail. 


REACTOR CORE 

A reactor core (also known as a main reactor) distributes power through: 

out a battlestation. The reactor core uses complex and highly dangerous 
machinery to generate the massive amount of energy needed to run all the 
station's systems. Reactor cores are categorized as either stable or volatile. 
Stable cores use common methods of power generation and are not prone to 
exploding when damaged or destroyed; instead, the core simply shuts dowr 
and ceases to provide power, causing the emergency backup batteries to kick 
n until the core can be repaired, Volatile reactor cores use less stable means 
of power generation and, if severely damaged, can explode with enough force 
to destroy the station. Volatile reactor cores allowed the Rebel Alliance to 
destroy both Death Stars with small amounts of munitions. Given the risks 
involved in using volatile reactor cores, in the time following the destruction 
of the Death Stars these reactors become the power source of last resort for 
those lacking the means to secure stable reactor cores. 


Reactor cores are very dangerous and give off deadly radiation. Most 
cores are shielded by massively thick metal walls (1,500 hit points; DR 10; 
damage threshold 100; Strength DC 70/Break DC 45), making it extremely 
difficult to break through to the reactor core chamber. The only access to 
the core chamber is through a special conduit used by maintenance person- 
nel. The conduit is sealed by a blast door (750 hit points; DR 10; damage 
threshold 40; Strength DC 70/Break DC 45) that can be opened only from 
the nearest security control room, and only when the reactor is powered 
down, If the blast door is opened or breached while the core is active, the 
entire deck suffers the effects of radiation based on the battlestation's CL 
(as in Table 5-4). For more details on radiation, see page 255 of the Saga 


Edition core rulebook. 


TABLE S-4: 
RADIATION SEVERITY BY 
BATTLESTATION CL 


BATTLESTATION CL RADIATION SEVERITY 


1-5 Mild 
6-10 Moderate 
11-15 Severe 
16-20 Extreme 
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INTERNAL DEFENSES 
Managing an adventure aboard a battlestation can be tricky. Due to the 
complexity of the interior, only made worse as the station increases in 
size, a substantial number of options are available both to heroes and to 
station personnel, Gamemasters can make their jobs more manageable by 
assuming that most stations have some of the common internal defenses 
described below. 


SECURITY SYSTEMS 

Battlestations are not the kinds of locations where adventurers have free rein 
to do whatever they please. Most stations have complex security systems in 
place to ensure that only authorized personnel can move between certain 
sections and perform certain activities. A standard security system is moni- 
tored from specialized control rooms and is concerned primarily with detect- 
ing security violations and preventing unauthorized access to systems. 


Security Control Rooms 

Security control rooms are the primary means of monitoring the data pro- 
vided by a security system. Most control rooms are responsible for one to 
five decks aboard a battlestation, depending on the station's size and the 
complexity of the security system. These control rooms are almost completely 
autonomous and help decentralize the management of security. Thus, a 
battlestation can function even if one security control room is breached, 
and trespassers who seize a control room still find it just as dangerous to 
move through the station's security zones. Usually, the primary command 
bridge can override the security control rooms, but if the bridge falls into 
enemy hands, station personnel can disable that override power, allowing 
the control rooms to maintain their authority, 

Ina typical security control room, monitors constantly cycle among the 
visual feeds from security cameras and provide statistics on sensor read- 
ings throughout the control room's domain. Moreover, the room receives 
almost all alarm signals from the area it monitors, alerting the personnel 
at the computer terminals to hull breaches, unauthorized weapons fire, and 
More, Security control rooms dispatch troops to investigate disturbances 
and to capture intruders. Unless otherwise altered by the Gamemaster, 
security control rooms are similar in design and layout to other standard 
control rooms. 


Security Cameras 

Security cameras are one of the primary means of monitoring activity aboard 
a battlestation, especially in larger stations that contain many remote areas. 
A standard security camera (3 hit points) can be mounted on any wall or 
Ceiling and provides the security control room with a view of the area within 
a 6-square cone originating from the camera. If a character enters a square 
that is adjacent to the visual cone of a stationary camera, he or she can 


make a moderate Acrobatics check to avoid being spotted by the camera, A 
character can avoid being spotted by a mobile camera, which pans back and 
forth across an area to increase visual range, by making a hard Acrobatics 
check while moving through squares that are temporarily out of the camera's 
view. Additionally, many cameras remain dormant and activate only when 
the sensors inside a room indicate a presence that is worthy of attention; in 
these cases, disabling the sensors also effectively disables the camera. 


SENSORS 
The sensors aboard a battlestation can vary widely in capabilities, ranging 
from extremely precise to relatively vague. For the most part, sensors simply 
detect the presence of life or radiation, or provide general information about 
the condition of a given area. In rare cases, sensor suites are so advanced that 
they can detect the precise number of beings in an area, the species of those 
beings, and the weapons carried, The precision of the sensors depends on the 
battlestation's CL; see Table 5-5, Each level of precision is cumulative with 
all lesser levels; for example, sensors with medium precision can also detect 
everything that sensors with low and moderate precision can detect. 

Sensors are controlled, activated, and deactivated from the security 
control room. In most cases, the actual sensors are incredibly hard to find, 
since they are little more than computerized receptors built into the walls 
and other structures of the battlestation. Finding the sensor nodes in a 
particular room requires a heroic Perception check, and tampering with a 
node almost always triggers a sensor alarm. Disconnecting the power to 
a node requires a hard Mechanics check; a successful check immediately 
‘shuts down that sensor. 


TABLE S-S: SENSOR PRECISION 


BATTLESTATION CL ‘SENSOR PRECISION 

1-4 Low; detects power failures, basic system 
malfunctions, and local alarms 

5-8 Moderate; detects presence of life, relative 
environmental conditions within the area 

9-12 Medium; detects number of lifeforms, 
weapons fire, presence of droids 

13-16 Heavy; determined species of lifeforms, 
models of droids 

17-20 Exact; determines health of lifeforms, 


weapons and equipment carried 
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Droid Detectors 

Since droids differ so greatly from living creatures, specialized droid detec- 
tors were created to distinguish them. Normally, sensors that detect organic 
beings ignore droids, reading them as pieces of machinery much like computer 
terminals and sliding doors. Droid detectors, on the other hand, recognize the 
traits that make droids more than standard machinery, such as their special 
information processors and power units. 

On battlestations, droid detectors are panels roughly 1 meter square that 
are placed in door frames or narrow passageways so that any being entering 
the room must pass between them. The detectors produce a sensor field that 
constantly monitors for the presence of droids, When a droid passes through 
the field, the detector reacts based on its current settings; some detectors 
emit an alarm and have light panels that flash, and others quietly transmit 
an alarm to the nearest security control room. Disconnecting one panel of 
a droid detector (which requires a moderate Mechanics check) shuts down 
the field and renders the detector inoperable. 

Droid detectors can be customized to allow droids carrying a certain 
transponder within their chassis to pass through the field without triggering 
an alarm, which is useful on battlestations where droids are common laborers 
and messengers. Additionally, some droids can be modified in such a way that 
they are masked from detectors; in fact, some of the Human replica droids 
in the galaxy come with such a device installed by default. 


Heat Sensors 

Originally designed as a means to ensure that rooms near reactor cores 
remained at reasonable temperatures, heat sensors installed in battlestations 
and other facilities came to be used for other purposes. The sensors are not 
so precise as to be able to detect the increase in room temperature generated 
by a single living being, but as the number of creatures in a room grows, so 
does the temperature. Heat sensors are relatively ineffective in rooms larger 
than 10 squares in any dimension, since at that point, the movement of air 
currents interferes with accurate readings. 

Most heat sensors cannot detect the presence of five or fewer living 
beings in a given room. For each being that enters the room after the fifth, 
there is a cumulative 10% chance that the sensors will register the increase 
in temperature and alert the nearest security control room (roll a d10; if 
the result is equal to or lower than the number of beings in the room minus 
5, the sensors are triggered). Droids do not count toward increasing the 
temperature in a given room, but fire from energy weapons or explosives 
automatically triggers the heat sensor. 


Motion Detectors 
Motion detectors are among the most widely used sensors in the galaxy, 
Not every battlestation employs them, but they are often tied to security 
cameras so that the cameras can conserve energy and remain dormant when 
not in use, Unlike normal sensors, motion detectors are simple devices that 
have two modes: active and inactive. They do not register the number of 
beings or objects moving through an area, only that something is moving, A 
motion detector is triggered if any creature moves 1 square or more within 
the detector's area. When triggered, the detector immediately performs a 
simple, predetermined action, such as activating a security camera, power- 
ing the lights, signaling the nearest security control room, opening a door, 
and so on. 
Due to the simplicity of motion detectors, they are almost impossible to 
avoid. The best approach is to deactivate them in a nearby security contro} 
room. Trespassers can also shut down a motion detector by making a moder 
ate Perception check to locate the correct conduit and an easy Mechanics 
check to cut the power. Usually, a detector's conduit is found in a service 
and maintenance access tunnel, 


Sonic Sensors 
Less common than other types of sensors, sonic sensors can sound alarms 
and perform actions based on the sounds emitted within their range. Most 
sonic sensors are used only in areas of low or highly restricted activity, since 
any location that constantly generates noise will make a sonic sensor useless, 
Like motion detectors, sonic sensors are all-or-nothing devices. Any noise 
within a sensor's range and sensitivity will activate the sensor and trigger 
the command it has been programmed to perform. Avoiding a sonic sensor 
requires a moderate Stealth check; failure automatically triggers the sensor. 
Sonic sensors can be disabled in the same way as motion detectors. 


Tripwire Lasers 
A favorite detection method of battlestations unafraid to set nasty traps for 
invaders, tripwire lasers can trigger explosives or other hazards. A tripwire 
laser is a small device (3 hit points) that emits a tiny, visible beam in a dirt 
path to a receiver on a facing wall. Breaking the beam triggers whatever i 
connected to the device, causing automated weapons to fire, munitions to 
explode, trap doors to open, incinerators to activate, airlocks to open int 
space, and so on. 
Tripwire lasers are visible to the naked eye but easy to miss. If a character 
is actively looking for the beam, a medium Perception check will reveal i 
presence; otherwise, a heroic Perception check is needed to spot the beam. 
Most tripwire lasers are placed at ankle or knee height across a doorway 
or between two walls, requiring an easy Acrobatics check to avoid. Each 
additional laser placed parallel to the first adds 5 to the DC of the Acrobati 
check, up to a maximum of +15. 


lll 


AUTOMATED DEFENSE 
SYSTEmMs 

Acommon presence in most battlestations, automated defense systems are 
a deadly part of security. They frequently use autoblaster laser cannons, 
although nonlethal systems might use stun varieties of the weapon. Most 
automated systems are controlled from the security control room and are 
activated only on command—a safeguard to prevent authorized personnel 
from being attacked due to malfunction or mechanical failure. An autoblaster 
(5 hit points; DR 5) makes one attack per round at an attack bonus equal to 
a station hazard's expected attack roll, and it has an initiative equal to 5 + 
the battlestation’s CL. For example, on a CL 6 station, autoblasters attack on 
an initiative count of 11 with an attack bonus of +8. Autoblasters are usually 
clumped in groups of two or three and can effectively hold off intruders 
until security forces arrive. 


ALARMS AND RESPONSES 

Most security systems that monitor sensitive areas of a battlestation trigger 
alarms that warn the station's controllers about tampering or trouble. When 
an alarm sounds, sirens blare in the room where the alarm originates as 
well as in the surrounding area. (Silent alarms typically are used only when 
setting a trap for intruders.) The system also alerts the nearest security 
control room and other designated control rooms, which then issue the 
appropriate response. 

Several degrees of alarms can be triggered; each results in a specific 
response and might raise the battlestation alert level. Table 5~6 shows the 
response time for different alarms based on the station's CL. 

Level 1 Alarms: Level 1 alarms are reserved for technical problems, minor 
malfunctions, sensor anomalies, and other noncritical system failures. When 
a computer system goes offline or cameras break down, level 1 alarms notify 
the nearest security control room and summon technicians or engineers to 
handle the problem. The typical response team to a level 1 alarm consists of 
technicians and engineers with one or two security guards and, if needed, 
labor or repair droids. When a section of the battlestation is on alert or high 
alert status, level 1 alarms are automatically upgraded to level 2 alarms. 

Level 2 Alarms: Level 2 alarms indicate possible security breaches and 
potentially harmful or fatal problems. Unauthorized weapons fire, minor 
reactor leaks, security systems alerts, and the possible presence of intruders 
are cause for a level 2 alarm. Most level 2 alarms receive a response consist- 
ing of a security detail and one or two technicians in case of mechanical 
Problems, and the control room chief usually places the section in which 
the alarm sounded on alert status. If a section of the battlestation is already 
on alert or high alert status, level 2 alarms that sound in that section are 
automatically upgraded to level 3 alarms, 


Level 3 Alarms: Level 3 alarms signify major problems and threats to the 
station. The confirmed presence of intruders, major reactor malfunctions, 
internal explosions, escaping prisoners, and hull breaches trigger a level 3 
alarm. These alarms almost always summon one or two security details as well 
as station officers and, occasionally, security droids. Additionally, the section 
in which a level 3 alarm sounded is automatically placed on high alert status, 
and surrounding sections are automatically placed on alert status. 

Alert Status: Placing a section on alert status means upgrading the 
awareness of personnel so that they are prepared for possible trouble. When 
a section is on alert, alarms that sound in the section are treated more seri- 
ously. Crew members in the section are more suspicious of anomalies and 
glitches in station systems and are less likely to overlook problems or dismiss 
unfamiliar faces. A section on alert prepares for possible combat and is less 
likely to be surprised. For the purposes of determining skill check DCs and 
running combat encounters, treat a section on alert as having a CL that is 3 
higher than the battlestation's CL. 

High Alert Status: Areas of a battlestation are placed on high alert status 
when there is a clear and present danger to the station and its personnel. 
The status represents the greatest possible level of preparation. Troops 
carry their weapons with the safeties off, security guards constantly scan 
for people or items that are out of place, and computer systems are locked 
down and monitored closely for tampering. All guard positions have twice as 
many guards on duty, and section personnel are ready for battle and almost 
never surprised. For the purposes of determining skill check DCs and running 
combat encounters, treat a section on high alert as having a CL that is 5 
higher than the battlestation's CL. 


STATION LEVEL 1 LEVEL 2 LEVEL 3 
cL ALARMS ALARMS ALARMS 
1-4 1410 minutes 16 minutes 1412 rounds 
5-8 2d4 minutes 1d4 minutes 1410 rounds 
9-12 18 minutes 4d10 rounds 148 rounds 
13-16 1d6 minutes 2d10 rounds 1d6 rounds 
17-20 1d4 minutes 1410 rounds 104 rounds 
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RESTRICTED ACCESS 

In a battlestation, one of the biggest obstacles faced by adventurers is the 
difficulty of moving from place to place. Stations restrict access to certain 
areas to reduce the potential for security breaches and to limit the damage 
that can be caused by individuals. This section of the chapter describes 
common methods for restricting access. Gamemasters can decide whether 
heroes are able to bypass each restriction. 


STANDARD DOORS 

Aboard a battlestation, a standard door (50 hit points; DR 10; damage thresh- 
old 30; Strength DC 50/Break DC 35) is composed of solid metal with only a 
few working parts. Each door is opened by a simple mechanism that slides the 
door horizontally or vertically, retracting it into an alcove that holds the door 
in place until it closes again. Due to the force and speed with which doors 
close, any being in the path of a closing door is targeted by a hazard attack; 
if the being is hit, he or she is caught and crushed by the door, taking normal 
hazard damage. Additionally, the being is pinned to the ground or wall and 
cannot move until the door opens again. Opening a door by force requires 
a DC 35 Strength check to overcome the door's mechanical systems; if the 
door is unpowered, these systems become dormant, reducing the Strength 
check to DC 20. A standard door can be opened, closed, jammed, and locked 
from control panels built into nearby walls or the door frame. 


DOORS AND 

THE CONDITION TRACK 

When a door moves a negative number of steps on the condition track, 
its damage threshold is reduced as normal, and the door also becomes 
easier to open. Apply condition track penalties to a door's DR, Strength, 
and Break DC as well. A door that is pushed to the bottom of the condi- 
tion track is disabled—in other words, opened. 


BLaAsT DOORS 

Blast doors are made of incredibly dense metals that diffuse energy that 
might penetrate a normal door. Blast doors protect command bridges and 
other sensitive areas that might be exposed to powerful bursts of energy. 
For instance, blast doors sometimes seal corridors leading to hangar bays 
to prevent weapons fire from ships in the hangar from damaging sections 
deeper in the station. Most blast doors consist of two or more sections that 
converge toward the center of the frame and connect to form a solid shield. 
Thinner, single-paned blast doors (350 hit points; DR 10; damage threshold 
35; Strength DC 70/Break DC 45) close relatively quickly, in the span of only 
1 round. Thicker, double-paned blast doors (750 hit points; DR 10; damage 
threshold 40; Strength DC 70/Break DC 45), which usually consist of several 


converging parts, close in 2 rounds. Opening a blast door by force requires 
a DC 45 Strength check, reduced to DC 25 if the door is not powered. Like 
standard doors, a blast door can be opened, closed, jammed, and locked from 
control panels built into nearby walls or the door frame. 


MAGNETICALLY SEALED DOORS 
AND ROOMS 

Some doors and rooms are magnetically sealed to prevent the escape of 
energy. The process of magnetically sealing a surface is complicated and 
expensive, so it is reserved for areas in sensitive locations that are exposed 
to energy weapons. The sealing process causes the bolts from blasters and 
similar energy weapons to reflect off the surface in a random direction 
without dealing damage to the surface. Each time an energy bolt bounces 
off a magnetically sealed surface, a small amount of the energy is diffused, 
and, eventually, the energy is completely dispersed. 

In game terms, when a blaster shot or other energy projectile hits a 
magnetically sealed surface, subtract one damage die from the bolt's 
current damage amount, and roll on the magnetic seal deviation chart to 
determine the bolt's new reflected direction, For example, if a bolt fired at 
a magnetically sealed door normally deals 3d8 points of damage, the bolt 
travels off the door in a random direction and deals 2d8 points of damage 
to the target it hits, If the bolt strikes another magnetically sealed surface, 
it again bounces off in a random direction, this time dealing 1d8 points of 
damage to the target it hits. When a reflected bolt passes through a square 
occupied by a character participating in combat, use the bolt's original attack 
roll to determine whether it strikes that character. If the bolt misses a target, 
it continues along the same trajectory. 


BLAST DEVIATION CHART 


CUTTING THROUGH DOORS 

Trying to blast through a sealed door often requires a barrage of blaster fire 
or an explosive charge, but specialized cutting lasers make it much easier to 
slice one's way through. Using a plasma portal cutter, invading forces can 
penetrate a sealed door in a matter of seconds as opposed to the several 
minutes it would take to blast through with conventional weapons. The invad- 
ers simply place the plasma cutter on the door, activate the device, and stand 
clear as it burns through the door in a few rounds, When the integrity of the 
door has been compromised (meaning that the door has been reduced to 0 
hit points or moved to the bottom of the condition track), the section sliced 
out by the plasma cutter explodes inward, dealing 2d6 points of energy and 
piercing damage to any character standing adjacent to the other side of the 
door. In A New Hope, Lord Vader and his stormtroopers used a plasma cutter 
to break through the door when they invaded the Tantive IV. 


SHOOTING CONTROL PANELS 

A reckless but effective way of sealing a door, shooting the door control 
panel immobilizes the door in its current position, Additionally, the damage 
to the control panel short circuits other control panels linked to the same 
door. Any character stuck on the other side of a sealed door must repair the 
control panel on that side before the door can be opened. For example, when 
Luke Skywalker and Princess Leia fled a squad of stormtroopers aboard the 
Death Star, Luke shut the door using a control panel and then shot the panel, 
sealing the door closed. The downside of this tactic, illustrated so well in the 
same scene, is that the control panel—which potentially can operate other 
doors and bridges—will not function until replaced or repaired. 

Shooting a door contro! panel with an ion weapon is a more effective 
way of neutralizing the panel without destroying it. A successful attack 
inst a control panel with a weapon that deals ion damage automatically 
tivates the panel and resets all its systems to their default positions. 
(The panel is automatically moved to the bottom of the condition track.) 
Doors open and extendable bridges retract, and they remain in those posi- 
tions until the panel is repaired 


PLASMA CUTTERS AND 
BATTERING RAMS 

A standard plasma portal cutter is used as described in Cutting Through 
Doors. A cutter is Large, costs 10,000 credits, and weighs 110 kilograms. 
A DC 15 Mechanics check is required to attach a plasma portal cutter 
to a door. Once activated, the cutter deals 30 points of damage to 
the door each round. The Squib battering ram, featured on page 52 of 
Scum and Villainy, is another common device used to breach doors in 
battlestations. 


EXTENDABLE BRIDGES 

Many battlestations have cavernous vent shafts to release the heat generated 
by their massive reactor cores. Crossing through a shaft can be tricky, since 
most have a diameter of hundreds of feet, and any permanent obstruction 


could increase the amount of heat trapped near the reactor core. Stations 
often install extendable bridges to allow personnel to pass through cooling 
shafts without impeding their function. Because the bridges work well, sta~ 
tions sometimes install them in other locations to avoid space limitations 
and cut down on construction costs. 

An extendable bridge is activated from a side wall panel, which frequently 
s integrated into the same control pad used for the door of the corridor that 
leads to the bridge. Once activated, a bridge extends at a rate of 12 squares 
per round until it reaches the far side of the gap it is crossing. Most extend- 
able bridges have no handrails or other safety mechanisms, so any character 
who takes damage that equals of exceeds his or her damage threshold while 
standing on a bridge must make a DC 15 Acrobatics check to keep from falling 
off the side. A character who fails the check must make a DC 20 Climb check 
to grab the ledge, then take a move action to pull himself or herself back up 
onto the bridge. Failing the Climb check causes the character to fall. 
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FORCE FIELDS 

Force fields cannot be damaged and prevent all matter and energy from 
passing through; most conventional and energy weapons, including lightsa- 
bers and ion guns, are useless against them. Although force fields are more 
effective and reliable than standard doors and walls, they require greater 
power and more regular maintenance. As a result, battlestations use force 
fields only in special situations. In some stations, personnel in security control 
rooms can activate emergency force fields as needed to block off certain 
areas or trap invaders. 

It is possible to overcome a force field, although the process is difficult 
and requires unconventional means. One method is to overload the field’s 
energy buffers and place a great burden on the generators. After 5 rounds of 
applying constant energy to the force field generator, such as by connecting 
the field's generator to another power generator, the field deactivates, and 
the power source applied to the force field is destroyed. 


TURBOLIFTS 

The standard means of moving between decks on a battlestation, turbolifts 
are rapidly moving cars inside narrow shafts. A standard turbolift can accom- 
modate four Medium beings and their carried gear, and a freight turbolift 
can hold 10 to 12 Medium beings or large items and cargo. On each deck of 
the station, a control panel outside a turbolift shaft is used to call the car. 


Inside each car, a control panel grants access to certain decks depending 
on the authorization of the passengers. Each car can move two floors in 1 
round and has built-in inertial compensators to prevent the passengers from 
feeling the effects of rapid acceleration or deceleration. 

Turbolift doors can be forced open with a DC 20 Strength check; opening 
the doors this way is a full-round action. In addition, each turbolift car hasa 
maintenance access hatch in the floor and another in the ceiling, used in the 
rare case of mechanical failure. A passenger can find either hatch by making 
a DC 10 Perception check. If either hatch is opened, a signal is sent to the 
nearest security control room indicating that the turbolift car is undergoing 
some kind of malfunction. 


TRAVELING THROUGH 
TURBOLIFT SHAFTS 
Turbolift shafts are a favorite means of movement for those who are aboard 
a battlestation without proper authorization, By stopping a turbolift car and 
exiting through the ceiling or floor hatch, infiltrators can enter the shaft 
itself. A ladder along the wall of the shaft allows technicians to reach mal- 
functioning cars. Moving up and down the ladder without falling requires a 
DC 10 Climb check. However, unauthorized climbers should take care—if the 
turbolift car starts moving again, the character could be injured or killed, 

If the character is below a car that starts moving downward, he or she can 
make a DC 25 Jump check to leap back into the car through the open floor 
hatch. A failed check means that the character is knocked off the ladder and 
falls to the bottom of the turbolift shaft, taking falling damage as normal 
(the distance between decks is roughly 3 squares). Furthermore, if the car 
descends to the bottom of the shaft, the character will be crushed, taking 
normal hazard damage each round that he or she remains crushed 

If the character is caught above a turbolift car that starts moving upward, 
the character can simply drop onto the car as it approaches and climb in the 
open ceiling hatch. If the character cannot enter the car, he or she will be 
crushed against the top of the shaft if the car goes to the top deck, taking 
normal hazard damage each round that he or she remains crushed 


SECRET ROOMS 

AND CORRIDORS 

Many battlestations have hidden rooms and access tunnels whose doors and 
hatches are designed to blend in with regular walls, floors, and ceilings. These 
concealed areas can be used to house top-secret research, store clandestine 
equipment, or provide solitude for station commanders wishing to vanish 
for a short time. Secret rooms and corridors function exactly like standard 
battlestation locales except for their means of access. Finding the entrance 
to a secret area requires a hard Perception check. 


place on the Se to the station and assign ees of security 
clearance accordingly. 

The heroes can manipulate control panels by making Mechanics and 
Use Computer checks. They also can use the computers in security control 
rooms to try to override normal access restrictions. 


SECONDARY CONDUITS 

Whereas ordinary corridors provide access to most sections of a battlestation, 
engineers and technicians use secondary conduits and access tunnels to reach 
parts of the station that the majority of its personnel never see. Additionally, 
air vents and waste ducts travel throughout all parts of the station, creating 
a network of passages that remain hidden from the general crew. Grates and 
doors seal off these conduits from the rest of the station and are normal 
barriers to entrance. A favorite tactic of infiltrators is to use these conduits 
to move about, thereby avoiding most usual security measures. 

Where do the secondary conduits go? Air ducts primarily travel along 
corridors and into rooms, helping to circulate the atmosphere to prevent the 
air in the station from becoming stale. In addition, these ducts frequently 
lead to the station's environmental and life support systems, and they can 
connect to wind tunnels that force air the long distances traveled by the 
ducts. Waste conduits typically follow less conventional routes, leading 
from various locales to centralized disposal centers and garbage compac- 
tors. Maintenance tunnels, on the other hand, lead directly from corridors to 
internal systems, with no routes to other locations. Technicians rarely need 
to go anywhere but straight to the systems they are working on, although 
some emergency maintenance conduits might allow them to bypass difficult 
security measures and travel directly to the heart of a problem. 


COMPUTER SYSTEMS 
Computers are the means of controlling every aspect of a battlestation. As 
such, they are incredibly powerful and heavily guarded; station personnel 
make every attempt to prevent tampering. Almost every room has one or more 
computer terminals, and although they all serve different functions, they 
are linked to a main computer system that runs through the entire station. 
The Use Computer skill is required to access station terminals, and most skill 
check DC values are a function of the battlestation’s CL. 


MAIN COMPUTERS 

Every battlestation has what is called a “main computer.” This term is a 
misnomer, since it actually refers to the network of systems that make up 
a central computer. The main computer is the hub around which all other 
computer systems operate, ensuring that every system on the station blends 
seamlessly with the entire network. It is the primary location that stores 
technical readouts, system logs, and all other data about the battlestation. 
The main computer also is a security device because it keeps the computer 
systems in the station's control rooms separate, preventing intruders from 
taking over the whole station from a single control room. The highest-ranking 
officers who can access the main computer directly can do so only from the 
primary and backup command bridges. 

Damaging or destroying the main computer can devastate (but not nec- 
essarily cripple) the efficiency of the battlestation. Coordination between 
different sections becomes almost impossible, since the main computer 
controls all internal communications (such as comlink relays, station inter- 
coms, and so on). Slicing into the main computer without authorization is 
incredibly difficult and time consuming; all main computers have a base 
attitude of hostile, although if a character has an appropriate rank cylinder, 
the computer might start with a better attitude (ranging from indifferent 
to friendly). A battlestation’s main computer has a Will Defense equal to the 
station's medium skill DC. 


SINGLE CHECKS 

OR GAINING AccESSs 

In this chapter, many descriptions refer to accomplishing some task by 
making a single Use Computer check. Such checks are meant to represent 
minor actions that do not require an advanced level of computer savvy. 
They are, in effect, 1-round distractions that can be performed as a stan- 
dard action, giving slicers and other tech-minded heroes something to do 
other than fire a blaster in combat. However, when the heroes interact 
with the station's main computer system or try to pull off an advanced 
computer task, single checks might not be sufficient. In 
Gamemasters should follow the guidelines given in the | 
skill description in the Saga Edition core rulebook, which presents more 
detailed methods for gaining access and issuing commands. You should 
also feel free to use the more detailed methods instead of the single- 
check method when dramatically appropriate. 
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CONTROL ROOM COMPUTERS 

Each control room uses a sophisticated computer system that is accessed 
through terminals. The different types of control rooms have access to dif- 
ferent systems, and all are open only to authorized users. Gaining legitimate 
access requires an authorization code (known only to the technicians who 
operate the security systems) or a rank cylinder (distributed only to station 
officers). A control room computer has a starting attitude of unfriendly 
and a Will Defense equal to the station's medium skill DC. An unauthorized 
user must attempt to shift the computer's attitude to friendly or helpful, at 
which point the computer can issue commands to the systems controlled 
from that room. This Use Computer check to shift the computer's attitude 
cannot be retried, and failure locks down the system and issues an alarm 
to the nearest security control rooms. Once inside the system, the user can 
make other skill checks to attempt certain functions, which can be retried 
unless a check's description specifically says otherwise. 


ACCESS CONTROL 

The computers in security control rooms are somewhat different from those 
in other control rooms, because they specifically manage one's ability to move 
through the battlestation. These computers can grant access to portions of 
the station that normally would be off-limits to unauthorized personnel. 
Access control systems determine the levels of authorization needed to enter 
certain areas, and they react to emergency signals that call for blast doors 
to close and bridges to retract. Most access control computers in security 
control rooms have a starting attitude of unfriendly and a Will Defense equal 
to the station's moderate skill DC. Using a security computer for access 
control allows a character to open sealed doors fully or partially, extend or 
retract bridges, activate and deactivate force fields and turbolifts, and seal 
off rooms entirely. In short, access control computers can open or block pas- 
sages throughout the station. Once a character has the ability to manipulate 
access control systems, standard Use Computer checks allow him or her to 
issue commands to perform each function in a matter of seconds. 


ALARM SYSTEM CONTROLS 
During the course of a battlestation adventure, it is almost inevitable that 
alarms will sound to warn the rest of the station that something is wrong. 
Alarm control systems activate and deactivate alarms, upgrade and down- 
grade their severity, and spread alarms to other parts of the station. 

If an alarm control room computer has an attitude of friendly or better, 
a user can issue a command that will sound an alarm in a particular section 
of the station. Deactivating an alarm is slightly more difficult, requiring 
computer attitude of helpful. 


Placing an area of the station on alert requires issuing a routine com- 
mand. If the computer has an attitude of friendly, the user can place a 
section on alert status; if the computer has an attitude of helpful, the user 
can place a section on high alert status. Similarly, downgrading a high alert 
status to alert status requires a computer with an attitude of helpful, and 
downgrading an alert status to normal status requires a computer with an 
attitude of friendly. 

When an alarm sounds in a particular section of the station, personnel 
in other areas might not be aware of it. If the computer has an attitude of 
helpful, the user can spread the alarm to other sections by issuing a routine 
command for each new section. 


COMMUNICATIONS CONTROLS 
Communications systems allow security details to report to dispatch stations 
and barracks, give commanders a means of directing technicians to malfunc- 
tions, and deliver orders to other sections. Sending a message to a single 
location is a simple process, and messages can be sent to multiple locations 
simultaneously; all that is required is an attitude of friendly or better on 
the part of the computer being used. Tampering with communications, on 
the other hand, varies by the battlestation's communications security level 
(which is tied to the station's CL). 

Jamming all communications to and from a section of the station requires 
a moderate Use Computer check on a control room computer that has an 
attitude of friendly or better. 

Making a simple alteration of communications, which could entail chang- 
ing the text of a message or masking the voice of an audio communication, 
requires a medium Use Computer check. More complex alterations, such as 
changing the words in an audio message or making a holographic message 
appear to come from someone else, require a moderate (or possibly harder) 
Use Computer check. Moreover, if a message is altered so that it contains 
false information, the Gamemaster might have the sending hero make a 
Deception check as well. 

If the station has an authorized HoloNet transceiver, sending a message 
over the HoloNet requires a computer with an attitude of helpful. Sending 
a pirate signal over the HoloNet does not require any particular attitude on 
the part of the computer, but it does call for a hard Use Computer check 
because it bypasses the computer's normal protocols. 


DIRECTING PERSONNEL 
AND TROOP MOVEMENTS 

Troops and security teams constantly move through a battlestation, as do 
engineers, technicians, gunners, pilots, and droids. The personnel control room 
often sends specific personnel to certain locations, such as directing a squad 
of techs to lock down a faulty power coupling. Intruders who gain access to 
this system can reroute personnel away from their location and clear a path 
to their target—not to mention create an accessible escape route. 

To dispatch a group of noncombat personnel such as technicians, 
engineers, or members of the medical staff, the user must issue a routine 
command from a personnel control center computer that has an attitude 
of friendly or better. 

Combat personnel, such as security guards and stormtroopers, are usually 
dispatched only when a situation arises that requires their skills, an event 
that generally is accompanied by alarms. To fake a drill or come up with 
another excuse to move troops around the station, the user must issue a 
routine command on a security control computer that has an attitude of 
helpful. Canceling troop deployment is similarly difficult—belaying an order 
from another security station could raise suspicions—and also requires a 
computer with an attitude of helpful. 


INFORMATION SYSTEMS 

One of the most useful functions of a battlestation’s computer network is 
the ability to provide vast amounts of knowledge on almost any aspect of 
the station, Battlestation information systems contain schematics for the 
station and its subsystems, crew and personnel listings, prisoner records, 
and the current status of the station's individual systems. Almost anything a 
character might need to know about the station can be found somewhere on 
the computer network. A character attempting to use a station's computers 
to find information first makes a check to try to gain access to the databases 
(as with the normal rules for accessing information, this attempt requires a 
computer with an attitude of indifferent or better). 

When the character uses a terminal in an area linked to the information 
being sought, digging out most data is a simple matter, requiring only a Use 
Computer check. If the computer is located in an area tied to the information 
sought, the Gamemaster can reduce the required access time by one step; 
thus, secret information requires 1 hour to find, private information requires 
10 minutes, specific information requires 10 rounds, and general informa- 
tion requires 1 round. For example, the computers in hangar control rooms 
provide fast access to starship logs, repair and work orders, and scheduled 
starfighter testing, whereas computers in reactor control rooms have easy 
access to efficiency ratings, power anomalies, and radiation levels. 


It is more difficult and time-consuming to find information about systems 
that are not directly connected to the control room where the computer is 
being used. For a character to send a query through the main computer to 
the relevant systems, the computer in use must have an attitude of friendly 
or better. Furthermore, filling the request takes the normal amount of time. 
For example, in A New Hope, R2-D2 used a computer in the hangar control 
room to search for information about the Death Star's tractor beam. The droid 
found what it needed within a few moments because the tractor beam was 
part of the hangar bay. On the other hand, finding Princess Leia's termination 
orders took a bit longer because the detention block computers were not 
directly connected to the hangar control room. 


LIFE SUPPORT CONTROLS 

Life support is a simple system that keeps battlestation personnel comfort- 
able and healthy, but it can be manipulated in ways that prove annoying 
or fatal to the crew. The system is so integral to the station that it almost 
always is tied directly to the main computer, making it difficult to access 
from individual control room computers. However, a character can attempt 
to change the life support in various ways. For example, mildly increasing 
or decreasing the temperature in a given section of the station (up to 10 
degrees) requires a computer with an attitude of friendly or better; making 
more significant changes requires a computer with an attitude of helpful. 
Deactivating the artificial gravity in a given location requires a moderate 
Use Computer check and a computer with an attitude of helpful, because 
artificial gravity is critical for normal station operation. Cutting off the air 
circulation to a room is even more challenging, requiring a hard Use Computer 
check and a computer with an attitude of helpful; if the user succeeds, any 
character in the area where air flow has stopped begins to feel the effects 
of suffocation within minutes. 


SENSOR CONTROLS 

Since a battlestation's crew relies on sensors to know what is happening 
throughout the station, they guard sensor controls heavily to prevent tam- 
pering. Characters who gain control over sensor systems can wreak havoc in 
various ways. On a computer with an attitude of friendly or better, they can 
mask sensor readings, pass off alerts as simple sensor anomalies, and trigger 
false sensor readings in a given area. On a computer that has sensor control 
and an attitude of friendly or better, a character can completely shut down 
the sensors in a certain area by making a moderate Use Computer check. 
Doing so allows freedom of movement through the affected area—at least 
until a member of the crew notices that the sensors are offline. 
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WEAPONS CONTROLS 

Computer systems in charge of the battlestation’s weapons often are located 
in gunnery towers and in weapon control rooms. Such control rooms are 
located near the center of several weapons emplacements so that each 
room can control multiple weapons, reducing the number of personnel 
required to direct the station's complement. A character who gains access 
to a system capable of controlling weapons can deactivate a single weapon 
by making a medium Use Computer check on a terminal that has an attitude 
of friendly or better; he or she can deactivate a cluster of weapons with a 
moderate check. 

In addition, weapons control systems transmit data gathered from the 
station's external sensors to their associated weapons. As a result, by making 
a moderate Use Computer check, a character can halt the flow of sensor 
data, causing the associated weapons to lose any Intelligence bonuses to 
their attacks. Creating false sensor data is far more difficult; the character 
must make a hard Use Computer check on a weapons control computer that 
has an attitude of helpful. If the character succeeds, the weapons lose their 
fire control bonuses to attack rolls, but their operators do not realize that 
someone has tampered with the systems, 


STATION HAZARDS 

Security and computer systems can make adventuring aboard a battlestation 
difficult, but the most unique and memorable challenges come in the form 
of station hazards. In essence, station hazards are the Star Wars equivalent 
of traps in fantasy roleplaying games. This section describes some common 
hazards that can be used in any battlestation. Once the Gamemaster has laid 
out the station locales, adding a hazard to a particular section modifies that 
area without changing its basic functionality. Although some hazards might 
not seem to fit with all locations—for example, the primary command bridge 
probably would not have a carbonite freezing chamber—most hazards can 
be adjusted with a little creativity to work in almost any area. 


CARBONITE FREEZING 
CHAMBERS 

Primarily used for the storage and transport of gases and other volatile 
materials, the carbon freezing process requires specialized equipment that 
can be found aboard many battlestations. Most freezing mechanisms consist 
of a 3-meter-deep chamber, in which materials to be encased in carbonite 
are placed and flash-frozen in a matter of moments. The freezing process 
can be fatal to organic beings. If a living creature is placed in the chamber, 
the chamber makes a normal hazard attack against the subject's Fortitude 
Defense. If the attack succeeds, the creature takes normal hazard damage 
from the shock to its system; if the attack fails, the creature takes no damage. 
Regardless of whether the character takes damage or not, he or she is then 
considered to be frozen in carbonite. A character frozen in carbonite can 
take no actions and is considered unconscious while so frozen. A character 
emerging from carbon freeze has a persistent condition and immediately 


moves ~4 steps down the condition track; the persistent condition can only 
be removed after 8 hours of rest. 

If a character standing adjacent to a carbonite freezing chamber takes 
damage from a melee attack, he or she must make a DC 15 Acrobatics 
check to avoid falling into the chamber. A control panel to one side of the 
chamber activates the freezing process, which takes 1 round to complete. 
A character frozen in carbonite cannot move or act until unfrozen. The 
carbonite slab (70 hit points; DR 10) in which the character is encased can 
be transported through harsh conditions, even a vacuum, without harming 
the victim inside. 


CHASMS AND PITS 

In the Star Wars galaxy, many battlestations contain large chasms and pits 
that lead into the bowels of the site. Most vary in depth from openings that 
descend only a few meters to holes that seem bottomless. To provide an 
appropriate challenge for the level of the heroes, Gamemasters can design 
chasms and pits in accordance with the station's rating, giving them a depth 
in squares equal to twice the station's CL. Thus, in a CL 12 battlestation, most 
chasms would be roughly 24 squares deep. Any chasm deep enough to deal 
fatal damage to a character who falls in can be described as bottomless. On 
the other hand, if the character survives, the Gamemaster can rule that he 
or she landed on a ledge or outcropping that prevented a lethal fall. 


CONVEYOR BELTS 

For the most part, battlestations rely on repulsorlifts, but in cramped sections 
or in stations that are more industrialized, conveyor belts see a good deal 
of use, Conveyor belts alter the normal movement speed of characters who 
ride on them. A creature moving on a conveyor belt in the same direction 
that it is traveling moves at twice the normal movement rate, whereas a 
creature moving against the direction of the conveyor moves at half normal 
speed. Additionally, any creature that steps onto or starts his or her turn on 
@ conveyor belt must make a DC 20 Acrobatics check as a free action or be 
flat-footed until the start of his or her next turn. 


CRUSHING DAMAGE 

Creatures can take damage when held between opposing forces or pinned 
beneath a heavy object that continues to press downward, Crushing damage, 
similar to damage from falling objects, occurs when an object forces a 
creature against a solid surface. Crushing damage is equal to the station's 
standard hazard damage, and the creature being crushed takes damage 
each round until he or she makes a hard Strength check to pry free. Typi- 
cally, a hazard that completely encompasses a target does not need to make 
an attack roll to deal crushing damage (for example, when being crushed 
between two walls that are closing in); other crushing hazards make normal 
hazard attack rolls against the target's Reflex Defense. Some crushing haz- 
ards, such as the trash compactor from the first Death Star, might not allow 
creatures to make Strength checks. 


ELECTRIFIED FLOORS 

Frequently used in battlestations where the crew wants to guard against 
intruders on foot, electrified floors are a nasty surprise. Crossing even the 
most normal-looking corridor becomes a painful process, Electrified floors 
can be left active to deter any character from traveling down a certain path, 
or they can be activated when intruders are detected in a particular area 
Any creature standing on an active electrified floor immediately takes energy 
damage (in an amount determined by the station's normal hazard damage). 
Additionally, if a creature starts his or her turn on an electrified floor, the 
floor makes a hazard attack against the creature's Fortitude Defense; a suc- 
cessful attack knocks the target prone. 


TABLE S-7: POISONOUS Gases 


Gas 

Battlestations have mundane uses for various gases that can be poisonous or 
toxic, but some stations also employ these gases to capture or kill intruders. 
In addition, gases flow through conduits and pipes built into station walls 
and can be released by stray blaster bolts or careless tampering. Gases fill a 
room quickly, taking approximately 3 rounds to fill a room that is 20 meters 
on each side. 

Different gases have different effects. Dioxis and trauger are poisonous 
gases used specifically for killing, although korfaise gas, used in hyperdrives, 
is no less deadly. Obah is a powerful neurotoxin that can permanently 
damage any creature smaller than a Wookie, and null gas eliminates all 
oxygen in a room, 

Table 5-7 lists common gases aboard a battlestation that can injure 
creatures exposed to them. Each gas has its effect when inhaled, and each 
one makes an attack roll against a creature's Fortitude Defense when that 
creature enters or starts its turn in the gas. Each gas deals damage, has a 
secondary effect, and has a miss effect. Gamemasters can use the gases listed 
in the table as defaults or can create new ones using the expected hazard 
attack numbers and damage numbers derived from the battlestation’s CL. 


GRAVITY TRAPS 
Using artificial gravity generators, the crew can alter the gravity in a section 
of the battlestation, trapping intruders by turning the most basic of natural 
laws against them. A gravity trap can increase the gravity in an area, slowing 
movement and increasing falling damage, or it can reverse the gravity ina 
given section, causing creatures to fall toward the ceiling and take damage 
based on the distance traveled (equal to the height of the room). A trap can 
even eliminate gravity completely in a section of the battlestation, For details 
on low-gravity, high-gravity, and zero-gravity environments, see page 256 
of the Saga Edition core rulebook 

Gravity traps can be disabled by gaining control of the artificial gravity 
generators, which are considered part of the life support systems on most 
battlestations. A gravity trap affects all creatures in the specified area and 
does not discriminate between intruders and station personnel. 


GAS ATTACK BONUS DAMAGE SECONDARY EFFECT MISS EFFECT 
Dioxis (CL 8) +10 4d6 ~1 step on the condition track Half damage 
Korfaise (CL 2) +4 2410 Speed reduced by 1 square until Half damage 
target spends 1 round outside of gas, 
Null gas (CL 12) +14 3410 Special* Special* 
Obah (CL 6) +8 212 -1 step on the condition track Half damage 
Trauger (CL 14) +16 5d6 -1 step on the condition track Half damage and -1 step on the condition track 


* Null gas is @ unique type of gas that neutralizes oxygen in the oir. After 1 minute of exposure to null gas, a creature is affected os if in a vacuum and must deal with the 


effects of suffocation, For details on surviving in a vacuum, see page 25 


of the Saga Edition core rulebook. 
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INCINERATORS 

Originally designed as a means of disposing waste products and other junk, 
incinerators can pose a major hazard to characters aboard a battlestation. 
An incinerator is usually the size of a small room and is accessed through 
a 1-meter-tall door that the crew keeps open while feeding material inside. 
Incinerators maintain a standard temperature hot enough to destroy most of 
the waste; a creature entering an incinerator takes 1d8 points of damage per 
round from heat and fire. Every 5 rounds, however, an incinerator flares up 
to burn those waste products that can withstand the standard temperature. 
These bursts deal 3d6 points of damage to any character caught inside at 
the time. 


Liguip CABLE TRAPS 

A liquid cable trap is an unusual method of capturing intruders that uses 
conventional equipment available throughout the galaxy. Commonly installed 
in door frames and narrow passageways, these traps are triggered by tripwire 
lasers, motion detectors, or other sensors. Once triggered, a trap activates 
immediately and makes a hazard attack against any creatures caught by 
the trap (the trap covers a 2x2 square area, with one of the lines bisecting 
the square as the source of the liquid cable). On a successful attack, high- 
pressure dispensers entangle the creatures in liquid cable, which solidifies 
and wraps the target. Each creature caught by the trap becomes flat-footed 
and immobilized. The following round, each trapped creature can attempt a 
DC 20 Strength check to break free; allies outside the trap can also attempt 
this check on a creature's behalf. 


POWER DIFFUSION TUNNELS 

Station personnel sometimes bleed off the excess energy from power 
generators and reactor cores to prevent energy build-up and overload. The 
surplus energy is vented into power diffusion tunnels, which are essentially 
corridors of energy buffers. Walkways are built into these diffusion tunnels 
for maintenance purposes, but the tunnels can be hazardous to any charac- 
ter who attempts to travel through them. Every 3 rounds, a burst of energy 
passes from one end of a power diffusion tunnel to the other. Any character 
caught in the tunnel at the time takes electrical damage equal to 1d4 x the 
station's CL. 

Firing a weapon at one of the buffers (10 hit points) in a diffusion tunnel 
can have dangerous consequences. Any creature within 6 squares of the 
damaged buffer takes normal hazard damage as the energy in the buffer is 
diffused. Furthermore, the next time an energy burst travels the length of 
that tunnel, any creature within 6 squares of the damaged buffer takes twice 
the normal hazard damage. In addition, because a malfunctioning power 
diffusion tunnel can have dire consequences for the station's reactor core, 
damaging a tunnel immediately sets off an alarm and summons a crew of 
technicians to investigate the problem. 


SHOCK LOCKS 

Intended to prevent tampering with sealed doors and access tunnels, a 
shock lock sends a small electric burst into any character attempting to 
manipulate the lock. A shock lock can be placed on anything with a door, 
including entrances to station locales, equipment closets, and lockers. Any 
character who tries to make a Mechanics check on a door that has a shock 
lock takes 1d6 points of electrical damage. If a character notices the shock 
lock (moderate Perception check), he or she can try to disconnect the device 
(moderate Mechanics check). 

Occasionally, shock locks are installed in contro! panels and can be deac- 
tivated only by someone who first enters an authorization code. A shock lock 
installed for this purpose is usually built directly into the panel, making it 
undetectable. Moreover, some shock locks are designed not only to deliver 
a shock to the person attempting to use the contro! panel but also to short 
circuit and disable the panel. 


TRAP DOORS 
One of the oldest tricks in the history of station design, a trap door is used 
to drop unsuspecting trespassers (and unruly crew members) into another 
location. Most of the time, a trap door leads to a holding cell or a secure 
location, but particularly cruel station designers install trap doors that lead 
to incinerators, garbage smashers, or airlocks. A creature can detect a trap 
door by making a medium Perception check. A creature moving onto an active 
trap door must make a moderate Climb check to catch him- or herself or fall 
through to another location (as determined by the Gamemaster). Climbing 
back up to the hatch requires a moderate Climb check to scale the smooth 
inner walls of the chute. 

Most trap doors activate automatically, although some are triggered by 
commands issued at computer terminals in security control rooms. 


WIND TUNNELS 

AND EXHAUST VENTS 

Most battlestations have wind tunnels and exhaust vents that carry air 
throughout the station. These large tunnels become difficult to navigate if 
the fans at the ends are activated. When the fans blow, all creatures in the 
tunnel must make a medium Acrobatics check or be knocked to the ground 
by the force of the air. Additionally, creatures moving against the wind do so 
at only half the normal movement rate, The fans deal normal hazard damage 
to any creature that comes into contact with them. 


PRISONS AND CELL 
BrocKs 


Battlestations require secure locations for holding intruders, unruly crew- 
members, and other threats to the smooth operation of the station. Prison 
cells and detention blocks are common in most battlestations, offering an 
organized method of detaining captives that requires the least amount of 
space and only a light security crew. 


STANDARD CELLS 

The standard prison cell for a single detainee is roughly 2x2 squares. It is 
sparsely furnished, with a single bunk and a simple refresher unit built into 
the wall, neither of which can be removed or used for cover. Each cell includes 
a security camera and basic sensors, allowing the detention block crew to 
monitor each prisoner at all times. 

A cell door is a standard metal door (50 hit points; DR 10; damage 
threshold 30; Strength DC 50/Break DC 35) with a sliding viewport at eye 
jevel and another sliding panel at the base for the delivery of rations. Some 
short-term holding cells use force fields instead of metal doors, allowing the 
crew to interrogate a prisoner without having to open the cell 


DETENTION BLOCKS 

A detention block is composed of a group of prison cells arranged to allow 
station personnel to supervise them all at once. In a typical configuration, 
everal corridors fan out from a control center, each lined with cells on both 
sides, The center has a bank of computer terminals, which control door locks 
on each cell and display data from cameras and sensors. The control center 
is monitored constantly by the nearest security control room; cameras line 
the walls of the center, as do sophisticated sensors capable of detecting 
problems immediately. 

A detention block is usually crewed by two technicians, a commander, 
and four to six security guards, Additionally, some blocks keep extra guards 
on patrol in the corridors, moving up and down each hallway and checking 
on prisoners. 


Detention|Block 
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Detention block computers contain information on each prisoner, includ- 
ing name, status, and any notes by the commander. Someone who gains 
access to these computers can view prisoner records by making a medium 
Use Computer check, although for quick reference, the crew usually posts a 
list for all to see naming everyone currently imprisoned in the block 


JED! IMPRISONMENT DEVICES 
Holding captured Jedi is one of the most difficult tasks facing the crew of 
a battlestation detention block. Fortunately for them, special imprisonment 
devices have been invented that make it possible to confine a Jedi in a bare 
cell without fear of escape. One of these devices keeps a prisoner hovering 
a meter above the floor while binding the Jedi's arms and legs with ribbons 
of blue energy; such a device imposes a -10 penalty to Use the Force checks 
by the captive 
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This chapter is intended for Gamemasters and contains several mini- 
adventures ideally suited for military-style encounters. If you're a player, 
you probably should skip over this chapter and wait for your GM to spring 
these adventures on you and the other players in your group. 


USING MINI-ADVENTURES 

Occasionally, heroes take a tangent that their Gamemaster had not planned 
for, or the GM needs to fill a few hours’ play with an entertaining diversion 
from the main plot. The GM can improvise something, but, when he or she 
is at a loss for a scenario (or is just pressed for time), a mini-adventure 
might fit the bill. 

The mini-adventures presented here cover a range of themes and chal- 
lenge levels. They include blowing up a strategic bridge, defending a key 
spaceport against overwhelming odds, and retaking a ship that has been 
captured by pirates. Each mini-adventure includes an outline of the events 
and challenges presented by the scenario, which the Gamemaster can use 
to construct a few “off-the-cuff” situations—or use as a jumping-off point 
for future encounters. 

In addition, each mini-adventure also features a fully developed tactical 
encounter designed to serve as the climax of the scenario. The Gamemaster 
can use these as written, alter the details to play to the heroes’ strengths, or 
completely redesign them to fit the needs of the campaign. The GM can also 
reference these encounters when designing his or her own mini-adventures 
and scenarios. 

These mini-adventures are designed to cater to different heroes’ abili- 
ties, as well as the players’ interests, with warfare and military action in 
mind. Some scenarios, such as “Bridge 242" and “Choke Point,” require the 
heroes to sneak into enemy territory and engage in missions of d 
or assault. Other mini-adventures, such as “No Man Left Behind,’ 
Deep Space,” and "A Little REtR," are rescue operations involving Imperials, 
Black Sun pirates, or terrorists. And some, such as “Remember the Akkalo," 
ask the heroes to defend a location from advancing forces for as long as 
they can. Each mini-adventure in this chapter gives heroes of all classes 
a chance to shine, even if the scenario is not aimed specifically at their 
competencies. 

Each mini-adventure open with a section that outlines the plot and the 
rious encounters. This is followed by another section detailing the climactic 
counter of the mini-adventure. 

Although these mini-adventures are designed to be completely indepen- 

it of one another, common threads run through all of them, allowing them 

strung together and run asa sort of "sub-campaign" within the main 
campaign. How they are used is purely up to the Gamemaster's discretion. 
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MINI-ADVENTURE 
#1: BRIDGE 242 


"Bridge 242" is a mini-adventure designed for 2nd-level heroes. As members 
of a Republic strike force, the characters must sneak into Separatist territory, 
overcome droids, and disable a shield generator that protects a strategic 
bridge, allowing the Republic to capture it. With luck, the heroes might even 
get out in one piece. 


ADVENTURE 
BACKGROUND 


The Nosaurians, natives of New Plympto, have allied with the Separatist, 
who unfortunately brought war to their world. The heroes are members of 
the Republic army—perhaps clone troopers or specialized forces—and are part 
of the main force on New Plympto. After a surprisingly effective counterat- 
tack by the Separatists that destroyed an entire brigade of clone troopers, 


Brinoe 242 


the Republic is trying to cut off the Separatists' supply lines in hopes of 
preventing the droid army's spare parts, energy cells, and other vital gear 
from reaching the front line. 

One such supply route includes a slender bridge that spans a gaping chasm 
in Separatist-controlled territory. Designated “Bridge 242" by the Republic, 
the bridge is a major highway that allows droids, tanks, and other ground 
forces to move unimpeded 

The Republic would prefer to capture Bridge 242 and use it for their own 
troop movements. However, if capture is not possible, the Republic plans to 
call in an orbital bombardment, reducing the entire area to a crater, Although 
the strike would cut an important Separatist supply line, it also would guar~ 
antee that the conflict on New Plympto drags out for many more months, 


ADVENTURE OUTLINE 
The Republic has attempted to capture the bridge with starfighters and 
artillery, but so far, a shield generator has repelled all attacks. As plans move 
forward, Republic command has decided that Bridge 242 must be captured 
within the next 6 hours or be eliminated, which would throw future battle 
plans into disarray. The heroes are the only unit within striking distance, and 
they receive orders to assault the bridge and blow up the shield generator, 
Bridge 242 is the main conduit into a small Nosaurian settlement called 
Rhigar. Once the war and the bombings began, the civilian populace fled, and 
the buildings now are little more than piles of rubble and chunks of founda- 
tion. To allow the heroes to complete their mission, the Republic forces have 
stopped bombing the area. The Separatists quickly took advantage of this 
Pause to move units across the bridge and set up depots. Droid checkpoints 
are located at each end of the bridge 


DROP POINT 

Republic command orders an LAAT/i to drop the heroes within 2 kilometers 
of the south side of the bridge, along the edge of Rhigar. The gunship cannot 
aid in the assault because the antiaircraft batteries protecting the bridge 
prevent the LAAT/i from getting close enough (the batteries are too large 
and slow to be used against the heroes). The assault takes place at night to 
help provide the heroes with better concealment. 

During the flight to the drop point, a clone trooper gives the heroes four 
explosive charges and timers, which should be more than enough to take 
out the shield generator. The trooper also provides a map and points out two 
key locations. First, the heroes’ most direct route to the bridge is a roadway 
that has been cleared by the Separatists but that is always guarded. Second, 
a medical facility adjacent to the southern checkpoint has been spared the 
most egregious bombing and is probably the best spot from which the heroes 
can launch their assault. The facility is close to a guard station that might 
be where the shield generator is hidden 


—_— 


The clone trooper also explains that two other attempts have been made 
to take the bridge, and in each case, the medical facility was the troopers’ 
last reported position. It’s possible (but doubtful) that some of these troopers 
might still be alive in the facility. 

The gunship drops the heroes off and will return to pick them up once 
they give the all-clear signal. With that, the heroes must carefully make their 
way to Bridge 242's southern checkpoint. The first kilometer of travel passes 
without incident, although the rubble and twisted plasteel of the war-torn 
settlement are disquieting. As the heroes move toward the checkpoint, they 
hear the occasional sound of blaster fire and explosions in the distance, but 
nothing in their immediate vicinity. 


DROID PATROL AND MINEFIELD 
(CL 2) 

Eventually, the heroes come to the main thoroughfare that the Separatists 
use to move vehicles and droids through the city. After each bombardment, 
droids sweep aside the rubble and debris to keep the path clear. This particular 
portion of the roadway, however, is a trap to ambush any Republic tanks that 
manage to make their way into Rhigar. Mounds of debris block each side of 
the path so that the heroes must navigate this particular stretch of road if 
they wish to reach the bridge's southern checkpoint in time. 

From the safety of cover, the heroes spy a lone battle droid walking a 
patrol up and down the roadway. A DC 15 Perception check indicates that 
the droid's path is erratic—it frequently stops and changes direction even 
when nothing seems to be in its way. A DC 15 Knowledge (tactics) check 
reveals that the battle droid is probably avoiding mines that have been 
placed in the roadway. 

Indeed, the Separatists have seeded ion mines and antipersonnel mines 
in this area (for more details on mines, see page 42). If the heroes fail to 
take out the battle droid in 2 rounds, it has time to call its comrades at the 
southern checkpoint, giving the droids there a +5 bonus to Perception checks 
when they attempt to spot the approaching heroes (see "The Big Boom" on 
the next page). 


THE MEDICAL FaciLity (CL 2) 

As the heroes near Bridge 242's southern checkpoint, they spot a mostly 
intact building. A battered sign indicates that it used to be Rhigar's medical 
facility—the structure noted during their briefing. According to the heroes’ 
map, the bridge begins on the opposite side of the medical facility. The 
building looks sufficiently intact to provide cover, and going around it would 
require traveling through side streets with little protection from droid snip- 
ers and patrols. 

At first, the facility seems deserted. Signs of violence are everywhere, with 
numerous destroyed battle droids and a demolished droideka littering the 
hallways, but the heroes find no clone troopers, alive or dead. Eventually, they 
make their way to the north end of the medical facility, which, as promised, 
provides a commanding view of Bridge 242's southern checkpoint. 

Just as the heroes catch sight of their objective, they hear a rustling noise 
in another room of the facility, along with a mechanical voice that says "Don't 
move, you" to someone or something inside. If the heroes investigate the 
dim room, a DC 15 Perception check reveals two battle droids holding their 
weapons on an IM-6 medical droid (see page 67 of The Clone Wars Campaign 
Guide) hovering over the prone body of a clone trooper. Upon seeing the 
heroes, the IM-6 says, “Are you in need of medical assistance? | am here to 
help,” which causes the battle droids to turn and attack the heroes. 

If the heroes destroy the battle droids, they discover that the clone trooper 
is dead, having perished nearly a day earlier from wounds that proved too 
extensive for the IM-6's skills. By interrogating the medical droid, the heroes 
can learn that it was part of the medical facility's droid team and has been 
providing aid to whatever living beings it encounters. The droid says that 
since the bombing stopped two days ago, Separatist forces have been bring- 
ing more and more vehicles and droids across the bridge, although it has 
no details on the movements. If asked, the IM-6 reveals that it tried to help 
two other clone troopers and a clone trooper commander who were killed 
within the facility, and it takes the heroes to the bodies. If the heroes search 
the clone troopers, they can take any gear that still remains, although the 
weapons’ power packs have been depleted. 

The IM-6 tends to any wounds that the heroes might have. If ordered 
to do so, the droid also accompanies the heroes on the rest of the mission, 
continuing to treat them as needed 
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ENCOUNTER: 
THE Bic Boom 


Challenge Level 3 
SETUP: This encounter serves as the climax of “Bridge 242,” the mini- 
adventure introduced on the previous two pages. 

The bridge is protected by a powerful shield, the energy for which is 
provided by a generator in the basement of the guard station at the southern 
end of the bridge, The shield also covers the station and cannot be destroyed 
by any weapons currently carried by the heroes. A shield softener portal 
is located in front of the bridge, allowing individuals and vehicles to pass 
through the shield while it is active, 

Three battle droids and two B2 super battle droids protect Bridge 242's 
southern checkpoint. The B2 droids guard the entrance to the portal, standing 
Just within the shield’s protective shell. One battle droid stands on the roof of 
the guard station, looking for enemies. Two more remain inside the station, 
monitoring the comlink and the shield generator controls. 


READ-ALOUD TExT 

When the heroes can view Bridge 242's southern checkpoint to assess the 
best way to reach and disable the shield generator, read the following text 
aloud: 


You can clearly see the bridge's southern guard post. A battle droid stands on 
the building's crenellated roof, scanning the area with a pair of electrobinocu- 
lars, while two B2 super battle droids stand on the bridge, near the southern 
end, slowly swiveling back and forth as they look for intruders. Faint light spills 
from the windows of the guard station, and at least one other figure can be 
seen moving around inside. As dust and debris from the devastated settlement 
slowly rain down, they spark and sputter in the sky, indicating that the shield 
protecting the bridge is active. A mechanical archway, tall and wide enough 
for a tank to drive through, stands in front of the bridge. This, ‘portal shimmers 
with dim light. 


A DC 10 Knowledge (technology) check reveals that the mechanical arch- 
way is a shield softener, which reduces the intensity of the shield within 
the boundaries of the portal. Vehicles and personnel can move through the 
archway at half speed without requiring that the shield be shut off. (See the 
Features of the Area sidebar.) 


The heroes can try to sneak in close, but the B2 droids on the bridge and 
the battle droid on the roof have a clear field of view. These droids gain a +2 
bonus to Perception checks, or a +5 bonus if the droid from the minefield 
managed to radio the checkpoint and warn of intruders, If the B2 droids 
spot the heroes, they step through the shield softener to use their blasters 
‘on the characters. 

The heroes must defeat the droids before they can place their explosive 
charges on the shield generator in the basement of the guard station. The 
battle droid on the roof remains there as long as it can see the heroes; if they 
enter the station, it climbs down a ladder to pursue them. The two battle 
droids that began the encounter inside the station remain inside and protect 
the turbolift that leads to the shield generator. 


CONCLUSION 

Depending on how the heroes set the timers on the charges, they might stil 
be fighting droids when the charges explode. Unless the heroes failed their 
Mechanics checks when setting the detonators, the charges deal enough 
damage to destroy the shield generator, causing the shield to shut down 
completely. The explosion rips through the guard station and deals 10d6 
points of damage to everything within 4 squares of the building, 

The heroes can radio back to headquarters and give the all-clear signal for 
the LAAT/i gunship to pick them up. Within several hours, the Republic sends 
a major convoy of troops and armored tanks to take the strategic location, 
Vehicles and personnel stream across the bridge, bringing vital supplies and 
firepower to the newly shifted front line. 

If the heroes fail to destroy the shield generator, the Republic resorts to 
orbital bombardment. The heroes must be at least 1 kilometer away from 
the bridge before the bombardment begins, turning the bridge and the sur- 
rounding landscape into dust. 

The heroes should be awarded experience for a CL 3 challenge for suc- 
cessfully completing this encounter. 


FEATURES OF THE AREA 

The bridge checkpoint area has the following features. 
Mlumination: The interior of the guard station is well lit and provides 

normal illumination. Outside, the Separatists keep the area dark so that 

it won't stand out to Republic bombers passing overhead. However, 

some light spills out through the station windows, casting shadowy 

illumination in the surrounding area. 


Shield Softener: The shield softener is a freestanding archway set 
up at the outer edge of the shield. While the shield is active, vehicles 
and individuals can pass through the archway at a speed of 2 squares. 
The portal has SR 50, preventing most small arms fire from passing 
through. 

Upper Level: A battle droid patrols the roof of the guard station, 
using electrobinoculars to scan the surrounding rubble. A ladder on 
the side of the building allows access to the roof. Inside the station, a 
metal door opens to a turbolift that leads to the basement. The door is 
locked, but it can be bypassed with a DC 20 Use Computer check, pried 
open with a DC 30 Strength check, or destroyed (50 hit points; DR 10; 
damage threshold 30; Strength DC 50/Break DC 35), granting access 
to the shaft that drops 50 feet to the basement below. 

Main Guard Room: Two battle droids wait inside the main guard 
room. It contains communications equipment used to contact CIS 
forces and controls for monitoring the output of the shield generator 
in the basement. The windows (25 hit points; DR 2) are made of thick 
plasteel, 

Generator Room: The turbolift in the main guard room leads to the 
basement, which contains the shield generator (100 hit points; DR 5). 
The heroes can blow up the generator by planting the explosive charges 
provided during their mission briefing, 
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MINI-ADVENTURE 
#2: FieELDS OF 
FIRE 


“Fields of Fire” is a mini-adventure designed for 4th-level heroes. The clock 
is ticking as the heroes escort an arrogant doctor safely through a ravaged 
landscape seeded with mines in time to save the lives of critically wounded 
officers at a military camp. 


ADVENTURE 
BACKGROUND 


The heroes, either as mercenaries or as troops attached to an official military 
unit, are involved in surface fighting on the temperate world of Pleida in the 
Tovosh System. The planet is broken up into a number of different ecologies, 
although the primary terrain consists of sparse lowland vegetation with an 
abundance of rocky shale that makes footing treacherous, especially on 
inclines, 

The heroes’ side of the conflict is winning; the enemy forces have aban- 
doned their front-line fortifications and pulled back deeper into their own 
territory. However, during the rapid retreat, the enemy left booby traps, 
mines, and other defenses at many strategic choke points. 

As written, “Fields of Fire” requires the heroes to escort an important 
doctor through this hazardous region and deliver her safely to her destination. 
Alternatively, the Gamemaster can tweak the scenario to give the heroes a 
different reason for advancing into the dangerous area. Perhaps they are 
members of a reconnaissance unit sent to probe the enemy's defenses, or 
couriers who must deliver a message to allies deep in hostile territory. 


ADVENTURE OUTLINE 
During a mission briefing, the heroes learn that at Camp Kavel, a base estab- 
lished farther into the recently evacuated zone, a number of officers are criti- 
cally wounded and must receive medical care as soon as possible. The heroes 
are ordered to escort Lieutenant Pleth Juun, a surgeon, through the hazardous 
region and get her to the camp quickly~and in one piece. Unfortunately, her 
difficult personality and her lack of battlefield experience make the four-day 
trek even more challenging. In the mini-adventure’s climactic encounter, 
the group must navigate a bombed-out wasteland protected by mines and 
automated sentry guns. The heroes must find a way to ensure Juun's safety 
while crossing the demilitarized zone as quickly as possible. 


READ-ALOUD TeExT 

The heroes’ commander, Captain Roff Volane, is a veteran officer who has 
seen more than his share of death and destruction, making him curt, cyni- 
cal, and humorless. Despite his cold demeanor, Volane is a highly respected 
officer with a lifetime's worth of combat experience. The mini-adventure 
begins when Captain Volane calls the heroes into a briefing. 


“Over the past few weeks, the enemy has pulled back deeper into their own 
territory, following our assault of their fortified positions. We've sent a number 
of aerial units ahead to establish forward positions beyond the previous demili- 
torized zone, but they require resupply and reinforcements. Unfortunately, 
the enemy's surface-to-air defenses mean that we are unable to maintain air 
superiority in the region. Until we can bring in fighter support, we're restricted 
to advancing the old-fashioned way. 

“Lieutenant Pleth Jun, a surgeon attached to our battalion, is being loaned 
to Camp Kavel, one of our forward bases. Lieutenant Juun is the only available 
doctor skilled enough to treat the command officers who were wounded, some 
critically, during the advance. Given the danger of an aerial insertion, we've 
decided to sneak her to the camp on foot. You will escort her. 

“I can't stress enough that the lieutenant's safety is paramount. Some of 
‘our best men are on death's doorstep, and without a good surgeon, they won't 
live long enough to be evacuated. Once Lieutenant Juun is safely at Camp 
Kavel, you are to lend your expertise to the camp's defense until such time as 
we establish air superiority.” 


In addition to safely escorting the surgeon, Captain Volane asks the heroes 
to transport a small amount of medical supplies, as well as some critical cor- 
respondence intended for Camp Kavel's command staff. On foot, the journey 
should require a minimum of four days. 

If the heroes are attached to a military unit, their reward will be a salute 
for a job well done and possibly a medal or citation, depending on how well 
they do. If the heroes belong to a mercenary detachment, each will receive 
3,000 credits for the job, payable on success, If Pleth Juun does not survive 
the journey, the heroes will receive only 1,000 credits each, and then only if 
they deliver the medical supplies and correspondence. Given the importance 
of the surgeon, these payment terms aren't negotiable. 


PLETH Ju UN 

Following the briefing, the heroes must make a brief trip to the local field 
hospital to pick up Lieutenant Pleth Juun. They find her in the middle of 
@ messy surgery and not available. Heroes who insist on her immediate 
departure will be ignored. Once Juun finishes the operation, she washes up, 
gathers her equipment, and joins the heroes. 

By virtue of her profession, Juun is technically a junior officer. Although 
she has little combat training, she embraces the privileges of her honorary 
rank wholeheartedly. Juun comes from a wealthy Human family on Coruscant 
and is used to getting her way. She isn't openly confrontational, but she never 
forgets a slight and does her best to make miserable any character who fails 
to show her sufficient respect, 

Lieutenant Juun wears an immaculate set of combat utilities, with her 
rank and medical insignia proudly displayed. Heroes who succeed on a 
DC 15 Knowledge (tactics) check realize that the symbols will make her a 
tempting target to any snipers who spot the group as they travel to Camp 
Kavel, To convince the surgeon to remove these trappings without angering 
her, a hero must make a Persuasion check with a DC equal to Juun's Will 
Defense of 19, 


HITTING THE TRAIL 

Despite the risks involved, the four-day hike to Camp Kavel is largely 
uneventful. The Gamemaster is free to introduce enemy snipers, scouts, 
and sympathizers at any point along the way to spice things up. For the 
most part, however, the heroes should not face major threats before the 
climactic encounter. 


A DIFFICULT PASSAGE (CL 4) 
After two days of travel, the terrain changes to a mixture of burned-out flora 
and scorched ground marred with bomb craters and strings of rusting razor 
wire. The heroes have reached the former demilitarized zone, which once 
separated enemy territory from the regions occupied by the heroes and their 
allies. Nothing seems to live in the wasteland, and the remains of the dead 
that are scattered about attest to the brutality of the conflict. 

The route followed by the heroes leads them to a path that rises up into 
the enemy highlands. The area is bordered by impassable cliffs to the left and 
a sheer drop into a gully lined with jagged stones to the right. Regardless of 
the heroes' preference or better judgment, they must take the direct route, 
especially given the uncertain health of the wounded officers in Camp Kavel 
Any delay now could cost those officers their lives. 

The GM should run “Watch Your Step,” the climactic encounter. 


CAMP KAVEL 

If the heroes manage to survive the booby-trapped passage that leads into 
the highlands of the enemy's territory, they eventually reach Camp Kavel. 
Their success is judged by whether Juun survives the journey and by how 
quickly they arrive at the camp. For each day that the heroes are delayed, 
one wounded officer dies from injuries that the surgeon might have been 
able to treat. 

If Juun dies or suffers grievous bodily injury en route to Camp Kavel, the 
heroes are welcomed with dismissive glances. The officer in charge, a young 
captain with more bravado than experience, dresses them down before 
assigning them to perimeter guard duty and one or two dangerous patrols. 
Within two days, the heroes’ side of the conflict regains air superiority, and 
the characters are allowed to take a transport back to their headquarters. 


ESCAPING To CAMP KavEL 
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ENCOUNTER: 
WATCH YOUR 
STEP 


Challenge Level 4 
SETUP: This encounter serves as the climax of “Fields of Fire,” the mini- 
adventure introduced on the previous two pages. 

This encounter takes place on a treacherous incline that is rife with bomb 
craters, jagged pieces of stone, and bits of shattered metal. The western 
portion of the location is bordered by a sheer cliff, and the eastern border 
is marked by a steep slope that leads into a gully filled with large, serrated 
boulders. 

The heroes begin at the southern end of map and must make their way to 
the northern edge. The retreating enemy forces have riddled the path with 
mines and other explosive devices. Given enough time, the heroes could care- 
fully pick their way through and avoid most of the traps. However, they must 
hurry; whenever they seem to slow down too much, Lieutenant Juun berates 
them for endangering the lives of the wounded officers at Camp Kavel. 

In addition to the mines, the enemy forces installed two automated sentry 
guns with interlocking fields of fire at the top of the slope, as detailed on the 
map. These weapon emplacements have been furnished with rudimentary 
camouflage and cover (DC 15 Perception check to notice the guns once they 
are in view). The guns are basically computer-controlled repeating blasters 
that lack the capacity for movement. The guns open fire when the heroes 
advance up the final slope. 


PLETH JUUN 

Pleth Jun is an attractive Human female in her mid twenties with cropped, 
dark blond hair and piercing gray eyes. Her haughty demeanor has been 
reinforced by a privileged upbringing and years of study at Coruscant's 
most prestigious medical schools. Military duty is something of a tradition 
in her family, and she isn't one to shirk her responsibilities. Despite her 
arrogance, vindictive nature and battlefield naiveté, she is a gifted surgeon 
and a loyal soldier. 

Lieutenant Juun expects to be obeyed, and if her orders are disregarded 
or outright refused, she remembers the perceived insult—and the person 
responsible for it. Still, she is sworn to save lives and would never refuse 
treatment to someone who insulted her. Besides, how could an offender pay 
for his transgressions if he were killed by enemy fire? 


Pleth Juun cL4 

Medium Human noble 4 

Force 7; Dark Side 1 

Init +8; Senses Perception +9 

Languages Basic, Bocce, Cerean, Durese, High Galactic, Huttese, Kel Dor, 
Ryl 

Defenses Ref 17 (flat-footed 16), Fort 15, Will 19 

hp 28; Threshold 15 

Speed 6 squares 

Melee by weapon +2 

Ranged blaster pistol +4 (3d6+2) 

Base Atk +3; Grp +4 

Special Actions Weaken Resolve 

Abilities Str 8, Dex 12, Con 10, Int 16, Wis 14, Cha 14 

Talents Presence, Weaken Resolve 

Feats Cybernetic Surgery, Improved Defenses, Linguist, Skill Focus (Treat 
Injury), Surgical Expertise, Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Deception +9, Initiative +8, Knowledge (bureaucracy) +10, 
Knowledge (life sciences) +10, Knowledge (social sciences) +10, 
Perception +9, Persuasion +9, Pilot +8, Treat Injury +14, 

Use Computer +10 

Possessions blaster pistol, officer's uniform, medical kit, surgical kit, 

2 medpacs 


READ-ALOUD TExT 
As the heroes venture deeper into the demilitarized zone, read the following 
text: 


The terrain rises to meet the planetary highlands, leaving a single, obvious route 
up the near-insurmountable cliff face. Although hardly a proper path, the incline 
is less steep than the alternative, and it winds back and forth as it rises to the 
highest point of the cliff that towers above you. The wind picks up suddenly, 
whistling through the shattered stone and debris that blocks your path. 


MINES AND BooBy 
TRAPS 


The area leading up the slope has been liberally sprinkled with several types 
of mines and other explosive traps, as marked on the map. Most of them 
were designed to incapacitate, not kill. The more dangerous mines are located 
farther up the slope, closer to the automated sentry guns that monitor the 
final stretch of the incline. 

Each mined space contains a hidden device placed by retreating enemies. If 
the heroes spot a mine by making a successful Perception check (DC 10 to DC 
20, depending on the mine), they can avoid it. If an oblivious character enters 
a mined square, the mine explodes. (See the Features of the Area sidebar.) 


SENTRY GUNS (2) 
These automated sentry guns are manufactured locally. Each consists of a 
rudimentary droid brain attached to a servo-controlled light repeating blaster 
fitted with a sighting device. Although these guns are not incredibly accurate, 
they make up for their simplicity by laying down an impressive barrage of 
blaster fire. The weapons rely on optical targeting systems to spot enemies 
within specific fields of fire, but they cannot distinguish friend from foe. 
The guns have been set up behind banks of rock and shale that provide 
them with a +5 cover bonus to Reflex Defense. 
When the heroes first enter one of the guns’ fields of fire, read the 
following 


At first glance, this appears to be an automated weapon turret mounted on 
an improvised frame, painted to match the surrounding shale and festooned 
with camouflage netting to reduce its silhouette. The weapon swivels ever so 
slightly before letting loose with a long, deafening burst of blaster fire. 


Automated Sentry Gun cL2 

Small droid (4th-degree) nonheroic 3/soldier 1 

Init +8; Senses darkvision; Perception +16 

Languages Binary 

Defenses Ref 20 (flat-footed 19), Fort 10, Will 13 

hp 13; Threshold 10 

Immune droid traits 

Speed 0 squares 

Ranged light repeating blaster +3 (3d8+2) with braced autofire 

Fighting Space 1 square; Reach 0 squares 

Base Atk +3; Grp -1 

Atk Options Point Blank Shot 

Abilities Str 4, Dex 12, Con —, Int 6, Wis 14, Cha 8 

Talents Weapon Specialization (rifles) 

Feats Armor Proficiency (light), Point Blank Shot, Skill Focus (Perception), 
Skill Training (Initiative), Weapon Focus (rifles), Weapon Proficiency 
(rifles) 

Skills Initiative +8, Perception +16 

Systems basic processor, darkvision, improved sensor package, locked 
access, plasteel shell, weapon housing (weapon is considered to be 
braced) 

Possessions light repeating blaster, heavy power pack (150 shots) 

Availability Military; Cost 2,500 credits (1,000 used) 


CONCLUSION 

Because this encounter involves no living enemies, the heroes succeed or fail 
based on the number and severity of any casualties they suffer. The priority 
is to keep Lieutenant Juun in good health and get her to Camp Kavel in time 
to save the wounded officers’ lives. 


FEATURES OF THE AREA 
The area has the following features. 

Terrain: The incline’s terrain is universally rough in nature. Footing 
is treacherous—pieces of loose shale in a variety of sizes cover the 
slope and can slide out from underfoot without warning. The slope is 
considered to be difficult terrain. 

Mines: The ground is seeded with three types of mines, as marked 
‘on the map. 

The first type of mine is obvious to any character within 3 squares 
of the mine who makes a DC 10 Perception check. If a creature moves 
into a square containing one of these mines, the device explodes, deal- 
ing 2d6 points of damage to all creatures in a radius of 1 square. The 
retreating enemy deliberately placed these mines in the open to create 
a false sense of security in heroes who notice them. 

The second type of mine is hidden more effectively and can be 
detected by a DC 20 Perception check. To be eligible to attempt this 
check, a character must be within 1 square of the mine. If a creature 
moves into a square containing one of these mines, the device explodes, 
dealing 4d6 points of damage to all creatures in a radius of 2 squares. 

The third type of mine is a bounding mine. Due to their design, these 
mines are placed out in the open but are camouflaged and difficult to 
see. To notice a bounding mine, a character must be within 2 squares 
of the mine and must make a DC 25 Perception check. Any creature 
moving within 1 square of a bounding mine causes the mine to activate. 
When this occurs, the mine jumps 1 meter off the ground and explodes, 
scattering fragments that deal 6d6 points of damage to all creatures in 
a burst radius of 3 squares. 

Any mine that is detected can be disarmed with a DC 15 Mechanics 
check 
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MINI-ADVENTURE 
#3: REMEMBER 
THE AKKALO 


“Remember the Akkalo" is a mini-adventure designed for 6th-level heroes. 
With limited resources, the Rebel characters defend a vital strategic location 
from an assault by a larger Imperial force and must hold out until a shuttle 
arrives to carry them to safety. 


ADVENTURE 
BACKGROUND 


Although the destruction of the second Death Star around the Forest Moon 
of Endor served as the death knell of the Empire, the Empire does not simply 
disappear overnight. In some cases, Imperial forces continue to wage their 
war, not realizing or not believing that the Empire has been defeated. 

For Imperial troops on Sulon, a habitable moon of the planet Sullust, news 
of the Empire's supposed demise only spurs them on to fight harder. They 
launch a ferocious counterassault in hopes of ridding the moon of Rebels 
and using it as a base of operations for a prolonged strike against Sullust. 
Rebel cells and brigades are rooted out and massacred in the chaos. As their 
situation grows worse, the Rebels order an all-out retreat. Those who have 
access to starships flee immediately, but scores of Rebels are forced to travel 
across the moon's surface to attempt to capture Akkalo Station, one of the 
few remaining starports, where they have a chance to hold out until they 
can be picked up by a Rebel shuttle, 


ADVENTURE OUTLINE 
Having received the order to retreat, the heroes make their way to the 
starport. Much to their surprise, they discover that Akkalo Station has only 
a skeleton crew of Imperials. Allies and comlink chatter report that another 
Imperial force is on its way to bolster the station's defenses. Apparently, the 
Imperials need the station as much as the Rebels do and prefer not to destroy 
it by orbital bombardment. 

The heroes must eliminate the Imperial troops inside the starport and 
quickly prepare for the arrival of the larger force. Rebellion command has 
promised that a shuttle will rendezvous at Akkalo Station, pick up any troops 
left on the moon, and take them to the last starship in orbit. The heroes must 
hold off the Imperials for as long as possible, buying time until the shuttle 
arrives. To make matters worse, ammunition is low, meaning that the heroes 
must be creative with the equipment, vehicles, and junk lying about the 
starport if they want to survive. 


INTO THE FRAY 

The adventure begins when the Rebellion’s planetary command issues the 
order to evacuate the moon. The heroes are to make their way to Akkalo Sta- 
tion, a small starport near their current location and the last place on Sulon 
where they stand a chance to fight off the Imperials until help can arrive. 

Rebel command informs the heroes that a Rebel cell has stolen a Lambdo- 
class shuttle and will rendezvous at Akkalo Station to pick up survivors 
before leaving the moon. This shuttle is due to arrive at the station in two 
hours, Unfortunately, the shuttle was damaged during the cell's escape 
and must replenish its coolant at the starport before it will be able to take 
off again. Therefore, the heroes must seize the station and hold it until the 
shuttle arrives. Before command terminates the transmission, they provide 
the heroes with a stolen Imperial code that might help them gain access 
to the station or its computers. Rebel command can't vouch for the code's 
validity, but it is all they have. 

If the heroes do not have their own transportation, allow them to com- 
mandeer a SoroSuub X-34 landspeeder to travel the 20 kilometers to the 
starport. A single, lonely roadway leads to the station, which sits in rugged 
badlands and is surrounded by a rocky outcropping, The speeder's sensors 
indicate when the heroes are within half a kilometer of the station, allowing 
them to view it safely from a distance before deciding what to do next. 


READ-ALOUD TEXT 


When the heroes can see Akkalo Station, read the following: 


Akkalo Station is a tiny starport, hardly worthy of the title. Nestled against 
a sharp rise of rocks to its rear, the station seems to be little more than a 
walled-off compound. Two watchtowers in the corners protect the central 
gate. Although the lights are on, indicating power, you see no movement within. 
You wonder if the station is deserted until, a moment later, more lights come 
‘on, and the front gate opens part way. Two stormtroopers step through the 
gate, which shuts behind them, and stand guard on either side. 


The heroes must determine a way to enter the compound. Akkalo Sta- 
tion wasn't very important before the conflict, and most of its personnel 
were rotated out for other duties, leaving behind a skeleton crew of eight 
stormtroopers, two heavy stormtroopers, two Imperial officers, and a techni- 
cian, They have been informed of Rebel activity nearby but are not yet aware 
of the heroes’ presence. 

Two of the stormtroopers stand guard outside the gate. One heavy 
stormtrooper is positioned in each watchtower, and the remaining 
stormtroopers accompany the two Imperial officers, who are in the main 
command tower. Varan Cormin, the technician, is inside the hangar bay. 


te 


THE REBEL SHUTTLE ON THE LANDING PAO 


GETTING INSIDE 
The heroes can get inside the compound's gates in three ways. 

Blast ‘em! (CL 2): The heroes can go the direct route, sneaking up on and 
attacking the stormtroopers outside the gate. They must also deal with the 
heavy stormtroopers in the watchtowers (which provide cover), who have 
electrobinoculars and constantly scan the roadway and rocks where the 
heroes are hiding. If the heroes defeat the guards, a DC 10 Perception check 
reveals a remote that opens the station's main gate. The sound of gunfire 
warns the Imperials inside of trouble. 

Sneaking Inside (CL 2): The heroes can make Stealth checks to approach 
a wall that is not being watched by the stormtroopers. Because the compound 
walls are battered and have protrusions, the heroes can scale them by making 
DC 20 Climb checks. While climbing, they must make Stealth checks to avoid 
making enough noise to alert the stormtroopers. (If the heroes scale the north 
or east walls, they gain a +5 bonus to their Stealth checks.) 


Using the Code (CL 2): The heroes can approach the gates boldly and 
try to bluff their way in. The guards demand the heroes’ names and their 
reason for entering the starport. If the heroes use the stolen Imperial code, 
they can convince the stormtroopers to open the gate by making a DC 20 
Persuasion check. If the heroes fail the check or do not have the code, the 
guards order them to leave immediately and begin blasting on the following 
round if the heroes are still present. Either way, the other Imperials in the 
station are notified of the intruders. 


DEALING WITH THE HOLDOUTS 
(CL 3) 
If the heroes make it inside Akkalo Station, they must deal with the troops in 
the command center: two Imperial officers, six stormtroopers, and two heavy 
stormtroopers. Regardless of whether they are alerted to the presence of the 
heroes, the Imperials remain in the command tower and fight to the death. 
The technician, Varan Cormin, hides in the hangar, trying not to get shot. 
If the heroes fight their way inside the command tower, an Imperial officer 
sends a distress call that summons additional troops and an AT-ST, all of 
which will arrive in 1 hour. The heroes can learn of these reinforcements by 
overhearing Imperial command explaining over the station comlink that the 
new troops are on the way. Even if the officers are killed before either can 
send the distress call, the reinforcements are dispatched when the officers 
fail to make their usual hourly report. 


READ-ALOUD TeExT 
After the battle dies down, Varan Cormin gingerly steps out of the hangar bay 
with his hands raised and approaches the heroes. Read the following text: 


A grubby looking Human male steps out from the hangar bay. His hands are 
held up in surrender. “Don't shoot!" he pleads. “I'm just the technician here— 
name's Varan Cormin. You must be the Rebels they were talking about. Don't 
worry; | hate their guts as much as you do. Got assigned to work in this pile of 
Bantha fodder while they kept my wife in @ work camp. Anything you need, 
just let me know, because those Imperials are going to come back, and I don't 
want to go down without a fight." 


Everything that Cormin says is technically correct, although he's a coward 
who will eventually betray the heroes when the reinforcements arrive. At 
any point, he does whatever seems necessary to keep his skin. Cormin has 
intimate knowledge of Akkalo Station's supplies and gear, which the heroes 
can use to prepare for the coming attack. 
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ENCOUNTER: 
THE LAST 
STAND 


Challenge Level 6 
SETUP: This encounter serves as the climax of “Remember the Akkalo,” the 
mini-adventure introduced on the previous two pages. 

Once the heroes have managed to secure the starport, the hardest fight is 
yet to come. The Imperial officers called for reinforcements (or their failure 
to report prompted an investigation), meaning that a small contingent of 
Imperial troops is on its way to retake Akkalo Station. The heroes have 1 
hour in which to fortify their position, gather equipment, and lay traps before 
the Rebel shuttle arrives and before the Imperial reinforcements arrive to 
lay siege to the station, 

Once the reinforcements approach within 2 kilometers, the heroes can 
monitor them by using the station's sensors. A DC 15 Use Computer check 
reveals the presence of a Huge vehicle (an AT-ST) and an indeterminate 
number of foot troops. 


PREPARING 
FOR THE WORST 


The heroes should take stock of available materials and weapons. If they killed 
or captured the stormtroopers, heavy stormtroopers, and officers, they have 
access to the Imperials' weapons, armor, and equipment (such as the heavy 
stormtroopers’ explosive charges). Unless you tracked the number of shots 
fired by Imperials during the battle, assume that all power packs are at half 
charge—a grim reminder of the ammunition problem 

If the heroes look around the starport, they find: 

© Three barrels of fuel (10 hit points; DR 2). If an eneray weapon deals 
enough damage to penetrate a barrel, it explodes, dealing 4d6 points of 
fire damage to all creatures in a 2-square burst. 

© 10 meters of chain (10 hit points; DR 5). 

* Two tool kits, two security kits, four fire extinguishers, two power gen- 
erators, and two medpacs. 

© One T8 loading vehicle (see below). 

Be prepared for the heroes to get creative with their plans. For example, 
they might barricade the front gate, set explosive charges outside the com- 
pound walls as land mines, or place fuel barrels where their explosions will 
cause maximum damage. 


After 1 hour, the stolen shuttle arrives and lands on the spot designated 
‘on the map. The shuttle is severely damaged, and its weapons have been 
knocked offline; the vessel needs to replenish its coolant before it can take 
off again. Varan Cormin immediately starts loading the coolant but otherwise 
stays out of the engagement. The shuttle's pilot is also busy with the repairs 
and remains onboard. 


HERE COMES 
THE CAVALRY (CL 6) 


As repairs begin on the shuttle, the Imperial forces arrive outside the station, 
An AT-ST waits just outside of blaster range, watching as foot troops advance. 
Ten stormtroopers provide covering fire while four heavy stormtroopers try to 
open the gate with explosive charges. The heroes can fire from the protection 
of the compound walls, which provide cover. If the Imperials breach the gate, 
they stream inside the starport and attack any character they see. 


THE TRAITOR (CL 8) 

If the heroes repel the attack with the gate intact, Varan Cormin grows 
more anxious, believing that it's just a matter of time before the Imperials 
bombard Akkalo Station, killing him in the process. He activates a remote, 
‘opening the gate, then smashes the remote so it can't be used again. Seeing 
the opportunity, the AT-ST enters the compound 3 rounds later and begins 
blasting the heroes. 

Whether Cormin opens the gate or the Imperials breach the gate on their 
own, by the time they gain entry to the station, the shuttle is nearly repaired, 
The heroes must hold off the Imperial forces for 6 more rounds while the 
remaining coolant is loaded. When this process is complete, the pilot contacts 
the heroes over a comlink and orders them to board the shuttle. 


TECHNICIAN VARAN CORMIN 
Atalented mechanic, Varan Cormin was conscripted by the Empire to provide 
service at Akkalo Station. Although he dislikes the Imperials, he's a coward 
at heart, more concerned with his own well-being than with supporting 
the Rebellion. 


Varan Cormin (V) CLT 
Medium Human nonheroic 4 

Dark Side 2 

Init +2; Senses Perception +3 

Languages Basic, Durese, Sullustese 

Defenses Ref 12 (flat-footed 12), Fort 11, Will 11 

hp 18; Threshold 11 

Speed 6 squares 

Melee welding torch +2 (1d6-1) 


Ranged hold-out blaster +3 (344) 

Base Atk +3; Grp +3 

Special Actions Point Blank Shot 

Abilities Str 8, Dex 10, Con 12, Int 15, Wis 13, Cha 14 

Feats Armor Proficiency (light), Point Blank Shot, Skill Focus (Deception, 
Mechanics), Weapon Proficiency (pistols, simple weapons) 

Skills Deception +14, Mechanics +14, Perception +3, Use Computer +9 

Possessions hold-out blaster, welding torch (treat as stun baton), 
haz-chem coveralls (treat as blast helmet and vest, +2 armor) 


Technician Varan Cormin Tactics 

When the heroes arrive, Cormin does what he can to assist them—until the 
Imperial forces arrive with greater numbers and firepower, at which point 
he sees the writing on the wall, After the Imperials enter the station, Cormin 
tries to stay out of harm's way, hoping that the reinforcements will retake 
the starport. He does not participate in combat against the heroes unless 
given a clear opportunity to do so at no risk to himself. 


TS LOADING VEHICLE 

The T8 loading vehicle is a typical example of the millions of such vehicles 
found in starports around the galaxy. Cheap and easy to use and repair, the 
T8 has an open cab and front-loading forks for moving cargo onto and off of 
starships. Although the loading vehicle has no weapons, the heroes can use it 
as a makeshift battering ram, to block the main gate, or as mobile cover. 


T8 Loading Vehicle cl1 

Large ground vehicle (wheeled) 

Init +4; Senses Perception +5 

Defense Ref 10 (flat-footed 10), Fort 18; +1 armor 

hp 60; DR 5; Threshold 23 

Speed 6 squares (max. velocity 90 km/h) 

Fighting Space 2x2; Cover +5 

Base Atk +0; Grp +13 

Abilities Str 26, Dex 10, Con —, Int 10 

Skills Initiative +4, Mechanics +5, Perception +5, Pilot +4, 
Use Computer +5 

Crew 1 (normal); Passengers none 

Cargo 50 kg; Consumables none; Carried Craft none 

Availability Licensed; Cost 5,000 (1,000 used) 


CONCLUSION 

If the heroes manage to board the shuttle and escape the starport, regardless 
of whether they destroyed the AT-ST, award them experience equivalent to 
defeating a CL 8 encounter. 
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FEATURES OF THE AREA 
This area has the following features. 

Mumination: The battle takes place during the day, with no penal- 
ties for low light. 

Cover: The landing pad is full of places that provide cover. In some 
cases (such as a character sitting inside the loading vehicle), the Game- 
master can rule that the target has improved cover. 

Hangar Bay: The hangar bay contains most of the gear and equip- 
ment that the heroes can use to defend the starport. Varan Cormin 
hides here. 

Walls: The outer walls of the starport are 8 meters tall and made 
from ferrocrete (200 hit points; DR 10). They can be scaled with a DC 
20 Climb check. 

Watchtowers: The ferrocrete watchtowers (100 hit points; DR 10) 
offer an excellent view, allowing a character to see up to 2 kilometers 
away. Characters inside a watchtower gain cover. 

Gate: The main gate of the compound is made of thick durastee! (90 
hit points; DR 10). It can be opened as a swift action from a control 
panel adjacent to the gate (see map), from the command center, or by 
any Character with a gate remote. 
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MINI-ADVENTURE 
#4: THAT WHICH 
DOES NoT KILL 
Me... 


“That Which Does Not Kill Me..." isa mini-adventure designed for 6th-level 
heroes. While scouting the woods for information on enemy positions, the 
heroes are ambushed by Human troops. Even if they survive the ambush, 
victory is in doubt when the enemy sends in a war droid to finish them off. 


ADVENTURE 
BACKGROUND 


A number of patrols in the region have been lost in recent weeks, and com- 
mand is concerned that a pattern might be developing. The rank and file are 
beginning to talk, and their uneasiness is causing friction among the troops. 
Without patrols reporting back with information on enemy movements, the 
officers who plan the day-to-day operations of the forward military post are 
virtually blind. Word from the top is that it's time to send in an elite group 
to find out what, exactly, is responsible for the disappearances. 


ADVENTURE OUTLINE 
First, the heroes must spy on the woodlands village of Liethae to gain 
information on possible enemy activity in the area, although they are not to. 
engage in combat unless attacked first. After scouting the village, they must 
check out a nearby clearing to look for proof that smugglers are delivering 
supplies to the enemy. However, the heroes are not alone in the dense woods. 
They are ambushed by trained soldiers and must confront an Arakyd AZ-Series 
battle droid with orders to eliminate all intruders. If the heroes survive, they 
return to their base and report on what they have learned. 


MISSION BRIEFING 

The heroes are contacted by their commanding officer and assigned to 
scout behind enemy lines. According to the officer, there have been reports 
of enemy movement between the village of Liethae and a clearing in the 
woodlands nearly 10 kilometers to the east. The officer provides the following 
briefing, which should be read aloud: 


“Your assignment is to pass to the northwest and scout the perimeter 
Liethae, a village with enemy sympathies. You are not to engage the inhabit- 


villagers will attack you, even if they manage to spot you. We'd prefer that 
you refrain from being seen, so keep your heads down. All we want you to 
is observe the village and note anything unusual. 

“After you investigate Liethae, proceed 10 klicks to the east to a clearing 
that looks to have been manufactured within the past month or two. 
suspect it’s being used by smugglers who are bringing supplies and wea, 
to the enemy, but we have no proof. If you find patterns that are consis 


and let us know. Better yet, if you can catch a freighter unloading mate 
try to discover what they're transporting. 

“I'msure you've also heard the rumors that have been going around. They 
true—we've lost contact with a number of patrols recently. There's not much 
we can say about it, except that you're the best we've got. Good luck.” 


With no time to waste, the heroes should arrange to set out immediately, 
Ideally, they will move during the evening, since the lack of light will help 
them maintain some semblance of stealth. The Gamemaster can keep the 
heroes on their toes by throwing in a few brief encounters with wildlife, but 
don't get bogged down with those types of fights, since they are not the 
primary focus of this mini-adventure. 


THE VILLAGE 

The heroes should have little trouble scouting the village of Liethae. If they 
perform a quick sweep of the perimeter and investigate, they find that one 
structure is being used as a barracks for a small group of enemy troops. The 
heroes must make basic Stealth checks to remain out of sight; foolhardy 
characters who insist on getting closer than necessary have to make more 
difficult checks. 

The heroes were ordered not to initiate hostilities. But if they are attacked 
first, or if they defy their orders and try to catch the enemy troops unawares, 
use the statistics for the Rebel Trooper on page 280 of the Saga Edition core 
rulebook. Sixteen enemy combatants are in and around the barracks building, 
with another four patrolling the village in two pairs, 


THE AMBUSH (CL 6) 

Somewhere between the village and the clearing, the heroes trigger the 
Unexpected Company encounter (see page 182). This encounter is the focus 
of the mini-adventure, but it won't be the end of the scenario—unless the 
heroes meet their own end in the process. 


=~ 


THE CLEARING 

After scouting the village, noting the presence of enemy troops, and defeating 
or avoiding the ambushers, the heroes should continue to the clearing. As 
their commander officer said, it is about 10 kilometers east of Liethae. The 
clearing shows obvious clues that a starship has landed recently: The ground- 
level flora has been crushed by landing struts, and signs of passage, including 
tracks from booted feet, are scattered all about. A DC 10 Perception check 
allows heroes to find garbage that indicates recent activity: empty food and 
drink packaging, a cold campfire, and a Dilnlexan cigar butt or two. 

In addition, any hero who makes a DC 15 Survival check notices that some 
of the tracks in the area appear to have been made not by Human feet but by 
a droid or small walker. The tracks lead off into the woods, heading north. 

These tracks were made by an Arakyd AZ-Series battle droid, a nasty 
antipersonnel droid that was left behind to keep its optical scanners on 
the clearing. This particular droid, as well as a number of others, have been 
hunting down patrols over the last month or two. If destroyed, the droid’s 
memory banks can be extracted (requiring a DC 20 Mechanics check) and 
analyzed to confirm this activity. 


ARAKYD AZ-SERIES 
BATTLE DROID 


If the heroes follow the unusual tracks or enter the northern woods area on 
their own, the droid (hidden to the north, out of sight) begins to formulate 
its advance and method of attack. Its orders are to wipe out any intruders, 
and the heroes qualify as targets. 

The AZ is an older battle droid. Over time, AZs have been known to develop 
a penchant for cat-and-mouse tactics, which is often interpreted by organics 
as a sadistic streak. This tendency leads to a theoretical lapse in tactical sense, 
especially when the droid is presented with only one or two targets. For this 
reason, AZs are typically memory-wiped every two or three months. 


A large, four-legged droid emerges from the trees in eerie silence. Its legs 
are mounted on a cylindrical base that is topped by a single sensor hub. A 
wicked-looking claw extends from the left side of the hub, and a large blaster 
cannon is mounted to another appendage that protrudes from the right. The 
hub rotates from left to right, taking in the scene, before the droid advances 
with cold precision toward its chosen target. 


Arakyd AZ-Series Battle Droid cL6 

Large droid (4th-degree) soldier 6 

Init +10; Senses darkvision, low light vision; Perception +12 

Languages Basic (understand only), Binary 

Defenses Ref 21 (flat-footed 19), Fort 23, Will 18 

hp 77; Threshold 33 

Immune droid traits 

Speed 8 squares (walking) 

Melee claw +11 (1d6+8) 

Ranged blaster cannon +9 (3d12+5) or 

Ranged blaster cannon +9/+9 (3d12+5/3d12+5) with Double Attack 

Fighting Space 2x2; Reach 1 square 

Base Atk +6; Grp +16 

Atk Options Charging Fire, Double Attack (heavy weapons), 

Running Attack 

Abilities Str 20, Dex 14, Con —, Int 12, Wis 14, Cha 6 

Talents Armored Defense, Improved Armored Defense, Weapon 
Specialization (blaster cannon) 

Feats Armor Proficiency (light, medium), Charging Fire, Double Attack 
(heavy weapons), Running Attack, Weapon Focus (blaster cannon), 
Weapon Proficiency (advanced melee weapons, heavy weapons, pistols, 
rifles, simple weapons) 

Skills Initiative +10, Jump +13, Knowledge (tactics) +9, Perception +12 

‘Systems heuristic processor, durasteel plating, claw appendage, tool 
appendage, walking locomotion with 2 extra legs, darkvision, hardened 
system x2, improved sensor package, internal comlink, locked access, 
secondary battery 

Possessions blaster cannon 

Availability Military; Cost 15,630 credits (5,210 used) 


ARAKYD AZ-SERIES 

BATTLE DROID Tactics 

If the droid is outnumbered by more than four to one, it takes advantage of 
concealment as much as possible and begin to snipe at visible heroes with its 
blaster cannon. If it can whittle the party down to one or two characters, the 
droid retreats slightly and attempts to attack from a different angle. 


RETURN TO BASE 

After their encounter with the AZ-Series battle droid, surviving heroes should 
return to their base with the information they've gathered on the village, 
the enemy troops, and the clearing. If they went above and beyond the call 
of duty to complete their mission, they receive the appropriate recognition. 
However, if the heroes engaged in unnecessary combat at the village, they 
are chastised (although not actively punished) by their superior officers. 
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ENCOUNTER: 
UNEXPECTED 
COMPANY 


Challenge Level 6 
‘SETUP: This encounter serves as the main challenge of “That Which Does Not 
Kill Me. . .," the mini-adventure introduced on the previous two pages. 

This encounter takes place in a heavily wooded area. The ambushers are 
positioned on the map as indicated, but they should not be revealed until 
the heroes notice them. The heroes start the encounter on the left edge of 
the map, moving toward the right edge. When a hero moves into a loca 
tion that has line of sight to an ambusher, allow that hero to make a DC 26 
Perception check to notice the enemy lying in wait. (The DC already takes 
into account the fact that the ambushers benefit from concealment.) The 
ambushers automatically see the heroes unless the party takes pains to 
move surreptitiously. 

If at least two heroes move within visual range of the ambushers, the 
ambushers open fire during the surprise round (if there is one). Ambushers 
who do not have line of sight when the ambush is sprung hold their fire until 
they have a target. 

Areas marked with heavy foliage are considered to be difficult terrain. 


READ-ALOUD TExT 
If the heroes fail to notice the enemy prior to the ambush, read the follow- 
ing text aloud: 


As you move through the undergrowth, the sounds of nature are suddenly 
replaced by the cacophony of blaster fire from the trees up ahead. It's an 
ambush! 


On the other hand, if the heroes notice one or more ambushers first, read 
the following text aloud: 


The noises of the forest suddenly recede, replaced by an eerie, unnatural 
silence. The hair at the back of your neck stands on end, and the only sound 
you hear is that of your own heartbeat. As you focus your eyes on the dark 
trees and bushes ahead, you suddenly notice the partially concealed form of 
@ humanoid figure, rifle raised and ready to fire. 


AMBUSHER (6) 

The ambushers are trained veterans who have been sent out to perform a 
job—kill the enemy—and they do their best to complete the mission. How- 
ever, they are not supersoldiers or heartless fanatics. Read the following 
description aloud: 


This Human soldier is dressed in well-worn combat armor, covered with a 
ouflage poncho. His face is painted to complement his uniform, and he 

his blaster rifle like a trained professional. He seems at most 20 years ol 
his eyes show that he’s seen more than his share of death and dest 


Ambusher cL2 

Medium Human nonheroic 6 

Init +4; Senses Perception +8 

Languages Basic 

Defenses Ref 13 (flat-footed 12), Fort 11, Will 10 

hp 21; Threshold 11 

Speed 6 squares 

Melee unarmed +4 (144) 

Ranged blaster rifle +5 (3d8) or 

Ranged frag grenade +5 (4d6, 2-square burst) 

Base Atk +4; Grp +4 

Atk Options autofire (blaster rifle), Point Blank Shot, Precise Shot 

Abilities Str 10, Dex 13, Con 12, Int 10, Wis 11, Cha 8 

Feats Armor Proficiency (light), Point Blank Shot, Precise Shot, Skill 
Training (Stealth), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Perception +8, Stealth +14, Survival +8 

Possessions blast helmet and vest (+2 armor) with integrated comlink, 
camouflage poncho, blaster pistol, blaster rifle, frag grenade, utility 
belt with medpac 


AMBUSHER TACTICS 

The ambushers attempt to kill the heroes in the most efficient manner pos- 
sible. If their line is encountered at either end, the opposite flank swings 
around to catch the heroes in a crossfire. If the ambushers push the heroes 
back, they pursue the characters for a short distance before regrouping and 
returning to their base. On the other hand, if more than half the ambushers 
are killed, or if their officer is killed, the remaining members retreat into the 
surrounding woods. 


AMBUSHER OFFICER 

Like his troops, the ambusher officer is a trained soldier who has survived 
many engagements. He is older than the other ambushers and carries an air 
of command. Read the following description aloud: 


Judging by his insignia, this Human is in a position of authority over the other 
soldiers. His demeanor is one of control and confidence, and he carries his 
carbine with practiced ease. 


Ambusher Officer 

Medium Human nonheroic 4/noble 3/officer 1 

Force 2 

Init +8; Senses Perception +10 

Languages Basic, Bocce 

Defenses Ref 16 (flat-footed 16), Fort 15, Will 20 

hp 33; Threshold 14 

Speed 6 squares 

Melee unarmed +6 (1d4+2) 

Ranged blaster carbine +5 (3d8+2) 

Base Atk +6; Grp +6 

Atk Options autofire, Point Blank Shot 

Special Actions Born Leader, Coordinate, Trust 

Abilities Str 10, Dex 8, Con 10, Int 13, Wis 12, Cha 14 

Talents Born Leader, Coordinate, Trust 

Feats Improved Damage Threshold, Point Blank Shot, Precise 
Shot, Skill Focus (Persuasion), Skill Training (Perception), Skil 
Training (Stealth), Toughness, Weapon Proficiency (rifles, 
simple weapons) 

Skills Initiative +8, Knowledge (tactics) +10, Perception +10, 
Persuasion +16, Stealth +13 

Possessions comlink (encrypted), blaster carbine, camouflage 
poncho, uniform, datapad with geographic data 


AMBUSHER OFFICER 
Tactics 

The ambusher officer uses his Born Leader, Coordinate, and Trust 
talents to get the most out of his troops. If his troops gain the 
advantage or pin down the heroes, the officer uses his comlink to 
call in an artillery strike on their location (see page 101 for rules 
on artillery strikes). 


CONCLUSION 

If the heroes neutralize the ambushers, they can advance and search the area 
Other than the officer's datapad, the heroes find little useful equipment. The 
datapad contains encrypted information and can be accessed with a passcode 
or hacked as normal. Of interest is a map of the area that shows the current 
locations of several enemy units, including the mortar team that might have 
been used to bombard the heroes’ position. The datapad is not a breathtaking 
prize for the heroes, but it is worth bringing back to their base. 

Ambushers who are captured remain silent, but only within reason. They 
are experienced troops, but they are not elite soldiers trained to withstand 
extreme interrogation. 

If the heroes are captured, they are stripped of weapons and equipment 
and taken farther behind enemy lines for questioning, 
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MINI-ADVENTURE 
#5: NO MAN 
LEFT BEHIND 


“No Man Left Behind” is a mini-adventure designed for 8th-level heroes. In 
this scenario, the characters must make their way to a Rebel base thought 
destroyed by Imperial forces to find an intelligence officer who survived the 
bombardment. An Imperial unit is also approaching the site, and heroes must 
race to find the survivor first. 


ADVENTURE 
BACKGROUND 


During the Galactic Civil War, Darth Vader ordered a massive hunt to locate 
Moff Kalast, an Imperial traitor who supplied the Rebellion with vital codes 
that showed the design of the original Death Star. Eventually, intelligence 
revealed that Kalast might be in hiding on Jabiim, a muddy, rain-soaked planet 
in the Outer Rim where the Rebellion had established bases. 

The Empire sent a considerable force to Jabiim, but the troops were met 
by a formidable Rebellion fleet and army on the ground. A protracted battle 
took place, resulting in the destruction of many homesteads and settlements 
of the native Jabiimites. The Rebels fought fiercely to protect their bases, 
but Imperial forces overran most of them. 


ADVENTURE OUTLINE 

The heroes are part of the Rebellion army on the planet Jabiim. With the 
destruction of several bases and encampments, Rebel command has ordered 
the withdrawal of forces to consolidate in a newly formed headquarters. 
Imperial bombardment and the crush of ground troops completely overran 
many Rebel bases, and all personnel stationed at such sites were thought lost. 
However, an intelligence officer has sent an encrypted transmission reporting 
that he managed to survive and is holed up inside one of the former bases. 
He is wounded and unable to escape, especially now that Imperial troops 
have begun to sweep the area for survivors. 

Rebel command will make every effort to prevent the capture or death of 
the stranded officer. The heroes, being close to the area, are ordered to make 
their way to the base, find the intelligence officer, and meet up with Rebel 
sympathizers who will take him to a safe location. Rebel command warns 
the heroes that a large contingent of Imperial troops is making its way into 
the area. If the characters move quickly, they can probably get into the base 
without any major conflicts, but getting out could be difficult. 


Rain falls constantly on Jabiim. The atmosphere makes electronic com- 
munication spotty and prevents repulsorlift technology from functioning 
without extensive alteration. Although starfighters and the like can fly in 
the atmosphere using their ion engines, speeders and similar vehicles do not 
work without significant alteration. Thus, both the Empire and the Rebellion 
rely on walkers and wheeled vehicles for ground transportation. 


REACHING THE BASE 
(CL 6) 


The heroes are only a few kilometers away from the abandoned Rebel base 
and can make it there on foot with relative ease. Command's intelligence was 
correct: The area is mostly devoid of an Imperial presence—for the moment, 
at least. But a few scattered patrols have begun to approach the base. 

Have the heroes make three separate DC 20 Stealth checks as they travel 
to the Rebel base. If all three checks succeed, the characters elude Imperial 
patrols and reach the base without incident. However, if they fail at least one 
Stealth check, they are spotted by a patrol of four stormtroopers and two 
heavy stormtroopers, who attack immediately. This encounter takes place on 
a map of the Gamemaster's devising but should include one area of cover; 
the rest has been blasted away during previous air strikes or is simply the 
muddy terrain of the planet. 

Because Jabiim's atmosphere is particularly full of electromagnetic inter- 
ference, the Imperial patrols (if encountered) cannot report the presence of 
the characters to their commanders, 


READ-ALOUD TExT 

Eventually, the heroes spot their objective—a ferrocrete bunker atop a low, 
muddy hill, The intelligence officer is inside, almost unconscious from pain 
and the meds that he used to treat his wounds. Read aloud the following 
text: 


At last, you come upon the Rebel base. The building, crafted from ferrocret 
that shows the ravages of recent bombardments, sits atop a low, muddy hill 
Switchbacks carved into the side of the hill lead to the bunker. This cramy 
trenchlike path is carved partly into the side of the hill; it provides cover bu' 
is difficult terrain. A low pall of smoke rises from the bunker, and on the roo! 
of the structure is some sort of antiaircraft emplacement, its barrels pointing 
toward the sky. 


UP THE Hitt (CL 3) 

The heroes must make their way up the side of the hill to get to the bunker. 
Unknown to the characters, when the Rebels abandoned the base, they left 
three Vigilant 2X-Series Picket Droids (see page 55) at key points in the 
trenches. The retreating Rebels gave the droids one final order: Blast any 
anything that tries to ascend the hill. The droids expended their grenade 
jauncher ammunition long ago and attack the heroes using only their heavy 
repeating blasters. Players might realize that simply avoiding the droids can 
work to their advantage, since the droids will still be in position when the 
Imperials approach 


THE INTELLIGENCE OFFICER 

If the heroes defeat or avoid the droids on the hill and reach the bunker, they 
find the blast door shut and locked. However, the door has been damaged 
by repeated attacks, making it easier to open. The heroes can bypass the 
door's lock with a DC 20 Use Computer check or blow the lock open (30 hit 
points; DR 10). 

Once inside, they discover that the base is in utter disarray. The repeated 
bombings knocked everything over, and the Rebels seem to have taken or 
destroyed all vital equipment and documents when they left. However, the 
bunker appears to have power, including a working sensor array. Allow the 
heroes to make a DC 10 Perception check. If they succeed, they notice a ladder 
‘on one side of the room that leads up to the roof and the antiaircraft gun. 

If the heroes search the bunker, a DC 15 Perception check reveals a light 
repeating blaster with a full charge, three frag grenades, and two medpacs 
in the debris. 

The intelligence officer lies beside the communication terminal. He's 
been seriously wounded and is barely conscious. Upon seeing the heroes, he 
smiles, groans, and says, “It's about time. Get me out of this place. We don't 
have long," before slipping into unconsciousness. 

The heroes should administer aid to the officer if they wish to get him 
out of the bunker alive. If the characters manage to revive him, he'll fight 
alongside them to the best of his abilities. 
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ENCOUNTER: 
THE EXTRACTION 


Challenge Level 7 
‘SETUP: This encounter serves as the climax of "No Man Left Behind,” the 
mini-adventure introduced on the previous two pages. 

Now that the heroes have discovered the intelligence officer and treated 
to his wounds, they must get him out of the bunker, down the switchbacks, 
and across a turgid river to the north so they can meet with their sympathizer 
contacts. By this time, however, an Imperial patrol has arrived to check the 
base for survivors, along with a TIE fighter that sweeps the area on a recon- 
naissance mission. If the heroes expect to leave the bunker alive, they must 
first destroy the fighter. 


READ-ALOUD TEXT 

Just as the heroes are getting ready to exit, the bunker's sensors detect the 
arrival of the TIE fighter and the ground troops. Read aloud the following 
text: 


As you prepare to leave, one of the sensor panels bleeps in warning of an 
approaching enemy. Even through the thick walls of the bunker, you hear the 
low, haunting scream of an ion engine as it makes a low pass over the hill. The 
sensor panel suddenly springs to life, giving data that indicates the presence 
ofa TIE fighter making loops around your location. "Enemy detected,” says the 
computer's impassive voice. “Charging antiaircraft emplacement. Personnel 
required on roof to operate.” 

Immediately after, the sensors ping once more, showing the presence of 
several ground troops at the base of the hill. The Imperials have arrived in 
full force. 


If any heroes go to the roof, have them make Stealth checks to avoid being 
spotted by the TIE fighter. Once inside the gun emplacement, the heroes 
can attack the fighter while the Imperial ground forces make their way up 
the hill's switchbacks toward the base. The ground forces consist of seven 
stormtroopers and four heavy stormtroopers. 


IMPERIAL TACTICS 

The Imperial troops run into the same problems that the heroes faced when 
they climbed the switchbacks. The terrain is difficult, muddy, and hampered 
by limited visibility. The heavy stormtroopers take the lead, laying down 
suppressing fire and throwing grenades around corners to clear the way. 
The heroes, farther up the hill, have the advantage of height and cover from 
their angle (although if they leave the base to attack the approaching troops, 
they might be targeted by the TIE fighter). 

Once a hero starts shooting with the antiaircraft gun, the TIE fighter 
focuses its attentions on the weapon. If the antiaircraft emplacement is 
destroyed or abandoned, the fighter begins strafing any heroes out in the 
open. 

If the heroes left any of the Vigilant 2X Picket Droids intact, the droids 
rain fire down on the Imperials trying to climb the hill. 


CONCLUSION 


If the heroes eliminate or avoid all Imperial troops, they can make their way 
to the river on the north edge of the map. They must make Swim checks 
to get across the water. Once the heroes are on the far bank, the Jabiimite 
sympathizers reveal themselves from the cover of the scrubby bushes and 
trees and ask, “Who goes there?” After the heroes prove that they are Rebels, 
the Jabiimites remove a camouflage tarp from a ground vehicle and drive 
everyone to a nearby village. There, the sympathizers tend to the group's 
injuries while a shuttle is en route to pick them up. 

If the heroes fail to keep the intelligence officer alive but still make it to 
the rendezvous, the nervous Jabiimites suspect a ruse. A DC 20 Persuasion 
check convinces the wavering sympathizers to take the heroes back to the 
village. If the check fails, the Jabiimites abandon the vehicle, inform the 
heroes that they are on their own, and melt back into the landscape. 

The heroes should be awarded experience for a CL 8 challenge for suc- 
cessfully completing this encounter. 


FEATURES OF THE AREA 
The Rebel bunker and switchbacks have the following features. 

Mlumination: The constant rain and smoke limits visibility. Beyond 6 
squares, all characters and vehicles have concealment (for details, see 
page 156 of the Saga Edition core rulebook). 

Mud Patches: Some areas of the map are filled with thick mud 
that sucks at boots and slows movement. These areas are considered 
difficult terrain. 

Impassible Terrain: The sides of the hill are so steep, slick, and 
covered with razor wire and debris that they are effectively impassible 
to ground troops or vehicles. The switchbacks are the only way up the 
hill, 

Cover: The original purpose of the switchbacks was to provide cover 
for troops defending the bunker. Characters in a particular section of the 
switchback have cover against targets not in that section. 

Command Bunker: The bunker (500 hit points; DR 10) is built from 


0 


thick ferrocrete. The sensor system inside is still operational and can t 
pinpoint the location of any target within 2 kilometers with a DC 15 \% 
Use Computer check. \a 
River: Located on the north side of the map, the river is 5 feet deep \2 
at the edges and 10 feet deep in the middle. Treat the river as calm water Bunker $ 
for the purposes of Swim checks. 2. Blast Door 
Antiaircraft Emplacement: On the roof of the base is a quad-laser 3. Command Room 
antiaircraft emplacement. It is covered in thick armor, giving the gunner Anti-Aircratt Gun 
inside an effective Reflex Defense 22 and DR 10. The targeting computer 5. Trenches 1 square = 1.5 Meters = 
remains operational, giving the gunner a +2 bonus to attack rolls against 5 
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flying targets. The gun cannot tilt low enough to shoot targets on the 
hill or on the ground. 

Electromagnetic Interference: The atmosphere of the planet inter- 
feres with electronic devices. To use a comlink, a hero must make a DC 
20 Use Computer check. Repulsorlift vehicles and droids that have not 
been adapted to the environment cannot move. 
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MINI-ADVENTURE 
#6: CHOKE 
POINT 


"Choke Point" is a mini-adventure designed for 8th-level heroes. The char- 
acters are ordered to invade and secure a heavily defended bunker complex 
and take any military and medical supplies that can be put to use. 


ADVENTURE OUTLINE 

This mini-adventure is fairly self-contained and requires little exposition. 
Enemy forces have dug in along an established line, and the heroes' advance 
has begun. Scouts have reported the positions of several enemy choke points, 
the weakest of which is a bunker complex with two blaster emplacements. 
The entrance(s) to the bunkers have yet to be found, but the guns have been 
far from silent. The heroes must proceed to the forward scouts’ position, 
gain access to the bunker complex, and clear it out 


MISSION BRIEFING 
The commanding officer in charge of the heroes calls them in for a quick 
mission overview. Read the following briefing aloud 


“The offensive is commencing as planned. A number of choke points along 
our path of advance have been discovered by forward scouts. One of these is 
small complex of bunkers, located here. While I'd just as soon sow the area 
with artillery, Command would like us to search the complex for valuable sup- 
plies and intelligence. This means | need to send a team in to mop the place 
up. That team is you. 

“Proceed to grid coordinate 2 G Delta and meet up with recon team 05. 
They've been on the scene for a number of hours now, and I'm sure they're tired 
of waiting. They'll tell you what you need to know. Now get moving.” 


The heroes should waste no time in arriving at their destination by whatever 
means are available. 


RECON TEAM OS 

The recon team consists of a Human sniper, Lev Palik, and his spotter, Wren 
Cristol; for both, use the Elite Rebel Trooper statistics on page 281 of the Saga 
Edition core rulebook. Their orders are to hold their position and observe, 
and that's precisely what they intend to continue doing. If the heroes ask 
for support, the scouts offer to snipe available targets from a distance, but 
not much else. 

Lev and Wren can tell the heroes about the location of a possible entrance 
to the bunker complex. A patch of underbrush cleverly conceals a narrow 
opening, which they presume gives access to the bunkers. Unfortunately, 
approaching the entrance will expose the heroes to the light repeating blaster 
fire coming from the bunkers' weapon emplacements. 


DOWN AND IN (CL 8) 
With little else to do but go forward, the heroes must access the bunker and 
clear it of all hostiles. Run the encounter “On Hands and Knees" (page 189), 


CONCLUSION 

If the characters clear out the bunker complex and capture supplies or 
prisoners, their commander officer lauds them as true heroes. Returning to 
base, especially with one or more prisoners in tow, might be an adventure 
in itself. 


RAIDING THE BUNK! 


ENCOUNTER: 
ON HANDS AND 
KNEES 


Challenge Level 8 

‘SETUP: This encounter serves as the climax of “Choke Point,” the mini- 
adventure introduced on the previous two pages. 

The map includes two main locations: the exterior area of the bunker, 
which includes the emplacements and the two concealed entrances, and 
the interior tunnels, including any portion of the bunker complex that is 
below ground. 

Enemy soldiers occupy positions as detailed on the map, but keep this 
information secret until the heroes encounter them. The enemy field medic 
is in the bunker complex's infirmary, along with five wounded soldiers who 
are unconscious and either seriously or critically hurt, presenting little, if 
any, risk to the heroes. 

The bunker emplacements are constructed to appear as natural deviations 
ina hilly rise and are concealed with local vegetation. A DC 20 Perception 
check is required to notice the emplacements, although they become obvious 
immediately if the emplacement gunners open fire. The bunker entrances 
are concealed even more thoroughly; locating an entrance requires a DC 25 
Perception check. 


READ-ALOUD TExT 
Ifa hero manages to notice an emplacement before the gunner within notices 
him or her, read the following text aloud: 


As you advance through the underbrush, you suddenly notice a line of dark- 
ness in the hillside ahead. Halting, you examine the uncanny gloom further. 
You can just make out the barrel of a blaster protruding from the shadows, 
panning back and forth in search of targets. 


When the heroes enter the area that is defined on the map as the armory, 
read the following text aloud: 


The room is stacked with boxes and crates, each bearing military markings that 
identify the contents as ordnance. These supplies include a crate of grenades, 
a half-dozen carefully stacked blaster rifles, various other types of blasters, 
and worn blast helmets and vests hanging from the walls. This looks to be an 
armory or storage area. 


When the heroes enter the area that is defined on the map as the barracks, 
read the following text aloud: 


This large, dismal room contains orderly rows of cots and accompanying 
footlockers. Two fusion lanterns dangle from the ceiling, dimly illuminating 
the area. The smell of close-quarters living is strong. 


When the heroes enter the area that is defined on the map as the living area, 
read the following text aloud: 


This medium-sized room contains three ramshackle tables. A deck of cards 
has been spread across one of the tables. The other two show signs of recent 
activity—alloy plates laden with partially eaten rations and cups filled with 
steaming liquid sit unfinished where their owners left them. 


When the heroes enter the area that is defined on the map as the infirmary, 
read the following text aloud: 


Six cots line the northern wall of this room, five of them occupied by uncon- 
scious humanoid figures who take ragged, pained breaths. At the southern 
end of the room is a bloodstained table surrounded by medical equipment, 
over which a fusion lantern provides the only illumination. A deactivated 2-1B 
medical droid stands near the table. 

Standing over one of the unconscious figures is a stooped Human soldier 
with bloodstains on his uniform and medical insignia on his epaulets. Although 
he is a healer, he stands ready to defend the wounded patients in his care. 


ARMY SOLDIERS (8) 

The army soldiers in the bunker complex are tasked with maintaining its 
security and repelling troops that attempt to advance through the area, The 
well-trained, well-equipped soldiers are willing to sacrifice themselves to 
fulfill their objectives. They have been stationed in the complex for some 
time without relief, and the lack of support has started to wear on them. 
Read the following description aloud: 


The soldier is dressed in a dirty uniform and wields a well-maintained blaster 
carbine. Although he appears exhausted, he seems ready to fight and kill to 
defend himself and his fellows. 
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Army Soldier cL3 
Medium Human nonheroic 3/soldier 2 

Init +8; Senses Perception +8 

Languages Basic 

Defenses Ref 14 (flat-footed 13), Fort 16, Will 13 

hp 28; Threshold 16 


Speed 6 squares 

Melee gun club +6 (1d6+3) or 

Melee knife +6 (1d4+3) 

Ranged blaster pistol +6 (346+1) or 

Ranged blaster carbine +5 (3d8+1) or 

Ranged light repeating blaster +3 (3d8+1) or 

Ranged frag grenade +5 (4d6+1, 2-square burst) 

Base Atk +4; Grp +6 

Atk Options autofire (blaster carbine or light repeating blaster), 
Gun Club, Point Blank Shot, Rapid Shot (pistols) 

Abilities Str 14, Dex 13, Con 15, Int 10, Wis 12, Cha 8 

Talents Gun Club 

Feats Armor Proficiency (light), Point Blank Shot, Rapid Shot (pistol), 
Skill Training (Initiative), Weapon Focus (pistols), Weapon Proficiency 
(pistols, rifles, simple weapons) 

Skills Initiative +8, Perception +8, Survival +8 

Possessions knife, blaster pistol, blaster carbine, light repeating blaster, 
frag grenade 


Army Soldier Tactics 
The army soldiers defending the bunker complex use their knowledge of its 
layout to their advantage. If such an action seems prudent, they will try to 
collapse the bunker's ceiling to impede or injure trespassers. They will not 
destroy access to their exits unless extremely hard pressed. 

Because of the restricted environment, the soldiers use blaster pistols, 
pistol butts, and knives while navigating the tunnels. In the larger rooms, they 
gladly use their carbines or light repeating blasters against invaders, 


FieLD MepDic 

The field medic assigned to the bunker complex is less skilled in combat than 
the soldiers, but he is dedicated to maintaining the safety of the wounded 
in his care. The medic has seen the number of soldiers in his unit dwindle 
slowly over the past several months, which has soured his attitude toward 
his superior officers, He has not become disloyal, but he is less likely to put 
his life on the line if the wounded soldiers in the infirmary are not directly 
threatened. 


Field Medic cL2 

Medium Human nonheroic 6 

Init +4; Senses Perception +5 

Languages Basic, Bocce, Huttese 

Defenses Ref 11 (flat-footed 10), Fort 10, Will 12 

hp 15; Threshold 10 

Speed 6 squares 

Melee laser scalpel +5 (143-1) 

Ranged blaster pistol +5 (346) 

Base Atk +4; Grp +5 

Atk Options Point Blank Shot, Weapon Finesse 

Abilities Str 8, Dex 12, Con 10, Int 14, Wis 15, Cha 13 

Feats Point Blank Shot, Skill Focus (Knowledge [life sciences], Treat 
Injury), Surgical Expertise, Weapon Finesse, Weapon Proficiency 
(pistols, simple weapons) 

Skills Endurance +8, Knowledge (life sciences) +15, Perception +5, 
Treat Injury +15, Use Computer +10 

Possessions laser scalpel, blaster pistol, datapad, fusion lantern, 
medical kit, 4 medpacs, surgery kit 


Field Medic Tactics 

The field medic is trained to fight but does so only if the lives of his patients 
are threatened. If that occurs, he uses his blaster pistol to shoot enemies as 
the opportunity presents itself. 


CONCLUSION 

The bunker complex contains a number of weapons and medical supplies (see 
the Features of the Area sidebar), but unless the heroes interrogate surviv- 
ing enemies, they gain little intelligence about the complex. If the heroes 
neutralize the blasters or power generators of the weapon emplacements, 
their forces will be able to move through the area safely. 


FEATURES OF THE AREA 
The bunker complex has the following features. 


Mlumination: The interior of the bunker complex is not illuminated 
unless otherwise noted. Heroes without darkvision must supply some 
form of light to see. 

Emplacements: Aside from the tunnels in the bunker complex, the 
only ingress to the armored emplacements are the firing apertures, 
which are 1 meter wide by 20 centimeters high. Gunners manning these 
weapon emplacements are considered to have improved cover and 
receive a +10 bonus to their Reflex Defense. The outward-facing walls 
of the emplacements have 50 hit points and DR 10. 

Tunnels: The tunnels that link the rooms in the complex are 1 meter 
wide and just over 1 meter in height. Medium creatures entering these 
cramped conditions must crouch and can move at only half speed. Large 
creatures probably cannot enter the tunnels (at the Gamemaster's discre- 
tion). A creature in a tunnel cannot move through a square occupied by 
another creature unless both take move actions to facilitate a switch. 

Rooms: The interior rooms of the bunker complex, including the 
interiors of the bunker emplacements, are just over 2 meters in height, 
roomy enough for most creatures to navigate in a standing position. 

Walls and Ceilings: Although sturdy, the walls of the bunker complex 
will not stand up to continuous blaster hits or explosive bursts. Dealing 
a combined total of 25 points of damage to a ceiling section causes it to 
collapse, along with the ceiling sections in adjacent squares. Creatures 
caught under a collapsing ceiling take 2d6 points of damage from the 
falling debris and eventually suffocate unless they can free themselves or 
are freed by their allies. To free himself or herself, a character must make 
a DC 20 Strength check; success allows the character to move 1 square 
in any direction (but not into a wall or other solid obstruction). If this 
movement takes the character out of the debris, he or she is freed. 

Explosives: If an explosive detonates in a tunnel or a room of the 
complex, its effects (including damage and burst radius) are increased 
1.5 times. The ceiling sections within the burst radius of an explosion 
collapse, as do those in adjacent squares. 

Floors: The floors are made of packed dirt and, in the larger rooms, 
warped wooden planks and scraps of alloy siding. 
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EQUIPMENT AND SUPPLIES 
The following areas of the complex contain the equipment and sup- 
plies noted. 

Armory: The armory contains a number of weapons and other military 
supplies, including 6 blaster rifles, 3 blaster carbines, 4 blaster pistols, 
29 power packs, 12 fragmentation grenades, 1 light repeating blaster, 
and 4 blast helmets with vests. 

Barracks: The barracks have enough cots and footlockers to house 
12 soldiers, but only eight are currently assigned to the complex. The 
footlockers contain the soldiers’ family photos, personal datapads, and 
other sundries. 

Emplacements: Each of the two weapon emplacements is equipped 
with a light repeating blaster and a power generator. 

Infirmary: Although the infirmary is not the equivalent of a pro- 
fessional clinic or a medical bay, it is stocked with medical supplies, 
including 13 medpacs, 2 medical kits, 1 surgery kit, and a 2-1B medicai 
droid, 

Living Area: The living area is probably the least militarized section 
of the complex. Three tables are crammed within its tight confines. 
The northern wall features a small cooking area that includes ration 
canisters and a hot plate. 
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MINI-ADVENTURE 
#7: PIRACY IN 
DEEP SPACE 


"Piracy in Deep Space” is a mini-adventure designed for 10th-level heroes. 
In this scenario, the characters must assault and recapture an Action VI 
transport that has been commandeered by pirates of the Black Sun criminal 
syndicate, The ship contains vital medical supplies that must be delivered 
toa planet in need. 


ADVENTURE 
BACKGROUND 


During the years of the Old Republic, soldiers spent a tremendous amount 
of time fighting pirate armies and criminal organizations whose size rivaled 
that of many legitimate governments. In the Outer Rim, where the Republic 
had less influence, pirates proved a constant threat, hijacking starships and 
stealing vital supplies bound for planets in need, Although the Republic did 
its best to prevent such attacks, their limited resources meant that as many 
as one in twenty ships fell victim to pirates. 

In one such case, the Azure Queen, an aging Action VI transport loaded 
with bacta and medical supplies worth at least 500,000 credits, was bound 
for the planet Rutan. After receiving a deceptive distress call from what it 
thought was a Republic ambassador, the ship diverted from its course and 
succumbed to attacks by Black Sun pirates on the edge of an asteroid field. 
The captain of the Azure Queen managed to send out a call for help before 
the pirates jammed the ship's hyperwave transmitter. During the attack, the 
pirates’ freighter landed a critical hit that took the Azure Queen's hyper- 
drive offline, leaving the ship stranded dangerously close to the asteroid 
field. The pirates sent a boarding party to seize the transport and repair 
the hyperdrive. 


ADVENTURE OUTLINE 

The heroes are the only Republic troops within range of the Azure Queen. 
They are currently in command of a Koensayr ILH-KK Citadel-class cruiser, 
which has superior firepower to the pirates’ YU-410 light freighter, the Cut- 
ting Strike (see page 65). Upon arriving at the coordinates of the distress 
call, the heroes must fight off the pirates’ ship, then dock with the drifting 
Azure Queen. After capturing the ship's docking bay, the heroes must make 
their way to the bridge to take out the pirates before they complete their 
repairs of the hyperdrive and escape to Black Sun territory (with the heroes 
still on board). 


The Citade/-class cruiser that the heroes are piloting has the capacity to 
carry two starfighters, but the docking bays are currently empty because 
the ships were called away for other duty. 


Koensayr ILH-KK Citadel-class Cruiser* cL7 
Colossal space transport 
Init -4; Senses Perception +5 
Defense Ref 15 (flat-footed 14), Fort 26; +14 armor 
hp 120; DR 15; SR 30; Threshold 76 
Speed fly 12 squares (max. velocity 830 km/h), fly 3 squares 
(starship scale) 
Ranged laser cannons +1 (see below) and 
2 ion cannons +1 (see below) and 
medium concussion missiles +3 (see below) or 
Ranged laser cannons +1 (see below) and 
2 ion cannons +1 (see below) and 
tractor beam +3 (see below) 
Fighting Space 12x12 or 1 square (starship scale); Cover total 
Base Atk +0; Grp +36 
Atk Options autofire (laser cannons) 
Abilities Str 42, Dex 12, Con —, Int 12 
Skills Initiative -4, Mechanics +5, Perception +5, Pilot -4, 
Use Computer +5 
Crew 3 (normal); Passengers 14 
Cargo 50 tons; Consumables 6 months; Carried Craft 2 starfighters 
(currently none) 
Payload 12 medium concussion missiles 
Hyperdrive x2, navicomputer 
Availability Licensed; Cost 205,000 (120,000 used) 


Laser cannons (gunner) 
Atk +1 (-4 autofire), Dmg 5d10x2 
lon cannons (gunner) 
Atk +1, Dmg 5d10x2 ion 
Medium concussion missiles (pilot) 
Atk +3, Dmg 8410x2, 4-square splash 
Tractor beam (pilot) 
‘Atk +1 (grapple +36) 


* These statistics represent a baseline Citadel-class cruiser with a normal 
crew from Starships of the Galaxy. Adjust statistics according to the 
heroes’ abilities. 
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LOCATING THE AZURE 
QUEEN 


The last transmission that the Azure Queen sent out gave its coordinates. 
However, pinpointing its exact position is difficult because of damage to 
the ship and interference from the Cutting Strike and from the unusually 
high metal ore content of the nearby asteroid field. Once the heroes arrive 
at the given coordinates, they must make a DC 20 Use Computer check to 
detect the stranded transport's signature among the asteroids. Once they 
do, they can speed toward the ship, but as they do so, they are intercepted 
by the pirates. 


AMBUSH (CL 9) 

When the heroes come out of hyperspace, they find themselves dangerously 
close to a dense asteroid field, making the journey to the Azure Queen all the 
more hazardous. For 3 rounds, the heroes must steer through sparse asteroid 
field debris while they try to lock onto the Azure Queen's signal. Each round, 
they must make a DC 15 Pilot check to steer safely; failure means that their 
ship takes 4d6 + 20 points of damage. Eventually, they get a visual on the 
Azure Queen, which seems to be tumbling in space, venting gases and leaving 
a trail of metallic wreckage in its wake. 

Divide the battle map into three equal zones. The first zone is clear space, 
the second zone contains sparse debris from the asteroid field, and the third 
zone contains heavy debris, The stranded transport floats in the sparse debris 
at the edge of the second zone. The Cutting Strike floats alongside it, hidden 
among the heavy debris of the third zone. If the heroes make a DC 25 Use 
Computer check, they detect the presence of the freighter. If the check fails, 
the pirates surprise the heroes. 

The battle takes place in the third zone of the asteroid field. Each round, 
each side (the heroes and the pirates) must make a DC 25 Pilot check or its 
ship takes 6d6 + 30 points of damage. If the heroes can lure the Cutting Strike 
into the second zone (or use the cruisers tractor beams to pull the freighter 
into the second zone), the ships can fight in sparse debris, which requires DC 
15 Pilot checks instead of the DC 25 checks required in the third zone, 

The pirates know that they must destroy the heroes’ ship to buy enough 
time for the crew aboard the Azure Queen to finish repairs and jump into 
hyperspace. The pirate captain is on board the stranded transport; the 
second-in-command aboard the Cutting Strike will not risk his own life or 
his ship to retrieve the pirates on the Azure Queen. If the Cutting Strike is 
reduced to 20 hit points or fewer, it jumps into hyperspace, leaving the other 
pirates to their fate. 


BOARDING THE AZURE QUEEN 
(CL 6) 

After the Cutting Strike is destroyed, disabled, or jumps into hyperspace, the 
heroes can attempt to board the Azure Queen. However, as they approach 
the transport, the pirate captain opens a channel to discuss terms. Read the 
following text aloud: 


As the Azure Queen grows larger in the viewport, your comlink crackles to 
life. The face of a scarred Rodian fills the screen. “Attention, Republic vessel," 
he says. "/ am Malva Greeku, commander of the privateer Cutting Strike. You 
are outside your area of jurisdiction. However, it seems that you've bested my 
ship, and | commend your abilities. Their failure will not go unpunished. But 
| warn you that we have a large boarding party, and the crew of this vessel 
is in our control. Leave us alone, and we will release the crew unharmed ona 
civilized planet. If you insist on making things difficult, we will begin executing 
the crew.” The transmission cuts off. 


Allow the heroes to make a DC 15 Use Computer check; with a success, they 
determine that the transport's hyperdrive is offline. A subsequent DC 25 
Mechanics check reveals that, based on the visible damage, it will probably 
take the pirates 1 hour to complete repairs. 

If the heroes do nothing, after about an hour, the Azure Queen jumps into 
hyperspace and is gone. If the characters decide to take the ship, they find 
boarding a dicey proposition. The transport is spinning laterally and spewing 
dangerous chemicals and other debris. Lining up the ships at the proper angle 
requires a DC 25 Pilot check, in addition to the Pilot check needed to avoid 
the asteroids (which could be sparse or heavy, depending on where the ships 
link up). If the heroes successfully grab the Azure Queen with their tractor 
beam, they can stabilize the transport enough to gain a +5 bonus to Pilot 
checks for the purposes of docking. 

If the heroes line up the ships and get within range, they manage to 
dock with the Azure Queen, connecting at one of the transport's cargo bays. 
Upon boarding the vessel, they find the cargo bay illuminated with eerie red 
emergency lighting and full of crates and gear—but devoid of pirates. 

Run “Retaking the Azure Queen," the climactic encounter on the next 


page. 
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ENCOUNTER: 
RETAKING THE 
AZURE QUEEN 


Challenge Level 11 
‘SETUP: This encounter serves as the climax of “Piracy in Deep Space,” the 
mini-adventure introduced on the previous two pages. 

When the pirates boarded the Azure Queen, they expected little resistance 
and brought only a handful of personnel with them. Now that the heroes 
have boarded, the pirates fear that they will be outnumbered or outgunned, 
so they gather the hostages and make a stand in the bridge. They have cut 
the power in most of the ship and locked doors in hopes of slowing down 
the heroes long enough for their KDY-4 tech droid to finish repairing the 
hyperdrive, allowing them to take the transport to safe territory. 


BLACK SUN PIRATE (3) 

The three Black Sun pirates are extremely loyal to Captain Greeku. They know 
that since their own vessel either was destroyed or left them behind, they 
have no choice but to fight to the death or face life in a penal colony, 


Black Sun Pirate (P) cL6 

Medium Human nonheroic 6/scout 2/scoundrel 2 

Force 2 

Init +5; Senses Perception +5 

Languages Basic 

Defenses Ref 17 (flat-footed 16), Fort 16, Will 14; Dodge 

hp 42; Threshold 16 

Speed 6 squares 

Melee vibro-ax +8 (2d10+3) 

Ranged heavy blaster pistol +7 (3d8+2) or 

Ranged stun grenade +7 (4d6 stun) 

Base Atk +6; Grp +7 

Atk Options Point Blank Shot, Sneak Attack +1d6 

Special Actions Jury-Rigger, Shake It Off 

Abilities Str 13, Dex 13, Con 13, Int 10, Wis 10, Cha 8 

Talents Jury-Rigger, Sneak Attack +1d6 

Feats Armor Proficiency (light), Dodge, Point Blank Shot, Shake It Off, 
Skill Training (Endurance, Pilot), Weapon Focus (advanced melee 
weapons), Weapon Proficiency (advanced melee weapons, pistols, 
rifles, simple weapons) 

Skills Deception +9, Endurance +11, Mechanics +5 (can reroll when jury- 
rigging, must take the result of the reroll), Perception +5, Pilot +11 

Possessions vibro-ax, heavy blaster pistol, 2 stun grenades, utility belt, 
comlink 


CAPTAIN MALVA GREEKU 

Captain Malva Greeku is an operative in the ranks of the Black Sun who was 
given his own ship to conduct raids and piracy on behalf of the organization, 
Choosing his turf near the Hydian Way, he has earned quite a reputation as a 
capable captain, a deadly shot with a pistol, and a slippery combatant. Having 
received information from an inside source, Greeku spent weeks planning the 
hijacking of the Azure Queen in hopes that its bounty would propel him to 
the rank of enforcer, giving him even more clout and wealth. He's gambling 
with his future, and the fact that the Republic has stumbled upon his plan 
makes him even more dangerous and willing to take risks. 


Malva Greeku (G) 

Medium Rodian scoundrel 6/noble 3/gunslinger 1 

Force 6; Dark Side 9 

Init +18; Senses low-light vision; Perception +10 

Languages Basic, Huttese, Rodese 

Defenses Ref 28 (flat-footed 25), Fort 20, Will 22 

hp 56; Threshold 20 

Speed 6 squares 

Melee stun baton +7 (1d6+5) 

Ranged heavy blaster pistol +11 (3d8+5) or 

Ranged heavy blaster pistol +6/+6 (3d8+5) with Double Attack or 

Ranged stun grenade +10 (4d6+5 stun) 

Base Atk +7; Grp +10 

Atk Options Acrobatic Strike, Dastardly Strike, Deceptive Shot, Double 
Attack (pistols), Lucky Shot, Point Blank Shot, Precise Shot 

Special Actions Born Leader, Rally 

Abili Str 10, Dex 16, Con 10, Int 13, Wis 11, Cha 15 

Talents Born Leader, Dastardly Strike, Deceptive Shot, Disruptive, 
Lucky Shot, Rally 

Feats Acrobatic Strike, Armor Proficiency (ight), Double Attack (pistols), 
Point Blank Shot, Precise Shot, Quick Draw, Skill Focus (Acrobatics, 
Deception, Initiative), Weapon Focus (pistols), Weapon Proficiency 
(pistols, simple weapons) 

Skills Acrobatics +18, Deception +17, Initiative +18, Perception +10 (can 
reroll), Pilot +13 

Possessions stun baton, heavy blaster pistol, 2 stun grenades, stun cloak, 
YU-410 light freighter (the Cutting Strike), utility belt, comlink 
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Greeku's Tactics 

Fully aware that the heroes have docked with the Azure Queen, Greeku cuts 
the power to many portions of the ship, hoping that the poor lighting condi- 
tions will slow them down. He moves the transport's captured crew into the 
captain's quarters, which are adjacent to the bridge, and orders one of his 
pirates to stand guard over them. Greeku and the rest of the pirates remain 
on the bridge and prepare to hold off the heroes. 


The pirates have locked all doors in the areas indicated on the map, leav- 
ing only one way into or out of the bridge—the turbolift. When the heroes 
breach the bridge doors, the pirates throw stun grenades and then use their 
heavy blaster pistols. They do not hesitate to get within close range and 
attack with their vibro-axes. 

During the battle, if Greeku is reduced to 10 hit points or fewer, he uses 
his comlink to order the guard to start executing hostages, leaving the Azure 
Queen's captain for last. 


FEATURES OF THE AREA 

The bridge of the Azure Queen has the following features. 
Illumination: With the vessel operating at minimal power, the 

bridge is lit with red emergency lighting, which provides shadowy 

illumination, 


Turbolift: The turbolift leads from the bridge to the bay where the 
heroes left their ship. It contains a camera. 

Cameras: A network of cameras mounted in most corridors and 
turbolifts of the ship can be monitored from the bridge or the captain's 
quarters. The heroes can destroy these cameras (5 hit points; DR 1) to 
deny the pirates knowledge of their activities. 

Doors: All doors (80 hit points; DR 15) in the bridge and adjacent areas 
are locked; each can be bypassed with a DC 20 Use Computer check. 

Hyperdrive Station: The pirates have brought along a KDY-4 tech 
droid (see page 51) to repair the transport's hyperdrive. The droid is 
positioned at the hyperdrive station, coordinating repairs down below. 
If the pirates can hold off the heroes and protect the droid from harm 
for 10 rounds, it completes the repairs. 

Captain's Quarters: The pirates have already killed three members 
of the Azure Queen's crew. The five remaining members, including the 
captain, are bound and being held in the captain's quarters. These 
captured crew members do not participate in the fight in any way. The 
captain's quarters also contains a medpac. 

Crew Quarters: Each crew quarters contains bunks and one 
medpac. 

Lounge: The ship's lounge holds nothing of interest. A camera 
monitors this room. 

Storage: The storage room contains a tool kit, a medpac, and four 
power packs. 

Galley: The galley contains a medpac and 50 kilograms of 
adequate food. 

Refresher: Each refresher contains a medpac. 


CONCLUSION 

If the heroes fail to secure the bridge or destroy the KDY-4 tech droid within 
10 rounds, the droid completes repairs, and the Azure Queen jumps into 
hyperspace, bringing the heroes and their ship along for the ride. The jump 
takes them into orbit around Nar Shaddaa, where three stolen Corellian 
Corvettes await the arrival of the captured transport. If the heroes manage 
to return to their ship and leave the Azure Queen, they can try to fight the 
Corvettes, but they are clearly outmatched. 

If the heroes defeat the pirates before the transport jumps into hyper- 
space, they receive experience for a CL 10 challenge. If the captain of the 
Azure Queen survives the encounter, he rewards the heroes by paying them 
1,000 credits for each crew member (if any) who survived the hijacking. 
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“Operation: First Breach” is a complete adventure that can be used as a 
part of a campaign featuring warfare. This adventure is set during the Clone 
Wars, but with some slight adaptation it can be altered to fit in almost any 
era that features two powerful military forces at war with one another, In 
this adventure, the heroes take on the role of a strike force sent to soften 
the defenses of a world controlled by their enemies, a theme that fits in 
with almost any era. 

This adventure is designed for five 3rd-level characters. Although some of 
the challenges in this adventure may be a bit tougher than 3rd-level heroes 
normally have to face, resourceful characters should be able to handle 
themselves. Additionally, this adventure makes use of many of the concepts 
presented elsewhere in this book, tying them together into an adventure 
that highlights the themes found in the military side of the Star Wars galaxy. 
Because this adventure is Set during the Clone Wars, it makes use of some 
of the statistics and information found in The Clone Wars Campaign Guide. 
Although the necessary statistics are presented here, you may want to read 
through that book to get a better idea of what the individual items are and 
how they interact with the time period surrounding the Clone Wars. 

If you are a player, you should stop reading now so that you do not spoil 
any surprises for yourself. If you are the Gamemaster, be sure to read through 
this adventure thoroughly before running it. Additionally, you may want to 
familiarize yourself with the Vehicle Fire Effects rules from page 67 for one 
of the later encounters. 


OPENING CRAWL 


For Gamemasters who wish to have an opening crawl before their adventure, 
consider using the read-aloud text below: 


STAR WARS 


OPERATION: FIRST BREACH 


It is a time of desperation for the Galactic Republic. Separatist forces have 
captured the planet Tirahnn, shutting down a major source of much-needed 
resources along the Perlemian Trade Route. 


Sensing the urgency of the situation, the Republic has prepared an invasion 
force to liberate the planet. The Separatist forces present a daunting front, 
and more than brute force is necessary for victory. 
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In order to ensure victory, the Republic has prepared a plan to soften the 
Planet's defenses ahead of the invasion. This strike team will be the first to 
breach the Separatists' defenses, and will make way for the liberation of the 
world... 


PART 1: INSERTION 

The adventure opens with the heroes being summoned to the tactical opera- 
tions center aboard the Solidarity, a Venator-class vessel that serves as the 
flagship for Jedi Master Ezar Elasra’s small but successful Mid Rim battle 
group. This adventure presumes that the Republic has some reason to trust 
the heroes, either because they have worked with the Republic before, or 
because they come recommended by a trusted ally. The heroes receive not 
only a summons, but directions that a Theto-class shuttle will pick them up 
and transport them to the Solidarity. Be sure to give the heroes time to set 
their affairs in order, do any shopping they need to, or perform any downtime 
activities they wish before the shuttle arrives. Although there should be a 
sense of urgency about the communiqué, this will be the last chance the 
heroes will have to do these things until the end of the adventure. 

The shuttle arrives at the appointed time and location—somewhere near 
the heroes’ location when they are ready to go—and within hours they are 
dropping out of hyperspace at a rendezvous point. The Solidarity appears to 
bbe much the same as all of the other Venator-class Star Destroyers, although 
it has clearly seen its share of battle. Repair crews work all over the outside 
of the ship, patching holes that were punched in the hull by turbolaser fire. 
As the shuttle docks with the Solidarity, describe the battle damage to the 
cruiser, the spacesuit-wearing repair crews, and the gaping holes that reveal 
deep gouges into the interior of the ship. 


THE BRIEFING 

The heroes are escorted by a pair of clonetroopers to Master Elasra's private 
briefing room. Ezar Elasra is a tall, powerfully-built Barabel with crimson 
scales covering most of his body. He has donned a functional set of black 
Jedi robes, and paces before a hologram of a yellow planet hovering above 
a tactical display. Attending Master Elasra is the captain of the Solidarity, a 
meticulous looking Human from Corulag who introduces himself as Captain 
Ralen. Also in the room, peering closely at the tactical display, is a clone com- 
mando with his helmet removed. Captain Ralen introduces the commando as 
Commander Husk, and then dismisses the clones that escorted the heroes to 
the briefing room. Once introductions have been made, Master Elasra begins 
the briefing, Read the following aloud: 


“The planet you see before you is Tirahnn, a world on the Perlemian Trade Route. 
Some months ago, the planet fell into Separatist hands, and we could not spare 
the resources to oppose them. Since that time, the Separatists have used their 
control of the world to disrupt trade and supply lines, and the Jedi Council has 
tasked us with dislodging the Separatists and reopening the trade route. 

“This display shows the Separatist defense fleet around Tirahnn. As you 
can see, the planet is extremely well defended, and a direct attack against 
such a fleet would be costly, 


“Tirahnn's capital city possesses a planetary ion cannon that was use 
unsuccessfully in its defense when the Confederacy took control of the plane! 
We believe that a small strike force can slip past the blockade, seize cor 
of the planetary ion cannon, and use the cannon to launch a surprise at 
against the fleet in orbit. With a large amount of the defense fleet disat 
by the ion cannon, our fleet will jump into the system, engage the remain 
defenders, and launch a full-scale ground assault to liberate the planet." 


At this point, it should be clear to the heroes that they are to be the strike 

force. Captain Ralen then continues the briefing to explain that the heroes 

will be transported by an LAAT/s stealth dropship used by the Republic 

Commandos for covert insertion into enemy territory. The heroes will also 

be accompanied by a squad of four clone commandos and a contingent of 

six clonetroopers. While the heroes perform their assigned mission, the 
clonetroopers will remain at the landing site to guard the LAAT/s from 
snooping droids. The clone commandos have their own mission: Infiltrate 
and sabotage the primary Separatist military base on Tirahnn. The Republic 
needs the heroes because they can pass as citizens of Tirahnn, while the 
clones would be recognizable even without their armor. 

This is a good chance for the heroes to ask questions about the mission. 

Below are some answers to common questions the heroes may have: 

* How do they find the ion cannon? Republic Intelligence has pin= 
pointed the ion cannon's location. The data will be transferred to the 
heroes’ datapads. 
How are they supposed to capture the ion cannon? That is a deci- 
sion largely up to them. The heroes are expected to make an on-site 
assessment of how to capture the ion cannon. Republic Intelligence has 
identified a Zygerrian Separatist, identified as Commander Zolghast, 
as the man in charge of the ion cannon’s security. Should the heroes 
encounter Zolghast, their orders are to capture him alive and hold him 
for interrogation. 

What does the Republic know about Zolghast? He is a paranoid man 

who has tried to remain hidden even during the occupation. He issues 

commands from a remote location, but little else is known. It is believed 
that he is the only one with the firing codes necessary to operate the 
jon cannon. 

* What kinds of opposition are they likely to face? The Separatists 
have a wide array of droids and vehicles occupying the planet, but for 
the most part the heroes should only have to deal with battle droids in 
capturing the ion cannon. 


SMOOTH LANDINGS 

Once the heroes have prepared for the mission, they are loaded onto the 
LAAT/s and the mission begins. The dropship disembarks from the Solidar- 
ity and then jumps to lightspeed, leaving the fleet behind. Within a matter 
of hours, the ship emerges from hyperspace well away from the planet of 
Tirahnn. From there, the pilot powers down most nonessential systems and 
the ship begins the long, nearly silent trip from the edges of the system 
toward Tirahnn itself. 

After several hours, the planet Tirahnn fills the forward viewport of the 
ship. The clone pilot calls back to everyone that they are going to full silent 
mode and orders that all electronics be shut down (including droids). Read 
the following description: 


The transport glides silently through space, appearing as a black speck to 
anyone that happens to be observing from one of the Separatist ships. There 
are long, tense moments that pass as the dropship passes through the Con- 
federacy blockade, but no turbolaser fire flashes after you. The ship begins to 
rattle as it plunges into the atmosphere, seeming to be nothing more than a 
meteorite burning up on entry. 

Once clear of the blockade, the clone pilot begins firing up the dropship's 
systems to bring it in for a covert landing on the night side of the planet. 
However, before the pilot has a chance to set a suitable approach vector, the 
entire ship bucks as it is tossed around by errant wind currents. There is the 
sound of tearing metal, and alarm klaxons begin to sound throughout the 
interior of the ship. 

“Strap in!" calls the pilot. “This is going to hurt.” 


Due to unforeseen weather patterns, the ship's angle of descent is much 
more severe than the pilot had planned for. Moreover, multiple maneuver- 
ing repulsors were damaged during the initial stages of reentry, sending the 
ship careening toward the ground. There is little the pilot can do to control 
the descent. At this point, the heroes have the chance to make a big differ- 
ence in how severe the crash is. Allow each hero to take a single action to 
aid in the landing of the careening ship. Below are a few examples of the 
kinds of things the heroes can do to help with the landing, but they are by 
no means every possible measure that can be taken; if your heroes come up 
with creative solutions, don't be afraid to improvise. 
© A hero trained in the Mechanics skill can attempt to repair some of the 
maneuvering repulsors that burned out during atmospheric entry. A DC 
19 Mechanics check restores some maneuverability that had been lost. 
© A hero trained in the Pilot skill can attempt to take the copilot seat, 
assisting the clone pilot in the descent. A DC 14 Pilot check helps level 
the angle of descent, reducing the chances of a fatal crash. 


* A hero trained in the Use Computer skill can operate the ship's sen- 
sors, calculating a better approach vector given the new circumstances. 
A successful DC 19 Use Computer check not only calculates a new 
approach, it also grants any hero acting as copilot a +2 circumstance 
bonus on a Pilot check. 

A hero trained in the Treat Injury skill can prepare the ship's passengers 
for a hard landing. A DC 24 Treat Injury check allows the hero to admin- 
ister sedatives and prepare protective gear, helping reduce the chance 
of injury on impact. 

A hero trained in Use the Force can use his or her skill in manipulat- 
ing objects telekinetically to hold the ship together and prevent further 
damage. A successful DC 24 Use the Force check allows the hero to keep 
any other external pieces from being torn off during the landing. 

If the heroes are successful in at least three of these skill checks, read the 
following aloud: 


The ship plunges toward the ground at a steep angle, and the pilot yells a 
battle cry as he pulls back on the yoke. The ship lurches upon impact with 
the ground, and threatens to rattle itself apart as it digs a deep furrow in 
the ground. After what seems like hours but is really less than a minute, the 
dropship comes to a halt. 

Long moments of silence follow, until Commander Husk calls out to the 
cabin, “Everyone 100 percent?" Within moments, the remaining clonetroopers 
and clone commandos all signal that they are fine, and bright moonlight streams 
into the ship's passenger hold as one of the side doors is forced open. 


If the heroes do not succeed in at least three skill checks to reduce the 
severity of the crash, read the following text instead: 


The ship plunges toward the ground at a steep angle, and the pilot yells a 
battle cry as he pulls back on the yoke. The ship lurches upon impact with 
the ground, and threatens to rattle itself apart as it digs a deep furrow in 
the ground. After what seems like hours but is really less than a minute, the 
dropship comes to a halt. 

Long moments of silence follow, until Commander Husk calls out to the 
cabin, “Everyone 100 percent?” A few voices answer in the affirmative, but 
there is silence from others. One of the clone commandos looks up from where 
he is hunched over another clone. “Looks like some of our boys are on perma- 
nent RER.” Once the side door of the ship opens, letting the bright moonlight 
in, you see that only two of the six clone troopers survived the crash, and that 
the pilot was killed as well, 
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WELCOMING COMMITTEE 

Unfortunately for the heroes, a dawned dropship is not the end of their tribu- 
lations. A roggwart from Vendaxa was accidentally released from captivity 
during the Separatist invasion, and it has sought refuge in the wilds nearby. 
Unfortunately, the sound of a crash and of small and delicious humanoids 
exiting the crashed ship have attracted its attention. As the heroes and 
clones are removing their supplies from the LAAT/s, the roggwart roars to 
announce its presence. 

Tactical Encounter: The roggwart has been living off of small animals 
in the wilds of Tirahnn for weeks, and it is hungry for something larger than 
the local wildlife. Refer to the "Drop Zone” tactical encounter on page 206 
for details on how to run this encounter. 

Development: With the roggwart slain or otherwise subdued, the mission 
can begin. The twinkling lights of the capital city glimmer in the night, only 
klicks away according to Commander Husk, and the clone commandos have 
their own mission to perform. As they unload BARC speeder bikes from the 
hold of the dropship and begin assembling them, Commander Husk hands 
the heroes a holoprojector with a three-dimensional topographical map of 
the surrounding area, pulled from the sensor banks of the LAAT/s. He informs 
the heroes that if they set out now, they should reach the city before dawn, 
making it easier to avoid notice by Separatist sentries 

If the clone troopers survived, they load up as much as they can carry 
and set off to make a base camp in the nearby foliage. Since they would be 
recognized inside the city, they prepare to hunker down and wait for the 
invasion to begin. The clone commando demolitions officer rigs the LAAT/s 
with explosives, and once everyone is safely clear he blasts the dropship 
into so much scrap metal, preventing the sensitive information it might be 
carrying from falling into Separatist hands. 

With that, Commander Husk dons his stealth armor helmet and turns to 
the heroes. "Good luck,” he calls, “And watch out for the clankers.” 


THE WEAKENED ROGOWART ATTACKS NEAR THE LAAT/S. 


TIRAHNN, CAPITAL CITY 

The capital city of Tirahnn, also called Tirahnn, is a place full of towering 
skyscrapers and wide, broad bazaars throughout the city. The Separatist 
invasion has done little to stop the bazaars from operating, although the 
populace does seem a bit subdued. The signs of the Confederacy presence 
can be felt everywhere. Droid squads march down the streets, the glinting 
diode eyes of droidekas watch for signs of dissent from rooftops, and droid 
starfighters zoom overhead with the whine of repulsors. At first glance, it 
seems as though the city is heavily occupied, if not repressed. 

Most of the inhabitants of Tirahnn seem to be going about their business 
as usual, though there are occasionally signs of trouble. Battle droids cluster 
around a stall in a bazaar, rifling through the owner's possessions looking for 
smuggled weapons. Hailfire tank droids roll down the street, turning their 
armament of missiles toward any gatherings of people until they disperse, 
Separatist leaders ride in armored vehicles, flanked by dozens of super battle 
droids that indiscriminately shove people out of the way. These minor back- 
ground elements can help reinforce the presence of the occupying force, and 
should motivate your heroes to help liberate the planet. 


TIRAHNN 
Region: Mid Rim 
Climate: Warm J 
Gravity: Standard 
Moons: 9 | 
Length of Day: 28 standard hours | 
Length of Year: 272 local days | 
Sapient Species: Humans (60%), various other species (40%) | 
Government: Mercantile oligarchy | 
Capital: Tirahnn | 
Major Exports: Luxury items, agricultural goods 
Major Imports: Technology 


Knowledge (Galactic Lore) 

DC RESULT 

10 Tirahnn is a planet that thrives on commerce. It is a major hub | 
‘on the Perlemian Trade Route and is at the center of the Zeemacht | 
Cluster. 

15 The various towns and cities on Tirahnn are famous for their large 

bazaars, where nearly any item imaginable can be bought—for 

the right price. 

Tirahnn's wealthy live in towering skyscrapers, rarely descending 

to areas that they see as “below their station,” and many claim to 

have not set foot on the ground in decades. 
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FINDING COMMANDER 
ZOLGHAST 

Once the heroes have made their way into the capital city, their first task isto 
find Commander Zolghast. Based on what they were told during their brief- 
ing, Zolghast is a paranoid man, but he is also the only person on the planet 
with access to the firing codes for the planetary ion cannon. Zolghast has 
commandeered a small building that was once an police outpost in Tirahnn's 
main financial district. The building has been converted into a defensible 
bunker by the paranoid commander, and now it is defended by battle droids 
and the commander's two Geonosian bodyguards. From the bunker, Zolghast 
issues commands remotely, only occasionally venturing out to make sure that 
everything is running smoothly at the planetary ion cannon, 

The heroes need to find Zolghast, and they have several avenues available 
to them to accomplish this, The following are some explanations of the most 
common methods the heroes might use to find out where Zolghast is hiding. 

Any heroes can use the Gather Information skill to find Commander 
Zolghast. Their inquiries lead them to a Draethos woman named Shara-Or 
who was once a police officer who lost her job when Zolghast ousted her 
from command of the building that would become his bunker. Shara-Or has 
been working as a private security officer in one of the skyscrapers owned 
by TaggeCo. A successful Gather Information check points the heroes in her 
direction; alternately, they might use other skills, pay out bribes, or find other 
means of locating Shara-Or. She's none too pleased with being displaced 
by the Separatist leader, and willingly tells the heroes the general location 
and information about Zolghast's bunker. She's bitter, and she wants to 
see Tirahnn liberated by the Republic, so the heroes should have no fear of 
revealing their identities or their mission to her. 

Alternately, the heroes might decide to ambush a Separatist patrol and 
get the information out of them. Most droids on the planet are controlled 
by one of the droid control ships orbiting the planet, and most cannot will- 
ingly reveal the location of Zolghast's bunker. However, ambushing a battle 
droid patrol does open up the option of tapping into their internal computer 
systems to try and retrieve data. Most battle droid patrols on Tirahnn con- 
sist of eight B1-Series battle droids, two B2-Series super battle droids, and 
either a tactical droid or an OOM-Series officer droid. The memory banks of 
tactical droids and OOM-Series droids contain basic information that can 
be used to triangulate Zolghast's bunker; retrieving that data requires a DC 
19 Use Computer check. 


If your heroes choose neither of these two methods, here are some of the 
most pertinent facts about Zolghast's hiding place that can help you figure 
out how to adjudicate their efforts. 

© Commander Zolghast spends the majority of his time in the bunker. His 
food and supplies are brought to him, and he sleeps on a bed that slides 
‘out from the wall. 

Zolghast tells no one the location of his bunker, except for those who 
already know: the police that once occupied the bunker, his superiors in 
the fleet above, his personal servant droid that brings him supplies, and 
a small number of Confederacy officers on the ground. 

The bunker is connected to the ion cannon control center directly by 
underground tunnel, Zolghast never exits the front door of his bunker if 
he must leave, he travels to the planetary ion cannon, exiting its struc~ 
ture to hide the presence of his bunker. 

The battle droids that occupy the bunker, and the droid control ship 
that commands them, are the only droids and computers that know 
Zolghast's true location at any time. 

Zolghast occasionally issues orders directly to patrols in the city via 
computer in order to protect the bunker from imagined threats. 
Tactical Encounter: With knowledge of Zolghast's bunker in hand, the 
heroes can attempt to capture the commander and his firing codes. The com- 
mander rarely leaves the facility, bringing several days' worth of rations with 
him at a time to minimize the amount of time he must spend unprotected, 
When the heroes arrive, they find the bunker sealed up tightly. Though they 
may be able to talk their way inside, given Zolghast's paranoia there is a 
good chance he will command his battle droids to simply open fire. Refer to 
the "Zolghast’s Bunker" tactical encounter on page 208 for details on how 
to run this encounter, 

Development: With Zolghast subdued and the firing codes for the 
planetary ion cannon in hand, the heroes also make another discovery: an 
underground tunnel leading from the bunker to a secret entrance of the ion 
cannon facility. Although Zolghast denies knowledge of it, the passageway 
twists and turns under the streets of Tirahnn until it reaches a secret base- 
ment in the ion cannon’s control facility. The heroes can use this to gain 
access to the ion cannon, without having to go through the front doors. 
However, this secret entrance is quarded (as they may later discover), whereas 
going through the front doors, while more difficult, allows them to bypass 
this encounter. See below for more information on the secret entrance into 
the cannon's control building. 
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PART 2: THE ION 
CANNON 


Armed with the firing codes to the planetary ion cannon and having access to 
a secret entrance into the cannon’s structure, the heroes must seize control 
of the ion cannon and fire it at the fleet waiting in orbit. From this point, 
the heroes have three major options. Their first option, and perhaps the most 
obvious, is to infiltrate the ion cannon by accessing the secret entrance 
beneath the structure. However, there are two other options they might 
consider. First, the heroes might try and breach the planetary ion cannon 
through the blast doors leading out onto the street. Alternately, the heroes 
might choose to infiltrate the ion cannon through the roof access. Either of 
these two options circumvent the secret entrance encounter, though this 
may not necessarily be a good thing. The following sections describe the 
various parts of the planetary ion cannon and how the encounters within 
that structure fit together. 


BREACHING THE SECRET 
ENTRANCE 

If the heroes follow the long tunnel leading from Zolghast’s bunker to the 
planetary ion cannon, they emerge from the tunnel ina small security room 
meant to guard the secret entrance from intruders. The secret entrance 
functions as a security control room (see page 147) for the purposes of its 
responsibilities and actions. This control room's computer has an Intelligence 
modifier of +6 and a Will Defense of 21 and is unfriendly to users other than 
the designated OOM-Series battle droid. 

Tactical Encounter: When the heroes approach, they have the oppor- 
tunity to do so with caution. The tunnel turns at an angle shortly before 
it intersects with this security checkpoint, meaning that the droids in the 
checkpoint may not be immediately aware of the heroes’ approach. The 
heroes can make Stealth checks to hide, gaining the element of surprise 
when the security control room is breached. The droids in this area are not 
exceptionally alert, as this supposedly secret passageway is known only to 
Zolghast and the few droids that guard it. Refer to the “Back Door” tactical 
encounter on page 210 for details on how to run this encounter. 

Development: If the heroes managed to take out the defenders in this 
area without an alarm being raised, they should have the element of surprise 
when they enter the main floor of the ion cannon's structure. Should the 
heroes achieve an attitude of friendly or helpful on the security control room's 
computer, they can see live video feeds of the main control center above. 
This should give them ample opportunity to plan their attack, or come up 
with a different strategy. The droids elsewhere in the facility are controlled 
by a Droid Control Ship above, meaning that the heroes have no opportunity 
to shut them down from within the ion cannon facility. 


THE ION CANNON CONTROL 
CENTER 

Eventually, the heroes will need to seize contro! of the main control center 
of the planetary ion cannon. The ion cannon can only be fired from the com- 
puters in the main control center, and the cannon requires that Zolghast's 
command codes be provided before the firing sequence can begin, The control 
center functions as a command bridge (see page 146) for the purposes of 
its responsibilities and actions. This room has three access points: a pair 
of turbolifts leading down to the secret entrance several stories below, a 
short stairwell leading onto the roof, and a pair of blast doors (DR 10, 750 
hit points, damage threshold 70, Strength DC 40/Break DC 45) leading out 
to the street. The blast door can be opened from the outside using a control 
panel embedded in the wall; by default, this contro! panel requires a code 
cylinder (possessed only by high-ranking Separatist officers) to open, and is 
connected to the security control computer (unfriendly attitude, Intelligence 
modifier +6/Will Defense 21). Additionally, security cameras look out over 
the entrance, alerting the security post in the secret entrance if anyone is 
trying to get inside. The rooftop entrance is a normal metal door (DR 10, 
50 hit points, damage threshold 30, Strength DC 50/Break DC 35), and it is 
likewise locked by the security control computer. 

Attacking the control center sets off a Level 3 alarm throughout the 
control center, alerting the security control room in the secret entrance 
below. If the heroes did not have the encounter in the secret entrance, 
reinforcements take the turbolifts up to the ion cannon control center floor, 
arriving in 112 rounds. 

Tactical Encounter: The droids on the inside of the control center have 
orders to attack and kill any unauthorized intruders, so the moment the 
heroes show themselves they will almost certainly have a fight on their 
hands. If the heroes did not trigger an alarm (either by trying to break into 
the control center or when dealing with the droids in the secret entrance), 
they may have the opportunity to surprise the droids inside, which would not 


€ suspecting an attack. Refer to the “lon Cannon Control Center” tactical 
ncounter on page 212 for details on how to run this encounter. 

Development: Once the heroes have gained control of the command 
enter, they will have fulfilled the first (and arguably most important) part of 
neir mission, As long as they obtained the firing codes from Zolghast earlier 
| the adventure, they can access the main firing computer and prepare the 
yn cannon to fire (no skill check required). If, for some reason, the heroes 
ailed to get the firing codes from the commander earlier in the adventure, 
rings become much more difficult. A hero with good slicing skills can make 
se Computer checks to attempt to gain access to the main computer; if 
1 hero manages to shift the control center's main computer to a friendly 
ttitude, the planetary ion cannon can be fired even without the firing codes 
owever, given that the main computer's attitude to anyone without the 
ring codes is hostile, this is a significant challenge). Additionally, failure 
) improve the computer's attitude triggers alarms elsewhere in the city 
nd onboard the Separatist command vessel orbiting Tirahnn. Should this 
appen, the Separatists send reinforcements to reclaim the ion cannon; if 
at fails, they prepare to fire on the cannon from orbit. 

Assuming the heroes use Zolghast's firing codes, slice into the main 
ymputer, or otherwise use their wits and resources to obtain control of 
1¢ planetary ion cannon, a firing sequence can be programmed and then 
vated. If any heroes have any way to obtain updated sensor data about 
1¢ Ships in orbit (for example, by calling in favors or using any benefits of 
j¢ Rank and Privilege system to obtain up-to-the-minute intelligence), so 
uch the better; this allows the character activating the ion cannon to aim 
weapon more precisely and efficiently, knocking out a larger percent- 
ye of Confederacy ships. If this happens, the heroes automatically receive 
1e Victory Point for the battle that takes place in Part 3: The Invasion of 
rahnn. 

When the order is given and the command entered, the planetary ion 
innon fires. Within the cannon’s control center, the sound is thunderous, and 
the firing sequence progresses the control room computers show more and 
ore ships in orbit being disabled by the cannon, As long as the heroes did 
it alert the fleet above to their presence, the ships are caught completely 
laware, and they never have a chance at retaliation. Additionally, as soon 

the ion cannon starts taking out targets, the Republic fleet under Master 
asra exits hyperspace close to Tirahnn and begins its attack. 


INEXPECTED VISITORS 

the cannon continues to fire and the Battle of Tirahnn begins, the heroes 
¢ warned by the control center's security system that something is trying 
interfere with the flow of power to the ion cannon. Further inspection 
veals that several droids are on the roof, trying to set explosive charges to 
stroy the ion cannon. These droids were sent by the Separatists to stop the 
1 cannon before it could do any more damage to the Confederacy fleet in 
pit, and the explosion would not only rob the Republic of a valuable weapon 
the ongoing battle but would also devastate several city blocks. 


DEFENDING THE ION CANNON FROM DROID COMMANDOS: 


Tactical Encounter: The heroes will need to engage the droids on the 
roof and stop them from setting their explosives. Of course, the heroes may 
choose to abandon the cannon and flee, but doing so would leave thousands 
of citizens to die in the explosion or, should the droids discover that the con- 
trol center had been abandoned, lead to the ion cannon being turned against 
the Republic fleet. Refer to the “Rooftop Saboteurs” tactical encounter on 
page 214 for details on how to run this encounter. 

Development: With the planetary ion cannon secured and the battle in 
space going in favor of the Republic, the ground assault begins. Although the 
Republic has broken through the Separatist battle lines, Separatist ground 
forces are firmly entrenched. Part 3: The Invasion of Tirahnn, covers the 
battle for the planet and the heroes' role in it. 


PART 3: THE INVASION 
OF TIRAHNN 


Less than 30 minutes after the Republic's attack begins, the heroes’ comlinks 
crackle to life with a secure communication from the Solidarity. The com- 
muniqué orders the heroes to connect the control center's main computer to 
the Solidarity, allowing Captain Ralen's ship to control the firing of the ion 
cannon. Once the heroes have successfully placed the control center under 
the control of the Republic vessel, the tactical holographic display flickers to 
life with a full-size image of Master Elasra. Read the following aloud 
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“I congratulate you on your success. Our forces have broken through the 
Confederacy blockade and established a defensive position. As we speak, our 
ground forces have begun moving into Tirahnn's outskirts. 

“I have received word from Commander Husk that their mission has been 
largely successful. Our invasion force has encountered light resistance thanks 
to sabotage at the Separatist vehicle depot. However, a small force of tanks 
has begun moving through the city toward some of our troops, and it looks like 
they will reach our forces before we can drop in artillery of our own. 

“Husk's commandos are too far out to stop them, but you might be able to. 
Unfortunately, the tanks are too small for us to target them easily from orbit, 
at least without civilian casualties and significant damage to the surround- 
ing infrastructure. If you can plant a signal beacon on each of the tanks, we 
can pinpoint their positions from space and target them with more precise 
laser fire. I'm transmitting data on their route, including a narrow street that 
Intelligence has identified as a prime spot for an ambush.” 


Before breaking communications, Master Elasra asks to know the location 
of Commander Zolghast; he then dispatches a squad of clone troopers to 
retrieve Zolghast and bring him up to the Solidarity. 

With their new mission in hand, the heroes can prepare to join in the 
fighting of the Battle of Tirahnn. The Battle of Tirahnn uses the Victory Points 
system (described in Chapter 3 on page 91) to determine whether or not 
the heroes’ actions contribute positively or negatively to the outcome of the 
battle, The three major events that the heroes will participate in include the 
attack on the GAT convoy, the collapse of the access bridge, and preventing 
Commander Zolghast from escaping the planet. 


TANKS IN THE STREETS 

The first mission set before the heroes is to ambush a convoy of Separatist 
tanks, planting signal beacons on them so that ships in orbit can target them 
without the fear of collateral damage. The heroes receive specific instructions 
‘on where to ambush the tanks, as well as instructions on how to convert a 
comlink into a signal beacon that the Solidarity’s computers will recognize. 
There are plenty of spare comlinks in the ion cannon control center's equip- 
ment stores for the heroes to bring four with them. 

Tactical Encounter: The heroes should have no trouble reaching the 
ambush point without running into Confederacy interference, as most of 
the Separatist force is busy fighting off the Republic elsewhere. Refer to 
the "GAT Ambush” tactical encounter on page 216 for details on how to run 
this encounter. 

Development: If the heroes manage to plant the signal beacons on the 
four GATs, their mission is a success. The Solidarity fires a precision strike 
down at the four tanks, obliterating each of them ina single shot. The heroes 
earn a Victory Point for success. If they fail to tag all four GATs with signal 
beacons, the untagged tanks continue forward to reinforce the Separatist 
lines. This earns the heroes a Defeat Point. 


The following two encounters can happen in any order, as determined by 
the Gamemaster. If you choose, you can set it up so that the heroes receive 
both of the communications that kick off the following two encounters at or 
around the same time, giving them a choice of which to tackle first. 
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A TURN OF GOOD LUCK 

With the Battle of Tirahnn turning more and more in favor of the Republic, the 
heroes begin to catch fleeting glimpses of the Separatists falling back after 
repeated defeats in ongoing skirmishes. The heroes’ comlinks crackle to life 
with a message from Commander Husk. It seems that the clone commandos 
have managed to completely cut off one of the Separatists’ main lines of 
retreat, and the heroes are close to the secondary path the Confederacy is 
using. This path crosses an overpass above a road in the lower levels of the 
city. If the heroes can reach this bridge and collapse it in time, they can stop 
the Confederacy from retreating further, allowing the forces of the Republic 
to crush the resistance. 

Tactical Encounter: Commander Husk relays the location of the overpass 
to the heroes, giving them simple directions to reach it from their current 
position. Refer to "The Overpass” on page 218 for details on how to run this 
encounter. 

Development: If the heroes manage to destroy the bridge before the 
retreating Separatists reach it, their mission is a success. The heroes earn a 
Victory Point, and the battle nears its conclusion. If most of the retreating 
force reaches the overpass before it is destroyed, however, the heroes earn 
a Defeat Point. 


deo! Lies 

At some point in the conflict, the heroes receive a message on a secure 
channel from a clonetrooper squad leader elsewhere in the city. According to 
the clone, he and his men were dispatched to retrieve Commander Zolghast 
and bring him back to the Solidarity. When they arrived at his location, they 
discovered he was gone. After a brief investigation, the clones discovered that 


Master Elasra had been seen escorting Zolghast at the point of a lightsaber 
out of the location where the heroes had left him. This particular clone com- 
mander was present at the Battle of Brentaal IV where another Jedi Master, 
Quinlan Vos, betrayed the Republic to the Separatists. The clone suspects 
that Master Elasra may have betrayed the Republic, and is trying to keep 
Zolghast out of the heroes’ hands. 

The truth of the matter is that the communication between the heroes 
in the ion cannon control center and the Solidarity was intercepted by Con- 
federacy spies. They dispatched one of their agents, a Clawdite transporter 
named Braxus Lyn, to rescue Zolghast and bring him out of the war zone. 
Lyn disguised herself as the Barabel Jedi Master (using a lightsaber she had 
taken from a dead Padawan during another battle) and retrieved Zolghast 
before the Republic could get there. Unfortunately, this coincided with 
Master Elasra's departure from the Solidarity in his Aethersprite interceptor 
to lead a squadron of V-19 Torrent starfighters in the space battle above 
Tirahnn. The clones have been unable to raise Master Elasra on the comlink, 
heightening their suspicion. 

The clone commander requests that the heroes intercept “Master Elasra,” 
who was last seen with Zolghast headed for a landing pad near the heroes’ 
current location. The clone doesn't usually question the motives of the Jedi, 
but he has been suspicious ever since Brentaal IV, and Commander Husk has 
vouched for the heroes’ reliability. 

Tactical Encounter: When the heroes follow the clone's directions to the 
landing pad, they arrive to see a Sheathipede-class shuttle warming up on 
the landing pad, and several figures making their way toward its boarding 
ramp. Refer to the "No Escape” tactical encounter on page 220 for details 
on how to run this encounter. 


DROIDS ATTACK DURING THE INVASION OF TIRAHNN. 


Development: if the heroes manage to stop Zolghast from escaping on 
the shuttle, they can once again capture him and turn him over to Republic 
Intelligence. This earns them a Victory Point. If Zolghast manages to escape 
on the shuttle, however, the Republic loses a valuable source of intelligence, 
and the heroes earn a Defeat Point. 


DEAD? 
illed Zolghast earlier in the mission, or 
ey chose to keep Zolghast with them the entire time, you may need 
to modify the final encounter in Part 3 to fit these developments. In 
‘the case of either of these scenarios, Braxus Lyn is a Separatist agent 
that has retrieved a number of datapads containing sensitive Separatist 
documents that would be of great value to the Republic. The clone com- 
mander that contacts the heroes instead requests that they intercept 
Lyn and retrieve the datapads, changing the objective of the "No Escape" 
encounter to stopping Braxus Lyn from escaping. Zolghast, of course, 
does not appear in the encounter in this situation, 


EPILOGUE 

Thanks to the efforts of the heroes, the Republic is able to liberate Tirahnn 
from the Confederacy and to restore order. Although the Republic suffered 
some losses, the battle went overwhelmingly in its favor. The real Jedi Master 
Elasra commends the heroes for their efforts, and assures them that they 
will receive honors for their assistance. 

If the heroes earned more Victory Points than Defeat Points, the battle is 
even more of an overwhelming success for the Republic. It not only liberates 
Tirahnn, but also destroys or captures most of the Separatist fleet defending 
the city. Among the spoils is the personal starfighter belonging to Commander 
Zolghast, a P-38 starfighter (Starships of the Galaxy, page 121), which Master 
Elasra presents to the heroes as a token of gratitude. Moreover, thanks to the 
heroes’ efforts, most of the fighting was localized in areas away from large 
civilian populations. Each of the heroes receives a commendation from the 
government of Tirahnn, and the party is rewarded with a gift of a top-floor 
suite of apartments in one of Tirahnn's most elegant skyscrapers and access 
to a private landing pad that leads directly to the suite. These accommoda- 
tions are available for the heroes’ use whenever they are on Tirahnn (and 
can serve as their base of operations for future adventures). 

If the heroes earned more Defeat Points than Victory Points, the battle 
is still won but casualties—both Republic and civilian—are high. The heroes 
receive the same offer of thanks from Master Elasra, but neither of the boons 
granted by victory. 

If the heroes have the same number of Victory Points as Defeat Points 
(possible only if they achieve excellent results in Part 2), the heroes receive 
either Zolghast's starfighter or the commendation from Tirahnn’s government 
(Gamemaster's choice). 
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ENCOUNTER: 
DROP ZONE 


Challenge Level 6 

‘SETUP: The heroes have crash-landed on Tirahnn in their LAAT/s, and have 
just finished shaking off the effects of the crash when a hungry roggwart, 
abandoned in the wilds as a result of the Separatist invasion of the planet, 
comes seeking food. The area of the crash is a rocky section of flat land, 
but the crash of the LAAT/s has not only dug a furrow in the ground behind 
the ship but also flung up large chunks of earth that have been scattered 
around like boulders, 

The heroes and the clones who survived the crash have hauled themselves 
outside the downed ship; allow the heroes to place themselves around the 
LAAT/s as they see fit, based on what their characters would be doing after 
the crash, The surviving clonetroopers and clone commandos are busy 
unloading the ship, and should be positioned near the rear cargo hold. The 
roggwart enters from the northwest edge of the map, from behind some of 
the larger boulders, 


READ-ALOUD TEXT 

The roggwart is hungry, and it is making no real attempt at stealth as it 
approaches, However, it is night, the heroes might be disoriented, and the 
boulders are large enough to obscure direct line of sight to the roggwart as it 
enters. Allow the heroes to make a Perception check to notice its approach; 
those who succeed on a Perception check (DC 14) notice the roggwart's 
approach and are not surprised. Those who fail the check are surprised, and 
a surprise round occurs at the beginning of combat. When combat begins, 
read the following text aloud to the players: 


With a thunderous roar and rumbling footsteps, a massive, horned creature 
emerges from behind the boulders tossed from the ground by your crash. The 
creature is nearly three times the size of a Human, and has massive claws and 
along, powerful tail. The creature walks with a loping gait and seems to be 
hunting for something small to eat—it looks like it thinks you will do! 


ROGGWART 

Roggwarts are large, horned creatures native to Vendaxa, where they are 
natural enemies of the acklay. A roggwart's evolutionary adaptation makes 
it ideally suited to take on single foes, since it rarely encounters more than 
one acklay at a time. A roggwart stands on its hind legs and uses its sharp 
fangs, wicked claws, and thick tail to subdue its prey. The roggwart is not 
particularly cunning, but it is difficult to surprise, retaining its predatory 
instincts even in captivity. This particular roggwart recently escaped from 
captivity during the Separatist invasion of Tirahnn, but it has had to subsist 
on far less food than it normally would on Vendaxa. As such, it has become 
weakened, and although it still fights fiercely to protect itself, itis noticeably 
less of a threat to the heroes than it would be in its prime condition. Read 
the following description aloud: 


Standing nearly 5 meters tall and weighing as much as a rancor, this lumber 
beast looks to be a predator that is used to getting what it wants, However, th 
porticular creature looks somewhat malnourished, and there is a sluggisht 
in its movement that suggests weakness. 


Roggwart Tactics 

The roggwart is hungry, and it plans to eat. The roggwart doesn't mind 
moving up into a position where it is surrounded, as it can knock opponents. 
away easily with its enemy slinger ability. The roggwart wants to be as 
close to as many enemies as possible, allowing it to split its many attacks 
among those who threaten it. 


CONCLUSION 

When the roggwart is defeated, the heroes (and the clone commandos of 
Aurek Squad) can go about their assignments on the planet. The clonetroopers 
haul away the roggwart's body, and then set about disguising not only the 
area of the battle but also the trail left by the LAAT/s when it crashed. If 
any of the clones were killed in the fight, they are placed inside the LAAT/s 
before Commander Husk orders the explosives placed on the ship, ensuring 
that their bodies are cremated along with the LAAT. 


Weakened Roggwart cLé 
Huge beast 13 
Init +13; Senses low-light vision; Perception +9 


Defenses Ref 23 (flat-footed 21), Fort 20, Will 14 
hp 176; Threshold 30 


Speed 8 squares 
Melee gore +9* (2d6+10) and 
bite +9° (2d6+10) and 
2 claws +9* (1d8+10) and 
tail slam +9°* (1d8+10) 
Fighting Space 3x3; Reach 1 square 
Base Atk +9; Grp +29 
Atk Options Bantha Rush, Battering Attack, Power Attack, Trip 


Abilities Str 30, Dex 14, Con 28, Int 1, Wis 16, Cha 10 

Special Qualities enemy slinger, pack resistant 

Feats Bantha Rush, Battering Attack, Improved Defenses, Power Attack, 
Trip 

Skills Initiative +13, Perception +9 

Enemy Slinger—Once per round, when the roggwart successfully 
hits a target and moves it with the Bantha Rush feat, the 
roggwart can move the target 3 squares in any direction 
instead of 1 square. 

Pack Resistant—Once per round, as a reaction when the 
roggwart is hit or missed by an attack, the roggwart can make 
a tail slam attack against one creature within its reach. 

Weakened—This roggwart has been weakened by its extended 
time in the wilderness. Although many of its statistics remain 
unchanged, its attack bonuses and damage rolls have been 
modified to reflect its weakened state. 

* Includes 4 points of Power Attack 


FEATURES OF THE AREA 

Although the clone pilot of the LAAT/s managed to bring the dropship 
down in an area that is relatively open, the crash itself has marred the 
terrain around it, All of the squares within or crossed by the furrow of 
earth leading out from behind the crashed ship count as difficult terrain. 
The large boulders on the map vary in size from 1.5 to 3 meters tall; all 
of them can be used to provide total cover for a Medium-size character 
standing adjacent to one of the boulders. However, the boulders are not 
big enough to completely hide the roggwart, and while it may be able to 
take advantage of cover, the boulders are not large enough to provide 
it with total cover. The wrecked LAAT/s is large enough that the rog- 
gwart could use it for total cover. Heroes can enter the wrecked ship's 
cargo hold and passenger bay as a move action; exiting the ship onto 
the ground costs one additional square of movement. 
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ZOLGHAST'S 
BUNKER 


Challenge Level 5 

SETUP: Having located Commander Zolghast's secret bunker, the heroes 
have the chance to apprehend the Zygerrian Separatist and obtain the firing 
codes for the planetary ion cannon. The bunker is situated on open ground 
near several larger buildings. 

When the encounter begins, Zolghast is inside the bunker, looking over 
the tactical display in the northeast corner of the bunker. His two Geonosian 
bodyguards stand flanking the barriers in the entranceway. One B1-Series 
battle droid mans the antipersonnel turret on the eastern side of the building, 
while the remaining three droids are standing at various computer stations 
throughout the bunker. 


READ-ALOUD TExT 

If the heroes make no attempts at stealth in their approach, they are easily 
spotted by the battle droid in the turret tower. Given Zolghast’s paranoia, 
the droid has been ordered to open fire on anyone who has not been pre- 
authorized to approach. However, the turret has a limited line of fire, so it's 
possible the heroes can approach without alerting the droid. When the heroes 
approach, read the following text aloud: 


The bunker—clearly a former police structure—sits in the middle of an open 
expanse that would have once held a variety of police and civilian vehicles. 
Atop one side of the building sits a small tower, possibly once attached to a 
landing pad, that has been converted into a gun turret. The front of the building 
boasts large blast doors, which are the only visible entrance. 


COMMANDER ZOLGHAST 

Commander Zolghast is a Zygerrian, a native of the Outer Rim whose species 
is known for its violence and combat prowess. Zolghast's paranoia leaves 
him holed up in this bunker for long periods of time. Since Zolghast is the 
only one with access to the firing codes, the heroes will need to subdue him 
and take the codes from him. If the heroes speak to Zolghast, he adopts the 
sneering tone of a man who thinks that his enemies are beneath his notice. 
He will not give the codes up willingly, and if he sees a chance to escape out 
the front of the bunker he does so. 


Read the following description aloud: 


This Zygerrian officer stands about as tall as a human, with dark red hair 
that almost seems crimson. Bony protrusions jut from the skin of his face, 
ond his features seem angular. Though he appears to be in good shape, his 
cheeks are somewhat hollow, suggestion that he does not keep himself in 
excellent health. 


Commander Zolghast cL5 

Male Zygerrian nonheroic 6/noble 1/officer 2 

Force 3; Dark Side 6 

Init +6 ; Senses Perception +5 

Languages Basic, Bocce 

Defenses Ref 19 (flat-footed 16), Fort 15, Will 23 

hp 46; Threshold 20 

Immune +5 to Fortitude/Will Defense against Use the Force checks 

Speed 6 squares 

Melee unarmed +6 (1d6+1) 

Ranged heavy blaster pistol +8 (3d8+1) 

Base Atk +6; Grp +8 

Special Actions Anticipate Movement, Deployment Tactics 

Abilities Str 10, Dex 14, Con 12, Int 12, Wis 12, Cha 16 

Talents Anticipate Movement, Deployment Tactics 

Feats Improved Damage Threshold, Improved Defenses, Martial Arts 
1, Skill Focus (Persuasion), Skill Training (Deception), Toughness, 
Unstoppable Force’, Weapon Proficiency (pistols, simple weapons) 

Skills Deception +12, Knowledge (Tactics) +10, Persuasion +17 

Possessions heavy blaster pistol, code cylinder, comlink 

* Clone Wars Campaign Guide, page 31 


Commander Zolghast Tactics 

Commander Zolghast's paranoia has prepared him well for the day he always 
suspected would eventually come when the Republic would send its assassins, 
which is what he assumes the heroes to be. He uses Anticipate Movement to 
maneuver his allies into position whenever the heroes try to approach him, 
trying to use the battle droids and his bodyguards to keep them far enough 
away that it is difficult for them to stun him. Likewise, he uses Deployment 
Tactics to make sure that his Geonosian bodyguards have a better chance 
to hit the heroes with their electro-staffs. 


GEONOSIAN BODYGUARDS (2) 
Recognizing that Commander Zolghast's paranoia can make him unstable at 
times, his Confederacy superiors assigned a pair of Geonosian bodyguards 
to protect him from harm—and to keep an eye on him, should he finally 
crack under the pressure of his own suspicion. Former picadors in the 
Geonosian arena, both of the bodyguards are skilled warriors and masters 
of the electro-staff. 


These squat, insectoid aliens have wrinkled brown skin and elongated faces 
that give them a morose expression. Each carries a long, thin pole, around 
the end of which crackles electrical energy, and each carries a sonic blaster 
pistol at its hip. 


Geonosian Bodyguard cL3 

Medium Geonosian nonheroic 3/soldier 2 

Init +7; Senses low-light vision; Perception +2 

Languages Basic, Geonosian 

Defenses Ref 15 (flat-footed 15), Fort 15 (20 against radiation), Will 12; 
+4 armor 

hp 26; Threshold 15 

Speed 6 squares, fly 6 squares, climb 3 squares 

Melee electro-staff +6 (2d6+5, devastating 5) 

Ranged sonic blaster pistol +4 (2d6+1 sonicl) 

Base Atk +4; Grp +6 

Atk Options Devastating Attack (advanced melee weapons) 

Abilities Str 14, Dex 11, Con 12, Int 8, Wis 10, Cha 8 

Special Qualities radiation resistance 

Talents Devastating Attack (advanced melee weapons) 

Feats Armor Proficiency (light), Skill Training (Stealth), Toughness, 
Weapon Proficiency (advanced melee weapons, heavy weapons, rifles, 
simple weapons) 

Skills Initiative +7, Perception +2, Stealth +7 

Possessions 2 electro-staffs or 1 sonic blaster pistol, warrior tunic 
(+4 armor; as combat jumpsuit) 

1 Sonic damage cannot be deflected by lightsabers and is considered 
energy damage. 

2 The Geonosian version of the electro-staff is not a double weapon, 


Geonosian Bodyguard's Tactics 

When it becomes clear that Zolghast is in danger, the Geonosian bodyguards 
spring into action. They try to use the movement that Zolghast grants them 
to get into flanking positions, ensuring that they hit their enemies with their 
electro-staffs (hoping to move enemies down the condition track). When 
faced with Jedi, they will use their sonic pistols to prevent their attacks 
from being deflected. 


CONCLUSION 
When the enemies are defeated, the heroes have the opportunity to take the 
code cylinder from Zolghast. This code cylinder contains all of the firing codes 
necessary to operate the planetary ion cannon. Furthermore, the heroes gain 
access to the turbolift in this building, which leads to a secret tunnel; that 
tunnel, in turn, leads to the secret entrance into the planetary ion cannon. 
The heroes can travel to the ion cannon this way, if they choose. 

If the heroes manage to subdue Zolghast (either by stunning him or simply 
reducing him to 0 hit points), they must decide what to do with him until 


he can be extracted by the Republic for questioning. The heroes can choose 
to leave him here or to take him to another location for safekeeping. If the 
heroes decide to take Zolghast with them, he may wake up and try to sound 
an alarm; simply carrying around his unconscious body could be a great 
inconvenience. That said, if the heroes take this course of action, feel free 
to let them; dealing with moving a prisoner around while also trying to raid 
the planetary ion cannon should prove challenging and entertaining. 


FEATURES OF THE AREA 
The bunker has the following features. 

Blast Doors: The front doors to the bunker are standard blast doors. 
The blast doors have DR 10, 750 hit points, damage threshold 40, a 
Strength DC of 70, and a Break DC of 45. However, Zolghast hastily had 
a supposedly “upgraded” locking mechanism put on the doors, which was 
poorly installed by battle droids. A DC 19 Use Computer or Mechanics 
check causes the blast doors to open. 

Tactical Display: The command bunker has a holographic tactical 
display that shows various locations on Tirahnn and tracking Separatist 
patrols throughout the city. 

Gun Turret: This external gun turret was mounted at Zolghast’s 
request. It provides a +2 Intelligence bonus to a rolls and deals” 


t forces on 
nt and a 


used to monitor communications of ‘the various Separat 
Tirahnn. These computers have a starting attitude of ind 
Will Defense of 19. 

Turtolft: This turbot lads down tastes of tunnels th 
Pils oan! Maes | 


iA SsiavHo 


RavEHg AS, welLveEd@ 


ReveH® 4AS8el_d swenvuEsa@ 


TA =SievnD 


BaAcK DOOR 


Challenge Level 3 

SETUP: When the heroes travel through the secret tunnels beneath Tirahnn 
to the planetary ion cannon, they must first get past a security checkpoint 
that Zolghast has positioned at the base of the structure. This secret entrance 
is guarded by battle droids as a safeguard against the commander's bunker 
being compromised. 

This room functions as a security control room for the planetary ion 
cannon. The entire structure (detailed in the next three encounters) uses 
the battlestation rules from Chapter 5; Gamemasters should familiarize 
themselves with the rules in that chapter, as they may come into play during 
these encounters. 


READ-ALOUD TExT 

The droids go about their business in silence, so the heroes may not immedi- 
ately know that they are about to walk into a security checkpoint. While the 
heroes are approaching the final bend in the tunnel, which will lead them into 
this encounter, allow them to make Perception checks; if any of the heroes 
gets a result of 14 or higher, they hear the droids moving around in time to 
stop before entering the security checkpoint. When the heroes engage the 
droids inside, read the following text aloud: 


This small room is lit from above by luminescent glow panels, casting the entire 
permacrete room in a sterile light. Two sets of stairs lead up from the floor 
toa raised section, at the rear of which are two turbolifts. A single computer 
terminal is located between the turbolifts, its screen lit up with images of 
another location. A battle droid sits at this computer terminal, manipulating 
what are obviously security systems and alarms. 


BI-SERIES BATTLE DrRoipD (2) 


B1-Series Battle Droid cL1 
Medium droid (4th-degree) nonheroic 3 

Init +0; Senses Perception +6 

Languages Basic, Binary 

Defenses Ref 9 (flat-footed 9), Fort 11, Will 11 

hp 10; Threshold 11 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed +3 (1d3+1) 

Ranged blaster carbine +1 (348) 

Base Atk +2; Grp +3 

Abili Str 13, Dex 9, Con —, Int 9, Wis 10, Cha 10 


Feats Toughness, Weapon Proficiency (pistols, rifles, heavy weapons, 
simple weapons) 

Skills Perception +6 

Systems walking locomotion, remote receiver, 2 hand appendages, 
internal comlink, vocabulator 

Possessions blaster carbine 

Availability Military; Cost 1,800 credits 


B1-Series Battle Droid Tactics 

The two B1-Series droids are the primary operators of the security systems in 
this control room. One of the droids is always sitting at the security control 
computer, watching the screens for signs of security alerts from above, The 
other, when not performing this duty, stands aside and idles. If combat breaks 
out, the battle droid sitting at the computer console uses its first standard 
action to activate a Level 3 alarm, which sounds throughout the complex, 
then engages the heroes in battle. 


B2-SERIES SUPER BATTLE 
DrRoips (2) 


B2-Series Super Battle Droid cL2 

Medium droid (4th-degree) nonheroic 6 

Init +3; Senses Perception +8 

Languages Basic, Binary 

Defenses Ref 12 (flat-footed 12), Fort 12, Will 10 

hp 21; Threshold 12 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed +6 (1d3+1) 

Ranged wrist blasters +4 (3d8) or 

Ranged wrist blasters +2 (4d8) with Rapid Fire 

Base Atk +4; Grp +6 

Atk Options autofire (wrist blasters), Charging Fire, Rapid Fire, 
aid another (+5) 

Abilities Str 14, Dex 11, Con —, Int 10, Wis 11, Cha 7 

Feats Armor Proficiency (light), Charging Fire, Rapid Shot, Toughness, 
Weapon Proficiency (heavy weapons, rifles, simple) 

Skills Perception +8 

Systems walking locomotion, remote receiver, backup processor, 
synchronized fire circuits, 2 hand appendages, integrated comlink, 
vocabulator, plasteel shell (+2 armor) 

Possessions wrist blasters (as blaster rifle) 

Availability Military; Cost 3,300 credits 


DROIDEKA 


Droideka Series Destroyer Droid cL4 

Large droid (4th-degree) nonheroic 12 

Init +8; Senses Perception +13 

Languages Basic, Binary 

Defenses Ref 16 (flat-footed 14), Fort 13, Will 12 

hp 40; SR 20; Threshold 18 

Immune droid traits 

Speed 2 squares (walking), 10 squares (wheeled) 

Melee unarmed +7 (1d4+3) 

Ranged laser cannon +12 (348) or 

Ranged laser cannon +10 (448) with Rapid Shot or 

Ranged laser cannon +7 (5d8) with Burst Fire or 

Ranged laser cannon +10 (3d8) and 
laser cannon +10 (3d8) or 

Ranged laser cannon +8 (4d8) and 
laser cannon +8 (3d8) with Rapid Shot or 

Ranged laser cannon +5 (5d8) and 
laser cannon +5 (348) with Burst Fire 

Fighting Space 2x2; Reach 1 square 

Base Atk +9; Grp +17 

Atk Options autofire (laser cannons), Burst Fire, Rapid Shot 

Abilities Str 16, Dex 15, Con —, Int 8, Wis 14, Cha 7 

Feats Armor Proficiency (light), Burst Fire, Dual Weapon Mastery |, 
Dual Weapon Mastery Il, Rapid Shot, Weapon Focus (rifles), Weapon 
Proficiency (heavy weapons, rifles) 

Skills Perception +13, Stealth +3 

‘Systems walking locomotion, wheeled locomotion (exclusive), remote 
receiver, 2 tool appendages, shield generator (SR 20), integrated 
comlink, bronzium shell (+5 armor; treat as quadanium plating) 

Possessions 2 laser cannons (treat as blaster rifles) 

Availability Military; Cost 21,000 credits 


CONCLUSION 

If the heroes manage to take out the two B1 battle droids before the droids 
can raise an alarm on the computer console, they can deal with the other 
droids without fear of alerting the rest of the facility. If an alarm is raised, 
however, the main control center for the planetary ion cannon is placed on 
alert, and the heroes have no chance to surprise the droids guarding the ion 
cannon's control center. Additionally, in this situation, the droids guarding 
the control center will ready actions to fire on any intruders that exit the 
turbolifts, altering the set-up of the next encounter. 


FEATURES OF THE AREA 
The security control room at the secret entrance has the following 
features. 

Control Center Computer: This standard computer has a Will 
Defense of 21 and an Intelligence modifier of +6. It has a base attitude 
of unfriendly, although if one of the battle droids triggered the alarm 
the base attitude changes to hostile. 

Door: This door leads to the narrow passageway heading back to 
Commander Zolghast's bunker. The door is a standard metal door, with 
DR 10, 50 hit points, damage threshold 30, a Strength DC of 50, and a 
Break DC of 35. 

Turbolifts: The two turbolifts lead up to the ion cannon control 
center, several stories above at ground level. Each turbolift is currently 
on this floor; access to the turbolifts is locked by the control computer 
in this room. 
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ENCOUNTER: 
ION CANNON 
CONTROL 
CENTER 


Challenge Level 6 

‘SETUP: The ion cannon control center is the site of the heroes’ main objec- 
tive for the first part of their mission. In order to seize control of the center, 
they must deal with a small army of battle droids, positioned to defend the 
control center against an assault. This encounter is several levels higher than 
the heroes’ level, although most of the enemies are low CL. 

If the droids at the security checkpoint have not -d an alarm, the 
control center features a variety of B1-Series battle. droids at control sta~ 
tions throughout the room. A tactical droid coordinates their efforts, and 
four super battle droids stand watch. 


READ-ALOUD TExT 


When the heroes enter the control center, read the following text aloud: 


This large chamber features the main firing controls for the planetary ion 
cannon. Three tactical displays stand on the western sides of the room, near 
the main blast doors that lead into the building. A pair of turbolifts adorn 
the southern edge of the room, while stairs lead up to a catwalk that follows 
the eastern and northern walls. The catwalk circles a massive power column, 
around which several computer consoles are connected to the column. A 
conference table, and a small number of chairs, sit unused below one section 
of the catwalk, 


BI-SERIES BATTLE DrRoipD (9) 


B1-Series Battle Droid cL1 
Medium droid (4th-degree) nonheroic 3 

Init +0; Senses Perception +6 

Languages Basic, Binary 

Defenses Ref 9 (flat-footed 9), Fort 11, Will 11 
hp 10; Threshold 11 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed +3 (1d3+1) 

Ranged blaster carbine +1 (348) 

Base Atk +2; Grp +3 


Abilities Str 13, Dex 9, Con —, Int 9, Wis 10, Cha 10 

Feats Toughness, Weapon Proficiency (pistols, rifles, heavy weapons, 
simple weapons) 

Skills Perception +6 

Systems walking locomotion, remote receiver, 2 hand appendages, 
internal comlink, vocabulator 

Possessions blaster carbine 

Availability Military; Cost 1,800 credits 


B1-Series Battle Droid Tactics 


The battle droids in the room begin the encounter operating the control 
computers of the planetary ion cannon. When combat begins, the droids 
open fire on the heroes; if they have difficulty hitting the heroes, they split 
into groups of three, with two droids using the aid another action to assist 
the third droid’s attacks. 


B2-SERIES SUPER BATTLE 
DrRoips (4) 


B2-Series Super Battle Droid cL2 

Medium droid (4th-degree) nonheroic 6 

Init +3; Senses Perception +8 

Languages Basic, Binary 

Defenses Ref 12 (flat-footed 12), Fort 12, Will 10 

hp 21; Threshold 12 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed +6 (1d3+1) 

Ranged wrist blasters +4 (348) or 

Ranged wrist blasters +2 (4d8) with Rapid Fire 

Base Atk +4; Grp +6 

Atk Options autofire (wrist blasters), Charging Fire, Rapid Fire, aid 
another (+5) 

Abilities Str 14, Dex 11, Con —, Int 10, Wis 11, Cha 7 

Feats Armor Proficiency (light), Charging Fire, Rapid Shot, Toughness, 
Weapon Proficiency (heavy weapons, rifles, simple) 

Skills Perception +8 

Systems walking locomotion, remote receiver, backup processor, 
synchronized fire circuits, 2 hand appendages, integrated comlink, 
vocabulator, plasteel shell (+2 armor) 

Possessions wrist blasters (as blaster rifle) 

Availability Military; Cost 3,300 credits 


Super Battle Droid Tactics 

The super battle droids are not distracted by the control room's computers, so 
they open fire on the heroes as soon as it becomes apparent that the heroes 
are there. If the super battle droids have difficulty hitting the heroes, they 
split into groups of two, with one super battle droid using the aid another 
action to provide a +5 bonus (thanks to their synchronized fire circuits) to 
the attacks of the other droid. 


TACTICAL DROID 


Tactical Droid cL1 

Medium droid (4th-degree) soldier 1 

Force 2 

Init +6; Senses Perception +7 

Languages Basic, Binary, 2 others 

Defenses Ref 18 (flat-footed 17), Fort 13, Will 13 

hp 30; Threshold 13 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed +1 (143) 

Ranged blaster carbine +2 (3d8) 

Base Atk +1; Grp +2 

Atk Options autofire (blaster carbine) 

Special Actions Battle Analysis, Vehicular Combat 

Abilities Str 10, Dex 12, Con —, Int 14, Wis 14, Cha 12 

Talents Battle Analysis 

Feats Armor Proficiency (light, medium), Vehicular Combat, Weapon 
Proficiency (pistols, rifles, simple weapons) 

Skills initiative +6, Knowledge (tactics) +7, Perception +7, Pilot +6, 
Use Computer +7 

Systems walking locomotion, heuristic processor, two hand appendages, 
internal comlink, synchronized fire circuits, durasteel plating, 
vocabulator 

Possessions blaster carbine, electrobinoculars 


CONCLUSION 

When the heroes have subdued or destroyed all of the droids in the room, 
they will have successfully taken control of the ion cannon facility. The heroes 
now have the chance to open fire with the planetary ion cannon, complet- 
ing their mission. If the heroes did not come through the secret entrance 
below the facility, it is at this point that the heroes may be ambushed by 
the droid reinforcements rising up through the turbolifts from below; these 
reinforcements shouldn't arrive until the fight is over (or nearly so) to keep 
from overwhelming the heroes. 


FEATURES OF THE AREA 
The features of the area are as follows. 

Blast Doors: The front doors to the ion cannon contro! center are 
standard blast doors. The blast doors have DR 10, 750 hit points, damage 
threshold 40, a Strength DC of 70, and a Break DC of 45. 

Catwalk: The catwalk leading around the ion cannon's power con- 
duit is roughly 2 squares (3 meters) off of the ground, and it is made 
of solid metal. 

Tactical Displays: The ion cannon control center has a holographic 
tactical display that shows the state of the Separatist fleet in orbit 
above the planet, and it is constantly updated with sensor readings fed 
down to the planet by those ships. The control center likewise has two. 
vertical tactical displays that can be used as cover. 

Turbolift: Two turbolifts in this room lead down to the secret 
entrance below. 
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ENCOUNTER: 
ROOFTOP 
SABOTEURS 


Challenge Level 7 

SETUP: After the heroes have seized control of the ion cannon control 
center, they have little time to enjoy their victory. When heroes initiate the 
ion cannon's firing sequence, the Separatists immediately realize that the 
station has fallen into enemy hands. Confederacy Command on Tirahnn 
dispatches a squad of droid commandos, with an OOM-Series battle droid 
acting as a spotter, to destroy the ion cannon before the heroes can do any 
more damage. 


READ-ALOUD TEXT 

The heroes are alerted by the computer systems inside the control center 
when the droid commandos arrive. The commandos begin setting explosives 
and disrupting the flow of power to the ion cannon, which triggers alarms in 
the control center. When this happens, read the following aloud: 


Alarm klaxons sound in the ion cannon control center, and the screens of 
computer banks light up with intruder alerts. When examined, the displays 
show that several droids have begun disrupting the flow of power to the ion 
cannon and placing explosives on the roof. One of the droids notices the 
security cameras and orders the others to fire. The displays in the command 
center go blank, but alarms continue to sound. 


DROID COMMANDO (4) 

Although Separatist droid armies rely heavily on their numbers to overwhelm 
enemy forces, the Confederacy does have need for elite droid units that can 
accomplish objectives that cannot be achieved through overwhelming force 
alone. As a response to the desire to have droid units capable of performing 
more subtle or delicate missions, the droid engineers at Baktoid Combat 
Automata produced the BX-Series droid commandos. With heuristic proces- 
sors and memory banks loaded with complex military tactics and strategic 
information, droid commandos act as special forces capable of performing 
missions involving infiltration, stealth, and subterfuge. 


This spindly droid is reminiscent of the standard battle droid, but sleeker 
and made of darker metal. The droid’s diode eyes seem to reflect a degree of 
intelligence and competence not shared by its droid brethren. 


Droid Commando cL6 
Medium droid (4th-degree) nonheroic 6/soldier 4 

Force 3 

Init +13; Senses low-light vision; Perception +13 

Languages Basic, Binary 


Defenses Ref 19 (flat-footed 16), Fort 17, Will 18 

hp 37; Threshold 17 

Immune droid traits 

Speed 6 squares 

Melee unarmed +8 (1d3+2) 

Ranged blaster rifle +12 (3d8+2) 

Base Atk +8; Grp +11 

Atk Options autofire (blaster rifle), Coordinated Attack, Cover Fire, 
Point Blank Shot, Precise Shot, Sniper 

Special Actions Battle Analysis 

Abilities Str 10, Dex 16, Con —, Int 14, Wis 16, Cha 8 

Talents Battle Analysis, Cover Fire 

Feats Coordinated Attack, Improved Defenses, Point Blank Shot, Precise 
Shot, Skill Training (knowledge [tactics]), Sniper, Weapon Focus (rifles), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +13, Knowledge (tactics) +12, Perception +13, Stealth +13 

Systems walking locomotion, 2 hand appendages, heuristic processor, 
internal comlink, vocabulator 

Possessions blaster rifle, electrobinoculars 

Availability Military; Cost 17,900 


Droid Commando Tactics 

The droid commandos are setting explosive charges around the ion cannon 
when the heroes arrive. This takes each droid a full-round action, and each 
one makes an untrained Mechanics check at +7 (needing to hit a DC of 10) 
to set the explosive. The droid commandos must set one explosive at each 
corner of the ion cannon's space to trigger the chain reaction that will 
completely destroy the planetary ion cannon facility. If the heroes arrive 
and begin shooting, the droid commandos stop setting explosives and start 
attacking the heroes, using the Cover Fire talent to help protect one ally 
within 6 squares while it continues to set explosives. 


OOM-SERIES BATTLE DROID 
OOM-Series droids are originally designed by the Neimoidians to serve as 
crew aboard Trade Federation vessels. Yellow-striped OOM commanders 
oversee operations, blue-striped OOM pilots fly the ships, and red-striped 
OOM security forces protect vital areas. While not as effective as living crews, 
they require almost no day-to-day maintenance and consume little energy, 
and defective droids can be deactivated and replaced within minutes—all very 
important considerations to the cost-conscious Trade Federation. 


This droid appears to be a standard battle droid, with yellow markings 
indicating officer status. 


OOM-Series Battle Droid cL2 
Medium droid (4th-degree) nonheroic 6 

Init +3; Senses Perception +7 

Languages Basic, Binary 

Defenses Ref 10 (flat-footed 10), Fort 11, Will 10 

hp 21; Threshold 11 
Immune droid traits 


Speed 6 squares (walking) 

Melee unarmed +5 (1d3+1) 

Ranged blaster carbine +4 (308) 

Base Atk +4; Grp +5 

Abilities Str 12, Dex 11, Con —, Int 11, Wis 9, Cha 9 

Feats Coordinated Attack, Toughness, Weapon Proficiency (pistols, rifles, 
heavy weapons, simple weapons) 

Skills Perception +7 

Systems walking locomotion, remote receiver, 2 hand appendages, 
internal comlink, vocabulator 

Possessions blaster carbine 

Availability Military; Cost 900 credits 


OOM-Series Battle Droid Tactics 

The OOM-Series battle droid is present simply to act as a spotter and coor- 
dinator for the droid commandos, although they are competent enough 
not to need it. The OOM-Series droid keeps watch until combat begins, at 
which point it either attacks the heroes directly or uses Coordinated Attack 
to guarantee that it can aid its allies on attack rolls. 


CONCLUSION 

If the droids manage to defeat the heroes or run them off, then they do not 
detonate the explosives and instead reclaim the ion cannon for the Confed- 
eracy. If the droids manage to set all four of their explosives, they blow up 
the ion cannon. The heroes have a chance to escape—the explosions take 
several rounds to travel down the power column to the power core—but 
several blocks of the city are destroyed in the explosion, 

If the heroes manage to defeat all of the battle droids before all four 
explosives are placed, the heroes retain control of the planetary ion cannon 
and Republic reinforcements can be sent to hold the control center while 
the heroes perform other tasks 


FEATURES OF THE AREA 

The roof of the planetary ion cannon facility features the ion cannon 
itself, as well as several other objects of importance. The stairwell 
from the control center reaches the roof at the southeast corner of the 
rooftop. The ion cannon itself is atop a large platform in the center of 
the roof; a set of stairs leads up to a walkway that then connects to 
this platform. Characters can move freely under the walkway, but the 
stairs are solid. 

A small safety area sits on the southwest corner of the roof, This 
is a three-walled transparisteel booth, where observers can stand to 
watch the cannon fire without suffering the negative effects of being 
close to the weapon when it discharges. The transparisteel walls of this 
booth have DR 5, 30 hit points, damage threshold 35, a Strength DC of 
40, and a Break DC of 30. Otherwise, several vents and crates provide 
‘small amounts of cover on the roof. 
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ENCOUNTER: 
GAT AMBUSH 


Challenge Level 4 

SETUP: Having received orders from the Republic to ambush a convoy of 
GATs, the heroes finally reach the ambush point to see the vehicles rolling 
along before them. The four GATs are placed in a roughly square formation 
in the middle of the road. The four battle droid squads are placed around 
the GATs: one squad in the front, two squads between the GATs, and one 
squad to the rear. 

The ambush point that the Republic has chosen prevents the GATs from 
lining up effective shots on the heroes, so the GATs only use their vehicle 
fire effects option (see the GAT Tactics section below). Moreover, the heroes 
have a particular objective in this encounter: placing the signal beacons on 
the GATs. Planting a signal beacon on a GAT is not.a simple process; each 
beacon must be attached to a vehicle, which requires a character to be 
adjacent to the GAT and to spend a standard action to attach the beacon. 
The beacon cannot be attached from range (such as with the Use the Force 
skill), because the beacon must be attached to the hull of the GAT in such a 
way that it can use the metal of the hull to boost the signal that the Republic 
will use to target it. 


READ-ALOUD TExT 


When the heroes reach the ambush point, read the following text aloud: 


‘Moving down the street slowly with a deep mechanical hum are four Separatist 
tanks, Marching alongside the tanks are four squads of battle droids, watching 
for attackers. The tanks seem to be having trouble maneuvering, and it's clear 
that their firing capability is quite limited. 


GAT (4) 

Baktoid Armor Workshop's answer to the Grand Army's TX-130 Saber-class 
fighter tank, the Ground Armored Tank (or GAT) is a lightly armed, lightly 
armored fast-attack vehicle built for recon and light infantry support. Often 
escorted by a squad of B1-Series battle droids on STAPs, the GAT is fast and 
agile, making it ideal for hit-and-run tactics. The GAT is controlled by an 
integrated droid brain. 

Despite the fact that these vehicles are CL 10, they do not count toward 
the difficulty of the encounter and are worth no XP on their own, since they 
do not use normal combat tactics. See the Conclusion section for information 
on the XP award for destroying the tanks. 


Ground Armored Tank 
Huge ground vehicle (speeder) 
Init +6; Senses Perception +5 


cL 10 


Defenses Ref 17 (flat-footed 14), Fort 23; +6 armor, Vehicular Combat 
hp 175; DR 10; Threshold 33 


Speed 8 squares (max. velocity 130 km/h) 

Ranged medium laser cannons +6 (see below) or 

Ranged missile launchers +6 (see below) 

Fighting Space 3x3; Cover total 

Base Atk +2; Grp +25 

Abilities Str 36, Dex 17, Con —, Int 14 

Skills Initiative +6, Perception +5, Pilot +6 

Crew droid brain (expert); Passengers none 

Cargo none; Consumables none; Carried Craft none 

Payload 24 missiles 

Availability Military; Cost 17,500 (11,000 used) 

Shock and Awe (Fire Effect)—As a standard action, the GAT can forgo 
all attacks to provide a battlefield effect to all squares in a 6-square 
radius around itself. Any enemy in this area of effect automatically 
moves an additional ~1 step on the condition track when damaged by a 
successful attack that deals damage equal to or exceeding the target's 
damage threshold. 


Medium Laser Cannons (pilot) 
Atk +6, Dmg 4d10x2 
Missile Launchers (pilot) 
Atk +6, Dmg 8d6, 4-square splash 


GAT Tactics 

Due to the nature of the area of the ambush, the heroes can prevent the 
GATs from turning their weapons on the heroes directly. Each of the four 
GATs uses its Shock and Awe option each round, effectively blanketing the 
area of the combat encounter in their fire effect. During the fight, the GATs 
slow to a crawl, not wanting to be separated from their escorts; however, 
if all of the battle droid squads are defeated, the GATs begin moving again, 
using their entire round for all-out movement. If the heroes do not plant all 
of the signal beacons within 3 rounds after all of the battle droid squads are 
defeated, the GATs exit the narrow streets and gain the ability to turn their 
weapons on the heroes once more. 


BaTTLE DROID SQUAD (4) 
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B1-Series Battle Droid Squad cL3 
arge droid (4th-degree) squad nonhero 

Init +0; Senses Perception +6 

Languages Basic 

Defenses Ref & (flat-footed 8), Fort 11, Will 1 

hp 20; Threshold 21 

Immune droid trait 

Speed 6 squares (walking) 

Melee unarmed +7 (1d3+1) 

Ranged blaster carbine +5 (3d8, 1-square splast 

Base Atk +2; Grp +8 

Abilities Str 13, Dex 9, Con —, Int 9, Wis 10, Cha 10 


Special Qualitie: 

Feats Toughn 
simple weapons) 

Skills Perception +6 
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Availability Military; Cost 5,400 credit 
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ave a 1s s deal an extra 2 dice 


of damage against a squad. A squad cannot be grabbed or grappled, 


nity attacks are not considered to be area attacks. 


and its ope 


Battle Droid Squad Tactics 

Each battle droid squad tries to take full advantage of the fact that the droids’ 
ranged attacks have a splash radius, particularly t 
adjacent to one another. As the heroes attempt to move through the tanks 
planting the beacons, the battle droid squads start creating lines of fire to 


ting heroes standing 


prevent the heroes from moving quickly from one tank to the next. 


CONCLUSION 
f any of the heroes manages to destray one or more of the GATs, this counts 


ad planted a signal beacon on that tank. If the heroes 


anks with signal beacons, they need only get cle 


efore the Republic opens fire. All four tanks are destroyed by 


cessful in their 


precision laser fire from the Solidarity, and the heroes are su 


If for some reason any of the tanks manage to escape, the heroes 


in their mission 


FEATURES OF THE AREA 

The narrow streets in which this encounter take place have seen some 
combat earlier in the invasion, but most buildings remain standing and 
intact. Any of the squares filled with debris counts as difficult terrain; 
most of the debris is large enough that it can be used as cover. The build~ 
ings along this narrow street are small shops and storage facilities, each 
belonging to one of Tirahnn's merchant. Most are locked and have stan- 
dard metal doors (DR 10, 50 hit points, damage threshold 30, Strength DC 
50, Break DC 35), and inside the heroes find a variety of mundane items 
and trade goods. Each building is roughly two stories tall, with about 4 
squares (6 meters) separating the roof from the street below. 
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ENCOUNTER: 
THE OVERPASS 


Challenge Level 6 

SETUP: If the heroes decide to intercept the Separatist retreat, they have 
the opportunity to collapse a bridge on their escape route, effectively pin 
ning the Separatist troops and heavy vehicles between the bridge and the 
‘oncoming Republic forces. The heroes have several options for collapsing the 
bridge; four well-placed explosive charges will do the trick, but the heroes 
may have other ideas. A sufficient amount of damage along the cracks in 
the bridge (visible on the map, and discussed in the Features of the Area 
sidebar on the next page) can collapse it, but feel free to allow the heroes 
to explore other options. 

The Separatists are on their way, and an advance scout force arrives at 
about the same time as the heroes. The heroes have 10-rounds from the time 
combat starts before the main Separatist force arrives; if the bridge has not 
been collapsed by then, they fail to achieve their mission. 


READ-ALOUD TEXT 


When the heroes arrive at the overpass, read the following text aloud: 


This section of street features an overpass with a ramp leading down to the 
street below. The bridge has seen better days, and has clearly sustained some 
damage in the fighting. As you approach the area, a small scout force of 
Confederacy droids enters the area near the bridge. It's clear they mean to 
stop any opposition, as they have weapons at the ready. 


DROIDEKA (2) 


Droideka Series Destroyer Droid cL4 
Large droid (4th-degree) nonheroic 12 

Init +8; Senses Perception +13 

Languages Basic, Binary 


Ranged laser cannon +8 (4d8) and 
laser cannon +8 (3d8) with Rapid Shot or 
Ranged laser cannon +5 (5d8) and 
laser cannon +5 (3d8) with Burst Fire 
Fighting Space 2x2; Reach 1 square 
Base Atk +9; Grp +17 
Atk Options autofire (laser cannons), Burst Fire, Rapid Shot 


Abilities Str 16, Dex 15, Con —, Int 8, Wis 14, Cha 7 

Feats Armor Proficiency (light), Burst Fire, Dual Weapon Mastery |, 
Dual Weapon Mastery II, Rapid Shot, Weapon Focus (rifles), 
Weapon Proficiency (heavy weapons, rifles) 

Skills Perception +13, Stealth +3 

Systems walking locomotion, wheeled locomotion (exclusive), remote 
receiver, 2 tool appendages, shield generator (SR 20), integrated 
comlink, bronzium shell (+5 armor; treat as quadanium plating) 

Possessions 2 laser cannons (treat as blaster rifles) 

Availability Military; Cost 21,000 credits 


BATTLE DROID ASSASSIN 


Battle Droid Assassin cL4 
Medium droid (4th-degree) nonheroic 3/soldier 3 
Init +4; Senses low-light vision; Perception +10 
Languages Basic, Binary 
Defenses Ref 15 (flat-footed 14), Fort 16, Will 13 
hp 24; Threshold 16 
Immune droid traits 
‘Speed 6 squares (walking) 
Melee unarmed +6 (1d3+2) or 
Ranged heavy blaster rifle +6 (3d10+1, devastating 5) or 
Ranged heavy blaster rifle +6 (4d10+1, devastating 5) with deadeye or 
Ranged hold-out blaster pistol +6 (3d4+1) or 
Ranged thermal detonator +6 (8d6+1, 4-square burst) 
Base Atk +5; Grp +6 
Atk Options Devastating Attack (rifles), Far Shot, Precise Shot, 
Point Blank Shot 
Special Actions aid another (+4), Battle Analysis 


Defenses Ref 16 (flat-footed 14), Fort 13, Will 12 
hp 40; SR 20; Threshold 18 
Immune droid traits 
‘Speed 2 squares (walking), 10 squares (wheeled) 
Melee unarmed +7 (1d4+3) 
Ranged laser cannon +12 (3d8) or 
Ranged laser cannon +10 (4d8) with Rapid Shot or 
Ranged laser cannon +7 (5d8) with Burst Fire or 
Ranged laser cannon +10 (3d8) and 

laser cannon +10 (348) or 


Abilities Str 13, Dex 13, Con —, Int 10, Wis 10, Cha 9 

Talents Battle Analysis, Devastating Attack (rifles) 

Feats Armor Proficiency (light), Deadeye, Far Shot, Point Blank Shot, . 
Precise Shot, Weapon Proficiency (pistols, rifles, simple weapons) . 

Skills Perception +10 

Systems walking locomotion, remote receiver, synchronized fire circuits, 
2 hand appendages, improved sensor package, internal comlink, 
vocabulator 

Possessions heavy blaster rifle with standard targeting scope, hold-out 
blaster pistol, 2 frag grenades 

Availal y Military; Cost 6,460 credits ; 


Battle Droid Assassin Tactics 

The battle droid assassin begins the encounter hidden on one of the nearby 
buildings. This droid was left behind after an earlier skirmish, and it has 
been holding position to help defend the retreating Separatist force. The 
droid has made a Stealth check before the heroes arrive (at +4), so the 
heroes might spot the droid in advance. The battle droid assassin tries to 
aim before every shot, negating the heroes’ cover and dealing more damage 
with its blaster rifle, 


LR-S7 COMBAT DrRoID (2) 

A massive combat droid used by the Retail Caucus at the Battle of Christoph- 
sis, the LR-57 specializes in launching surprise attacks. The LR-57 typically 
operates in a passive standby mode, consuming only enough power to keep 
its sensors active in order to search for threats. When the combat droid 
detects a threat, it activates and goes into attack mode, sending a signal 
back to its remote processor and awaiting instructions 


LR-57 Combat Droid cL3 
Large droid (4th-degree) nonheroic 9 

Init +5; Senses low-light vision; Perception +18 

Languages Binary _ 

Defenses Ref 16 (flat-footed 15), Fort 17, Will 12; +6 armor 

hp 33; Threshold 22 

Immune droid traits 


Speed 8 squares 

Ranged double heavy blaster rifle +7 (4410) or 

Ranged double heavy blaster rifle +2 (6d10) with Burst Fire 

Fighting Space 2x2; Reach 1 square 

Base Atk +6; Grp +18 

Atk Options autofire (double heavy blaster rifle), Burst Fire 

Abilities Str 24, Dex 12, Con —, Int 10, Wis 15, Cha 8 

Feats Armor Proficiency (light), Burst Fire, Skill Focus 
(Perception), Skill Focus (Stealth), Skill Training (Stealth), 
Weapon Proficiency (heavy weapons, rifles) 

Skills Perception +18, Stealth +10 

Systems walking locomotion, basic processor, remote receiver, 2 
tool mounts, improved sensor package, internal comlink, locked 
access, vocabulator 

Possessions double heavy blaster rifle, durasteel plating (+6 armor) 

Availability Military; Cost 16,000 credits 
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CONCLUSION 

If the heroes manage to collapse the bridge in fewer than 10 rounds, the 
Separatist retreat has nowhere to go, and the mission is a success. If the 
heroes take 10 rounds or more, the Separatists arrive, and it becomes too 
late to stop the retreat. The heroes may stay to collapse the bridge anyway, 
but some of the faster elements of the Separatist forces (such as rolling 
droidekas and Hailfire tank droids) make it past the overpass. 


FEATURES OF THE AREA 

Most of this area is taken up by the main street and a single, damaged 
bridge that crosses over it, perpendicular to the street. The bridge is made 
of thick permacrete, but the damage is has sustained since the invasion 
has weakened key parts of the structure. The bridge is 3 squares (roughly 
4.5 meters) above the road, and a gently sloping ramp connects the two. 
Asmall barrier at the edge of the bridge provides cover from attackers 
below, and lights on that barrier provide illumination around the bridge 
at all hours. Four standard explosive charges, placed on opposite sides 
of the bridge at both ends, would be enough to collapse the bridge. 
Barring that, if any of the squares through which the large cracks run 
should take more than 80 points of damage (the bridge has DR 10), the 
bridge would collapse entirely. 
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ENCOUNTER: 
No EScarPe 


Challenge Level 5 
SETUP: After many skirmishes, the liberty of Tirahnn is assured, but the 
heroes have yet more work to do. When the heroes respond to the tip that a 
being that appears to be Master Elasra has retrieved Commander Zolghast, 
they make their way towafd a landing platform on which sits a Confederacy 
shuttle. When the heroes arrive, Commander Zolghast and Braxus Lyn, the 
Clawdite impersonating Master Elasra, are just heading toward the shuttle- 
craft. The shuttle sits on the landing pad, warming up, and two squads of 
battle droids lurk around the edges of the landing pad. 

In order to achieve victory in this encounter, the heroes need to stop 
Commander Zolghast from boarding the shuttle and ensure that he can be 
taken back to the Solidarity for questioning. 


READ-ALOUD TEXT 


When the heroes arrive, read the following section aloud: 


Asingle Separatist shuttle rests on the landing pad, lights flashing and steam 
billowing out of vents on its underbelly. Crossing the distance between you and 
the shuttle are two figures. The first is instantly recognizable as Commander 
Zolghast. Surprisingly, the second appears to be the Barabel Jedi Master, 
Ezar Elasra. He holds the commander at the point of his lightsaber, as though 
marching a prisoner along. 

COMMANDER ZOLGHAST 
Commander Zolghast CLS: 
Male Zygerrian nonheroic 6/noble 1/officer 2 

Force 3; Dark Side 6 

Init +6; Senses Perception +5 

Languages Basic, Bocce 

Defenses Ref 19 (flat-footed 16), Fort 15, Will 23 

hp 46; Threshold 20 

Immune +5 to Fortitude/Will Defense against Use the Force checks 
Speed 6 squares 

Melee unarmed +6 (1d6+1) 

Ranged heavy blaster pistol +8 (348+1) 

Base Atk +6; Grp +8 

Special Actions Anticipate Movement, Deployment Tactics 

Abilities Str 10, Dex 14, Con 12, Int 12, Wis 12, Cha 16 


Talents Anticipate Movement, Deployment Tactics 

Feats Improved Damage Threshold, Improved Defenses, Martial Arts |, 
Skill Focus (Persuasion), Skill Training (Deception), Toughness, 
Unstoppable Force’, Weapon Proficiency (pistols, simple weapons) 

Skills Deception +12, Knowledge (Tactics) +10, Perception +5, 
Persuasion +17 

Possessions heavy blaster pistol, code cylinder, comlink 

* See The Clone Wars Campaign Guide, page 31 


BRAXUS LYN 

Braxus Lyn is a Clawdite mercenary and general con artist for hire. Although 
she has seen her share of action during the Clone Wars, she is not technically 
a member of the Separatists' forces, preferring to remain a freelancer, Lyn 
specializes in fixing problems, particularly problems that involve intrigue 
and espionage. She was hired by the Separatists to help keep the wealthy 
elite of Tirahnn under control, and she was tapped to rescue Zolghast when 
news of his capture reached the Separatists. Realizing that the Republic 
would have both troops and probe droids throughout the city, she disquised 
herself as Master Elasra so that any Republic forces they encountered would 
be less likely to suspect deception. Gifted with basic Force sensitivity and 
a few tricks she has picked up in her travels, she has managed to maintain 
the deception thus far. 


Braxus Lyn cL4 

Medium Clawdite nonheroic 3/scoundrel 3 

Force 2; Dark Side 3 

Init +10 ; Senses Perception +4 

Languages Basic, Clawdite, Huttese 

Defenses Ref 17 (flat-footed 15), Fort 13, Will 15 

hp 20; Threshold 13 

Speed 6 squares 

Melee unarmed +4 (1d4+1) 

Ranged heavy blaster pistol +6 (348+1) or 

Ranged hold-out blaster pistol +6(3d4+1) 

Base Atk +4; Grp +6 

Atk Options Bantha Herder, Pistoleer 

Special Actions Startle 

Force Powers Known (Use the Force +17): Force Thrust, Rebuke 

Abilities Str 10, Dex 14, Con 10, Int 12, Wis 12, Cha 18 

Special Qualities Shapeshift, Startle 

Talents Disruptive, Knack 

Feats Bantha Herder, Force Sensitivity, Force Training, Pistoleer, Skill 
Focus (Deception), Skill Focus (Use the Force), Skill Training (Use the 
Force), Weapon Proficiency (simple weapons) 


Skills Deception +17 (+27 to disguise, can disguise as a full-round action 
at no penalty), Initiative +10 , Perception +4, Use the Force +17 

Possessions heavy blaster pistol, hold-out blaster pistol, comlink, datapad, 
stolen Jedi robes and lightsaber, street clothes 


Startle—Once per encounter, as a reaction to being attacked, Braxus Lyn 
can make a Deception check against her attacker's Will Defense. If 
successful, the attacker takes a -5 penalty on the attack roll 


Braxus Lyn Tactics 

Since Lyn's mission is to get Zolghast on the ship and to keep him alive, her 
first instinct when the heroes arrive is to maintain the bluff. She uses her 
Deception skill to disguise herself as Master Elasra, Should the heroes see 
through the deception, she leaps into action, hurling enemies away with the 
Force (she will spend Force Points to regain the use of Force Thrust when 
necessary) and generally moving enemies into a position where the battle 
droid squads have optimal shots. 


BATTLE DROID SQUAD (2) 


B1-Series Battle Droid Squad cL3 

Large droid (4th-degree) squad nonheroic 3 

Init +0; Senses Perception +6 

Languages Basic, Binary 

Defenses Ref 8 (flat-footed 8), Fort 11, Will 10 

hp 20; Threshold 21 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed +7 (1d3+1) 

Ranged blaster carbine +5 (348, 1-square splash) 

Base Atk +2; Grp +8 

Abilities Str 13, Dex 9, Con —, Int 9, Wis 10, Cha 10 

Special Qualities droid traits, squad traits 

Feats Toughness, Weapon Proficiency (pistols, rifles, heavy weapons, 
simple weapons) 

Skills Perception +6 

Systems walking locomotion, remote receiver, 2 hand appendages, 
internal comlink, vocabulator 

Possessions blaster carbine 

Availability Military; Cost 5,400 credits 

Squad Traits—The melee attack of a squad is an area attack that affects 
all squares within its reach. The ranged attacks of a squad are 
considered to have a 1-square splash. Area attacks deal an extra 2 dice 
of damage against a squad. A squad cannot be grabbed or grappled, 
and its opportunity attacks are not considered to be area attacks. 


Battle Droid Squad Tactics 

The battle droid squads have been ordered to guard the landing platform 
from inconspicuous positions, but once the shooting starts they emerge 
from hiding to fire upon the heroes. They take advantage of Zolghast's 
movement, granting abilities and try to focus their fire on any heroes that 
cluster together. 


CONCLUSION 

If the heroes fail to prevent Zolghast from boarding the shuttle, it blasts off 
for space and the heroes fail this aspect of their mission. If they manage to 
subdue Zolghast, they succeed and the Republic takes possession of him 
Similarly, if the heroes manage to subdue Braxus Lyn, the Republic is doubly 
grateful to the heroes for having removed a Separatist pawn from play on 
Tirahnn. See the Epilogue {page 205) for more information on wrapping 


things up. 
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“PREPARE FOR GROUND ASSAULT.” 
Get ready to dig into the trenches of Hoth or charge across the open plains of Geonosis, standing shoulder to shoulder 


with your fellow warriors. War has come to the galaxy, and the deeds of soldiers and generals will determine the fates of 
billions of lives. Remember your training, and don't stop fighting until the enemy is down. 
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INTRODUCTION 


Jor or have an obligation to someone and in turn wield control over 
cause of this web of intrigue, a Galaxy of Intrigue campaign can 


ss dring the Old Republic, Clone Wars, Rebellion, or Legacy eras, life in the galaxy 

is complicated, as planets wage war with each other, ideologies clash, and 
rulers fight for dominion and to achieve the destinies that lie within their reach. 
Even the lative peace preceding the Clone Wars is riddled with intrigue as 
pee: | ividuals take advantage of a distracted and apathetic populace 


to forward.their own agendas, 

With fei k, Gamemasters can plunge heroes into a campaign of con- 
spiracy. Although. the heroes might be caught up in the plots of others, they can 
take an active role ifv'solving mysteries or using their influence to help shape 
the galaxy, pulling the strings of intrigue themselves. Galaxy of Intrigue pres~ 
ents rules and suggestions¥or including noncombat elements into a campaign, 
allowing players with a flair for personal interaction, dialogue, and skill use to 
stand out. Characters from the noble class, with the most skills and talents for 
solving problems with dialogue or quick thinking, benefit most from the ideas 
presented in Galaxy of Intrigue. However, this book offers plenty for every class, 
even the most martial soldiers. The rules and ideas presented here should give 
the heroes of your campaign a new sense of purpose, helping them develop 
into multidimensional characters, 
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USING THIS BooK 


This book is the basis for a Galaxy of Intrigue campaign, capturing the feel 
of political events, clandestine adventures, and layers of subterfuge, double- 
cross, and hidden plans found throughout Star Wars. Chapters 1 and 3 are 
for players, and the remaining chapters are for Gamemasters. 

Chapter 1: Heroes of Intrigue covers new species, especially ones known 
for political machinations or skill in intrique. In addition, this chapter includes 
an array of new tools and options for character creation—such as talents, 
talent trees, and feats—for players who want their characters to shine in situ- 
ations where skills, insight, and quick thinking are more important than going 
in with blasters blazing. However, opportunities for violence still abound. 

Chapter 2: Skill Challenges introduces an optional mechanic that utilizes 
multiple skill checks to get all the heroes of an adventuring group involved 
in overcoming obstacles. 

Chapter 3: Equipment contains new gear, weapons, vehicles, and droids 
suitable for use in a Galaxy of Intrigue campaign. 

Chapter 4: Campaigns provides examples and advice for creating an 
intrigue campaign, in which subterfuge, deceit, and politics are important 
aspects of the heroes' adventures. Additionally, the chapter helps Gamemas- 
ters design villains that are both plausible and memorable. 

Chapter 5: Factions and Organizations provides numerous examples of 
groups deeply immersed in politics, intelligence gathering, and clandestine 
operations. Each faction or organization entry includes goals, methods, and 
notable personnel, as well as ways to use the group as an antagonist or an 
ally for the heroes. 

Chapter 6: Nyriaan presents a new planet that the Gamemaster can 
use for adventures rich in intrigue and conspiracy. This planet can serve as 
a base of operations or as an adventure setting. 

Chapter 7: Intrigue Encounters includes eight mini-encounters that 
Gamemasters can weave into preexisting campaigns or use as new adven- 
tures. The mini-encounters cover a broad range of Challenge Levels and 
include the new skill challenge system from Chapter 2. 

Chapter 8: The Perfect Storm is an adventure designed for four starting 
heroes of any background. The adventure takes place on the mining world of 
Nyriaan, and it can be set during any era of the Stor Wars galaxy. 


WHAT IS A GALAXY OF 
INTRIGUE CAMPAIGN? 


Just as Scum and Villainy looked at the seedier side of the Star Wars setting, 
where the heroes walked in the gray area between legality and illicit behavior, 
a Goloxy of Intrigue campaign enters the halls of power, where politicians 
shape the destiny of untold billions, corporations perform questionable 
deeds in pursuit of profit, and rebels plot to overthrow rulers. An intrigue 
campaign focuses on layers of deception, clandestine missions, and secret 
deals. Although heroes might be swept up in events and plans beyond their 
control, they are not mere pawns. They can use the same tactics against 
their enemies or the groups that oppose them. The heroes’ activities might 
have a profound impact on the destinies of those around them, all through 
the techniques of cloak and vibrodagger. 


Nothing Is What It Seems 

Ina Galaxy of Intrigue campaign, deception and lies are vital. As the heroes 
progress through encounters, each conclusion brings with it a number of 
additional questions to be answered, providing motivation for even more 
encounters. Heroes peel back the veneer that surrounds the forces of galac- 
tic society, revealing hidden secrets, old rivalries, and insidious plots that 
threaten to shift power in massive and dangerous ways. In turn, the heroes’ 
goals should influence the galaxy around them. Over time, the heroes might 
begin to question the truth of the facade presented before them. Allies 
might turn out to be opponents and vice versa. The motives of even the most 
altruistic group or individual can become misguided, while the actions of the 
enemy might, in fact, hold a noble purpose. 

Beyond the political arena, a Galaxy of Intrigue campaign also focuses 
heavily on the action of spies. Agents infiltrate military organizations to steal 
classified plans. Moles hide within the halls of power to relay information 
back to their controllers. Turncoats and saboteurs wreak havoc in factories 
and laboratories. Each character involved in a Galaxy of Intrigue campaign 
has his or her own motivations, adding additional layers of complication and 
conflict to a scenario and making a great adventure. 


Leia HOES THE DEATH STAR PLANS INSIDE OF R2Z-DZ 


Politics Is Personal 

Politics plays @ major part in Galaxy of Intrigue campaigns, with politicians 
using the power of a legislature, a royal court, or even a tribal council to shape 
policy and influence the will of the people. Corporations use their influence 
and their lobbyists to ease restrictions on trade. Interest groups of all kinds 
use the political arena to make their voices heard and draw attention to 
their messages. Politics touches every aspect of life in the galaxy, even in 
the most far-flung, backwater planets. 

‘Asa case in point, the conflict in Star Wors: Episode | The Phantom Menace 
begins innocuously enough as a trade dispute. Over the course of that and 
the subsequent movies, however, the galaxy is rocked as the dispute quickly 
progresses through a blockade, an armed conflict, the removal of the Supreme 
Chancellor, the rise of Senator Palpatine, and eventually the full-scale war 
of the Clone Wars in Star Wars: Episode III Revenge of the Sith. 


Tension Between Light and Dark 

A Galaxy of Intrigue campaign can also incorporate the conflict between the 
light and dark sides of the Force. Practitioners of the Force might be major 
figures in a Galaxy of Intrigue campaign or mere players in the background, 
providing a bit of flavor. The Jedi maintain peace and harmony within the 
galaxy, working as negotiators and mediating disputes. However, Jedi often 
become immersed in plots and intrigue, and they must walk a careful path 
to maintain neutrality while seeking to solve problems. The machinations of 
intrigue sometimes push a Jedi too far, causing him or her to fall from the 
light side and into the dark. 

The Sith serve the dark side and seek to subvert the balance of power in 
their favor, preferably at a very greedy, personal level. Yet not every practitio- 
ner of the dark side seeks wholesale genocide—many appear to be upstanding 
citizens, beloved by the galactic public. But while one hand spreads wealth, 
favors, and solutions to problems, the other is hidden from view, sowing the 
seeds of discontent and manipulating the lives of others. Gamemasters can 
use the tension between the light and dark sides of the Force, playing on the 
preconceived notions of the players and using the conflict as a canvas upon 
which to create entertaining and memorable adventures. 
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Although the Star Wars universe is replete with scenes of breathtaking action, 
dramatic lightsaber duels, sweeping ship battles, and hair-raising escapes, 
it is also deeply immersed in intrigue. The galaxy is an enormous place with 
a huge variety of species, ideologies, corporations, and other groups jock- 
eying to gain power and to carve their own destinies. A dense, if delicate, 
web of negotiations, treaties, alliances, and obligations weaves disparate 
groups together to stop the civilizations of the galaxy from descending into 
SQ. chaos. Sometimes this web keeps the peace, but often stability is threatened 
jor overturned as masterminds scheme for more control. For the heroes, 
\iventure is around every corner and, more often than not, comes looking 
them instead of the other way around. 
Galaxy of Intrigue campaign has plenty of room for every type of char- 
, although creating heroes for an intrigue campaign requires a bit more 
hQught than it might in other settings. Campaigns that focus on intrigue are 
about kicking down doors and tossing in thermal detonators (although 
is a time and place for that, as well) than about the gradual, but steady, 


your characters fit into a world of back room deals, clandestine 
ps, blackmail, infiltration, and political maneuvering. 


campaign. To be sure, with its tremendous amount of skills and its 
due-inspired talent trees, the noble class is well suited for this type of 
paign, but the other classes have just as much to offer, Scoundrels use 
their silver tongues or dastardly tricks for their own personal gain. Scouts, 
masters of infiltration, use their resources to break into Imperial facilities 

gr corporate offices to retrieve valuable information. Soldiers need not be 
utish thugs and can include military intelligence officers or bodyguards for 
ich and powerful, picking up vital secrets as they go about their duties. 
nown for their role as peacekeepers and negotiators, find themselves 

d up in densely woven plots and shifting agendas on a daily basis. In 


Fevery class has its place in a Galaxy of Intrigue campaign, as long as 

characters realize that not every situation can be solved with combat. 

je heroes must rely on their powers of observation and deduction to move 
story along, as well. 


SPECIES 

Given the multitude of beings and cultures that inhabit the galaxy, many 
species rely on manipulation and diplomacy to advance their causes and do 
the best for their people. Certain species use intrigue and social engineering 
for noble pursuits, such as to maintain pacifist societies. Some, however, excel 
at pulling the strings of others for the sake of financial or political gain, or 
merely for the enjoyment of being in control. 


SPECIES CHARACTERISTICS 
Your character's species determines some of his or her qualities. 


Ability Adjustments 

Find your character's species on Table 1-1: Species Ability Adjustments, and 
apply the adjustments listed there to your character's ability scores. Use 
Tables 1-2 and 1-3 to help determine your character's age, height, and weight. 


SPECIES ABILITY ADJUSTMENTS 
Bith -2 Con, +2 Int, +2 Cha 
Defel -2 Str, +2 Int 

Fosh +2 Dex, -2 Con, +2 Cha 
Givin 2 Str, +2 Int, 

Gotal None 

Herglic +4 Str, -4 Dex 

Mrlssi 2 Str, +2 Int, +2 Cha 
Neimoidian -2 Str, +2 Cha 

Umbaran 2 Con, +2 Dex, +2 Wis 


TABLE 1-2: AGE BY SPECIES 


YOUNG MIDDLE 
SPECIES CHILD ADULT ADULT AGE OLD VENERABLE 
Bith nN 12-15 16-50 51-70 71-84 85+ 
Defel 1-6 7-10 11-49 50-74 75-89 90+ 
Fosh 1 12-17 18-55 56-70 71-84 85+ 
Givin 1-10 1-14 15-48) 49-64 65-79 80+ 
Gotal 1-9 10-12 13-40 41-60 61-75 76+ 
Herglic 1-15 16-19 20-55 56-79 80-95 96+ 
Mrlssi 1-4 5-8 9-35 36-69 70-89 90+ 
Neimoidian 1-11 12-16 «17-40 «41-57 58-79 80+ 
Umbaran 1-10 NS 16-44 45-69 70-89 90+ 
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+ AND WEIGHT 

SPECIES HEIGHT 
Bith 17m 
Defel 14m 
Fosh 1.3m 
Givin 1.8m 
Gotal 2.0m 
Herglic 22m 
Mrlssi 1.2m 
Neimoidian 19m 
Umbaran 17m 
BiITtTH 


Bith have been part of the Galactic Republic for thousands of years. Intel- 
lectually advanced humanoids, Bith have oversized brains evolved to handle 
abstract skills such as language, mathematics, music, and scientific analysis. 
This fundamental shift to the intellect has caused brain functions related to 
instinct and biological drives to diminish. Their greater brainpower also means 
that Bith need to spend only four hours in a meditative trance to regain the 
energy that most species require eight hours to recover. 

As a culture, Bith find the concept of warfare abhorrent, and most are 
pacifists. During the time of the Republic, the Bith are one of the loudest 
proponents for finding diplomatic solutions and for banning weapons and 
the industries of war. This pacifistic streak has roots in the Bith's past, when 
competition between two major corporations got out of hand, resulting in 
the release of a biological weapon that turned the surface of Clak'dor VII 
into an ecological wasteland. The survivors consequently sealed their cities 
in immense domes, while many ambitious Bith left their homeworld to travel 
the galaxy. During the time of the Clone Wars, the Bith hole up in their domed 
cities, remaining neutral and trying to ride out the worst of the fighting. 
Their wholesale return to galactic society does not occur until well into the 
time of the New Republic. 

Bith are highly sought after in a wide variety of fields, including engineer- 
ing, programming, education, commercial art, and, most importantly, ship 
design. Music is a vital and revered pursuit in Bith society, Bith musicians are 
relatively common (and welcome) and can be found playing in extravagant 
opera houses, seedy cantinas, and everything in between, 

Personality: Bith are calm and rational, with a natural talent for techni- 
cal and intellectual pursuits. Despite (or as a result of) its violent past, Bith 
culture is pacifistic. Individual Bith, however, run the range of demeanors, 
but most Bith lean toward using nonaggression to overcome difficulties. All 
Bith are stimulated by intellectual problems and artistic endeavors. 


Physical Description: Bith are 
humanoid in shape; their most 
notable features are their bul- 
bous heads and huge black 
eyes. Their skin is often some- 
where between gray and pink, 
although some Bith have skin 
tints of yellow or green. They 
lack an external nose but have a 
finely tuned sense of smell. Their 
large eyes give them incredibly 
focused vision, allowing them to 
see into the microscopic scale, 
but in turn, they have poor 
long-range vision. 
Homeworld: Bith 
originate from Clak'dor VIl, 
‘a small planet in the Outer 
Rim that suffered heavily from 
the effects of biological warfare 
during a brief civil conflict, The 
inhabitants now reside in domed 
cities and rarely venture out of 
them onto the surface of the planet. 
Languages: Bith speak and read Bith. Those who leave the confines of 
their cities learn Basic as well, 
Example Names: Doikk, Figrin, Jinkins, Lirin, Nalan, Tech, Tedn, Thal, 
Adventurers: Given their predilection for intellectual and peaceful pur- 
suits, most Bith heroes are nobles, Force-users are uncommon, but some Bith 
have served with distinction in the Jedi Order over the millennia. 


Bith Species Traits 
Bith share the following species traits 

Ability Modifiers: -2 Constitution, +2 Intelligence, +2 Charisma. Bith 
bodily processes are not very efficient, but members of the species are 
bright and personable. 

Size: Bith are of Medium size, gaining no bonuses or penalties for their 
size. 

Speed: Bith base speed is 6 squares, 

Meditative Trance: Bith can enter into a trance that lasts for four con- 
secutive hours. At the end of the trance, they gain the benefits of having 
rested for eight consecutive hours. 

Scent: Bith have an extremely strong sense of smell. At close range 
(within 10 squares), Bith ignore concealment and cover for the purpose of 
Perception checks, and they take no penalty for poor visibility when tracking 
(see Survival on page 73 of the Saga Edition core rulebook). 


Evolved Intellect: Whenever a Bith spends a Force Point for any reason, 
the Bith gains a temporary Force Point that must be spent to add to an 
Intelligence-based skill check. If the temporary Force Point has not been 
used by the end of the encounter, itis lost. 

Automatic Languages: Basic and Bith. 


DeEFreL 
Defel come from the high-gravity world of Af'El, which orbits the supergi- 
ant Ka'Dedus. The planet is unusual in that the atmosphere absorbs all light 
except that in the ultraviolet spectrum. The Defel, along with every other 
animal on the planet, have evolved to see perfectly well in ultraviolet, but they 
are completely blind when exposed to other wavelengths of light. Defel that 
leave their homeworld must wear special visors that allow them to see. This 
evolution also had an interesting effect on Defel fur, making the creatures 
effectively invisible in the normal light in which most other species operate. 
This near-invisibility has earned the Defel the nickname "wraiths" because in 
visible light, they appear as nothing more than vague shadows. 

Due to the crushing gravity and harsh seasons of their homeworld, Defel 
bind together into close-knit communities to survive. However, they also 
possess a strong streak of independence in personal matters. They are tough, 
resilient creatures with a deep and complex sense of honor, especially toward 
their families and patrons, Their cities are built underground, and Defel are 
accomplished miners and metallurgists—one of the reasons that outsiders 
contacted them in the first place. Af'El is one of the few planets blessed with 
large quantities of meleenium, a primary 
component in the manufacturing of 
durasteel. 

Most Defel are content to remain in 
the safety of their underground cities, 
and the planet's tortuous gravity and 
harsh conditions mean that it has 
few visitors. Defel that leave Af'E! 
are drawn toward professions 
that take advantage of their 
natural stealth and invisibility, 
such as thief, assassin, scout, 
and bodyguard. Most of the 
galaxy's inhabitants believe that 
the Defel are only characters from 
stories—invisible demons that lurk 
in the shadows. 
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Personality: Defel love independence and freedom. They are a proud 
people with a strong sense of self, almost to the point of stubbornness. 
Defel are loyal to friends, family, and employers, but they are not always 
trustworthy in the conventional sense. They like to work in secrecy and rely 
on conniving and manipulation to get their way with other species. 
Physical Description: Defel are a short, mammalian species with canine 
like faces and sharp white teeth. Their arms and legs are relatively long for 
their frames and end in sharp talons that are used for digging and scratching 
rather than combat. Most importantly, their special fur renders them nearly 
invisible in normal light, making a Defel appear to be little more than a patch 
of shadow. In ultraviolet light, however, Defel appear in bright, vibrant colors 
ranging from golden toa brilliant azure. Defel are effectively blind in normal 
light and must wear special visors to see when away from their planet. 
Homeworld: Defel come from the planet Af'EI, which orbits the supergi- 
ant Ka'Dedus in the Outer Rim. The world receives few visitors because of its 
high gravity and its unusual atmosphere that blocks all but ultraviolet light. 
Languages: Defel speak and read Defel. Adventurous Defel that leave 
the homeworld learn Basic. 
Example Names: Arleil, Klaar, Morr, Defeen, Thar quan, Vox. 
Adventurers: The few Defel that leave the gravity well of their home 
planet take advantage of their stealthy and elusive nature, and most become 
scoundrels or scouts. Their keen intellect also means that some Defel become 
nobles. Defel Jedi are almost unheard-of. 


Defel Species Traits 
Defel share the following species traits: 

Ability Modifiers: -2 Strength, +2 Intelligence. Defel have slight builds 
but keen, probing minds. 

Size: Defel are of Small size and gain a +1 size bonus to Reflex Defense 
and a +5 size bonus to Stealth checks. However, their lifting and carrying 
limits are three-quarters of those of characters of Medium size. 

Speed: Defel base speed is 6 squares. 

Partial Invisibility: The fur of a Defel helps bend all but ultraviolet light, 
rendering him or her nearly invisible. A Defel in shadowy illumination or darker 
conditions is treated as having total concealment. Defel are fully visible and 
gain no concealment against opponents with darkvision. 

Special Equipment: The eyes of Defel have evolved in such a way that 
they can see only in the ultraviolet spectrum. Defel that leave Af’El must 
wear special ultraviolet visors to see in normal light. Without such a visor, 
a Defel is considered blind (see “Blindness” on page 254 of the Saga Edition 
core rulebook). An ultraviolet visor costs 2,000 credits. A Defel character 
begins play with this item at no cost. 

Automatic Languages: Basic and Defel. 
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FosH 

Almost completely 
unknown by the rest of 
the galaxy, Fosh are an 
avianlike species that hail 
from an unknown planet. 
Outwardly quiet, reserved, 
and thoughtful, in truth 
Fosh are contemptuous of 
other species and consider 
all non-Fosh to be infe- 
rior. Fosh keep this con- 
descension and bigotry to 
themselves, however. They are remarkably manipulative and are masters of 
intrigue, deal making, and deception. Only Bothans are more skilled at pulling 
the strings of others. Because the Fosh are close-mouthed and few in number, 
even the name and location of their homeworld is shrouded in mystery. 

Fosh are short and slender with hollow bones, Their faces end in sharp 
beaks with openings that turn up at the back to give Fosh permanent, sar- 
donic smiles. Their arms end in delicate hands that each have four taloned 
fingers. Their sturdy legs end in twin splayed talons that allow them to perch 
on incredibly narrow spaces, such as pipes or large branches. Soft whiskers 
radiate from the front ridges of their heads, much as hair does on a Human, 
along with two antennae, which do not seem to serve any purpose—at least, 
not one that scholars can identify. Feathers on a Fosh's head turn differ- 
ent colors, depending on the Fosh's mood. Because of their delicate nature 
and fragile makeup, most Fosh stay away from violence and rely on their 
manipulation skills to defuse difficult situations. 

Personality: Fosh are quiet and private. They speak obliquely with other 
species, sowing confusion with cryptic phrases and riddles. Fosh rarely con- 
fess their true motivations for anything and focus on the long term, setting 
up elaborate plans and schemes to realize their interests. Most Fosh look 
down on other species, a fact they keep to themselves. 

Physical Description: Fosh are short, slender, and graceful birdlike 
humanoids. Their heads are capped with two antennae and a plumage of 
feathers that change color based on each Fosh’s mood. Their faces end in 
short beaks, and their eyes, which have a gemlike quality, are commonly 
colored ruby red, bright citrine, or deep azure. Special glands connected to 
their tear ducts allow Fosh to release a unique chemical that can be used to 
create powerful medicine. Using this ability takes a toll on a Fosh, who must 
rest to regain strength afterward. 

Homeworld: Unknown. 

Languages: Basic and Fosh. 

Example Names: Larerre, Ootorr, Kourere, Vergere, Villatee. 


Adventurers: Regal and charismatic, most Fosh heroes are nobles or 
scoundrels. Force-users are relatively common, but only a tiny fraction of 
Fosh have become Jedi, Few Fosh have the fortitude and propensity for 
Violence necessary to become soldiers. 


Fosh Species Traits 
Fosh share the following species traits: 

Ability Modifiers: +2 Dexterity, -2 Constitution, +2 Charisma. Fosh are 
nimble and persuasive, but they possess frail and delicate bones. 

Size: As creatures of Small size, Fosh gain a +1 size bonus to Reflex 
Defense and a +5 size bonus to Stealth checks, However, their lifting and 
carrying limits are three-quarters of those of characters of Medium size. 

Speed: Fosh base speed is 6 squares. 

Deceptive: A Fosh can reroll any Deception check, but must keep the 
second result, even if it is worse. 

Healing Glands: Fosh can exude a powerful fluid from their tear ducts 
that can aid in the healing process for most species. A Fosh is always con- 
sidered to have a medpac or medical kit for the purposes of making Treat 
Injury checks, and can perform Trained Only applications of the Treat Injury 
skill even when untrained. 

Automatic Languages: Basic and Fosh 


GIvIN 

Even with the diversity of species in the galaxy, the Givin often manage to 
shock or at least cause unease in most humanoids, since they greatly resemble 
walking skeletons. However, Givin are universally sought after as starship 
builders and engineers, both for their mathematically inclined minds and for 
their unique physiology that allows them to survive in complete vacuum. 

Mathematics permeates every aspect of Givin society, so much so that 
even their language is infused with such concepts. Givin children start training 
early, preparing their minds to handle incredibly complex equations. Rigorous 
competitions determine the best and the brightest students, who are sent to 
monasteries where they spend their lives in deep contemplation, attempting 
to unravel the mysteries of life through formulae and mathematics. 

The shipyards that circle Yag'Duhl, the Givin homeworld, produce sturdy 
and elegant starships and compete on a level matched only by the Duros 
and Verpine, the only species that receive grudging respect from the Givin. 
However, Givin designers do not equip their ships with navicomputers, since 
most Givin can calculate hyperspace jumps in their heads, and they often 
overlook life-support systems. Members of other species that purchase 
Givin-built ships must add these components. 

Personality: Givin are so analytical and logical that they think and 
converse in mathematical terminology. They typically keep to themselves, 
leading other species to consider them withdrawn and somber. Givin 
approach most events with only vague interest. However, when presented 
with a mathematical puzzle, they become animated and verbose, especially 


avin 


with anyone that can keep 
up with their explanations. 
Givin informally refer to 
members of other species 
as "soft" and regard most 
of them with a mix of pity 
and contempt because of 
their inability to survive in 
a vacuum unaided, 

Physical Description: 
Givin are gaunt and skel- 
etal, with exteriors covered 
in sealed carapaces. These 
exoskeletons act as organic 
vacuum suits, allowing the 
Givin to survive in a com- 
plete lack of atmosphere 
and making them immune 
to the effects of inhal- 
ants. Their faces are best 
described as forlorn, with 
frowning mouths and dark, 
triangular eyes. 

Homeworld: Givin are from the planet Yag'Duhl, located in the Inner 
Rim. Massive tidal forces constantly tug at the water and atmosphere of the 
planet, exposing areas to hard vacuum. The Givin reside inside sealed cities 
that are able to withstand the massive crush of tidal energy. 

Languages: The Givin language is thick with mathematical terms, and 
the written language conveys information using hundreds of mathematical 
symbols. Individuals without a grounding in advanced mathematics find the 
species language almost incomprehensible. 

Example Names: Elis Helrot, Lersia Narth, Na-Soth Larr, Nisil Alarin, 
Sladru Nalas. 

Adventurers: Givin that leave their homeworld are likely to become 
nobles or scouts, Givin scoundrels are also relatively common and have a 
propensity for gambling, a pursuit in which their mathematical skills give 
them an edge. Givin soldiers are tough and make excellent troops in hard 
vacuum encounters. Givin Force-users are rare, 


Givin Species Traits 
Givin share the following species traits: 

Ability Modifiers: -2 Strength, +2 Intelligence. Givin lack physical 
strength, but they are extremely analytical. 

Size: Givin are of Medium size, gaining no bonuses or penalties for their 
size. 
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Speed: Givin base speed is 6 squares. 

Exoskeleton: The hard shells of Givin grant them DR 2 and a +2 species 
bonus to Fortitude Defense. 

Deductive Reasoning: Givin constantly evaluate data, discarding incon- 
clusive results. A Givin can reroll any Knowledge check, but the result of the 
reroll must be accepted, even if it is worse. 

Unique Physiology: Givin have sealed exoskeleton and do not breathe 
in a conventional sense. They are immune to the effects of vacuum and to 
the effects of inhaled chemicals and poisons. 

Automatic Languages: Basic and Givin. 


GOTAL 

Gotals are tall beings covered in thick fur that come from the moon Antar 4, 
one of several that orbit the gas giant Antar in the Prindaar System. The moon 
has a highly unusual cycle of light and dark, sometimes illuminated brightly 
and other times shrouded in complete darkness. To compensate for these 
uncertain conditions, Gotals evolved special cones atop their heads that sense 
subtle shifts in the electromagnetic field, allowing them to operate in light 
or dark without hindrance, The cones are sensitive enough to sense not only 
the presence of living creatures nearby but also a creature’s mood or intent. 

Emotions are an important part of Gotal culture. Young Gotals live in a 
constant state of confusion as they are bombarded by the emotions of others. 
Learning to handle this input is what pushes a Gotal toward adulthood and 
maturity. Adult Gotals are calm, almost serene beings, but despite their out- 
ward appearance, they feel the full breadth of emotions. Because they are so 
sensitive to emotions, Gotals quickly form meaningful relationships with one 
another. Gotals prefer to be around their own kind and dislike droids, mainly 
because the electromagnetic fields produced by droids cause an irritating 
buzz perceptible to the Gotals's heightened senses, 

Gotals learned long ago to keep their opinions to themselves, and thus 
they make excellent negotiators and diplomats. Some individuals, however, 
use their natural abilities for nefarious purposes and become assassins or 
bounty hunters, tracking their prey by the emotional trail it broadcasts. 
Most species appreciate the self-discipline that Gotals exhibit, but some are 
hesitant to associate with members of the species for fear of having their 
private passions and motivations revealed. 

Personality: Because they can read the emotions of other beings, Gotals 
have learned to be extremely polite and discreet with the information that 
they glean. They keep their own emotions to themselves and speak to others in 
neutral terms to maintain civility. Indeed, Gotals are incapable of expressing 
emotions in words, relying on their cones to communicate their feelings to 
other Gotals. As a result, Gotals speak only in abstract terms, leading most 
other sentients to think they are emotionless beings. 

Physical Description: Gotals are tall creatures with flat, elongated 
faces. Thick, wiry hair covers most of their bodies. A Gotal's most notable 
feature is a pair of short cones that rises from his or her forehead. These 
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cones pick up subtle varia~ 
tions in the electromagnetic 
fields of other beings, provi 
ing the Gotal with the loca~ 
tions and emotional states of 
the other creatures. 
Homeworld: Gotals come 
from the moon Antar 4, 
located in orbit around Antar 
in the Inner Rim. 
Languages: Gotals speak 
Basic and Gotal. However, 
the form of Basic they speak 
is devoid of emotional con- 
text. The Gotal language is 
impossible for other species 
to learn, because so much of 
it relies on feedback relayed 
through their head cones. 
Example Names: Abav 
Ghart, Glott, Kith Kark, 
Lishma, Mnor Nha, Pari Not- 


goth, Tolokai, To-yel. 

Adventurers: Because Gotals can sense emotions, most adventuring 
members of the species become nobles, but some take advantage of their 
abilities and become scoundrels. When Gotals become scouts, they usually 
do so to escape the constant electromagnetic buzzing they experience when 
in close company with other species. Force-users are relatively common, 
and many Gotals become Jedi, combining their natural empathy with the 
Force to great effect. 


Gotal Species Traits 
Gotals share the following species traits: 

Ability Modifiers: Gotals have no ability score adjustments. 

Size: Gotal are of Medium size, gaining no bonuses or penalties for their size. 

Speed: Gotal base speed is 6 squares. 

Energy Reading: Gotals can read the emotions of any sentient being 
within 6 squares. As a standard action, a Gotal can make a Perception check 
against a target's Will Defense. A successful check reveals the target's 
emotional state (such as happy, sad, nervous, or scared). 

Low-Light Vision: Gotals ignore concealment (but not total conceal- 
ment) from darkness. 

Sensor Cones: A Gotal can use the Sense Force and Sense Surroundings 
applications of the Use the Force skill untrained. 

Automatic Languages: Basic and Gotal. 


HERGLIC 

Herglics are hulking bipeds that evolved from water-dwelling mammals on 
the planet Giju. Their ancestors’ fins and flukes have been replaced by arms 
and legs, although Herglics still breathe through blowholes on the tops of 
their heads, 

As a whole, Herglics are great believers in fairness and honesty, They 
are renowned for always being upright traders and for honoring any deal or 
bargain they make, They assume that others behave in a similar fashion, and 
few things anger a Herglic more than deceit and cheating. 

Herglics are risk-takers, both by nature and by ancient cultural tradition. 
They love meeting new beings and experiencing the sights and sounds of 
new places. They develop space travel independently of other species, and it 
is Herglic exploration that helps the Old Republic spread through the stars 
as quickly as it does. Giju is among the first worlds in the Old Republic, and 
the Herglics often establish trading posts in colonies just for the excitement 
of visiting exotic locales. 

Herglic mercantile networks are a vital part of the galactic economy for 
thousands of years, and these networks stand loyally with the Old Republic 
during its greatest challenges because the Herglics support the fairness 
and justice they see in the galactic government. However, Herglics become 
increasingly marginalized as decadence, corruption, and greed take hold of 
the galactic government at virtually every level. 

Many consider the Herglics to be cowards and traitors to the people of 
the galaxy, and they are viewed with contempt in many quarters even a 
century after the fall of Emperor Palpatine. But the Herglics are happy to be 
ina position to help devastated worlds rebuild by supplying them with high 
quality goods at fair prices. 

Personality: Herglics are so easy-going and gregarious that they drive 
more high-strung beings, such as the Ubese, to distraction. Herglics love 
interacting and socializing with others, and they are often very generous 
when it comes to sharing wealth and good fortune. Anyone in need usually 
finds his or her Herglic friends among the first to offer assistance. Their help 
ful nature causes many Herglies to fall victim to petty con artists, but profes- 
sional criminals know that when a Herglic feels betrayed, he or she will go to 
great lengths to take revenge. More than one small-time swindler has been 
stalked by top bounty hunters after taking advantage of the wrong Herglic. 

Members of the species also crave excitement—in fact, many Herglics 
become addicted to thrill seeking. This often manifests as a tendency to 
gamble to excess; only a strong-willed Herglic can pass up a game of chance. 
Once they start to gamble, they do not stop unless forced to quit, and a Herglic 
can easily lose everything—including the clothes off his or her back—in a short 
time by betting in the wrong casinos. For this reason, all forms of gambling 
are outlawed or heavily regulated on worlds with large Herglic populations. 
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Physical Description 
Adult Herglics stand between 
1,7 and 2.2 meters in height, 
and their heavily muscled 
bodies are very wide for their 
height. In fact, Herglics are 
so large that they cannot fit 
through doorways or cor- 
ridors built with less massive 
beings in mind. Virtually all 
ships piloted by Herglics are 
either specially constructed 
or extensively modified 
at yards operated by their 
species. 

Herglic bodies are hairless, 
and their skin ranges from a deep blue-gray to a black that is darker than 
the depths of space. Some Herglics have white bellies or white stripes that 
run up the sides of their bodes and terminate at their large, heavily lidded 
eyes. Herglic eyes are nearly universally black in color, although some rare 
individuals might have blue or red eyes. 

Homeworld: Herglics originate on the Colonies Region world of Giju, a 
planet known for its deep oceans and lush islands. 

Languages: All Herglics know Basic and Herglic. Widely traveled Herglics 
often learn up to a dozen different languages. 

Example Names: Stavros K'Hor, Udo Broxin, Fahjani Tohvar, Elbor Cruhn. 

Adventurers: Adventuring Herglics tend to be merchants who deal with 
speculative cargo and ply out-of-the-way ports on obscure trade routes, or 
they are explorers who scout little-visited systems. Wealthy Herglics have 
been known to travel space looking for new experiences by becoming involved 
with unusual people or places. Some even work as spies or information 
brokers, using their massive bulk to hide in plain sight—surely no one that 
memorable could have been the source of the information that leaked from 
the ball hosted by the Moff last month. Common classes for adventuring 
Herglics are noble, scoundrel, and scout. During the ancient times of conflict 
against the Sith Empire, a few Herglics become Jedi, although their numbers 
fall as the Jedi withdraw socially from the peoples around them. 


Species Traits 
Herglics share the following species traits: 

Ability Modifiers: +4 Strength, -4 Dexterity. Herglics are large and 
strong, but they lack grace and manual dexterity. 


Size: As creatures of Large size, Heralics take a -1 size penalty to Reflex 
Defense and a -5 size penalty to Stealth checks, and they gain a +5 size 
bonus to damage threshold. Their lifting and carrying limits are double those 
of characters of Medium size. 

Speed: Herglic base movement is 6 squares. 

Sturdy: Herglics are solidly built and literally have tough skin. This trait 
lets them ignore punishment that might knock other beings flat. Whenever 
a Herglic catches a second wind, he or she regains a number of additional 
hit points equal to 5 + one-half its level. 

Conditional Bonus Feat: Herglics are gregarious creatures with a gift for 
inducing others to open up. A Herglic with Gather Information as a trained 
skill receives Skill Focus (Gather Information) as a bonus feat. 

Automatic Languages: Basic and Herglic. 


MRLSSI 
The diminutive Mrissi hail from the Colonies Region world of Mrisst, and 
they are the only sentient species native to their star system. They evolved 
from flightless avians, and their faces are dominated by large black eyes 
and hooked beaks. 

Mrlssi are typically peaceful and scholarly. Their homeworld has long 
been home to some of the galaxy's most prestigious universities and research 
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tists and students at the 
schools race to find ways 
to counteract the alien 
biotechnology. 

Personality: Mrissi are 
quick-witted and detail- 
oriented beings who value 
knowledge over physical 
possessions. Even the rich- 
est Mrissi live modestly, 
although they often have 
huge libraries consist- 
ing of rare and obscure 
texts. Mrissi are seldom 
impressed by shows of 
wealth or power, but they 
always have great respect 
for talented intellectuals 
and scientists. 

Mrissi are natural prob- 
lem-solvers, and they love 
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centers, including one of the leading institutions for applied sciences—the 
Mrlsst Trade and Science Academy. Out of Mrissi schools grow a host of 
findings that ease the shipping of food and livestock between worlds, along 


mysteries and puzzles, This 
quality, coupled with keen 
analytical abilities, is what 
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with innovations that later become standard construction techniques for 
structures and vessels on planets and in space. 

Despite their place of honor among the galaxy's scientists and engineers, 
Mrissi are not commonly encountered off their homeworld, They rarely leave 
their home system, and when they do, they travel for specific purposes and to 
specific destinations. When their task is done, they return home. The excep- 
tion is an enclave of Mrissi that grew up on the world of Byblos, where Mrissi 
professors have been fixtures at the engineering and applied astromechanics 
colleges of the University of Byblos for generations. 

The Mrlssi stay out of the wars that mark the rise and fall of the Galactic 
Empire, so Mrisst is spared most of the devastation experienced by other 
worlds. The reputations of the planet's schools suffer due to Imperial propa- 
ganda that demeans anything not dominated by Humans, but Mrisst does not 
come under military attack until five years after Emperor Palpatine’s demise 
on the second Death Star. As part of his campaign against the New Republic, 
Imperial Grand Admiral Thrawn besieges and bombards Mrlsst, laying waste 
to many of the world's ancient and beautiful campuses. 

Proving that intellectual power endures, the Mrissi quickly rebuild more 
modest campuses and soon are again at the forefront of learning and 
scientific development in the galaxy. Even the threat of the Yuuzhan Vong 
merely brightens the glow of knowledge around Mrisst, as research scien- 


makes their engineers so good at improving upon existing designs. They 
can spot a design weakness and work at it until they have found the key to 
fixing the limitation, 

Mrlssi enjoy intelligent conversations and tinkering with gadgets, and 
they love nothing more than friendly debates over the relative strengths 
of various starships or speeders. They also delight in jokes and wordplay, 
considering themselves among the galaxy's foremost humorists. However, 
Mrissi humor is often so dry or based on convoluted premises that members 
of other species can have a difficult time knowing when a Mrissi is joking. 

Physical Description: Mrissi are a blue-skinned, diminutive species. 
The average adult stands between 0.7 and 1.3 meters tall. Their bodies are 
covered in feathers, but their arms, legs, and faces are scaly. Young Mrissi 
have brown or gray feathers, but as they age, they develop brightly colored 
plumage. Mrlssi have three clawed digits on each of their hands and feet. 

Mrissi speak in high, piping voices. When they communicate in their 
native language, the sound of their vocalizations is generally considered to be 
beautiful, but when they speak Basic, their voices are grating to some species. 

Homeworld: The Mrissi originate on Mrisst, a Colonies Region world noted 
for its lush jungles and institutions of higher learning. 

Languages: Mrissi know their native language (Mrisstese) and Basic. 
Many also master the Durese and Arkanian languages so they can study 
classic scientific texts in their original forms. 


Example Names: Kepor Dagwa, Virssl Jasst, Crlisst Herssek, Krssibel 
Waray. 

Adventurers: Adventuring Mrissi are extremely rare, but the few that 
exist tend to be explorers or spies. The former are usually scholars with an 
interest in lost civilizations, and they can be found just about anywhere in 
the galaxy, leading archeological expeditions chartered by top universities 
and wealthy patrons, The latter might not be scholars, but they take advan- 
tage of their species’ bookish, harmless reputation to engage in industrial 
espionage (or worse). Mrissi agents are among some of the favorite outside 
operatives employed by Bothan agencies, and they are key to a number of 
successful Alliance operations during the Galactic Civil War. 


Species Traits 
Mrissi share the following species traits: 

Ability Modifiers: -2 Strength, +2 Intelligence, +2 Charisma. Mrlssi are 
small creatures, but they are quick-witted and very charismatic. 

Size: As creatures of Small size, Mrissi gain a +1 size bonus to Reflex 
Defense and a +5 size bonus to Stealth checks. However, their lifting and 
carrying limits are three-quarters of those of characters of Medium size. 

Speed: Mrissi base speed is 4 squares. 

Skills: Mrissi have a natural inclination for working with mechanical 
devices. Mechanics is always a class skill for Mrlssi. 

Scholarly Inclination: At 1st level, a Mrissi gains any one trained Know|~ 
edge skill as a bonus skill. 

Conditional Bonus Feat: Mrissi love intellectual discussions. A Mrissi with 
Persuasion as a trained skill gains Skill Focus (Persuasion) as a bonus feat. 

Automatic Languages: Basic and Mrisstese. 


NEIMOIDIAN 

Neimoidians descend from a group of Duros colonists that, during the earliest 
period of their species’ exploration of space, venture far beyond the edge of 
regions considered possible to settle. These colonists exist in isolation for 
thousands of years, in the small cluster of stars from which they draw their 
name. When contact is reestablished by the Twelfth Alderaanian Expedition, 
the expedition discovers a unique civilization that has spread to a dozen 
planets and is based around trade and conspicuous consumption. 

The Neimoidians quickly find a place in galactic civilization, excited by the 
prospect of markets beyond their own worlds. For several centuries, they are 
among the leading forces behind the construction of new starports and the 
upgrade of existing ones. They trade with everyone—Republic or Sith, Hutt 
or Herglic—because to the Neimoidians, all that matters is a market for their 
goods. They help found the Trade Federation, a cartel of mercantile interests 
that, driven by Neimoidian greed, becomes so powerful that it threatens 
the very interstellar commerce it exists to protect. When the organization 
attempts to become the sole conduit for trade in certain parts of space, 


the Senate and the Jedi intervene. The Trade Federation is shattered, and 
Neimoidians see the wealth and galactic authority they accumulated over 
centuries evaporate within a few short years, 

Neimoidian leaders then make the decision to ally with the Separatist 
movement led by renegade Jedi Count Dooku, which results in the complete 
dismantling of everything they had built beyond their home systems. For the 
entire period of the Galactic Empire, Neimoidian starports are under heavy 
Imperial control, and any efforts they make to reestablish their once-mighty 
trade networks are undermined at every turn, 

Asa result, Neimoidian society turns inward in a self-imposed isolation 
that is as total as any they experienced during the millennia they spent as a 
“lost Duros colony.” The Neimoidians remain isolationists through the Legacy 
era, and the few Neimoidians that wander beyond their home space are usu- 
ally on the run from enemies at home and passing themselves off as Duros. 

Personality: Neimoidians are greedy and cowardly, always striving to 
acquire just one more credit but trying to make sure that someone else takes 
whatever risks are associated with getting it. Any agreements or promises 
they make are always full of loopholes and caveats, since Neimoidians never 
want to suffer the embarrassment of a bad deal or risk being unable to predict 
every eventuality. Neimoidians want to appear cunning and as if they are the 
intellectual masters of every situation they encounter, but they typically are 
just conniving and devious. 

Neimoidians hate 
manual labor and physi- 
cal activity, viewing such 
actions as tasks for under- 
lings. They are very fond 
of mechanical equipment 
that does work for them 
and they are enthralled 
by labor-saving devices 
of all kinds. Droids are 
especially popular among 
Neimoidians. 

Physical Description: 
Neimoidians are slight of 
build and stand between 
1.6 and 2 meters in height. 
They are hairless, with large 
red eyes and wide, lipless 
mouths. Their skin is usually 
bluish gray, but it can range 
in tone from very pale to 
almost black. Neimoidians 
favor expensive clothing 
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and are always seen in public wearing whatever symbols of office or rank 
they possess. 

Homeworld: Neimoidians hail from a cluster of planets in the far reaches 
of the Colonies Region; the humid world of Neimoidia is their main home. 

Languages: Basic, Durese, and Neimoidian. 

Example Names: Rune Haako, Hath Monchar, Daultay Dofine, Tey How. 

Adventurers: Prior to the rise of the Empire, Neimoidian adventurers 
tend to be political leaders or merchants who have fallen on hard times and 
struggle to regain their former status by working as blackmailers or infor- 
mants. In later eras, Neimoidian adventurers are dedicated professionals who 
work in a range of occupations requiring the underhanded double-dealings 
at which they excel, such as trade negotiator, diplomat, debt collector, pri- 
vate investigator, and corporate spy. Regardless of occupation, Neimoidian 
adventurers are usually nobles or scoundrels. 


Species Traits 
Neimoidians share the following species traits: 

Ability Modifiers: ~2 Strength, +2 Charisma. Neimoidians avoid physical 
activity and confrontation, preferring instead to rely on the power of their 
personalities to achieve success. 

Size: Neimoidians are of Medium size, gaining no bonuses or penalties 
for their size. 

Speed: Neimoidian base movement is 6 squares. 

Conditional Bonus Feats: Neimoidians strive to slant deals in their 
favor, and they make agreements that they can break easily if they feel so 
inclined, A Neimoidian with Deception as a trained feat gains Skill Focus 
(Deception) as a bonus feat. A Neimoidian trained in Persuasion gains Skill 
Focus (Persuasion) as a bonus feat, 

Automatic Languages: Basic and Neimoidian. 


UMBARAN 

The Umbarans hail from a hard-to-reach world deep within the Outer Rim's 
Ghost Nebula. Although they have been part of galactic civilization for mil- 
lennia, very few Umbarans have left their home system, and even fewer have 
risen to positions of power and fame in the galaxy. Umbarans are interested 
in alien cultures and civilizations, but they prefer to observe from a distance 
rather than take an active role in events. 

During the rise of the Empire, the Umbarans spend a few decades moving 
through the halls of supreme political power. An Umbaran named Sly Moore 
serves as Palpatine's chief aide during his later years as Chancellor of the 
Republic and the earliest period of his reign as Emperor. Moore's prominence 
in galactic politics causes her to be so admired on her homeworld that she 
inspires other Umbarans to venture out into the rest of the galaxy. Many 
of them join Moore on Coruscant, and soon Umbarans are a common sight 
‘on that world. 
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As Palpatine's New Order 
becomes increasingly biased 
‘toward Humans, Moore van- 
ishes from the Emperor's 
side and moves into more 
shadowy roles within his 
government. From deep 
within the intelligence appa- 
ratus, she and other Umba- 
rans lead efforts to root out 
anyone who is not unques~ 
tionably loyal to Emperor 
Palpatine, and they answer 
only to the Emperor. They 
are so effective that even 
Emperor Palpatine's most 
dedicated followers grow to 
fear them, something that 
strengthens the antialien 
sentiment among many of 
the Emperor's closest advi- 
sors. The Umbarans are par- 
ticularly disliked by officers 
of Imperial Intelligence, who 
resent the fact that they are subject to Umbaran scrutiny~a resentment that 
grows every time the Umbarans unmask a Rebel double agent in their ranks. 

After the death of Emperor Palpatine and the collapse of his government, 
the Umbarans find themselves under threat from the Rebels they had hunted 
and the New Order supporters they had intimidated. When former head of 
Imperial Intelligence Ysanne Isard forges a powerful coalition on Coruscant 
dedicated to reestablishing a strong Galactic Empire, the remaining Umbarans 
flee the planet, knowing that Isard will seek brutal revenge for the embar- 
rassments they caused her organization when she was rising through the 
ranks of Imperial Intelligence. 

Even before the fall of the Empire, however, Umbarans already begin to 
retreat from the galaxy, As the full scope of Emperor Palpatine’s evil becomes, 
more evident and knowledge of the atrocities committed in his name more 
widespread, the Umbarans grow embarrassed over Moore's association with 
the Emperor, and they resume their reclusive ways. In fact, they withdraw 
even more fully than before, fearing retribution from the many species sur- 
rounding them. 

As memories of the Empire start to fade in the minds of the galaxy's 
beings, Umbarans begin to filter back out into the galaxy in the low numbers 
typical of their off-world presence during the Old Republic. 


Personality: Umbarans seem aloof, distant, and cold to all but their closest 
friends and family members, and it is a rare observer who has the patience to 
wait for an Umbaran to let his or her guard down. As such, the few Umbarans 
active beyond their homeworld tend to be regarded by other beings as ciphers. 

Because of this emotional distance, many non-Umbarans mistakenly 
assume that Umbarans are indifferent to those around them. Nothing 
could be further from the truth, Although Umbarans keep their own affairs 
private, they constantly and quietly try to learn as much as they can about 
the affairs of others. The Umbaran knack for uncovering secrets has led to 
rumors that all members of the species are telepaths, but the truth is that 
they move about unnoticed simply because of their outsider status, listening 
and observing all the while. 

Physical Description: Umbarans are thinly built humanoids with sunken 
eyes and pallid skin tones that range from snowy white to pale blue. Male 
Umbarans stand between 1.7 and 2 meters tall; females tend to be shorter 
and slighter of build. 

Homeworld: Umbarans originate from the isolated, dark world of Umbara 
on the Outer Rim. 

Languages: Basic and Umbarese. 

Example Names: Sly Moore, Hant Tuff, Zan Palton. 

Adventurers: Most Umbaran adventurers are hard-bitten loners who 
come off as antisocial in their interactions with others. They often work as 
bounty hunters, explorers, or administrators of remote facilities that are 
mostly automated. A few Umbarans have been known to work for intelli- 
gence organizations and corporations as spies, usually as “deniable assets.” 
Umbaran adventurers can be of any class, although scoundrels and scouts 
dominate. Nobles tend to be the coldest and most unfriendly of Umbaran 
adventurers, since they typically harbor dark secrets that caused them to 
leave their homeworld under less-than-reputable circumstances. 


Species Traits 
Umbarans share the following traits: 

Ability Modifiers: -2 Constitution, +2 Dexterity, +2 Wisdom. Umba- 
rans are not as sturdy as many species, but they are naturally stealthy and 
observant. 

Size: Umbarans are of Medium size, gaining no bonuses or penalties for 
their size. 

Speed: Umbaran base movement is 6 squares. 

Darkvision: Umbarans ignore concealment (including total concealment) 
from darkness. However, they cannot perceive colors in total darkness. 

Stealthy: An Umbaran can reroll any Stealth check but must keep the 
second result, even if it is worse. 

Conditional Bonus Feat: Umbarans are born observers, and they enjoy 
Watching events from hidden vantage points. An Umbaran with Gather Infor- 
mation as a trained skill gains Skill Focus (Gather Information) as a bonus feat. 

Automatic Languages: Basic and Umbarese. 


NEw TALENTS FOR 
HEROIC CLASSES 


The galaxy is rife with intrigue. Every species, corporation, planet, fiefdom, 
and other group has its own agendas and methods for getting its way. With 
so many interests jockeying for power, for good or for ill, nearly every indi- 
vidual can be considered to be involved in some form of conspiracy, if only as 
part of a demographic to be catered to or exploited. Even the hinterlands of 
the Outer Rim are home to plots for riches or power, meaning that only the 
most isolated creatures can truly pursue their destinies without influence. 
Heroes, however, are not such beings. They find themselves more enmeshed 
in the games of intrigue with every passing moment. This section explores 
how heroes who embrace those schemes and maneuvers can rise to become 
more than mere pawns—they can be vital parts of the board and, in some 
cases, the players who move the pieces in the first place. 


NosBLe 

Nobles are the movers and shakers of the galaxy, shaping policy, setting 
examples, and dictating the courses of countless lives. Nobles live and 
breathe intrigue, from the local level all the way up to the Republic Senate 
and everything in between. They are masters of brokering deals, shifting 
attitudes, and shaping mobs to suit a political purpose. 

Outside the safety of the palace, corporate boardroom, or Senate, nobles 
use their presence and oratorical skills to motivate and their actions to 
inspire. Most nobles find violence distasteful, but when a situation turns 
sour, they are often the first to pick up a blaster to engage in "extreme 
negotiations,” using power to turn the tables. They also know that utter 
eradication of the enemy is rarely the best solution to a problem. The wisest 
nobles use their abilities to persuade their allies as often as they try to win 
over their opponents. 

Nobles realize that the fates of many beings, whether members of their 
immediate clans or the population of an entire sector, rest on their shoulders. 
Some nobles carry this weight with confidence, sacrificing their own best 
interests for the sake of the people they support. Others see their status 
and clout as a way to improve their station through graft, corruption, and 
the general abuse of power. Truly adroit nobles blur the line between their 
outward actions and their actual motives. Some act as rakes while attempting 
to use covert methods to push through important legislation, Others (such 
as Senator Palpatine) pose as apparently selfless public servants who quietly 
use their positions to further sinister plots. 

In a campaign of intrigue, nobles are an obvious choice for a heroic class. 
They help soothe frayed feelings and negotiate to gain benefits for their 
group. They broker deals and diffuse tense situations before blasters are 
drawn. And nobles are frequently travelers, using their wealth and influence 
to dabble in all the limitless experiences of the galaxy, trying new things 
until they become bored or find something else to draw their attention. 
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MASTER OF INTRIGUE TALENT TREE 

You are a skilled manipulator and have mastered the art of working behind 
the scenes to accomplish your goals. Flash and spectacle are inferior tools, 
only suitable for those without your unique talents. 

Advanced Planning: When you roll Initiative for combat, choose one 
willing ally within your line of sight. You and that ally swap Initiative results. 

Blend In: You know how to blend into a variety of cultures and groups 
with ease. As a swift action, you gain total concealment when adjacent to 
at least two other creatures. This benefit does not apply to attacks from 
adjacent creatures. 

Done It All: When you select this talent, choose two talents (from any 
nonprestige class) that you do not possess but for which you meet the 
prerequisites. Once per turn on your turn, you can spend a Force Point as 
a free action to gain the benefits of one of those talents until the end of 
your next turn. 

Get into Position: Once per encounter, at the start of your first turn, 
choose two allies within 12 squares and in your line of sight. Each ally can 
immediately move up to his or her speed as a reaction 

Master Manipulator: You are a master of making things happen the 
way you want them to. You can use each of the following actions once per 
encounter as a swift action on your turn: 

Demand Recovery: Select one ally within 5 squares and in your line of 
sight. That ally moves +5 steps on the condition track and gains a +2 morale 
bonus to attack rolls and skill checks until the end of your next turn. 

Exceptional Control: Roll a d20 and note the result. Once before the end 
of the encounter, as a reaction you can replace the result of any enemy's 
or ally's d20 roll with the result you rolled for this ability. The enemy or ally 
must be within your line of sight. 

Word of Warning: Select one ally within 5 squares and in your line of sight. 
Once before the end of the encounter, as a reaction to that ally having any 
defense score targeted by a skill check or an attack, you can replace that 
ally's defense score with your same defense score until the attack or skill 
check is resolved. 

Prerequisite: Advanced Planning, Get into Position. 

Retaliation: Whenever you move down the condition track as a result of 
taking damage that equals or exceeds your damage threshold, the next time 
you hit and damage a creature or a droid with a melee or a ranged attack 
before the end of your next turn, you automatically move the target -1 step 
on the condition track. 

Prerequisite: Advanced Planning. 


SKILL CHALLENGE TALENT TREE 
You excel at complex tasks and are always called upon when your allies need 
something done quickly and done right. 

Guaranteed Boon: Whenever you spend a Force Point to add to a skill 
roll in a skill challenge and accrue a failure for that skill check, you regain 
that Force Point. 

Leading Skill: Whenever you earn a success in a skill challenge, you gain 
a +2 insight bonus to your next skill check made with a different skill in the 
same skill challenge. 

Learn from Mistakes: Whenever you accrue a failure in a skill challenge, 
you grant the next ally to take an action in the skill challenge a +2 insight 
bonus to a skill check, provided that ally takes a different action (and uses 
a different skill) than you did 

Try Your Luck: Whenever you accrue a failure in a skill challenge, choose 
one ally. The next time that ally uses the same skill that you used to accrue 
a failure before the end of the skill challenge, that ally rolls two dice on the 
skill check and keeps the better result 


SUPERIOR SKILLS TALENT TREE 
You're not just good at what you do, you're the best. Failure is but a stumbling 
block, and great success always follows. 

Assured Skill: When you select this talent, choose one skill. Whenever 
you roll a skill check with that skill, you can choose to lose any competence 
bonuses to that skill check and instead roll 2 dice, keeping either result. 

You can select this talent multiple times. Each time you do so, you must 
choose a different skill to gain the benefits of this talent. 

Critical Skill Success: Whenever you roll a natural 20 on a skill check, 
choose one other skill. Once before the end of your next turn, you can choose 
to gain a +5 competence bonus to a check with that skill as a free action. 

Exceptional Skill: When you select this talent, choose one skill. When- 
ever you roll a skill check with that skill, a result of 2-7 on the die is always 
treated as though you had rolled an 8. 

You can select this talent multiple times. Each time you do so, you must 
choose a different skill to gain the benefits of this talent. 

Prerequisite: Trained in the chosen skill. 

Reliable Boon: Whenever you spend a Force Point to add to a skill check, 
you always reroll a result of 1 on any of your Force Point dice, and continue 
to reroll until you get a result of 2 or higher. 

Skill Boon: When you select this talent, choose one skill. Whenever 
you spend a Force Point to add to that skill, increase the die type of your 
Force Point by one step (i.e. from dé to d8, d8 to d10, or d10 to d12), toa 
maximum of d12. 

You can select this talent multiple times. Each time you do so, you must 
choose a different skill to gain the benefits of this talent. 

Prerequisite: Trained in the chosen skill. 

Skill Confidence: When you select this talent, choose one skill. Whenever 
you roll a natural 19 or a natural 20 on a skill check with that skill, you gain 
the benefits of the Critical Skill Success talent and also gain bonus hit points 
equal to your Charisma modifier. 

You can select this talent multiple times. Each time you do so, you must 
choose a different skill to gain the benefits of this talent. 

Prerequisite: Critical Skill Success, trained in the chosen skill. 

Skillful Recovery: When you select this talent, choose one skill. Whenever 
you fail a skill check with that skill, you gain one temporary Force Point. That 
Force Point can only be spent to add to a skill check with the skill you chose 
for this talent. If the Force Point is not spent by the end of the encounter, it 
is lost. For the purposes of this talent, failing a skill check means failing to 
get the minimum possible result from the skill check. 

You can select this talent multiple times. Each time you do so, you must 
choose a different skill to gain the benefits of this talent. 

Prerequisite: Trained in the chosen skill. 


SCOUNDREL 

Like nobles, scoundrels thrive in the maze of obligations, corruption, and 
deals that runs throughout so much of the galaxy. Perhaps better than most, 
they understand how intrigue is part of the fabric of society and view it as a 
resource to be exploited rather than reviled. Successful scoundrels can use 
the web of pacts, lies, and compromises to their advantage, pitting oppos- 
ing groups against each other or finding holes in the system that they can 
exploit for political, personal, or financial gain. 

Although the general impression of scoundrels is that they live and work 
in the margins of society, just as many cruise the upper echelons of the 
galaxy, wheeling and dealing with Senators, HoloNet stars, prominent busi- 
ness people, and other elite individuals. This arena of intrigue is ripe with 
opportunity for scoundrels to run con jobs and commit outright theft. How- 
ever, those who dare to rise to this level of society are playing a dangerous 
game—beings of privilege and influence usually play for keeps, and it takes 
just one wrong word or deal gone bad for them to crush the offender. Some- 
times this retribution comes through legal channels, but more often than not, 
the elite dispatch private bodyguards or bounty hunters to exact revenge 
for lost revenue, fouled business agreements, or failed political ventures. 

Of course, just as some nobles fail to live up to their name, some scoun- 
drels fail to live down to theirs. More than a few revolutions are led by 
charismatic, talented scoundrels who use clandestine activities or guerilla 
tactics to win freedom from oppression. For these scoundrels, the system 
is broken, and they consider it futile to attempt routine diplomacy or work 
through the courts. They know that only grand gestures—in the form of 
bombs, hacked HoloNet feeds, or kidnappings of prominent individuals—will 
grab the attention of uncaring leaders and the docile masses. 


REVOLUTIONARY TALENT TREE 
You seek to overthrow the system and are adept at being a monkey wrench in 
the cogs of society, but often at the cost of others’ rights, freedoms, and lives. 

Bomb Thrower: You are skilled in making and handling impromptu 
explosives. You gain a +5 bonus to Mechanics checks for the purposes of 
handling explosives. In addition, you can spend a full-round action to craft 
the equivalent of a frag grenade from spare parts you have on hand. You must 
have access to the appropriate supplies, such as an old blaster, a toolkit, or 
materials found inside a hangar bay. 

Prerequisite: Trained in the Mechanics skill. 

For the Cause: Whenever you or an ally within 6 squares of you takes 
damage that exceeds that character's damage threshold, you and all allies 
within 6 squares of you gain a +2 bonus to attack rolls and damage rolls 
until the end of your next turn. 

Prerequisite: Make an Example. 
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Make an Example: Whenever you hit with an attack and deal enough 
damage to exceed a target's damage threshold, that target takes a -5 
penalty to attack rolls against you until the end of your next turn. This isa 
mind-affecting effect 

Revolutionary Rhetoric: As a standard action, you can do or say some- 
thing that causes an enemy to doubt its motives. Choose one enemy within 
12 squares and in your line of sight, and make a Persuasion check against 
the target's Will Defense. If you succeed, the target can take only move 
actions and swift actions until the end of your next turn. This effect ends if 
you attack the target. This is a mind-affecting effect. 


Scour 

Intelligence gathering is vital for any sort of clandestine activity, legal or oth- 
erwise. Scouts serve as forward observers, reconnaissance experts, advanced 
deployment personnel, and explorers for all manner of organizations. 
Although scouts might believe that their travels to the far-flung regions of 
the galaxy keep them free from the entanglements of intrigue, most would be 
alarmed to find that they still are used as cogs in the machine of conspiracy. 


Not all scouts are silent stalkers; some are scientists and researchers 
who prefer doing their experiments in the field for immediate results. In 
this pursuit, they might become embroiled in the politics of their university, 
corporation, or patron. New discoveries might be fast-tracked before they 
are ready to be revealed or quietly hushed up to avoid disrupting markets or 
upsetting the status quo. The discovery of an ancient Sith ruin or an unknown 
cache of prized ore is precious knowledge—knowledge that can be exploited 
by the right group. Scouts who reveal this information to the public for the 
good of all might find themselves the targets of greedy or angry forces that 
want such secrets for their own reasons. 

Scouts also serve the vital role of exploring unknown regions, mapping 
new areas of space and being the first to encounter unfamiliar species 
and civilizations. In any first-contact scenario, scouts serve as impromptu 
ambassadors, deciding what information to share with (and conceal from) 
new acquaintances. Although most of these scouts are not as skilled at 
diplomacy as are nobles, they must try to reach friendly accords with the 
newly discovered people—if only to escape with their skins intact. On occa~ 
sion, primitive species might mistake scouts for gods or demons and petition 
them to answer questions or resolve disputes. Unscrupulous scouts take 
advantage of this confusion to enrich themselves or carve out their own 
small fiefdoms to exploit. 


ESPIONAGE TALENT TREE 

You use your knowledge of stealth and survival to make yourself a master of 
espionage and a valuable resource for those who wish to keep their hands 
clean in dirty situations. 

Fade Out: You know how to make yourself scarce when dealing with 
suspicious or hostile beings. You can use your Stealth skill, not Deception, to 
create a diversion to hide (see page 73 of the Saga Edition core rulebook). 
If you are trained in the Deception skill, you gain a +5 bonus to your skill 
check for the purposes of creating a diversion 

Prerequisite: Trained in Stealth 

Keep Together: Whenever you are hit or missed by a melee or a ranged 
attack, you can move up to your speed as a reaction, provided that you end 
your movement adjacent to an ally. This movement does not provoke attacks 
of opportunity. 

Prudent Escape: Whenever you reduce a target to 0 hit points or oth- 
erwise render a creature unconscious, you can choose two allies within 6 
squares of you and within your line of sight. You and the allies you chose 
can immediately move up to your speeds as a reaction. This movement does 
not provoke opportunity attacks. 

Reactive Stealth: When you are missed by a ranged attack and have 
concealment or cover from the attacker, you can move up to half your speed 
asa reaction and make a Stealth check to become hidden from your attacker, 
provided you still have concealment or cover at the end of your movement. 

Prerequisite: Trained in Stealth 


Sizing Up: Once per encounter, you can make a Perception check against 
the Will Defense of a single target that is within 6 squares of you and within 
your line of sight. If you succeed, you gain a +2 insight bonus to all skill 
checks and attack rolls against the target until the end of the encounter. 


SOLDIER 

Soldiers serve as pawns in the intricate plots of various organizations in the 
galaxy. When negotiations break down or when force seems to be the most 
logical way to further an agenda, soldiers serve on the front lines, using their 
might to advance the edicts of a distant individual or group that sits safely 
behind durasteel walls and powerful shields. For soldiers, the circumstances 
do not matter—they receive their orders (or promises of pay) and do their 
duty to the best of their ability. 

Although many soldiers relish the relatively simple life of combat, their 
job is to serve the interests of others. Thus, even the most combat-oriented 
soldiers can find themselves part of elaborate plans, bureaucratic entangle- 
ments, or the like. Some soldiers begin to question the motives or rationale 
behind a particular engagement or the faction they serve. A few turn traitor 
or reinterpret their orders to their own liking, often at the risk of reprisal 
Soldiers with an entrepreneurial spirit might follow their orders to the letter 
but dabble in their own projects on the side, using the chaos of war to ben- 


efit themselves in some way. Although no professional army admits it, graft 
and corruption are always present, and war profiteering lines the pockets 
of those willing to seize the initiative. Company quartermasters sell "lost or 
destroyed” equipment, intelligence officers purchase bonds or strike deals 
based on their secret findings, and so on. 

In times of conflict, soldiers might be the only ones willing and able to deal 
with the locals and, as a result, could be dragged into all manner of schemes 
and obligations, some of which might seem beyond their capabilities. For 
example, soldiers might be asked to help rebuild villages or negotiate peace 
between opposing groups; while doing so brings the soldiers short-term 
benefits, the long-term consequences could embroil them in intrigue and 
politics outside the scope of their field manual's guidelines 

The following new talents are intended for use with the soldier class. 


NEW BRAWLER TALENTS 
The following new talents belong to the Brawler talent tree (see page 52 of 
the Saga Edition core rulebook), which is available to members of the soldier 
class. Any character who can choose talents from the Brawler talent tree 
can choose these talents as well. 

Crowd Control: You can grab two adjacent creatures at a time. 

Prerequisite: Entangler. 

Disarm and Engage: When you successfully disarm an opponent, you 
can make an immediate free attack with the disarmed weapon at a -5 
penalty. If you are not proficient with the weapon, you take the penalty for 
nonproficiency as well. 

Entangler: When grabbing a target, you take a -2 penalty to your attack 
roll (instead of the normal -5 penalty). Until the target breaks the grab, it 
takes a -5 penalty to attack rolls, including those made with natural and 
light weapons (instead of the normal -2 penalty) 

Reverse Strength: You know how to use an opponent's strength against 
it. Whenever you successfully grapple an opponent, you deal damage equal 
to the opponent's Strength modifier (minimum 1 point) 


NEW COMMANDO TALENTS 

The following new talents belong to the Commando talent tree (see page 
52 of the Saga Edition core rulebook), which is available to members of the 
soldier class. Any character who can choose talents from the Commando 
talent tree can choose these talents as well. 

Coordinated Effort: When you use the aid another action to grant a 
bonus on attack rolls, if you are aiding the target of your Dedicated Protector 
talent that ally also gains a +2 bonus to damage rolls on the attack you aided. 

Prerequisite: Dedicated Protector. 
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Dedicated Guardian: You can use each of the following actions once 
per encounter: 

Blast Shield: Spend a swift action. Until the end of your next turn, the ally 
who is under the effects of your Dedicated Protector talent is treated 
as having the Evasion talent for the purposes of determining damage 
from an area attack. If the ally already has Evasion, the damage from a 
successful area attack is reduced by 1 die, 

Take the Pain: Whenever your Dedicated Protector target would move 
down the condition track, you can, as a reaction, choose to move the 
same number of steps down the condition track instead (preventing the 
ally from moving down the track), 

Team Effort: Spend a swift action, Until the end of your next turn, while 
you are adjacent to your Dedicated Protector target, any enemy that is 
adjacent to you and to that ally is considered flanked. 

Prerequisites: Dedicated Protector, Harm's Way, 

Dedicated Protector: Once per encounter, you can designate one ally 
within 6 squares of you. Until the end of the encounter, that ally gains a +1 
morale bonus to Reflex Defense as long as it remains adjacent to you. Any 
individual can only be the target of this talent once per encounter. 

Prerequisite: Harm's Way. 


New TALENTS FOR 
PRESTIGE CLASSES 


The following talents expand the talent trees available to the prestige classes 
in the Saga Edition core rulebook. 


ACE PILOT TALENTS 

Nobles, Senators, captains of industry, and other VIPs rely on ace pilots to 
operate their luxurious starships and vehicles and to deliver them to their 
destinations in one piece. These talented pilots are experts at using defensive 
flying maneuvers to keep their ships, and the riders within, safe from harm 


NEW EXPERT PILOT TALENTS 

The following new talents belong to the Expert Pilot talent tree (see page 
207 of the Saga Edition core rulebook), which is available to members of 
the ace pilot prestige class. Any character who can choose talents from the 
Expert Pilot talent tree can choose these talents as well. 

Clip: When you use the ram action, you reduce the size of your ship by 
two categories for the purposes of taking collision damage. The rammed ship 
takes damage appropriate to the actual size of your ship. 

Master Defender: When you fight defensively, either your vehicle gains a 
+5 dodge bonus to Reflex Defense if you and your gunners take a ~2 penalty 
to attack rolls, or it gains a +10 dodge bonus if you and your gunners take 
a -5 penalty to attack rolls. 

Shunt Damage: Once per encounter, if your ship takes damage, make a 
Pilot check and compare the result to the Reflex Defense of one adjacent allied 
ship. If your check result is higher, the allied ship takes the damage instead. 


BOUNTY HUNTER TALENTS 

Bounty hunters are an integral part of any intrigue campaign, sent by the 
elite to track down dangerous individuals or missing persons or to spy on a 
target and report his or her activities back to the client. Bounty hunters are 
adept at locating beings that do not want to be found. 


NEW BOUNTY HUNTER TALENTS 

The following new talents belong to the Bounty Hunter talent tree (see page 
208 of the Saga Edition core rulebook), which is available to members of the 
bounty hunter prestige class. Any character who can choose talents from the 
Bounty Hunter talent tree can choose these talents as well. 

Detective: You are skilled in locating individuals and using research and 
surveillance to learn some of their most intimate secrets. When you make a 
Gather Information check to locate an individual, the DC is reduced by 10, 
and the time and bribery cost are reduced by half. 

Electronic Trail: Once you have located a target using Gather Informa- 
tion, you can track its electronic presence. Once per day, you receive a catalog 
of the target's electronic trail, which includes the amount and location of 
credits spent, the routes of any public transportation taken, and the sites 


viewed on the HoloNet while the target was logged in using its primary 
identity. To receive this information, you must have access to a computer or 
datapad plus access to a network or the HoloNet. The electronic trail does not 
reveal bank balances or other secret information, which requires a separate 
Gather Information check. 

Prerequisites: Nowhere to Hide, trained in the Use Computer skill. 

Revealing Secrets: Your investigations reveal information that your 
target thought was secret. When you make a Gather Information check to 
learn secret information, the DC is reduced by 10 and the bribery cost is 
reduced to one-fifth the original cost. 

Prerequisite: Detective. 


CRIME LORD TALENTS 

By definition, crime lords are masters of intrigue. They have their fingers in 
untold pies, skimming profits off the top and constantly searching for new 
ventures to bring in capital, favors, and bargaining chips for later use. Crime 
lords are notorious for employing minions and thugs to do their bidding. 


NEW MASTERMIND TALENTS 

The following new talents belong to the Mastermind talent tree (see page 
210 of the Saga Edition core rulebook), which is available to members of the 
crime lord prestige class. Any character who can choose talents from the 
Mastermind talent tree can choose these talents as well. 

Attract Superior Minion: You attract a particularly skilled and powerful 
minion. The minion is a nonheroic character with a class level equal to your 
character level. This talent otherwise functions as the Attract Minion talent. 

Prerequisites: Attract Minion, Impel Ally |, Impel Ally Il. 

Contingency Plan: Once per encounter, if you fail an attack roll, a skill 
check, or the use of a talent that requires an opposed check, you can move 
your speed as a reaction. 


GUNSLINGER 

Masters of the pistol, gunslingers are surprisingly common among the higher 
echelons of society, where they are experts in the ancient art of pistol dueling. 
Some gunslingers who follow this custom do so to repair their damaged honor 
or resolve disputes that are so grievous that death is the only solution. Other 
gunslingers simply enjoy pistol dueling and use it to prove their skill and for fun. 


NEW GUNSLINGER TALENTS 
The following new talents belong to the Gunslinger talent tree (see page 
216 of the Saga Edition core rulebook), which is available to members of 
the gunslinger prestige class. Any character who can choose talents from 
the Gunslinger talent tree can choose these talents as well. 

Damaging Disarm: If you successfully disarm an opponent using a ranged 
attack, the target also takes half damage from the attack. 

Prerequisite: Ranged Disarm. 


Pistol Duelist: You are a master of the elegant, if archaic, custom of 
dueling with pistols. You can use each of the following actions once per 
encounter as a standard action: 

End Game: You make a single ranged attack with a pistol against an oppo- 
nent within range. The opponent's damage threshold is halved (round 
down) for the purposes of this attack. 

Snap Aiming: You make a single ranged attack with the benefits of aiming. 

Stand Steady: You gain a +4 bonus to your Reflex Defense until the end of 
your next turn and make a single ranged attack. 


FEATS 

The feats presented here supplement those found in the Saga Edition core 
rulebook and are suitable for any era of play. These feats are designed with 
intrique-oriented characters in mind, although any character who qualifies 
can select these feats. 


ADAPTABLE TALENT 
You're 2 multitalented being, capable of pulling all kinds of tricks out of 
your sleeve. 

Benefit: Choose one talent that you meet the prerequisites for, from a 
class you possess. Once per day, after at least 6 hours of rest, you can choose 
to swap out one of your current talents for the talent you chose for this feat. 
The talent you swap out cannot be the prerequisite for any other talent you 
have. You can swap back to your original talent after at least 6 hours of rest. 


ONE CRUSHER 
You are skilled at dealing lasting damage to grappled opponents. 
Prerequisites: Crush, Pin. 
Benefit: When you deal damage to a grappled opponent, the opponent 
also moves -1 step on the condition track. 


BRILLIANT DEFENSE 
You think quickly enough on your feet to stay alive in dangerous situations. 
Prerequisite: Intelligence 13. 
Benefit: Once per encounter, you can add your Intelligence bonus to your 
Reflex Defense as a reaction; this benefit lasts until the start of your next turn. 


CHANNEL RAGE 
You have learned to turn your rage into pure will and determination. 
Prerequisite: Rage species trait. 
Benefit: Once per day, instead of entering into a rage, you gain a +5 
bonus to Will Defense until the end of the encounter. This bonus counts as 
using your rage ability for that day. 
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TABLE I- 
FEAT NAME 
Adaptable Talent 
Bone Crusher 
Brilliant Defense 
Channel Rage 

Cut the Red Tape 


Demoralizing Strike 
Disturbing Presence 


Expert Briber 
Fleche 

Forceful Recovery 
Grazing Shot 
Hobbling Strike 


Improved Opportunistic 
Trickery 

Indomitable Personality 

Master of Disguise 


Meat Shield 
Opportunistic Trickery 


Recurring Success 

Resolute Stance 

Sadistic Strike 

Silver Tongue 

Skill Challenge: 
Catastrophic Avoidance” 


Skill Challenge: 
Last Resort” 


Skill Challenge: Recovery* 
Stand Tall 
Wookiee Grip 


FEATS 


PREREQUISITES 
Crush, Pin 

Int 13 

Rage species trait 
Trained in Knowledge 
(bureaucracy) 

Cha 13 

Trained in Deception 


Cha 13 

Base attack bonus +1 

Force Sensitivity, Force Training 
Point Blank Shot 

Sneak Attack, Rapid Shot, 
or Rapid Strike 

Combat Reflexes, 
Opportunistic Trickery 

Cha 13 

Trained in Deception, 

Cha 13 

Point Blank Shot, Precise 
Shot, base attack bonus +4 
Combat Reflexes, 

Sneak Attack 


Base attack bonus +1 


Trained in Persuasion 


Str 13 


BENEFITS 

Gain access to an additional talent. 

Move damaged grappled opponent -1 step on the condition track. 
Add your Intelligence bonus to your Reflex Defense as a reaction. 
Instead of raging, gain +5 to Will Defense. 

Use Knowledge (bureaucracy) in place of Gather Information. 


Make an intimidation check when you deal damage with an attack of opportunity. 
Make a Deception check to move through threatened area without provoking attack 
of opportunity. 

Reduce the time and cost of bribery attempts. 

When charging, turn any natural attack roll of 17+ into a critical hit. 

Regain one Force power when you catch a second wind, 

Strike two targets in direct line of sight, dealing half damage to each. 

Reduce the target's speed instead of dealing extra damage. 


Sacrifice attack of opportunity to reduce target's Reflex Defense by 5. 


Add your Charisma bonus to your Will Defense as a reaction. 

Gain +5 to creating a deceptive appearance or a forged document and reduce 
the penalty for rushing. 

Gain cover bonus equal to opponent's cover bonus. 


Sacrifice attack of opportunity to reduce target's Reflex Defense by 2. 


Gain extra use of a 1/encounter talent or feat. 

Gain +2 or +5 to Will Defense when you fight defensively. 

Move opponents -1 step on the condition track when you deliver a coup de grace. 
Intimidate a creature or change its attitude as a standard action. 

Catastrophic failures in a skill challenge occur less frequently and with milder results. 


Reroll a third failed skill check during a skill challenge and take the better result. 
Treat a skill challenge as if it had the recovery effect. 


When you take damage, nearby allies attack your attacker. 
Wield two-handed weapons in a single hand. 


* This feat is allowed only in campaigns that use the skill challenge rules described in Chapter 2. 


Cut THE RED TAPE 
You know how to work the bureaucratic system to get information you need. 

Prerequisite: Trained in the Knowledge (bureaucracy) skill. 

Benefit: You can use your Knowledge (bureaucracy) modifier instead of 
your Gather Information modifier when making Gather Information checks. 
If you are entitled to a Gather Information check reroll, you can reroll your 
Knowledge (bureaucracy) check instead (subject to the same circumstances 
and limitations). You are considered trained in the Gather Information skill 
for the purposes of this check. 


DEMORALIZING STRIKE 
You know how to dishearten your opponents when they least expect it. 
Prerequisite: Charisma 13. 
Benefit: When you successfully deal damage to an opponent with an 
attack of opportunity, you can immediately make a Persuasion check to 
intimidate the opponent as a free action. 


DISTURBING PRESENCE 
Your presence is such that enemies let you move past them freely. 

Prerequisite: Trained in the Deception skill. 

Benefit: If you succeed on a DC 15 Deception check, you can move 
through the threatened area or fighting space of an enemy as part of your 
move action without provoking an attack of opportunity. Each threatened 
square or occupied square that you move through in this manner counts as 
2 squares of movement. 

Normal: You can tumble through an occupied enemy square only by 
using the Acrobatics skill. 


EXPERT BRIBER 
You are adept at greasing the palms of contacts to minimize the amount of 
the bribe normally required. 

Prerequisite: Charisma 13. 

Benefit: When using the Haggle application of the Persuasion skill (see 
page 71 of the Saga Edition core rulebook), you reduce the DC reduce the 
price of the item haggled over by 10. 


FLECHE 
You throw yourself at your opponent to make a single precise strike. 
Prerequisite: Base attack bonus +1. 
Benefit: Once per encounter, when you charge, you can turn any natural 
attack roll of 17+ into a critical hit. 


FORCEFUL RECOVERY 
The Force is strong with you, and it gives you focus and vitality. 
Prerequisite: Force Sensitivity, Force Training. 
Benefit: Whenever you catch a second wind, choose one expended Force 
power and return that power to your Force suite. 


GRAZING SHOT 
Using precise aim, you can hit two targets with a single shot. 

Prerequisite: Point Blank Shot. 

Benefit: When you successfully make a ranged attack against a single 
target, you can make a second attack roll against an additional target that is 
in direct line of sight and no farther than 6 squares from the original target. 
If the second attack roll succeeds, make a single damage roll, and divide the 
damage equally between the two targets. If the second attack roll fails, you 
deal no damage to either target. 
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SKILL CHALLENGE FEATS 

‘Some of the feats in this chapter interact with the mechanics used for 
“skill challenges that are described in Chapter 2. If the Gamemaster does 
not use skill challenges | in the campaign, players should | not choose any 
skill challenge feats for their| rheroes. Ifthe GM later decides to introduce 
skill challenges into an ongoing campaign, players should have the option 
of replacing one or more of their: current feats with skill challenge feats 
when appropriate. , 


HOBBLING STRIKE 
You know where to hit your enemy to slow it down. 

Prerequisite: Sneak Attack, Rapid Shot, or Rapid Strike. 

Benefit: Whenever you would deal extra damage by using Sneak Attack, 
Rapid Shot, or Rapid Strike, you reduce the target's speed by 1 square until 
the end of the encounter instead of dealing the extra damage. 


IMPROVED OPPORTUNISTIC 
TRICKERY 
When your opponent lets down its quard, you open it up to additional attacks. 
Prerequisites: Combat Reflexes, Opportunistic Trickery. 
Benefit: Whenever an opponent provokes an attack of opportunity from 
you, once per turn you can sacrifice the attack to reduce the target's Reflex 
Defense by 5 until the end of the target's next turn. 


INDOMITABLE PERSONALITY 
Your powerful personality helps you cope with attacks that assault your will. 
Prerequisite: Charisma 13. 
Benefit: Once per encounter, you can add your Charisma bonus to your 
Will Defense as a reaction; this benefit lasts until the end of your next turn. 


MASTER OF DisGuISE 
You are adept at creating convincing disguises in remarkably short periods 
of time. 

Prerequisites: Trained in the Deception skill, Charisma 13. 

Benefit: You gain a +5 insight bonus to your Deception check when 
creating a deceptive appearance or a forged document. In addition, you can 
rush the process by taking a penalty of -2 to the Deception check. 

Normal: When you rush the creation of a deceptive appearance or forged 
document, you take a -10 penalty to your Deception check. 


MEAT SHIELD 

You are adept at using an opponent's defense to your own advantage. 
Prerequisites: Point Blank Shot, Precise Shot, base attack bonus +4. 
Benefit: Whenever an opponent attacks you while in cover provided by 

another character, creature, or droid, you are treated as being in cover from 

attacks by that opponent. 


OPPORTUNISTIC TRICKERY 
When your opponent lets down its guard, you know how to set it off balance 
for several moments. 

Prerequisites: Combat Reflexes, Sneak Attack. 

Benefit: Whenever an opponent provokes an attack of opportunity from 
you, once per turn you can sacrifice that attack to reduce the target's Reflex 
Defense by 2 for the following round. 


RECURRING Success 
You know how to make your enemies fall for the same trick twice, 
Benefit: When you select this feat, choose one talent or feat that can 
normally be used only once per encounter. You can use that talent or feat 
one additional time per encounter. 
You can select this feat multiple times. Each time you do so, you must 
choose a different skill to gain the benefits of this talent. 


RESOLUTE STANCE 
By standing your ground, you focus your mind to repel any assault. 

Prerequisite: Base attack bonus +1. 

Benefit: When you fight defensively, you gain a +2 morale bonus to your 
Will Defense. If you make no attacks until your next turn, you gain a +5 
morale bonus to your Will Defense until the start of your next turn, 

Normal: When you fight defensively, you gain a +2 dodge bonus to your 
Reflex Defense. If you make no attacks until your next turn, you gain a +5 
dodge bonus to your Reflex Defense until the start of your next turn. 


SapDiIsTic STRIKE 

By dispatching a helpless creature, you terrify opponents around you. 
Benefit: When you deliver a coup de grace to a helpless creature, all 

opponents within line of sight move -1 step on the condition track until the 

end of the encounter. 


BONUS FEATS 

Some of the feats in this chapter can be selected as bonus feats by 
certain classes. Each class can add the following feats to their relevant 
bonus feat list. 


CLASS BONUS FEATS. 

Jedi Brilliant Defense, Resolute Stance, Stand Tall 

Noble Brilliant Defense, Cut the Red Tape, Demoralizing Strike, 
Disturbing Presence, Expert Briber, Fléche, Indomitable 
Personality, Master of Disquise, Sadistic Strike, Silver Tongue, 
Stand Tall 

Scoundrel Disturbing Presence, Expert Briber, Hobbling Strike, 
Improved Opportunistic Trickery, Indomitable Personality, 
Master of Disguise, Opportunistic Trickery, Sadistic Strike, 
Silver Tongue, Stand Tall 

Scout Grazing Shot, Hobbling Strike, Meat Shield, Stand Tall 

Soldier Bone Crusher, Fléche, Grazing Shot, Hobbling Strike, 
Meat Shield, Resolute Stance, Sadistic Strike, Wookiee Grip 


SILVER TONGUE 
You are adept at quickly changing a creature's attitude toward you. 
Prerequisite: Trained in the Persuasion skill. 
Benefit: You can intimidate a creature or change its attitude as a stan- 
dard action. 
Normal: Intimidating a creature or changing its attitude requires a 
full-round action. 


SKILL CHALLENGE: 
CATASTROPHIC AVOIDANCE 

Your luck is such that catastrophe occurs less frequently for you when you 
are engaged in stressful situations. 

Benefit: Once per skill challenge that has a chance of catastrophic 
failure, this failure occurs only if you fail a skill check by 15 or more. In 
addition, when a catastrophic failure occurs, you accrue one failure in the 
skill challenge, not two. 

Special: This feat is allowed only in campaigns that use the skill challenge 
rules described in Chapter 2. 


SKILL CHALLENGE: 

LAsT RESORT 

When failure threatens, you throw everything you have at the skill challenge 
to prevent disaster. 

Benefit: Once per skill challenge, when you or an ally accrues a third 
failure (which would normally end the skill challenge), you or the ally can 
reroll the attempt, keeping the better result. 

Special: This feat is allowed only in campaigns that use the skill challenge 
rules described in Chapter 2. 


SKILL CHALLENGE: RECOVERY 
You can snatch victory from the jaws of defeat when involved in a skill 
challenge. 

Benefit: Once per skill challenge, you treat the challenge as if it had the 
recovery effect, even if it does not have that effect. 

Special: This feat is allowed only in campaigns that use the skill challenge 
rules described in Chapter 2, 


STAND TALL 

Your courage under fire inspires those around you to acts of bravery. 
Benefit: Once per encounter when you take damage, all allies who are 

within 6 squares of you and within your line of sight can, as a reaction, make 

a single attack on the target that damaged you. 


WOOKIEE GRIP 
Your strength is such that you need only one hand to use weapons that 
normally require two hands. 

Prerequisite: Strength 13. 

Benefit: When using a weapon in which you are proficient and that 
normally requires two hands, you can wield that weapon with a single hand. 
You take a -2 penalty to attack rolls with the weapon when it is used in 
this manner. 
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| The Star Wars aga is full of examples of heroes doing amazing things. Such 
J remarkable exploits often take place during shootout, ightsaber duels, and 
| dogfights between X-wings and TIE fighters. But not every exciting scene 
) in the films is about combat; many of them focus more on skills and talents 
J that do not relate directly to fighting prowess. Chase sequences, stealthy 


investigations, tense negotiations, and other such scenes reflect the heroes’ 
abilities to use their cunning, their creativity, and their well-honed skills to 
achieve their goals. 

This chapter introduces the concept of skill challenges to the Star Wars 
Roleplaying Game. A skill challenge is a mechanical framework that Game- 
masters can use to create exciting and interesting scenes in which the heroes 
use their skills, not their combat abilities, to accomplish a particular goal. In 
a skill challenge, the heroes make a series of related skill checks that combine 
to determine whether they face victory or defeat. A skill challenge can take 
the place of a combat encounter in an adventure or can augment a combat 
encounter by adding a skill-based element, 

Many scenes from the Star Wars films could be represented in a roleplay- 
ing game as skill challenges. The asteroid chase in The Empire Strikes Back, 
the negotiation between Luke Skywalker and Jabba the Hutt in Return of 
the Jedi, the Podrace in The Phantom Menace, Obi-Wan's investigation of 
the Jango Fett mystery in Attack of the Clones—all of these are examples of 
sequences in which heroes use multiple skills as part of a concerted effort to 

» ~~ accomplish a task. Typically, a skill challenge represents a scene or a group 
Of scenes that moves the plot forward through skill use rather than combat. 

4 This chapter teaches Gamemasters how to create their own skill chal- 
lenges and run them in adventures. Players might want to familiarize them- 

~ “5 stlves with the Playing Skill Challenges section (page 32), which provides 
. Be tips on interacting with skill challenges and using them to create exciting, 
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RUNNING SKILL 
CHALLENGES 


In many ways, a skill challenge is like any other encounter. It has opportu- 
nities for success and penalties for failure. It requires multiple heroes to 
participate and often has both obstacles and antagonists. However, whereas 
combat encounters require the heroes to use weapons or special attacks 
to achieve victory, a skill challenge requires them to use their skills and 
creativity to succeed. 


A NOTE TO PLAYERS: 
PLAYING SKILL CHALLENGES 
For players, skill challenges represent a chance not only to use your 
skills in a meaningful way but also to have your heroes contribute to 
an exciting scene. Skill challenges are great for fleshing out your char- 
acters, letting their personalities come to life in the actions they take 
outside of combat encounters. A skill challenge offers an opportunity 
to roleplay your characters’ strengths, and perhaps even weaknesses, 
in a dynamic way. 

As a player, your responsibility in the skill challenge is to come up 
with creative actions that can help your allies achieve the goal of the 
challenge. When it is your turn, think of an action that is appropriate 
for your hero in that situation. If possible, the action should play to your 
hero's strengths and give you a chance to show off your character's 
areas of expertise. Describe the action to your Gamemaster, and, if the 
GM approves of the idea, make a skill check (or another check that the 
GM calls for) to determine the result. Once each of your allies has had 
a chance to act, it will be your turn again, provided that the skill chal- 
lenge has not ended. 

Over the course of the skill challenge, the situation might evolve. 
You might receive new information, the backdrop could change, or the 
goals could shift as the challenge progresses. Be sure to think about 
how your hero would react to the changing circumstances of the skill 
challenge, and come up with new and interesting things to do. Below 
are some tips to help you choose actions that will contribute to an 
exciting, dynamic scene. 


THINK CINEMATICALLY 

Skill challenges represent interesting and thrilling scenes in the Star 
Wars milieu, and you should take actions that fit that aspect of the saga. 
Heroes in Star Wars take risks and engage in reckless stunts, yet they 
often succeed despite overwhelming odds. So too should your hero take 
risks. Think about the valiant actions depicted in the films—the heroes 
jump out of windows and grab onto flying droids high in the skylanes 


One of the most important points to remember is that a skill challenge, 
like a combat encounter, is meant to create an exciting scene or sequence of 
‘scenes in the tradition of the Star Wars films. A skill challenge should have the 
same tension and uncertainty as a combat encounter, with real consequences 
for success and failure. When running a skill challenge for players, you have 
many of the same responsibilities as when running a combat encounter: You 
must keep the game moving, ensure that the pace does not slow too much, 
encourage players to be creative and act cinematically, and adjudicate the 
rules of the challenge. 


of Coruscant, and they leap onto the backs of speeder bikes to reck- 
lessly pursue scout troopers on Endor. When trying to decide what to do 
during a skill challenge, think not only about what your character would 
do based on his or her personality, but also about what your character 
could do that would be cinematically daring. 


Use YOUR STRENGTHS 

During a skill challenge, you should use your strengths to achieve the 
most success. Think beyond your skill modifiers; consider what your char- 
acter is good at, and use that knowledge to inform the types of actions 
you take. For example, if you are a Rebel saboteur, you are much more 
than a collection of Mechanics and Use Computer checks. You probably 
have talents, feats, equipment, and perhaps prestige class features that 
contribute to your overall capability as a saboteur. Try using abilities that 
add to the cinematic drama of the scene, even if they do not necessarily 
grant bonuses to your skill checks. For instance, your hero could simply 
make a Mechanics check in an attempt to cause a bridge collapse, or 
your character could set up a turret to fire lasers at the support struts for 
the bridge. Although the former solution is serviceable, the latter option 
makes use not only of your skill but also, potentially, of your talents and 
equipment, and it results in a more vivid scene. 


EMBRACE VERSATILITY 

Sometimes it might seem as if the best option in a skill challenge is to 
do the same thing over and over again. However, this repetition will 
grow boring quickly, and it could end up making the skill challenge 
harder for you and your allies. If the Gamemaster restricts the number 
of times a skill can be used in the challenge, taking the same action 
multiple times will run up the count, closing the door on that option for 
your fellow heroes. For this reason, during a skill challenge you should 
embrace versatility, use different skills, and take advantage of your 
character's talents, feats, and other assets. In this way, you will create 
4 more exciting and interesting scene, and you will not deny your allies 
a chance to use the same skills. 


The basic skill challenge mechanics are relatively simple. Over the course 
of the challenge, the heroes take actions that either succeed or fail. If the 
heroes accrue a set number of successes before a set number of failures, 
they succeed in the challenge. If they accrue too many failures, they fail 
the challenge. 

Of course, that description is a very simplified version of the mechanics; 
the rest of this section provides a step-by-step breakdown of the process 
used when a Gamemaster runs a skill challenge, Throughout this break- 
down, examples walk you through a sample skill challenge based on the 
Endor speeder bike chase in Return of the Jedi. The examples do not detail 
the entire sequence, but instead they highlight how elements of the skill 
challenge combine to create an exciting and iconic scene from Star Wars 
lore. The premise of this skill challenge is that the heroes have arrived on 
Endor and encountered a scout trooper patrol. Their goal is to make sure 
the scouts do not report back to their superiors and alert the Empire to the 
Rebel presence on Endor. 


DETERMINING PARTICIPANTS 

The first step when running a skill challenge is to determine who the partici- 
pants are—typically, all heroes who are present when the challenge begins 
participate in a skill challenge. If the heroes have been separated somehow, 
only a few might participate initially, but you can add more participants later 
if the scene evolves to allow for a logical place to include them. Likewise, 
depending on how the skill challenge progresses, you might rule that some 
heroes can no longer participate because they have moved too far away from 
the action, been knocked unconscious, or otherwise been prevented from 
interacting with the challenge. 

When determining who the participants in a particular skill challenge 
are, keep in mind that a participant in a skill challenge must take actions 
that contribute to the challenge. A hero who is present but who does not 
contribute to the challenge is not really a participant. As a general rule, 
once a participant ina skill challenge takes an action, he or she cannot take 
another action until all other participants have taken actions, The participants 
do not necessarily need to keep acting in the same order, but one or two 
heroes should not contribute to the success of the challenge while three 
others stand idly by. 

Participation is as important in a skill challenge as it is in a combat 
encounter. In combat, enemies present a challenge to the entire party. If 
several heroes take no actions, they and their allies will be wiped out; the 
balance of combat depends on all heroes making progress toward defeating 
their enemies. Similarly, a skill challenge requires all heroes to contribute 
toward reaching their goal. 

For example, the heroes present during the Endor sequence are Han Solo, 
Chewbacca, Luke Skywalker, and Princess Leia. The Gamemaster determines 
that these four heroes can participate in the skill challenge when they come 
across the scout troopers. 
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FOR ROLEPLAYING 

Skill challenges are not intended to be a substitute for the standard 
roleplaying and noncombat scenes that probably already exist in your 
campaign. Rather, skill challenges are frameworks that let you track suc- 
cesses, failures, and consequences over a series of multiple skill checks. 
Skill challenges give you an idea of how many experience points to award 
for a particular scene, and they help you create encounters that involve 
more than simply making a few skill checks, but they should not replace 
the dialogue and interactions that you already have, While participating 
in a skill challenge, players should describe their actions and get into 
their roles just as they would at any other time. 


SETTING THE SCENE 

Once the participants in the challenge have been determined, you must set 
the scene for the heroes, This important step gives the players an idea of 
what actions they can take to contribute to the skill challenge. In a combat 
encounter, you provide basic descriptions of the terrain, the enemies, and 
other bystanders and objects so that your players are informed about the 
situation. In a skill challenge, you set the scene in such a way as to help 
the players recognize options for various actions. They need to have a clear 
picture of what is going on so they can take actions that are appropriate 
to the scene, 

For example, the Gamemaster might describe the scout troopers on Endor 
as being somewhat distracted, standing idly in the forest. Parked speeder 
bikes sit nearby, indicating that the scout troopers have traveled ahead of 
some larger force, The terrain is thick and obscures the area surrounding the 
clearing, giving the heroes ample places to hide, and the ambient noise of the 
forest covers their whispered conversation. The Gamemaster's description 
presents several options to the heroes—sneaking up on the scout troopers, 
stealing the speeder bikes, and so on—that will be part of the challenge once 
the heroes begin taking actions. 


STARTING THE CHALLENGE 

After determining the participants and setting the scene, it is time to start 
the challenge. The players take turns describing their actions, making skill 
checks or using other abilities, and the Gamemaster adjudicates the results. 
You can choose the order in which the players will act, or you can let them 
decide if the order does not matter to the mechanics of the challenge. The 
players can act in the same order each time or in a different order. The main 
rule is that each participant must take an action before any given participant 
can take his or her next action, Thus, after hero 1 takes an action, all other 
heroes must take actions before hero 1 can act again. As the participants 
take actions, be sure to track how many successes and failures they accrue. 
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USING SKILLS 
During a skill challenge, most of the heroes’ actions involve using skills. When 
a hero takes an action, the player describes what action is being taken and 
how that action is intended to help the party achieve success in the challenge. 
If the Gamemaster determines that the action would indeed contribute to the 
challenge, the hero makes the relevant skill check. The Gamemaster compares 
the skill check result to predetermined skill DCs, which are set during the 
creation of the skill challenge. This comparison determines whether the action 
succeeds or fails, contributing to the total number of successes or failures 
for the overall challenge. Finally, the Gamemaster describes the results of 
the action and how the scene has changed, if at all 

Most skill challenges have varying difficulties for different actions. 
Actions that are more likely to be successful or that make more sense in the 
current situation have lower DCs than do actions that seem to be more of a 
stretch. When a player describes the action that his or her hero takes, you 
must determine whether it seems like a plausible way to contribute to the 
challenge’s progress. If the action seems unlikely to work, you should give it 
a harder DC than you would give to an action that is a better match for the 
challenge. Of course, allowing the players to be creative with their actions is 
more likely to result in an exciting and cinematic scene, but in some cases, 
even creative actions have little chance of succeeding 


HAN SOLO SNEAKING INTO THE BUNKER ON ENCOR 


Typically, a player should describe a specific action, then associate the 
action with a particular skill. For example, a player might say, "I try to 
convince the bounty hunter that we're not his quarry, and that the bounty 
is actually for another group of heroes who look like us. To do that, | make 
a Deception check.” On the other hand, a player who simply says, "I make a 
Deception check” is not choosing an action—merely picking a skill. Having 
the players describe their actions not only lets them contribute to the skill 
challenge narrative but also encourages them to think creatively about how 
their heroes behave. 

Returning to the Endor example, Han Solo decides to sneak up on one of 
the scout troopers. Han's player describes the action as creeping up behind 
the scout trooper in an attempt to subdue him quietly. However, when Han 
rolls his skill check, he rolls too low, accruing a failure. The Gamemaster 
describes the results of the action (Han steps on a twig and alerts the scout 
troopers), and the challenge continues. Throughout the chase sequence, we 
see Leia using the Pilot skill to maneuver a speeder, Luke using Jump to leap 
toan adjacent speeder bike, and Leia using Deception to trick a scout trooper 
into believing that she crashed. 


Aid Another 

The aid another action is typically used to grant bonuses to allies who make 
skill checks or attack rolls. In a skill challenge, the aid another action can be 
a powerful tool, especially when combined with talents such as Coordinate 
or Skilled Advisor, which can drastically increase the bonuses provided, Since 
a skill challenge puts a large emphasis on making skill checks, it might seem 
that an easy way to earn successes would be to let the hero with the highest 
skill modifier make the check while the other heroes use aid another. However, 
the aid another action works differently during skill challenges 

Only characters trained in a skill can aid another with that skill. 
Unlike normal skill checks, a hero must be trained in a skill to use the aid 
another action with that skill. This rule helps to encourage skilled characters 
to make their own checks, while preventing everyone from taking the aid 
another action on every skill check. 

For a given skill, the maximum bonus a character can receive from 
aid another is +10. A hero can gain only so much benefit from his or her 
allies during a skill challenge. In addition, if the heroes use talents to increase 
the bonuses, the group will reach the cap of +10 more quickly, which means 
other heroes will be free to take their own actions. 

Choosing to aid another rather than take an action has consequences. 
When one hero aids another in combat, the first hero gives up the chance to 
take down an enemy in exchange for helping an ally succeed. Similarly, in a 
skill challenge, choosing to aid another should be a choice, not the default. 
If a hero decides to aid another rather than take his or her own action to 
contribute to the challenge, the situation might grow more dire. Perhaps it 
will become slightly tougher or change in some way that further hinders 
the heroes. Do not punish a hero for choosing to aid another, but do make 
the consequences clear. 


NONCONTRIBUTING 
SKILL CHECKS 
Sometimes a player wants to make a skill check that does not neces 
sarily contribute to the success or failure of a skill challenge, such as a 
Knowledge check to see what his or her hero knows. Gamemasters can 
allow such checks without worrying about accruing successes or fail- 
ures. For example, while Luke and Leia are speeding through the forest 
on Endor, Luke might make an Intelligence check to see what he knows 
about the speeder bike they are piloting, The Gamemaster reveals that 
its communication systems can be used to jam transmissions, and Luke 
relays that information to Leia. Luke's check did not contribute to the 
overall success or failure of the skill challenge, but it allowed Leia to 
make a Use Computer check to jam the scout troopers’ transmissions 
on her next action. 

A good rule of thumb is that if a skill check would not directly cause 
positive or negative results in the challenge, it should not accrue suc 
cesses of failures. 


USING ABILITY CHECKS 

Sometimes an action is not covered by a specific skill, and you need to 
find another way to adjudicate that action. Ability checks are one way of 
resolving this kind of action; simply choose the ability (Strength, Dexterity, 
Constitution, Intelligence, Wisdom, or Charisma) that most closely relates 
to the action in question. The player rolls a d20 and adds his or her relevant 
ability score modifier to determine the result. Keep in mind that, in many 
cases, an ability check will be far lower than a skill check, whether trained or 
untrained, because the heroes do not gain the half-level bonus that applies 
to skill checks. Try to call for ability checks sparingly, and cast actions as 
untrained skill checks whenever possible. 


USING TALENTS, 
OR EQUIPMENT 

For players, skill challenges present exciting opportunities to show off what 
they can do. Sometimes the most appropriate or most cinematic action that 
ahero can take involves not just a skill but a talent, feat, piece of equipment, 
or class feature, When a player wants to use one of these different options, it 
is almost certainly in your best interest to allow it, provided that the action 
is plausible and makes sense for the character. This alternative allows the 
player to make use of the character resources in which he or she invested, 
and it opens up options that a raw skill check does not. 

Whena hero usesa talent, a feat, a piece of equipment, or another special 
ability, you can still call fora skill check as part of that action, although you 
do not have to—sometimes, you can simply grant an automatic success for 
a clever application of a nonskill resource. Typically, when a player makes 
creative use of such resources, you should set the skill DC one step easier 
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than normal. Consider it a reward for the player's good selection of handy 
talents, feats, or equipment. However, if the use of that particular nonskill 
resource becomes habitual, feel free to treat it like any other skill check. 
For example, Vor'en the soldier is participating in a skill challenge in which 
he must escort a droid carrying sensitive information across a battlefield 
in the middle of a large-scale ground conflict. Vor'en has the Harm's Way 
talent, which allows him to take damage instead of an adjacent ally. Vor'en 
wants to use this talent to physically shield the droid from incoming attacks, 
which the Gamemaster determines is a sufficiently creative use of a talent 
to warrant a success. Since Harm's Way requires no skill check normally, 
the Gamemaster awards Vor'en an automatic success in the skill challenge. 


USING COMBAT ACTIONS 

Combat actions can sometimes be used to accrue successes in a skill chal~ 
lenge, although they should occur infrequently, Typically, combat actions 
have the same DCs as skill checks, based on whether the action is likely to 
contribute positively to the challenge. Sometimes, taking a combat action 
(such as shooting a blaster, setting off an explosive, or making a Bantha Rush 
against an enemy) can contribute just as well as any skill, For example, a 
sniper might shoot out a lamp near the entrance to an abandoned warehouse, 
making it easier for the scoundrel to sneak inside. However, Gamemasters 
should be aware that, if too many combat actions are allowed, the skill 
challenge might turn into a combat encounter, That's okay—in fact, combat 
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encounters and skill challenges might flow seamlessly together—but if too 
many combat actions are taken, you should be ready to create a combat 
encounter on the fly. 

For example, at the beginning of the Endor chase sequence, Chewbacca 
sees that scout troopers on speeder bikes are about to get away. Knowing 
that he cannot reach the speeder bikes in time, he takes a shot with his 
bowcaster, hoping to destroy one of the speeders before it can escape. He 
makes an attack roll and succeeds, which not only contributes a success in 
the skill challenge but also affects the shape of the challenge as the chase 
begins. Later, Luke uses his lightsaber to cause a speeder to crash into a tree, 
earning the final success necessary to end the challenge. 


USING FORCE POWERS 
‘As with combat actions, sometimes Force powers (or other Force-related 
abilities) can contribute to a skill challenge. When a hero uses the Force as 
his or her action during a challenge, you can adjudicate the action in several 
ways. First, keep in mind that no matter what form the action takes, you 
can use the same DCs that are used in other parts of the challenge as the 
minimum for success. When the hero describes the action, determine whether 
it is similar enough to an existing power, talent, or application of the Use the 
Force skill to adjudicate the action with those rules. For example, if a hero 
wants to use the Force to convince a warehouse guard to wander off, that 
is similar to the mind trick Force power. To perform that action, the hero 
must expend that Force power and follow its normal rules. Generally, using 
the power successfully is enough to warrant a success in the skill challenge. 
For other Force-related exploits that do not fall clearly under the domain 
of a particular Force power or talent, you can simply have the hero make a 
Use the Force check, just as he or she would make any other skill check in 
the challenge. For example, if the character wants to use the Force to hold 
open a closing door, he or she would have to succeed on a Use the Force 
check (with a DC equal to a relevant DC for that skill challenge) to earn a 
success. As with any other action, failing to meet the DC accrues a failure 
and has its own consequences. 


CONCLUDING THE CHALLENGE 

The skill challenge ends when one of three events takes place. First, the chal- 
lenge ends if the heroes achieve the required number of successes before 
accruing a set number of failures, earning success in the challenge overall. 
Second, the challenge ends if the heroes accrue a certain number of failures 
(usually three) before gaining the required successes, meaning they fail the 
challenge overall. Third, the challenge can end prematurely as 2 result of the 
heroes’ actions; for example, they might decide to break off the challenge 
and begin a combat encounter instead. When the challenge ends, the heroes 
still must deal with the consequences of their actions. 


R2-02 ACCRUES 4 FAILURE IN A SKILL CHALLENGE AT THE BUNKER. 


EXAMPLE OF PLAY 

The following example of play is designed to demonstrate how a Gamemas- 
ter runs a skill challenge and how players might act and react during the 
challenge. As with the example of play from the Saga Edition core rulebook, 
Michele is the Gamemaster during the session and runs the skill challenge. 
Chris is playing Sia-Lan, a female Human Jedi Knight, and Mike plays Ror- 
worr, a Wookie scout and gunslinger. Penny is playing a blue-skinned elite 
trooper named Vor‘en, and Brian's character is Deel Surool, a canny Twi'lek 
scoundrel. Elements of the sample skill challenge will be explained in more 
detail in Designing Skill Challenges, starting on page 40. 


SKILL CHALLENGE: 

ESCAPE FROM KESSEL 

In this skill challenge, the heroes are trapped in the spice mines of Kessel 
and must escape to freedom. The spice mines are currently under the con- 
trol of the Colicoids, an insectoid species responsible for the design of the 
Droideka. The heroes have a chance to escape while being herded back to 
their barracks, and their goal is to make their way out of the mines, through 
the detention facility, and out to a landing pad where a spice-hauling vessel 
is refueling for take-off. During the breakout, 10 other prisoners also decide 
to fight their way to freedom, helping the heroes escape. 


cls 

Complexity: 2 (8 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Perception [DC 18]: The heroes can keep their eyes and ears open for the 
signs of approaching Colicoid guards. Alternatively, the heroes can search 
for side tunnels and passages that are rarely used. 

Persuasion [DC 23]:The heroes can convince some of their fellow prison- 
ers to keep watch or fan out to distract the guards and prevent them from 
catching the main group. 

Stealth [DC 18]: The heroes can attempt to sneak by Colicoid patrols and 
to ensure that none of the other prisoners makes too much noise. 

Survival [DC 28]: The heroes can search for signs of Colicoid tracks in 
the tunnels they are following, using that knowledge to determine which 
passages the insectoids are least likely to search. 


Challenge Effects: The following are suggested effects for this skill 
challenge: 

Close Call: The heroes accrue failures only on skill checks that fail by 5 
or more. 

Degrees of Failure: Any failures accrued by the heroes reduce the number 
of nonheroic prisoners that reach the ship and escape. 


Success: If the heroes succeed, they make their way to the Lantillian 
short hauler sitting on the landing pad. They successfully steal the ship and 
jump into hyperspace, 

Failure: If the heroes fail the skill challenge, they are cornered by Colicoid 
guards and must engage in a difficult combat encounter to finally gain their 
freedom, If the heroes succeed but accrued one failure during the challenge, 
only five of the other prisoners make it to freedom with them. If the heroes 
succeed but accrued two failures during the challenge, none of the other 
prisoners reach the short hauler—all 10 are recaptured by the Colicoids. 


Michele (GM): After several hours of plotting, the time finally comes for 
you to make your escape. As the Colicoid guards herd you toward the spice 
mines, you see an opening when the guards are distracted, and you run into 
an empty tunnel. About 10 other prisoners make a run for it with you. 

One of those prisoners tells you that a spice freighter is sitting on a landing 
pad on Kessel's surface, and that you probably could steal it and escape from 
the planet. First, though, you've got to get away from the Colicoids and reach 
the ship. As you make your way through near-total darkness in the mines, you 
hear the sounds of pursuit not far behind. The air is thick with the smell of 
spice, and you know that you have only minutes in which to make your escape. 

This is a skill challenge, so each of you must contribute to the escape. 
What do you do? 


SKILL CHALLENGE 
TRANSPARENCY 

How much should you tell your players during a skill challenge? In a 
combat encounter, the players know that they are engaged in combat and 
that they will act in a certain order, and they have a good idea of what 
they must do to succeed. A skill challenge, however, can be a bit more 
ambiguous. As a Gamemaster, it is up to you to decide how much to tell 
players about the challenge. Additionally, the right choice for one skill 
challenge might not be right for another, so do not be afraid to experi- 
ment with how much you reveal. There are three general categories of 
skill challenge transparency. 

Total Disclosure: You hide nothing from your players. You tell them 
when they are in a skill challenge, what skills are their best choices, how 
many successes they need, and any special rules that apply to the skill 
challenge. You might even reveal the DCs of the skill checks they must 
make. Because of the focus on game mechanics, this kind of transparency 
works best for skill challenges that have little dramatic tension, such as 
those without direct antagonists. For example, a skill challenge in which 
the heroes must work together to rebuild a broken-down starship is not 
a particularly dramatic scene, so the mechanics would not disrupt the 
flow of the game. 

Partial Disclosure: You tell your players a few things, but keep other 
things secret. You reveal that they are in a skill challenge and perhaps 
explain any special rules for the challenge. Otherwise, it is up to the 
players to feel out the situation, using roleplaying and their own insight 
to determine what skills will help them achieve success. This kind of 
transparency works best for skill challenges that have some dramatic 
tension but that still require the players to focus on a specific goal. For 
example, a chase sequence through city streets provides an interesting 
narrative, but you should make the scene's game mechanics obvious 
so the players realize that their actions have immediate consequences. 

Secret Challenge: You hide everything from the players, including 
the fact that they are in a skill challenge. You keep track of the chal- 
lenge behind the scenes as a means of directing the flow of the game 
or providing experience points for a noncombat encounter. This kind 
of transparency works best for scenes that rely heavily on roleplaying 
and dialogue (such as negotiations) so that the game mechanics do not 
interfere with the drama. This degree of transparency also works for 
skill challenges that take place over long periods of time, since it allows 
the plot to develop naturally without the players worrying about the 
skill challenge. 
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Consider how Michele set the scene, providing the basics of the surroundings 
and some description of the sights and sounds. She also provided a clear goal 
for the heroes: escape. Because she has decided to have at least some trans- 
parency, Michele informs the players that they are now in a skill challenge. 


Brian (Deel): Don’t worry, everyone—I've been in tougher spots than this 
before. Just do what | tell you, and everything will be okay. I'd like to make a 
Persuasion check to try to convince some of the other prisoners that escaped 
with us to help us find the fastest route to the surface. 

Brian rolls a d20 and adds his Persuasion modifier, getting a result of 26. 
Michele compares this to the DC that she set for the skill and determines 
that Brian's check was successful, making a note that the heroes have earned 
their first success in the challenge. 

Michele (GM): The other prisoners seem to be on board with your leader- 
ship, and a Sullustan captive pushes his way forward and offers to take the lead 
in scouting ahead. It looks like you've managed to get the other prisoners’ full 
assistance, which should prove beneficial in making your escape. Who's next? 

Penny (Vor'en): As the Sullustan scouts ahead, | follow close behind him in 
case he needs someone to watch his back. | don't want our new friend getting 
grabbed by a Colicoid patrol. I'd like to make a Perception check to watch for 
the guards and make sure the Sulluston can find a path without being captured. 

Penny rolls a d20 and adds her Perception modifier, getting a result of 
19. Fortunately, Perception is one of the easier skills to use in this challenge, 
and Michele records the success. 

Michele (GM): It’s a good thing you did that. Just as the Sullustan seems 
to find a route to the surface, you hear the sound of a Colicoid patrol round- 
ing the corner. You manage to grab the Sullustan and yank him back just 
in time to avoid being noticed by the quards. Once they're gone, the rest of 
the prisoners come forward, and you can start making your way toward the 
surface. What now? 


The last two skill checks are good examples of what happens when players 
use expected skills. Each player described his or her character's actions, then 
made a skill check. After the result was determined, Michele described the 
ramifications of each action, improvising the presence of the helpful Sul 
lustan prisoner and the near miss when Vor'en kept him from being spotted. 
That approach brings more excitement to the game than simply saying, “Your 
skill check succeeds.” 


Chris ( Lan): When Vor'en tells us how narrowly our Sullustan friend 
avoided being spotted, | decide to clear my mind and trust in the Force to 
guide us around any potential patrols. I'd like to make a Use the Force check 
to calm my mind and try to sense the presence of any Colicoids along our path. 

Since Use the Force is not one of the skills suggested for this challenge, 
Michele has to decide whether to allow this action. The idea seems to be 


reasonable given the circumstances, and it fits Sia-Lan’s character, so 
Michele decides to allow it. She determines that, thanks to the disorienting 
environment and the unfamiliar minds of the Colicoids, the skill check should 
have a moderate difficulty—in this case, DC 28. Chris rolls a d20 and adds 
his Use the Force modifier, getting a result of 22. Michele notes this as a 
failure, since it is more than 5 below the DC she set (the threshold defined 
in the "Close Call” effect). 

Michele (GM): As you extend your senses along the path, you determine 
that there is a cluster of Colicoid minds almost directly ahead, probably some 
kind of security checkpoint. However, as you focus on the path ahead, you 
cease to pay attention to your pursuers. Cries of fear sound from the prison- 
ers behind you-a security patrol has caught up to your group! As some of the 
prisoners behind you are caught, you realize that you still have a chance to 
escape, but about half the prisoners who fled with you have been recaptured. 
Rorworr, it's your turn. What do you do? 


The above is a good example of allowing players to improvise their skill use, 
which Michele deals with by assigning a DC based on the circumstances. 
Likewise, the failed skill check has tangible consequences—five of the prison- 
ers were recaptured (as described in the Failure section of the skill challenge). 


Mike (Rorworr): As much as it pains me to leave them behind, it’s now or 
never for our escape. | let out a mournful hoot and begin to move forward. I'd 
like to see if can sneak usall past that security checkpoint. I'm going to make 
@ Stealth check to move us all quickly and quietly past the Colicoids ahead, 
making sure that everyone remains silent os we creep by. 

Mike rolls a 420 and adds his Stealth modifier, getting a result of 22. 
This is good enough to beat the DC that Michele set, so she marks it as a 
success—the third of the challenge so far. 

Michele (GM): Thanks to your years of evading predators on Kashyyyk, 
you're able to guide your allies like a hunting party right past the Colicoid 
security post. As you do so, you notice that the rough-hewn tunnels give way 
to metal floors and walls, signaling your entrance into the artificial facilities 
built into the surface. Within moments, you leave the darkness and enter the 
stark, sterile interior of the Colicoid administrative facility. The sounds of 
‘alarm klaxons blare within, so you believe that you're probably still in danger 
of pursuit by the quards. Now that everyone has taken an action, it's up to you 
guys who determine who goes next. 


At this point, Michele has changed the scene significantly, taking the chase 
out of the mines and into a service tunnel within an administrative facility. 
This not only provides a new backdrop for the scene but also opens up more 
technology-oriented skill uses. By changing the scene, Michele keeps things 
fresh and helps give players new ideas for actions to try. 


Penny (Vor'en): The corridor that we're moving down—does it look like 
0 fairly modern facility? 

Michele (GM): Yes. In fact, it looks as though this wing of the building 
was renovated fairly recently. 

Penny (Vor'en): Okay, I'm going to try to find @ computer panel and 
see if | can pull up a schematic of the facility so we can find our way to the 
landing pad. 

Michele (GM): Finding a computeris no problem. Would you like to make 
a Use Computer check to try to bring up the schematic? The system's on lock- 
down, but you might be able to get through the security, 

Penny (Vor'en): Sure. 

Michele determines that this is probably a hard challenge, given that the 
heroes are in a prison facility in lockdown mode, so she sets the DC at 32. 
Penny rolls a d20 and adds her Use Computer modifier, Knowing that the 
skill check will be difficult, Penny decides to spend a Force Point to augment 
her result, The final result is 32 exactly, which Michele marks as a success. 

Michele (GM): Success! Not only do you bring up the schematics, but you 
olso find a good path through the facility that seems to take you directly to 
the landing pad. It's a bit of a distance to travel, and you've still got five other 
prisoners in tow, but you think you can make it there if you hustle. Who's next? 

Chris (Sia-Lan): Since we're inside the facility and away from the mines, 
there are probably security devices tracking our movements. I'd like to use 
the Force to pull down any security cameras or sensors that Ise, blinding the 
building's security forces to our activities, 

Michele determines that this action is reasonable and much easier than 
trying to detect the Colicoids (since the security devices cannot really resist 
the Jedi's efforts), so she assigns the check a medium DC of 23. Chris rolls a 
420, adding his Use the Force modifier for a total of 27. Michele marks this 
asa success—the fifth accrued in the challenge so far, 

Michele (GM): Great work! As you follow the directions that Vor'en 
continues to issue, you start using the Force to wrench free any security 
devices you see. The shouts of pursuit come from elsewhere. You think you've 
temporarily confused the guards because it takes them a moment to figure 
out which direction you're going. What now? 

Mike (Rorworr): Does it /ook like we're getting close to the landing pad? 

Michele (GM): So far, you've basically come up through hallways that 
are used to access the mines. However, thanks to your Sullustan friend, you 
entered through an area that's some kind of heavy machinery entrance, so 
you haven't run into many Colicoids. You're approaching the more heavily 
trafficked areas now. Although you guess that you're not far from the landing 
pad, more caution might be called for. 

Mike (Rorworr): Right. Good to know. Given that, I'd like to see how 
much | know about Colicoid biology. Do | think they are hindered by darkness? 

Michele (GM): You can make a Knowledge (life sciences) check to see. 

Mike (Rorworr): Okay, | rolled a 16. 


Michele (GM): You don’t think they have the ability to see in the dark. 
Since that wasn't something directly contributing to your escape, you can 
still take an action. 


The above is a good example of improvising skills (Use the Force) and using 
skills that do not directly contribute to the skill challenge (Knowledge [life 
sciences}). 


Mike (Rorworr): I'd like to see if I can find a power conduit nearby to 
disrupt some of the lights between here and the landing pad. We should have 
a better chance of escaping under cover of darkness, 

Michele (GM): There are power conduits throughout the walls of this 
service passageway. You'd need to make a Mechanics check to disable the 
lights down the corridor. 

Since the facility is of fairly recent construction, Michele sets a medium 
OC of 23 for this skill check. Mike rolls a d20, adds his Mechanics modifier, 
and gets a result of 24. Michele notes it as a success. The heroes have now 
accrued six successes and one failure. 

Michele (GM): As the lights flicker and go out, you hear Rorworr offer a 
triumphant growl in the darkness, Unfortunately, it's pretty dark for you, too, 
but the landing pad seems to be near the end of this service tunnel. As you 
make your way down the passage, a loud clatter and the harsh sounds of an 
alien language warn you that Colicoid guards are stumbling around blindly 
through the tunnels, Aftera few moments, they move on, not having found you. 

You travel a few more minutes and enter a passageway that still has some 
emergency lighting and leads to the landing pad. As promised, the Lantillian 
short hauler sits on the pad beneath a magnetic field that keeps out the 
vacuum outside, You dash up the open ramp, herding the five remaining prison- 
ers up with you, and not a moment too soon—Colicoid guards and droidekas 
begin spilling out of the passageway you just left. Once inside the ship, you 
close the hatch, but upon arriving in the cockpit, you find that the ship's 
design—meant for Colicoids—is completely alien. Even the computer displays 
information in an unfamiliar language. Deel, you're next. 


Michele has once again changed the scene, moving the action into the short 
hauler that the heroes will use to escape. They need only two more successes 
to finish the skill challenge, and the confines of the ship should offer at least 
a few new opportunities for the heroes to use their skills. 


Brian (Deel): /'m no good piloting an alien ship, especially if | can't read 
the controls. I'd like to make a Use Computer check to see if I can have the 
computer automatically translate everything into Bosic. 

Michele determines that such translation is probably a common function 
for most ship computers and gives the check an easy DC of 18. Brian rolls, 
a d20 and adds his Use Computer modifier for a total result of 18—a lucky 
thing that making the changeover was so easy. Michele notes the success. 
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Michele (GM): Deel spends a few moments tinkering with the computers, 
then familiar Aurebesh letters suddenly scroll across the screen. Meanwhile, 
the ring of laser fire striking the ship grows more frequent, and it looks like the 
enemy is within seconds of reaching the vessel. Everyone has taken a second 
action, so anyone can act next. What do you do? 

Brian (Deel): Time to blast off. Everyone strap in; this could be a bumpy 
ride. | drop into the pilot's chair, fire up the engines, and punch it! Ill make a 
Pilot check to get us out of here. 

Michele determines that because the heroes are inside the ship, blasting 
off is a pretty easy way to get to freedom, so she sets an easy DC of 18. 
Brian rolls a d20, adds his Pilot modifier, and gets a result of 25. Because 
the heroes have earned eight successes before accruing three failures, they 
succeed on the skill challenge. 

Michele (GM): As the engines roar to life, the ship blasts away from the 
landing pad. Red blaster bolts streak up from below, flashing past the cockpit 
window, but within moments, you're well out of range. However, your sensor 
board begins to light up. It looks like the Colicoids have scrambled some 
starfighters to intercept your escape 


DESIGNING 
SKILL CHALLENGES 


Designing a skill challenge is much like designing a combat encounter. As the 
Gamemaster, you determine the location of the skill challenge, the obstacles 
and antagonists that might play into the scene, several options for provid- 
ing the heroes with variety, and the consequences of success or failure. 
Conceptually, skill challenges and combat encounters are similar, although 
they differ in execution 

This section walks you through the creation of a skill challenge, from the 
initial concept to challenge effects that can be added to spice things up. 
By following these steps, you can create skill challenges that contribute to 
exciting scenes in the Star Wars tradition 


CHOOSE THE CONCEPT 
The first step in creating a skill challenge is coming up with a compelling 
idea. Typically, when forming the basic concept, you want to focus on three 
primary areas: creating a cinematic scene, involving all the heroes and giving 
them meaningful ways to contribute, and producing a satisfactory resolution 
to their actions and to the skill challenge as a whole 

First, create a cinematic scene. Think of the many scenes in the Star Wars 
films. The ones that best translate into skill challenges are those in which skills 
are more useful than combat prowess in resolving the situation, characters 
take risks to achieve rewards, and the heroes’ actions have a sense of tension 
that encourages them to take risks. For example, breaking into the bunker 
during the Battle of Endor meets these criteria. Although combat is taking 
place around them, the heroes (specifically Princess Leia, Han Solo, R2-D2, 
and Chewbacca) don't try to blast their way into the bunker, but instead use 


their skills to get inside. They take risks, such as attempting to hot-wire the 
controls, earning both successes and failures (such as when R2 is blasted 
away from the control panel). The scene is filled with tension because the 
heroes know that if they do not disable the deflector shield, the Rebel fleet 
attacking the second Death Star will be crushed, When coming up with a 
basic concept for a skill challenge, consider these questions: 


© How does the scene encourage or require skill use? 
© What kinds of risks can the heroes take to achieve success? 
* What provides the sense of tension for the scene? 


With these questions answered, you can start building more specific concepts 
for the challenge 

Second, involve all the heroes and give them meaningful ways to con- 
tribute. You do not have to tailor every element of the skill challenge to 
specific characters, but do find ways to include elements and actions that 
interact well with the party's talents. For example, if the heroes have plenty 
of technical skills and enjoy using gadgets and computers, you might want 
to design skill challenges that let them call on those resources. Of course, 
not all heroes in a group have the same skills, so a challenge such as this 
one should also provide opportunities for the nontechnical characters. For 
example, if the party includes a slicer, an outlaw tech, and a starship pilot, 
you might create a skill challenge that focuses on using those heroes’ talents 


to steal a starship from a top-secret facility. However, the party probably 
also includes a soldier, a noble, or a scout who might have different skills. 
Perhaps they could subdue the guards at the facility, talk their way past 
security checkpoints, or sneak into the control room to plant a malicious 
program the slicer cooked up. Your concept of the skill challenge should be 
broad enough to suit multiple heroes. 

Lastly, think about the different directions in which the skill challenge can 
evolve. Although you can never fully predict the actions the heroes might 
attempt, you can probably foresee some of the skills they might employ and 
sketch out a few ways in which the skill challenge can develop. Consider how 
the basic situation might change—both for the better and for the worse—as 
the heroes take actions, and how the challenge might reach a satisfactory 
resolution. Remember that the heroes’ actions should have repercussions. 


NoT A SKILL CHALLENGE 
This chapter explains what a skill challenge is, but you should also under- 
stand what is not—or should not be—a skill challenge. Just because the 
heroes make skill checks to solve a problem, that does not necessarily 
mean they are participating in a skill challenge, Examples of when you 
should not use the skill challenge system include: 

* Any time a situation can be resolved with a single skill check 

* Any situation that does not give multiple heroes something to do 

during the challenge 

* Any situation that has no risk of failure 

* Any series of events that lacks tension or cinematic flair 

* Any situation that does not evolve as the heroes take actions 


CONSIDER THE DURATION 

After coming up with a good concept for your skill challenge, decide how 
long it should take, in terms of real time and game time experienced by the 
heroes. Since a skill challenge is somewhat more abstract than a combat 
encounter, it can unfold over the course of a gaming session or even an entire 
adventure. Similarly, a skill challenge might represent an individual scene in 
the lives of the heroes, or it might span multiple scenes and be broken up 
by other events and encounters, When designing a skill challenge, you do 
not necessarily need to set strict guidelines for its duration, but do consider 
how it should unfold and at what pace. 

Some skill challenges are meant to be resolved in a relatively short 
amount of game time. In such cases, present situations that lend themselves 
to being finished without interruption. For example, a skill challenge based 
on surviving travel through an asteroid field is unlikely to be interrupted 
by other scenes and should be run straight through from beginning to end. 
These types of skill challenges take less time at the gaming table and often 
reach resolution in one scene (or in very few scenes) as the story unfolds. 


Other skill challenges that play out over a long sequence of game time 
might have interruptions. For example, consider a skill challenge that revolves 
around hunting down a crime lord that has gone into hiding. You can design 
a series of consecutive scenes that relate directly to the skill challenge, 
but you can also break up the action with combat encounters (perhaps the 
heroes jump some of the crime lord's thugs and attempt to subdue them) 
or interesting roleplaying scenes (perhaps the heroes talk to a bartender 
in a cantina frequented by the crime lord). The skill challenge might even 
be interrupted by another, shorter skill challenge—for example, the heroes 
flush the crime lord out of hiding but then must engage in a speeder chase 
to finally run him down. 


DETERMINE CL 

AND COMPLEXITY 

Now that you have a basic concept for the skill challenge and a general 
idea of how long it should take, you can determine the two most important 
factors: the challenge level (CL) and the complexity. Setting the CL of a 
skill challenge is just like setting the CL of a combat encounter. To produce 
a balanced challenge and a tense scene, set the CL at or near the average 
level of the heroes. Setting the CL higher or lower makes the challenge more 
or less difficult, respectively. 

The complexity of a skill challenge determines how many separate skill 
checks must be made to succeed in the challenge overall (see Table 2-1). A 
complexity 1 challenge requires the heroes to earn five successes to succeed 
in the challenge; a complexity 2 challenge requires eight successes; and a 
complexity 3 challenge requires 11 successes, Regardless of complexity, if 
the heroes fail three separate skill checks, they fail the challenge overall. 

The combination of CL and complexity also determines the experience 
value of the skill challenge. A complexity 1 skill challenge awards experience 
points equal to that of one opponent of a CL equal to the skill challenge's 
CL; likewise, a complexity 2 challenge awards experience points equal to 
that of two such opponents, and a complexity 3 challenge awards points 
equal to that of three such opponents. Thus, a complexity 2 skill challenge 
at CL 7 is worth the same amount of experience points as defeating two 
CL7 opponents. 

When designing a combat encounter that includes a skill challenge, take 
‘the challenge into account when calculating the difficulty of the encoun- 
ter—just count the challenge as a number of opponents. For example, when 
determining the difficulty of a combat encounter that includes a complexity 
2 skill challenge at CL 5, simply count the challenge as two CL5 opponents. 

Many times, you can include a low-complexity skill challenge of a lower 
CLin a combat encounter to give the heroes opportunities to take actions 
other than fighting. Much in the same way that you might include storm- 
troopers that are well below the heroes’ level to soak up their attacks, a 
low-complexity, low-CL skill challenge can take up the heroes’ actions during 
combat without making the encounter much more difficult. 
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The CL of the challenge determines the target DCs of skills used in the 
challenge. Table 2-1 lists the skill DCs for challenge CLs under five general 
categories: easy, medium, moderate, hard, and heroic. When you create a skill 
challenge, these DCs determine success or failure for various skill uses. As the 
Gamemaster, you must determine whether each hero's action has a higher or 
lower likelihood of success, then assign a general difficulty (and thus a specific 
DC) to that skill check. The more plausible the hero's action in the situation, 
the lower the general difficulty category (and thus the DC) should be. 

Easy skill checks should be used for actions that have an extremely high 
likelihood of success, even if the heroes don't end up with a very high check 
result. Examples include using Persuasion to convince a friendly shopkeeper 
to help or using Mechanics to perform enough repairs to get a lightly dam- 
aged speeder up and running. You should assign an easy DC whenever you 
think that the hero's action is easy to achieve and represents a good solution 
to that part of the challenge. 

Medium skill checks should be used for actions that have a good chance of 
success but might become failures if the heroes bungle the check. Examples 
include slicing into a relatively light security system or climbing over a 
security wall in a lightly defended compound. You should assign a medium 
DC when you think the hero's action should succeed, but there is still some 
risk of failure due to a rare mistake. 


SEARCHING FOR LUKE ON HOTH IS 4 SKILL CHALLENGE 
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HARDER CHECKS 

AT HIGHER LEVELS 

The method described for assigning skill check DCs might give the 
impression that performing the same task is more difficult for heroes of 
higher levels, since the DCs are based on character level. However, the 
expected DCs are really just abstractions that represent many factors, 
with the assumption that challenges grow more difficult as heroes gain 
levels. Thus, a 10th-level hero making a Stealth check might need to beat 
a higher DC than he or she did when at 4th level because the circum- 
stances surrounding the Stealth check are more difficult. At 10th level, 
the skill challenge faced by the hero might have more vigilant guards, 
better security protocols, more precise sensors, or any number of other 
factors that make it harder to succeed on a Stealth check. 

This system allows you to design level-appropriate challenges without 
having to figure out the statistics for every guard, officer, and computer 
system the heroes might encounter. That said, you are free to assign skill 
check DCs based on other factors. For example, you can assign DCs based 
on the defense scores or skill modifiers of opponents, or on the statistics 
for hazards, vehicles, or objects. Similarly, you can mix and match within 
a skill challenge, assigning some DCs based on abstractions and others 
‘on an enemy's Will Defense or Perception bonus. Just remember that the 
result of a skill check against a defense score or a skill modifier should 
still count as a success or a failure. 


Moderate skill checks should be used for actions that have some chance 
of success but also a strong chance of failure. Examples include bribing an 
Imperial official to look the other way or flying a starship between buildings 
ina planetary metropolis, You should assign a moderate DC when the hero's 
action is risky but still a plausible solution to that part of the challenge. You 
can also assign a moderate DC when the hero's action uses a skill that is not 
optimal for the situation but that could produce results. 

Hard skill checks should be used for actions where the odds are stacked 
against the hero and the chance of failure is high. Examples include hiding 
from security guards in an open hangar or making an Acrobatics check to 
drop through a laser security grid. You should assign a hard DC when the 
hero's action probably should fail, but when luck or exceptional skill could 
pull off a miracle. You can also assign a hard DC when the skill the hero wants 
to use is unlikely to produce results during that particular skill challenge. 


MEDIUM DC 
1 13 18 
2-3 4 19 
4-5 16 2 
6-7 7 22 
8-9 18 23 
10-11 19 24 
12-13 2 26 
4 22 27 
15 22 27 
16-17 23 28 
18-19 24 29 
20 26 x] 


Heroic skill checks should be used for actions where success seems almost 
impossible, Examples include convincing a stormtrooper to betray the Empire 
or using the Force to plant suggestions in the mind of a Dark Jedi. You should 
assign a heroic DC when the hero's action has almost no chance of success 
or when it is implausible to expect any results from the chosen skill. 


CHOOSE PRIMARY SKILLS 

Although this step is not strictly necessary, it is a good idea to assign OCs 
toa small number of skills that the heroes are likely to use in the challenge. 
You will almost certainly need to improvise some DCs during the challenge, 
but you can probably predict some of the more obvious skill uses in advance 
and assign those DCs ahead of time. You should also note a few plausible 
Uses of those skills in case you need to provide suggested actions to heroes 
who are stumped or need pointers. 

Of course, a set of primary skills is merely a handy starting point and 
does not limit the skill challenge in any way—the heroes still can attempt 
any actions they want. In fact, you should encourage your players to think 
creatively and reward them for doing so by allowing them a chance at suc- 
cess, no matter how small. Even if a skill is not considered a primary skill for 
the challenge, if a player suggests something that seems at least remotely 
plausible, give him or her the chance to try. 


CREATE OPTIONS 

When designing and running skill challenges, one of your biggest goals is to 
provide interesting options for the players. You should create opportunities 
for using a variety of skills, effectively setting up various “targets” for the 
heroes, The characters should be aware of the different elements placed 


HEROIC DC 


MODERATE DC HARD DC 

23 26 31 
24 27 32 
26 29 34 
27 30 35 
28 2 37 
29 33 38 
31 35 40 
32 36 4) 

32 7 42 
33 38 43 
34 39 44 
36 4 46 


before them and realize the potential for interactions. They don't negotiate 
only with a Hutt—his majordomo and protocol droid are also present. They 
don't simply evade a squad of stormtroopers—they can choose to hide in the 
slums or sneak through the elite section of town. They don't merely navigate 
an asteroid field—they can plunge into a dust cloud, 200m close to one of 
the biggest rocks, or try to reach a less dense area that has more room to 
maneuver. Such opportunities will present themselves in the way you describe 
the scene, so keep in mind that presenting multiple characters, locations, or 
objects makes it easier for the players to come up with interesting actions. 


ADD CHALLENGE EFFECTS 

The final step in designing a skill challenge is to add one or more challenge 
effects (described in the next section) that modify the basic rules of the 
challenge, These extra effects are not required, but they can help give each 
skill challenge its own feel, just as adding special terrain features to a combat 
encounter can make it seem unique. If you want to use such effects, choose 
them in advance (not on the fly), based on the nature of the skill challenge 
in question. You also might want to make your players aware of the effects in 
case their presence alters the way the heroes would behave in that situation, 


CHALLENGE BrFFECTS 
The effects described below provide small alterations to the game mechanics 
of a skill challenge, changing the way it plays out. Each effect has a unique 
rule associated with it, and some of the effects might be incompatible with 
one another—or at least require some adjudication from the Gamemaster. 
The description of each effect includes examples of how it can be used and 
suggestions for when it might be included in a skill challenge. 
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ANTAGONIST 
The antagonist effect represents an opponent that actively works against the 
heroes as they perform the skill challenge. Rather than failing due to their 
‘own mistakes, the heroes face the threat of failure because of the efforts 
of the antagonist. In a skill challenge with the antagonist effect, the heroes 
do not accrue failures when they fail a skill check. Instead, the antagonist 
takes its own actions and makes its own skill checks (against the same DCs 
faced by the heroes), and each success the antagonist accrues counts as 
one failure for the heroes. The antagonist takes an action each time all the 
heroes have taken actions, ensuring that failures are accrued only after the 
heroes have had a chance to earn successes. 

For example, you might use this effect when the heroes are being pursued 
by a bounty hunter or when an enemy slicer is attempting to break into the 
heroes’ computer system. 


Use the antagonist effect when: 

© an opponent or entity is actively working against the heroes. 

* you want to encourage the heroes to act without fear of making the 
situation worse. 

© the actions of the heroes would not directly contribute to failure. 


CATASTROPHIC FAILURE 

The catastrophic failure effect represents the fact that the heroes’ plight is 
so delicate that a significant failure causes the situation to worsen rapidly. 
When a hero attempts an action and fails by a large margin, that failure 
moves the characters much closer to ultimate defeat. In a skill challenge 
with the catastrophic failure effect, if a participant fails a skill check by 10 
or more, the heroes accrue two failures instead of one. 
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For example, you might use this effect when the heroes are navigating 
an extremely dangerous asteroid field or trying to maintain a low profile in 
the seat of their enemy's power. 


Use the catastrophic failure effect when: 

© dire failure has a chance of producing dire consequences. 

* you want to increase tension in challenges with lower CLs. 

* you want to encourage heroes to aid the skill checks of their allies 
instead of making their own checks. 


CHANGING OBUECTIVES 

The changing objectives effect represents a more significant shift in the 
heroes’ situation than usual. As the heroes accrue successes and failures, the 
objectives of the skill challenge change, and the relevant skills and actions 
available to the heroes change as well. 

For example, you might use this effect when the heroes learn that the 
quarry they have been chasing actually needs their protection, or when the 
crime lord they have been negotiating with decides to turn them aver to the 
authorities, forcing the characters to flee. 


Use the changing objectives effect when: 
* you want to combine two scenes into a single skill challenge. 
© you have heroes with wildly different skill sets. 
* the pace of the skill challenge slows and needs to be invigorated. 


Close CALL 

The close call effect represents situations in which the heroes can fail to make 

progress toward their goal without making overall conditions worse. With this 

effect, the heroes accrue a failure only if they fail a skill check by 5 or more. 
For example, you might use this effect when the heroes are trying to 

track down an informant who has no allies on the planet, or when traveling 

overland across a world with few natural hazards. 


Use the close call effect when: 
© the actions of the heroes must fail dramatically to make their situation 
worse. 
* you want to make success in the skill challenge easier without lowering 
skill DCs. 
* you want to allow heroes to fail without obligating them to spend Force 
Points to earn a success. 


CONTAINMENT 
The containment effect represents situations in which the actions of the 
heroes can bring only success, not failure. Conditions grow worse only when 
no one contributes to the completion of the challenge. With this effect, the 
heroes do not accrue failures for failed skill checks. Instead, they accrue a 
failure only if no hero earns a success during an increment of time predeter- 
mined by the Gamemaster. This increment can be as short as a single combat 
round, or could encompass a longer period of time such as a minute, hour, or 
day. Each hero need not contribute to this skill challenge. 

For example, you might use this effect when the heroes are trying to 
stop a fire from spreading, or during a foot chase through empty streets. 


Use the containment effect when: 

© the actions of the heroes cannot make things worse. 

* you want to allow one hero to manage the skill challenge while the 
other heroes take other actions. 

© failure in the skill challenge depends on outside or natural forces. 


DEGENERATING 
The degenerating effect represents situations in which failures can make 
the situation worse without ending the skill challenge. In a degenerating 
skill challenge, the heroes' actions have repercussions, and failures cause 
conditions to grow more dire, but the challenge does not end when the 
heroes accrue three failures. Instead, the general difficulty category for skill 
checks increases by one step for each failure accrued. For example, on the 
first failure, easy checks become medium checks, medium checks become 
moderate checks, and so on. Similarly, each success decreases the difficulty 
category by one step. The skill challenge ends when there are no possible 
skill DCs below a certain general category (as determined by the GM). For 
instance, the GM could determine that the skill challenge will be over when 
all of the skill checks have become hard. 

For example, you could use this effect when the heroes are trying to avoid 
capture by the Empire while on Coruscant or trying to navigate a starship 
through a dangerous cluster of black holes. 


Use the degenerating effect when: 

* you want to reinforce the cost of failure in the situation. 

* you want the challenge to grow more difficult as it progresses. 

* you want to allow the heroes a chance to recover from their mistakes 
in a noticeable way. 


DEGREES OF FAILURE 
Similar to a degenerating skill challenge, a skill challenge with the degrees of 
failure effect grows more dangerous as the heroes accrue more failures. The 
challenge itself does not become more difficult, but the heroes face other 
consequences, which might not become evident until after the challenge is 
over. The skill challenge ends when three failures are accrued, as normal, 
but even if the heroes succeed, they must deal with consequences based on 
the number of failures accrued during the challenge. 

For example, you might subtract a number of credits from the heroes! 
reward for each failure, or the heroes might face a combat encounter with 
an encounter CL set by the number of failures accrued. 


Use the degrees of failure effect when: 

* you want distinct consequences for failure that last beyond the scope 
of the skill challenge. 

* you want to reinforce the need for perfect success in a challenge. 

* you want to reward heroes for completing a skill challenge without 
accruing failures. 


DEGREES OF SUCCESS 

Similar to a degrees of failure skill challenge, a skill challenge with the 
degrees of success effect rewards the heroes for accruing successes, even 
in the face of ultimate failure. Each time the heroes earn a certain number 
of successes, they gain some type of benefit, regardless of the number of 
failures they have accrued. The number of successes needed to gain a benefit 
can vary depending on the skill challenge. In a complexity 1 skill challenge, 
each success could grant a benefit, whereas in a complexity 3 skill challenge, 
the heroes might need three successes to earn a benefit. 

For example, you might determine that successes with certain skills alter 
the circumstances of the challenge, granting the heroes bonuses to other skill 
checks. Alternatively, the heroes could earn credits, pieces of information, 
experience points, or story rewards for their successes 
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Use the degrees of success effect when: 
© you want distinct benefits for success that last beyond the scope of the 
skill challenge. 
* you want to reward the heroes for successes in a difficult skill challenge 
that they are likely to fail. 
* you want each success to contribute to the collective knowledge pos- 
sessed by the heroes. 


EXTREME SuccESsSS 
The extreme success effect allows heroes to bring a skill challenge to its 
conclusion more quickly by pulling off exceptional actions. With this effect, 
if a hero earns a success with a check result that is 10 or more points higher 
than the target DC, the hero earns two successes for the party instead of one. 
For example, you might use this effect when running a skill challenge 
for characters who are particularly suited to the task, or a challenge in 
which exceptional success puts the forces working against the heroes at a 
significant disadvantage. 


Use the extreme success effect when: 

© the heroes are well suited to the skill challenge's demands. 

* you want to allow the heroes to end the skill challenge more quickly 
than normal. 

© you want to reward high skil rolls in a challenge with a low CL relative 
to the party. 


INDIVIDUAL EFFORT 

A skill challenge with the individual effort effect focuses not only on the 
heroes’ ability to work together but also on their separate contributions to 
the challenge. When a skill challenge has this effect, each hero must earn a 
number of individual successes equal to the challenge’s complexity before 
the party accrues enough failures as a whole to fail the challenge. 

For example, you can use this effect to reflect the need for everyone 
to contribute, such as when all the heroes are flying their own starfight- 
ers through a dangerous section of space, or when each hero must endure 
Imperial interrogation separately. 


Use the individual effort effect when: 
* you want to require each hero to attempt actions during the skill 
challenge. 
* you want to increase the overall difficulty of the challenge without 
increasing skill check DCs. 
* each hero's contributions must be relatively equal to ensure success. 


INITIATIVE 
Askill challenge with the initiative effect has a predetermined order in which 
the heroes can act. Each hero makes an Initiative check and acts in that order, 
just as in a normal combat encounter. 

You can use this effect for skill challenges that take place during a combat 
encounter, or for those that occur in a very short amount of time (a matter 
of seconds or minutes). 


Use the initiative effect when: 
© running a skill challenge in combat. 
© the heroes’ ability to act in the challenge is based on their reaction 
times. 
* you want to have a fixed order in which the heroes act. 


OrroseD DC 
Askill challenge with the opposed DC effect represents a situation in which 
someone or something is actively working to deter the heroes’ efforts, Like 
the antagonist effect, this pits the heroes directly against an opposing force 
that determines the difficulty of success, A skill challenge with the opposed 
DC effect does not use the skill check DCs from Table 2-2, above, Instead, the 
DCis set by the skill check or defense score of an opponent. The Gamemaster 
must know the skill checks and defense scores of the relevant opponents to 
determine successes and failures. 

For example, you can use this effect for skill challenges in which the 
heroes try to outmaneuver an enemy antislicer droid, or when they engage 
ina battle of wits with an enemy commander. 


Use the opposed DC effect when: 
© the skill challenge has a specific opponent or set of opponents. 
* the heroes are taking actions directly against an individual, 
* you don't want to base the skill check DCs on the situation. 


RECOVERY 
Askill challenge with the recovery effect represents a situation in which the 
heroes can make amends for mistakes they made earlier in the challenge. 
When a hero succeeds on a check by 5 or more, that hero can choose to 
remove one failure instead of earning a success. 

You might use this effect when your heroes are negotiating with a noble 
who is as easily flattered as offended, or during a skill challenge in which 
the heroes are working to evade a pursuing bounty hunter. 


Use the recovery effect when: 
© the situation allows the heroes to make up for their mistakes. 
* you want to encourage skilled heroes to compensate for the lower skills 
of other heroes. 
© you want to reward heroes for significant successes without bringing 
the challenge to a premature end. 


RESTRICTED SKILLS 

A skill challenge with the restricted skills effect represents a situation in 
which the same trick will not work more than a few times, if at all. This should 
be true in most skill challenges—you should not allow a hero to complete a 
challenge by using the same skill over and over again—but this effect imposes 
more strict limitations. You can implement this effect in three ways. First, 
you can forbid certain skills from being used in the challenge. Second, you 
can limit the number of times that certain skills can be used, either by an 
individual hero or by the party overall. Third, you can rule that when a hero 
accrues a failure with a certain skill, that skill can no longer be used to earn 
successes in the challenge. 

For example, you could use this effect in a challenge with a Hutt crime 
lord as he judges the heroes’ worthiness to work for him, or when the 
characters are trying to sneak into a secret research facility where failure 
triggers alarms. 


Use the restricted skills effect when: 

© you want to encourage heroes to vary the skills they use, 

© the situation warrants that you bar a particular skill from being used. 

* you want to encourage less obvious solutions to the problems of the 
skill challenge. 


SECOND EFFORT 
A skill challenge with the second effort effect represents a situation in 
which, despite a lack of skill or composure, the heroes manage to succeed 
through pure grit and determination. With this effect, any hero who accrues 
a failure can make a sacrifice to turn that failure into a success. The exact 
nature of the sacrifice is up to the GM, but examples include moving down 
the condition track, taking damage, or losing a Force Point. 

You can use this effect in skill challenges that reward determination, such 
as pushing through a driving storm on Dorin despite failing to find shelter, 
or blasting through a blockade with no regard for the final state of the ship. 


Use the second effort effect when: 
* you want to give the heroes the chance to sacrifice resources for 
success. 
* the skill challenge has a higher CL and you want to reduce the odds of 
outright failure, 
* the heroes’ determination can overcome their lack of ideas or compe- 
tence with skills, 


TIMED CHALLENGE 

The timed challenge effect represents a situation in which the heroes must 
worry more about the passage of time than about their individual failures. 
This effect creates tension and keeps the heroes’ eyes on their chronometer 
as the skill challenge progresses. With this effect, the heroes do not accrue 
failures for failing skill checks, but instead must earn the required number 
of successes before a certain amount of time passes (either in rounds or in 
a more general sense). 

For example, you might use this effect in skill challenges in which the 
heroes must destroy a communications satellite before an enemy fleet 
arrives, or in which the heroes have to trek through the wilderness before 
a wounded prisoner dies. 


Use the timed challenge effect when: 

* you want to introduce a sense of apprehension. 

* you want to encourage all the heroes to participate without worrying 
about accruing failures. 

* you want to give the heroes more flexibility in choosing who acts and 
in what order, 
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Success 
AND FAILURE 


With the skill challenge designed, the last step is to determine the conse- 
quences of success and failure. Typically, success is self-evident—the heroes 
achieve the goal that they set out to achieve, such as finding the information 
they need or escaping from the Empire. 

However, determining the results of failure can be a bit more tricky. 
As in a combat encounter, failure should have some kind of effect on the 
heroes' resources. It should not prevent the story from advancing or bring 
the adventure to a halt, but failure should lead to negative consequences for 
the heroes. For example, if they are engaged in a skill challenge that requires 
them to chase a quarry with a bounty on his or her head, failing the skill 
challenge does not necessarily mean that the target gets away. Instead, it 
could mean that the quarry makes it to 2 safe house, and the heroes must 
fight their way in. Alternatively, the target could escape but leave behind 
a trail that the heroes have to follow into a more dangerous environment. 
The failure of a skill challenge should still lead the story forward, but it can 
create new complications and twists for the characters. In most cases, even 
if the heroes fail the skill challenge, they still earn experience points for it, 
just as they would for a combat encounter. 

You should know ahead of time what the consequences of failing a skill 
challenge will be for the heroes. Below are several suggestions for failure 
conditions that you can use when designing skill challenges. 


BEING CAPTURED BY ENEMIES IS ONE POSSIBLE RESULT 


FAILURE CONDITION: 

COMBAT ENCOUNTER 

If the heroes fail the skill challenge, they are led to a combat encounter, usu- 
ally one with the same CLas the challenge. Thus, if the heroes fail a CL8 skill 
challenge, they should have a combat encounter appropriate for 8th-level 
heroes. In this case, the heroes earn no experience from the skill challenge; 
instead, their XP reward is based on the combat encounter. 


FAILURE CONDITION: 

Loss OF ALLIES 

For a more story-related failure condition, failing a skill challenge could 
result in the death, capture, or forced abandonment of allies or other relevant 
characters. For example, in a skill challenge in which the heroes fly a squadron 
of starfighters through a dangerous area of space, failure could mean that 
none of the heroes’ fellow pilots survive the trip. Alternatively, failure could 
mean that certain allies—whether present or distant—are captured by the 
‘enemy, opening new avenues for adventure. 


FAILURE CONDITION: 

Loss OF EQUIPMENT 

Similar to the previous failure condition, failing a skill challenge could cause 
the heroes’ equipment (including droids and vehicles) to become lost or 
damaged. For example, in a skill challenge in which the heroes infiltrate an 
Imperial facility to destroy a shield generator, failure could mean that the 
explosives they brought are damaged, forcing them to find another way to 
blow up the building. 


FAILURE CONDITION: 

Loss OF FORCE POINT 

If you want to use a failure condition based on the metagame, failing a skill 
challenge could result in the loss of a Force Point for each hero who partici- 
pated in the challenge. This type of failure condition could be used when the 
heroes have failed in a matter of importance to the adventure, representing 
that the Force is not with them as strongly as it normally is. 


FAILURE CONDITION: 

Loss OF SECOND WIND 

Failing a skill challenge could result in the loss of a second wind for each hero 
who participated in the challenge—a good choice for challenges that involve 
physical endurance. This failure condition represents physical exhaustion, and 
it could mean that heroes who have only one second wind per day cannot 
recover quickly from their wounds. For example, in a skill challenge in which 
the heroes must trek through the Felucian jungle, failure could represent the 
heroes reaching their destination but being exhausted by the effort. 


SKILL 
CHALLENGE TIPS 


Now that you know how a skill challenge works, this section offers tips 
on creating more exciting challenges. Although each challenge is differ- 
ent, certain aspects of their creation and execution can make them more 
memorable, As the Gamemaster, it is your job to use the rules—and these 
suggestions—to create scenes that excite your players, tell an interesting 
story, and fit into the Star Wars saga. 


ENCOURAGE CINEMATIC PLAY 

Part of your responsibility as a Gamemaster is to promote cinematic play. In 
Star Wars, taking risks is part of the fun and can lead to great thrills, and in 
a skill challenge, goals that otherwise would be incredibly difficult might be 
within the heroes’ grasp. To encourage the players to take cinematic actions, 
present situations in which there are many opportunities to do so. Part of 
this is simply a function of choosing interesting terrain and locales for the 
skill challenge, but as the challenge evolves, you might need to present new 
situations in which the heroes can take audacious chances and still flourish. 
You can be a bit more lenient when the players want to take risks, especially 
if it will produce a more exciting scene. If a hero wants to attempt a daring 
action that has potential to make the scene more stirring, feel free to assign 
a skill check DC that is lower than might normally be expected. 


OFFER SUGGESTIONS 

As with combat encounters, sometimes a skill challenge can bog down. The 
players might have a hard time deciding on their next actions, or they might 
be paralyzed by the fear of doing something wrong. Sometimes, the players 
interest might wane, or a failure can make the situation seem hopeless. In 
these cases, itis up to you as the Gamemaster to offer gentle nudges to keep 
the challenge moving. When the action slows down too much, feel free to 
suggest good skill uses that the heroes can try, especially if you know that 
the tasks would be relatively easy for them to perform. Some players might 
feel lost because they did not follow your description of the situation, and 
giving them suggestions of what to try can help clarify the needs of the 
challenge and fire their imaginations. 


CREATE EVOLVING SITUATIONS 

Askill challenge is supposed to be a dynamic, evolving scene. As the heroes 
gain successes and failures, the situation should change accordingly. The 
heroes’ actions should have an impact on the scenario, and the characters 
should feel that they are making progress, not just taking futile actions. Even 
better, altering the situation asa result of the heroes’ actions opens up fresh 
creative opportunities, especially if the new circumstances lend themselves 
to other skills. For example, during a negotiation, the heroes should see some 
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indication that their arguments are having an effect on the Hapan noble 
whom they are entreating for aid. After accruing a few successes, perhaps 
they convince the noble to help them, only to discover that they must also 
convince the other members of her house to assist, meaning that the heroes 
now must deal with a whole council. On the other hand, accruing a failure 
might cause the noble to become offended and summon her guards to take 
the heroes away; the characters then must convince the guards to wait long 
enough for them to make a second plea. 

Evolving situations create more interesting opportunities and more 
engaging scenes. If a scenario develops beyond the place where it started, 
is more likely to be seen as progress in the plot of the campaign. When a 
situation evolves, something about it should change—the locale, the person 
with whom the heroes must interact, the tone or sense of urgency, and so 
on. The new conditions should open up more possibilities for heroic actions 
and give players something new to do rather than repeat the same actions 
from their previous turns 
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IMPOSE CONSEQUENCES 

As you create evolving situations, remember that the choices the players 
make should have consequences. They likely will use the skills and abilities 
that grant them the best chances of success. However, keep in mind that 
using the same resources over and over again might have negative conse- 
quences, and encourage the heroes to choose from a variety of actions that 
are appropriate for each situation. For example, if you have a Jedi hero whose 
best skill is Use the Force, he or she might try to use that skill to solve every 
problem in the skill challenge. If that occurs, from time to time you should 
impose repercussions for relying on that skill too much. In the Rebellion 
era, for instance, someone who uses the Force repeatedly could draw the 
attention of the Empire, so the Jedi's recklessness could cause the heroes 
to be hounded by Imperials, 

Additionally, each time a hero earns a success or a failure in a skill chal- 
lenge, allow a larger consequence to alter the situation or come back into 
play down the line. Keep the challenge dynamic by having it reflect the 
heroes’ actions, For example, in the Endor chase sequence, Luke makes a 
Jump check to knock a scout trooper off a speeder bike, and he succeeds. 
Asa consequence of his action, Luke gains control of a speeder bike and can 
act independently from Leia (whereas before, his options were more limited). 


ADD SKILL CHALLENGES 

TO COMBAT 

Sometimes, a skill challenge can be used during combat to represent complex 
tasks. When you run a skill challenge as a part of a combat encounter, your 
players will almost certainly act on initiative order, and you should not require 
all heroes to contribute to the success of the challenge. The challenge should 
have enough transparency for the players to make informed decisions about 
what their heroes do. 

Skill challenges that occur during a combat encounter usually require 
the heroes to work together on a complex task while engaging in combat 
with enemies. Returning to the Endor example, think of the scene outside 
the entrance to the bunker, in which the heroes try to break in while fighting 
the forces of the Empire. As the combat progresses, the heroes (in this case, 
Han Solo and R2-D2) attempt a variety of skill checks to gain entry to the 
bunker, occasionally stopping (in Han's case) to make attack rolls, 

As discussed at Determine CL and Complexity on page 41, when you use 
a skill challenge in combat, consider it part of the encounter's design when 
determining encounter difficulty. Typically, given the peril of combat, you 
should include only complexity 1 skill challenges in combat encounters. 
Additionally, when designing encounters, you can include a complexity 1 
skill challenge without adding the skill challenge's CL to the encounter's total 
CL, In essence, complexity 1 skill challenges are "free" when included in a 
combat encounter and do not affect the calculations you make to determine 
the difficulty of the skill challenge, 


BREAK UP THE CHALLENGE 

You need not run all parts of a skill challenge consecutively. After a round 
of skill checks, you can put the challenge on hold and engage the players in 
another scene before returning to the next round of checks. This is a great 
way to play out skill challenges that take place over a longer period of time. 
For example, if the heroes are members of New Republic Intelligence sent to 
root out Imperial agents who are inciting sedition among a planet's populace, 
the skill challenge goal might be to uncover the identities of the provoca- 
teurs. Finding the Imperials could be a complex skill challenge that unfolds 
over several days. After the heroes accrue a few successes and failures, the 
Gamemaster can put the skill challenge on hold so the characters can deal 
with other events (such as a riot) that require their attention. Breaking up 
a skill challenge is also a good way to reinforce the dynamic nature of the 
scene, After the first failure in a skill challenge, you might put it aside to run 
a short combat encounter, then return to the challenge after the encounter is 
resolved, When you pick the challenge back up again, the scene has changed, 
and the parameters of the challenge might have changed as well. 


IMPROVISE 

Any Gamemaster running a skill challenge must be prepared to improvise. 
Thinking on your feet is key to creating an interesting challenge, and you should 
be ready to engage in both active improvisation and reactive improvisation. 

Active improvisation comes into play when you need to spice up the skill 
challenge for one reason or another, Perhaps your players have hit a dead 
end, run out of ideas, or simply lost interest in the challenge. Alternatively, 
you might run out of sensible responses to the heroes’ actions before the 
skill challenge has been resolved. If this happens, you should improvise new 
situations, new locales, or new parameters for the challenge. For example, 
during a skill challenge that involves negotiation with a Hutt crime lord, the 
players might tire of the constant back-and-forth with the gangster and 
lose interest. Improvising, you decide that the Hutt has likewise grown bored 
with the heroes and throws a switch that opens a trap door, dropping the 
characters Into a system of caverns filled with predatory beasts. The skill 
challenge changes from a negotiation to an escape sequence, requiring the 
heroes to make their way out of the caverns before being eaten by whatever 
creatures lurk in the dark. 

Reactive improvisation comes into play as a result of the heroes' actions. 
Sometimes, the players will take actions that you did not anticipate, or they 
will find loopholes in the scene that cause them to do something unexpected. 
That's okay—in fact, it can be a lot of fun for both you and the players if 
you let them be clever and creative. Rather than reject the actions because 
you did not prepare for them, improvise ways that the actions can succeed, 
and in turn transform the skill challenge. For example, the heroes are par- 
ticipating in an investigative skill challenge to find a fugitive. One of the 
characters, in a surprising turn, puts up a large sum of credits as a bounty on 


the target rather than continuing the investigation. improvising, you allow 
the action, and some days later, a bounty hunter shows up with the quarry in 
tow. However, the skill challenge continues; the heroes must negotiate with 
the bounty hunter, then escape the bodyguards that the quarry summoned 
when taken into custody. 


SAMPLE SKILL 
CHALLENGES 


The rest of this chapter presents sample skill challenges that were designed 
with the rules described in the previous part of the chapter. They show how 
to design skill challenges to fit a variety of situations, and each skill challenge 
can be used in your game as is. 

The first two examples demonstrate how the complexity of a skill chal- 
lenge can vary based on your needs. They also illustrate extremes of skill 
challenge design. The first example is a simple, straightforward challenge 
that was formed quickly to produce a short scene, whereas the second uses 
many elements to create a more complex scene that changes as the skill 
challenge evolves. 

Following the first two examples are a variety of sample skill challenges, 
including some intended for use during combat encounters, that you can 
use as models for building your own. 


SIMPLE SKILL CHALLENGE: 
BREACHING THE BUNKER 

In this skill challenge, the heroes must breach the front entrance to an Impe- 
rial bunker and retrieve the Empire's battle plans for an upcoming conflict. 
This challenge is intended for use during a combat encounter; the heroes 
must choose between working toward the skill challenge and firing back 
at the enemies that are trying to stop them. When the challenge begins, 
the blast doors to the bunker are sealed, and the heroes must get inside to 
retrieve the data they need. 


cL2 

Complexity: 1 (5 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Knowledge (technology) [DC 14]: The heroes can attempt to recognize 
familiar pieces of technology, which can help identify the method for open- 
ing the blast doors or extracting information from the bunker’s computers. 

Mechanics [DC 19]:The heroes can try to activate the blast doors’ opening 
mechanism, allowing them to enter the bunker. 

Persuasion [DC 24]: The heroes can attempt to convince an Imperial 
officer at their mercy to grant them entrance into the bunker or to call up 
the information needed from its computers. 
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Use Computer [DC 19]: The heroes can try to slice into the blast doors’ 
locking mechanism to open them or retrieve the needed information from 
the bunker’s computers. 


Challenge Effect: The following is a suggested challenge effect for this 
skill challenge: 

Timed Challenge: The heroes have 10 combat rounds to complete the 
challenge. After that point, they automatically fail the challenge. 


Success: After two successes, the blast doors open, allowing the heroes 
to enter the bunker and work on retrieving the data. If the heroes succeed 
on the skill challenge overall, they obtain the needed information and have 
a chance to escape before reinforcements arrive. 

Failure: If the heroes fail the skill challenge, reinforcements arrive in the 
form of six CL 1 stormtroopers. The heroes still have a chance to retrieve the 
data, but the fight becomes more difficult. 
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COMPLEX SKILL CHALLENGE: 
THE PODRACE 

In this skill challenge, the heroes are sponsoring a Podracer in the Ando Over- 
land event, which features 12 racers, Two of the heroes operate a two-seater 
racing pod, and the other members of the party act as pit crew, spotters, and 
crew chiefs, The heroes’ goal is to secure victory in the three-lap Podrace. 
This skill challenge is broken into three phases that describe what happens 
as the race progresses. 


cL 6 
Complexity: 3 (11 successes before 3 failures) 


Podrace Phase 1 
The first lap of the race is relatively straightforward. 


Suggested Skills: The following are suggested primary skills for this 
phase of the skill challenge: 

Initiative [DC 22]: The pilot can attempt to use quick reflexes to get off 
to a quick start, while other heroes can try to look ahead in the race to 
anticipate trouble. 

Knowledge (tactics) [DC 17]: The copilot or crew chief can make a Knowl 
edge (tactics) check to analyze enemy flight patterns and advise the pilot 
on the best path to grab the lead. 

Perception [DC 22]:The spotter, copilot, or any other character with a clear 
view of the track can look for danger on the track ahead or identify which 
racers are reckless and which ones are likely to allow the heroes’ Podracer 
to draft behind them. 

Pilot [DC 17]:The pilot of the Podracer can make a Pilot check to attempt 
some fancy flying, dancing the vehicle around opponents or across safer 
ground. 


Challenge Effects: The following are suggested challenge effects for 
this phase of the skill challenge: 

Degrees of Failure: The outcome of this skill challenge depends on the 
number of failures the heroes accrue. The fewer failures the heroes have at 
the end of the first lap, the better their finishing position. 

Extreme Success: Any hero who succeeds on a skill check by 10 or more 
earns two successes instead of one. 

Recovery: Any hero who succeeds on a skill check by 5 or more can forfeit, 
that success in exchange for removing one failure. 


Success: When the heroes have earned four successes, move on to phase 
2 of the race. 

Failure: If the heroes accrue no failures during the first lap, their racer 
is in the lead at the end of the lap. If they accrue one or two failures, their 
racer is in the middle of the pack at the end of the lap. If they accrue three 
failures, their racer crashes, but no one is harmed. 
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Podrace Phase 2 

When phase 2 begins, so does the second lap of the race. As the competition 
nears its midpoint, the heroes’ Podracer has a chance to make a short pit stop. 
At this point, the heroes notice that a rival pit crew is acting suspiciously— 
one of its members sneaks into a covered parts shed while dragging a droid. 


Suggested Skills: The following are suggested primary skills for this 
phase of the skill challenge: 

Mechanics [DC 22]: The Podracer makes a pit stop that is quick and 
efficient, allowing the heroes to make fast repairs without losing too much 
ground, 

Pilot [DC 17]: The pilot of the Podracer continues to try to outmaneuver 
his or her opponents. Additionally, the pilot might try to engage in aggressive 
tactics, running other racers off the course. 

Stealth [DC 27]: Any hero on the pit crew can try to sneak into the parts 
shed where the rival crew member dragged the droid. 


Challenge Effects: The following are suggested challenge effects for 
this phase of the skill challenge: 

Degrees of Failure: The outcome of this skill challenge depends on the 
number of failures the heroes accrue. The fewer failures the heroes have at 
the end of the second lap, the better their finishing position, 

Extreme Success: Any hero who succeeds on a skill check by 10 or more 
earns two successes instead of one. 

Recovery: Any hero who succeeds on a skill check by 5 or more can forfeit 
that success in exchange for removing one failure. 


Success: When the heroes have earned a total of seven successes, move 
on to phase 3 of the rac 

Failure: If the hero 
isin the lead at the end of the lap. If they accrue one or two failures, their 
racer is in the middle of the pack at the end of the lap. If they accrue three 


failures, their racer crashes, but no one is harmed. 


accrue no failures during the second lap, their racer 


Podrace Phase 3 
When phase 3 begins, so does the final lap. With the race nearing comple: 


tion, the rival crew's plans are revealed, The crew is strapping ion bombs 
onto droids and intends to release them onto the track to take out the front 
runners before they can reach the finish line, Several droids are released onto 
the track at the start of this phase, and they collide with a Podracer that lags 
behind the others. As the ion bomb explodes, communications throughout 
the arena are disrupted, and the target racer crashes. 

Suggested Skills: The following are suggested primary skills for this 
phase of the skill challenge 

Acrobatics [DC 27]: One of the heroes on the pit crew can attempt to 
dash onto the track, grab one of the ion bomb droids away, all 
the while narrowly avoiding the Podracers that rush by. If a hero managed to 
sneak into the parts shed during phase 2, that hero can react more quickly 
to stop the droids and must make a DC 22 (rather than 27) Acrobatics check 

Deception [DC 22]: The pilot of the Podracer can attempt to fool oppo 
nents into following a more dangerous path or to otherwi 
competitors with tricky maneuvers. 

Pilot [DC 27]:Due to the disrupted communications, performing risky stunts 
is much harder because the heroes in the pit crew cannot warn the pilot and 
copilot of upcoming danger. If at least one hero succeeds on a Use Computer 
check to reestablish communications, the DC of the Pilot check drops to 17. 

Use Computer [DC 17]:The heroes can try to recalibrate their communica 
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tions devices, reestablishing contact between the pit crew and the Podracer 


Challenge Effects: The following are suggested challenge effects for 
this phase of the skill challenge: 

Degrees of Failure: The outcome of this skill challenge depends on the 
number of failures the heroes accrue. The fewer failures the heroes have at 
the end of the final lap, the better their finishing position. 

Degrees of Success: Certain skills in this phase of the challenge are easier 
if the heroes have already earned success with other skills 

Second Effort: Late in the race, the heroes have a chance to push 
themselves and their racer to the limit. Whenever the pilot or copilot would 
normally accrue a failure in this phase of the skill challenge, that hero can 
move the Podracer ~1 step on the condition track to convert that failure into 
a success, Condition track penalties of the Podracer are also applied to the 
ill checks of the pilot and copilot 


Success: When the heroes have ¢ 
ends. Their position in the 
they 2 

Failure: 
Podracer comes in first place. If they have one failure, their racer comes in 
second place. If they have two failures, their racer comes in third place. If 
they accrue their third failure during phase 3, they finish the race in seventh 
place (out of a possible 12) 


rned a total of 11 successes, the race 
ce depends on the total number of failures 
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f the heroes have no failures when the skill challenge ends, their 


SKILL CHALLENGE: 

ASTEROID FIELD ESCAPE 

This skill challenge represents a chase sequence through an asteroid field. 
The heroes, aboard their ship, are attempting to escape from pursuing enemy 
starfighters. This challenge is intended for use during a combat encounter, 


giving the crew of the ship something to work toward while the gunners 
fend off the enemy starships 
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Complexity: 1 (5 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Fire Starship Weapons [Reflex Defense 23]: A gunner aboard the heroes’ 
ship can fire a weapon (which must deal at least 2d10x2 points of damage) 
to clear a path through the asteroid field. 

Knowledge (physical sciences) [DC 18]: The heroes can attempt to use 
their knowledge of asteroid field physics to determine the safest route 
through the field. 

Mechanics [DC 23]: The systems operator aboard the ship can make 
a Mechanics check to boost the strength of the ship's shields against an 
incoming asteroid collision, blunting or negating the impact. 

Pilot [DC 28]: The pilot of the ship can make a Pilot check to keep the 
pursuing starfighters at bay and make it safely through the asteroid field. 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 

Catastrophic Failure: Any hero making a Pilot check to control the ship 
who fails the check by 10 or more earns two failures instead of one. 

Degrees of Success: The heroes’ progress through the asteroid field makes 
it harder for the pursuing starfighters to avoid the ship's gunners. Each time 
the heroes earn a success, one of the ship's gunners gains a +2 circumstance 
bonus to his or her next attack roll made before the end of his or her next turn. 

Initiative: The heroes must act in order of initiative during the skill 
challenge. 


Success: The heroes evade the pursuing starfighters and make it safely 
through the asteroid field. 

Failure: The heroes’ ship is shot down or damaged by asteroids, crash- 
landing on one of the largest asteroids in the field. 


SKILL CHALLENGE: 

COVERT INFILTRATION 

In this skill challenge, the heroes must covertly infiltrate an extremely secure 
facility, such as the headquarters of Imperial Intelligence or the Corporate 
Sector Authority. The heroes have located the facility, which is well guarded 
and has excellent security measures, and they need to get inside and reach 
a particular chamber. 
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Complexity: 2 (8 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Acrobatics [DC 21]:The heroes can attempt to climb into ventilation ducts 
or wriggle through maintenance crawlspaces to avoid more attuned sensors. 


Deception [DC 26]: The heroes can try to convince the guards on duty 
that they belong in the facility, despite not having proper identification. 

Stealth [DC 26]: The heroes can attempt to slip by security patrols with- 
out being noticed and to pass under security cameras outside their range 
of vision. 

Use Computer [DC21]:The heroes can try to slice into the facility's central 
computer to deactivate security devices along their route. 


Challenge Effect: The following is a suggested challenge effect for this 
skill challenge: 

Recovery: Any hero who succeeds on a skill check by 5 or more can forfeit 
that success in exchange for removing one failure. 


Success: The heroes reach the location they seek without being captured 
or triggering an alarm. 

Failure: The heroes reach their destination but are confronted by guards, 
and alarms sound throughout the facility. 


SKILL CHALLENGE: 
INTERROGATION 

This skill challenge represents the interrogation of a prisoner. The heroes have 
captured an enemy soldier, droid, or bureaucrat and are attempting to learn 
what they can from the detainee. The characters must get the information 
they seek from the target to further their own goals. 
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Complexity: 1 (5 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge 

Deception [DC 19]: The heroes can attempt to trick the prisoner into 
revealing the information they seek, pursuing a certain line of questioning 
in the hopes of deceiving the captive into letting something slip. 

Persuasion [DC 24]: The heroes can try to convince the prisoner, either 
sincerely or through intimidation, that revealing the information is in his or 
her best interests, 

Use the Force [DC 24]: The heroes can attempt to use the Force to 
extract the information from the prisoner—the target is betrayed by his or 
her thoughts. 


Challenge Effect: The following is a suggested challenge effect for this 
skill challenge: 

Containment: The heroes do not accrue failures for failed skill checks. 
Instead, they accrue a failure only if everyone takes an action but no one 
earns a success, 


Success: The heroes learn the information they seek. 

Failure: The prisoner's will proves too strong, no matter how intense the 
interrogation, and it becomes clear that the heroes will learn nothing more 
from their captive. 


SKILL CHALLENGE: 
INVESTIGATION 

In this skill challenge, the heroes are trying to uncover information about a 
particular person, object, or organization. For the purposes of this challenge, 
the heroes are covertly investigating their target in an urban environment, 
and they must discover what they need without attracting the notice of 
the enemy. 


cL5 

Complexity: 2 (8 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Deception [DC 26]: The heroes can attempt to trick someone who has 
knowledge about their target—such as a close friend or a person working on 
a relevant project—into revealing the information that they seek. 

Gather Information [DC 16]: The heroes can gather rumors in local cantinas 
in an attempt to piece together the information they need 

Knowledge (galactic lore) [DC 16]; The heroes can try to recall bits of 
related information that they learned in the past, applying it to the current 
situation to assemble a more complete picture of their target. 

Use Computer [DC 21]: The heroes can attempt to slice into planetary 
networks to retrieve secret information, learning what they can from the 
databanks of secure computers. 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge 

Close Call: The heroes accrue failures only on skill checks that fail by 5 
or more 

Degrees of Success: For every two successes the heroes earn, they learn 
a new piece of information about their target. 


Success: The heroes learn everything they need to know about their 
target. 

Failure: The heroes fail to learn everything they need. Worse, their 
enemies become aware that the heroes are present and seeking information. 
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SKILL CHALLENGE: 
NEGOTIATION 

In this skill challenge, the heroes have earned enough of a reputation to 
convince an Imperial Senator to meet with them. They want to persuade 
him to betray the Empire and start working for the Rebel Alliance. During 
their audience, the heroes must convince the Senator that it is in his best 
interests to begin acting as an Alliance spy in the Senate and on Coruscant. 


(8 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Deception [Opposed DC]: The heroes can fabricate evidence that the 
Empire is a threat to the Senator, or they might invent an Imperial atrocity 
that hits close to home for the Senator (even though it is not true) 

Knowledge (galactic lore) [DC 26]: The heroes can recall information 
about the Senator, such as his military service record from the Clone Wars 
or his participation in anticorruption rallies as @ youth, and use it as lever- 
age against him. 

Knowledge (social sciences) [DC 31]: The heroes can put forth a point of 
philosophy, well known on the Senator's homeworld, that engages him and 
makes a good case for joining their cause. 

Persuasion [Opposed DC]:The heroes can make an impassioned plea for 
the Senator to join the Rebel Alliance, using smooth and winning words to 
convince him that they are in the right. 

Use the Force [Opposed DC]: The heroes can attempt to read the mood or 
surface thoughts of the Senator, using that knowledge to better influence 
him and to avoid offending him, 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 

Antagonist: Although the Senator shows signs of being sympathetic to 
the Rebellion, the Empire has placed an adjutant in the Senator's office who 
makes counterarguments and begs the Senator to report the heroes to the 
Imperial Security Bureau. The adjutant is the foil to the heroes’ arguments, 
and she attempts to stymie their efforts with Imperial propaganda. The heroes 
do not accrue failures when they fail skill checks. Instead, each time all the 
heroes have taken an action, the adjutant makes a skill check (determined 
by the GM) against the Senator's Will Defense; if she succeeds, the heroes 
accrue one failure. 

Opposed DC:Skills used against the Senator directly, including Deception, 
Persuasion, and Use the Force, target the Senator's Will Defense. Alterna- 
tively, if the heroes try to attack the adjutant’s arguments directly, she sets 
the DC with the result of her Persuasion check. 


Recovery: Since the Senator has heard of the heroes and is amenable 
to their cause, he is willing to listen to them despite the arguments of the 
adjutant. Any hero who succeeds on a skill check by 5 or more can forfeit 
that success in exchange for removing one failure 


Success: The heroes convince the Senator to help the Rebel Alliance. He 
agrees to act as their spy in the Senate and on Coruscant. To ensure that the 
Imperial adjutant does not cause trouble for the heroes, the Senator has her 
subdued by guards and shipped off to the spice mines of Kessel. 

Failure: The adjutant's arguments convince the Senator that treason 
is too dangerous. He calls for the heroes to be arrested, and the adjutant 
alerts the ISB of their actions. The heroes might have a chance to repair their 
relationship with the Senator in the future, or he might become an antagonist 
that works against the Alliance on Coruscant. 


SKILL CHALLENGE: 

OVERLAND TRAVEL 

This skill challenge represents traveling across a dangerous expanse of wil 
derness. It can be used in a variety of environments, including the deserts of 
Tatooine and the jungles of Felucia. Higher-level versions of this skill challenge 
could work in environments that are even more hazardous, such as the toxic 
surface of Dorin or the volcanic wastes of Mustafar. 


cL4 

Complexity: 3 (3 successes per hero before there are no skill DCs below 
oC 34) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge 

Endurance [DC 16]: The heroes can attempt to push on even when 
fatigued, using less water and fewer supplies and shortening their trip by 
setting a more brisk pace 

Knowledge (life sciences) or Knowledge (physical sciences) [DC 16]: The 
heroes can identify hazards and dangerous wildlife, avoiding potential threats 
to their safety. 


Perception [DC 21]: The heroes can try to plot a course by identifying 
major landmarks and using those sights to make sure that they remain on 
the correct path 

Survival [DC 16]: The heroes can attempt to find safe trails and scavenge 
for more supplies to ease the burden on their resources 

Treat Injury [DC 21]: The heroes can try to treat each others’ fatigue and 
injuries, ensuring that they continue on at a good pace across the danger- 
ous land. 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 

Degenerating; Each failure increases the difficulty of all skill uses by one 
step (from DC 16 to DC 21, from DC 21 to DC 26, from DC 26 to DC 29, and 
from DC 29 to DC 34). Each success reduces the difficulty of all skill uses 
by one step, but no further than the original DC of each skill. 

Extreme Success: A hero who succeeds on a skill check by 10 or more 
earns two successes instead of one, 

Individual Effort: Each hero must earn three successes to complete the 
skill challenge. 


Success: The heroes reach their destination safely. 

Failure: If the heroes accrue enough failures to shift all skill DCs to 34, 
they fail the challenge and become lost in the wilderness. Each hero also loses 
one second wind and gains a persistent condition that can be removed only 
by eight hours of rest in a civilized area. As long as the persistent condition 
remains, the heroes lose one second wind each day. 


SKILL CHALLENGE: 

SEARCHING THE DEBRIS FIELD 
In this skill challenge, the heroes are aboard their starship investigating a 
debris field left behind after a major space battle. They are searching for 
something—perhaps survivors of the clash or rare cargo that was aboard 
one of the ships—but to find it, they must navigate through the debris field 
without destroying their own vessel 


cL8 

Complexity: 2 (8 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge 

Mechanics [DC 23]: The heroes can attempt to boost power to their 
sensors, increasing the chance that they will find what they are hunting 

Perception [DC 23]: The heroes can try to use visual scanning out the 
cockpit windows or gun turrets to spot anything the sensors miss. 

Pilot [DC 23]: The ship's pilot or copilot can attempt to plot a safe grid 
pattern to search the debris field without taking too much damage. 

Use Computer [DC 18]:The sensor operator can try to calibrate the sensors 
to more closely match the profile of the object that the heroes are looking for. 
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Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 

Degrees of Failure: For each failure earned, the heroes’ ship collides with a 
chunk of space debris that is of Colossal size, taking 8d6+10 points of damage. 

Extreme Success: A hero who succeeds on a skill check by 10 or more 
earns two successes instead of one. 


Success: The heroes find the object they seek and load it safely onto 
their ship, 

Failure: In addition to any damage sustained from collisions with debris, 
the heroes fail to locate the object in time. It might have been salvaged by 
rivals or destroyed in a collision. 


KILL CHALLENGE: 

SLICING THE HOLONET 

This skill challenge represents an attempt to slice into the HoloNet, which 
the Empire has declared to be for military use only. The communications 
network is under tight Imperial control, and security is high. This challenge 
can be used in a combat encounter or separately as part of a short sequence 
in an adventure. 
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Complexity: 1 (5 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Deception [DC 24]: The heroes can attempt to falsify credentials that 
would earn them access to the HoloNet. 

Knowledge (bureaucracy) [DC 19]: The heroes can try to use their knowl- 
edge of Imperial bureaucracy to cut through the restrictions placed on the 
HoloNet with a few correctly placed requests. 

Use Computer [Opposed DC]: The heroes can attempt to bypass Imperial 
security measures, working against antislicer droids to gain access to the 
HoloNet. 


SKILL CHALLENGE: 

SMUGGLING CONTRABAND 

This skill challenge represents smuggling goods past government officials. 
The goal is to move the contraband, which is currently in the hold of the 
heroes' ship, to the intended buyer without being caught by the authorities. 
This skill challenge can start when the heroes arrive in the star system where 
the goods are to be delivered and continue through the process of landing on 
the planet and unloading the contraband into the buyer's waiting speeder. 
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Complexity: 3 (11 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Deception [DC 21]: The heroes can attempt to bluff their way past the 
authorities, convincing the customs inspectors that their ship holds nothing 
of interest. 

Perception [DC 21]: The heroes can watch out for customs patrols that 
might appear when the cargo is being off-loaded. 

Persuasion [DC 26]:The heroes can try to convince the customs officials 
to turn a blind eye to the contraband, 

Pilot [DC 16]: A hero piloting the ship can try to avoid coming within 
sensor range of other vessels in orbit that might scan the heroes’ ship and 
detect the contraband. 

Stealth [DC 16]: The heroes can attempt to hide the contraband on their 
ship, perhaps in smuggling compartments or among other, more legitimate 
cargo. 

Use Computer [DC 16]: A sensor operator on the ship can try to use the 
ship's sensors to jam the sensors of other vessels scanning for contraband. 


Challenge Effect: The following is a suggested challenge effect for this 
skill challenge: 

Close Call: The heroes accrue failures only on skill checks that fail by 5 
or more. 


Challenge Effect: The following is a suggested challenge effect for this 
skill challenge: 

Opposed DC; An antislicer droid creates the opposed DC for the heroes’ 
Use Computer checks to slice into the HoloNet. The droid has a Use Computer 
modifier of +18. 


Success: The heroes gain access to the HoloNet and can send and receive 
transmissions. 

Failure: Not only do the heroes fail to gain access to the HoloNet, but 
the authorities are alerted to their attempt, and the Empire begins hunting 
for the slicers responsible. 


Success: The heroes off-load the contraband from their ship and deliver 
it to the buyer without being caught. 

Failure: The authorities discover the presence of the contraband and 
attempt to seize it—by force, if necessary. 


SKILL CHALLENGE: 

SPEEDER BIKE CHASE 

In this skill challenge, the heroes must ride speeder bikes through a busy 
urban area to pursue a criminal fleeing in a landspeeder. During the chase, 
the heroes travel through different parts of town and herd their quarry into 
a place where he or she can run no more. As the heroes accrue failures, the 
target threatens to slip further away, potentially shaking pursuit altogether. 
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Complexity: 3 (11 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Knowledge (galactic lore) [DC 28 or 23]: The heroes can try to remember 
what they have heard about the city to find shortcuts and secret routes. 
This DC could be reduced to 23 for heroes who are familiar with the city. 

Perception [DC 23]: The heroes can attempt to find the best path to 
keep pace with their quarry or look for indicators as to where the target is 
headed next. 

Pilot [DC 18 or Opposed DC]: The heroes can pilot their speeder bikes along 
the fastest routes, avoid debris and obstacles, and find other ways to close 
the gap with their quarry. If the heroes get too close, the target becomes 
able to make Pilot checks to set the DC for the heroes’ checks. 


Stealth [Opposed DC]:The heroes can try to sneak through the city using 
alternate routes, cutting their quarry off as long as they remain unnoticed. 
This check is opposed by the target's Perception check. 

Use Computer [DC 32]: The heroes can use their speeder bikes’ primitive 
onboard computers to track the target's landspeeder or intercept its com- 
munications. This check is difficult due to the limited nature of the speeder 
bikes’ computers. 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 

Containment: The heroes do not accrue failures for failed skill checks. 
Instead, they accrue a failure only if everyone takes an action but no one 
earns a success, since to maintain pursuit, they need to keep the target in 
sight of only one character. 

Opposed DC: Certain skills in this challenge can be opposed by the criminal 
being pursued 

Restricted Skills: The following skills cannot be used in this challenge: 
Gather Information, Survival, Swim, or Treat Injury. 


Success: The heroes catch the criminal. 
Failure: The criminal gets away. 


SKILL CHALLENGE: 

TACTICAL LEADERSHIP 

This skill challenge, intended for use during combat encounters, represents 
the clash of tactical minds on opposite sides of a conflict. The heroes attempt 
to outwit the enemy commander, using tactical prowess to outmaneuver their 
opponents. This skill challenge works well during space combat involving 
capital ships (allowing heroes to participate as the commanders of a fleet in 
a massive naval battle) or during mass combat encounters. 


ACKBAR AND OTHER REBEL COMMANDERS ENOAGE 
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Complexity: 1 (5 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Deception [DC 27]:The heroes can attempt feints, false retreats, and other 
bluffs to lure the enemy into a disadvantageous position. 

Knowledge (tactics) [Opposed DC]: The heroes can try to outwit the 
enemy commander with tactical maneuvers designed to break through 
enemy formations. 

Perception [DC 22]: The heroes can attempt to identify flaws in the 
enemy's strategy, allowing them to take advantage of those weaknesses. 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 

Antagonist: During this skill challenge, the heroes face off against the 
tactical prowess of the enemy commander. The heroes do not accrue failures 
for failed skill checks. Instead, the enemy commander makes skill checks as 
though participating in the skill challenge, and each time the commander 
earns a success, the heroes accrue a failure. 

Opposed DC: All Knowledge (tactics) checks are opposed. When the heroes 
make a Knowledge (tactics) check, the enemy commander makes a similar 
check to set the DC. Likewise, when the commander makes a Knowledge 
(tactics) check, one of the heroes makes a similar check to set the DC. 


Success: The heroes outwit the enemy commander and give their allies 
a significant advantage in the battle, All of the heroes’ allies participating 
in the battle gain a +2 circumstance bonus to attack rolls and all defenses 
until the end of the battle. 

Failure: The heroes are outwitted by the enemy commander and left in 
a disadvantageous position. All of the heroes’ enemies participating in the 
battle gain a +2 circumstance bonus to attack rolls and all defenses until 
the end of the battle. 


SKILL CHALLENGE: 

TRAVERSING THE MINEFIELD 

This skill challenge is intended for use in a combat encounter in which the 
ground has been seeded with a variety of antipersonnel mines. The heroes 
must find a way to traverse the minefield while defeating their opponents. 
Failure can trigger explosions, and success helps other members of the party 
identify locations where the mines have been placed. 
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Complexity: 1 (5 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Knowledge (technology) [DC 19]: The heroes can attempt to recall 
knowledge about the nature of antipersonnel mines, gaining clues that could 
indicate what different types of buried mines look like. 

Perception [DC 19]: The heroes can try to notice signs of upturned soil or 
other indicators of the placement of mines. 

Use the Force [DC 24]: The heroes can attempt to use the Force to sense 
spots where great danger awaits them, likely indicating the presence of mines. 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 

Degrees of Failure: Each time the heroes fail a skill check while in the 
minefield, they trigger an antipersonnel mine in an adjacent space. 

Degrees of Success: Each time the heroes earn a success while in the mine- 
field, they learn the locations of at least three active antipersonnel mines. 

Initiative: The heroes must act in order of initiative during the skill 
challenge. 


Success: The heroes learn the location of every antipersonnel mine in 
the field and can see all mines on the battle map. 

Failure: The heroes fail to identify any more mines and must risk trig- 
gering undetected mines as they crass the field. 


SKILL CHALLENGE: 

SABOTAGE MISSION 

Jn this skill challenge, the heroes must perform a mission to sabotage (and, 
ultimately, destroy) a capital ship hovering above a blockaded planet. The 
heroes are capable of taking care of the mission themselves, but it will be 
dangerous, and there will almost certainly be opposition within the vessel. 
Fortunately, the ship is mostly manned by droids, so they can use some of 
their tricks to fool automated systems without having to worry about alerting 
an enemy that thinks creatively to their presence. 


cLé 
Complexity: 2 (8 successes before 3 failures) 


Mission Phase 1 

The first phase of the mission requires the heroes to make their way through 
the ship to its main reactor, then sabotage it. The heroes should have come 
up with their own plan for the infiltration, but they begin outside of the 
capital ship and must find their way onto it. Once onboard, they need to 
locate the main reactor, and then make their way there without arousing any 
suspicion, After they have sabotaged the reactor core, the ship is doomed, 
and their mission is a success. 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Deception [DC 22];The heroes might use Deception to steal a cargo ship 
with the authorization to board the target vessel, or disguise themselves 
and fool the witless droids piloting a shuttlecraft bound for the target ship. 

Knowledge (technology) [DC 17]: While onboard the capital ship, the 
heroes can attempt to recall any knowledge they might possess about the 
design of the ship's interior, making it easier to move throughout the ship 
without being spotted. 

Stealth [DC 22]: The heroes might sneak aboard and stow away on one 
of the target ship's shuttles in order to gain access to the ship. Onboard 
the capital ship, the heroes can use Stealth to move throughout the ship 
without being spotted. 

Use Computer [DC 22}; The heroes can use the Use Computer skill in order 
to gain access to the capital ship's computers, download schematics, reroute 
security patrols, and blind the ship's sensors to their presence. 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 

Changing Objectives: Once the heroes have accrued a certain number of 
successes (4), the objective of the skill challenge changes to escaping from 
the capital ship. 

Close Call: The heroes only accrue failures when they fail skill checks 
by 5 or more. 


Success: After four successes, the heroes reach the chamber that houses 
the ship's main reactor. There, they can set up the explosives that destroy 
the main reactor. Since the reactor is volatile, they probably want to be long 
gone by the time the explosives go off, This moves the mission into Phase 
2, described below. 

Failure: Each time the heroes accrue a failure, enemy forces discover 
their attempts and move to stop them. The heroes must deal with a combat 
encounter appropriate for 6th-level characters. Since the ship is manned 
by droids, the heroes likely encounter a droid patrol (a typical patrol might 
consist of 2 droidekas, 4 B1-Series battle droids, and an IG-100 Series 
MagnaGuard). If the heroes accrue their third failure during this segment, 


they fail in their mission and are faced with an overwhelmingly difficult 
enemy force (three to four times as many enemies as is found in a typical 
patrol), whose intent is to capture the heroes (not kill them). 


Mission Phase 2 

Once the heroes have set the explosives on the reactor, they now need 
to get far away to safety. Getting off of the ship is just as dangerous as the 
task of getting onto it, 


Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Mechanics [DC 22]: As the heroes make their escape, they can use 
the Mechanics skills to jam doors, retract bridges, and otherwise create 
impediments that would slow down any pursuers trying to follow them as 
they escape. 

Perception [DC 22]: The heroes can use Perception to watch out for 
enemies, find the fastest path back to the hangar, or eavesdrop on droid 
patrols to find out where to go. 

Pilot [DC 17]: \f the heroes secure a getaway vessel, one hero can make 
a Pilot check to blast their way out of the ship's hangar before their explo- 
sives go off. 

Use the Force [DC 27]: Force-sensitive heroes can use the Use the Force 
skill to sense danger ahead and warn their allies when they might be walk- 
ing into a trap. 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 

Catastrophic Failure: |f a hero fails a skill check by 10 or more, the heroes 
accrue two failures instead of one. 

Restricted Skills: Each skill can only be used once in Phase 2. Additionally, 
Pilot checks can only be attempted once the heroes have access to a ship. 


Success: When the heroes have achieved their eighth success in the skill 
challenge, they no longer need to fear for their safety, at least for the time 
being. They successfully escape from the sabotaged ship, which explodes 
and then falls in chunks into the planet's atmosphere. 

Failure: Each time the heroes accrue a failure, the heroes run afoul of 
the droid defenders of the ship that have begun scrambling to make it to 
the hangar bays in time to be loaded onto troop transports. The heroes must 
deal with a combat encounter appropriate for 6th-level characters. Since 
the ship is manned by droids, the heroes likely encounter a droid patrol (a 
typical patrol might consist of 2 droidekas, 4 B1-Series battle droids, and an 
IG-100 Series MagnaGuard). If the heroes accrue their third failure during 
this phase, they become trapped on the ship as it breaks apart and begins 
plunging into the atmosphere. 
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For most of the intrigue-savvy people of the galaxy, wits and secrecy are 
the two most valuable weapons in their arsenals. However, sometimes 
inherent ability and learned skills are only part of what it takes to maintain 
secrecy or manipulate one's enemies. From time to time, even the wisest 
conspirators must make use of the technology that the galaxy has to offer, 
although they often use those things in deceptive ways. For the master of 
intrique, equipment and weapons are merely a means to an end, but one 
should always make sure to have the right tools for the job. 

Most equipment used by masters of intrigue is designed to either create 
or enhance deception, keep secrets a secret, reveal someone else's secrets, or 


protect the keeper of a secret from harm, For example, the Xerrol nightstinger 


iper rifle, which produces an invisible blaster bolt, creates deception by 
preventing observers from seeing where the shot comes from. Likewise, the 


"Same weapon can be used to keep a secret a secret by taking out someone 


who is doing too much snooping around. Most of the equipment and weap- 
in this chapter perform one of those four functions, but they do so in 
different ways, 

Droids are always something of a risk in an intrigue-based campaign. On 
‘one hand, droids are immune to many tricks that living beings are susceptible 
to. They often cannot be bribed, smooth talked, or deceived into revealing 
the information within their databanks. They are often more focused on their 
missions than are living beings, and they are incapable of actively betraying 
someone thanks to their rigid programming. However, droids also present a 
significant risk, in that someone with the right computer slicing skills can 
extract information from them. Moreover, droids are often less capable of 
defending themselves and thinking creatively than their living counterparts, 
making it more likely that they will fall into enemy hands. 

Most of the vehicles presented in this chapter are designed to put more 
tools in the hands of the intrigue-minded player or villain. Scout ships with 
excellent sensor cloaks can make spying on the enemy easier, and many spies 
prefer vessels with low profiles over those that, while more defensible, are 
more likely to attract notice. 
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EQUIPMENT 
AND WEAPONS 


Equipment and weapons are not the main focus of a Galaxy of Intrigue cam- 
paign, but they do have their place. The powerbrokers and masterminds who 
create the intricate plots and conspiracies that drive this style of campaign 
know that equipment is just another tool to be used. Still, the elite have 
access to equipment and weapons that are experimental, highly illegal, or 
otherwise too expensive for most individuals to employ. 


RANGED WEAPONS 

In Galaxy of Intrigue campaigns, assassins use of a variety of ranged weapons 
to deliver a lethal message, and some VIPs prefer ranged weapons that are 
small, easily hidden, but still powerful. The weapons in Table 3-1: Ranged 
Weapons are described below. 


Blaster, Wrist 
Pistol 
For those needing the ultimate in discretion, a wrist blaster provides pro- 
tection without drawing attention. It is popular with assassins, diplomats 
working in hostile territories, and other VIPs who hate being completely 
unarmed, The wrist blaster is worn as a bracelet and looks like an ordinary 
piece of jewelry. The bulk of the wrist blaster contains the power cell, which 
is powerful enough to deliver the same damage as a blaster, but contains 
enough energy for only a single shot. 

A wrist blaster is meant for use in close quarters. Special alloys mask the 
wrist blaster from sensor scans for weapons. Detecting a wrist blaster with 
a sensor scan requires a DC 25 Use Computer check. 


Darter 
Simple Weapon 
A darter is a large pistol that launches a dart by use of a compressed air 
canister. Although the range is limited and the damage minor, the darts 
can deliver poison or a surveillance tagger (see page 67). Poachers, game 
wardens, security personnel, assassins, and even medical personnel use 
darters in their duties. 

A darter's maximum range is the Short range increment. A dart carrying 
poison delivers the toxin if the darter successfully deals damage. 


Snare Pistol 
Pistol 
The smaller cousin of the snare rifle described in Scum and Villainy, the 
snare pistol carries the same capabilities, but in a smaller weapon and 
with a considerably shorter range, A snare pistol fires a length of weighted 
synthcord that wraps around the target, allowing the weapon's wielder to 
initiate a grab or grapple against an enemy at up to Short range. An enemy 
that is grabbed or grappled can attempt to escape the snare with a DC 15 
Acrobatics check or to break it with a DC 20 Strength check. You can use the 
Pin and Trip feats with a snare pistol, but you cannot use the Crush, Throw, 
or Bone Crusher (see page 26) feats. 

Asnare pistol uses a specialized cartridge that holds 2 shots. Replacement 
cartridges weigh 1 kg and cost 25 credits each. 


Xerrol Nightstinger 
Rifle 
Used by assassins, the Xerrol nightstinger is a sporting blaster rifle designed 
for sniping at long range. Instead of using an energy cell for ammunition, the 
nightstinger utilizes special canisters of exotic gasses that produce powerful 
shots that are invisible to the eye, so a sniper can fire the weapon without 
revealing his or her position. Imperial snipers make use of an unusual tactic, 
firing at special redirection crystals to create confusion and divert attention 
to another location (see page 67). 

Each gas canister contains enough charges for five shots and costs 
1,000 credits. 


A XERROL NIGHTSTINGER DOESN'T GIVE AWAY A SNIPER'S LOCATION. 


TABLE 3-1: RANGED WEAPONS 


EXOTIC WEAPONS cost DAMAGE STUN DMG 
Medium 

Xerrol nightstinger 1,500 3d6 = 
PISTOLS 
Tiny. 

Blaster, wrist! 800 3d4 - 
Medium 

Snare pistol! 600 - id4 
SIMPLE WEAPONS 
Medium 

Darter 150 i] = 


| Inaccurate weapon, This weapon cannot fire at targets at medium or long range. 


POISONS AND TOXINS 

Poison has long been a favored tool of assassins, and death by poison is 
a common feature of any intrigue campaign. Described here are several 
additional poisons, toxins, and dangerous chemicals that might find their 
way into an adventure, For more information, see "Poison" on page 255 of 
the Saga Edition core rulebook, 

Bundar Root (CL 1): Bundar root causes short-term memory loss and 
affects a victim's ability to reason, When a creature ingests bundar root, 
make an attack roll (1d20+5) against the target's Fortitude Defense. If the 
attack is successful, the target suffers a -5 penalty to all skill checks that 
round. The poison attacks each round until cured with a successful DC 15 
Treat Injury check. 

Chuba Poison (CL 8): Potentially causing a stroke in a creature that 
ingests it, chuba is derived from glands of the gorg, a small amphibious crea 
ture found on swampy planets. When a creature ingests chuba poison, make 
an attack roll (1d20+10) against the target's Fortitude Defense. If the attack 
succeeds, the target moves -1 step on the condition track. If the attack beats 
the target's Fortitude Defense by 10 or more, the target remains at that posi~ 
tion on the condition track until three separate and successful DC 20 Treat 
Injury checks are made, If the attack fails, the target suffers no ill effects. 

Devaronian Blood-Poison (CL 4): Devaronian blood-poison is a rare 
crystalline gem which is poisonous on contact. Each round that a creature is 
in contact with Devaronian blood-poison, make an attack roll (1d10+5) against 
the target's Fortitude Defense. If the attack succeeds, the target is wracked 
with pain, can move only at half speed, and moves ~1 step on the condition 
track. If the target moves to a point on the condition track that would normally 
reduce it to half speed, the target is immobilized instead. The poison attacks 
each round until cured with a successful DC 20 Treat Injury check. 


RATE OF FIRE WEIGHT TYPE AVAILABILITY 
$ 4.5 kg Energy Mlegal 
S 0.5 kg Energy Mlegal 
Ss 2k Bludgeoning Licensed 
S 3kg Piercing Licensed 


Irksh Poison (CL 13): Irksh poison is a deadly substance created by the 
Yuuzhan Vong for their undercover agents to use on themselves in case they 
are captured. When a creature ingests irksh poison, make an attack roll 
(1d20+10) against the target's Fortitude Defense. If the attack succeeds, 
the target takes 8d6 points of damage and moves -1 step on the condition 
track. If the attack fails, the target takes half damage and does not move 
‘on the condition track. The poison attacks each round until cured with a 
successful DC 28 Treat Injury check. 

Quongoosh Essence (CL 3): When a creature ingests quongoosh essence, 
make an attack roll (1d20+5) against the target's Fortitude Defense. If the 
attack succeeds, the target moves -1 step on the condition track. A target 
moved to the “Helpless” step on the condition track by the poison becomes 
blind but not unconscious or otherwise helpless as a result of this poison (see 
page 254 of the Saga Edition core rulebook). All targets have concealment 
from the blind creature, The poison attacks each round until cured with a 
successful DC 15 Treat Injury check. 

Trihexalon (CL 15): Also known as Dragon's Breath or Hex, this potent 
biological agent comes in a powder form and causes massive breakdown in 
organic material. Each round that a creature is in contact with trihexalon, 
make an attack roll (1d20+20) against the target's Fortitude Defense. If the 
attack succeeds, the target takes 10d6 points of damage and moves -2 steps 
‘on the condition track. If the attack fails, the target takes half damage, but 
still moves -1 step on the condition track. The poison attacks each round 
until cured with a successful DC 30 Treat Injury check. Because trihexalon 
causes disintegration of biological matter, a creature that takes full damage 
from trihexalon loses any limb in contact with the poison (roll randomly if 
the contact is not otherwise determined). 
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EQUIPMENT 

The following new equipment is suitable for use by heroes in any Galoxy 
of Intrigue campaign. Table 3-2: Equipment lists the prices and weight of 
these items. Refer to the descriptions below for other pertinent information. 


Antitoxin Patch 

This adhesive patch is applied near the stomach (or similar organ, depending 
on the species). It emits a low dose of antitoxin, giving the wearer a +10. 
equipment bonus to Fortitude Defense against ingested poisons and a +5 
equipment bonus to Fortitude Defense against inhaled poisons. An antitoxin 
patch lasts for 24 hours. For each consecutive day that an antitoxin patch is 
worn, the target moves 1 step on the condition track. 


Comlink, Earbud 

The earbud comlink is a tiny comlink fitted for the wearer's ear, allowing 
unobtrusive private communication for anyone needing to be discreet— 
ambassadors, card cheats, and spies, for example. The earbud comlink’s 
size, shape, and color give the wearer a +5 equipment bonus to Deception 
checks for the purpose of hiding its presence. The earbud comlink can be 
programmed to initiate or receive a transmission when the wearer touches 
his or her ear or even clicks or grinds his or her teeth. Because of its minute 
size, the earbud has the same range as a short-range comlink—50 kilometers 
or low orbit. 


Flash Suppressor/Silencer 

The Merr-Sonn Nonsonic is a typical example of a flash suppressor/silencer. 
Fitting over the muzzle of any Small or larger slugthrower, this device reduces 
both the sound and the muzzle flash when the weapon is fired. A flash sup- 
pressor/silencer imposes a -10 penalty to Perception checks to discern the 
sound or spot the flash of an equipped slugthrower. It reduces the maximum 
range of the weapon by two range increments. 


Holo Converter 

This small, blocky device is attached to a holoprojector and uses powerful 
algorithms to alter the outgoing signal, modifying the images and sounds 
received on the other end so that the user’s appearance and voice are dis- 
guised. The holo converter can even disguise the user's gender and species. 
Preset with up to 10 different personae, complete with rotating wardrobe, 
the holo converter grants a +5 equipment bonus to Deception checks for 
the purposes of making the receiver believe that the user is another person. 


Panic Ring 

Despite the name, this device is available in a variety of shapes and sizes, the 
most common being a large, ornamental ring. Diplomats, wealthy CEOs, and 
anyone who fears kidnapping or ambush wear panic rings. A secret catch (DC 
25 Perception check) reveals a small button that, when pressed, releases an 
encrypted emergency signal. This signal has a range of 100 kilometers and 
continually broadcasts a preset signal—usually "wearer in danger"—to local 
law enforcement, personal security, or any other group designated by the 
wearer. Changing this signal requires a DC 25 Mechanics check, and failure 
by 5 or more activates the panic ring. 


TABLE 3-2: EQUIPMENT 
COMMUNICATION DEVICES cOsT WEIGHT 
Comiink, earbud 200 = 
Panic ring 300 a 
Holo converter 3,000 2kg 

DETECTION AND. 

SURVEILLANCE DEVICES CcOosT WEIGHT 
Surveillance detector 450 0.5 kg 
Surveillance tagger 450 0.5 kg 
Veridicator 4,000 0.1 kg 
Vid-vox scrambler 3,400 0.5 kg 

MEDICAL GEAR cOosT WEIGHT 
Antitoxin patch 25 - 
Toxin detector 700 0.5 kg 

TOOLS Cost WEIGHT 
Redirection crystal 500 - 
Shield cage 10,000 20 kg 

WEAPON ACCESSORIES COST WEIGHT 
Flash suppressor/silencer 400 0.2 kg 


Redirection Crystal 
Aredirection crystal is filled with Tibanna gas and has a small blasting tube. 
Snipers and assassins use them to seemingly bank blaster shots, allowing 
the shooter to hide in one location while making a shot appear to come 
from another position. When struck by blaster fire, the gas inside the crys- 
tal explodes, directing the shot through the blast tube at the established 
angle. Only skilled snipers and assassins use redirection crystals because of 
the sheer difficulty in making a successful strike. Redirection crystals are 
sometimes used in conjunction with the Xerrol nightstinger (see page 64), 
taking advantage of the weapon's invisible blaster shot to confuse the enemy. 
Aredirection crystal is Fine size, giving it Reflex Defense 15, plus penalties 
for distance. If an attack with a blaster weapon successfully hits the redirec~ 
tion crystal, make a second attack roll against the intended target, with a 
-10 penalty and additional range-increment penalties. The redirection crystal 
is destroyed, leaving only minuscule fragments, requiring a DC 30 Percep- 
tion check to notice and a DC 30 Knowledge (technology) check to identify. 


Shield Cage 

Ashield cage is a portable shield generator used to trap a target rather than 
protect it from harm. Wealthy bounty hunters, criminal masterminds, and 
other VIPs use shield cages to trap targets, sometimes setting the cages 
beneath chairs or inside doorways. A shield cage is a large flat disk, 2 meters 
in diameter. It must be connected to a power supply to operate and drains 
portable power generators after 2 hours of continuous use. 

Ashield cage produces a shield bubble that fills a single square. Multiple 
shield cages can be linked together, each expanding the shielded area by one 
additional square. Targets are trapped inside and cannot move until the power 
is turned off. The shield is air permeable, allowing the target to breathe and 
communicate verbally, but nothing else can pass through the shield except 
damage that exceeds the shield’s rating (SR 15). 


Surveillance Detector 

Asurveillance detector is a small, handheld device that scans an area for 
eavesdropping devices and surveillance taggers (see below). When activated, 
the surveillance detector grants a +10 equipment bonus to Perception checks 
for locating active or passive surveillance devices within 6 squares of the 
detector. It can be set to either display the presence of eavesdropping or to 
emit an alarm when such attempts are detected. 


Surveillance Tagger 

The surveillance tagger is a tiny, unassuming tube containing a Fine sized 
dart and a compressed air canister. When fired, the dart attaches itself to 
the target with a combination of adhesives and magnetism and activates a 
homing beacon. The homing beacon has a range of 1 kilometer and enough 
power to transmit for 40 hours. 


To use the surveillance tagger, the user must succeed on a ranged attack 
against a target within 6 squares of the user. The size of the dart imposes 
a -20 penalty to Perception checks to notice it. An activated signal tagger 
allows the user to track the movements of the dart with a DC 10 Use Computer. 
check and a datapad or an appropriate sensor package. 


Toxin Detector 

Assassination by poison is one of the dangers faced by nobles, politicians 
and other notable figures. This tiny handheld device scans food and drink 
to determine if it is spoiled or contains poison. Using the device requires a 
standard action. It has a range of one square and contains data for up to 
100 different species. The toxin detector can be set to blink a light (green 
for safe food and red for dangerous) or to vibrate slightly when a toxin is 
detected. For an additional 100 credits, the toxin detector can be disguised 
asa bracelet or other piece of jewelry for maximum discretion. 


Veridicator 
Worn as an inconspicuous bracelet, the veridicator uses sophisticated sen- 
sors to monitor a target's heart rate, pupil dilation, perspiration, and other 
involuntary stress responses. It compares this information to its internal 
database, determining the emotional state of the target and indicating if he 
or she is lying. The veridicator then relays this information to the wearer as 
a series of pulses, temperature variations, or vibrations. 

Once activated, the veridicator needs a full round to acquire the data from 
a single target within 6 squares of the user. Then the veridicator provides 
a +5 bonus to Perception checks for the purpose of sensing deception or 
influence or for gambling against other players in games such as sabacc. The 
veridicator can be programmed for only a single species at a time. Changing 
the settings requires a DC 10 Use Computer check. 


Vid-Vox Scrambler 

When activated, this Tiny handheld device emits a low-frequency wave 
that scrambles all video, audio, and holographic recording within its area of 
effect, while leaving normal conversation unaffected. Vid-vox scramblers 
are prized by anyone worried that their conversations are being recorded, 
including criminal masterminds, CEOs, spies, and the paranoid. 

The vid-vox scrambler prevents all video, audio, and holographic record- 
ing in the squares adjacent to and the square including the device. Anyone 
eavesdropping or reviewing recordings of targets protected by an interference 
generator must make a DC 30 Perception or Use Computer check to pick up 
only scattered words and phrases. A scrambler can operate continuously for 
one week on a single power cell, or it can be connected to a generator or 
other permanent power source. 
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EQUIPMENT AND 

WEAPON UPGRADES 

The following upgrade is for use with either gear or weapons. Most universal 
equipment upgrades can be applied to any type of equipment, although some 
upgrades have limitations or special rules when applied to armor or weapons. 
Weapon upgrades can be applied only to weapons. See Scum and Villainy 
for more information on equipment upgrades and additional optional rules. 


Componentization 

Componentization is a process where a single piece of equipment or 
weapon is composed of several different pieces, each of which is disquised 
to appear as another type of equipment, such as a comlink, a datapad, or 
even a vibroshaver, Componentization is a common upgrade for assassins, 
smugglers, and nobles who want to carry weapons or other equipment into 
a location secretly. 

The basic componentization upgrade (one upgrade slot) breaks the item 
or weapon into two component parts, each one size category smaller than 
the original item. An item or weapon with the deluxe upgrade (two upgrade 
slots) breaks down into four items, each two size categories smaller than the 
original item. For example, a Medium sporting blaster rifle can break down 
into two Small objects with the basic upgrade or into four Tiny objects with 
the deluxe upgrade. 

A full round is required to assemble a componentized item from two parts. 
Two full rounds are required to assemble a componentized item from four 
parts. Identifying a component as part of this upgrade package requires a 
DC 30 Perception or DC 25 Knowledge (technology) check. 


VEHICLES 

On the whole, the elite of the galaxy—those most embroiled in intrigue and 
conspiracy—prefer to travel in the lap of luxury. Although a crime lord might 
set up headquarters in a battered cargo scow, most prefer to own and travel 
in the best vehicles available, complete with a discreet and accommodating 
crew to cater to their every need. The starships and vehicles here might not 
be the fastest or the best armed, but they get the heroes where they need 
to be in style. 


STARSHIPS 
Below are examples of starships that the heroes might encounter or use in 
a Galaxy of Intrigue campaign. 


PTV-2100 Incarcerator 

Designed by Kuat Drive Yards during the Clone Wars, the PTV-2100 isa lucra- 
tive, if understated, transport vessel. The sole purpose of this vessel is the 
transport of prisoners, including some of the most dangerous individuals in 
the galaxy. Heavily armed, the incarcerator is a slow and ponderous starship, 


0 it relies on smaller, more nimble starfighters or frigates for protection. 
Although used primarily by governments, incarcerators are also employed 
by large criminal organizations for hauling individuals to the spice mines or 
slaves to markets in the Outer Rim. 

The greatest part of an incarcerator is devoted to prison cells of various 
size and security, including minimum-security holding pens and thick-walled, 
heavily shielded isolation rooms with redundant protective measures. The hall- 
ways and cells are outfitted with cameras and sensors to monitor the inmates, 
and guard stations feature weaponry to quell riots or to stun or kill escapees. 

The PTV-2100 incarcerator is a slow, ponderous vessel, so other ships 
can easily catch up with it. However, it excels at repelling boarding actions. 
The incarcerator and all allies in adjacent squares gain an additional die of 
damage against starships moving into the same square as the incarcerator 
to dock with it or board it. 


PTV-2100 Incarcerator cL16 
Colossal (frigate) space transport 
Init -4; Senses Perception +6 
Defense Ref 13 (flat-footed 13), Fort 40; +13 armor 
hp 1,600; DR 15; Threshold 140 
Speed fly 1 square (starship scale) 
Ranged 2 turbolaser batteries +12* (see below) 
Ranged 2 point-defense batteries +8 (see below) 
Fighting Space 1 square (starship scale); Cover total 
Base Atk +2; Grp +52 
Abilities Str 71, Dex 10, Con —, Int 18 
Skills Initiative -4, Mechanics +6, Perception +6, Pilot -4, 
Use Computer +6 
Crew 250 (skilled); Passengers 1,500 (prisoners) 
Cargo 5,500 tons; Consumables 1 year; Carried Craft 2 shuttles 
Hyperdrive x3 (x12 backup), navicomputer 
Availability Military; Cost 4.5 million (1.8 million used) 
“Apply a -20 penalty on attacks against targets smaller than Colossal size. 


Turbolaser battery (4 gunners) 

Atk +12 (-8 against targets smaller than Colossal), Dmg 5d10x5 
Point-defense laser battery (2 gunners) 

Atk +8, Dmg 2d10x2 


Modified Incom A-24 Sleuth 

The sleuth is a highly maneuverable scout ship with excellent sublight speed, 
Despite being older than more popular scout ship models, the sleuth became 
Mol Hedron's choice for spying on the fledgling New Republic. Most of the 
time, the New Republic never even knew he was there. On the rare occasion 
when they did discover his presence, he was able to complete transmission 
and jump away. 


The modified sleuth contains a high-powered transmitter capable of 
sending a nearly undetectable signal by tight beam. Intercepting these 
signals is extremely difficult. Even if intercepted, the signal is often coded 
and requires deciphering. 


Modified Incom A-24 Sleuth 
Gargantuan starfighter 
Init +5; Senses Perception +6 
Defense Ref 16 (flat-footed 12), Fort 25; +7 armor 
hp 110; DR 10; SR 15; Threshold 45 
Speed fly 16 squares (max. velocity 1,000 km/h), fly 4 squares (starship 
scale) 
Ranged laser cannons +7 (see below) 
Fighting Space 4x4 or 1 square (starship scale); Cover total (crew), 
+5 (astromech droid) 
Base Atk +2; Grp +32 
Abilities Str 40, Dex 18, Con —, Int 16 
Skills Initiative +5, Mechanics +6 (+13*), Perception +6, Pilot +5, 
Use Computer +6 (+13") 
Crew 1 plus astromech droid (skilled); Passengers 1 
Cargo 3 tons; Consumables 3 months; Carried Craft none 
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AN A-24 SLEUTH BLASTING ITS WAY PAST AN IMPERIAL BLOCKADE 


Hyperdrive x1 (backup x10), navicomputer, 10-jump memory (astromech 
droid) 

Availability Military; Cost not available for sale 

“IF the ship has an astromech droid, use these skill modifiers instead. 


Laser cannons (pilot) 
Atk +7, Dmg 4d10x2 


Ferret-class Reconnaissance Vessel 

When New Republic Intelligence needs a single, stealthy pass through the 
heart of enemy territory, they choose the top-secret Ferret-class recon- 
naissance vessel. Operating on ion engines and utilizing a baffled drive 
technology, this droid-piloted ship becomes more difficult to detect at 
sublight speeds. Each Ferret is equipped with a large sensor-decoy package. 
In addition, they are coated with sensor-evading materials and fitted with 
a Fabritech sensor mask. 

A Ferret is designed for stealth and, therefore, gains a +5 technology 
bonus to Stealth checks to hide the ship. When its sublight baffled drive 
is active, the ship moves at half normal speed but gains an additional +5 
technology bonus to Stealth checks to avoid detection. The Ferret can run 
on its baffled drive for only one hour. Also, the ship's complement of sensor 
decoys can be deployed in the event of discovery, If deployed, the ship can 
reroll its Stealth check once per encounter. The Ferret contains enough sensor 
decoys to use this capability twice before needing to resupply. 


Republic Engineering Corporation 

Ferret-class Reconnaissance Vessel 

Gargantuan starfighter 

Init +6; Senses Perception +8 

Defense Ref 15 (flat-footed 12), Fort 26; +7 armor 

hp 120; DR 10; Threshold 46 

Speed fly 16 squares (max, velocity 1,050 km/h), fly 4 squares 
(starship scale) 

Ranged concussion missiles +9 (see below) |} 

Fighting Space 4x4 or 1 square (starship scale); Cover total (crew) 

Base Atk +5; Grp +36 

Abilities Str 42, Dex 16, Con —, Int 18 

Skills Initiative +6, Mechanics +8, Perception +8, Pilot +6, 
Use Computer +8 

Crew 3 (expert); Passengers none 

Cargo 2 tons; Consumables 3 months; Carried Craft none 

Payload 6 medium concussion missiles 

Hyperdrive x1 (x8 backup), navicomputer 

Availability Military; Cost 890,000 (not available used) 
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Medium concussion missiles (pilot) 
Atk +11, Dmg 9410x2 
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Prowler-class Reconnaissance Vessel 

For longer reconnaissance and spy missions, the New Republic depends on 
its top-secret Prowler-class reconnaissance vessel. The Prowler is basically 
an expanded Ferret body containing less equipment. The ship is intended for 
two- to three-month tours while its crew works to keep it from becoming 
a target. Like Ferrets, the Prowler operates on ion engines, is coated with 
sensor-evading materials, and features an advanced masking system. 

A Prowler is designed for stealth and, therefore, gains a +4 technology 
bonus to Stealth checks to hide the ship. When its sublight baffled drive is 
active, the ship moves at half its normal speed but gains an additional +4 
technology bonus to Stealth checks to avoid detection. The Prowler can 
Tun on its baffled drive for only three hours. The ship has a complement of 
sensor decoys that can be deployed in the event of discovery. If the decoys 
are deployed, the pilot can reroll the Stealth check once per encounter. The 
Prowler contains enough sensor decoys to use this capability four times 
before needing to resupply. 


Republic Engineering Corporation 

Prowler-class Reconnaissance Vessel 

Gargantuan starfighter 

Init +6; Senses Perception +8 

Defense Ref 16 (flat-footed 13), Fort 28; +8 armor 

hp 150; DR 10; Threshold 48 

Speed fly 12 squares (max. velocity 650 km/h), fly 3 squares 
(starship scale) 

Ranged concussion missiles +10 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total (crew) 

Base Atk +5; Grp +38 

Abilities Str 46, Dex 16, Con —, Int 16 

Skills Initiative +6, Mechanics +8, Perception +8, Pilot +6, 
Use Computer +8 
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Crew 6 (expert); Passengers none 

Cargo 3 tons; Consumables 5 months; Carried Craft none 
Payload 10 medium concussion missiles 

Hyperdrive x1 (x10 backup), navicomputer 

Availability Military; Cost not available for sale 


Medium concussion missiles (pilot) 
Atk +10, Dmg 9d10x2 


Sabaoth Frigate Spy Ship 

The Sabaoth spy ship is a modified frigate used as a scout vessel by the 
Sabaoth mercenary squadron, led by Captain Cavik Toth. This ship's modifica- 
tions include sensor stealth, the ability to tap into communications, and an 
advanced sensor package. These additions come at the expense of the tractor 
beam projectors and half the heavy laser cannons found on other Sabaoth 
frigates. This ship was used around the time of the Occupation of Karthakk. 
Jedi Master Adi Gallia encountered a Sabaoth spy ship during a meeting with 
Reti in the Ruby Nebula. Believing it was tapping communications between 
them, Adi Gallia destroyed the ship from her Delta-7 Aethersprite-class 
light interceptor. 


Sabaoth Frigate Spy Ship CL. 
Colossal (frigate) capital ship 


Init +1; Senses Perception +8 (+13 with sensor package) 


Corona Limited Luxury Groundspeeder cL4 
Huge ground vehicle (speeder) 
Init +7; Senses Perception +6 


Defense Ref 14 (flat-footed 11), Fort 34; +11 armor 
hp 650; DR 15; SR 105; Threshold 134 


Defense Ref 14 (flat-footed 11), Fort 24; +3 armor 
hp 90; DR 5; Threshold 34 


Speed fly 3 squares (starship scale) 

Ranged 4 heavy laser cannons +9 (see below) 

Fighting Space 2x2 squares (starship scale); Cover total 

Base Atk +5; Grp +49 

Abilities Str 58, Dex 16, Con —, Int 18 

Skills Initiative +1, Mechanics +8, Perception +8 (+13 with sensor 
package), Pilot +1, Use Computer +8 

Crew 100 (expert); Passengers 450 

Cargo 1,200 tons; Consumables 1 year; Carried Craft none 

Hyperdrive x3 (x18 backup), navicomputer 

Availability Military; Cost not available for sale 


Heavy laser cannon (gunner) 
Atk +9, Dmg 6d10x2 


GROUND VEHICLES 

Just as they have access to the finest starships, the galaxy's elite ride in the 
most luxurious ground vehicles possible. Emphasizing comfort and speed, 
these vehicles are, nonetheless, heavily armored and armed to protect their 
passengers, although weapons and armor are cleverly disguised or kept 
subtle to be discreet. 


Corona Limited Luxury Groundspeeder 

The Mobquet Corporation Corona Limited luxury groundspeeder is a popular 
model of high-end ground transportation found in almost every sector of 
the galaxy. The interior of the groundspeeder is opulent, with kudana leather 
seats that can change to sleeping berths for three with the flip of a switch. 
The Corona Limited comes in 500 different colors, some of which are not 
discernible to the Human eye—a marketing scheme that makes the model 
extremely popular with species with greater spectrum perception. 


Speed 12 squares (max. velocity 300 km/h) 

Fighting Space 3x3; Cover total 

Base Atk +2; Grp +26 

Abilities Str 38, Dex 16, Con —, Int 14 

Skills Initiative +7, Mechanics +6, Perception +6, Pilot +7, 
Use Computer +6 

Crew 1 (skilled); Passengers 6 

Cargo 300 kg; Consumables 2 days; Carried Craft none 

Availability Licensed; Cost 70,000 (20,000 used) 


SoroSuub JG-8 Luxury Landspeeder 

During the Rise of the Empire era, the SoroSuub JG-8 luxury landspeeder 
serves as a status symbol for the wealthy and powerful, Expensive and 
built for style rather than performance, the JG-8 seats two in an open-air 
compartment. Twin turbothrust engines are mounted at the rear, augmented 
by ornate steering fins in the front. Although passengers wear webbing to 
keep them inside the vehicle, special tuning of the repulsorlift also provides 
continuous gravity relative to the passenger's orientation, preventing them 
from falling out even in the unlikely event that the JG-8 flips upside down. 


SoroSuub JG-8 Luxury Landspeeder cL2 

Large ground vehicle (speeder) 

Init +8; Senses Perception +6 

Defense Ref 14 (flat-footed 11), Fort 15; +2 armor 

hp 55; DR 5; Threshold 20 

Speed fly 12 squares (max. velocity 450 km/h) 

Fighting Space 2x2; Cover +5 

Base Atk +2; Grp +12 

Abilities Str 21, Dex 16, Con —, Int 14 

Skills Initiative +8, Mechanics +6, Perception +6, Pilot +8, 
Use Computer +6 

Crew 1 (skilled); Passengers 1 

Cargo 50 kg; Consumables 1 day; Carried Craft none 

Availability Licensed; Cost 45,000 (12,500 used) 
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DROIDS 

Droids are a vital part of any Galaxy of Intrigue campaign. For example, 
protocol droids help translation, smooth over misinterpretations, and serve 
as walking repositories of information to help during negotiations. Droids 
also serve another purpose: As ubiquitous as they are, droids blend into 
the background easily and overhear conversations or record clandestine 
meetings when the parties involved believe they are otherwise alone. 
Counter-espionage hardware and software are developed for droids to 
oppose electronic eavesdropping and other advances. In a Galaxy of Intrigue 
campaign, droids are primarily used as translators, bodyguards, and valets on 
the legal side of operations and for espionage, sabotage, and assassination 
‘on the not-so-legal side, 


FIRST-DEGREE DROIDS 
First-degree droids are medical, analytical, or scientific droids. Specific 
examples include the 5-BT threat analysis droid, 


5-BT Threat Analysis Droid 

Built by Arakyd Industries decades before some of its more notorious droids, 
the 5-BT threat analysis droid is the precursor to the Mark VII and to other 
Inquisitor models. The 5-BT is a tiny spherical droid designed to accompany 
a VIP during assignments. A wide array of sensors scan for threats to its 
owner, including poisoned food or drink, eavesdropping devices, or hidden 
assassins. In addition, the 5-BT monitors a person's voice and nonverbal cues 
to detect stress—possibly indicating an impending attack—and dishonesty. 
New 5-BTs are sold with a bracelet that enables the droid to warn its owner 
ofa threat by sending a signal that causes the bracelet to vibrate discreetly. 
Alternatively, the droid's warning can be directed to an earbud comlink. The 
5-BT is also equipped with the equivalent of a holdout blaster, providing 
additional protection of its owner when warnings alone are insufficient. 

5-BT threat analysis droids can be played as droid heroes. 


5-BT Threat Analysis Droid cL1 
Tiny droid (1st-degree) nonheroic 3 

Init +13; Senses darkvision, low-light vision; Perception +15 
Languages Basic, Binary, 1 unassigned 

Defenses Ref 14 (flat-footed 12), Fort 7, Will 12 

hp 7; Threshold 7 

Immune droid traits 

Speed 6 squares (hovering) 

Melee unarmed -1 (1 point) 

Ranged blaster +4 (344) 

Fighting Space 1 square; Reach 0 squares 

Base Atk +2; Grp -6 

Special Actions Coordinated Attack 


Abilities Str 4, Dex 14, Con —, Int 13, Wis 15, Cha 9 

Feats Coordinated Attack, Skill Focus (Initiative, Perception), 
Skill Training (Initiative), Weapon Proficiency (pistols) 

Skills Initiative +13, Knowledge (tactics) +7, Perception +15 

Systems hovering locomotion, basic processor, instrument appendage, 
tool appendage, improved sensor package, locked access, darkvision, 
translator unit (DC 10), vocabulator 

Possessions blaster (treat as hold-out blaster), surveillance detector, 
toxin detector, veridicator 

Availability Restricted; Cost 17,490 credits 


SECOND-DEGREE DROIDS 
Second-degree droids are typically astromech droids and technical droids. 
Specific models include the NR-1100 slicer droid. 


NR-1100 Slicer Droid 

The NR-1100 slicer droid is designed to slip into hostile territory and slice 
into computer networks. Used primarily by the Rebel Alliance, NR-1100s are 
crucial tools for stealing Imperial data or infecting networks with danger- 
ous viruses, 

The NR-1100 slicer droid uses repulsorlift technology and special sound 
dampeners that make it virtually silent. Its small size allows it to move through 
ventilation ducts and underground tunnels with ease where droids of Medium 
size would have trouble navigating. Although unarmed, the NR-1100 comes 
equipped with a self-destruct system to prevent it from falling into enemy 
hands or to serve as an ultimate solution for destroying data on the rare 
occasion when it fails to slice into a network 

NR-1100 slicer droids cannot be played as droid heroes. 


NR-1100 Slicer Droid cL3 
Small droid (2nd-degree) scoundrel 3 

Init +3; Senses darkvision, low-light vision; Perception +7 
Languages Basic (understand only), Binary, 2 unassigned 

Defenses Ref 18 (flat-footed 16), Fort 11, Will 15 

hp 25; Threshold 11 

Immune droid traits 

Speed 6 squares (hovering) 

Melee unarmed +0 (1 point) 

Ranged blaster +4 (3d6+1) 

Base Atk +2; Grp -1 

Atk Options Point Blank Shot 

Special Actions self-destruct (+5 area attack, 4d6, 2-square burst) 


Abilities Str 6, Dex 15, Con —, Int 15, Wis 12, Cha 10 

Talents Gimmick, Master Slicer 

Feats Skill Focus (Gather Information, Stealth, Use Computer), 

Point Blank Shot, Weapon Proficiency (pistols, simple weapons) 

Skills Gather Information +11, Knowledge (technology) +8, Mechanics 
+8, Perception +7, Stealth +18, Use Computer +13 (can reroll when 
improving access and keep the better result) 

Systems hovering locomotion, basic processor, 2 hand appendages, 1 tool 
appendage, darkvision, improved sensor package, self-destruct system 
(4d6), locked access, internal comlink 

Possessions security kit, sensor pack, video recorder, blaster (treat as 
blaster pistol) 

Availability Iilegal; Cost 16,430 credits 


THIRD-DEGREE DROIDS 

Third-degree droids are typically protocol droids and replica droids. Specific 
examples include the 3D-4 administrative droid and the M4-Series mes- 
senger droid. 


3D-4 Administrative Droid 

To sidestep competition with its noted rival, Cybot Galactica, Genetech 
develops the 30-4 administrative droid for administrative duties and systems 
management rather than direct diplomatic efforts. The 3D-4 is a common 
companion for business persons, ambassadors, and others requiring a droid 
that can fill multiple roles. The 3D-4 can handle basic negotiations and 
translate for its owner, and it carries an extensive database of data pertain- 
ing to business, trade, and law. Although the stock model comes unarmed, 
many owners refit their 3D-4s with hidden weaponry, in case negotiations 
become hostile. 

3D-4 administrative droids can be played as droid heroes. 


3D-4 Administrative Droid cLoO 
Medium droid (3rd-degree) nonheroic 1 

Init +0; Senses Perception +0 

Languages Basic, Binary, 1 unassigned 
Defenses Ref 10 (flat-footed 10), Fort 9, Will 10 
hp 2; Threshold 9 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed -1 (1d3-1) 

Ranged concealed hold-out blaster +0 (344) 
Base Atk +0; Grp +0 


Abilities Str 8, Dex 10, Con —, Int 12, Wis 10, Cha 12 

Feats Skill Focus (Knowledge [bureaucracy], Persuasion), Skill Training 
(Persuasion), Weapon Proficiency (pistols) 

Skills Knowledge (bureaucracy) +11, Knowledge (galactic lore) +6, 
Perception +0, Persuasion +11 

Systems walking locomotion, basic processor, 2 hand appendages, 
translator unit (DC 10), internal storage (5 kg), vocabulator, internal 
comlink (encrypted) 

Possessions concealed hold-out biaster (+5 bonus to Stealth check to 
conceal the weapon), audio recorder, video recorder 

Availability Licensed; Cost 7,320 credits 


M4-Series Messenger Droid 

This ubiquitous and extremely useful droid is used to relay messages to 
individuals who prefer receiving news in person, without transmitting or 
receiving information through comlinks. It can record messages, store data, 
or carry appropriately sized objects for delivery. The M4 is equipped with a 
small blaster for defense, although some municipalities require the blaster to 
be deactivated or removed prior to sale. The M4 is used in both the civilian 
and military worlds and is famous for its tenacity in completing its message- 
delivery missions. Its size, spherical shape, and repulsorlift allow it to slip 
into remarkably small spaces. 
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M4-Series Messenger Droid cL1 
Diminutive droid (3rd-degree) nonheroic 2 

Init +9; Senses darkvision; Perception +13 

Languages Basic, Binary, 1 unassigned 


Defenses Ref 18 (flat-footed 15), Fort 7, Will 12 
hp 4; Threshold 7 
Immune droid traits 


Speed 9 squares (flying) 
Melee claw -2 (1 point) 

Ranged blaster +4 (344) 

Fighting Space 1 square; Reach 0 squares 
Base Atk +1; Grp -11 


Abilities Str 4, Dex 16, Con —, Int 12, Wis 14, Cha 10 

Feats Skill Focus (Perception, Stealth), Skill Training (Initiative), 
Weapon Proficiency (pistols) 

Skills Initiative +9, Perception +13, Stealth +29 

Systems flying locomotion, basic processor, 1 claw appendage, 
internal comlink, internal storage (1 kg), locked access, 
darkvision, vocabulator 

Possessions blaster (treat as hold-out blaster), audio recorder, 
holo recorder 

Availability Licensed (restricted with weapon); Cost 88,000 
credits 


FOURTH-DEGREE 
DROIDS 

Fourth-degree droids are combat droids, such as guard 
droids, battle droids, assassin droids, and probe draids. 
Examples include the Fill footman droid, the Bl-Series 
battle legionnaire, and the B4J4 security droid. 


Fill Footman Droid 

Created by the Tac-Spec Corporation as the ultimate 
servant droid, this expensive model is marketed to 
the House of Tund on the dark-side-tainted planet 
of Vjun, although extremely wealthy buyers from 
other planets see the advantages of this model 
and purchase as many as possible. The Fill footman 
droid primarily serves as a humble valet, waiting tables, 
cleaning rooms, cooking food, and driving vehicles. However, 
the droid has a highly advanced processor more akin to those in 
assassin droids, making it an effective killing machine and a 
consummate bodyguard. These droids are incredibly strong, 
agile, and customizable, carrying powerful hidden weaponry 
to protect their owners. 


Fidelis and Solis were two Fill Footman Droids who served House Malreaux 
on Vjun for several centuries. 
Fill foot man droids cannot be played as droid heroes. 


Fill Footman Droid cL9 
Medium droid (4th-degree) scoundrel 5/soldier 4 
Init +12; Senses darkvision, low-light vision; Perception +14 
Languages Basic, Binary, 3 unassigned 
Defenses Ref 22 (flat-footed 19), Fort 25, Will 23 
hp 54; Threshold 25 
Immune droid traits 
Speed 6 squares (walking) 
Melee unarmed +12 (1d6+9) 
Ranged miniaturized rail cannons +10 (3d12+4) or 
Ranged miniaturized rail cannons +8 (4412) with Rapid Shot 
Base Atk +7; Grp +10 
Atk Options Combat Reflexes, Dastardly Strike, Point Blank Shot, Rapid 
Shot, Sneak Attack +2d6, Whirlwind Attack 
Special Actions Draw Fire, Harm's Way, 
Logic Upgrade: Defender, 
Melee Defense 
Abilities Str 20, Dex 16, Con -, 
Int 16, Wis 16, Cha 13 
Talents Dastardly Strike, Draw Fire, 
Harm's Way, Sneak Attack +2d6 
Feats Armor Proficiency (light, medium), 
Combat Reflexes, Logic Upgrade: Defender, 
Martial Arts |, Melee Defense, Point Blank Shot, 
Rapid Shot, Skill Focus (Deception), 
Skill Training (Knowledge [galactic 
lore]), Weapon Proficiency (pistols, 
rifles, simple weapons), Whirlwind 
Attack 
Skills Deception +15, Initiative +12, 
Knowledge (galactic lore) +12, Knowledge 
(tactics) +12, Perception +14, Treat Injury +12, Use Computer +12 
Systems walking locomotion, heuristic processor, 2 hand 
appendages, darkvision, improved sensor package, diagnostics 
package, internal comlink (encrypted), locked access, vocabulator, 
translator unit (DC 15), durastee! plating (+6 armor) 
Possessions 2 miniaturized rail cannons (treat as blaster cannons) 
Availability Military; Cost 35,630 credits 


BL-Series Battle Legionnaire 

Designed by the Confederacy of Independent Systems, the BL-Series battle 
legionnaire bears an uncanny resemblance to the innocuous 3PO-Series 
protocol droid, but it is armed with a variety of weapons. The Mandalorian 
protectors are the primary recipients of these droids during the Clone Wars, 
although battle legionnaires see limited engagements with other groups and 
units. The Mandalorians paint their battle legionnaires dark green and gold 
to distinguish them from protocol droids. 

BL-Series battle legionnaires cannot be played as droid heroes. 


BL-Series Battle Legionnaire cL3 
Medium droid (4th-degree) nonheroic 9 

Init +16; Senses darkvision, low-light vision; Perception +12 

Languages Basic, Binary, Mando’a 


B4J4 Security Droid 

Blujay designs the B4J4 security droid for use in the corporate sphere, 
and this model can be found in the largest and most prestigious corporate 
headquarters of the galaxy. As unobtrusive as possible, the B4J4 nonethe- 
less is heavily armed. Its repulsorlift enables it to fly, so that it can ignore 
stairs and swiftly traverse turbolift shafts as needed. It carries twin heavy 
blasters—preset to stun setting to avoid casualties—and a snare pistol, which 
launches cables that entangle dangerous individuals. 

B4J4 security droids cannot be played as droid heroes. 


B4J4 Security Droid cL2 
Small droid (4th-degree) nonheroic 6 

Init +9; Senses Perception +13 

Languages Basic, Binary 


Defenses Ref 17 (flat-footed 15), Fort 12, Will 11 
hp 22; Threshold 12 
Immune droid traits 


Defenses Ref 14 (flat-footed 13), Fort 11, Will 10 
hp 14; Threshold 11 
Immune droid traits 


‘Speed 6 squares (walking) 

Melee finger blades +8 (2d4+2) 

Ranged assault blaster +3 (3d8) with autofire or 

Ranged assault blaster +6 (3d8) with braced autofire or 

Ranged assault blaster +1 (4d8) with autofire and Rapid Shot 

Base Atk +6; Grp +8 

Atk Options autofire (assault blaster), Rapid Shot 

Special Actions brace (assault blaster), Coordinated Attack 

Abilities Str 14, Dex 15, Con —, Int 13, Wis 13, Cha 10 

Feats Armor Proficiency (light), Coordinated Attack, Rapid Shot, Skill 
Focus (Initiative), Weapon Proficiency (advanced melee weapons, 
pistols, rifles) 

Skills Initiative +16, Perception +12 

Systems walking locomotion, basic processor, 2 hand appendages, 
gyroscopic stabilizers, darkvision, improved sensor package, internal 
comlink, quadanium plating (+5 armor), internal storage (1 kg), 
vocabulator, silence-bubble generator 

Possessions assault blaster (treat as light repeating blaster), finger blades 
(treat as vibrodagger), medpac (in internal storage) 

Availability Military; Cost 15,090 credits 

Gyroscopic Stabilizers—A BL-Series battle legionnaire gains a +5 stability 
bonus on checks to resist attempts to knock it prone. 


Speed 9 squares (flying) 

Melee claw +5 (1d3+1) 

Ranged heavy blaster pistol +6 (3d8) or 

Ranged heavy blaster pistol +4 (4d8) with Rapid Shot 

Ranged snare pistol +6 (special) 

Base Atk +4; Grp +0 

Atk Options Rapid Shot 

Abilities Str 12, Dex 12, Con —, Int 11, Wis 11, Cha 8 

Feats Armor Proficiency (light), Rapid Shot, Skill Focus (Perception), 
Skill Training (Initiative), Weapon Focus (pistols), Weapon Proficiency 
(pistols) 

Skills Initiative +9, Perception +13 

Systems flying locomotion, basic processor, claw appendage (concealed), 
internal comlink, vocabulator, plasteel shell (+2 armor) 

Possessions 2 heavy blaster pistols, snare pistol 

Availability Restricted; Cost 25,340 credits 
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In addi se galaxy is bound together by one other factor— 
ince an rs bluster and pontificate in the Senate Rotunda 
‘on Coruscant and engage in secret deals behind closed doors. Criminal 
masterminds scheme for profit and)power, sometimes behind a facade of 
legality and legitimacy. Corporate CEOs try to maximize profits and expand 
their market shares while trying to force the competition out of business. 
Even a simple avenue in an obscure settlement on Tatooine can hold a wealth 
of secret deals, powep’struggles, and tangled relationships—all potential 
hooks for adventure. 
Galaxy of Intrigue campaign can occur during any era, so Gamemasters 
leeway in when and where the game can take place. During the 
era, corporate power expands and the Sith operate openly. The 
is thick with intrigue, espionage, and intelligence gathering, 
en the Republic and Separatists, but also among neutral or 
ed planets and organizations—each with its own motives 
ark Times are rife with paranoia and treachery, with the 
‘unbelievable might of the Empire. The Rebellion era pits 
liancé against Imperial forces for decades, leaving tremendous 
é n ntrigues the Gamemaster and players develop. 
¢ of Intrigue campaign, the heroes delve into the tangled skein 
é vof intti to foil plots and expose the truth. As with Scum and Villainy, the 
"heroes do not have to be the most law-abiding or altruistic individuals, and in 
, Fe characters who strictly adhere to legal behavior can derail a campaign 
ertain degree, since breaking and entering, assassination, extortion, 
any gal slicing are standard themes. In most cases, the heroes are the 
undéfdogs, going up against powerful political organizations, corporations, 
or criminal networks. Secrecy and duplicity are the tools of a Galaxy of 
Intrigue campaign, and even trust can be employed as a weapon. Nothing 
is as it seems in this type of campaign, as layers are peeled away to reveal 
deeper, darker secrets threatening the safety of the galaxy and the balance 


‘of good and evil. 
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A GATHERING OF HEROES 

Although getting heroes together for a Galaxy of Intrigue campaign can be 
relatively easy, assembling a group of the right types of heroes and players 
for this type of campaign takes a bit more finesse. After all, some heroes, 
especially nobles and scoundrels, naturally fit into games where cloak and 
dagger maneuvering, political intrigue, and double crosses are commonplace. 
However, other heroes, such as scouts and soldiers, are better suited to the 
wilderness or the battlefield. A player who wants to portray a martial hero 
might change his or her mind upon hearing the type of campaign the Game- 
master has planned, and while the player ultimately decides the type of hero 
to play, the Gamemaster should clearly indicate that any class is appropriate 
in the campaign and that a variety of characters will be necessary for the 
adventuring group's survival. 

If the Gamemaster and players have the time, allowing each player to 
begin the campaign with his or her own solo mini-adventure can help to 
craft the web of how the heroes’ backgrounds and destinies are intertwined. 
When they finally adventure as a group, elements from each hero's past come 
forward, binding the heroes together. 


Shared Hero Backgrounds 

In a game where intrigue is the dominating theme, bringing the heroes 
together is considerably easier than in most campaigns. After all, the essence 
of intrigue is the intricate weaving together of plots and lives. Heroes from 
vastly different cultures, species, social classes, and heroic classes can be 
thrust together with a common event or patron. Indeed, part of the fun of 
an intrigue campaign can be figuring out what the heroes have in common— 
unraveling this mystery then leads to further adventures. 

For example, the heroes are thrust together into an adventure when a 
local official is assassinated. Although they come from different backgrounds 
and classes, they begin to unearth clues and hints that tie them together. 
Each is related to the victim. The noble once worked for the official as an 
advisor, and the soldier was hired by another party to break the legs of the 
official's companions. The official framed the group's scoundrel long ago as 
a scapegoat for a crime he didn't commit, and so on. 

However, unless the adventure revolves around the heroes’ back-story, 
avoid weaving too intricate a web of relationships among the heroes. Allow 
the players to determine their characters’ histories, and then build their ideas 
into your own plans. A simple, if broad, way to join the heroes together is to 
have them come from the same homeworld or belong toa large organization. 


Common Origins 

The heroes might commence the first story arc operating with some common 
elements. The Gamemaster should divulge common information relating to 
the first story arc during the players’ precampaign discussion, encouraging 
‘them to work the features into their heroes’ backgrounds. 


Below are short examples particularly well suited for Galaxy of Intrigue 
campaigns. They should help the Gamemaster generate opportunities for the 
players to build common bonds. 

© The heroes belong to a mercenary contingent hired by an anonymous 
but high-paying patron to perform a variety of shady paramilitary 
activities on a war-ravaged planet without getting involved with either 
side of the conflict. 

The heroes are assigned as the entourage, bodyguards, and trouble- 
shooters for a powerful Core Worlds noble. They are constantly on the 
move and ordered to take on varied, dangerous, and sometimes bizarre 
assignments to advance the noble's cryptic agendas. 
The heroes are spies ordered to go in deep undercover to unearth secrets 
about a corporation's plans to create super weapons and sell them to 
the highest bidder. 
The heroes are crew members of a luxury yacht that shuttles VIPs to dif- 
ferent worlds. They overhear secrets and become unwittingly entangled 
in the schemes of their passengers. 


A campaign idea that railroads the players into creating certain kinds of 
characters is less than ideal, and a Gamemaster should avoid imposing limi- 
tations on character types because of the kind of campaign being run. One 
hero in the mercenary contingent, for example, could be a Jedi sent to gather 
intelligence and discover the identity of the patron sending mercenaries toa 
neutral planet's civil war. The luxury yacht crew could be a loose association 
of scouts, scoundrels, soldiers, nobles, and even a Jedi. Players’ enjoyment 
of the campaign depends more on how they define their heroes’ motivations 
and what secret information, if any, they arrange with the Gamemaster. 


Allies 

Patronage, favors, mentors, and obligations are the key elements of a Galaxy 
of Intrigue campaign. Any number of a hero's allies could have their own con- 
nections, sometimes obvious, other times not, to the allies of another hero 
in the group. Depending on the relationship, a hero could be asked, begged, 
or ordered to do a favor on the ally's behalf, introducing them to the other 
heroes to form the adventuring group. However, in a Galaxy of Intrique 
campaign, an ally has the potential to turn into an adversary. 

Allies can provide information, transportation, access, and credits to the 
heroes as needed. When the heroes are on the run, allies might grant them 
a safe haven or use political power to call off the pursuit. Nothing comes 
for free, though, and the heroes are expected to return the favor whenever 
and however they can, creating hooks for new adventures in the process. 

© The heroes all have ties to local law enforcement and are sometimes 
called upon to lend their unique skills to help in an investigation. 

© The heroes have access to a representative of the Galactic Republic 
through blood relatives, old familial ties, or the time that they spent 
under the representative's tutelage. 


* The heroes perform favors fora smuggler who makes runs for extremely 
wealthy and powerful individuals. The smuggler gives the heroes the use 
of a ship and provides access to the movers and shakers of the galaxy. 


Location 
Heroes might visit a location that generates intrigue. Certain places, such as 
royal palaces or the Senate on Coruscant, are prime settings for secret deals 
and skullduggery. Intrigue might be only a conference room away, or secret 
meetings might be occurring in hidden passageways. Even a chaotic battle- 
field can be full of intrigue. The heroes might be spies who must infiltrate 
a capital city during a vicious firefight, passing themselves off as members 
of the enemy force. Or in the middle of fierce house-to-house fighting, the 
heroes could stumble upon the corpse of an enemy courier carrying a cryptic 
message that reveals traitors within the heroes’ unit 
This central location could later serve as a headquarters of sorts for the 
heroes to return to. Guildhalls, palaces, and other government facilities are 
all excellent venues for the heroes to come together and become surrounded 
by the sort of intrigue that sets off adventures. 
© The heroes are all members of a house of bounty hunters, headquar- 
tered in a hollowed-out asteroid located near the Hydian Way. 
* The heroes are employees of the same government, granted special 
authority to travel freely on its behalf. 
* The heroes are all undercover agents who work from a secret field 
office, complete with a legitimate front. 


Event 

Asingle event can set a plot in motion, with the heroes either being integral 
elements or unwitting participants who must unravel the plot, restore their 
sullied names, or do the bidding of their patron. The heroes might have dif- 
ferent motivations or reasons for uncovering the truth, but they must work 
together to achieve their goals. 

Countless events in Star Wars can draw heroes together, such as the 
prolonged conflict of the Clone Wars, the annihilation of Alderaan, or the 
blockade of Naboo. 

* The heroes witness an epic battle between two mighty Force users, 
resulting in the death of one of the combatants. As witnesses to the duel, 
they might be questioned about the event, or others might try to have them 
killed to keep the death of the Force user hushed up. 

* The heroes are passengers aboard a small freighter bound for the Core 
Worlds. Upon waking, they find that the captain has been murdered in his 
locked cabin, The crew immediately blames the heroes for the crime, but the 
heroes suspect several NPCs with mutinous motivations. 

© The heroes work on behalf of the Republic when Order 66 is carried 
out, After the deaths of untold numbers of Jedi, the heroes are surrounded 
by scores of now-hostile clone troopers. 


EVENTS Like THE CAPTURE OF THE TANTIVE IV 
BRING HEROES TOORTHER. 


Adversaries 

Setting up a common adversary is a great way to draw heroes into a cam- 
paign of intrigue. The heroes bring to the table their own motivations and 
grudges, and they find that the best way to bring an antagonist down is to 
cooperate. The adversary can be anything or anyone, from a single power- 
ful individual to a criminal cartel, a corporation, or an entire government. 
Of course, in a Galaxy of Intrigue campaign, an adversary might be an ally 
who betrays the heroes or one whom the heroes discover to be responsible 
for reprehensible acts. 

Remember, however, that adversaries are not necessarily out for the 
heroes’ blood. A rival corporation or intelligence organization might be more 
interested in subverting or capturing the heroes to learn what they know. Of 
course, if the situation becomes messy, violence is bound to happen, but the 
cleverest of adversaries try a variety of tactics in their attempts to dominate 
the heroes, including blackmail, extortion, and going after the heroes’ loved 
‘ones or associates. The old adage "My enemy's enemy is my friend” applies to 
this situation, uniting heroes from seemingly opposing ideologies or mindsets 
to bring down a particular adversary, 

* The heroes owe money or obligations to a crime lord noted for cruelty 
and a willingness to hurt the families and associates of those who do 
not repay their debts. 

© The heroes’ home planet has been slowly poisoned by the illegal dump- 
ing of toxins by one of the Banking Clan's numerous subsidiary manu- 
facturing corporations. Corruption and public apathy has kept this 
information from the rest of the galaxy, so the heroes must find the 
damning evidence that could bring the polluters to justice. 

© The heroes belong to different, but allied, intelligence organizations, 
each of which is tasked with undermining a regional office of Impe- 
rial Intelligence. Tackling such an imposing foe requires them to band 
together, combining their skills and resources, 
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CAMPAIGN ELEMENTS 

The most satisfying campaigns blend combat, chases, and hair-raising 
escapes with investigation, NPC interactions, and other roleplaying aspects 
that do not involve violence, After all, Star Wars isn't Star Wars without 
blaster fights and lightsaber duels, but a Gamemaster can easily incorporate 
the randomness of combat into the planned story arc. 

A Galaxy of Intrigue campaign is probably best initially portrayed as 
something else entirely. The heroes go on adventures oblivious, at first, to 
the machinations slowly drawing them into a plot. Once engaged, however, 
the heroes can find the world turned upside down—allies turned enemies, 
enemies turned allies, secret knowledge brought out into the light of day, and 
seemingly unrelated events revealed as part of a vast conspiracy. Intrigue 
occurs everywhere, so the heroes might become involved with the upper 
echelons of society in one encounter and then with the seediest parts of a 
spaceport in the next. 


The Halls of Power 
The Republic Senate, the noble houses of the Core Worlds, the board of 
directors of the Techno Union—each of these groups is involved in making 
decisions that have immense implications for untold billions of sentient beings 
throughout the galaxy. Within the palaces, boardrooms, and Senate chambers 
of the galaxy, those in power make deals and advance their agendas. These 
actions usually occur in the light of day, where bills are voted upon and 
debates take place to sway the opinions of their comrades. However, much 
also occurs behind closed doors, with secret alliances, political maneuvering, 
and even assassination attempts lurking just beneath the veneer of civility. 
Ina Galaxy of Intrigue campaign, the heroes might be members of a pow- 
erful group or might represent the interests of a particular cause. They meet 
with kings and tribal leaders, corporate CEOs, or crime lords to broker deals, 
often within the gilded halls that represent the power of the people. Although 
grand and plush in appearance, these buildings where the powerful meet 
and craft agreements are in fact hotbeds of deceit. The heroes might spend 
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their time traveling from one of these places to another, or the might spend 
an entire adventure in a single location attempting to unravel a mystery. 

Those who walk the halls of power have vast resources, influence, and 
money at their command—enough so that the heroes might think that 
making an enemy of one of these VIPs is tantamount to suicide. To be sure, 
the Gamemaster should use these resources to put pressure on the heroes, 
just to let them know what they are up against, including opponents that use 
political maneuvering or the courts and bureaucracies to block investigations, 
Although the heroes can use the system to fight the system, Star Warsis not 
about campaigns littered with court documents and injunctions. Situations 
involving red tape should be resolved with a few Knowledge or Persuasion 
checks, leaving the rest of the time for cloak-and-dagger work, 

Adventure Hook: The heroes are part of the entourage of a junior Senator, 
recently and hastily appointed after his predecessor was gunned down on the 
streets of her home planet. They travel to Coruscant, where the Senator must 
submit legislation to gain assistance against the pirates who have turned his 
system into a lawless zone, However, the new Senator is completely out of his 
element in the rough and tumble political cyclone of the Senate Chambers. 
The heroes find that they must protect the vulnerable Senator, both from 
the predations of politicians who seek to suborn him and from physical harm 
as well, as a cartel of corrupt officials that are bankrolling the pirates to do 
their best to prevent the Senator from submitting his plea for help. 


Everyone Has Secrets 

Even the most minor NPC in a Galaxy of Intrigue campaign can have a back 
story and motivation that the Gamemaster and heroes can take advantage 
of during the adventure. Everyone has something to hide, whether a secret 
shame, a criminal background, a family scandal, or some other bit of informa- 
tion that they would rather not have out in the open. A Galaxy of Intrigue 
campaign presses this theme as much as possible, with characters taking 
extreme measures to keep secrets hidden or to uncover the dirty laundry of 
others. Corporations—especially those that deal in weapons manufacturing, 
drugs, medicine, or other technologies with the potential for abuse—spend 
millions of credits to keep the skeletons in their closets locked away from 
prying eyes. 

In an intrigue campaign, the heroes quickly discover that everyone has a 
secret and that their own pasts might come back to haunt them. The heroes 
can be manipulated with blackmail, as outside forces use scandalous informa- 
tion to lead the heroes to do their bidding or force them to pay an exorbitant 
price to keep it hushed up. Of course, if the heroes are unscrupulous, they 
might find that blackmail works in their favor as well. Even the Jedi, with 
their codes of conduct, know that using information to leverage a situa 
tion can be the best solution to a problem, especially if it averts violence. 
Heroes who insist that they have nothing to hide can still run afoul of dirty 
secrets—perhaps not their own, but those of their comrades, families, or 


patrons, who plead with the hero to conceal the secret or to silence those 
who might bring it out in the open. 

Adventure Hook: After a battle in space, the heroes are forced to land 
their damaged starship on a barren planet far from help. Dangerous beasts 
and fierce windstorms make repairs difficult. The next day, a strange but 
friendly man emerges from the storm, claiming to have seen the ship's descent 
and offering assistance, He says that he is a hermit who came to the planet to 
contemplate the Force and to live in harmony with this hostile planet, but the 
heroes soon discover that the hermit's promised aid is a clever ruse, since he 
is actually a mass murderer on the run from his crimes. The hermit attempts 
to draw the heroes away individually, setting them up so that their possible 
deaths appears to be caused by native animals or exposure to the elements. 


Power, Corruption, and Scandal 

Any student of the Force can tell you that power corrupts. As nobles, Sena~ 
tors, and leaders grow in power, so too does the temptation to glean a few 
extra credits along the way or to use their influence to push through deci- 
sions that serve the few over the concerns of the many. In some cultures— 
especially those in the Outer Rim—graft and corruption are built into the 
system, with kickbacks and bribes as an integral part. No one blinks an eye 
at throwing in a few hundred additional credits to obtain a license or to pay 
off a law-enforcement officer. In other cultures, the mere idea that money 
or favors can be traded to push a particular agenda is anathema, although 
the temptation is there. 

Corruption can be an important element of a Galaxy of Intrigue campaign. 
Not every official is on the take, but the heroes should not be surprised if 
they are expected to pay through the nose or if they must do some favors 
to gain the trust of key individuals. Corruption is all a matter of scope, of 
course. A wealthy diplomat might laugh at the idea of the heroes offering 
less than hundreds of thousands of credits for influence with his or her 
government, while a city clerk might grant the heroes an hour of access to 
government computers for something as simple as a packet of spice or an 
old, beat-up landspeeder. 

With corruption comes scandal. When secrets are dragged out into the 
light for all to see, formerly altruistic and trusted officials become mired 
in shame or charged with criminal wrongdoing. Religious leaders might 
be revealed as heretics, and beloved nobles might be exposed as traitors 
against the people they rule. For politicians, the threat of scandal is part of 
doing business. They do their best to keep their scandals and those of their 
associates hidden from view, while striving to uncover their opponents’ 
scandals. Every day, the HoloNet features scandals ranging from the absurd 
to the monstrous. As such a scandal unfolds, the accused finds that friends 
and allies become hard or impossible to reach, and even simple tasks, such 
as traveling, become more difficult since they are dogged by reporters, law 
enforcement officials, or victims looking for vengeance. As the heroes go 
about their adventures in a Galaxy of Intrigue campaign, they might realize 
that their own reputations and honor are precious commodities. 


Adventure Hook: The heroes are employed as personal servants for 
a noble, well known and beloved for providing food and medical relief to 
refugees during the Clone Wars. During a particularly crucial mission, word 
spreads over the HoloNet that she has been using the relief organization as 
a front to provide intelligence and supplies for the Separatists. Although she 
vehemently denies it, the heroes are presented with evidence that makes 
her claim of innocence suspect. They have seen the good that her efforts 
have provided, but if the rumors are accurate, the heroes are considered 
accomplices unless they turn her in or help hide her secrets. 


Spies and Espionage 
Every organization with a political agenda has its own spies, informers, 
and moles to ferret out information about rivals. Saboteurs, assassins, and 
enforcers do their best to disrupt the agendas of their enemies. Even during 
the most tranquil and enlightened times, spies work behind the scenes on 
behalf of their patrons. Indeed, the eras of relative quiet are still rife with 
intrigue, as the paranoid prepare for the coming decline or unscrupulous 
groups and individuals look to exploit the sleeping masses 

In a Galaxy of Intrigue campaign, the heroes might be part of an intel- 
ligence organization dedicated to any of these assignments. Different mis- 
sions require different skill sets, so a diverse adventuring group can be an 
advantage. Nobles and scoundrels have social skills, and scouts are treasured 
for the ability to sneak into locations. Soldiers provide the necessary muscle 
when subtlety does not do the trick or when things go wrong and comrades 
need protection. Although the Jedi strive to avoid politics, many of their 
missions can be considered espionage because they gather information, 
follow up reports of corruption, and troubleshoot situations that threaten 
the peace of the Republic. 
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Adventure Hook: After a cell of undercover operatives on New Plympto 
is discovered and terminated, Rebel Intelligence approaches the heroes 
individually to replace the cell of spies. However, the heroes are unaware 
that although the cell was indeed eradicated, the Empire had infiltrated it 
prior to its destruction. The heroes’ handler, the Imperial mole, sends them 
on missions to uncover secrets of the Empire, but all for the purpose of 
locating additional Rebel spies and contacts, After the heroes gather enough 
information for the mole, he intends to set up an ambush to bring them in 
for questioning and detention. If the heroes learn of his secret beforehand, 
however, they can use it to their advantage, providing false information and 
setting a trap for the mole instead. 


Secret Knowledge 

Sometimes the heroes uncover knowledge that has been long forgotten 
or kept hidden from prying eyes for untold millennia. Secret societies and 
special-interest groups quietly remove mention of certain planets from public 
records or hush up the discovery of an ancient Sith temple, perhaps for the 
common good, but more often to keep the forbidden knowledge—and the 
power it provides—for themselves. 

When confronted with previously secret or forbidden knowledge, the 
heroes must decide whether to release the information to the public, regard- 
less of its impact on the galaxy, or to keep it to themselves and possibly 
capitalize on it for personal gain, Uncovering secrets stirs up a hornet’s nest 
of trouble, as rivals, officials, criminals, or others come asking questions or 
demanding it for themselves. 
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Adventure Hook: During the course of the campaign, the heroes dis~ 
cover that a corporation has been funneling resources and manpower to a 
moon clearly labeled off limits by the Republic. After infiltrating a corporate 
freighter, they make their way to the moon and find a massive archaeological 
dig revealing a staggeringly old starship buried in the crust. The ship's origins 
are unknown. However, the intact but nonfunctioning technology on board 
could throw financial markets and the balance of power in the sector into 
chaos. Do the heroes try to shut down the operation, inform their superiors, 
or attempt to take it for themselves? 


A Matter of Trust 

Just as in Scum and Villainy, trust and betrayal are important in an intrigue 
campaign, and require additional mention here. In a campaign in which 
alliances might be nothing more than clever ruses and everyone has some- 
thing to hide, players can soon fall into a trap of no longer trusting anyone, 
regardless of their apparent friendliness or helpfulness. A campaign can 
quickly fall apart if the Gamemaster’s plans involve the heroes trusting a 
particular individual. The easiest, although least effective, way to circumvent 
such a possibility is to arrange for the heroes to have no choice but to deal 
with the NPC in question. However, trust is rarely given in such circumstances, 
so the heroes can probably see the NPC's betrayal far in advance, 

The reverse is also true, in that alliances can shift, sometimes without 
notice, turning adversaries into potential allies. As the heroes uncover 
secrets, they can use them to their advantage, perhaps by presenting useful 
information to an enemy, since those with a sense of business or political 
savvy know that even an opponent can be a useful resource if approached 
in the right manner. Players should be encouraged to use their skills, wits, 
and diplomacy to find common ground with their enemies whenever possible, 
opening the door to additional adventures down the road, 

Lastly, in a game rife with intrigue, the heroes might even begin to view 
each other suspiciously, If the heroes are thrust together with little unity to 
begin with, the campaign could possibly unravel as the heroes accuse their 
comrades of duplicity and holding back secrets. Although a certain amount 
of paranoia and suspicion is to be expected in a game of intrigue, the Game- 
master should be ready to step in before the situation gets out of hand and 
the heroes refuse to trust each other enough to even adventure together. 

Adventure Hook: The heroes’ mentor provides them with intelligence, 
gear, ships, and other resources, Over time, though, the mentor contracts a 
disease that even the best medical droids and physicians cannot cure. The 
mentor sends the heroes on increasingly lucrative, but dangerous, tasks in a 
desperate gambit to raise additional funds for his treatment. Eventually, the 
mentor sells the heroes out to their enemy for a big payoff and promise of 
access to expensive experimental care, Although the mentor loathes himself, 
he has little choice. If the heroes show mercy, they might be able to help 
him with his treatment 


BUILDING AN 

INTRIGUE CAMPAIGN 

Creating adventures for a Galaxy of Intrigue campaign requires a little more 
foresight and planning than for other types of campaigns. Although it should 
also present opportunities for prolonged blaster fights, harrowing starship 
chases, and Jedi bounding about with lightsabers in hand, an intrigue cam- 
paign focuses more on uncovering secrets, on the intricate pull of power and 
corruption, and on helping shape the galaxy's destiny through subterfuge, 
negotiation, and investigation. The players and the heroes they portray find 
that asking questions, remaining alert for clues, and using deductive reason- 
ing advance the story. 


Pacing 

Pacing is a crucial element in any Galaxy of Intrigue campaign. If done 
correctly, the heroes discover tantalizing clues as they progress through 
their adventure, revealing previously unknown connections, unearthing the 
motivations of NPCs, and realizing that all is not as it appears, leading toa 
satisfying epic conclusion, Each session should combine social interaction, 
investigation, and deduction along with a healthy dose of action and combat 
to keep the game lively and interesting 

A Gamemaster should first determine how long the campaign will run. If 
the Galaxy of Intrigue game is intended to last for just a few sessions, then 
the clues and revelations should come rapidly and clearly, giving the heroes 
obvious paths to pursue during a session or for future sessions. If possible, 
each session encapsulates its own mini-are, with a well-defined beginning, 
middle, and end, giving the heroes a sense of satisfaction at figuring out 
a vital piece of information. For example, during the first session of the 
campaign, an Imperial spy has managed to infiltrate the Rebel base that the 
heroes call home, unearthing vital strategic information and details about 
troop movements. The heroes must determine how the spy got into the facility 
in the first place. Then they uncover clues indicating where the spy escaped 
to, and they travel there for further investigation. For the last portion of the 
session, the heroes confront one of the spy's contacts, resulting in a gun 
battle as the contact tries to escape. Upon capturing or killing the contact, 
they discover just how vital the information was and what it means for the 
Rebellion. During the next session, they head off to their next location and 
plunge deeper into the intrigue laid out before them. 

If the campaign is intended to take place over the course of several ses- 
sions, then the adventure should move at a slower—but no less exciting—pace 
with numerous side treks and intertwined plots, both to keep the heroes 
guessing and to keep the game from bogging down if they are stymied by a 
particular avenue of inquiry, 


ASAdu VENTRESS ATTEMPTS TO EARN KING KATUNNKO'S TRUST. 


Layers Upon Layers 

Even mundane scenes of a Galaxy of Intrigue campaign can contain the seeds 
for intrigue, so each encounter should relate to some scheme or plot. Mas- 
terminds hatch intricate plans with both minute and wide-sweeping scopes, 
Look at how each encounter fits into the overall arc of the story. Sometimes 
the players themselves help write the story in ways that are unanticipated 
but work well to add another layer of intrigue. With a little creativity, even 
a seemingly random encounter can be used as a stepping stone for further 
adventures or to advance the campaign. For example, a burglary unrelated 
to the heroes uncovers their secret plans, putting them in jeopardy when 
this information is sold to the highest bidder, 

Conversely, the heroes' actions can have repercussions. Perhaps they 
interrogate a shopkeeper to find the location of a local crime boss. The 
Gamemaster decides on the spot that the shopkeeper—now fearing retribu- 
tion for revealing this information—decides to pay local thugs to stop the 
heroes from finding the crime boss and revealing the transgression. If the 
heroes kill or injure the thugs, local law enforcement arrives and brings 
the heroes in for questioning. Once they are detained, the heroes discover 
that the police captain is in the pocket of the crime lord 
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In another example, the Jedi Council asks the heroes to look into the 
disappearance of a Jedi Knight and a Padawan sent to handle a dispute 
between a Mid Rim planet and a nearby system. Upon arrival, the heroes 
quickly discover that the Jedi met with the planet's authority figures and 
then disappeared—the rulers accuse the other system of kidnapping the Jedi 
to disrupt negotiations. However, the heroes quickly realize that the planet 
boasts an unusually high number of servants with the characteristic traits 
of slavery, which is illegal in that sector of the galaxy. When the evidence of 
slavery is brought up to the rulers of the planet, the situation quickly takes a 
turn for the worse. Assailants capture the heroes and shuttle them up to a 
waiting slave vessel with a crew from the other system. If the heroes escape 
to reveal that the rulers of the supposedly warring planets are actually in 
partnership, gathering slaves to be sent to the fighting pits of Nar Shaddaa, 
they then draw the ire of the Hutts, who in turn send bounty hunters to 
silence the heroes permanently. 


Pitfalls to Avoid 

One key to creating a campaign of intrigue is the judicious use of suspense 
to keep the players on the edge of their seats. However, creating suspense 
can be a tricky affair, balancing expectation with realistic results or decisions 
that might derail the outcome that you intended. 


Pacing Is Everything 

Intrigue works best when information is revealed in a timely manner that keeps 
the heroes both guessing and hungry for more. To walk the fine line between 
interesting and dull, incorporate the uncovering of information along with 
action. For example, in order for the heroes to find out the identity of a traitor 
who has been shipping weapons to the Separatists, they must break into their 
own organization's computers without revealing their actions to their superiors. 


“& FIGURE BURSTS 
THROUGH THE DOOR WITH 
A BLASTER 
Acommon theme from the noir genre isa lone assailant bursting through 
a door blasting. The motivation for the attacker could be almost any- 
thing. Perhaps the attacker is a lackey of the main villain or a person 
with a grudge. This sort of random encounter spices up a scene that has 
slowed down with investigation or too much talk among the players. It 
‘spurs action and opens the door to finding out the attacker's identity 
and motives. 

Of course, this technique should be used sparingly, or else the players 
might see lulls in the campaign as a setup for an ambush. You can vary 
‘the theme with a damsel in distress or a courier bearing a summons for 
‘the heroes to come before the Republic Senate. 


Provide Tangible Results 
Avoid burying the campaign in so many layers of intrigue that trying to 
sort out the truth is almost impossible, and worse, boring. A Gamemaster 
should look at each encounter and figure out exactly what sort of informa- 
tion or result the heroes should learn at its conclusion, clearly indicating 
that they are making progress. An apparently meaningless, random event 
might later be revealed to be a crucial element, but using that technique 
too often, or making epiphanies too subtle, can frustrate players. Allowing 
the heroes to winnow out red herrings in a solid and undisputed way also 
helps them feel that they are making progress. If you find that the heroes 
are following an incorrect conclusion for too long, help them get back on 
track. Even the simple task of having your players roll a Wisdom check can 
make them realize that they are chasing a dead end and lead them back to 
the more relevant path, 

Encouraging the players to make full use of their characters’ skills, 
especially when utilizing the Skill Challenge system (see Chapter 2: Skill 
Challenges), provides concrete and clear results for success. 


Savvy Players 
Unless you are a true mastermind, the players might see right through the 
intrique you have laid out, coming to the correct conclusion on their own well 
in advance of the point you expected. Such a result is particularly likely in 
situations requiring only a single answer—identifying the professor's murderer 
or determining what the corporation is building on that secret moon base, 
for example. Several techniques can mitigate this problem: 
© Shift later events so that the heroes’ conclusions are close, but not 
exactly correct. 
* Create a separate encounter or adventure that prevents the heroes from 
seeing the conclusion of the original adventure until later on. 
* Make their conclusions an element of yet another, larger conspiracy 
leading to further adventures. 
If your players are particularly insightful and solve the riddles early, they 
should be rewarded for their keen perception and deduction! 


INTRIGUE 
CAMPAIGN ARCS 


Even with all of the general guidelines this book provides, coming up with 
an intriguing storyline that uses many of the elements presented here can 
bea challenge. In order to help you envision what an entire campaign based 
on intrigue might look like, this section presents several new campaign 
arcs, These campaign arcs describe the basic premise of a campaign, and 
then walk you through the general events that take place over the course of 
the campaign, eventually culminating in the climax of the campaign, You 
can use these sample campaign arcs as the basis for a campaign, or just as 
inspiration when crafting your own campaigns. 


SOME OF YOUR PLAYERS WILL BE AS SAVVY AB LANDO CALRISSIAN, 


THE SECRET REVOLUTION 
In the Secret Revolution campaign, the players become swept up in a web 
of intrigue meant to cover up the fact that a secret organization is planning 
to overthrow the galactic government. This campaign works best during a 
time period when the galactic government is mostly benevolent, such as 
during the days of the Old Republic, so that the players feel some reason to 
keep the government from being overthrown. The primary conflict in this 
campaign involves the heroes coming up against the revolutionaries, and 
hopefully stopping from harming the Republic 

The campaign opens when the heroes respond to a bounty posting on an 
Inner Rim world, with a bounty on the head of a Senator's aide (wanted alive) 
who has supposedly gone underground after betraying the Senator. As it turns 
out, the aide was actually kidnapped by a cabal of disgruntled soldiers, and 
the bounty was actually a plot to have the aide rescued from kidnapping. 
The heroes discover that the bounty was put on the aide by a member of the 
Senate Guard, a human named Bail Falcris, and he thanks the heroes and 
pays them to continue working for him. The aide reveals that his kidnappers 
took him after he discovered that his Senator had been communicating with 
someone called Domino, who has been hiring criminals and kidnappers on 
the Outer Rim for months. Over the course of the next few levels, the heroes 
try to find out who Domino is by posing as mercenaries for hire, but just as 
they are getting close their benefactor, Falcris, is recalled by the Senator 
that had been suspected of dealing with Domino. Now facing bureaucratic 
toadblocks, the heroes must find hard evidence (beyond the testimony of 


the aide) that the Senator was dealing with criminals under the table. They 
do so, and the Senator is arrested and imprisoned. 

As the second act of the campaign begins, the heroes are meeting with 
Falcris when an attempt is made on the Senate Guard's life. Republic Intelli- 
gence traces the attack back to a former Padawan that washed out of the Jedi 
Order and who now runs a semi-legitimate information brokering business 
out of Nar Shaddaa. When the heroes arrive, they find the Padawan already 
dead, and the computers containing the Padawan's stores of information 
stolen. This leads the heroes on a chase around the galaxy, always finding 
themselves one step behind the mysterious Domino. Their break comes when 
the heroes are contacted by a member of Domino's organization—a Sullustan 
slicer—who has decided to turn over a new leaf. The arranged meeting turns 
out to be a trap that leaves the Sullustan dead, but also sees the heroes 
recovering a computer core that the slicer had brought with him, rich with 
information on Domino's communications habits. 

Itis in the third act of the campaign that the full extend to the revolution 
aries’ plan is unveiled. The computer core that the heroes recovered contains 
communications between the mysterious leader of the organization and a 
number of undercover cells throughout the galaxy. Each communiqué seems 
to be setting up the assassinations of literally hundreds of Senators. After 
conferring with their contact in the Senate Guard, the heroes discover that 
each of the assassinations targets a Senator that is scheduled to be away from 
Coruscant at the same time. More frightening Is the inference that Domino 
has some plan in place to take out all of the Senators on Coruscant during 
a Senate meeting. The heroes’ final missions in the campaign require them 
to travel to distant stars and warn Senators of the plots against them, foil 
attacks on those Senators, and uncover the nature of the plot against Corus- 
cant. The heroes finally discover the true identity of Domino when they go to 
warn a Senator about an impending assassination attempt, only to find out 
that the Senator was safe all along—because he or she was Domino all along. 

The climax of the campaign takes place when the now-revealed Domino 
informs the heroes that the tragic deaths of nearly every other Senator is 
unavoidable. Domino reveals that Senate building is going to be the target 
of a tragic capital ship laser misfire, and that revolutionary forces are going 
to be on hand to finish off anyone that escapes. Domino also informs them 
that the Holonet has been brought down to keep them from interfering with 
his or her plans. With the heroes on the far side of the galaxy, and the true 
nature of the attack on the Senate now revealed to them, the heroes must 
race against time to make it back to Coruscant, disable the sabotaged capital 
ship that is going to be firing on the Senate, and then aid the Senate Guard 
in protecting the Senators from revolutionary forces. 
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PLOT AND METAPLOT 

This section on campaign arcs is intentionally written as era-neutral. 
However, most of the eras in the Star Wars story have their own meta- 
plot to deal with; that is to say, they have their own overarching story 
that defines what the era is all about. The Rebellion Era has the struggle 
against the Empire, the Rise of the Empire has the Clone Wars, and the 
New Jedi Order has the Yuuzhan Vong invasion, When using one of these 
campaign arcs, it's important to make sure that you use the trappings 
of that era's metaplot, but then make the main plot of your campaign 
your own. These campaign arcs work best when they are tweaked to fit 
in with the overall story of the era, and if you adapt the story to the era 
then it is less likely that your heroes will focus on the idea of “being in 
an intrigue-based campaign” and more likely that they will fee! caught 
up in the story, Feel free to change who the villains are, who the heroes’ 
allies are, and the specifics of certain events such that they blend with, 
not stand out against, the era's metaplot. 


HOSTILE TAKEOVER 

The Hostile Takeover campaign is a bit different from the others presented 
here, in that its scope is limited to a single sector of space. This kind of 
campaign can work during any time period, and in fact since the action is 
relatively confined in the galaxy it can work in conjunction with a second 
campaign arc as well, with the heroes alternating between plots, Though this 
campaign arc also somewhat relies on the heroes feeling amicable toward the 
government of the sector, you can adapt the story of the campaign such that 
the heroes might have other reasons for not wanting to see the government 
fall. For example, in the Rebellion Era this campaign arc might take place 
ina sector of space that is filled with Rebel sympathizers, and planets that 
have joined the Rebellion, meaning that the heroes won't want to see the 
government fall since it is largely sympathetic to their cause. 

At the start of the campaign, the heroes are working in a remote sector 
of space when they receive a distress call from a starship that has come 
under attack and needs assistance. When the heroes arrive, they discover that 
the ship was attacked by pirates. As they investigate further, they find that 
these pirates have seemingly come out of nowhere, with significantly more 
advanced technology and resources available to them than other pirates. 
As reports come in from across the sector of similar attacks, the heroes 
discover that the pirates have significant financial backing, in the form of 
@ group of powerful corporate entities whose wealth is spread throughout 
the sector. Realizing that those companies’ ships never seem to run afoul of 
the pirates, the heroes also discover that the pirate threat is coming from a 
nearby asteroid base, and have a chance to stop the pirates once and for all. 


With the pirates dealt with, the second act of the campaign involved the 
heroes’ investigation into the involvement of the corporations who backed 
the pirates. Initial clues seem to indicate that the pirates were but one part 
of a larger plan, and through several adventures the heroes uncover other 
parts of that plan: sabotaging planetary weather control systems, inciting 
criminal riots in major cities, and staging attacks against well-populated 
areas by brigands and mercenaries. Over time, the heroes come to realize 
that these corporations are trying to incite unrest in the population, and in 
particular are making it seem like the sector governments cannot protect 
the people. The second act culminates when the heroes stop a major attack 
on a highly populated city, foiling a plan that was to be the corporations’ 
capstone in a campaign to discredit the government. 

As the campaign draws to a close in its final act, the heroes have not only 
stymied the corporate group, they have also become targets themselves, The 
corporations leverage their clout to portray the heroes as villains who were 
trying to perpetrate the very act they tried to stop in the second act, forc- 
ing the heroes to go underground rather than continue to fight. The heroes 
struggle to clear their names, and eventually discover that the corporations 
involved in the plan all seem to be under the influence of a Dark Jedi, and 
her evil apprentice. The two dark Force-users have been manipulating the 
corporations in order to destabilize the sector, and have planned to install 
their own puppet government once the sector government falls. 

The climax of the campaign comes when the heroes infiltrate the towering 
structures controlled by the Dark Jedi and her apprentice, ending in a final 
showdown with the villains in the transparisteel-walled towers. With the 
Dark Jedi defeated and her schemes revealed, the heroes’ names are cleared, 
and the villainous corporations crumble as their sedition becomes public, 


INVASION FROM 

THE UNKNOWN REGIONS 

In the Invasion from the Unknown Regions campaign, the heroes find 
themselves confronted with knowledge that no one in the known galaxy 
Possesses—the knowledge of a secret invasion force poised to strike at 
civilization, This kind of campaign can work during pretty much any time 
period, though similarities to the Yuuzhan Vong invasion might mean that the 
campaign has a bit less impact during that time. Of course, you can always 
adapt the campaign to involve the Yuuzhan Vong Invasion itself, but that 
might require some serious alterations to the conceits of the plot, 

As the campaign opens, the heroes are traveling through the Outer Rim 
near the fringes of the Unknown Regions when they experience a hyperspace 
anomaly. More specifically, they are pulled out of hyperspace by a large object 
that simply shouldn't be there. As they enter realspace, they find themselves 
drifting at the edges of a massive fleet of ships, all of a completely alien 
design, It soon becomes clear that this is an invasion fleet, poised to strike 
at the galaxy, but when the heroes try to warn the government they find 


that the fleet seems to have simply vanished. Over the course of several 
adventures, they follow a trail of sightings of this phantom fleet across the 
Outer Rim, and soon discover a frightening truth: the invasion has already 
begun. The invaders from the Unknown Regions have recruited many beings 
across the galaxy and have bribed them to sabotage planetary defenses 
across the Outer Rim. At the conclusion of the first act of the campaign, 
the invasion fleet launches attacks across the Outer Rim, and the heroes 
must quickly locate the saboteur on their own world in order to protect their 
planet from being invaded. 

As the second act of the campaign opens, the invasion has begun, and 
countless worlds across the Outer Rim have fallen under the contral of the 
invaders, Yet once the initial assault is over, the invaders seem to sit on their 
laurels, All space traffic and communications into, and out of, the captured 
worlds is cut off by the invaders. Weeks pass, and no further advancements 
are made. Since the heroes have been on the front of the invasion, they are 
tasked with infiltrating a captured world and finding out the next step In 
the invaders’ plans. They do so, and spend several adventures infiltrating a 
captured world and insinuating themselves into the invaders’ organization. 
Over time, the heroes realize that the invaders seem to lack any leadership at 
all, and at the climax of the second act they discover the truth: the invaders 
have no leader, for he, she or it was killed during the initial invasion, This 
fact has been kept from the invaders’ forces by a cabal of officers, who fear 
that the invasion will fall apart if it becomes clear that their glorious leader 
\sdead, As the heroes are about to reveal this fact to the galaxy, the invad- 
ers’ leader miraculously reappears, and commands the invaders to launch a 
renewed assault against Mid-Rim worlds. 

In the final act of the campaign, the heroes begin by discovering that the 
seemingly reborn leader is, in fact, a Clawdite imposter who was brought in by 
the cabal of conspirators. Worse, the Clawdite is a Black Sun Vigo, and now 
the invaders have one of the galaxy's most powerful criminal organizations on 
their side. With the invasion driving closer to the core every day, the heroes 
must find some way to reveal the Clawdite imposter and crush the spirit of 
the invasion, They find help in an unlikely place—a disgruntled Black Sun Vigo 
who doesn't want to kneel to invaders any more than he wanted to kneel to 
the galactic government. The heroes must recruit this Vigo, convince him to 
support their efforts, and then reveal the Clawdite imposter (likely by killing 
him and revealing the truth about his shapeshifting abilities). 

The climax of the campaign comes shortly after the heroes make their 
revelation. As the invasion force begins to crumble under the knowledge that 
their sacred leader has died, the desperate cabal initiates one final parting 
shot against the galaxy. The mothership of the invasion fleet has been set on 
a hyperspace collision course with a major galactic metropolis (Coruscant, 
Empress Teta, Eriadu, Lianna, or Taris). The heroes have mere hours to stop 
the ship from slamming into Coruscant (even with planetary shields up, the 
death toll would be incredibly high just from fallout), and with that done the 
final threat to the galaxy from this invasion is put to rest. 


COUNT DOOKU, 4 VILLAIN OF INTRIGUE 


CREATING VILLAINS 
OF INTRIGUE 


The Star Wars universe is full of villains who play the game of intrigue like 
master dejarik players, pulling innumerable strings to shape the destiny of the 
galaxy to their own twisted agendas. Count Dooku masterfully manipulates 
the Separatists to act as pawns for the Sith Lord Darth Sidious. Prince Xizor 
carefully and studiously shapes the Black Sun into a personal empire that 
threatens that of the actual Empire. 

When creating a Galaxy of Intrigue campaign, the Gamemaster should 
spend time crafting the prominent villains. Most villains are able to hold 
their own against the heroes in combat, but a villain with considerably fewer 
levels than the heroes can still have access to sufficient influence, power, 
and resources to make the heroes’ lives miserable. For example, the main 
villain of a campaign could be a child regent with only a few levels in the 
Noble class, but with a high Intelligence score, a full army of soldiers, and a 
coterie of spies to call upon, 
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Motivation 

Determining the primary motivation of the villain goes a long way in deter- 
mining how that villain can serve as an antagonist for the heroes. |s the villain 
a wealthy merchant who views competition as merely part of business, bereft 
of personal feelings? Did the heroes wrong the villain in some way, bringing 
shame and dishonor that must be avenged? Or is the villain driven by the 
influence of the dark side of the Force? A villain who regards the heroes as 
mere obstacles or annoyances can perhaps be bought off or negotiated with, 
but a villain driven by emotions might refuse to rest until the heroes’ heads 
adorn the front of a luxury speeder. 


Resources 

The most effective villains are those with access to a large repository of 
resources, such as a personal army, vast family wealth, or powerful political 
clout. A wealthy or powerful villain has enough minions—typically droids, 
soldiers, or thugs—to send against the heroes, ensuring that they will have 
someone or something to fight when the game becomes too easy or the 
adventure gets too sluggish. However, as the heroes advance in level, the 
large number of low-level thugs required to make an encounter challenging 
can become unwieldy, 

Beyond mere thugs, villains also have minions with superior skills and 
abilities, making them serious challenges on their own. Palpatine trains Darth 
Maul as his Sith apprentice, powerful enough to kill a Jedi master in his own, 
right, Count Dooku directs the relentless Asajj Ventress to do his bidding. 
Darth Vader hires a crew of bounty hunters to hunt down the Rebels, with 
Boba Fett capturing Han Solo. Powerful and interesting minions can both 
distance the villain from danger and confuse the issue of who ultimately is 
operating behind the scenes, Setting up a few encounters in which the heroes 
must deal with a skilled minion without knowing his or her motivation is a 
great way to make your villain seem more mysterious and powerful, 

Political power can be a serious problem for heroes, as adversaries frus~ 
trate the heroes’ efforts with simple inconveniences such as docking fees or 
with greater threats, such as by branding them as traitors to the Republic. 
Although realistic, overuse of a villain's political or financial power can 
frustrate players who find that their heroes can never directly confront their 
enemy because of laws, denial of access to their funds, and the like. However, 
using this power occasionally can force the heroes to become creative when 
their usual avenues are denied. But Star Wars is about action, and no one 
wants to have his or her character spend the adventure going from bureaucrat 
to bureaucrat just to secure the proper documentation to leave the planet. 


HEDI AS VILLAINS 

Jedi are staunch defenders of liberty and dedicated to maintaining peace 
within the galaxy, so they are usually considered good quys. Jedi uphold 
ideals that are considered noble and rarely take sides. However, conven- 
tional wisdom can be turned on its head, making a Jedi the primary villain 
of your campaign. Jedi are not universally respected or loved throughout 
the galaxy. Some regular citizens consider the Jedi to be meddlers or mere 
muscle to enforce the Republic's corrupt policies. 

This setup works best when the heroes are portraying antiheroes, as 
described in detail in Scum and Villainy. If the heroes’ party consists of 
‘smugglers, mercenaries, con artists, and disgraced aristocracy, then Jedi 
might likely butt heads with the heroes’ agenda. A Jedi sent on the trail 
of the heroes can be a challenging foe, 

If the main villain of the campaign is a Jedi, then the heroes will be 
in a uniquely uncomfortable position, Perhaps the villain is teetering 
on the edge of slipping over to the dark side, or perhaps a Jedi hero is 
accused (rightly or not) of deeds consistent with the dark side. Part of 
the adventure might involve the Jedi hero attempting to clear his or her 
name, all the while avoiding capture by the Order he or she belongs to. 


Methods 
Once a villain's motives and resources are determined, then the methods 
that the villain employs come next. Is the villain a mastermind who prefers 
to sit behind layers of false fronts and minions, pulling on the strings of the 
heroes’ destinies from afar? Or is the villain more aggressive, preferring to get 
up close and personal with the heroes? Once this aspect has been factored 
in with the villain's resources, adventures can seem to write themselves. For 
example, a relatively poor but charismatic and determined gang leader might 
not have a lot of credits to spend on bounty hunters or on bribing officials 
to make life difficult for the heroes, but she probably has access to dozens 
of loyal minions who can harass the heroes. On the other end of the power 
spectrum, a wealthy Senator can use political contacts to foil the heroes on 
many avenues, possibly using violence as a last resort. 

Choosing your villain's classes can influence the methods used when 
confronting the heroes. A villain with many levels in soldier would probably 
use military-style tactics and resources against the heroes, while a scout 
villain might hunt the heroes as if they were prey in the wild, setting traps 
or shooting them from afar, Noble and scoundrel villains work the social 
angles, using influence and their charismatic personalities to turn allies into 
enemies or to set up the heroes in political ambushes. However, you do not 
have to determine a villain's methods solely by class. Playing against type 
can make truly memorable villains, such as a soldier who uses his clout in 
the Senate to make life miserable for the heroes or a noble who feels that 
only personal combat can avenge a transgression committed by the heroes. 


CONTINGENCY PLANS 

One crucial element when creating a villain—especially if that villain is a 
criminal mastermind—is determining how he or she handles the inevitable 
disruptions caused by the heroes’ meddling. When creating adventures, break 
down the encounters and think ahead to the logical conclusions that might 
occur, just as the villain would. Taking into account possible failures as well 
as successes will keep your adventure from being derailed by the unexpected 
The villain might have a vessel or escape pod ready to flee the scene if the 
situation goes wrong, or a patsy might be set up to take the fall if the heroes 
present the authorities with evidence leading to the villain’s arrest. Just as 
generals on the battlefield must plan for defeat, so too must the villains of 
your Galaxy of Intrigue campaign be prepared for setbacks. 

For example, a villain plans to blackmail a politician into releasing the 
villain's main minion from a prison moon. However, the villain's plan is foiled 
ifthe heroes, after having heard about the villain's intentions, break into the 
prison themselves and kidnap the minion or leak the politician's corruption 
to the news media, making the blackmail attempt pointless, Realizing that 
the heroes might get to the politician before he does, the villain arranges for 
the politician to be assassinated, preventing the villains plans from being 
exposed and diverting attention away from the plot to release the minion, 
Alternatively, if the heroes break the minion out on their own, then the 
minion directs the heroes to a hidden location for a prearranged ambush 
by the villain 


FIGHTING THE 
POWERS THAT BE 


In most Stor Wars roleplaying campaigns, the heroes’ ultimate solution for 
dealing with a villain involves a climactic battle of blasters and lightsabers. 
In a Golaxy of Intrigue campaign, however, the consequences for such 
behavior can be severe, 


The Repercussions of Heroism 
In many Star Wars campaigns, the violent actions of the heroes are glossed 
over in the aftermath, For example, if the heroes bring a crime lord to justice, 
they receive their reward and move on to the next adventure, and no one 
asks any questions about the dozens of corpses left behind in the aftermath 
of the combat. In a Galaxy of Intrique campaign, however, such events should 
not go unnoticed. The Gamemaster can add law enforcement into the mix, 
perhaps with an intense investigation afterward in which Sector Rangers 
question the heroes about several bystanders murdered in the confrontation. 
Alternatively, friends, relatives, or colleagues of the crime lord's servants 
might come looking for revenge against the heroes. 

Heroes should consider the consequences of kicking in the door of the 
main villain and gunning him down, especially if he is an unarmed politician 
or other noncombatant. Heroes who disregard the law so blatantly might 


find themselves under arrest or marked for bounty by the villain's constitu 
ency, corporation, or other affiliations. If the heroes continue to use violent 
means they could be labeled vigilantes. And although their motives might be 
pure, life will never be the same for the heroes if they become the targets 
of law-enforcement agencies, the Jedi Order, or hordes of bounty hunters. 

Not every encounter or adventure should result in mass inquisitions. Star 
Wars is about action and heroism, not courtroom battles, but occasionally 
following up an adventure with a lot of questions from the authorities can 
send the heroes a signal about consequences, Use this feature to your advan- 
tage when making campaigns, If the heroes find themselves in hot water 
after completing an encounter, perhaps they then must clear thelr names 
or become more deeply entangled in layers of intrigue as their heroic deeds 
are instead twisted by the media into something horrific. 


REMOVING THE VILLAIN 

When building your Galaxy of Intrigue campaign, consider what might happen 
if and when the heroes kill the main villain sooner than you intend. After all, 
if your adventure hinges on a climactic showdown against the villain and 
the heroes shoot down his ship as he attempts to flee an early encounter, 
then you are left without a way to keep the adventure moving along. Here 
are some suggestions for dealing with the repercussions of a villain being 
removed from the picture earlier than anticipated. 


SOMETIMES VILLAINS LIKE DARTH MAUL DIE TOD BOON. 
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Replacements 

One way to keep an adventure on track after the unintended demise of the 
villain is to create a replacement. The logical choice is one of the villain’s 
trusted minions who is privy to key plans and has a deep understanding of 
the layers of intrigue set in place. The downside, of course, is that minions 
are weaker than the villains they work for. So when that climactic battle 
occurs, you might need to adjust the replacement villain’s statistics, increase 
the number of his or her minions, or add an additional element to make the 
encounter more difficult for the heroes. 

Depending on the era, clone technology can be another solution for 
bringing the villain back into the campaign. For example, Emperor Palpatine 
returns as a clone after the destruction of the second Death Star. Of course, 
cloning is logical when the villain is powerful or wealthy enough to access 
such advanced technology. If your main villain is a petty warlord or young 
upstart politician, then cloning stretches credulity. Use this tactic sparingly 
because it dilutes the heroes' efforts to bring down their opponents, and it 
can be demoralizing, causing the heroes to wonder why they should even 
bother when the villain keeps coming back healthy and full of revenge. 


Dealing with the Aftermath 
If the heroes defeat the villain sooner than expected, you probably still have 
several unresolved plot threads that can occupy the heroes. The villain’s 
trusted allies, contacts, and minions might continue to advance the cause or 
take it in a new direction, albeit with their own personal touches. Between 
gaming sessions the Gamemaster should consider how events would play out 
without the villain’s involvement. Even with the villain's demise, secret weap- 
ons labs continue developing the ultimate weapon, assassins follow through 
on orders to kill their targets, and bribes and blackmail attempts continue as 
if nothing was amiss. Of course, the assassin expects someone to pay after 
the job, or the weapons researchers might decide to test the weapon on the 
intended target without approval. Each of these factors gives the heroes 
a significant amount of cleanup to do even after the death of the villain. 
Another solution to the premature loss of a villain is to allow the heroes 
to revel in their success, moving them along on another, completely different 
encounter. Then, as they progress in the adventure, slowly reintroduce ele- 
ments of the villain's scheme back into the scene. For example, after killing 
the villain in an early encounter, the heroes believe that the threat is over. 
The Gamemaster begins a new chapter completely unrelated to the previ- 
ous storyline. After a few sessions, the heroes receive a cryptic note about 
“unfinished business” from one of the original villain's comrades, drawing 
them back into the intrigue that they thought was concluded. 


THE JED! COUNCIL CAN OFTEN PROVIDE AID AS WELL AS STAND 


DESIGNING AN 
INTRIGUE ADVENTURE 


So far, this chapter has discussed how to create intrigue campaigns in general 
and how to create villains to populate them. This section goes into more 
detail about how to create an adventure that is rife with intrigue and that 
fits in with the other concepts introduced in this book. 

Most adventures contain some degree of intrigue. The heroes don't know 
who is behind the kidnapping of Wookie slaves, or they stumble on plans 
for a secret battlestation. What separates an adventure based on intrigue 
from other adventures is that, from beginning to end, the entire purpose 
toward which the heroes are working is either a secret they must keep or a 
mystery they must unravel. Whether the heroes are proactive or reactive, 
or whether the adventure involves a lot of combat or very little, everything 
the heroes do is either part of a clandestine operation or is part of a plan to 
unravel a well-hidden secret. 

From there, the adventure can progress like most others, with a few 
modifications. An intrigue-heavy adventure acts as a microcosm for the way 
the larger campaign plays out, and it uses many of the elements discussed 
earlier in the chapter. This section will construct the basic outline of an 
intrigue adventure, with an example of each element. 


START WITH A SECRET 

The core of an intrigue-based adventure is a secret. At its heart, an intrigue 
adventure should revolve around secrecy and protecting valuable knowledge. 
There are two major kinds of secrets that the heroes of an intrigue adventure 
must deal with: the secret objective, and the secret charge. A good secret, 
of either kind, on which an adventure can hang is more than just a passing 
bit of information; its revelation should have major repercussions not only 
‘on the heroes but also on the whole galaxy. 

A secret objective is something that the heroes are trying to uncover. 
This could be a secret they know to exist—the true identity of the assassin 
that killed their Senator benefactor—or it could be a secret that they didn't 
even know existed beforehand. The latter kind of secret is often treated as 
a surprise twist or reveal at some point in the adventure; a good example of 
this secret twist is the revelation that Darth Vader is Luke's father at the end 
of The Empire Strikes Back. Luke was unaware that the secret existed, but 
once it was uncovered it radically altered the way that he saw the conflict 
between the Empire and the Rebellion, and forever changed his destiny. 

Asecret charge is a secret that the heroes have been given the opportunity 
toprotect. Often, this secret is merely the secret of their actions. For example, 
if the heroes are planning to raid an Imperial weapons depot, they will want 
to keep their plans, and even their actions, secret in order to avoid drawing 
unnecessary attention. In an intrigue adventure where the heroes have a secret 
charge, their protection of that secret should be of the utmost importance. 
Regardless of whether or not their actions succeed or fail elsewhere, revelation 
of the secret they have been charged with should seem like a failure to them. 

When coming up with the secret at the core of an intrigue adventure, 
use these simple guidelines: 

© The secret should be something that has wide repercussions as a con- 
sequence of its revelation. Simple secrets don't make great adventure 
hooks. 


THE EXISTENCE OF THE BLUE SHADOW VIRUS 


* Choose a secret that creates opportunities for dangerous situations. 
Discovering which Hutt crime lord hired the Senator's assassin can be 
dangerous; discovering who is spreading rumors about a local Moff 
probably isn't. 

© The secret should be something the heroes care about. If they have no 
attachment to the Jedi Master who is secretly still advising the govern- 
ment on his home planet, the heroes won't be drawn into the adventure, 

© The secret should be something that is not easily uncovered. Layers 
upon layers should separate the secret from its revelation. This goes for 
secret charges as much as secret objectives 
Example: The heroes have spent a few adventures finding the location of 

a secret weapons manufacturing facility where a Hutt crime lord is producing 
arms fora mercenary army. As agents of the Rebellion, they know that those 
weapons could prove extremely valuable to their cause, and plan to steal 
them. The basic secret of the adventure is the secret mission the heroes are 
about to undertake; if either the Empire or the Hutts discovered their secret 
plans, they would surely be ambushed and captured or killed. 


PROVIDE AMPLE SKILL 
OPPORTUNITIES 

Once you have the core of your adventure (its secret) in hand, you can begin 
constructing an adventure around it. Intrigue adventures usually provide 
players with lots of chances to use their skills in creative ways. While covert 
assassinations and other combat scenarios are certainly part of intrigue 
adventures, open violence is often too messy or too high profile to be an 
effective weapon in an intrigue campaign. Instead, you should try and focus 
on challenges that the heroes can use their skills to overcome, giving the 
players encouragement to do more than just go in, blasters blazing. 

One of the best ways to design adventures that make heavy use of skills 
is to take a look at which skills the heroes are trained in and which ones 
they have Skill Focus feats for, and to design the challenges around those 
skills. Your heroes have invested valuable resources in obtaining those skills; 
let them use them. Likewise, don't be afraid to design challenges that cater 
toward lesser-used skills. Your soldier with a high Intelligence might have 
trained in Climb or Endurance, two skills that often see less use than Decep- 
tion, Persuasion, or Use the Force. It's OK to construct situations where heroes 
with those skills can shine, even if they might seem a little out of place at 
first. Just because the heroes are infiltrating a party aboard a star yacht 
doesn't mean that those skills couldn't come into play. Maybe the soldier 
needs to climb up to a secret smuggling compartment high in the cargo hold, 
or forcibly hold a door open for several rounds while other heroes slip in, and 
then out, with whatever they came for. 
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Lastly, make it obvious when skill use could be a good solution. Many 
times, players can overlook the opportunities you set in front of them, and 
it's OK to offer suggestions during game play. When crafting your intrigue 
adventures, don't be afraid to put notes in your descriptions that highlight 
individual skills for use in that section. 

Example: Raiding a Hutt weapons factory has to be more than smash- 
and-grab; the factory is well protected, and only authorized ships are allowed 
to land and offload supplies to the factory. The heroes will need to find 
someone who knows the security protocols (Gather Information, Perception), 
create false credentials or buy them (Deception, Persuasion), steal a cargo 
vessel destined for the factory (Pilot, Stealth), slice into the plant's security 
system to hide from sensors (Use Computer), and then reach a watchtower 
and disarm the guards there (Climb). 


The Challenge of Investigations 

When the concepts of secrets and skill use are thrown together in an adven- 
ture, it's tempting to fall back on the age-old investigation adventure. While 
this can be rewarding, there are a few pitfalls that you should be aware of 
before designing an entire adventure around investigation. First and foremost 
is to not overuse the investigation adventure; if the heroes spend every 
adventure going through the same kind of investigatory routine, they are 
quickly going to get bored with investigations as a whole. Setting a mystery 
in front of the heroes and turning them loose can be fun every once in a 
while, but over time the players might feel like they are playing “find the 
plot hook" every adventure. 

When you do decide to create an investigation-based adventure, follow 
the advice about providing skill opportunities, above, and make sure that a 
wide swathe of skills are available as solutions. Although it’s tempting to say 
that investigations are all about Deception, Gather Information, Perception, 
and Persuasion, there can be much more to investigations than that. Using 
skill challenges (see Chapter 2) is a good way to encourage your players to 
be proactive during an investigation, as it can help them see tangible results 
even when using unorthodox skills. 

Lastly, failing a skill check or two should never derail the entire adven- 
ture. If your players fail to persuade the Imperial officer to let them see the 
prisoner in the brig, make sure there are other ways for them to get in and 
get the information they need from that prisoner. Whenever your adventure 
depends on the heroes learning something through investigation, make sure 
there are multiple ways that they can get the information they need. One 
failed Gather Information check shouldn't leave the heroes clueless. Even in 
failure, the players should be directed toward another solution. Continuing 
the example above, when the officer rebuffs the heroes, perhaps the scout 
sees on a monitor console behind the officer that there is an air duct leading 
into the prisoner's cell that the scoundrel might be able to sneak through. 


PutT THE HEROES IN DANGER 

So far, a lot has been said about secrets and skills, but perhaps the most 
important part of an intrigue adventure is the sense of danger. A secret is 
just a piece of information that the heroes don’t know...until there is danger 
involved. When danger surrounds a secret, it makes the secret more exciting, 
builds tension, and can increase the heroes’ desire to pursue that secret. 

Putting the heroes in danger doesn’t always mean pointing a blaster at 
them (although it can). The heroes might be in danger of being reveled as 
Rebel agents working undercover on a Core world; although that would 
eventually bring more direct danger (stormtroopers kicking down the door), 
the simple threat of Imperial reprisals is enough to raise the tension during 
an adventure. Threats to the heroes should always be visible and present. 
Otherwise, the PCs might not even be aware of the danger they face, which 
drains the tension out of the situation, The heroes should know that they 
are in danger, and they should know that the danger is directly tied to the 
secrets they are trying to uncover or protect. 

Example: Besides the obvious danger that they face when infiltrating 
the weapons factory, the heroes discover that they are not the first ones to 
try and raid the Hutt factory. A group of mercenaries tried the same thing 
and were slaughtered when they arrived. It turns out the mercenaries were 
betrayed by one of the very people that provided them with information or 
with help in making it to the manufacturing facility. The heroes now have to 
figure out who the traitor is before they launch their own attack, balancing 
their need for help against the knowledge that someone might betray them. 


Intriguing Combat 

One of the easiest ways to throw some danger into an intrigue adventures 
is with combat. However, a good combat encounter in an intrigue adventure 
has more going on than simply defeating the enemy. When designing combat 
encounters for intrigue adventures, keep in mind that other objectives are at 
hand. When stormtroopers kick down the door, the heroes have to do more 
than defeat them; they have to defeat them, stop them from calling for help 
‘on the comlink, and keep witnesses from calling the Imperial garrison to 
report the firefight. Likewise, when the heroes finally make their way into 
the weapons manufacturing facility, they have to do more than just kill the 
guards; their objectives include stealing weapons as well as hiding their own 
identities. After all, it does them little good to pull off the theft, only to be 
pursued by bounty hunters hired for reprisal. 

Combat should be used to reinforce the danger of an adventure, but it can 
also move the plot forward. Perhaps the heroes need to dispose of a local 
Moff—quietly—before he can order the execution of an informant carrying 
critical information. Combat in an intrigue adventure need not be flashy 
or on a massive scale; a short skirmish with Czerka Corporation enforcers 
in the lobby of a high-rise on Taris can be just as exciting as a starfighter 
dogfight, especially if the heroes have to keep the enforcers from sounding 
the alarm. Remember, when adding tension to the adventure via combat, 


to make sure to give the heroes plenty of chances to succeed in ways that 
keeps the adventure moving forward. Failing in a combat encounter should 
be like failing a skill check; even in failure, another way of accomplishing 
the heroes’ goal should be revealed. 


Twists AND REVELATIONS 

As the adventure begins to draw to a close, it becomes time for secrets to be 
revealed. As with all adventures in a Galaxy of Intrigue campaign, there are 
layers within layers within layers of secrets, and as the adventure progresses 
some secrets should be revealed, while others should turn out to be quite 
different from what the heroes expected. It's important to let the players 
feel like they are uncovering critical information, or succeeding at protect- 
ing it, in tangible ways. Even within the context of a single adventure, there 
should be moments of revelation: the heroes discover that the bartender at 
the cantina has been selling secrets to the Hutts, or the party's slicer finally 
uncovers the secret access codes that will allow them to bypass automated 
security satellites. These particular revelations don’t open up the plot of the 
entire adventure, but they do amount to progress, which is very important 
during an adventure involving a lot of secrets. 

Likewise, an unexpected twist, when used judiciously, can not only bring 
the plot forward but also alter the way the heroes perceive the situation. 
However, there is a fine art to introducing a twist, and too blunt or too severe 
a twist can be jarring to the players. A twist in an adventure should be just 
believable enough that the players buy it, but it should also be shocking. The 
twist in The Empire Strikes Back when Lando betrays the heroes is shocking, 
because he Is likable and an old friend of Han’s, but believable thanks to 
Leia's suspicion and the clear power that Darth Vader has over him. When 
crafting a twist, look for places where story could conceivably go, and then 
eliminate any of the ones that seem too obvious. What you're left with is a 
series of twists that are believable, yet likely won't be expected. 

Example: Part of the premise of the adventure is that the Hutts are hiding 
their stockpile of weapons from the Empire, which is one reason why it is 
shrouded in so much secrecy. A good twist for this adventure would be that 
the Empire, or rather a powerful figure within the Empire, actually knows 
about the Hutt weapons plant and is having the weapons crafted fora private 
army of his or her own. Then, when the heroes arrive, they face not only 
thugs working for the Hutts, but small groups of well-trained Imperial forces. 


ONE DOOR CLOSES, 

Two DOORS OPEN 

When the adventure is finally done and the heroes have achieved their goals, 
there is one more important technique that you should use when wrapping 
up the adventure. Each adventure will answer some questions, or allow the 
heroes to keep their own secrets safe, but after each success two (or more) 
secrets should be introduced. Although eventually you'll need to reveal all 
of these secrets, a successful intrique adventure leaves the heroes wanting 


to know more. Moreover, it helps lend credence to the idea that nothing is 
ever as simple as it seems, and that there are always wheels within wheels 
in any intrigue-based campaign. 

The kinds of secrets that you might introduce can be either secret objec- 
tives or secret charges, and most will set the stage for subsequent intrigue 
adventures. However, these need not always be adventure hooks: Some of 
the questions these secrets raise might be little more than insights into the 
backgrounds of the heroes’ allies, or questions about events that, at the 
time, seemed simple and straightforward. For example, at the conclusion 
of an investigation adventure, the heroes have discovered the information 
they were looking for; at the last minute, however, they discovered that their 
enemy for that adventure was only a pawn in someone else’s scheme. Who 
that enemy served, and what the larger scheme is, can be the basis for future 
adventures. Alternately, this revelation can be used not to expose a larger 
plot on behalf of their enemies, but to make the heroes question the allies 
and benefactors who put them on the trail in the first place. 

Example: To conclude our sample adventure, the heroes eventually make it 
to the weapons factory, defeat the Hutt's thugs and the Imperial forces alike, 
and make off with the contraband with the secret of their identities intact. 
However, they discover two new mysteries in the process, First, they learn 
that someone on the inside disabled the factory's communications system, 
keeping it from calling for help; someone wanted the heroes to succeed, but 
who? Second, they learn that the powerful Imperial agent that commissioned 
the weapons does not actually exist; someone fabricated the existence of a 
Moff, but for what purpose? 


THE ART OF 
INDIRECTION 


One way to really alter the feel of an intrigue-based campaign is to always 
keep in mind that, when it comes to secrets and plots, nothing is ever direct 
and to the point. Enemies come at you from odd angles, allies never tell you 
everything they know, and simple acts have wide-ranging repercussions. A 
Galaxy of Intrigue campaign is all about using indirect methods to accomplish 
goals, because indirect methods are usually best for maintaining secrecy. 
When knowledge is power, any method that preserves knowledge—or cre- 
ates false information—can be the difference between being powerful and 
being powerless. 

Below, you will find some general advice on creating situations where 
indirect methods come into play. Like the section on building campaigns, 
villains, and adventures above, this section is intended to provide some 
basic guidelines for creating interesting events that occur in your campaign. 
Think of these suggestions as directions for constructing an individual scene 
within an adventure. Mixing and matching the advice below can produce 
memorable sequences that reinforce many of the themes of a Gulaxy of 
Intrigue campaign. 


SNOIVAAYSD 2 Ai eaiavHD 


U 


SNOIVIWwWYa 


ENEMIES TARGET 

THE INNOCENT 

It is almost a given that the heroes’ enemies won't come directly at them 
when it's time to strike, at least not at first. Enemies in an intrigue-heavy 
campaign know better than to try and take the heroes on with direct attacks 
and violence; savvy heroes will overcome such challenges quickly. Instead, 
such enemies try to hit the heroes where they are most vulnerable: through 
their allies. While a hero walks around in power armor or wields a lightsaber 
with amazing skill, he or she has little control over the lives of allies or over 
the lives of innocents. An opponent in an intrigue adventure will likely try 
to target those who can't defend themselves, to use as leverage against the 
heroes. The bounty hunter doesn't attack the heroes; he kidnaps their mentor 
and holds her hostage, offering to trade her life in exchange for turning over 
one of the heroes’ party. 

This kind of indirect attack works on almost any scale. Grand Moff Tarkin, 
a master of intrigue, uses this technique with Princess Leia to try and get her 
to reveal the location of the Rebel base: He knows his threats against her do 
no good, so he threatens Alderaan with the Death Star instead. The threats 
do not always have to be of physical violence, either. A powerful corporate 
executive might threaten to bring financial ruin to the heroes’ benefactor, 
or an unscrupulous Senator's aide might threaten to reveal that Senator's 
dark past on the eve of a critical vote. For the most part, villains use these 
indirect attacks to get the heroes to do something, or to not do something, 
that the villain wants. 

Occasionally, the villain strikes out at the innocent or the heroes’ allies 
as a reprisal for the heroes’ actions. This can be used as a deterrent against 
future actions by the heroes, or simply to reinforce the fact that the villain 
is, in fact, their enemy. 


4 


DORME IS JUST ONE OF THE INNOCENTS TARDETED 
SY THE QUEEN'S ENEMIES. 


PROXIES, LIAISONS, 

AND MASKS 

It is common for those involved in heavy intrigue to keep their identities 
and the identities of their allies a secret. Anonymity ensures security, and 
security is something everyone in this kind of adventure should be aware of 
In a Galaxy of Intrigue campaign, it is common practice for both allies and 
villains to make use of proxies and liaisons during contact with the heroes. 
The heroes might not meet a mysterious benefactor, but instead deal only 
with a droid sent in his stead. An informant might refuse to come herself, 
instead sending a street urchin to deliver a message to the heroes. Enemies 
will often refuse to involve themselves in schemes personally, instead using 
pawns to direct their operations from a distance. 

Disguises are equally common among those with secrets to keep. Exposing 
one’s true identity is always a risk, and one that few with important secrets 
are willing to take. The Star Wars setting offers ample opportunities for such 
indirect contact. Villains can appear as holograms. Crime lords can send pro- 
tocol droids to deal with the heroes, while others might hire shapechanging 
Clawdites to impersonate them, never making contact directly. Regardless 
of the actual method, allies and villains alike should erect barriers between 
themselves and the heroes, making extensive use of both proxies and tech- 
nology to keep at a distance. 


TRUST DOESN'T COME Easy 
Much of the above advice on proxies and masks is a result of trust issues. 
When it comes to the intrigues of the galaxy, there is little room for trust. 
Trust often leads to betrayal, which can put months or even years of hard 
work to ruin. It should come as no surprise after a while that not even the 
heroes’ allies will trust them, and in turn the heroes shouldn't give out their 
trust easily. Trust, in an intrigue-heavy campaign, is something that should 
be won, and winning trust isn’t easy. It’s important to remind the players that 
their allies have a hard time trusting them; if the heroes sense insecurity in 
their allies, it can help make those allies seem more real, and likewise make the 
heroes’ own lack of trust seem less like paranoia and more like good tactics. 
This is one area where the line you must walk as a GM is very fine. If 
the allies show too little trust in the heroes, the heroes might lose interest 
in working with them, The heroes should see some progress in earning the 
trust of their allies; each time they successfully complete an adventure, for 
example, they earn a bit more trust, and their next interaction with a certain 
ally should reflect that. The ally might be more forthcoming on details, or 
might finally offer to meet them in person. Building trust takes time, but 
the heroes should feel as though they are actually building it and making 
progress in their relationships. 


DECOYS AND MISDIRECTION 
Afavorite tactic of those steeped in intrigue is to let others do the dirty 
work. Sending your own agents in to complete a job is all well and good, 
but the preferable solution is to convince someone else to do it for you, Not 
only is this typically cheaper, it also means fewer ties between the people 
performing the mission and those that set it into motion, Although a bene- 
factor that manipulates the unwitting heroes into doing his or her bidding 
might be cliché, there are also other ways that decoys can be used in an 
intrigue campaign. Villains might use this tactic on others among the heroes’ 
enemies, making the heroes think that an attack came from one source when 
the truth is that the villain caused it, Similarly, a villain might dupe one of the 
heroes’ allies into doing his or her bidding. Introducing an aspect of betrayal, 
even unwitting betrayal, into the game is a way of creating greater tension. 
Atsome point, though, a villain has to take direct action in order to further 
his or her goals. When this happens, the best weapon in the schemer's arsenal 
is misdirection, Even if a villain convinces someone else to do the dirty work, 
that villain will still need to exercise cunning to keep the heroes from tracing 
the deeds back to him or her, This is something that anyone skilled in the art 
of subterfuge knows: One of the best ways to hide your trail is to make sure 
that there is a trail leading somewhere else. Enemies might lay down false 
clues to lead the heroes (and others) away from their trail, but be careful 
with using this tactic too much. In a roleplaying game, the players rely on 
the Gamemaster for much of their information, and if that information turns 
out to be a false trail or a red herring too often, the players will begin to 
second-guess everything the Gamemaster says, 


THE ART OF BEING SEEN 

Tied to the concept of misdirection, the art of being seen refers to a technique 
where one provides false information simply by making it appear as though 
one thing has happened, when it truly hasn't. A favorite tactic of those with 
exceptionally good resources at their disposal, this kind of deception often 
relies on disguise, forgery, and other similar techniques to create a scene 
that is meant to be witnessed, either by the heroes or by others, One of the 
things that make a deception like this so effective is that these are not just 
rumors being whispered in dark cantinas; the witnesses see and hear these 
things themselves. 


For example, the heroes have had a Falleen crime lord in their sights for 
a long time, and have become a thorn in his side. No longer able to operate 
without the heroes watching his every move, the Falleen puts a plan into 
motion to create a scene that the heroes are intended to witness. The crime 
lord offers to turn himself in to them, and arranges a meeting place where 
the deal can go down. As he is turning himself in, a crazed woman leaps out 
of a nearby crowd and guns him down, claiming to be a widow of a man the 
crime lord has executed. The Fallen lies dead before the heroes, and now 
they no longer have to worry about him. 

Or do they? Perhaps the woman was a plant, and the whole scene was 
staged, Maybe the Fallen turning himself over was a replica droid, or a 
shapechanger, ora talented con artist. Maybe the Falleen was wearing armor 
and only meant to look dead, and when carted off to the morgue he stops 
playing dead and slips away unseen. Now, because the heroes think he is dead, 
the crime lord is free to act without their interference. The Falleen created a 
deception that he wanted to be seen, planting false information that is less 
likely to be scrutinized because the heroes saw it firsthand. 


CLASHING FACTIONS 
One final way to flesh out the events in your intrique adventures is to under- 
stand the maxim that while manipulating individuals is good, manipulating 
factions is better. The entire concept of noble houses jockeying for position 
is based around this principle, and it is one that anyone with any skill in 
intrigue knows. It is for this reason that most politicians and powerful people 
tend to ignore the individual and instead try to maneuver large organizations 
into doing what they want. It's not just a matter of scale, but a matter of 
effectiveness; organizations are made up of individuals, and by convincing 
an organization to act in one way, it becomes easier to manipulate the indi- 
viduals associated with the organization into acting along the same lines. 
On a more practical level, this means that the enemies the heroes face 
aren't just going to be content with dealing with the heroes’ small group, 
and instead will try to target any larger factions the heroes are a part of or 
are allied with. If the heroes are members of the Jedi Order, for example, 
their enemies will attempt to trick not just the heroes but the entire Order 
into taking action or into indecision. Although larger organizations are more 
difficult to manipulate, that won't stop the heroes’ enemies from trying. If 
an enemy can pit one faction against another, that becomes the ultimate 
misdirection. To continue the example above, the villain might fabricate 
evidence that a crime syndicate is secretly being run by a resurgent Sith 
Order, pitting the Jedi Order against the crime syndicate while the villain 
continues to make his own plans, now free of the heroes’ scrutiny while they 
are engaged in the faction conflict the villain manufactured. 
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“ CHAPTER V 
— ACTIONS AND Se ATIONS 
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In the Star Wars galaxy, war is not always obvious and in the open. While 
the skies are full of fighters and blaster reports echo in the streets, more 
subtle combatants watch from the shadows. A Rebel deep within the ranks 
of the Imperial Army can do as much for the war effort as a fighter pilot on 
the front line. In fact, she might do more than the pilot, because if she does 
not “lose” a report from her Imperial Intelligence counterpart inserted into 
» the staff of Admiral Ackbar, the pilot could be blown to pieces by a much 
larger, much better prepared force guarding the convoy he is sent to raid. 
As the Empire and the Alliance struggle for control of the galaxy, leaders 
of noble houses curry favor with one side or the other, all the while hedg- 
ing their bets. No matter which side wins, the nobles plan to retain their 
wealth and power. 
The same is true in the boardrooms of the galactic megacorporations. 


Back room talks are organized with those who have the Emperor's ear, while 
§ ld security operatives are dispatched to either befriend or defend against the 
“eadillignce. The companies exist to supply the galaxy with goods and to turn | 


and they need to protect their ability to do this during both war 


Small stellar nations on the Empire's borders, such as those of the Chiss 
and the Hapans, need to secure their safety during and after the conflict. And 
while Imperial troops and Alliance soldiers blast away at each other, double 
agents, corporate spies, and emissaries from noble houses and independent 
governments whisper to one another and exchange information in their 
out-of-the-way corners. War in the shadows can be every bit as exciting as 

¢ one being waged in the open. 

This chapter presents organizations that embody some of the intrigues 

it can unfold in a Star Wars campaign. The members of those organiza- 

1s can be the heroes' friends, foes, or both, depending on the objectives 
achieved. Although most parts of the Empire and the Alliance are as 
tly contrasted as black and white, many of the groups in this chapter 
ich easy categorization. 
"y say to keep your friends close and your enemies closer. When it 
sto the organizations and people in this chapter, the heroes might not 
‘to tell the difference. 
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CORE WORLD NOBLES 
Core World nobles are born and die in the lap of luxury, spending their days 
surrounded by fabulous wealth and organizing their years around festival 
days and key social events that they attend so that they can be seen by com- 
moners and outshine their peers. Some of these nobles serve with distinction 
as officers in the military, some have successful political careers, and a few 
leave their marks on history as part of the Jedi Order, However, most nobles 
are dabblers and dilettantes who focus more on fashion and high society 
gossip than on any form of career or real work. Few Core World nobles are 
actively involved in business affairs. Instead, their wealth is derived mostly 
from holdings and investments established during colonization booms in 
previous ages of the galaxy, and it is managed by retainers whose families 
have served the noble houses for generations. 

Whether they hail from Alderaan, Coruscant, Ralltiir, or any other Core 
systems listed in the ancient Registry of Noble Houses, Core World nobles 
are the very definition of the idle super-rich, and they go to great lengths 
to display their wealth, They travel set circuits, hosting and attending lavish 
parties and balls where their main objective is to upstage their fellow nobles. 

Even when rendered relatively destitute—a fate that befalls a number 
of Core World noble families whose holdings are damaged or destroyed by 
galaxywide conflict—they keep up their extravagant lifestyles for as long 
as possible, even if it means the next generation of the family will have to 
live in poverty. Of course, “poverty” to a Core World noble is what most 
galactic citizens would define as “wealthy.” It usually takes two or three 
generations for a family to fully exhaust its riches, and before that happens, 
it often manages to recover, perhaps by looking to other noble families for 
financial infusions through arranged marriages or even for help in securing 
honest work. Corulag's House Korden has been known to save noble houses 
teetering on the brink of ruin by forcing a work ethic on them. Members of 
House Korden are rare among Core World nobles in that they remain involved 
in the businesses that were the foundation of the lofty social status they 
currently enjoy. 

‘Asa whole, the Core World nobles are a frivolous bunch that are discon- 
nected from the day-to-day affairs of the galaxy yet believe that their rank 
in society makes them superior to other beings. Their greatest concerns 
revolve around being invited to the right parties, repaying social snubs in 
kind, and putting upstarts and social climbers in their places. (Few things 
annoy a Core World noble more than the notion that the so-called nobles of 
the Tapani Sector, the self-declared Lords of the Expanse, are close to being 
their equals. Nor can they stand it when someone thinks that a member of 
the Tagge family is a Core World noble just because he or she has Palpatine's 
favor and a hereditary title of baron.) 


CORE WoRLO NoBLes 


The arrogance of Core World nobles leads them to be taken in easily by 
fads and swept up in political causes that might prove detrimental to their 
own best interests in the long run. A prime example of this manipulation 
occurs when Emperor Palpatine gains the support of major families in the 
Registry by blaming aliens for the financial devastation of the Clone Wars 
(which causes many of the social season's parties to be scaled back) or by 
giving the nobles positions in his government that sound important but that 
are ultimately meaningless. The real intelligence officers and politicians of 
the New Order consider the Core World nobles to be clowns. But Emperor 
Palpatine furthers the illusion of their significance by tasking them with 
rooting out Rebel sympathizers among the nobles, rewarding them for 
betraying their own by giving them the assets seized from the accused. Thus, 
many families, basking in the false impression of power and respect, assist 
Emperor Palpatine in strengthening his hold on the galaxy. By the time the 
more intelligent among them become aware of their mistake, most are too 
fearful of losing their wealth and status to act. 


Although their reputation for disconnected frivolity is a drawback for 
most Core World nobles, the more cunning members of the families exploit 
this image so that they are underestimated. Over the centuries, some of the 
galaxy's greatest corporate spies, most successful art thieves, and most 
celebrated Rebel intelligence agents pose as empty-headed Core World 
nobles to hide their true natures and activities. 


GOALS 

Asa group, Core World nobles want little more than to enjoy themselves, their 
wealth, and the adoration of their peers and the lesser beings they happen to 
pass on the way to parties. At the same time, they strive to outshine other 
nobles so that they will be noticed, gaining the attention they crave. To do 
this, they are always seen in the most cutting-edge fashions or the most 
expensive and opulent versions of formal wear or traditional garb. They also 
attempt to appear to be more generous than their peers, and if one noble 
is heard to be funding a home for wayward Wroonian females, another will 
soon start a university for them. 

While the Core World nobles strive to be the brightest stars among their 
peers, they also work to tarnish the images of potential rivals. They are par- 
ticularly fierce when targeting anyone not of noble rank who appears to be 
stealing their limelight or otherwise encroaching on their sphere of existence. 


METHODS 
Core World nobles abhor violence and most forms of direct confrontation. 
They deal in whispered half-truths and lies intended to undermine and 
embarrass rivals, If rumor and innuendo fail to stop a competitor, the nobles 
have their retainers secure hirelings that will take more direct action, A Core 
World noble is not above blackmailing a rival into throwing a race or spend- 
ing thousands of credits to steal the design of a gown for the next big ball. 
When Core World nobles enter politics or military service, they employ 
the same underhanded and duplicitous methods, resulting in careers that are 
either very short or very long and corrupt. Political nobles have been known to 
force rival houses into exile by skillfully applying pressure and by fabricating 
evidence of treason, Such scheming is especially common in the early days 
of Palpatine's Empire. Much of the Alliance's initial funding comes from Core 
World nobles who were ousted and hope to regain their place in society. 


NoTaBLe MEMBERS 

With lineages so ancient that their family names are carved in dead lan- 
guages on the foundation stones of long-lost cities, some Core World nobles 
legitimately can claim that their ancestors witnessed the birth of the Jedi 
Order or the formation of the Old Republic. 


Thrackan Sal-Solo 

A descendent of ancient Corellian royalty, Thrackan Sal-Solo is raised in a 
noble house on the verge of exhausting its last credit. His mother schools him 
in the traditions and habits of Core World nobles, and his bearing serves him 
well, Despite his impoverished state, Sal-Solo's grace and heritage land him 
a good position in the Imperial Navy, and he ends up an important player in 
Corellian politics, eventually becoming the head of state. Unfortunately, he 
is a virulent speciesist and launches genocidal attempts to drive aliens off 
the world of Corellia, He is the cousin of Han Solo and has always felt great 
shame over that association, 


Finis Valorum 

For 30 generations, House Valorum involves itself in Old Republic politics, 
concerned mostly with securing funding for arts projects and seeing that the 
central galactic government establishes some form of educational standards 
in the systems it governs. Finis Valorum rises through the Senate and eventu- 
ally becomes Chancellor of the Republic. He is an honorable man with a good 
heart, but he Is too idealistic to succeed in the position. The Tarkin family 
manipulates him early in his reign, and Palpatine ultimately drives him from 
office in disgrace during events that lead to the Clone Wars, 


USING CORE WORLD NoeLes 

Core World nobles make great patrons for a party of characters who are 
just starting out, They can also be used to show heroes that looks can be 
deceiving. For example, the heroes might be cajoled by their patron into 
performing a silly bit of sabotage against a gown that a rival noble plans to 
wear ata ball the following night, only to discover that the rival is secretly a 
Rebel agent or a master thief, The heroes then must decide whether to switch 
allegiances, become targets, or turn the rival in to the proper authorities. 
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DROID EQUALITY 
FOUNDATION 


For as long as droids have existed, some individuals have seen these mechani- 
cal beings not as tools, but as fellow sentients that deserve the respect 
accorded to all intelligent species. Throughout the millennia, various groups 
have addressed the concerns of droids, although most were laughed off 
as naive idealists. However, as droid technology advances, the distinction 
between a sentient droid and a nonsentient droid becomes murkier, making 
it more difficult to argue against giving droids the rights enjoyed by other 
intelligent lifeforms. 


DROID EQUALITY FOUNDATION 


The Droid Equality Foundation is one of the largest, most vocal, and most 
powerful organizations in the galaxy to promote the cause of droids' rights. 
However, behind its appearance of altruism lies a dark secret—the current 
head of the foundation, Jolor Oron, is in fact a replica droid whose ultimate 
purpose is the complete destruction of droids throughout the galaxy. Pro- 
grammed long ago by a brilliant technician with a serious grudge against 
droids, Jolor publicly advocates for peace and integration while covertly 
plotting to poison galactic opinion toward droids. 


GOALS 

The apparent goal of the Droid Equality Foundation is the emancipation of 
droids, raising their status from that of mere tools to that of sentient beings, 
with all the rights that living creatures possess. The foundation views the 
shackles of the restraining bolt and droid caller as symbols of oppression, 
and it works with sympathetic groups and individuals to help free droids 
from this plight. However, the foundation's true purpose is to stir up public 
resentment of droids so that they are seen as threats (as many droids proved 
to be during the Clone Wars). The foundation tries to spotlight legal disputes 
to draw awareness to the droid situation and to secretly nurture bias and 
bigotry toward these mechanical beings. It spreads reports of droids rebel 
ling against their masters—exaggerating or fabricating details about bloody 
revolts—to foster fear and suspicion. 


METHODS 

The Droid Equality Foundation is an outspoken group that lobbies govern- 
ments to pass initiatives to enhance the status of droids, and it manipulates 
the media to spark debate on the plight of droids, However, change is slow 
to come, and foundation members frequently organize huge protests and 
strikes on planets that have large droid work forces. Smaller covert cells of 
the foundation take more extreme steps, including sabotaging droid manu- 
facturing facilities, assassinating enemies, and encouraging the wholesale 
revolt of droids. Through it all, the foundation strives to present a noble face 
to the public while working toward its true goal. 


NoTABLE MEMBERS 

The Droid Equality Foundation is an immense organization that is spread 
thinly across the galaxy and includes members with many different points 
of view. 


Jolor Oron 

Jolor Oron, the current head of the Droid Equality Foundation, exhibits a 
calm, cool demeanor as he preaches peace, tolerance, and understanding 
between droids and other beings, Jolor appears to be a tall, slender near- 
Human from a remarkably long-lived species that is thought to be sparse 
in population. In reality, Jolor is a nearly flawless replica droid with a highly 
advanced heuristic processor. Modified long ago by a brilliant technician 
whose family was killed by Separatist droids during the Clone Wars, Jolor 
became a weapon against droids, His purpose is to slowly change the galaxy's 
opinion on droids until, eventually, they are completely eliminated. Beneath 
Jolor’s charismatic personality lies code designed to help bring about the 
destruction of all droids. Jolor understands his purpose and accepts the irony 
of the situation with the cold logic that only droids possess. 


T-215 ("Toowon") 

1-215, known as "Toowon," is an ancient CZ-Series secretary droid with a 
serious chip on its shoulder. Considered to be a dangerous radical by most 
authority figures, Toowon espouses the belief that droids should break the 
shackles of slavery and ownership imposed on them by organic sentients, 
Toowon moves from droid factories to sector palaces, stirring up rebellion 
wherever it goes. It is aggressive and abrasive in conversation, but remarkably 
persuasive in its arguments. Many critics of the Droid Equality Foundation 
point to Toowon as a prime example of why droids should not be granted 
full rights, although Jolor defends Toowon's behavior as a cautionary tale of 
what happens when a group is oppressed by the masses. All manner of upris- 
ings, strikes, and industrial sabotage have been pinned on Toowon's metal 
shoulders, but so far, no one has been able to gather sufficient hard evidence 
of illegal activities. The foundation's army of lawyers and lobbyists works 
hard to keep it this way, much to the dismay of the organization's detractors, 


A7-E3PO (“Aysev") 

The protocol droid A7-E3PO (known as "Aysev") serves as the Droid Equality 
Foundation’s voice of reason and patience. It speaks for Jolor Oron when he 
is not available and sometimes is sent as a representative in its own right. 
Aysev lacks the fussiness found in many protocol droids and projects a 
soothing personality with an uncanny ability to shift the attitudes of others 
during debates. Aysev is a counterpoint to Toowon's radical (and potentially 
dangerous) creed but is quick to defend the passion of its "brother" for the 
cause. Aysev travels the galaxy to spread the beliefs of the Droid Equality 
Foundation and can be found in courts, corporate headquarters, the Galactic 
Senate, and other governmental bodies, lobbying on behalf of the organi- 


zation. Aysev possesses a secret, however—it is aware of Jolor's true plan. 
The protocol droid has been reprogrammed by its leader to exhibit utmost 
loyalty, even though the foundation's real goal works against the interests 
of all droids, including Aysev. 


Kiyr Gir'sku 

Kiyr Gir'sku serves as the second most prominent “soft skin” in the organiza- 
tion, behind Jolor Oron, Kiyr, a Bothan noble, is a master litigator who takes 
on the largest and potentially most explosive cases in the courts of the 
galaxy, using her media savvy and flamboyant personality to create a circus 
on HoloNet feeds. Sadly, Kiyr is ignorant of the foundation's true purpose 
and is viewed by Jolor as merely a tool to be exploited, 


USING THE DROID 

EQUALITY FOUNDATION 

The Droid Equality Foundation functions as a specialty organization that pos- 
sesses a narrow focus but has broad implications for a Star Wars campaign. 
Droids are everywhere, and the Gamemaster could seed the background with 
reports of droids going on strike, businesses shutting down due to droid inac~ 
tivity, Fights between droids and organic beings, or even riots in the streets. 
The foundation could be in the forefront or the background, adding an air of 
intrigue and ulterior motives to seemingly unrelated events. Heroes with a 
sympathetic attitude toward droids might be targeted by antidroid activists, 
corporations, or government groups that lump the characters (intentionally 
or otherwise) in with the foundation, which is viewed as merely misguided 
by some and as dangerous by others. 

If any of the heroes are droids, the Droid Equality Foundation can help 
them cut through the red tape regarding droid/owner regulations and 
responsibilities or act as legal counsel for heroes who run afoul of the law, 
In places where droids have no rights whatsoever, the intervention of the 
foundation can keep them from being systematically dismantled as a result 
of a transgression or a misunderstanding. The foundation also serves as a way 
to provide heroes with “unattached” droids that are looking for their places 
in the galaxy. By proving their independence, individuality, and usefulness, 
adventuring droids help to advance the belief that droids should be granted 
the same rights as other sentient beings. 

If the heroes catch wind of the Droid Equality Foundation's true purpose, 
they earn the group's wrath. Since public sentiment about droids is already 
rather calcified, the heroes might find that authority figures consider their 
discovery to be little more than conspiracy theory claptrap. The foundation's 
inner circle spends a great deal of time monitoring news feeds that come 
close to revealing the truth, spreading lies and counter-rumors, and ruining 
the reputations of their opponents. Particularly careless heroes might even 
face an assault by the foundation's little-known assassination division, 
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THE FIREBIRD 
SOcIeETY 


Until the Imperial period, the Firebird Society is a harmless organization 
devoted to providing networking support and recognition for female military 
officers. As with so many other parts of galactic civilization, it becomes 
something more sinister when touched by Emperor Palpatine’s shadow. 

Founded on the Core World of Liana 2,000 years ago, the Firebird Society 
is initially created as an exclusive club for females who achieve top status as 
fighter pilots in the Lianna military academy. They serve as “wingmates” for 
one another as they rise through the ranks of the military and as mentors 
for similarly talented women who follow in their engine wash. 

As the centuries pass, the Firebird Society achieves its goals and tran- 
scends its roots by transforming into an organization with a far less restrictive 
membership requirement. Chapters of the Firebird Society start appearing at 
military academies throughout the galaxy and in all branches of the armed 
services. Membership remains exclusive to females, and a candidate has to 
be nominated by two members in good standing, one of whom must produce 
the Firebird Society pin for the newcomer. Members also have to be dedicated 
to upholding the highest standards in military traditions and to defending 
their sisters-in-arms and the Republic in general. In some parts of space, 
members of the Firebird Society perform so well on the field of battle that 
the group becomes a semiofficial organization, with members being granted 
permission by the High Command to wear their Firebird pins on their dress 
uniforms. Some of the most highly decorated pilots and officers who fight 
alongside the Jedi during the Freedon Nadd Uprising are Firebirds. 

As Palpatine's New Order gains in strength, it brings more than political 
change and rank speciesism to the structure of the galactic military. Sexism 
bordering on misogyny becomes common in the highest ranks of all military 
branches, and soon only the most exceptionally talented women (or those 
from the wealthiest and most powerful noble or ancient military families) 
are able to rise above the rank of major in the Army or the rank of com- 
mander in the Navy. 

When Major General Tessala Corvae gets fed up with the situation, the 
Firebird Society becomes home to a secret order dedicated to striking back 
at those who would deny rightful opportunities to female officers. Under 
her leadership, this subgroup uses any means necessary to punish military 
officers who stand in their way, short of betraying the Empire to the Rebels. 
Members engage in blackmail and vigilante attacks against corrupt officials 
and suspected Alliance agents alike. At its height, the secret Firebird Society 
has over 200 members and is well equipped with misappropriated Imperial 
military hardware. 

Eventually, Corvae's Firebirds become so successful that they are targeted 
by the intelligence organizations of both the Alliance and the Empire. Although 
both sides capture some members, the Firebirds remain unfailingly loyal to the 
sisterhood, and the organization remains intact and mostly hidden. 


When Ysanne Isard takes control of Imperial Intelligence following Pal- 
patine's fall, Corvae offers the services of her group. Isard is impressed with 
the Society's record, and she promotes many members to key, high-level 
military posts while keeping others working covertly as her eyes and ears 
within Imperial ranks. 

The Firebird Society has always been composed mostly of fighter pilots, 
although its ranks are open to all branches of military service. Even members 
of the Space Rescue Corps can be considered for membership in the official 
group; distinguished military service is the only requirement. Similarly, 
the Firebirds have been almost exclusively Human through the centuries, 
although there are no restrictions on what species a member must be. 

During the Legacy era, the Firebird Society is placed on the Galactic 
Alliance Guard's watch list of subversive organizations, primarily because 
the GAG does not trust any group whose members seem more loyal to one 
another than to the Alliance. To some extent, the GAG is right not to trust 
the Firebird Society. Although violent vigilantism died with Tessala Corvae, 
the group continues to aggressively and covertly seek damaging information 
against any individual or organization it perceives as standing in the way 
of a worthy female's military career for no reason other than her gender. 


THe Fine@inD Society 


GOALS 

The official Firebird Society exists as a way to recognize elite military officers 
and provide its members with a network of contacts through which they 
might further their careers. During the Imperial period, a small movement 
within the Society is dedicated to undermining and destroying the careers 
of male officers they view as standing in the way of female advancement. 
Ultimately, both branches of the Society are interested in recognizing and 
promoting the military prowess of honorable female officers throughout 
the galaxy. They simply differ in how far they are willing to go to achieve 
that goal. 


METHODS 

The official Firebird Society holds regional meetings during which individual 
members keep their eyes open for new recruits or opportunities to help their 
sisters advance their careers. 

The secret Firebird Society uses the meetings to covertly exchange 
intelligence about politicians and military functionaries they blame for 
their stalled careers. The Firebirds then use this information to undermine 
these targets, perhaps by leaking details about corrupt activity the targets 
are involved in or by blaming the targets for security breaches or sabotage 
(perpetrated by the Firebirds themselves). Occasionally, the secret Firebirds 
also engage in vigilante attacks against suspected Alliance agents or cor- 
tupt officials, forcing the disbandment of Rebel cells. When on such attack 
missions, the Firebirds wear hoods and masks to conceal their identities, 
and they don form-fitting black commando jumpsuits that leave no doubt 
about their gender. 

The secret Firebirds also create their own weapons caches and secure 
transports for their missions. They accomplish this by altering supply orders 
and manifests so that arms and even small ships are directed to the Society's 
clandestine hideouts. 


NOTABLE MEMBERS 

The membership roster of the Firebird Society reads like a who's-who of the 
best and brightest female military commanders to serve during the past two 
millennia. However, one woman more than any other has made an impact on 
the galaxy at large: Tessala Corvae, 


Tessala Corvae 

Major General Tessala Corvae comes from a long line of highly decorated 
officers and possesses a brilliant military mind and a natural flair for com- 
mand. Yet after working twice as hard to achieve her rank as officers who 
had a fraction of her talent or heritage, she ends up in command of a bat- 
talion stationed on Tallaan in the Tapani Sector, where the worst conflicts are 
brawls between young nobles during parties. With no opportunity to prove 
herself in the real war, Corvae knows that she has reached the pinnacle of her 
career, thanks to the misogynistic military high command of the New Order. 


As she fumes over her fate, an idea starts to form in her mind. She has 
been a member of the Firebird Society since her days at the Academy. She 
never considered it more than a simple social club and minor networking 
tool, but now she starts to view it as more. She realizes that the Firebird 
Society could become a vehicle through which female officers could earn 
true respect and recognition, even if only among their peers. 

Corvae forms a secret organization within the structure of the Firebird 
Society. She reviews the service records of thousands of members and care- 
fully feels out the opinions of a dozen who seem the most brilliant and most 
embittered by their lack of advancement. After determining their true level 
of anger and frustration, she offers them an opportunity to use their superior 
skills and intellects in the service of the Empire while evening the score. 

Corvae's secret Firebirds evolve into a shadowy group hunted unsuccess- 
fully by both Alliance and Imperial Intelligence. She eventually allies with 
Ysanne Isard and finally achieves the recognition she sought for herself and 
her followers. 

Ultimately, Corvae dies in the same battle that leads to the demise of 
Isard and the final fall of the Empire, 


USING THE FIREBIRD SOCIETY 
Originally, the Firebird Society is a mostly harmless sorority whose members. 
network and help one another advance their careers. A particularly sexist 
member might try to undermine the careers of males who are viewed as 
obstacles—particularly after Palpatine comes to power—but in general, the 
society is a benign group working to legitimately advance the careers of 
its members. 

Once Tessala Corvae creates the secret branch of the Firebird Society, 
however, the intrigue and conspiracy blossom. The clandestine group main- 
tains a treasure trove of blackmail material that the Alliance could put to 
excellent use if it could gain access to the information. Heroes with Rebel 
sympathies, if recruited, might end up as double agents within the ranks of 
the organization. An Imperial officer could offer a captured Rebel an oppor- 
tunity to walk if she locates and destroys damaging information about him 
that is in the Firebirds’ possession. 

A natural use for the Firebirds Society is to have a party of female heroes 
legitimately join the society. The heroes can work to bring down the Rebels 
and their sexist Imperial male counterparts by any means available, 
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THE GALACTIC 
ALLIANCE GUARD 


When the weak central government of the New Republic is unable to coor- 
dinate an effective response during the Yuuzhan Vong invasion, Chief of 
State Cal Omas spearheads a reorganization of the galactic government. He 
creates a stronger regime that takes many political and military decisions 
away from individual star systems. The result is the Galactic Federation of 
Free Alliances (shortened to "Galactic Alliance"), and this new centralized 
government not only drives back the Yuuzhan Vong but also forges a series of 
alliances that unites such disparate groups as the Chiss, the Hapans, and the 
Imperial Remnant under one banner. Not since the height of the Old Republic 
has a central galactic government included so many people under its control. 

For five years, the Galactic Alliance directs efforts to rebuild a galaxy 
devastated by the Yuuzhan Vong. In the face of growing protests and violent 
terrorist groups opposing the increasingly dictatorial methods of the govern- 
ment, a covert branch of Alliance Intelligence is formed. Termed the Galactic 
Alliance Guard (GAG), this secret police force is dedicated to finding and 
eliminating those who threaten galactic peace and order. 

From its founding, the GAG is led by Jedi Knight Jacen Solo, who is severely 
scarred by trauma experienced during the Yuuzhan Vong War. As a result, he 
brings an overzealous and coldhearted attitude to his duties, giving those 
under his command leave to use any methods to identify enemies of the 
Alliance and force them to reveal their comrades. The GAG is soon feared 
across the galaxy by common citizens from every walk of life, no matter 
what their political bent. 

The fanaticism and brutality with which Jacen Solo and the GAG hunt 
down those considered to be enemies of peace lead him to fall prey to the 
corrupt guidance of Lumiya, a self-styled Dark Lady of the Sith. Jacen's 
excesses grow more severe, and eventually he gives himself fully to the dark 
side and is reborn as Darth Caedus, He then turns the GAG apparatus toward 
elevating himself to the position of leader of the Galactic Alliance and in 
doing so triggers the Second Galactic Civil War. 

Darth Caedus is killed in a lightsaber duel by his twin sister, Jedi Knight 
Jaina Solo, in 41 ABY. That same year, many of the GAG's top operatives are 
killed during a failed operation in the Corellian System. 


GOALS 

The Galactic Alliance Guard is founded to protect government institutions 
and citizens from violent terrorist attacks being coordinated primarily from 
Corellia. Later, the organization expands its mandate to target anyone their 
leader views as a threat to galactic peace and to his own power. Anyone who 
expresses a negative opinion of the Galactic Alliance risks brutal interrogation 
in the GAG's holding cells at its Coruscant headquarters or aboard its mobile 
command center, an /mperial lI-class Star Destroyer named the Anakin Solo. 

The GAG wants to seem as omnipresent as the intelligence apparatus of 
Palpatine's Empire had been, and it wants to inspire the same level of fear 
in the populace. On Coruscant, the group achieves this goal, although on 
Corellia, the GAG only hardens resistance against the central government, 
inspires further terrorism, and ultimately is one of the catalysts of the Second 
Galactic Civil War. 

Once Jacen Solo falls to the dark side and seizes the reins of galactic 
power, the GAG becomes his personal enforcement tool. Anyone he views 
as standing in the way of his personal goals—which involve bringing about a 
lasting peace by forcing the galaxy to obey his will—is targeted for imprison- 
ment or assassination. 

After Jacen Solo’s defeat, the GAG is formally disbanded. If any of the 
organization's top operatives survive, itis likely that they continue to operate 
in secret as the Galactic Alliance reestablishes itself (now under the leader- 
ship of Grand Moff Tarkin's one-time mistress Daala) and that they harbor 
particular animosity toward Corellians. 


METHODS 

The Galactic Alliance Guard is well equipped and well funded, staffed with 
top agents recruited from the Coruscant Security Force, the Galactic Alliance 
Intelligence Service, former New Republic Intelligence and Special Forces 
operatives brought out of retirement, and a handful of Jedi. The GAG has 
access to the most elaborate and modern surveillance and communica- 
tion gear available, as well as a vast budget, all of which is put to efficient 
use. Forty years of counterintelligence, insurgency, and counterinsurgency 
expertise is brought to bear in the creation of the GAG, and its intelligence- 
gathering methods and capabilities are the finest and most extensive that 
the galaxy has ever seen, 


THE GALACTIC ALLIANCE GUARO 


All manner of simple and technological methods are 
applied, including sitting in cantinas and listening to conver 
sations, planting bugging devices, and designing elaborate 
systems to monitor local and interstellar transmissions 
for key phrases, faces, or images. The GAG gathers 
and processes all information that might lead to plots 
against the Galactic Alliance and its citizenry. 

If someone is suspected of being a terrorist or 
of harboring antigovernment sentiments, the GAG 
dispatches teams to arrest the suspect and his or her 
entire family, They subject the suspect to the harshest forms 
of interrogation, hoping to force him or her to reveal fellow 
conspirators. Meanwhile, they apply other techniques to the 
suspect's relatives—including letting them witness what is 
happening to the suspect—to gain supporting information 
orthe names of more targets for investigation. 

The GAG also encourages informants to report anyone 
they believe to be suspicious, and the group pays handsomely 
for tips that provide actionable intelligence. 

When Jacen Solo assumes the identity of Darth Caedus, the 
GAG morphs into a brutal paramilitary force that orchestrates 
assassinations and engages in commando operations augmented 
by the Anakin Solo. 


NOTABLE MEMBERS 

Inits early days, the GAG includes a wide swath of top- 
of-the-line operatives from four decades of galactic 
intelligence operations; it is a veritable who's-who of 
spies and law enforcement personnel, Shortly before the death of Jacen 
Solo, however, the group consists more of operatives who have been drummed 
aut of various intelligence services than of those who have served with honor. 


Jacen Solo (Darth Caedus) 

Asa young man, Jacen Solo is a gentle Jedi whose empathy for all living 
things causes him to develop a number of Force skills related to animals and 
nature. However, torture at the hands of the Yuuzhan Vong and the death 
of his younger brother Anakin darkens and stunts Jacen's spirit. He becomes 
casy prey for the dark side, and when he gets a taste of real power as the 
head of the GAG, it claims him, 


Jacen is an officer who leads from the front. He never asks his agents 
to perform tasks that he himself is not willing to do, and he personally 
conducts some of the most brutal raids, most vicious interrogations, 

and bloodiest assassinations. Jacen even attempts to assas- 

sinate his own parents when he comes to the conclusion that 
they are plotting against both him and the Galactic Alliance— 
Han Solo is a Corellian, after all. 
Despite his dark and violent turn, Jacen's heart remains com- 
mitted to the same goal he has followed since childhood: bringing 
peace and harmony to those around him, But, twisted as he is by 
the dark side, he intends to force that peace and harmony upon 
the galaxy on his terms, 


USING THE GALACTIC 
ALLIANCE GUARD 
The GAG is nearly perfect for a campaign in which the Gamemas- 
ter wants to hit a range of intrigue-related story points. When 
it is first formed, the GAG is a place where law enforcers and 
covert agents (such as the heroes) use their skills to prevent 
terrorism and ferret out those who would disrupt the hard-won 
peace enjoyed by the galaxy after the defeat of the Yuuzhan 
Vong. But as time goes on, the heroes realize that their missions 
increasingly are directed not at terrorist sympathizers 
and insurgents but at harmless writers or politi- 
cians who have questioned the government's 
direction, At this point, the heroes might be 
approached by someone working for another 
branch of the regime or for the Jedi Order who seeks their help to 
determine Jacen Solo's true agenda. This contact might be sincere 
or might be a plant sent by Jacen to test the party's loyalty. Depending on 
their interests, the heroes might find themselves at odds with the GAG, or 
they might become Jacen’s trusted minions and help support his overthrow 
of the Galactic Alliance leadership, whom he views as having betrayed the 
public trust. 

The GAG can also be used as a simple replacement for the stormtroop- 
ers and Imperial Intelligence officers of the Rebellion era, but putting the 
heroes on the inside and having them gradually realize the truth about the 
organization is a more exciting story prospect. 
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THE HAPANS 

The Hapans are a species of attractive near-Humans who hail from the Hapes 
Cluster, a group of stars isolated from the rest of the galaxy by ionized gas 
clouds that are difficult to navigate. Hapans diverge from baseline Humans 
in that they tend to have weak night vision because their planets never get 
truly dark due to the illuminated gases that fill their star systems. 

Hapans live on 67 worlds that they call the Hapes Consortium. They have 
been ruled by a strict matriarchy led by a Queen Mother for 4,000 years, 
ever since a group of females enslaved by the pirates who first settled the 
Hapes Cluster rose up against their captors. The Hapans intentionally isolate 
themselves from the rest of the galaxy, their mighty warships zealously 
patrolling the few passages that exist through the stellar drifts and repelling 
all attempts at military action, diplomacy, or trade that the Old Republic or 
the Sith attempt to initiate with them 

Things change with the fall of Emperor Palpatine’s government and the 
creation of the New Republic, Queen Mother Ta'a Chume personally leads 
diplomatic efforts that result in the Hapes Cluster becoming a founding state 
in the New Republic, but the Hapans ultimately play a very small part in the 
new galactic government. They do not even bother to seat more than a third 
of their Senate delegates, nor are they particularly cooperative with mercan- 
tile houses wanting to establish trade on anything but a few border worlds, 


THE HAPANS 


The Queen Mother is, primarily, looking for a way to pacify a growing 
rebellion on the planets located on the frontier between the Hapan domin- 
ion and the rest of the galaxy. These worlds have always been difficult 
to govern, but they become even more unruly in the period during which 
Emperor Palpatine rules the galaxy. Imperial Intelligence provides support 
for would-be insurgents in the hopes of gaining a foothold from which the 
Empire can scout the mysterious and reportedly very rich regions of the 
Queen Mother's domain. 

By allowing the restless planets to feel as if they have some independence 
from the government and a part to play in the galaxy, the Queen Mother 
hopes to give them the illusion of freedom, However, no laws change on 
those worlds, and the enforcement methods of Hapan police and space 
patrols remain as draconic as ever. The majority of Hapans stirred up by 
Emperor Palpatine's agitators are content with the illusion of change, and 
Hapan control is reasserted. 

Due to a shaky history with Force users, the Hapes Consortium is not 
fond of Jedi. In fact, an organization known as Ni'Korish, which is named 
for the mother of Queen Mother Ta’a Chume, reflects its namesake's deep 
hatred for the Jedi, 

Because of the many pirates that plague the Hapes Consortium, the 
government keeps a sizable fleet to protect its worlds. The Hapan Royal 
Navy includes Hapan Battle Dragons and Nova-class battle cruisers among 
its key capital ships. The fleet's known flagships include Star Home and 
Song of War. For starfighters, the Consortium prefers the Olanji/Charubah 
Miy'til fighter and assault bomber. (For details on the Miy'til, see page 112 
of Starships of the Galaxy.) 

During the Yuuzhan Vong invasion, the Hapans lose most of their fleet 
at the Battle of Fondor. The public perception is that they could have kept 
their fleet and remained safe within the stellar drifts if they had stayed out 
of galactic affairs. As a result, the Hapan government becomes even more 
isolationist during the Legacy era, despite a desire for more openness on the 
part of Queen Mother Tenel Ka. 


GOALS 

The Queen Mother's government in all its forms and branches wants to 
maintain control. For the Hapan rulers, keeping order comes first, and the 
happiness of the people is a distant second. The government wants its citizens 
to be healthy, wealthy, and comfortable, but only ifit can tell them when and 
how to enjoy such benefits. The leaders are also concerned with maintaining 
female superiority within Hapan culture by continuing traditions held since 
the first Queen Mother took her throne. 

Over the centuries, there are a variety of movements that intend to bring 
change to Hapan society, usually focused around granting males the rights 
to own and inherit property and to receive advanced education without the 
authorization of female relatives or government officials. These movements 
range in character from peaceful groups that petition the Queen Mother's 


government to violent insurgencies that seek to overthrow the Hapan lead- 
ership and carve out their own territory within the Consortium. Invariably, 
leaders of these groups continue their work from prison. 


METHODS 

On the surface, Hapan society appears beautiful and graceful. The people are 
considered to be more physically attractive than the Human norm elsewhere 
in the galaxy, and their architecture, ship designs, and fashion focus on 
elegant lines that echo rather than overwhelm the beauty of the environ- 
ment. Beneath the surface, however, Hapan society is brutal, oppressive, and 
violent. From the lowest beggar to the Queen Mother, Hapans get ahead in 
life by forcing their will on others, using blackmail, threats of violence, and 
outright violence. Still, the illusion of civil society must be maintained, and 
no criminal is punished more harshly than the murderer or blackmailer who 
is caught red-handed, 

The Queen Mother's government does what it can to discourage rampant 
violence, but the government institutions that exist to protect and control 
the people are structured to use fear to achieve their ends. In addition, a 
well-known network of informants, police officers, and others have the 
freedom to be judge, jury, and executioner when the situation warrants it. 
This network rarely uses this draconian authority, however, instead relying 
on the nonlethal technology of the Gun of Command, This unique weapon 
fires an energy beam that makes the target docile and pliant to suggestion. 
The Hapans use it to force suspected criminals to make public admissions of 
guilt before the captives are taken to prisons, subjected to more extensive 
brainwashing techniques, and reprogrammed to be productive citizens. Of 
course, some political figures cannot be dealt with in such a fashion, and 
some criminals are beyond the reach of the law. When the Hapans deal with 
such people, assassinations are commonplace. 

The resistance to the Queen Mother's government is no less underhanded 
and brutal. In fact, the insurgents tend to be more violent than the oppres~ 
sors, since they often fund themselves by piracy and by holding public 
figures for ransom. 

In the past, someone who got on the wrong side of a powerful leader 
or group in Hapan space could seek safety by fleeing beyond the territory 
of the Consortium. But as the Hapans expand their interests outside their 
borders, so too do their assassins begin to pursue targets to the ends of the 
galaxy, if need be. 


NOTABLE MEMBERS 

Before the Galactic Civil War, members of Hapan society have no significant 
impact on the galaxy at large. After that conflict, Hapans begin to become 
active outside their own territories. 


Prince solder 

Known as the Chume'da or prince, Isolder is the second son of the Queen 
Mother during Emperor Palpatine's reign and in the early years of the New 
Republic. He spends his youth adventuring throughout and beyond Hapan 
space, hunting the pirate lord who assassinated his older brother. Isolder 
eventually returns to Hapes, where he assumes his duties as crown prince. 
During a series of adventures surrounding his mother's diplomatic mission 
to Coruscant, he meets and falls in love with Dathomiri Princess Teneniel 
Djo and marries her over his mother's objections. 

When Isolder's mother steps down from the throne, he rules as Queen 
Mother Djo's consort. He is more widely traveled than many Hapans, and Djo 
is an outsider, so the two of them start to change the strict and matriarchal 
nature of the government. When most of the Hapan fleet is lost fighting the 
Yuuzhan Vong and Queen Mother Djo is assassinated following a miscarriage, 
Isolder's daughter Tenel Ka takes the throne. 


Queen Mother Ta‘a Chume 

With the longest recorded reign of any Queen Mother of the Hapes Con- 
sortium, Ta'a Chume is a cold-hearted, vicious ruler who would do anything 
to cling to power, short of openly bringing shame to the royal bloodline. A 
great strategist, she maneuvers those around her like pawns in a game to do 
whatever suits her needs. She views her eldest son, Kalen, as pathetic and 
orders his assassination. When her younger son, Isolder, falls in love with 
Lady Ellian, Ta’a Chume orchestrates the lady's murder. The Queen Mother 
reluctantly accepts Teneniel Djo as Isolder’s wife, but her plots continue. 


USING THE HAPANS 

Players choosing to take on the role of a Hapes Consortium member should 
decide with which noble house they are connected. The Gamemaster is 
encouraged to create characters that oppose the goals of Hapan heroes, The 
Consortium might be used to aid or deter New Republic plans, to give Jedi 
party members a difficult time, or to serve as allies against the local pirates 
or the invading Yuuzhan Vong. 

Those allied with the New Republic might be able to find friends within 
the Hapes Consortium, but not everyone in the Consortium is sympathetic, 
Females, especially beautiful ones, find it easier to make alliances here. Jedi 
will not earn respect or trust easily. Because of the cluster's isolationist his~ 
tory, its residents do not warm to outsiders, Those who fight pirates or keep 
the Yuuzhan Vong invasion out of the Hapes Cluster might find allies within 
the Consortium, The Hapans might even aid against the Imperial Remnant, 
but only if it suits them. 

Pirate and mercenary characters will find themselves at odds with the 
Hapes Consortium. Force-users are not well liked in the cluster and might 
become the victims of frame jobs or assassination attempts. Noble women of 
influence in the Consortium might be targeted by other female nobles schem- 
ing to increase the chances of their bloodlines taking the throne someday. 
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HOUSE KORDEN 

For 14,000 years, the fortunes of House Korden have been tied intimately to 
those of the galactic citizenry. The name might not loom large in the public 
consciousness, but few histories of galactic civilization are written without 
reference to the Korden line. 

Some 12,000 years before the Battle of Yavin, successful Corulag mer- 
chant Haddius Korden stakes his future on the ever-larger waves of colonists 
that are heading to the farthest frontiers of space to make new lives for 
themselves. He reshapes the family business into Korden Outfitting and 
Surveying and sets about supplying gear and necessities for the colonists’ 
new homes. The business venture is a tremendous success. 

‘Asthe centuries pass, the Korden family starts investing in actual colonies. 
Asa result, a Korden Outfitting and Surveying retail outlet is usually the first 
business in a colony's new port, and the Kordens are among the first major 
landowners in thousands of colonies. During the Imperial period, the family 
owns property in over 6,000 star systems. 

As interstellar commerce matures, the Kordens’ early efforts in starport 
development are central to developing port regulations, They spend a good 
deal of credits petitioning the Republic Senate and local governments to 
standardize safety requirements for starships of all types and sizes. They feel 
that too many lives are lost because unscrupulous traders market substandard 
ships, perform slipshod repairs, and sell badly mixed fuel. 

House Korden is officially created 9,349 years before the Battle of Yavin. 
As part of the observation of the 1,000th year since the colonization of the 
Expansion Region world of Novar, the people create a principality for the 
Kordens, granting them 3,000 square kilometers of land on Novar. In one 
corner of that domain, the Kordens build an elaborate vacation resort to be 
used by themselves, their friends, and their favored employees and retainers. 
They open the rest of the land for public use and continue to keep the area 
maintained as a nature preserve. 

As the Republic grows in strength and influence, House Korden’s Core 
Worlds roots guarantee that the Republic has the support of both the Korden 
family and its company, but the far-flung and diverse natures of its holdings 
ensure a perspective that is broader than most. Over the millennia, Kordens 
are found as representatives in the Senate and among the ranks of the Jedi 
Order, and in both places, they are voices of moderation and peace, arguing 
that armed conflict leads to suffering that politicians and generals never see 
or experience. Even when its corporate empire is in flames during the Great 
Sith War, House Korden argues for peace to the very end. 

During the Imperial period, House Korden’s long-held pacifist beliefs fall 
by the wayside. While wearing a purposefully bland mask in public, the House 
quietly supports the Rebel Alliance with supplies and equipment needed to 
establish hidden bases in inhabited systems. The Kordens' lack of open sup- 
port for the Empire costs their business billions of credits, and the family 
suffers socially and financially, but when Emperor Palpatine’s end comes, the 
Kordens are among a very few of the galactic elite whose honor is intact. 


House KORDEN 


GoaALs 

The Korden family is rare among the elite. Its members are motivated by 
serving the greater good, and they never lose sight of the fact that wealth 
and power do not earn them a place above the common citizens of the 
galaxy. The Kordens want to bring comfort, happiness, and prosperity to as 
many people as they can, regardless of species or political affiliation, and 
they want to do it in ethical ways. They use their wealth and authority to be 
advocates for the ordinary people. 


METHODS 
Members of the Korden family have always believed firmly in the rule of 
Jaw, and they wields whatever influence they can to enforce it. When they 
encounter a situation that they consider to be unfair or unjust, they use their 
wealth and standing to address problems in the system. But they do not 
flaunt their credits or authority, preferring a more subtle, low-key approach. 
For example, when the Republic sets aside the Corporate Sector as a free 
trade zone, House Korden eagerly helps survey the region and establishes 
early settlements. When more organized efforts get under way, the Kordens 
decide they cannot take part. Colonists on worlds sponsored by the Cor- 
porate Sector Authority are required to enter into agreements that render 


them one step above slaves, a requirement that the Kordens find abhorrent. 
House Korden leases its Corporate Sector grants to other firms and turns its 
back, while quietly lobbying the Senate to impose more regulations on the 
corporations operating in the region. 

Predictably, the Korden family's tradition of working within the system to 
improve it fails completely during Palpatine's rise to power. The family's quiet 
attempts to mount political resistance to the New Order results in Palpatine's 
propagandists labeling the Kordens as the sort of do-nothing leeches that 
brought the galaxy to its current state. Although the Kordens counter such 
publicity on worlds where they have large holdings, they become pariahs, 
and most markets—except those on wild, untamed worlds and with certain 
large corporate clients—are closed to them. As a result, the Empire virtually 
forces the Kordens to work with the Alliance. Even then, the Kordens argue for 
peaceful overtures and diplomacy, encouraging propaganda efforts intended 
to cause military officers to defect to the Rebellion. 


NOTABLE MEMBERS 
In its 14,000-year history on the galactic scene, the Korden family has 
touched every corner of the explored galaxy. 


Prince Tavin Korden 

The head of Korden Outfitting and Surveying during Palpatine's reign as 
Chancellor and Emperor, Tavin Korden indiscreetly reveals his true opinions 
about the New Order during a meeting of Corulag's Planetary Assembly. Lord 
Darth Vader subsequently starts harassing him and other Kordens. Tavin isa 
close friend of Orman Tagge, the head of the Tagge Company, and together 
the two concoct a number of subtle schemes to turn the tables on Vader, 
(Friendship and hatred of Vader are the only things the two men share; Tavin 
never reveals his deep sympathies for the Rebel Alliance to Tagge.) 


Jedi Master Jayshon Korden 

During the wars that lead to the scattering of the Mandalorians and the 
eradication of the Sith Empire, Jayshon Korden is a reluctant warrior who 
fights alongside his fellow Jedi while arranging secret negotiations with 
their enemies. Korden's attempts at paving the road to a negotiated peace 
fail miserably. As the Jedi Order rebuilds in the wake of the war, Korden's 
philosophies help to shape the future of the Order, and a number of isolated 
Korden family holdings are given to the Jedi for agricultural purposes or as 
places to build new temples and training centers. 


Arani Korden 

The eldest child of a branch of the Korden family that settled Naboo as part 
of the first group of colonists on that world, Arani Korden Is a frivolous, 
spoiled teenager—until she takes part in the underground resistance during 
the Trade Federation's occupation. More than any Korden in centuries, she 
sees that true suffering exists in the galaxy and that people with backgrounds 
of privilege and power must take responsibility. 


Arani asks her father to arrange a job for her at the Korden Outfitting 
and Surveying headquarters on Corulag. As Palpatine reshapes the Republic 
in his image, Arani watches reports from all corners of Korden's business 
empire of the chaos and destruction that spread as the old ways crumble 
and as the Jedi are betrayed. 

Arani's experience on Naboo causes her to feel more loyalty for and sup- 
port of the Jedi Order than the average citizen feels, and she helps a number of 
Jedi escape the Empire's clutches. That same experience leads Tavin Korden to 
place Arani in charge of Korden's internal security; he reasons that someone 
who was a rough-and-tumble delinquent in her youth is ideal for outwitting 
hijackers and thieves. However, as the Rebel Alliance's opposition to Emperor 
Palpatine's reign grows, Arani uses her position to facilitate thefts of equip- 
ment from Korden warehouses, which are then delivered into Rebel hands. 

Arani eventually becomes the head of the company, and as the New 
Republic devolves into a dictatorship, she turns Korden resources to founding 
out-of-the-way settlements that remain secret from the regime, She also 
helps people who need to keep a low profile vanish into the wilds of the 
company's undeveloped holdings. 


USING HOUSE KORDEN 

House Korden is an ancient noble family. As such, its members have repu- 
tations to protect and holdings and secrets to guard. They might be more 
concerned about the common citizen than are most of their peers, but they 
are still nobles. 

The family employs thousands of retainers. The heroes might be among 
them and could be called upon to perform tasks such as covering up some 
of Arani Korden's more embarrassing youthful indiscretions or discovering 
and countering plots launched against the family by Darth Vader and his 
followers as payback for Tavin Korden’s comments. Alternatively, the heroes 
might be hired by others to find or fabricate evidence that would show the 
Kordens to be traitors to the Empire. 

Korden Outfitting and Surveying is also a rich source of intrigue, During 
the early years of the family business, the heroes might untangle schemes 
aimed at stopping colony efforts being funded by the firm. Once the Empire 
is established, the heroes might be tasked with finding Imperial agents 
among the firm's staff so that Arani Korden can aid the Alliance safely, or 
the characters might be Imperial agents trying to catch Arani red-handed. 
Similar scenarios work during the Legacy era, 
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IMPERIAL 
INTELLIGENCE 


Although scattered and a shadow of its former self, what is left of the Impe- 
rial Intelligence network tries to thwart the rise of the New Republic. Once 
the Empire has been split into endless, petty factions, each military leader, 
rogue warlord, and greedy politician needs information not just about the 
New Republic but also about the other factions vying for Imperial control. 

After surviving the Battle of Endor in disarray, Imperial Intelligence aids 
director Ysanne Isard in taking over the Empire. Eventually, competing war- 
lords lead to a variety of agents, military leaders, Moffs, governors, and other 
Imperial representatives coming into conflict for territory and information. 
In some cases, this conflict pits Imperial Intelligence against itself. Many 
personnel and resources end up in the service of Warlord Zsinj and, later, of 
Grand Admiral Thrawn. 

Imperial Intelligence members receive standard military ranks and wear 
official Imperial uniforms when not in the field, 
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IMPERIAL INTELLIGENCE 


Goa_s 

Imperial Intelligence seeks to help restore the Empire to its former glory 
and to crush the New Republic. Sometimes, though, its goals might seem at 
odds even with itself due to the many warlords vying for power among the 
remains of the network. 


METHODS 

The organization, which is responsible for covert operations, uses most of its 
resources to spy on the New Republic, but it also spies on itself and other 
Imperial agencies. Eventually, agents begin to take orders from sector Moffs 
without regard for High Command. Imperial Intelligence also works with 
Imperial Palace security as necessary. In addition, the group keeps track of 
various government and corporation activities throughout the galaxy, and 
agents note mercenary, bounty hunter, and outlaw activities. 

Warlord Zsinj is fond of using Imperial Intelligence. His agents infiltrate 
the New Republic, including its fleet. His greatest nemesis is New Republic 
Intelligence's Wraith Squadron. 

One of the ships used by Imperial Intelligence is a modified Incom A-24 
Sleuth scout ship. The Sleuth is known for its ability to slip past blockades 
undetected, Mol Hedron uses one of these vessels to intercept New Republic 
messages and deliver them to Imperial Intelligence using an advanced tight- 
beam subspace transmission. 


NOTABLE MEMBERS 

Ysanne Isard remains at the forefront of most Imperial Intelligence dealings 
even after she moves on to become a warlord, During the time of its conflicts 
with the New Republic, Imperial Intelligence has several key agents that 
become thorns in the side of the fledgling New Republic government. (For 
more information about a basic Imperial Intelligence agent, see page 184 of 
The Force Unleashed Campaign Guide.) Members include informants, agents, 
spies, black ops experts, spymasters, and leaders. 


Rodin Baem 

Imperial operative Rodin Baem purchases information from spies and 
others within the New Republic for the Imperial Remnant. Thanks to his 
information-gathering skills, the Empire hinders the rebuilding efforts of the 
new government. Baem’s known Imperial associates include Admiral Gaen 
Drommel and Moff Lankin, 


Ten Dorne 

Formerly one of the engineers who assisted the Rebel Alliance's Admiral 
Ackbar in creating the B-wing assault starfighter, Ten Dorne now works for 
the Empire. The female Sluissi has vast knowledge of the ships of the New 
Republic fleet. Prior to defecting to the Empire, Dorne works on an experi- 
mental shearing plane, a device that might render tractor beams ineffective 


Haanen Felean 

Asa member of the Rebellion, this Klatooinian supply officer equips various 
cells with materials and provisions. During the rise of the New Republic, 
Felean defects from the Alliance and joins the Empire, providing his new 
allies with information on plans to rebuild the Republic and with commonly 
used New Republic supply routes. His information leads the Empire to New 
Republic bases across the galaxy. 


Ysanne Isard 

Before his death, Emperor Palpatine places his faith in Ysanne Isard as the 
Director of Imperial Intelligence. In fact, he presents her with the Lusankya, 
an Executor-class Star Dreadnought, which she uses as her headquar- 
ters—complete with prison and brainwashing facilities. At the birth of the 
New Republic, few know of the Lusankya's hidden location, buried beneath 
Coruseant's surface. 

Isard tortures her captives to collect secrets and turns selected prisoners 
into sleeper agents. She is known for her masterful interrogation skills and 
can extract full and true confessions out of most subjects before day's end. 

While in control of the Empire, Isard manipulates other Imperial nobles 
and creates a vendetta against the New Republic's Rogue Squadron. She 
recruits Imperial Intelligence agent Kirtan Loor to help her destroy the 
squadron, She also manages to get a spy inside the squadron to discover 
the identities of the pilots. Isard learns that the New Republic plans to take 
Coruscant from her, so she orders the creation of the Krytos virus, which 
affects non-Humans. She allows it to be added to the planet's water supply 
as the New Republic takes the world, 


False Kadann 

Imperial Intelligence is credited with doing whatever it takes to fulfill its 
needs. The group goes so far as to have one of its own, a Bimm agent known 
as the false Kadann, masquerade as the Supreme Prophet of the Dark Side 
ina plot to control Imperial subjects. He and other Imperial Intelligence 
operatives form the Church of the Dark Side to promote the false religion. 
Although he lacks the Force sensitivity of the true Kadann, the false Kadann 
takes advantage of his connections to make "prophecies" based on intel 
gathered by spies and informants. In the event that his educated quesses 
do not come to pass, other "prophets" make them occur, The false Kadann's 
arsenal includes murder and bribery. 


OTHER ERAS 

The version of Imperial Intelligence discussed on these pages is that from 
the time after the death of Emperor Palpatine. However, the organization 
has existed from the time of to its conversion from Republic Intelligence 
at the end of the Clone Wars. For more information on Imperial Intel~ 
ligence at the height of the Galactic Empire, see The Force Unleashed 
Campaign Guide. 


USING IMPERIAL INTELLIGENCE 
Imperial Intelligence agents can be anyone, anywhere, but they are more 
likely to be Human males, A player who chooses to take on the role of an 
agent might need to hide his or her true identity and agenda from the other 
player characters. If the spy's activities are discovered, it could cause ten- 
sion and create havoc among the party. Complicated situations are likely to 
arise, in which the agent must choose between loyalty to the party and his 
or her secret mission, 

Heroes who are Imperial sympathizers might make contacts within Impe- 
rial Intelligence to gather or purchase information to prepare for a mission. 
Freelance characters might also spy or carry out special ops for the greater 
glory of the Empire. Independent parties, such as groups of mercenaries, 
bounty hunters, or outlaws of the New Republic, could buy information 
from (or sell it to) Imperial Intelligence agents. Heroes allied with the New 
Republic will have a difficult time working with Imperial Intelligence unless 
they find a common enemy, such as the Yuuzhan Vong. 

‘Almost anyone can find his or her path blocked by Imperial Intelligence 
agents. Even loyal subjects of the Empire might find the group's intrusive 
activities excessive. As they say in the world of spies, trust no one. Player 
character parties made up of New Republic allies or outlaws on the run from 
the Empire have much to fear from Imperial Intelligence. Fringe elements— 
such as mercenaries, criminals, and bounty hunters—are usually on shaky 
ground with the Empire already. Such characters could easily find agents 
skulking in the shadows wherever they go because their latest job infuriated 
some official of the Imperial Remnant, 
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KASHYYYK 
RESISTANCE 


The Kashyyyk Resistance is a formal name given to the informal organization 
responsible for fighting against the oppression of the Wookiee species. The 
Kashyyyk Resistance truly forms around the time of the Clone Wars, at first as 
a group of Wookiees fighting off the Separatists, and then later as a rebellion 
against the Empire and its practice of using Wookiees as slaves. Once the 
Empire has risen to its peak, the Kashyyyk Resistance engages in a desperate 
struggle not only to survive but also to free their people from oppression. 

The Kashyyyk Resistance has no formal organization, although it does 
have leaders and small groups that could be described as cells, The Resistance 
forms when a small group of Wookiees finally decides to stand up to their 
oppressors. Although sometimes these small groups join together to forma 
larger force, this can be dangerous, as their Imperial masters are ruthless in 
crushing opposition and zealous in searching out any organized resistance 
movement. For this reason, the Kashyyyk Resistance can only communicate 
sporadically, and many members of the resistance don't know that there are 
others on their world resisting the Empire. On rare occasions, multiple groups 
of freedom fighters will come together to strike a blow at the Empire, but 
the Empire's response is usually swift and devastating. 

The Kashyyyk Resistance is mostly made up of Wookiees that have thrown 
off the bonds of slavery and have gone into hiding within the jungles of 
their world, However, some off-world help occasionally makes its way to the 
Resistance, although the Wookiees are reluctant to trust outsiders for fear 
that their help may actually be an Imperial trap. On rare occasions, members 
of other insurgent organizations (such as the Rebel Alliance) will come to 
Kashyyyk specifically to aid the Wookiees' cause, and in those cases the 
Empire finds itself facing an enemy with the resources of a larger organization 
but with the ferocity and local knowledge possessed by their Wookiee slaves, 


GOALS 

The Kashyyyk Resistance has one overarching goal, shared by all of its dis- 
parate members: free the Wookiee species from the oppression of slavery, 
and cast the Empire out of Kashyyyk. In the short term, their goals focus 
‘on increasing the number of freed Wookiees (by raiding small slave trans 
ports) and finding ways to smuggle those that have been freed off-world. 
The Kashyyyk Resistance aims to sabotage further Imperial efforts on the 
planet and to ensure that as many Wookiees as possible reach the safety 
of other planets. 


METHODS 

Kashyyyk Resistance fighters use the dense jungles of their world to move 
undetected, then climb up the towering trees to strike at targets. This tactic 
sometimes allows them to free Wookie slaves before blending back into 
the dense foliage. In the event that Imperial forces pursue, the Empire's 
casualty rate is high. 

Although Wookiees are renowned for their great strength, the freedom 
fighters also defeat targets with traditional bowcasters, grenade launchers, 
and recon droids. These droids, which are used to scout nearby areas, are 
linked through comlinks for remote control. Their explosive charges are 
capable of dispatching hidden opponents 

During the second Battle of Kashyyyk, Wookiees use retrofitted oev- 
vaor jet catamarans (see page 219 of The Clone Wars Campaign Guide) in 
an attempt to fend off Imperial landers and gunships. Some local traders 
and merchants help evacuate Wookiee families or engage Imperial slave 
transports. 


THE KASHYYYK RESISTANCE 


NOTABLE MEMBERS 

Although most members of the Kashyyyk Resistance are Wookiees, a few 
key offworlders come to their aid, including several Jedi, smuggler Han Solo, 
and slicer Filli Bitters. 


Chewbacca 

Chewbacca, a Clone Wars veteran, is a well-known and respected Wookiee. 
Chewie, as his Human friends call him, bonds a life debt to Corellian smuggler 
Han Solo for saving him from Imperial slavery. The two become best friends 
and work to free captive Wookiees and stop Trandoshan slavers. 


Filli Bitters 

Filli Bitters is a Human scoundrel who has a crush on the Jedi Olee Star- 
stone. Bitters serves as slicer on the Drunk Dancer, a smuggling freighter. He 
programs a derelict Separatist ship to take out an Imperial cruiser, enabling 
Wookiees to flee Imperial forces during the second Battle of Kashyyyk. 


Han Solo 

Corellian smuggler Han Solo helps his best friend, Chewbacca, to free 
Wookiees from Imperial captivity and Trandoshan slavers. For Solo, it begins 
when he isa lieutenant in the Imperial Navy, ordered to assist in slaving and 
construction work. While on this assignment, he meets an injured Chewbacca, 
During a construction job, a senior officer draws a blaster on the Wookiee, 
and things escalate quickly. Solo stuns the officer, saves the Wookiee, and 
helps him escape, Later, Chewbacca informs Solo that he is losing family 
and friends to slavery, and the duo head to Kashyyyk to help. During a Life 
Day Celebration, they save Chewbacca’s son Lumpawarrump from Imperials. 
Solo's most important aid to the resistance includes defeating Trandoshan 
slaver Pekt and Moff Darcc. 


Jent Koush 

Imperial Lieutenant Jent Koush, stationed on Kashyyyk, finds himself sym- 
pathetic to the Wookiees' plight. Through the alteration of manifest records, 
he secretly aids Wookiees escaping Imperial control whenever possible. 
Allegedly, he also gives aid to smugglers, merchants, and others who try to 
help the resistance. Most often, that aid comes in the form of misdirection 
or turning a blind eye to certain activities. It is not clear whether Koush has 
contacts within the Rebel Alliance or acts of his own accord. 


Galen Marek 

Raised on Kashyyyk, Galen Marek is the son of Jedi survivors of Order 66. 
After Vader murders his father, Marek is taken by Vader to become the Sith 
Lord's secret apprentice under the name “Starkiller." Galen Marek aids the 
Wookiees as they resist the newly formed Empire, destroying the Empire's 
gigantic machine used to transport Wookie slaves into space. His family's 
crest later becomes the inspiration for the Rebel Alliance's symbol, 


Salporin 

Master of the curved ryyk blades and veteran of the Clone Wars, Salpo- 
rin is one of the Wookiees enslaved by the Empire. A childhood friend of 
Chewbacca, Salporin learns that a group of Rebel Alliance commandos have 
infiltrated Kashyyyk's jungle and breaks free to find them. His knowledge of 
the forests and Imperial slave camps, as well as his battle skills, are valuable 
in helping liberate Kashyyyk from Imperial control. (For more on Salporin, 
see page 217 of The Clone Wars Campaign Guide.) 


USING THE KASHYYYK 
RESISTANCE 

Most Kashyyyk Resistance plots revolve around rescuing enslaved Wookiees, 
stopping slavers, or making hit-and-run strikes on Imperial forces, vehicles, 
or structures. While members’ plans are usually straightforward, their strate- 
gies and their natural strength allow them to persevere during dark times. 

Heroes wanting to help the Kashyyyk Resistance will have to be care~ 
ful how they go about it, since the Empire has officers, troops, and spies 
trying to put down the freedom fighters or anyone giving aid. Heroes who 
are Wookiee resistance fighters combat not only Imperials and slavers but 
also the planet's natural fauna, creating challenging encounters that rely on 
excellent tactics, team coordination, and some surprises. 

The Alliance and others sympathetic to the Rebel cause find the resis- 
tance accepting of aid. Most Wookie warriors who flee Kashyyyk following 
Imperial bombardment are willing to join the Rebellion as freedom fighters. 
Wookiees are not above accepting assistance from smugglers, mercenaries, 
or other similarly unsavory types. 

Trandoshans and members of the Imperial forces are not likely to ally with 
the resistance. The Trandoshans’ history of slavery and brutality is enough 
to enrage even the calmest Wookiee, and the bombardment of their world 
by Imperial forces not long after the attempted Confederate invasion does 
not leave the Wookiees sympathetic to the Empire, either. 
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NABOO RESISTANCE 
MOVEMENT 


The resistance movement on Naboo ten years before the outbreak of the 
Clone Wars is a good example of a short-term organization that deals in 
intrigue. Formed during the Trade Federation blockade and occupation of 
Naboo, the Naboo Resistance is formed by the volunteer security forces of 
Theed and encompasses a planet-wide insurgency against the occupying 
forces. Although the Naboo Resistance only exists for a short time, the 
resourceful members of this organization stage a campaign of covert opera- 
tions, espionage, sabotage, and armed resistance against the droid armies 
occupying their home planet. 

The Naboo Resistance first forms in Theed, when Jedi Knights free the 
Queen of Naboo and many of her security forces from Federation captivity, 
These freed security forces in turn contact other security forces in other 
human cities, creating a growing network of resistance cells that spreads 
across the planet in days. Thanks to their security training, the personnel of 
the Naboo resistance are highly organized and create an underground para 
military force that carries out a campaign of complex operations against the 
Trade Federation's forces. The Naboo Resistance already has an organizational 
structure in place at the time it is formed (using the same hierarchy as the 
existing security forces), meaning that the Resistance suffers none of the 
organizational growing pains of other subversive groups. 

Although most of the organization is made up of former security person- 
nel, volunteers from across Naboo quickly flock to the Resistance, providing 
either direct support or funneling food and supplies to Resistance members. 
The Resistance includes a small cadre of skilled pilots and mechanics, allow- 
ing them to use what vehicles the Resistance has to devastating effect. The 
Resistance does garner some off-world assistance, particularly in the form 
of mercenaries who work against the Trade Federation, but for the most part 
its membership is confined to citizens of Naboo. Late in the occupation, the 
Gungans join forces with the existing movement, but their involvement in the 
Resistance is short-lived as the occupation ends within days of the accord 
between the people of Naboo and the Gungans. 


GOALS 

The Resistance’s primary goal is to free the people of Naboo from the occu- 
pation of the Trade Federation, Their short-term goals include disrupting 
Federation communications, smuggling supplies to other Resistance cells, 
hiding Resistance members from droid security forces, and ensuring that the 
people of Naboo suffer as few casualties as possible. 


METHODS 

During the land-based portion of its strategies, the Naboo Resistance 
Movement prefers hit-and-run tactics, diversions, and an alliance with the 
Gungans and their Grand Army. To free their planet from the Trade Federation, 
the resistance is not above accepting aid from mercenaries, such as Nym. 
The movement's vehicles include Gian speeders for land-based attacks and 
Naboo Royal N-1 starfighters, part of the Royal Space Fighter Corps, which 
are used in the assault against the Trade Federation's droid control ship. For 
more details on the N-1 starfighter, see page 118 of Starships of the Galaxy, 


NoTaBLE MEMBERS 

Although the Naboo Resistance Movement's key members are its Queen and 
governor, many others assist them in freeing Naboo from the Trade Federa- 
tion's grip. In addition to those described below, Jedi Master Qui-Gon Jinn, 
Obi-Wan Kenobi, and pilots of Bravo Squadron (the group led by Ric Olié) 
lend their aid to the resistance, 


Gregar Typho 

Naboo lieutenant Gregar Typho is the nephew of Captain Panaka. During 
the resistance, Typho is injured and loses his left eye. For more details on 
Typho, including his life after the Naboo Resistance, see page 14 of Threats 
of the Galaxy. 


Jar Jar Binks 

Recently promoted General Jar Jar Binks of the Gungan Grand Army helps lead 
the Gungan forces as they fend off the battle droids of the Trade Federation. 
Binks also accompanies Queen Amidala as she attempts, through political 
means, to convince the Republic Senate to free their world. 


Nym 

Although the Feeorin pirate Nym is not officially a member of the Naboo 
Resistance, he attacks the Trade Federation blockade several times and 
is later declared a hero of the resistance. He works with Vana Sage, Rhys 
Dallows, and Reti against the blockade, Their attacks include striking a Trade 
Federation freighter convoy, attacking other convoys and escorts, disabling 
missile frigates, and attacking part of the battle droid forces destined for 
the Battle of Grassy Plains. Nym is responsible for destroying heavy artillery 
guns, AATs, and Scarab droids, For more details on Nym, see page 216 of The 
Clone Wars Campaign Guide. 


Padmé Naberrie 

Padmé Naberrie, also known as Queen Amidala of Naboo, leads the resistance 
to free her people from control of the Trade Federation. When her appeal to 
the Republic Senate fails, she takes matters into her own hands and forms an 
alliance with the Gungans, with whom her people share the world. Together, 
they face the invading battle droids. 


Panaka 

Captain Panaka is head of the Royal Naboo Security Forces and uncle of 
Gregar Typho. He and his men are overwhelmed by battle droid leader OOM- 
9's forces and captured along with the Queen. Later, after being freed by 
the Jedi, he helps create the battle plan and coordinate the liberation of the 
capital city, Panaka also assists the Queen and the Jedi in freeing the cap- 
tured Naboo pilots to launch an attack against the droid control ship in orbit, 


Ric Olié 

Naboo Royal Space Fighter Corps Commander Ric Olie is a starship pilot who 
serves in the Royal Naboo Security Forces, Olié leads the space battle against 
the Trade Federation droid control ship to save the overwhelmed Gungans. 


Roos Tarpals 

Captain Roos Tarpals is one of the leaders in the Gungan Grand Army. Tar- 
pals, an old friend of Jar Jar Binks, serves bravely in the battle to repel Trade 
Federation forces. 


Rugor Nass 

Gungan High Council Boss Rugor Nass makes an alliance with the Naboo to 
defeat the Trade Federation invaders, After being petitioned by Queen Ami- 
dala and outcast Jar Jar Binks, Nass comes to realize that the inhabitants of 
the world need to join against their common enemy. He commits the Gungan 
Grand Army to repel the battle droid invasion forces. 


Sio Bibble 

Naboo Governor Sio Bibble begins formation of the resistance while Queen 
Amidala attempts to end the Trade Federation occupation of Naboo through 
political means. 


NA@00 RESISTANCE MoveMENT 


USING THE NABOO 

RESISTANCE MOVEMENT 

Naboo Resistance Movement members are likely to be Human or Gungan 
and can be of most classes. A hero who takes the role of a Naboo freedom 
fighter will need strong tactics to deal with battle droid forces or a silver 
tongue to deal with Trade Federation leaders. Skill challenges can create a 
series of events leading up to a rescue attempt by the resistance. 

During the resistance, the people of Naboo ally with the Gungans and 
accept help from mercenaries such as Nym. They also take aid from the Jedi 
Council, but they do not necessarily follow Jedi advice. They are independent 
in nature, as the example set forth by their Queen demonstrates. The citizens 
of Naboo are members of the Republic, but the invasion lessens their taste 
for politics and weakens their faith in the galactic government. Most of the 
inhabitants of Naboo would ally with a Republic official, but some might 
feel differently. 

Freedom fighters from Naboo are likely to be at odds with anyone 
representing the Trade Federation. Most of the time, they fight or outwit 
battle droids, but some confrontations include the federation’s Neimoidian 
leaders, These enemies might find themselves the targets of sabotage by the 
resistance or assaults by Gungan forces. 
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New REPUBLIC 
INTELLIGENCE 


Following the Battle of Endor and the death of Emperor Palpatine, the Rebel 
Alliance reforms as the New Republic and in doing so also forms the under- 
lying New Republic Intelligence (NRI). The newly formed military division is 
led by General Airen Cracken, former resistance fighter and Rebel Alliance 
general, who is assigned the duties of Supreme Commander for Intelligence. 
Under his leadership, the NRI keeps a watchful eye on warlords, foreign 
governments, mercenaries, bounty hunters, spies, corporations, the Imperial 
Remnant, and other threats to the fledgling government. 

Information gathered by the NRI is reported to various New Repub- 
lic divisions. As a branch of the military, NRI members receive standard 
military ranks but wear dark green uniforms when not in the field. The NRI 
runs parallel to the New Republic Fleet Intelligence, whose members wear 
Defense Fleet uniforms. 

The intelligence service is divided into several subdivisions, including 
Alpha Blue, Alpha Red, Analysis Bureau, Intelligence Operations Command, 
Ongoing Investigations Division, Special Threats Division, and Tactical 
Analysis Bureau. 


GOALS 

The NRI's purpose is to help rebuild the Republic by tracking, documenting, 
and eliminating its many foes. Its foremost goal is to stop the disorganized 
Imperial Remnant. Additionally, the NRI keeps track of the increasing criminal 
activities of terrorists, smugglers, mercenaries, and spies. 


METHODS 
Gathering secret information requires a wide variety of personalities, 
knowledge, skills, and technologies. The NRI collects holovids, sensor scans, 
personal histories, corporate records, captured Imperial databases, and any 
other information it can obtain. The NRI's networks dig deep into acquired 
Imperial archives to determine threat levels to the safety of the New Republic. 
The NRI also uses reports from underground agents, researchers, service 
personnel, and documented events. Despite the group's best efforts to gather 
accurate information, some reports originate from unreliable sources such 
as independent traders, smugglers, mercenaries, or other unsavory sorts. 
Sometimes the NRI feeds false information to spies of the opposition. This 
form of counterintelligence is heavily used during the Yuuzhan Vong invasion. 
The NRI also uses ships and pilots, such as Wraith Squadron, as Intel 
units. Speedy and stealthy ships are its choice information-gathering fleet. 
NRI agents and operatives are fond of the Incom T-65BR X-wing starfighter 
(see page 153 of Starships of the Galaxy), as well as Republic Engineering 
Corporation Ferret-class and Prowler-class reconnaissance ships. The Ferret 
isa pilot-free intelligence-gathering vessel. Designed as a covert ship from 
its conception, it is better matched to infiltrating hostile territory than the 


T-65BR, Its hull is coated in sensor-negating materials and uses a new baffled 
drive system. The baffling allows the ship to leave a minimal trail at sublight 
speeds. The Prowler shares most characteristics with the Ferret but requires 
a sentient crew and is designed for longer missions. Each of these stealth 
ship models includes a decoy package. 


NOTABLE MEMBERS 

Although General Airen Cracken has been at the forefront for most of the 
NRI's history, field operatives are the backbone of the organization, These 
agents risk their lives to glean every possible piece of covert information, or 
they take calculated risks to rescue fellow operatives whenever a cover is 
blown. Members include informants, spies, black ops experts, spymasters, 
and leaders. For more information about a basic intelligence officer, see page 
61 of Threats of the Galoxy. 


Tru’eb Cholakk 

Tru’eb Cholakk is a Twi'lek slave turned gunrunner who sold arms to strug- 
gling Rebel Alliance cells and now serves the New Republic. Primarily working 
the Outer Rim Territories and the Mid Rim in his modified Ghtroc freighter, 
the Luudrian Star, Cholakk seeks out worlds in conflict so that he can help 
oppressed people. For more details on Ghtroc freighters, see page 88 of 
Starships of the Galaxy. 


General Airen Cracken 

Willing to bend the rules if he deems it necessary to the stability of the New 
Republic, Airen Cracken makes his mark on many important events through- 
out the galaxy. After the New Republic takes control of Coruscant, Cracken 
forms the New Republic Security Force and relocates it there. His forces are 
instrumental in combating Warlord Zsinj, Ysanne Isard, and others who vie for 
galactic control, During this time, he deals with Rogue Squadron and Wraith 
Squadron; later, he oversees the separation of the NRI from the New Republic 
military, At that point, he becomes the Director of New Republic Intelligence. 


Belindi Kalenda 

Following the accidental death of her older brother, Tindel, the Human 
Belindi Kalenda is taken in by a military orphanage and trained by the Empire. 
Years after the Battle of Endor, she becomes one of the first New Republic 
Military Academy graduates and works in the Operations branch of NRI 
Special Threats. By showing “great courage and resourcefulness," accord- 
ing to Cracken's Threat Dossier, Kalenda earns Cracken's trust and respect. 
Because of her wide-spaced and glassy eyes, she almost seems cross-eyed, 
and many believe her to be blind, As a wise agent, she takes advantage of 
this misconception, and it becomes her most effective disguise. 


Jan Ors (alias Captain Jan Strange) 
As former Imperial Intelligence agent Captain Jan Strange, Jan Ors reached 
nearly legendary status with the Alliance to Restore the Republic. Although 
she appeared to be an asset to the Imperial Surveillance section, she was in 
reality a double agent working for the Alliance. Following her deep cover and 
the fall of the Emperor, Ors assists the New Republic and agent Kyle Katarn 
‘on many missions to thwart the Imperial Remnant. 

\n fact, it is Ors who convinces Rebel Alliance leaders to trust Katarn, 
a former Imperial cadet. She falsifies accounts of their previous meetings 
to assist in his defection. Later, Ors joins the Alpha Blue branch, where she 
accompanies Katarn on missions against the Imperial Remnant. Just before 
the Yuuzhan Vong invasion, Ors is promoted to lead Alpha Blue. 


Ander Rendrake 

Ander Rendrake is an important NRI field operative who acquires data in his 
role as a lieutenant and communications officer aboard the /mperial-class 
Star Destroyer Vendetta. In addition, he runs a black market aboard the capital 
ship, As the vessel's "scrounge," he has built up an in-depth network through 
which he can send sensitive data to New Republic Intelligence. 


Rivoche Tarkin 

Rivoche Tarkin is the niece of Grand Moff Wilhuff Tarkin. Her uncle and her 
father, Brigadier Gideon Tarkin, both swear allegiance to the New Order and 
Emperor Palpatine. After her father dies in the Erhynradd Mutiny, Rivoche 
stays at her uncle's estate and begins to question his beliefs after seeing 


the cruelty around her, Eventually, she earns a place as a deep-cover agent 
for the Rebellion, with contacts throughout the Core Worlds, Because of her 
background, she gains access to information that most agents could never 
acquire, and her family name alone places her above most Imperial suspicions. 

General Airen Cracken keeps her identity secret even within his own 
ranks, If Rivoche's status as a deep-cover agent were to leak out, it could 
put her life in danger and stir up trouble among those who doubt her sup~ 
port or seek revenge for her family's dark deeds. Following her extraction, 
she serves the NRI as a reporter and accompanies Generals Wedge Antilles 
and Lando Calrissian aboard the Star Destroyer Liberator during a series of 
assaults that eventually lead to the capital ship crash-landing on Coruscant. 


USING NEw REPUBLIC 
INTELLIGENCE 

New Republic Intelligence has participated in many official military missions 
as well as many that are off the record. These missions include infiltrating 
Coruscant, dealing with the Krytos virus, bringing down Warlord Zsinj, assist- 
ing in the Black Fleet Crisis, overseeing the addition of Adumar to the New 
Republic, attempting to thwart the Corellian Crisis, and gathering information 
during the Yuuzhan Vong invasion. The Bacta War was retroactively claimed 
by the NRI as one of its operations. 

New Republic Intelligence agents can be of any species, gender, or class. 
A player who chooses to take on the role of an NRI agent might need to 
hide his or her true identity and agenda from the other player characters, As 
with characters affiliated with Imperial Intelligence, if a NRI agent's activi- 
ties are discovered, it could cause conflict in the party. Similarly, situations 
might arise in which the agent must choose between loyalty to the party 
and accomplishing his or her secret mission. 

A party of heroes allied with the New Republic might be able to estab- 
lish contacts within the NRI to gather information needed for missions. 
Freelance heroes might also spy or carry out special ops for the fledgling 
government. Independent parties, such as mercenaries, bounty hunters, or 
outlaws on the run from the Empire, could buy information from (or sell it 
to) NRI agents. Faithful New Republic members should have few problems 
with the NRI unless they come under suspicion, perhaps as the result of the 
leak of false information. 

Player character parties composed of Imperial allies or outlaws wanted by 
the New Republic frequently will be opposed by the NRI and fringe characters 
such as mercenaries, criminals, and bounty hunters will not be looked on 
kindly by the organization. Such characters could easily carry out a job that 
thwarts a New Republic mission and subsequently find a homing beacon 
hidden on their ship or NRI agents waiting in the docking bay. Heroes allied 
with the Imperial Remnant will be unlikely to find themselves working with 
the NRI unless they unite against a common foe, such as the Yuuzhan Vong. 
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PRAETORITE VONG 

Prior to launching a full invasion, the Yuuzhan Vong send in their spearhead 
force, the Praetorite Vong. These specialist military forces, led by a high 
prefect from the intendant caste of the Yuuzhan Vong, infiltrate targets 
to spy and spread confusion, hoping to weaken their enemies for the first 
wave of invasion forces, Primary members come from the intendant caste, 
but the membership of the Praetorite Vong includes other castes and a vast 
number of slaves, When fighting becomes necessary, warrior caste members 
augment core personnel. 

Information gathered through deep-cover spies and military scouts is 
analyzed to select the best targets for the Praetorite Vong. The size of a strike 
force ranges from a few dozen members to several million 

Among its troops, the Praetorite Vong have scouts, pioneers, logistics 
corps members, assault troops, engineers, and defensive units. Some mem- 
bers act as bodyguards for high-ranking commanders. In addition, a group 
of underlings known as the Shamed Ones serve the Praetorite Vong. Their 
status is the lowest of the low within Yuuzhan Vong society 

Yuuzhan Vong are immune to the Force and cannot be sensed normally 
using the Force 


GOALS 

The Yuuzhan Vong seek conquest because they believe that the worlds they 
invade were promised to them by their gods. In addition, they see the use of 
mechanical technology as an abomination that must be stopped, 

The primary goal of the Praetorite Vong is to pave the way at the location 
called Vector Prime for the forthcoming invasion of the promised land, This 
activity includes espionage and intelligence gathering, infiltration, prepar- 
ing bases of operation, and sowing seeds of confusion within the target 
governments. The Praetorite Vong hope to turn the populations of target 
worlds against themselves. 


METHODS 

Infiltration is the hallmark of the Praetorite Vong, Keeping the outlying plan- 
ets at odds with one another, agents hope to render the worlds defenseless 
for the impending invasion, The Praetorite Vong recruit saboteurs, spies, and 
propagandists from the local populace to work against their own govern- 
ments and societies. 

As with all Yuuzhan Vong, the Praetorite Vong use only organic gear, 
weapons, and ships. In fact, they consider technology to be an outrage against 
their gods. Their hatred of mechanized vehicles and droids runs deep. While 
subverting the local governments, they spread antidroid propaganda to help 
eliminate that which they despise. 


THE PRAETORITE VON 


When they need to gather information, the Praetorite Vong use chilabs— 
tiny, grublike creatures that record audio and visual data while hidden inside 
Yuuzhan Vong nasal cavities, The collected information is transferred to a 
biological memory device called a qang qahsa. The Praetorite Vong also use 
creatures known as sliviliths as living probes 

When in deep cover, Praetorite Vong use ooglith cloakers and masquers. 
These biological entities grant a Yuuzhan Vong protection and allow it to 
adopt a Human disguise, respectively. The gablith variant disguises the spy 
as a Duros or other non-Human. Another symbiotic tool is the tizowyrm, 
an organic translator carried inside the ear that allows a Yuuzhan Vong to 
speak other languages. 

‘Among its arsenal of organic starships, the Yuuzhan Vong employ yorik- 
stronha—spy vessels that are built from yorik coral and that resemble aster- 
oids, The invaders use these ships to enter a system undetected so that they 
can study space traffic and enemy fleet strength or secretly insert Praetorite 
Vong spies behind enemy lines, The subsequent invading force arrives in a 
convoy of mammoth worldships 


NOTABLE MEMBERS 

Although Prefect Da’Gara is a key member, the Praetorite Vong require a 
wide variety of skill sets to accomplish their manifest destiny. Soldiers and 
scouts find plenty of opportunities within the order, and nobles have an 
equally important role. 


Da'Gara 

Prefect and leader of the Praetorite Vong, Da'Gara is a ruthless and fanatical 
warrior, He keeps in contact with spy Yomin Carr through Carr's hidden villip. 
The two coordinate the infiltration of the Star Wars galaxy. 


E'thinaa 

E'thinaa is an agent of the Praetorite Vong. He is placed in a high-ranking 
military position within the Ssi-Ruuvi Imperium and is instrumental in 
the rise of the Keeramak—a multicolored Ssi-Ruu that is thought to fulfill 
prophecy. The Praetorite Vong hope to use the Ssi-Ruuk as a diversion during 
the invasion. 


Nom Anor 

Executor Nom Anor is one of the chief spies among the Practorite Vong. A 
member of the intendant caste, Anor disguises himself as the leader of the 
Red Knights of Life on Rhommamool and works to bring down Sernpidal's 
moon, killing millions, He is credited as being responsible for half the invasion, 
Anor infiltrates the Imperial Interim Council and strikes a deal with Boba 
Fett to have the Mandalorians aid the invasion force. 


Yomin Carr 
An agent and scout of the Praetorite Vong, Yomin Carr infiltrates the ExGal 
station on Belkadan, From there, Carr keeps in contact with Prefect Da'Gara 
using a hidden villip to coordinate the destruction of the populace. He is 
also responsible for infecting New Republic diplomats with a fatal Yuuzhan 
Vong disease. 


USING THE PRAETORITE VONG 

In addition to baiting targets into ambushes, creating governmental strife, 
and spreading antidroid propaganda, the Praetorite Vong are not above 
making suicide attacks. Members of the Praetorite Vong will even commit 
ritual suicide when facing defeat. 

To be a member of the Praetorite Vong, a character must be of the Yuuzhan 
Vong race or one of its inferior subjects. Players choosing to take on the role 
of a Praetorite Vong member must select a caste, a connection to the group, 
and their duties within it. Praetorite Vong characters have many opportuni- 
ties for subterfuge, infiltration, and dealing with counterintelligence agents, 
perhaps from New Republic Intelligence or local organizations. 

Few creatures can find allies among the Praetorite Vong. Members of 
races that respect nature and shy away from technology are more likely to 
find common ground with most Yuuzhan Vong, and anyone willing to convert 
and follow the will of the invaders’ gods might receive aid. In addition, the 
Praetorite Vong might be willing to make temporary truces to gain assistance 
or unhindered travel. They are most likely to ally with the Mandalorians and 
the Hutts early in the invasion. Aside from the main forces, the Shamed 
Ones—who hold the Jeedai, or Jedi, in almost religious awe—might collaborate 
with other races if they believe that it will lead to their freedom. 

Droids, Jedi, and Force-users in general are targets for the wrath of the 
Praetorite Vong, although their hatred does not end there. The Yuuzhan Vong 
are at war with the entire galaxy. Even those who ally with the invaders might 
find themselves at odds with the extragalactic race, especially if they make 
undercover attempts to aid Yuuzhan Vong targets or report the details of 
Yuuzhan Vong fleet locations. 
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THE TAGGE COMPANY 


The Tagge Company ("TaggeCo") is one of the most diversified megacorpora- 
tions in the galaxy. It starts as a heavy construction, mining, and exploration 
company that, to a large degree, is a front for a crime syndicate with an 
extensive interest in counterfeiting and contraband. By the time of the Clone 
Wars, however, it transforms into a legitimate business operation, even if it 
continues to operate in a brutal fashion, 

TaggeCo is founded 200 years before the Battle of Yavin when a crime 
boss, Tarzen Tagge, becomes a local hero on his Mid Rim homeworld of Tepasi 
by using his fleet of small freighters (and a couple of hijacked bulk freight- 
ers) to ferry supplies and crews to a part of the world devastated by a series 
of groundquakes. By the time the area's production facilities and roads are 
rebuilt, the foundation of TaggeCo is also in place. 

Although Tarzen Tagge could have taken this chance to convert his enter- 
prise into a legitimate business, he is so entrenched in the criminal mindset 
that he sees the construction company as the perfect front for his smuggling 
operation. While the company secures and works construction contracts on 
other worlds, the criminal side of the enterprise uses those opportunities to 
smuggle goods to new markets, 

Even though his construction firm isa front, Tarzen insists that it deliver 
top-notch work because he does not want the facade to become the target 
of complaints or investigations. The end result is a reputation so sterling that 
the company competes on a galactic scale within a few short decades. In 
fact, suppliers cannot keep up with the company's demand for construction 
materials when it lands a contract to expand a starport on Wroona, Although 
Tarzen first attempts to fall back on old habits—stealing supplies from the 
competition—his brother Halven suggests that they start their own supply 
chain to locate and mine resources. 

Tarzen receives permission to explore a large group of planets that were 
set aside centuries ago for corporate development by the Republic. When 
established megacorporations try to stop this rapidly growing upstart by 
refusing to sell it scout ships and supplies, the Tagges acquire a small com- 
pany that specializes in customizing ships and convert it to a full-fledged 
ship construction and design firm by extending employment offers (of the 
kind that cannot be refused) to a handful of engineers. Soon, the company 
has its own multipurpose bulk freighter/survey ship/colony transport, the 
highly sophisticated House of Tagge Mining Explorer. 

In the background, the criminal enterprise continues. The Mining Explorers 
carry everything needed to survey planetary systems and perform analyses 
of samples on location, and they double as mobile bases for establishing 
planetary operations. Meanwhile, the ships’ labs serve as drug refining 
centers, The shipyard that builds the Mining Explorers also does a booming 
side business in knock-off parts for other ships. 

The various industries started by Tarzen Tagge and his brother feed the 
legitimate economy of their homeworld, sparking a boom that Tepasi has not 
seen since its initial colonization. The grateful government grants Tarzen a 


chain of islands as a hereditary barony. In less than a generation, the Tagges 
go from being lowlifes to rubbing elbows with the galactic elite. 

At its height, TaggeCo owns hundreds of subsidiaries, including publishing 
houses, news agencies, starship design firms, shipyards, computer compa- 
nies, security providers, speeder design and manufacturing firms, medical 
and pharmaceutical corporations, and more. It expands most rapidly during 
Palpatine’s reign as Chancellor of the Republic and becomes a symbol of his 
New Order during the Empire. For a while, the company's oft-lampooned 
slogan "TaggeCo: We're Everywhere You Are" is absolutely true. 

When the New Order falls to the Rebel Alliance, TaggeCo bears the brunt 
of the aftermath. Its assets are seized by local governments throughout space, 
and many of its executives are imprisoned or killed. Within a few short years, 
an enterprise that had spanned the stars is reduced to a single facility on 
Tepasi, where the Tagge name is still revered, 


GOALS 

For the first few hundred years of its existence, TaggeCo has the straight- 
forward goal of maximizing its profits and expansion through any means 
possible. During the Imperial period, this means taking full advantage of any 
political or business opportunity that is connected to Emperor Palpatine's 
government, as well as doing everything it can to put down uprisings against 
the New Order. After Palpatine's fall, the company struggles to save what it 
can as it crumbles to pieces. 


METHODS 

When conventional buy-out offers for competitors or enticing employment 
contracts for executives fail, TaggeCo falls back on intimidation, blackmail, 
industrial espionage, and terrorism. The company's intelligence-gathering 
capacity rivals that of Imperial Intelligence, and TaggeCo is even more 
unscrupulous in its methods. 


NOTABLE MEMBERS 
The Tagge family has been known for flamboyance and brutality since it first 
emerged on the galactic scene. 


Domina Tagge 
The fifth child of the core Tagge family, Domina is born two years before 
the death of her parents, and, from the age of 7, she is raised in an isolated 
monastery by a religious order founded around Jedi traditions of peace and 
harmony (but not the Force), Her oldest brother sends her there, hoping 
that the isolation from the family business and the corrupting influence of 
New Order operatives will allow her to develop into a woman of true nobil- 
ity—someone who might bring grace to the thuggish Tagge family and guide 
the company into a future divorced from its criminal roots. 

Orman's dreams for his little sister are shattered when Darth Vader draws 
her into their feud. Vader uses Domina and the Sacred Circle Monastery as 
part of a scheme to capture Luke Skywalker, but she double-crosses Vader 


Taaaeca 


because she sees his plan as an opportunity to gain revenge on those respon- 
sible for the deaths of her brothers, Orman and Silas. Domina is as ruthless 
and calculating as any Tagge since her great-grandfather Tarzen. 

Following her conflict with Vader and Skywalker, Domina is forced to leave 
the Sacred Circle, and she assumes leadership of TaggeCo and the title of 
baroness. She turns the company’s security forces and laboratories toward 
destroying the Rebels, and for several years, TaggeCo poses as much of a 
threat to the Alliance as the Imperial military and intelligence agencies do. 
However, Domina remains obsessed with vengeance against Darth Vader, and 
her fixation undermines the effectiveness with which TaggeCo coordinates 
its efforts with the Empire. 

Domina Tagge vanishes under mysterious circumstances while inspecting 
a laboratory that develops biological weapons. 


Silas Tagge 

The second oldest Tagge sibling during the reign of Emperor Palpatine, Silas 
Jagge is a brilliant engineer and physicist who leads TaggeCo's network of 
research facilities, which include pharmaceutical labs and secret weapons 
design shops. Silas Tagge approaches science the way some beings approach 
religion—with complete fanaticism and a devotion that overwhelms common 


sense. He never wears natural fibers and never eats anything but highly 
processed food substitutes, usually vitamin-enriched pastes. 

Tagge's devotion to all things scientific is matched only by his amorality 
and sociopathy. No sacrifice is too great if it advances his projects, and, 
since his projects are funded through TaggeCo, no sacrifice is too great to 
ensure the company's success. Of course, underlings and test subjects always 
make those sacrifices. 

Under his guidance, TaggeCo becomes a scientific brain trust rivaled only 
by government-sponsored efforts on Arkania and projects managed by the 
Empire's Grand Moff Tarkin and Grand Admiral Zaarin. In fact, the Empire 
and TaggeCo compete for the best and brightest students from technical 
academies throughout the galaxy, with TaggeCo often recruiting the superior 
talent due to a habit of making offers that cannot be refused. 

Tagge and his design teams are almost as prolific as Tarkin and Zaarin 
when it comes to devising weapons of mass destruction. His crowning 
achievement is the Omega Frost, 2 weapon that uses electromagnetics and 
other force fields to drop temperatures below what had been considered 
absolute zero in an area that could theoretically span an entire solar system. 


Tarzen Tagge 

Although descended from a long line of criminals, Tarzen Tagge loves his 
homeworld of Tepasi and is willing to sacrifice selflessly for it. He lays the 
foundation for TaggeCo when he takes on the task of rebuilding a ground- 
quake-ravaged region after the planetary government fails to take action. 
He also sets the stage for TaggeCo’s future methods by using his new wealth 
and prestige to destroy the politicians who did not help the locals. Tarzen is 
a brutal thug, and he delights in shocking members of the corporate elite. 


USING TAGGECO 
TaggeCo can be the source of just about any form of intrigue and 
double-dealing 

During the company's early years, heroes might be smugglers working 
for the company or scouts conducting surveys for it. Along the way, they 
discover that there is more to the job than meets the eye. After the heroes 
gain this knowledge, a TaggeCo executive marks them for death—or perhaps 
invites them deeper into the company's heart of darkness. 

During the initial years of Orman Tagge's reign, the heroes might be indus- 
trial spies working for or against TaggeCo. Later, Rebel agents could break 
into the company to steal plans for a weapon being developed for the Empire. 

After the Battle of Yavin, the heroes might infiltrate TaggeCo to learn 
which of the company's many Mining Explorers houses a secret Imperial 
Intelligence prison, knowledge the heroes need to rescue a key captive. 
Established Rebel agents might find themselves contacted by Orman Tagge, 
who wants to recruit them in a scheme to embarrass or assassinate Darth 
Vader. The heroes might also be hired by Domina, but if they are Alliance 
agents rather than independent operators, she is likely to betray them at 
the end of their mission. 
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TAPANI NOBLES 


The noble houses of the Tapani arise after an ambitious warlord named 
Shey Tapani brings several squabbling independent Human colonies under 
one banner some 7,300 years before the Battle of Yavin. Tapani allows the 
leaders of the conquered colonies some degree of self-governance, naming 
them nobles in the Tapani Empire. 

The government system unique to this isolated section of the Colonies 
Region evolves for centuries on its own, apart from the Sith Empire, the 
Republic, and other major powers that rise and fall around it. The Tapani 
Empire trades with its Herglic and Mrisst neighbors, but since no major 
hyperspace lanes enter its territory, it has little contact with the rest of the 
galaxy. During this time, Tapani society becomes severely stratified; the ruling 
elite develop a three-tiered system of nobles, and those who are ruled do 
what they are told, The ordinary citizens are mostly happy and prosperous 
because the nobles are expected to uphold codes of conduct meant to prevent 
excesses, but commoners can hope to achieve the rank of knight at best—the 
only nonhereditary noble rank. Lords and Highlords are born, not made. 

After a dynasty that lasts nearly 5,000 years, the Tapani Empire gives way 
toa federal government ruled by a council of nobles from the empire's one- 
time capital on Procopia. Seven noble houses oversee dozens of minor ones, 
arranged in an elaborate hierarchy that evolves over centuries, and a vast 
lower class of common citizens. The seven major houses of Tapani are House 
Barnaba, House Cadriaan, House Calipsa, House Mecetti, House Melantha, 
House Pelagia, and House Reena. Each determines how to govern the planets 
over which it holds sway, but they present a united front to outsiders. This 
unity eventually gains them admission into the Old Republic, and the Tapani 
Sector is formally created. Consistently navigable hyperspace lanes are 
charted, and from these, routes to major Tapani worlds are charted in turn. 

Although the Tapani send representatives to the Galactic Senate—rep- 
resentatives appointed by the Grand Council rather than elected by the 
people—they view the Republic as a business necessity and look down on 
the rest of civilization, when they care about it at all. The Tapani nobles 
remain interested mostly in their internal affairs, dealing with the outside 
only when absolutely necessary. 

An exception arises when the Jedi discover that the bloodline of House 
Pelagia is strong in the Force and that an unusually high number of common- 
ers native to the House's throneworld of Pelagon are Force-sensitive. The Jedi 
establish a training center on the world, which gives House Pelagia more of 
a stake in the galaxy. While the rest of the noble Houses enrich themselves 
financially through the use of the new trade routes, House Pelagia becomes 
the most outward looking and cosmopolitan among them. Together, House 
Pelagia, House Melantha, and House Cadriaan become the only economic 
and political forces that truly matter in the sector as the Republic slouches 
toward Empire. 


Pelagia pays heavy price for its association with the Jedi, however. When 
the Jedi Purge is decreed, Pelagia's ancient rival House Melantha strikes hard 
against its holdings, using ships and weapons that Emperor Palpatine secretly 
provided to them in preparation for this day. House Pelagia is shattered, 
and House Melantha seizes most of its territory, leaving only a few token 
bombed-out worlds as its domain. House Melantha goes on to become the 
Emperor's favored proxy in the sector, although he makes sure that the other 
Houses also remain strong so that Melantha does not grow too confident. 
(The exception is House Pelagia. It survives the Rebellion era on the charity 
of allied Houses like Calipsa and Reena and starts its slow rebuilding process 
only after the Emperor's demise at the Battle of Endor.) 


GOALS 

All Tapani nobles are driven to succeed, to be the best in their chosen fields, 
and to receive the maximum amount of public exposure for their acts. They 
pursue these goals not because they want to prove their superiority—that 
is a foregone conclusion—but because it is their duty to be the best at all 
they do. Anything less would be a betrayal of their heritage and their place 
in society. Tapani nobles always cover up their failures and shortcomings. 


METHODS 

Tapani nobles are a highly legalistic set of beings. They rely on social and 
legal codes to settle disputes and accomplish goals. If appeals to tradition 
do not resolve a situation, the nobles resort to lawsuits. If working through 
the proper channels also fails, they fall back on threats and blackmail. They 
rarely use these unsavory methods themselves, instead letting their retainers 
“do whatever is needed” so they can deny involvement if something goes 
wrong. The nobles are not above hiring spies and saboteurs to harass or 
inconvenience their personal, social, and business rivals. 

Most crimes committed by Tapani nobles within their sector are swept 
under the rug by their peers and the courts, although the offenders are usually 
sent into exile, The exception to this arrangement is murder, especially if the 
victim was of noble rank—typically, killers are executed quickly and publicly. 

Ifa dispute is more intimate, a Tapani noble might invoke an ancient code 
to challenge the offender to a duel. These duels are technically illegal, but 
no one is ever prosecuted for engaging in them. 


NOTABLE MEMBERS 

Tapani nobles are as varied as the citizens they rule. Some are business deal- 
ers, some are artists, some are politicians, some are interested in spreading 
pain and suffering, and some are professional partiers more dedicated to 
the social circuit than the most frivolous Core World noble. 


Grand Admiral Octavian Grant 

Grand Admiral Grant is a Tapani Lord of House Mecetti who, after serving 
with distinction in the Tapani Home Defense Fleet, joins the Imperial Navy 
and proves himself a brilliant tactician during the late stages of the Clone 
Wars. He is one of the 12 officers to be elevated to grand admiral when 
Emperor Palpatine creates that rank. 

Although Grant has a brilliant military mind, he does not generate the 
sort of personal following that the other grand admirals do—at least, not 
outside the Tapani Sector. He is much loved at home, and the Tapani media 
cover every campaign he conducts and every function he attends throughout 
the galaxy with great detail, with reporters assigned to do nothing but keep 
track of him. However, Grant carries with him the belief that he, as a Tapani 


noble, is superior to those he deals with. He is not aggressive about declar- 
ing his superiority, but he never curries favor with sector Moffs or Imperial 
advisors, nor does he engage in political games with other admirals. He will 
not lower himself to the level of his inferiors but simply performs his duties as 
the Emperor has decreed, (Secretly, Grant wonders if perhaps even Emperor 
Palpatine is inferior to him, being neither a true noble nor Tapani.) 

After the Battle of Endor, Grant alone among the surviving grand admirals 
does not continue the fight against the Rebels or try to carve out a personal 
kingdom, Instead, he offers to defect to the Rebel Alliance, an offer that is 
turned down, However, the Alliance allows Grant to retire to a private estate 
on the Inner Rim resort world of Rathalay. 

Grant remains a celebrated figure in the Tapani Sector, and whenever he 
hosts a gathering at his Rathalay home, it is covered in the society sections 
of news broadcasts. 


USING THE TAPAN!I NOBLES 

Tapani nobles are an insular lot, but during the Imperial period, members of 
House Pelagia try to rebuild their fortunes and reputation by engaging in 
business outside the sector. They are watched by the Empire and harassed 
by agents of House Melantha, both of whom fear that Jedi might still be 
hiding in the rubble of Pelagia. Nobles of House Pelagia might hire a party 
of heroes to assist with various tasks, or perhaps one of the characters is a 
member of the House. 
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NYRIAAN, WORLD OF INTRIGUE 
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The planet Nyriaan is the center of a struggle as turbulent as the planet's 
violent atmosphere. It is a world rich in madilon, a rare naturally occurring 
alloy that is crucial to modern hyperdrive production, making Nyriaan an 
invaluable piece on the game boards of a dozen competing galactic super- 
powers. Nyriaan possesses great stores of a much-sought-after commodity, 
and many beings in the galaxy would do almost anything to acquire those 
resources. Controlled by none and coveted by many, Nyriaan is a dangerous 
planet steeped in intrigue and conspiracy. 

Nyriaan is covered in a dense cloud layer that makes landing on the planet 
without assistance challenging. Moreover, the planet's atmosphere makes 
sending data and other communication by any means difficult, effectively 
walling off the planet from the rest of the galaxy. The high demand for 
Nyriaan's resources, combined with the difficulty that outsiders face when 
attempting to intervene in the planet's affairs, creates a situation where 
only those on the planet can truly influence the flow of resources to the 
galaxy, and it puts a great deal of power in the hands of those who control 
the madilon mines on the planet's surface. 

By the same token, the inhabitants of Nyriaan are caught in the midst 
nstant struggle between the various factions seeking to control 


een factions, espionage, sabotage, and the 
most cunning minds in the galaxy. Although 
t into full-scale, violent conflict, the intrigue 
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TEN ASPECTS 
OF NYRIAAN 


Nyriaan is a world where heroes with a knack for intrigue can flourish. As 
the Gamemaster, you should familiarize yourself with the basics of the planet 
to create adventures filled with twisting plots and unraveling mysteries. 

Nyriaan is rich with a rare mineral called madilon, Madilon, valu- 
able even in small quantities, is a mineral that allows hyperdrives to be 
miniaturized enough to fit into smaller ships, such as space transports and 
starfighters. 

Nyriaan is covered in a cloud layer that blocks communications and 
makes unaided landing on the planet almost impossible. Communications, 
sensors, and other methods of broadcasting and receiving information are 
ineffective when trying to penetrate the planet's atmosphere. Even com- 
munications on the surface face serious challenges. The planet's unique 
atmosphere both isolates it and serves as a protective shield. 

The planet's governing council is comprised of members represent~ 
ing several different factions that constantly vie for greater control of 
the planet's mining industry. The Corporate Sector Authority, the Mining 
Guild, and the current reigning galactic government (be it Republic, Empire, 
or otherwise) all hold seats on the governing council and share control of 
the planetary government. 


NYRIAAN'S GOVERNING COUNCIL 


The factions on Nyriaan strive to undermine and weaken one another 
in the hopes of driving off competitors. Although the government of the 
planet is shared, each faction struggles for power and tries to depose its 
weaker enemies to increase its own share of control over Nyriaan. 

Temporary alliances, and their inevitable betrayal and collapse, keep 
the wheels turning on Nyriaan. No faction has ever risen to dominate Nyri- 
aan because as one faction grows too powerful, the others unite against it 
The factions are forced to work together to prevent one faction from gaining 
too much power, but each faction is secretly working to tip the balance of 
power so far in its favor that the other factions can do nothing to stop it. 

Workers in Nyriaan's mines have long been treated badly by the 
mining operations, eventually driving the workers to rebellion. The 
bureaucrats in charge of the mining operations on Nyriaan see their work- 
ers—including the relocated Elomin and Pa'lowick species—as a disposable 
commodity. Frequent worker uprisings must be squelched by the planet's 
police and military forces lest they disrupt the entire mining operation. 

Sabotage, theft, and violence are common tactics used by the dif- 
ferent factions. Although full-scale battles rarely break out on Nyriaan, the 
factions on the planet are not afraid to get their hands dirty by taking out 
opponents. Conspiracies, covert activity, assassinations, and other under- 
handed deeds are common means of advancing one's interests on Nyriaan 

Anyone who visits the planet is assumed to be working for a fac~ 
tion—either an off-world faction or one from Nyriaan. No one comes to 
Nyriaan without good reason, and any new arrivals are immediately treated 
as potential allies or enemies by the factions of the world. Unsuspecting visi- 
tors who are unused to the high degree of political maneuvering constantly 
taking place on Nyriaan are soon drawn into conflicts they had no intention 
of meddling in. 

Nyriaan's cloud layer enables conflicting groups to use the world as 
neutral ground. Since Nyriaan's atmosphere makes invasion fleets and orbital 
bombardment nearly useless, Nyriaan is used as a haven where meetings 
between rival factions can take place without fear of ambush, Diplomats 
from warring offworld groups commonly meet on Nyriaan to broker treaties 
and other deals, 

Nyriaan holds many secrets. Nyriaan is home to a Sith Lord in stasis, a 
cache of ancient Mandalorian weapons, and other mysteries that have yet 
to be uncovered. From time to time, scavengers and other treasure hunters 
come to Nyriaan, hoping to plunder the planet of its secret riches. Some of 
these treasure hunters are sponsored by major factions on Nyriaan. 


SHROUDED 
SECRECY 


Nyriaan is the fifth planet of the Luire system. Although located in the Mid 
Rim, the Luire system is so close to the Expansion Region that it has been 
mistakenly labeled as part of that region from time to time. If not for Nyri- 
aan's unique atmosphere and strong magnetic fields, its valuable resources 
likely would have been exploited and completely depleted by the corporate 
operations that left many Expansion Region systems in tatters. 

Aside from Nyriaan's deposits of madilon, there is little else of value in 
the Luire system. Of the seven planets that orbit the system's white star, 
which is also known as Luire, Nyriaan is the only habitable world. Five of 
the remaining six planets are gas giants with countless small moons. The 
last planet, Caillte, is a frozen, irregularly shaped asteroid, rarely noticed by 
passing prospectors. 


IN 


Nyriaan's cloak of perpetual clouds blocks light from its sun. The clouds 
descend to the surface of the planet, forming thick fog banks and restricting 
visibility, The planet's unusually strong ionosphere and intense magnetic field 
render all conventional communications, sensors, and scanning equipment 
useless, Landing on Nyriaan is a risky endeavor, Apart from the hazards 
presented by the impenetrable atmosphere, powerful storms in the planet's 
ionosphere can ionize starship systems and nullify sensors. Vessels with 
hardened systems stand a better chance of surviving the descent, but only 
a few such vessels of sufficient size exist in the galaxy—most are automated 
drones or small survey ships with little capacity for colonization 


MADILON 
Even though Nyriaan is home to a number of other valuable resources, 
not the least of which is its distinctive biosphere, the bounty that most 
groups seek to reap from the planet is the alloy madilon, Discovered in 
the Old Republic era, about 5,000 years before the Great Hyperspace War, 
madilon enables hyperdrive technology to become progressively smaller. 
Using madilon, starship and hyperdrive manufacturers create relatively 
small vessels with excellent hyperdrive capability. Without madilon, 
however, powerful modern hyperdrives would need to be ten times larger. 
Madilon is a naturally occurring, light-weight memory alloy with a 
unique molecular structure. The alloy possesses high tensile strength 
while still retaining an incredible amount of elasticity, especially under 
stress, These properties allow it to remain rigid while still resisting the 
stressful effects of hyperspace travel. Even though its role in hyperdrive 
construction is so important, the amount of madilon required fora single 
hyperdrive system is relatively small. Successful synthesis of the material 
has eluded scientists, making veins of the alloy highly prized and sought 
after the galaxy over. Few planets possess significant deposits of madilon, 
and those that do are tightly guarded. 


NYRIAAN 

Region: Mid Rim 

Climate: Tropical 

Gravity: Standard 

Moons: 2 

Length of Day: 22.25 standard hours 

Length of Year: 226 standard days 

Sapient Species: 98% Human, 2% other species 
Government: Various 

Capital: Locus 

Major Exports: Ore (madilon), radioactive compounds 
Major Imports: Equipment, foodstuffs, luxury items 
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Knowledge (Galactic Lore) 

DC RESULT 

15 Nyriaan is a major source of madilon, an alloy crucial to the construc 
tion of hyperdrive engines. 

20 The planet's strong magnetic field and thick, turbulent ionosphere 
disable conventional sensors, making landing on the planetary surface 
without aid nearly impossible. 

25 Nyriaan hosts no native sapient species, but several Human tribes 
populate the world’s farthest reaches. These tribes are said to be 
descended from an exploration vessel that crash-landed on Nyriaan 
at least one thousand years ago. 

30 Scientists have hypothesized that Nyriaan's cloudy atmosphere might 
be forcibly condensed on a planetary scale, neutralizing the atmo- 
spheric disturbance and creating a number of seas on the planet's 
surface. 


ATMOSPHERE 
AND WEATHER 


The surface of Nyriaan is moist and sultry, but not particularly wet. Although 
standing bodies of water are relatively rare, the world’s perpetual fog and 
thick cloud cover ensure that nothing is ever completely dry. The heat retained 
by the thick atmosphere is generated by intense geothermal activity deep 
beneath the planetary crust, and it is released by vast geyser fields and 
hot springs. Although Nyriaan's atmosphere is predominately nitrogen and 
oxygen, the constant expulsion of hot gasses from the planet's interior causes 
the air to be strong with the scent of sulfur and other gasses. 

The mean surface temperature of 40° centigrade is within acceptable 
limits for most species, but the heat is further exacerbated by the world’s 
extreme humidity. Nyriaan’s polar regions are no exception to this rule 
since most of the planet's geothermal anomalies are located at its poles. 
Visitors find Nyriaan's climate to be extremely uncomfortable, even after 
prolonged exposure. 

Vast storms—referred to as tempests by Nyriaan’s populace—are a con- 
stant threat to settlements and mining camps. Coalescing high in the planet's 
choking atmosphere, these massive storm formations eventually extend from 
the edge of space to the surface the planet. A tempest can last for months, 
circling the globe several times before dispersing. At any one time, as many 
as a dozen small tempests can be active, with major disturbances occurring 
once every three or four years. The lack of mountains and other large surface 
features contributes to the force and violence of Nyriaan's tempests. 


Since surface-based sensors are useless, Nyriaan’s tempests must be 
monitored visually from orbit. Daily reports are exchanged between surface 
facilities and the Tempest Observation Bureau by laser comm arrays. Although 
it is apolitical and billed as a neutral organization, the TOB commands a 
great deal of power and respect on Nyriaan because of the Bureau's access 
to up-to-the-minute weather feeds and analysis, as well as the extensive 
storm database it uses to analyze tempests and predict possible trends, 


GEOGRAPHY 
The surface of Nyriaan consists of plains and gently rolling hills. Low-lying 
gullies and valleys collect moisture, creating boggy conditions and increased 
growth of the native flora. The northern hemisphere consists of shallow, rocky 
valleys, where most of Nyriaan’s mining operations are found. Only a few 
viable mines and quarries are located in the southern hemisphere, and the 
loamy soil found there does not conceal much in the way of valuable alloys, 
ores, or minerals. The largest standing bodies of water on Nyriaan, such as 
Lake Viron and the Yellow Sea, are found in the planet's southern hemisphere, 
Even though Nyriaan features a great deal of geothermal activity, few 
active volcanoes break through the planetary surface. Fields of hot-water 
geysers and boiling springs are common, especially in the planet's extreme 
polar regions. The extreme temperatures and the dangerous eruptions of 
steam, poisonous gasses, and mud make these geologically active areas not 
navigable by foot. Several of Nyriaan's known indigenous species are evolved 
to survive these extremes of temperature, but most of the native species 
have yet to be researched and catalogued. 


SURFACE CONDITIONS 

Nyriaan is a dark place, but in the wild, bioluminescent flora produce a 
significant amount of ambient light. Although shrouded in mists and fogs 
of varying density, the planet's surface is still navigable. Given optimal 
atmospheric conditions, visibility averages about 30 meters (20 squares), 
creating an eerie landscape in which the light shines up from the ground 
rather than down from the sky. Larger species of local fungi, which spring 
treelike from the soil, develop brightly glowing buds—or lanterns, as they are 
called locally—that shed even more light. 

Even in populated settlements and cities, surfaces are covered with 
beds of fungus that produce dim phosphorescence. Constant attention and 
cleaning is required to remove such fungal accumulations, which can grow 
into massive coral-like formations. Vehicles, weapons, and personal armor 
are not immune to this phenomenon and must be scrupulously maintained 
to preserve functionality, 


Although most equipment can be used on the planetary surface without ill 
effect, sensors and communications gear suffer from interference. Personal 
comlinks are rendered useless by the interference, while computers and 
datapads, if properly shielded, can be used without penalty. Most surface- 
to-surface and surface-to-orbit communication is accomplished by laser 
comms, Electrobinoculars, recording devices, and sensor packs, however, 
are incompatible with Nyriaan’s atmospheric peculiarities. The sensitive 
surveillance gear used by spies is also affected, although many factions have 
developed units that function despite the ambient interference. 


SKILL CHALLENGE: 

OVERLAND SURVIVAL 

Traveling across the surface of Nyriaan can be dangerous, especially given the 
fact that the planet's atmosphere tends to wreak havoc with portable sensors 
and other survival equipment. Should the heroes find themselves stranded on 
Nyriaan with no means of transportation (for example, if their ship crashed 
on approach to the planet), you can use this skill challenge to represent the 
difficulty of making it to safety. Note that this should be a challenge for 
low- to-mid-level heroes; by the time the heroes reach 8th-10th level, they 
should have enough resources and survivability to make their way across the 
planet safely. If the heroes are traveling through a particularly hazardous 
area of the planet, feel free to scale up the challenge by increasing its CL 
(and adjusting the skill DCs accordingly). 

CL6 

Complexity: 3 (11 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
challenge: 

Endurance [DC 17]: A hero can attempt to carry more of the burden of 
supplies or to take on more than his or her share of the scouting and hunting 
duties in order to allow his or her allies to preserve their strength. 

Knowledge (physical sciences) [DC 17];A hero can attempt to use his or her 
knowledge of terrain formations to find easier paths, reducing the chances 
of running into danger during the trek, 

Survival [DC 22]: A hero can attempt to use common survival techniques 
to bolster his or her allies’ energy reserves and find adequate food, water, 
and shelter during the trek. 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 

Degrees of Failure: Each time a hero earns a failure (whether or not that 
failure is later removed), the heroes are delayed in their trek by one day. 

Recovery: Any hero who succeeds on a skill check by 5 or more can forfeit 
that success in exchange for removing one failure. 


Second Effort: Whenever a participant in the skill challenge would accrue 
a failure, he or she can instead choose to move -1 persistent step down the 
condition track to turn that failure into a success. This persistent condi- 
tion can only be removed by resting for 8 hours in a civilized location with 
adequate food, water, and medical resources. 


Success: The heroes make it safely to civilization. The time it takes to 
reach civilization depends on their relative distance and overland speed, 
modified by the number of failures they accrued (see the Degrees of Failure 
challenge effect, above). 

Failure: The heroes become lost in the wilderness of Nyriaan and encoun- 
tera hazard or dangerous wildlife in an encounter appropriate to their level, 
Once that encounter is complete, they can attempt this skill challenge again 
to reach civilization, 


SETTLEMENTS 

Settlements dot Nyriaan's surface. Few contain large populations; most 
settlements average fewer than five hundred inhabitants each. A settlement 
might persist for several years, only to be destroyed by a passing tempest 
or abandoned when a nearby mine dries up. Many such settlements spring 
back to life years later, although not always in the same locations as their 
previous incarnations. 

Large communities, such as Locus, are built on Nyriaan's driest land, 
where larger permanent structures can be erected with little threat of 
moisture-induced subsidence in the soil. Aside from the constant darkness 
and inclement weather, little differentiates these small cities from their 
counterparts on other planets throughout the galaxy. Architecture ranges 
from prefabricated colonial structures to buildings of the proto-Imperial 
style common on other colony worlds. 

Settlements established by the Corporate Sector Authority are modern 
and visually striking. All are brightly lit, highly regimented, and well main- 
tained. CSA guards patrol in small groups, routinely checking everyone for 
proper identification and authorization to travel. Conversely, independent 
mining towns are universally shoddy in their construction. Crime is rampant, 
and law in such places is determined by whoever can defend themselves and 
the stakes they claim. 


Arumed 

Arumed is a small Corporate Sector facility that manages to survive unim- 
peded due to its focus on biotechnology and medicine, as opposed to madilon. 
The settlement is named after AruMed, the corporation that administers 
it. Unlike other CSA facilities, this settlement welcomes anyone in need. 
Although its corporate policy emphasizes obtaining new biotechnologies 
from previously undiscovered planetary resources, doctors in the facility are 
willing to offer emergency and even long-term care to individuals in need. 
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The doctors’ behavior is not entirely altruistic, Arumed's chief scientists 
are studying the physiology of those living on Nyriaan, especially as it con- 
cerns symbiotic fungal growths such as Tempest's Blessing. Most natives 
avoid Arumed, but those who do end up in the care of the corporation's 
physicians are often subjected to tests that exceed the scope of any injury 
or condition they might be suffering. 

Plot Hook: Several natives have vanished in the vicinity of Arumed, and 
native scouts sent to find them disappear as well. The heroes are contacted 
by a native delegation from Starveil that wants to locate its missing people 
without stirring up trouble. They suspect that the missing natives are being 
held in the Arumed facility, perhaps against their will. 


Locus, Capital of Nyriaan 

The planetary capital of Nyriaan is Locus, which is built around the remains 
of the Republic vessel of the same name. Home to the only starport on the 
planet, Locus is not controlled by any one superpower or government. Instead, 
the city, which is built in a pinwheel shape, has been divided into different 
sectors, each of which is controlled by a different faction. In addition to the 
aligned sectors, several neutral zones in Locus cater to independent miners, 
prospectors, and traders. After its establishment in 30 BBY, the Nyriaan 
Concord is also headquartered in one of the city’s neutral zones. 

The largest of the city’s aligned sectors belongs to the Corporate Sector 
Authority. The CSA has a long-standing interest in Nyriaan, either because 
the planet represents such incredible profits or because the Corporate Sector 
is unwilling to admit that the madilon it takes from the planetary mines is 
more trouble than it's worth. The Corporate City Sector is heavily trafficked 
by armed security, and high walls topped by stun fields surround it on all 
sides. In addition to facilities that cater to CSA employees and house its 
day-to-day operations, the Corporate City Sector of Locus also features 
a small starport, complete with advanced Laser Transport Array receivers. 

The Republic Sector is the next largest of Locus's regions. Although it 
changes hands several times over the course of Nyriaan’s history, the Republic 
Sector is the most recognizable part of the city, no matter the era. Upkeep is 
sporadic, sector services are largely undependable, and security is alternately 
lax or heavy handed. Although far from a slum, the Republic Sector does 
not compare favorably to the Corporate City Sector in a variety of ways. 

The Neutral Zone is in the center of Locus. In addition to housing the 
planetary government after its establishment, it is also home to Nyriaan's 
one true spaceport. Raised gondola transport systems and a wide net of 
Laser Transport Arrays surround the facility like iron flowers. The sector's 
services are provided by independent contractors and are, therefore, more 
reliable than those found in the Republic Sector. Living conditions decline 
the farther from the spaceport one travels, and neighborhoods farthest from 
the city’s hub are little better than slums. 

The majority of Nyriaan’s criminal activity takes place in Locus's Neutral 
Zone. Criminal syndicates, such as Hutt kajidics and Black Sun, operate 


there with relative impunity. Violence, while not common, is not unknown 
in the seedier parts of the sector. The Neutral Zone also provides a haven for 
espionage, as agents from the ruling factions rub elbows with one another 
in cantinas, speakeasies, and supply depots. 

Plot Hook: A Corporate Sector employee contacts the heroes, asking for 
aid. He possesses information concerning a valuable shipment of madilon 
(or another commodity) that is scheduled to leave Locus, and he is looking 
for a party to sabotage the CSA Laser Transport Arrays, causing the trans- 
port carrying the shipment to crash. In reality, the shipment is part of an 
off-world personnel transfer, and the mission is actually an attempt at an 
internal CSA assassination. 


New Lowick 

In 29 BBY, the Corporate Sector Authority sponsors a large emigration of 
Pa'lowicks into the Luire system. Luring the aliens with promises of new 
lives as corporate employees on a lush world of opportunity and adventure, 
the Corporate Sector instead provides the newly indentured Pa'lowicks with 
back-breaking labor in the madilon mines. Although many Pa'lowicks honor 
their one-sided contracts with the CSA, a handful break ties with their new 
masters to eke out an existence elsewhere. The settlement of New Lowick 
results from these defections. 

With its population composed solely of Pa'lowicks, New Lowick might be 
mistaken for a traditional Pa'lowick village. The Pa'lowicks, being adaptable, 
grow accustomed to Nyriaan's harsh climate. In fact, those who leave their 
CSA contracts behind soon come to appreciate their new home for its moist 
atmosphere, dark ambience, and plentiful fungi. Friendly and open to new 
alliances, the free Pa'lowicks reach out to other Nyriaanans with varying 
degrees of success. 

The appearance of New Lowick does little to stem the tide of Corporate 
Sector greed. Once word of the Pa'lowick settlement reaches the CSA, 
retrieval teams are sent to bring back laborers who have violated their work 
contracts. In addition to netting guilty Pa'lowicks, the CSA also manages to 
capture a handful of Pa'lowicks who are legally free. Unwilling to spend time 
on such trivialities, the CSA puts the captives back to work while making 
painful examples of those that refuse to submit. 

Despite the occasional raids by CSA security, New Lowick continues to 
thrive. An underground community is established to aid Pa'lowicks and others 
who have been forced into labor by the CSA. Not only do the free Pa'lowicks 
of New Lowick support this freedom movement, several native settlements 
participate as well. After all, anything that harms the Corporate Sector's 
operations on Nyriaan is seen as beneficial to the native clans. 

Plot Hook: A recent violator of a Corporate Sector labor contract is 
hiding in New Lowick. A Pa'lowick with unusual Force powers, the fugitive is 
considered blessed by her fellow Pa'lowicks. The Corporate Sector Authority 
knows of the fugitive's powers and has been using her as an organic divining 
rod to locate madilon deposits in the mines. The heroes are approached by the 


Pa'lowick underground and asked to escort the fugitive away from Nyriaan. 
Conversely, the CSA might contact the players and ask them to track down 
and capture the wayward worker. 


Prosperity 

The largest CSA settlement outside Locus is cynically dubbed Prosperity by 
the corporate employees who originally settled it. Nevertheless, Prosperity 
isa bright light in the dark Nyriaanan wilderness. A good deal of this light 
is cast outward toward the world beyond its fifteen-meter-high walls. The 
fusion generators that power Prosperity are never turned off, and the terrain 
surrounding the community has been cleared of any obstructions to provide 
CSA guards an open killing ground for over three hundred meters in every 
direction. In reality, Prosperity is little more than a frontier outpost erected 
to keep the natives at bay while the nearby Prosperity Mine is gutted of all 
remaining madilon, 


New SPECIES: PA'LOWICK 

The Pa'lowick, a species firmly grounded in tradition and belief, are 
native to the planet Lowick. Although primitive and reluctant to leave 
their homeworld under most circumstances, they nonetheless enjoy 
contact with other species and appreciate technology that they can 
use to further their traditional ways of life, A Pa'lowick has a rotund 
torso, slender arms and legs, two eyes atop short eyestalks, and a slim 
proboscis featuring a pair of Humanlike lips at the end. Tusks grow from 
a secondary mouth beneath the proboscis, but the tusks are lost when 
a Pa'lowick reaches middle age. 


Pa'lowick Species Traits 

Pa'lowicks share the following species traits: 

Ability Modifiers: -2 Strength, +2 Wisdom. 

Size: Pa'lowicks are of Medium size, gaining no bonuses or penalties 
for their size, 

Speed: Pa'lowick base speed is 6 squares. 

Expert Swimmer: A Pa'lowick can reroll any Swim check. In addition, 
a Pa'lowick can choose to take 10 on Swim checks even when distracted 
or threatened, 

Hold Breath: Pa'lowicks are at home either in air or in water. A 
Pa'lowick can hold his or her breath for a number of rounds equal to 25 
times his or her Constitution score before needing to make Endurance 
checks to hold his or her breath. 

Primitive: Pa'lowicks do not gain Weapon Proficiency (pistols, rifles, 
or heavy weapons) as starting feats at Ist level, even if their class nor- 
mally grants them. 

Language: Lowickese. 


Weekly shipments of ore are sent to Locus for processing by repulsorlift 
transports, while new laborers and fresh troops are brought in at least once 
a month. Mortality rates are high in Prosperity for a number of reasons, the 
most evident being that the facility is a popular target for native insurgents. 
The Prosperity Mine is also rife with safety violations that would be cor~ 
rected on other worlds. 

Plot Hook: The CSA is experimenting with new mining technology in one 
of its nearby mines, and madilon output in Prosperity has increased by nearly 
two hundred percent. This rate of productivity, if sustained, might undermine 
the efforts of other interests on Nyriaan, The heroes are contacted to find 
out what the new mining technology is and, if possible, to sabotage it, 


Silence 

Silence stands as a testament to the grit of Nyriaan's independent miners and 
the entrepreneurial spirit of those who can remain planetside for an extended 
length of time. The run-down colonial prefabs of the original town center 
are covered in thick layers of phosphorescent fungus, barely resembling the 
structures that lie beneath. The streets of Silence, if you can call them such, 
are narrow, muddy, and treacherous. 

Although Silence has little light, the small prospecting town does offer one 
amenity: company. The community here is as tightly knit and supportive as 
any you might find on Nyriaan or any other back-water planet. Locals know 
one another on sight, and strangers stick out painfully. Citizens are not shy 
about confronting newcomers, so they seem rude and suspicious to the unini- 
tiated. Nevertheless, anyone who proves to be useful, or at least amicable, 
can expect to be welcomed back to Silence if they ever decide to return. 

Despite the affable demeanor of its citizens, Silence is home to a large 
contingent of smugglers and petty criminals, Madilon is the initial commodity 
for Silence's scum, but new sources of profit are established following the 
discovery of Nyriaan spice. Although the town remains a haven for Nyriaan's 
unwashed offworlders, it becomes much more dangerous once spice enters 
the equation. 

Over the decades following its establishment, Silence is destroyed and 
rebuilt at least three times. The remains of the old town lie beneath the 
creaking structures of the new one. Townsfolk occasionally comb these 
sunken, mud-soaked ruins for salvage, but most of what remains after the 
last tempest has already been taken and recycled. 

Plot Hook: A number of miners have gone missing outside Silence, and 
local wildlife is thought to be behind the disappearances. A group of locals 
approaches the heroes about tracking down the beast or beasts responsible. 
In truth, the missing miners have been killed by claim jumpers who are look- 
ing to sell their mines to the Mining Guild. Alternatively, the claim jumpers 
might be Mining Guild employees disguised as criminals. 
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Starveil 

The largest native settlement on Nyriaan is called Starveil after the Old 
Republic vessel that crashed there. Much of the Starveil's hull remains intact, 
and has been integrated into the surrounding Meadlin’s trees. Centuries of 
growth and use has made the transition between the exterior of the ship and 
its interior seamless. The elders of the Melan clan administer Starveil, keep- 
ing the peace and defending it from intruders. Few offworlders are allowed 
within the settlement's sacred boundaries, and the natives are not shy about 
protecting their home. Nevertheless, a small colonial town, Temperance, 
has sprung up about a kilometer from the edge of the native community. 

With a native population nearing one thousand, Starveil is viewed by 
corporate interests as a nest of snakes. The CSA occasionally petitions for 
the native settlement to be destroyed, especially during times of heightened 
insurgent activity. However, the Melan clan is never successfully implicated 
in any form of guerrilla activity, and Starveil continues to act as a hub for 
native communities that would rather remain anonymous. In Starveil, several 
native clans from across Nyriaan establish small enclaves, jokingly referred 
to as “embassies” by corporate agents. 

Plot Hook: Natives have reportedly kidnapped the son of a Tapani noble 
and taken him to Starveil. Since no offworlders are allowed within the bound- 
aries of this sacred native settlement, gaining entry and retrieving the boy is 
difficult, if not impossible, without external aid. The heroes are contacted by 
the Tapani noble house in question and asked to infiltrate Starveil to locate 
the boy. If they do, they learn that the boy has gone with the natives willingly 
to marry the daughter of a native elder. 


Temperance 

Temperance is established outside Starveil by offworld traders attempting 
to capitalize on the native market. Although the town is not an immediate 
success for merchants hoping to hawk their wares to the locals, their per- 
severance eventually pays off. Native technology is based heavily on that 
of the Old Republic, so spare parts and modern weapons become popular 
commodities in the native marketplace. Although some products are initially 
of low quality, the native clans that frequent Temperance make a point of 
taking merchants to task for defective goods. 

Agents from Nyriaan’s factions find work in Temperance, given its proxim- 
ity to Starveil and the frequency of native traffic into the village. Independent 
fortune seekers and adventurers also frequent Temperance, and the cantinas 
and hotels along the settlement's main thoroughfare are constantly filled 
with rowdy patrons. Fights break out every evening, and an ad hoc arena has 
been erected on the outskirts of town. The Temperance Arena boasts weekly 
gladiatorial bouts, and individuals are welcome to settle their own personal 
vendettas there anytime they choose. 

Plot Hook: Large numbers of blaster carbines, ostensibly for hunting use, 
have recently been sold to native insurgents. Many of the carbines, however, 
have been rigged to explode when fired, leading the natives who purchased 


them to seek out the seller and repay his treachery in kind. Unfortunately, 
the seller is nowhere to be found. The heroes are contacted to locate the 
merchant who sold the carbines to the natives. Alternatively, the heroes are 
contracted to sell the sabotaged weapons to the natives, but are not told of 
the deadly nature of the product. 


Tonnage 

The largest of the Mining Guild's colonies on Nyriaan is Tonnage. Built ata 
focal point between four profitable madilon mines, Tonnage sees a constant 
flow of the valuable alloy pass through its processing facility. Given the 
Mining Guild's experience with ore processing, Tonnage features an on-site 
smelting facility where madilon is extracted and cast into ingots prior to 
being shipped offworld. This practice saves the Guild credits in the long 
run, because the excess weight of slag and other impurities is left behind. 

Unfortunately, the Mining Guild's industriousness comes at a price to the 
local environment. Dumping of waste and other contaminants is widespread, 
and the land surrounding Tonnage is quickly becoming a wasteland. This 
ecological disaster does little to endear the Mining Guild to the natives, who 
view the facility as a blight that must eventually be dealt with. 

Plot Hook: A Mining Guild whistleblower is looking for someone to escort 
him out of Tonnage in exchange for a large amount of information on the 
Mining Guild's operations on Nyriaan. The heroes are contacted, either by 
the whistleblower ora third party, to facilitate the extraction. Even after the 
whistleblower is found and removed from Tonnage, the information given in 
exchange exposes anyone involved with its release to @ great deal of hostile 
attention from Mining Guild operatives. 


Tor'Oront 

Asmaller mining colony on the surface of Nyriaan, Tor'Oront is unique in that 
it is made up almost entirely of Elomin settlers who came to the planet long 
ago to work as miners and laborers. The founding of Tor'Oront took place in 
the days of the Old Republic when a con artist from the Corporate Sector 
tricked a group of Elomin settlers into coming to Nyriaan. Once there, the 
con artist effectively forced the Elomin into a kind of indentured servitude, 
using the settlers to mine madilon right under the nose of the planetary 
government. Though eventually the Elomin overthrew the con artist and 
freed themselves, most were too poor to leave the planet. After a time, the 
planetary council agreed to allow the Elomin to stay, though the Elomin are 
often used and abused by the Nyriaanian government. 

Tor'Oront is named fora city on the planet Elom. The settlement is rough, 
even after centuries of habitation, and while they do have the basic necessi- 
ties, most Elomin in Tor’Oront live lives not much better than slaves. In fact, 
the buildings and hovels of Tor’Oront are comparable to the slave quarters of 
Mos Espa on Tatooine with regards to their amenities, which is to say there 
are few. Many of the Elomin of Tor'Oront dream of one day returning to Elom, 
but so far they have lacked any ability to get their whole colony off-world, 
and few are willing to leave their families behind. 
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Ability Modifiers: +2 Intelligence, -2 Charisma. Elomin have trouble 
ating to other species, but they are exceptionally good at a number 
intellectual pursuits. 

‘ ‘Size: Elomin are Medium size, gaining no bonuses or penalties for 


"Speed: Elomin base speed is 6 squares. 
Impose Order: Elomin are exceptionally focused on order, and strive 
nsure that their chaotic companions are in the place where they are 
ipposed to be. Once per encounter, an Elomin can spend a swift action 
) allow each ally within 12 squares to move up to half that ally’s speed 
reaction. This movement does not provoke opportunity attacks. 
Logical Mind: Elomin gain a +5 species bonus to Will Defense against 
-mind-affecting effects. 
Languages: Basic and Elomin 


Vineyard 

Unlike Nyriaan’s larger settlements, Vineyard is not designed around an ore 
processing facility. Established by House Melantha in 16 BBY, Vineyard is 
more akin to a place where colonials might take a holiday retreat, rather than 
a focal point for noble house profits. Despite its luxurious accommodations, 
Vineyard serves a singular purpose: to serve the Imperial aristocracy, such 
as it is, on Nyriaan. 

Although Melantha's mining operations elsewhere on Nyriaan are profit- 
able enough, the house leadership views cultivation of its Imperial ties as 
much more valuable. As such, Vineyard offers Imperial officers and their 
fetinues a bright spot in an otherwise dismal landscape. Imperial clients 
are pampered, sometimes free of charge, but anyone with sufficient money 
and connections can make a reservation in Vineyard and experience the 
decadence that the Tapani nobility take for granted. 

The concentration of high-level Imperials in Vineyard makes it a prime 
target for espionage and skullduggery during the Rebellion. A number of 
Alliance agents find work within the spa as servants and menial laborers, 
and even unaligned workers are willing to sell the secrets that fall unbidden 
from the lips of House Melantha's clients. Security is tight, of course, and 
covert maneuvers attempted in Vineyard must be made with great care. 

Plot Hook: A high-ranking Imperial officer is taking an extended vacation 
in Vineyard. Local Alliance cells recognize a prime opportunity to hurt the 
Empire by taking out one of its most experienced officers. The heroes are 
tasked with gaining entrance to Vineyard so that they can either assassinate 
or capture the officer. 


MADILON MINES 

Although the surface of Nyriaan is by no means rocky, the boggy nature of 
the landscape gives way to solid bedrock after only a few meters. Madilon 
deposits have formed deep within this bedrock, and into these depths miners 
must descend if they are to pry the valuable alloy from the guts of the planet. 

With few exceptions, the mines of Nyriaan are dank, dark, and dangerous. 
Although some are natural cave networks, the vast majority of mines are 
created by enterprising prospectors and corporate workers. Surface mois- 
ture seeps into the tunnels, making footing treacherous in even the best of 
conditions. The walls of the tunnels seem to sweat, and nothing remains dry 
for long. Unless properly protected against moisture, droid labor tends to 
corrode and malfunction within a short period of time. Even so, droids are 
occasionally used for mining, but organic labor is more economical and less 
likely to require constant maintenance. 

Madilon veins are located in areas of high geothermal activity, so 
mines are often filled with noxious vapors and scalding steam. The heat of 
the planet seeps up to the soles of a miner's feet and courses out of the 
surrounding walls. The phosphorescent fungus of the surface is no less 
prevalent below, and it casts its eerie luminescence from wherever it can 
successfully take root. Conditions are cramped in newer mines, while older, 
more highly developed mines have large galleries where the rock has been 
blasted, drilled, or chipped away. Miners might remain underground for days 
or sometimes weeks at a time, depending on the richness of the mine's lode 
or the employer's concern for safety. The lucky few who have successfully 
staked and maintained private claims must still beware of claim jumpers, 
both criminal and corporate. 

The largest of Nyriaan’s mines are the domain of the planet's heavy hit- 
ters: the Corporate Sector, the Mining Guild, the Empire, and so on. These 
vast networks of laser-carved stone descend for kilometers into the bowels 
of the planet, and they grow hotter as they delve deeper. Lava flows and 
underground rivers of boiling water are constant dangers at such depths, 
and drilling into such a hazard can be deadly. Unstable strata can cause fatal 
cave-ins, and without the resources or incentive to rescue trapped miners, 
survivors of such accidents are rare. 


NYRIAAN AND THE GALAXY 

Nyriaan is not the only planet with a supply of madilon beneath its crust. 
Many such worlds are scattered throughout the galaxy, each with its own 
reserve of the precious material. The majority of these planets are claimed 
or occupied by a single power, making them jewels that are otherwise inac- 
cessible to other would-be mining interests. Nyriaan is such an object of 
contention because it is not controlled by a single power and is instead split 
between several. 
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Increasing the amount of madilon available on the galactic market affects 
its price throughout the galaxy. Although the difference in price might 
seem marginal on a per-unit basis, it becomes more significant as quantity 
increases and demand decreases. The price decrease is good for end users, 
such as hyperdrive and starship manufacturers, but bad for mining interests 
and speculators. Nyriaan’s deposits of madilon are significant, so they will 
likely influence prices on the galactic stage for centuries to come. 

Galactic powers respond by sending agents to Nyriaan to artificially influ- 
ence the planet's rate of madilon production. The threat of outside forces 
creating temporary shortages or making the extraction process more costly 
by sabotage or theft is a constant worry for Nyriaan’s colonists. In addition, 
other powers and mining interests attempt to use Nyriaan's natives against 
their competition, especially during times of crisis. 


NYRIAAN TIMELINE 

10,000 BBY: Madilon is discovered and becomes a principle component 
in hyperdrive production. Millennia pass before the true miniaturization of 
hyperdrive technology is realized, but the use of madilon allows manufactur- 
ers to construct more compact systems than ever before. Limited availability 
of the alloy restricts its use. However, deposits of madilon are found on 
several planets over the course of the following centuries. 


4,129 BBY: The Luire system is discovered and surveyed by the Old 
Republic. Initial reports indicate that the Luire system is of little interest, 
and it is largely ignored. 

4,067 BBY: The Starveil, a Republic-aligned civilian exploration vessel, 
is lost while performing a comprehensive study of the Luire system. The 
last communication from the Starveil indicates that the crew is planning 
to attempt a landing on the fifth planet in the system. Two rescue ships 
are dispatched to locate the missing Storveil, but the vessel is never found 

3,964 BBY: A short-lived Mandalorian outpost, Unity, is established on 
Caillte, the last planet of the Luire system. The Mandalorians use the facility 
for six years before mysteriously abandoning it. 

3,957 BBY: The Sith take a mild interest in the Luire system following 
Darth Glovoc’s vision that something of interest is concealed on the surface 
of the system's fifth planet. Glovoc takes command of the Dying Sun, an 
Interdictor-class warship, and he orders his crew to set a course for the 
Luire system. 

3,956 BBY: As it surveys Nyriaan, the Dying Sun encounters several 
Republic cruisers that have stumbled into the Luire system. In the ensuing 
battle, three Republic cruisers are destroyed and the Dying Sun is critically 
damaged. Caught in Nyriaan’s gravity well, the Dying Sun's orbit slowly 
decays, and it eventually makes planetfall. Escape pods from the Dying Sun 
and from the Republic cruisers crash on Nyriaan, but none is ever heard 
from again 


NYRIAAN OF 

THE DISTANT PAST 

Nyriaan isa paradise for enterprising geologists and climatologists, given 
its distinctive mineral deposits, geologic activity, and violent weather 
patterns. Taming the planet has become an obsession for the groups that 
desire control of its valuable resources. Most have sought to conquer 
Nyriaan through technology and perseverance. Others, however, seek 
to change the planet rather than bend to the restrictions it imposes 
upon them. 

So far, research points to Nyriaan's distant past, when it was a world 
with a more habitable environment. Vast seas covered the planet's surface 
tens of thousands of years ago. Some manner of geologic upheaval or 
cosmic event caused the oceans to evaporate, forming the thick atmo- 
sphere that now envelops the planet. Scientists speculate that if the 
moisture in the atmosphere were to condense into rain, it would flood 
Nyriaan’s surface. This change would destroy the world's ecosystem, not 
to mention most of its inhabited settlements, but researchers theorize 
that it would result in a more stable atmosphere. 


3950 to 500 BBY: At least thirty vessels of various types are lost in close 
proximity to the Luire system. Local spacer legend proclaims that the space 
surrounding the system is haunted. 

405 BBY: The Corporate Sector Authority establishes a small outpost 
on Caillte, Ostensibly, the outpost is a mining facility, but actually, it is a 
small scientific outpost used for testing questionable technology. During 
the construction of the Caillte facility, the Corporate Sector discovers the 
remains of a subterranean settlement that dates to the Mandalorian Wars. 

403 BBY: A CSA scouting vessel, Commerce, disappears while attempting 
an orbital scan of Nyriaan. Corporate Sector survey ships confirm that the 
planetary atmosphere, combined with its magnetic field, makes conventional 
observation of the planet impossible. Additional CSA ships are dispatched 
to investigate the planet, but no significant discoveries are made. The Com- 
merce is never seen again. 

90 BBY: Two Republic-funded survey vessels, the Locus and the Ardent 
Virtue, arrive in the Luire system to conduct a five-year observation of the 
system's five gas giants. By this time, the Corporate Sector outpost on Caillte 
has been reduced to a skeleton crew of unfortunate employees sent there in 
lieu of disciplinary action 

87 BBY: The Locus loses power while scanning Nyriaan's atmosphere from 
orbit. The vessel founders and makes a controlled descent to the planetary 
surface, The Ardent Virtue attempts a rescue, but its initial attempts to 
contact the crew of the Locus are unsuccessful and two planetary shuttles 
are lost in the process 

86 BBY: The Ardent Virtue, with additional support from the Republic, 
constructs a primitive gondola that is tethered to the orbiting starship and 
lowered to the surface of the planet. Crews secure a planetside station for 
the gondola eight kilometers from the site of the crashed Locus. The wreck- 
age of the Locus is found, but none of the surviving crew is found by the 
landing party. Crew from the Ardent Virtue conduct preliminary surveys of 
the planet from the ground and establish laser comm arrays to communicate 
directly with their ship. 

85 BBY: Traces of madilon are found in soil and rock samples taken from 
Nyrlaan. Although the Ardent Virtue attempts to keep the information a 
secret, the CSA research station on Caillte intercepts communications from 
the Ardent Virtue, and several members of the Ardent Virtue's crew attempt 
to sell the information for personal profit. The latter half of the year sees a 
steady influx of survey and prospecting vessels into the Luire system, many 
of which unsuccessfully attempt landings on Nyriaan. 

84 BBY: The CSA claims possession of the entirety of the Luire system, 
but is rebuffed by the Republic. In the lengthy legal battle that ensues, 
a planetary quarantine is enforced on Nyriaan, preventing vessels from 
attempting to land, Despite the quarantine, high levels of activity continue 
in the Luire system for the next three years 


LANDING ON NYRIAAN IS DANGEROUS FOR ALL SHIPS. 


81 BBY: A Republic court rules that the CSA's only legally held property 
in the Luire system is Caillte, Nyriaan is opened for settlement, and all eligible 
parties (including the Corporate Sector Authority) are permitted to stake 
individual claims if they can establish permanent settlements on the planet's 
surface. Several settlements are established by updated gondola technology, 
Two of these settlements belong to House Reena, while one belongs to House 
Mecetti, both noble houses of the Tapani Sector. 

69 BBY: The first laser transport arrays are established on Nyriaan by 
the Corporate Sector Authority, allowing properly equipped vessels to land 
on the planetary surface, 

67 BBY: The specifics of laser transport array technology are leaked, 
enabling anyone to acquire and use the technology to land on Nyriaan's 
surface in relative safety. The CSA protests, accusing the Republic of steal~ 
ing and leaking the data. 

66 BBY: The Hyperspace Navigator's Guild presses the Senate to pass 
legislation requiring that bonded navigators assist with all LTA-assisted 
landings on Nyriaan. Despite Corporate Sector protests and accusations of 
legalized extortion, the bill passes in the Senate by a wide margin. 

47 BBY: A coordinated uprising by Nyriaan natives wipes out a number 
of frontier villages and mining towns. Although the uprising is a response to 
a CSA-sponsored liquidation of a Nyriaanan settlement, it is made to look 
like an unprovoked attack. 
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43 BBY: The Nyriaanan clans negotiate a planetwide nonaggression pact 
with the Republic and various mining interests. Although the CSA attempts 
to stall the proceedings, a grudging peace descends upon the planet. Amar 
Cros, a Jedi Knight sent to negotiate the nonaggression pact with the natives, 
refuses to return to the Jedi Temple on Coruscant. 

39 BBY: Through the machinations of the Mining Guild, the Trade Federa- 
tion insinuates itself upon madilon exports throughout Mid Rim and Expan- 
sion Rim systems. Although intending to appear completely autonomous, the 
Mining Guild represents Trade Federation interests on Nyriaan in an attempt 
to drive up prices, The Corporate Sector Authority, helpless to react legally, 
attempts to undermine the Mining Guild. In response, the Mining Guild 
sabotages CSA ore transfer facilities. 

36 BBY: The CSA violates mining agreements by prospecting on native 
Nyriaanan land. Hostilities between natives and settlers erupt once more, 
this time directed solely at the Corporate Sector Authority. Elements of the 
Trade Federation and Mining Guild quietly support the native insurgency, 

30 BBY: The Year of the Luire Accord, By decree of the Senate, Nyriaan 
is divided into a number of regions, parceled out to groups based on their 
political and financial backing. In addition, Locus is cordoned off into sec~ 
tors, and a planetary government, the Nyriaan Concord, is based there. 
Several reservations are also set aside to preserve the environmental purity 
of Nyriaan, such as it is, as well as to appease native Nyriaanan groups. As a 
result, native clans withdraw into Nyriaan's unexplored regions. 

29 BBY: The Corporate Sector Authority initiates a massive immigration 
of indentured laborers, primarily Pa'lowicks. The Pa'lowicks are subject to 
many corporate abuses allowed by the contract arranged with them by the 
CSA. Within the year, every major settlement on Nyriaan is host to a Pa'lowick 
ghetto. Pa'lowicks who manage to free themselves from their corporate 
bondage establish the settlement of New Lowick. 

22 BBY: The Clone Wars begin. Although no ally to the Trade Federa- 
tion, the Corporate Sector Authority opposes the Republic. An uneasy truce 
between the Trade Federation and the CSA is established. 

21 BBY: The Confederacy of Independent Systems wages what becomes 
known as the First Battle of Nyriaan, With support from elements of the 
Corporate Sector Authority, the Republic's holdings on Nyriaan are annexed 
and split between the Mining Guild and the CSA. 

19 BBY: A combined Republic and Jedi strike force arrives in the Luire 
system, starting the Second Battle of Nyriaan. The fight is short, resulting in 
the defeat of the Confederacy of Independent Systems. Shortly after Republic 
victory is declared, the Emperor initiates Order 66 and all Jedi known to be 
in the system are killed. 

17 BBY: House Melantha of the Tapani Sector nobility stakes a mildly 
profitable claim on Nyriaan 

13 BBY: The Empire begins construction of a massive ion shielding sta- 
tion just outside Locus. 


MINING GUILO SABoTEURS. 


8 BBY: The Empire's first ion shielding station is completed. The station is 
capable of projecting a nearly limitless number of energy shields to protect 
starships from the effects of Nyriaan’s ionosphere and magnetic fields. The 
Empire and the Mining Guild are able to begin Operation Cloudfall, which 
involves stripping the entire planet of all useful ore. 

1 BBY: Rebel agents and their allies sabotage the Empire's ion shielding 
station. The sabotage is not nearly as effective as was hoped, and the station 
is operational again within three months. 

2 ABY: Operation Cloudfall is neutralized by a Rebel Alliance-sponsored 
insurgency. Most of the Imperial operation's labor force consists of Wookiee 
and Mon Calamari slaves, most of whom are all too happy to bolster the 
local insurgency. 

8 ABY: The New Republic offers to recognize the complete planetary 
autonomy of Nyriaan, as governed by the planetary natives. Offworld inter- 
ests in Nyriaan's madilon exports rail against the offer. Nyriaan's native clans, 
although intriqued, are suspicious of the offer. 

10 ABY: The Corporate Sector Authority legally challenges the New 
Republic for rights to elicit Nyriaan's independence, beginning a lengthy 
court battle that is never fully resolved. 


26 ABY: The Yuuzhan Vong invade the Luire system and conquer Nyriaan. 
Nyriaan’s atmosphere and magnetic field have no adverse effect on Yuuzhan 
Vong biotechnology, making their invasion that much easier. Yuuzhan Vong 
priests believe the planet to be blessed because of the resistance of its 
atmosphere to the Force. All mining operations on Nyriaan are destroyed. 
The native Nyriaanans watch quietly from the shadows, taking no side in 
the conflict. 

29 ABY: Following the Second Battle of Coruscant, several Yuuzhan Vong 
refugees make their homes on Nyriaan. Aftera period of transition, the aliens 
are accepted as equals by Nyriaan's native clans. 

31 ABY: The New Republic reestablishes the city of Locus and begins 
reconstruction efforts. These efforts include the repair of the Imperial ion 
shielding station. 

38 ABY: Major mining operations are reestablished on Nyriaan’s surface 
by the Corporate Sector Authority. Since the CSA avoided invasion by the 
Yuuzhan Vong, they are economically and industrially solvent enough to 
rebuild their old facilities and continue their former operations unhindered. 

41 ABY: The New Republic's ion shielding station is completed. Although 
a number of technical problems arise, the station is fully operational by the 
end of the year. 


LANDING ON NYRIAAN 
One vexing problem for prospectors and settlers is the simple matter of 
landing on the surface of Nyriaan. Many starships are lost to the planet's 
unique combination of ionosphere and magnetic fields, and career spacers 
consider Nyriaan to be bad luck. When the Locusis lost and the Ardent Virtue 
comes to her rescue, the first practical landing on Nyriaan is performed by a 
jury-rigged gondola system. Later, when the planet is opened to prospectors, 
the Corporate Sector introduces a more efficient, albeit more dangerous, 
system that employs laser arrays. 


GONDOLAS 

The first method used to reach the surface of Nyriaan—other than crash- 
landing—is a gondola. The theory behind the gondola is simple enough: a ship, 
station, or vessel in a stationary orbit lowers a cable system to the planetary 
surface. Once the cable is properly anchored on the planet, transports are 
attached to it and cycled to and from the planetary surface with relative 
ease. Tethered transports can be small starships or simply pressurized cargo 
containers. 

Because of Nyriaan’s strong magnetic field, successful deployment of a 
gondola requires that the deploying vessel's orbit is high enough to avoid 
the planet's magnetic interference. Although this distance varies based on a 
number of factors, the minimum orbital distance between Nyriaan's surface 
and an orbiting vessel is 900 kilometers. 


A REPUBLIC ATTACK SHUTTLE RECEIVES SHEILDING 
BEFORE LANDING ON NYRIAAN. 


Although the gondola system functions and continues to remain in use, it 
is impractical fora number of reasons. The physical requirement of providing 
nearly 2,000 continuous kilometers of strong cable is the first obstacle. In 
addition to the cable requirement, a suitable anchor must also be secured 
beneath the planet's surface, The speed at which such a contraption can 
convey containers to and from the surface is limited, and averages from four 
to five hours per trip. Multiple containers can be conveyed simultaneously, 
but this procedure requires precise timing. Other issues, such as Nyriaan's 
tempests, create additional dangers. Even minor storms in the planet's 
atmosphere increase the risks of using a gondola system. 

Gondolas have been compared disparagingly to low-tech skyhooks. 
Although skyhooks have been considered as an alternative on Nyriaan, 
the power requirements and the inevitable disruption of those systems by 
Nyriaan’s atmosphere and magnetic fields made the technology unsuitable 
for use on Nyriaan. 


LASER TRANSPORT ARRAYS 

Recognizing the limited capability of gondolas for transporting materiel and 
personnel to and from Nyriaan’s surface, the Corporate Sector Authority 
devises laser transport arrays as an alternative. Nyriaan’s thick atmosphere 
prevents most light from reaching the planetary surface, but a narrow band 
of wavelengths manage to penetrate the world's thick cloud cover. Powerful 
lasers attuned to such wavelengths can easily pierce Nyriaan's atmosphere. 
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Such lasers are used to communicate with facilities on Nyriaan's surface 
shortly after its initial settlement. The CSA takes the technology one step 
further with the development of laser transport arrays—or LTAs. Starships 
equipped with a laser acquisition system (LAS) can lock on to the beams 
produced by LTAs and follow them to the planet's surface in relative safety. 
A safety corridor of two laser beams (one outgoing and another incoming) 
is required for the system to work effectively. Laser acquisition systems, 
expensive and largely unnecessary away from Nyriaan, are usually rented 
and affixed to starships in orbit at exorbitant prices. 

Traveling to and from the surface of Nyriaan in this manner is not without 
risk. The majority of a starship's systems, including computer systems and 
sensors, must be powered down during the journey, and only the most basic 
control systems can be active to minimize the risk of ionization. Additionally, 
sublight propulsion systems can operate only at their lowest power settings, 
making a slow ride, with no margin for error on the part of the pilot. 

Despite the relative safety of the process, mistakes and accidents happen 
all too frequently, If either of the laser transport arrays malfunction or shut 
down during a flight, accurate avionics data (such as altitude, speed, or 
heading) are unavailable. And the minimal shipboard systems required for 
flight are subject to the whims of Nyriaan’s magnetic fields and ionosphere, 
Such malfunctions, while rare, are nonetheless dangerous, 

Laser transport array technology is among the CSA's most prized secrets 
during the early days of Nyriaan's colonization, but the plans for the system 
are eventually stolen and disseminated. The Corporate Sector immediately 
blames Republic espionage for the leak, but no proof of the Republic's involve 
ment in the scandal is ever produced. Some suggest that elements within 
the CSA leaked the technology for profit, an allegation that the Corporate 
Sector vehemently denies. 

With laser transport arrays seeing widespread use in the Luire system, the 
Republic soon steps in to regulate use of the technology, initially arguing that 
LTAs are a form of safety equipment, the malfunction or misuse of which could 
result in disaster and loss of life. Not surprisingly, the legislation is supported 
by the Hyperspace Navigator's Guild, a body that had lost a great deal of its 
once far-reaching power. With enough money, senatorial votes are bought 
and paid for. Soon afterward, regulations stipulate that a bonded navigator 
must be aboard any ship that attempts a descent or ascent by LTA technol- 
ogy. Navigator's fees, of course, are payable prior to services being rendered. 

Landing by Laser Transport Array is somewhat more difficult than a normal 
landing given the lack of sensor data, reduced engine power, and the slug- 
gishness of the controls due to a decrease in the effectiveness of starship 
control surfaces. A typical orbit to surface landing by LTA requires a DC 15, 
Use Computer Check followed by three consecutive DC 15 Pilot checks. Fail- 
ing the Use Computer check indicates a LTA problem that must be corrected 
before landing or takeoff can occur. Failing any of the Pilot checks results in 
a cumulative DC increase of +5 on all remaining Pilot checks for that specific 
landing, and failure of the third check results in a crash-landing. 


SHIELDING STATIONS 

One of the most hotly contested technologies on (or more appropriately, 
above) Nyriaan are the shielding stations. Starting around the time of the 
Clone Wars, these orbital space stations use experimental shield projection 
technology to sheath ships in a special shield that is capable of withstanding 
the ionic forces of Nyriaan’s atmosphere. Using the same technology that 
will later be developed into off-ship combat shielding by Lando Calrissian, 
these shielding stations guarantee a ship safe descent into the atmosphere 
thanks to powerful shield projectors that use the station's own reactor to 
power them. This means that the shields are harder for the ion storms in the 
atmosphere to interrupt them, and guarantees a smoother and safer ride to 
the surface. Though the technology isn't perfect and accidents happen, it is 
by far the safest way to descend onto the surface of Nyriaan. 

When a ship with proper authorization approaches Nyriaan, they enter 
a queue of ships awaiting remote shielding before descent onto the planet, 
Not just any ship gains access to this service; only those approved by the 
planetary government are given such a privilege, and it is believed that non- 
government starships must pay an exorbitant “shield license fee” to the right 
government office, a sum of 50,000 credits which is believed by most to 
be a semi-legitimate bribe. The government periodically awards temporary 
shipping licenses to vessels doing government work, and corporate vessels 
usually have such a license as a matter of common operation around Nyriaan. 
Once a shielding station license is held by a ship, it can request off-ship 
shielding for descent onto the planet. Unfortunately, the return trip back up 
to orbit must use the other means available, but even a one-way safe trip 
‘onto Nyriaan is worth the high price. 

Nyriaan's shielding stations are a prized commodity, and are almost con- 
stantly a main source of contention between the factions that rule Nyriaan. 
Fortunately the stations are also extremely valuable to invader and defender 
alike, meaning that when outside forces attack the planet they almost always 
take the shielding stations intact. On at least one occasion, the commander of 
a shielding station ordered it to be destroyed via self-destruct system rather 
than let it fall into enemy hands, but the station was quickly replaced once 
the planet was once again freed. 


SKILL CHALLENGE: 

BLIND DESCENT 

Should the heroes attempt to make a blind descent into Nyriaan, there is 
a significant chance that they will not make it down safely. The descent is 
tough, even for veteran pilots, and the risk of failure also brings with it the 
promise of a crash landing. However, if the heroes are foolhardy (or simply 
desperate) enough to attempt a blind descent into Nyriaan without the 
advantage of any of the planet's normal technology, use the skill challenge 
below to determine the outcome of their descent. 


cL 12 

Complexity: 2 (8 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
still challenge: 

Mechanics [DC 31]: While the ship makes its descent, heroes aboard the 
ship can make Mechanics checks to boost power to shields and internal 
system buffers, reducing the chances that the ship will suffer a blackout 
during its approach. 

Perception [DC 31]: The heroes can use Perception to watch out for stray 
bolts of energy discharging through the atmosphere, warning the pilot when 
it looks like things are going to get rough up ahead. 

Pilot [DC 26]: The pilot of the ship can try to bring the vessel down on a 
safe course using instinct and natural skill to guide the craft. 

Use Computer [DC 21]:A hero can use the Use Computer skill to calculate 
trajectories, anticipate wind and energy discharge powers, and try to boost 
sensors to provide the pilot with at least some data with regards to their 
descent. 

Use the Force [DC 35]: Force-sensitive heroes can use the Use the Force 
skill to sense danger in the descent, but the strange atmospheric effects of 
the planet make this a tricky proposition at best. 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 

Catastrophic Failure: If a hero fails a skill check by 10 or more, the heroes 
accrue two failures instead of one. 

Degrees of Failure: The final outcome of the skill challenge depends on 
the number of failures accrued during the entirety of the skill challenge. 

Second Effort: Whenever the heroes accrue a failure, they can choose to. 
instead have their ship move -1 persistent step down the condition track, 
and turn that failure into a success. 


Success: When the heroes have achieved their eighth success in the 
skill challenge, they make it safely to the ground. However, depending on 
the number of failures they have accrued (and the number of times they 
had to use the Second Effort challenge effect), their ship may not be in 
very good condition. 

Failure: Each time the heroes accrue a failure, their ship ends up landing 
more and more off-course. Each time the party accrues a failure, their ship 
takes 5d10x2 damage. If the challenge ends with 1 failure, the ship lands 
1d10 km off-course. If the challenge ends with 2 failures, the ship lands 3410 
km off-course. If the heroes fail the skill challenge, the ship crash lands 5d10 
km off-course, and the ship is automatically reduced to 0 hit points. The 
heroes take each take 3d10x2 damage from the crash. 


NYRIAAN AND THE FORCE 
Force-users are consistently confounded by the interference they receive 
when using Force powers in the vicinity of Nyriaan. The first Force-user 
to notice this phenomenon is Darth Glovoc, and Jedi from the Republic 
later rediscover the phenomenon. To be clear, Nyriaan does not prevent 
use of the Force. Powers used on the surface of the planet work normally, 
as do those used in space outside the planet's magnetic field. However, 
attempting to use powers through the atmosphere invariably fails. Jedi 
hypothesize that the planet's atmospheric conditions are to blame, 
although this theory has not been confirmed. Nyriaan’s tempests also 
cause difficulty for Force-users within close proximity of the storms. 

Assume that any Force power used by an individual on Nyriaan's 
surface against a target outside Nyriaan's atmosphere automatically 
fails, and vice versa, including powers of extrasensory perception, such 
as sense Force and farseeing, as well as any attempts at telepathy or 
other forms of communication. Essentially, Nyriaan's atmosphere is 
considered to be Force null. 

Use of the Force on the planet is somewhat less restricted, although 
Still difficult, and is dependant largely on atmospheric conditions. What- 
ever causes this interference, it makes no distinction between light-side 
and dark-side powers; all are penalized equally. During calm weather 
conditions, which are rare during most of the planetary year, Force powers 
can be used on Nyrigan with no penalty. During inclement weather, which 
is common throughout the year, the DC of any Force power increases by 
5. During strong storms, including low-end tempests, the DC modifier is 
+10. The strongest of Nyriaan's tempests result in a maximum of +15 to 
the DC of any Force power. 


The Reasons Why 

No one is sure why Nyriaan's atmosphere affects the Force powers. 
Scholars believe that it is a combined result of the planet's ionosphere and 
magnetic field. Others theorize that a heretofore undiscovered lifeform 
or sentience lives within the atmosphere and impedes or intercepts the 
use of Force powers. Disciples of Darth Glovoc believe that something 
within Nyriaan is to blame. 

Despite the difficulties experienced by Force-sensitive individuals on 
Nyriaan, Force sensitivity remains a valuable talent. Mundane surveillance 
devices on Nyriaan are only slightly more useful than dianoga waste, so 
Force-users who want to sell their services as living listening devices can 
turn their talents to a profitable, if dangerous, profession. 
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Ecoltocyr 

Animal and plant life on Nyriaan evolve to survive efficiently in the planet's 
harsh greenhouse environment. The majority of animal life is amphibious, 
despite the fact that large bodies of water are a rarity. A plethora of small 
insectoid species have also been documented, many of which are parasitical. 
The native amphibians possess slimy hides and/or bioluminescence. Many of 
Nyriaan's native lifeforms extract needed moisture, as well as some nutrients, 
from the thick fog that covers the planet. 

Most of Nyriaan's animal species are small—often no larger than gorts— 
and subsist easily in ponds or small pools of standing water. The few large 
species present are nomadic, traveling in herds. Such animals include the 
herbivorous |luma and small prides of the omnivorous pherin, which are 
constantly stalked by packs of chlovi cats. 

Nyriaan’s animals are typically amphibious, and its plant life is fungal. 
Much of the flora is low-lying, growing on any damp surface and collecting 
nutrients from the omnipresent fog. Despite the violent storms that crisscross 
the planetary surface, a number of treelike fungi grow to exceptional heights, 
enabling them to exploit the high winds to spread their spores. 

Like Nyriaan’s fauna, much of the fungus generates dim levels of bio- 
luminescence and phosphorescent light, lending a ghostly ambiance to the 
mist-shrouded landscape. Many species of fungus are capable of growing 
upon nearly any surface, so structures, vehicles, and even clothing can 
develop beds of fungi that grow from hitchhiking spores. Although most 
are harmless, a few indigenous funguses are actively parasitic and can be 
crippling or deadly if allowed to grow upon an individual's skin unchecked. 


COMMON ANIMAL SPECIES 

The following three species—lluma, pherin, and chlovi cats—are indigenous 
to Nyriaan. Although hundreds of thousands of other animal species have 
evolved on Nyriaan, these are the most commonly recognized creatures on 
the planet. 


Lluma 
The lluma are a large, long-limbed species that roams the surface of Nyriaan 
in herds. They are herbivorous, grazing on a wide variety of fungi as they 
roam. Lluma herds typically consist of at least twenty individuals, although 
as many as two hundred roam Nyriaan's equatorial regions in larger herds. 
The creatures are considered a delicious staple of the local menu, and some 
of the smaller herds have been hunted to death by colonists and settlers. 
Lluma are hermaphroditic and are able to assume one of three genders 
depending on the composition of the herd and the season. A single bull usu- 
ally protects the herd, although large herds can have several. Fertile females, 
also known as cows, make up about twenty percent of any given herd. They 
mate continually with the bull, storing fertilized eggs in large pouches 
until the young hatch. The remaining eighty percent of the herd maintain a 


neutral gender, neither male nor female. The purpose of these neuters is not 
completely clear, but they seem to perform a protective role by surrounding 
fertile males and females as the herd travels. 

Biologists study lluma because the species seems to have an innate reli- 
ance on the violent tempests that wrack the planetary surface. Lluma herds 
follow in the paths of prior tempests, sometimes changing direction when 
their route intersects the path of another tempest. Scientists hope that 
research into this behavior yields clues that might help to predict future 
tempests. 


This large amphibian is covered in a slimy gray-brown hide. Two lines of green 
bioluminescent spots, which start just behind its bulbous eyes, pulse along 
either side of its prominent backbone. It possesses a long, curving neck, four 
Jong knobby legs that end in four-toed feet, and a short, stubby tail. 


Lluma cL7 
Large Beast 8 

Init +5; Senses darkvision; Perception +11 

Defenses Ref 14 (flat-footed 13), Fort 16, Will 12 

hp 84; Threshold 21 

Speed 8 squares 

Melee trample +8* (1d6+16) or 

Melee trample +10* (1d6+20) with Powerful Charge 

Base Atk +6; Grp +18 

Atk Options Bantha Rush, Power Attack, Powerful Charge 
Abilities Str 24, Dex 12, Con 22, Int 1, Wis 14, Cha 6 
Feats Bantha Rush, Power Attack, Powerful Charge 

Skills Perception +11 

"Includes 5 points of Power Attack 


Lluma Tactics 

Lluma prefer to flee rather than fight, although lluma bulls protect their herds 
violently if provoked. Cows can also become violent when their young are 
endangered. In either case, lluma of any gender charge and trample enemies, 
crushing them until they exhibit no sign of life. 


Pherin 
Pherins are omnivores of Medium size. They are as close to being genuinely 
sentient as any other species native to Nyriaan. A pherin is froglike, with four 
spindly limbs, knobby joints, bulbous eyes, and a wide, tooth-lined mouth. Two 
or more pherin families might travel alongside a herd of lluma, competing— 
and occasionally feuding—with other groups of pherin for resources and food. 
Pherins have been known to use rudimentary tools, including improvised 
melee weapons and thrown stones. They are curious to a fault, and many 
meet violent ends after wandering into a prospecting town or other settle- 
ment. Like the lluma they follow, pherins can assume one of three genders, 


seemingly at will. Family units consist of equal numbers of males and females, 
with neuters making up between ten and twenty percent of the population. 


The creature is Human-sized, but its form is distinctly alien. Long, spindly limbs 
with large, knobby joints protrude from its body at seemingly random angles. 
its wide head is squat with two bulbous eyes that look about independently. A 
series of blue-green spots produce a dim glow along the creature's abdomen. 


Pherin cL3 
Medium Beast 4 

Init +4; Senses darkvision; Perception +4 

Defenses Ref 14 (flat-footed 12), Fort 11, Will 12 

hp 26; Threshold 11 

Speed 6 squares 

Melee slam +3° (1d4+8) or 

Melee bite +6 (1d6+5) 

Base Atk +3; Grp +6 

Atk Options Power Attack 

Abilities Str 16, Dex 14, Con 12, Int 2, Wis 14, Cha 10 
Feats Power Attack, Toughness 

Skills Acrobatics +9 

* Includes 3 points of Power Attack 


Pherin Tactics 

Pherins attack en masse, disabling targets that seem dangerous or especially 
intimidating before moving on to less-capable prey. Although they are 
peaceful and rarely, attack unless provoked, they are nonetheless capable of 
spontaneous violence if given the opportunity. Male pherins are more likely 
to attack than females, with neuters being especially aggressive if their 
family unit is threatened. 


Chlovi Cat 

Chlovi cats, which are not feline at all, reside at the top of Nyriaan's food 
chain. They have been responsible for hundreds of deaths in mining towns 
across the planet. Settlers on Nyriaan shoot chlovi cats on sight rather than 
risking the danger that they represent. Unfortunately for Nyriaan's colonists, 
chlovi cats have learned to predict the movements of their prey and attack 
from ambush rather than attempting direct assaults. 

Named after a species of fungus that grows across Nyriaan's surface, 
chlovi cats are small amphibians with long, sinewy bodies and glistening skin 
that changes color from black to steely gray. Like other species on Nyriaan, 
they create bioluminescence, which they use for mating displays and rudi- 
mentary communication while hunting. A chlovi cat's primary weapons are its 
wide maw filled with needlelike teeth and four sets of wickedly curved claws. 


Despite their small size, a pack of chlovi cats can bring down a full-grown 
lluma bull. They prefer to eat young |luma and pherins, although chlovi cats 
that have tasted Human flesh prefer it to their natural staples. 


This amphibian is the size of a large dog and has a Jong, sinewy body. Its skin 
glistens with a slimy coating and changes color as the chlovi cat creeps through 
the fungal underbrush. 


Chlovi Cat cL5 
Small Beast 6 
Init +6; Senses darkvision; Perception +6 
Defenses Ref 17 (flat-footed 14), Fort 12, Will 14 
hp 33; Threshold 12 
Speed 8 squares 
Melee 2 claws +4 (1d3+3) and 
bite +4 (1d4+3) or 
Melee 2 claws +2 (2d3+3) with Rapid Strike 
Base Atk +4; Grp +2 
Atk Options Rapid Strike 
Special Actions Coordinated Attack 
Abilities Str 10, Dex 16, Con 13, Int 2, Wis 16, Cha 8 
Feats Coordinated Attack, Improved Defenses, Rapid Strike (claws) 
Skills Stealth +16 
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Chlovi Cat Tactics 

Chlovi cats use pack tactics, communicating with their pack mates through 
a combination of bioluminescent displays and croaking calls. They swarm 
over targets in groups of three or more, biting and clawing in an attempt to 
disable their prey. Once the prey is disabled, the rest of the pack converges 
on the victim, 


COMMON PLANT SPECIES 

The number of different plant species on Nyriaan is staggering, and fewer 
than five percent have been identified by scientists. However, a number of 
these fungi are notable. 


Chlovi 
One of the most common of Nyriaan's plant species is the chlovi, a large fungus 
that grows in large, spiraling patches all across the planet's surface. It is edible 
and, having become an important part of the local cuisine, is considered a 
delicacy. Attempts to cultivate chlovi have varying degrees of success. Prob- 
lems in the chlovi's development arise when the fungi produce spores. Some 
growers hypothesize that chlovi depends upon interaction with the predatory 
chlovi cats, which use patches of the fungus as hunting and nesting grounds. 
The specific connection between the two is yet to be determined. 

Chlovi grows in spiral formations, with individual plants consisting of 
oblong brown bodies with brightly colored phosphorescent red and orange 
gills that produce spores. 


Falsin's Rot (CL 7) 
Named after the fungus's first recorded victim, Falsin’s rot is a much-feared 
parasite that is rare in Nyriaan's more civilized locations. It begins as a spore 
that can take root anywhere on a subject's skin, although infections usually 
begin on the extremities. Painful, itching lesions form as the fungus multi- 
plies, spreading along the limbs and onto the victim's torso and abdomen. 
If left alone, Falsin's rot consumes a subject in less than a standard week. 
Although deadly in the earliest days of Nyriaan's colonization, Falsin's 
rot can be treated and cured. Treatment consists of applications of salves 
concocted from combinations of local flora and standard medicinal com- 
pounds, such as bacta. If treated early, few signs of the infection remain. 
Victims of advanced cases exhibit severe scarring, with the worst cases 
resulting in limb loss. 


When a character is exposed to Falsin's rot, make an attack roll (1d20+10) 
against the character's Fortitude Defense. If the attack roll succeeds, the 
character takes 1d8 points of damage and moves -1 persistent step on the 
condition track (see page 148 of the Saga Edition core rulebook). This attack 
occurs again each day that Falsin's rot remains untreated. Furthermore, a 
character who remains at ~3 steps on the condition track for two days as a 
result of Falsin's rot permanently loses the use of an affected limb, Treatment 
requires a successful DC 20 Treat Injury check. 


Meadlin's Tree 

The largest fungi on Nyriaan are known as Meadlin’s trees, after the Ithorian 
botanist who discovered them. Meadlin’s trees regularly grow up to sixty 
meters tall, with some specimens in the unsettled regions of Nyriaan reported 
as twice as tall as that. Individual fungi grow and twine and merge together, 
forming complicated networks that resemble large root formations that span 
several kilometers. Spherical bioluminescent spore buds grow from Meadlin's 
tree outcroppings, and provide dim blue illumination. 

Within the caverns and canyons of the largest networks of Meadlin's 
trees, natives of Nyriaan traditionally make their homes. Native communities 
care for the trees, directing their development and using the fast-growing 
branches and boughs to form defensive emplacements and living spaces. 


Nyriaan Spice 

One of Nyriaan's most recent contributions to the galactic fringe is known 
as Nyriaan spice. It begins as a low-lying fungal weed called mire nettle. 
When properly processed, mire nettle is transformed into a powerful narcotic 
stimulant that enhances awareness and provides an unparalleled euphoric 
experience. Natives of Nyriaan have long used mire nettle as a mild intoxi- 
cant. Pharmaceutical interests in the medicinal potential of the fungal weed 
ultimately lead to distilling the active ingredients into a powerful form of 
spice. Although it has yet to make much of an impact on the galactic drug 
trade, Nyriaan spice is gaining a momentum as Black Sun and the Hutt kajidics 
experiment with it in the Inner and Outer Rims. 

When imbibed, Nyriaan spice provides an instant second wind, moving 
the user +1 step on the condition track and granting a +5 bonus to his or her 
damage threshold for 1 hour. In addition to the usual effect, Force-sensitive 
characters who are exposed to Nyriaan spice gain a +5 bonus to Use the 
Force checks made in conjunction with the farseeing Force power. When the 
effect of Nyriaan spice wears off, users lapse into near catatonia, resulting 
in a -5 penalty to Wisdom for 4 hours. 


Tempest's Blessing 
One of Nyriaan’s notable parasitic fungi is referred to by planetary natives 
as tempest’s blessing. The fungus, which is a fine gray dust that adheres to 
exposed skin, lives in symbiosis with its host organism. Natives apply tem- 
pest’s blessing spores to their bodies as part of a purifying ritual. Applica- 
tion of the fungus results in a distinctly unpleasant body odor, loss of body 
hair, and a two-fold increase in the normal requirement of ingested liquids. 
Tempest's blessing increases the visual acuity of its host organism, 
granting darkvision for as long as the fungus is present and growing on the 
host's body. Bathing and scraping the body removes the fungus, although 
the process is uncomfortable. In addition, tempest's blessing cannot survive 
in white light, and prolonged exposure—one hour or more—to such light kills 
the fungus, as well. 


GOVERNMENT 
AUTHORITY 


Nyriaan is ruled by a governing council that oversees the planet's bureau- 
cracy. The governing council consists of four representatives from various 
factions. The Mining Guild and the Corporate Sector Authority each have 
a permanent seat on the council. In addition, one seat is held by a member 
of a noble house, and this seat is hotly contested by nobles from across the 
galaxy. Nobles from the Tapani Sector have traditionally held this seat the 
longest, although from time to time a noble house from the Core Worlds 
will assume control of the council seat fora time. This seat is appointed by 
the three other members of Nyriaan's governing council and usually falls to 
the house that bribes the right people or fits in with the council's plans the 
best. The final seat on the governing council is always held by a member of 
the reigning galactic government. The other factions on Nyriaan are happy 
to share control of the planet with the galactic government, because this 
prevents that government from trying to seize control of Nyriaan by force. 

The governing council, called the Council by the locals, oversees the high- 
est levels of the planet's government. Beneath the Council is a bureaucracy 
that enacts the Council's decrees. Each major settlement on Nyriaan has its 
own bureaucratic system that reports to the Council and its bureaucracy, 
creating a tree of authority that stretches across the planet. Although this 
decentralizes the Council’s power, it also means that no one faction or 
government office ever has too much power. Some members of the Council 
have tried to consolidate power in the past, but their power grabs have been 
short-lived as other Council factions opposed their efforts. 


LAw ENFORCEMENT 

Law enforcement on Nyriaan is not a function of the government bureau- 
cracy. One faction holding a Council seat is required to provide a private 
security force to police the planet. While this may seem as if it puts a single 
Council seat in a position of great power, it is also a significant drain on 
that seat’s resources, as bringing in a private security force (and keeping it 
supplied) is no easy task on Nyriaan. Every five years, a new seat is chosen 
by the Council to provide planetary law enforcement, and no seat can hold 
this responsibility twice in a row. However, during the two decades when the 
Empire is at its height, the Council enacts a special decree that allows the 
Empire to provide planetary security for the duration of the Emperor's reign 
{a necessary concession after the Moff sitting on the Council threatened to 
invade the planet by force if the measure was not passed by the Council). 


THE FACTIONS 
OF NYRIAAN 


Over the years that Nyriaan isin the sights of the galaxy, it does not always 
play an important role in the galactic economy. Once its bounty is discovered, 
however, Nyriaan becomes a coveted asset to be controlled. Unfortunately 
for the most powerful factions with interest in Nyriaan, their attempts to 
garner complete control of the world are met with opposition on many fronts. 


THE NATIVES OF NYRIAAN 

Humans have populated Nyriaan for at least four thousand years, perhaps 
longer. The original colonists are the crew of the Storveil, a Galactic Republic 
exploration vessel that crashes on the planet. Because of the ion storms in 
the planet's upper atmosphere, they are unable to leave the planet even 
after repairs are made to the ship. The Starveil crew's descendants go native 
and survive through a combination of ingenuity and determination. From a 
starting population of 52 individuals, their numbers grow over the millennia 
through childbirth and through the addition of other groups of survivors to 
their population. 

Nyriaan’s current native population is unknown, but authorities esti- 
mate it to be anywhere between 1,200 and 2,000 individuals living in small 
‘communities. In truth, the figure is much larger. Although they have been 
confined to Nyriaan for generations, the planetary natives are biologically 
Human, Minor evolutionary changes are evident, such as their adaptation 
to the darkness prevalent on the planet's surface. Their spoken language is 
a mixture of High Galactic and Basic that has been combined into a unique 
colloquial dialect. Referred to as Nyriaanan by locals, the language is easily 
learned by anyone who speaks Basic and has a passing familiarity with High 
Galactic. Likewise, Nyriaanans easily learn Basic once exposed to it. 
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NEw SPECIES: NEAR 

HUMAN (NYRIAAN NATIVE/ 
NYRIAANAN) 

The Human natives of Nyriaan, also known as Nyriaanans, appear at 
first glance to be of typical Human stock. Their skin is pale and their 
eyes are well suited to Nyriaan’s dim light. Nyriaanans are stocky, 
although a good deal of variation exists in body types depending on 
an individual's clan or tribe. Nyriaanans are distrustful of outsiders, 
and they see settlers, colonists, and prospectors as competitors 
for Nyriaan’s resources. They despise corporate interests above all, 
because they fear that their planet might be destroyed in the pursuit 
of an easier way to procure madilon. 

Nyriaanans divide themselves along family lines into hundreds 
of different clans. Some are nomadic, wandering the waterlogged 
plains of their homeworld, while others inhabit the same groves of 
Meadlin's trees that their ancestors settled centuries, or even mil- 
lennia, before. They are a peaceful people, but the natives are easily 
angered by offworlders that care more for turning a profit than for 
honor or integrity. 

Although they are not technological in nature, Nyriaan’s natives 
foster the technology of their ancestors as well as adopt newer 
technology as they acquire it. In fact, Republic anthropologists that 
have come to Nyriaan to study the native clans are surprised by 
how the Nyriaanans manage to maintain and continue to utilize Old 
Republic technology. For natives, everything has a use, and keeping 
the artifacts of yesteryear in good working condition honors one's 
ancestors. 


Nyriaanan Species Traits 
Nyriaanans share the following species traits: 

Ability Modifiers: +2 Wisdom, -2 Charisma. 

Size: Nyriaanans are of Medium size, gaining no bonuses or 
penalties for their size. 

Speed: Nyriaanan base speed is 6 squares. 

Bonus Class Skill: Survival is always considered a class skill for 
Nyriaanans. 

Bonus Feat: Like their Human ancestors, Nyriaanans are versatile 
and gain one bonus feat at Ist level. 

Low-Light Vision: Nyriaanans ignore concealment (but not total 
concealment) from darkness. 

Languages: Nyriaanan. 


THE SITH ON NyYRIAAN 

During the Jedi Civil War, a brief but violent battle takes place in the Luire 
system. When the debris clears, the Galactic Republic has successfully dealt 
a killing blow to the Dying Sun, a Sith Interdictor-class warship. The Republic 
never considers why the Sith are in this largely ignored area of space and 
assumes that the enemy vessel was merely avoiding discovery by hiding in 
a remote system. The Dying Sun is eventually pulled into Nyriaan’s gravity 
well, and it breaks up into several pieces as it tumbles to the planet's sur- 
face. A number of these pieces endure the crash, and perhaps even more 
miraculously, a handful of the Dying Sun's crew manages to survive as well 

Although their population has never been significant, the surviving Sith 
pull together under the ruthless leadership of Darth Glovoc, their captain, and 
survive the hardships of Nyriaan. Over the millennia the Sith become twisted 
and inbred, biding their time until they are able to shrug off Nyriaan’s shackles 
and fight the Jedi once more. The Sith occasionally encounter other Nyriaan 
natives, upon whom they prey mercilessly, but they are mostly content to 
subsist on their own in relative seclusion. 

Darth Glovoc goes into suspended animation within an oubliette, initially 
awakening every hundred years or so to take stock of his people and their 
progress. His episodes of consciousness grow less and less frequent as the 
millennia slowly pass until he is worshiped as a sleeping god, the Dying Sun, 
by the depraved descendants of his crew. After the colonization of Nyriaan, 
his sleep becomes fitful and restless. The creatures that serve Darth Glo- 
voc's sleeping form try to awaken him, but to no avail. If he finally regains 
consciousness, he doubtless brings his servants together to venture out in 
search of conquest beyond the murky prison of Nyriaan. 


THE OLD REPUBLIC ERA 

During the years of the Old Republic, Nyriaan is little more than a turbulent 
blip on the sensor screens of anyone who chances to pass through the Luire 
system. Given the lackluster first impression that the system makes on 
passersby, that Luire serves as little more than an occasional battleground 
during the many wars between the Old Republic and the Sith Empire is 
hardly surprising. 


The Galactic Republic 

The earliest reports of a Galactic Republic survey vessel entering the Luire 
system date back to 4,129 years prior to the Battle of Yavin. The survey finds 
little of interest in the system and marks it as such. From that point onward, 
Luire is rarely visited by Republic-aligned forces. Civilian prospectors and 
criminals, especially pirates, find occasion to enter the Luire system, but 
they rarely stay long. 


DARTH GLovac 


In 4,067 BBY, sixty-two years after the system is initially surveyed, the 
Starveil, a civilian exploration vessel partially funded by the Galactic Republic, 
arrives in the Luire system. The Starveil's purpose is officially declared to 
be exploration with a focus on finding alien life, yet Republic records of the 
ship's findings are sketchy at best. The captain of the Starveil, Bethanie Melan, 
holds the rank of commander in the Republic Navy prior to her resignation 
and subsequent attachment to the Starveil Project. No official explanation 
is ever given for her departure from the Navy, nor is her commission ever 
officially listed as being terminated. 

The truth of the Starveil Project, although never revealed to the public, 
is that it is searching for the remains of a highly secret and experimental 
Republic Navy vessel that is reported lost in the vicinity of the Luire system. 
Beginning with the planets closest to Luire, the Starveil conducts a thorough 
sean of the entire system in an attempt to locate the remains of the mysteri- 
ous experimental vessel. 


The results of the scans remain inconclusive until the Starveil approaches 
Nyriaan. Nyriaan’s magnetic and atmospheric anomalies prevent successful 
orbital scans, forcing Melan to attempt a landing upon the turbulent world 
to get a first-hand look. Melan’s last communication to the Republic reveals 
her intention to land, as well as her suspicion that her crew might not be 
able to leave the planetary surface once they make their landing. After this 
communication, the Starveil is never heard from again. 

Following the Starveil's disappearance, the Republic sends a pair of rescue 
ships to the Luire system. The ships orbit Nyriaan, but neither attempts to 
make planetfall at the commanders’ discretion. The final report of the rescue 
vessels lists the Starveil as being lost due to Nyriaan’s magnetic field, and 
all crew are officially listed as dead. 

The final report could not be further from the truth. Although the Starveil 
does crash on Nyriaan, most of the crew, including Bethanie Melan, survives 
the crash. The Starveil survivors become the first of Nyriaan's colonists and 
form the basis for the planet’s native population, which plays an important 
role in Nyriaanan politics in the centuries to come. 


The Mandalorians 

Mandalorian interest in the Luire system is brief and restricted to the sys- 
tem’s seventh planet, Caillte. A tiny outpost, dubbed Unity, is established on 
Cailite in the last months of the Mandalorian Restoration. To avoid detection, 
the settlement is concealed beneath the rocky crust of the barren planet. 
Although it is intended as a forward supply post, Unity becomes something 
more in the early years following the Mandalorian Wars. 

Feruun Lern, a Mandalorian crusader who is highly regarded by his fellow 
clansmen, establishes his dominance on Unity shortly after the outpost 
is founded. Although Unity is intended to supplement the Mandalorian 
advance into the Mid Rim and beyond, Lern invites others to join him, both 
to rediscover the warriors within themselves and to establish themselves as 
new warriors within the Mandalorian movement. Many of these revitalized 
Mandalorians, along with Feruun Lern, leave Unity and join their brothers 
at Malachor V. 

When the Mandalorians are defeated at Malachor V, Lern and his survi 
ing comrades return to Caillte for a short time. In his absence, the outpost 
is stripped by Neo-Crusaders and other Mandalorians who have chosen to 
abandon their warrior heritage. As the Jedi Civil War rages, Lern and his 
followers, viewed as staunch traditionalists, leave Unity and join with Can- 
derous Ordo. Together they seek glory in death during the Dark Wars against 
the Sith. Although some survive, Lern and most of his clan lose their lives. 

Without the Mandalorians, the Unity outpost remains empty and forgot- 
ten beneath Caillte’s surface until its dusty corridors are rediscovered by the 
Corporate Sector Authority in 405 BBY. Although much of what remained 
following the Mandalorian Wars is lost, enough remains behind to whet the 
CSA's appetite for forgotten technologies and techniques of war. 
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The Sith Empire 

Darth Glovoc, self-proclaimed Lord of the Mind's Eye, wages a series of suc- 
cessful campaigns during the waning years of the Jedi Civil War. Considered 
brilliant but mad—even by the standards of the Sith— Darth Glovoc is often 
left to his own devices. When not engaging the Republic, he spends his time 
in deep meditation, searching for the key to his people's ultimate victory. 

On the eve of Darth Malak’s death at the hands of Revan, Darth Glovoc 
experiences an epiphany in the form of a dream. In his vision, he sees a dark 
world covered in perpetual cloud, violet lightning piercing the dimness of 
the planet's surface like bolts of dark-side energy. As vague as the vision is, 
Glovoc awakes from his trance with an overwhelming desire to see this world, 
to walk its shadowed vistas, and to conquer its sodden landscape. Something 
is there, he is sure, and the dark side beckons him to find it. 

Darth Glovoc takes his flagship, an Interdictor-class warship dubbed 
Dying Sun, and sets course for the one place that his records show matches 
his vision: the Luire system. He is sure that Luire is his destination, and he 
executes on the spot those who dare to contradict him. Leaving the Jedi Civil 
War behind, the Dying Sun forges its way across the galaxy. As the warship 
travels through hyperspace, Darth Glovoc sleeps, his mind’s eye seeking out 
the turbulent planet of his prophecy. 

Although he finds Nyriaan, Darth Glovoc’s mind cannot penetrate its roil- 
ing veil of clouds—as if the planet resists his attempts to see what lay on its 
surface. This phenomenon both enrages and mollifies him at the same time, 
for it proves that something on the planet deserves his attention. When the 
Dying Sun leaves hyperspace just outside the Luire system, the captain of the 
ship intrudes upon Darth Glovoc’s chambers to inform him of the journey’s 
end. Instead of a slow death at Darth Glovoc’s enraged hands, the captain 
finds his lord awake and serene—or so he seems. 

Darth Glovoc orders the Dying Sun to proceed directly to the fifth planet 
of the system and to begin a comprehensive scan of the area surrounding 
the planet. Unfortunately, the Dying Sun's active sensors attract the atten- 
tion of a Republic strike force, which moves to intercept the Sith. With his 
attention focused on Nyriaan, Darth Glovoc fails to notice his approaching 
enemies until too late. 

The resulting battle is swift and brutal. The Sith crew, no strangers to war, 
fight well. Three Republic cruisers and countless Republic starfighters are 
destroyed, even as the Dying Sunis whittled away by massed fire and volleys 
of enemy torpedoes. The Dying Sun, its back broken in the violent combat, 
begins a slow, uncontrolled descent into the clouds below. The remaining 
Republic ships claim victory, take stock of their dead and wounded, and leave 
the Luire system behind. 


THE RISE OF THE EMPIRE ERA 
On the surface, the conflict that is so prevalent during the Rise of the Empire 
seems a distant distraction from Nyriaan's own politics. Nevertheless, the 
effect of the Clone Wars and its aftermath are no less pronounced in the 
Luire system. Much of the conflict on the planet during this time stems from 
the Corporate Sector Authority and its desire to control the extraction and 
dispersal of Nyriaan's veins of madilon. 

Although Nyriaan begins asa lawless and sparsely populated colony world, 
it grows in stature during this time. The formation of the Grand Army of the 
Republic boosts the need for madilon, since new ships must be designed 
and built to support to war effort. The Confederacy of Independent Systems 
recognizes the Republic's reliance on Nyriaan's cash crop and does not sit 
idly by. Between the Mining Guild and the Corporate Sector Authority, the 
Republic's assets on Nyriaan are put through a proverbial wringer. 


The Confederacy of Independent Systems 

The Confederacy's interest in Nyriaan is a passing one, and is reflected solely 
in the business practices of the Commerce Guild, the Trade Federation, and 
the Mining Guild. In fact, Count Dooku’s only concern for Nyriaan is that all 
Republic holdings on the planet be neutralized in order to deny his enemies 
the alloy they require to fuel the war effort. With the First Battle of Nyriaan 
in 21 BBY, this goal is easily achieved, and the Republic's facilities and mines 
are divided between the Confederacy’s allies. 

Allis not peaceful following the battle, however. With the Republic's restric- 
tions and rule of law no longer applicable, the Mining Guild and CSA ramp up 
their operations and begin to exploit native land. The native Nyriaanans, no 
strangers to corporate greed, resist violently. CSA and Mining Guild operations 
suffer at the hands of the natives who are, at times, supported by remnants 
of the Republic as well as by Commerce Guild and Trade Federation agents. 

When the Second Battle of Nyriaan takes place in 19 BBY, the Confed- 
eracy’s forces are swept aside in a single night. With the combined blow of 
losing both Count Dooku and General Grievous only a few days earlier, the CIS's 
will to fight is completely broken, and the Republic's clone units spend much 
of the battle mopping up and taking prisoners. When Order 66 is issued by the 
Emperor, the three Jedi in the system are assassinated by their erstwhile allies. 

The Trade Federation, the Commerce Guild, and the Techno Union fail 
to survive the Clone Wars intact, but the Mining Guild comes out ahead. 
Although officially supportive of the Confederacy, the Mining Guild does not 
marshal forces during the Clone Wars. Additionally, all evidence of Mining 
Guild complicity with the Confederacy somehow vanishes around the time 
of the Second Battle of Nyriaan. Emperor Palpatine is unconcerned, however, 
and folds all Trade Federation, Commerce Guild, and Techno Union holdings 
on Nyriaan into those controlled by the Mining Guild. 


The Corporate Sector Authority 

Of all the parties claiming a stake in Nyriaan’s riches, the Corporate Sector 
Authority probably has the most solid claim to entitlement of any. Estab- 
lishing a small base on Caillte in 405 BBY, the Corporate Sector Authority 
views the Luire system as little more than the location of a remote research 
facility. In fact, the outpost becomes a prison of sorts for employees who 
have achieved spectacular failure in the eyes of the Authority, but who are 
innocent of any criminality. 

The Caillte outpost's pilot light is kept on for more than three hundred 
years. In the centuries of its occupation, the Corporate Sector discovers 
a number of caverns, caves, and subterranean structures that date back 
to the Mandalorian Wars. Artifacts of the period, including weapons and 
other martial technologies, are unearthed. The Mandalorian connection to 
Caillte is kept secret, and becomes the pet project of a number of Corporate 
Sector viceprexes. 

When traces of madilon are discovered on Nyriaan by the Republic, the 
Corporate Sector's interest in the Luire system is suddenly renewed. The 
CSA immediately claims dominion over the entire system, insisting that their 
outpost on Caillte constitutes ownership of Nyriaan as well. In response, 
the Republic quarantines the system and initiates a lengthy court battle to 
determine who has mining rights on Nyrigan. 

In the end, a combination of Senatorial corruption and the flexibility of 
law results in a legal loss for the Corporate Sector. Although it is permit- 
ted to stake claims upon Nyriaan like any other interested party, the CSA is 
found to lack entitlement to planetary ownership. The CSA response—both 
to increase its own profitability as well as to spite its competitors in the 
Republic—is to advance its own technology to allow for greater production. 
The most important of these assets is the laser transport array, a device that 
allows properly equipped vessels to navigate through Nyriaan's atmosphere 
in relative safety. 

LTA technology proves valuable to all interested parties on Nyriaan. 
Despite the CSA's attempt to keep the inner workings of the laser transport 
arrays a secret, Republic spies procure the information from CSA contacts. 
Although expensive to produce and install, laser transport arrays become 
the standard method of landing and taking off from Nyriaan's surface. They 
become so prevalent that the Hyperspace Navigator's Guild, hungry for a 
piece of Nyriaan's profitability, petitions for a Republic mandate requiring a 
bonded navigator aboard all incoming and outgoing flights. 


Despite the constant troubles experienced by the CSA on Nyriaan, the 
planet's value to the Corporate Sector is undeniable. Throughout most of 
Nyriaan’s tumultuous history, the CSA remains one of the major players in 
the planet's affairs. The CSA's methods are of dubious morality, especially 
when they concern the planetary natives, but the bottom line is the final 
arbiter of right and wrong in the eyes of the CSA's Direx Board. 


The Galactic Republic 

The Galactic Republic presents two diametrically opposed faces to anyone 
interested in profiting from Nyriaan’s bounty. The first is that of an august 
body concerned with fair play and preservation of natural resources, while 
the second is one of greed, corruption, and avarice fueled by the desire for 
political gain. Insofar as Nyriaan is concerned, the Republic's interests in 
the inhospitable world are initially focused on denying its entirety to the 
Corporate Sector Authority. In fact, a great deal of the intrigue on Nyriaan 
during the Rise of the Empire is prosecuted between the Corporate Sector 
and the Republic. 

Madilon is such a rare commodity that the Republic is just as concerned 
with keeping its own options open in regard to the precious metal as it is in 
allowing smaller, noncorporate entities to practice a bit of free enterprise. Not 
only that, but the Republic is the first faction to make a successful landfall 
‘on Nyriaan, albeit by gondola technology. In this regard, Senate politicians 
are inclined to believe that if Nyriaan belongs to any one group, it is to the 
Republic. Only because of the interest of high-paying groups, such as the 
Mining Guild and the Hyperspace Navigator's Guild, do they acquiesce to 
allowing others to stake claims and extract ore. 

The Luire Accord of 30 BBY creates a planetary government known as 
the Nyriaan Concord. The Concord allows anyone with a claim on Nyriaan to 
petition the body for aid or arbitration. A Senator is elected by the members 
of the Concord to represent the Luire system in the Senate. The Concord also 
includes a separate political body, referred to as the Native Delegation, made 
up entirely of Nyriaanan natives. Despite their presence in the Concord, the 
concerns of the natives are largely ignored by the corporations that dominate 
its day-to-day politics. 

During the Clone Wars, Nyriaan is taken over by the Confederacy of 
Independent Systems. The loss of Nyriaan for the seventeen months that 
the Confederacy has complete control of the planet is felt by the Republic's 
war machine. Despite the dire need for madilon, Republic forces are able to 
acquire the alloy as spoils of war as the tide turns against the Separatists. 
When the clones finally return to the Luire system, the Confederacy is only a 
hair's breadth away from total collapse. Only a slight nudge, militarily speak~ 
ing, is needed to reclaim Nyriaan and its deposits of madilon for the Republic. 
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GHIA PREYSSOLA 

One of the Republic's staunchest agents on Nyriaan is Ghia Preyssola. 
Ghia, a Twi'lek, has been a willing tool of the Republic for most of her 
life. She is responsible for forming and coordinating Republic intelligence 
cells in and around the Luire system, and she does so with a significant 
amount of aplomb. When the hammer falls and the Confederacy invades, 
Ghia seeks refuge with independent miners and prospectors in the village 
of Silence. She reemerges when the Republic returns, and continues to 
perform her job for the Rebellion after the establishment of Emperor 
Palpatine's New Order. 


This striking Twi'lek female—her green eyes an arresting contrast to her 
flawless blue skin—does not fit the description of a typical colonial miner. 
She looks as though she was once lithe, but hergrace has given way to ropy 
muscles that are an obvious product of hard physical labor. 


Ghia Preyssola cL6 
Medium Twi'lek scoundrel 4/scout 2 

Destiny 1; Force 4 

Init +5; Senses low-light vision; Perception +9 

Languages Basic, Ry! 

Defenses Ref 22 (flat-footed 18), Fort 20, Will 18; Dodge 

hp 43; Threshold 20 
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Speed 6 squares 

Melee unarmed +7 (1d8+6) 

Ranged blaster pistol +7 (3d6+3) 

Base Atk +4; Grp +7 

Atk Options Lucky Shot, Point Blank Shot, Running Attack 

Special Actions Knack 

Abilities Str 16, Dex 15, Con 13, Int 10, Wis 13, Cha 14 

Special Qualities deceptive : 

Talents Evasion, Knack, Lucky Shot 

Feats Dodge, Martial Arts |, Martial Arts II, Point Blank Shot, 
Running Attack, Weapon Focus (pistols), Weapon Proficiency 
{advanced melee weapons, pistols, rifles, simple weapons) 

Skills Acrobatics +10, Deception +10 (can reroll), 
Gather Information +10, Perception +9 

Possessions blaster pistol, miner's outfit, comlink, breath mask, 
field kit, syntherope 


Ghia Preyssola's Tactics 

Having lived for years in the tough mining town of Silence, Ghia Preys~ 
sola is renowned for her skill at hand-to-hand combat. Few knowingly 
enter into a boxing match with her, and those who do usually end up 
unconscious or dead. Lacking an opportunity for confrontation of a more 
personal nature, she is never shy about pulling her trusty blaster pistol. 


The Jedi Council 

The Jedi Council shows little interest in Nyriaan as a whole. Although ini- 
tially troubled by the planetary atmosphere’s resistance to the Force, the 
Council finds that it has enough to worry about without focusing its limited 
resources on a world that is interesting only for the single commodity that 
it can produce. When native unrest comes to a head in 47 BBY, the Jedi are 
obliged to take notice. A single Jedi, Amar Cros, is sent to negotiate a truce. 
Despite his best intentions, a treaty is not recognized until 43 BBY. 

During his time on Nyriaan, Cros becomes enamored with the mysteri- 
ous planet and its native population. Despite the Council's request that he 
return to the Jedi Temple on Coruscant, Cros decides to remain on Nyriaan. 
The Jedi tolerate his insubordination, feeling that it is better that they have 
an envoy on the planet in the event of further violence erupting. Another 
uprising occurs seven years later, this time with Amar Cros at the forefront 
of the native insurgents. 

Although the Council declares that Cros has become a rogue Jedi, they 
refrain from sending a Jedi Master to deal with him directly. By the time the 
violence subsides in 30 BBY, Cros surfaces once again as the leader of the 
native delegation to the Nyriaan Concord. Finding the Concord to be just as 
ill-prepared and corrupt as the Galactic Senate, Cros leaves in disgust, taking 
a large contingent of natives into Nyriaan's unexplored regions. 


THE NOBLES OF THE TAPANI SECTOR KNOW HOW 


AMAR CROS 

Amar Cros has given up his Jedi robes in exchange for the clothes of a 
native Nyriaanan. Although he still clings to some of his Jedi philosophy, 
he sees the current struggle between the natives and the offworlders as a 
different type of war with a different kind of morality, In his fight against 
Nyriaan's oppressors, Amar Cros does anything to win. He is willing to 
call upon the dark side of the Force if it means serving the greater good. 
That he has not fallen to the dark side is a wonder to most Jedi, but Amar 
is never too proud to seek solace in mediation and atonement when the 
Opportunity presents itself. 


With his graying, braided hair and the lightsaber dangling from his belt, this 
older Nyriaanan looks out of place among his native companions. He eyes 
you with a mixture of suspicion and contempt, as if he is deciding what to 
do with you. 


Amar Cros cL 10 
Medium Human Jedi 7/Jedi Knight 3 
Destiny 2; Force 5; Dark Side 2 
Init +11; Senses Use the Force +13 
Languages Basic, Nyriaanan 
Defenses Ref 23 (flat-footed 22), Fort 23, Will 24; Deflect, 
Lightsaber Defense, Niman 
hp 89; Threshold 23 
Speed 6 squares 
Melee lightsaber +9* (2d8+12) or 


Tapani Nobility 
When madilon was discovered on Nyriaan, the floodgates open up to any group 
interested in capitalizing on the valuable metal. Word spreads as far as the 
Tapani Sector, and within a few months, parties representing various noble 
houses arrive in the Luire system, ready join in stripping Nyriaan of its assets. 
The first of the noble houses in the Luire system is House Reena, Reena 
is well known for its profitable mining operations within its home sector. 
Although much of the ore that supports House Reena’s economy is relatively 
mundane, House Reena does possess at least one mining operation that 
produces madilon. House Reena's people are well spoken of, both in and out 
of the Tapani Sector, and they have few enemies even among their fellow 
nobles. Prior experience with madilon, as well as experience creating and 
maintaining profitable mining ventures, makes House Reena one of the fast- 
est growing and most profitable of the noncorporate operations on Nyriaan. 
The next of Tapani’s noble houses to stake a claim on Nyriaan is House 
Mecetti. Interested only in what it can gain by exploiting Nyriaan, House 
Mecetti chooses to use thinly veiled violence to prey on small-time stake 
holders and mining groups. Although House Mecetti’s mining operations 


Melee lightsaber +11/+11 (2d8+7) with Double Attack 

Ranged by weapon +11 

Base Atk +10; Grp +12 

Atk Options Cleave, Double Attack (lightsabers), Great Cleave, 

Power Attack 

Special Actions Adept Negotiator, Force Persuasion, Lightsaber Defense 

Force Powers Known (Use the Force +13 ): battle strike, farseeing, 
Force slam (2), mind trick, move object, rebuke (2), surge 

Force Techniques Force Power Mastery (rebuke) 

Abilities Str 14, Dex 12, Con 12, Int 13, Wis 15, Cha 17 

Talents Adept Negotiator, Deflect, Force Persuasion, Lightsaber Defense, 
Multiattack Proficiency (lightsaber), Niman 

Feats Cleave, Double Attack (lightsabers), Force Sensitivity, Force 
Training (3), Great Cleave, Power Attack, Weapon Focus (lightsabers), 
Weapon Proficiency (lightsabers, simple weapons) 

Skills Endurance +11, Initiative +11, Knowledge (galactic lore) +11, 
Persuasion +8, Use the Force +13 (can substitute for Persuasion 
checks) 

Possessions lightsaber (self-built), native Nyriaanan garb 

“Includes 5 points of Power Attack 


Amar Cros's Tactics 

Amar Cros uses the Force as his primary weapon, using his lightsaber when 
necessary to lay his enemies low. He rarely fights alone, preferring to keep 
a small cadre of Force-sensitive natives with him. Although not trained as 
Jedi, his apprentices are nonetheless formidable, 


are plagued by the effects of their poor working conditions, House Mecetti 
manages to turn a small profit from its activities on Nyriaan while simulta- 
neously keeping an eye on House Reena's operations. 

House Melantha initially chooses to watch as its sister houses stake 
their claims on Nyriaan, waiting until just after the Clone Wars to become 
involved. Given House Melantha's support of the Emperor's New Order, as 
well as the whisperings that House Melantha would gain control of much 
of the Tapani Sector if the Empire ever decided to invade, few are surprised 
when the fruits of House Melantha's mining labors on Nyriaan are ceded 
directly to the Empire. 

When the Confederacy invades the Luire system, both House Reena and 
House Mecetti abstain from taking sides. While House Reena continues to 
operate at peak capacity, House Mecetti uses the chaos as an opportunity 
to strengthen its own position through claim jumping operations and out- 
right theft. When the Republic returns, House Mecetti reverts to its covert 
activities once more, 
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THE REBELLION ERA 

Following the Clone Wars and the formation of the Empire, Nyriaan remains 
much the same as it did under the Republic. Although the Corporate Sector 
Authority and the Mining Guild retain their holdings on the planet, they are 
required by treaty to divert the vast majority of their mined ore directly to 
Imperial interests at prices that are dictated by the Empire. Both entities 
chafe under the Imperial yoke, but the alternative—complete Imperial control 
of their holdings as punishment for their involvement with the Confederacy 
of Independent Systems—is unthinkable. Life on Nyriaan continues much as 
it has for the past several decades, although Nyriaan's citizens are aware 
that the Empire is now in complete control. 

The result is a thriving black market in madilon, and several of the galaxy's 
largest criminal enterprises, including the Hutt kajidic and Black Sun, exhibit a 
renewed interest in Nyriaan. Even with a pronounced Imperial presence in the 
form of stormtroopers and orbital starships, Nyriaan is far more lawless than 
it once was. The Empire, concerned only with procurement, is unconcerned 
with the rights of Nyriaan’s natives. When the inevitable uprisings occur, 
the Empire steps in and puts them down violently; in response, the native 
insurgents resort to guerilla tactics to slow their enemies’ mining operations, 


The Galactic Empire 

One benefit that the Empire brings to Nyriaan is technological progress. 
Unwilling to rely on outdated technology such as gondolas and laser trans- 
port arrays, the Emperor charges his scientists and engineers to design and 
construct a series of ion shielding stations in Nyriaan’s equatorial regions. 
The first of these massive facilities, powerful enough to project a moon-sized 
energy shield into high orbit, is completed in 8 BBY. The Empire controls the 
facility, but prefers to maintain it with a civilian staff culled from both Sienar 
Technologies and Kuat Drive Yards. 

Once the first of these massive shielding stations is in place and func- 
tional, the Empire begins Operation Cloudfall in conjunction with the Mining 
Guild. Operation Cloudfall is a secret project that involves the systematic 
stripping of Nyriaan of all valuable resources. The operation runs on schedule, 
and in the short term, the Empire appears to have merely stepped up wartime 
production of madilon. When native clans protest Imperial exploitation of 
their lands, they are killed or enslaved. Although Operation Cloudfall brings 
ecological disaster to nearly twenty-five percent of Nyriaan's surface, it 
ultimately fails when native insurgents, supported by the Rebel Alliance, 
succeed in neutralizing much of the Imperial work force. Given that most 
of that workforce is comprised of Wookiee and Mon Calamari slaves, the 
insurgency grows with every prisoner that is liberated. 


Other Corporate Interests 

The two largest corporate interests in the Luire system during the Rebellion 
era, other than the Corporate Sector Authority and the Mining Guild, are 
Sienar Technologies and Kuat Drive Yards. Both companies are closely allied 
with the Empire, and receive a number of lucrative contracts in support of 
the New Order. Both corporations are instrumental in the design and con- 
struction of Nyriaan's ion shielding stations, and each plays a critical role in 
both maintaining and operating these massive facilities. 

Kuat Drive Yards is responsible for the initial design of the ion shield 
projector. Using their expertise in planetary weaponry as a basis for the 
projector, KDY’s engineers develop a monstrous facility that is surprisingly 
efficient in spite of its huge size. Perhaps just as surprising is the lead time 
necessary to construct the facility: a minimum of five years. A number of 
KDY executives lose their lives when important deadlines are not met to the 
Emperor's satisfaction. In the end, the facility is operational on schedule, and 
it sets the standard for the shielding station that is eventually constructed 
on the forest moon of Endor. 

KDY sees to the design and construction of the ion shielding stations, 
but Sienar Technologies is brought in to staff and maintain them. Sienar also 
uses the opportunity to capitalize on the ready availability of madilon to 
design new hyperdrive engines in its Locus-based research facility. Sienar 
is a quiet yet sinister presence on Nyriaan. It sends a number of agents into 
the surrounding areas to spy on Corporate Sector interests and to maintain 
a covert network that answers only to Sienar's board of directors. 


The Rebel Alliance . 
The entry of the Rebel Alliance on the galactic scene does not go unnoticed 
by Nyriaan's natives. Those natives with contacts offworld seek to garner 
Alliance support for their continued insurgency against their oppressors, 
both corporate and Imperial. Few of the remaining factions on Nyriaan are 
inclined to resist the Imperial occupation because it allows them to increase 
their workflow. 

Keeping madilon out of the hands of the Empire and, more importantly, 
putting it into the hands of the Rebellion and its allies is a high priority for 
the Alliance. Although the Rebel Alliance's presence on Nyriaan is small in 
the early years, it gradually increases and finally peaks just after the Battle 
of Yavin. Assuming that a second Death Star is a distinct possibility, and 
knowing that such a project requires vast amounts of the rare alloy, the 
Alliance rallies what support it can in the Luire system. 


ZERIK 

Among the Rebel agents operating on Nyriaan, the most enigmatic is Zerik, 
a Bothan who began his stint with the Alliance prior to the destruction 
of Alderaan. Pragmatic by Bothan standards, he quickly recognizes the 
evils of the Galactic Empire and Emperor Palpatine's New Order. Rather 
than seek wealth for his services, Zerik performs much of his pro-Alliance 
work for free. 

The death of his sister—one of the Bothans who die in the effort to 
retrieve information pertaining to the second Death Star—eclipses any value 
Zerik has for his own life with a seething, uncontained hatred. Although he 
still works for the Rebellion, Zerik is more interested in making the Empire 
pay for his sister's death than he is in overthrowing its tyranny. 


The Bothan you see before you is dressed in the stained coveralls of a career 
miner, yet the dangerous twinkle in his eyes reveals a more sinister intention. 
As he talks, his right hand rarely ventures far from the butt of the blaster 
pistol in a holster on his belt. 


Zerik cL8 
Medium Bothan scoundrel 5/soldier 3 
_ Destiny 1; Force 4; Dark Side 3 
Init +13; Senses Perception+5 
Languages Basic, Bothese, Ry, Nyriaanan 
Defenses Ref 24 (flat-footed 20), Fort 21, Will 22 
hp 56; Threshold 21 
Speed 6 squares 
Melee unarmed +7 (1d4+5) 
Ranged blaster rifle +10 (3d8+4) or 


Most Alliance agents on Nyriaan operate as sleeper agents within the 
different factions on the planet. Many disguise themselves as indepen- 
dent miners or prospectors, while a few are employed by Sienar, KDY, the 
Mining Guild, or the Corporate Sector Authority, Most work with criminal 
organizations to secure much-needed resources for the Alliance, while others 
keep tabs on Imperial operations such as Operation Cloudfall, These agents 
eventually form the backbone of armed resistance on Nyriaan following the 
death of Emperor Palpatine on the second Death Star. 


Ranged blaster rifle +11 (4d8+4) when aiming or 

Ranged blaster rifle +8 (4d8+4) with Rapid Shot 

Base Atk +6; Grp +7 

Atk Options autofire, Careful Shot, Dastardly Strike, Deadeye, 
Far Shot, Point Blank Shot, Precise Shot, Rapid Shot, Skirmisher, 
Sneak Attack +146, Sniper 

Special Actions Indomitable 

Abilities Str 13, Dex 19, Con 12, Int 14, Wis 12, Cha 13 

Talents Dastardly Strike, Demolitionist, Indomitable, Skirmisher, Sneak 
Attack +146 

Feats Careful Shot, Deadeye, Far Shot, Point Blank Shot, Precise 
Shot, Rapid Shot, Skill Focus (Gather Information), Sniper, Weapon 
Proficiency (pistols, rifles, simple weapons). 

Skills Deception +10, Gather Information +15, Initiative +13, Knowledge 
(bureaucracy) +11, Mechanics +11, Stealth +13 

Possessions blaster rifle, blaster pistol, knife, 2 thermal detonators, 
field kit 


Zerik's Tactics 

Zerik prefers to remain hidden until he feels that the time is right to strike 
his enemies. He feigns a harmless demeanor, hoping to lull his targets 
into a sense of false confidence before unleashing his formidable combat 
skills against them. In the event that he is unable to rely on surprise, Zerik 
fights like a cornered animal. He has no honor, especially when dealing 
with Imperial agents, and does anything to win. Short of victory, he accepts 
only death. To Zerik, surrender is never an option. 
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THE New JEDI ORDER ERA 

The invasion of the Yuuzhan Vong leaves few systems untouched, and Luire is 
no exception. Given Nyriaan’s inexplicable effect on the Force, as well as the 
volatility of its atmosphere, the Yuuzhan Vong invasion is quick and brutal. 
Yuuzhan Vong see Nyriaan as a holy place, and a contingent of warriors 
and priests is left behind to police it after the initial invasion of the Luire 
system. Nyriaan’s industry, which focuses primarily on madilon, is virtually 
eradicated during the Yuuzhan Vong invasion. Since they have no use for 
the rare alloy and consider the technology used to extract it to be in direct 
defiance of Nyriaan’s sanctity, the invaders are unremitting in their assault 
upon the commercial interests that dominate the planet. 

Prior to the Yuuzhan Vong invasion, the New Republic does what it can to 
mitigate the damage inflicted upon Nyriaan by the Empire's failed Operation 
Cloudfall. An offer is extended to Nyriaan's natives by Republic politicians, 
asking them to join the New Republic. In exchange, these politicians offer to. 
lobby the Senate for Nyriaan’s independence, which would allow the natives 
to form their own government and collect tariffs and other export fees from 
mining interests on their planet. The Corporate Sector and the Mining Guild 
are not at all happy with such a proposal, and they protest loudly. Nyriaan’s 
native clans, although interested in the offer, are wary of becoming embroiled 
in the New Republic's politics. They've known little goodwill from any of 
their planet's invaders, and are suspicious of the New Republic's motives. 

Even after their acceptance of the offer, the native clans on Nyriaan are 
cast into a political limbo as the Corporate Sector files legal objections with 
the New Republic Senate. As the legal battle rages, the CSA and the Mining 
Guild step up their operations on Nyriaan, determined to gut the planet of as 
much alloy as they can before a decision is made. Distracted by the Imperial 
Remnant as well as other threats to their new government, the New Republic 
never formally recognizes Nyriaan prior to the Yuuzhan Vong invasion. 


The New Republic 

The New Republic finds itself troubled on a number of fronts following 
Emperor Palpatine’s death. Despite the numerous problems confronting it, 
the Republic reaches out to the natives of Nyriaan in 8 ABY and attempts to 
bring them into the fold. The gesture is only partially successful, as elements 
of the Corporate Sector block the New Republic with legal proceedings, citing 
decisions made by the Senate of the Galactic Republic. 


Even so, Nyriaan remains a valuable resource that the New Republic 
wants to keep close. Republic agents are sent to Nyriaan, both to monitor 
the powerful factions that plunder its landscape as well as to woo the native 
clans with promises of equality and prosperity. Unfortunately, these efforts 
bear little fruit. The little that is accomplished is marred by CSA and Mining 
Guild interference, both overt and covert. 

When the Yuuzhan Vong invade and scour Nyriaan in 26 ABY, the New 
Republic's presence there—like the presence of all technological powers—is 
nearly obliterated. The few remaining Republic agents hide among Nyriaan's 
native clans, which watch the alien invaders warily from the shadows. 
Although they are not friends of the Yuuzhan Vong, the clans view the aliens 
as an improvement on their world’s former tenants. After all, the Yuuzhan 
Vong show Nyriaan a kind of respect that, up until that time, only the native 
clans had shown to it. 

Following the retreat of the Yuuzhan Vong, the New Republic attempts to 
reestablish the city of Locus and repair the ion shielding station there. The 
station is, however, beyond repair, forcing the New Republic to dedicate more 
resources to rebuilding it. The process is long one, taking nearly twice as long 
as the original Imperial construction did. In the meantime, less impressive 
means of making planetfall, such as gondola systems and laser transport 
arrays, are brought back into use. 


The Yuuzhan Vong 
For the brief time the Yuuzhan Vong control Nyriaan, they are content to 
search its landscape for answers to questions of faith. They are aware of the 
existence of the native clans on Nyriaan, but are content to leave them alone, 
initially. As time wears on and contact between the two species becomes’ 
more common, the Yuuzhan Vong begin using natives as fodder for experi- 
ments. The natives, not taking kindly to the Yuuzhan Vong's renewed inter- 
est, hide and fight back in equal amounts, with varying degrees of success. 
By the time that the Yuuzhan Vong are defeated at the Second Battle 
of Coruscant, the guerilla war on Nyriaan reaches its peak. The natives, 
supplemented with whatever resources the New Republic can spare, fight 
a daily, desperate battle to evict their enemies from the surface of Nyriaan. 
When the time finally does come, most of the Yuuzhan Vong heed the call 
of their brothers and sisters, leaving Nyriaan without so much as a backward 
glance. A handful, however, remain behind, unwilling to leave the paradise 
that they have found. In time these expatriates manage to connect with the 
native clans in a way that their people could not—or would not—when they 
were Nyriaan's masters, 


THE LEGACY ERA 

After centuries of abuse, the Nyriaan of the Legacy era is much as it was 
before the crash of the Locus. The Yuuzhan Vong invasion leaves Nyriaan’s 
mining infrastructure in tatters, while landing upon the surface of the planet 
is a complicated affair once more. With the rest of the galaxy a shambles, 
Nyriaan is once again a remote pear! in the minds of the galactic powers that 
‘once coveted its treasures. While the New Republic, the CSA, and countless 
other governments bury their dead and rebuild their infrastructures, the 
natives of Nyriaan and the remaining Yuuzhan Vong continue to integrate 
with one another. By the time Cade Skywalker witnesses the death of his 
father on Ossus, the two cultures have melded seamlessly. 

The Corporate Sector Authority returns to Nyriaan with a vengeance. In 
the absence of the exercise of any real authority by the New Republic, the 
CSA takes de facto control of the entire planet. The natives and their new 
Yuuzhan Vong allies do not take kindly to the corporate invasion, resisting 
it on every front, CSA facilities are sabotaged, employees are killed or dis- 
appear, and in a handful of rare events, open warfare takes place between 
CSA security forces and armies of natives. This ongoing struggle provides 
much of Nyriaan's backdrop during the Legacy era. Despite their losses, the 
CSA sees madilon as far too profitable for them to be dissuaded from their 
Exploitation of Nyriaan. The CSA's executives, safe in their boardrooms, care 
little for anything but the bottom line. 


The Galactic Alliance 

Although it initially continues the work of the New Republic on Nyriaan, 
the Galactic Alliance fails to recognize the potential of Nyriaan’s bounty. 
Instead, it cedes stewardship of the planet to the Corporate Sector Author- 
ity, accepting shipments of madilon in exchange for control of the planet. 
Until the Alliance's overthrow by the Galactic Empire, it maintain a grudg- 
ing presence on Nyriaan to oversee Corporate Sector operations. Alliance 
agents are sent into the wilderness to contact native clans, but most are 
never heard from again. A number of these agents run afoul of the clans, 
while the rest are silenced by the CSA, which happily blames their deaths 
upon Nyriaan's natives, 

The ascension of the Galactic Empire results in a nearly immediate loss 
of Nyriaan for the Alliance. The Alliance agents who remain on Nyriaan join 
their new masters, leave the planet entirely, or retreat into the wilderness 
and attempt to wage a guerilla war. A few manage to contact elements of 
Nyriaan’s native clans with varying degrees of success, while the remainder 
are hunted down by the Corporate Sector Authority and turned in for boun- 
ties offered by the Galactic Empire. 


The Galactic Empire 

Under the rule of Roan Fel and his predecessors, Imperial interest in Nyriaan 
is cursory at best. The valuable metal exports from the planet are taxed, 
but little else is done to curb the violence that continues to be targeted at 
the planetary natives. Prejudice against the Yuuzhan Vong, especially fol- 
lowing the Sith-sabotaged terraforming attempts on other worlds, is easily 
manipulated in the CSA's favor. Although Emperor Fel garrisons troops in 
and around Locus, ostensibly to keep the peace, little is done to curb the 
excesses of the Corporate Sector Authority. 

When Darth Krayt usurps the throne, his interest in Nyriaan is piqued 
when Sith agents uncover rumors of the Dying Sun. A Sith warship dating to 
the years of the Old Republic, the Dying Sun would be quite a find, especially 
if it contains Sith artifacts such as holocrons from that bygone age. In 132 
ABY, Darth Krayt dispatches Darth Vurik to Nyriaan to investigate rumors 
of the Dying Sun. As he investigates the scant clues provided by his master, 
Darth Vurik discovers the descendants of the Sith who survived the crash of 
the Dying Sun. The descendants of the Sith, twisted in both body and spirit 
by their fanatical worship of the sleeping Darth Glovoc, resist Darth Vurik's 
advances, and many lose their lives in defense of their comatose master. 

Darth Vurik's investigations into the Sith natives are not unnoticed. 
Members of Nyriaan's native clans observe him as he moves through their 
wilderness, as do the Jedi who hide among them. Before Darth Vurik can 
discover the location of Darth Glovoc, the sleeping captain of the Dying Sun, 
he is set upon by several fugitive Jedi. Although he is defeated, Darth Vurik 
leaves many of the Jedi wounded and kills at least one before retreating to 
Locus. While the Jedi and Darth Vurik distract one another, the Sith natives 
move Darth Glovoc to another hidden location. Haunted by his failure, Darth 
Vurik does not immediately report back to Darth Krayt. Instead, he hires 
bounty hunters to locate and kill the Jedi on Nyriaan while he continues his 
hunt for Darth Glovoc's body. 
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This chapter is intended for Gamemasters and contains several mini-adven- 

tures ideally suited for heroes of intrigue. If you're a player, you probably 
should skip this chapter and wait for your GM to spring these adventures 
on you and the other players in your group. 


SING MINI- 
ADVENTURES 


Occasionally, heroes take a tangent that their Gamemaster had not planned 
for, or the GM needs to fill a few hours of play with an entertaining diver- 
sion from the main plot. The GM can improvise something, but, when he or 
she is at a loss for a scenario (or is just pressed for time), a mini-adventure 
might fit the bill. 

The mini-adventures presented here cover a range of themes and 
challenge levels, including stakeouts, infiltrations, and the extraction of 
deep-cover spies from behind enemy lines. Each mini-adventure includes 
background on the events and challenges presented in the scenario, which 
the Gamemaster can use to construct a few “off-the-cuff” situations or as 
a jumping-off point for future encounters. 

In addition, each mini-adventure also features a fully developed tactical 
encounter designed to serve as the climax of the scenario. The Gamemaster 
can use these encounters as written, alter the details to play to the heroes’ 
strengths, or completely redesign them to fit the needs of the campaign. 
The GMcan also reference these encounters when designing his or her own 
mini-adventures and scenarios. 

These minisadventures are designed to cater to different heroes’ abilities, 
as well as the players’ interests, within the realm of intrigue. For example, 
action-oriented heroes should appreciate "My Enemy's Enemy,” while stealthy 
and tech-savvy heroes will like "Arms Dealers Beware." Heroes hoping to 
show off their espionage skills should enjoy “Betrayal at Cloud City" and 
"Double Down." Similarly, "Opportunity Knocks” is aimed at heroic nobles, 
and the group's fast-talking con artist should find that “Shooting Trouble” 
makes good use of Deception and Persuasion. Each mini-adventure in this 
chapter gives heroes of all classes a chance to shine, even if the scenario is 
not aimed specifically at their competencies. 

Each mini-adventure opens with a two-page spread that outlines the 
plot and various encounters. This is followed by another two-page spread 
detailing the climactic encounter. In addition, the mini-adventures make use 
> of the new skill challenge rules described in Chapter 2. 

Although these mini-adventures are designed to be completely indepen- 
dent of one another, common threads run through all of them, allowing them 
to be strung together and run as a sort of “sub-campaign” within the main 
campaign. How they are used is purely up to the Gamemaster's discretion. 
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ADVENTURE 
#1: SHOOTING 
TROUBLE 


“Shooting Trouble” is a mini-adventure designed for 2nd-level heroes. In 
this scenario, the characters are hired to infiltrate a corrupt corporation's 
branch office to slice into its mainframe and locate incriminating evidence. 
Along the way, however, they learn that the organization they are working 
for might not have the best of intentions. 


ADVENTURE 
BACKGROUND 


Although the Joruba Consortium is relatively unknown to the general 
populace, it is well respected in the Mid Rim business community as a 
capable wholesale distributor for a bewildering array of goods—airspeeders, 
foodstuffs, holovid projectors, and much more. The Consortium does not 
produce these goods, but buys them in enormous quantities and ships them 
throughout the galaxy using its diverse fleet of starships. Beneath this veneer 
of respectability, however, lies a dark truth. The Joruba Consortium uses its 
shipping fleet, wealth, and bureaucratic favors to smuggle almost every type 
of illegal item known, including slaves, to the lawless planets of the Outer Rim. 

A pair claiming to be members of the Sector Rangers—a law-enforcement 
agency with authority throughout the galaxy—approaches the heroes with an 
unusual request. Officers Malbo and Tyri are in deep cover for their agency, 
investigating the Joruba Consortium for smuggling, tax evasion, and traf- 
ficking in sentients. They tell the heroes that they are close to cracking the 
case but require one last bit of evidence to close the books. This information 
lies within a computer network inside one of the Consortium’s branch offices 
on the edge of Hutt Space. Unfortunately, the rangers claim, neither they 
nor their usual contacts can infiltrate the office without blowing their cover. 
Malbo and Tyri request that the heroes undertake the mission on behalf of 
the Sector Rangers. They will provide a method for infiltrating the office 
and another for escape if the heroes will undertake to secure the evidence. 
In exchange, they the promise both credits and the goodwill of the Rangers. 


Br HOOK OR BY CROOK 

Malbo and Tyri offer 15,000 credits to the heroes, payable when they deliver 
the desired information. With a successful Persuasion check opposed by 
Malbo or Tyri's check (+15), the heroes can increase this amount to 17,500 
credits. If they make the check by 5 or more, they increase the reward toa 
maximum of 20,000 credits. 


If the heroes find the circumstances suspicious, demand more credits, 
or otherwise do not want to take the job, the request for assistance quickly 
turns to innuendo and then threats. Malbo (playing the bad cop) drops hints 
about the heroes’ past that can be used as leverage against them. If even this 
fails to sway them, Malbo reveals incriminating information about a relative 
or colleague of one of the heroes—information that is not public knowledge. 
It becomes obvious that the pair have been watching and researching the 
heroes for some time. If the heroes consent to take the job, at which point 
Malbo and Tyri revert to their pleasant and professional demeanors. 


JUST THE HIRED HELP 


Once the heroes agree to take part in the mission, Malbo and Tyri give them 
a day to tie up any loose ends and arrange to meet them at the nearest 
starport the following day. During that meeting, the rangers take the heroes 
into a private room and explain that they will travel to the planet Nyriaan 
aboard a Joruba Consortium freighter. The heroes are to pose as corporate 
troubleshooters sent by headquarters for a surprise inspection of the facility's 
computer network and security measures. Each hero is given an appropriate 
outfit (either business attire or a Consortium uniform, depending on the 
character's skill set) and a code cylinder containing data on his or her false 
identity. Because the mission is meant to be clandestine, Malbo and Tyri 
forbid the heroes from taking oversized weapons that cannot be stowed in 
their luggage, including weapons from the rifle or heavy weapons groups. 
Heroes can attempt to smuggle in these items, however, with a Deception 
check opposed by Malbo or Tyri's Perception check (+10). If caught, they 
will be ordered to hand over the weapons, which will be returned after 
completion of the mission. 

There is 2 catch, of course. The code cylinders have only enough data 
for the heroes to board the Joruba Consortium freighter, the Windswept. 
Once aboard, the heroes need to make contact with the real troubleshoot- 
jing team, also aboard the vessel, and obtain their code cylinders. When the 
real cylinders are connected to the heroes’ cylinders, they will slice through 


the encryption and adjust the heroes’ identifications, making them seem 
authentic. If the heroes ask about using deadly force to obtain the cylinders, 
Malbo and Tyri are remarkably noncommittal and simply reply that the heroes 
should do what needs to be done. They note that bribes have been made 
to the right people to allow the heroes’ presence on the Windswept to be 
removed from the ship's logs. 

Once the heroes are ready, the rangers point them to the appropriate gate 
and explain that after completing the mission, the characters must return 
to the starport on Nyriaan. There, they will board another vessel named the 
Last Call, which will return them to their point of origin, where they will 
receive their reward. 


I'M TAKING THIS (CL 2) 

The Windsweptis an aging Corellian corvette, garishly painted in the colors of 
the Joruba Consortium, The false identification in the heroes’ code cylinders 
allows them to board the vessel with no problems, and they are shown to their 
quarters while the ship takes off for Nyriaan, Once aboard, the heroes are 
free to move about the passenger area, where they encounter three groups 
of passengers, each of which is affiliated with the Consortium in some way. 
One group consists of Joruba employees who are the real troubleshooters; the 


other groups can be fleshed out by the Gamemaster as desired. The heroes 
have a full day to formulate their plans and obtain the code cylinders from 
the real troubleshooters before the Windswept arrives at Nyriaan 

The real troubleshooter team has the same number of members as the 
heroes’ party. They spend half the journey in their quarters (each member 
of the team shares a cabin with another member) and the other half in the 
passenger common area, watching holovids, reading, or conversing with one 
another. The heroes must figure out a way to get the troubleshooters alone 
Jong enough to obtain the code cylinders that they wear on their uniforms. 
The characters can try several avenues, 

Ifa Joruba employee is in his or her quarters, the heroes must gain access 
to the room. Bypassing the door lock requires a DC 20 Mechanics check. 
With a DC 15 Persuasion check, a hero could convince a crew member that 
he or she is the rightful occupant of the room, locked out by accident. If 
the heroes gain access to a room, there is a 50% chance that the Joruba 
employee inside is asleep (imposing a ~10 penalty to Perception checks to 
notice the heroes sneaking in). If combat occurs, see below. 

The heroes could also attempt to use Stealth checks to pick the pocket 
of a Joruba employee and take the troubleshooter's code cylinder. Because 
the employees stick together when outside their quarters, they gain a +2 
bonus to Perception checks to notice such attempts. 

Of course, even if the heroes obtain all the real code cylinders, they still 
must contend with the Joruba employees, who will try to exit the Windswept 
when it docks on Nyriaan and head for the branch office. If the heroes kill the 
troubleshooters, each character immediately gains a Dark Side Point, With 
a DC 20 Stealth check, the heroes can hide a body on the Windswept well 
enough for it to remain undiscovered until they are long gone. More ethical 
heroes could subdue the employees and store them bound and gagged in a 
storage closet or the like. With a DC 15 Intelligence check, the heroes can 
find a suitably disused space in which the employees will not be discovered 
by the crew before the ship heads back to the Mid Rim 


Combat 

If violence ensues, the Gamemaster should create a basic map for the 
appropriate area. Passenger quarters are 2 squares wide by 3 squares long, 
and each room contains two bunks, a table, and a basic computer. The ship's 
common area is 5 squares by 5 squares, with couches and tables arranged as. 
appropriate. In the common area, any particularly loud noise (such as blaster 
fire) draws the attention of a crew member in 1d6 rounds. If the noise occurs 
ina passenger's quarters, make a +5 check against a generic crew member's 
Perception check (+2) to determine whether anyone is alerted. 
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ENCOUNTER: 
THE TROUBLE- 
SHOOTING 


Challenge Level 3 
SETUP: This encounter serves as the climax of "Shooting Trouble,” the mini- 
adventure introduced on the previous two pages. 

If the heroes manage to obtain the real code cylinders and prevent the 
genuine troubleshooting team from reaching the Joruba branch office on Nyri- 
aan, they can travel to the facility with no additional problems. The real code 
cylinders provide the necessary identification, and the security staff admits 
the heroes and gives them access to the facility's main computer system. 

Outside the main computer room is a security station, where four bored 
security guards (use the Rebel Trooper statistics on page 280 of the Saga 
Edition core rulebook) monitor the room with cameras. Two technicians 
remain inside the computer room while the heroes go about their activities. 

The computer room contains three terminals that are not linked to one 
another in any way. The heroes must complete a skill challenge to determine 
which terminal holds the database with the information they seek. 


SKILL CHALLENGE: 
THE SLICE 


In this skill challenge, the heroes must determine which computer system 
contains the files they seek. At the same time, they must maintain their 
cover as legitimate Joruba employees inspecting the systems for faults in 
its security measures, fooling the two technicians. As the heroes accrue 
failures, the technicians become suspicious, eventually calling the security 
guards to seize the intruders. 


cL3 

Complexity: 3 (11 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Deception [Opposed DC]: The heroes bluff their way through a tight 
spot by threatening dire consequences for a technician that questions their 
activities as corporate troubleshooters. 

Knowledge (technology) [DC 18]: The heroes determine which of the 
systems is primarily used for data storage and which is used for security 
and monitoring. 

Persuasion [Opposed DC]: The heroes try to persuade the technicians to 
reveal information that will help them determine which computer system 
contains the data they seek. 


Use Computer [DC 20]: The heroes slice through the many layers of the 
computer's defenses to find the incriminating information they seek. 

Use the Force [Opposed DC or DC 18]: The heroes attempt to determine 
whether the technicians are holding back information about which system 
contains the data they seek. The heroes can also use move object to block 
the security cameras from monitoring their activities. 


Challenge Effects: The following is a suggested challenge effect for 
this skill challenge: 

Opposed DC: The technicians that the heroes are trying to fool or keep 
distracted throughout the skill challenge use Perception to see through 
deceptions and sense the heroes’ intentions. 


Success: The heroes manage to locate and download the files they seek 
without setting off alarms or drawing undue attention from the technicians 
or the security guards. 

Failure: The heroes set off an alarm in the security system or in the 
firewall protecting the data, or they do something that makes the techni- 
cians overly suspicious. Either way, the technicians call for the four security 
guards, who arrive the following round. 


JORUBA CONSORTIUM 
TROUBLESHOOTER 

TEAM MEMBERS 

The members of the Joruba Consortium troubleshooter team are no-nonsense 
individuals that just want to get the job done. They are inherently wary, but 
they have no reason to suspect the heroes at first. 


Joruba Consortium Troubleshooter Team Member cL2 

Medium Human nonheroic 6 

Init +4; Senses Perception +10 

Languages Basic, Bocce, 1 unassigned 

Defenses Ref 11 (flat-footed 10), Fort 11, Will 12 

hp 20; Threshold 11 

Speed 6 squares 

Melee unarmed +4 (144) 

Ranged blaster pistol +5 (36) 

Base Atk +4; Grp +5 

Abilities Str 10, Dex 13, Con 12, Int 15, Wis 14, Cha 11 

Feats Cut the Red Tape, Mechanics, Use Computer), Skill Focus 
(Knowledge [technology], Skill Training (Perception), Weapon 
Proficiency (pistols, simple weapons) 

Skills Knowledge (bureaucracy) +10, Knowledge (technology) +15, 
Mechanics +15, Perception +10, Use Computer +15 

Possessions blaster pistol, Joruba Consortium uniform, comlink, 
code cylinder 


JORUBA CONSORTIUM 
TECHNICIANS (2) 

The technicians have endured visits from snooping corporate troubleshooters 
before and are not thrilled to have the heroes in the computer room. If combat 
breaks out, the technicians hide or flee but do not confront the heroes. 


Joruba Consortium Technician cLo 

Medium Human nonheroic 2 

Init +1; Senses Perception +11 

Languages Basic, 1 unassigned 

Defenses Ref 10 (flat-footed 10), Fort 10, Will 10 

hp 4; Threshold 10 

Speed 6 squares 

Melee unarmed +1 (1d4) 

Base Atk +1; Grp +1 

Abilities Str 10, Dex 10, Con 10, Int 13, Wis 10, Cha 10 

Feats Skill Focus (Knowledge [technology], Mechanics, Perception, 
Use Computer), Skill Training (Perception) 

Skills Knowledge (technology) +12, Mechanics +12, Perception +11, 
Use Computer +12 

Possessions datapad, Joruba Consortium uniform 


CONCLUSION 

If the heroes obtain the data they need from the computer system and make 
their way to the Lost Call, they discover that Malbo and Tyri are waiting for 
them aboard the vessel, although the rangers reveal themselves only after 
the ship is in deep space. They ask for the data, and if the heroes give it to 
them, the rangers deliver the payment agreed upon. 

If the heroes take at least 10 minutes to look through the data before 
delivering it, they discover that it implicates Malbo and Tyri in some illicit 
business activities of the Joruba Consortium—the real reason that the rangers 
wanted the data. If the heroes confront Malbo and Tyri with this informa- 
tion, the rangers try to arrest them to shut them up. If the heroes resist, 
‘combat occurs; treat both rangers as bounty hunters (see page 283 of the 
Saga Edition core rulebook). 

The heroes might defeat Malbo and Tyri or find some other way to deliver 
the information to the headquarters of the Sector Rangers. If they bring 
proof of corruption to the officers’ superiors, they receive 10,000 credits as 
a reward, and they might be asked to help the Rangers further investigate 
the Joruba Consortium’s misdeeds. 
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ADVENTURE #2: 
ARMS DEALERS 
BEWARE 


“Arms Dealers Beware” is a mini-adventure designed for 2nd-level heroes. 
It gives the heroes an opportunity to stake out a facility where illegal arms 
are believed to be stored and sold 


ADVENTURE 
BACKGROUND 


For the past year, the Hutt crime cartel based on Nar Shaddaa has been 
secretly operating a warehouse on Naboo, outside of their usual jurisdiction. 
Naboo, a peaceful world that has strong restrictions on weapons, has had 
a recent outbreak of crime. Local authorities have been baffled by this turn 
of events, and their investigations have been fruitless. 

Events escalated earlier this week when a Naboo plasma-processing fac- 
tory was the target of a major theft. The factory was hit by heavy weapons, 
such as those normally used only by the Naboo Royal Security Force. This 
event triggers hysteria and fear among the peaceful populace. Naboo's 
government has sent out a request for mercenaries to aid it in uncovering 
the source of these illegal weapons and munitions. 

The heroes hear of the job offer through HoloNet resources. The contact 
is Trayl Caltos, a lieutenant with the Naboo Royal Security Force. Caltos is 
a lower supervisor who has been charged with investigating the matter and 
ending it by any means necessary. All of the crime zones so far have been 
in the capital city of Theed. 

Caltos offers the heroes 2,500 credits to aid the security force in stak- 
ing out a potential illegal-arms warehouse. If they accept, he provides them 
with a special intercepting short-range comlink and a set of coordinates 
for a building in the warehouse district on the outskirts of Theed. Caltos 
recommends that the heroes begin their stakeout of the building as soon 
as possible—if they hurry, they can arrive around dusk. He believes that the 
criminals, who typically work after dark, might know that the security force 
is on their scent. He adds that the real criminals responsible for the illegal 
weapons are a Corellian scoundrel named Kal Jorek and his Defel sidekick, 
known only as Frizz. Caltos believes that their capture might also lead to 
identifying their offworld partners—the ones ultimately responsible for the 
lives lost. Caltos asks the heroes to report any findings to him using the 
special comlink. 


BARGAINING WITH CALTOS 

The heroes might choose to bargain with Caltos for more credits. With a 
successful Persuasion check opposed by the lieutenant’s check (+13), the 
heroes can negotiate the pay up to 3,000 credits. If they beat his check by 
5 or more, they can negotiate a payment of 4,000 credits. If they try for 
even more, Caltos explains that he is not authorized to offer additional pay. 


THE STAKEOUT 

Around dusk, the heroes reach the coordinates supplied by Caltos, arriving 
at what appears to be an abandoned warehouse in a run-down portion of 
the Theed outskirts. If they believe that they are staking out the correct 
warehouse—that is, if Caltos did not admit that he was sending them on a 
decoy mission—the heroes probably make DC 24 Stealth checks to sneak or 
hide in the warehouse district. Most likely, they will choose a hiding place 
to lie in wait. 


BREAKING INTO THE WAREHOUSE 


THE SWITCH (CL 4) 

After a while, the heroes hear a few approaching voices. If the heroes are 
out in the open, four approaching thugs (see page 284 of the Saga Edition 
core rulebook) easily spot them and open fire with blaster pistols. If the 
heroes defeat the thugs, they can confiscate their opponents’ comlinks and 
overhear communications that reveal that the heroes are, indeed, at the 
correct location. 

If the heroes make successful Stealth checks to remain hidden from the 
approaching thugs, the characters eavesdrop as the thugs make small talk 
outside the warehouse. After a moment, one of the thugs answers a call on 
his comlink. The hero in possession of the special comlink provided by Caltos 
can try to tap into the thug's communication. With a successful DC 21 Use 
Computer check, the hero intercepts the thug's conversation and learns that 
they are, indeed, outside the correct warehouse. 

If the heroes use Stealth to get the drop on the thugs and attack, begin 
the surprise round in their favor. 


WARNING CALTOS 

If the heroes decide to contact Caltos to apprise him of the news, they learn 
that he is currently under fire from another group of thugs. If the heroes 
offer aid, Caltos refuses, claiming that his soldiers can handle the situation, 
and he orders the characters to raid the warehouse they are staking out: 
“The weapons flow must be stopped!" 


SKILL CHALLENGE: 
RUMBLE IN THE 
WAREHOUSE 

When the heroes approach the main entrance to the warehouse, read the 
following text aloud: 


The main entrance to the warehouse features an unexpected blast door. A 
computer interface terminal is located to the right of the door. You see no 
cover and no easy way inside the building. 

As you evaluate the scene, you hear someone shout “Over there!" as another 
group of thugs rounds the corner and opens fire on you. 


ENTRY 

In this skill challenge, the heroes must gain entrance to a possible illegal 
weapons facility as thugs engage them in combat. As the heroes accrue 
failures, additional thugs arrive or additional security measures (such as 
automated weapons) activate, Each success indicates another level of 
security protocol bypassed. 


cL2 

Complexity: 1 (5 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Use Computer [DC 24]: The heroes can attempt to slice into the computer 
interface to bypass the blast door's security protocols. If they accrue a fall- 
ure, the interface might sustain damage, in which case the heroes can try 
to use this skill to repair it. A successful repair does not accrue a success in 
the skill challenge but instead removes the failure from the previous check, 

Knowledge (technology) [DC 27 or 24]: The heroes can try to remember 
what they know about computer lock systems to bypass the door's security 
protocols, The standard DC is 27, but it can be reduced to 24 for heroes who 
have experience in bypassing security locks. 

Mechanics [DC 19]: The heroes can use the Disable Device application 
of the skill (which requires a security kit) or the Repair application (which 
requires a tool kit), A successful Disable Device check earns a success. A 
successful Repair check removes a failure caused by a failed Disable Device 
check. 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 

Close Call: Because of variance in security protocols, some attempts yield 
no change in the outcome, The heroes accrue failures only on skill checks 
that fail by 5 or more. 

Initiative: Since the heroes are engaged in combat, they must act in order 
of initiative during the skill challenge. 

Restricted Skills: The following skills cannot be used in this challenge: 
Gather Information, Survival, Swim, and Treat Injury. 


Success: The heroes enter the warehouse to learn whether it contains 
the illegal weapons. 

Failure: Thugs overwhelm the heroes, who are either captured or forced 
to flee. 
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ENCOUNTER: 
RAIDING THE 
WAREHOUSE 


Challenge Level 2 
SETUP: This encounter serves as the climax of “Arms Dealers Beware,” the 
mini-adventure introduced on the previous two pages. 


READ-ALOUD Text 

In this encounter, the heroes face off with thugs and their leader, Kal Jorek, 
as they further investigate the suspect warehouse. When the heroes enter 
the building, read the following text aloud: 


As your eyes readjust from the night outside to the artificial lighting inside 
the warehouse, you see many large crates in stacks of varying height. Some 
are lined against the walls and some are out in the middle of the warehouse. 

Across the room, you see a round table where five individuals are seated, 
playing sabacc. One is @ Human, possibly Corellian. To his right isa small, barely 
visible, almost blurry figure. The others appear to be common thugs. They look 
up from their game when you enter. The Human yells “They've found us!” as 
he topples the table in front of him, scattering cards, drinks, and credit chips. 
The others draw their weapons. 


KAL JOREK 

A low-grade weapons smuggler, Kal Jorek has been upsetting peaceful sys- 
tems for years by importing illegal weapons. Jorek creates a demand for his 
wares by promoting chaos and fear, after which the local populace comes 
to him for weapons to protect themselves. Jorek, who ultimately answers 
to the Hutt crime cartel in Nar Shaddaa, leads a small band of thugs, which 
includes his right-hand “man,” a Defel he calls Frizz. 


Kal Jorek (J) cL3 
Medium Human scoundrel 2/noble 1 

Force 1; Dark Side 2 

Init +9; Senses Perception +7 

Languages Basic, Defel, Huttese, 3 unassigned 
Defenses Ref 19 (flat-footed 16), Fort 14, Will 17 
hp 25; Threshold 14 

Speed 6 squares 

Melee unarmed +1 (1d4+1) 

Ranged heavy blaster pistol +5 (3d8+1) 

Base Atk +1; Grp +4 


Atk Options Far Shot, Point Blank Shot, Precise Shot 

Special Actions Disruptive, Inspire Confidence 

Abilities Str 11, Dex 16, Con 10, Int 14, Wis 12, Cha 14 

Talents Disruptive, Inspire Confidence 

Feats Far Shot, Improved Defenses, Linguist, Point Blank Shot, 
Precise Shot, Weapon Focus (pistols), Weapon Proficiency (pistols, 
simple weapons) 

Skills Acrobatics +9, Deception +8, Initiative +9, Mechanics +8, 
Perception +7, Persuasion +8, Stealth +9 

Possessions heavy blaster pistol, 1,200 credits 


Kal Jorek's Tactics 

When he sees the heroes, Kal Jorek uses his Disruptive talent, spending 2 swift 
actions to topple the card table and the cards, drinks, and credit chips resting 
on it. Until the start of his next turn, he suppresses all morale and insight 
‘bonuses of the heroes within his line of sight. Jorek then uses his standard 
action to activate his Inspire Confidence talent, granting a +1 morale bonus 
to the attack rolls and skill checks of allies within his line of sight until the 
end of the encounter (unless he becomes unconscious or dies). Additionally, 
he uses the table as cover as long as the heroes are at range. Whenever Jorek 
has 2 swift actions to spare, he uses Disruptive again to cause further chaos, 


FRIZZ 

This Defel befriended Kal Jorek soon after leaving his homeworld of Af'El, 
Because Jorek could not properly pronounce the Defel's name, the smug- 
gler decided to call him “Frizz,” and the new name stuck. Frizz has grown 
accustomed to the moniker. 


Frizz (F) cL2 
Small Defel scout 1/scoundrel 1 

Force 1; Dark Side 1 

Init +9; Senses Perception +6 

Languages Basic, Defel, 3 unassigned 

Defenses Ref 18 (flat-footed 15), Fort 14, Will 13 

hp 30; Threshold 14 

‘Speed 6 squares 

Melee unarmed -1 (143) 

Ranged blaster pistol +4 (3d6+1) 

Base Atk +0; Grp +3 

Atk Options Point Blank Shot, Sneak Attack +1d6 
Special Actions Shake It Off 

Abilities Str 8, Dex 16, Con 13, Int 16, Wis 10, Cha 12 
Special Qualities partial invisibility 

Talents Improved Stealth, Sneak Attack +1d6 


Feats Point Blank Shot, Shake It Off, Weapon Focus (pistols), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Climb +5, Endurance +7, Initiative +9, Jump +5, Knowledge 
(technology) +9, Mechanics +9, Perception +6, Stealth +14 (can reroll, 
keeping the second result) 

Possessions blaster pistol, ultraviolet visor, 900 credits 

Partial Invisibility—The fur of a Defel helps bend all but ultraviolet light, 
rendering him or her nearly invisible. A Defel in normal light is treated 
as having concealment, and a Defel in shadowy illumination or darker 
conditions is treated as having total concealment. Defel are fully visible 
and gain no concealment against opponents with darkvision, but low- 
light vision gives no such benefit. 

Ultraviolet Visor—The eyes of Defel have evolved in such a way that they 
can see only in the ultraviolet spectrum. Defel that leave Af'El must 
wear a special ultraviolet visor to see in normal light. Without such a 
visor, a Defel is considered blind. 


Frizz's Tactics 

Frizz tries to stick to the darker areas of the warehouse so that he has total 
concealment from which to strike out at nearby heroes. He enjoys sneaking 
up on victims with his Stealth skill and making ranged sneak attacks. 


CONCLUSION 

Following the warehouse fight, the heroes recover many crates of illegal 
weapons, Caltos arrives with his soldiers shortly after the heroes win the 
battle. Caltos explains that he and his group were ambushed as a diversion 
to draw them away from the real weapons hideout. He congratulates the 
heroes on recovering the illegal arms and reminds them to come by his office 
later for the promised reward. 

If the heroes kill Kal Jorek, Caltos admits that he feels justice has been 
done—Jorek’s criminal enterprise has claimed the smugaler's own life. Still, 
Caltos would have liked for Jorek to have been taken alive for questioning. 
There is no guarantee that the supply chain of illegal weapons will end with 
his death. 

If the heroes capture Jorek alive and turn him over to Caltos, the lieu- 
tenant is grateful, promising that the arms dealer will be interrogated and 
subject to Naboo justice. Caltos believes that the weapon supply line has 
been dealt a critical blow and that Jorek will be made to reveal the identi- 
ties of his suppliers. 

If the heroes capture the elusive Frizz, Caltos says that he has never actu- 
ally seen a Defel up close before (in fact, few people have). In response, the 
shadowy shape seems to grin with pride. Caltos gives the heroes an additional 
500 credits for the Defel’s capture. 


FEATURES OF THE AREA 
‘The warehouse interior has the following features: 
‘Illumination: The battle takes place indoors with penalties for few 


warehouse i is full of places where the heroes can gain 


- Cover: 
cover, including numerous large crates full of military-grade weapons. 
Table: The thugs use this small card table to play sabace. 
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MINI-ADVENTURE 
#3: BETRAYAL 
AT CLOUD CITY 


“Betrayal at Cloud City” is a mini-adventure designed for 4th-level heroes. 
Itgives characters of intrigue an opportunity to do what they do best—make 
under-the-table political deals, meet in secret, and apprehend elusive 
double agents 


ADVENTURE 
BACKGROUND 


Recently, Iridonia increased the taxes on technology imported from Duro, 
and the Duro's government officials are furious about the higher tariffs. In 
retaliation, they have banned shipments of all technology to Iridonia. As 
anyone might imagine, the Zabrak have not taken the ban well, although not 
all residents of their planet are in agreement. Aftera short time, word reaches 
the Duro government that the Zabrak are ready to negotiate. 

The heroes, who are likely working with an intelligence bureau, receive 
orders to finalize an under-the-table political deal between the lridonian 
dictatorship and the corporate leaders of Duros. Cloud City, above the gas 
giant Bespin, has been selected as a neutral location where each govern- 
ment's officials will feel more at ease, and the covert treaty will be kept from 
prying eyes. Reportedly, the Zabrak rulers have asked to meet in secrecy so 
the news does not spread to their populace. The Duros, wary of this request, 
have asked the heroes to mediate on their behalf. 


MEETING THE SIDES 

After the heroes arrive on Cloud City, they meet with Belai Kaleeg, the Duros 
corporate official, to discuss the details of the signing. Kaleeg tells them 
that he was contacted by a female Zabrak by the name of Koon Odan, who 
said that the Iridonian government would like to secretly negotiate a treaty 
to end the trade disagreement. Kaleeg was told that the Zabraks are willing 
to make a substantial offer “that would be in our best financial interests.” 
However, he refuses to reveal the details of the transaction to the heroes, 
claiming that he is sworn to secrecy by his government. 

Kaleeg offers to purchase dinner for the heroes at the Twin Star restau- 
rant in the upper plaza, arranging to meet them there after they talk to the 
Iridonian representative 

Next, the heroes meet with Koon Odan, the female Zabrak. She has little 
to say and is straightforward and almost rude. Odan provides them with the 
time and location for the treaty signing and quickly leaves. 

With a successful Perception check opposed by Odan's Deception check 
(+9), the heroes notice that she seems nervous, impatient, and in a hurry to 
be someplace else. Unknown to the heroes, Odan recognizes someone in the 
crowd, and the sighting makes her anxious about the coming transaction. 


ASSASSINATION ATTEMPT (CL 4) 
The heroes meet Belai Kaleeg for dinner at the Twin Star restaurant. The upper 
plaza is a nice area, filled with tourists, well-to-do travelers, and business 
representatives. It is far different from the rougher crowds found in Port 
Town or the Mining Quarter. Music flows into the restaurant from the small 
synthtone cantina next door. 

Suddenly, the meal is interrupted by the shriek of laser fire—Kaleeg has 
been shot! He slides out of his chair and falls to the floor. A second blast hits 
the chair where he had been sitting. The heroes catch a glimpse of a cloaked 
figure fleeing into the crowded corridor. 

If the heroes give medical aid to Kaleeg, he can be stabilized with a suc 
cessful DC 21 Treat Injury check. Upon closer examination, the heroes learn 
that the Duros has been shot in his arm and should survive, but it would be 
wise for him to seek medical help immediately. 

If the heroes pursue the cloaked figure, they can spot the suspect in the 
crowd with a successful Perception check opposed by the figure's Stealth 
check (+10). The suspect rounds a corner. With an additional successful 
Perception check opposed by the figure’s Stealth check (+10), the heroes 
determine which adjoining corridor the suspect ran down. When they arrive, 
they find only the cloak lying on the ground. 


ESCAPING THROUGH THE STREETS OF CLOUD CITY 


THE SIGNING 

After an uneventful night, the heroes escort a wounded but recovering Belai 
Kaleeg to the room where the treaty is to be signed. Koon Odan arrives on 
time. Kaleeg, increasingly suspicious following the events of the previous 
day, requests that both he and Odan be searched for weapons prior to the 
transaction. If the heroes comply, they learn that neither representative 
has a weapon. 

Odan provides a legal datapad and a credit chip. Kaleeg looks them over, 
then hands them to the heroes to inspect. With a successful Use Computer 
check (an automatic success), the heroes find that everything is in order. 
With a successful Perception check (DC 16), the heroes notice that Odan is 
calm and collected. 

Kaleeg attempts to agree to the terms of the document shown on the 
datapad, but the screen suddenly goes blank. Puzzled, he hands the datapad 
to the heroes for further inspection, With a successful DC 16 Use Computer 
check, the heroes find that all of the datapad's documents have been locked 
or deleted, In addition, the credit chip attached to the datapad now has no 
balance and reports that all assets have seized by the Iridonians. 

Odan does not know why the datapad and credit chip no longer function, 
and she worries that she is being set up—perhaps by her own government, or 
perhaps by Kaleeg and the heroes. Regardless, she decides to make a quick 
exit. With a successful Perception check opposed by Odan's Deception check 
(+9), the heroes notice that she has become extremely nervous and is easing 
toward a nearby window. 

Unless she is physically subdued, Odan leaps out the window and runs 
away. Kaleeg yells something about a double cross and orders the heroes to 
“bring that Zabrak back!" 


SKILL CHALLENGE: 
THE CHASE 


In this skill challenge, the heroes must pursue Koon Odan on foot through 
the corridors, walkways, businesses, and crowds of Cloud City's upper plaza. 
During the chase, the heroes travel through different parts of the plaza in 
an attempt to cut off her escape route. As the heroes accrue failures, Odan 
slips farther away, possibly escaping altogether. Once the heroes have earned 
either five successes or two failures, the objective of the skill challenge 
changes—an assassin enters the chase, targeting Odan. At this point, the 
heroes are in opposition to the assassin rather than to Odan. 


cL4 

Complexity: 2 (8 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Knowledge (galactic lore) [DC 26 or 21]: The heroes can try to remember 
what they know about Cloud City to find shortcuts or secret routes. The DC 
is reduced to 21 for heroes who are familiar with the city. 


Perception [DC 21]: The heroes can attempt to locate the best path to keep 
pace with Odan or notice indicators that suggest where she is headed next. 

Stealth [Opposed DC]: The heroes can try to sneak along alternate routes 
to cut Odan off. This check is opposed by Odan's Perception check. 

Use Computer [DC 28]: If one of the heroes stops at a computer terminal, 
he or she might be able to determine Odan's possible routes and relay that 
information to the other heroes via comlink. The hero who stops to check 
the computer is effectively out of the chase but can check the computer 
again if Odan's path changes. 

Treat Injury [DC 15 or 25): This is a restricted skill that can be used to earn 
successes only after the changing objectives effect is initiated. To earn a 
success with this skill, the heroes must heal Odan from wounds she sustains 
from the assassin. To attempt to heal her, a hero must have a medpac; having 
a medical kit grants a +2 equipment bonus to the check. Making a DC 15 
check allows a hero to administer first aid. Making a DC 25 check allows a 
hero to revivify Odan if she has died within 1 round. 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 

Changing Objectives: When the heroes accrue either five successes or 
two failures, the cloaked assassin from the day before opens fire on the 
fleeing Odan. She stops to take cover at the nearest spot, giving the heroes 
another round or two (depending on how close they are) to catch up. The 
hidden assassin continues to fire from afar at Odan, ignoring the heroes 
unless they close with him in melee range. This development should cause 
the heroes to suspect that Odan is innocent of the assassination attempt on 
Kaleeg and make them want to question her. Their new objective is to stop 
the assassin from killing Odan. 

Containment: The heroes do not accrue failures for failed skill checks, 
Instead, they accrue a failure only if everyone takes an action but no one 
earns a success, since to maintain pursuit, they need to keep Odan in sight 
of only one character. After the changing objectives effect is initiated, the 
containment effect no longer applies. 

Opposed DC: Certain skills in this challenge can be opposed by Odan. After 
the changing objectives effect is initiated, certain skills can be opposed by 
the assassin, 

Restricted Skills: The following skills cannot be used at the start of this 
challenge: Gather Information, Survival, Swim, and Treat Injury. After the 
changing objectives effect is initiated, Treat Injury can be used, but only to 
heal injuries that Odan receives. 


Success: The heroes catch up to Odan, who is still alive, and defeat the 
assassin. 
Failure: Odan gets away or is killed. 
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ENCOUNTER: 
CHASE THROUGH 
THE CLOUDS 


Challenge Level 2 

‘SETUP: This encounter serves as the climax of "Betrayal at Cloud City," the 
mini-adventure introduced on the previous two pages. This encounter can 
be used when the heroes catch up to Koon Odan, or to break up the action 
in the middle of the skill challenge. 


READ-ALOUD TEXT 
If the heroes chase Koon Odan, their pursuit begins on Cloud City's upper 
plaza, Read the following text aloud: 


Humans and Ugnaughts traverse the busy corridors of Cloud City's upper 
plaza. Koon Odan darts through the crowd, dodging passersby as she heads 
in the general direction of the Twin Star restaurant where you had dinner the 
evening before. A patron of a nearby dance hall stumbles out amid a blast of 
laser illuminations and pulse-pounding music and nearly trips Odan, who spins 
to avoid the collision and continues her flight. 


KOON ODAN 
A female Zabrak, Koon Odan arranged to meet with Duros corporate repre- 
sentative Belai Kaleeg to negotiate a trade agreement to benefit their worlds. 
She is unaware that her government sent a second agent (the assassin) on 
a mission opposing her own, 


Koon Odan (0) cL 4 
Medium Zabrak scoundrel 3/noble 1 

Force 2 

Init +11; Senses Perception +3 

Languages Basic, Bothese, Durese, Ryl, Rodese, Zabrak, 3 unassigned 
Defenses Ref 21 (flat-footed 17), Fort 16, Will 18 

hp 34; Threshold 16 

Speed 6 squares 

Melee unarmed +2 (1d4+2) 

Ranged by weapon +6 

Base Atk +2; Grp +6 

Atk Options Acrobatic Strike, Point Blank Shot, Running Attack 
Abilities Str 10, Dex 18, Con 12, Int 16, Wis 12, Cha 14 

Talents Disruptive, Presence, Walk the Line 


Feats Acrobatic Strike, Linguist, Point Blank Shot, Quick Draw, 
Running Attack, Weapon Proficiency (pistols, simple weapons) 

Skills Acrobatics +11, Deception +9, Gather Information +9, Initiative +11, 
Perception +3 (can reroll, keeping the second result), Persuasion +9, 
Stealth +11, Use Computer +10 

Possessions noble’s clothing, datapad, secure credit chip containing 
1,250 credits 


Koon Odan’s Tactics 

Koon Odan does not attack the heroes unless cornered and threatened. 
Even then, she fights unarmed unless she can somehow acquire a weapon. 
She spends all of her efforts fleeing and trying to stay ahead of the heroes. 
She heads down a path similar to that taken by the assassin the day before. 


ASSASSIN 

This unknown male Zabrak was sent to kill representative Belai Kaleeg to 
stop the trade agreement from being signed, After the assassination attempt 
fails, Kaleeg receives new orders—take out Koon Odan instead. 


Assassin (A) cL 4 

Medium Zabrak scoundrel 4 

Force 2; Dark Side 4 

Init +10; Senses Perception +3 

Languages Basic, Zabrak, 2 unassigned 

Defenses Ref 20 (flat-footed 17), Fort 15, Will 17 

hp 29; Threshold 15 

Speed 6 squares 

Melee baton +5 (1d6+4) 

Ranged blaster pistol +6 (3d6+2) or 

Ranged blaster pistol +4 (4d6+2) with Rapid Shot 

Base Atk +3; Grp +6 

Atk Options Careful Shot, Far Shot, Point Blank Shot, Precise Shot, 
Rapid Shot, Sneak Attack +2d6 

Abilities Str 14, Dex 16, Con 10, Int 14, Wis 12, Cha 11 

Talents Sneak Attack +2d6 

Feats Careful Shot, Far Shot, Point Blank Shot, Precise Shot, Rapid Shot, 
Weapon Proficiency (pistols, simple weapons) 

Skills Acrobatics +10, Deception +7, Gather Information +7, Initiative +10, 
Perception +3 (can reroll, keeping the second result), Stealth +10, 
Use Computer +9 

Possessions blaster pistol, cloak, baton, 1,600 credits 


Assassin's Tactics 

The assassin does not attack the heroes unless he is threatened by them in 
melee. He spends all of his efforts trying to kill Koon Odan. During the skill 
challenge, once the changing objectives effect is initiated, the assassin is 
revealed in his hiding place atop the building in the center of the encounter 
map, and he begins shooting at Odan. If the assassin kills Odan, he flies off 
ona small repulsorlift craft. 


FEATURES OF THE AREA 
The Cloud City upper plaza has the following features: 

Mlumination; The battle takes place during the day, with no penal- 
ties for low light, 

Cover: The corners and other structures in the corridors offer cover 
for the heroes. 

Cantina: A small synthtone cantina is next door to the Twin Star res~ 
taurant, Maneuvering through the cantina is considered difficult terrain, 

Civilians: When the chase begins, civilians are walking the corridors. 
Some disperse or head inside businesses to avoid the confrontation, 
especially if blasters are fired. 

Computer Terminal: The computer terminal is designed for public 
use. This object also provides cover. 

Dance Hall: A dance hall adjoins the building where the treaty is 
‘to be signed. When Koon Odan leaps out the window, she lands just 
outside the hall's entrance. 

Docking Pad: The docking pad has a lone cloud car. If Koon Odan 
reaches the cloud car, she can use it to escape. 

Restaurant: The Twin Star restaurant is one of the finer estab- 
lishments in the upper plaza. Maneuvering through the restaurant is 
considered difficult terrain, 

Security: If blasters are fired, Cloud City Security Force officers are 
likely to arrive on the scene. 

Window: The heroes begin the encounter near the window of the 
meeting room, after Odan jumps out of it. 


CONCLUSION 

If Koon Odan survives, she surrenders to the heroes once the dust settles. She 
explains, “| was sent here by my government to oversee the treaty signing, 
But it appears | was blacklisted—that assassin is one of our agents. Perhaps 
my government had second thoughts about my mission. It seems there are 
more sinister forces at work here.” 

If the heroes subdued the assassin, his story matches the one Odan tells. 
Later, during transport, he is found mysteriously dead or missing. 

If the heroes contact the Iridonian government, Zabrak officials deny 
any involvement in the activities of the past few days. They claim to know 
nothing about Odan's mission or the assassin. Strangely, Odan's datapad and 
credit chip are fully restored within a few minutes after the communication. 
The treaty goes ahead as planned. 

If Odan is killed, the assassin tries to flee. Whether he is caught or escapes, 
the proposed treaty between Iridonia and Duro is canceled. Eventually, the 
disagreements between the two worlds escalate, resulting in a small-scale 
war in which other, more powerful entities intervene. 
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MINI-ADVENTURE 
#4: BYE ON THE 
PRIZE 


“Eye on the Prize” is a mini-adventure designed for 6th-level heroes, The 
heroes, part of Alliance Intelligence, are ordered to help a prominent neu- 
robiologist escape from Imperial custody and reach a vessel that will ship 
him to safety. 


ADVENTURE 
BACKGROUND 


As the war between the Empire and the Rebel Alliance grinds on, the Empire 
takes more extreme measures to ensure victory, including the creation of 
powerful biological and chemical agents to raze entire planets. The Empire 
has forced countless scientists who excel in biology, chemistry, and weapons 
development to create vast stockpiles of virulent strains and toxic substances. 
‘Some of these scientists work willingly for the Empire, while others chafe at 
the abuse of their knowledge for such a purpose. 

Alliance Intelligence has recently intercepted communications about the 
reassignment of Saludor Narubo, a brilliant Givin neurobiologist noted for 
developing vaccines for some of the galaxy's most devastating diseases. The 
Alliance realizes that if anyone could create even more dangerous strains of 
biological agents, it's Saludor, and has decided to abduct the scientist before 
he is shipped off to some hidden base, never to be seen again. 

The heroes are sent to the planet Taris, where Narubo has worked for 
decades, At this time, neither the Rebel Alliance nor the Empire has a strong 
footing on Taris, and both groups maintain an extremely low profile on the 
world. The heroes must work undercover to get the job done with little in 
the way of assistance from their superiors. 


PLOTTING 
THE ASSAULT 


Alliance Intelligence has little information on the Empire's plans, but it knows 
that Narubo remains under guard at his laboratory in the Middle City on Taris. 
Spies have revealed that the Imperials plan to transfer the neurobiologist 
within a few days after the heroes arrive. Analysis droids have concluded 
that the best time to kidnap Narubo is the moment that he leaves his lab 
under guard. Imperial agents will be relatively few and probably will try to 
remain as inconspicuous as possible in order to avoid drawing attention to 
the transfer. Alliance Intelligence provides the heroes with false identities 
and 10,000 credits to use for bribes or for purchasing equipment on Taris. 


The area around Narubo's laboratory is cramped enough that traffic 
consists primarily of groundspeeders and public transportation; fliers need 
to cruise well above ground level or risk smashing into gantries. If the heroes 
use surveillance on the lab, allow them to make three separate Perception 
checks against the Imperial agents guarding Narubo. The Imperials consist 
of a field officer (treat as Imperial Officer; see page 280 of the Saga Edition 
core rulebook) and seven lower grade agents (treat as Elite Rebel Troopers, 
without armor; see page 281 of the Saga Edition core rulebook). If the heroes 
succeed on all three checks, they learn that the Imperials never leave the 
facility, except for a single lower agent out front keeping watch. 

If the heroes hope to escape with the neurobiologist, they will have to 
obtain their own transportation to get him to the spaceport. For 500 credits, 
they can rent a Corona Limited luxury groundspeeder, which is large enough 
for their purposes and can be parked nearby fora speedy escape (or they can 
steal one if they do not want to leave a trail). Alternatively, they can steal 
the Imperials’ groundspeeder. 

A successful DC 20 Knowledge (tactics) check reveals two locations 
nearby that would allow snipers a clear shot at Imperial agents exiting the 
laboratory, but still be close enough for the heroes to grab Narubo and reach 
their escape vehicle. 


THE KIDNAPPING 

Once everything is in place, the heroes have to wait for the Imperials to leave 
the laboratory. The agents have hired a Corona Limited luxury groundspeeder 
by comlink, along with two smaller landspeeders (treat as SoroSuub X-34 
landspeeders; see page 176 of the Saga Edition core rulebook) as additional 
protection, to arrive and whisk the scientist away. 

The area in front of the laboratory is a street front 20 squares wide by 
20 squares long, with the southernmost 4 squares being the street itself. 
Once the heroes begin their assault, the field officer and three of the agents 
form a shield around Narubo and move as quickly as possible to the Corona 
groundspeeder, which is driverless. The other four Imperials find cover and 
attack the heroes. 


THE ESCAPE 

If the heroes manage to snatch Narubo alive from the Imperials and board a 
groundspeeder, they must flee their pursuers through the twisting, crowded 
roadways of Taris. If any Imperials are left alive with functioning vehicles, 
they give chase. Otherwise, a secondary team of reinforcements with the 
same numbers (an officer and seven agents) arrives to pursue the heroes. 


SKILL CHALLENGE: 
FLEEING THE 
IMPERIALS 


In this skill challenge, the heroes attempt to shake off the Imperials that are 
in hot pursuit of them after their successful kidnapping of the neurobiolo- 
gist Saludor Narubo. 


cLé 

Complexity: 3 (11 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Knowledge (galactic lore) [DC 25 or 21]: The heroes can try to use their 
knowledge of Taris and the city's winding streets to figure out the best way 
to elude their pursuers. The DC is reduced to 21 for heroes who are familiar 
with the area. 

Perception [DC 23]: The heroes can attempt to travel along unexpected 
routes or enter locations where the Imperials are unlikely to follow. 

Pilot [DC 18 or Opposed DC]: The heroes can pilot their groundspeeder 
along the fastest routes, dodge debris and obstacles, and find other ways 
to elude the Imperials. If the Imperials get too close to the heroes’ vehicle, 
the Imperials become able to make Pilot checks to set the DC for this skill. 

Stealth [Opposed DC]: The heroes can head into traffic to throw off their 
pursuers, hiding within the flow of other vehicles. This check is opposed by 
the Imperials' Perception check (+10). 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 

Opposed DC: Certain skills in this challenge can be opposed by the 
Imperials in pursuit. 

Restricted Skills: The following skills cannot be used in this challenge: 
Gather Information, Survival, Swim, and Treat Injury. 


Success: The heroes manage to shake off their pursuers and reach the 
spaceport without further incident. 

Failure: The Imperials catch up to the heroes and corner them, engag- 
ing in a firefight. Local law enforcement officials show up in large enough 
numbers that the Imperials withdraw. Later, the field officer uses bribes 
and threats to have Narubo released into Imperial custody while the heroes 
are sent to prison. 
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ENCOUNTER: 
UNEXPECTED 
VISITOR 


Challenge Level 8 
SETUP: This encounter serves as the climax of “Eye on the Prize,” the mini- 
adventure introduced on the previous two pages. 

The heroes have managed to escape with Narubo, who is extremely 
grateful for their help. They reach the Taris Spaceport and must board the 
freighter awaiting them—a Corellian YT-1300 left at the dock by the Alliance 
exclusively for their mission. The ship has no crew, so the heroes must pilot 
the freighter using the coordinates encrypted in its navicomputer. 

There is one hitch, however. Karvas Toll, an Imperial agent, had been sent 
to monitor the transfer of Narubo from afar and act as a failsafe in case 
something goes wrong. Toll watched the abduction from his speeder bike and 
followed the heroes at a distance, avoiding being spotted by the characters 
or the other Imperials. He trailed the heroes to the YT-1300 at the spaceport. 
Once there, he manages to sneak aboard the ship unseen. 

Toll intends to prevent the heroes from taking off until his backup arrives. 
If that proves impossible, he plans to take Narubo hostage and force the 
heroes to fly to an Imperial cruiser outside the system. 


READ-ALOUD TEeExT 
When the heroes get inside their transport and prepare to take off, read the 
following text aloud: 


Just as you begin preparations to take off, you hear a loud pop, and the lights 
of the ship suddenly go out. In the gloom, a shadowy figures moves with 
alarming speed. “Not so fast, Rebel scum,” says a male voice. “I'm here to. 
claim our prize back.” 


KARVAS TOLL 

Karvas Toll grew up in the slums of Taris, where his future was limited to 
joining a gang or being a victim of one. After watching an Imperial propa- 
ganda program on the HoloNet, Toll realized that the Empire was the best 
way to break out of his situation and joined up. Amazingly, instead of ship- 
ping Toll off to some distant warfront, the Imperials realized that he was 2 
natural as a spy and surveillance expert, as well as deadly with a blaster and 
a vibroblade. After a training stint offworld, Toll returned to Taris to assist 
Imperial Intelligence cells there, using his knowledge of the planet to carry 
out clandestine acts on behalf of the Empire. 


Toll considers himself a patriot and believes that the Empire has the 
galaxy’s best interests at heart. Quiet, observant, and stealthy, Toll is often 
used by his handlers to clean up after missions gone awry or to step in 
when further assistance is needed. He dresses like a native of Taris, but his 
demeanor makes it clear that he is dangerous, and most citizens give him a 
wide berth on the streets. 


Karvas Toll (K) cls 

Medium Human scoundrel 5/scout 3 

Dark Side 8 

Init +7; Senses Perception +16 

Languages Basic, Givin, Huttese 

Defenses Ref 24 (flat-footed 20), Fort 20, Will 21; Dodge, Mobility 

hp 58; Threshold 20 

Speed 6 squares 

Melee vibroblade +8 (2d6+4) 

Ranged heavy blaster pistol +8 (3d8+4) or 

Ranged heavy blaster pistol +6 (4d8+4) with Rapid Shot 

Base Atk +5; Grp +8 

Atk Options Point Blank Shot, Rapid Shot, Sneak Attack +146 

Special Actions Knack, Shake It Off 

Abilities Str 10, Dex 16, Con 13, Int 14, Wis 15, Cha 14 

Talents Hidden Movement, Improved Stealth, Knack, Skirmisher, Sneak 
Attack +106 

Feats Dodge, Mobility, Point Blank Shot, Rapid Shot, Skill Focus 
(Perception, Stealth), Weapon Finesse, Weapon Proficiency (advanced 
melee weapons, pistols, simple weapons) 

Skills Acrobatics +12, Deception +11, Perception +16, Pilot +12, Stealth 
+17 (can reroll, keeping the second result), Use Computer +11 

Possessions heavy blaster pistol, snare pistol, vibroblade, encrypted 
comlink, Aratech 74-Z speeder bike 


Karvas Toll’s Tactics 

Toll excels at sneaking into locations unnoticed and waiting for just the 
right moment to strike from the shadows. Once on board the heroes’ ship, 
he cuts 2 secondary power circuit and plunges the YT-1300 into darkness. 
An expert at close combat, Toll uses his vibroblade to engage the heroes in 
melee after targeting them with a few blaster shots. He tries to move as 
swiftly as possible to get close to Narubo and use the neurobiologist as a 
shield, buying time until his reinforcements arrive. Asa loyal Imperial agent, 
Toll knows the penalty for failure and fights to the death. If he is close to 
being taken down, Toll turns his blaster or vibroblade against Narubo to deny 
the Rebels the prize. 


CONCLUSION Correllian Engineering 
IF the heroes defeat Toll, the ship's navicomputer reveals that the Alliance has ¢ 

a Corellian corvette waiting on the far fringes of the system. The YT-1300 Corporation 

is programmed to fly the heroes and Narubo directly to the other vessel. YT-1300 Stock 
Once there, Narubo is whisked away for debriefing, presumably to inform 

the Alliance about the new strain of contagion he was developing for the Light Transpart 
Empire's biological warfare program. ; , 

If Toll recaptures Narubo, he uses the Givin as a shield to keep himseit Freight Configuration) 
from harm. If the heroes do not manage to get the YT-1300 off the ground, 
Imperial reinforcements eventually arrive in large numbers, along with local 
law enforcement. The heroes are taken to a Taris prison on charges of kidnap- 
ping, conspiracy, and property damage (along with murder, if applicable). 

If Toll recaptures Narubo but the YT-1300 takes off, the Imperial agent 
orders the heroes to enter new coordinates into the navicomputer—coordi- 
nates that take them to a Star Destroyer on the fringes of the Taris System. 
Once there, the heroes are taken into custody and later shipped to a prison 
colony, where they are interrogated until they reveal whatever Alliance 
secrets they possess. 
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MINI-ADVENTURE 
#5: My ENEMY’'sS 
ENEMY 


“My Enemy's Enemy” is a mini-adventure designed for 8th-level heroes. In 
this scenario, the characters work for a Mon Calamari ambassador who is 
in deep negotiations to mend ties with the Quarren. A failed attempt on 
the ambassador's life reveals a similar plot to kill the Quarren ambassador. 


ADVENTURE 
BACKGROUND 


The heroes work as bodyguards and assistants for Nuukol, the Mon Calamari 
ambassador in charge of brokering a compromise with the Quarren. Groups 
on both sides have attempted to disrupt the negotiations, stirring up hatred 
and misunderstanding ta muddy the waters. 

After months of discourse, the Quarren have finally agreed to send their 
own ambassador, Tsillog, to Coruscant to meet with Nuukol and hammer out 
an accord. However, in an unprecedented move, Tsillag has also scheduled 
a press conference outside the Quarren embassy to lay out the proposal to 
the people—a move that the Mon Calamari consider inflammatory. To change 


A MON CALAMARI ATTEMPTS ASSASSINATION. 


the tone back in their favor, Nuukol has arranged his own press conference 
in front of the Mon Calamari embassy a day beforehand. He hopes that by 
having the voices of both parties heard, public opinion will remain stable 
enough for the negotiations to begin in earnest. 

While other members of his staff arrange for the press conference, Nuukol 
asks the heroes to remain vigilant, since threats have been made against him 
and his delegation. Although tensions are high, the ambassador makes it clear 
that he wants the heroes to maintain a low profile. To show suspicion is to 
show weakness, which is something that he and the Mon Calamari cannot 
afford at the moment. 


SHOWTIME 
On the day of Nuukal’s press conference, throngs of supporters, detractors, 
and reporters gather outside the Mon Calamarian embassy. The ambassador 
rehearses his speech in an antechamber inside the main lobby of the embassy. 
The lobby swarms with dignitaries and support staff, all moving with great 
anticipation. However, unknown to everyone, two Mon Calamari radicals have 
infiltrated the embassy and plan to kill the ambassador inside the main lobby. 
Tasked with Nuukol’s protection, the heroes can decide how to arrange 
themselves to best survey the area for threats. The main lobby isa open space 
15 squares by 15 squares, with a ceiling several dozen meters high. The main 
doors (2 squares wide) are on the north end of the area. Four identical ante- 
chambers (each 4 squares by 4 squares) are evenly spaced along the sides of 
the main lobby. At any given time, there are a dozen support staff personnel in 
the lobby (treat as unarmed Rebel Troopers; see page 280 of the Saga Edition 
core rulebook); if violence erupts, they duck for cover or cower on the ground. 
Have any heroes watching the main lobby for trouble make a Perception 
check against the radicals’ Deception check (+13). If the heroes succeed, they 
notice that four bureaucrats seem to be milling about longer than usual. Two 
of them are innocent bystanders waiting to see the ambassador up close, but 
the other two are radicals intent on killing Nuukol. If the heroes succeed at 
the Perception check by 5 or more, they notice that the two radicals have 
concealed weapons. If the heroes approach them for questioning, the radicals 
stall for a round while the ambassador leaves the antechamber and heads 
toward the front door of the embassy. 


READ-ALOUD TEXT 

The action begins when Ambassador Nuukol reaches the center of the lobby. 
The two radicals approach him from either side with weapons drawn (and 
possibly with the heroes in hot pursuit). Read the following text aloud: 


Ambassador Nuukol leaves the antechamber and walks toward the middle of 
the lobby, consulting a datapad containing the speech he is about to give. The 
bureaucrats and embassy workers in the lobby move out of his way. Then an 
angry voice fills the vast chamber. “Traitor!” screams one of the bureaucrats 
as he rushes toward Nuukol. “You cannot negotiate with these monsters! For 
Mon Calamari!” 


ASSASSINATION ATTEMPT 
When combat begins, one of the radicals should be within 4 squares of 
Nuukol. As soon as possible, he activates the thermal detonator in his hand, 
hoping to vaporize the ambassador while serving as a martyr for the cause. 
However, the detonator is faulty; when it explodes, it releases a spray of 
shrapnel instead of a blast. Anyone caught in the explosion takes half damage 
(piercing). Five bystanders are wounded and fall to 0 hit points each. The 
radicals’ blaster pistols are also faulty and can fire only one shot each before 
they fuse shut. 

Regardless of the actions of the heroes, Nuukol is severely wounded by 
the shrapnel, caught in the crossfire, or otherwise injured and reduced to 
O hit points. 


Mon Calamari Radicals (2) cL5 

Medium Mon Calamari scoundrel 5 

Dark Side 3 

Init +13; Senses low-light vision; Perception +13 

Languages Basic, Mon Calamarian, 1 unassigned 

Defenses Ref 18 (flat-footed 17), Fort 15, Will 17 

hp 32; Threshold 15 

Speed 6 squares (swim 4 squares) 

Melee unarmed +3 (1d4+2) 

Ranged blaster pistol +4 (346+2) 

Base Atk +3; Grp +4 

Atk Options Point Blank Shot, Sneak Attack +2d6 

Special Actions Disruptive 

Abilities Str 10, Dex 13, Con 10, Int 12, Wis 12, Cha 13 

Special Qualities breathe underwater, expert swimmer 

Talents Disruptive, Sneak Attack +2d6 

Feats Grazing Shot, Master of Disguise, Point Blank Shot, Skill Focus 
(Deception, Initiative, Perception), Weapon Proficiency (pistols, 
simple weapons) 

Skills Deception +13, Gather Information +8, Initiative +13, 
Perception +13, Stealth +8 

Possessions blaster pistol (one shot only), thermal detonator (faulty) 


THE FAILED MARTYR 

After the assassination attempt, medical droids and additional security 
personnel arrive in 1d4 rounds to tend to the wounded. Critically injured, 
ambassador Nuukol is rushed to the embassy's medical facilities. Several 
minutes after the blast, an attaché informs the crowd outside about the 
assassination attempt and cancels the press conference. The confused and 
shocked audience begins shouting and rushing the door of the embassy, held 
in check by the security personnel (and the heroes, if they want to assist). 
If any radicals survived, they ask to talk to the heroes. 


READ-ALOUD TExT 
If the heroes interrogate the radicals, at an appropriate point during the 
questioning, read the following text aloud: 


The Mon Calamari stands up straight and squares his shoulders. “None of this 
matters, you realize," he says. “Ours was just one part in the plan to prevent 
negotiations, The Quarren scum is supposed to be speaking tomorrow to spread 
even more lies about how his people want peace. We're going to make sure 
that won't happen, either, despite the failure today." 


INTERROGATION 

The heroes can interrogate the radicals to learn their purpose. Interrogation 
reveals that they are part of a cell of Mon Calamari who object to peaceful 
coexistence with the Quarren, They point to past events to show that every 
attempt at harmony has failed. If asked, the radicals say that their leader is 
an individual known as “Avreet" (the Mon Cal word for “comrade"), although 
they have never met him or her. 

The radicals also reveal that an assassin hired by another cell intends to kill 
the Quarren ambassador when he gives his speech the next day, The radical 
knows nothing about the assassin other than to say, "He's not one of us.” 

If the heroes ask why the radicals’ weapons were faulty, have the char- 
acters make another Persuasion check. If they succeed, the radicals look 
angry and complain that they picked up their weapons from a drop point in 
a seedy hotel. They have no idea why the weapons malfunctioned, although 
now they suspect that perhaps they were set up to fail. 


DESPERATE DIPLOMACY 
When Nuukol regains consciousness, he sends a nurse to summon the heroes 
to his bedside. Despite the attempt on his life, the ambassador tells the heroes 
that the negotiations must continue as scheduled. He stresses that the assault 
will only make matters worse as the Mon Calamari citizens harden their 
stance toward the Quarren, He asks the heroes what they learned from the 
radicals, and after hearing of the threat on Tsillog, he tells the characters to 
warn the Quarren delegation. If the other ambassador is attacked, war will 
almost certainly break out between the two species. 

If the heroes try to contact Ambassador Tsillog (either via comlink or 
by traveling to the Quarren embassy), have them make a DC 25 Persua- 
sion check. Success means they are allowed to talk to him (on screen or in 
person), although he proves to be unfriendly, brusque, and highly suspicious. 
If the heroes fail their Persuasion check, a lesser Quarren dignitary relays 
the message. Regardless, the ambassador's point is clear—although he is 
saddened at the attempt on Nuukol's life, he sees no reason to fear another 
attack and will hold his press conference as intended. Tsillog then excuses 
himself and either has the heroes escorted to the door or cuts off the trans- 
mission. All other attempts to contact the ambassador fail. 
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ENCOUNTER: 
HUNT FOR 
THE ASSASSIN 


Challenge Level 9 
SETUP: This encounter serves as the conclusion of "My Enemy's Enemy,” the 
mini-adventure introduced on the previous two pages. 

As planned, the Quarren ambassador sets the stage for a press conference 
in front of his embassy. The setup is similar to the conference arranged at 
the Mon Calamari embassy, with a podium, holovid cameras, and the like, 
but the crowd is considerably larger than the one yesterday. 

On orders from Ambassador Nuukol, the heroes must attend the press 
conference and try to locate and stop the assassin before he can kill Tsillog, 
The Quarren ambassador has only minimal security, supporting his profession 
of disbelief in the heroes’ claim. 


READ-ALOUD TEXT 
When the heroes arrive at the plaza and begin hunting for the assassin, read 
the following text aloud: 


The plaza in front of the embossy is filled with all manner of sentients—mostly 
Quarren, but also including dozens of other species. The mood is tense as the 
crowd awaits the ambassador. The plaza is large and far away from other 
buildings, making it unlikely that a hidden sniper could shoot Tsillog. You 
believe that anyone who wanted to kill the ambassador would have to get 
relatively close to him. 


SKILL CHALLENGE: 
SPOTTING THE KILLER 


The heroes must search for the assassin in a mob of sentients that includes 
plenty of Quarren, a host of other species, and a few Mon Calamari engaging 
in heated political debates with other members of the crowd. Tensions are 
running high. The heroes engage in a skill challenge to spot the assassin, a 
Rodian named Loodux, before he attacks. 


cL9 

Complexity: 1 (5 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Knowledge (social sciences) [DC 30]: The heroes can try to study the body 
language of members of the crowd to determine which individuals seem out 
of place or suspicious. 


Knowledge (tactics) [DC 20]:The heroes can attempt to identify the most 
likely locations from which an assassin would have a clear line of approach 
to Tsillog. 

Perception [Opposed DC]: The heroes can spot Loodux drawing his weapon 
as he prepares to fire at the ambassador or spot him as he throws down 
his smoke grenade. The check is opposed by Loodux’s Stealth check (+18). 

Persuasion [DC 25]: The heroes can question members of the crowd to 
learn whether they have seen any suspicious individuals or anyone that seems 
to be carrying a weapon. 

Stealth [Opposed DC]: The heroes can move unobtrusively through the 
crowd looking for suspicious characters or can catch Loodux unaware as he 
prepares his attack. The check is opposed by Loodux's Stealth check (+18). 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 
Opposed DC: Certain skills in this skill challenge can be opposed by Loodux. 
Restricted Skills: The following skills cannot be used in this challenge: 
Gather Information, Survival, Swim, and Treat Injury. 


Success: The heroes spot Loodux before he attacks. As a result, the 
combat does not begin with a surprise round. 

Failure: The heroes fail to spot Loodux before he tosses down his smoke 
grenade and attacks. As a result, they cannot act during the surprise round. 


LooDUx 
Other members of the Mon Calamari radical group hired Loodux, a Rodian 
assassin, to kill the Quarren ambassador. Loodux is well known for his pistol 
work and his penchant for bold showmanship. The radicals want a spectacle 
and believe that a lone assassin killing Tsillog up close and personal would 
serve their cause effectively, Loodux is a perfect fit. Although his primary 
motivation is the payment he will receive, he has also come to share the 
radicals’ distrust of the peace accord. In addition, the Rodian is more than 
a little insane. 

Loodux has bland features, which he uses to his advantage to blend in with 
the crowd outside the embassy. He wears typical garb in muted tones, making 
him look like an average sentient waiting to hear the ambassador speak. 


Loodux (L) cL9 
Medium Rodian scoundrel 5/soldier 2/gunslinger 2 

Dark Side 8 

Init +18; Senses low-light vision; Perception +9 

Languages Basic, Mon Calamarian, Quarren, Rodese 

Defenses Ref 27 (flat-footed 23), Fort 21, Will 21 

hp 56; Threshold 21 

Speed 6 squares 

Melee stun baton +7 (1d6+4) 


Ranged heavy blaster pistol +12 (3d8+7) or 

Ranged heavy blaster pistol +10 (44847) with Rapid Shot 

Base Atk +7; Grp +11 

Atk Options Dastardly Strike, Deceptive Shot, Point Blank Shot, Precise 
Shot, Rapid Shot, Sneak Attack +2d6 

Abilities Str 10, Dex 18, Con 10, Int 14, Wis 10, Cha 13 

Talents Dastardly Strike, Deceptive Shot, Sneak Attack +2d6, Weapon 
Specialization (pistols) 

Feats Point Blank Shot, Precise Shot, Rapid Shot, Skill Focus (Deception, 
Initiative, Stealth, Survival), Skill Training (Survival), Weapon Focus 
(pistols), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Acrobatics +13, Deception +15, Initiative +18, Perception +9 (can 
reroll, keeping the second result), Pilot +13, Stealth +18, Survival +14 

Possessions heavy blaster pistol with targeting scope, smoke grenade, 
stun baton, breath mask, concealed holster, encrypted comlink, 
SoroSuub JG-8 luxury landspeeder (see page 71) 


Loodux's Tactics 

Loodux's plan is simple and brash. He intends to blend in with the crowd until 
Ambassador Tsillog comes out to speak, When the crowd begins to cheer or 
boo as Tsillog steps up to the podium, Loodux will be close to the front, where 
he will release a smoke grenade to cause panic. In the chaos, he will line up 
his shot, kill the ambassador, and trigger his comlink to summon the driver 
of his landspeeder. As the speeder carves a path through the crowd, Loodux 
will leap on board, shooting at anything and anyone that gets in his way. 


CONCLUSION 

If the heroes stop Loodux before he kills Tsillog, they are approached by the 
grateful ambassador once the chaos dies down. He apologizes for doubt- 
ing them and promises to go forward with the negotiations as planned. In 
addition, Tsillog offers each hero a reward of 5,000 credits, along with the 
possibility of additional diplomatic favors. 

If the heroes manage to capture Loodux alive and interrogate him, they 
realize that he is somewhat insane, However, the Rodian's confusing answers 
to their questions provide clues that help the heroes determine the identity 
of "Avreet,” the leader of the radicals that set up the assassination attempts. 
If the heroes follow through on this information, they eventually discover 
that Avreet is Ambassador Nuukol. 

If the heroes confront Nuukol, he confesses and admits that the attempt 
‘on his own life did not go as planned. The thermal detonator was not sup- 
posed to work at all, and he expected the two radicals to be killed. Nuukol 
thought that an attempt on his life would sway public opinion in his favor. 
On the other hand, he fully intended for Tsillog to be killed, because then 
the Quarren would assign a new ambassador, perhaps one who truly wanted 
peace between the two species. Nuukol is later sent to a prison colony on 
‘one of Mon Calamari's moons. 
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FEATURES OF THE AREA 
This area in front of the Quarren embassy has the following features: 

Mlumination: The battle takes place during the day, with no penal- 
ties for low light. 

Crowded Plaza: The plaza in front of the embassy is packed with 
sentients. Each blank square is assumed to have a single being in it. The 
areas indicated on the map are considered difficult terrain and impose 
a -5 penalty to Perception checks to locate a specific individual (such 
as Loodux). When combat begins, creatures knocked prone are trampled 
by the panicking crowd and take 1d6 points of damage per turn until 
they can stand up again. 

Cover: Except for the area immediately in front of the podium, 
there are enough beings in the plaza that all creatures are considered 
to have cover. 

Reporter Pit: The area immediately in front of the podium is filled 
with dozens of reporters and holovid cameras. 

‘Smoke: When Loodux activates his smoke grenade, it fills a 2-square 
burst radius with smoke, providing concealment. Creatures without 
protective gear that remain within the burst radius suffer the effects 
of smoke (see page 256 of the Saga Edition core rulebook). 
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MINI-ADVENTURE 
#6: 
OPPORTUNITY 
KNOCKS 


“Opportunity Knocks" is a mini-adventure designed for 9th-level heroes. In 
this scenario of political espionage, the heroes intercept a coded transmission 
that promises the opportunity ofa lifetime. 


ADVENTURE 
BACKGROUND 


For many, it has been a long New Order. The Rebel Alliance has tried many 
avenues but has yet to strike a major blow against the Empire. Fear causes 
many defiant sorts to stay on the outskirts of the galaxy and wait for the 
right opportunity. That very chance just might have presented itself. 

While on a far less important mission, the heroes intercept a coded trans- 
mission. After decoding it, they discover that Emperor Palpatine is slated to 
visit one of the floating domed cities of Duro regarding a new line of starships 
to be built for himself and his enforcer, Darth Vader. If the heroes negotiate 
with a Duro government official who has shown sympathy for the Rebellion 
in the past, they might be able to place themselves in the right position to 
assassinate Emperor Palpatine, Secretly, however, the transmission is a trap 
baited for the Alliance. 


DECODING THE 
TRANSMISSION (CL 5S) 


When the heroes realize that they have intercepted the transmission, first 
they must make a DC 27 Knowledge (technology) check to record it to their 
ship's computer before the message disappears. Next, they must make a DC 
35 Use Computer check to find the advanced algorithm necessary to decode 
the transmission. If they succeed, they learn the details of the Emperor's 
upcoming trip to Duro—a rare type of trip for him. Apparently, Emperor Pal- 
patine plans to meet with Duro officials in the auditorium of a government 
building that will be cleared to maintain security. 

The heroes might suspect the authenticity of the message and try to 
verify it. A DC 22 Knowledge (bureaucracy) check reveals that, as far as 
they can tell, the business procedures mentioned in the transmission seem 
to be accurate and normal. A DC 22 Knowledge (galactic lore) check allows 
the heroes to recall details about Duro that match the information in the 
message, providing further authentication. 


SKILL CHALLENGE: ARRANGING 
THE ASSASSINATION 

The heroes travel to Duro. Once they arrive in orbit around the planet, they 
can contact an ally of the Rebel Alliance in the Duro corporate government. 
The heroes engage in a skill challenge to talk the official into aiding their 
attempt on the Emperor's life. 


cL9 

Complexity: 3 (11 successes before 3 failures). 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Deception [Opposed DC]: The heroes fabricate evidence that Emperor 
Palpatine is a direct threat to the Duros or that he has no intentions of 
honoring his contract. The argument might convince the official to give in 
to the heroes’ request. 

Knowledge (galactic lore) [DC 23]: The heroes recall something they know 
of the Duro official, perhaps his past assistance to the Rebel Alliance, that 
they can use as leverage. 

Knowledge (social sciences) [DC 28]: The heroes put forth a point of 
philosophy, well known on Duro, that speaks to the official and convinces 
him that their plan is a necessary course of action. 

Persuasion [Opposed DC]: The heroes plead for the official to give them 
aid, using reason and promises of justice for the Emperor's dark deeds, 

Use the Force [Opposed DC]: The heroes attempt to detect the mood and 
surface thoughts of the official, which might help them avoid upsetting or 
offending him during the negotiation. 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 

Opposed DC: Skills used against the Duro government official, including 
Deception, Persuasion, and Use the Force, target the official's Will Defense 
of 27. 

Recovery: Since the official has a history of aiding the Alliance, he is 
willing to listen despite his fear of being discovered. Any hero who suc- 
ceeds on a skill check by 5 or more can forfeit that success in exchange for 
removing one failure. 


Success: The heroes convince the official to give them special access 
to the building where Emperor Palpatine will negotiate the new capital ship 
contract. 

Failure: The official decides that the risks outweigh the potential benefit 
and refuses to help. The heroes must find their own way into the building. 
In addition, the official might warn his staff that intruders are expected. 


AFTERMATH 
When the heroes begin their assasination attempt, use the “Assasination 
Ambush" encounter on the following page. 

If the heroes escape the government building alive, they still must get out 
of the domed city. The Imperials pursue them on foot through the streets, but 
in what seems like a stroke of luck, the heroes manage to get away and reach 
their ship. Secretly, a homing beacon has been hidden aboard the vessel. The 
Emperor hopes that the heroes will lead his forces to a Rebel Alliance base. 

After the heroes board their ship and begin the preflight sequence, a 
message from the Duro capital orders them to stand down and warns that 
their ship is not cleared for takeoff. However, the heroes are able to blast 
off without incident. 

If the first Duro official aided the heroes earlier, he contacts them again. 
“This doesn't make any sense,” he tells them. “| think they're allowing you to 
leave. Be safe, and may the Force be with you.” If the heroes ask why he did 
not warn them about the ambush, he says that he had no knowledge of it 
(which is true) but that he is glad they survived. He is impressed with their 
skills and offers to aid them again if they ever need help. 


SKILL CHALLENGE: DISABLE 
THE TRACKING DEVICE 

As the heroes leave the Duro System, they might breathe a sigh of relief, or 
they might search their ship to see if the Imperials have hidden a tracking 
device on board, If the heroes locate the tracking device near the ship's 
engines, they can attempt to disable it. However, they realize that the 
device is rigged with explosive charges that could detonate if they try to 
remove or deactivate it. A DC 18 Knowledge (technology) check reveals that 
such an explosion at this location could destroy a significant portion of the 
ship—perhaps the whole vessel 


cL9 

Complexity: 2 (8 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Use Computer [DC 28]: The heroes use the ship's computer to try to link 
to the tracking device and slice into its programming. 

Knowledge (technology) [DC 28]: The heroes recall whatever information 
they know about the proper way to disable tracking devices or explosives. 

Mechanics [DC 30]: The heroes use the Disable Device application of 
the Mechanics skill (which requires a security kit) and manage to disable 
part of it. 


Challenge Effects: The following is a suggested challenge effect for 
this skill challenge: 

Catastrophic Failure: Disarming the rigged device is a delicate task with 
dire consequences. Any hero who fails a skill check by 10 or more accrues 
two failures instead of one. 


Success: The heroes fully disarm the explosives and disable the tracking 
device. 

Failure: The heroes cannot remove the demolitions safely. Roll a d20 and 
add the total number of successes earned during the skill challenge. If the 
result meets or beats DC 15, the heroes are unable to disarm the device, but 
it does not explode. If the result does not meet or beat DC 15, the device 
explodes, dealing 10d6 points of damage to the ship's engine room. (For 
rules on explosives, see pages 130-131 of the Saga Edition core rulebook.) 
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ENCOUNTER: 
ASSASSINATION 
AMBUSH 


Challenge Level 9 
SETUP: This encounter serves as the climax of "Opportunity Knocks,” the 
mini-adventure introduced on the previous two pages. 

The start of this encounter depends on whether the heroes were able to 
enlist the aid of the Duro corporate official. If they did, they can slip into 
the government building without trouble. The official has seen to it that his 
security force believes the characters to be part of a special additional unit. 
He has also provided the heroes with special all-access credentials and will 
keep the auditorium balcony clear, since it Is a good hiding place. 

If the heroes were unable to garner the official's aid, they must infiltrate 
the building by traditional means. The security guards are not high level, so 
this task should not be too difficult for most 9th-level characters. Game- 
masters can expand the infiltration portion of the encounter, if desired, to 
make it more challenging. 


ONE FOR THE 
REBELLION 


After the heroes enter the building, they have some time before the Emperor's 
arrival. The structure is mostly empty, and there are not many places to hide, 
The balcony seems like the best bet—no security and plenty of room. A few 
alcoves are located below the balcony, but these alcoves are near doors that 
might receive foot traffic. 


READ-ALOUD TExT 
When the Emperor and his guards arrive, read the following text aloud: 


A door near the stage opens, and two Duros officials enter. They are followed 
by a member of the Emperor's Royal Guard, Emperor Palpatine himself, and 
another elite guardsman. The entourage steps onto the stage, and Emperor 
Palpatine and the Duros sit around a table to begin the contract negotiation, 
The guards take their places to either side of the Emperor, force pikes in hand, 


THE TRAP ; 

This "Emperor" is an impostor, a target for any Rebels who intercepted the 
transmission and took the bait. He puts on a good show and negotiates con- 
vincingly with the Duros. The heroes have plenty of time to prepare, aim, and 
take the best shot they can muster. The DC to hit the false Emperor is 16. If 
the attack is successful, the impostor slumps forward onto the table, dead, 

Regardless of whether the heroes kill the impostor, as soon as they make 
‘their presence known, the Empire springs its trap. The Royal Guards leap 
to attention with their force pikes. Both Duros officials—really Corporate 
Security agents—draw their sidearms, Through each of the four doors come 
two heavy stormtroopers and an Imperial officer (see pages 279-280 of the 
Saga Edition core rulebook). Chaos erupts. 

In this encounter, it is in the heroes’ best interests to flee rather than fight, 
but some combat is necessary to escape from the ambush, Each doorway 
is blocked by two heavy stormtroopers and an officer. Their purpose is to 
slow down the heroes while the others open fire. The two Royal Guards (see 
pages 173-174 of The Force Unleashed Campaign Guide) move into melee to 
engage the heroes with their force pikes, 

The Empire's ultimate plan is to let some of the heroes escape so they 
can be followed back to a Rebel base. Thus, the Imperials put up a realistic 
struggle to capture or kill the heroes but make sure to let at least one or 
two get away. 


DUROS OFFICIALS (CORPORATE 

SECURITY AGENTS) 

Although the two Duros wear noble attire and appear to be government offi- 
cials, they actually belong to a special unit of Duros Corporate Security. They 
are fully aware of the details of the ruse and are cooperating with the Empire, 


Duros Officials (2) CL7 
Medium Duros soldier 5/noble 2 

Force 3 

Init +17; Senses Perception +9 

Languages Basic, Bocce, Durese, High Galactic, 1 unassigned 
Defenses Ref 22 (flat-footed 18), Fort 19, Will 20 

hp 62; Threshold 19 

Speed 6 squares 

Melee stun baton +7 (1d6+4) or 

Melee stun baton +7 (2d6+4 stun) 

Ranged blaster pistol +11 (34645) or 

Ranged blaster pistol +11 (2d6+5 stun) or 

Ranged blaster pistol +9 (4d6+5) with Rapid Shot or 
Ranged blaster pistol +9 (3d6+5 stun) with Rapid Shot 

Base Atk +6; Grp +10 


Atk Options Devastating Attack, Penetrating Attack, Point Blank Shot, 
Precise Shot, Rapid Shot 

Special Actions Bolster Ally 

Abilities Str 13, Dex 18, Con 10, Int 13, Wis 12, Cha 14 

Talents Bolster Ally, Devastating Attack, Penetrating Attack, Weapon 
Specialization (pistols) 

Feats Armor Proficiency (light, medium), Linguist, Point Blank Shot, 
Precise Shot, Quick Draw, Rapid Shot, Skill Focus (Initiative), Weapon 
Focus (pistols), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +17, Knowledge (tactics) +9, Perception +9, Mechanics +9 

Possessions stun baton, blaster pistol, noble’s clothing, 1,300 credits 


CONCLUSION 

After this encounter ends, the heroes need to escape. However, a tracking 
device planted on their ship could lead the Empire back to their allies. See 
the "Aftermath" section on page 177. 

If the heroes fail to find the tracking device, or if they find it and fail to 
remove it but survive, they come under the scrutiny of the Imperial Service 
Bureau (ISB). From this point forward, ISB agents track their movements 
and might show up at inopportune times. Gamemasters are encouraged to 
expand on this development as desired. If the heroes later realize that they 
are being tracked, they can attempt the preceding skill challenges again. 

If the heroes find and remove the tracking device, they escape the 
Imperials without a hitch. The Empire loses their trail, and somewhere, two 
Duros security agents and some Imperial officers suffer in the Force grip 
of Darth Vader. 


FEATURES OF THE AREA 
The auditorium has the following features: 

Illumination: The battle takes place indoors, but the auditorium is 
fairly well lit, with no penalties for low light. 

Cover: The auditorium is full of places where the heroes can find 
cover, including numerous rows of seats, the balcony, and some alcoves. 
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MINI-ADVENTURE 
#7: DOUBLE 
DOWN 


“Double Down" is a mini-adventure designed for 10th-level heroes. In this 
scenario, the heroes are part of a Republic Intelligence team attempting to 
disrupt the movement of weapons to the Separatists in the Colu System, but 
a betrayal derails the mission. 


ADVENTURE 
BACKGROUND 


The heroes work for Republic Intelligence, tasked with monitoring clandes- 
tine activity by the Separatists as the war effort gets underway. They are 
part of an undercover team on the planet Clak'dor Vil, the homeworld of 
the Bith, and send reports to their superiors on Coruscant. After the recent 
death of their superior, they are now under the command of Special Agent 
Mocen Gundross, a serious and dedicated intelligence officer known for his 
aggressive techniques in the field. So as not to arouse suspicion or draw the 
ire of the independence-minded Bith, Republic Intelligence maintains a low 
profile on Clak'dor VII, basing its operations out of a dummy corporation in 
the capital of the planet 

The heroes receive a message from Gundross that they are to break into 
a suspected Separatist safe house in a seedy part of town and plant listening 
devices to overhear vital information. The safe house is located in a hotel 
known as a place primarily for transients and ship crews looking for a cheap 
place to stay for extended periods of time. An Aqualish named Bandor Ootka, 
on leave from a Techno Union vessel docked for repairs, is currently staying in 
the room used as the safe house. However, the safe house serves as a general 
meeting place, so other Separatists could show up as well. 

Gundross orders the heroes to perform surveillance on the location, 
request any special equipment needed to break into the room, and plant the 
bugs, all without leaving a trace. Once the devices are in place, the heroes are 
to listen to any conversations that occur in the room and pass the information 
back to Gundross, who will decide what to do with it. 

If the heroes pull off this job, Gundross will put in the paperwork for 
hazardous duty pay of 100,000 credits. 


SURVEILLANCE 

To determine the best time to break into the hotel room, the heroes need 
to spend a couple of days monitoring the activity there. If they try to rent a 
room adjacent to or across the hall from the safe house, they discover that 
those rooms have already been rented out. A DC 20 Persuasion check and 
1,000 credits bribes the hotel clerk to kick out the current tenants and let 
the heroes have the room instead; succeeding at the check by 5 or more 


lowers the bribery cost to 500 credits. The room rents for 100 credits per 
day, and the heroes can make two DC 20 Perception checks for each day 
of surveillance. After five successful checks, the heroes determine the best, 
time to enter the room and plant the listening devices. 


INFILTRATION 

When the heroes are ready, they need to figure out the best way to enter the 
room without raising suspicion. The Separatists have bribed the hotel staff 
to prevent anyone from gaining access to their safe house, but credits speak 
loudly. If the heroes make a DC 30 Persuasion check and offer 3,000 credits 
in bribes, a staff member gives them a passkey to the Separatists’ room. If 
the heroes fail the check, they still must pay the 3,000 credits to keep the 
hotel employee quiet about the bribe attempt, or find some other way to 
keep him from talking. If combat breaks out, treat hotel employees as Rebel 
Troopers (see page 280 of the Saga Edition core rulebook). 

Alternatively, the heroes can try to find the hotel concierge (treat him 
as an Elite Rebel Trooper without weapons or armor; see page 281 of the 
Saga Edition core rulebook) and pick his pocket to obtain a passkey. Doing so 
requires a Stealth check opposed by the concierge's Perception check (+8). 
The heroes might also use violence against the concierge to get a passkey, 

Once the heroes get inside the Separatists' room, they must plant three 
listening devices that were given to them by Gundross. Each device is of 
Fine size and camouflaged to blend into the background, requiring a DC 
35 Perception check to notice. The room contains two beds, a refresher, 
a holovid monitor, a desk with a chair, and a computer panel with basic 
(DC 15) encryption. A large bay window overlooks the trash-filled alley below 
and a windowless factory 6 squares away. 


A KNOCK AT 
THE DOOR (CL 7) 


While the heroes plant the bugs and alter the security measures, a tough- 
looking Human bounty hunter (use the statistics on page 283 of the Saga 
Edition core rulebook, but replace Survival with Mechanics) enters the hotel 
and heads to the safe house. He knocks on the door, intending to talk to the 
Separatists about a bounty that is unrelated to the heroes’ task. 

The heroes can use the room's camera system to see who is immediately 
in front of the door, The bounty hunter begins banging on the door, demand- 
ing to be let in. If the heroes open the door, the bounty hunter pauses for 
a moment and asks the whereabouts of Ootka. The heroes can attempt a 
Deception check opposed by the bounty hunter's Perception check (+14) 
to convince him that they are compatriots of Ootka. If they succeed at the 
check by 5 or more, the bounty hunter leaves after a terse comment that 
Ootka had better pay up for the job. 

If the Deception check fails, the bounty hunter suspects something is 
amiss, draws his blaster carbine, and demands to know who the heroes are. 
An opposed Persuasion check (against +24 this time) convinces the bounty 
hunter not to ask any more questions, and he leaves without trouble. Oth- 
erwise, he begins shooting at the heroes; the hotel is used to such violence, 
and the staff ignores the noise. 

If the heroes do not open the door, the bounty hunter tries to pick the 
lock to get inside. If he succeeds, he comes in with his weapon drawn (and 
might trigger the surveillance detector, as described in the Security Measures 
sidebar). The heroes can calm him down by making an opposed Persuasion 
check against +24; otherwise, he initiates combat. 


THE MEETING 

If the heroes successfully plant the devices and modify the security measures, 
‘they can return to their own room and begin to monitor the Separatists. 
Shortly after the heroes leave the safe house, Bandor Ootka returns to the 
room, locks the door, and spends the next few hours asleep, Over the course 
of the next 24 hours, two other people arrive to speak to Ootka. The first is 
a female Human, an ally of the bounty hunter who confronted the heroes. 
She asks if her friend came by yet to collect the overdue payment. Things 
quickly get heated as Ootka insists that no one came to see him, and the 
woman leaves cursing and angry. 

A few hours later, a male Duros knocks on the safe house door and is 
admitted, He is a weapon smuggler named Doon Gorot who works as a 
go-between for a crime lord under contract to the Separatists. The heroes 
eavesdrop as Ootka and Gorot discuss a large shipment of weapons ready 
for the Separatists to pick up on Mezhra Station, an enormous space station 
in orbit around Clak’dor Vil. 


READ-ALOUD TEXT 
When the heroes overhear the conversation, read the following text aloud: 


Although the transmission is filled with static, you manage to overhear the 
conversation between the Separatist spy and the Duros that entered into the 
room. “Everything is going according to plan," says the Duros. "The weapons 
that you requested are ready for pickup in Bay 6-AT4 on Mezhra Station. | 
have several of my crew waiting up there to keep things safe until you arrive. 
They'll expect you to give them the second half of the payment immediately. 
But now, let's talk about the first halfof the payment. Where are my credits?" 
You overhear Ootka moving around the room, then the distinct sound of two 
credit chips making contact. "There," says Ootka. "Half a mil transferred. Not 
bad for two days' work, eh? My contacts will meet your crew tomorrow at 
1200 hours for the pickup. Nice doing business with you.” 


Gorot leaves the room, and Ootka makes a call on his personal comlink, He 
informs a minion that the plan is in motion and repeats the same informa- 
tion that the heroes overheard. Shortly thereafter, the Aqualish leaves the 
safe house and no longer plays a part in the mini-adventure. (If the heroes 
want to detain or interrogate Ootka, remind them that their mission involves 
surveillance, not interception.) 


THE REAL SITUATION 

In reality, the conversation that the heroes overhear between Ootka and 
Gorot is part of a plot by Special Agent Mocen Gundross. The intelligence 
officer sold his loyalties to the Separatists and promised to give them some 
Republic Intelligence agents who could be interrogated for secrets or used 
as bargaining chips, Gundross set up the heroes, hoping to lure them into a 
trap so they could be captured more easily. 
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ENCOUNTER: 
DEAL GONE BAD 


Challenge Level 10 
SETUP: This encounter serves as the climax of “Double Down,” the mini- 
adventure introduced on the previous two pages. 

After the heroes relay the results of their surveillance to Gundross, he 
contemplates the situation for a few minutes. Then he tells the heroes that 
another agent, a Bith named Ananah Kragana, will shuttle them up to Mezhra 
Station and use her existing cover to get them inside Bay 6-AT4 without any 
problems. The heroes are to observe the transaction between the weapon 
smugglers and the Separatists before stepping in and capturing (or killing) 
everyone involved. 

Gundross orders the heroes to go straight to the city’s main spaceport and 
board a ship called the Verdant Song, piloted by Ananah. They find the vessel 
and the Bith waiting when they arrive, and she flies them to the space station. 
Ananah docks the ship immediately adjacent to Bay 6-AT4, giving the heroes 
a quick escape in case of trouble. She explains that Gundross has ordered her 
to accompany the heroes and lend her support to the mission. Her cover is 
as a maintenance worker on the station, so she knows how to override the 
bay's security and use service tunnels to get inside without being noticed. 

In truth, Ananah is another part of the double-cross. Gundross has told her 
to help the heroes get into the bay, then betray them at a prearranged signal. 


DOuUBLE-CROSS 

After the heroes have disembarked, Ananah steps up to the wall adjacent to 
Bay 6-AT4 and reveals a panel to a service tunnel that leads into the bay. 
Depending on how early the heroes arrive, they might have to find cover 
and wait for the smugglers and the Separatists to arrive, or they might show 
up just as the transaction is taking place. The bay is filled with crates and 
equipment, providing plenty of places for the heroes to hide. 

Eventually, a small freighter arrives, gliding through the force screen and 
setting down on the pad. A minute later, two Human males enter through the 
main bay door and approach the ship. Two other Humans carrying a heavy- 
looking crate disembark from the freighter. The parties begin haggling, and 
soon the Humans from the ship open the crate and pull out several blaster 
rifles to show the goods. 

When this happens, the hero closest to Ananah hears her say, “And there 
we go. Sorry. It’s just business.” She draws her blaster carbine and begins 
firing at the heroes, at which point the four Humans (use the assassin sta- 
tistics on page 282 of the Saga Edition core rulebook) turn and fire at them 
as well, using the blaster rifles from the crate. The four are Separatists who 
have come to the station not to pick up weapons but to capture the heroes. 
They do not fire at Ananah during combat. 


ANANAH KRAGANA 

At one time, Ananah considered herself a loyal member of the Republic, but 
years of work in the field and proximity to the Separatists made her sus- 
ceptible to conversion. Special Agent Gundross turned double agent as well, 
and the two of them have worked secretly with the Separatists for months, 
turning over Republic agents and other valuable commodities. Gundross and 
Ananah set up this elaborate ruse to lure the heroes into a position where 
they could be captured and sent to @ Separatist world as prisoners. 


Ananah Kragana CL 10 

Medium Bith noble 3/scoundrel 5/soldier 2 

Dark Side 4 

Init +12; Senses Perception +11 

Languages Basic, Bith, Bothese, Durese, Huttese, Skakoan, 1 unassigned 

Defenses Ref 25 (flat-footed 23), Fort 21, Will 23; Dodge 

hp 48; Threshold 21 

Speed 6 squares 

Melee vibrodagger +7 (2d4+5) 

Ranged blaster carbine +10 (3d8+5) or 

Ranged blaster carbine +8 (4d8+5) with Rapid Shot 

Base Atk +7; Grp +9 

Atk Options Coordinated Attack, Dastardly Strike, Disruptive, Dodge, 
Point Blank Shot, Rapid Shot 

Special Actions Born Leader, Combat Reflexes, Coordinate 

ies Str 10, Dex 15, Con 8, Int 15, Wis 12, Cha 16 

Special Qualities meditative trance, microscopic vision, scent 

Talents Born Leader, Coordinate, Dastardly Strike, Disruptive, Indomitable, 
Sneak Attack +146 

Feats Coordinated Attack, Combat Reflexes, Dodge, Linguist, Point Blank 
Shot, Rapid Shot, Skill Focus (Deception, Mechanics), Weapon Focus 
(rifles), Weapon Proficiency (advanced melee weapons, pistols, rifles, 
simple weapons) 

Skills Deception +18, Gather Information +13, Initiative +12, 
Mechanics +17, Perception +11, Pilot +12, Stealth +12, Treat Injury +11 

Possessions blaster carbine, vibrodagger, 2 medpacs 


Meditative Trance—Bith can enter into a trance that lasts for four 
consecutive hours. At the end of the trance, they gain the benefits of 
having rested for eight consecutive hours. 

Scent—Bith have an extremely strong sense of smell. At close range 
(within 10 squares), Bith ignore concealment and cover for the purpose 
of Perception checks, and they take no penalty for poor visibility when 
tracking (see Survival, page 73 of the Saga Edition core rulebook). 


Ananabh's Tactics 

Since she begins the combat close to the heroes, Ananah tries to blast as 
many of them as she can before diving for cover behind a crate, using her 
position to help flank them. She uses Born Leader, Coordinate, and Coordi- 
nated Attack to give her allies additional bonuses as needed, Because her 
mission is to take the heroes alive, she tries to knock them unconscious or 
to force them to surrender. 


Separatists' Tactics 

The four Separatists take cover as soon as possible and strive to keep in 
line of sight with Ananah so they can benefit from her feats and talents. If 
Ananah orders them to stop firing at the heroes, they do so immediately. 


FEATURES OF THE AREA 
This area has the following features: 

Ilumination: The interior of the docking bay is brightly lit. 

Cover: The docking bay is full of places for the heroes to find cover. 
In some cases (such as a character sitting in the loading vehicle), the 
Gamemaster can rule that the target has improved cover. 

Force Field: A powerful force field seals the bay from the vacuum of 
space. Anyone adjacent to the panel can shut off power to the field. The 
air immediately starts flowing out of the bay in a forceful manner. All 
characters must make a DC 20 Strength check to prevent being knocked 
‘over and dragged 4 squares toward the exit. A character adjacent toa 
solid piece of equipment (such as the ship or the machinery indicated 
‘on the map) can make a DC 15 Acrobatics check to grab on and resist 
being sucked into space. Characters sucked into space take damage from 
vacuum (see page 253 of the Saga Edition core rulebook). The force field 
reactivates after 1 round, 

Access Panels and Service Tunnels: The heroes enter the docking 
bay through an access panel on the west edge of the map (an identical 
panel and tunnel are found on the opposite wall of the bay). If the heroes 
put the panel back into place after coming through, a DC 20 Perception 
check is required to notice that the panel seems a bit loose. The tunnels 
behind the walls are 2 meters tall. 

Loading Vehicle: The loading vehicle is turned off and does not have 
the key required to operate it. The vehicle serves as cover, 

Crates: The docking bay is filled with crates of goods. These range 
from 2 to 5 meters in height and provide cover. 

Service Pit: The service pit on the eastern side of the bay serves as 
an elevator for gear. The elevator is currently retracted, meaning that 
anyone who falls or is pushed into the pit falls 10 meters and takes 
‘normal falling damage. 
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CONCLUSION 

If the Separatists are successful, they bundle the heroes into the freighter 
and throw them in the brig, The freighter travels to the planet Skako, where 
the heroes are used as bargaining chips with the Republic or trotted out as 
examples of the Republic's lies and corruption. 

If the heroes defeat the Separatists and capture Ananah or any of the 
four Humans alive, the prisoners eventually reveal that the double-cross 
was initiated by Special Agent Gundross. The intelligence officer was in 
league with the Separatists from the start. He was ordered by his superiors 
to capture Republic agents alive so the Separatists could extract their 
secrets or use them as examples in the ongoing propaganda war, Republic 
Intelligence makes good on the bonus promised by Gundross and gives the 
heroes a 100,000-credit reward for revealing the presence of two double 
agents in their midst. 
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MINI-ADVENTURE 
#8: ExTRACTING 
ALEECE 


“Extracting Aleece” is a mini-adventure designed for 12th-level heroes. In 
this scenario, the heroes are sent to extract a deep-level spy who believes 
she is about to be discovered. 


ADVENTURE 
BACKGROUND 


Agent Tehlan Aleece is a well-placed Rebel spy within the Empire. She is, in 
fact, the niece of Moff Venram Krax, who is temporarily located on Corellia 
Throughout her longstanding secret association with the Rebel Alliance, 
she has provided vital information on Imperial procedures and activities. 
Recently, through her spy network, she contacted General Airen Cracken 
with potentially grave news, She believes that someone has become suspi- 
cious of her and that her cover soon might be blown. Cracken seems certain 
that Aleece would not have contacted him unless she were in real trouble. 
Time is of the essence. 

The heroes are asked to undertake what might end up being a suicide 
mission. Few agent retrievals go as planned, especially behind Imperial lines. 
However, General Cracken believes that the importance of rescuing Agent 
Aleece is worth the risk. 

Before they travel to Corellia, the heroes are outfitted with the neces- 
sary tools. An intelligence agent provides each hero with a security uniform, 
along with forged identification that includes ship and weapon licenses, The 
group is also loaned a standard-issue Firespray-31 Patrol Craft (see page 84 
of Starships of the Galaxy). Finally, the intelligence agent gives the heroes 
an Imperial security code that is supposed to get them to Corellia without 
incident. The heroes are ordered to retrieve undercover agent Aleece and 
bring her back by any means necessary. 


AVOIDING IMPERIAL CAPTURE WHILE EXTRACTING ALEECE 


THE ARRIVAL 
When the heroes arrive in orbit around Corellia, they are immediately spot- 
ted by a small fleet led by an Imperial I-class Star Destroyer. A flight officer 
aboard the Star Destroyer contacts the heroes, requesting their destination 
and purpose. The heroes must make a Deception check opposed by the 
officer's Perception skill (+15) to attempt a bluff. They might tell the officer 
that they are on assignment for the Corellian Security Force. Regardless, 
the officer requests an Imperial security code before allowing the heroes to 
enter Corellian space. If they present the code supplied by Rebel Intelligence, 
there isa pause as they wait. When the officer returns on screen, he tells the 
heroes, “It's an older code, but it checks out. Proceed to Docking Bay 49. Do 
not deviate from your present course or you will be fired upon.” 

If the heroes failed the Deception check to bluff the flight officer, he 
notifies his commander that he suspects something is off kilter. As a result, 
the docking bay will have extra security to keep an eye on the heroes. 


MAKING CONTACT 

The heroes need to make contact with Tehlan Aleece at the predetermined 
rendezvous point. She informs them that she cannot leave Corellia until after 
the birthday and dinner party for her uncle, Moff Krax, planned for that 
evening. If she were absent, suspicions would rise, and armed guards would 
be sent to find her. She tells the heroes that a Human named Snaeb Fronk 
is her escort for the party. Aleece believes that he knows of her espionage 
activities and might report her. She asks the heroes to pose as her personal 
security guards to protect her from Fronk and her uncle's guards. 


ALMOST CAUGHT 

The heroes stand guard outside Aleece’s quarters as she readies for her uncle's 
party, Her escort for the night, Snaeb Fronk, arrives and soon reveals his sus~ 
picions, asking her several heated questions, Read the following text aloud: 


While keeping watch, you listen through the door as Aleece greets her guest. 
The couple's meeting seems full of pleasantries. Suddenly, Fronk's voice turns 
hard, and he says that he knows what she's really up to. 

"Oh? And what is that?" she replies. 

"Don't play naive with me! I've seen you-I've been watching you," he says. 
“You and your little network of spies—" You hear a slap. “You're a feisty one,” 
Fronk continues, "But no matter. It's too late for you. I've informed your uncle of 
your treasonous ways. You'll be in the spice mines of Kessel before this is done.” 


To prevent the situation from escalating further, the heroes can enter 
Aleece's quarters to silence Fronk or otherwise detain him—a relatively easy 
task for 12th-level characters. A successful Persuasion check to intimidate 
Fronk against his Will Defense of 13 causes him to back down from the 
confrontation. 

The heroes might try to question Fronk, although he is antagonistic and 
loyal to the Empire to a fault. With another successful Persuasion check to 
intimidate him, the heroes learn that Fronk has not actually revealed his 
suspicions about Aleece to Moff Krax or the Moff's quards—he was bluffing 
to frighten her. However, Fronk did share his doubts with a few Imperial 
officers over a round of drinks at the cantina last night, 


SKILL CHALLENGE: 
THE PURSUIT 
OF FREEDOM 


This skill challenge represents the heroes’ attempt to outrun Imperial forces 
and local Corellian security as they extract Agent Tehlan Aleece. The challenge 
begins when they leave the dinner party. Even if they reach the spaceport 
and board Moff Krax’s personal shuttle, Imperial TIE fighters pursue them, 
turning the foot chase into a space chase. 


cL 12 

Complexity: 3 (11 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Knowledge (galactic lore) [DC 35 or 30): The heroes can try to remember 
what they know about Corellia and this city to find shortcuts and secret 
routes. This DC is reduced to 30 for heroes who are familiar with the city. 

Perception [DC.26]:The heroes can try to find the best path to stay ahead 
of the forces on their tail. 

Stealth [Opposed DC]: The heroes can try to sneak off, hiding from their 
pursuers as long as they remain unnoticed. This check is opposed by the 
pursuers’ Perception skill. 

Treat Injury [DC 15 or 25): Since keeping Aleece alive is part of the chal- 
lenge, the heroes might need to treat her injuries if she is shot by their pursu- 
ers. To attempt to heal her, a hero must have a medpac; having a medical kit 
grants a +2 equipment bonus to the check. Making a DC 15 check allows a 
hero to administer first aid. Making a DC 25 check allows a hero to revivify 
Aleece if she has died within 1 round, 

Pilot [DC 26 or Opposed DC}: Once the heroes commander a ship, they 
can pilot it along the fastest routes, avoiding obstacles and other ships flying 
around the spaceport, If the heroes are engaged by Imperial TIE fighters, the 
pursuers become able to make Pilot checks for dogfight maneuvers, which 
set the DC for this skill, 

Use Computer [DC.31]; Once the heroes commandeer a ship, they can use 
its computers to try to find the best flight path to avoid their pursuers. In 
addition, they can use this skill for astrogation (requires 1 minute of computer 
use before making the check). For the Astrogation DC modifiers, see page 
237 of the Saga Edition core rulebook. 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 

Degenerating: This skill challenge does not end when the heroes accrue 
three failures. Instead, the general difficulty category for skill checks 
increases by one step for each failure accrued, (For more information, see 
Degenerating on page 45.) 

Initiative: Since the heroes are engaged in combat, they must act in order 
of initiative during the skill challenge. 

Restricted Skills: The following skills cannot be used in this challenge: 
Gather Information, Survival, and Swim. Pilot and Use Computer can be used 
only after the heroes commandeer a ship. 


Success: The heroes escape from Corellia with Aleece. 
Failure: The heroes are killed or captured, or Aleece js killed, 
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ENCOUNTER: 
DINE AND DASH 


Challenge Level 12 
SETUP: This encounter serves as the climax of "Extracting Aleece," the mini- 
adventure introduced on the previous two pages. 

The birthday and dinner party for Moff Venram Krax seems like the perfect 
gala, everything a Moff could want—fine clothes, fancy desserts, rich foods, 
and the smell of perfumes permeating the air. A live synthtone band plays 
in one corner as dancers spin across the floor. The heroes continue playing 
their roles as security guards while the nobles hobnob, eat, and dance. Aleece 
does an excellent job of pretending that nothing is wrong, going about her 
usual business of meeting and greeting other nobles, dancing with men of 
standing, and flirting when necessary. 


READ-ALOUD TExT 
At an appropriate point during the party, read the following text aloud: 


After what seems like hours of lingering in the doorways, you notice something 
suspicious—an officer goes over to Moff Krax and whispers something in his 
ear. At first, Krax appears to try to shoo him away, but the officer seems too 
intent to be brushed off. 

Tehlan Aleece notices the situation, too. Perhaps out of desperation, she 
signals one of the male heroes over to herand begins dancing with him. When 
the music slows, she pulls him close and whispers in his ear to get ready to run. 

Suddenly, Aleece slaps him hard across the face. “How dare you!" she yells. 
"[ told you to behave once already! Men are such vornskrs!" She starts to cry 
real tears, putting an a show of sobbing as she storms out of the dinner party. 


BACK TO THE SHIP 

When Aleece leaves the party, the heroes are likely to follow her out the 
door and begin their trek to the Firespray-31. Two guards stand just outside 
the door. The heroes must make a Deception check against the quards' 
Perception check (+15) to determine whether their guises continue to be 
successful, If the heroes succeed at the check, the guards nod at them but 
otherwise do nothing, If the heroes fail the check, they can try to do or say 
something to ease the guards’ suspicions by making a DC 26 Knowledge 
(bureaucracy) check. If that check also fails, the guards sound the alarm 
and try to apprehend the heroes. 

When the heroes are close to their ship, they realize that their docking 
bay (number 49) is swarming with Imperial heavy stormtroopers. Aleece 
suggests that they take her uncle's personal shuttle instead, which is docked 
in bay 46. She claims to have the access codes and some experience flying 
the shuttle that she gained while taking trips with her uncle. 


Gamemasters should feel free to increase the number of Imperial troops 
as necessary. More are likely to arrive on the scene once the alarm sounds, 
especially if the heroes failed the Deception check when they first entered 
orbit around Corellia, 

Once the heroes commandeer a ship, they are chased by three Imperial 
TIE fighters. The TIE fighter pilots attempt dogfight maneuvers and make 
opposed Pilot checks against the heroes, 


TEHLAN ALEECE 

The niece of Moff Venram Krax from Corellia, Tehlan Aleece is also an under- 
cover agent for the Rebel Alliance. Behind her uncle's back, she has been 
reporting information to General Airen Cracken through a spy network. She 
is also an experienced pilot. 


Tehlan Aleece CL7 

Medium Human noble 7 

Force 4 

Init +10; Senses Perception +14 

Languages Basic, Bocce, Bothese, High Galactic, 2 unassigned 

Defenses Ref 22 (flat-footed 19), Fort 19, Will 21; Dodge, Mobility 

hp 47; Threshold 19 

Speed 6 squares 

Melee unarmed +5 (1d4+3) 

Ranged blaster pistol +7 (3d6+3) 

Base Atk +5; Grp +7 

Atk Options Running Attack 

Special Actions Bolster Ally, Ignite Fervor, Inspire Confidence 

Abilities Str 10, Dex 14, Con 12, Int 15, Wis 13, Cha 17 

Talents Bolster Ally, Educated, Ignite Fervor, Inspire Confidence 

Feats Dodge, Improved Defenses, Linguist, Mobility, Running Attack, 
Skill Focus (Deception, Gather Information, Perception), 

Weapon Proficiency (pistols, simple weapons) 

Skills Deception +16, Gather Information +16, Initiative +10, Knowledge 
(bureaucracy) +10, Knowledge (galactic lore) +10, Perception +14, 
Persuasion +11, Pilot +10, Use Computer +10 

Possessions blaster pistol, noble's clothing, 2,200 credits 


LAMBDA-CLASS SHUTTLE 

This modified Lombda-class shuttle belongs to Moff Venram Krax, who enjoys 
having his personal ship updated and improved. Krax has increased its speed, 
maneuverability, and shield technology. For more details on Lambda-class 
shuttles, see page 106 of Starships of the Galaxy. 


Modified Sienar Fleet Systems Lambda-class Shuttle 
Colossal space transport 

Init -1; Senses Perception +6 

Defense Ref 15 (flat-footed 12), Fort 26; +12 armor, Vehicular Combat 
hp 120; DR 15; SR 35; Threshold 76 


CL 13 


Speed fly 12 squares (max. velocity 920 km/h), fly 4 squares 
(starship scale) 
Ranged blaster cannon battery +6 (see below) and 
blaster cannon +4 (see below) and 
twin laser cannons +6 (see below) 
Fighting Space 4x4 or 1 square (starship scale); Cover total 
Base Atk +2; Grp +38 
Atk Options autofire (blaster cannon, twin laser cannons) 
Abilities Str 42, Dex 16, Con —, Int 16 
Skills Initiative -1, Mechanics +6, Perception +6, Pilot -1, 
Use Computer +6 
Crew 6 (skilled); Passengers 20 
Cargo 80 tons; Consumables 2 months; Carried Craft none 
[$Designer omitted the hyperdrive line. In case this was an accident, I've 
included it below in red. Delete the line if the exclusion was intentional 
(if the modifications described in text removed the hyperdrive).} 
Hyperdrive x1 (backup x10), navicomputer 
Availability Unique; Cost not available for sale (likely valued at 300,000) 


> | 


Blaster cannon battery (2 gunners) 
Atk +6 (+1 autofire), Dmg 5d10x2 H ~ |mperial stormtrooper 


Blaster cannon (copilot) bad 
Atk +4 (-1 autofire), Dmg 5d10x2 


‘Twin laser cannons (pilot) 


Atk +6 (+1 autofire), Dmg 2d10%2 5 
qj 
CONCLUSION FEATURES OF THE AREA i) 
If the heroes escape with Tehlan Aleece and jump to lightspeed, they earn This area has the following features: @ 
General Airen Cracken's respect for extracting the undercover agent. Most Mumination: The foot chase through the city and into the spaceport B 
likely, they receive medals and possibly promotions if they choose to con- takes place during the day, with no penalties for low light. 
tinue helping Rebel Intelligence. Moff Venram Krax ends up believing that Cover: The landing pad is full of places that provide cover. 
his niece was kidnapped and forced by the Rebels to steal his shuttle. He Civilians: The city streets are full of civilians, The spaceport is less 5 
puts a bounty on the kidnappers and offers a reward for the safe return of _¢fOwded, but several civilians are present around the docking bays and 9 
his beloved niece. Perhaps he suspects the true nature of the kidnapping but the computer terminal. C 
chooses this scenario both for his mental comfort and to save his neck if his Computer Terminal: This item provides cover, & 
superiors discover what really happened, Crates: Several crates around the docking bays provide cover, v 
If the heroes escape but Tehlan Aleece died or was captured, they earn Docking Bay 46: In this bay, Moff Krax’s Lambda-class shuttle is 2» 
nothing from the Rebel Alliance. In fact, the Alliance might be wary of sending docked, é 0) 
them on another difficult assignment, General Airen Cracken is saddened by Docking Bay 47: This bay is empty. 
the news. The only bright spot in the botched operation is that Moff Krax Docking Bay 48: This bay is empty. 
must explain to Grand Moff Tarkin that his niece had been a Rebel spy right jpoexing ‘Bay 49: In this bay, the heroes’ Firespray~ Vis docked. 


under his nose. Ironically, Tarkin does not know that his own niece Rivoche 
Tarkin is playing the same game. Nevertheless, Tarkin demotes Krax for this 
disgrace. 
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‘The Perfect Storm” is an adventure for the Star Wars Roleplaying Game. This 
adventure is designed for a group of four heroes and focuses on the contested 
mining world of Nyriaan. Heroes can come from any background, although 
characters with espionage experience, interpersonal skills, and knowledge 
of how to survive in harsh environments are likely to be more successful. 
| This adventure can be set during any era of the Gamemaster's choosing. 

If you are a player, you should stop reading now so that you don't spoil 
he surprises that "The Perfect Storm” has in store for you. Of course, if you 

the Gamemaster, continue reading. 


PENNING CRAWL 
asters who prefer to have an opening crawl before their adventure, 
d text below introduces players to “The Perfect Storm": 


Star Wars: The Perfect Storm 


Production of madilon, a rare and valuable alloy, depends 
on a handful of mining worlds scattered throughout the 
galaxy. One such world, Nyriaan, has long been a hotbed 
of intrigue, where numerous factions vie for control 
of its profitable mines. Covered in roiling clouds and 
inaccessible to all but specially equipped spacecraft, 
Nyriaan is at the center of a growing conflict. 


For all those who risk Nyriaan's dark and humid 
atmosphere in exchange for the opportunity to strike 
it rich, the bottom line is of utmost importance. Yet for 
a few—specifically the largest mining interests on the 
planet—the potential for profit is far more important 
than the possibility of a vast planetary disaster. 


The Corporate Sector Authority seeks to exploit its 
technological capabilities in an effort to make mining 
on Nyriaan a simpler affair. The form of the CSA's latest 
attempt to take control of the planet is not completely 
known, and Republic agents who have gone looking for 
answers have never been heard from again. 


y } Two of these agents, the best and the brightest of 

ott” the Republic, have recently vanished without a trace. 
Despite their impeccable records, one or both agents 
appear to have been compromised by the very power 
they were sent to work against. 


With the Republic's spies dead or, worse, turned to 
aid the Corporate Sector Authority, new heroes must 
arise to ensure that Nyriaan does not become another 
planetary casualty of corporate greed and avarice ... 
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ADVENTURE SUMMARY 
The Republic has long been interested in maintaining neutrality on the 
planet of Nyriaan, both to preserve the native population of the planet as 
well as to allow a free market, of sorts. Despite legal rulings on the subject, 
the Corporate Sector Authority has long held to the belief that Nyriaan is 
its planet to do with as it pleases. Given the expense of mining madilon on 
Nyriaan, the CSA is constantly looking for more profitable ways to exploit 
the world's valuable resources. 

One plan posited by the CSA's scientists suggests that if the moisture 
in Nyriaan's atmosphere were somehow to be condensed, it would nullify 
the storms in the volatile ionosphere as well as flood the planet's surface. 
In addition to forming a number of vast seas on Nyriaan's surface, such an 
act would also allow the light of Luire, the system's star, to penetrate the 
planet's atmosphere for the first time in millions of years. The impact on 
the planet's diverse ecosystems and settlements would be catastrophic, but 
the loss of plant and animal life is insignificant to the CSA when compared 
to the increase in profits that would result when the communications and 
navigational obstacles presented by Nyriaan's atmosphere are removed. 

After decades of research into such an endeavor, the CSA has brought its 
project to a critical phase of development. Known as the Deluge Experiment, 
the operation is a well-kept CSA secret. By design, not even the Corporate 
Sector's highest-ranking members officially know of its existence, giving 
them freedom from prosecution if the experiment goes horribly wrong or 
leads to an unacceptable loss of life. CSA physicists and meteorologists 
assume that the effects of the Deluge Experiment will be gradual, requiring 
months to flood the planet's surface and ostensibly allowing time for any 
necessary evacuations. However, some in the Corporate Sector's scientific 
community believe, perhaps correctly, that the Deluge will take the form 
of a single catastrophic tempest that will cause widespread death and 
destruction. Despite such warnings, the Deluge Experiment nears its final 
phase. A massive device—similar to a vaporator, only thousands of times 
more powerful—has been constructed near a CSA mining facility on one of 
Nyriaan’s vast mud plains, 

The Republic receives intelligence concerning the Deluge Experiment, but 
until recently, it was not aware of the magnitude of the experiment’s scope. 
Several agents are dispatched to Nyriaan to determine how close the project 
is to completion and to locate the site of the experiment. In their last report, 


A NOTE ABOUT FACTIONS 

In the event that you desire more diversity or would like to tailor “The 
Perfect Storm” to your own campaign, the factions referenced in this 
adventure (specifically the Republic and the Corporate Sector Author- 
ity) can be easily exchanged for any other factions of your choosing. If 
you intend this adventure to take place during the Rebellion era, replace 
the Republic with either the Rebel Alliance or the Empire. Either works 
in this scenario, although the Empire's motivations are likely to be less 
than altruistic. 


two of the Republic’s top agents on Nyriaan claim to be close to discover- 
ing this information. However, neither has reported back to their handlers 
in some time. Prior to their disappearances, each agent insinuates that the 
other's loyalty might be compromised by the CSA, although no evidence to 
substantiate either claim is provided. 

Unable to wait for the agents to report back, the Republic's top intel- 
ligence officials order a new team, disguised as independent miners, to be 
assembled and sent to Nyriaan at once. Team members must be free from 
suspicion of any prior collusion with the Corporate Sector Authority, and 
furthermore, their loyalty to the Republic must be above doubt. Mercenar- 
ies and other contractors are considered, but only those who have proven 
themselves to be reliable. Given the short time available to the Republic, the 
selection of agents is rushed and fraught with risk. 

So enter the heroes; loyal citizens and/or servants of the Republic, who 
might come from any walk of life. Their success can mean the difference 
between life and death for hundreds of thousands of beings on Nyriaan, 


THE TRUTH 

Yrsskis a traitor to the Republic, having accepted a number of bribes from the 
Corporate Sector Authority to impede Republic investigation of the Deluge 
Experiment and to fabricate evidence against Klieri, the loyal agent, making 
her appear complicit in aiding the CSA's efforts. Klieri learns the specifics of 
the Deluge Experiment’s location and scheduled completion. She becomes 
too great a liability and is killed by a CSA assassin droid. Meanwhile, Yrssk 
is instructed by his CSA masters to pose as a loyal Republic agent in case 
other Republic lackeys are sent to investigate. 


Yrssk has since planted misleading information on a datacard in Klieri's 
datapad—located in her apartment—and retreated to a location in the wilder- 
ness to await his prey. Hoping that the heroes will be waylaid before they 
reach him, Yrssk has arranged a number of distractions. Once the Deluge 
Experiment is initiated, Yrssk intends to return to Locus, gather his ill-gotten 
wealth, and retreat into the Outer Rim territories. 

The Deluge Experiment is scheduled to proceed two days after the 
heroes arrive on Nyriaan. This event is, of course, adjustable depending on 
your players and the pace at which they proceed through the adventure. Be 
flexible, and use the impending experiments schedule to raise the level of 
tension whenever necessary. 


PART 1: BEFORE 
THE STORM 


In this section of the adventure, the heroes are recruited, learn of their mis- 
sion objective, and make their way to Nyriaan by whatever conveyance makes 
most sense. After they arrive in the Luire system, they must find a way to 
Nyriaan's surface, perhaps by renting laser transport array equipment and 
contracting with the Navigator's Guild to make planetfall in Locus, Nyriaan's 
capital. Of course, nothing ever goes as planned, In the most critical of situa~ 
tions, the LTA projector on the planet is sabotaged midflight, and the bonded 
navigator they hire becomes a liability. 


MISSING PERSONS 

The players are contacted, either individually or as a group, and invited to 
participate in an important, albeit sensitive, mission on behalf of the Republic. 
Once the group is assembled, they are instructed to meet with their Republic 
contact, a Human male they know as Ghurn. 

Ghurn is, it seems, a high-ranking Republic official, although he never 
specifies which arm of the Republic he works for. Nevertheless, he has been 
trustworthy and he pays well, two facts that endear him to most heroes right 
off the bat. Ghurn appears to be a middle-aged Human male with tanned 
skin, white hair peppered with black, and steely gray eyes. He dresses in 
conservative silver-gray suits. Although handsome, he is also somewhat aloof. 

When meeting the heroes, Ghurn requests that they join him at a lower- 
class pub or social club in a metropolis on whatever planet the heroes happen 
to be on at the moment, When they arrive, he requests a private room from 
the establishment's managerial staff and ushers the heroes in. Once Ghurn 
is alone with the heroes, he greets each of them personally, looking each in 
the eye and shaking that hero’s hand as he compliments a piece of attire, a 
recent accomplishment, or the like. 

Once the pleasantries are out of the way, Ghurn gives the following 
briefing: 


“I'm glad you've all decided to lend me your talents today. Something has 
arisen that has my superiors in a bind, and given the short notice, I'm surprised 
that we've managed to assemble a group that isas skilled and knowledgeable 
as you are. 

“All compliments aside, what we need now is a group that is ready, willing, 
and able to track down two of our missing agents on a hostile mining world 
in the Mid Rim, The world, Nyriaan, is a curious place, mostly because of its 
unique and volatile atmosphere that, when combined with its unusually strong 
‘magnetic field, makes landing on the planet a most hazardous endeavor. 

“The two missing agents were working toward the same goal in separate 
capacities. Itseems that the Corporate Sector Authority has been developing 
a device that can, if it performs as expected, condense all the moisture in 
Nyriaan's atmosphere into a single, catastrophic rainfall, While such an event 
might neutralize the planet's strong ionosphere, it would have the side effect 
of laying waste to much of the planet's surface, as well as killing most of the 
indigenous animal and plant species. 

“We are not in the business of allowing such egregious experiments to 
proceed, regardless of the long-term benefit to our own mining efforts on 
Nyriaan. Therefore, we must stop the CSA from carrying out this project. 

“So, in brief, this is your assignment. Proceed to Nyriaan in the guise of inde- 
pendent miners. Locate our missing agents in Locus, the sprawling planetary 
capital of Nyriaan. Determine the location of the CSA's experimental device, 
and sabotage or, preferably, destroy it. If you are able to find comprehensive 
plans for the experimental device, | will happily provide a cash bonus for them. 

“Lunderstand that this sounds like a simple mission, but there have been 
.. complications. It seems that one or both of our agents might have been 
turned by the Corporate Sector. In their last reports to us, each agent claimed 
that the other was compromised by the enemy, so you must take care when 
dealing with either of them. 

"Any questions?” 


Once the briefing is concluded, Ghurn gladly answers any questions posed 
by the players, He provides the following information about the agents. The 
first agent is known as Klieri, a Human female from Coruscant, operating 
on Nyriaan for the past four months. Displays of her show that she is a 
female in her mid to late twenties, with short brown hair and brown eyes. 
The second agent is a male Trandoshan named Yrssk. He is middle-aged, 
with yellow-brown scales, blood red eyes, and a jagged scar along the left 
side of his head. Both agents were posing as freelance mining personnel at 
the time of their disappearance, Neither has ever given any indication of 
disloyalty to the Republic, which makes the possibility of their betrayal that 
much more disturbing. 

Ghurn also provides the agents’ last known addresses, both of which are 
for cheap apartments in the Neutral Zone of Locus. 


WHOLS LeedueS SHL = 


NYRIAAN, 


PsiEMPERANCEO 


php 


pe 
ONEW Lowick 


Compensation for the mission is negotiable, but it should not be the focus 
of any long or involved discussion with Ghurn. The basic fee is a lump sum 
of 12,000 credits, with a bonus of an additional 8,000 credits if the heroes 
can procure plans for the CSA's experimental device 


LOOKS LIKE STORMY WEATHER 
The heroes are responsible for securing their own passage to Nyriaan. Flying 
their own starship to the Luire system is obviously the cheapest and most 
reliable method of transport available. Lacking their own ship, the heroes can 
charter a ship to the Luire system. However, charter is expensive, given the 
Luire system's isolation. Getting a charter pilot to voluntarily land a starship 
on the planet's surface might also be difficult. Unfortunately, Ghurn cannot 
provide the heroes with a ship. Given the critical status of the mission, 
however, he might be able to pull some strings at the Gamemaster's option 
Ifa ship is provided, the heroes’ fee should be reduced by at least one quarter, 
To keep their cover as independent mining contractors, the heroes should 
take time to procure or purchase basic mining gear prior to leaving for 
Nyriaan. Depending on what they know about Nyriaan through the proper 


0 ARUMED 


O PROSPERITY 


- ten AES 
OVINEYARD, 


Knowledge (galactic lore) check, they should also purchase items that might 
be of use in the dim and sultry conditions on the planet's surface 

Whatever their method of travel, after the heroes drop out of hyperspace 
in the Luire system and begin their approach toward Nyriaan, read the fol- 
lowing aloud: 


As you approach the planet, you see that Nyriaan is simultaneously ugly and 
incredibly beautiful. The roiling clouds of the planet are thick, dark, and forbid- 
ding, yet they are punctuated by flashes of purple lightning that arc through 
the turbulent atmosphere. 

Anumber of small stations and platforms orbit Nyriaan, and countless ships 
and shuttles move between them in a constant ballet. The stations and ships 
maintain a distance far enough away from the planet to remain unaffected 
by the numerous magnetic belts that surround it. 

Suddenly your communications console crackles. “Attention unidentified 
vessel. Please state your purpose in the Luire system so that | can properly 
direct you.” 


The heroes are being contacted by a member of the Hyperspace Naviga~ 
tor's Guild, both to direct them to a relevant platform or station in Nyriaan's 
orbit, as well as to offer them a mandatory Guild contract should they 
want to land upon the planet's surface. Reckless heroes might want to land 
upon the planet on their own, but such efforts are likely to end in tragedy 
(which should be stressed). If the heroes manage to land on their own, they 
are subject to arrest for violation of the Senate mandate that all landings 
on Nyriaan be overseen by members of the Hyperspace Navigator's Guild. 

When the heroes announce their intention to land in Locus, the Hyper- 
space Navigator's Guild offers them a special rate for both the rental and 
installation of a laser transport array and the services of a bonded navigator. 
For light freighters, the service charges total 1,000 credits for each take-off 
and each landing. For a special rate of 1,500 credits, the heroes can reserve 
both landing and take-off services ahead of time at a substantial savings. 
They'd be fools to refuse. 

Heroes who accept the services of the guild are given clearance and 
directed to dock with Platform Trill 92. When the heroes dock, Hyperspace 
Navigator's Guild technicians board their vessel to install a portable LTA 
system. Installation requires external attachment of the LTA sensor system, 
as well as connection of a universal control station inside the ship's cockpit 
by the bonded navigator who is sent to accompany the heroes. 

The navigator, a nervous Snivvian named Teviun, arrives with little fanfare 
and introduces himself to the heroes. He shows his credentials prior to install~ 
ing his universal control station, and he answers any questions the heroes 
pose. If asked why he is nervous, Tevlun shrugs it off and insist that he is 
fine. The truth is that he is a relatively inexperienced LTA operator with only 
three prior landings on Nyriaan. Astute heroes might come to this conclusion 
by succeeding ona DC 12 Perception check, but less trusting heroes might 
suspect foul play on Tevlun's part. 

Unless the heroes want to disembark and explore Platform Trill 92 (an 
unexciting orbital facility that is equipped with only marginal services—a 
cramped cantina with attached hotel, limited repair facilities, and an over- 
priced general store), they can arrange to land in Locus when the LTA system 
is fully installed. 


TEVLUN 

Teviun is a tense Snivvian who has recently been accepted into the 
Hyperspace Navigator's Guild as a bonded navigator. He has made only a 
few landings on Nyriaan, so he is still somewhat put off by the procedure. 
Nevertheless, it is decent money, and he has a wife and several children 
to support back on Cadomai Prime. 


Although he is dressed in the uniform of a bonded navigator, the Snivvian 
acts somewhat wet behind the ears. He drums his fingers nervously as he 
works, oblivious to the fact that you can sense his discomfort. 


Tevlun cL1 

‘Small Snivvian nonheroic 4 

Init +2; Senses Perception +3 

Languages Basic, Snivvian, Nyriaanan 

Defenses Ref 11 (flat-footed 11), Fort 10, Will 11 

hp 10; Threshold 10 

Speed 4 squares 

Melee unarmed +3 (1d3) 

Ranged blaster pistol +3 (36) 

Base Atk +3; Grp -2 

Abilities Str 10, Dex 10, Con 10, Int 14, Wis 12, Cha 10 

Special Qualities observant 

Feats Skill Focus (Knowledge [physical sciences]), Skill Training (Pilot, 
Use Computer), Weapon Proficiency (pistols, simple weapons) 

Skills Knowledge (bureaucracy) +9, Knowledge (galactic lore) +9, 
Knowledge (physical sciences) +14, Perception +3 , Pilot +7, 
Use Computer +9 

Possessions navigator's uniform, bonded navigator's credentials, 
blaster pistol, laser transport array console 


Tevlun's Tactics 

On the off chance that Tevlun is involved in combat with or near the 
heroes, he defends himself as best as he can. He is not a soldier and does 
not take unreasonable chances for strangers. 
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PLANETPFALL 
Once the heroes’ ship is outfitted with LTA equipment and Teviun, the bonded 
navigator, is aboard, they can make planetfall on Nyriaan, The operation starts 
out simply enough, but soon the situation spirals out of control 

Read the following text aloud when the heroes begin their descent 


The sickly clouds swirling around the planet below begin to darken as your 
ship slowly approaches them. Teviun, the navigator, sits at the pilot's station, 
his stubby fingers picking nervously at keys and switches as he monitors the 
ship's descent 

"We are within fifty kilometers of breaching the ionosphere," he reports. 
“1 will now be shutting down all unnecessary systems until we touch down.” 

As if on cue, the interior lighting dims, and the omnipresent sound of the 
air scrubber is replaced by the faint thrumming of the sublight engines. The 
ship seems strangely quiet, and looking through the cockpit viewport you have 
the sudden impression that you are falling toward the planet—an impression 
that is not entirely wrong. 

“Orbital laser telemetry acquired. Surface laser telemetry acquired,” Tevlun 
continues, as if speaking to himself. “Adjusting course to maintain synchroni- 
zation. Entering atmosphere in 3... 2... 1." 


The view beyond the cockpit suddenly goes dark and the sublight engines 
begin to sputter. Tevlun flips a switch, compensating for the burst of intense 
ionization that the ship has suddenly been exposed to, The engine noise 
subsides somewhat. 

Suddenly, a light on Teviun's console blinks an angry red, and an accom- 
panying alarm sounds shrilly in the confines of the cockpit. "Uh oh..." Tevlun 
stammers in a panic, "I've lost surface laser telemetry!" 


Concerned heroes are likely to ask Teviun something along the lines of 
does that mean?” 

What it means, in lay terms, is that the laser guiding the ship to the ground 
has been deactivated, and aside from the orbital laser, the heroes are flying 
blind toward the surface of Nyriaan, Granted, the orbital laser provides an 
indication of the direction they should be flying, but the wisdom of flying in 
such a manner Is questionable 

At this juncture, the heroes must make a choice, First, they can attempt 
to return to Platform Trill 92 and take stock of the situation, attempting to 
land on Nyriaan at a later time, This is the option that Teviun would suggest 
if he weren't hyperventilating. Returning to the platform requires one of 
the heroes to take control of Teviun's navigation console and succeed ina 
DC 20 Pilot check, 

The second option is to continue the landing as planned, using only the 
orbital laser telemetry as a guide. Unfortunately, Teviun is not trained for 
such a maneuver. Neither are the heroes, but that is beside the point. Heroes 
wanting to take this gamble are obliged to complete the “Landing on Nyriaan 
with Orbital Laser Telemetry Only” skill challenge to make planetfall safely, 

If the heroes’ ship crashes, it is damaged as indicated on Table 10-3: Col- 
lision Damage on page 173 of the Saga Edition core rulebook, with the size 
of the colliding vehicle or hazard being equal to the size of the heroes’ ship. 


PART 2: DOWN IN IT 

Now that the heroes have landed (or crashed) upon Nyriaan, they can go 
about the business of locating the two missing Republic agents. If events 
have gone as planned and they are able to land safely, their ship ends up in 
one of the Neutral Zone's docking bays. Fees for starship storage, service, 
and the like are 10% higher on Nyriaan than elsewhere. 

The layout of Locus is similar to that of most colonial cities, Structures 
are built low to the ground. Dim, flickering illuminators are placed at even 
intervals along streets to compensate for the lack of natural light. The air 
has a stale, musty odor. Areas of high foot and vehicle traffic have less 
fungal growth, but practically all surfaces in the Neutral Zone—walls, 
streets, sidewalks—are covered in a thick layer of phosphorescent fungus. 
The private sectors of the city, including the Corporate City Sector and the 
Republic Sector, are well secured and nearly impossible to enter without 
proper authorization 


SKILL CHALLENGE: LANDING 
ON NYRIAAN WITH ORBITAL 
LASER TELEMETRY ONLY 

In this skill challenge, the heroes attempt to land a starship on Nyriaan 
using only one of two standard laser arrays for guidance. Normally, two 
laser arrays—one located on the ground and one located in orbit—are 
employed to give pilots and navigators a precise fix on their location, 
altitude, and relative speed. With only the orbital array to guide them, 
the heroes can only guess at these figures, As failures are accrued, the 
heroes’ ship spins further out of control. 


CLs 

Complexity: 1 (5 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Knowledge (galactic lore) [DC 24]:The heroes can use their knowledge 
of Nyriaan’s atmospheric qualities, as well as its geography, to judge their 
altitude and bearing. 

Mechanics [DC 22]: The heroes can attempt to jury-rig their sublight 
engines or other ship systems to generate more power. 

Perception [DC 20]: The heroes can use their senses to judge distances 
and notice obstacles and ground features as they plummet through the 
thick clouds, 

Pilot [DC 20]: Heroes can buckle their restraints and trust in their 
reflexes and piloting skills to survive the disaster. 

Use Computer [DC 23]: The heroes can attempt to adjust the ship's 
sensors to overcome the interference from the planet's ionosphere and 
magnetic fields. 


Challenge Effects: The following are suggested challenge effects 
for this skill challenge: 

Restricted Skills: The Mechanics and Use Computer skills can only be 
attempted once each during this skill challenge. In addition, the following 
skills are not applicable in this challenge: Acrobatics, Climb, Deception, 
Gather Information, Jump, Persuasion, Stealth, Swim, and Treat Injury. 

Second Effort: A hero who fails a skill check can instead choose to 
move the starship -1 step on the condition track to make that failure 
count as a success. 


Success: The heroes successfully land on Nyriaan, although they 
might not end up exactly where they expected to be, 

Failure: The heroes crash-land on Nyriaan, damaging the starship 
and possibly injuring themselves and others. 


Heroes in Locus can travel on foot, but the easiest way to get around 
is either to rent a vehicle, such as a landspeeder, or to hail one of the taxis 
in the vicinity of the Neutral Zone's spaceport. The city is laid out in a 
rough grid, with different sectors—such as Corporate City Sector and the 
Republic Sector—cordoned off by fire zones, high walls, energy fences, and 
armed guards. 

The heroes have two obvious choices at first, and both involve check- 
ing in at the last known locations of the two missing agents. Adventurous 
players might want to explore the city a little bit, Let them take a short 
detour, but their immediate focus should be on Yrssk and Klieri, the missing 
agents. In either case, the next encounter might be a good way to get them 
back on track. 
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A LUKEWARM RECEPTION 

The heroes immediately attract attention from a pair of plainclothes Cor- 
porate Sector assassins. Given the activity of the previous few days, the 
Corporate Sector Authority expects that the Republic will send personnel to 
Nyriaan to investigate the disappearances of the two agents. The Republic is 
not infallible, either, and word of the heroes’ appearance and modus operandi 
has spread to the CSA's intelligence units on Nyriaan. 

The two CSA assassins are responsible for the malfunction of the surface 
laser telemetry that the heroes experienced during their descent. Since 
their sabotage did not have the desired effect, the assassins are to follow 
the heroes and keep an eye on them as they make their way through Locus 
in search of the missing Republic spies. If the heroes locate one or both 
of the spies, the CSA assassins are authorized to use deadly force against 
them. Regardless of which lead the heroes follow up on first, the two CSA 
assassins spring an attack when the heroes gain entry to Klieri's apartment 
(see "Klieri's Apartment,” below) if the assassins are still active at that time. 

The CSA assassins have access to ground transport. If the heroes decide to 
travel on foot, one CSA assassin follows on foot at a distance while the other 
drives the speeder, just out of sight. If the heroes prefer to drive their own 
vehicle, both assassins pursue in theirs. Their immediate goal is observation, 
not attack. If the heroes detect them, the assassins attempt to break contact. 
Barring that, they fight to the death and try to avoid capture if possible. 


SOMEONE'S WATCHING. 


If the heroes notice the assassins tailing them and combat ensues, refer 
to the “Main Street Firefight” encounter on page 206 for details. If the 
encounter turns into a speeder chase, then refer to the "Locus Street Chase" 
skill challenge below to resolve it. If the heroes lack a speeder, they are unable 
to pursue their enemies. If the chase ends with the heroes tangling with the 
assassins, the “Main Street Firefight" encounter can still be used. 


KLIERI'S APARTMENT 

The agent named Klieri was last known to be living in an apartment at the far 
southern end of the Neutral Zone of Locus. The heroes can find her apartment 
easily enough by any number of methods: checking maps, asking for direc- 
tions, or checking public terminals for information. The neighborhood is on 
the lower end of the social scale, and depending on the time of day—which, 
given the constant darkness, might seem irrelevant— any number of rough- 
looking characters might be hanging out in the street, talking, joking, and 
making spectacles of themselves. 

Klieri's apartment is in a sprawling three-story building. Her unit is on 
the second floor, near the western end of the structure, conveniently located 
next to an emergency stairwell. The halls of the building are clean, for the 
most part, with only occasional old stains or small patches of slow-growing 
phosphorescent fungus on the floors and walls. A steady stream of tenant 
traffic flows through the halls during the day cycle, including a tired-looking 
security guard who sits at a station near the building’s front entrance. 

The apartment door is closed and sealed with a simple electronic lock (DC 
20 Mechanics check to unlock). If the heroes knock or ring the bell, no one 
answers, and no sound can be detected within the apartment. Once inside, the 
heroes find a series of unlit rooms and signs of a struggle. Furniture has been 
upended and small objects and fragments of glass and ceramic litter the floor. 

Klieri is dead in the apartment bedroom. She has been there for at least 
a couple of days, and the cause of her death appears to be a series of blaster 
shots to her chest and abdomen. Her placid face is bruised, and her brown hair 
is matted with dried blood. A datapad rests on the blood-stained bed next to 
Klieri’s outstretched hand, but a single strike from a sharp object (probably a 
vibroblade or vibrodagger) has rendered it little more than a pile of electronic 
junk. Heroes who succeed on a DC 15 Perception check can determine that 
Klieri was likely shot in the living room, but crawled into her bedroom to die, 

Technically apt heroes might want to repair the datapad. It is far too 
damaged to be made functional again. However, the encrypted datacard 
within the datapad is undamaged and can be accessed on a functional 
datapad or portable computer. The encryption can be broken only after 
improving the datacard’s attitude from unfriendly to friendly by using the 
Improve Access application of the Use Computer skill (see page 76 of the 
Saga Edition core rulebook). Once this is accomplished, the information on 
the card can be accessed. 


SKILL CHALLENGE: 

Locus STREET CHASE 

In this skill challenge, the players must pursue a pair of Corporate Sector 
assassins through the gloomy streets of Locus in a landspeeder chase. 
During the chase, the heroes travel through different parts of the city’s 
Neutral Zone, attempting to force their enemies to a halt so that they can 
be confronted. As the heroes accrue failures, the assassins slip further 
away, potentially shaking pursuit altogether. 


cL4 

Complexity: 2 (8 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Knowledge (galactic lore) [DC 28 or 23]:The heroes can try to remem- 
ber what they have heard about Locus to find shortcuts and secret routes. 
This DC is reduced to 23 for heroes who are familiar with the city. 

Perception [DC 25]: The heroes can use Perception to find the best 
path to keep pace with the Corporate Sector assassins, or to notice any 
indicators of where the assassins are headed next. 

Pilot [DC 18 or Opposed]: The heroes can pilot their landspeeder 
along the fastest route, avoid debris and obstacles, and find other ways 
to close the gap with the Corporate Sector assassins. If the heroes get 
close to the assassins, the driving assassin can make Pilot checks to set 
the DC for this skill. 

Stealth [Opposed]:The heroes can sneak along alternative routes, cut- 
ting the assassins off if they remain unnoticed. This check is opposed by 
the assassins’ Perception skills. The heroes receive a +2 bonus to Stealth 
checks due to the gloomy nature of the city. 


Challenge Effects: The following are suggested challenge effects 
for this skill challenge: 

Containment: The heroes accrue failures only in rounds when no one 
earns a success, since they need only keep the target in sight of one 
person to maintain the chase. 

Opposed DC: Certain skills in this skill challenge can be opposed by 
the assassins. 

Restricted Skills: Certain skills are not applicable in this challenge: 
Gather Information, Survival, Swim, and Treat Injury. 


Success: The heroes manage to force the assassins into a location 
where they can no longer escape by piloting their speeder. The Corporate 
Sector Authority assassins must leave their vehicle behind and either 
fight the heroes or flee on foot. 

Failure: The Corporate Sector Authority assassins manage to give the 
heroes the slip, disappearing into the darkened streets of Locus. 


Outside of a number of obviously mundane files that have been placed 
on the datacard as decoys, one file, titled "FLOOD," contains a small amount 
of useful information. According to timestamps, the FLOOD file was the last 
one to be accessed, just over 48 hours ago—likely around the same time that 
Klieri was killed. Along with a set of surface coordinates, the file also contains 
the following phrase: “Lrn 2 swim, Data recd from Bavil. Tst successful. Final 
phase in 4 dys.” The coordinates correspond toa location northeast of Locus, 
south of a geologically active region known as the Steamfields. 

Development: If the heroes search the apartment, they can find several 
items, depending on the result of their Perception checks. If the heroes 
succeed on a DC 10 Perception check, they find 3 blank datacards, 4 ration 
packs, a breath mask with 1 filter, and a glow rod. Success on a DC 15 Per- 
ception check enables them to find the items above and also 2 energy cells, 
a medpac, and a short range comlink. Success on a DC 20 Perception check 
additionally reveals a hold-out blaster pistol, a medium-sized pair of combat 
gloves, and a pocket scrambler. Success on a DC 30 Perception enables the 
heroes to also find an explosive charge with timer. 


The Monster Under the Bed 

Klieri was killed by an assassin droid: a MRD-39B murderer, to be specific, 
The droid hides beneath Klieri's bed, where it waits quietly until it detects 
someone entering the apartment. When this occurs, it attempts to contact 
the two Corporate Sector assassins from the "Main Street Firefight" encoun- 
ter. If the two assassins have not been captured or killed, they respond, 
ordering the droid to continue to monitor the situation while they gain 
access to the apartment building. Once the assassins are in position outside 
Klieri's apartment, they cause a distraction that should allow the droid to 
attack the heroes undetected from the rear. See the "Klieri's Apartment" 
encounter on page 208. 

The MRD-398 is poised to attack the moment it is discovered. If a hero in 
the bedroom succeeds at a Perception check opposed by the droid's Stealth 
(+13), he or she finds the assassin droid, and it attacks. If the droid cannot 
contact the two CSA assassins and if no hero detects it, the droid waits for 
an opportune moment to attack the heroes by itself. In either case, refer to 
the “Klieri's Apartment" encounter on page 208. 


WA BalaveS 


YRSSK'S APARTMENT 

Yrssk, the second of the missing Republic Agents, lives in a small apartment 
above a repulsorlift garage just north of the spaceport. As with Klieri's apart- 
ment, the heroes should be able to locate his residence easily. If approached 
during the day, the garage is open and the mechanics within are working 
on a number of repulsorlift vehicles. In the evening, the garage is closed, 
its entrances locked. 

The apartment is accessed by a set of slimy permacrete stairs that run up 
the side of the building. The door to the apartment is sealed by a complicated 
electronic lock connected to a silent alarm system (DC 25 Mechanics check 
to disable). If triggered, the alarm alerts the owner of the repulsorlift garage 
who arrives within 2d10+5 minutes with two friends (use the statistics for 
generic Thugs on page 284 of the Saga Edition core rulebook for all three). 

Yrssk's small apartment, which has a faint reptilian odor, is well organized, 
yet austere. It contains little furniture, and the kitchenette area is stocked 
with only a few nonperishable items—as if the person who lives here is rarely 
present for long. If the heroes search the premises, success on a DC 10 Per- 
ception check reveals the following items throughout the apartment: a pair 
of electrobinoculars, a liquid cable dispenser, and a standard targeting scope. 
If the heroes succeed on a DC 15 Perception check, they find those items 
and also 3 power packs, Succeeding on a DC 20 Perception check enables 
the heroes also to find a holorecorder with 2 datacards, and if they succeed 
on a DC 25 Perception check, the heroes also find a credit chip loaded with 
5,000 Corporate Sector credits. 

One of the datacards with the holorecorder holds several clandestine 
recordings of a Human female, who appears to be Klieri, interacting with a 
number of other individuals. One holo shows Klieri and a well dressed male. 
He passes her something that appears to be a credit chip. If the holo is further 
analyzed with a computer, a DC 25 Use Computer check or DC 30 Perception 
check reveals that this last recording is a skilled forgery cobbled together 
from portions of other holorecordings. 

Other than the above items, little else of interest can be discovered in the 
apartment. Yrssk is obviously not home, and does not appear to have been 
there for some time. If questioned about him, the owner or any employee 
of the repulsorlift garage tell the heroes that the Trandoshan has not been 
around for two or three days. 


INTO THE WILDERNESS 

The only way for the heroes to reach the coordinates found on Klieri's data~ 
card is to venture into Nyriaan’s dark wilderness. Navigation on Nyriaan isa 
tricky affair since the satellite navigation aids so common on other worlds 
are completely ineffective on Nyriaan. The only way to travel reliably is by 
using maps and other low-tech navigational aids for guidance. Methods of 
travel are also restricted to moving on foot and low-altitude speeders or 
conventional vehicles. Airspeeders are out of the question, because they 
suffer the same malfunctions in Nyriaan’s atmosphere that starships do. 


THE WILOERNESS OF NYRIAAN IS NO PLACE FOR THE UNPREPARED. 


The heroes have the option to hire a guide to take them into the wilder- 
ness. Native laborers looking for work can be found at the northern edge of 
the Neutral Zone in Locus, and many of them are knowledgeable enough of 
Nyriaan’s natural hazards and geography to make a tidy sum from offworld 
visitors, tourists, and hunters looking to go on safari. One quide for hire is 
known as Finvarra, and she is recommended to the heroes if they ask strangers 
or acquaintances for advice on the subject. She prefers to travel on foot but 
is also happy to direct her employers from the relative safety of a speeder. 
Heroes who venture into the wilderness need a map and a compass. Vast areas 
of treacherous swamp are inhabited by dangerous amphibious creatures and 
forested with tall, thick-stemmed fungal trees. In the darkness of Nyriaan, 
getting lost is easier than one might think. 

Basic survival on Nyriaan requires a daily DC 15 Survival check to avoid 
natural hazards in the wild if the character making the check is familiar 
with the planet's unusual wilderness (see page 73 of the Saga Edition core 
rulebook). About a week of living in the wilderness of Nyriaan is required 
to become familiar with the specific dangers and pitfalls of Nyriaan's back 
country, so until then, a character new to Nyriaan's wilderness suffers a 
-5 penalty to Survival checks. In addition, determining cardinal directions 


‘on Nyriaan using the Know Direction application of the Survival skill is far 
more difficult, considering that no stars are visible. Using the Know Direction 
application requires a DC 20 Survival check, even for natives, 


Beasts of Prey 

As the heroes travel through the wilderness, with or without a guide, they 
occasionally attract the attention of indigenous wildlife. In this instance, 
a hunting party of chlovi cats descend upon the heroes at an inopportune 
moment—when they are camping, exploring on foot, or attempting to navi- 
gate through the thick chlovi copses that are so common in Nyriaan’s wilder- 
ness. For details, refer to the "Crimson and Chlovi" encounter on page 210. 


THE NATIVES ARE RESTLESS 

Predators are not the only danger in the wilds of Nyriaan. Native clans also 
patrol the wilderness. A group of Nyriaanan scouts lays in wait for intrud- 
ers just south of the Steamfields. The natives are tipped off about potential 
intruders by Yrssk, who contacted the clan just prior to his disappearance. 
In his years on Nyriaan, Yrssk cultivates a number of disparate allies and 


FINVARRA, NATIVE GUIDE 

Finvarra is a young native who has spent most of her life living in the 
wilderness surrounding Locus. She does not trust offworlders, but she sees 
them as an easy source of income and hires herself out as a guide. Most 
of the time she keeps her employers alive, not counting the odd occasion 
when the situation turns sour on the trail. 

Although she is only sixteen years old, Finvarra tries to act much older. 
She appears boyish when dressed for the field, but takes offense if she is 
mistaken as such. Her standard fee for guiding offworlders is 50 credits per 
day, and she does not hesitate to double the price if circumstances become 
dangerous. She speaks fluent Basic with a noticeable Nyriaanan accent. 

Finvarra is young, but she not stupid or naive. Even if the heroes try to 
ply her with tales of the Corporate Sector Authority's greed, she likely dis- 
misses them as stupid offworlders with delusions of grandeur. She knows 
that the CSA is evil, but this is not exactly news. If the heroes convince her 
that her planet and her clan are in danger of being destroyed, she might 
be willing to do more than just guide them to where they want to go. 


You almost mistake this teenage girl for a young boy. The scars on her face 
and the calluses on her hands are testimony to the hard life she’s lived. Her 
dark hairis slicked back with sweat and tied with piece of red wire, and her 
green eyes peer at you suspiciously. 


Finvarra's Tactics 
Finvarra is a survivor, so she rarely stands and fights unless she has no 
other choice. Her initial reaction is to run from danger, but she uses any 


associates, including members of the Malvina clan. The Malvina are not 
particularly warlike, but when they hear rumors that miners want to desecrate 
their territory, they become rightfully displeased. 

Yrssk capitalizes on the Malvina clan's hostility and informs them that 
‘a group of miners are coming through their lands to scout a location for a 
new mine. Although the Malvina are willing to listen to Yrssk—he has never 
steered them wrong before—the clan leaders are not entirely taken in by 
the Trandoshan's story. Instead of mobilizing a war band, as Yrssk suggests, 
they instead dispatch several small scout groups to monitor any incursions 
‘onto their land. 

The native scouts do not fire first and ask questions afterward; they plan 
to observe, analyze, and, if necessary, attack in defense of their birthright. 
As the heroes travel closer to their destination, they come across a line of 
Meadlin’s trees—massive fungal growths that can grow to up to sixty meters 
tall in the planet's unsettled regions. In addition to their extraordinary height, 
the trees also weave together to form seemingly impenetrable barriers that 
can be passed through only by those who know how to navigate them. 


of her employers as shields if she can. When she does fight, Finvarra pulls 
no punches. She sees enemies as obstacles to life and kills with little 
hesitation if the choice is between her life or an enemy's. 


Finvarra cL3 

Medium Human (Nyriaanan) scout 3 

Force 3 

Init +2; Senses low-light vision; Perception +8 

Languages Basic, Nyriaanan 

Defenses Ref 17 (flat-footed 16), Fort 17, Will 16; Dodge, Mobility 

hp 39; Threshold 17 

‘Speed 8 squares 

Melee unarmed +3 (1d4+2) 

Ranged blaster pistol +3 (3d6+1) 

Base Atk +2; Grp +3 

Special Actions Shake It Off 

Abilities Str 12, Dex 13, Con 14, Int 12, Wis 14, Cha 10 

Talents Fringe Savant, Long Stride 

Feats Dodge, Improved Defenses, Mobility, Shake It Off, Skill Focus 
(Survival), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Climb +7, Endurance +8, Perception +8, Stealth +7, Survival +13, 
‘Swim +7 

Possessions blaster pistol, survival knife, native garb, all-temperature 
cloak, field kit 


The Malvina clan scouts are positioned along the thick tree line, scan- 
ning the southern horizon for intruders. When the heroes arrive, the natives 
move quietly and carefully to intercept them before they reach the trees. 
The makeup of the heroes' party determines, in large part, how the scouts 
respond, A heavily armed party is treated with respect, given their obvious 
firepower, but a party of lightly armed heroes is considered less of a threat, 
If the heroes are carrying any obvious mining gear, Yrssk's story starts to 
carry more weight with the Malvina scouts, With thick mist rising from 
the wet earth, visibility is low, so the heroes are relatively close before the 
natives make their move. 

This encounter does not necessarily develop into a firefight. Give the 
heroes every chance to avoid combat unless they initiate violence. If the 
heroes have a native guide, such as Finvarra, they likely have an advantage 
when negotiating with the Malvina scouts. Of course, if shots are fired and 
any of the native scouts are killed, all wagers are off, 

For more details, refer to the "Native Hospitality” encounter on page 212. 


FEAR OF THE DARK 

Yrssk's final ploy awaits the heroes at the center of the geologically active 
Steamfields, To continue onward to the coordinates found on the datacard, 
the heroes must leave any vehicles behind because the Meadlin’s trees are 
too dense to allow vehicles to pass. The heroes might be able to take the 
vehicles in a circuitous path around the trees, but at the expense of precious 
time, Getting through the Meadlin's trees on foot requires some effort, as 
well, unless the heroes have a native guide or are able to make peace with 
the Malvina clan scouts. Nevertheless, heroes who insist on retaining their 
vehicles should be allowed to do so if they want to make the effort, 

The Steamfields are a swampy region of hot springs, geysers, and natural 
vents that spew scalding steam and sulfurous fumes. Some of Nyriaan's 
hardiest fungus species live in these boiling pools, their phosphorescent light 
mixing with the steam and mist to lend an eerie countenance to the entire 
area, Areas of relatively dry ground weave around and through the seething 
mud and water, but the way is twisting and mazelike. Geysers send unpredict- 
able scalding fountains skyward, sometimes across the more navigable paths. 

The heroes must take care to avoid being boiled alive. If they still have their 
vehicles, especially landspeeders or speeder bikes, they can easily traverse 
the Steamfields by hovering over the boiling hazards that would impede them 
if they were on foot. Wheeled vehicles, however, are useless because they 
become mired in the blistering mud. 


Yrssk's Ambush 

In addition to his allies among Nyriaan’s native clans, Yrssk also finds and 
maintains contact with one of Nyriaan's darkest secrets—a clan of Sith who 
descended from the crew of the ill-fated Dying Sun during the years of the 
Old Republic. Twisted and inbred, the Sith descendants are little better than 


cunning animals. Yrssk plies them over the years with trinkets and sacrifi- 
cial victims. Although they have no loyalty to the Trandoshan, the Sith are 
interested in getting their hands on additional victims. 

The Sith descendants have constructed an altar of native stone at the 
center of the Steamfields. The coordinates found on Klieri's datacard lead 
the heroes directly to it. As the heroes approach to investigate the location, 
they are set upon by Yrssk's Sith allies. Yrssk, safely hidden behind a nearby 
rock formation, observes the struggle. If the Sith seem to be becoming 
overwhelmed, he begins to snipe at the heroes. For details, see the "Children 
of the Tempest” encounter on page 214. 

Ideally, the heroes capture Yrssk alive. In fact, even if Yrssk is mortally 
wounded, allow him to remain alive if possible. Given his Trandoshan physiol- 
ogy, even the loss of a limb, although initially disabling, does not have severe 
long-term effects for him. Your best bet is to grant Yrssk a bit of script 
immunity. However, even if he does not survive the fight, Yrssk conveniently 
has the location of the Deluge Experiment on a datacard in his possession. 

If Yrssk is captured by the heroes, he comes clean and reveals his part in 
the proceedings. Although Yrssk didn't kill Klieri, the heroes might feel that 
he is indirectly responsible for her death at the hands of the CSA assassins, 
They might want to take him back to the Republic to face justice, or they 
might even want to administer justice on their own. Whatever the case is, 
Yrssk saves the best information for last. 

Read the following text aloud: 


The Trandoshan clears his throat and looks at you pointedly. "! know things," 
he rasps, his reptilian tongue playing quickly over his scaly lips. “It ain't too 
late to save this karking planet from what the CSA's got planned." 

Yrssk lets that sink in before continuing. 

“Look, you ain't got any real reason to keep me around, You caught me fair 
and square, but | reckon we can still strike a bargain. You let me go, and I'll tell 
you where the Corporate Sector Authority's got its big guns. They won't be 
expecting a crew like you to come along, so you'll have an easy time kriffing 
up their plans. 

“What do you say? Is that worth letting me go, or isn't it?” 


The decision is up to the heroes at this point. In any event, if they decide to 
keep Yrssk around, he becomes a constantly complaining annoyance who 
takes any opportunity to expose his captors to their enemies. Yrssk hopes 
that the heroes might leave him behind if he makes enough trouble. The 
truth is, he might be correct. 


PART 3: 
THE COMING FLOOD 


The final portion of “The Perfect Storm’ involves the heroes' infiltration and 
destruction of the Deluge Experiment facility. Whether the true location of 
the facility is revealed by the datacard the heroes find on Yrssk's body, or 
by Yrssk himself in exchange for his freedom, is unimportant. The location 
is nearly a hundred kilometers north of Locus, upon a flat, narrow plateau 
known as Final Rest 

Final Rest is considered Corporate Sector Authority territory on Nyri~ 
aan, and the CSA has several mining facilities in the region, It is one of the 
highest spots on the surface of Nyriaan, which is one reason that the CSA 
picked it for the Deluge Experiment's location, After all, if the planet is going 
to flood, the facility that causes the flooding ought to be above the new 
planetary sea level 


CHILOREN OF THE Tempest 


Getting to the facility would be the easy part, except for one minor snag 
The Deluge Experiment has already begun, and it is wreaking havoc with 
Nyriaan's weather patterns. Several small but violent tempests have been 
stirred up in the atmosphere around Final Rest, causing massive cyclones 
and heavy rainfall. The shift in climate should provide a sense of urgency 
and danger to the proceedings, giving the heroes a clear indication that the 
Corporate Sector Authority means business. 


RIDING THE STORM OuT 

The closer the heroes get to Final Rest, the worse the weather becomes. 
Warm, drizzling rain develops into a hot and steaming torrential downpour 
by the time that Final Rest is in sight. Nyriaan's omnipresent surface mist 
and low-lying cloud cover are mysteriously absent, replaced by the severe 
inclement weather. Lightning arcs down from the sky in purple lancets, and 
peals of thunder roar across the landscape. 
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Read the following text aloud: 


Howling like a living creature, the wind screams a frightening chorus that rises 
in undulating waves above the constant thud of the heavy rain. The cyclonic 
tempest, suddenly visible in the flashes of purple lightning, is far enough away 
to pose no threat, but close enough that you can hardly take your eyes from it. 

Rain continues to pour from the skies in hot sheets, soaking your clothes 
and restricting your visibility. The land begins to rise as you draw closer to Final 
Rest, and torrents of water flow down from the highlands in small streams and 
rivers that gradually grow more violent. 

Suddenly, out of the gloom, a metal fence comes into view. The fence 
stretches off to the left and right, its terminus at either end concealed by the 
violently falling rain. You see, written in Aurebesh on a single metal sign crusted 
with fungal growth and oxidation, “Final Rest Mine, Shafts 1 through 5K. No 
trespassing! Intruders will be shot!” 

You seem to have finally arrived at your destination. 


The fence is mundane in form and function, so the heroes can scale it, cut 
through it, or batter it down. Beyond the fence is a flat plain accented at 
intervals by rocky projections and hillocks. A muddy road, its ruts filling with 
steaming rainwater, stretches toward the largest of the hills. 


THE ACTIVE DELUGE DEVICE WREAKS HAVOC IN THE ATMOSPHERE. 


Following the muddy road leads to a mine entrance that is unstaffed and 
unguarded. Two battered transport speeders are parked near the tunnel, their 
interiors already filled with sweltering rain water. Within the tunnel, which 
leads into the hill at a slight downward slope, a series of illumination bulbs 
swing, suspended by thick cords from the tunnel's ceiling. 


GOING UNDERGROUND 

The interior of the mine entrance is well lit, but it offers little in the way of 
relief from the sweltering heat and humidity with the coursing rainwater that 
continuously streams in. Apart from a few discarded mining tools and piles 
of rubble and refuse scattered about, the tunnel appears vacant. 

After about thirty meters, the tunnel ends in an elevator room. However, 
it is no high-speed turbolift. A single open shaft, into which the coursing 
water is pouring, is visible at the far end of the chamber. A generator quietly 
hums nearby, and a simple elevator call button glows on the framework sur- 
rounding the shaft. If the heroes press the button, the elevator platform rises 
noisily up from the depths of Nyriaan. The platform, enclosed on all sides by 
a metallic safety cage, is empty when it arrives. The heroes can fit into the 
safety cage easily, and the elevator controls are simple and clearly labeled. 

Asmall digital readout near the controls indicates "Shaft 4B, 26 meters; 
R&D Access, 39 meters; Shaft 4C, 102 meters." As the elevator cage 
descends, the readout shows the current depth beneath the ground. Shafts 
4B and 4C allow the heroes to access sections of the Final Rest Mine, but 
the path to the tunnel complex and the research station is at 39 meters. 

If the heroes stop at a depth of 39 meters, the elevator comes to a halt at 
the entrance to a small hallway that hooks to the left. Light and voices from 
around the corner indicate that the heroes are no longer alone. 

Read the following text aloud: 


The elevator grinds to a halt, its cacophony replaced by the sounds of Human 
voices. A narrow hall leads away from the elevator platform, making a sudden 
left turn after only o few meters. Light and shadows play across the wall, 
indicating the presence of at least two individuals around the corner. 


The voices are those of two Corporate Sector Authority mine guards. They 
sound bored as they discuss mundane topics: sports, families, rain, and how 
long until their contracts on Nyriaan expire. 

These two guards are only the tip of the iceberg. Other guards and mine 
personnel are also nearby. The heroes can proceed cautiously, taking prisoners 
and attempting to maintain a degree of stealth, or they can barge in with 
blasters blazing. For details, see the “Sixteen Tons” encounter on page 216. 


THe DELUGE Device CONTROL ROOM 


CUTTING THE WIRE 
If the heroes make it through the mine and access the tunnels that lead to 
Deluge Control, read the following text aloud 


The lights in this section of the mine flicker as if their power has a slight drain. 
Signs indicate that the research and development facility is nearby. Rounding 
‘acorneras you leave the mining tunnels behind, you are confronted by a large 
blast door. Stenciled upon the wall are the words "Deluge Control—Authorized 
Persons Only." 

The panel on the wall next to the blast door indicates that it is sealed 
from the inside. 


This blast door is the last barrier between the heroes and the Deluge Experi- 
ment's control room. Like most such doors, it has 750 hit points, DR 10, 
and a damage threshold of 40, making any attempt to force the door open 
difficult, if not impossible. The simplest way to gain access to the control 
room is to hack the door panel, which requires a DC 25 Mechanics check as 
well as a security kit 


The panel also includes an intercom system, so savvy heroes might 
attempt to fast-talk their way into the control room by contacting whomever 
might be on the other side of the door. In this case, a Deluge Facility guard 
(Perception +11, Will Defense 12) is guarding the blast door from the inside. 

Once inside the control room, the heroes must disable or destroy the 
Deluge Device by completing the “Disabling the Deluge Device" skill chal- 
lenge, below. For details, see “The End of the World” encounter on page 218. 

As put forth by Ghurn, the heroes can earn a bonus if they are able 
somehow to gain the plans for the Deluge Device. This complicated under- 
taking requires computer savvy heroes to access the Deluge mainframe, 
break through its security, sift through reams of information, and isolate the 
precise elements that they want. Since the contents of the entire system are 
considered secret, the heroes need only improve the mainframe's attitude 
from Unfriendly to Friendly and locate a piece of specific data—the plans. A 
datacard or other form of media is required to store the plans. 

If everything goes as planned, the Deluge Device is well on its way to being 
destroyed as the heroes retrace their steps through the mine tunnels, They 
are likely to encounter other Corporate Sector Authority employees on their 
way out, including miners, technicians, guards, and soldiers, However, they 
offer no organized resistance amid the chaos caused by the Deluge Device, 
Fleeing CSA personnel assume that the heroes are also employees trying to 
escape the dying facility and pay them little mind, 

Once outside, the heroes can Jocate their vehicles and make their way 
back to Locus. 


[ 


WHOLS Lesdve) SH 


fy 
1 
> 
q 
Mi 
fy 
2 
s 


SKILL CHALLENGE: DISABLING 
THE DELUGE DEVICE 

The Deluge Device is a huge, complicated machine that might well bring 
about an end to Nyriaan as the galaxy has known it. Deactivating it is not 
just a simple matter of finding and pushing the right button. Complicated 
protocols must be followed to reverse the device's effect on the local 
environment. To do so, the heroes must succeed at this skill challenge, 
likely while CSA guards are breathing down their necks. Once the device is 
safely neutralized, destroying it is a simple matter of initiating an overload 
of its power generator. 

If they lack the patience to undertake the lengthy process of neutral 
izing it, the heroes can destroy the Deluge Device outright. However, the 
heroes are not likely to possess the explosive firepower required to do 
so, Even if they do, an onslaught of Corporate Sector Authority troops do 
everything they can to prevent such an event, 


CL6 

Complexity: 3 (11 successes before 3 failures) 

Suggested Skills: The following are suggested primary skills for this 
skill challenge: 

Knowledge (physical sciences) [DC 25]: With enough knowledge about 
meteorology, weather, and the principles behind vaporator function, 
heroes should be able to determine how best to reverse the effect of the 
Deluge Device. 

Knowledge (technology) [DC 23]: The heroes, if properly aware of how 
different types of advanced technology function together, should be able 
‘to determine which systems to shut down, and in which order. 

Mechanics [DC 24]: The mechanical elements of the Deluge Device 
are plainly visible, Heroes with the Mechanics skill can attempt to disable 
some of the device's physical components. 

Persuasion [DC 12]: lf any Deluge Device technicians are alive, the 
heroes can attempt to intimidate them into helping to shut down the 


BAD WINNERS, 

EVEN POORER LOSERS 

The Corporate Sector Authority does not take kindly to anyone who meddles 
in their important, not to mention costly, affairs, The heroes, regardless of 
whether they are successful in their efforts, are now known to the Corporate 
Sector Authority, as many of the CSA's valued employees and other resources 
have been laid to waste by the heroes’ efforts. 


device, Failure results in a technician either doing nothing, which wastes 
valuable time, or botching the demanded job on purpose. 

Use Computer [DC 20]: Much of the Deluge Device is controlled by 
computer systems. Heroes trained in Use Computer can more easily navi- 
gate the software that controls the device, allowing them to neutralize 
specific components of the machine in the proper order, 


Challenge Effects: The following are suggested challenge effects for 
this skill challenge: 

Catastrophic Failure: The tolerances on the Deluge Device are so tight 
that even small mistakes can cause dire consequences and disaster. If a skill 
check is failed by 10 or more, the heroes accrue two failures instead of one, 

Initiative: Under normal circumstances, the heroes are likely to attempt 
to disable the Deluge Device while enemies are attacking them. During this 
skill challenge, each hero must make an Initiative check and act in order, 

Recovery: Although circumstances are indeed dire, heroes can rectify 
problems they have caused with their previous failures. Any time a hero 
succeeds on a skill check by 5 or more, that hero can choose to remove 
one failure instead of earning a success. 

Restricted Skills: Certain skills are not applicable in this challenge: 
Acrobatics, Climb, Gather Information, Jump, Pilot, Ride, Stealth, Swim, 
and Treat Injury. 


Success; The heroes shut down the Deluge Device with no grave 
environmental repercussions, With the device now neutralized, heroes can 
attempt a DC 20 Use Computer check to set its generators to overload, 
causing an explosion that destroys the device. 

Failure: The heroes’ meddling causes the Deluge Device to go into 
overdrive, Weather conditions outside worsen, and the device's delicate 
software safeguards cause the controls to seize up. The device might 
eventually destroy itself, but not before the climate of Nyriaan has been 
irreversibly altered. 


So the heroes are probably not surprised when they are ambushed on their 
way off the planet. The situation might be further complicated, depending on 
how the heroes performed during the attempt to destroy the device (see "Part 
4: Aftermath," below). Almost as an afterthought on the part of the CSA, 
‘a squad of Corporate Sector commandos are dispatched to kill the heroes 
before they can leave Nyriaan. The commandos assault the heroes as they 
arrive at their docking bay in the starport facility in the Neutral Zone of Locus. 
For details, see the “Corporate Wrath" encounter on page 220. 


PART 4: AFTERMATH 


Depending on the outcome of the previous encounters and related skill chal- 
lenges, one of the following two scenarios plays out: 


The Deluge Device Has Been Deactivated 

Through challenges and difficulties, the heroes persevere and save Nyriaan, 
at least for the time being. They might even be carrying the Deluge Device’s 
schematics for the Republic for additional rewards once they can reunite 
with Ghurn. 

Since the Deluge Device was active for only a relatively short time before 
it was deactivated, little damage has been done to Nyriaan’s climate. No one 
in orbit, not even the Tempest Observation Bureau, has a clue as to why there 
was a sudden boost in tempest activity surrounding the Final Rest plateau. 
Nevertheless, the anomaly is logged and will be analyzed by physicists and 
meteorologists for years to come. 

Of course, the CSA knows exactly what happened. Although years of 
work and billions of credits are lost in a single instant, the Corporate Sector 
Authority doubtless continues its research into permanently altering Nyri- 
aan's atmosphere. In the meantime, several high-level CSA employees find 
their positions, as well as their lives, terminated. 


The Deluge Device Has Not Been Deactivated 

If the heroes are unable to deactivate the Deluge Device, then Nyriaan's 
atmosphere is irrevocably changed. The initial effect manifests slowly, during 
nearly a week of constant rains and receding clouds. Planetary flooding is 
disastrous, both to native communities as well as to colonists and mining 
facilities. Local wildlife, although mostly amphibious, is eventually driven to 
extinction by the vast influx of standing water on Nyriaan's surface. Full- 
scale evacuations begin shortly after the planetary scope of the disaster 
becomes obvious. 

Ghurn welcomes the heroes back, but he is not happy with the results. 
The heroes are allowed to keep any retainer they managed to negotiate, but 
Ghurn does not pay them any bonus unless they have a copy of the Deluge 
Device’s schematics and plans. If they do, it is the heroes’ one saving grace. 
Using the schematics, the Republic initiates a project to reverse the effect, 
using knowledge of how the Deluge Device operated. Nyriaan might be saved, 
eventually, but not before hundreds of thousands of lives are lost. 


FURTHER ADVENTURES 

Since this adventure deals with possibly extensive changes to the planet 
Nyriaan, the heroes might find themselves embroiled in even more 
adventures on the planet. The following adventure hooks can serve as 
a jumping-off point for a continuing campaign on Nyriaan. One of the 
hooks is outcome-neutral, but the other two rely on one of the two 
outcomes of this adventure. 

A New Master: Regardless of the heroes’ success or failure on 
Nyriaan, they have come to the attention of the powerful noble house 
currently sitting on the Council. The heroes are approached by a repre- 
sentative of the house with an offer of employment. If they are willing 
to leave the employ of the Republic, the house promises them a regular 
retainer and employment as agents of the house. However, the heroes 
soon discover that the nobles have dangerous work in mind. The noble 
house wants the heroes to seize control of one of Nyriaan’s orbital space 
platforms currently controlled by the Corporate Sector Authority and to 
then destroy the platform, planting evidence that the act of sabotage 
was the work of Republic Intelligence. 

Power Grab: If the heroes succeeded in deactivating the Deluge 
Device, they find themselves with powerful enemies in the Corporate 
Sector Authority. After assassins try to eliminate the heroes, they dis~ 
cover that the Corporate Sector's permanent seat on the ruling Council 
jeopardy and that the assassination attempt was a play to keep the 
heroes from interfering in Council business. One of the other seats on 
the Council has learned of the heroes’ actions in deactivating the device, 
and is planning on putting forward one of the heroes as a candidate for 
replacing the CSA representative. The heroes have a chance to put one 
of their own on Nyriaan's Council or to put someone else of their choice 
there, instead. 

The Madilon Rush: If the heroes failed to deactivate the Deluge 
Device, Nyriaan's ecosystem is radically altered for years, if not forever. 
This leads to a short-term influx of outside factions and madilon miners 
who, without the cloud layer to interfere with landing, have started a 
“Madilon Rush.” As miners and others come to Nyriaan without the Coun- 
cil's permission, the resources of the world are being rapidly depleted, and 
the power of the Council becomes destabilized. The heroes are hired by 
Nyriaan’s Council to stage a starship crash, sabotaging an independent 
mining vessel as it descends onto the planet. The Council plans to release 
a bogus scientific report in the wake of the crash, declaring that “ambient 
ionic energy” lingers over Nyriaan, making it unsafe to land. The heroes 
must decide whether to go through with the plan, slowing the drain on 
the planet's resources but resulting in a major loss of life, or to reveal 
the Council's plan to the galaxy. 
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ENCOUNTER 1: 
MAIN STREET 
FIREFIGHT 


Challenge Level 3 

SETUP: Depending on how the heroes arrived at this juncture—by spotting 
‘one of the Corporate Sector Authority assassins shadowing the heroes on 
foot, by spotting both assassins in their speeder following the heroes on 
the street, or by successfully chasing the assassins—the setup is somewhat 
different, 

If the heroes notice one of the assassins shadowing them on foot, position 
the assassin as marked on the map (A1). The second assassin is on the adjoin 
ing street in a landspeeder (A2), The heroes can set up anywhere along the 
western border of the map, preferably in the areas designated as sidewalks. 

If the heroes are driving in a speeder or riding in a taxi when they spot 
the assassins shadowing them in their own speeder, place the heroes’ speeder 
‘on the street in the western quarter of the map (HSpeeder1). The assassins’ 
speeder should be placed, following them, on the eastern quarter of the 
map (ASpeedert). 

If the assassins have been successfully chased to a standstill by the 
heroes, place their speeder (ASpeeder2) in the alley as marked, with the 
heroes' speeder blocking them in (HSpeeder2). 

In any case, several bystanders linger about (marked as B on the map). 
The bystanders do not become involved in the combat except to flee, but the 
assassins are not above taking innocent hostages or using them for cover 
if the situation allows, 


READ-ALOUD TEXT. 
When the time comes for the heroes to confront the Corporate Sector 
assassins, read one of the following descriptions aloud, depending on the 
circumstances. 

If an assassin is spotted on foot, read the following aloud: 


As you walk along the dimly lit street, you notice a humanoid following your 
progress little too closely. He is dressed too heavily, considering the warmth 
and humidity, and his eyes betray that his true interest is you, 


If the assassins are spotted in their speeder, read the following aloud: 


Despite the traffic, you can plainly see an unmarked speeder following your 
vehicle's every move. When your speeder turns, it turns to follow. When your 
speeder changes speed, it changes speed to compensate, In the dim illumina~ 
tion of streetlamps and headlights you can tell that at least two humanoids 
are riding in the speeder. 


If the assassins are cornered in the alley after a speeder chase, read the 
following aloud; 


Cornered after the chase, the two humanoid occupants of the speeder emerge 
from their vehicle with blasters in their hands. They take cover behind their 
vehicle and prepare to open fire. 


CORPORATE SECTOR 
ASSASSINS (2) 

These assassins are trained killers in the employ of the Corporate Sector 
Authority, although they carry no identification that marks them as such. 
They have been authorized by their CSA handlers to kill the heroes if they 
learn too much. Until that time comes, however, they plan to follow ata dis~ 
tance and observe the heroes as they move through the dismal city of Locus, 


Both Humans move like professionals, with an economy of motion. They wear 
utilitarian clothing that is inappropriate for the relative warmth of the climate, 
as if to conceal something. 


Corporate Sector Assassin cL5 

Medium Human scoundrel 5 

Dark Side 2 

Init +5; Senses Perception +9 

Languages Basic, Bocce 

Defenses Ref 21 (flat-footed 17), Fort 15, Will 18 

hp 32; Threshold 15 

Speed 6 squares 

Melee unarmed +2 (1d6+1) or 

Melee vibrodagger +2 (2d4+1) 

Ranged blaster pistol +6 (3d6+2) or 

Ranged hold-out blaster +6 (3d4+2) 

Base Atk +3; Grp +6 

Atk Options Combat Reflexes, Point Blank Shot, Precise Shot, 
Skirmisher, Sneak Attack +2d6 

Special Actions Coordinated Attack 

Abilities Str 9, Dex 16, Con 10, Int 13, Wis 14, Cha 12 

Talents Skirmisher, Sneak Attack +2d6 

Feats Combat Reflexes, Coordinated Attack, Martial Arts |, Point Blank 
Shot, Precise Shot, Weapon Proficiency (advanced melee weapons, 
pistols, simple weapons) 

Skills Deception +8, Gather Information +8, Mechanics +8, 
Perception +9, Pilot +10, Stealth +10 

Possessions blaster pistol, hold-out blaster, vibrodagger, comlink 


Corporate Sector Assassin Tactics 
The Corporate Sector assassins shoot to kill and attempt to evade capture 
if they are outmatched. They cover one another systematically, and if one is 
killed the other leaves by the quickest route possible. If offered an opportu- 
nity to surrender, they instead prefer to take a more aggressive route. After 
all, if they survive an interrogation, they will undoubtedly be liquidated by 
their CSA masters. 

If the assassins successfully escape a confrontation, they attempt to 
reacquire the heroes at the next available opportunity. 


CONCLUSION 

If one or both of the assassins are killed, the heroes find their equipment 
and little else. Their weapons are unmarked, with no serial numbers or other 
indicators to distinguish them. Their identification indicates that they are 
normal citizens with no reason to be shooting at anyone. If the heroes 
investigate the storage compartments of the assassins’ speeder, they find a 
security kit and a tool kit. 

If either or both assassins survive the encounter to be captured by the 
heroes, they attempt to resist interrogation. If the heroes break their will to 
resist, they reveal only that they work for the Corporate Sector Authority 
and were told to monitor the heroes and kill them if they entered Klieri’s 
apartment. They know nothing more of the Deluge Experiment. 
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FEATURES OF THE AREA 

Other than the bystanders in the area (marked on the map as B), the area 
has little else of interest. The alleyway contains piles of fungus-covered 
refuse (considered difficult terrain), and the sidewalks are slimy with 
moisture, making footing treacherous. 
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ENCOUNTER 
2: KLIERI'S 
APARTMENT 


Challenge Level 2 (Droid Only), Challenge Level 5 (Droid 
plus CSA assassins) 
SETUP: The heroes can place themselves anywhere inside Klieri’s apartment. 
Klieri's apartment is small. The front door is the only way in or out, and 
the apartment has no windows. When the encounter begins, the MRD-39B 
assassin droid is under Klieri’s bed. 
If the Corporate Sector assassins are still active, they attempt to gain 
access to Klieri’s apartment through the front door. Place them in the hall 
as indicated on map. 


READ-ALOUD TExT 

This encounter can start under one of two sets of circumstances. In the first 
set, the MRD-39B assassin droid contacts the surviving Corporate Sector 
assassins from Encounter 1, and they are en route to attack the heroes and 
cause a diversion. In this case, read the following text aloud: 


The sound of blaster fire comes from the hall, and the building's residents 
begin to shout and scream. 


If, on the other hand, the Corporate Sector assassins have been eliminated 
by the heroes, or if the heroes have detected the assassin droid, the MRD- 
39B has no choice but to attack the heroes by itself. In this instance, read 
the following text aloud: 


A high-pitched humming suddenly fills the bedroom. In a flurry of motion, a 
spiderlike droid bursts out from under Klieri’s bed. It moves straight toward 
the nearest of you, its front legs swinging in dangerous arcs. 


MRD-39B ASSASSIN DROID 
The MRD-39B is originally conceived as a disposable assassin droid by 
Corporate Sector Authority designers. Unfortunately, the design becomes 
overly complicated and prohibitively expensive. Although still a valuable 
piece of equipment, the MRD-39B is no longer considered an expendable 
asset; in fact, the CSA considers organic units to be more expendable than 
an assassin droid. 

Equipped with a pair of vibrodaggers for silent incursions and an inte- 
grated hold-out blaster for ranged strikes, the MRD-39B is a highly efficient 
killing machine. 


The black spiderlike droid consists of a single, oblong body, flanked on either 
side by a total of six multi-jointed legs that operate independently of one 
another. Each leg is tipped with a different type of weapon or tool. 


MRD-339B Assassin Droid (D) cL6 

‘Small droid (4th-degree) soldier 6 

Init +18; Senses darkvision, low-light vision; Perception +12 

Languages Binary 

Defenses Ref 23 (flat-footed 18), Fort 19, Will 18 

hp 57; Threshold 19 

Immune droid traits 

Speed 4 squares (walking), climb 2 squares 

Melee vibrodagger claws +8 (2d4+7) or 

Melee vibrodagger claws +6 (3d4+7) with Rapid Strike 

Ranged integrated hold-out blaster +11 (34443) 

Fighting Space | square; Reach 1 square 

Base Atk +6; Grp +11 

Atk Options Combat Reflexes, Devastating Attack, Rapid Strike 

Abilities Str 12, Dex 20, Con —, Int 10, Wis 14, Cha 8 

Talents Devastating Attack (vibrodagger claws), Melee Smash, Weapon 
Specialization (vibrodagger claws) 

Feats Armor Proficiency (light, medium), Combat Reflexes, Rapid Strike 
(vibrodagger claws), Skill Focus (Initiative), Weapon Finesse, Weapon 
Focus (vibrodagger claws), Weapon Proficiency (advanced melee 
weapons, pistols, rifles, simple weapons) 

Skills Climb +4, Initiative +18, Mechanics +8, Perception +12, 

Stealth +13 (untrained) 

Systems 2 claw appendages, climbing claws, darkvision, heuristic 
processor, improved sensor package, internal comlink, locked access, 
secondary battery, self-destruct system (4d6 damage, 2-square 
splash), walking locomotion with 6 legs (+5 stability bonus on checks 
to resist attempts to knock the droid prone) 

Possessions 2 vibrodagger claws, integrated hold-out blaster 

Availability Restricted; Cost 20,270 credits 


MRD-39B Tactics 

The MRD-39B attacks one target at a time in a stubborn, single-minded 
fashion. When its current target is killed or disabled, it picks the next nearest 
target and continues its assault. Unwilling to risk capture, an MRD-39B that 
is reduced to 10 or fewer hit points initiates its self-destruct system in an 
attempt to destroy itself and eliminate more of its enemies. 


CORPORATE SECTOR 
ASSASSINS (2) 

These assassins are trained killers in the employ of the Corporate Sector 
Authority, although they carry no identification that marks them as such. 
They have been authorized by their CSA handlers to kill the heroes if they 
learn too much. Until that time comes, however, they plan to follow at a dis- 
tance and observe the heroes as they move through the dismal city of Locus. 


Both Humans move like professionals, with an economy of motion. They wear 
utilitarian clothing that is inappropriate for the relative warmth of the climate, 
as if to conceal something. 


Corporate Sector Assassin (A) eLS 

Medium Human scoundrel § 

Dark Side 2 

Init +5; Senses Perception +9 

Languages Basic, Bocce 

Defenses Ref 21 (flat-footed 17), Fort 15, Will 18 

hp 32; Threshold 15 

Speed 6 squares 

Melee unarmed +2 (1d6+1) or 

Melee vibrodagger +2 (2d4+1) 

Ranged blaster pistol +6 (346+2) or 

Ranged hold-out blaster +6 (3d4+2) 

Base Atk +3; Grp +6 

Atk Options Combat Reflexes, Paint Blank Shot, Precise Shot, 
Skirmisher, Sneak Attack +246 

Special Actions Coordinated Attack 

Abilities Str 9, Dex 16, Con 10, Int 13, Wis 14, Cha 12 

Talents Skirmisher, Sneak Attack +246 

Feats Combat Reflexes, Coordinated Attack, Martial Arts I, 
Point Blank Shot, Precise Shot, Weapon Proficiency (advanced melee 
weapons, pistols, simple weapons) 

Skills Deception +8, Gather Information +8, Mechanics +8, 
Perception +9, Pilot +10, Stealth +10 

Possessions blaster pistol, hold-out blaster, vibrodagger, comlink 


Corporate Sector Assassin Tactics 

The Corporate Sector assassins The Corporate Sector assassins shoot to 
kill and attempt to evade capture if they are outmatched. They cover one 
another systematically, and if one is killed the other leaves by the quickest 
route possible. If offered an opportunity to surrender, they instead prefer to 
take a more aggressive route. After all, if they survive an interrogation, they 
will undoubtedly be liquidated by their CSA masters. 


CONCLUSION 

When the dust settles, the screams and shouts of other apartment residents 
resound through the building. Neighbors meekly emerge to take stock of the 
damage, while others contact the authorities in an attempt to reestablish 
some kind of order. If the heroes hope to escape without undue attention 
from the local law enforcers, they had best do so in a hurry. 


FEATURES OF THE AREA 
Klieri's apartment is @ mess, given the struggle she put up prior to her 
death. Areas that contain furniture are considered difficult terrain. 


Lift 

Stair 
Living Area 
Kitchen 
Laundry 
Bathroom 
Closet 
Bedroom 
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One square = 1.5 meters 
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ENCOUNTER 3: 
CRIMSON AND 
CHLOV!I 


Challenge Level 6 
SETUP: The map represents a section of Nyriaan wilderness, with a rough 
path winding from north to south. The open area near the center can serve 
as an impromptu campsite if the heroes are looking for a place to rest. To 
either side of the path are rocky protrusions and growths of chlovi fungus. 
The chlovi cats that are stalking the heroes should be placed as indicated 
on the map. The heroes should be placed along the path, not more than two 
‘squares away from the central clearing. 


READ-ALOUD TExT 
Ahero who succeeds at a DC 26 Perception check detects one or more chlovi 
cats moving through the fungal underbrush. Any heroes who fail the check 
are unable to act during the surprise round, and any who succeed can act 
normally, 

When the chlovi cats are detected, or when they attack, read the fol- 
lowing text aloud: 


Asmall creature, about the size of a panthac, leaps from the underbrush in a 
flash of claws and teeth, As it strikes, it gurgles low in its throat. 


CHLOV! CATs (4) 

Chiovi cats, which are not feline at all, reside at the top of Nyriaan's food 
chain. They have been responsible for hundreds of deaths in mining towns 
across the planet. Settlers on Nyriaan shoot chlovi cats on sight rather than 
risking the danger that they represent. Unfortunately for Nyriaan's colonists, 
chlovi cats have learned to predict the movements of their prey and attack 
from ambush rather than attempting direct assaults. 


This amphibian is the size of a large dog and has a long, sinewy body. Its skin 
glistens with a slimy coating and changes color as the chlovi cat creeps through 
the fungal underbrush. 


Chlovi Cat (C) cL5 
Small Beast 6 
Init +6; Senses darkvision; Perception +6 
Defenses Ref 17 (flat-footed 14), Fort 12, Will 14 
hp 33; Threshold 12 
Speed 8 squares 
Melee 2 claws +4 (1d3+3) and 
bite +4 (1d4+3) or 
Melee 2 claws +2 (2d3+3) with Rapid Strike 
Base Atk +4; Grp +2 
Atk Options Rapid Strike 
Special Actions Coordinated Attack 
Abilities Str 10, Dex 16, Con 13, Int 2, Wis 16, Cha 8 
Feats Coordinated Attack, Improved Defenses, Rapid Strike (claws) 
Skills Stealth +16 


Chlovi Cat Tactics 

Chlovi cats use pack tactics, communicating with their pack mates through 
a combination of bioluminescent displays and croaking calls. They swarm 
over targets in groups of three or more, biting and clawing in an attempt to 
disable their prey. Once the prey is disabled, the rest of the pack converges 
‘on the victim. 


One square =11.5\meters, 
® =ChioviCat 


FEATURES OF THE AREA 

Chiovi growths are medium to large growths of fungus that develop in 
interlocking spiral formations. They grant cover to anyone who uses them 
as such, and are the equivalent of wood (DR 5, 50 hit points). The chlovi 
growths and underbrush are considered difficult terrain. 


CONCLUSION 

The chlovi cats stick around only if they have the advantage. 
If the heroes gain the upper hand, the cats retreat into the 
underbrush. Any heroes who fall as a result of the cats’ attacks 
are unceremoniously dragged into the chlovi bushes unless the 
heroes manage to prevent their comrades from being snatched 
The chlovi cats do not devour dead heroes immediately, instead 
saving them for some time later. Any heroes snatched in this 
manner can later be rescued, but such an encounter is beyond 
the scope of this adventure, The Gamemaster should feel free to 
create a new encounter involving the chlovi cat lair in order for 
heroes to stage a rescue attempt for their fallen allies. 
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ENCOUNTER 
4: NATIVE 
HOSPITALITY 


Challenge Level 6 

SETUP: The north edge of the map consists of thick growths of Meadlin’s 
trees. The Clan Malvina scouts are positioned as indicated within the trees. 
The heroes approach the tree line from the south, and can position themselves 
anywhere south of the trees. 


READ-ALOUD TEXT 
The scouts can engage the heroes in whatever way they deem appropriate 
depending on the size, makeup, and condition of the heroes’ party. Typically, 
one of the scouts fires a warning shot over the heroes’ heads, attracting their 
attention and attempting to scare them off. 

When the heroes are within range of the scouts, read the following text 
aloud: 


As you trudge toward the thick line of fungal trees, a burst of energy—likely 
from a sporting blaster rifle—bursts from the copse of Meadlin's trees ahead 
of you. It arcs over your heads before exploding against a rock formation well 
to your rear. You know where the shot came from, but the dark shadows of the 
Meadlin's trees might conceal any number of hidden attackers. 


MALVINA CLAN ScouT (6) 

These native scouts are members of the Malvina clan, a territorial group of 
Nyriganan natives who consider the land surrounding this copse of Meadiin's 
trees to be their territory. They are warned by Yrssk, an associate of theirs, 
to expect a group of prospectors. Unwilling to allow offworlders to defile 
their home, the clan sends out scouts to verify Yrssk's story. 


The dark skin of this native Nyriaanan sets him apart from others you've seen. 
His clothing, which is of native design, is well made and functional. Despite 
the heat and humidity, he shows no sign of discomfort. The native carries a 
large chopping knife in a sheath on his thigh, as well as a highly decorated 
sporting blaster carbine in his hands. 


Malvina Clan Scout (S) cL3 

Medium Human (Nyriaanan) scout 3 

Force 3 

Init +7; Senses low-light vision; Perception +9 (can reroll) 

Languages Basic, Nyriaanan 

Defenses Ref 16 (flat-footed 15), Fort 16, Will 16 

hp 39; Threshold 16 

Speed 6 squares 

Melee machete +3 (1d6+2) 

Ranged sporting blaster rifle +4 (34641) 

Base Atk +2; Grp +3 

Atk Options Pin 

Special Actions Shake It Off 

Al ies Str 12, Dex 13, Con 15, Int 12, Wis 16, Cha 6 

Talents Acute Senses, Improved Stealth 

Feats Pin, Shake It Off, Skill Focus (Stealth, Survival), Weapon Focus 
(rifles), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Climb +7, Endurance +8, Initiative +7, Perception +9 (can reroll), 
Stealth +12 (can reroll), Survival +14 

Possessions native garb, machete, sporting blaster carbine, rations 


Malvina Clan Scout Tactics 
The scouts are not homicidal. They prefer to scare the heroes away rather 
than facing off in a prolonged firefight. If the heroes return fire, the scouts 
defend themselves as best as they can in an attempt to repel the invaders. 
If more than a third of their number is killed or wounded, they withdraw into 
the trees and attack again later from a different vantage point. 

If the heroes attempt to parley with the scouts, however, the natives send 
a representative forward to discuss terms. 


FEATURES OF THE AREA 


CONCLUSION 

If the heroes initiate a fight with the natives, they must wipe 
them all out to avoid any retaliatory encounters later on. Native 
scouts who survive such an encounter do their best to track 
the heroes, picking them off one at a time, if necessary, before 
returning to their clansmen. 

On the other hand, if the heroes speak with the natives and 
convince them of the importance of the heroes’ mission, they can 
learn valuable information. The natives know Yrssk—he warned 
them about a group of offworlders headed their way—but they 
are not so naive that they trust everything Yrssk says without 
checking the facts for themselves. They also know that Yrssk is 
headed north, toward the Steamfields. 


The thick, twisted trunks of the Meadlin's trees provide improved cover to 
the scouts hiding within them. A number of sparse chlovi growths, indi- 
cated on the map, can provide cover for the heroes as they advance north. 
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ENCOUNTER 8S: 
CHILDREN OF 
THE TEMPEST 


Challenge Level 5 

‘SETUP: The Sith Descendants conceal themselves near the altar at the left 
center of the map, while Yrssk is granted total cover by the rocky formation 
he hides behind. The heroes enter the area from the south, traveling along 
one of the indicated dry areas. Any water or liquid in the area is extremely hot 
and is therefore impassable terrain (see “Features of the Area” for details). 


READ-ALOUD TEXT 
Any hero who succeeds at a DC 19 Perception check detects one or more 
of the hidden Sith Descendants. Yrssk is more camouflaged, requiring a DC 
28 Perception check to discern him amid the rock and billowing steam of 
the surrounding hot springs. Force-sensitive heroes can sense the dark side 
emanating from the altar from a kilometer away. 

When the heroes enter the area from the south, read the following text 
aloud: 


The outline of a sculpture can be discerned through the thick mist and steam 
that hangs heavily in the air here. It appears to be a rough statue of humanoid 
set atop a raised stone platform. The stone steps leading to the statue are rust 
colored, as if bloodstained. 


YRSSK 

Yrssk is @ self-serving, self-centered, and unscrupulous Trandoshan who 
originally signs on with the Republic's intelligence services to avoid his debts. 
After years on Nyriaan, he is tired of the charade and now desires only to 
make his fortune and escape from the horrible planet. 


The Trandoshan is heavily scarred, with a particularly livid scar running along 
the side of his face, barely missing one of his blood-red eyes. He wears clothes 
that oppear to be made by native Nyriaanans, even though his species sets him 
aport from Nyriaan’s indigenous population. His emotional state is difficult 
to gauge, but he seems somewhat agitated. 


Yrssk (Y) cCL5 

Medium Trandoshan scoundrel 2/scout 3 

Force 3; Dark Side 1 

Init +3; Senses darkvision; Perception +9 (can reroll) 

Languages Basic, Dosh, Nyriaanan 

Defenses Ref 19 (flat-footed 18), Fort 18, Will 18 

hp 45; Threshold 18 

Speed 6 squares 

Melee knife +7 (1d4+6) 

Ranged blaster carbine +4 (3d8+2) or 

Ranged blaster carbine +2 (4d8+2) with Rapid Shot 

Base Atk +3; Grp +7 

Atk Options autofire, Dastardly Strike, Far Shot, Point Blank Shot, 
Rapid Shot 

Abilities Str 19, Dex 12, Con 14, Int 12, Wis 15, Cha 9 

Talents Acute Senses, Dastardly Strike, Expert Tracker 

Feats Far Shot, Point Blank Shot, Rapid Shot, Skill Training (Stealth, 
Survival), Toughness, Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Deception +6, Gather Information +6, Mechanics +8, 
Perception +9 (can reroll), Stealth +8, Survival +9, Use Computer +8 

Possessions native clothing, knife, blaster carbine, 2 frag grenades, 
hidden datacard (DC 18 Perception check to locate) 


Yrssk's Tactics 

Yrssk hides until the heroes appear to be overcoming his Sith dupes. If the 
tide is turning in favor of the heroes, he pops his head up and fires with his 
carbine. Even though the shots reveal his position, his cover should work to 
his advantage. If wounded—even slightly—he surrenders and attempts to buy 
his freedom with the information he possesses. 


SITH DESCENDANT (6) 

After thousands of years of inbreeding, the descendants of the original Sith 
who crashed on Nyriaan have become twisted and subhuman. Caring only 
for satisfying their immediate desires, the Sith are not particularly subtle. 
They stink of corruption, a smell that is only partly physical and thoroughly 
spiritual. 


Although Human in form, these wretched beings are twisted and deformed in 
ways that confound the imagination. Wearing makeshift robes and homespun 
clothing, they reek of filth and physical corruption. They how! like beasts, 
wove their spears threateningly, and growl in a tongue that sounds as evil 
1s they look. 


Sith Descendant (S) cL2 

Medium Human (Nyriaanan) nonheroic 3/scout 1 

Dark Side 12 

Init +4; Senses low-light vision; Use the Force +8 

Languages Nyriaanan 

Defenses Ref 15 (flat-footed 13), Fort 13, Will 13;Dodge 

hp 35; Threshold 13 

Speed 6 squares 

Melee spear +1 (1d8~1) 

Ranged pulse wave pistol +4 (2d6) 

Base Atk +2; Grp +4 

Force Powers Known (Use the Force +8 ): dark rage, Force thrust, surge 

Abilities Str 8, Dex 14, Con 12, Int 10, Wis 15, Cha 13 

Talents Surefooted 

Feats Dodge, Force Sensitivity, Force Training, Skill Training (Use the 
Force), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Survival +9, Use the Force +8 

Possessions dirty robes, beads and bones, spear, pulse wave pistol 


Sith Descendant Tactics 

Not ones for subtlety, the Sith descendants attack as soon as they are noticed 
by the heroes, using dark rage and surge to the best effect. They fight only 
as individuals and use their Force powers to push the heroes into pools of 
boiling water and mud. They do not flee the fight under any circumstances. 


CONCLUSION 

With the Sith descendants defeated, Yrssk surrenders, hoping that he can 
buy his freedom with the information he possesses. If Yrssk is killed, the 
information can be found on a datacard he carries. Other than Yrssk's pos- 
sessions and the Sith altar, little of interest is here, 


FEATURES OF THE AREA 

Areas marked as rocky on the map are considered difficult terrain. Areas 
of liquid are filled with boiling, mineral-rich water or mud, one to two 
meters deep. If a character enters into or passes through a space filled 
with boiling water, make an attack roll (1d20+5) against the target's 
Fortitude Defense. If the attack succeeds, the target takes 2d6 points of 
damage, If the attack fails, the target takes half damage. Any damage 
taken is considered fire damage, although it cannot set a character on fire. 
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ENCOUNTER &: 
SIXTEEN TONS 


Challenge Level 5 
SETUP: Upon exiting the elevator cage, the heroes should be placed in the 
hall, anywhere out of sight of the guards in the next room. 

Corporate Sector mine guards are positioned as indicated on the map. 
Any guards not within line of sight of the heroes should not be placed until 
they are seen or otherwise detected. The guards patrol the mines in pairs, 
with a single pair stationed near the corridor that leads to the elevator. In 
addition to the guards, six miners are hard at work in the mine corridors. 
Like the guards, the miners should be revealed only when they are seen. 


READ-ALOUD TEXT 


When the heroes peer around the corner into the guard room, read the fol- 
lowing text aloud: 


The room is well lit by hanging fusion lanterns. The light reveals smooth stone 
walls festooned with Corporate Sector Authority logos and motivational post- 
ers. Sitting on alloy crates, two CSA guards in combat jumpsuits chat with 
one another. Their weapons, although not currently held, are close at hand. 


CORPORATE SECTOR 
MINE GUARDS (8) 
These mine guards represent the standard level of security for CSA mine 
complexes on Nyriaan. Although competent, they are by no means infallible. 
Most guards are bored, at least until a disturbance attracts their attention. 
They communicate openly over their comlinks, and grow suspicious if any 
guards fail to respond. 

If captured, they know little of the Deluge Experiment. Sure, they have 
heard of it, but it's way beyond their security clearance. 


The gray combat jumpsuits worn by these guards indicate that they are 
employed by Corporate Sector Authority. They appear to be well equipped 
to put down minor resistance, but you doubt that they have the ability todo 
much more thon that. 


Corporate Sector Mine Guard (G) cL2 

Medium Human nonheroic 6 

Init +5; Senses Perception +10 

Languages Basic 

Defenses Ref 16 (flat-footed 14), Fort 11, Will 12 

hp 21; Threshold 11 

Speed 6 squares 

Melee stun baton +6 (1d6+2) 

Ranged blaster carbine +6 (348) or 

Ranged blaster carbine +1 (348) with autofire 

Base Atk +4; Grp +6 

Atk Options autofire, Pin, Point Blank Shot, Running Attack 

Abilities Str 15, Dex 14, Con 12, Int 10, Wis 14, Cha 8 

Feats Armor Proficiency (light), Pin, Point Blank Shot, Running Attack, 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Perception +10, Pilot +10 

Possessions combat jumpsuit, stun baton, blaster pistol, blaster carbine, 
comlink 


Corporate Sector Mine Guard Tactics 

The mine guards work in pairs to keep the mine secure. For the most part, 
they behave like trained combat troops and do not fight to the death. If the 
situation warrants, they retreat farther into the facility, calling for backup 
or enlisting miners for aid in repelling the heroes. 


CORPORATE SECTOR 

MINERS (6) 

Six miners are currently extracting ore samples from various locations in the 
mine tunnels. The miners work alone or in pairs, using their tools to extract 
bits of madilon for later analysis and recording their progress on datapads. 


The Human in the tunnel is dressed in overalls that are stained with dirt and 
sweat. The tools in his hands identify him as a miner; other than his mining 
equipment, he appears to be completely unarmed. 


Corporate Sector Miner (M) cL1 

Medium Human nonheroic 3 

Init +1; Senses Perception +1 oe 

Languages Basic i eee 

Defenses Ref 10 (flat-footed 10), Fort 12, Will 10 2 ~ 

hp 13; Threshold 12 

Speed 6 squares 

Melee club +2* (1d6+6) or 

Melee club +4 (2d6+4) with Mighty Swing 

Ranged by weapon +2 

Base Atk +2; Grp +4 

Atk Options Bantha Rush, Mighty Swing, Power Attack 

Abilities Str 14, Dex 10, Con 15, Int 10, Wis 10, Cha 10 

Feats Bantha Rush, Mighty Swing, Power Attack, Skill Training 
(Endurance), Skill Training (Mechanics), Weapon Proficiency 
(simple weapons) 

Skills Climb +8, Endurance +8, Mechanics +6 

Possessions mining equipment, tools, satchel for ore samples, datapad, 
glowrod 

* Includes 2 points of Power Attack 


Corporate Sector Miner Tactics 

The miners are not soldiers, They surrender if offered a choice, but they will 
risk their lives for their comrades if necessary. They are loyal Corporate Sector Bees 
Authority employees, however, and if approached by CSA guards and asked ete 
to help, they do so to the best of their ability, 


One square = 1.5 meters 


CONCLUSION q 
When all guards and miners are neutralized, the heroes can proceed to the | 
control room. Surviving CSA employees in this area can point the heroes in 
the correct direction if properly motivated, although failure of Deception FEATURES OF THE AREA 

or Persuasion checks by the heroes is liable to result in misinformation. If 

the heroes go the wrong direction—taking any path that is not indicated 

‘on the map as the actual route to the control room—they become lost for | | 
1d10 minutes. In that time, unsupervised guards or miners attempt to enlist 

help elsewhere. g 


Piles of rubble and rock are considered difficult terrain, and fusion lan- 
terns are marked on the map to indicate how much light they shed. Alloy 
crates in the guard room are filled with ore samples and can provide cover. 
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ENCOUNTER 7: 
THE END OF 
THE WORLD 


Challenge Level 6 

SETUP: The Deluge Device contro! room is circular, with alloy walls and a 
slew of computer terminals and monitoring stations placed as indicated on 
the map. Four technicians are each at individual stations proceeding with the 
experiment. Six deluge facility guards are also present in the room. 

The heroes begin the encounter at the southern edge of the map, behind 
the twin blast doors, which are likely to be opened when the encounter 
begins. If the heroes open the blast doors by hacking the outside control 
panel, they should have a single surprise round before the deluge facility 
guards and technicians can respond to their presence—that is, if the quards 
are not warned by the CSA employees in the previous encounter. 


READ-ALOUD TEXT 

When the doors open, either because the heroes hacked the control panel 
or because they managed to con the guards into opening them, read the 
following text aloud: 


The doors open to reveal a large control room staffed with both technicians 
and armed and armored guards. The far wall isa large transparisteel window, 
beyond which can be seen a huge cavern wherein a complicated device 
shimmers with energy. 


DELUGE FACILITY GUARDS (6) 
The best guards available in the deluge facility, these six individuals are all 
Humans—male and female. They are well armed, armored, and bored enough 
that a fight is a pleasant diversion from watching the deluge technicians 
go about their work. 


The gray battle armor worn by these guards is emblazoned with the emblem of 
the Corporate Sector Authority. Each is armed with a stun baton and a blaster 
rifle with a collapsible stock. 


Deluge Facility Guard (G) cL3 

Medium Human nonheroic 6/soldier 1 

Init +10; Senses low-light vision; Perception +11 

Languages Basic 

Defenses Ref 21 (flat-footed 19), Fort 17, Will 12 

hp 34; Threshold 17 

Speed 4 squares 

Melee stun baton +7 (1d6+2) 

Ranged blaster pistol +7 (346) or 

Ranged blaster pistol +5 (4d6) with Rapid Shot or 

Ranged blaster rifle +7 (3d8) or 

Ranged blaster rifle +5 (408) with Rapid Shot or 

Base Atk +5; Grp +7 

Atk Options Point Blank Shot, Rapid Shot 

Special Actions Indomitable 

Abilities Str 14, Dex 14, Con 15, Int 10, Wis 12, Cha 8 

Talents indomitable 

Feats Armor Proficiency (ight, medium), Point Blank Shot, Rapid Shot, 
Skill Training (Pilot), Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Initiative +10, Perception +11, Pilot +10 

Possessions battle armor with helmet package, stun baton, blaster rifle, 
blaster pistol 


Deluge Facility Guard Tactics 

The deluge facility quards have standing orders to repel any intruders, but 
truth be told, they are not expecting any. Even if surprised, they put up a 
professional fight and attempt to drive the heroes off or kill them outright. 
They are aware of the sensitive nature of the equipment that surrounds them, 
so they do not risk damaging it. 


DELUGE FACILITY 

TECHNICIANS (4) 

Although they are technically noncombatants, the deluge facility technicians 
are expected to resist any attempts by outsiders to impede their work. The 
technicians are Humans, male and female, and they wear blue lab jackets. 
They are unarmed, but if ignored or underestimated they might pose some 
degree of threat. 


The Humans wear blue lab jackets and tool belts. Although unarmed, the look 
in the technicians’ eyes tells you that they aren't to be trusted. 


Deluge Facility Technician (T) cL1 

Medium Human nonheroic 4 

Init +3; Senses Perception +9 

Languages Basic, Binary, High Galactic, Sullustese 

Defenses Ref 11 (flat-footed 10), Fort 9, Will 12;Dodge 

hp 6; Threshold 9 

Speed 6 squares 

Melee unarmed +3 (144) 

Ranged by weapon +4 

Base Atk +3; Grp +4 

Abilities Str 10, Dex 13, Con 8, Int 16, Wis 14, Cha 12 

Feats Dodge, Skill Focus (Knowledge [technology], Mechanics), Skill 
Training (Treat Injury), Weapon Proficiency (pistols, simple weapons) 

Skills Knowledge (physical sciences) +10, Knowledge (technology) +15, 
Mechanics +15, Perception +9, Treat Injury +9, Use Computer +10 

Possessions coveralls, tools 


Deluge Facility Technician Tactics 

The deluge facility technicians rely on their guards to fend off any attacks. 
They hide as best they can until the blaster fire stops, at which point they 
might poke up their heads to see who the winning side is. Although they are 
not trained for combat, they defend themselves if necessary. If one or more 
of the technicians think they can gain the advantage by attacking one of 
the heroes, they do so. 


CONCLUSION 

Once the guards are dealt with, any technicians who remain alive follow 
almost any orders given to them by the heroes. They are shifty and deceptive, 
however, and do not provide direct aid to the heroes unless they are forced 
to do so. Even with the guards dead and the technicians at gunpoint, the 
heroes are not completely safe. 
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FEATURES OF THE AREA 

The control panels and computer terminals in the control room provide 
cover, but any that are damaged will impede the skill challenge neces- 
sary to shut down the Deluge Device, For each damaged control panel or 
terminal, increase the DCs of any Mechanics checks and Use Computer 
checks made during the “Disabling the Deluge Device" skill challenge by 
1. Each terminal has DR 5, 15 hit points, and a damage threshold of 10. 
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ENCOUNTER 
8: CORPORATE 
WRATH 


Challenge Level 5 

SETUP: This encounter takes place in the docking bay where the heroes! 
ship has been stored since their arrival on Nyriaan. If they crashed on the 
planet, then their ship—or what is left of it—is transported to this docking 
bay for repair. Regardless of the specific circumstances, Corporate Sector 
Authority commandos are positioned offsite, observing the docking bay for 
the heroes’ arrival. When the heroes show up, the commandos wait for them 
to enter the docking bay proper before moving to the indicated locations. At 
the start of the encounter, the heroes can be anywhere within the confines 
of the docking bay. 


READ-ALOUD TEXT 

As soon as the heroes are in the docking bay and going about the business 
of getting into their starship, allow them to make DC 13 Perception checks. 
Any heroes who succeed are privy to the information in the read-aloud text 
below, and they are not considered surprised during the impending surprise 
round of combat. Any who fail their Perception checks are considered sur- 
prised and flat-footed. 

Read the following aloud: 


A flash of motion near the entrance to the docking bay catches your eye. You 
glance up in time to see at least four armed humanoids dressed in dark battle 
‘armor storming into the docking bay. Their features are hidden behind closed 
helmets, but their movements communicate their violent intentions. 


CORPORATE SECTOR 
COMMANDOS (4) 

The CSA commandos in this encounter are highly trained Corporate Sector 
Authority warriors. They are likely to be the most capable enemies that the 
heroes have yet faced, Each is dressed in blackened battle armor and wields 
a blaster rifle with skilled precision. Their orders are to eradicate the heroes 
in short order and recover any stolen information that they might possess. 


The humanoid in the blackened battle armor moves carefully, firing as he 
advances toward you. The visor of his helmet emits a dim green light, and if 
not for his fluid movements you might think he was some kind of droid. 


Corporate Sector Commando cL4 

Medium Human soldier 4 

Init +10; Senses low-light vision; Perception +9 

Languages Basic, Nyriaanan, Sullustese 

Defenses Ref 21 (flat-footed 19), Fort 20, Will 14 

hp 54; Threshold 25 

Speed 4 squares 

Melee knife +5 (1d4+3) 

Ranged blaster pistol +7 (3d6+2) or 

Ranged blaster pistol +5 (4d6+2) or [$TC: is this missing something?] 

Ranged blaster rifle +8 (3d8+4) or 

Ranged blaster rifle +6 (4d8+4) with Rapid Shot or 

Ranged frag grenade +7 (4d6+2, 2-square burst) or 

Base Atk +4; Grp +6 

Atk Options Charging Fire, Devastating Attack (rifles), Point Blank Shot, 
Rapid Shot 

Abilities Str 13, Dex 16, Con 14, Int 14, Wis 10, Cha 8 

Talents Devastating Attack (rifles), Weapon Specialization (rifles) 

Feats Armor Proficiency (light, medium), Charging Fire, Improved Damage 
Threshold, Point Blank Shot, Rapid Shot, Weapon Focus (rifles), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +10, Knowledge (tactics) +9, Mechanics +9, Perception 
+9, Pilot +10, Treat Injury +7 

Possessions biaster rifle, blaster pistol, battle armor with helmet package, 
2 frag grenades, medkit, datapad 


Corporate Sector Authority Commando Tactics 
Take no prisoners! Upon entering the docking bay, the first two commandos 
lob frag grenades at the heroes, while the other two provide suppressing fire. 
After the grenades detonate, the commandos advance to finish the job. They 
fight intelligently, using cover to their best advantage, providing each other 
with cover fire when appropriate, and aiding one another when necessary. 
If two or more commandos are killed, the others lob more grenades before 
attempting a tactical retreat to a waiting assault speeder, Once aboard, they 
flee the area, heading for the Corporate City Sector. 


CONCLUSION 

Each commando possesses a simple datapad loaded with the images and vital 
statistics of the heroes. The images are recent, apparently taken by surveil 
lance cameras in locations that the heroes visited on Nyriaan. 
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FEATURES OF THE AREA 

The docking bay is open to the elements, but it is well maintained and 
relatively free of clinging fungus, The ground, however, is wet and 
slippery. As is typical for Nyriaan, lighting is dim. Fusion lanterns are 
positioned as indicated on the map, but they are easily destroyed by 
exploding grenades. 
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INTRODUCTION | 


are about to take your first steps into a larger world. Following the Galac- 
il War, Luke Skywalker, the first of a new generation of Jedi Knights, 
blishes the Jedi Order and begins training new students in the ways 
Force. This new Jedi Order starts out on Yavin 4, and then eventually 
n other locales, including the Jedi Academy on Ossus. Many years 
ter Loke's time, his descendant, Kol Skywalker, rises to the rank of Jedi 
faster and becomes one of the preeminent leaders of the Jedi Order. 
om this perspective, that of students at the Jedi Academy on Ossus, 
is book is written. The Jedi Academy Training Manual is a quide to 
and the Sith. Inside this book, you will find a wealth of 
ertaining to all aspects of the Force found in the Star Wars 
me. This book provides many new options for players of Jedi 
other Force traditions, designed to enhance your game 
uch of this content is geared toward players, Game- 
this material just as useful in crafting NPCs, 
ing a Jedi than just Force powers and lightsabers. The 
eped in history, and the Jedi are as much soldiers of an 
lasters of incredible Force power. Likewise, the Sith are 
y dimensional villains; most every Sith Lord is cunning, devious, 
and complex. Throughout this book, players and Gamemasters alike are 
encouraged to look beyond the surface and see the motivations that make 
these characters memorable parts of the Star Wars saga. 
This book has different kinds of thematic sidebars, as introduced on the 


‘t two pages. These sidebars provide extra information, adventure hooks, 
jeas to enhance the Saga Edition experience. Sometimes these sidebars 
ew rules elements; other times they simply provide a bit of story 
stimulate the imaginations of players and Gamemasters. Pay 

ion to these sidebars, for they often enhance the text of the 
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COURSES OF STUDY 
This book contains information for both Gamemasters and players. Below is 
a brief summary of the material contained herein. 

Chapter 1: Character Options presents new talents, feats, and Force 
powers for heroes and villains. The bulk of the new mechanics in the book 
appear here, including the lightsaber combat powers, Force regimens, and 
the new material for the Jedi class and for the Force adept, Jedi Knight, and 
Sith apprentice prestige classes. 

Chapter 2: Philosophy discusses the philosophical side of apprenticeship. 
This in-depth look at the philosophy of the Jedi covers the basics of Jedi life 
as well as the dangers that all apprentices face, including temptation from 
the dark side. This chapter also introduces several variant rules for how to 
use the dark side of the Force. 

Chapter 3: Equipment & Artifacts includes an in-depth look at the 
physical objects that are key elements of the Jedi and Sith traditions. This 
chapter includes a comprehensive guide to lightsaber creation, lists many 
of the variant lightsabers available for use, and provides a close look at 
holocrons, including the holocron creation process (which is tied to the 
destiny system). 

Chapter 4: Affiliated Programs takes a look at several Force traditions 
that differ from the Jedi. These alternate Force traditions can serve as a basis 
for the creation of characters who use the Force but do not adhere to the 
tenets of the Jedi or the Sith. 

Chapter 5: Instructors & Alumni looks at some of the most influential 
beings in the history of the Jedi Order. This chapter covers many major figures 
stretching back as far as the Great Hyperspace War and as far forward as the 
founder of the new Jedi Order, Grand Master Luke Skywalker. 

Chapter 6: Dangers of Study introduces some of the threats that a Jedi 
apprentice might face during his or her career. This chapter includes many 
new beasts that threaten Jedi students, as well as a rogues gallery of those 
who have succumbed to the dark side of the Force. This chapter presents 
antagonists that Gamemasters can use to spice up their campaigns. 


WHAT YOU NEED TO PLAY 

As with any Star Wars game supplement, you need the Saga Edition core 
rulebook to make full use of the information in the Jedi Academy Training 
Manual. This book also uses material from other supplements, including 
the Knights of the Old Republic Campaign Guide and The Force Unleashed 
Campaign Guide, but those supplements are not essential. Also be sure 
to visit the official Star Wars Roleplaying Game website at www.wizards. 
com/starwars for the latest updates and official errata. 


MESSAGE FROM THE FACULTY 
Welcome to the Jedi Academy. As a new student, you will find the faculty 
and staff here interested in helping you adjust to your new environment. 
Periodically, new students will be issued memorandums and messages 
from faculty members, intended to guide you in your quest for knowledge. 
Each of the faculty members here at the Academy has taken a personal 
interest in seeing that you receive the attention that you deserve, and 
the messages they send you will likely reveal essential information. Pay 
close attention to these messages, as they will make your apprentice- 
ship much easier. 


Chapter 7: Studying Abroad covers the various sites and locations that 
are of historical significance to the Jedi Order, Though only a few individual 
locales are of great significance to the Jedi Order or the Sith, this chapter 
takes a look at what makes those locations special, and how they can be 
used in adventures. 


EXCHANGE COURSES 

Though much of this book discusses Force-users in terms of Jedi and Sith, 
the book is equally useful to those who follow other Force traditions. With 
an entire chapter devoted to new Force traditions, players who don't want to 
play a traditional Jedi have much to draw upon for inspiration and character 
concepts. Additionally, this book features two new Force traditions that have 
never before appeared elsewhere. Both the Shapers of Kro Var and the War- 
dens of the Sky were designed from the ground-up to fill particular niches 
in the Saga Edition roleplaying game rules and include open-ended stories 
so that they can be dropped into any campaign, regardless of era. Several 
other traditions, including the Baran Do Sages, the Matukai, the Tyia adepts, 
and the Zeison Sha, originally appeared in previous editions of the game and 
are included in this book, as they make excellent choices for heroes looking 
for alternatives to the Jedi. 


INDEPENDENT STUDY 

This book introduces a number of new mechanics and mechanical subsystems. 
Most of these systems are contained in Chapter 1 and Chapter 3, with a few 
scattered appearances elsewhere in the book. For example, Chapter 1 intro- 
duces a new subsystem known as Force regimens that give Jedi characters 
something to do in their downtime. Likewise, Chapter 3 introduces advanced 
rules for crafting lightsabers, helping to tailor each weapon to the Jedi who 
wields it. This book also describes how a character might come to possess a 
Force spirit mentor (as Obi-Wan Kenobi was to Luke Skywalker) or how one 
can devise monstrous beasts created using forbidden Sith alchemy. 


Chapter 1 also introduces a new type of Force power that draws upon the 
various lightsaber forms practiced by the Jedi, and serves not only to provide 
interesting new combat options but also to make lightsaber forms a greater 
part of the character. Each lightsaber form power is tied to a particular light- 
saber combat technique, and possessing the correct talent from the Lightsa- 
ber Forms talent tree (from the Jedi Knight prestige class) further enhances 
these Force powers. The lightsaber form powers also allow Jedi characters to 
make use of certain iconic abilities of the films and comics without having 
to invest precious resources such as talents into such abilities. 


HOLOCRON LESSONS 

Greetings, student. | am the gatekeeper of this holocron, Jedi Master 
Tedryn. | shall assume that you obtained this holocron from one of your 
instructors and did not simply steal it from the archives when none of 
your Jedi Masters were watching them. Within this holocron you will 
find a wealth of knowledge that even your own Jedi Masters may not 
have. Given the enduring nature of the holocron, | can provide you with 
complete historical records of events from my time, likely the distant past 
to you, and instruct you on the ways that we “ancient” Jedi went about 
things. However, be forewarned that not all of the knowledge | possess is 
for students just beginning down the path to enlightenment; many of the 
techniques within this holocron are intended only for advanced students. 
Please take the proper precautions when using any of the techniques that 
| share with you, as they can be quite dangerous. 


BEWARE THE DARK SIDE 

Though this book is intended to be used by heroes, much of the mate- 
rial herein covers mechanics and information more suitable for villains. 
Gamemasters should, of course, feel free to rule that any of the Sith or 
dark side mechanics are simply unavailable to heroes However, this book 
also provides ample material for running campaigns in which the heroes 
are dark siders. Though these campaigns can be tricky, the information in 
this book should make it easier to create a variety of dark Force-users, just 
as this (and other books) have expanded upon the Jedi to create a greater 
diversity of archetypes. 

Additionally, Gamemasters should also be sure to peruse the first few 
chapters for new mechanics for their villains in heroic games. Many of 
the mechanics for dark side Force-users were designed to help facilitate 
more interesting encounters, and while some of the sample characters and 
creatures in Chapter 6 make use of these mechanics, there are far more 
combinations waiting to be explored than can be found ina single character 
or creature. 


WHISPERS OF THE SITH 

SPIRIT 

Ah, young student. | see you have come in search of knowledge. Did you 
know that the Jedi are not the only source of knowledge of the Force at 
the Academy? It is true. The dark side of the Force holds much for you, 
my young apprentice, and in time, if you heed my instructions, you could 
become a powerful master of the Force. These Jedi do not know that a 
powerful Sith spirit lurks in their midst, and, if you wish to seek out the 
true way to control the power of the Force, you would be wise to heed 
my words and keep my teachings to yourself. 
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CHAPTER | 
POWER OF THE FORCE 


oes from all eras are as varied in their skills and abilities as any 
‘ind of hero. Some Jedi are warriors, born to use the Force on the 


_ battlefield to banish the dark side. Others are born to be introspective seek- 
ets of knowledge, using meditation to peer into the secrets of the universe 


in search of truth. Regardless of what kind of Jedi your hero might be, this 
chapter presents many new talents, feats, and Force powers to help bring 
your Jedi’s unique skills to the forefront. The mechanics presented in this 
chapter cover a variety of Force powers and methods, some meant for all 
and others meant only for those who embrace the dark side. 

This chapter also takes a look at many character archetypes within the 
ranks of the Jedi and the Sith. Among the Jedi Knights, many Jedi are clas- 
sified by their specialties; there are Jedi healers, Jedi investigators, Jedi 
battlemasters, Jedi instructors, and so forth. These Jedi might be described 
by their archetype, but these archetypes do not necessarily define them. The 
nature of talent trees, the Jedi class, and the Jedi Knight prestige class gives 
each hero's player the choice of just how closely to follow the archetype. 
You can choose to make your Jedi a master of one aspect of Jedi knighthood, 
‘embodying the archetype you have chosen in every talent choice. Alternately, 
you can dabble in two, three, or even more talent trees, creating a Jedi who 
chooses to be more cosmopolitan about his areas of study. 

Additionally, many of the mechanics in this chapter can be used to flesh 
out Force adepts of other traditions, including those presented in Chapter 4: 
Affiliated Programs. Some of the Force powers in this chapter are specifically 
the domain of those Force traditions, such as the Aing-Tii monk's fold space 
power, or the intercept power favored by the Zeison Sha warriors, The talents 
for the Force adept prestige class also create their own sub-archetypes, 
many of which may not be appropriate to certain Force traditions. Players 


» of non-Jedi Force-users should consult with their Gamemasters to determine 


‘exactly which powers and talents are appropriate for creating a character 
‘from a particular Force tradition. 
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SKILLS 


This section introduces new applications of the Use the Force skill. 


USE THE FORCE 
The following new applications of the Use the Force skill can be used by any 
character trained in the Use the Force skill. 

Breath Control (Trained Only): You can use the Force to hold your breath 
for an extended period of time. A successful DC 15 Use the Force check 
allows you to hold your breath for a number of rounds equal to twice your 
Constitution score before you need to make Endurance checks to continue 
holding your breath, 

Move Light Object (Trained Only): You can use this application of the 
skill to catch and move a thrown object, such as a grenade, that lands within 
your reach, redirecting its attack against another target. The object can weigh 
no more than 5 kg, and you must ready an action to catch the object on your 
turn, before the object is thrown. Moving the object requires a Use the Force 
check, with a DC equal to the attack roll of the thrown object. If you suc- 
ceed on this check, you catch the object with the Force and can immediately 
move the object up to 6 squares away from you, to a point within your line 
of sight; otherwise, resolve the attack as normal. If the object you catch is 
an explosive, such as a grenade, it explodes at the end of its movement. You 
can use the object caught as a projectile weapon, as normal, 

Place Other in Force Trance (Trained Only): Asa full-round action, you 
can place an adjacent willing ally that you touch into a Force trance with 
a DC 15 Use the Force check. In this state, the target ally rests as though 
in a deep coma and is considered helpless. Each hour the target remains in 
the trance, it regains a number of hit points equal to its character level. You 
can bring an adjacent ally you touch out of a Force trance as a swift action, 
but the target cannot otherwise emerge from the Force trance on his or 
her own. If the target remains in the Force trance for 4 consecutive hours, 
the target emerges from the trance fully rested (as though the target had 
rested for 8 hours). 

While the target ally is in a Force trance, it can go ten times as long as 
normal without air, food, or water (see the Endurance skill on page 66 of 
the Saga Edition core rulebook). Unwilling targets cannot be placed in a 
Force trance. 


FORCE REGIMENS 

Force regimens are training techniques used by the Jedi, the Sith, and other 
Force traditions to hone their skills and enhance their sensitivity to the Force. 
Even Jedi Masters, who have spent years working to achieve a level of Force 
mastery that others cannot, still meditate and train on a regular basis. Force 
regimens are ritualistic exercises that Force-users can perform during their 
downtime to keep themselves at peak performance. 


Most regimens are designed to focus on one particular aspect of Force 
training. The benefits of a Force regimen last for 24 hours, and only one Force 
regimen’s effects can be active in a given 24-hour period. 

For story purposes, you can perform as many regimens as you like; you 
only benefit from the first one performed, however. If you fail to complete 
a Force regimen, you cannot gain the benefits of that regimen for 24 hours, 
though you can attempt another Force regimen you know. 

You learn Force regimens by taking the Force Regimen Mastery feat (see 
page 23). Once you learn a Force regimen, you can use it any time you have 
enough spare time to do so. Most Force-users perform their regimens in 
the morning each day, though there is no rule to say when a regimen must 
be performed. 


FORCE TRAINING 
REGIMENS 


The following Force regimens can be learned by any Force-sensitive character 
and enhance Force use in a variety of ways. 


AWAKEN FORCE SENSITIVITY 

This training regimen is used to awaken another character to the larger world 
of Force sensitivity. You and the beneficiary of this regimen practice medita~ 
tion, quieting your minds and listening to the Force. Time: 1 hour, Target: 
One willing ally who does not possess the Force Sensitivity feat. 

Make a Use the Force check. The result of the check determines the 
benefits of the regimen: 

DC 13:You gain the benefit of the Gauge Force Potential talent (if you 
do not already have it). 

DC 18:As DC 13, and you awaken the first glimmers of Force sensitivity 
in the target. For the next 24 hours, the target can make untrained Use the 
Force checks as though he or she possesses the Force Sensitivity feat. 

DC 23:As DC 18, except the target also gains a +1 Force bonus on Use 
the Force checks. 

DC 28: As DC 18, except the student also gains a +2 Force bonus on Use 
the Force checks. 


EBYes OF THE FORCE 

This regimen trains you to sense images that you cannot normally see by 
reading the surface thoughts of others. During this regimen, an assistant 
holds a two-dimensional image viewer so that you see the images being 
displayed on the screen. As the image viewer cycles through different images 
of common objects, you must read the surface thoughts of the assistant to 
determine what image is being displayed on the screen at that time. Tim 
1 hour. Target: You. Requirements: A two-dimensional image display and 
an assistant 


Make a Use the Force check. The result of the check determines the 
benefits of the regimen: 

DC 13:You successfully read one-third of the assistant’s surface thoughts. 
You gain a +1 Force bonus on Use the Force checks made to use the Telepathy 
application of the Use the Force skill. 

DC 18: You successfully read two-thirds of the assistant’s surface 
thoughts. You gain a +2 Force bonus on Use the Force checks made to use 
the Telepathy application of the Use the Force skill. 

DC 23:You successfully read all of the assistant's surface thoughts. You 
gain a +2 Force bonus on Use the Force checks made to use the Telepathy 
application of the Use the Force skill. In addition, if you successfully use 
Telepathy against an unwilling target, you can also sense the target's surface 
emotions and stray thoughts (as determined by the Gamemaster). 


OXYGEN BOTTLE 

This difficult regimen trains you to master environmental manipulation 
through the Force. You must first empty a glass bottle of air, creating a 
perfect vacuum inside. Then you must allow only oxygen to slip past the seal 
created by the Force, eventually filling the bottle with pure oxygen before 
placing the vac-seal stopper. This regimen requires you to use the Force ina 
nearly molecular level, as well as the Sense aspect of the Force to determine 
what molecules are making their way into the bottle. Time: 1 hour. Target: 
You. Requirements: A glass bottle with a vac-seal stopper 

Make a Use the Force check. The result of the check determines the 
benefits of the regimen: 

DC26:You fail to create a vacuum in the bottle before the regimen begins, 
resulting in an imperfect mixture. You gain a +2 Force bonus to your Fortitude 
Defense against inhaled poisons and non-corrosive atmospheric hazards. 

DC 32: You create a vacuum in the bottle, but let other molecules enter 
through your Force seal, creating an imperfect mixture. You gain a +5 Force 
bonus to your Fortitude Defense against inhaled poisons and non-corrosive 
atmospheric hazards. 

DC 38: You complete this regimen perfectly, resulting in a bottle full of 
nothing but pure oxygen. You become immune to inhaled poisons and non- 
corrosive atmospheric hazards. 


QuieT THE MIND 
This regimen trains you to block out distractions and stray thoughts. It 
requires little more than finding a quiet, secluded spot and slipping into 
a meditative trance to clear your mind of doubt, questions, fear, and the 
chaos of the galaxy. Jedi use this technique to open themselves to the flow 
of the Force, allowing them to see distant places and events. Time: 1 hour. 
Target: You. 

Make a Use the Force check. The result of the check determines the 
benefits of the regimen: 


DC 13:You meditate, but your mind is still clouded by external stimuli. 
You can add one use of the farseeing power to your Force suite, but once it 
is used, it cannot be regained by any means. 

DC 18:You meditate, quieting your mind except for but a few small dis- 
tractions. You can add one use of the farseeing power to your Force suite. 

DC 23:You meditate, quieting your mind entirely. You can add one use 
of the farseeing power to your Force suite, and you gain the benefits of the 
Visions talent (if you do not already know it). 


TELEKINETIC PRACTICE 

This regimen hones your skill with the Alter aspect of the Force and enhances 
telekinetic precision. You begin by placing a deep bowl on the ground, with an 
orb at the bottom of the bowl. First, you must use the Force to hold the bow! 
perfectly still and pin it to the ground. Then you roll the ball slowly up the side 
of the bowl, keeping it in contact with the bow! at all times, until it reaches the 
upper rim. The orb is then held in place for 5 minutes, and must remain perfectly 
still. You then roll the orb slowly back to the bottom of the bowl, moving it with 
the Force and not allowing the orb to move under gravity's power. Time: 1 hour. 
Target: You. Requirements: A deep bowl and a polished stone orb. 

Make a Use the Force check. The result of the check determines the 
benefits of the regimen: 

DC 18:You let the bow! move during the regimen. You gain 1 temporary 
Force Point which you can apply only to a Use the Force check to activate a 
power with the /telekinetic] descriptor. 

DC23:You let the orb roll under gravity's power back to its starting posi- 
tion. You gain 2 temporary Force Points which you can apply only to Use the 
Force checks to activate powers with the [telekinetic] descriptor. 

DC 28:You complete the regimen perfectly. You gain 2 temporary Force 
Points which you can apply to Use the Force checks to activate powers with 
the [telekinetic] descriptor or use to reroll a Use the Force check made to 
activate a power with the /telekinetic] descriptor (you must keep the second 
result, even if it is worse). 


LIGHTSABER TRAINING 
REGIMENS 


The following Force regimens focus on the art of lightsaber combat. Each one 
is a training routine that enhances a different aspect of lightsaber combat, 
and can be used by practitioners of any lightsaber combat form. 


SPARRING PRACTICE 

This simple regimen allows you to practice against another living opponent, 
simulating one-on-one combat. During sparring practice, each combatant 
attempts to strike the other while exercising restraint and control. If you use 
a training lightsaber (see page 56), you can spar without fear of harming 
your opponent. Time: 2 hours. Target: You. Requirements: Lightsaber (or 
training lightsaber) and a sparring partner. 
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Make a Use the Force check. The result of the check determines the 
benefits of the regimen: 

DC 18:You hone your lightsaber skills but see little in the way of improve- 
ment. You can spend a Force Point to add to the result of a Use the Force 
check made to activate the Block talent. This does not count toward the “one 
Force Point per round” limit. 

DC23:You hone your lightsaber skills, improving your technique by small 
degrees. You can spend a Force Point to add to the result of a Use the Force 
check made to activate the Block talent. This does not count toward the 
“one Force Point per round" limit. You also gain 1 temporary Force Point, 
which can only be used to add to the result of a Use the Force check made 
to activate the Block talent. 

DC28:You hone your lightsaber skills and see significant improvement in 
your technique. You can spend a Force Point to add to the result of a Use the 
Force check made to activate the Block talent. This does not count toward 
the “one Force Point per round" limit. You also gain 2 temporary Force Points, 
which can only be used to add to the results of Use the Force checks made 
to activate the Block talent. 


TRAINING REMOTE 
You hone your skill at deflecting blaster bolts using your lightsaber. This Force 
regimen is performed blind, often with the help of a helmet equipped with an 
opaque blast shield, Time: 1 hour. Target: You. Requirements: Lightsaber, 
training remote, and a helmet with a blast shield. 

Make a Use the Force check. The result of the check determines the 
benefits of the regimen: 


DC 18:You hone your lightsaber skills, but the training remote gets several 
hits on you. You can spend a Force Point to add to the result of a Use the 
Force check made to activate the Deflect talent. This does not count toward 
the “one Force Point per round” limit. 

DC23:You hone your lightsaber skills, and the remote gets in a few small 
hits on you. You can spend a Force Point to add to the result of a Use the 
Force check made to activate the Deflect talent. This does not count toward 
the “one Force Point per round” limit. You also gain 1 temporary Force Point, 
which can only be used to add to the result of a Use the Force check made 
to activate the Deflect talent. 

DC 28:You hone your lightsaber skills, and the remote never harms you. 
You can spend a Force Point to add to the result of a Use the Force check 
made to activate the Deflect talent. This does not count toward the “one 
Force Point per round’ limit. You also gain 2 temporary Force Points, which 
can only be used to add to the results of Use the Force checks made to 
activate the Deflect talent. 


VoO'REN'S FIRST CADENCE 

Vo'ren's first cadence teaches precision through control of one's body and 
sensory awareness. You set up 19 wax cylinders at 10-degree intervals around 
your body, each one approximately 1.5 meters away, forming a semicircle. 
Atop each cylinder, one metal ball bearing is placed. You must then use your 
lightsaber to strike each ball bearing without making contact with the wax 
cylinder beneath it. You must place the cylinders and ball bearings one at a 
time until all 19 have been placed. Time: 1 hour. Target: You, Requirements: 
Lightsaber, 19 wax cylinders, and 190 ball bearings. 

Make a Use the Force check. You take a penalty on your Use the Force 
check equal to your Dark Side Score. The result of the check determines the 
benefits of the regimen: 

DC 13: You damage two cylinders. You gain a +1 Force bonus to your 
Will Defense. 

DC 18: You damage one cylinder. You gain a +2 Force bonus to your Will 
Defense. 

DC 23:You complete the cadence without damaging any cylinders. You 
gain a +2 Force bonus to your Will Defense, and you gain the benefits of the 
Severing Strike talent (if you do not already know it). 


VO'REN'S SECOND CADENCE 

Vo'ren's second cadence teaches not only control but also spatial awareness. 
You must set up 72 wax cylinders at 5-degree intervals around your body, 
each one approximately 1.5 meters away. Atop each cylinder, one metal ball 
bearing is placed. Like in the first cadence, you must place the cylinders and 
ball bearings one at a time until all 72 have been placed. However, unlike 
the first cadence, you must strike at all of the cylinders in a full 360-degree 
arc without turning your body to face the cylinders to the rear, honing your 
ability to strike at enemies coming from all sides. Time: 2 hours. Target: You. 
Requirement: Lightsaber, 72 wax cylinders, and 2,701 ball bearings 


Make a Use the Force check. You take a penalty on your Use the Force 
check equal to your Dark Side Score. The result of the check determines the 
benefits of the regimen: 

DC 18:You damage two cylinders. You gain a +1 Force bonus on lightsaber 
attack rolls against creatures that flank you. 

DC23:You damage one cylinder. You gain a +2 Force bonus on lightsaber 
attack rolls against creatures that flank you. 

DC 28: You complete the regimen without damaging the cylinders. You 
gain a +2 Force bonus on lightsaber attack rolls against creatures that flank 
you, and you gain the benefits of the Whirlwind Attack feat (if you do not 
already know it). 


VO'REN'S THIRD CADENCE 
Vo'ren's third cadence teaches precision through control of one's body and 
sensory awareness, You set up 180 wax cylinders at 2-degree intervals around 
your body, each one approximately 1.5 meters away. Atop each cylinder, one 
metal ball bearing is placed. Unlike the second cadence, in the third cadence 
you must strike every fifth ball bearing, making a rotation around your body 
several times over the course of the regimen. This prepares you for irregular 
attack patterns from all sides. Time: 3 hours. Target: You. Requirements: 
Lightsaber, 180 wax cylinders, and 16,290 ball bearings 

Make a Use the Force check. You take a penalty on your Use the Force 
check equal to your Dark Side Score. The result of the check determines the 
benefits of the regimen: 

DC 23:You damage two cylinders. You gain a +1 Force bonus on ranged 
attack rolls made when using the Redirect Shot talent. 

DC 28: You damage one cylinder. You gain a +2 Force bonus on ranged 
attack rolls made when using the Redirect Shot talent. 


DC 33: You complete the regimen without damaging the cylinders. You 
gain a +2 Force bonus on ranged attack rolls made when using the Redirect 
Shot talent, and you can spend Force Points to enhance Use the Force checks 
to Block and Deflect (as per the talents), even when it is not your turn. Fur- 
thermore, Force Points spent to enhance Use the Force checks to Block and 
Deflect do not count toward the “one Force Point per round" limit normally 
applied to spending Force Points. 


VO'REN’'S FOURTH CADENCE 
Vo'ren’s fourth cadence teaches composure and quick thinking amid the chaos 
of battle. It begins by setting up 360 wax cylinders at 1-degree intervals 
around your body, each one approximately 1.5 meters away. No ball bear- 
ings are required for this cadence. You must strike the cylinders according 
to a complex mathematical formula. By the time the cadence is completed, 
you will have learned to perform incredibly taxing mental tasks while also 
focusing on the external chaos of combat. Time: 3 hours. Target: You. 
Requirements: Lightsaber and 360 wax cylinders, 

Make a Use the Force check. You take a penalty on your Use the Force 
check equal to your Dark Side Score, The result of the check determines the 
benefits of the regimen: 

DC 26: You make a mistake during the first hour. You gain a +1 Force 
bonus on Use the Force checks made to continue maintaining a Force power 
whenever you take damage. 

DC 32:You make a mistake during the second hour. You gain a +2 Force 
bonus on Use the Force checks made to continue maintaining a Force power 
whenever you take damage. 

DC 38: You make no mistakes during the regimen. You gain a +2 Force 
bonus on Use the Force checks made to continue maintaining a Force power 
whenever you take damage, and if you are damaged while maintaining a 
Force power, you can spend a Force Point as a reaction to not have to make 
a new Use the Force check. 


VO'REN'S FIFTH CADENCE 
In Vo'ren's fifth and final cadence, you must demonstrate true mastery over 
yourself and your lightsaber. No wax cylinders are required; you simply know 
when you have made a correct strike. Unlike the other cadences, this regimen 
requires you to use the Force to manipulate your lightsaber, an act of pure 
telekinetic power in which your hands never touch the weapon. This technique 
brings together the Control, Sense, and Alter aspects of the Force into one 
training regimen. Time: 3 hours. Target: You. Requirement: Lightsaber. 

Make a Use the Force check. You take a penalty on your Use the Force 
‘check equal to your Dark Side Score. The result of the check determines the 
benefits of the regimen: 

DC31:You make a mistake during the first hour. You gain a +1 bonus on Use 
the Force checks made to use the Move Light Object application of the skill. 
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DC37: You make a mistake during the second hour. You gain a +2 bonus 
on Use the Force checks made to use the Move Light Object application of 
the skill. 

DC 43:You complete the cadence without making a single mistake. You 
gain a +2 bonus on Use the Force checks made to use the Move Light Object 
application of the skill, and you add the Kinetic Combat Force power (see 
page 51 of the Knights of the Old Republic Campaign Guide) to your Force 
suite, Additionally, you can spend a Force Point to reroll any Use the Force 
check made to activate a Force power with the [telekinetic] descriptor, 
keeping the better result. 


JEDI TALENTS 


The following new talents are intended for use with the Jedi class. 


New JEDI CONSULAR TALENTS 
The following talents belong to the Jedi Consular talent tree (see page 39 of 
the Saga Edition core rulebook). 

Adversary Lore: As a standard action, you can peer into the Force and 
search for weaknesses in the defenses of your enemies. Make a Use the Force 
check against the Will Defense of a target creature within 12 squares of you 
and in your line of sight. If the skill check equals or exceeds the target's Will 
Defense, that target takes a -2 penalty to Reflex Defense against you and all 
allies who can hear and understand you until the end of your next turn. 

Know Weakness: Whenever you use Adversary Lore on a target suc- 
cessfully, that target also takes an additional 1d6 points of damage from 
any successful attack made against it by you or an ally who can hear and 
understand you until the end of your next turn. 

Prerequisite: Adversary Lore. 


NEw JEDI GUARDIAN TALENTS 
The following talents belong to the Jedi Guardian talent tree (see page 40 
of the Saga Edition core rulebook). 

Grenade Defense: You can use the Move Light Object application of 
the Use the Force skill to cast aside grenades that are thrown at you. As 
a reaction when you are attacked by a grenade of any kind, you can make 
a Use the Force check with a DC equal to the attack roll of the incoming 
grenade attack. If your check equals or beats the DC, you hurl the grenade 
toa location where it explodes harmlessly, negating the attack. Whether or 
not you are successful, you take a -5 penalty on Use the Force checks until 
the start of your next turn. 

Hold the Line: When you make a successful attack of opportunity against 
a target leaving your threatened area, you stop the target's movement, 
ending its action. 


New JEDI SENTINEL TALENT 
The following talent belongs to the Jedi Sentinel talent tree (see page 40 of 
the Saga Edition core rulebook). 

Master of the Great Hunt: You gain a +1 Force bonus on attack rolls 
and deal +1 die of damage on lightsaber attacks made against a beast with 
a Dark Side Score of 1+. 


New LIGHTSABER 
COMBAT TALENT 
The following talent belongs to the Lightsaber Combat talent tree (see page 
41 of the Saga Edition core rulebook). 

Shoto Focus: Whenever you wield both a one-handed lightsaber and 
a shoto (or guard shoto), you gain a +2 competence bonus on attack rolls 
made with the shoto. 


FORCE TALENTS 

When a character who has the Force Sensitivity feat would normally gain a 
talent (such as from advancing to an odd-numbered level in a heroic class), 
he or she can instead select a Force talent from among those in Chapter 6 of 
the Saga Edition core rulebook, those presented below, and those presented 
in other game supplements, If a character who has the Force Sensitivity feat 
is a member of a Force-using tradition (see Chapter 4 of this book and page 
103 of the Saga Edition core rulebook), he or she can instead select a Force 
talent from that tradition's individual Force talent tree. 

The Force Disciple, Jedi Master, and Sith Lord prestige classes all state 
that they can select talents from any Force talent tree. A Force talent tree is 
any talent tree that isn’t limited to a particular class and requires the Force 
Sensitivity to access its talents. This means that the talent trees belonging to 
the various Force traditions (such as those presented in Chapter 4 of this book) 
are considered Force talent trees, as they are non-class-specific but require 
Force sensitivity to access. Other talent trees that fulfill these criteria include 
the Alter, Control, Dark Side, Light Side, and Sense talent trees, as well as the 
new Guardian Spirit talent tree presented in this chapter. Class talents, such as 
those belonging to the Jedi class, are not considered to be Force talents. 


New Alter Talents 
The following talents belong to the Alter talent tree (see page 100 of the 
Saga Edition core rulebook). 

Illusion: As a standard action, you can spend a Force Point to create an 
illusion that seems perfectly real to anyone who views it. You designate the 
form and complexity of the illusion, as well as its size and location. 

Make a Use the Force check. When a creature views the illusion, compare 
the result of your Use the Force check to the creature's Will Defense. If your 
check result equals or exceeds its Will Defense, it believes the illusion to be 
real. Any physical interaction with the illusion (such as touching it, passing 


through it, or shooting it with a blaster) immediately reveals the true nature 
of the illusion to all who can see it, and the creature is no longer deceived 
The illusion lasts for a number of minutes equal to your heroic level. 

The illusion's size also affects your Use the Force check, applying a pen- 
alty for exceptionally large illusions. The penalties are -1 for Huge illusions, 
-2 for Gargantuan illusions, -5 for Colossal illusions, and -10 for Colossal 
(frigate) or larger illusions. 

This is a mind-affecting effect. 

Illusion Bond: Whenever you create an illusion of a humanoid using 
the Illusion talent, you are able to see and hear as though you were 
standing in the space occupied by your illusion. 

Prerequisite: Illusion. 

Influence Savant: Once per encounter as a swift action, you can return 
‘one Force power with the [mind-affecting] descriptor to your Force suite 
without spending a Force Point. 

You can select this talent multiple times. Each time you select it, you can 
use it one additional time per encounter. 

Link: You can lend your strength in the Force to another character, 
creating a bond between you through which the Force flows. As a standard 
action, you can designate one willing ally within 12 squares of you and in 
your line of sight, This ally must be trained in the Use the Force skill. As long 
as you remain within 12 squares of each other, you can aid each other on 
Use the Force checks as a reaction. However, the character using the aid 
another reaction takes a -5 penalty on all Use the Force checks until the 
end of his next turn. 

This link lasts until the end of the encounter, or until you or your ally ends 
the link (a free action). You can have only one active link at a time. 


HOLOCRON LESSON: 

THE GREAT HUNT 

An event that took place after the Great Sith War, the Great Hunt was 
a crusade begun by Jedi shadows but eventually undertaken by many 
in the Jedi Order to wipe out dark side beasts. With Sith alchemists 
creating all manner of vile creatures, including chrysalis beasts and Sith 
abominations, the galaxy had become filled with creatures that spread 
the taint of the dark side of the Force wherever they went. Chief among 
the creatures sought out by participants in the Great Hunt were the 
terentateks (see page 146), which were not only dangerous but also 
posed an incredible threat to the Jedi. Several Jedi of the age made it 
their primary goal to seek out terentateks and other dark side creatures, 
with the sole purpose of exterminating them. Unfortunately, the effort 
proved futile, and many of these creatures still exist for centuries and 
even millennia afterward. 


MASQUERADE To HIDE HER TRUE APPEARANCE. 


Masquerade: You can use the Illusion talent to create a disguise for 
yourself. You use the result of your Use the Force check made to create 
the illusion for the purposes of creating a deceptive appearance, as per the 
application of the Deception skill. All other rules and restrictions for using 
the Illusion talent still apply. 

Prerequisite: Illusion. 

Suppress Force: You can convince others that they have been cut off 
from the Force, even if that is not the case, preventing them from making 
Use the Force checks. Whenever a target with an Intelligence of 3 or higher 
within 12 squares of you and in your line of sight attempts to make a Use the 
Force check for any reason, you can spend one use of the mind trick Force 
power as a reaction. You make a Use the Force check, and if your Use the 
Force check equals or exceeds the target's Use the Force check result, that 
target's skill check is negated, and the action it was attempting fails. 

Prerequisite: Influence Savant, mind trick. 
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A KEL DOR SITH LORD CHANNELS THE ENEROY 
FROM BLASTER BOLTS, TURNING THEM INTO FORCE LIGHTNING. 


New Control Talents 
The following talents belong to the Control talent tree (see page 101 of the 
Saga Edition core rulebook) 

Channel Energy: Whenever you use the negate energy Force power to 
successfully negate the damage from an energy weapon attack, you can 
spend a Force Point as a reaction to immediately activate any Force power 
currently in your Force suite. 

Prerequisite: Negate energy. 

Force Harmony: Once per encounter, you can activate one Force talent 
that requires a Force Point to use without spending a Force Point 


New Dark Side Talents 
The following talents belong to the Dark Side talent tree (see page 101 of 
the Saga Edition core rulebook). 

Dark Side Savant: Once per encounter as a swift action, you can return 
one Force power with the [dark side] descriptor to your Force suite without 
spending a Force Point. 

You can select this talent multiple times. Each time you select it, you can 
use it one additional time per encounter. 

Transfer Essence: When you die, you become a dark side spirit (see page 
118) until the end of the encounter. You continue to occupy a space in this 
form, but other creatures can occupy the same space or move through your 
space without impediment. As a standard action, you can attempt to possess 


an adjacent target. You must succeed on a Use the Force check against an 
adjacent target's Will Defense. If your check result equals or exceeds the 
target's Will Defense, you deal 8d6 points of stun damage to the target; if 
you reduce the target to 0 hit points or move it to the bottom of the condi- 
tion track with this attack, you possess the target as though it were a willing 
host (see the dark spirit template for details). 

Alternately, as a standard action, you can transfer your essence into a 
single adjacent object, such as a holocron or a lightsaber. If you 
do so, you lie dormant within the object until another creature 
attempts to use that object, at which time you can emerge and 
attempt to possess the creature, as described above, 

\f you do not possess a creature or object within 10 rounds 
of manifesting as a dark spirit, your spirit dissipates and ceases 
to exist. 

Prerequisite: Dark Side Score equal to your Wisdom score. 


GUARDIAN SPIRIT TALENT TREE 
You have a spirit watching over you, providing advice and con- 
tinuing your training in the Force. Although Force spirits cannot 
physically aid you, their guidance is critical to your success. 
Guardian Spirit: You have a guardian spirit watching over you 
from the realm of the Force, providing you with insight and advice. You guardian 
spirit might be an old mentor or an ancient member of your Force tradition who 
has chosen to guide you to your destiny. When you use the Search Your Feelings 
application of the Use the Force skill, you can instead choose to consult your 
guardian spirit. When you do so, you learn more than just whether the results 
of your actions will be favorable or unfavorable; you also learn the nature of 
any immediate consequences, including potential encounters, and whether or 
not certain actions will bring you closer to achieving your destiny. 
OPTIONAL RULE: DAILY 
FORCE POINTS 


Some Gamemasters may wish to have Force Points refresh more often 
than once per level, creating a game that allows for more incredible 
stunts. This optional rule allows you to use Force Points as a daily resource 
instead of a per-level resource, encouraging players to spent Force Points 
more freely. With this optional rule, characters no longer gain Force Points 
for leveling. Instead, each day each character has a number of Force 
Points to spend based on character level: 1st- to Sth-level characters 
have 1 Force Point; 6th- to 10th-level characters have 2 Force Points; 
UIth- to 15th-level characters have 3 Force Points; characters of 16th 
level or higher have 4 Force Points. Unused Force Points do not carry 
over to the next day. 

When using this optional rule, the Force Boon feat should give one 
additional Force Point per day instead of its normal effect. 


A SITH GUARDIAN spiniT ON KORRIBAN 


Additionally, you gain one bonus Force Point each day (available after 
you rest for at least 6 hours). This bonus Force Point can only be used to 
improve a Force power or activate a Force technique or a Force secret. If 
you do not spend your bonus Force Point in a given day, it is lost at the start 
of the next day, 

Crucial Advice: Once per encounter, when you fail a skill check, you 
can reroll the skill check with a +2 circumstance bonus. (In the case of skill 
checks with multiple possible results, such as when activating a Force power 
with multiple effects, failing a skill check is defined achieving less than the 
minimum DC for that check.) 

Distracting Apparition: When you have a manifested guardian spirit, 
the spirit also discourages your enemies and distracts them from their goals. 
Any enemy within 3 squares of your guardian spirit takes a -2 penalty to Will 
Defense and a -2 penalty on attack rolls against you. 

Prerequisite: Manifest Guardian Spirit. 

Manifest Guardian Spirit: You can spend a Force Point as a swift action 
to have your guardian spirit manifest for the duration of the encounter. Your 
guardian spirit appears in any square within 6 squares of you. A guardian 
spirit occupies a space, but creatures can move through the guardian spirit 
without obstruction. As long as the guardian spirit remains within 12 squares 
of you, you gain a +1 morale bonus on attack rolls, a +2 morale bonus on Use 
the Force checks, and a +2 morale bonus to Will Defense. You can move the 
guardian spirit up to 6 squares as a swift action once per turn. 

Vital Encouragement: Once per encounter, your guardian spirit offers 
you vital encouragement, urging you to press on despite adversity. As a free 
action, you gain bonus hit points equal to 10 + one-half your heroic level. 
Damage is subtracted from bonus hit points first, and any bonus hit points 
remaining at the end of the encounter are lost. 


New Sense Talents 
The following talents belong to the Sense talent tree (see page 101 of the 
Saga Edition core rulebook) 

Instinctive Navigation: You can substitute your Use the Force skill for 
any Use Computer check made to astrogate or operate sensors while you 
are the pilot of a vehicle. 

Prerequisite: Force Pilot. 

Motion of the Future: As a swift action, you can peer into the future 
in search of signs of danger, removing one use of the farseeing Force power 
from your active suite (as though you had just activated the power). Any 
time before the end of your next turn when you are the target of an attack 
or Force power, you can force your attacker to reroll the attack roll (or Use 
the Force check) against you, keeping the second result. This counts as using 
the farseeing Force power against the attacker, but this talent replaces the 
normal rules and effect of that power. 

Prerequisite: Force Perception. 


PRESTIGE CLASS 
TALENTS 


This section introduces several new talents for the prestige classes presented 
in the Saga Edition core rulebook. 


FORCE ADEPT TALENTS 
The following talents are for use with the Force adept prestige class (see 
page 212 of the Saga Edition core rulebook). 


New Dark Side Devotee Talents 
The following talents belong to the Dark Side Devotee talent tree (see page 
213 of the Saga Edition core rulebook). 

Dark Side Talisman: You can spend a Force Point to imbue a weapon or 
some other portable object with the dark side of the Force, creating a talisman 
that grants you protection from the light side. Creating the dark side talisman 
takes a full-round action. While you wear or carry the talisman, you gain a 
+2 Force bonus to one of your defenses (Reflex, Fortitude, or Will) against 
Force powers with the [light side] descriptor. You can have only one dark 
side talisman active at a given time (though you can have both a dark side 
talisman and a Force talisman active at the same time), and if your dark side 
talisman is destroyed, you cannot create another one for 24 hours. 

Greater Dark Side Talisman: As Dark Side Talisman (above), except that 
the talisman’s Force bonus extends to all three of your defenses (Reflex, 
Fortitude, and Will). 

Prerequisite: Dark Side Talisman. 
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BEASTWARDEN TALENT TREE 
You have learned to use the Force to touch the minds of beasts, soothing 
them and convincing them to do your bidding. 

Charm Beast: You can make a Use the Force check in place of a Persua- 
sion check when attempting to change the attitude of an undomesticated 
creature with an Intelligence of 2 or less. Additionally, you do not take the 
normal -5 penalty on the check if the creature can’t speak or understand 
your language. (This talent is identical to the Dathomiri Witch talent of the 
same name, and both are considered to be the same talent for the purposes 
of satisfying prerequisites). 

Bonded Mount: Whenever you encounter a domesticated beast with 
a friendly or helpful attitude toward you, you can spend a Force Point as 
a full-round action to bond the beast to you as a mount. A bonded mount 
shares an empathic link with you, allowing you to sense its emotions as a 
free action. When you ride a bonded mount, your mount uses your Reflex 
Defense and Will Defense instead of its own, Additionally, if your mount has 
any special senses (such as scent, darkvision, or low-light vision) that you 
do not possess, you gain the benefits of its special senses as long as you 
are riding that mount. 

Prerequisite: Charm Beast. 

Entreat Beast: You can use the Force to convince a small beast to carry 
objects, deliver messages, or perform other minor tasks for you. If you are 
near a beast that is at least indifferent to you (whether this be a pet you bring 
with you or a beast encountered in the wild), you can make a Use the Force 
check against the beast's Will Defense as a swift action. If your skill check 
equals or exceeds the beast's Will Defense, the beast performs one task for 
you from the following list: deliver one object from your person to another 
target within 30 squares of you; retrieve one unattended object within 30 
squares of it and in its line of sight and bring it to you; or press a button, 
pull a lever, or otherwise perform some minor activation of an unattended 
item within 30 squares, 

Prerequisite: Charm Beast. 

Soothing Presence: Whenever you encounter a beast with an unfriendly 
attitude toward you, you automatically shift its attitude to indifferent (no 
skill check required). 

Prerequisite: Charm Beast. 

Wild Sense: As a swift action once per turn, you can make a Use the Force 
check to touch the mind of a beast with an indifferent or better attitude 
toward you, provided it is within 12 squares of you and in your line of sight. 
When you do so, the beast makes an immediate active Perception check, 
and you are considered to perceive everything that the beast does, including 
noticing targets, as though you had made the check. 

Additionally, until the end of your turn, you are considered to have line 
of sight to anything the beast has line of sight to. 

Prerequisite: Charm Beast. 


MYSTIC TALENT TREE 
You have studied the Force in a radically different way from other Force- 
users, relying on rituals and mystic lore to harness its power. 

Channel Vitality: You can fuel your mastery of the Force with your own 
vitality. As a swift action, you can move -1 step down the condition track 
to gain a temporary Force Point. This temporary Force Point lasts until the 
end of your turn, at which point it is lost if it has not been used. 

Closed Mind: Whenever a creature uses a mind-affecting effect on you 
that targets your Will Defense, it must roll the attack roll or skill check twice, 
taking the lower result. 

Esoteric Technique: When you spend a Force Point to activate a Force 
technique or Force secret, you gain bonus hit points equal to 10 + your class 
level until the end of the encounter. 

Mystic Mastery: Whenever you gain a level, you also gain a number of 
additional Force Points equal to the number of Force talents you possess 
(maximum +6). 

Regimen Aptitude: You gain a +5 Force bonus on skill checks made to 
perform a Force regimen (see page 10). 

Prerequisite: Force Regimen Mastery (see page 23). 


TELEPATH TALENT TREE 
You have mastered the art of mental manipulation, using the Force to touch, 
read, and affect the minds of others with ease. 

Mind Probe: When you touch a living creature with an Intelligence of 3 
or higher, you can use the Force to probe its mind for secrets. You must be 
adjacent to the target, and using the mind probe is a full-round action. If 
the target is unwilling, you must succeed on a Use the Force check, equal 
ing or exceeding the target's Will Defense. This ability otherwise functions 
exactly as the Gather Information skill's Learn News and Rumors, Learn 
Secret Information, and Locate Individual applications. Your Use the Force 
check must still exceed the base Gather Information skill DCs in order to 
retrieve the information you seek, but you need not pay anything in bribes, 
and you retrieve the information as a part of the full-round action. Failing 
the skill check by 5 or more does not cause someone to notice that you are 
seeking the information. 

Perfect Telepathy: You can communicate in full sentences and complete 
thoughts when you use the Telepathy aspect of the Use the Force skill, instead 
of just in basic phrases. However, the target of your telepathy can still only 
communicate in basic emotions or single thoughts. 

Psychic Citadel: You gain a Force bonus to your Will Defense equal to 
your class level. 

Psychic Defenses: Whenever another creature targets you with a Force 
power with the [mind-affecting] descriptor, it automatically takes Force 
damage equal to 146 x your Wisdom modifier (minimum x1). 

Prerequisite: Psychic Citadel. 


Telepathic Intruder: Whenever you use a Force power with the [mind- 
affecting] descriptor successfully against a target, until the end of your 
next turn you gain a +2 Force bonus on skill checks made to activate mind- 
affecting Force powers and talents against that same target. 


JEDI KNIGHT TALENTS 
The following talents are for use with the Jedi Knight prestige class (see page 
217 of the Saga Edition core rulebook). 


New Duelist Talents 
The following talents belong to the Duelist talent tree (see page 218 of the 
Saga Edition core rulebook). 

Lightsaber Form Savant: Once per encounter as a swift action, you can 
return any one spent Force power with the [lightsaber form] descriptor to 
your Force suite without spending a Force Point. You can select this talent 
multiple times, Each time you select it, you can use it one additional time 
per encounter. 

Shoto Master: When you wield both a one-handed lightsaber and a 
shoto (or guard shoto), you can consider the one-handed lightsaber to be 
a light weapon. Additionally, if you have the Lightsaber Defense talent, you 
can activate the talent as a free action on your turn (instead of a swift 
action) whenever you wield both a one-handed lightsaber and a shoto (or 
guard shoto) 


A MeO! ARTISAN TEACHES THE Basice 
OF LIGHTSABER CONSTRUCTION. 


JEDI ARTISAN TALENT TREE 
You have dedicated yourself to the art of creation, learning how to craft 
weapons and other items used by the Jedi with exquisite detail. 

Call Weapon: You can use the Move Light Object application of the Use 
the Force skill to call a lightsaber you built into your hand and ignite it as a 
free action. The weapon must be in your line of sight to call it to your hand, 

Lightsaber Specialist: Whenever you are armed with a lightsaber that 
you built, you gain a +2 morale bonus on Use the Force checks made to use 
the Block and Deflect talents. 

Prerequisite: Masterwork Lightsaber. 

Masterwork Lightsaber: Whenever you build a lightsaber, you do so with 
such expertise that it makes the weapon even more refined and elegant. 
When you build a lightsaber, you can choose to add one extra accessory to the 
lightsaber at the time of creation, and when you hit a target with a lightsaber 
that you built, you can always choose to reroll one damage die from your 
damage roll, but you must keep the second result, even if it is worse. 

|n addition, you can mentor another character while he constructs his 
own lightsaber. When you do so, you reduce the Use the Force check DC for 
constructing the lightsaber by -5. 

Perfect Attunement: Whenever you spend a Force Point to add to an 
lightsaber attack roll made with a lightsaber that you built, you can add that 
same amount to the damage if the attack hits. 

Prerequisite: Masterwork Lightsaber. 

Quick Modification: You can spend 1 minute modifying a lightsaber you 
have built, removing one accessory and putting a different one in its place. 
Gamemasters may rule that some modifications cannot be added or removed 
in this way due to rarity of materials or the difficulty of the modification 
(such as adding or removing the electrum detail) 

Prerequisite: Masterwork Lightsaber, 


JEDI INSTRUCTOR TALENT TREE 
The role of teacher is vital to the success and strength of the Jedi Order. 
Though all Jedi Masters take the time to instruct their apprentices, a certain 
few excel at the art of instruction. 

Apprentice Boon: Whenever an ally within 12 squares with a lower Use 
the Force skill bonus than you makes a Use the Force check, you can spend 
a Force Point as a reaction to add to that Use the Force check. Use your level 
to determine how many dice to roll for the Force Point. 

Share Force Secret: When you take this talent, choose one Force secret 
that you know. Once per turn as a swift action, you can grant the use of 
this Force secret to one ally within 12 squares of you who is trained in the 
Use the Force skill. The target gains the benefit of this secret until the end 
of your next turn. 

Prerequisite: Must know at least 1 Force secret. 
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Share Force Technique: When 
you take this talent, choose one Force 
technique that you know. Once per turn 
asa swift action, you can grant the use 
of this Force technique to one ally within 
12 squares of you who is trained in the 
Use the Force skill. The target gains the 
benefit of this technique until the 
end of your next turn. You cannot 
choose the Force Point Recovery 
technique for this talent. 

Prerequisite: Must know at 
least 1 Force Technique. 

Share Talent: Choose a talent 
that you already possess. The 
talent must be from the Lightsa- 
ber Combat talent tree, the Duel- 
ist talent tree, or the Lightsaber 
Forms talent tree. Once per day 
as a standard action, you can 
spend a Force Point to impart 
the benefits of the chosen 
talent to one or more allies, 
effectively granting them the 
talent (even if they don't meet 
the prerequisites), An ally must be 
within 12 squares of you and must be 
able to see and hear you to gain the 
talent; once gained, its benefits last 
until the end of the encounter. 

You can share the talent with a 
number of allies equal to one-half 
your class level, rounded down. Only 
allies who are trained in the Use the 
Force skill can gain the benefits of 
the shared talent. 


A Twi'Ler Jeo! INsTRUCTOR. 


You can take this talent multiple times. Each time you do so, you must 
select a different talent to share with this ability. You can share each talent 
with your allies only once per day. 

Prerequisite: At least one talent from the Lightsaber Combat, Duelist, or 
Lightsaber Forms talent tree. 

Transfer Power: As a standard action, you can spend any one use of a 
Force power currently in your Force suite, adding a use of that power to the 
Force suite of any ally trained in the Use the Force skill. The ally must be 
within 12 squares of you and in your line of sight. When your ally uses that 
power, it disappears from his or her Force suite. If the ally does not use the 
Force power before the end of the encounter, it is permanently removed 
from his or her Force suite. 

Prerequisite: Force Training feat. 


JEDI INVESTIGATOR TALENT TREE 

You are one of the Jedi Order's most trusted investigators, tasked with 
ferreting out the truth through a combination of detective work and Force 
divination. 

Echoes in the Force: You can use the farseeing power on a location 
instead of on an individual creature, peering into the location's past to view 
events that occurred there. Unlike the normal use of the farseeing power, you 
are actually looking into the location's past (at a time you designate), and 
you must be standing in the location being viewed. The target DC for your 
Use the Force check is 20, +1 for each day into the past that you attempt to 
scry. When you look into the past, you need only specify a time in a number 
of days, as you can sense tremors in the Force that focus your visions on 
meaningful events that day. 

Jedi Quarry: As a swift action, you designate a single target creature as 
the focus of your attentions. You gain a +2 bonus to your speed any time 
you spend a move action to move, provided that you end your movement 
adjacent to the target. You retain this bonus (and may not use this talent 
again) until your target surrenders, is reduced to 0 hit points, or moves to 
the bottom of the condition track, or until the encounter ends. 

Prepared for Danger: Whenever you have at least one unspent farseeing 
power in your Force suite, you can spend that farseeing power to regain any 
one other Force power as a swift action, 

Sense Deception: Whenever someone makes a Deception or Persuasion 
skill check against your Will Defense, you can make a Use the Force check, 
replacing your Will Defense with the result of your Use the Force check if 
it is higher. 

Unclouded Judgment: Whenever you are the target of a mind-affecting 
Force power or talent, you can spend a Force Point as a reaction to negate 
the effects of that Force power or talent (no skill check required). 

Prerequisite: Sense Deception. 


JED] WEAPON MASTER TALENT TREE 
You have learned to use the Force to 
master a variety of weapons, and have 
expanded your martial prowess to cover 
more than just lightsabers. 

Combat Trance: Whenever 
you use the battle strike power, 
you gain the power's bonus on 
attack rolls on your first melee 
attack made each round until 
the end of the encounter. If 
you do not attack in a round, 
this effect ends. 

Improvised Weapon 
Master: You take no penalty 
on attack rolls with improvised 
weapons. 

Twin Weapon Style: As 
a standard action, 
whenever you are 
wielding two weapons 
(or a double weapon), 
you can make one attack 
with each weapon (or 
each end of a double- 
weapon). Each attack must be 
against a different target 

Twin Weapon Mastery: 
Whenever you use the Twin 
Weapon Style talent, you 
can move 2 squares between 
each attack. This movement 
does not provoke attacks of 
opportunity. 

Shoto Pin: Whenever you 
are wielding a shoto and success- 
fully use the Block talent to negate a 
melee attack, the attacker can make no 
further melee attacks until the start 
of its next turn or until you are no 
longer adjacent to it. 

Prerequisite: Block. 


A RODIAN Jeo! WEAPONMASTER. 


SITH APPRENTICE TALENTS 
The following talents are for use with the Sith apprentice prestige class (see 
page 222 of the Saga Edition core rulebook). 


SITH ALCHEMY TALENT TREE 
You have learned the alchemical arts of the ancient Sith Lords and can create 
objects and creatures that are filled with the power of the dark side. 

Cause Mutation: You can use your mastery of Sith alchemy to create 
mutated abominations. You must have access to a willing (or unconscious) 
creature to which you will apply the Sith Abomination template (see the side- 
bar) or the Chrysalis Beast template (see page 133). You also need a medical 
lab outfitted for the process, which requires a number of days equal to the 
creature's modified CL. You must spend a Force Point at the completion of 
the process to complete the transformation. A creature you have mutated 
is considered to be a domesticated creature, but for you only (unless it was 
already a domesticated creature before its mutation). 

Prerequisite: Sith Alchemy. 

Rapid Alchemy: Asa standard action, you can perform minor alchemical 
alterations to a melee weapon you wield. For the remainder of the encounter, 
you gain a +2 equipment bonus on attack rolls with that weapon, Addition- 
ally, once before the end of the encounter, you can sacrifice this bonus as a 
free action to gain a +5 equipment bonus on a single damage roll you make 
with that weapon. 

Sith Alchemy: Your knowledge of Sith alchemy allows you to imbue 
certain objects with the power of the dark side. You can perform any of the 
following alchemical transformations, though each time you do so, increase 
your Dark Side Score by 1 

Create Sith Amulet: You can create a Sith amulet. The creation of a Sith 
amulet requires 25,000 credits’ worth of gems and other raw materials, and 
the creation process takes 1 week (this work can be spread out over several 
sessions and need not be consecutive). At the end of the process, you must 
spend a Force Point to complete the Sith amulet, after which point it func- 
tions exactly as a Sith amulet (see page 68). 

Create Sith Armor: You can transform a suit of normal battle armor into 
the dark armor worn by Sith Lords. You must have a suit of battle armor to 
transform into the dark armor (light battle armor becomes light dark armor, 
medium battle armor becomes medium dark armor, and heavy battle armor 
becomes heavy dark armor). The transformation process takes 1 day for light 
dark armor, 2 days for medium dark armor, and 3 days for heavy dark armor. 
You must spend a Force Point at the end of the creation process to complete 
the armor's transformation. 

Create Sith Talisman: You can spend 1 Force Point to imbue a portable 
object with the dark side, creating a Sith talisman that provides offensive 
strength to a Force power. Creating the talisman takes a full-round action. 
While you wear or carry the talisman on your person, you add 1d6 to your 
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damage with Force powers. You increase your Dark Side Score by 1 when 
you first wear or carry a Sith talisman. You can have only one Sith talisman 
active at any given time, and if it is destroyed, you cannot create another 
one for 24 hours. 

Create Sith Weapon: You can alchemically treat a simple melee weapon or 
an advanced melee weapon, turning it into a Sith weapon. You must spend 
a Force Point and spend 1 hour imbuing the weapon with the properties of 


DARK ARMOR TRAIT BENEFIT 

Cortosis Weave Automatically deactivates any lightsaber 
that strikes the wearer 

Dark Side Energy Grants the wearer a +2 equipment bonus on 
Use the Force checks made to activate 
powers with the [darkside] descriptor 

Dark Side Stealth Grants the wearer a +2 equipment bonus 
‘on Use the Force checks made to avoid 
detection 

Imposing Form Grants the wearer a +2 equipment bonus 
on Persuasion checks made to intimidate 

SITH ABOMINATION TRAIT — BENEFIT 

Damage Reduction A Sith abomination gains DR 5 or increases 
its existing DR by +5 

Iron Will ASith abomination gains a +2 equipment 
bonus to its Will Defense 


A Sith abomination's natural weapons are 
laced with Sith poison (see page 69) 


Vile Natural Weapons 


‘SITH WEAPON TRAIT 
Jagged Weapon 


BENEFIT 

Any time the Sith weapon damages a living 
creature, that creature takes 1d4 points of 
damage at the start of its next turn 

The Sith weapon grants a +2 equipment 
bonus on Use the Force checks to Block and 
Deflect 

The Sith weapon is always considered to be 


Master's Weapon 


Vile Weapon 
laced with Sith poison (see page 69) 


a Sith alchemical weapon. A lightsaber does not ignore the Sith weapon's 
DR, and characters who are proficient in the weapon's use can treat it as a 
lightsaber for the purposes of the Block, Deflect, and Redirect Shot talents 
(and any talents that have those Jedi talents as a prerequisite). 

Additionally, as a swift action, the wielder of a Sith weapon can spend a 
Force Point to gain a bonus equal to his Dark Side Score to the damage of 
his next attack made with the weapon before the end of the encounter. This 
increases the wielder’s Dark Side Score by 1. 

Sith Alchemy Specialist: You can modify an object with Sith alchemy 
so that it gains a specific trait. Specific traits are listed on Table 1-1. You 
can only perform one modification at a time. Unless otherwise noted, you 
cannot grant more than one benefit to a single object, and you cannot apply 
the same benefit more than once. You must spend a Force Point and devote 1 
hour of uninterrupted work to apply a trait to the relevant object, and when 
you do so, you increase your Dark Side Score by 1. 

Prerequisite: Sith Alchemy. 


WHISPERS OF THE SITH 
SPIRIT: SITH ABOMINATION 
(TEMPLATE) 


The Sith alchemists of the past were not just content to create power- 
ful weapons and suits of armor—they also wanted living weapons. The 
ancient Sith who first discovered alchemical secrets learned to manipu- 
late the genetic structure of living creatures, even sentient species. The 
‘Sith abomination is the result, the Massassi abomination (see page 123) 
but one example. 

To create a Sith abomination, make the following changes to a crea- 
ture's statistics: 

Challenge Level: Increase the base creature's CL by +1. 

Dark Side Score: A Sith abomination always has a Dark Side Score 
‘equal to its Wisdom score. 

Ability Scores: Increase the base creature's Constitution score by 
+4, Decrease the base creature's Intelligence and Wisdom scores by -2 
each. 

Abominable Presence: Any creature that starts its turn within 6 
squares of a Sith abomination is subject to an attack (1420 + the base 
creature's Strenath or Constitution bonus, whichever is higher) against 
its Will Defense. If the attack succeeds, the ‘creatures moves ~1 step 
down the condition track. This is a fear effect. Other Sith abominations 
are immune to this effect. 

Force Sensitivity: All Sith abominations gain the Force Sensitivity 
feat as a bonus feat. 


SITH ABOMINATIONS CREATED FROM COMMON SPECIES. 


FEATS 

Feats provide game mechanics for core character concepts. They allow 
characters from any class to access significant special abilities, as long as 
certain prerequisites are met. 


FOLLOW THROUGH 
You have learned to take down an enemy with an attack and then use your 
momentum to dash across the battlefield. 

Benefit: If you deal enough damage to your opponent with a melee attack 
to reduce it to 0 hit points, you can immediately move up to your speed. You 
can use this ability once per turn. 

Special: If you have the Cleave feat, you can move up to your speed before 
making the extra melee attack granted by the Cleave feat. 


FORCE REGIMEN MASTERY 
You learn one or more Force regimens, which you can use to enhance your 
regular training. 

Prerequisites: Force Sensitivity, trained in the Use the Force skill. 

Benefit: You learn a number of Force regimens (see page 10) equal to 1 
+ your Wisdom modifier (minimum 1). 

Special: You can take this feat more than once. Each time you take 
this feat, you learn a number of additional Force regimens equal to 1 + 
your Wisdom modifier (minimum 1). If your Wisdom modifier permanently 
increases, you immediately gain a number of Force regimens equal to the 
number of Force Regimen Mastery feats you have taken. 


LONG HaArT TRIKE 
You have learned to take advantage of oversized lightsabers, turning them 
into double weapons. 

Prerequisite: Proficient with weapon used. 

Benefit: When you use a lightsaber pike or a long-handle lightsaber, you 
can attack with both ends of the weapon, treating it as a double weapon. See 
the description of the individual weapon for more information on attacking 
with both ends of the weapon. 


RELENTLESS ATTACK 
You ensure the demise of your foe by turning misses into opportunities. 

Prerequisites: Proficient with weapon used, Double Attack with weapon 
used 

Benefit: Choose one weapon group or exotic weapon for which you have 
the Double Attack feat. Whenever you miss a target with that weapon, you 
gain a +2 competence bonus on your next attack roll made before the end 
of your next turn against the missed target. 

Special: You can select this feat multiple times. Each time you select this 
feat, it applies to a different weapon group or exotic weapon. 
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UNSWERVING RESOLVE 
You stand your ground in the face of terrifying or domineering opposition. 

Prerequisite: Base attack bonus +2. 

Benefit: Whenever you are targeted by a fear effect or mind-affecting 
effect that fails to affect you (such as when the skill check required to use the 
effect fails to beat your Will Defense), you gain a temporary Force Point. If 
this Force Point is not used before the end of your next turn, it goes away. 

If you negate the contingent effect in any way (such as by using rebuke 
to negate a mind-affecting Force power), you do not gain the benefit of 
this feat. 


FORCE POWERS 
The following Force powers are available to any character who has the Force 
Sensitivity feat (see page 85 of the Saga Edition core rulebook). These Force 
powers represent the variety of powers available to Jedi and other Force 
traditions, light and dark. 5 

Telekinetic Power: Powers with the [telekinetic] descriptor are included 
among the powers affected by talents such as Telekinetic Power and Tele- 
kinetic Savant. 


BLIND [TELEKINETICI 

You hurl dirt, dust, and debris at your foe, affecting its perception. Time: 
Swift action, Target: One creature within 12 squares of you and in your 
line of sight. 

Make a Use the Force Check. Make one roll and compare the result to 
the target's Reflex Defense. Of the result equals or exceeds the target's Reflex 
Defense, the target is considered flat-footed, and all other creatures have 
concealment from your target until the start of your next turn. Creatures 
that do not rely on eyesight to perceive (such as Miraluka) are immune to 
this effect. 

Special: You can spend a Force Point to use this power as a free action, 
instead of as a swift action. 


CONVECTION 
You alter your body chemistry, causing your skin to burn with incredible heat. 
Time: Swift action. Target: You. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15: Until the start of your next turn, all of your unarmed melee attacks 
deal +1d6 points of fire damage. Any target that takes fire damage also 
catches on fire (see page 255 of the Saga Edition core rulebook). 

DC 20: As DC 15, except your melee attacks deal +2d6 points of fire 
damage. 

DC 25: As DC 15, except your melee attacks deal +3d6 points of fire 
damage. 


DC 30: As DC 15, except your melee attacks deal +4d6 points of fire 
damage. 

Special: You can spend a Force Point to deal the bonus fire damage to 
any creature that strikes you with an unarmed attack or makes a grab or 
grapple attack against you, for as long as the power is in effect. 

You can maintain convection from round to round, extending the normal 
duration, Maintaining the convection power is a swift action, and you must 
make a new Use the Force check each round. If you take damage while 
convection, you must succeed on a Use the Force check (DC = 
15 + damage taken) to continue maintaining the power. 


CRUCITORN 
You can ignore the debilitating effects of physical pain and focus despite 
great physical trauma. Time: Reaction (to an attack or Force power). 
Target: You. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15:You gain a +5 Force bonus to your damage threshold against any 
damage you take from the attack or Force power. 

DC 20: As DC 15, except the Force bonus increases to +10. 

DC 25: As DC 15, except the Force bonus increases to +15. 

DC 30: As DC 15, except the Force bonus increases to +20. 

Special: You can spend a Force Point to increase the bonus to your 
damage threshold by an additional +5. 


CRYOKINESIS 

You can use the Force to draw heat away from an object, causing its tem- 
perature to drop rapidly. Time: Standard action. Target: One unattended 
object within 12 squares of you and in your line of sight. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC20:The object becomes cold to the touch and more fragile. Reduce the 
object's DR by 5 until the end of your next turn. Additionally, if the object 
is a mechanical or electronic device, it automatically moves -1 step down 
the condition track. 

DC 25: As DC 20, except the object's DR is reduced by 10. 

DC30: As DC 20, except the object's DR is reduced by 15. 

DC35:As DC 20, except the object's DR is reduced by 20. 

Special: You can spend a Force Point to increase the penalty to the 
object's DR by 5. An object moved to the bottom of the condition track by this 
power ceases to function until it is repaired, but is otherwise unharmed, 

You can maintain cryokinesis from round to round, extending the normal 
duration of the DR reduction (though the object does not move farther down 
the condition track). Maintaining the cryokinesis power is a swift action and 
you do not make a new Use the Force check each round. If you take damage 
while maintaining cryokinesis, you must succeed on a Use the Force check 
(DC = 15 + damage taken) to continue maintaining the power. 


DRAIN ENERGY 

You can draw the energy out of a powered object, such as a blaster’s power 
pack or a power generator. Time: Standard action. Target: One powered 
weapon or object within 6 squares of you and in your line of sight. 


Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC20:You drain the energy from the energy cell or cells powering a Small 
or smaller weapon or powered object. You completely drain the object of its 
energy, and it cannot be used until its energy cells are replaced. 

DC 25: As DC 20, except you drain a Medium or smaller weapon or 
object. 

DC 30: As DC 20, except you drain a Large or smaller weapon or object. 

DC 35: As DC 20, except you drain a Huge or smaller weapon or object. 
If the object is being powered by a power generator, you drain all of the 
power from that instead. 

Special: You can spend a Force Point to increase the size of the object 
that can be drained by one size category (up to Gargantuan). 


FOLD SPACE 

You can use the Force to bend space, transporting an object almost instan- 
taneously from one place to another. Time: Full-round action. Target: One 
held or unattended object within 6 squares and line of sight or one vehicle 
you occupy. 

Make a Use the Force Check. The result of the check determines the 
maximum size of the object you can transport and the distance you can 
transport it. 

DC 20: You can move a Medium or smaller object up to 6 squares. 

DC 25: You can move a Large or smaller object up to 12 squares. 

DC30: You can move a Huge or smaller object up to 18 squares. 

DC 35: You can move a Gargantuan or smaller object up to 24 squares. 

DC 40: You can move a Colossal or smaller object up to 30 squares. 

Special: If the object you are transporting contains other objects or 
creatures (such as a starship), everything contained within the object is 
transported as well. 

You can spend a Force Point to increase the maximum size of the object 
you can move by two categories, up to Colossal (cruiser) in size, or double 
the distance the object is transported. 


FORCE LIGHT [LIGHT SIDE] 
You can draw the Force into yourself, turning you into a beacon of light that 
purges the taint of the dark side. Time: Standard. Targets: See text. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 20: Until the end of your next turn, any creature with a Dark Side 
Score of 1+ that begins its turn within 6 squares of you automatically takes 
1d6 points of Force damage and takes a -1 penalty on attack rolls. This is 
an area effect. 

DC 25: As DC 20, except the damage increases to 2d6 points. 

DC 30: As DC 20, except the damage increases to 3d6 points. 

DC35: As DC 20, except the damage increases to 4d6 points. 
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Special: You can spend a Force Point to increase the damage dealt by 
+146 points. 

You can maintain Force light from round to round, extending the normal 
duration. Maintaining the Force light power is a standard action, and you 
must make a new Use the Force check each round. If you take damage while 
maintaining Force light, you must succeed on a Use the Force check (DC = 
15 + damage taken) to continue maintaining the power. 


FORCE STORM [DARK SIDE] 
You create a storm that draws upon the dark side of the Force, focusing 
its malicious intent on a certain area. Time: Standard action. Target: One 
designated area within 12 squares of you and in your line of sight. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 20: You create a Force storm that covers a 3x3 square area. At least 
one square within that area must be within the given range of this power. All 
squares within the Force storm are filled with driving’acid rain that provides 
concealment and deals 2d6 points of acid damage to any creature that enters 
the Force storm or begins its turn within the area. The storm also imposes 
a -5 penalty on Perception checks to listen, as the storm howls loudly. The 
Force storm lasts until the end of your next turn. This is an area effect. 

DC 25: As DC 20, except the Force storm covers a 4x4 square area. 

DC 30: As DC 20, except the Force storm covers a 5x5 square area. 

DC 35: As DC 20, except the Force storm covers a 6x6 square area. 

Special: You can spend a Force Point to increase the damage dealt by 
the acid rain by +2d6 points. 

You can maintain Force storm from round to round, extending the normal 
duration. Maintaining the Force storm power is a standard action, and you 
must make a new Use the Force check each round. If you take damage while 
maintaining Force storm, you must succeed on a Use the Force check (DC = 
15 + damage taken) to continue maintaining the power. 


FORCE TRACK 
You peer into the Force for guidance, picking up the trail of your quarry. 
Time: Swift action. Target: You. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15:You determine the path taken by a specific creature you designate, 
provided you are within line of sight of the creature's trail. You can track the 
creature (as per the Track application of the Survival skill) without needing to 
make Survival checks for up to 1 hour, provided the creature you are tracking 
passed through the area within the last minute. 

DC 20: As DC 15, except the creature you are tracking need only have 
passed through in the last 10 minutes. 
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DC 25: As DC 15, except the creature you are tracking need only have 
passed through in the last hour. 

DC 30: As DC 15, except the creature you are tracking need only have 
passed through in the last day. 

Special: You can spend a Force Point to track up to two targets 
simultaneously. 


HATRED [DARK SIDE] 
You give yourself over to the dark side, letting your hate radiate out from your 
body in palpable waves. Time: Standard action. Targets: See text. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15: Until the end of your next turn, any creature that starts its turn 
within 6 squares of you takes 1d6 points of Force damage and takes a -1 
penalty to all defenses. 

DC 20: As DC 15, except the damage increases to 2d6 points, 

DC 25: As DC 15, except the damage increases to 3d6 points. 

DC 30: As DC 15, except the damage increases to 4d6 points. 

Special: You can spend a Force Point to increase the damage dealt by 
+106. 


You can maintain hatred from round to round, extending the normal 
duration. Maintaining the hatred power is a swift action, and you must make 
a new Use the Force check each round. If you take damage while maintain- 
ing hatred, you must succeed on a Use the Force check (DC = 15 + damage 
taken) to continue maintaining the power. 


INERTIA 
You can use the Force to shift your body's inertia, allowing you to perform 
impossible stunts. Time: Move action. Target: You. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15: You move up to half your speed along a wall as though it were 
the ground, ignoring the normal effects of gravity for the duration of this 
movement. If you are not on the ground when you end this movement, you 
fall to the ground. 

DC 20: As DC 15, except you can move at your normal speed along the 
wall. : 

DC 25: As DC 15, except you can move at your speed + 2 squares along 
the wall. 

DC 30: As DC 15, except you can move at your speed + 4 squares along 
the wall. 

Special: You can spend a Force Point to increase the speed you move 
along the wall by +2 squares. 


INSPIRE [LIGHT sSiDe] 

You fill your allies with hope and courage, allowing them to face even the 
most daunting of odds. Time: Swift action. Targets: All allies within 6 squares 
of you and in your line of sight. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 20: The targets gain a +2 Force bonus to Will Defense against mind- 
affecting and fear effects until the end of your next turn. 

DC 25; As DC 20, except bonus increases to +5. 

DC 30: As DC 20, except the bonus increases to +10. 

DC.35: As DC 20, except the targets are immune to mind-affecting and 
fear effects. 

Special: You can spend a Force Point to grant each target 246 bonus 
hit points when the power is first activated. Damage is subtracted from the 
bonus hit points first, and any bonus hit points remaining at the end of the 
encounter go away. 

You can maintain inspire from round to round, extending the normal 
duration. Maintaining the inspire power is a swift action, and you must make 
a new Use the Force check each round. If you take damage while maintain- 
ing inspire, you must succeed on a Use the Force check (DC = 15 + damage 
taken) to continue maintaining the power. 


INTERCEPT [TELEKINETICI 

You use the Force to telekinetically hurl a small object in the path of an 
incoming projectile, preventing it from striking you. Time: Reaction. Target: 
One incoming ranged attack targeting you. 

Make a Use the Force Check. If your Use the Force check equals or 
exceeds the attack roll result of the incoming ranged attack (including all 
modifiers), you negate the attack against you. 

‘Special: You can use this power to negate an object being used as a pro- 
jectile weapon with the Move Light Object application of the Use the Force 
skill, or the move object Force power. In both cases, the DC for your Use the 
Force check is equal to the Use the Force check made by the enemy target- 
ing you with the projectile. If you are successful, the object being used as a 
projectile weapon does not hit you and deals no damage to you. Additionally, 
if the object was moved with the move object power, the activator of that 
power can no longer maintain the move object power on that object. 

You can spend a Force Point to use this power to intercept some of the 
barrage of shots from a ranged weapon set on autofire. If you succeed on 
the Use the Force check, you take half damage if the autofire attack hits 
and no damage if the attack misses. 


MEMORY WALK [DARK SIDE, 
MIND-AFFECTING] 

You torment an enemy by causing him to relive his most horrible memories. 
Time: Standard action. Target: One creature with an Intelligence of 3 or 
higher within 6 squares of you and in your line of sight. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 20:Compare the result to the target's Will Defense. If the skill check 
equals or exceeds the target's Will Defense, the target takes 2d6 points of 
Force damage and loses its swift action on its next turn. 

DC 25: As DC 20, except the target loses its move action on its next turn. 

OC 30: As DC 20, except the target loses its standard action on its 
next turn, 

DC35:As DC 20, except the target loses its standard action and its swift 


Special: You can spend a Force Point to increase the damage by +2d6. 

You can maintain memory walk from round to round, extending the normal 
duration. Maintaining the memory walk power is a standard action, and you 
must make a new Use the Force check each round. If you take damage while 
maintaining memory walk, you must succeed on a Use the Force check (DC 
= 15 + damage taken) to continue maintaining the power. 
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MIND SHARD [MIND-AFFECTINGI 
You use the Force to splinter the mind of an opponent, wracking it with pain 
Time: Standard action. Target: One creature within 12 squares of you and 
in your line of sight 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15: Compare the result to the target’s Will Defense. If the skill check 
equals or exceeds the target's Will Defense, the target takes 28 points of 
Force damage and moves -1 step down the condition track. Furthermore, the 
target cannot improve its condition until the end of your next turn (although 
other creatures may use abilities to improve its condition). 

DC 20: As DC 15, except the damage increases to 348. 

DC 25: As DC 15, except the damage increases to 4d8. 

DC 30: As DC 15, except the damage increases to 5d8. 

Special: You can spend a Force Point to increase the damage by +2d8. 


PLANT SURGE 
You reach out with the Force to entreat the aid of plants, causing them to 
ash out at your enemy. Time: Standard action. Target: One creature within 
12 squares of you and in your line of sight 

Make a Use the Force Check. Compare the result of the Use the Force 
check to the Fortitude Defense of the target. If the skill check equals or 
exceeds the target's Fortitude Defense, the target's speed is O until the 
end of your next turn. A creature can escape (restoring its normal speed) 
by making a grapple check as a standard action, opposed by your Use the 
Force check. 

Special: There must be one or more plants adjacent to the target, or else 
this power fails automatically. 


THE FORCE 
THROUGH THE AGES 


Not every Force power or talent is well known in all eras. Knowledge is 
gained and lost over time, and techniques that are common during the 
Great Sith War are all but forgotten by the time of the Clone Wars. Though 
all Force powers and talents in the core rulebook are assumed to be 
applicable in all eras, some of the powers found in the various campaign 
guides and within this book may be restricted by era. Gamemasters should 
feel free to rule that some Force-related abilities just cannot be found in 
some eras. In particular, Force powers are likely to be extremely restricted 
during the Dark Times and the Rebellion era, as they represent a time 
when Emperor Palpatine tightly controls knowledge of the Force and the 
Jedi have become all but extinct. In eras where the Jedi are commonplace, 
a wider variety of techniques may be available for use, but even then 
much knowledge has been lost, or is yet to be discovered. 
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You can spend a Force Point to impose a -10 penalty to the target's 
grapple checks made to escape the plant surge. 

You can maintain plant surge from round to round, extending the normal 
duration. Maintaining the plant surge power is a swift action, and you must 
make a new Use the Force check each round. If you take damage while 
maintaining plant surge, you must succeed on a Use the Force check (DC = 
15 + damage taken) to continue maintaining the power. 


THOUGHT BomB 
[MIND-AFFECTINGI 

You use the Force to radiate out harmful waves of telepathy, damaging the 
minds of nearby foes. Time: Standard action. Targets: All enemies within 
2 squares of you. 

Make a Use the Force Check. Compare the result of the skill check to 
each target's Will Defense. If the result equals or exceeds the target's Will 
Defense, the target takes 2d6 points of Force damage and loses its swift 
action on its next turn. This is an area effect. 

Special: You can spend a Force Point to increase the damage dealt by 
this power by +246 points 


LIGHTSABER FORM 
POWERS 


The following Force powers are part of a new group of abilities called 
lightsaber form powers. These powers are tagged with the [lightsaber form] 
descriptor. Each power represents a single technique associated with one of 
the Jedi lightsaber combat forms. Each power uses some Force manipula- 
tion, and most also involve a lightsaber attack; additionally, each power has 
an special added benefit that you gain as a result of having the appropriate 
lightsaber form talent for that power. You must be wielding an activated 
lightsaber to use any power with the [lightsaber form] descriptor. You 
cannot rebuke a lightsaber form power, with two exceptions: draw closer 
and pushing slash 

Lightsaber form powers are intended to help Jedi (and Sith) characters 
make use of special attacks associated with the various lightsaber forms 
well before they are able to take the talent. They are also a good way for a 
character to say that he or she is a practitioner of a certain form without 
necessarily having spent a precious talent on that form. Many famous Jedi 
are regarded as students of multiple forms, and with these lightsaber form 
powers, your heroes can dabble in several different forms, even if they are 
only considered masters of a small few, 


ASSURED STRIKE 

[LIGHTSABER FORM] 

You trade power for accuracy. Time: Standard action, Target: One enemy 
within your reach, 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

OC 15: You make a single melee attack with a lightsaber against the 
target, rolling twice and keeping the higher result. However, you take a -5 
penalty on your damage roll. 

DC 20: As DC 15, except you take a -2 penalty on your damage roll. 

DC.25: As DC 15, except you take a -1 penalty on your damage roll. 

DC 30: As DC 15, except you take no penalty on your damage roll. 

Lightsaber Form (Juyo): If you have the Juyo talent and miss with both 
attack rolls, this power remains in your Force suite instead of being spent 
as normal. 

Special: You can spend a Force Point to roll your attack roll three times, 
keeping the highest result. 


BARRIER OF BLADES 
[LIGHTSABER FORMI 

You whip your lightsaber around you, creating a barrier through which blaster 
fire rarely penetrates. Time: Swift action. Target: You. 


Make a Use the Force Check. Until the start of your next turn, you can 
use the result of your Use the Force check in the place of your Reflex Defense 
against incoming non-area ranged attacks. 

Lightsaber Form (Shien): If you have the Shien talent, you can redirect 
(as per the Redirect Shot talent) one blaster bolt that misses you while this 
power is in effect. 

Special: You can spend a Force Point to have the benefits of this power 
also apply to attacks from ranged weapons set on autofire, If such an attack 
hits you while this power is in effect, you take half damage; if it misses you, 
you take no damage. 


CIRCLE OF SHELTER 
[LIGHTSABER FORMI 

You create a protected area around yourself, through which enemies have 
difficulty reaching you or your allies. Time: Standard. Targets: You plus all 
allies adjacent to you. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 20: Until the end of your next turn, you and all adjacent allies gain a 
+1 deflection bonus to Reflex Defense. 

DC 25: As DC 20, except the bonus increases to +2. 

DC 30: As DC 20, except the bonus increases to +5. 

Lightsaber Form (Soresu): If you have the Soresu talent, you can add 
the deflection bonus on Use the Force checks made to use the Block and 
Deflect talents until the end of your next turn. 

Special: You can spend a Force Point to also apply the deflection bonus 
from this talent to the Fortitude Defense of all adjacent allies. 


CONTENTIOUS OPPORTUNITY 
[LIGHTSABER FORMI 
You seize the moment when your opponent gives you an opening, darting 
in to strike, Time: Free action (when you make an attack of opportunity). 
Target: One enemy within your reach. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 20: If you hit with your attack of opportunity, you deal an additional 
+1 die of damage. 

DC25: As DC 20, except you deal an additional +2 dice of damage. 

DC 30: As DC 20, except you deal an additional +3 dice of damage. 

DC 35: As DC 20, except you deal an additional +4 dice of damage. 

Lightsaber Form (Makashi): If you have the Makashi talent, you gain 
a +2 Force bonus on attacks of opportunity (including this one) until the 
end of your next turn. 

Special: If you hit with the attack of opportunity, you can immediately 
spend a Force Point to reduce the target's speed by 2 squares until the end 
of its next turn. 
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DEFLECTING SLASH 
[LIGHTSABER FORMI 

You use the momentum from your effort to deflect a projectile to strike at 
an adjacent opponent. Time: Reaction (when targeted by a non-area ranged 
attack). Targets: You plus one enemy within your reach. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15:Compare the result of your Use the Force check against the attack 
roll of the incoming attack. If your Use the Force check equals or exceeds 
the incoming attack roll, the attack deals half damage on a hit. Additionally, 
you can make a single melee attack with a lightsaber against any one target 
within your reach after the damage is resolved. 

DC 20; As DC 15, and you deal +1 point of damage to the target of your 
lightsaber attack on a hit. 

DC 25:As DC 15, and you deal +3 points of damage to the target of your 
lightsaber attack on a hit.. 

DC 30: As DC 15, and you deal +5 points of damage to the target of your 
lightsaber attack on a hit. 

Lightsaber Form (Soresu): If you have the Soresu talent, you can spend 
a Force Point to redirect the incoming attack (as per the Redirect Shot talent) 
at any other target within 6 squares of you 
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You can spend a Force Point to take no damage from the incom- 
ing attack if your skill check equals or exceeds its attack roll 


DISARMING SLASH 

CLIGHTSABER FORM] 

You strike at your opponent's weapon, attempting to rip it from his grasp. 
Time: Standard action. Target: One enemy within your reach. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15: Make a single melee attack with a lightsaber against an adjacent 
opponent. If the attack deals damage, you can use your Use the Force check 
result in place of an attack roll to make an immediate disarm attempt against 
the target. If you succeed at your disarm attempt, you can have the weapon 
drop to the ground or call it to your own hand (assuming you have a free 
hand with which to hold the weapon). 

OC 20: As DC 15, except your target gains only a +5 bonus to Reflex 
Defense to resist being disarmed (instead of a +10 bonus). 

DC 25: As DC 15, except your target gains only a +2 bonus to Reflex 
Defense to resist being disarmed (instead of a +10 bonus). 

DC30: As DC 15, except your target gains no bonus to Reflex Defense to 
resist being disarmed (instead of a +10 bonus). 

Lightsaber Form (Shii-Cho): If you have the Shii-Cho talent, you can use 
this power as a reaction to being attacked by an adjacent opponent, 

Special: You can spend a Force Point to deal damage to the target's 
weapon equal to the damage you dealt to the target, provided you success- 
fully disarm that opponent 


DRAW CLOSER 

[LIGHTSABER FORM, TELEKINETICI 
You grab an opponent with the Force, drawing him into the path of your 
weapon. Time: Standard action. Target: One enemy within 6 squares of you 
and in your line of sight. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15: If your target is Medium or smaller in size and is neither grabbed 
nor grappled, you immediately pull it into the nearest unoccupied space 
adjacent to you (if no space adjacent to you is a legal space for the target 
due to its size, the power fails). You can then make a single melee attack 
with a lightsaber against the target. 

DC 20: As DC 15, except your target may be Large or smaller. 

DC 25: As DC 15, except your target may be Huge or smaller. 

DC30: As DC 15, except your target may be Gargantuan or smaller, 

Lightsaber Form (Niman): If you have the Niman talent, you can target 
a creature within 12 squares (instead of 6 squares). 

Special: You can spend a Force Point to pull the target into any adjacent 
space. 


A CATHAR JED! USES ORAW CLOSER ON 4 SITH ASSASSIN. 
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FALLING AVALANCHE 
CLIGHTSABER FORM] 

You raise your lightsaber above your head and then bring it crashing down 
on your opponent with incredible force. Time: Standard action. Target: You 
plus one enemy within your reach 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15:You can make a single melee attack with a lightsaber against the 
target, provided that is no more than one size category larger than you. 
If your attack deals damage, you can push the target 1 square away from 
you, and then move into the space that enemy just vacated. Neither your 
movement nor the target's movement provokes attacks of opportunity. You 
cannot move a target that is grabbed or grappled. 

DC20:As DC 15, except you can push the target 2 squares and can move 
through spaces your target passed through to end adjacent to your target. 

DC 25:As DC 15, except you can push the target 3 squares and can move 
through spaces your target passed through to end adjacent to your target. 

DC30:As DC 15, except you can push the target 4 squares and can move 
through spaces your target passed through to end adjacent to your target. 


Lightsaber Form (Djem So): If you have the Djem So talent, after suc- 
cessfully activating this power you gain one temporary Force Point which 
can only be used to activate the Djem So talent. If this temporary Force Point 
is not used before the end of the encounter, it is lost. 

Special: You can spend a Force Point to knock your opponent prone at 
the end of its forced movement. 


Fuiuip RIPOSTE 

[CLIGHTSABER FORM]! 

You smoothly turn aside an opponent's melee attack, stepping in to deliver 
your own attack. Time: Reaction (when an adjacent opponent makes a melee 
attack against you). Targets: You plus one enemy within your reach. 

Make a Use the Force Check. Compare the result of your Use the Force 
check against the attack roll of the incoming attack. If your Use the Force 
check equals or exceeds the incoming attack roll, the attack deals half 
damage ona hit. You can then immediately move to any other square adjacent 
to your attacker and make a single melee attack with a lightsaber against it. 
This movement does not provoke attacks of opportunity. 

Lightsaber Form (Djem So): If you have the Djem So talent, after suc- 
cessfully activating this power you gain one temporary Force Point which 
can only be used to activate the Djem So talent. If this temporary Force Point 
is not used before the end of the encounter, it is lost. 

Special: You can spend a Force Point to treat the attacker as flat-footed 
for purposes of your lightsaber attack. 


HAWK-BAT SwooP 

CLIGHTSABER FORM] 

You leap into action against your foe, striking with your lightsaber before 
other enemies have a chance to react. Time: Action. Targets: You plus one 
enemy within your reach. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15:You move up to 2 squares; this movement does not provoke attacks 
of opportunity. If you end your movement adjacent to a target, you can make 
a single melee attack with a lightsaber against that target. 

DC20: As DC 15, except you can move up to 4 squares. 

DC25:As DC 15, except you can move up to 6 squares. 

DC 30: As DC 15, except you can move up to 8 squares. 

Lightsaber Form (Ataru): If you have the Ataru talent, you can also move 
up to 2 squares after you resolve your lightsaber attack. This movement does 
not provoke attacks of opportunity. 

Special: You can spend a Force Point to deal +2 dice of damage with 
your lightsaber attack. 
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ANAKIN AND OBI-WAN IN A SABER Lock. 


HIGH GROUND DEFENSE 
[LIGHTSABER FORMI 

You know how to take advantage of the terrain and gain a defensive advan- 
tage from it. Time: Swift action. Target: You. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15; Until the start of your next turn, if you are standing on a low object 
or in difficult terrain, any creature that moves adjacent to you provokes an 
attack of opportunity from you. 

DC 20:As DC 15, except you gain a +1 Force bonus on attacks of oppor- 
tunity until the start of your next turn. 

DC 25: As DC 15, except you gain a +2 Force bonus on attacks of oppor- 
tunity until the start of your next turn. 

DC30: As DC 15, except you gain a +5 Force bonus on attacks of oppor- 
tunity until the start of your next turn. 

Lightsaber Form (Sokan): If you have the Sokan talent, you deal +1 die 
of damage with attacks of opportunity until the start of your next turn. 

Special: You can spend a Force Point to move 1 square each time you 
make an attack of opportunity until the start of your next turn. This move- 
ment does not provoke attacks of opportunity. 


MAKASHI RIPOSTE 

[LIGHTSABER FORM] 

You are trained in a Makashi technique that allows you to slightly change 
the angle of an opponent's attack before striking with a decisive riposte of 
your own. Time: Reaction (when an adjacent opponent makes a melee attack 
against you). Target: You plus one enemy within your reach. 


Make a Use the Force Check. Compare the result of your Use the Force 
check against the attack roll of the incoming attack. If your Use the Force 
check equals or exceeds the incoming attack roll, the attack deals half 
damage on a hit. Additionally, you can make a single melee attack with a 
lightsaber against your target after the damage is resolved. You deal half 
damage to the target on a miss. 

Lightsaber Form (Makashi): If you have the Makashi talent, until the 
end of your next turn the target provokes an attack of opportunity from you 
if it makes an attack and is within your reach. 

Special: You can spend a Force Point to take no damage from the 
incoming attack if your skill check equals or exceeds the attack roll of the 
incoming attack. 


PASS THE BLADE 

[LIGHTSABER FORM] 

You deactivate your lightsaber as your opponent attempts to block it, reac 
tivating it just after it passes by his blade. Time: Standard action. Target: 
You plus one enemy within your reach. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15: You can make a single melee attack with a lightsaber against the 
target. Your opponent takes a -2 penalty on Use the Force checks made to 
block the attack, as per the Block talent. (This penalty also applies to the 
Primitive Block talent from The Force Unleashed Campaign Guide.) 

DC 20: As DC 15, except the target takes a -5 penalty on its Use the 
Force check, 

DC 25: As DC 15, except the target takes a -10 penalty on its Use the 
Force check. 


DC30:As DC 15, except the target cannot use the Block talent to negate 
the attack. 

Lightsaber Form (Trakata): If you have the Trakata talent, you also ignore 
any deflection bonus the target has from the Lightsaber Defense talent. 

Special: You can spend a Force Point to deal +2d6 points of damage with 
your lightsaber attack if it hits. 


PUSHING SLASH 

[LIGHTSABER FORM, TELEKINETICI 
You strike at your target with your lightsaber, then hurl him away from 
you with the Force. Time: Standard action. Target: One enemy within 
your reach. 

Make a Use the Force Check. The result of the check determines the 
result, if any, 

OC 15: You can make a single melee attack with a lightsaber against 
the target. If the attack hits, in addition to dealing damage, compare 
the result of your Use the Force check to the target's Fortitude Defense. 
If your Use the Force check equals or exceeds the target's Fortitude 
Defense, you push the target 2 squares away from you. This movement 
does not provoke attacks of opportunity. You cannot move the target if 
it is grabbed or grappled 

DC 20: As DC 15, except you push the target 3 squares away from you 

DC 25: As DC 15, except you push the target 4 squares away from you. 

DC 30: As DC 15 except you push the target 5 squares away from you. 

Lightsaber Form (Niman): If you have the Niman talent, you also com- 
pare the result of your Use the Force check to all other adjacent enemies; if 
your Use the Force check equals or exceeds an enemy's Fortitude Defense, 
it is pushed 1 square away from you. This is an area effect 

Special: You can spend a Force Point to knock the target prone at the 
end of its forced movement. (This applies only to the target of your light- 
saber attack.) 


MESSAGE FROM 

THE FACULTY: SABER LOCKS 
Many times two lightsaber combatants will strike at one another, locking 
their lightsabers together in a test of strength and skill as their blades 
crackle with contact. As an optional rule, whenever a Jedi with the Block 
talent rolls his Use the Force check to negate the attack and the skill 
check result is exactly equal to the incoming attack roll, the attack is 
negated and a saber lock occurs. Both characters lock their lightsabers 
together, and both the original attacker and the blocking Jedi make an 
opposed Initiative check. The character with the higher result may make 
an immediate unarmed attack against the other character asa free action, 
at which point the saber lock ends. 


A SELKATH JED! Uses 4 PUSHING BLAH. 


RISING WHIRLWIND 

CLIGHTSABER FORMI 

You swing your lightsabers around your body, creating a brilliant whirlwind 
of deadly light. Time: Standard action. Targets: Two enemies within your 
reach. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15: You can make two lightsaber melee attacks, each one against a 
different target. If both attacks hit, you gain 10 bonus hit points. Damage is 
subtracted from bonus hit points first, and any remaining bonus hit points 
disappear at the end of the encounter. 

DC 20: As DC 15, except you gain 15 bonus hit points 

DC 25: As DC 15, except you gain 20 bonus hit points 

DC 30: As DC 15, except you gain 25 bonus hit points. 

Lightsaber Form (Jar'Kai): If you have the Jar’Kai talent, you can move 
up to 2 squares between the two attacks. This movement does not provoke 
attacks of opportunity. 

Special: You must be wielding two lightsabers to use this power. You can 
spend a Force Point to deal an +1d6 damage to each target you hit. 


BHaHed SHA dO YVIMEG2) J 


SABER SWARM 

(LIGHTSABER FORMI 

You slash at your opponent rapidly, aiming many short strikes at the target's 
body. Time: Standard action. Target: One enemy within your reach. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC20:You can make two lightsaber melee attacks against a single target. 
Each of these attacks is made at a -5 penalty. 

DC 25: As DC 20, except the attacks are made at a -2 penalty. 

DC 30: As DC 20, except the attacks are made at a -1 penalty. 

DC.35:As DC 20, except the attacks suffer no penalty. 

Lightsaber Form (Ataru): If you have the Ataru talent, your opponent 
takes a -5 penalty on all Use the Force checks made to block your attacks 
using the Block talent or the Makashi riposte power (see page 32). 

Special: You can spend a Force Point to move up to 2 squares before 
or after you use this power. This movement does not provoke attacks of 
opportunity. 


SARLACC SWEEP 

[LIGHTSABER FORM] 

You lash out at multiple enemies, striking them with a sweeping motion. Time: 
Standard action. Targets: One enemy within your reach (the primary target) 
plus one other enemy within your reach (the secondary target). 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15:You can make a single melee attack with a lightsaber against the 
primary target. The attack deals normal damage to the primary target and 
5 points of damage to the secondary target if the attack hits. 

DC 20: As DC 15, except increase the damage to the secondary target 
by +1d6 points. 

DC 25: As DC 15, except increase the damage to the secondary target 
by +2d6 points. 

DC 30: As DC 15, except increase the damage to the secondary target 
by +3d6 points, 

Lightsaber Form (Shii-Cho): If you have the Shii-Cho talent, you can 
use this power in the place of a melee attack roll at the end of a charge. You 
gain the benefits of the Powerful Charge feat on the initial lightsaber attack 
only if you use this power in this way. 

Special: You can spend a Force Point to affect two secondary targets, 
provided both enemies are within your reach and adjacent to the primary 
target of your lightsaber attack. 


SHIEN DEFLECTION 
[LIGHTSABER FORM] 

You deflect an incoming attack and leap toward your attacker with fierce 
abandon. Time: Reaction (when an enemy makes a non-area ranged attack 
against you). Targets: You plus one enemy within your reach. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15:Compare the result of your Use the Force check against the attack 
roll of the incoming attack. If your Use the Force check equals or exceeds 
the incoming attack roll, the attack deals half damage ona hit. You can then 
move up to your speed toward your attacker, and if you end your movement 
within reach of your attacker, you can make a single melee attack with a 
lightsaber against that target. 

DC20:As DC 15, except you can move up to your speed + 2 squares. 

DC25: As DC 15, except you can move up to your speed + 4 squares. 

DC30: As DC 15, except you can move up to your speed + 6 squares. 

Lightsaber Form (Shien): If you have the Shien talent, until the start 
of your next turn you take no cumulative penalties on your Use the Force 
checks for multiple Deflect attempts. 

Special: You can spend a Force Point to take no damage from the 
incoming attack if your skill check equals or exceeds the attack roll of the 
incoming attack. 


Swift FLANK 

CLIGHTSABER FORMI 

You leap over or dash around your opponent, striking before he has time to 
react. Time: Standard action. Targets: You plus one adjacent enemy. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 20: You can move up to half your speed; this movement does not 
provoke attacks of opportunity. You can then make a single melee attack 
with a lightsaber against an adjacent target. If the space you occupy and 
the space you started in are spaces that flank the opponent, the opponent 
is considered to be flanked for your attack. 

DC 25: As DC 20, except you can move up to your speed. 

DC 30: As DC 20, except you can move up to your speed + 2 squares. 

DC 35: As DC 20, except you can move up to your speed + 4 squares. 

Lightsaber Form (Vaapad): If you have the Vaapad talent, your target is 
considered flat-footed against you until the end of your turn. 

Special: You can spend a Force Point to increase your movement by 2 
squares. 


A GAND JED! Uses & Twin STRIKE 


TEMPERED AGGRESSION 

[DARK SIDE, LIGHTSABER FORM] 

You throw yourself against an opponent, controlling your aggression to 
prevent it from getting the better of you. Time: Standard Action. Target: 
One enemy within your reach. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 30: You can make a single melee attack with a lightsaber against the 
target. If you beat the target's Reflex Defense by 10 or more, the attack is 
treated as a critical hit. 

DC 35: As DC 30, except you must beat your target's Reflex Defense by 
5 or more. 

DC 40: As DC 30, except you must beat your target's Reflex Defense by 
2 or more 

Lightsaber Form (Vaapad): If you have the Vaapad talent, this Force 
power does not have the [dark side] descriptor for you 

Special: You can spend a Force Point to deal +2 dice of damage with the 
attack if it hits. These additional dice of damage are added after damage is 
doubled, if it is a critical hit. 


TWIN STRIKE 

[LIGHTSABER FORM] 

You swing both of your lightsabers in an arc toward the target, slamming 
them home with great force. Time: Standard action. Target: One enemy 
within your reach. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15: You can make a single melee attack with a lightsaber against your 
target. If this attack hits, add the base damage dice of your other lightsaber 
to the damage roll. 

DC 25: As DC 15, and you gain a +1 Force bonus on the attack roll. 

C30: As DC 15, and you gain a +2 Force bonus on the attack roll. 

Lightsaber Form (Jar'Kai): If you have the Jar‘Kai talent, you triple 
your deflection bonus to Reflex Defense from the Lightsaber Defense talent 
instead of doubling it until the end of your next turn 

Special: You must be wielding two lightsabers to use this power. You 
can spend a Force Point to add +1 die of damage to the damage from your 
lightsaber attack. 


UNBALANCING BLOCK 
[LIGHTSABER FORM] 

You catch an opponent's weapon on your blade before deactivating your blade 
momentarily, causing him to stumble. Time: Reaction (when an adjacent 
enemy makes a melee attack against you). Target: You. 

Make a Use the Force Check. Compare the result of your Use the Force 
check against the attack roll of the incoming attack. If your Use the Force 
check equals or exceeds the incoming attack roll, the attack deals half 
damage on a hit. Additionally, if your Use the Force check equals or exceeds 
the target's Will Defense, the target is considered flat-footed until the end 
of your next turn. 

Lightsaber Form (Trakata): If you have the Trakata talent, you deal +2 
dice of damage with the first attack you make on your next turn against 
your attacker. 

Special: You can spend a Force Point to take no damage from the 
incoming attack if your skill check equals or exceeds the attack roll of the 
incoming attack. 
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UNHINDERED CHARGE 
[LIGHTSABER FORMI 

You move quickly to your opponent, ignoring difficult terrain and obstacles. 
Time: Standard action. Targets: You plus one enemy within your reach. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

DC 15: You can move up to your speed toward an enemy, ignoring dif- 
ficult terrain and low obstacles. If you end your movement within reach of 
your enemy, you can make a single melee attack with a lightsaber against 
that target. 

DC 20: As DC 15, except you can move up to your speed + 2 squares. 

DC 25: As DC 15, except you can move up to your speed + 4 squares. 

DC 30; As DC 15, except you can move up to your speed + 6 squares. 

Lightsaber Form (Sokan): If you have the Sokan talent, you gain a +5 
Force bonus to your Reflex Defense against attacks of opportunity made 
against you during this movement. 

Special: You can spend a Force Point to move an additional 2 squares. 


VORNSKR'S FEROCITY 
[DARK SIDE, LIGHTSABER FORM] 
You walk the thin line between darkness and light as you ferociously attack 
your foe. Time: Standard action. Target: One enemy within your reach. 

Make a Use the Force Check. The result of the check determines the 
result, if any. 

C20: You make a single melee attack with a lightsaber against the target, 
dealing +1 die of damage if you hit. 

DC 25: As DC 20, except you deal +2 dice of damage. 

DC 30: As DC 20, except you deal +3 dice of damage. 

DC 35: As DC 20, except you deal +4 dice of damage. 

Lightsaber Form (Juyo): If you have the Juyo talent, this power does not 
have the [dark side] descriptor for you 

Special: You can spend a Force Point to use this power at the end of a 
charge. 


FORCE TECHNIQUES 
Force techniques represent a deeper understanding of the Force and, like 
martial skills, usually come with years of practice. A few gifted or devoted 
Force-users learn to master them more quickly. In general, Force techniques 
are only available to characters with levels in certain Force-using prestige 
classes (such as Force adept, Jedi Knight, and Sith apprentice). 

Whenever you gain access to a new Force technique, select it from the 
available options presented here, in the core rulebook, or in other game 
supplements. Once selected, a Force technique cannot be changed. 


CuRE DISEASE 

When you use the vital transfer power, if your Use the Force check equals or 
exceeds the Treat Injury DC of a disease currently ailing the target, you can 
spend a Force Point to cure that disease. 


EXTENDED BLIND 
The base range for your blind power increases to 18 squares (instead of 12 
squares). 


EXTENDED FORCE DISARM 
The base range for your Force disarm power increases to 18 squares (instead 
of 12 squares). 


EXTENDED FORCE GRIP 
The base range for your Force grip power increases to 18 squares (instead 
of 12 squares). 


EXTENDED FORCE THRUST 
The base range for your Force thrust power increases to 18 squares (instead 
of 12 squares). 


EXTENDED MOVE OBYECT 
The base range for your move object power increases to 18 squares (instead 
of 12 squares). 


IMPROVED CONVECTION 

When your target takes fire damage from convection, the fire attacks the 
target's Fortitude Defense using your base attack bonus instead of the 
normal +5 bonus (see page 255 of the Saga Edition core rulebook for more 
information on fire damage). 


IMPROVED CRUCITORN 
IF you use crucitorn and the attack or Force power still deals more damage 
than your damage threshold, you do not expend this use of the power, and 
it remains in your Force suite. 


IMPROVED CRYOKINESIS 

You can use cryokinesis on occupied vehicles within range; however, the 
vehicle only moves down the condition track if your Use the Force check 
also exceeds the vehicle's Fortitude Defense. 


IMPROVED FOLD SPACE 
Whenever you use fold space, you can spend a Force Point to move the object 
anywhere within line of sight. Alternately, you can spend a Destiny Point to 
move the object anywhere within the same star system. 


IMPROVED FORCE LIGHT 

You can spend a Force Point to cause your Force light to blind those it harms; 
any creature that takes damage from Force light grants concealment to all 
other targets until the end of its next turn. You can spend a Destiny Point 
to change this to total concealment instead. 


IMPROVED FORCE STORM 

You can spend a Force Point when you activate Force storm to fill the storm 
with Force lightning. When you activate the power, and again whenever you 
spend a standard action to maintain the power, compare the results of your 
Use the Force check to the Reflex Defense of one target within the storm's 
area, If the skill check result equals or exceeds the target's Reflex Defense, 
the target takes 3d6 points of Force damage. You can spend a Destiny Point 
to increase the damage to 6d6 points. 


IMPROVED PLANT SURGE 

You can spend a Force Point to have plant surge target all enemies in a 5x5 
square area; at least one square must be within the power's range. Alternately, 
you can spend a Destiny Point to target all enemies in a 10x10 square. 


IMPROVED THOUGHT BomMB 

You can spend a Force Point to have thought bomb target all enemies within 
5 squares of you. Alternately, you can spend a Destiny Point to target all 
enemies within your line of sight. 


FORCE SECRETS 

Skilled Force-users can learn to manipulate their Force powers in intriguing 
ways. Force secrets represent a sublime connection of the Force and are 
usually available only to powerful Force-users such as Force disciples, Jedi 
Masters, and Sith Lords. 

Activating a Force secret costs either a Force Point or a Destiny Point (as 
noted in its description), and the normal limits on spending Force Points and 
Destiny Points during a round apply. 

Whenever you learn a new Force secret, you can select it from the follow- 
ing options, as well as those presented in the core rulebook and other game 
supplements. Once selected, a Force secret cannot be changed 


HOLOCRON LOREMASTER 
Whenever you activate a Force power, you can spend a Force Point to add one 
use of any Force power known by any ally within 12 squares of you (whether 
you know that power or not) to your Force suite. Once used, the power cannot 
be regained by any means, and if the power is not used by the end of your 
next turn, it is lost. You can spend a Destiny Point to have the power lost at 
the end of the encounter instead of the end of your next turn. 
Additionally, you can enhance any holocron you possess, adding your 
knowledge to its memory. You can create a holocron gatekeeper in your 
own image in that holocron. See page 67 for more information on holocron 
gatekeeper creation. 


MENTOR 
Whenever you activate a Force power, you can spend a Force Point to add 
‘one use of that power to the Force suite of one ally within 12 squares of you 
and in your line of sight. Once used, the power cannot be regained by any 
means, and if the power is not used by the end of the ally’s next turn, it is 
lost. You or the ally can spend a Destiny Point to have the power lost at the 
end of the encounter, instead of the end of the ally’s next turn. 

You can take this Force secret only if you have successfully trained 
an apprentice to knighthood (or the equivalent rank for other Force 
traditions). 
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CHAPTER I! 
PHILOSOPHY 


ig: 
sr is the Force, Without it, Palpatine would have no power to put 
lotion as effectively as he did. Without it, the Sith-controlled 


“abilities to help them accomplish their goals, Without the Force, we would 
‘not have Anakin Skywalker, destined to fulfill an age-old prophecy. 
Throughout the Star Wars saga, we have heard the Force referred to as 
‘an energy field created by all living things, the source of power for all Jedi, 
and that which unites all life in the galaxy. Although the Force is all that and 
more, we do not have very specific information about it. This chapter delves 
into the beliefs held by the Jedi, the Sith, and other Force-using traditions 
an attempt to answer pertinent questions about the Force. 


AT IS THE FORCE? 

¢, by its nature, is one of the most enigmatic concepts of the Star 
ixy. It can empower an individual. It can both heal and harm. It 
n or a detriment. Depending on which philosophy of the Force 
lows, the interpretation of what the Force is and what it can do 

varies widely. 

SR OF all the Force traditions in the galaxy, the Jedi Order probably has 
the best understanding of the Force. Even within the ranks of the Jedi, 
the Force takes on different roles and works in different ways. While they 
might seem similar in scope, the beliefs behind these interpretations can 
be vastly dissimilar. 

The Living Force, as accepted by Jedi throughout the ages, is believed to 
exist in most living creatures. Jedi who believe in the tenets of the Living 
Force rely on their instincts and become attuned to the living things around 
them. They are mindful of the future and what might result from their current 
actions, but they remain focused on the present. The Living Force has both a 
light side and a dark side, and Force-users must be mindful of their emotions 
lest they succumb to the temptation of the dark side. Those who adhere to 
the doctrines of the Living Force believe that life creates the Force and that 
the Force is an omnipresent field of energy that surrounds and permeates 
living things, and that living things are connected by it. Through the Living 
Force, certain Jedi are able to retain their identities after death, manifesting 
as Force spirits while still becoming one with the Force. 

Jedi who adhere to the Living Force view recognize the existence of midi- 
chlorians in all living beings. The higher the concentration of midichlorians 
in a life form, the stronger that life form's connection is to the Force, and 
the greater its potential is to use it-for good or evil. 
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The Unifying Force, garnering less support among the Jedi than the Living 
Force, teaches that the Force is a single power and has neither a light side 
nor a dark side. The Unifying Force has no sides and does not take sides, 
treating all living creatures equally. This view has been supported by the likes 
of Vergere and Emperor Palpatine. (The only significant difference between 
the Jedi view and Palpatine’s view is that the Sith see the Force as a means 
to an end, while the Jedi see it as an end in itself.) Those who follow the 
Unifying Force tend to keep their eyes on the future and possibilities, leading 
them to act in ways to fulfill a destiny instead of focusing on the here and 
now, like those who follow the Living Force. 

One particular view of the Force that is often confused with the Unify- 
ing Force is known as the Potentium. While both philosophies believe that 
there is only one Force, the Potentium's take on the matter differs by stating 
that the Force is inherently good and what is perceived as the dark side is 
actually a twisted perversion of the Force. By that standard, anyone follow- 
ing the Potentium way of thinking could perform any action and use the 
Force in any way they see fit, as long as the intention behind it is good. The 
Jedi Order does not support this belief at all, acknowledging its existence 
as nothing more than a means of misguiding people to the dark side and 
subverting Jedi teachings. 

Other traditions offer even more interpretations of the nature of the 
Force, providing further argument that the Force still remains a mystery for 
most of those who choose to study it. 

The Aing-Tii monks, based out of the Kathol Rift, view the Force in much 
the same way as the Jedi. However, they see it as not having a light side or a 
dark side. They believe that the Force has varying levels, much like a rainbow, 
and can manifest itself in many different ways. People who use the Force 
are not strictly good or purely evil when they use it. What they choose to 
do with it helps determine the color of the Force's spectrum in which they 
engross themselves. 

The Fallanassi believe in a power that works very similar to the Force, but 
they call it the White Current. The White Current flows like a river through the 
galaxy and all living beings. As such, a single person attempting to tap into it is 
like trying to divert a raging river with one's hand; it cannot be done. Instead, 
the Fallanassi immerse themselves in the Current and let it flow through them 
like a conduit. They do not impose their will on it, but they merely shape the 
flow of the Current into whichever form is needed for the task at hand. 

The Sorcerers of Tund use the Force in much the same manner as the 
Sith, but they portray the source of their power as magic. They have crafted 
a litany of arcane symbols and languages that permit them wield their Force 
powers as spells. They use these spells to create illusions and alter their forms. 
Their belief in the Force as a magical power is so strong that even the most 
influential Jedi cannot hope to convince them otherwise. 

Many beings beyond the Kathol Rift tap into a Force-like power called 
the Ta-Ree. The Ta-Ree is actually a twisted manipulation of the Force 
in that region of space. It was created when a group of ancient Kathol 
entered an immense crystalline structure to protect themselves from death; 


unfortunately for them, the structure's guardian decided to trap them inside. 
After a time, the survivors were absorbed by their crystal prison and twisted 
the Force and the fabric of space around it. 


ASPECTS 
OF THE FORCE 


It's safe to say that throughout the galaxy, different Force-using traditions 
interpret and view the Force differently. This section focuses on the phi- 
losophies accepted by the Jedi Order, since the Jedi offer the most widely 
accepted and practiced viewpoints. 

Throughout the Jedi Order's history, the endless struggle against the Sith 
has revealed that the Force breaks down into two commonly opposed aspects: 
the light side and the dark side. While the majority of Jedi believe that the 
light side must prevail for order to be maintained, others acknowledge that 
the dark side's influence cannot be erased and will always be around,affecting 
those who call upon it. 


THE LIGHT SIDE 

The part of the Force known as the light side deals mainly with the ideals 
pertaining to the preservation and advancement of life: good, benevolence, 
and healing, Those who hold themselves to the tenets of the light side strive 
to establish harmony with their surroundings and the creatures that dwell in 
it. They act out of wisdom and logic, making decisions based on knowledge 
and peace instead of emotion and haste. 

The Jedi, as champions of the light side of the Force, take this view very 
seriously and have incorporated a variety of values and techniques to help 
promote this way of thinking and nurture the emotions that promote the 
light side. These values have culminated into what is known as the Jedi 
Code, the modern version of which was documented and commented upon 
by Master Odan-Urr. 


THE JEDI Cope 

While the Jedi Code dictates a number of issues relating to understanding and 
mastering the Force, itis not entirely about that. A Jedi must feel the Force 
to know it, and ancient texts and rules cannot substitute for that experience. 
At the same time, a Jedi's social behavior cannot be learned by applying the 
Force to it. The Jedi Code also gives a set of expectations and guidelines by 
which a Jedi must conduct himself. By following the Code, anyone can open 
up and allow the light side of the Force to flow freely through them and gain 
a better understanding of the universe and everything around them. 

A closer examination of the Jedi Code helps to provide some insight not 
only into the way Jedi behave but also into the way following such stric- 
tures helps to foster a way of life conducive to averting the temptations of 
the dark side. The Code is categorized into three subjects: self-discipline, 
ity, and public service. 


LUKE SKYWALKER LEARNS SELF-DISCIPLINE ON DAGOBAH. 


The Jedi Code: Self-Discipline 

Self-discipline is one of the key factors of Jedi behavior, and many lessons 
taught to the Jedi from a very young age focus on this basic doctrine. At 
first, the lessons are simple and no different than the lessons taught to other 
children throughout the galaxy. But as the young Jedi grows, the lessons 
increase in complexity to emphasize the importance of a disciplined life. 

Conquer Arrogance: A Jedi is taught that he is no better than another 
being who cannot touch the Force. A Jedi is not a Jedi simply because of 
his strong connection with the Force; he is a Jedi because somebody taught 
him to be one. 

Conquer Overconfidence: As young Jedi pupils learn of their Force-using 
abilities, they start to take on the behavior that they can do anything with 
that power. Jedi instructors teach these students to realize their limits so 
that they can accurately measure how far they can go, as well as understand 
their own limitations. 

Conquer Defeatism: Possibly the greatest enemy a Jedi must face is the 
unshakable belief that nothing can be accomplished, regardless of the size of 
the task, A Jedi should plan for success before contemplating failure. Plan- 
ning to fail increases the chance to fail, and expecting to lose encourages 
one to put forth insufficient effort. 

Conquer Stubbornness: A Jedi who focuses too much on a single goal 
or perspective loses sight of other possibilities, including ones that might 
yield better results. A Jedi must learn that staying on one path or clinging 


to one point of view can be costly. A Jedi must keep her mind open and not 
be afraid to change with the situation. 

Conquer Recklessness: Young Jedi always seem too anxious to master 
their lightsabers and charge into battle without thinking ahead and develop- 
ing some form of plan. These Jedi lack self-restraint. Acting impulsively has 
many times led to the loss of life or limb and placed easily obtained goals out 
of reach. A Jedi must learn to pace himself at all times, be aware of unseen 
dangers and obstacles, and not tumble headlong into them. 

Conquer Curiosity: All people, no matter how public their lives are 
entitled to their privacy. A Jedi who pokes into somebody's business unnec- 
essarily not only invades an individual's private life but also brings shame 
upon the Jedi for acting so rudely and creating distrust. Using the Force to 
do so only complicates matters further. The Force does not exist to serve 
one's curiosity. 

Conquer Aggression: For those less experienced in the ways of the Force, 
knowing the difference between attack, defense, and aggression does not 
come easily. A Jedi can attack and even kill without aggression, especially 
if she is calm, at peace, and not filled with anger or hatred. However, killing 
one's opponent should not become a common act, and a Jedi must explore 
every alternative before employing lethal force. 

Conquer External Loyalties: A Jedi is free to have connections with 
others outside of the Order, but divided loyalties can compromise a Jedi's 
effectiveness. Other loyalties can distract him from the task at hand and 
cause undue hardship for others. For this reason, the Jedi Order recruits 
students at a very young age and actively discourages relationships early in 
life that can create problems in the future. The Order also prohibits marriage 
without special permission from the High Council. A Jedi’s loyalties should lie 
with the Force, the Jedi Order, the Republic, and himself, in that order. 

Conquer Materialism: Like external loyalties, possessions can also be a 
distraction. A Jedi doesn't need to lead a ascetic life, but she learns to travel 
light, carrying with her only the bare essentials. Very few Jedi own more 
than what they can carry. 


The Jedi Code: Responsibility 

Once the ideals of self-discipline are learned, a Jedi becomes more open to 
the light side of the Force and can more successfully listen to its will. In 
addition, a Jedi can begin taking responsibility for his actions. Any Jedi that 
does not take responsibility for his actions lacks the discipline expected of 
him as a member of the Jedi Order. 

Practice Honesty: Honesty is the first responsibility of the Jedi, and 
recognizing its importance is vital to becoming a valued member of the 
Order. Although certain situations might require a Jedi to stretch the truth 
or create falsehoods within a particular situation, a Jedi must remain honest 
with himself, his Master, and the Council. Continually creating lies or sub- 
jecting others to delusions invites suspicion and incites anger from others 
upon discovery of the truth. 
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Honor Your Promises: A Jedi that makes a promise should be prepared 
to follow through with that promise or make amends, if necessary. One who 
makes promises that he does not intend to keep creates dishonesty and is 
less likely to be trusted. 

Honor Your Padawan: Every Jedi Master that takes a Padawan under her 
wing has a responsibility toward helping that pupil complete his training. A 
Padawan should be treated with dignity and respect. A Master should not 
reprimand her Padawan in front of others, but she should commend him 
in public when he does something worthy of praise. Doing this helps build 
his confidence and helps improve the relationship between the Master and 
her apprentice. 

Honor Your Master: Likewise, a Padawan should honor his Master at all 
times. Although disagreements might occur, taking it to the point of argu- 
ment is not wise. When dealing with others apart from his Master, a Padawan 
should speak only when spoken to. At all other times, the Padawan should 
wait for his Master to address the issue. By doing so, the Master will not have 
to worry about the need to apologize for his apprentice’s behavior. 

Honor the Jedi Council: Within the Jedi Order, the High Council is the 
final authority in all matters. However, it cannot watch over every single 
Jedi in the galaxy. Therefore, a Jedi dispatched on a mission represents the 
Jedi Order and the Council through his words and actions. At the same time, 
the Council must answer for what the Jedi says and does during his mis- 
sion, and putting the Council in a difficult situation brings dishonor upon 
its members. 

Honor the Jedi Order: A Jedi’s words and actions represent the Order 
as a whole. Positive words and deeds reflect positively, while negative ones 
damage the Order's reputation. Billions of people inhabit the galaxy, and 
only a small fraction of them have ever encountered a Jedi. The words and 
deeds of a single Jedi often create a first (and often lasting) impression of 
the Order as a whole. 


Honor the Law: The Jedi Order was appointed by the Galactic Republic 
to be the protectors of peace and justice throughout the galaxy. As the 
Republic's enforcers of the law, the Jedi must also be bound by that same 
law. Any Jedi that is sent out to perform missions for the Republic must strive 
to avoid breaking the law. When venturing into areas of space outside the 
Republic's jurisdiction, a Jedi must exercise extreme care, for local govern- 
ments might operate differently than the Republic, and a incident in which 
the Jedi breaks local laws might cause delays in resolving the situation 
through Republic channels. 

Honor Life: Since life is what strengthens the light side of the Force, 
honoring life in all forms is one of the highest priorities of the Jedi Order. 
Care must be taken to protect life and avoid unnecessary death, for killing 
someone gives strength to the dark side of the Force. If a situation arises 
where a life must be taken after all other options have been contemplated, 
a Jedi should make sure that the reason is justified. Typically, this should 
be done in self-defense or the defense of others incapable of defending 
themselves. A Jedi should never assume that the taking of a life is no cause 
for concern. Once a Jedi does not care about committing murder, then he 
has begun walking down the path to the dark side. 


The Jedi Code: Public Service 

Even as the Jedi Order strives to expand its knowledge of the Force, it also 
exists to serve the public's needs. If the Jedi did not have the ability to use 
the Force, they would still serve as protectors of peace and justice, for doing 
50 is one of the main reasons why the Order was appointed by the Republic. 
The fact that Jedi can and do use the Force merely accentuates the principle 
of serving the general public. 

Many of the ideals set forth for Public Service meld easily with promotion 
of the light side of the Force, but one must carefully weigh his options when 
seeking to uphold these ideals to make sure that as few people as possible 
are adversely affected by doing so. 

Duty to the Republic: Despite misconceptions held by some of the 
populace, the Jedi Order is not a part of the Galactic Republic. Nevertheless, 
the Jedi serve the Republic to uphold its laws and protect its citizens. When 
they are not needed, they are asked to stand aside, which the Jedi willingly 
do. This long-standing arrangement between the two organizations was 
created long ago, for reasons that have been long forgotten. 

Render Aid: In conjunction with promoting the ideals of the light side of 
the Force, all Jedi endeavor to provide aid to those in need whenever possible. 
However, a Jedi should not forego his other ideals to do so. 

Defend the Weak: A Jedi should defend those that are unable to defend 
themselves. At the same time, a Jedi must be aware that what might seem 
to be oppression in one culture might not necessarily be so in another. The 
morals and ethics of other cultures need to be carefully considered before 
taking action, lest a Jedi insinuate herself into a situation where her help 
is not desired. 


Provide Support: Although a Jedi toils to help others in need, he must 
sometimes suspend his wishes and let others impart assistance instead, 
even if the Jedi could perform the act more quickly or easily. The Jedi should 
assist only as the situation requires, offer advice upon request, warn when 
necessary, and argue if proper reason fails. 


PADAWANS AND 
APPRENTICES 


Upon reaching knighthood, some Jedi seek to take on apprentices, passing 
on their knowledge to future generations. Some Jedi have apprentices thrust 
upon them, as Ahsoka Tano was thrust upon Anakin Skywalker, and some Jedi 
choose to train apprentices out of a sense of obligation, as Obi-Wan Kenobi 
trained Anakin Skywalker and, later, Luke Skywalker. 

Jedi heroes in the Star Wars Roleplaying Game can also take on appren- 
tices, training them in the ways of the Force. There are two methods that 
can be used to adjudicate such an apprenticeship. The first is to simply have 
the Gamemaster introduce the Padawan as an NPC, attached toa particular 
hero who is serving as the Padawan's Master. In this case, the Gamemaster 
simply crafts the statistics for the low-level Padawan and has the Padawan 
join the party, going on adventures as normal. The Padawan remains under 
the control of the Gamemaster, and no new game mechanics are needed, 

The other method is to treat the training of an apprentice as an impor- 
tant step for a Jedi Knight, both in terms of character development and also 
mechanically. This situation uses the new rules presented below to make an 
apprentice more than just an NPC that tags along on adventures, and helps 
to circumvent the difficulties presented by adding NPCs to the party of 
higher-level characters. Under these rules, the Padawan joins the Jedi on his 
or her adventures, all the while helping his or her Master learn more about 
the nature of a Jedi Knight's responsibilities. 

For the purposes of these rules, the phrases "Padawan" and “Jedi Knight” 
are interchangeable with the equivalent ranks in other Force traditions, 
such as Sith apprentices and Sith Lords, Jensaarai apprentices and Jensaarai 
Defenders, and so forth. 


OBTAINING A PADAWAN 

You must be at least 8th level to obtain a Padawan. Provided an apprentice 
is available (the Gamemaster is free to determine whether or not training 
a Padawan is appropriate for the campaign), the player need only declare 
that he or she wishes to take on a Padawan. At this point, the Gamemaster 
should craft an appropriate Padawan for the hero to train, using the fol- 
lowing guidelines. 

A Padawan obtained in this manner is a nonheroic character. The Padawan 
begins at 1st level, with the following starting feats: Force Sensitivity, Skill 
Training (Use the Force), Weapon Proficiency (lightsabers), and Weapon 
Proficiency (simple weapons). 


Padawans are likewise limited in their feat selection. Padawans cannot 
take the Skill Focus feat (representing the fact that the apprentice has yet to 
master any particular skill), except for those that are granted as conditional 
bonus feats by the Padawan's species. 

The Gamemaster chooses the Padawan's species, other trained skills, and 
feats. Padawans are also given a lightsaber and cannot build their own until 
7th level. Human Padawans should probably take Force Training as their 
‘species bonus feat, and all Padawans should take Force Training as their 3rd 
and 6th level feats as well. The Gamemaster chooses Force powers for the 
Padawan that are also known by the Padawan's Master. 


PADAWANS IN ADVENTURES 

Since a Padawan is a nonheroic character that is likely significantly lower 
in level than the rest of the party, certain special benefits are conferred 
upon the Padawan while she undergoes training. Whenever the Padawan 
is within 12 squares of her Master, she adds her Master's heroic level to all 
of her defenses. Additionally, when the Padawan takes damage that would 
reduce her to 0 hit points and that exceeds her damage threshold (that is, 
damage that would kill her), she does not die but instead falls unconscious. 
While unconscious, the Padawan can still be killed by all of the normal means, 
including the coup de grace action. Lastly, if the Padawan is adjacent to her 
Master, she can redirect any attack made against her to her Master as a 
reaction, provided the player is willing. 

A Padawan is not directly under the control of the hero that trains her, 
though Gamemasters should have the Padawan obey her Master's commands. 
In combat, a Padawan can be used to set up flanks or to aid on attack rolls, 
or use Force powers when appropriate to help out in the battle. Outside of 
combat, the Padawan typically uses the aid another action to help her Master 
‘on skill checks, or occasionally provide skill checks for skills in which no one 
else in the party is trained. 

Padawans do not take their own cut of the XP earned by a party; instead, 
a Padawan simply gains as much XP as her Master whenever XP is awarded, 
In this manner, Padawans gain levels much faster than their Masters, though 
this does allow a Jedi to train multiple apprentices over the course of a 
single campaign. 


BENEFITS OF TRAINING 

A PADAWAN 

Each time a Padawan gains a level, her Master gains the 24-hour bonus 
from the Education destiny (see page 114 of the Saga Edition core rulebook), 
regardless of whether the Master has that destiny or not. In addition to the 
traditional help that a Padawan can provide over the course of an adventure 
(such as aiding in combat, assisting on skill checks, and so forth), a Padawan 
can act as a method for delivering Gamemaster advice and suggestions to 
the Jedi hero that is training her. 
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ACHIEVING KNIGHTHOOD 
When a Jedi Padawan achieves 7th level, she continues to gain XP but cannot 
reach 8th level until certain circumstances are fulfilled. The Padawan must 
undergo her Jedi Trials—which typically involve undertaking some danger- 
‘ous mission during which all of the lessons she has learned as a Jedi come 
into play—and then be granted the rank of Jedi Knight by her Master and 
the Jedi Council. Once this happens, the apprentice is no longer considered 
to be a Padawan and ceases to be under the tutelage of the Jedi hero. All 
of her nonheroic levels are traded in for heroic levels, and the Gamemaster 
should rebuild the Padawan as a full-fledged Jedi Knight (with one level in 
the Jedi Knight prestige class). Upon achieving knighthood, the character 
is no longer a member of the party, but the Gamemaster should feel free to 
include that character as a recurring NPC. 

Once a Padawan reaches knighthood, the hero who trained that Padawan 
becomes eligible to take the Mentor Force secret (see page 37). 


THE DARK SIDE 

Always seductive is the dark side of the Force. It tempts even the most pure 
souls to take the quick and easy path. It gives the impression that it is more 
powerful than the light side, creeping into the minds of those seeking short- 
cuts to gaining more power. However, the dark side is only easier, not more 
powerful, Instead of gaining strength from life like the light side, the dark side 
thrives on destruction and negative emotions such as fear, anger, and hate, 
Succumbing to these emotions leads one down the dark path to ruin. 

The dark side promises a rapid rise in power. But as time goes on and one’s 
reliance on the dark side increases, it in turn demands more from he who 
uses its power, Its corruption slowly overtakes the individual trapped within 
its grasp and wears away at his life force until he cannot possibly escape its 
grasp without some form of outside intervention. 


The Order of the Sith is the one Force tradition most recognized as having 
embraced the dark side of the Force. The Sith hate the fact that the Jedi Order 
has corrupted the galaxy with its false teachings, and its members struggle 
to destroy the Jedi and rule the galaxy forever. Although they do succeed 
for a time under Darth Sidious and his apprentice, Darth Vader, their rule of 
hatred and fear only lasts until Luke Skywalker redeems his father and helps 
him eradicate the last of the Sith to finally bring balance to the Force. 


THE DARK PATH 
Those who walk the path toward the dark side of the Force go through four 
different stages: temptation, imperilment, submission, and atonement or 
redemption. Most users of the Force, even the purest of the Jedi, can go 
through at least one of these stages as they walk through life. Those who 
are ambitious, power-hungry, filled with hatred, overly passionate, or just 
outright evil will experience two or more of these stages during their descent 
into darkness. Anakin Skywalker went through all four stages during his 
life: temptation as a Jedi Padawan, imperilment while he served as a Jedi 
Knight during the Clone Wars, submission when he served Darth Sidious as 
his apprentice Darth Vader, and redemption when he hurled Sidious to his 
death and restored freedom and order to the galaxy. 

Force-users can face these stages in a variety of different ways. Pupils 
and apprentices can grope with these stages as they learn about the Force, 
their sense of morality, or their affinity with the Jedi Code. 


The Dark Path: Temptation 

To those who can feel it, the Force offers great power. An individual sensitive 
to the Force views the galaxy in a much different way than those who cannot 
connect to the Force. Through that insight, one can learn to use the Force in 
many ways but also runs the risk of having a brush with the dark side. 

As a Jedi begins to learn to wield the Force and master its techniques, 
she opens herself to the temptations that come with it. Those who show 
impatience or eagerness to engage in combat are especially susceptible to 
the dark side's lure, as they quickly take an aggressive stance and often give 
in to fear or anger. If this course of action is what the Jedi prefers, then he 
should expect the dark side to tempt him in some way. 


The Dark Path: Imperilment 

A Force-user who has been tempted by the dark side enough to be on the 
verge of completely falling under its influence is considered imperiled, and 
great strength of will is required to pull them back from the edge of the abyss 
‘on which they stand. While some show little concern about taking that last 
step to becoming a full dark sider, others resist the dark side's call and try to 
use its power sparingly, They hear the voice inside their head warning them 
to not perform an act that will push them over the edge. Sometimes that 
voice is a whisper; other times it roars like thunder. 


The Dark Path: Submission 

Once a Jedi has completely submitted to the dark side (that is, once his Dark 
Side Score equals his Wisdom score), all bets are off. He no longer has any 
need, let alone desire, to monitor his actions, for he has become a full-fledged 
dark sider whose agenda has totally changed from what it was at the begin- 
ning of his descent. Those who once worked with him now see what he has 
become and might choose to take appropriate action, including trying to kill 
him. More than likely, the dark sider will leave the group to pursue his own 
goals and never see them again except as an adversary. 


The Dark Path: Atonement or Redemption 

Most of the time, one who is steeped in the dark side has no desire to return to 
the life he once led, wishing instead to continue along the dark path. However, 
exceptions exist. Those who are tainted might atone for their actions and are 
able to go through the effort to redeem themselves. Those who have fully 
submitted to the dark side cannot atone and can only be redeemed through 
an act of dramatic heroism. 


VARIATIONS ON THE DARK SIDE 
The dark side of the Force is usually presented as the driving force behind the 
Sith, the darkest evil in the galaxy. However, ather Force traditions have been 
known to walk the dark path or wield the dark side from time to time and still 
avoid falling under its influence. Groups such as the Jensaarai have members 
that occasionally tap into the dark side and walk away seemingly untouched. 


According to the Jedi, these individuals become tainted and carry the dark 
side's influence with them, whether they realize it or not. Some people claim 
to have witnessed a slow metamorphosis of these persons’ personalities over 
time as a result of their flirting with the dark side. 

Force-using Jedi who meddle with the dark side without totally sur- 
rendering to it are sometimes referred to as Gray Jedi. A Gray Jedi taps into 
the light side and the dark side equally. Members of the Jensaarai outwardly 
deny such claims that they are Gray, but the Jedi and the Sith do not hesitate 
to say that the Jensaarai refuse to admit the truth to themselves. There are 
those in the galaxy who are not affiliated with any tradition that delve into 
both the light side and the dark side that are true Gray Jedi. These people 
cause concern for the Jedi, since these Gray Jedi often portray themselves 
as holding full knowledge of the Force, sometimes claiming to know more 
than the Jedi, and often actively recruit other Force-sensitive people to join 
their cause. 


APPLICATIONS OF 
THE FORCE 


Having knowledge of the Force provides a good foundation to being an 
outstanding Jedi. But, having that knowledge is only half of what is required 
to fulfilling your purpose. Being able to take that knowledge and apply it in 
everyday life completes the expectations of a Jedi. 

Everything that a Jedi can do with the Force can be broken down into 
three broad categories: alter, control, and sense. Some abilities work in such 
@ way that they span two or even all three categories. These abilities are not 
widely known, especially the ones that fall under all three groups, and the 
secrets to learning these powers have been locked away, to be revealed only 
to those who truly need them. 
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ALTER 
Alter talents are undeniably the most easily observable but least understood 
applications of the Force known by the Jedi Order. That is not to say that the 
Jedi know very little about this area, but a more appropriate phrase would be 
that the true nature of this use is still highly speculated. Using the Force to 
affect anything outside the body or the senses is considered an Alter ability, 
since it is used to “alter” someone or something. Control abilities cannot be 
considered in the Alter category because they affect only the Force-user's 
body and nothing beyond that. Sense abilities do not make any effort to 
manipulate anything within the Force-user's environment, only detect it. 
Alter abilities (be they powers, talents, or whatever) have a variety of 
applications, from moving objects without physically touching them to creat- 
ing a sound on the other side of a room to forming an illusion of something 
that is not really there. Several Force traditions, including the Sith Order and 
the Zeison Sha, rely heavily on Alter applications of the Force to accomplish 
much of what they do. 


How Do Alter Abilities Work? 
The theories behind how Alter abilities work are as numerous as the theories 
of the Force. Science cannot explain them. 

The most widely accepted theory is that the Force reacts to a Force-user's 
strength of will, allowing the individual to apply the Force with her mind to 
some other space or object. 

Moving objects through the Force involves stretching out one’s feelings 
through the Force to mentally seize the object in question and exerting one's 
will on it so that it performs as he wishes. Opponents of the Living Force ques- 
tion how this is possible on nonliving things, such as weapons and starfighters. 
But, the official answer from the Jedi states that the Force is created by all 
living things and permeates the galaxy, even around nonliving things. An 
individual lifts a starfighter off the ground by mastering the space around it 
and not thinking of it as lifeless object but as part of the greater universe. 

At the same time, using powers where the Force is used as a telekinetic 
attack, such as when a Jedi pushes an opponent away through the Force, 
calls upon the same basic technique of stretching out his feelings. But 
instead of seizing the opponent, he shoves against the enemy and propels 
him backward, 

Another common application is known as the mind trick, where a Jedi 
changes a person's perceptions or plants a suggestion into another's mind. 
Pushing the suggestion or desired effect through the Force, the Force-user 
superimposes his will onto the target's mind. Accomplishing this task might 
be more difficult with some races, such as the Hutts or the Toydarians. Many 
Jedi scholars believe that this is due to the races’ physiologies being drasti- 
cally different than most other races in the galaxy. Others believe that this 
could be because members of those races have a lower midichlorian count 
than what other races typically have. 


ACTUAL NUMERICAL ADVANTAGE: 


Healing other living creatures is one of the least common but most valued 
applications of the Force. Documented cases reveal that the Force can be 
used to close wounds, cure diseases, detoxify poisons, and heal other ail- 
ments. Despite the fact that races’ anatomies differ widely, the Force helps 
tend to the sick and wounded, leading many Jedi to support the notion that 
the Force values life above all else. This also explains why healing works on 
different races when the mind trick does not, since the mind trick does not 
perform any actions to help support life. 

Arare but known technique is the ability to create illusions through the 
Force. Though many people speculate on different methods to accomplish this 
task, including implanting the illusion into the minds of those the Force-user 
wants to see it, a number of Force-users that have mastered this practice 
state that they envision the image they want to create in their mind and push 
it out through the Force to manifest at the desired location. Both theories 
are sound with the caveat that neither is grounded in science. 


CONTROL 

The abilities that fall under the Control category are those that involve 
tapping into abilities hidden within one’s body and spirit to expand and 
enhance what can be already done or to open new doors to talents that 
the Force-user did not originally have. Powers and talents that improve a 
Force-user's speed, strength, or combat prowess fall under this category as 
well as healing one’s own wounds. 


How Do Control Abilities Work? 

Allowing the Force to manipulate the body and its systems is probably one of 
the most easily understood applications of the Force and one of the easiest to 
master. In fact, most other Force traditions beside the Jedi, such as the Matukai, 
have mastered Control abilities to a better extent than the Jedi and are able to 
do far more with their bodies than some of the greatest Jedi Masters. 

Using the Force in this capacity requires more than just channeling it 
through the body. Knowing how the body works and its limitations is key 
to mastering Control abilities. Countless incidents have been documented 
where anxious Jedi younglings have tried to do too much at one time and 
injured themselves with broken limbs and strained muscles in the process, 
Like with any other lessons, starting small is the best approach. Also, know- 
ing where to apply the Force is important to achieve the maximum result. A 
Jedi wishing to leap to a ledge several stories higher should know to focus 
the Force on certain muscles to reach the desired height. 


SENSE 
While some would argue that Sense abilities actually apply to improving 
the body and are more appropriately placed with Control, the truth is that 
Sense powers expand one's awareness and ability to perceive one's sur- 
roundings in more ways than just by sight and sound, Since Sense powers 
deal entirely with perception and awareness, they deserve to be classified 
in their own category. 

Force-using organizations such as the Baran Do are known to master 
Sense abilities to levels beyond some of the more prominent traditions, 
including the Jedi Order. 


How Do Sense Abilities Work? 
Depending on your outlook on the Force, how Sense abilities work can be 
approached from two different angles: internally or externally. The internal 
theory states that the abilities exhibited by a Force-user are a result of apply- 
ing the Force to your own sensory organs to enhance the way they work. The 
external theory asserts that those same abilities result from the Force-sensitive 
individual picking up signals from other life forms through the Force. 
Looking at the internal theory, Sense abilities increase the efficacy of 
‘one's sensory organs, passing new information on to the brain for interpreta- 
tion. Sometimes, it involves opening the eyes to locate an object outside a 
person's normal sight range or to examine details too small for the naked eye 


to perceive. Other times, it allows the ear to detect sounds whose frequencies 
are too high or too low for normal hearing or hear sounds so soft that even 
electronic equipment can barely detect them. And at other times, the Force 
opens the mind to perceive signals in other spectrums not normally allowed 
by the mind, such as picking up other people's thoughts, transmitting one’s 
‘own thoughts through the Force to another person halfway across the galaxy, 
or perceiving disturbances in the Force caused by the sudden extermination 
of life on a massive scale. In these situations, applying the Force to the 
specific sensory organ is all that is needed. Just a small application is enough 
to achieve the desired effect. While no documented cases exist of Force- 
induced blindness or deafness, pushing too much of the Force on one single 
area is highly discouraged. 

Taking a closer look at the external theory, Sense abilities do not truly 
enhance the individual's senses. However, the person stretches outward 
through the Force to look for indications of other life forms around him and 
what they are doing. No power is applied to the Jedi’s eyes, ears, or any of 
his other senses. Instead, the signals broadcasted by other living beings are 
delivered through the Force to his brain to be interpreted as the mind would 
normally process sights and sounds received through normal means. As with 
the internal theory, not much of the Force is required to use these abilities, 
‘but one should not overdo it. 


INFLUENCE OF THE DARK SIDE 
Those allied with the dark side of the Force find ways to use every aspect 
of the Force to their advantage, Dark siders twist the Force to apply it in 
ways that are unnatural and self-serving. Even though the Jedi struggle to 
end these practices, some manage to avoid being caught and pass their 
knowledge along to students willing to learn their dark secrets and expand 
‘on what they have been taught. 

The methods used by dark siders fall under the same three categories 
established by other Force-users in the galaxy: Alter, Control, and Sense, 
While the Jedi have not examined how these dark abilities manifest, the fol- 
Jowing theories and speculations about how they work are the most popular 
explanations within the Jedi Order. 

Many of the abilities that are grouped under Control and Sense work much 
the same as those used by the Jedi and other organizations; the ability to 
improve what the body already does and perceives cannot vary too much. 
However, certain powers categorized under the Alter classification seem to 
be more easily recognized as originating from the dark side. 

By focusing their anger and hatred, many dark siders are able to fly intoa 
berserker rage, increasing their battle prowess as they give themselves over 
to the dark side. Using the Force in this way can sometimes push the body's 
capabilities beyond what it can normally handle, often leading to physical 
deformities or alterations (not unlike those witnessed in Darth Sidious). 
Observations indicate that these extreme boosts last for only a short time. 
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CHAPTER Ill 
ARTIFACTS 
1? oO 


EQUIPMENT & 


Force-users, especially the Jedi and the Sith, need little in the way 
special accoutrements beyond their robes and their lightsabers. Still, 
f the millennia that the Jedi have roamed the galaxy, certain objects, 
jpons, and suits of armor have gained popularity among members of the 
ind, in many cases, have subsequently faded into obscurity. However, 
= item has never gone out of style since its creation: the lightsaber. This 
“chapter provides an in-depth look at lightsabers, including their construc- 
tion, and includes information on a variety of other objects of significance 
to,Force-users. 
Not all items are available in all eras. In the days of the Jedi Civil War, 
the galaxy is filled with Sith artifacts and weapons of strange construction, 
“as the Jedi and the Sith try to outdo one another in a Force-assisted arms 
race. However, by the time of the Rebellion against the Empire, Emperor 
Palpatine had already confiscated and, in many cases, destroyed ancient Jedi 
and Sith artifacts, meaning that very few such objects survive in that time 
period and beyond. By the time that Luke Skywalker founds the new Jedi 
Academy, the search for Jedi artifacts unearths a few items of significance. 
A Gamemasters must decide which weapons and objects are available in 
q his or her campaign, and should feel free to rule that some items simply no 
longer exist in the galaxy. 
With that in mind, there are many ways to reintroduce lost objects ard 
artifacts in games set farther forward in the Star Wars timeline. The Sith are 
notorious for creating tombs and mausoleums for their dead, honoring great 
Sith Lords with temples of epic size and complexity. Within these tombs lie 
many undiscovered secrets, among them lost artifacts (or, perhaps, merely 
the secret lore of how to recreate them). Gamemasters who rule that some 
objects are not available for general purchase or construction might dole 
out those same objects by placing such relics in undisturbed tombs, in the 
remains of Sith and Jedi ships of war that crashed onto remote, unknown 
worlds long ago, or in vessels and space stations that have drifted derelict 
Wkrrough space for thousands of years. 
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MBELEE WEAPONS 

Jedi primarily wield lightsabers, though there are variants of the lightsaber 
that work better with particular fighting styles. The weapons given on Table 
3-1 are described below. 


Guard Shoto 

Lightsaber 

A rare variant of the short shoto style of lightsaber, the guard shoto (also 
referred to as the lightsaber tonfa) has a second handle that sticks out from 
the main hilt at a. 90-degree angle. It is possible to hold a guard shoto by 
either the main hilt or the second handle. If it is held by the second handle, 
the lightsaber blade can be held parallel to the forearm, allowing it to easily 
be used for blocks. 

Because a guard shoto is designed primarily to block other lightsabers, 
it is most useful when its handle is laced with phrik (a lightsaber-resistant 
metallic compound), which can be an expensive process. 

Acharacter proficient with the guard shoto gains a +2 equipment bonus 
‘on Use the Force checks to block melee attacks or deflect ranged attacks 
using the Block or Deflect talent. Additionally, lightsabers do not ignore the 
DR of a guard shoto with a phrik-laced handle. 

A guard shoto requires an energy cell to operate. 


Lightfoil, Archaic 
Lightsaber 
Lighter than the average lightsaber and more delicately balanced, the archaic 
lightfoil is wielded with only one hand and was once the favored weapon of 
many Jedi dueling masters. Originally created by Sith agents in the Tapani 
Sector, lightfoils promote a more graceful fighting style and are favored 
by practitioners of the Makashi style of lightsaber combat. Popular in the 
years leading up to the Great Sith War, the lightfoil in its original form was 
created in much the same way as other lightsabers and benefitted from the 
builder's mastery of the Force. 

An archaic lightfoil is delicately balanced, and its wielder can choose 
to consider it a Small weapon whenever it would be beneficial. However, a 
lightfoil cannot be wielded two-handed. 

An archaic lightfoil requires an energy cell to operate. 


Lightfoil, Modern 

Lightsaber 

After the decline of the Sith in the Tapani Sector, the art of creating a true 
lightfoil was all but lost. However, craftsfolk in the employ of the nobles 
from the Tapani Sector continued to try and meet the demand for the archaic 
weapon millennia after the secrets of building the original lightfoil died with 
the Sith who had mastered them. The modern lightfoil, still popular among 


young Tapani Sector nobles, is less potent than its original form but can be 
built even by those who have no training in the Force. 

A modern lightfoil is delicately balanced, and its wielder can choose to 
consider it a Small weapon whenever it would be beneficial. However, a 
lightfoil cannot be wielded two-handed. 

A modern lightfoil requires an energy cell to operate. 


HOLOCRON LESSON: 

ARCHAIC POWER PACKS AND 
“RETROSABERS"” 

The archaic lightsaber is an example of how ancient technology evolved 
into an object of great importance in modern times. Though few examples 
of archaic lightsabers still exist in the galaxy, Jedi historians have pre- 
served a few of these ancient weapons and have even devised ways of 
recharging their failing power packs. 

The archaic power pack has one advantage over its modern analogs. 
The fact that the lightsaber is physically attached to the power pack by 
‘a power cord means that the weapon doesn't go far or roll away on its 
‘own when dropped, though any kind of force applied to the power cord 
(such as a disarm attempt) immediately disconnects the lightsaber from 
its power source. 

For modern Jedi, there is almost no reason to use an archaic lightsa- 
ber with its special, belt-mounted power packs other than for nostalgic 
reasons. However, Jedi artisans have spent years examining archaic power 
packs, in search of a way to turn its disadvantages into advantages. At 
least one Jedi Master claims to have found a way to reconstruct the 
archaic power cell using modern technology, creating a version of the 
archaic lightsaber that uses the most cutting edge components. Though 
still possessing the form of an archaic lightsaber—a blade-emitting hilt 
connected to a belt-mounted power pack—this weapon takes advantage 
of thousands of years of technological achievement to produce a weapon 
that is not only as potent a the modern lightsaber but also possesses some 
unique advantages that Jedi artisans have sought for decades. 

Construction of an archaic lightsaber using modern components— 
dubbed the retrosaber by its creators—follows much the same process 
as construction of a normal lightsaber. A retrosaber has a base construc- 
tion DC of 25 and deals 28 damage (instead of the archaic lightsaber's 
usual 2d6). As a swift action, the wielder can dial up the lightsaber's 
power, increasing the base damage to 2d10 until the end of the wielder's 
next turn. At the end of the wielder’s next turn, the lightsaber begins to 
burn out, decreasing the weapon's base damage to 2d4 for one round. 
During that round, the lightsaber’s damage may not be dialed back up 
to 2d10. 


Lightsaber, Archaic 

Lightsaber 

Before the Great Sith War, lightsabers required significantly higher power 
output to maintain the stable, solid blade that makes the weapon useful both 
for offense and defense. As a result, lightsabers required large power cells, 
some larger than a human hand, to function at full capacity. These power 
cells were worn on the belt or on the back and were connected to the hilt 
of the lightsaber via a long, slender cord. Around the same time that pulse- 
wave weapons were phased out in favor of modern blasters, lightsabers 
underwent a design revolution that miniaturized the power cells required 
to fuel the energy blade. With the development of this new technology, the 
Jedi devised methods of lightsaber creation that integrated these drastically 
smaller power cells into the hilt of the lightsaber, eliminating the need for 
the external power pack. With this revolution, the archaic lightsaber design 
was almost entirely abandoned. 

An archaic lightsaber is somewhat weaker than the classic lightsaber due 
to the lack of a sophisticated power supply and the distance of the energy 
cell from the lightsaber's main body. 

An archaic lightsaber requires a special power pack (which costs 600 
credits) to operate. 


BLADED LIGHTSABER. 


A VARIETY OF LIGHTS. 
QUARD SHOTOS, AND A DOUB! 


MESSAGE FROM THE 

FACULTY: DUAL-PHASE 
LIGHTSABER VARIANTS 

Some Jedi adapt the technology behind dual-phase lightsabers to allow 
them to wield a weapon that uses two different lightsaber crystals with 
different effects. When constructing a dual-phase lightsaber, you can 
choose a lightsaber crystal as normal for the default weapon setting and 
also apply its properties to its extended blade setting. 

However, instead of gaining the extended blade setting of a normal 
dual-phase lightsaber, you can instead choose a second lightsaber crystal 
with a different effect to add to your lightsaber. If you do this, you create 
two settings for your lightsaber with mutually exclusive effects. When 
you use a swift action to change the setting of the lightsaber, you then 
gain the benefits of whichever crystal is attuned to that setting. 

For example, you might choose an Ilum crystal for your default crystal 
(gaining the +1 Force bonus on attack rolls), and then a Bondar crystal 
for the second phase crystal (which converts the weapon's damage to 
stun damage). If you switch from the default setting to the Bondar crystal 
setting, you lose the +1 Force bonus on attack rolls but gain the ability 
to convert the weapon's normal damage to stun damage. 


Lightsaber, Dual-Phase 

Lightsaber 

Adual-phase lightsaber is a lightsaber variant that, at first glance, appears to 
be identical to a standard lightsaber, with a small handle emitting an energy 
blade about 1.3 meters long. However, dual-phase lightsabers include a com- 
plex array of multiple lightsaber crystals within the handle of the weapon, 
allowing the user to switch the blade's length from the standard length out 
toa length of nearly 3 meters. Dual-phase lightsabers are extremely popular 
during the days of the Jedi Civil War and the surrounding time periods due 
to the large number of lightsaber-wielding opponents a Jedi is likely to face 
The longer blade setting allows the wielder to keep an opponent at a distance 
during a duel, but lightsabers on this setting are also more unwieldy, making 
it difficult to defend against enemies that get up close to the wielder. 

In its basic setting, a dual-phase lightsaber functions as a normal 
lightsaber. As a swift action, the wielder can switch to the extended blade 
setting. While on this setting, the lightsaber increases the wielder’s reach by 
1 square, but the wielder also takes a -2 penalty to Reflex Defense against 
attacks made by adjacent targets. 

If you use a lightsaber crystal with a special effect when constructing a 
dual-phase lightsaber, that crystal’s effect applies to both the default set- 
ting and the extended blade setting (see also the Message from the Faculty: 
Dual-Phase Lightsaber Variants sidebar). 

A dual-phase lightsaber requires an energy cell to operate. 
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ADVANCED MELEE WEAPONS cost DAMAGE STUN DMG WEIGHT TYPE AVAILABILITY 
San-ni staff 4,500 2d6/2d6 Yes 2.2 kg Energy and bludgeoning Rare 

LIGHTSABERS cost DAMAGE STUN DAMAGE WEIGHT TYPE AVAILABILITY 
Shoto, guard 7,000 2d4 - 1kg Energy and slashing Rare 
Lightfoil, archaic 4,500 2d8 - 0.5 kg Energy and slashing Rare 
Lightfoil, modern 2,500 246 - 0.5 kg Energy and slashing Rare 
Lightsaber, archaic 2,000 2d6 - 1.0 kg Energy and slashing Rare 
Lightsaber, crossguard 4,000 248 = 0.7 kg Energy and slashing Rare 
Lightsaber, dual-phase 6,000 2d8 - 0.5 kg Energy and slashing Rare 
Lightsaber, dueling 3,000 248 - 0.3 kg Energy and slashing Rare 
Lightwhip 5,000 204 = 1kg Energy and slashing Rare 
Lightsaber, great 5,000 2410 - 5kg Energy and slashing Rare 
Lightsaber, long-handle 4,500 2d8 - 2kg Energy and slashing Rare 
Lightsaber pike 4,000 2d8 oo 2kg Energy and slashing Rare 

‘SIMPLE WEAPONS cOsT DAMAGE STUNDAMAGE WEIGHT TYPE AVAILABILITY 
Wan-shen 1,000 2d6/2d6 - 2kg Slashing and bludgeoning Rare 

Lightsaber, Dueling Lightsaber, Crossguard 

Lightsaber Lightsaber 


The dueling lightsaber isn't so much a variant lightsaber as it is a hilt style 
engineered specifically to enhance lightsaber duels. Count Dooku and his 
apprentices, Komari Vosa and Asajj Ventress, wield dueling lightsabers that 
feature a curved hilt designed to maximize the potential of a one-handed, 
finesse-based fighting style. 

When you wield a dueling lightsaber one-handed, you gain a +1 equip- 
ment bonus on attack rolls whenever you make an attack of opportunity 
with the weapon. 

A dueling lightsaber requires an energy cell to operate. 


An extremely rare lightsaber variant that is usually only found in the hands 
of skilled lightsaber duelists, the crossquard lightsaber (sometimes referred 
to asa forked lightsaber) has a special hilt that emits two lightsaber blades. 
The first blade is the standard, full-length blade common to all lightsabers. 
The crossquard lightsaber also emits a second blade, less than a human 
handspan in length and narrower than the standard blade, at an angle 
away from both the hilt and the main blade. This secondary blade is used 
to protect the wielder’s hand from lightsaber attacks that slide down the 
blade. The crossquard lightsaber also enables the wielder to parry incoming 
lightsaber attacks between either of the two blades, making it easier to 
block lightsaber attacks. 


When using a crossguard lightsaber with the Block talent, each successive 
Use the Force check made to block n incoming attack incurs only a cumula- 
tive -2 penalty, instead of the normal -5 penalty. However, a crossquard 
lightsaber can be difficult to master against ranged opponents, and as such 
the wielder takes a -2 penalty on all Use the Force checks made to use the 
Deflect talent. 

A crossguard lightsaber requires an energy cell to operate. 


Lightsaber, Great 
Lightsaber 
Favored by Large species, the great lightsaber produces an oversized light- 
saber blade. The blade of a great lightsaber is much longer and thicker than 
that of a normal lightsaber, and the handle itself is nearly as long as that of 
a double-bladed lightsaber. Only Large (or larger) creatures can use the great 
lightsaber in conjunction with feats that affect light weapons or lightsabers 
(such as the Weapon Finesse feat or talents from the melee duelist prestige 
class in the Knights of the Old Republic Campaign Guide). 

A great lightsaber requires an energy cell to operate. 


Long-Handle Lightsaber 

Lightsaber 

The long-handle lightsaber caters to a particular fighting style. The handle 
where the weapon is gripped is several times larger than the standard light- 
saber handle, providing a much larger surface area upon which the wielder 
can place his hands. Likewise, this longer grip makes it easier to swing the 
weapon around the body, using arms, legs, shoulders, hips, and other joints 
as fulcrums upon which the lightsaber can be levered. 

The fighting style used with a long-handled lightsaber takes advantage 
of the larger grip to allow the wielder to rotate the weapon around his body. 
When you wield the lightsaber two-handed, you can choose to forego dou- 
bling your Strength bonus to damage and instead increase the lightsaber's 
base damage to 2d10. Additionally, a character with the Long Haft Form feat 
(see page 23) can use the long-handle lightsaber as a double weapon. If you 
have this feat, you can attack with both ends of the weapon as a full-round 
action, but both attack rolls take a -10 penalty; certain feats and talents can 
reduce these penalties. The haft end of the lightsaber deals 1d6 damage. 

A long-handle lightsaber requires an energy cell to operate. 


Lightsaber Pike 

Lightsaber 

The favored weapon of the Emperor's Shadow Guard, the lightsaber pike 
resembles a conventional polearm in many respects. The long haft of the 
Weapon is made of phrik alloy, meaning that a lightsaber does not ignore 
the pike's damage reduction. At the end of the handle is a slightly shorter 
and thicker lightsaber blade, which can be activated as a swift action using 
a switch about midway down the weapon's haft. A lightsaber pike increases 


the wielder’s reach by 1 square but imposes a -2 penalty on Use the Force 
checks to use the Block or Deflect talent. 

A character with the Long Haft Form feat (see page 23) can use the 
lightsaber pike as a double weapon. If you have this feat, you can attack 
with both ends of the weapon as a full-round action, but both attack rolls 
take a -10 penalty; certain feats and talents can reduce these penalties. The 
non-lightsaber end of the pike deals 146 damage. 

A lightsaber pike requires an energy cell to operate. 


Lightwhip 

Lightsaber 

A lightwhip is similar to a lightsaber in that it emits a beam of energy from its 
handgrip. The device differs, though, in that the "blade" is long and flexible, 
giving it the properties of a whip. Although a lightwhip has a greater reach, 
it lacks the power of a more traditional lightsaber. 

A lightwhip has a reach of 2 squares. When you hit a target with a light- 
whip, it deals normal damage and you can initiate a grab or a grapple against 
the target. A target that is grabbed or grappled can attempt to escape the 
lightwhip (requiring a DC 15 Acrobatics check). You can use the Pin and 
Trip feats with a lightwhip, but you cannot use the Crush or Throw feats. 
Any character that ends its turn in a grab or grapple from a lightwhip takes 
damage equal to the weapon's base damage (you do not add your Strength 
bonus, half your heroic level, or any other modifiers to this damage). 

A lightwhip requires an energy cell to operate. 


San-Ni Staff 

Advanced Melee Weapon 

The san-ni staff is favored by martial artists throughout the galaxy, includ- 
ing Jedi weapon masters looking for more variety than the lightsaber of fers. 
Consisting of three metal rods held together by power couplings, the san-ni 
staff is a flexible weapon that can be whipped around the wielder's body in 
combat, both for leverage and to confuse an opponent. Moreover, a san-ni 
staff's power couplings are made of pure energy that are impervious to 
lightsaber damage (much as lightsaber blades are). 

The san-ni staff is a double weapon. You can attack with both ends of a 
san-ni staff as a full-round action, but both attack rolls take a -10 penalty; 
certain feats and talents can reduce these penalties. Additionally, the san-ni 
staff can be used in conjunction with the Block talent as though it were a 
lightsaber. Also, the wielder of a san-ni staff can designate (at the time 
the attack is made) that he or she is striking the opponent with the power 
couplings, dealing stun damage instead of normal, lethal damage. 

A san-ni staff requires two energy cells to operate. 
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Wan-Shen 
Simple Weapon 
The wan-shen is a tall polearm wielded by the Matukai as their weapon of 
choice and their external focus for the Force. The weapon consists of a single- 
edged blade at the end of a long, metal shaft, both of which are made of a 
hard but lightweight metal. The blade is forged and sculpted with assistance 
from the Force, making it extraordinarily resilient. Although all wan-shen are 
constructed the same, each weapon is customized by the individual Matukai 
who uses it in the form of engraved symbols and artwork on the blade, usually 
symbolizing something meaningful to the wielder. Wan-shen are designed to 
break down into smaller parts to allow the weapon to be more easily stored 
and carried; a disassembled wan-shen breaks down into four Small objects. 
Assembling or disassembling a wan-shen is a full-round action. 
Awan-shen increases the wielder’s reach by 1 square. The wan-shen isa 
double weapon, You can attack with both ends of a wan-shen as a full-round 
action, but both attack rolls take a -10 penalty; certain feats and talents 
can reduce these penalties. > 


ADVANCED 
LIGHTSABER 
CONSTRUCTION 


For some Jedi and Sith, a lightsaber is not just a weapon; it is a personalized 
‘emblem of one's life and philosophy. Similarly, some players may wish to 
customize their Jedi hero's lightsaber to reflect the character's philosophy 
and fighting style, beyond the basic lightsaber construction rules found in the 
Saga Edition core rulebook. This following section includes a wealth of new 
options for players and Gamemasters looking to customize their lightsabers 
to better fit the characters who wield them. 

The lightsaber construction process begins when a hero reaches 7th level. 
First, the player or Gamemaster must decide what kind of lightsaber to build, 
The standard lightsaber is the most common lightsaber in the galaxy, and 
it is not only the easiest to build but also requires no special training to use 
effectively in combat (besides the standard Weapon Proficiency feat). Once 
a particular kind of lightsaber has been selected, the next step is to choose a 
lightsaber crystal. Any character can build a lightsaber from Adegan crystals, 
llum crystals, or synthetic crystals; the default assumption is that Jedi (and 
other lightsaber-wielding traditions) have ample access to these crystals 
and need perform no special quest to obtain one. However, if you wish to 
use a lightsaber crystal of another kind, the character may need to undergo 
a special adventure to obtain the crystal. 

Once the desired crystal has been chosen and obtained, the next step is 
to choose any special accessories or modifications to be made. With that 
in mind, the construction process can begin. Special lightsaber crystals 
and lightsaber accessories can modify the DC to construct the lightsaber; 
when construction begins, using the rules on page 40 of the Saga Edition 


core rulebook, applying these modifiers to the standard Use the Force 
check DC before the check is made (the base DC is determined by the kind 
of lightsaber being built, as presented on Table 3-2). Once the lightsaber is 
complete, the Jedi attunes the weapon as normal, gaining whatever benefit 
the attunement provides (based on the kind of lightsaber crystal that was 
used) for that wielder. 


LIGHTSABER BUILD DC 
Lightfoil, archaic 20 
Lightfoil, modern 15 
Lightsaber (standard) 20 
Lightsaber pike 20 
Lightsaber, archaic 18 
Lightsaber, crossquard 25 
Lightsaber, dual-phase 25 
Lightsaber, dueling 25 
Lightsaber, great 20 
Lightsaber, long-handle 20 
Lightwhip 25 
Shoto 20 
Guard shoto 20 


LIGHTSABER CRYSTALS 
One of the most critical elements in a lightsaber's construction is its light- 
saber crystals. These crystals come from a variety of sources, but in the 
end they are a crucial part of the mechanism that creates and focuses the 
lightsaber blade. It is to the crystal that a Jedi attunes herself, giving her 
the benefit of the crystal’s bond. Lightsaber crystals come in many varieties, 


CRYSTAL BLADE COLOR _ BUILD DC MODIFIER 
Ankarres Sapphire Blue +5 
Barab ingot Varies +5 
Bondar crystal Varies - 
Compressed crystal Red or varies +5 
Corusea gem Varies = 
Dantari crystal Varies -* 
Dragite crystal Varies +5 
Durindfire crystal Silver - 
Firkraan crystal Varies - 
Heart of the Guardian Orange +10 
Hurikane crystal Blue or violet +5 
llum crystal Blue or green - 
Jenraux crystal Varies - 
Kaiburr Crystal shard Crimson +5 
Kasha crystal Varies - 
Kathracite crystal Varies -5 
Krayt dragon pearl Varies +10 
Lambent crystal Varies +10 
Mantle of the Force Cyan +10 
Mephite crystal Varies - 
Opila crystal Varies - 
Phond crystal Varies - 
Pontite crystal Blue or green +5 
Rubat crystal Varies - 
Sigil crystal Varies S 
Solari crystal Varies - 
Standard synthetic crystal Red or varies - 
Unstable crystal Red or varies +5 


and the crystal determines not only the lightsaber blade’s color but also the 
blade's special properties. Available lightsaber crystals are described below 
and summarized in Table 3-3. 

Some crystals modify the build DC of a lightsaber, representing how easy 
or difficult itis to incorporate the crystals into the weapon's design. 


EFFECT 

Improves one’s healing ability while wielding the lightsaber 
Lightsaber deals fire damage instead of normal damage 

Lightsaber deals stun damage instead of normal damage 

Increases the difficulty of Block attempts 

+1 die of damage against a target with damage reduction 

Reflects the light or darkness within the wielder 

+1 die of sonic damage on critical hits 

Casts a glow as bright as a fusion lantern 

Lightsaber deals ion damage instead of normal damage 

+2 Force bonus on attack rolls against lightsaber-wielders 

+2 Force bonus on attack rolls against. targets in armor 

+1 bonus on attack rolls 

+2 Force bonus to Block attempts 

Increases Force Point die type by one step when adding to attack rolls 
+2 Force bonus to Will Defense 

Reduces the weapon's damage die type by one step; +1 bonus on attack rolls 
+3 Force bonus on damage rolls 

Ignore restrictions on sensing Yuuzhan Vong 

+2 Force bonus on Use the Force checks to activate Personal powers 
+1 bonus on attack rolls 

+1 die of damage on critical hits 

+1 die of damage against targets with shields 

Take no penalty on Persuasion checks against unfriendly or indifferent creatures 
Reroll one damage roll once per encounter 

+2 Force bonus on damage rolls 

+2 Force bonus to Deflect attempts 

+1 bonus on attack rolls 

+1 die of damage on critical hits; deactivates on a natural 1 
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Adegan Crystals 

The most common lightsaber crystals in the days of the Old Republic, Adegan 
crystals are harvested from the Outer Rim, specifically the Adegan system 
in the Auril Sector. These crystals have been used by Jedi for thousands of 
years, and they come in a variety of colors. Before the discovery of Ilum, the 
vast majority of lightsaber crystals come from the Adegan system. 

Kathracite Crystal: One of the most common crystals in the Adegan 
system, kathracite is frequently used in the creation of Jedi apprentice 
lightsabers. When used asa lightsaber crystal, kathracite produces a weaker 
blade with less cutting power. Many Jedi Masters recommend that their 
Padawans use lightsabers with kathracite blades during their first few years 
of training, allowing them to still have a fully effective weapon while reducing 
the amount of damage they can do with an errant strike. A lightsaber with a 
kathracite crystal reduces the weapon's die type by one step (from d8 to d6, 
or d6 to d4). A weapon with a base d4 die type becomes dés, but has one less 
die of damage (for example, 2d4 becomes 146). A kathracite crystal grants 
the standard +1 bonus on attack rolls to its attuned wielder. 

Mephite Crystal: Mephite crystals are considered the standard by which 
all lightsaber blades are judged. Almost all lightsabers wielded by Jedi Knights 
in the days of the Old Republic incorporate mephite Adegan crystals. Mephite 
crystals are similar in structure to both pontite crystals and llum crystals, 
even to the point where some xenogeologists have misidentified crystal 
growths on llum as mephite crystals. A mephite crystal grants the standard 
+1 bonus on attack rolls to its attuned wielder. 


MESSAGE FROM THE 

FACULTY: CRYSTALS IN 
TRAINING LIGHTSABERS 

There are two effective ways to build a less lethal lightsaber, sometimes 
known as a training lightsaber: Use a bondar crystal or a kathracite 
crystal. 

A bondar crystal is used in the creation of the safest lightsabers, 
given to younglings for basic weapon training in the Jedi Temple. Bondar 
crystals create wholly nonlethal lightsabers that merely shock the target 
and do not actually cut into it. Typically, lightsabers with bondar crystals 
see use during sparring sessions between Padawans, as they allow the Jedi 
to actually strike the target with what would be a serious blow without 
doing any permanent harm. Kathracite, on the other hand, produces a 
more traditional lightsaber blade, albeit a weaker one that is less likely 
to cause serious harm in case of an accident. 

By the time an adventuring Jedi begins his career, he has likely aban- 
doned training lightsabers entirely and uses a full-strength lightsaber, 
albeit not one of her own creation, Lightsabers with bondar or kathracite 
crystals usually appear in the hands of younglings, or are kept safely 
in reserve by the Jedi temples and academies for when new students 
come of age. 


Pontite Crystal: The rarest of all Adegan crystals, pontite produces 2 
relatively standard lightsaber blade. However, unlike blades of mephite, a 
lightsaber blade emitted by a pontite crystal produces subsonic waves that 
most sentient species find soothing. While wielding an active lightsaber 
with a pontite crystal to which you are attuned, you take no penalty on 
Persuasion checks made to change the attitude of unfriendly or indifferent 
creatures within 6 squares (see page 71 the Saga Edition core rulebook for 
more information on attitudes). 


llum Crystals 
The discovery of the planet llum was a landmark event in the history of the 
Jedi Order. Up until its discovery, finding crystals to generate the full-strength 
blades that the Jedi Order required could be tedious and time-consuming. 
Mephite and pontite made for the best lightsaber blades, but even in the 
Adegan system, those crystals were rare. The discovery of Ilum brought with 
it entire caves filled with crystals whose structure was so similar to mephite 
and pontite that the Jedi took them to be the same, at first. Jedi who undergo 
the ritual of lightsaber creation seek out the caves of Ilum, as their crystals 
are considered the highest quality. 

llum crystals produce a full-strength lightsaber blade that is either blue 
‘or green in color. An llum crystal grants the standard +1 bonus on attack 
rolls to its attuned wielder common to most lightsabers. 


Synthetic Crystals 

To many Jedi, the idea of using a synthetic crystal is anathema; in their eyes, 
Jedi should use crystals found naturally throughout the galaxy. However, 
sometimes there is no choice but to create a synthetic lightsaber crystal, 
particularly when a weapon is needed and no naturally occurring crystals 
can be found to do the job. In the wake of the destruction of the Jedi Order 
by Emperor Palpatine, Luke Skywalker was forced to create a synthetic 
lightsaber crystal since he had no knowledge of the caves at Ilum or the 
significance of Adegan crystals. 

For eons, Sith Lords have created synthetic crystals due to a need to stay 
in hiding and avoid crossing paths with the Jedi. Over time, it became a part 
of the Sith tradition to create synthetic lightsaber crystals, and many Jedi, in 
turn, associate the process with choosing the quick and easy path. Addition- 
ally, in the days of the Old Republic, many Jedi constructed lightsabers from 
inferior Adegan crystals when mephite and pontite crystals were unavailable, 
and as such the Sith considered synthetic crystals, which produced the stron- 
ger and more reliable blade, to be a sign that the Sith method of mastering 
the Force was far superior to the Jedi's more passive methods. 

Compressed Crystal: The process of crafting a synthetic lightsaber crystal 
attempts to replicate millennia of geological compression and crystallization 
using machines and computers, which can sometimes fail. On occasion, the 
crystal's structure comes out far more compressed than a standard lightsaber 
crystal. Compressed crystals function perfectly well as lightsaber crystals, 
producing a blade that is far thinner and more precise than the standard 


So, my young ig anette you have decided Pe aitnk ‘own lightsaber 
crystal rather than relying on the untamed wilds of space to provide you 
with one? Very good. You may yet ascend to the rank of Dark Lord of the 
Sith. First, you must obtain the machinery and raw materials necessary 
to create your lightsaber crystal. The machinery is known as a geological 
compressor and is commonly used by xenogeologists to replicate geo- 
logical conditions on distant worlds inside a laboratory. This device is 
available with a license for a fee of 2,000 credits. The raw materials can 
be gathered from nearly any world with a high carbon concentration. 
Once you have placed the raw materials inside the compressor, you must 
guide the formation of the crystal with your mastery of the Force. After 
24 hours, make a DC 20 Use the Force check; success indicates that the 
lightsaber crystal is created correctly. Failure produces a ores that 
cannot be used for lightsaber construction. 

When you remove the crystal from the compressor, you will find that 
itis crimson in color; synthetic crystals produce the blood-red blades that 
the Sith have used for millennia. It is possible to create synthetic crystals 
of other colors, requiring only the desire to do so and the knowledge 
required to alter the compression process during crystal formation. You 
may need to create a synthetic crystal of a different color to hide your 
adherence to my Sith teachings, but there will come a day when you can 
wield the crimson blade of the Sith openly as you stand over the bodies 
of your so-called Jedi Masters. 


crystal. When you are attuned toa lightsaber with a compressed crystal, the 
targets of your lightsaber attacks take a -2 penalty on Use the Force checks 
made to negate the attack with the Block talent. 

Standard Synthetic Crystal: The standard synthetic lightsaber crystal is 
created by replicating the geological structure of more traditional crystals 
using advanced technology, effectively crafting a crystal from other, exist- 
ing materials. A standard synthetic crystal grants the standard +1 bonus on 
attack rolls to its attuned wielder. 

Unstable Crystal: Like compressed crystals, unstable crystals are usually 
the result of the machinery used to synthesize the crystal failing to accurately 
replicate the natural crystallization process. Unstable crystals create light- 
sabers with blades that crackle with energy at erratic intervals, sometimes 
causing sparks to fly from the blade or streaks of electrical energy to run 
from the hilt to the tip of the blade, and back. When you wield an attuned 
lightsaber with an unstable synthetic crystal, the lightsaber deals an extra 
die of damage on a critical hit (this damage is added after the damage is 
multiplied for the critical hit). However, on an attack roll that is a natural 1, 
your lightsaber deactivates and may not be reactivated until after the end 
of your next turn. 


Traditional Jewels 

Though Adegan crystals, llum crystals, and synthetic crystals are the most 
common lightsaber crystals in the galaxy, many traditional jewels can also 
serve as focusing crystals if properly cut and molded. The crystals below are 
rare enough to be extremely valuable in most civilized parts of the galaxy, 
and finding a specimen of one of these crystals that can serve asa lightsaber 
crystal should require a quest of some kind, rather than just buying one on 
the open market. 

Bondar Crystal: Bondar crystals convert the eneray of a lightsaber blade 
into a different form of energy. A lightsaber constructed with a bondar crystal 
deals stun damage instead of normal damage. Training lightsabers are usually 
made with bondar crystals. 

Corusca Gem: Corusca gems are harvested from the depths of the gas 
giant Yavin, and they are renowned for their hardness and the strength of 
the blade they create. When you wield an attuned lightsaber with a Corusca 
gem, the lightsaber deals +1 die of damage against a target with DR. 

Dragite Crystal: Dragite is a rare crystal that possesses special sonic 
properties, causing lightsaber blades focused by dragite crystals to resonate 
loudly in combat. When you wield an attuned lightsaber with a dragite crys- 
tal, you deal +1 die of sonic damage on critical hits with the lightsaber (this 
die of damage is added after damage is multiplied for the critical hit) 
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Durindfire Crystal: This crystal is found only on the remote Outer Rim 
world of Tatooine. Durindfire crystals give the lightsaber blades they focus 
a distinctive silver glow. Additionally, when you wield an attuned lightsaber 
with a durindfire crystal, the lightsaber emits a glow comparable to a fusion 
lantern, illuminating the area brightly. 

Firkraan Crystal: Like the bondar crystal, a firkraan crystal absorbs the 
energy that creates a lightsaber blade and converts it into a different kind 
of energy, altering the effect of using the weapon. A lightsaber constructed 
with a firkraan crystal deals ion damage instead of normal damage, making 
lightsabers constructed with firkraan crystals more effective against droid 
enemies (see pages 159-160 of the Saga Edition core rulebook). 

Hurikane: Found only on the distant world of Hurikane, hurikane crystals 
create lightsaber blades that easily penetrate the defenses of its targets. 
When you wield an attuned lightsaber with a hurikane crystal, you gain 
a +2 Force bonus on lightsaber attack rolls against targets with an armor 
bonus to Reflex Defense. 

Jenraux Crystal: Like the solari crystal described below, the jenraux 
crystal widens the blade of a lightsaber. Unlike the solari crystal, however, 
it also causes the blade to absorb kinetic energy, making it exceptionally 
effective at defending against incoming melee attacks. When you wield an 
attuned lightsaber constructed with a jenraux crystal, you gain a +2 Force 
bonus on Use the Force checks made to block incoming melee attacks with 
the Block talent. 

Kasha Crystal: Found only on the planet Cerea, kasha crystals have 
great cultural significance to the Cerean people. During meditation sessions, 
Cereans use kasha crystals as a focus for their thoughts, sharpening their 
minds in the same way that a lightsaber crystal focuses an energy beam into 
a lightsaber blade. Kasha crystals help clear the mind and focus the person 
using the crystal, blocking out distracting sights, sounds, and other stimuli. 
When you wield an attuned lightsaber with a kasha crystal, you gain a +2 
Force bonus to Will Defense. 

Opila Crystal: The opila crystal increases the destructive power of the 
lightsaber against weak or unprotected targets, though it does little to get the 
blade past most defenses. When you wield an attuned lightsaber with an opila 
crystal, you deal +1 die of damage on critical hits made with the lightsaber 
(this die of damage is added after damage is multiplied for the critical hit). 

Phond Crystal: A phond crystal reduces the cutting power of the lightsa- 
ber blade but solidifies the energy beam, making it more effective at battering 
down an opponent's energy shield. When you wield an attuned lightsaber 
with a phond crystal, you deal +1 die of damage when using the lightsaber 
against targets that have active shields (that is, when the attack’s damage 
would be reduced by SR). 

Rubat Crystal: The rubat crystal causes the energy frequency of a 
lightsaber blade to fluctuate slightly, allowing the weapon to have a greater 
potential for damage. Once per encounter, when you wield an attuned light- 
saber with a rubat crystal, you may reroll one damage roll made with that 
lightsaber, keeping the better result. 


Sigil Crystal: A sigil crystal focuses the energy of a lightsaber blade 
with incredible efficiency, causing it to have a more devastating effect on a 
target. When you wield an attuned lightsaber with a sigil crystal, you gain a 
+2 Force bonus on damage rolls made with that lightsaber. 

Solari Crystal: The solari crystal changes the width of the lightsaber 
blade, making it easier to intercept blaster bolts and other incoming ranged 
attacks. When you wield an attuned lightsaber with a solari crystal, you 
gain a +2 Force bonus on Use the Force checks to deflect incoming ranged 
attacks with the Deflect talent. 


HOLOCRON LESSON: 
CREATING New CRYSTALS 

There are other types of lightsaber crystals besides the ones covered 
in this chapter, but their effects are identical to the crystals described 
herein. Beyond those, there is the potential to have entirely new crystals 
that have yet to be discovered and used in lightsabers. 

Creating unique crystals that can be used in the creation of a light- 
saber can be a good way to reward Jedi heroes, who typically are less 
interested in the accumulation of credits and other wealth. A unique 
crystal as a reward for completing a major story arc (or fulfilling one's 
destiny) can be a compelling motivator for a Jedi hero, and though most 
Jedi eschew possessions, an enhancement to a Jedi's weapon of choice 
is often worth undergoing a difficult quest, mirroring the Jedi Trials they 
face in the transition from apprenticeship to knighthood. 

For Gamemasters looking to create a unique lightsaber crystal, first 
come up with an interesting story behind the crystal. Why is it renowned? 
Who possesses it now, and what are they doing with it? If possible, 
weave the story of the crystal into the larger tapestry of your campaign's 
storyline. Additionally, if you are designing an entire adventure around 
obtaining this crystal, make sure to get the entire party involved; maybe 
the crystal is in the possession of your scoundrel hero's crime lord arch- 
nemesis, and getting it back means dealing with that crime lord once 
and for all. Maybe the crystal was stolen from the family of the party's 
noble, and retrieving it is a point of honor. Whatever the story behind 
the lightsaber crystal, do not hesitate to make sure that it is of interest 
to the entire party and not just the Jedi character in the group. 

Once you are satisfied that the crystal has a suitable history, you 
can decide what effect(s) to grant the wielder of a lightsaber with that 
crystal. A unique crystal can be slightly more powerful than the crystals 
presented in this chapter, though not much more so. In general, a unique 
crystal should confer a bonus about on-par with most standard crystals’ 
bonuses, or maybe a little more powerful. Any bonuses the weapon 
confers should be typed as Force bonuses, and skill bonuses and damage 
bonuses should be around +2 for unconditional bonuses, or around +5 
for highly conditional bonuses. 


Extremely Rare Crystals 

Over the course of history, there have been several exceedingly rare crystals 
that have attained a certain amount of power and destiny, far beyond that of 
normal lightsaber crystals. These crystals have been at the center of galactic 
events, and finding one has been the subject of many epic adventures over the 
ages. Some of these crystals are one-of-a-kind, like the shard of the Kaiburr 
Crystal or the Ankarres Sapphire; others are simply so rare that finding one 
is an event worthy of being an individual hero's destiny. 

Ankarres Sapphire: The Ankarres Sapphire is a valuable gem that has 
passed through many hands over the years, including the hands of the bounty 
hunter 4-LOM around the time of the Battle of Yavin. Legend has it that 
the Ankarres Sapphire possesses incredible healing powers and that, when 
used as a lightsaber focusing crystal, it grants the wielder similar powers. 
Moreover, the legends say that only those who embody the light side of the 
Force can use the Ankarres Sapphire effectively. 

If you wield an lightsaber attuned with the Ankarres Sapphire and you 
have a Dark Side Score of 0, you gain a +5 Force bonus on Treat Injury checks 
or Use the Force checks made to activate the vital transfer power. 

The Ankarres Sapphire is thought to be unique, although it's possible that 
other such sapphires exist. 

Barab Ingot: Found on Barab |, a Barab Ingot is a special crystal found 
inside ore littering the planet's radiation-baked surface. Though the radia- 
tion on the surface of the planet makes it difficult to find these crystals, a 
few Jedi have managed to locate Barab ingots suitable for use as focusing 
crystals, However, the constant infusion of radiation on the surface of Barab 
| causes a Barab ingot to produce a lightsaber blade that burns like fire. A 
lightsaber constructed with a Barab ingot deals fire damage instead of energy 
and slashing damage. Any target that takes damage from the weapon also 
catches on fire (see the rules for catching on fire on page 255 of the Saga 
Edition core rulebook). 

Dantari Crystal: Found on the planet Dantooine, Dantari crystals origi- 
nate in the eggs of the kinrath, creatures native to the planet. Dantari crystals 
were harvested in the ancient days of the Jedi, but once Ilum became a source 
of lightsaber crystals, few Jedi saw the need to deal with the deadly kinrath. 
Crystals harvested from kinrath eggs supposedly reflect the true disposition 
of their wielders. If you wield an attuned lightsaber with a Dantari crystal 
and roll a natural 19 on a Use the Force check made to activate a Force 
power, you regain some of your spent Force powers. If you have a Dark Side 
Score of 0, you regain all spent Force powers with the [light side] descriptor. 
If you have a Dark Side Score of 1+, you regain all spent Force powers with 
the [dark side] descriptor. If you roll a natural 20 on a Use the Force check 
made to activate a Force power, you still regain all spent Force powers (see 
Page 96 of the Saga Edition core rulebook). 

Heart of the Guardian: Once a subject of both Jedi and Sith prophecy, 
the Heart of the Guardian is one of two legendary lightsaber crystals that 
surfaced in the days of the Old Republic. Though the origins of these crystals 


is unknown, it is likely that they were used in the lightsabers of powerful Jedi 
as far back as the Great Hyperspace War. If you wield an attuned lightsaber 
with the Heart of the Guardian, you gain a +2 Force bonus on attack rolls 
against targets that are also currently wielding an active lightsaber. 

Kaiburr Crystal Shard: A unique artifact found on the world of Mimban, 
the Kaiburr Crystal glows with a sinister crimson light. The crystal has the 
power to amplify the flow of the Force through an individual. Though the 
crystal itself is too large to be used in the construction of a lightsaber, several 
shards of the crystal have broken off over the years, and they have been used 
in the construction of lightsabers . If you wield an attuned lightsaber with a 
shard of the Kaiburr Crystal, whenever you spend a Force Point to add to an 
attack roll with your lightsaber, you increase the die type by one step (from 
d6 to d8, and d8 to d10 if you have the Strong in the Force feat). 

Krayt Dragon Pearl: Krayt dragon pearls are found in the bellies of mas- 
sive krayt dragons that roam Tatooine. Krayt dragon pearls come into being 
when existing gemstones deep in the desert sands of Tatooine are consumed 
by the krayt dragon; in the creature's belly, they are further compressed and 
refined until they reach a new level of clarity and beauty. Though obtaining 
one is usually a monumental task, a krayt dragon pearl can be refined into a 
lightsaber crystal of great potency. If you wield an attuned lightsaber with a 
krayt dragon pearl, you gain a +3 Force bonus on damage rolls. 

Lambent Crystal: Grown by the Yuuzhan Vong as a part of their biotech- 
nology, lambent crystals are used as biological light sources. If you wield an 
attuned lightsaber with a lambent crystal, you ignore the normal penalties 
when using the Sense Force and Sense Surrounding applications of the Use 
the Force skill to sense Yuuzhan Vong. 

Mantle of the Force: The companion crystal to the Heart of the Guard- 
ian, the Mantle of the Force is an ancient crystal that increases one's self- 
awareness while sharply attuning the wielder to the flow of the Force. If 
you wield an attuned lightsaber with the Mantle of the Force, you gain a +2 
Force bonus on Use the Force checks made to activate Force powers that 
have you as the sole target. 
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LIGHTSABER 
ACCESSORIES & 
MODIFICATIONS 


A lightsaber is more than just a hilt and a blade. Some Jedi like to customize 
their lightsabers to best fit their needs. Most Jedi choose simple, functional 
accessories and modifications that enhance their fighting styles, and as such 
modifications such as blade lacks and pressure grips are common. At the time 
a lightsaber is created, the crafter can choose one of the following lightsaber 
accessories or modifications to apply to his lightsaber at no additional cost 
in time or credits. A character with the Tech Specialist feat (see page 21 of 
Starships of the Galaxy) can add one additional accessory or modification, 
which counts toward the weapon's one-modification limit. 


Beckon Call 

A beckon call is a small communications device that links up with the slave 
circuits on a starship. When activated, the beckon call transmits a signal to 
the starship it is linked to, activating its autopilot programming and sum- 
moning the ship to the nearest safe spot close to the wielder. A beckon call 
functions only when connected to a starship with a slave circuit. 


Blade Lock 

This simple modification is usually added only to lightsabers whose wielders 
frequently throw the lightsaber as a ranged weapon. As a swift action, the 
wielder can lock the blade in place; when doing so, this prevents the lightsa~ 
ber from being accidentally deactivated when the weapon is jarred, such as 
during the impact of being thrown. A swift action unlocks the blade, meaning 
that it takes two swift actions to deactivate a locked lightsaber blade. 


Concealed Compartment 
This lightsaber accessory is little more than a small storage compartment 
capable of holding a single object of Fine size. Typically, this compartment in 
the weapon's hilt is used to store a useful item such as a comlink, hand-held 
holoprojector, or code cylinder. 


Electrum Detail 

A modification generally allowed only to high-ranking members of the Jedi 
Order, electrum detailing is usually a prestigious honor bestowed upon Jedi 
Masters asa sign of their rank and skill. A purely cosmetic accessory, electrum 
detail decorates the lightsaber handle with the rare metal electrum, giving it a 
distinctive gold color. Though electrum detail does not modify the mechanics 
of the lightsaber in any way, having a lightsaber with electrum detail grants 
favorable circumstances on Persuasion checks against all targets familiar 
with the electrum detail tradition. 


Fiber Cord 

One end of this small cord of metal fibers attaches to the hilt of a lightsaber. 
The other end is attached to a piece of armor or a metal gauntlet, making it 
more difficult to disarm the wielder. When the wielder of a lightsaber with 
a fiber cord is disarmed, the disarming character cannot catch the weapon 
{or call it to their hand, if using Force disarm). The weapon is still considered 
“dropped” and the wielder must spend an action to pick it up, though it hangs 
by its fiber cord until the wielder does so. 


Force-Activated 

This rare lightsaber modification removes the activation button from the 
lightsaber's exterior. To activate the lightsaber, the wielder must make a 
OC 5 Use the Force check as a swift action (this can be done as a part of 
drawing the lightsaber, as with normal lightsaber activation). If this check 
fails, the lightsaber does not activate, Typically this modification is used to 
ensure that untrained Force-users and those who have no sensitivity to the 
Force cannot effectively use the lightsaber. 


Interlocking Hilt 

This accessory is usually applied to pairs of lightsabers and intended for 
users who prefer to wield two lightsabers simultaneously. The creator of 
the lightsaber grafts a small, interlocking mechanism to the base of each 
lightsaber. As a swift action, the hilts of the two lightsabers can be locked 
together, turning the weapon into a double weapon (considered to be one 
size category larger than the largest of the two weapons). 


Pressure Grip 

One of the most popular lightsaber accessories, the pressure grip is a staple 
of most Jedi who prefer simple, straightforward lightsaber construction. The 
pressure grip senses when the wielder's hand no longer grips it, deactivating 
the lightsaber immediately when it is dropped or disarmed. 


Trapped Grip 

A trapped grip requires the wielder to perform some free action (usually 
pressing down on a hidden sensor, twisting a nondescript knob, or some 
other mundane task) before activating the lightsaber safely. If the wielder 
does not perform this task at the time the weapon activates, the wielder 
takes 146 points of energy damage, and again at the start of his or her turn 
until the trap is deactivated. Deactivating the trap is a free action that is 
performed asa part of activating the weapon, and a DC 20 Perception check 
can reveal the trap mechanism and the disarming action. 


Waterproof Casing 

Favored by aquatic lightsaber-users , waterproof casing allows a light- 
saber to function normally underwater. Without this modification, a 
lightsaber submerged in water shorts out and must be repaired (taking 
1 minute of work) before it will activate. 


EXOTIC WEAPONS COST DAMAGE STUN DAMAGE 
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1 Area attack weapon (see page 155 of the Saga Edition core rulebook). 


RANGED WEAPONS 

Though the lightsaber is the only weapon most Jedi need, some other weapons 
occasionally see use among members of the Jedi Order. The two weapons 
given on Table 3-4 are described below. 


Discblade 

Exotic Weapon 

The discblade, the preferred weapon of the Zeison Sha, is a small metal ring with 
handles on the top and bottom of the disc and four slender blades that tightly 
curve back as they extend from the sides. When thrown, the discblade flies 
straight due to its aerodynamic design, but a trained Zeison Sha warrior can 
se the Force to return the weapon to his hand after it has been thrown. 


R-9 Flash Canister 
Simple Weapon 
Typically used in the combat training of Jedi apprentices, the R-9 flash 
canister is an explosive device that causes dozens of tiny shells within the 
canister to burst forth and then detonate, creating a blinding flash of white 
light and piercing sound. The R-9 flash canister has a 3-square burst radius, 
and like other grenades it is designed to explode on contact after it is thrown, 
effectively causing the bright flash of light in the same round it is hurled. 
When you make an area attack with an R-9 flash canister, you make a 
single attack roll and compare the result to the Reflex Defense of every target 
in the grenade’s burst radius. Creatures hit take no damage, but all targets 
have total concealment against the creature until the start of the attacker's 
next turn. Blind creatures are immune to this effect. 


ARMOR 

Though Jedi don't typically wear armor, in some dire cases it becomes neces- 
sary. Of course, the Sith and other dark side Force-users are not so reluctant, 
and many famous Sith Lords are practically defined by their armor. The armor 
given on Table 3-5 is described below. 


Rae ae 
RATE OF FIRE AVAILABILITY 
Spr ad he ye EL REG 
Ss 1.25 kg Slashing Rare 
RATE OF FIRE WEIGHT TYPE AVAILABILITY 
s 0.5 kg Energy Restricted 
Dark Armor 


Light, Medium, and Heavy Armor 
Dark armor is the generic name given to various suits of armor possessed and 
worn by the Sith. Each suit of dark armor is unique, having been created for 
and often modified by an individual Sith Lord. These suits of armor may look 
like they originated as other stock models, but they are modified through 
various processes, including Sith alchemy. 

Dark armor is not just another piece of protective gear; to many Sith 
Lords, the armor is nearly as important as their lightsabers. A suit of dark 
armor defines a Sith Lord's appearance, and is frequently made to be as 
frightening as possible. 

Asuit of dark armor automatically comes with a single enhancement from 
the Sith Alchemy Specialist talent, as defined on page 22. 
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ARMOR BONUS ARMOR BONUS MAX DEX SPEED SPEED 


ARMOR (CHECK PENALTY) cost TO REF DEFENSE TO FORTDEFENSE BONUS (6SQ.) (4SQ.) WEIGHT AVAILABILITY 
Dark armor, light 10,000 - 10kg ——Rare 
Jedi battle armor, light 4,000 +3 +3 +4 - - 6 kg Rare 
WJ-880 blinding helmet = 2kg Rare 
Dark armor, medium 15,000 4 na 3 sq. 16 kg Rare 
Jedi battle armor, medium 3 sq. 12 kg Rare 
Dark armor, heavy 25,000 4sq. 35g. © 30kg_-—séRare 
Orbalisk armor - , +10 +2 +1 459. 3sq. 26 kg Rare 


Jedi Battle Armor 

Light and Medium Armor 

Designed to match the needs of the individual Jedi who wears it, a 
suit of Jedi battle armor is a rare sight in the galaxy. Mostly popular- 
ized during the days of the Great Sith War and the Jedi Civil War, Jedi 
battle armor protects vital areas while not hindering the movements 
of the wearer. 

Two variants of this armor exist, one light and one medium, giving 
Jedi who choose to wear battle armor some options in determining 
how much training they want to devote to wearing such armor. 
Orbalisk Armor 
Heavy Armor 
Orbalisk armor is unique in that it can only be obtained by subject- 
ing oneself to parasites known as orbalisks, native to Dxun. The 
orbalisks bond with the host and usually drain the host of energy; 
however, someone with sufficient strength in the dark side of the 
Force (that is, possessing a Dark Side Score equal to his or her 
Wisdom score) can prevent the orbalisks from killing him, instead 
forming a symbiotic relationship with the parasites. 

Acharacter with orbalisk armor gains DR 10; unlike normal 
DR, a lightsaber does not ignore the DR of the orbalisk armor. 
Since orbalisk armor is bonded directly to the skin of the wearer, 
it cannot be removed except through complex medical proce- 
dures (requiring surgery, as per the Treat Injury skill). However, 
since orbalisk armor is not worn in the traditional sense, the 
wearer takes no armor check penalty on skill checks for not being 
proficient in heavy armor. 


Yeo! BATTLE ARMOR 


WJ-880 Blinding Helmet 

Light Armor 

Typically used during Jedi training, the WJ-880 blinding helmet covers the 
wearer's eyes, requiring the wearer to rely on the Force for a sense of his 
or her surroundings. Though technically considered armor, few Jedi would 
wear the blinding helmet into combat, as doing so grants all targets total 
concealment from the wearer. 


OTHER EQUIPMENT 

Although the Jedi have little need for material possessions, there are a few 
items of importance that they keep at hand for training purposes. The following 
new pieces of equipment are available in most eras in which Jedi are prevalent. 
During the time of Palpatine's Empire, and during the time of Darth Krayt's 
reborn Empire, these objects are more scarce, and perhaps even illegal. 


8-2A Medical Bundle : 

The standard medical kit carried by most Jedi, the 8-2A medical bundle 
contains the basic items needed to treat ailments and diseases in a package 
small enough to fit in a utility belt. Since Jedi can rely on the Force to speed 
up their healing processes, many common items—such as bacta patches and 
synthetic flesh—are absent from the medical bundle. An 8-2A medical bundle 
counts as a medical kit for the purposes of using the Treat Injury skill, but 
only on targets currently in a Force trance. 


MEDICAL GEAR cosT WEIGHT 
8-2A medical bundle 200 1kg 
Subelectronic converter 23,000 2 

SURVIVAL GEAR cost WEIGHT 
Sith battle harness 5,000 90 kg 

TOOLS cosT WEIGHT 
Force detector 2,000 9kg 
Force training aid 25 1kg 
Universal energy cage 20,000 3 tons 


Force Detectors 

A blanket term used to cover a variety of devices, Force detectors are pieces 
of equipment designed to detect Force sensitivity, or the potential for it, 
within a living being, Force detectors can take many forms; the Jedi Order 
prior to the Clone Wars used Force detectors that relied on blood samples 
to determine midichlorian counts. During the height of the Empire, Force 
detectors were built using thaissen crystals from the planet Mimban that 
glow in the presence of Force-users. 

Regardless of the specific form, most Force detectors function in a similar 
manner. Using a Force detector requires 5 rounds and a DC 15 Use Computer 
check to successfully activate the device. If the target of the Force detector 
has the Force Sensitivity feat, the Force detector indicates that the target 
is Force-sensitive. 


Force Training Aids 

Young Jedi use a variety of training aids in the course of their studies. These 
can take many forms, including some that resemble toys and puzzles. Others 
are designed to clear the mind and make concentration easier, focusing one's 
connection to the Force by helping to block out other stimuli. Most Force 
training aids are abandoned by the time the apprentice becomes a Padawan 
learner, as the training aids teach very basic techniques that must be mas- 
tered by the time the Master chooses the Padawan. 

Though Force training aids are typically designed to focus on one aspect 
of Force training, they all follow similar rules. Each Force training aid focuses 
on one of the basic uses of the Use the Force skill. Any character untrained in 
the skill can spend 1 hour training with a Force training aid. After that time, 
for the next 24 hours, the character can use any one “trained only” aspect 
of the Use the Force skill as though he or she was trained in the skill. Force 
training aids confer no bonus on Use the Force checks. 
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Sith Battle Harness 

When riding large beasts such as Sith warbirds, the Sith frequently use 
special battle harnesses, turning the beasts into mobile weapon platforms. 
The harness features a cockpit that provides the rider improved cover, and 
the special reins grant a +2 equipment bonus on Ride checks. In addition, the 
mount gains a +4 equipment bonus to its Reflex Defense and its Fortitude 
Defense. The Sith battle harness also has a built-in blaster cannon, powered 
by an onboard fusion generator providing unlimited ammunition. 


Subelectronic Converter 

Designed by Imperial scientist Nasdra Magrody, the subelectronic converter 
is a computerized device that, when implanted into a subject's head, allows 
the subject to control droids through the Force. One such recipient of the 
implant, Irek Ismaren, could mentally visualize a droid’s programming and 
use his mind trick power on them, which normally cannot be done. 

Asubelectronic converter translates the signals from the subject's brain 
into binary commands understood by droids; likewise, it converts droid signals 
into a language that the brain can understand. 

Asubelectronic converter is just like any other cybernetic enhancement, 
in that it must be installed by a character with the Cybernetic Surgery feat 
and imposes a penalty on Use the Force checks. A creature with a subelec- 
tronic converter may use mind-affecting Force powers on droids, despite the 
droids' immunity to mind-affecting effects. However, there's a trade-off: 
The recipient of the implant takes a -2 penalty to Will Defense due to side 
effects of the implant. 


Universal Energy Cage 

The universal energy cage was designed by Umak Leth specifically to contain 
a Force-user. A vaguely spherical cage with energy flowing throughout its 
bars, the universal energy cage delivers a shock to prisoners attempting to 
free themselves. Prisoners in the cage can, however, use the Force at very 
low levels, such as to heal themselves. The cage's functions are controlled 
by a handheld remote. The cage has no visible controls, and the only way to 
open it (other than using the remote) is to destroy it, which endangers the 
life of the prisoner within. 

The reinforced durastee! cage has DR 20, 150 hit points, and a damage 
threshold of 25. The cage is also built with a contact shock field, and every 
time it takes 15 points of damage or more, the prisoner inside receives a 
shock that deals 4d8 points of stun damage. 


HOLOCRONS 

There are few artifacts in the galaxy that are more highly valued and more 
unique than holocrons. Holocrons are, essentially, special computers with 
built-in holoprojectors that contain vast knowledge of the Force. Each holo- 
cron is a small, hand-held device (usually taking the form of some common 
geometric shape). Holocrons use ancient construction methods to combine 
powerful crystals with other technological elements to enhance its storage 
capabilities and durability. Though the Jedi Order does not allow the study 
of holocrons by outside technicians, most technological experts agree that 
the nature of the holocron indicates that its inner workings are vastly more 
complex than most modern technologies, and that the components and 
workings of the holocron follow few, if any, contemporary theories of how 
computers and other electronic machinery should work. 

In truth, a holocron is more of an artifact than a technological device. 
Each holocron is imbued with at least one "gatekeeper" personality, which 
serves as the user interface to the library of knowledge stored within. A holo- 
cron’s gatekeeper is far more than a simple voice-interactive user interface; 
the gatekeeper has its own personality and is usually based on an individual 
Jedi Master (or Sith Lord) who was instrumental in creating the holocron. 
Most holocrons have only a single gatekeeper, as the holocron represents 
the sum total of the knowledge of its creator. Some rare holocrons have 
multiple gatekeepers, each one acting as a means of obtaining subsets of 
knowledge. For example, a Jedi holocron might have a Jedi weapon master 
gatekeeer to impart knowledge of fighting styles, while also having a Jedi 
investigator gatekeeper responsible for all of the holocron’s knowledge of 
farseeing techniques. 

The depth of a holocron’s knowledge varies, but suffice to say that every 
holocron has within it a vast amount of information on Force powers, Force 
techniques, and Force secrets. Any given holocron usually contains the sum 
total of all knowledge of the Force gleaned by an individual Sith Lord or Jedi 
Master, and in many cases it can contain more than that. Many Jedi Masters 
of the Old Republic, as well as Sith Lords from all eras, see the creation of a 
holocron as a crucial part of preserving their legacies. Though Sith sometimes 
linger as dark spirits and some Jedi can remain as Force spirits, a holocron 
is a far more permanent representation of their legacies. Though the art 
of creating a holocron is among the rarest secrets in the galaxy, the most 
powerful Sith Lords and Jedi Masters of old create holocrons to spread their 
influence and preserve their knowledge for the ages. 


USING A HOLOCRON 

Holocrons respond to voice activation. Some holocron gatekeepers are stingy 
when it comes to dispensing information, however, and refuse to impart their 
secrets to those they find untrustworthy or unworthy. This mostly depends 
‘on the personality of the holocron's creator, but a few holocron gatekeep- 
ers refuse to impart their knowledge unless certain conditions are met as a 


precaution against abuse. For example, a holocron containing the secrets of 
dangerous Force techniques might only respond to the commands of a proven 
Jedi Master who can demonstrate a significant mastery of the Force. 

Once the gatekeeper is willing to impart its knowledge, the possessor of 
a holocron can simply ask the holocron for information on whatever topic 
is needed. Holocrons usually have a Use the Force skill bonus, which is used 
in place of all Knowledge skills for information related to Jedi or Sith lore. 
A holocron's Use the Force bonus is equal to its creator's skill bonus at the 
time the holocron is created. A character in possession of a holocron whose 
gatekeeper is willing to impart information can use the holocron’s Use the 
Force skill modifier in place of any Knowledge skill bonus on any check related 
to Jedi or Sith lore. The holocron normally cannot use its Use the Force skill 
for any other purpose, though Gamemasters are free to make exceptions if 
it fits the story of the campaign. By default, though, a holocron is still just 
an object and has no connection to the Force itself. 


Mechanically speaking, most holocrons can stand in for a Jedi Master 
with regard to providing basic Force training to a student. For example, if a 
non-Jedi hero wishes to multiclass into the Jedi class, or merely pick up the 
Force Sensitivity feat and training in the Use the Force skill, a holocron can 
provide a basis for the character's transition and basic Jedi training. This is 
especially useful in time periods when the Jedi are all but extinct, including 
during the Dark Wars, the Dark Times, the Galactic Civil War, and the time 
following the Sith-Imperial War. Though there is no mechanical restriction 
that prevents a character from learning the ways of the Force without a 
master, possession of a holocron can offer a good backstory as to how the 
character learns to manipulate the Force. 


INTRODUCING New oR 

Lost POWERS 

Not every Force power presented in the Saga Edition core rulebook or its 
various supplements (including this one) exist in every era. Many powers 
considered commonplace in the days of the Jedi Civil War might be long 
forgotten by the time the Clone Wars comes around. Gamemasters who 
choose to rule that certain Force powers are unavailable by default can use 
holocrons to reintroduce these “lost” powers from the past, Alternatively, 
some mechanically inclined Gamemasters might wish to create new Force 
powers of their own; a holocron provides an excellent vehicle for introducing 
brand-new Force powers into the game. 

Typically, a holocron can include as many new Force powers as the 
Gamemaster feels necessary. Possession of a holocron doesn't necessarily 
guarantee access to the Force powers within, but when a hero in possession 
of such a holocron takes the Force Training feat, the Gamemaster can choose 
to open up one or two new powers for the hero to add to his or her Force 
suite. Though the Gamemaster is free to make all of the new powers within 
the holocron available at once, doling out new powers one at a time over a 
series of levels can help maintain the holocron's presence as an important 
aspect of the hero's study of the Force, and can prolong the rewards for 
continued training. 


RETRAINING 

A holocron can also be used to introduce retraining for existing heroes. 
Tutelage under a holocron can represent a hero rebuilding his or her knowl- 
edge of the Force from the ground up; in essence, one “unlearns what one 
has learned” as the gatekeeper of the holocron rebuilds the hero's Force 
skills at a fundamental level. A holocron gatekeeper can be used to retrain 
a character's Force talents and Force powers. Perhaps a player is unhappy 
with her character's selection of Force powers, or has decided to take her 
character in a different direction. Whatever the reason, the player of a Jedi 
hero might need to rebuild the character using different mechanics, and the 
holocron can provide a good reason for doing so. 
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Periods of downtime between adventures can provide the opportunity for 
retraining (much as the heroes of the films evolve significantly between each 
episode). However, holocrons can offer more immediate rebuilding methods. 
In general, a character in possession of a holocron should be able to trade 
out one Force power for another (or one Force talent for another) during a 
significant period of downtime. The exact time needed for the character to 
study the new ability is up to the Gamemaster, but it should take longer to 
retrain a Force power than to make a jump through hyperspace. 


HOLOCRONS IN COMBAT 

Typically, holocrons are of little use in combat. Though they can sometimes 
provide insightful information, practically speaking most combat encounters 
are too frantic and dangerous for a Jedi to consult the gatekeeper of the 
holocron for information on a particular enemy. However, there might be 
times when the Gamemaster wishes to integrate a holocron into an encounter. 
There are two primary ways of doing so: using the holocron as a device, and 
using the gatekeeper as a hazard or boon. 2 

The first method is much like including a computer console or an object 
to be obtained during the course of a combat encounter. The holocron might 
have vital information within it that the heroes need to extract while under 
fire, or the holocron might be in the possession of an enemy and the heroes 
need to obtain it. When designing an encounter that uses a holocron in this 
way, the holocron can be treated as a datapad or computer console. 

Including a holocron's gatekeeper as a hazard or boon in an encounter 
isa bit trickier. For one, it's not something that should happen during every 
combat; possessing a holocron shouldn't become a permanent boon to the 
heroes any more than possessing any other single piece of equipment should 
drastically shift the tide during an encounter. Likewise, an enemy in posses- 
sion of a holocron should be a rare circumstance, and one that really has 
an impact on the story of the campaign. If every Sith Lord the heroes fight 
has a holocron providing beneficial enhancements during every encounter, 
holocrons become less special and more of an annoyance. 

Including a holocron gatekeeper in a combat encounter should be part 
of a significant event. For example, facing a Jedi Padawan who has turned 
to the dark side thanks to a holocron might warrant the presence of a 
gatekeeper in combat. Similarly, a hero in possession of a holocron might 
use the holocron to learn new abilities, but it is only when the hero reaches 
the final showdown with a Sith Lord who was once the apprentice of the 
holocron gatekeeper that the gatekeeper's true benefits come into play. The 
Gamemaster ultimately decides when a holocron gatekeeper becomes an 
important element of a combat encounter. 

A holocron gatekeeper is projected onto the battlefield like any other 
hologram. While the holocron gatekeeper is active, it has its own suite of 
actions and functions just like any other participant in combat, even acting 
on its own initiative. On its turn, the holocron gatekeeper can use skills and 
communicate information as normal, but it doesn't make physical attacks or 


use Force powers. Likewise, it cannot be damaged, though the holocron itself 
can be (as per normal rules of attacking objects). For the most part, holocron 
gatekeepers will use their Instructive Bond special quality, which is explained 
in the stat blocks of the two sample holocron gatekeepers below. 


Jedi Master Holocron Gatekeeper cL5 
Medium holocron gatekeeper Jedi 7/Jedi Knight 5/Jedi Master 3 
Force 6 

Init +12; Senses Perception +10 

Languages Basic, one other 

Defenses Ref — (flat-footed —), Fort —, Will 31 

hp —; Threshold — 

Immune fear effects, physical damage 

Speed 6 squares (must remain within 6 squares of the holocron) 
Base Atk —; Grp — 

Abilities Str —, Dex —, Con —, Int 12, Wis 16, Cha 14 

Special Qualities holocron gatekeeper, instructive bond 

Skills Initiative +12, Use the Force +19 


Holocron Gatekeeper—While a gatekeeper occupies a space, it cannot 
make physical attacks or use Force powers because it is merely a 
hologram. The gatekeeper takes no damage from attacks (weapons 
and Force powers just pass through it), though it is subject to mind~ 
affecting effects. Other creatures can occupy the same space as the 
holocron and move through the holocron’s space without impediment, 

Instructive Bond—A gatekeeper can instruct an ally in combat, imparting 
helpful knowledge. As a standard action, the holocron gatekeeper can 
grant one of the following benefits to a single ally within its line of 
sight until the beginning of the gatekeeper's next turn. The target must 
spend a Force Point as a reaction to gain the benefit of this power. 

* +1 Force bonus on attack rolls 

© +2 Force bonus to any single Defense score (ally's choice) 

© +1 die of damage with lightsaber attacks 

© +5 Force bonus on Use the Force checks made to negate incoming 
ranged attacks with the Deflect talent 

© +5 Force bonus on Use the Force checks made to activate the rebuke 
power 


Sith Lord Holocron Gatekeeper cL6 
Medium holocron gatekeeper noble 7/Sith apprentice 8/Sith Lord 4 

Force 7; Dark Side 16 

Init +14; Senses Perception +22 

Languages Basic, five others 

Defenses Ref — (flat-footed —), Fort —, Will 34 

hp —; Threshold — 

Immune fear effects, physical damage 


Speed 6 squares (must remain within 6 squares of the holocron) 
Base Atk —; Grp — 


Abilities Str —, Dex —, Con —, Int 14, Wis 16, Cha 16 

Special Qualities holocron gatekeeper, instructive bond 

Talents Force Perception, Gauge Force Potential 

Feats Linguist, Skill Focus (Use the Force) 

Skills Deception +17, Initiative +14, Knowledge (galactic lore) +16, 
Perception +22, Persuasion +17, Use the Force +22 


Holocron Gatekeeper—While a gatekeeper occupies a space, it cannot 
make physical attacks or use Force powers because it is merely a 
hologram. The gatekeeper takes no damage from attacks (weapons 
and Force powers just pass through it), though it is subject to mind- 
affecting effects. Other creatures can occupy the same space as the 
holocron and move through the holocron’s space without impediment. 

Instructive Bond—A gatekeeper can instruct an ally in combat, imparting 
helpful knowledge. As a standard action, the holocron gatekeeper can 
grant one of the following benefits to a single ally within its'line of 
sight until the beginning of the gatekeeper's next turn. The target must 
spend a Force Point as a reaction to gain the benefit of this power. 

* +1 Force bonus on attack rolls 

* +2 Force bonus to any single Defense score (ally’s choice) 

* +1 die of damage with lightsaber attacks 

* +5 Force bonus on Use the Force checks made to negate incoming 
ranged attacks with the Deflect talent 

* +5 Force bonus on Use the Force checks made to activate the rebuke power 


CREATING A HOLOCRON 

When a player decides that his hero wishes to create a holocron, the cre- 
ation of the holocron should become a major element of the hero's story. 
Creating a holocron is no simple task, and it can even be the primary drive 
and motivation for a hero. Holocron creation shouldn't just be something 
that is approached casually, nor should it just be something that happens 
between adventures. Creating a holocron requires time, devotion, and 
sometimes resources from any hero who wishes to pass on information to 
future students of the Force. 

When crafting adventures for a hero who is seeking to create a holocron, 
Gamemasters can break up the steps toward creating the holocron over 
the course of several adventures, giving the hero milestones as they work 
toward their final goal of holocron creation. What these steps are, and how 
prominently they figure into the adventures, is up to the GM, but knowing 
that a hero wishes to create a holocron gives the GM several opportunities 
for rewards specific to that hero's quest. 

For example, a Gamemaster learns that the Kel Dor Jedi in her campaign 
wishes to create a holocron. Over the course of several levels, the Gamemaster 
Creates adventures that feature rewards for the Jedi hero that bring him closer 
to creating the holocron; perhaps in one adventure the hero comes across 


an ancient Jedi tome that details the basics of holocron creation, and then 
in a later adventure the Jedi comes into possession of a crate of thaissen 
crystals that once belonged to a now-vanquished crime lord. As the campaign 
progresses, that Jedi gets closer and closer to creating the holocron, keeping 
the player's interest in the campaign and giving the Gamemaster a good set 
of rewards for the Jedi hero. 

Below are eight sample steps in the holocron creation process that Game- 
masters can use as a basis for determining adventure rewards, These steps are 
by no means comprehensive, and the GM is free to use as many (or as few) 
of these steps as she likes during the design of an adventure, Each step is a 
milestone in the process of creating a holocron, and the reward for the Jedi 
at the end of an adventure can be achieving one of these milestones. 

1. The Jedi must discover the method of creating the basic crystal casing 
that houses the holocron’s inner workings. This crystal casing is what gives 
the holocron its distinctive geometric shape, and it can only be crafted out 
of certain kinds of rare crystals. The process of creating the case is precise, 
and failure means that the internal components will not function. 

2. The Jedi must obtain special crystals to create the casing for the holo- 
cron. Only very rare kinds of crystals will work, and among those crystals only 
a small fraction are large enough to be shaped into a holocron’s casing. 

3. The Jedi must discover thaissen crystals of the precise size and shape for 
inclusion in the holocron. Thaissen crystals are found on the planet Mimban, 
and the holocron requires thaissen crystals to allow it to detect the strength 
of the user's Force sensitivity. 

4. The Jedi must obtain special, malleable crystals that can be shaped 
into the inner workings of the holocron. The mechanisms that allow the 
holocron to function normally are arcane and esoteric, and they require 
special crystals to function at all. 
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5. The Jedi must obtain a self-revitalizing power source capable of fueling 
the holocron for millennia. Though modern technology has produced power 
sources capable of lasting that long, they are rare, large, and expensive. 
Ancient holocrons use power sources that are self-replenishing, though the 
secrets behind creating such a power source are all but lost to the ages. 

6. The Jedi must learn the method of piecing together and molding the 
inner mechanisms of the holocron. This is perhaps the most difficult step 
in the process, as this knowledge is one of the most tightly kept secrets of 
Jedi Masters and Sith Lords. 

7. The Jedi must gain access to a locale that is suitably strong in the Force 
asa site where the holocron can be built. Constructing a holocron requires the 
hero to precisely manipulate the crystals that form the inner mechanisms of 
the holocron using the Force, similar to how a Jedi assembles a lightsaber with 
the Force. However, holocron creation is an order of magnitude more complex 
and more precise, and even Jedi Masters who are strong in the Force need 
a place of power to help fuel the creation process. With this step complete, 
the physical structure of the holocron can be constfucted. 

8. The Jedi must discover the Force secret required to transfer a replica 
of one's consciousness into the gatekeeper program (see Holocron Loremas- 
ter, page 37). Once the holocron's mechanisms are finished, the malleable 
crystal interiors must be manipulated to reproduce the Jedi’s knowledge and 
consciousness. Doing so requires a meditative technique that transcends 
conscious thought and is similar in concept, if not the details of execution, 
to the dark side technique known as Transfer Essence. 


Destiny Bonus 
The creation of a holocron replaces the normal destiny bonus that you 
receive for fulfilling your destiny. Typically, this destiny bonus only comes 
from destinies that can be tied to the creation of a holocron, such as the 
Discovery and Education destinies from the core rulebook, and the Creation 
destiny from The Force Unleashed Campaign Guide. When you fulfill your 
destiny, your reward is the preservation of your legacy by creating a holocron 
with a gatekeeper modeled after your hero. The holocron contains all of the 
knowledge your hero accumulated over the course of his or her career, which 
can be passed on to future generations. 

When you fulfill your destiny, you create a holocron with a gatekeeper 
modeled after you. 


Holocron Gatekeeper Statistics 
To create the statistics for the holocron gatekeeper, follow these steps based 
on your hero's statistics at the time you fulfill you destiny: 

© The gatekeeper’s CL is equal to your Cl divided by three. 

© The gatekeeper has no special senses, such as darkvision or scent. 

© The gatekeeper has no Reflex Defense or Fortitude Defense and cannot 

be targeted by attacks or powers that target those defenses. 
© The gatekeeper has no hit points or damage threshold. 


The gatekeeper retains any immunities that you possess and also gains 
immunity to all fear effects as well as physical damage, Physical damage 
includes damage from acid, atmospheric hazards, disease, extreme tem- 
peratures, fire, poison, radiation, smoke, gravity, and any effect that 
targets Reflex or Fortitude Defense. 

The gatekeeper cannot attack. Therefore, it has no attacks, no base 
attack bonus, and no grapple bonus. 

The gatekeeper is merely a holographic projection and has no Strength, 
Dexterity, or Constitution score. 

The gatekeeper gains the holocron gatekeeper and instructive bond spe~ 
cial qualities, as presented in the stat blocks above. 

The gatekeeper loses all talents and feats that enhance attacks, move- 
ment, or other physical interactions. Talents and feats that pertain to 
skill use or other effects remain. 

The gatekeeper loses skill bonuses related to the following skills: Acro- 
batics, Climb, Endurance, Jump, Mechanics, Pilot, Ride, Stealth, Survival, 
Swim, Treat Injury, Use Computer. 

The gatekeeper may use only the following aspects of the Use the Force 
skill: Search Your Feelings, Sense Force, and Telepathy (at the Game- 
master's discretion, and usually only in special cases), 

The gatekeeper has no equipment. 


SITH ARTIFACTS 

Several artifacts of great power and significance were created in the time 
of ancient Sith Lords. Though most Sith of the modern eras tend to eschew 
the arcane and esoteric knowledge used to create these artifacts, remnants 
of these dark objects still lie undiscovered in forgotten tombs across the 
galaxy. Sith artifacts are considered priceless; thus, they have no costs 
associated with them. 


Sith Amulet 
Ancient relics of the Great Hyperspace War and other conflicts between the 
Jedi and Sith of the Old Republic, Sith amulets are weapons of the dark side. 
Each Sith amulet, which is embedded in a jewel-encrusted gauntlet worn on 
the forearm, is made of crystals imbued with dark Force energy that focus 
the user's telekinetic power, allowing the wearer to unleash powerful attacks. 
Though most Sith amulets were destroyed by Jedi shadows in the wake of 
the Great Sith War, a few remain, hidden away in Sith burial chambers on 
Korriban and elsewhere throughout the galaxy. 
The wearer of a Sith amulet gains several benefits: 
© When the wearer uses the Move Light Object application of the Use 
the Force skill, the object being used as a projectile deals 2d6 points of 
damage instead of 146 points. 
© When the wearer activates a Force power with the [telekinetic] descrip- 
tor, the wearer can increase his Dark Side Score by 1 to reroll the Use 
the Force check made to activate the power, keeping the better result. 


* Asa standard action, the wearer can increase his Dark Side Score by 1 
and select a target within 12 squares. The wearer unleashes a razor-thin 
bolt of telekinetic energy at the target, making a Use the Force check; 
if the Use the Force check result equals or exceeds the target's Reflex 
Defense, the target takes 3d8 points of slashing and Force damage. 


Sith Poison 

A favorite of the Krath and of the Mecrosa Order, Sith poison is the most 
insidious of inventions. Once the toxin is introduced into a Force-user's 
bloodstream, whether through injection or ingestion, exposed individuals 
become quicker to anger, and more likely to call on the dark side, slowly 
perverting servants of the light into agents of evil. 

Sith Poison (CL 10): When a creature takes damage from a weapon 
coated with Sith poison or ingests a substance tainted with the poison, make 
an attack roll (1d20+12) against the target's Fortitude Defense. If the attack 
succeeds, the target takes 4d6 points of damage and moves -1 persistent 
step down the condition track. If the attack fails, the target takes no damage. 
Whether it succeeds or fails, the poison feeds the target's anger, drawing 
it closer to the dark side until the effect is negated. Every time the target 
spends a Force Point, make an attack roll (1d20+12) against the target's Will 
Defense. If the attack succeeds, the character calls upon the dark side and 
increases its Dark Side Score by 1. Every time an attack made by the Sith 
poison fails, a character can make a DC 25 Use the Force check to neutral- 
ize the poison. If the poison attack fails 5 consecutive times, the poison is 
neutralized automatically. 


Sith Scrolls and Tomes 

Before holocron technology was developed, and sometimes even after, the 
Sith recorded much of their dark knowledge in traditional forms. Locked away 
in the mausoleums dedicated to ancient Sith Lords are thousands of scrolls, 
tomes, and tablets bearing instructions on how to master a variety of Sith 
techniques. Like Sith holocrons, these ancient writings describe the methods 
of using lost dark side Force powers, the construction of Sith weapons and 
artifacts, information on Sith alchemy, and treatises on the domination and 
destruction of others. 

Sith scrolls, tomes, and tablets function in much the same was asa holocron 
for the purposes of learning new Force powers and talents. However, these 
writings have no gatekeeper, and as such their knowledge is open to anyone 
who can master them, given time. Searchers should beware; many ancient Sith 
writings are imbued with the madness of their creators, and the knowledge they 
contain has been known to drive the unprepared student to insanity. 

The Madness of Knowledge (CL 6): The first time a character reads 
an ancient Sith tome, scroll, or tablet, make an attack (1d20+8) against the 
character's Will Defense. If the attack succeeds, the character moves -2 
persistent steps down the condition track, and until the persistent condition 


is removed the character takes a -5 penalty to Will Defense (on top of the 
normal penalties for being moved down the condition track). Also, until the 
persistent condition is removed, the character is filled with paranoia and 
creeping insanity, and any time the character rolls a natural 1 on an attack 
roll, his next attack roll made before the end of the encounter must be against 
an ally, not an enemy. The persistent condition can be removed after 8 hours 
of rest with a DC 25 Treat Injury check; the character affected by the Madness 
of Knowledge cannot make this Treat Injury check on himself, 


Sith Talismans 

ASith talisman enhances its wearer's Force attacks. When Jedi first discover 
Sith talismans, they find the trinkets can be made to serve the light without 
adverse consequences. However, to counteract this exploitation, later Sith 
purposely infuse talismans with malignant energy, making them anathema 
to Jedi. The Jedi Council subsequently ban their use, and following the 
Great Hyperspace War, Jedi shadows willfully target the Sith artifacts for 
annihilation. A bitter argument breaks out as Galactic Museum of Coruscant 
curators fiercely assert that Sith artifacts, like any historical curios, belong 
in @ museum. Brokering a compromise, the Chancellor's office grants the 
museum rights to display Sith artifacts, except for Sith holocrons, which are 
to be surrendered to the Jedi Temple. 

For more information on Sith talismans, see page 21. 
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he Jedi and Sith are just two of the many Force-using traditions found 
oughout the galaxy. Every sentient species with the ability to utilize the 
has its own groups and philosophies, although only a tiny fraction have 
documented by the Jedi Order. Young students are taught about some 
hihese groups, to show the various ways that the Force manifests itself in 
1€ Galaxy and how it's expressed by different cultures. 

“The different programs described here are included to show some of the 
alternate beliefs, thoughts, and techniques practiced by outlying traditions. 
Although many of these groups have similar agendas as the Jedi, most have 
Unique requirements for entry that prevent large numbers of students from 
Joining. For example, entry into the Baran Do Sages is limited to Kel Dor 
initiates with sensitivity to the Force. Over the millennia, the Jedi have set up 
“exchange programs” with some of these groups, sending both students and 
Jedi Masters alike to study these alternate traditions and learn from them. 
The Jedi do their best to shield students from some of the more controversial 
beliefs, but realize that part of understanding the Force, particularly the dark 
side, is to ask questions and witness different beliefs firsthand. 
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AING-TII! MONKS 

Patrolling the area of space near the Kathol Rift in large, organic ships and 
wielding advanced weaponry is a mysterious race known as the Aing-Tii. 
Their homeworld is hidden somewhere within the Rift, and many people 
believe that the entire race is sensitive to the Force, since the rest of the 
galaxy has only encountered Force-using members of the race. In truth, not 
all of the Aing-Tii are Force-sensitive, but they do have a higher percentage 
of Force-users compared with other races. 


HISTORY 

Very little is known about the Aing-Tii. Their existence is a secret shared 
by relatively few individuals who have met Aing-Tii monks. Even then, the 
meetings take place aboard their ships. In recent history, the Aing-Tii are 
known to patrol the space known as the Kathol Rift and do not interact very 
much with the other inhabitants of the region. 

By the end of the Clone Wars, the Jedi Order learns of the monks’ exis- 
tence and knows that the Aing-Tii are decidedly uninterested in the Jedi. A 
few years before the Battle of Yavin, Master Yoda sends a former smuggler 
named Jorj Car'das to the Aing-Tii to ask for their help in countering his fail- 
ing health. The monks agree to assist on the condition that Jorj stays with 
them to learn their ways. Several years pass before the monks allow Jorj 
Car'das to leave their company and spend the rest of his life on Exocron, a 
world in the Kathol Outback, 

Four years after the Battle of Endor, the Aing-Tii begin a search for what 
they call the Codex, an ancient piece of Darkstryder technology they believe 
to be sacred, Convinced that they cannot physically touch it, they abduct a 
Human navigator named Makezh, erase his memories, and implant a sub- 
conscious command to seek out and obtain the Codex for them. The monks’ 
knowledge of human physiology is limited, however, and Makezh becomes 
mildly insane as a result of the operation. The search concludes on the planet 
Demonsgate, a lone world beyond the Kathol Rift. The Aing-Tii take the Codex, 
Makezh, and several Imperial stormtroopers for study. 

After the conclusion of the Yuuzhan Vong War in 25 ABY, the Jedi Knight 
Jacen Solo travels to the Kathol Rift and studies with the Aing-Tii monks. 
Although the monks view Solo as a unsound student, they teach him about 
flow-walking and how to use the ability. Though Solo files a report of his 
time spent with the Aing-Tii monks, much of the information Solo learned 
is deliberately withheld. 


LOCATION 

The Aing-Tii monks can be found almost exclusively within the nebulous 
clouds that form the Kathol Rift, near the edge of the galaxy. They actively 
patrol the area, looking for slaver ships or vessels in distress that they aggres- 
sively target and destroy. The location of their homeworld is unknown, despite 
many attempts over the years by several individuals to find it. However, it 
is believed to be located somewhere within the Rift. Very rarely are any 
Aing-Tii found alive outside the Rift, and those that dare venture outside 
do not stray very far. 


PHILOSOPHY 

The Aing-Tii believe in the same Force as the Jedi and the Sith, but their 
fundamental principle about it differs greatly in scope. Instead of merely 
two sides of the Force, the light side and the dark side, the Aing-Tii believe 
that the Force has multiple aspects very much like a rainbow. Within these 
aspects, the Force moves and acts in ways that guide and help life in all of 
its forms, and no single aspect is more important than the others. In order 
for one to truly understand the nature of the Force, one must experience a 
little of each facet and gain a semblance of the entire spectrum. 

Since the Aing-Tii believe like the Jedi that life creates the Force, they also 
believe that life can manipulate the Force as well, and even those who are 
not sensitive to the ebb and flow of the Force have some measure of control 
over it. Despite this idea, the Aing-Tii do not seek to take advantage of their 
special “gifts.” They use their abilities for a more practical reason: moving 
themselves through space. Over the centuries, the Aing-Tii have learned to 
use the Force to bend space and even time to transport themselves to various 
destinations. Beyond this application, they use the Force for little else. 

Membership: Only a few beings who are not members of the Aing- 
Tii species have been indoctrinated by the Aing-Tii monks, but they are 
nevertheless considered part of this tradition. Those who are not Aing-Tii 
must demonstrate a willingness to learn the “true nature of the Force" and 
demonstrate that they have something to teach the monks as well. 


BUILDING AN AING-TI! MONK 

Playing a hero that has been trained in the philosophies of the Aing-Tii monks 
can be somewhat trickier than playing members of other Force traditions. 
Since the Aing-Tii species does not lend itself easily to heroic adventuring, 
your hero is more likely to be a member of another species that came across 
the Aing-Tii and convinced them to train you. Decide how you came into 
contact with the Aing-Tii. Was your ship marooned on a world in Aing-Tii 
space or saved from slavers by an Aing-Tii patrol? Did you seek out the 
Aing-Tii on purpose, making contact with the species and requesting their 
instruction, or did they single you out through some sort of mystic selection 
process? After completing your training with the Aing-Tii monks, what did 
you do? For what destiny did the Aing-Tii give you their precious knowledge 
of the Force? 


In game terms, the powers of the Aing-Tii monks are best represented in 
those abilities that bend the rules of time and space. Your hero will want to 
make sure he has the fold space Force power, as well as some talents from 
the Aing-Tii monk talent tree. If your character has the farseeing Force 
power and the Visions talent, you might interpret that when you use those 
abilities you are actually practicing the secret art of flow-walking (whereby 
you transport yourself back to witness images from the past, rather than just 
seeing them from the future). Your hero might describe using the surge power 
as bending space to let you move more quickly, or your character might be 
a master of the phase Force power (from The Clone Wars Campaign Guide), 
allowing you to pass through walls. 

Other considerations for building your Aing-Tii monk might include class 
and non-Force talent selection. The Aing-Tii are adamant in their war on 
slavers, and as such you might build your hero to do the same. You might 
have studied under an Aing-Tii navigator aboard one of their living starships, 
and as such you would be trained in the Pilot skill. Perhaps you spent some 
time breaking up slaver convoys, and have taken the Vehicular Combat feat 
or Weapon Proficiency (heavy weapons). Since the Aing-Tii are careful to 
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guard their secrets, you might take talents and feats that make you less 
susceptible to mental influence, boosting your Will Defense or discouraging 
others from making skill checks against your Will Defense at all. 


AING-TIl MONK TALENT TREE 

The Aing-Tii monks have an understanding of the Force that is different from 
the Jedi and most other Force traditions. The Force has many more aspects 
than just a light side and a dark side, and it is most useful for facilitating 
freedom of travel. 

Aura of Freedom: All allies within 6 squares of you gain a +5 Force 
bonus on skill checks or grapple checks made to escape grapples or other 
immobilizing hazards. Additionally, whenever an ally within 6 squares of 
you is moved against its will (such as by the move object Force power or the 
Bantha Rush feat), you can spend a Force Point as a reaction to negate the 
forced movement entirely. 

Folded Space Mastery: While you are the pilot of a vehicle, you can use 
the fold space Force power (see page 25) to move the vehicle across long 
distances. If your Use the Force check to activate the power is sufficient to 
move an object of the same size as your vehicle (or larger), you can use the 
power to move your vehicle and all of its occupants safely to the desired 
destination. You use your Use the Force check result instead of a Use Com- 
puter check, as though calculating a hyperspace jump. This otherwise uses 
the normal rules for hyperspace travel, though travel is instantaneous and 
requires no hyperdrive. 

Prerequisite: Fold space. 

Liberate: You can spend a Force Point as a swift action to designate one 
ally within 12 squares of you and in line of sight that is currently grabbed, 
grappled, or immobilized; that target automatically escapes from the grab or 
grapple (or the immobilizing effect is removed), and the target can move up 
to half its speed immediately as a reaction. This movement does not provoke 
attacks of opportunity. 

Prerequisite: Aura of Freedom. 

Many Shades of the Force: Choose one Force power with the [dark 
side] or [light side] descriptor in your Force suite. That power is no longer 
considered to have that descriptor for you. 

Prerequisite: Force Training. 

Spatial Integrity: While you are aboard a vehicle, you can spend a Force 
Point as a reaction to the vehicle taking damage; you make a Use the Force 
check and reduce the damage the vehicle takes by the check result. This 
reduction occurs after both DR and SR are applied to the damage. 
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BARAN DO SAGES 

The Baran Do Sages are an obscure group of Kel Dor seers and mystics who 
engage in deep contemplation with the Force to look into the future and 
assist their people. They empty their minds to allow the Force to provide its 
wisdom and secrets. These quiet masters of the Force sit in silence, listen- 
ing to the ebb and flow of the Force, before leaping into action. Although 
humble and introspective, the Baran Do are full of confidence, relying on 
the Force to guide their deeds. 


HisTORY 

This Kel Dor Force tradition has lasted for thousands of years. The Baran Do 
Sages serve as seers and advisors to leaders, using their talents to discern 
the best path to take for the good of the species. They are called upon to 
also help investigate crimes, reveal secrets that only the Force could uncover, 
and even help predict the weather so farmers can better raise their crops. 
Time and time again, the insights of the Baran Do Sages help avert disaster 
for the Kel Dor. 

Upon entry into the Galactic Republic, increasing numbers of Baran Do 
Sages and Force-sensitive Kel Dor younglings are indoctrinated into the 
Jedi Order. Although the Baran Do never entirely go away, their numbers 
dwindle to such a degree that eventually the group becomes little more than 
a remnant in Kel Dor consciousness, remembered only for being mystics and 
sorcerers. Despite this, the teachings of the Baran Do made a huge impact 
on the study and understanding of the Force by the Jedi, who incorporate 
various Baran Do techniques into their own teachings. Faded into obscurity, 
the Baran Do manage to survive the Great Jedi Purge by Darth Vader, and 
their numbers slowly increase again during the time of the New Republic, once 
more providing wisdom and insight for the good of the Kel Dor people. 


LOCATION 

The Baran Do Sages are found almost exclusively on Dorin, the homeworld of 
the Kel Dor, contemplating the nature of the Force and advising their people 
‘on important matters. However, because of their ability to discern the future, 
the sages sometimes depart from their home planet, following the will of the 
Force. In this way, they can be found almost anywhere in the galaxy. Consum- 
mate investigators, these traveling sages find themselves on bustling worlds 
and backwater planets alike, seeking knowledge or following slender threads 
of information provided by the Force. Although capable fighters, they often 
travel with well-armed bodyguards or native guides to ensure their safety. 
Heroes might be asked to protect a Baran Do Sage on a mission or to help 
return him safely to Dorin along with his vital information. 

Heroes might be drawn to the temple of the Baran Do Sages on Dorin, 
searching for specific information or advice on the best way to proceed. 
The Baran Do maintain good relations with the Jedi and willingly provide 
assistance to them or their allies as needed. During the time of the Great 


Jedi Purge, renegade Jedi could also find safe haven at the temple, although 
getting there is fraught with danger. 


PHILOSOPHY 

The Baran Do Sages emphasize contemplation and insight over brash impulse. 
Every thought, deed, and action of a sage is carefully deliberated, using the 
Force to help guide him. A Baran Do Sage seeks peace and stillness, for a 
quiet mind is when the Force speaks the clearest. Powerful Baran Do use 
the Force to look into the past, the present, and the future for answers and 
receive visions about individuals to which they have no other connection. 
They are also used to investigate “unsolvable” crimes using the Force, which 
lets them see the perpetrator in the act or to locate missing evidence. 

The Kel Dor believe that children born with silver irises are unusually 
strong in the Force. The Baran Do seek out these younglings, along with any 
other children who show potential. Raised in the peaceful surroundings of the 
Baran Do temple, young recruits are taught patience and stillness, including 
different meditation techniques and exercises to expand the mind, Sensory 
depravation is a common technique, forcing a pupil to rely on other senses 
(or none at all), or sensory overload, where the youngling must solve puzzles 
or deduce patterns while bombarded with loud noises, jostling crowds, or an 
overpowering stench. The training is neither rigorous nor physically taxing, 
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but encourages introspection and thoughtfulness at all times. The Baran 
Do Sages are not averse to opening their doors to any Kel Dor with Force 
sensitivity and a willingness to learn and achieve calmness. 

Baran Do Sages never rush to judgment or action, weighing every conse- 
quence with equal care. Outsiders may misconstrue this inaction as indeci- 
sion, fear, or even laziness, but nothing is further from the truth. When a 
Baran Do Sage acts, he does so with utter confidence and purpose—days of 
silent meditation replaced by a flurry of activity and movement. Baran Do 
Sages are constantly on the hunt for solid facts to back up their visions and 
might range far into the galaxy to seek answers, 

Membership: Any Kel Dor with the Force Sensitivity feat is eligible to 
join the Baran Do Sages. 


BUILDING A BARAN DO SAGE 

True Baran Do Sages are members of the Kel Dor species, so to build a Baran 
Do Sage you will want to make your hero a Kel Dor. That being true, it is 
possible that your hero is an exception to the rule, and that somehow you 
convinced the Kel Dor to train you despite being a member of another species. 
(If you choose this background, you'll need your Gamemaster's permission, 
and you should probably find a way to explain how you survived in the 
poisonous atmosphere of Dorin). There are some questions you might want 
to answer when coming up with you're hero’s background. Why were you 
trained as a Baran Do Sage instead of a Jedi? Did you seek out the training, 
or did the Sages choose you? What destiny have you seen for yourself in the 
future? What knowledge of the future and the past do you now possess, and 
how might that motivate you? 

Since the Baran Do focus many of their efforts on attuning themselves to 
the flow of the Force, when building your hero you will likely want to choose 
talents from the Sense talent tree. Chief among those is Visions, which in 
turn requires the farseeing Force power. Likewise, the Baran Do Sage ability 
to see into the future is well represented by the Foresight talent, as well as 
the Motion of the Future talent. Given that the Baran Do Sages use esoteric 
techniques, the Mystic talent tree for the Force adept (see page 18) could 
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Many young Jedi v ne ¢ ability to gain glimpses of the past, present, or 
future often become c ned with the best way to utilize this informa- 
tion. Having such nn jight reveal information hitherto unknown by 
the rest of the Jedi and mi night contain personal, embarrassing, or even 
dangerous knowledge. A Padawan should be mindful of another being's 
feelings and privacy, but discovering information that disturbs the Force 
should be acted upon. When in doubt, turn to your Master to determine 
the best course of action. 


reflect the methods your hero uses to tap into the Force. Lastly, the Baran 
Do Sages are masters of introspection and meditation; many of their tech- 
niques are suitably represented by the standard Force regimens presented 
in Chapter 1, and these can reflect your hero's dedication to the techniques 
taught by Baran Do masters. 

When building a hero that is a Baran Do Sage, you should consider your 
class and talent selection carefully. The Baran Do are the consummate Force 
adepts, so levels in the Force adept prestige class are practically a necessity. 
Before going into a prestige class, your hero is likely to take levels in the 
noble class (reflecting the hero's dedication to skill over combat technique) 
or the scout class (reflecting the hero's ability to survive on the harsh world 
of Dorin). You hero is more likely to take feats that enhance skill use or pro- 
vide durability and protection, such as Improved Defenses or Toughness, as 
opposed to more offense-oriented feats such as Weapon Focus. 


BARAN DO SAGE TALENT TREE 

Kel Dor who become Baran Do Sages are contemplative and insightful, 
using the Force to unravel the skeins of the past, present, and future to 
determine the best course of action. They are masters of farseeing and other 
Sense-related Force abilities, making them excellent as both investigators 
and advisors. 

Enhanced Danger Sense: You gain a +10 bonus on Perception checks 
made to avoid being surprised. Additionally, you can spend a Force Point to 
act in the surprise round, even if you are surprised. 

Expanded Horizon: Whenever you use the Search Your Feelings applica- 
tion of the Use the Force skill, you can sense the consequences of your actions 
out to 1 hour into the future (instead of the normal 10 minutes). You can 
spend a Force Point when you do so to expand this window out to 8 hours, 
or a Destiny Point to expand this window out to 24 hours. 

Knowledge and Defense: You add your Wisdom bonus to your Reflex 
Defense whenever your Dexterity bonus would normally be denied to you, 

Prerequisite: Enhanced Danger Sense. 

Planetary Attunement: Whenever you arrive on a new planet, you can 
spend 10 minutes and a Force Point to acclimate yourself to the planet's 
unique ebb and flow of Force energy. While on the planet, you gain a +2 Force 
bonus to all defenses against naturally occurring hazards on the world, your 
speed increases by 1 square, and you can sense what the weather will be like 
in the immediate area up to 24 hours in advance as a full-round action. 

Precognitive Meditation: Once per day, you can spend 10 minutes 
meditating to seek visions of the future. At that time, you can spend a Force 
Point as a part of this meditation. Once during the rest of the day, whenever 
you or a vehicle you pilot are the target of an attack, you can choose to 
negate that attack provided the attack roll is not a natural 20. At the end 
of the day, if you did not use this ability, you regain the Force Point spent 
‘on the meditation. 
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FALLANASS!I 

Every Force tradition in the galaxy has its own way of looking at the Force 
and how to channel its energies. The Fallanassi is unique among these 
traditions, for its members believe that the Force is not the Force at all. 
Instead, members of the Fallanassi believe in the White Current, an energy 
field strikingly similar to the Force to those untrained in their ways. To the 
Fallanassi, however, the White Current differs from the Force in many ways. 
Where other Force traditions tap into the Force and use its power, the Fal- 
lanassi approach it from the other direction by immersing themselves in the 
White Current. 

The Fallanassi dedicate their lives to keeping their existence secret and 
do not involve themselves in galactic events. Why they choose to hide from 
the galaxy at large is unknown; they claim that they have seen the results 
of events caused by those that use the Force for their own personal gain 
and choose to not involve themselves in such incidents. Some people believe 
that a tragedy in the past that was caused by one or,more of their members 
spawned this behavior, but proof of such a theory is lost in time. 

As a means to preserve their isolationist policies, the Fallanassi keep their 
communities small and own few possessions. One main reason for this is 
to allow them to migrate easier when they decide to move. For this reason, 
many people consider them nomadic. In many ways, they are correct. But, 
the Fallanassi are not true nomads, since they move to protect their secrecy, 
not to find resources. 


HIsTORY 

According to their own stories, the Fallanassi have existed for a long time 
and are perhaps older than even the Republic itself. Due to their desire to 
keep out of the public eye and their lack of records, much of their history 
is unknown. 

What little that is known about them was scarcely chronicled by Jedi 
Master Luke Skywalker after his encounter with them during the Black 
Fleet Crisis, when the New Republic clashed with the Yevethans. In fact, the 
New Republic defeated the Yevethans with the assistance of the Fallanassi 
through their use of an illusory space fleet that led the Yevethans to believe 
that the New Republic fleet was larger than it actually was. The Fallanassi 
maintained their confidentiality during the conflict and retreated back into 
obscurity after the battle was over by moving to a new home. 

Other than Skywalker, only one other individual has spent any length of 
time with the Fallanassi. Jacen Solo, five years after the end of the Yuuzhan 
Vong War, visited and trained under them for a short period of time. He 
learned about the White Current and how to immerse himself in it before 
traveling into the Unknown Regions to find the source of a call for help. 
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LOCATION 

Most people have never even heard of the Fallanassi, let alone know that they 
are a group of Force-users. Those who have heard of them find it extremely 
difficult to find them, due to the fact that they move every time they are 
discovered and leave no clue behind indicating the location of their new 
home. That said, each generation of Fallanassi appoints one representative 
to wander the galaxy to determine the current state of affairs outside their 
own civilization and report back if any threat to their existence is present, 
so they can move yet again to preserve their way of life. 


PHILOSOPHY 
According to Fallanassi doctrine, the White Current is like a river instead of 
an energy field. The Fallanassi believe that, in order to manifest their powers, 
they must submerge their essence into this river and let the Current flow 
through them instead of attempting to shape the Force like the Jedi and other 
Force-using traditions. This basic tenet of their philosophy affects all aspects 
of their lifestyle and society. As a result, they are generally nonaggressive 
and maintain a “go with the flow” attitude. 

Privacy, both as individuals and asa society, is prized above all else within 
the Fallanassi. Consequently, they take great strides to protect and preserve 
their isolation. They prefer to keep to themselves and hide from the rest of 


the galaxy, while events take place around them without their involvement. 
They choose not to take action, let alone use their powers, against another 
sapient being, which also helps them to maintain their hidden presence and 
let the galaxy follow its own path without them. 

While they live their daily lives, the Fallanassi grow, marry, and have 
children, unlike most Jedi. The Fallanassi pass their knowledge and training to 
their children as the primary means of continuing the traditions to the next 
generation. Beyond teaching their progeny the ways of the Fallanassi, living 
their lives in isolation, and moving to a new home when they are discovered, 
these people do little else. 

Membership: The Fallanassi are insular, but they do occasionally cross 
paths with other cultures and members of other Force traditions. It's con- 
ceivable, however unlikely, that an outsider might be indoctrinated into the 
ranks of the Fallanassi, but only under exceptional circumstances, and only 
if the White Current guides the Fallanassi to do so. 


BUILDING A WHITE 

CURRENT ADEPT 

Building a hero that is a member of the Fallanassi tradition means building a 
hero with a mysterious background. No other Force organization is as secre- 
tive or as distrustful of outsiders. Your White Current adept hero is likely to 
be Human, although you could be a member of some other species raised 
by the Fallanassi from birth. As such, you will need to decide a few things 
about your hero to determine where he or she fits in with the rest of the 
galaxy. Why did your hero leave the Fallanassi to become an adventurer? Did 
you leave on your own, or were you exiled? How do you preserve the secrets 
of the Fallanassi, if at all? Are you looking for other Force-sensitive beings 
to train in the ways of the Fallanassi, or do you seek to accomplish some 
other goal before returning to your people? With answers to these questions 
prepared, your hero will not only have an appropriate background but also 
should behave quite differently from other Force-users. 

The Fallanassi view the White Current from quite a different perspective 
than the Jedi view the Force, and as such you might choose more uncon- 
ventional Force powers and talents. The Fallanassi represent one of the few 
Force traditions to retain the knowledge of creating illusions with the Force, 
So the Illusions talent (and all the talents that count it as a prerequisite) 
make excellent choices for the White Current adept. Since the Fallanassi 
are so concerned with preserving their secrets, you might wish to choose 
abilities that enhance your stealth; you might take the cloak power (from 
The Clone Wars Campaign Guide) or, if your Gamemaster agrees to let you 
take levels in the Jedi class, work toward the Force Haze talent and other 
talents that augment it. 


You will almost certainly want your hero to be trained in the Stealth skill, 
as many of the talents in the White Current Adept talent tree require you to 
be trained in Stealth. This means beginning play as a scout or scoundrel, or 
multiclassing into one of these classes and spending a feat on Skill Training. If 
you are looking to take some talents from your base class (and not just spend 
your talents on Force talents), consider taking the scout class, as many of the 
scout’s talents help with Stealth and subtlety, as well as survivability. 


WHITE CURRENT ADEPT TALENT TREE 

The White Current guides the Fallanassi to use its power to benefit every- 
thing and everyone around them, as well as to protect themselves. Those 
who succeed in channeling the White Current often display powers with 
surprising effects. 

Force Immersion: You can use the sneak application of the Stealth skill 
to hide from electronic surveillance and sensors. Any opponent attempting 
to detect you with sensors or electronic surveillance must beat your Stealth 
check with a Use Computer check. You need only roll a single Stealth check 
to avoid both electronic notice and notice by conventional means, using the 
same result as the DC for both Perception checks and Use Computer checks 
made to detect you. 

Prerequisite: White Current Adept, trained in Stealth. 

Immerse Another: Whenever you make a Stealth check to sneak, you can 
use your check result in the place of one adjacent ally’s Stealth check to sneak 
(additionally, if you have the Force Immersion talent, that talent applies to 
the designated ally as well). Similarly, you can use your Use the Force check 
result in the place of an adjacent ally’s Use the Force check result to avoid 
detection by the Sense Force application of the skill. 

You can spend a Force Point to have this ability apply to all adjacent 
allies instead of just one. 

Prerequisite: White Current Adept, trained in Stealth. 

Ride the Current: As a reaction to being damaged by an attack or Force 
power, you can spend a Force Point to gain total concealment from all targets 
until the end of your next turn. Additionally, if you have not yet taken your 
second wind, you can do so immediately as a part of this reaction. 

Surrender to the Current: As a swift action, you can choose to sur- 
render to the White Current and allow it to flow around you and fuel your 
Force powers. Until the end of the encounter, you cannot use Force powers 
that do not have "You" as the sole target. However, once per turn as a swift 
action, you can recover one spent Force power that has “You" as the sole 
target without spending a Force Point, adding that power back to your 
Force suite. 

White Current Adept: You can make a Use the Force check in place of 
@ Stealth check. You are considered trained in the Stealth skill. If you are 
entitled to a Stealth check reroll, you can reroll your Use the Force check 
instead (subject to the same circumstances and limitations). 
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IRON KNIGHTS 

The Iron Knights is a highly unusual Force tradition comprised solely of 2 
race of silicon-based creatures called Shards. The Shards are both sentient 
and Force sensitive. The Iron Knights are Shards that have placed themselves 
inside of droid bodies, allowing them to interact with their surroundings much 
like other sentients would. The Iron Knights use the combination of the Force 
and their droid bodies to pursue their agendas, which are very much in line 
with the Jedi. Despite persecution and the occasional misunderstanding, the 
Iron Knights prove to be stalwart and loyal defenders of peace and justice. 


hHiIsTORY 

In order to talk about the Iron Knights, one must discuss the Shards. Native to 
the planet of Orax, Shards appear as small, immobile clusters of multifaceted 
crystals. Shards pulse with faint internal light, giving hints of their sentience. 
These individual Shard clusters bunch together into large colonies, which 
communicate through a band of electromagnetic energy. A Shard can live 
for thousands of years in this environment. Humans colonizing the planet 
eventually realize that the Shards are sentient and communicate with them 
using devices that translate their electromagnetic pulses into speech. Some 


AN IRON KNIGHT 


Shards volunteer to be implanted inside droids, enabling them to leave their 
colonies and explore the rest of the galaxy. The Shards use their newfound 
mobility to meet with representatives of the Galactic Republic, sending 
their droid-bodied ambassadors to establish relations with other cultures 
and species. 

For unknown reasons, some Shards are Force sensitive, a fact discovered 
by Jedi Master Aginos. During the Arkanian Revolution, Master Aqinos takes 
many Shards as Padawans, teaching them about the Living Force. Calling 
themselves the Iron Knights, several of their number join in that conflict 
and help win the day. The Jedi Council excommunicates Aginos for sharing 
knowledge of the Living Force with the Shards, and he goes into exile, taking 
several of the Shard Jedi along. This decision saves the Iron Knights from 
extinction. When the Great Jedi Purge happens, most of the Shards on Orax 
are destroyed and the planet is heavily mined. Droids are banned from the 
surface of Orax, and few Shards manage to escape. Now refugees and fugi- 
tives, the majority of the Iron Knights go into hiding on the planet Dweem. 

The Iron Knights lay low for decades, until they are rediscovered by a 
band of students from the New Jedi Order. Realizing their potential, the Order 
accepts the Iron Knights into its ranks. During the Yuuzhan Vong invasion, 
the Iron Knights prove an instrumental part of the New Jedi Order's defenses, 
although the Yuuzhan Vong's hatred of technology makes the Iron Knights 
favorite targets for destruction. Numerous Iron Knights serve with honor 
and distinction during the conflict 


LOCATION 

Iron Knights are most commonly encountered in two different eras. The 
first is around the time of the Arkanian Revolution, roughly 50 years before 
the Battle of Yavin. At this time, the Iron Knights are new to the galaxy at 
large and just beginning to learn the ways of the Force. What they lacked in 
experience, they made up for in enthusiasm. 

The Iron Knights rise to prominence again during the time of the New Jedi 
Order, after surviving the Great Jedi Purge by hiding in their droid bodies and 
using their mechanical shells to conceal their covert anti-Empire activities. 
By the time of the Yuuzhan Vong invasion, the Iron Knights are entrenched 
elements within the New Jedi Order. 


PHILOSOPHY 

Shards are deeply contemplative and curious creatures. Their unusual method 
of communication is ponderously slow, meaning that discussions can take 
days to play out and decisions up to years. The Iron Knights are different— 
their connection to their droid hosts allows them to interact with the galaxy 
in much the same way as other sentients. They are fascinated with the both 
the speed and short lives of other creatures. They find the galaxy a dynamic, 
vibrant place and go to great lengths to protect others from harm or to stop 
injustice when encountered. 


Despite their zeal, the Iron Knights are as likely to succumb to the dark 
side as any Force-user. Iron Knights take such transgressions very seriously 
and spend much of their downtime in deep contemplation of the nature of 
the Force to recognize and ward off the dark side's temptations. 

The Iron Knights are Jedi and train with lightsabers. However, they are 
quite capable of defeating enemies using the weapons built into their droid 
bodies. The Iron Knights prefer droid bodies that are built for battle, such as 
the Juggernaut war droid or the FLTCH Series droid. 

Iron Knights are considered part of the Jedi tradition for the purposes of 
qualifying for the Jedi Knight and Jedi Master prestige classes. 

Membership: Only Shards can become Iron Knights. 


BUILDING AN IRON KNIGHT 

Building an Iron Knight is much like building a Jedi. Since only Shards can 
become Iron Knights, all you really need to worry about are which talents, 
feats, and Force powers to take. Since Iron Knights are likely to be wading 
into the thick of combat, one of your best choices is the Force Repair talent. 
Similarly, your hero should consider talents and feats that bolster your hit 
points, ability to catch a second wind, and so forth. Likewise, defensive talents 
such as Block and Deflect can keep you from relying as much on healing. 
Otherwise, build your Iron Knight just as you would any other Jedi—after all, 
the Iron Knights consider themselves to be Jedi, and so should your hero. 


IRON KNIGHT TALENT TREE 

The Iron Knights are truly unique, in that they are silicon-based creatures that 
use droids as their physical bodies to interact with the galaxy. As a result, 
they view and utilize the Force in ways that seem unusual to the Jedi. Most 
of their powers involve their ability to affect droids and other machinery. 

Droid Duelist: Whenever you are wielding a lightsaber, you can spend a 
Force Point as a swift action to cause an opponent to be flat-footed against 
your next attack made with a lightsaber before the end of your turn. 

Force Repair: You can use the Force Trance application of the Use the 
Force skill to recover hit points through natural healing. You can also receive 
hit points from the vital transfer Force power. Whenever you receive bonus 
hit points from any source, you gain additional bonus hit points equal to 
your Charisma modifier (minimum +1). 

Heal Droid: You can use the vital transfer Force power to heal droids 
(including Shard-inhabited droids), which are normally immune to this 
power, 

Prerequisites: Vital transfer. 

Mask Presence: As a swift action, you become immune to the Sense 
Force application of the Use the Force skill, and appear to be nothing more 
than a regular droid in the Force. If you make a Use the Force check or use 
any Force power or Force talent, this effect immediately ends. 


New SPECIES: SHARDS 

Shards are crystalline beings native to the planet Orax. Although immobile 
and silicon-based, Shards are sentient and can communicate with others 
through computers and other electronic receivers. Some Shards, like the 
Iron Knights, have themselves placed inside droid bodies that they can 
manipulate telepathically. Many, if not all, Shards are Force-sensitive. 
The following statistics are for use by players wishing to create Shard 
characters. These statistics assume that the Shard is implanted in a 
humanoid droid body, as this is likely the only way that the Shard can 
interact with the rest of the party effectively. 


Shard Species Traits 
Shards share the following species traits, 

Ability Modifiers: -2 Dexterity, +2 Wisdom. Shards have powerful 
minds but must rely on somewhat clumsy droid bodies. A Shard retains 
its Constitution score even while inside a droid body. 

Medium Size: As Medium creatures, Shards have no special bonuses 
or penalties due to their size. 

Bonus Skill: Shards gain Use Computer as a bonus trained skill, 
regardless of their class. 

Droid Shell: Shards must inhabit droid bodies to travel and function 
in the galaxy at large. In this form, they gain the following traits. 

—Shards must undergo maintenance as per a droid. 

—Shards are immune to poison, disease, radiation, noncorrosive atmo- 
spheric hazards, and vacuum. They can regain hit points only through the 
Repair Droid application of the Mechanics skill. They do not benefit from 
natural healing unless they have the Force Repair talent. 

—Shards are considered cybernetic creatures for the purposes of being 
damaged by ion weapons. 

—Shards can make use of droid systems and accessories, subject 
to some limitations. Shards can have the following droid accessories: 
appendages, armor, communications devices, internal storage, sensors, 
and translator units. Shard bodies have a cost modifier of x1. 

Automatic Languages: Basic and Binary. Shards can communi- 
cate with other creatures only when connected to a computer or a 
vocabulator. 


Silicon Mind: Other Force-users have a difficult time knowing how to 
influence you. You can spend a Force Point as a reaction to gain a bonus to 
your Will Defense equal to your Charisma modifier (minimum +1) against all 
Use the Force checks until the end of your next turn. 
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MATUKAI 

Throughout the galaxy, many Force-users rely on something to focus their 
minds and power. Usually, the focal object is a piece of jewelry or a weapon, 
such as a lightsaber. The Matukai are different in that the objects through 
which they focus the Force are their own bodies. 


HisTORY 

The Matukai trace their origins back to the “glory days” of the Old Republic, 
sometime after the Great Sith War when the Jedi Order was at its peak and 
stretched its influence across the galaxy. During this time, the Jedi Order 
allowed other Force-using sects to practice their beliefs on the condition 
that they did not delve into the dark side of the Force. 

Starting with a single Force-user, a Human female from Karvoss Il whose 
name is lost to history, the Matukai sect grows from a small band of students 
to about 60 members. Drawing from a pool of Force-users who did not qualify 
for Jedi training, they carry on the group's teachings from generation to gen- 
eration. As time goes on, the Matukai grow in power and influence. The Jedi 
eventually recognize the organization and send representatives to negotiate 
an affiliation with them, but they are met with disinterest and contempt. 

Although the Matukai try to avoid being drawn into the conflict between 
the Republic and the Separatists, they do not go unnoticed. Once Order 66 
is issued by Emperor Palpatine and the Jedi are swept aside, the Matukai 
become one of the first Force-using traditions to fall under the new Empire's 
hammer, and most of its members are killed at the hands of Lord Vader and 
his contingent of Imperial troops. 


LOCATION 

Encountering a Matukai Adept anywhere in the galaxy is a rare event indeed, 
However, they are not hard to find if you know where to look. During the 
days of the Old Republic, the Matukai can be found anywhere space travelers 
might frequent. After the end of the Clone Wars, any Matukai who survives 
the backlash of the Jedi Purge goes into hiding and remains there until after 
the New Republic governs for several years. Some travel to Luke Skywalker's 
Jedi Academy after he expresses an interest in learning from other tradi- 
tions. During the Yuuzhan Vong War, several Matukai fall at the hands of the 
invaders and the Peace Brigade, but its members are widespread enough to 
ensure the continued survival of the sect. 


PHILOSOPHY 

Matukai philosophy centers on achieving a balance between the physical 
aspects of the body and the spiritual aspects of the Force. All facets of 
Matukai life reflect this basic belief, even down to the clothes they wear. 
Their doctrines demand that the body be kept fit and clean while the mind 
focuses on the Force through personal rituals, avoiding the dark side of the 
Force through all of it. 


Achieving balance between the physical and the spiritual also includes 
‘one’s mental and emotional aspects as well. The Matukai believe that by 
remaining calm and relaxed without letting fear, anger, or other negative 
mental energies cloud the mind, the body becomes the greatest possible 
conduit for the Force. 

Many of the people the Matukai recruit have little inherent strength 
in the Force. The fact that these pupils become masters of the Force is a 
testament to the effectiveness of Matukai instruction. The training each 
student undertakes involves a regimen of physical and mental techniques 
with a strong emphasis on the physical aspects. Trainees frequently push 
themselves to the limits of their physical capabilities in the early stages 
and, as they learn to tap into the Force, push beyond those limits while 
using the Force to fortify themselves. Each lesson hones some part of the 
student's strength or endurance and also teaches about an aspect of the 
Force. Those who complete their training are in peak physical shape and in 
extremely good health. They also receive a special tattoo that covers part of 
the forehead and the sides of the face near the eyes as a symbol that they 
are fully trained Matukai Adepts. 

Membership: Any character with the Force Sensitivity feat can become 
‘a member of the Matukai by being accepted as the pupil of a Matukai 
Adept. 


BUILDING A MATUKAI ADEPT 

Like members of many Force traditions, the Matukai are willing to accept 
initiates of all species and backgrounds, provided that each would-be 
apprentice adheres to the Matukai philosophy. As such, you need only decide 
how your hero came to be under the tutelage of the Matukai. Were you born 
into the tradition, or did you seek it out? Was your master eager to take you 
under his or her wing, or reluctant? How thoroughly do you embrace the 
philosophies of the Matukai? 

Your selection of Force powers and talents will likely focus on abilities 
that revolve around body control as well as the mastery of the wan-shen, 
Talents from the Control talent tree, such as Equilibrium and Damage Reduc- 
tion 10, are excellent choices to reflect the Matukai mastery of their own 
bodies. Similarly, Force powers such as vital transfer or battle strike make 
good choices for the Matukai, both to help reflect their mastery over their 
own life forces as well as to enhance their combat prowess. 

Since the Matukai are a decidedly martial tradition, the soldier class is 
an excellent choice for your hero. The Martial Arts feats not only improve 
your Reflex Defense but also provide an excellent reflection of the physical 
training that the Matukai endure. Likewise, feats such as Improved Defenses, 
Improved Damage Threshold, and Toughness can give your hero a resilience 
that many other characters do not have, representative of your hero's mastery 
over both body and Force. 


A MaTUKA! ADEPT 


MATUKAI ADEPT TALENT TREE 

All Matukai strive to achieve perfect harmony between the physical and the 
spiritual aspects of their lives. As a result, they find ways to use the Force 
to improve their bodies. 

Body Control: You can add your Charisma modifier instead of your Con- 
stitution modifier to your Fortitude Defense. Additionally, you can spend a 
Force Point as a swift action to become immune to poison, radiation, and 
disease until the end of the encounter. 

Physical Surge: Whenever you roll an Initiative check at the start of 
combat, you can spend a swift action immediately, regardless of whether 
or not you are surprised. 

Soft to Soli S$ a reaction when you are damaged by an attack, you 
can spend a Force Point to increase the rigidity of your skin, gaining DR 10 
until the end of your next turn. 

Wan-Shen Defense: As a swift action, you can use your wan-shen to 
parry your opponents’ attacks, gaining a +1 deflection bonus to your Reflex 
Defense against melee attacks until the start of your next turn. You must have 
your wan-shen in hand to use this talent, and you do not gain the deflection 
bonus if you are flat-footed or otherwise unaware of the incoming attack. 

You can take this talent multiple times; each time you take this talent, 
the deflection bonus increases by +1 (to a maximum of +3) 

Prerequisite: Proficient with the wan-shen (see page 54). 

Wan-Shen Kata: You treat the wan-shen as a Medium weapon instead 
of a Large weapon. You can use the Pin and Trip feats with a wan-shen, 
substituting your attack bonus with the wan-shen for your grapple check 
You must have your wan-shen in hand to use this talent. 

In addition, when you use the wan-shen as a double weapon, you reduce 
all attack penalties for attacking with both ends of the weapon by 1 

Prerequisite: Proficient with the wan-shen (see page 54) 

Wan-Shen Mastery: As a standard action, you make two attacks with 
your wan-shen, each one against a different target within your reach. You 
must have your wan-shen in hand to use this talent 

Prerequisites: Proficient with the wan-shen, Wan-Shen Kata, base attack 
bonus +5. 
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SEYUG!I DERVISHES 

Not every Force tradition teaches peace and serenity. The Seyugi Dervishes 
train in the arts of unarmed combat, stealth, and subterfuge. However, it is 
their mastery of the Force that makes them deadly assassins. They terrorize 
the Core Worlds, hiring themselves out as contract killers specializing in 
eliminating nobles, corporate heads, and other important individuals. Seyugi 
Dervishes are so named for their confusing, whirling movements, which rare 
survivors would proclaim a “beautiful dance of death.” 

Clad in red cloaks and white masks, unarmed Seyugi Dervishes can slip 
unnoticed into heavily defended compounds and murder their targets quietly 
and with alarming speed. The Dervishes spread rumors about their prowess, 
so that mere mention of the Dervishes instills dread in the populace. Seyugi 
Dervishes rarely employ weapons, relying on their unarmed combat skill and 
the Force to complete their missions. 


HISTORY 

Seyugi Dervishes get the first part of their 

name from a now extinct culture that 

populated the planet Recopia. The Seyugi 
were nomads who traversed the hazy 
skies of that planet on massive repulsorlift 
barges. Shunned by the rest of the populace 
as a culture of thieves, cutthroats, and 
pickpockets, the Seyugi kept to themselves. 
Several hundred years before the Battle 
of Yavin, a Force-sensitive Seyugi leader 
named Karrh gathered together the war- 
riors of the various clans who also showed 
potential in the Force. After generations of 
prejudice and scorn, Karrh trained these 
warriors in the arts of stealth and silent 
killing, teaching them his own version of 
the Force. These warriors became the first 
Seyugi Dervishes and were sent on missions 
to eliminate threats and bring justice to 
those who disparaged the Seyugi people. 

Over time, the Seyugi spread throughout 

the Core, establishing themselves as assas- 
sins who will work for anyone with the 
credits to pay their outlandish fees. 

The Seyugi Dervishes eventually attract 
the attention of the Jedi Order, which 
views them as a menace to the galaxy. The 
Jedi send ships and Jedi Knights to bring 
down the Dervishes, who have established 


numerous bases throughout the Core and beyond. The hunt takes decades, 
and by the end of it the Jedi believe that the Seyugi Dervishes are no more. 
However, ina desperate act of survival, the last few hundred Seyugi Dervishes 
retreat to a secret temple-fortress on Recopia. Amazingly, the Jedi fail to 
locate this last cell. These Seyugi Dervishes place themselves in carbonite 
hibernation, waiting for the right moment to return. A few descendants of 
the Seyugi, called the Mallif, are strange religious monks who sometimes 
broadcast their odd philosophies on hijacked HoloNet transmissions. The vast 
majority of these religious malcontents are unaware of the slumbering evil 
on Recopia. Those who do know help maintain the fortress, keeping it safe 
until the time is right to awaken the slumbering Seyugi. 


LOCATION 

Seyugi Dervishes are most prominent during the era of the 
Old Republic, Although most of their activities are limited 
to the Core, Seyugi Dervishes venture widely to perform 
their missions and can be encountered just 
about anywhere, Seyugi Dervishes have 
bases on nearly every major planet within 
the Core and several outposts located on 
distant worlds in the Mid Rim. However, 
the Jedi eventually realize the threat of the 
Dervishes and nearly wipe out the tradition 
By the time of the Clone Wars, the only 
remaining Seyugi Dervish stronghold is a 
temple-fortress on the sulfuric planet of 
Recopia in the Core. 
‘Any number of events might release 
the Seyugi Dervishes from their carbonite 
hibernation, allowing them to regroup and 
terrorize the galaxy once more. 


PHILOSOPHY 
Force adepts or Force disciples of the Seyugi 
Dervish tradition ignore many of the theories 
of the Force put forth by the Jedi. For the 
Dervishes, the Force is a way to master 
one's body, honing it into a weapon. 
Although their actions could definitely 
be considered evil, the Seyugi Dervishes 
do not ascribe to many of the tenants of the 
dark side either. They deplore random chaos 
and violence, and their goals are motivated 
by greed and personal achievement, not 
power. Still, their deeds and beliefs are 


such that many Seyugi Dervishes find themselves in the service of other 
powerful dark siders. 

Like the Jedi, Seyugi Dervishes seek out infants who possess Force 
sensitivity, preferring these “unspoiled templates” to older younglings. 
When a potential initiate is found, the Dervishes send one of their number 
to kidnap the youngling and bring her back to one of their many temples to 
begin a lifelong study of the tradition, sequestered with monastic discipline. 
After fifteen years of training, a Seyugi Dervish is sent on her first mission, 
usually under the watchful eye of a master who monitors the situation from 
a distance and removes any trace of the attack if the apprentice fails. Upon 
graduation, Seyugi Dervishes are free to wander the galaxy, receiving orders 
through encrypted communiqués and via the Force. Assassinations performed 
by the Dervishes are incredibly expensive, but clients can rest assured that 
the job will be done quietly, quickly, and discreetly. 

Seyugi Dervishes are masters of unarmed combat. Unless a mission 
requires specialized equipment, a Dervish rarely carries anything, including 
weapons, which might trigger sensors or cause unwanted noise. They wear 
traditional garb of red cloaks and white masks, both to conceal their identities 
and to capitalize on the terror these costumes engender. In addition to their 
training in unarmed combat and the Force, Dervishes study the anatomies of 
various species, allowing them to pinpoint central nerve clusters and cause 
other debilitating wounds. 

Seyugi Dervishes prefer to work alone, but two or more will sometimes 
band together to complete particularly dangerous assignments. On rare 
occasions, a Dervish will employ specialized contractors to help them out, 
especially slicers and demolitions experts, although in many cases, the "hired 
help" has no clue who they were working for and are eliminated afterward 
to conceal the Dervish’s cover and identity. 

Membership: Anyone can be a Seyugi Dervish, provided he or she has the 
Force Sensitivity feat. Initiates are abducted and indoctrinated at a young age 
so that they become fanatic in their devotion to the Seyugi tradition. 


BUILDING A SEYUG! DERVISH 

As a Seyugi dervish, your background is pretty much determined for you; 
all Seyugi dervishes are trained assassins kidnapped as infants and raised 
in Seyugi training compounds. However, you can decide where your hero is 
going, and how he or she fits into the larger galaxy. As a trained assassin with 
mastery of the Force, what motivates you to be more than just a mercenary? 
What binds you to the rest of the party? If there are other Force-users in your 
group, how do you reconcile your immersion in the dark side of the Force 
with your actions on the party's behalf? When building your Seyugi dervish, 
keep in mind that you will need to function as a member of an adventur- 
ing party, and as such will need to make sure that your hero doesn't create 
unnecessary conflict. 


As a Seyugi dervish, you not only want to take Force powers and talents 
that augment your combat skill but also powers that reflect your decision to 
embrace the dark side of the Force. Dark side powers that augment combat 
prowess are the most likely to help realize your hero's training. Additionally, 
when considering prestige classes, you can choose either to focus more 
on the Force training your hero received (in which case you take the Force 
adept prestige class and focus on talents from the Dark Side Devotee talent 
tree), or to focus on your hero's assassin training (in which case you might 
consider the assassin prestige class from Scum and Villainy).. 

To reflect your skill in unarmed combat, the Martial Arts feats are a logi- 
cal choice for your Seyugi dervish. Additionally, your Seyugi dervish might 
wish to take feats or talents that improve mobility, such as the Longstrider 
talent belonging to the scout. 


SEYUGI DERVISH TALENT TREE 

Seyugi Dervishes are masters of unarmed combat augmented by their control 
over the Force, and they traditionally hire themselves out as contract assas- 
sins. Their Force powers allow them to move unseen and to make devastating, 
lightning-quick assaults on their targets. 

Seyugi Cyclone: If you are wielding no weapons (other than combat 
gloves or stun gauntlets), you can use the Whirlwind Attack feat as a 
standard action by spending a Force Point even if you do not posess the 
Whirlwind Attack feat. Additionally, this talent satisfies the prerequisites 
for the Whirlwind Attack feat. 

Mobile Whirlwind: Whenever you use the Whirlwind Attack feat, you 
can move up to your speed after the attack is resolved. 

Prerequisite: Seyugi Cyclone. 

Repelling Whirlwind: You gain a +2 circumstance bonus to Reflex 
Defense against any target hit by your Whirlwind Attack until the start of 
your next turn. 

Prerequisite: Seyugi Cyclone. 

‘Sudden Storm: Instead of a normal melee attack at the end of the charge, 
you can spend a Force Point to make a Whirlwind Attack (as per the feat) 
at the end of a charge, provided you are not wielding any weapons (except 
combat gloves or stun gauntlets). 

Prerequisite: Seyugi Cyclone. 

Tempest Tossed: When you damage a target with a Whirlwind Attack, 
you can choose to move that target 1 square in any direction as a free action. 
You can't move a target that's being grabbed or grappled, and you can’t move 
the opponent into a solid object or another creature's fighting space. This 
forced movement does not provoke attacks of opportunity. 

Prerequisite: Seyugi Cyclone. 
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SHAPERS OF KRO VAR 
Some Force traditions view the Force as a form of magic or power that comes 
from deities. The Shapers of Kro Var represent one such group, channeling 
the Force into showy displays of power that are keyed to the four classic 
elements of nature—air, earth, fire, and water. Master Shapers can evoke 
huge windstorms, earthquakes, or bursts of flame to destroy their enemies. 
Although primitive and superstitious, the Shapers of Kro Var are dangerous 
opponents who wield the Force like a blunt weapon. 


HISTORY 

The Shapers of Kro Var hail from the planet of the same name, located deep 
within the Unknown Regions. Their originate at a point in history a thousand 
years before the Battle of Yavin, when a damaged cruiser filled with refugees 
from the battles that ravaged the planet Ruusan emerges from hyperspace at 
the wrong coordinates and crash lands on Kro Var. The survivors do their best 
to make the barely hospitable world their new home. The planet is covered 
with jagged rock deserts, churning seas, and vast windswept canyons. After 
several generations, the population breaks up into various clans and spread 
out to different parts of Kro Var. These clans spend most of their time fighting 
each other for rare and valuable resources, causing the general technological 
level of the planet to decline to barbaric levels. 

Over time, various members of the populace begin to show signs of Force 
sensitivity. These Force-sensitive people are called “Shapers” because of their 
ability to shape the elements of the world. As the clans grow more warlike 
and aggressive, the Shapers of Kro Var become major players in the resulting 
conflicts, using the Force to command the elements. 

When a Republic trading vessel arrives in the Kro Var system, it throws 
the planet's power structure into chaos. A Jedi contingent is deployed to help 
restore order, reintegrate the planet back into modern society, and investigate 
the reports of sorcerers and "battle wizards.” The Shapers are very suspicious 
and hostile toward the Jedi, primarily based on distorted myths and legends 
from the war between the Jedi Order and the Sith a thousand years prior. 
‘Some Shapers and Jedi perish before peace is eventually restored to Kro Var. 
The Jedi eventually determine that the Shapers are not agents of the dark side, 
and the Jedi Order commits to periodically sending envoys back to the planet 
to monitor its progress and learn the techniques of the Shapers. Shapers and 
other natives of Kro Var are also afforded the chance to leave their planet 
and integrate back into galactic society, which many of them do. 


LOcaTION 

Shapers are still found on their home planet, but since their discovery by 
the Republic, they have spread throughout the galaxy in small numbers, in 
search of new knowledge and techniques to work into their own beliefs, 
Fearful of the Jedi and their “mind-altering ways," the Shapers have come 
into conflict with the Jedi Order on more than a few occasions. However, not 
all Shapers are quite so superstitious and actively seek out the Jedi to learn 
more about their interpretation of the Force. Shapers are bold, brash, and 
proud of their powers and are more than willing to use them when threatened 
or to intimidate or impress non-Shapers. They are also slowly overcoming 
their primitive status and distrust of technology. 


PHILOSOPHY 

The Shapers of Kro Var serve as battle shamans for their various clans. They 
are proud and aggressive, using their powers to terrify enemies as they blast 
them with elemental fury. Each Shaper specializes in a particular element, 
usually the one corresponding to his or her clan's territory. For example, the 
Shapers of the Ungoth Valley wield fire effects more often than not, due in 
part to their clan's affinity for the lava flows that surround their homes. How- 
ever, Shapers can and do manifest different forms of elemental control—true 
masters can summon the power of all four, making them terrifying opponents, 
In addition to their Force powers, they are experts with clubs, spears, and 
swords—these, too, are perfectly good tools for dealing with enemies. 

When a youngling is discovered to possess the Force, he is sent to study 
with one of the many Shaper cabals and is subjected to tests that determine 
which element is strongest within the pupil. Once this is determined, the 
student is then sent to the appropriate temple to begin their studies of the 
Force. Training is arduous and brutal, with Shapers learning both the ways to 
manifest the Force and the arts of war. Their warlike tendencies are further 
shaped by the elements they study. For example, if a Shaper is strong with 
air, he'll tend to be mobile on the battlefield, whereas a Shaper attuned to 
earth is likely to stand her ground. 

Shapers are highly superstitious and suspicious of Force-users who use 
“invisible” powers, including telepathy, Force thrust, and the like. Although 
these attitudes are slowly changing, Shapers are more likely to challenge a 
Jedi to a duel than to engage in diplomacy. Jedi who study the Shapers have 
noticed that there are far fewer instances of “intangible” manifestations of a 
Shaper's power, mainly because on Kro Var, people who possess these kinds 
of powers are persecuted as warlocks and witches. 

Membership: Any native of Kro Var can become a Shaper provided he or 
she has the Force Sensitivity feat. It's also possible for non-natives to become 
Shapers by studying under a Master Shaper who travels abroad. 


BUILDING A SHAPER 
OF KRO VAR 
When creating a Shaper of Kro Var, you have a great deal of freedom in deter- 
mining the origin story of your hero. Not all Shapers are restricted to coming 
from the world of Kro Var, as encounters with the Republic have spread the 
Shapers throughout the galaxy. Your hero might have been trained on Kro 
Var, or your hero might have been trained by a displaced Shaper somewhere 
in recognized Republic space. If you choose to be from Kro Var itself, you can 
do almost anything you like with your hero's background, Information on Kro 
Var, much less the Unknown Regions, is spotty at best, and there is little in 
the way of continuity to restrict your character background 

Given that the Shapers focus their Force use on the manipulation of 
nature, you should consider describing your particular use of various powers 
and talents in terms of environmental effects. For example, if you use Force 
slam on a group of enemies, you can describe it as a mighty wind roaring from 
your back to pick them up and hurl them bodily through the air. Similarly, your 
description of the Force disarm power might involve the very rodts of plants 
and trees reaching up to snatch the weapons out of your enemies’ hands, 

For your Shaper of Kro Var, you should consider talents and feats that 
reflect your ability to survive in harsh environments. The scout class is a 
natural choice for the Shaper, and both the Survivor and Fringer talent trees 
reflect the Shaper's background on Kro Var. Since several of your tradition's 
Force talents require the expenditure of a Force Point, you should consider 
Force Boon as one of your first feats, to maximize the use of your talents, 
Similarly, you might want to take the Force Harmony talent (see page 16) for 
one free use of those talents and the Force Point Recovery Force technique 
once you begin taking levels in the Force adept prestige class. 


SHAPERS OF KRO VAR TALENT TREE 

The Shapers of Kro Var are deeply in touch with the four classic elements of 
air, earth, fire, and water. They use the Force to manipulate these elements at 
a fundamental level, creating impressive effects, such as rippling stone, walls 
of solid wind, and gouts of flame. The talents listed here are a small fraction 
of the “spells” that these primitive Force-users are capable of using. 

Combustion: You can spend a Force Point as a swift action to add 146 
points of fire damage to any Force power that causes damage to a single 
target. A target that takes fire damage also catches on fire (see page 256 
of the Saga Edition core rulebook). 

Prerequisite: Force Training, 

Earth Buckle: You can spend a Force Point as a swift action to create a 
3x3 square area of difficult terrain centered on you. You ignore any penalties 
for moving on difficult terrain that you create using this talent. 


A SHAPER OF KRO VAR DEFENDS HIMSELF AGAINST 
THE FORCES OF THE SEPARATISTS. 


Fluidity: You use your Use the Force check modifier instead of your Acro- 
batics check modifier when making Acrobatics checks. If you are entitled to 
an Acrobatics check reroll, you may reroll your Use the Force check instead 
(subject to the same circumstances and limitations). Additionally, when you 
attempt a grapple or attempting to break free of a grapple, you can spend a 
Force Point to be treated as if you were one size category larger. 

Thunderclap: When you use a Force power that deals damage, you can 
use the Bantha Rush feat against that target as though you had made a 
melee attack 

Prerequisite: Bantha Rush, Force Training, 

Wind Vortex: You can spend a Force Point as a swift action to surround 
yourself with whirling winds. You gain concealment from all other targets and 
gain a +2 circumstance bonus to Reflex Defense against thrown weapons. 
This effect lasts until the end of the encounter. 
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TYIA 

The practitioners of Tyia, a relatively peaceful sect of Force-users, have only 
been widely known in the galaxy since the rise of Palpatine’s Galactic Empire. 
One of the few Force traditions to practice openly during the reign of the 
Empire, Tyia adepts spread their beliefs in the space lanes through peaceful 
discourse and meditation. Unlike many Force traditions, practitioners of Tyia 
rarely come into conflict with the Empire, prolonging their freedom from 
the Emperor's Jedi hunters. 


HiIsTORY 

The Revwien are a sentient plant species hailing from a distant planet beyond 
the Outer Rim, Revwia is temperate world with long rolling plains and an 
equatorial jungle belt. The Revwien revere the jungle belt as a holy site. Those 
Revwien who display talent with the Force are sent to the jungle to develop 
their abilities and study the Tyia. For much of the galaxy's history, Revwien 
Force-users studied the Tyia and developed a kind, of religion around it, 
spreading the word of their beliefs to any who would believe it. 

The masters on Revwia sensed the deaths of the Jedi from the nefarious 
Order 66. The discord caused by the deaths of so many Force-sensitive beings 
sent the masters into a panic. They gathered their best and brightest in a 
temple grown from the largest trees on the planet. The mission was laid out 
plainly. The students were to leave their homeworld and seek out the Jedi 
to help them in the wake of the Great Jedi Purge, to help return the galaxy 
toa state of harmony. 


LOCATION 

The practitioners of Tyia can be found anywhere, from the Deep Core to the 
Outer Rim. They branched out from the Revwien homeworld in force during 
the days of the Galactic Empire, traveling the space lanes as passengers 
aboard tramp freighters, sharing their thoughts and wisdom with other beings 
that seem interested in or strongly connected to the Force. Practitioners of 
Tyia can be found anywhere in the galaxy that tramp freighters fly, but during 
the time of the Empire, they are more likely to be found in shadowports. 


PHILOSOPHY 

“Tyia” is the Revwien word for “breath.” Tyia is the spark of life that all living 
creatures have. All creatures that breathe have some measure of power in 
the Tyia. As long as there is life in the galaxy, there will be Tyia. Students 
of the Tyia spend their time in the wilderness to experience how all life is 
connected. The prey eats the plant. The predator eats the prey. The predator 
dies and his remains feed the plant. All things reflect this cycle. Students of 
the Tyia learn to reach out through these connections and alter the world 
around them. 


Things moving normally are referred to as "Harmony." Harmony is akin to 
the light side, and most students of the Tyia strive for Harmony. They mediate 
disputes, heal those not ready to die, and do what they can to keep peace in 
the galaxy. When the dark side intervenes, the Tyia falls into Discord. The Fall 
of the Republic was hastened by the Discord of Palpatine. Anakin Skywalker 
succumbed to his Discord because he could not be both a Jedi and husband 
to Padmé Amidala. 

Conflict is part of life. Though students of the Tyia do not carry lightsabers, 
they know that predators hunt prey and war is a natural step in the evolu- 
tion of the galaxy. While those who study the Tyia revere all life, they also 
battle those who would destroy it. They prefer to use Force abilities such 
as Force thrust and Force slam to knock down and immobilize opponents 
rather than pick up a blaster to do so. If there is no alternative, the Tyia 
would still rather stun and enemy than kill it. Killing, even in defense, is a 
quick path to Discord. 

Those students who fall from the path of the Tyia are given no name, 
They are believed to have lost the right to call themselves anything because 
of their Discord. Revwien who fall to the dark side take on a shriveled cast. 
Their voices become whispers of fallen leaves. They long to break out of the 
endless cycle of the Tyia and often want to take as many others with them 
as possible. The fallen student of Tyia looks to destroy and disrupt. There are 
places on Revwia where the earth is black and nothing grows. These are the 
places where Harmony and Discord have battled, Discord never fully wins in 
the end, but it often extracts a great price when it loses. 

Membership: Although practitioners of Tyia are usually Revwien, Force- 
sensitive members of other species can embrace the philosophies of the Tyia 
and become practitioners of this Force tradition as well. 


BUILDING A TYIA ADEPT 

Since those who follow the way of Tyia tend toward pacifism, your Tyia adept 
is more likely to come from a species where pacifism is at least occasionally 
acceptable; for example, you will find very few Gamorrean or Trandoshan 
Tyia adepts in the galaxy. That is not to say that they do not exist, but if you 
choose to create a Tyia adept from a violent species, be prepared to answer 
why your hero would reject cultural norms and become an advocate for peace 
and tranquility. That being the case, Tyia adepts might be pacifists, but they 
are not always passive. A Tyia adept might be reluctant to fire a blaster or 
lash out with the Force slam power, but the adept will not stand by while 
their allies are harmed. Tyia adepts tend to take steps to blunt anger (and 
attacks) and diffuse conflict, and as such you might look toward abilities that 
let you accomplish these objectives readily. Species that grant bonuses when 
healing (such as the Selkath from the Knights of the Old Republic Campaign 
Guide), those skilled at neutralizing conflict (such as the Caamasi from The 
Force Unleashed Campaign Guide), or those with Wisdom score bonuses are 
likely to make good Tyia adepts. 


A Tyia adept's Force abilities focus on healing, the reduction of damage 
to allies, and breaking up violent conflict. Tyia adepts prefer Force powers 
such as vital transfer for healing the wounds created by discord, as well 
as powers such as sever Force that do no direct harm but, instead, inflict 
penalties when the target attempts to attack. Tyia adepts are more likely to 
pursue talents that augment healing (such as Force Treatment from the Force 
adept prestige class) or that grant boons to their allies, such as the Force 
Perception and Foresight talents from the Sense talent tree. While you are 
less likely to choose damage-dealing powers when building your Tyia adept, 
you can certainly choose ones that intercede on your allies’ behalf, such as 
the inspire power (see page 27) 

Since a Tyia adept is trained to avoid violent entanglements and overcome 
enemies without resorting to brutality, the noble and scoundrel classes make 
good choices. For your Tyia adept, you might consider picking up a few noble 
talents that let you boost your allies (as opposed to harming your enemies), 
such as Bolster Ally or Inspire Confidence. Moreover, if you choose not to 
invest many of your talents in Force talents, you might go as far into the noble 
talents as to pick up Rally, which can help many of your allies get back on their 
feet. The scoundrel is also a good choice for your Tyia adept, as scoundrels 
have many indirect ways of wreaking havoc with the enemy's actions, such as 
the Disruptive and Walk the Line talents. Such talents allow you to participate 
in combat without necessarily having to make attack rolls. 


TYIA ADEPT TALENT TREE 

The masters of the Tyia seek our Harmony while eschewing Discord. A Tyia 
adept connects to the Force in search of unity, and attempts to align his 
body and his spirit with the galaxy. 

Cycle of Harmony: When an ally within 12 squares of you and in your 
line of sight takes damage or moves down the condition track by any means, 
you can designate a different ally within 12 squares of you and in your line 
of sight as a reaction. The ally you designate gains bonus hit points equal 
to 5 + your Charisma modifier (minimum +1). Damage is subtracted from 
bonus hit points first, and any bonus hit points remaining at the end of the 
encounter are lost. 

Prerequisite: Tyia Adept 

Force Stabilize: You can designate an ally within 12 squares of you and 
in your line of sight once per turn as a swift action; that ally immediately 
takes its second wind if it has not yet done so in this encounter. 

Prerequisite: Tyia Adept. 


A HUMAN JEDI CONSULTS A REVWIEN TIA ADEPT. 


Repel Discord: Whenever you are targeted by a Force power with the 
[dark side] descriptor, you can spend a Force Point as a reaction to give the 
creature using that Force Power against you a penalty on its Use the Force 
check to activate the power equal to its Dark Side Score. 

Stifle Conflict: You can choose to have any Force power you activate 
deal stun damage instead of normal damage. 

Tyia Adept: As a swift action, you can spend a Force Point to designate 
one nondroid ally within 12 squares of you and in your line of sight. Until 
the end of your next turn, whenever you or the targeted ally takes damage 
from any source, you take half of the damage and your ally takes half of the 
damage. This halving of damage takes place before the damage is compared 
to your respective damage thresholds. 
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WARDENS OF THE SKY 
Attached to no planet, system, or sector, the Wardens of the Sky are a small 
group of Force-users who have made it their goal to keep the space lanes safe 
for travelers. They are found in spaceports and cantinas from the Deep Core 
to the Unknown Regions, walking silently among the travelers and acting as 
subtle guardians to protect those who cannot protect themselves. Scattered 
and with little in the way of organization, the Wardens of the Sky are almost 
‘a myth, the subject of stories told by spacers in seedy shadowports over a 
drink. They speak of chance encounters with guardians that slip away into 
the masses when their work is done. 


HisTORY 

Little is known about the Wardens of the Sky. Unlike the Jedi, the Wardens 
have no central organization, iconic uniform, or famous members. The story 
of the Wardens of the Sky begins thousands of years ago around the time of 
the outbreak of the Great Hyperspace War. In these ancient days, hyperspace 
explorers are still scouting the space lanes in search of new routes, and it 
is two such explorers (the Daragon siblings) who accidentally connect the 
Sith Empire to the Republic once more. War breaks out, drawing the entire 
galaxy into conflict. 

As the Republic fends off the Sith invasion, many people blame the 
Hyperspace Navigators Guild for the conflict. In this time, the Jedi are scat- 
tered, and many Force-sensitive children slip through the cracks, growing 
to adulthood with only a rudimentary knowledge of the Force. One such 
overlooked child grows into a masterful pilot and hyperspace explorer who 
uses his knowledge of the Force to sense new routes, rather than rely on 
computers and astronavigation charts. When the Guild comes under fire, 
this Force-sensitive explorer uses his self-taught Force powers to patrol the 
space lanes, seeking out those who would make space travel unsafe for the 
average citizens of the galaxy. 

In time, this navigator, who becomes the first Warden of the Sky, discovers 
other Force-sensitives. He trains them and creates the first generation of 
Wardens of the Sky, sending them out into the galaxy to protect those who 
cannot help themselves. 

At least, that's the commonly held story. In truth, most spacers believe 
that the Wardens are a nice bit of fiction told in cantinas where pilots gather. 
The Wardens are few in number and hide among the denizens of spaceports 
and starship crews, rarely revealing their true nature. 


LOCATION 
The Wardens of the Sky can be found almost anywhere in the galaxy. Most 
tend to move from place to place frequently, like vagabond watchmen. The 
Wardens do their best to appear as ordinary folk and prefer to act in subtle 
ways to protect others from harm. Wardens of the Sky make it their goal to 
protect space travelers of all kinds, even those that operate outside of the 
law. Additionally, each Warden interprets this core philosophy in their own 
way; one Warden might work as the pilot of a smuggling vessel, believing 
that the smugglers are defying tyrants of the space lanes, while another 
might choose to wage a silent war against pirates throughout an entire 
sector of space. 


PHILOSOPHY 

The basic goal of the Wardens is simple: use their knowledge of space and 
of the Force to make the space lanes safe. The Wardens of the Sky believe 
that it is their responsibility to oppose those who would prey upon space 
travelers, which might include everything from fighting against pirates to 
helping smugglers get past the sentries of an oppressive government. The 
Wardens believe that everyone has a right to travel safely between the stars, 
and that with their knowledge of the Force they have a responsibility to see 
that safe space travel becomes a reality. 

The Wardens live a solitary lifestyle, Each Warden of the Sky operates 
individually, relying on his or her training and knowledge of Warden philoso- 
phy for guidance. There is no overarching council to rebuke the Wardens for 
their decisions, only their own deeply held beliefs. Wardens tend to have 
certain space lanes that they patrol, moving from one spaceport to another 
along a particular route, keeping vigilant for space travelers in need of help. 
Sometimes a Warden will come across another Force-sensitive being who 
might make an excellent addition to the Force tradition; in this case, the 
Warden is likely to approach the individual and offer to take them on as an 
apprentice. Once the apprentice’s training is complete, the student becomes 
a Warden and seeks out his or her own corner of space to patrol. This is the 
only way in which the Wardens of the Sky increase their number. 

Wardens of the Sky live subtle, secluded lives. They walk among the 
masses in spaceports and shadowports across the galaxy, never revealing 
their allegiance. When they act, they rarely do so in an overt way unless it 
is truly necessary. One of the reasons that the Wardens are able to avoid 
notice by the Empire and the Sith is that they make themselves specters 
that drift among the populace, appearing to be nothing more than ordinary 
denizens of the space lanes. Many Wardens take jobs as pilots and navigators 
on starships, allowing them to better patrol their section of the stars, while 
appearing as nothing more than typical crew members. 


The Wardens of the Sky are also masters of unarmed combat. Given 
the dangers of firing blasters on starships, the Wardens have developed 
their own combat style that relies on a combination of Force prowess and 
martial arts. Additionally, this makes it much easier for the Wardens to do 
their job; they never have to worry about being disarmed, and they do not 
carry identifying weaponry that their opponents can search for. As drifters 
and silent sentinels, being able to fight with nothing more than one’s own 
body is a major advantage. 

Membership: Anyone from any species can become a Warden of the 
Sky. A candidate must have the Force Sensitivity feat, and he or she must be 
trained by another Warden of the Sky. Once the training is complete, the new 
Warden must rely on his or her own wits to survive; there is no organization, 
per se, that exists to support the Wardens in times of need. 


BUILDING A WARDEN 

OF THE SKY 

As a tradition without ties to any particular location, the Wardens of the 
Sky make a good choice for any Force-using hero. Since they focus on 
protecting the space lanes, Wardens of the Sky tend to hail from worlds 
with spaceports. Very few Wardens of the Sky belong to species with the 
Primitive quality, as primitive worlds tend to be far removed from the space 
lanes. Otherwise, there are few limitations on the species and background 
choices for your Warden, 

Since Wardens of the Sky focus their efforts on protecting the space lanes, 
many choose to take the Force Pilot talent from the Sense talent tree. Beyond 
that, Wardens try to blend into the background, so any Force abilities that 
enhance stealth are excellent choices. You certainly want to take at least a 
few combat-focused Force powers, and battle strike is an especially good 
power that works well in conjunction with your unarmed attacks. Talents 
that enhance the Warden's defenses can allow your hero to get into the 
thick of combat without having to worry about wearing heavy armor; after 
all, an armored hero is much more likely to attract attention than a drifter 
in a nondescript poncho. 

The scoundrel and scout classes both offer Stealth asa class skill, making 
them ideal for slinking unnoticed around the spaceports of the galaxy. They 
also offer Pilot as a class skill if you choose not to take the Force Pilot talent, 
and both offer talents that make it easier to hide. Since the Warden of the 
Sky is a master of unarmed combat, the Martial Arts feats are appropriate, 
as are talents from the soldier class that focus on melee combat. Weapon 
Specialization, Devastating Attack, and many of the talents from the Brawler 
tree are exceptionally good for the unarmed combatant. 


WARDEN OF THE SKY TALENT TREE 
Wardens of the Sky use a combination of martial arts and Force powers to 
help keep the space lanes safe. As a Warden of the Sky, you rely on nothing 
more than your own body to serve as a weapon against predators 

Brutal Unarmed Strike: Whenever you roll the damage for an unarmed 
attack, you reroll any dice that come up with a result of 1. 

Prerequisite: Telekinetic Strike. 

Martial Resurgence: You recover all spent Force powers, adding them 
to your Force suite again, whenever you roll a natural 20 on an unarmed 
attack. 

Rebound Leap: Whenever you reduce an opponent to 0 hit points with 
an unarmed attack, you can make a Jump check as a free action, moving a 
distance as determined by the results of your Jump check. You can use the 
surge power as normal to enhance this Jump check, increasing the distance 
you move. 

Simultaneous Strike: As a standard action, you can make two unarmed 
attacks, each against different targets. 

Prerequisite: Base attack bonus +5. 

Telekinetic Strike: Whenever you make a successful unarmed attack, you 
can add the result of a Force Point roll to the damage instead of the attack roll 
(see “Using Force Points" on page 93 of the Saga Edition core rulebook). 

Telekinetic Throw: Whenever you successfully use the Throw feat, your 
opponent falls prone in any space you desire up to 3 squares beyond your 
reach. 

Prerequisite: Throw feat. 


A WAROEN OF THE SKY TAKES OUT 4 PAIR OF STORMTROOFERS. 
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ZEISON SHA 

Although many sects claim to have endured rough times throughout their 
history, none have as much truth to their claim as the Zeison Sha. However, 
they learned to adapt, becoming rugged and self-sufficient through their 
training and self-reliances. In addition, the Zeison Sha vehemently opposes 
the Jedi Order, viewing them as cold and indifferent to the population of 
the galaxy. 


HISTORY 

About two thousand years before the fall of the Galactic Republic, a group of 
families with ties to the Jedi Order flee from the war that rages on between 
the Jedi and the Sith to a forlorn world in the Outer Rim called Yanibar. Their 
plan is to set up a temporary refuge for the families to avoid being targeted 
by the Sith until the war ends, with the understanding that the Jedi would 


return them to their homes. Unfortunately, the Jedi who established the 
sanctuary are killed during the war. Knowledge of the colony is lost, and the 
families are left to fend for themselves. 

Yanibar is, by many people's standards, uninhabitable. Due to extreme 
seasonal changes, most of the people left on the planet die within the first 
few years. The survivors adapt to the harsh environment and overcome it, 
learning to use the Force through their own methods in the process. 

As time passes through generations, the original reason for coming to 
Yanibar is forgotten, and the survivors believe that the Jedi, their so-called 
protectors, abandoned them. They grow to despise the Jedi. The Force tradi- 
tion known as Zeison Sha develops over this time, adopting a philosophy of 
self-reliance and rejecting the perceived ideals of the Jedi Order. 

A few hundred years later, Yanibar is discovered again by fringe traders. 
After opening relations with these traders and learning about the galaxy 


A ZeISON SHA WARRIOR 


around them, the population of Yanibar grows, becoming an outpost between 
the Outer Rim and the Unknown Regions. The small outpost expands to 
become a highly populated city and starport in a matter of decades with 
a diverse mixture of races, including Humans, Duros, Twi'leks, and Rodians. 

As travel to and from the planet increases, several members of the Zeison 
Sha venture forth to explore the galaxy and find the Jedi all too eager to wrest 
their Force-sensitive children from them and train them as Jedi. Outraged, 
the Zeison Sha return home only to reinforce their anti-Jedi beliefs. 


LOCATION 

For the most part, Zeison Sha never stay in any one location for a long 
period of time, preferring to travel around the galaxy helping those in need 
whenever possible. From the last days of the Old Republic through the Dark 
Times and even into the early days of the New Republic, they struggle to avoid 
contact with the Jedi and Darth Vader's hunting squads. The Zeison Sha who 
live during the Yuuzhan Vong War, seeing the danger threatening the Jedi, 
silently cheer for the invaders’ victory over the Jedi Order. But at the same 
time, they also wish that the Yuuzhan Vong do not find their homeworld and 
eventually leave the galaxy in peace. 


PHILOSOPHY 

The Zeison Sha concentrate their instruction on the ideals of independence 
and self-reliance as a direct result of the tribulations they endured after their 
supposed abandonment by the Jedi Order. Focusing their lessons on taking 
care of oneself and one's family, they teach not only self-sufficiency but also 
ways to use the Force to defend those under their care. 

The Zeison Sha are masters of telekinetic powers. As a result, their training 
in these powers far surpasses the training the typical Jedi receives. The extent 
of their superior training becomes evident when they use their discblades, a 
unique weapon of their own design. 

Although the Zeison Sha strive to help those in need, the tradition’s 
emphasis on self-reliance has caused a few members to fall to the dark side 
of the Force, Being self-sufficient sometimes leads to selfishness, passionate 
independence from the Jedi can quickly change to bitterness and hatred, and 
their telekinetic skills are easy to use for attacks instead of defense. Those 
who follow this path become Dark Zeison Sha. 

In the society in which the Zeison Sha live, a Force-sensitive child is 
trained by one or both of his parents. If neither parent is Force-sensitive, 
another member of the tradition with a bond of friendship to the family steps 
in to lead the training. The child trains at the Zeison Sha temple on Yanibar, 
otherwise known as the Sha Kalan, but continues to live at home with his 
parents to help the child grow in a normal family setting. 


Much of the physical training involves mastering the use of the discblade, 
which serves not only as the chosen weapon of the Zeison Sha but also as 
a focus for their discipline and telekinetic ability. The discblade, being a 
unique weapon design, defines a Zeison Sha in much the same manner that 
the lightsaber defines a Jedi. 

Membership: The Zeison Sha accept members from any species, provided 
they are Force-sensitive and have some connection to the tradition, either 
through the bonds of family or friendship. 


BUILDING A ZEISON SHA 

Since the Zeison Sha were founded by refugees with ties to the Jedi Order, 
it is no surprise that many Zeison Sha have abilities similar to those of the 
Jedi. Given that the colony on Yanibar was composed of many species, your 
Zeison Sha can be a member of nearly any species you want. The Zeison Sha 
favor thrown weapons, in particular the discblade, and their talents and Force 
powers usually reflect the tradition’s telekinetic prowess. As such, you will 
want to choose not only Force powers with the [telekinetic] descriptor but 
also the talents from the Alter tree that enhance such powers. 


ZEISON SHA WARRIOR TALENT TREE 

Zeison Sha talented enough to become warriors focus their powers on 
manipulating the objects around them. They are also masters of their sig- 
nature weapon: the discblade (see page 61). 

Discblade Arc: As a full-round action, you can make an area attack with 
your discblade, striking three targets, all of which must be within point blank 
range for your discblade. This attack uses the area attack rules; you make one 
attack roll and apply the result to every target you designate. 

Prerequisite: Proficiency with the discblade. 

Distant Discblade Throw: When you use a discblade, you treat it as a 
pistol (instead of a thrown weapon) for the purpose of determining range. 

Prerequisite: Proficiency with the discblade. 

Recall Discblade: When you make a ranged attack with a discblade (or 
use the Discblade Arc talent above), after the attack is resolved you can 
make a DC 15 Use the Force check to call the weapon back to your hand as 
a free action. 

Prerequisite: Proficiency with the discblade. 

Telekinetic Vigilance: You can return the intercept Force power to your 
Force suite as a swift action without spending a Force Point. 

Prerequisite: Intercept. 

Weapon Specialization (discblade): You gain a +2 bonus on melee 
damage rolls with your discblade, 

Prerequisite: Proficiency with the discblade, Weapon Focus (discblade). 
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CHAPTER V 
INSTRUCTORS & ALUMNI! 


ghout history, the Jedi Order has worked hard to preserve life in all 


; throughout the galaxy while expanding its knowledge of the Force. 
Jedi do not seek to place any great importance on a single person, 
dividuals are recognized by their peers as well as those in authority 
ering the cause of the Jedi and helping others become decent mem- 
Order. These individuals are the masters and teachers of the Jedi 
owledge and wisdom have passed down through the generations 

red for their contributions that have helped guide the Order in 
to bring peace and order to the galaxy. 


NSTRUCTORS OF THE 
-ORCE 


The Jedi Order strives to preserve its ideals, doctrines, and knowledge to 
ensure the success and survival of the generations that follow. For that 
reason alone, the Jedi revere those who have dedicated their lives to teach- 
ing the ways of the Force to those who follow them, This reverence extends 
to members who train Padawans to become Jedi Knights and even Jedi 
Masters, as well as those who are fixtures in Jedi temples or academies, 
instructing younger pupils within a classroom setting. Both services are 
equally important and vital to the survival of the Order. Within this group 
of Jedi instructors, a few have set themselves apart from the rest with their 
in studies and insights into the nature of the Force and become immor- 
talized for the precedents they've set, the wisdom they've expounded, and 
foundation they've laid. 


TEACHING THROUGH 
EXAMPLE 


Not all Jedi are gifted instructors. A few become sources of inspiration within 
The Jedi Order for their deeds and accomplishments outside of the train- 
ing arena. Becoming the example by which all others are judged is almost 
cektainly not the intention of those few Jedi Knights and Jedi Masters who 
becyme exemplars of the Order through their actions abroad. Many of these 
jons simply follow the will of the Force and adhere to the teachings of 
their old Masters, ignorant of the legendary status thrust upon them. The 
simple gct of serving the Order and helping those in need inspires future 
generations of Jedi to pursue their own destinies and make the galaxy a 
better plate for all. 
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ANOON BONDARA 


Anoon Bondara CL16 

Medium Twi'lek Jedi 7/Jedi Knight 6/Jedi Master 3 

Destiny 2; Force 9 

Init +10; Senses Improved Sense Surroundings, low-light vision, Use the 
Force +14 

Languages Basic, Huttese, Lekku, Ry 

Defenses Ref 33 (flat-footed 29, Lightsaber Defense 35), Fort 33, Will 31; 
Deflect 

hp 119; Threshold 33 

Immune fear effects 

Speed 6 squares 

Melee unarmed +18 (1d8+9) or 

Melee lightsaber +20 (2d8+9) or 

Melee lightsaber +15/+15 (2d8+9) with Double Attack 

Ranged by weapon +18 

Base Atk +16; Grp +17 

Atk Options Double Attack, Juyo 

Special Actions Acrobatic Recovery, Combat Reflexes, Force 
Fortification, Lightsaber Defense, Redirect Shot, serenity 

Force Powers Known (Use the Force +14): battle strike, Force thrust, 
mind trick, move object, rebuke, surge 

Force Secrets Force Point Recovery, Improved Force Trance, Improved 
Sense Surroundings 

Force Techniques Multitarget Power, Quicken Power 

Abilities Str 13, Dex 15, Con 14, Int 13, Wis 14, Cha 13 

Talents Acrobatic Recovery, Deflect, Force Fortification, Force Perception, 
Greater Weapon Focus (lightsabers), Juyo, Lightsaber Defense (2), 
Redirect Shot 

Feats Combat Reflexes, Double Attack, Dual Weapon Proficiency |, Dual 
Weapon Proficiency Il, Force Sensitive, Force Training (2) , Martial Arts 
|, Martial Arts Il, Weapon Focus (lightsabers), Weapon Proficiency 
(lightsabers, simple weapons) 

Skills Acrobatics +15, Knowledge (galactic lore) +14, Use the Force +14 

Possessions lightsaber (self-built), Jedi robes 


Renowned for his skill with the lightsaber, Jedi Master Anoon Bondara is 
regarded by many of his peers and all of his apprentices as a role model whose 
combat prowess is unmatched in the Jedi Order. Bondara would disagree 
with this assessment. During his tenure at the Jedi Temple on Coruscant, 
he spars with superior lightsaber duelists such as Qui-Gon Jinn and even 
Mace Windu. Although he humbles himself when compared to their skills, 
Bondara’s prowess is nonetheless considerable. Throughout his career, he 
strives to pass his knowledge and skill along to his students. Through all of 
this, he emphasizes one particular lesson: Rely on the Force in all things. He 


espouses the philosophy that a Jedi has nothing to fear in combat as long 
as he allows the Force to guide him. 

Master Bondara specifically selects Padawans who demonstrate a willing- 
ness to learn and great enthusiasm as well. His selection method proves to be 
highly successful, with his first three apprentices moving on to be renowned 
Jedi Knights in their own right. His fourth apprentice, Darsha Assant, shows 
great promise as well. 

Taking his pupils all over the galaxy, Bondara exposes them to various 
experiences to give them a broader insight than they would have staying on 
Coruscant. However, he hesitates to venture into Hutt Space. Being a Twi'lek, 
he expresses disappointment at the fact that too many of his people are 
willing slaves of the Hutts, including members of his own clan. That said, he 
never lets his feelings interfere with his actions, even when dealing directly 
with the Hutts. 


Anoon Bondara Encounters 

Anoon Bondara can be found almost anywhere in the galaxy before the Battle 
of Naboo, Since he spends much of his time traveling with his apprentice, he 
can be particularly helpful in relaying information to the campaign's heroes or 
even helping them reach a particularly difficult destination. If the situation is 
particularly dire, he might even be able to lend a hand for a short while. 


ANGON BONDARA 


ARCA JETH 


Arca Jeth cL15 
Medium Arkanian Jedi 7/Jedi Knight 5/Jedi Master 3 

Destiny 2; Force 6, Strong in the Force 

Init +8; Senses darkvision, Perception +15 

Languages Arkanian, Basic, High Galactic 


Defenses Ref 30 (flat-footed 29), Fort 31, Will 32; Block, Deflect 
hp 137; Threshold 31 
Immune fear effect 


Speed 6 squares 

Melee lightsaber +18 (2d8+8) 

Melee lightsaber +16 (3d8+8) with Rapid Strike 

Ranged by weapon +16 

Base Atk +15; Grp +16 

Atk Options Melee Defense, Rapid Strike, Whirlwind Attack 

Special Actions Adept Negotiator, flash of genius, serenity, Share 
Force Technique (Improved Move Light Object), Telekinetic Savant, 
Transfer Power 

Force Powers Known (Use the Force +20): battle strike, Force slam, 
inspire, move object, rebuke (2), surge, vital transfer 

Force Secrets Distant Power, Quicken Power 

Force Techniques Force Point Recovery, Improved Move Light Object 

Abilities Str 12, Dex 13, Con 15, Int 13, Wis 16, Cha 16 

Special Qualities fearless, flash of genius (see below), 
intellectual reputation, serenity 

Talents Adept Negotiator, Block, Deflect, Disciplined Strike, Force 
Persuasion, Redirect Shot, Share Force Technique (Improved 
Move Light Object), Telekinetic Savant, Transfer Power 

Feats Force Sensitivity, Force Training (2), Improved Defenses, 
Melee Defense, Rapid Strike, Skill Focus (Use the Force), 
Strong in the Force, Weapon Focus (lightsabers), Weapon 
Proficiency (lightsabers, simple weapons), Whirlwind Attack 

Skills Knowledge (galactic lore) +13, Perception +15, 
Persuasion +20, Use the Force +20 

Possessions lightsaber (self-built), Jedi robes, comlink 


Flash of Genius—Once per encounter, Arca Jeth can add a 
+5 circumstance bonus to the result of one Knowledge, 
Mechanics, or Use Computer check. 


The incredible combat abilities of the Jedi are well documented, but Arca 
Jeth is arguably the first Jedi to use the Force in battle on a large scale. 
Jeth first uses his mastery of the Force to defeat the Nelori Marauders in 
the Hyabb-Twith Corridor. He concentrates on an image of victory and gives 
himself over to the Force. Soon enough, the battle is won, and Master Jeth 
contemplates the new ability he’s discovered. Arca Jeth was the first to call 
this ability Battle Meditation. 

Master Arca is sent to Onderon because of his success. His ability helps 
to settle the Beast Wars on the planet as well as help his fellow Jedi defeat 
the Freedon Nadd Uprising. His mastery of the ability grows with each use, 
but he is not foolish enough to think himself invincible. Much as lightsaber 
combat has evolved over the centuries, Arca Jeth knows there will be others 
who will build upon his knowledge, someday bringing together entire fleets 
as one. He understands that he will be defeated one day and he knows the 
folly of looking into the future to see his own destiny. Better Jedi than he 
had tried, and all of them met with unfortunate ends. 

Master Jeth is humble in victory and introspective in defeat. He is a 
master strategist who is well versed in lightsaber combat, though he rarely 

fights in duels. He communicates mainly through 
telepathy during battle and is a man of few 
words outside the combat zone. Other Jedi 
Masters respect him, but very few truly 
know him. His Padawans respect his 
privacy and point out that he gener- 
ally only speaks when a Padawan has 

made a mistake. 


Arca Jeth Encounters 
Arca Jeth can be found wherever 
Jedi diplomacy has failed. He is a 
cool customer on the battlefield, 
whether he's leading a group of 
Jedi Knights or a battalion of 
soldiers. Master Jeth maintains 
his calm even as explosions rock 
around him. Jedi heroes could 
be assigned to be his honor 
guard. 


ARCA JeTH 
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Cay QEL-DROMA 


Cay Qel-Droma cL9 

Medium Human Jedi 7/Jedi Knight 2 

Force 4 

Init +11; Senses Perception +10 

Languages Arkanian, Basic, Binary (understand only), Ry! 

Defenses Ref 23 (flat-footed 21), Fort 23, Will 22 

hp 92; Threshold 23 

‘Speed 6 squares 

Melee lightsaber +13 (2d8+6) 

Melee lightsaber +11 (348+6) with Rapid Strike 

Ranged by weapon +11 

Base Atk +9; Grp +11 

Atk Options Acrobatic Strike, Rapid Strike, Running Attack 

Force Powers Known (Use the Force +15): battle strike, mind trick, 
move object, rebuke 

Force Techniques Force Point Recovery 

Abilities Str 11, Dex 14, Con 14, Int 17, Wis 12, Cha 14 

Talents Ataru, Block, Deflect, Elusive Target, Redirect Shot 

Feats Acrobatic Strike, Force Sensitivity, Force Training (2), Rapid Strike, 
Running Attack, Skill Focus (Use the Force), Weapon Finesse, Weapon 
Focus (lightsabers), Weapon Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +11, Initiative +11, Mechanics +12, 
Perception +10, Pilot +11, Use the Force +15 

Possessions lightsaber (self-built), cybernetic arm, Jedi robes 


Cay Qel-Droma and his brother Ulic Qel-Droma were born to Lien-Tsai Qel- 
Droma, a Jedi Master on Alderaan. Concerned that she would be unable to 
separate her duties as a mother from her duties as a Jedi Master, she sends 
her boys to Master Arca Jeth to train together. Lien-Tsai worries that the 
brothers’ emotional attachment to each other might be detrimental to their 
training, but Master Arca sees strength where Lien-Tsai sees weakness. The 
boys’ strength in the Force grows as their connection deepens. Cay is the 
more light-hearted brother, always armed with a ready joke or funny story, 
whereas Ulic focuses on his training and is easily frustrated when things 
don't go his way. 


Cay's easy-going nature makes him many friends among Master Jeth's 
other students, and over time he develops an interest in droids and cybernet- 
ies. He finds a sense of peace surrounded by the whirring and clicking of the 
droids in his workshop. Master Jeth sends for the Qel-Droma brothers and 
their close friend Tott Doneeta when he is named Jedi Watchman of Onderon, 
a world in the grip of the dark side. While the Jedi manage to depose the 
corrupt leadership, Cay is terribly wounded in a battle with the palace guards 
and loses his arm. Cay decides to install a droid arm as a replacement rather 
than wait for the medics to tend to him. 


Cay Qel-Droma Encounters 
Cay Qel-Droma is one of the first Jedi to use a cybernetic arm. It affects his 
Force-using ability slightly but also augments his strength. Despite his injury, 
he leaps into battle with abandon and enjoys a good fight. PCs might find 
themselves fighting alongside Cay or, more likely, helping Cay out of 
a jam. If the PCs succeed in helping him, he tries to reciprocate the 
next time the PCs are in trouble, 


Cay QeL-DROMA 


CILGHA 


Cilghal cL 13 
Medium Mon Calamari noble 1/Jedi 7/Jedi Knight 4/Jedi Master 1 
Destiny 2; Force 4 

Init +7; Senses low-light vision, Perception +13 

Languages Basic, Ithorese, Kel Dor, Mon Calamarian, Quarren, Rodese, 
Zabrak 

Defenses Ref 27 (flat-footed 26), Fort 27, Will 29 

hp 112; Threshold 27 

Immune fear effects 

Speed 6 squares, swim 4 squares 

Melee lightsaber +13 (248+5) 

Ranged by weapon +13 

Base Atk +12; Grp +11 

Special Actions Adept Negotiator, Battle Meditation, Equilibrium, 

Force Recovery, serenity 

Force Powers Known (Use the Force +17): Force stun, mind trick, rebuke, 
sever Force, surge, vital transfer (3) 

Force Techniques Force Power Mastery (vital transfer), Improved 
Force Trance 

Abilities Str 9, Dex 13, Con 12, Int 15, Wis 16, Cha 12 

Special Qualities breathe underwater, expert swimmer, fearless, low-light 
vision, serenity 

Talents Adept Negotiator, Battle Meditation, Block, Equilibrium, Force 
Perception, Force Recovery, Lightsaber Defense, Skilled Advisor 

Feats Cybernetic Surgery, Force Sensitivity, Force Training (2), Linguist, 
Skill Focus (Perception, Treat Injury, Use the Force), Surgical Expertise, 
Weapon Finesse (lightsabers), Weapon Proficiency (lightsabers, pistols, 
simple weapons) 

Skills Gather Information +12, Knowledge (galactic lore) +13, Knowledge 
(life sciences) +13, Perception +19, Persuasion +13, Treat Injury +19, 
Use Computer +12, Use the Force +17 

Possessions lightsaber (self-built), Jedi robes, utility belt with medpac, 
medkit, surgery kit 


The niece of the famed General Ackbar, Cilghal becomes one of Luke 
Skywalker's first students in his fledgling New Jedi Order. Starting out as 
a simple ambassador, Cilghal discovers her talent for healing while train- 
ing on Yavin 4. She proves instrumental in saving the life of New Republic 
Chief-of-State Mon Mothma, who is possessed by the dark side spirit of Exar 
Kun. Upon graduation from the Jedi Academy, Cilghal follows in her uncle's 
footsteps and drifts into politics, becoming the Mon Calamari Senator for 
the New Republic, Years later, she returns to the academy and resumes her 


duties as a Jedi Knight, becoming an instructor and taking on a Chadra-Fan 
apprentice named Tekli. 

With the Yuuzhan Vong sweep through the galaxy, Cilghal’s skills as a 
healer are in great demand. She eventually becomes the obstetrician and 
midwife to Mara Jade Skywalker and a loyal friend to that family, in addition 
to being a dedicated Jedi Master. 

Cilghal has a noble and gentle spirit. Although trained in the lightsaber 
and more than willing to use it in defense of the injured and helpless, Cilghal 
prefers using her skills as a diplomat and healer to serve the will of the Force. 
Her combination of medical knowledge and Force powers means that there 
are few ailments or injuries that she cannot cure. 


Cilghal Encounters 

Depending on the time period, Cilghal is commonly found at the Jedi Academy 
‘on Yavin 4 or in the New Republic Senate. She travels extensively with both 
Luke and Mara Jade Skywalker and could either be encountered alongside 
them or performing some mission on their behalf. If one of the heroes 
becomes poisoned or contracts a supposedly incurable disease, they might 
seek out Cilghal, based on her reputation as an amazing healer. 


Chonan 
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CORRAN HORN 


Corran Horn cL 13 
Medium Human soldier 3/scoundrel 2/Jedi 3/ace pilot 3/Jedi Knight 2 
Force 5 

Init +9; Senses Perception +14 

Languages Basic 


Defenses Ref 30 (flat-footed 27), Fort 26, Will 28; Deflect, 
Vehicular Combat 
hp 95; Threshold 26 


Speed 6 squares 

Melee lightsaber +16 (248+7) 

Ranged heavy blaster pistol +14 (3d8+6) 

Base Atk +11; Grp +14 

Atk Options Expert Gunner, Quick Trigger, Point Blank Shot 

Special Actions Draw Fire, Indomitable, Influence Savant 

Force Powers Known (Use the Force +18): battle strike (2), mind trick (2), 
negate energy, rebuke (2), surge 

Force Techniques Force Point Recovery 

Abilities Str 12, Dex 16, Con 12, Int 10, Wis 16, Cha 14 

Talents Deflect, Draw Fire, Expert Gunner, Fringe Savant, Indomitable, 
Influence Savant, Quick Trigger, Redirect Shot 

Feats Armor Proficiency (light, medium), Force Sensitivity, 
Force Training, Point Blank Shot, Skill Focus (Pilot), Skill 
Focus (Use the Force), Skill Training (Persuasion), Skill 
Training (Use the Force), Vehicular Combat, Weapon 
Finesse, Weapon Focus (lightsabers), Weapon Proficiency 
(lightsabers, pistols, rifles, simple weapons) 

Skills Mechanics +11, Perception +14, Persuasion +13, Pilot 
+19, 
Use Computer +11, Use the Force +18 

Possessions dual-phase lightsaber (self-built), Jedi robes, 
comlink 


The CorSec uniform seemed like a natural fit for Corran. As a 
CorSec officer, he develops a sense of justice by protecting Corel- 

lians. Unfortunately, some of the biggest threats he must overcome 

are the very officials who had sworn an oath to uphold the law. 
Corran finds corruption in the halls of power at every turn, leading 
to with a conflict with Kirtan Loor, the Imperial liaison to CorSec. 
Corran reluctantly flees his home after Loor's interference becomes 
too much to bear. 


Rogue Squadron offers Corran a new home, which he accepts. He learns 
during his time as a pilot that one man can truly make a difference. Rogue 
Squadron becomes key to securing the New Republic's stability after the 
Battle of Endor. While General Wedge Antilles is often credited with Rogue 
Squadron's success, Wedge will be the first one to admit that success could 
not be achieved without individuals such as Corran Horn. Corran spends a 
lot of time in and out of his X-wing and even meets the love of his life and 
eventual wife, Mirax Terrik—the daughter of his father's greatest rival. 

Mirax leads Corran to discover hidden secrets about himself. Her disap- 
pearance puts Corran on her trail and the trail of his own childhood, enabling 
him to discover his hidden Jedi heritage. Corran learns that he is part of the 
famous Halcyon Jedi bloodline—a secret maintained by his father to protect 
the family from Palpatine’s purge of the Jedi, Horn puts his newly discovered 
Jedi abilities to the test, destroying the Invid pirate gang and rescuing his 
wife in the process. 

At this point in history, with the galaxy at peace nearly 20 years after 
the destruction of the first Death Star, Corran returns to the Jedi Praxeum 
to teach others—including his own children—the ways of the Force. 


Corran Horn Encounters 
Corran Horn has enjoyed a broad range of careers. He has been a 
police officer, a soldier, a spy, and a Jedi, giving him a diverse skill 
set that makes him dangerous on many battlefields. He can serve as 
a mentor for Jedi pilots, a contact for information, or an advisor 
for particularly delicate missions. The PCs might be assigned to 
accompany Corran to troubled worlds and complete missions 
under his supervision to help stabilize the situation, 


CORRAN HORN 


DACE DIATH 


Dace Diath cLs 

Medium Human Jedi 7/Jedi Knight 1 

Force 4 

Init +16; Senses Perception +11 

Languages Basic 

Defenses Ref 21 (flat-footed 20), Fort 21, Will 22; Block, Deflect, 
Vehicular Combat 

hp 75; Threshold 21 

Speed 6 squares 

Melee lightsabers +13 (2d8+8) 

Ranged by weapon +9 

Base Atk +8; Grp +10 

Atk Options Acrobatic Strike, Rapid Shot 

Force Powers Known (Use the Force +16): battle strike, Force light, Force 
slam, move object, rebuke, surge 

Abilities Str 14, Dex 13, Con 13, Int 11, Wis 14, Cha 14 

Talents Deflect, Force Intuition, Greater Weapon Focus (lightsabers), 
Force Pilot, Redirect Shot 

Feats Acrobatic Strike, Force Sensitivity, Force Training (2), Rapid 
Shot, Skill Focus (Use the Force), Vehicular Combat, Weapon Focus 
(lightsabers), Weapon Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +10, Initiative +16, Perception +11, Pilot +16, 
Use the Force +16 

Possessions lightsaber (self-built), Jedi robes 


Growing up in the Jutland Wastes on Tatooine, Dace Diath is the product 
of an unusual upbringing. He is not only a son, but he is also his father's 
Padawan. This leads to a closeness few share with their Master but also has 
its problems. Dace is often wracked with self-doubt over his abilities. He 
often wonders whether he'll be a good enough Jedi to make his father proud. 
Fortunately, he finds the strength to overcome these fears. 

Piloting is Dace's true passion. He falls in with some Republic pilots during 
his first assignment and easily bridges the gap between the Jedi and Republic 
personnel. After volunteering for a number of starfighter missions, Dace earns 
the respect of his peers for his skill in battle. Some of the missions are so 
dangerous that Dace is the only pilot to make it back. 

His abilities and training prove useful on Onderon during the Freedon Nadd 
Uprising. He fights shoulder-to-shoulder with Nomi Sunrider, Cay and Ulic Qel- 
Droma, and other great Jedi and is comfortable sharing the glory of victory. 
What matters to him is that order is restored and the dark side defeated once 
again. His friendships with the Jedi on Onderon give his father some relief, as 
strong connections to other people make resisting the dark side easier. 

Dace is a quiet, contemplative man. The easiest way to get him to engage 
in conversation is to talk about ships and piloting. These are subjects he 
is more comfortable discussing. Most Jedi find a quiet room to meditate. 


Dace's notion of “meditating” is to go to the hangar bay and take apart a 
hyperdrive motivator. His best thoughts came to him while under an engine 
and trying to get it to fire up. 


Dace Diath Encounters 

Dace shows that while the Force is an important facet in every Jedi’s life, it 
is not the only thing. Most of his feats are devoted to vehicular combat, and 
he is well on his way to becoming an ace pilot. His Jedi talents make him 
a valuable ally on the ground as well. With his love of piloting, he makes a 
great NPC for games that want the excitement of starship battles without 
worrying about leaving one of the PCs back to guard the ship. He'll make 
sure the bad guys don't mess with the PCs’ vessel during a mission and can 
act as the cavalry should the PCs get over their heads planetside. 


Dace DlATH 
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GRAND MASTER 
LUKE SKYWALKER 


Grand Master Luke Skywalker CL 20 
Medium Human scout 1/Jedi 7/ace pilot 2/Jedi Knight 5/Jedi Master 5 
Destiny* 3; Force 7, Strong in the Force; Dark Side 3 

Init +18; Senses Perception +18 

Languages Basic, Huttese, Shyriiwook (understand only) 


Defenses Ref 36 (flat-footed 33), Fort 35, Will 36; Block, Deflect, 
Vehicular Combat 

hp 167; Threshold 36 

Immune fear effects 


Speed 6 squares 

Melee lightsaber +25 (2d8+15) or 

Melee lightsaber +20/+20 (2d8+15) with Double Attack or 

Melee shoto +25 (2d6+15) 

Ranged by weapon +21 

Base Atk +18; Grp +21 

Atk Options Djem So, Double Attack (lightsabers), Melee Defense, 
Severing Strike 

Special Actions Redirect Shot, Shake It Off 

Force Powers Known (Use the Force +29): battle strike, farseeing, 
fluid riposte, Force disarm, Force grip, Force slam, inspire, mind trick, 
move object, rebuke (2), surge 

Force Secrets Devastating Power, Distant Power, Multitarget Power, 
Quicken Power, Shaped Power 

Force Techniques Force Point Recovery, Improved Move Light Object 

Abilities Str 14, Dex 17, Con 14, Int 14, Wis 16, Cha 18 

Special Qualities fearless, serenity, vehicle dodge +1 

Talents Ataru, Block, Deflect, Djem So, Elusive Dogfighter, Evasion, 

Force Pilot, Immerse Another, Redirect Shot, Severing Strike, Weapon 
Specialization (lightsabers), White Current Adept 

Feats Double Attack (lightsabers), Force Sensitivity, Force Training (3) 
Melee Defense, Shake It Off, Skill Focus (Use the Force), Strong in the 
Force, Vehicular Combat, Weapon Finesse, Weapon Focus (lightsabers), 
Weapon Proficiency (lightsabers, pistols, rifles, simple weapons) 

Skills Endurance +17, Initiative +18, Knowledge (galactic lore) +17, 
Mechanics +17, Perception +18, Pilot +29, Ride +18, Stealth +29, 
Survival +18, Use the Force +29 

Possessions lightsaber (self-built), shoto (self-built), Jedi robes, comlink 

* Luke Skywalker is considered to have fulfilled both the Education and 

Redemption destinies (see page 114 of the Saga Edition core rulebook) 


In most epic sagas, the destruction of the Galactic Empire would be the end 
of the story. For Grand Master Luke Skywalker, it is just the beginning. Many 
threats align against the New Republic. The first involves an attempt by Grand 
Admiral Thrawn to sow discord among the newly reformed Galactic Senate. 
Skywalker is faced with two threats related to Thrawn. One is a mad clone 
of the old Jedi Master Jorus C’Baoth. The clone “Joruus” tempts Skywalker 
toward the dark side but is defeated. The other threat is Mara Jade, an assas- 
sin with her sights set on Luke Skywalker. 

Luke faces an even greater challenge in the form of the reawakened clone 
of Emperor Palpatine. This clone organizes an assault on the New Republic and 
pushes the former Rebel Alliance to the breaking point. The Emperor's clone 
succeeds where Palpatine failed and turns Skywalker to the dark side for a 
brief time. However, the intervention of his sister, Leia Organa-Solo, brings 
Luke back from the darkness, whereupon he defeats Palpatine’s clone. 

As Luke sets about rebuilding the Jedi Order, a new threat appears from 
beyond the galaxy. The Yuuzhan Vong arrive, and their immunity to the Force 
makes them a great threat to the Jedi, 

Luke reluctantly takes the title of Grand Master, but to everyone he 
meets, from the most respected senator to the lowliest droid, he is still 
simply "Luke." Luke hopes for a lasting peace but is ever vigilant. Whatever 
the next crisis might be, Luke plans to be at the forefront, ready to use his 
abilities to protect the galaxy once again. 


Grand Master Skywalker Encounters 
This is Luke Skywalker at the height of 
his powers. Although he is the most 
powerful Jedi in the galaxy after the 
Yuuzhan Vong invasion, the battles 
with the Yuuzhan Vong humble him. 
Heroes meeting Grand Master 
Skywalker should be awed by 
his power but impressed by 
his humility. Deep down, 
he is still that wide-eyed 
Tatooine farm boy, but 
he is fast on his way to 
becoming a legend. 


GRAND MASTER LUKE SkyWaLKeR 


KIERAN HALCYON 


Kieran Halcyon 

Medium Human Jedi 7/Jedi Knight 2 

Destiny 1; Force 3, Strong in the Force 

Init +10; Senses Perception +10 

Languages Basic, Huttese, Rodese 

Defenses Ref 22 (flat-footed 21, Lightsaber Defense 23), Fort 22, Will 22; 
Deflect 

hp 90; Threshold 22 

Speed 6 squares 

Melee dual-phase lightsaber +11 (2d8+10) or 

Melee dual-phase lightsaber +6/+6 (2d8+10) with Double Attack 

Ranged by weapon +10 

Reach 1 square (2 squares with extended dual-phase lightsaber) 

Base Atk +9; Grp +10 

Atk Options Double Attack 

Special Actions Combat Reflexes, Equilibrium, Redirect Shot 

Force Powers Known (Use the Force +16): mind trick (2), negate energy, 
surge 

Force Techniques Force Power Mastery (surge) 

Abilities Str 12, Dex 13, Con 12, Int 14, Wis 13, Cha 14 

Talents Deflect, Equilibrium, Lightsaber Defense, Redirect Shot, Weapon 
Specialization (lightsabers) 

Feats Combat Reflexes, Double Attack (lightsabers), Force Sensitive, 
Force Training (2), Skill Focus (Use the Force), Skill Training 
(Persuasion), Strong in the Force, Weapon Focus (lightsabers), Weapon 
Proficiency (lightsabers, simple weapons) 

Skills Initiative +10, Knowledge (galactic lore) +11, Perception +10, 
Persuasion +11, Pilot +10, Use the Force +16 

Possessions dual-phase lightsaber (see page 51), Jedi robes, utility belt 


Kieran Halcyon is the ancestor of several notable Jedi, including Nejaa 
Halcyon and Corran Horn. His greatest adventures take place on Corellia, 
where he helps unravel a terrorist sect known as the Afarathu and thwarts 
its attempts to rid the Corellian government of its Human dominance. 

Kieran comes from a long line of Force-users and Jedi, each of whom 
possessed an unusual trait: They are unable to use telekinetic Force powers. 
However, most Force-sensitive members of the Halcyon line, including Kieran, 
make up for this flaw by having additional talents in some other aspect of 
the Force. Kieran is also famed for creating a dual-phase lightsaber with 
a blade that could extend from 1.3 meters to 3 meters with the flick of a 
switch. He perfected his own fighting style to take advantage of this unusual 
silver-bladed lightsaber. 


THE HALCYON BLOODLINE 

The Halcyon bloodline illustrates one of the unique ways that the Force 
can manifest itself within a family. Members of the Halcyon bloodline 
have great difficulty manifesting telekinetic Force powers. 

Characters of this bloodline should rarely choose Force powers 
with the [telekinetic] descriptor, or talents that enhance such powers. 
To make up for this deficiency, members of the Halcyon bloodline 
gravitate toward Force powers with the [mind-offecting] descriptor and 
talents that create illusions. 


Kieran Halcyon Encounters 

Kieran is most commonly encountered on Corellia, dealing with numerous 
problems there, or on Yavin 4, where he is briefly a student under Luke Sky- 
walker. Heroes are most likely to encounter Kieran while he's on a mission for 
Master Skywalker or while he's stirring up trouble on Corellia. If the heroes 
are unlucky enough to get into a fight with Kieran, they'll have to contend 
with his dual-phase lightsaber as well 


KIERAN HALCYON 
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KYLE KATARN 


Kyle Katarn, Jedi Battlemaster cL 14 

Medium Human soldier 3/scoundrel 3/Jedi 5/Jedi Knight 3 

Destiny 1; Force 6 

Init +15; Senses Perception +9 

Languages Basic 

Defenses Ref 29 (flat-footed 26), Fort 30, Will 28 

hp 151; Threshold 30 

Speed 6 squares 

Melee lightsaber +18 (2d8+9) or 

Melee lightsaber +16 (348+9) with Rapid Strike or 

Melee lightsaber +15/+15 (2d8+9) with Double Attack or 

Melee lightsaber +13/+13 (3d8+9) with Double Attack and Rapid Strike 

Ranged heavy blaster pistol +16 (348+7) 

Base Atk +13; Grp +16 

Atk Options Dastardly Strike, Devastating Attack (lightsabers), Double 
Attack, Hyperdriven, Melee Smash, Point Blank Shot, Rapid Strike, 
Running Attack 

Force Powers Known (Use the Force +18): battle strike, mind trick, 
move object, rebuke, saber swarm, surge 

Force Techniques Force Point Recovery 

Abilities Str 15, Dex 17, Con 18, Int 11, Wis 14, Cha 13 

Talents Ataru, Block, Dastardly Strike, Deflect, Devastating Attack 
(lightsabers), Hyperdriven, Melee Smash, Multiattack Proficiency 
(lightsabers), Redirect Shot 

Feats Armor Proficiency (light, medium), Double Attack (lightsabers), 
Force Sensitivity, Force Training (2), Point Blank Shot, Rapid Strike, 
Running Attack, Skill Focus (Use the Force), Skill Training (Use 
the Force), Weapon Finesse, Weapon Focus (lightsabers), Weapon 
Proficiency (lightsabers, pistols, rifles, simple weapons) 

Skills Initiative +15, Mechanics +12, Pilot +15, Use Computer +12, 
Use the Force +18 

Possessions lightsaber (self-built), heavy blaster pistol, Jedi robes, comlink 


Kyle Katarn’s origin has interesting parallels to another famous Jedi: Luke 
Skywalker. Katarn is born on a farm planet but has dreams of attending the 
Imperial Academy. He also has untapped potential in the Force. Kyle discov- 
ers his Force potential much later in life, long after becoming a disillusioned 
gun-for-hire. His involvement with the destruction of the Dark Trooper Initia 
tive brings him to the attention of the Rebel Alliance, but his discovery of 
the legendary Valley of the Jedi is what brings him to the attention of Luke 
Skywalker. Katarn eventually agrees to be taught by Skywalker and goes on 
to be an instructor at the Jedi Academy. 

Kyle Katarn brings a different perspective on the Force, one that occasionally 
conflicts with the teachings of Master Skywalker. While Skywalker mastered the 
force through empathy and feeling, Katarn did so through discipline and will 
Skywalker appreciates the difference and Katarn’s counsel in matters affecting 


the Academy. While Luke's journey gives him much wisdom, Kyle's pragmatism 
and plain speaking offer Luke an alternate viewpoint to consider. 

Kyle's life on the fringe puts him in the middle of villains of all stripes. 
His connections and knowledge of the underbelly of the galaxy serves Sky- 
walker and the Republic well. As the old saying goes, the womp rats only 
sing when the hull is breached, and Katarn uses his seedy connections to 
help the Republic anticipate the Imperial Remnant's next move. Kyle relishes 
missions that send him back to the trenches, and he often takes a student 
or two along to give them a feeling for life outside the safe confines of the 
Academy. The classroom is one thing, but practical application of the Force 
is worth the advice of a hundred holocrons. 

Katarn holds the rank of Battlemaster at the Jedi Academy on Yavin 4, 
a title he accepts humbly. He studies many forms of lightsaber combat, but 
rather than shift from one form to another, he takes elements from each 
and integrates them into his own style, 


Kyle Katarn Encounters 

Kyle is an excellent character to show PCs the dirtier side of the Star Wars 
universe. He also works as a bridge for those characters already part of the 
underbelly looking to make connections with the Rebel Alliance or the Jedi 
Of course, he also knows the importance of a favor, and getting an introduc- 
tion to Luke Skywalker might mean that the heroes have to do something for 
Kyle first 


KYLE KATARN 


MARA JADE SKYWALKER 


Mara Jade Skywalker CL 17 
Medium Human soldier 7/Force adept 5/Jedi Knight 3/Jedi Master 2 
Destiny 2; Force 4 

Init +17; Senses Perception +16 

Languages Basic 

Defenses Ref 34 (flat-footed 30), Fort 32, Will 34 

hp 160; Threshold 32 

Immune fear effects 

Speed 6 squares 

Melee lightsaber +22 (2d8+16) or 

Melee lightsaber +17 (2d8+16) with Double Attack or 

Ranged heavy blaster pistol +22 (3d6+10) 

Base Atk +17; Grp +18 

Atk Options Double Attack 

Special Actions Attune Weapon, Empower Weapon 

Force Powers Known (Use the Force +17): battle strike (2), Force thrust 
(2), mind trick, move object (2), surge 

Force Secrets Devastating Power 

Force Techniques Improved Force Trance, Improved Move Light Object, 
Improved Sense Surroundings 

Abilities Str 12, Dex 18, Con 14, Int 17, Wis 16, Cha 19 

Special Qualities fearless, serenity 

Talents Ataru, Attune Weapon, Double Attack (ightsabers), Empower 
Weapon, Force Power Adept (move object), Foresight, Greater Weapon 
Focus (lightsabers), Greater Weapon Specialization (lightsabers), 
Weapon Specialization (lightsaber, pistols) 

Feats Armor Proficiency (light, medium), Force Sensitivity, Force Training 
(2), Skill Training (Acrobatics), Weapon Finesse (lightsabers), Weapon 
Focus (lightsabers, pistols), Weapon Proficiency (advanced melee 
weapons, heavy weapons, lightsabers, pistols, rifles, simple weapons) 

Skills Acrobatics +17, Deception +17, Initiative +17, Knowledge 
(galactic lore) +16, Perception +16, Pilot +17, Use Computer +16, 

Use the Force +17 
Possessions lightsaber, heavy blaster pistol 


Mara Jade Skywalker has a history as long and rich as her husband's. She 
begins her career as one of the Emperor's personal Force-trained assassins, 
although, unlike most of his servants, she only kills out of necessity. Highly 
talented, Mara trains in combat with the Imperial Royal Guard and receives 
personal tutelage in the Force from the Emperor himself. She performs dozens 
of missions on his behalf until his demise at the hands of Darth Vader. The 
Emperor's dying telepathic command to kill Luke Skywalker sets her destiny 
ina different direction. 


After the Emperor's death, Mara Jade flees to the Outer Rim and engages 
in numerous adventures, joining up with the smuggler baron Talon Karrde 
while living with the Emperor's final command pounding in her skull. She 
manages to “complete” her mission by killing a clone of Luke Skywalker. She 
and Luke part ways for a while, but they periodically cross paths and eventu- 
ally fall in love, marry, and have a child, Ben Skywalker. Mara Jade Skywalker's 
adventures continue for many years after the birth of their son. 


Mara Jade Skywalker Encounters 

Mara Jade Skywalker can be used as either a hero or a villain, and she can be 
dropped into campaigns set before the death of the Emperor into well past 
the Yuuzhan Vong invasion. Her skills as an infiltrator and assassin, combined 
with her formidable skills with the Force and the lightsaber, make her an 
extremely dangerous opponent. If your campaign is set before the death of 
the Emperor, Mara could be sent to kill someone the heroes are required to 
defend, in which case they have a fight 

on their hands. During the time of the 
New Jedi Order, the heroes might be 
asked to escort Mara or assist her 

in battles against the Yuuzhan 
Vong or other threats to the 
New Republic. 


MARA JADE SKYWALKER 


Nom! SUNRIDER 


Nomi Sunrider cL9 

Medium Human scout 1/Jedi 7/Jedi Knight 1 

Destiny 2; Force 5, Strong in the Force 

Init +11; Senses Perception +11 

Languages Basic 

Defenses Ref 23 (flat-footed 21), Fort 22, Will 23 

hp 77; Threshold 22 

Speed 6 squares 

Melee lightsaber (self-built) +11 (2d8+4) 

Ranged by weapon +10 

Base Atk +8; Grp +10 

Special Actions Battle Meditation, Jedi Quarry 

Force Powers Known (Use the Force +17): Force light, Force slam, move 
object, rebuke, sever Force, surge 

Force Techniques Improved Sense Surroundings 

Abilities Str 11, Dex 14, Con 12, Int 11, Wis 14, Cha 16 

Talents Battle Meditation, Block, Deflect, Evasion, Jedi Quarry, Redirect 
Shot 

Feats Force Sensitivity, Force Training (2), Skill Focus (Use the Force), Skill 
Training (Use the Force), Strong in the Force, Weapon Finesse, Weapon 
Proficiency (lightsabers, pistols, rifles, simple weapons) 

Skills Initiative +11, Mechanics +9, Perception +11, Pilot +11, Stealth +11, 
Survival +11, Use the Force +17 

Possessions lightsaber (self-built), Jedi robes 


Nomi first picks up a lightsaber after her husband Andur is killed by criminals on 
their way to Ambria. She defends herself and kills two of the criminals. Although 
she saves her own life and the life of her daughter, she vows never to pick up a 
lightsaber again. The guardian spirit of her husband appears and urges her to 
continue on and take his place under Master Thon's tutelage. Nomi does so to 
appease the last wish of her late husband and to protect their daughter. 


MESSAGE FROM THE 
FACULTY: JEDI MARRIAGE 
Romantic entanglements are one of the most challenging aspects of being 
a Jedi. Maintaining a balance between the light side and the dark side is 
hard enough without the problems of a married life coming into play. 
The Jedi Order's views on the rules of marriage have fluctuated over 
time. The Council has final say, but often as the members of the Council 
are replaced, the current views are challenged and the rules debated 
again. Depending on the era of play, a Jedi hero might be married. The 
Gamemaster also has the option of introducing romantic subplots, such 
as the starry-eyed young Padawan who falls for a Sith apprentice who 
wishes to turn the fledgling Jedi to the dark side. 


Nomi surprises herself with how quickly her training under Master Thon 
progresses. She always viewed the life of a Jedi as arduous and tough. While 
there are hardships, she finds herself drawing on reserves of fortitude and 
wisdom she never thought she had. She even carries a lightsaber, built under 
the guidance of Master Thon. 

Her biggest challenge is one of the heart. She grieves for her husband and 
accepts his death, but her heart reaches out to another. She meets Ulic Qel- 
Droma during the Freedon Nadd Uprising and grows fond of him. It doesn't 
take Jedi powers to see his feelings growing for her as well, but she fears 
getting too close. What if he dies as well? Is she strong enough to handle the 
death of another love? Only the Living Force knows for sure. 


Nomi Sunrider Encounters 

Nomi Sunrider achieves the rank of Jedi Knight for her actions during the 
Beast Wars of Onderon. She is an example of a character who starts off in | 
one class and switches over to another. Her scout abilities prove useful on 
occasion, but she now devotes herself to the Jedi Order, Nomi can serve as 

a mentor to a younger Jedi-in-training, or she can use her scouting skills 

to help the PCs complete 
a mission on some hos- 
tile world. Conversely, 
the PCs might interact 
with Nomi after suc- 
cessfully completing 
a mission with Ulic 
Qel-Droma. It's even 
possible that a hero 
might become the 
third side of a love 
triangle involving 
Nomi and Ulic Qel- 
Droma. 


Nomi SUNRICER, 


ODAN-URR 


Odan-Urr cL 16 
Medium Draethos Jedi 9/Jedi Knight 4/Jedi Master 3 

Destiny 3; Force 8, Strong in the Force 

Init +8; Senses low-light vision, Perception +10 


Languages Basic, Draethos 


Defenses Ref 31 (flat-footed 31), Fort 30, Will 32; Deflect 
hp 85; Threshold 30 
Immune fear effects 


Speed 6 squares 

Melee lightsaber +17 (2d8+9) 

Ranged by weapon +16 

Base Atk +16; Grp +15 

Special Actions Adept Negotiator, Battle Meditation, Clear Mind, 
Equilibrium, Force Persuasion, Force Recovery, serenity, Skilled Advisor 

Force Powers Known (Use the Force +19): farseeing, Force slam, rebuke 
(2), sever Force, vital transfer 

Force Secrets Multitarget Power, Quicken Power 

Force Techniques Force Point Recovery, Improved Sense Force 


Abilities Str 9, Dex 11, Con 10, Int 13, Wis 14, Cha 12 

Special Qualities natural telepath 

Talents Adept Negotiator, Battle Meditation, Clear Mind, Deflect, 
Equilibrium, Force Persuasion, Force Recovery, Skilled Advisor, Weapon 
Specialization (lightsabers) 

Feats Combat Reflexes, Force Sensitivity, Force Training (2), 
Improved Defenses, Improved Disarm, Melee Defense, 
Skill Focus (Knowledge [galactic lore], Use the Force), 
Strong in the Force, Weapon Finesse, Weapon 
Proficiency (lightsabers, simple weapons) 

Skills Endurance +13, Knowledge (galactic lore) +19, 
Use the Force +19 

Possessions lightsaber (self-built), Jedi robes, various 
scrolls, holocron 


Until the time of the Jedi Purge, the teachings of one Jedi 
impact the Order greatly and form the foundation of the 
Jedi Code, and that Jedi is Master Odan-Urr. Although he 
does not create the Code, his research and meditations 
on its philosophy and texts influence the countless 
Jedi that follow him. 


Odan-Urr trains as an apprentice five thousand years before the Battle of 
Yavin. Rather than spend his time honing his lightsaber skills or techniques 
to use the Force, he pores over ancient texts and researches the Force. Only 
when Master Ooroo implores him to step away from his studies does he 
reluctantly do so. One instance sends Odan-Urr on a mission to the Koros 
system to help Empress Teta end a civil war between her government and 
a group of Kirrek rebels. With the assistance of the empress's Jedi advisor, 
Memit Nadill, Odan-Urr uses the Battle Meditation technique to defeat the 
rebels and negotiate a treaty with them. 

Unfortunately for Odan-Urr, he is not able to return to his studies, as 
he is assigned to the Koros system to continue assisting Empress Teta in 
strengthening her alliance of seven worlds. During his time there, he and 
Memit Nadill rescue two young siblings, Jori and Gav Daragon, from assas- 
sins. Little does he know that the two children would eventually bring much 
hardship and devastation to the Republic after bringing the Sith into contact 
with the Republic by accident. Odan-Urr is unable to stop the onslaught, 
forcing Master Ooroo to forfeit his life to guarantee victory. 

Afterward, Odan-Urr returns to the libraries of Ossus to continue his 
research. During this time, he ascends to the rank of Jedi Master and leads 
the Jedi assembly for six hundred years. Many of his teachings are passed 
along to generations of Jedi Masters. 

Although his life is filled with successes and misfortunes, 
the legacy and principles that Odan-Urr leaves behind 
influence all Jedi who follow him and help to shape the 

Jedi Order into a stronger organization. 


Odan-Urr Encounters 

Most of the time, Odan-Urr is entrenched in the Jedi 
library on Ossus, where he can be found reading 
documents. Although reluctant to peel himself away 
at first, he can offer some piece of knowledge 
or advice to the heroes or help them locate the 
information they seek. He might even go so far 
as to call in a favor to help them along, mainly as 
a way for him to return to his studies as quickly 
as possible. 
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OorRoo 


Ooroo cL15 

Large Celegian Jedi 12/Jedi Master 3 

Destiny 2; Force 4 

Init +7; Senses Perception +20 

Languages Basic (understand only), broadcast telepathy 

Defenses Ref 27 (flat-footed 27), Fort 35, Will 31 

hp 150; DR 10; Threshold 40 

Immune fear effects 

Speed fly 8 squares (hover), swim 10 squares 

Melee slam +13 (1d6+7) 

Ranged by weapon +13 

Base Atk +13; Grp +18 

Special Actions Adept Negotiator, Battle Meditation, serenity, 
Skilled Advisor 

Force Powers Known (Use the Force +20): farseeing, Force slam (2), 
Force thrust (2), mind trick, move object (2), rebuke, sever Force, 
vital transfer (2) 

Force Secrets Devastating Power, Multitarget Power 

Abilities Str 10, Dex 11, Con 15, Int 14, Wis 16, Cha 16 

Special Qualities fearless, serenity 

Talents Adept Negotiator, Force Perception, Gauge Force Potential, Battle 
Meditation, Skilled Advisor, Telekinetic Power 

Feats Force Sensitivity, Force Training (3), Skill Focus (Knowledge 
[galactic lore], Perception, Use the Force), Skill Training (Gather 
Information, Persuasion, Treat Injury), Weapon Proficiency (lightsabers, 
simple weapons) 

Skills Gather Information +14, Knowledge (galactic lore) +19, 
Perception +20, Persuasion +15, Pilot +12, Treat Injury +15, 
Use the Force +20 

Possessions life-support chamber (DR 10, +5 equipment bonus to 
Fortitude Defense, increases fly speed by +2 squares) 


Jedi Master Ooroo trains students in the ways of the Force nearly 5,000 
years before the Battle of Yavin. As a Celegian, Ooroo breathes cyanogen, a 
toxic gas, and can only travel on other planets using a special crystalline life 
support chamber. Despite this, Ooroo is both wise and powerful in the Force 
and tutors numerous students, including his premier pupil, Odan-Urr. 

In his final battle, Ooroo joins together with Odan-Urr in the Koros system. 
Sith warships blacken the sky and dispense countless Massassi troops and war 
beasts. Ooroo foresees this threat. He gives his own life and defeats the army 
by shattering his life-support chamber, releasing its poisonous gas upon the 
unsuspecting enemy. For his valor, Qoroo is named the Martyr of Kirrek. 


HOLOCRON LESSON: ~~ a 
CELEGIAN SPECIES TRAITS 
All Celegians share the following species traits. 

Ability Modifiers: -2 Dexterity, +2 Intelligence. 

Medium Size: As Medium creatures, Celegians have no a fl 
bonuses or penalties due to their size. 

‘Speed: Fly 6 squares (hover), swim 10 squares. 

Cyanogen Breather: Unless encased in a special environment chai 
ber, Celegians suffocate. ¥ 

Expert Swimmer: A Celegian may choose to reroll any Swim cht 
taking the second result. In addition, a Celegian can take 10 on Swim 
checks even when distracted or threatened. 

Broadcast Telepath: Celegians can use the Telepathy aoplcetanl 
of the Use the Force skill untrained, even if they do not possess the 
Force Sensitivity feat. A Celegian automatically succeeds on this check — 
to communicate with willing targets within 60 squares of it and in its 
line of sight. 

Languages: Basic (understand only). 


Ooroo Encounters 

Ooroo is active during the Great 
Hyperspace War, instructing 
young pupils in the ways of 
the Force when the Jedi Order 
was still young. While lacking 
much of the martial prow- 
ess possessed by other 
Jedi, Ooroo is a skilled 
Force-user. Ooroo pre- 
fers diplomacy to battle 
and is famous for making 
compelling arguments to 
‘sway stubborn minds 
over to the side of 
negotiation. Ooroo 
is rarely encountered 
alone and typically 
has two or more 
apprentices or 
companions in his 
company. 


Oss WILLUM 


Oss Willum cL 10 

Medium Vultan noble 1/Jedi 7/Jedi Knight 2 

Force 3 

Init +11; Senses Perception +9 

Languages Basic, Bocce, Bothan, Dromnyr, Durese, Huttese, Tchuukthese 

Defenses Ref 23 (flat-footed 22, lightsaber defense 23), Fort 22, Will 21 

hp 68; Threshold 22 

Speed 6 squares 

Melee lightsaber +9 (248+5) 

Ranged by weapon +9 

Base Atk +8; Grp +8] 

Special Actions Battle Meditation, Bolster Ally 

Force Powers Known (Use the Force +10): Force thrust, move object 

Abilities Str 10, Dex 13, Con 11, Int 15, Wis 9, Cha 10 

Talents Battle Meditation, Block, Bolster Ally, Deflect, Lightsaber Defense 

Feats Force Sensitivity, Force Training (2), Linguist, Skill Focus 
(Knowledge [galactic lore], Pilot), Skill Training (Mechanics), Weapon 
Finesse (lightsabers), Weapon Proficiency (lightsabers, pistols, simple 
weapons) 

Skills Gather Information +10, Initiative +11, Knowledge (galactic lore) 
+12, Mechanics +12, Perception +9, Persuasion +10, Pilot +16, 
Use Computer +12, Use the Force +10 

Possessions lightsaber (self-built), Jedi robes, utility belt 


Oss Willum begins his career as a simple trader, literally living out of his 
ship. The day he heroically rescues a Republic courier ship changes his life 
and opens him up to the Force. Oss eventually finds tutelage first under Jedi 
Master Garnoo and then under Jedi Master Thon. 

Oss is most noted for his ill-fated encounters with Exar Kun. When Oss is 
sent to rescue Ulic Qel-Droma from Krath war droids on Deneba, he receives 
a vision that he would someday train under Exar Kun, and so he assumes 
that Kun is a great and powerful Jedi. Exar Kun convinces Oss and several 
other impressionable Jedi that the Jedi Order has denied them the key to 
victory in battle. Along with some of his companions, Oss travels with Exar 
Kun to Yavin 4, where Kun smashes a Sith holocron he had stolen from Jedi 
Master Odan-Urr. The fragments pierce Oss Willum’s flesh, causing him to 
be possessed by Sith spirits. Oss commits unspeakable acts while under the 
influence of the Sith, but is eventually subdued by Jedi Knights Nomi Sunrider 
and Sylvar and restored to the path of the light side. 


Oss Willum Encounters 

Although a relatively unremarkable Jedi, Oss Willum gets caught up in many 
important events and could be found in the same places as Jedi Master Thon 
or Jedi Knight Nomi Sunrider. Heroes might encounter Oss during the time 


HOLOCRON LESSON: 
VULTAN SPECIES TRAITS 
All Vultans share the following species traits. 

Ability Modifiers: +2 Intelligence, -2 Wisdom. 

Medium Size: As Medium creatures, Vultans have no special bonuses 
or penalties due to their size. 

Speed: 6 squares. 

Bonus Trained Skill: Vultans can choose one additional trained skill 
from their class skill list at Ist level. 

Conditional Bonus Feat: A Vultan with one or more Knowledge skills 
as trained skills gains a bonus Skill Focus feat for one Knowledge skill in 
which they are trained. 

Languages: Basic, Dromnyr. 


when he is possessed by the Sith spirits, providing them the dilemma of trying 
to stop his actions without having to kill him. They could also be asked by 
Nomi Sunrider or other Jedi to help with Oss Willum's rehabilitation once 
the Sith spirits are purged. 


Oss wittum 


SHOANEB CuULU 


Shoaneb Culu cL7 

Medium Miraluka Jedi 7 

Force 7 

Init +4; Senses Force sight, Perception +4 

Languages Basic, Dromnyr, Miralukese 

Defenses Ref 19 (flat-footed 18, Lightsaber Defense 20), Fort 19, Will 19; 
Deflect 

hp 70; Threshold 19 

Speed 6 squares 

Melee lightsaber +7 (2d8+2) or 

Melee lightsaber +5 (3d8+2) with Rapid Strike 

Ranged by weapon +8 

Base Atk +7; Grp +7 

Atk Options Improved Disarm, Power Attack, Rapid Strike 

Special Actions Equilibrium, Force Intuition, Lightsaber Defense, 
Vehicular Combat 

Force Powers Known (Use the Force +14): farseeing, Force light, move 
object, sever Force 

Abilities Str 11, Dex 13, Con 12, Int 12, Wis 13, Cha 12 

Special Qualities Force sight 

Talents Deflect, Equilibrium, Force Intuition, Lightsaber Defense 

Feats Force Sensitivity, Force Training (2), Improved Disarm, Power 
Attack, Rapid Strike, Skill Focus (Use the Force), Vehicular Combat, 
Weapon Proficiency (lightsabers, simple weapons) 

Skills Knowledge (galactic lore) +9, Pilot +9, Use the Force +14 

Possessions lightsaber (self-built), Jedi robes 


Early in her life, Shoaneb Culu leaves her home on Alpharidies to seek out 
the Jedi Order, against her parents’ wishes. Feeling that she is destined to 
become a Jedi Knight, she vows to return home one day and, after learning 
all she can about the Force, establish a Jedi training center to help her people 
realize their potential with the Force. Despite initial troubles dealing with the 
new surroundings away from her homeworld, Shoaneb finds her way to Jedi 
Master Vodo-Siosk Baas on Ossus, who eventually agrees to train her. 

Enthusiastic and eager to learn, Culu spends many hours studying the 
library archives and asking thought-provoking questions of Master Baas 
and other Jedi Masters. Troubled by her inquisitive nature, Baas mistakes 
her curiosity as a lust for power. After learning of her desire to return home 
and help her people, Baas’s feelings quickly change, and dedicates a portion 
of his time assisting with her research. Although her desire to learn about 
the Force and the history of the Jedi hurtles her beyond her peers in under- 
standing the Force, her ability to use the Force and build her own lightsaber 
suffers as a result. 


Sudden turmoil in the galaxy inspires Culu to volunteer for a task force 
headed to Onderon. When Master Baas expresses misgivings, Shoaneb's 
calm explanation that she feels the Force calling her to duty convinces him 
to support her decision. After quelling the forces behind the Freedon Nadd 
Uprising and the Krath cult at Koros Major and Cinnagar, Culu and several 
other Jedi travel to Coruscant to warn the Galactic Senate of recent events, 
but Krath forces led by the Jedi-turned-Sith Lord Ulic Qel-Droma attack, 
forcing her to help defend the capital world 


Shoaneb Culu Encounters 

In the years preceding the Freedon Nadd Uprising, heroes can find Culu 
eagerly studying at the library on Ossus. From the Uprising through the First 
Sith War, she is most likely encountered at Onderon, helping the Jedi confront 
the Beast Lords and the Krath. She might lend a hand and fight alongside 
the heroes, or she could provide some key piece of information that leads 
them to their next stop in their adventure. 


SHOANES CuLU 


THON 


Thon cL15 

Large Tchuukthai Jedi 7/Jedi Knight 5/Jedi Master 3 

Destiny 1; Force 6, Strong in the Force 

Init +7; Senses Low-light vision, Perception +10 

Languages Basic, Tchuukthese 

Defenses Ref 28 (flat-footed 28), Fort 33, Will 32 

hp 167; Threshold 38 

Immune fear effects 

Speed 6 squares 

Melee bite +20 (1d8+12) 

Melee bite +16* (1d8+16) with Power Attack or 

Melee bite +24 (1d8+19) with Powerful Charge or 

Melee bite +20° (1d8+23) with Power Attack and Powerful Charge 

Ranged by weapon +15 

Base Atk +15; Grp +25 

Atk Options Cleave, Power Attack, Powerful Charge 

Special Actions Adept Negotiator, Battle Meditation, Share Force 
Secret (Quicken Power), Share Force Technique (Improved Sense 
Surroundings), Skilled Advisor, Transfer Power 

Force Powers Known (Use the Force +19): battle strike, Force light (2), 
Force slam, inspire, mind trick, move object (2), rebuke (2), sever Force, 
surge, vital transfer 

Force Secrets Distant Power, Quicken Power 

Force Techniques Force Point Recovery, Improved Sense Surroundings 

Abilities Str 20, Dex 11, Con 18, Int 11, Wis 17, Cha 15 

Special Qualities fearless, natural weapons, quadruped, serenity 

Talents Adept Negotiator, Apprentice Boon, Battle Meditation, Force 
Harmony, Force Persuasion, Share Force Secret (Quicken Power), 
Share Force Technique (Improved Sense Surroundings), Skilled Advisor, 
Transfer Power 

Feats Cleave, Force Sensitivity, Force Training (3), Improved Defenses, 
Power Attack, Powerful Charge, Skill Focus (Use the Force), Strong in 
the Force, Weapon Proficiency (lightsabers, simple weapons) 

Skills Knowledge (galactic lore) +12, Persuasion +19, Use the Force +19 

Quadruped—Master Thon gains a +5 bonus to all defenses against effects 
that trip or knock him prone. 

* Includes 4 points of Power Attack. 


Thon arrives at the Praxeum on Ossus already possessing great skill as a Jedi 
and speaks little about his time before coming to the attention of the Jedi 
Order. He is the last remaining member of his race, a species known as the 
Tehuukthai. He promises to tell more about himself when the time is right, and 
the Jedi respect his desire for privacy. While no other Jedi pierce the mysteries 
of his past, they respect his abilities as a teacher and as a warrior. 

Thon runs a training camp on the world of Ambria in the Stenness system. 
Ambria was once a world claimed by the dark side of the Force. Thon trapped the 


Dark Side spirits in the massive Lake Natth and built his training camp nearby. 
He and his students work daily to restore the planet to its former beauty. Being 
so close to a place strong in the dark side teaches a student how to resist and 
quell it. The greatest falls come from those who confront the dark side with no 
previous exposure. The Order follows Thon's lead and often sends Jedi to dark 
side sites throughout the galaxy to cleanse them of their taint. 

Thon's unorthodox views on the Force and training techniques extend 
to one other unusual area. Thon often bears his students on his back like a 
bantha or tauntaun. While new students are often confused by this seeming 
debasement, it is the first lesson Thon teaches. Even such a great master is 
but a beast of burden to the Force. Arrogance can come to a master all too 
easily, while humility is something that every Jedi struggles with daily. By 
literally bearing his students on his back, Thon reminds himself that even a 
Jedi Master such as himself serves greater powers daily, 


Thon Encounters 

Master Thon is an example of a Jedi Master devoted to the martial side of the 
Force. Thon is a great master for PCs who want to excel in combat. He puts 
PC students through some rough paces. His academy is half boot camp, half 
environmental reclamation project. Thon knows that the fate of the galaxy 
hangs on the edge of a lightsaber blade. As long as that blade belongs to 
one of his students, the galaxy will be safe. 
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TOTT DONEETA 


Tott Doneeta cL9 

Medium Twi'lek Jedi 7/Jedi Knight 2 

Force 4 

Init +6; Senses Low-light vision, Perception +6 

Languages Basic, Huttese, Ryl 

Defenses Ref 24 (flat-footed 22), Fort 26, Will 24 

hp 92; Threshold 26 

Speed 6 squares 

Melee lightsaber +13 (2d8+8) 

Ranged by weapon +11 

Base Atk +9; Grp +11 

Special Actions Battle Meditation 

Force Powers Known (Use the Force +16): battle strike, Force light, move 
object, rebuke, surge, sever Force 

Force Techniques Improved Sense Surroundings 

Abilities Str 12, Dex 14, Con 15, Int 13, Wis 14, Cha 15 

Special Qualities deceptive 

Talents Ataru, Battle Meditation, Block, Deflect, Redirect Shot 

Feats Combat Reflexes, Force Sensitivity, Force Training (2), Improved 
Defenses, Skill Focus (Use the Force), Weapon Finesse, Weapon Focus 
(lightsabers), Weapon Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +11, Deception +6 (can reroll, must take second result), 
Pilot +11, Use the Force +16 

Possessions lightsaber (self-built), Jedi robes 


Tott Doneeta finds himself in the chains of slavery at a young age. His parents 
book passage aboard a ship fronting for a slaving ring. Luckily, Jedi Master 
Arca Jeth had been tracking the slavers and struck shortly after the Doneeta 
family had signed on, Tott's parents give Tott to Master Jeth in gratitude for 
saving their lives. Tott, for his part, is excited to go. He had seen the Arkanian 
in the thick of the fight. The Jedi Master showed no fear, and young Tott 
wanted to be like him some day. 

Tott takes to the Jedi training well, but he is a quiet boy and one of the few 
aliens in Master Jeth's class. The young Cay Qel-Droma draws Tott out of his 
shell, and Tott is soon accepted as part of the Qel-Droma family. Tott and the 
Qel-Droma brothers are inseparable throughout their youth, and Tott grows 
into a promising young Jedi. He follows Master Jeth's example as best as he 
can. He only speaks when spoken to and rarely draws his lightsaber. 

Doneeta develops a rare Force ability while spending time on the out- 
skirts of a Jedi camp. He finds that he can speak with the creatures of the 
forests and the plains. Master Jeth finds this ability fascinating. While the 
Jedi often use telepathy to communicate, the young Twi'lek’s telepathy is 
able to touch creatures of lesser intelligence. Tott develops this ability at the 
urging of Master Jeth. Tott can now communicate with almost any beast he 
encounters through out the galaxy. 


Tott eagerly accompanies Master Arca Jeth and the Qel-Droma brothers 
to the planet of Onderon. His Beast Speech proves useful in the battles on 
the planet, and his lightsaber skill helps to turn the tide against the Freedon 
Nadd Uprising. Tott always looks forward to his next battle, especially if it's 
fought at the side of his friends. 


Tott Doneeta Encounters 

What makes Tott Doneeta unique is his ability to communicate with beasts of 
any intelligence. This ability allows him to communicate with everything from 
his own mount to an attacking pack of Sith hounds. Tott feels better when 
he's sent out into the wild to communicate with the natural creatures on a 
planet. His unique talent means he’s in demand across the galaxy, though he 
will often be found in Master Thon's entourage. Heroes might encounter him 
alongside one or both of the Qel-Droma brothers on a mission, or he might 
help them talk their way past a dangerous beast to reach some objective. 


ToTT DoneeTA 


Vobo SiosK-BAAS 


Vodo-Siosk Baas 

Medium Krevaaki Jedi 8/Jedi Knight 4/Jedi Master 3 
Destiny 1; Force 7, Strong in the Force 

Init +9; Senses Use the Force +13 

Languages Basic, Kreva, Tchuukthese 


cCL15 


Defenses Ref 31 (flat-footed 29), Fort 30, Will 30; Resist the Dark Side 
hp 112; Threshold 30 
Immune fear effects 


Speed 6 squares 

Melee quarterstaff +18/+18 (1d6+7) or 

Melee quarterstaff +16/+16 (2d6+7) with Rapid Strike 

Ranged by weapon +17 

Base Atk +15; Grp +15 

Atk Options Dual Weapon Mastery, Rapid Strike 

Special Actions Acrobatic Recovery, Battle Meditation, Combat Reflexes, 
Damage Reduction 10, Dark Side Sense, Force Fortification, Melee 
Defense, serenity 

Force Powers Known (Use the Force +13): battle strike, farseeing, Force 
slam, move object, sever Force, surge 

Force Secrets Distant Power, Quicken Power 

Force Techniques Force Power Mastery (farseeing), Improved 
Sense Force 

Abilities Str 11, Dex 15, Con 13, Int 13, Wis 14, Cha 13 

Special Qualities grasping tentacles, stoic 

Talents Acrobatic Recovery, Battle Meditation, 
Damage Reduction 10, Dark Side Sense, Force 
Fortification, Force Perception, Resist the Dark 
Side, Visions 

Feats Combat Reflexes, Dual Weapon Mastery 
|, Dual Weapon Mastery Il, Force Sensitivity, 
Force Training (2), Melee Defense, Rapid 
Strike, Strong in the Force, Weapon Finesse, 
Weapon Focus (quarterstaff), Weapon 
Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +14, Knowledge (galactic lore) 
+13, Use the Force +13 

Possessions quarterstaff, Jedi robes 


As the Jedi Watchman of Dantooine, Master 
Baas spends much of his time on the planet 
and trains multiple apprentices at a time. His 
strongest apprentice, however, is a young pupil 
named Exar Kun. Kun’s skill with a lightsaber 
is so great that he claimed victory over his 
master many times when they sparred together. 


HOLOCRON LESSON: — i 
KREVAAK! SPECIES earre ; 
All Krevaaki share the following species traits. 

Ability Modifiers: +2 Wisdom, -2 Charisma. 

Medium Size: As Medium creatures, Krevaaki have no special bonuses 
or penalties due to their size. 

‘Speed: 6 squares. 

Carapace: Krevaaki gain a +1 natural armor bonus to Reflex Defense 
and @ +1 bonus to Fortitude Defense. 

Stoic: Any creature attempting to use the Sense Motive application of 
the Perception skill on a Krevaaki takes a -5 penalty on the skill check. 

Grasping Tentacles: Krevaaki gain a +2 species bonus on Climb. 
checks and a +2 species bonus on grapple checks. 

Languages: Basic, Dromnyr. 


& 


Growing restless with Master Baas’s instruction, Kun believes that he can 
become an even mightier Jedi by learning more about the dark side of the 
Force, but Baas would only teach him so much. Desperate to discover more, 
Kun ventures to Dxun and enters the tomb of Freedon Nadd. The dark spirit 
of Freedon Nadd directs Exar Kun to travel to Korriban, where Nadd attacks 
Kun and shatters every bone in his body. At that point, 
Baas feels Kun’s pain through the Force and stretches 
out to aid him, but he is also attacked by Nadd and 
prevented from assisting his apprentice. 
Experiencing Exar Kun's descent to the dark side 
gives Baas a unique understanding on the balance of the 
Force. When Nomi Sunrider and Cay Qel-Droma request 
to lead the mission to rescue Ulic Qel-Droma from the 
Krath during the Great Sith War, Baas warns against 
taking such action, but the request is granted by the 
Jedi Assembly. Despite the task force's efforts, Ulic 
is not extracted until after he leads the Krath and 
their Mandalorian warrior allies in an assault aimed 
at the heart of the Republic. When the former Jedi 
is captured and put on trial for his crimes, Exar Kun 
interrupts the proceedings and challenges Baas in 
combat—a duel that costs Master Baas his life. 


Vodo-Siosk Baas Encounters 

Jedi Master Vodo-Siosk Baas typically spends his time 
between Dantooine and Ossus, keeping in touch with 
the students with which he has been charged and 
the rest of the Jedi Order. His growing knowledge 
of the Force, particularly the subtle temptations of 
the dark side, can prove to be a useful resource for 

heroes seeking wisdom. 


Vooo Sicsk-Baas 
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gal 
fraction of the planets, species, and beasts that it contains have been dis- 
“covered, much less studied. Jedi Padawans are warned of the untold dangers 
_that await them in the galactic vastness, which is not to say that the Jedi 
uld destroy every dangerous beast that they encounter. However, if one is 
fulfill the role of galactic peacekeeper, one must be aware of the dangers 
" that the galaxy abides. 
The creatures and individuals described here are but a sample of the 
strange, exotic, and lethal dangers that a Jedi might encounter during an 
i -. Some creatures are relegated to a single planet or even a single 
4 wai others have managed to spread across the galaxy. In rare cir- 
4 stances, the Jedi have deemed some of these creatures, notably those 
ee en by the dark side, as grave threats that must be eliminated to help 
__ bring harmony to the galaxy. 
The Jedi are interested in beasts that have sensitivity to the Force and the 
ability to wield it in some manner. The Jedi Council has numerous ongoing 
programs in place to discover, catalog, and study Force-sensitive creatures, 
both to learn more about them and to gain a greater insight into their own 
assumptions on how the Force manifests itself. One thing is for certain—most 
creatures are dangerous in their own right, but those that can command the 
Force tend to be smarter, faster, tougher, or deadlier than normal. 


DARK SIDERS 

The following section presents a rogues’ gallery of Force-sensitive villains 
who might cross paths with the heroes during their exploits. These villains 
range from low-level lackeys to unique, named characters with sinister 
motives and evil agendas. Because of their strong ties to the dark side of 
the Force, these NPCs make great enemies for groups of heroes containing 
‘one or more Jedi characters, 

A Gamemaster who has no intention of using the villains described 
herein is still encouraged to use the villains’ statistics. With a simple name 
substitution, any of the dark siders presented here can fit into a GM's home 
campaign. 


aqgnis 40 susOoNva | 1A SaievHo 


wsssse_ = ~=—S 


G 


AGALE JO SuEONVE 


AZRAKEL, THE DARK WARRIOR 
Azrakel cL6 
Medium Human Jedi* 6 

Force 4; Dark Side 9 

Init +9; Senses Perception +4 

Languages Basic 


Defenses Ref 18 (flat-footed 17), Fort 19, Will 18; Block 
hp 68; Threshold 19 


Speed 6 squares 

Melee double-bladed lightsaber +8 (2d8+7) or 

Melee double-bladed lightsaber +3/+3 (2d8+7) with Dual Weapon 
Mastery | 

Ranged blaster pistol +7 (3d6+3) 

Base Atk +6; Grp +8 

Atk Options Acrobatic Strike, Dual Weapon Mastery 

Special Actions Clear Mind 

Force Powers Known (Use the Force +9): battle strike, dark rage, rebuke, 
vital transfer 


Abilities Str 15, Dex 13, Con 14, Int 10, Wis 12, Cha 12 

Talents Block, Clear Mind, Weapon Specialization (lightsabers) 

Feats Acrobatic Strike, Armor Proficiency (light, medium), Dual Weapon 
Mastery I, Force Sensitivity, Force Training (2), Weapon Proficiency 
(lightsabers, pistols, simple weapons) 

Skills Acrobatics +9, Initiative +9, Use the Force +9 

Possessions double-bladed lightsaber, blaster pistol, combat jumpsuit 

*Azrakel is not a Jedi in the strict sense. His levels in the Jedi class 
reflect special training. He is not part of the Jedi Order, however. 


Discovered by Emperor Palpatine, Azrakel is spirited away to a secret 
facility and used as a test subject in the Emperor's dark side experi- 
ments. Session after session, Palpatine exposes the young man to the 
dark side of the Force, hoping to mold him into a warrior to serve his will. 
After several years with no real results, Palpatine abandons his work, leaving 
Azrakel to die in the facility. 

Although the Emperor sees no point to continuing the experiments, 
Kadann, the Supreme Prophet of the Dark Side, sees something in Azrakel 
that Palpatine does not and nurses the subject back to health. Azrakel's 
mind is wiped clean by the experiments, giving Kadann the perfect oppor- 
tunity to create an apprentice of his own 


After mending Azrakel's mind, Kadann teaches his new pupil to hate the 
Emperor for what he did to him and, in turn, hate his servant Darth Vader. 
As time goes on, Azrakel grows to hate Kadann as well, and he cuts himself 
off from the Prophets of the Dark Side and the Empire some time before 
Palpatine’s death. 

Azrakel hides himself and his dark powers from the galaxy at large by 
staying away from the Core Worlds. He becomes a mercenary, which proves 
to be a lucrative career as well as a means to vent his hostility. He gives no 
quarter, cutting down his targets with a level of zeal that concerns even his 

most coldblooded employers. 


Azrakel Encounters 

From the end of the Rebellion era to the early days of the New Republic, 
Azrakel operates mostly in the Outer Rim Territories, the Corporate 
Sector, and even Wild Space as a ruthless mercenary. He can 
be a dangerous enemy, working as a hired henchman 
for a powerful crime lord, or even as the primary 
antagonist bent on the destruction of the Jedi 
Order before it has time to rebuild after the fall 
of the Empire. 


AZRAKEL, THE DARK WARRIOR 


BLACKGUARD, THE 


Blackguard Minion cua 
Medium Human nonheroic 3 

Dark Side 4 

Init +2; Senses Perception +7 

Languages Basic 


Defenses Ref 19 (flat-footed 18), Fort 12, Will 11 
hp 7; Threshold 12 


Speed 4 squares 
Melee unarmed +3 (144+1) 
Ranged blaster rifle +3 (348) 
Base Atk +2; Grp +3 


Abilities Str 13, Dex 12, Con 10, Int 11, Wis 13, Cha 12 

Feats Armor Proficiency (light, medium), Skill Training (Endurance), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Endurance +6, Perception +7, Survival +7" 

Possessions blaster rifle, battle armor 

" Human bonus trained skill or feat. 


Blackguard Wilder cL4 
Medium Human nonheroic 3/Jedi* 3 

Force 3; Dark Side 8 

Init +4; Senses Perception +9 

Languages Basic 


Defenses Ref 15 (flat-footed 14), Fort 14, Will 15; Block 
hp 28; Threshold 14 


Speed 6 squares 

Melee lightsaber +7 (2d8+2) 

Ranged by weapon +6 

Base Atk +5; Grp +6 

Atk Options Power of the Dark Side 

Force Powers Known (Use the Force +10): battle strike, dark rage 


Abilities Str 12, Dex 13, Con 10, Int 12, Wis 13, Cha 14 

Talents Block, Power of the Dark Side 

Feats Armor Proficiency (light), Force Sensitivity, Force Training, Skill 
Training (Endurance’, Use the Force), Weapon Focus (lightsabers), 
Weapon Proficiency (lightsabers, pistols, simple weapons) 

Skills Acrobatics +9, Endurance +7, Perception +9, Survival +9", 
Use the Force +10 

Possessions lightsaber, black robes 

*A wilder is not a Jedi in the strict sense. The levels in the Jedi class reflect 
special training. The wilder is not part of the Jedi Order, however. 

" Human bonus trained skill or feat. 


The Blackguard is a dark side cult that seeks to increase its knowledge and 
power by searching for secrets held by Force traditions all over the galaxy. 

Shortly before the Battle of Ruusan, a dark apprentice of Kaan named 
Vulta Daanat comes to the belief that the Force not only serves as a source 
of personal power but also as a means to understand the universe. Kaan 
disagrees, intent on exterminating the Jedi and conquering the Republic. 
Their disagreement turns physical, and the subsequent lightsaber duel leaves 
Daanat badly injured, and Kaan leaves him for dead. Daanat nurses his wounds 
and escapes from the Brotherhood of Darkness. After a time, he searches 
the galaxy, following rumors and leads to various Force-related artifacts. 
He learns many secrets about the dark side, settles within the Southern Jedi 
Ruins on Mustafar, and takes on several apprentices to pass his knowledge 
to a new generation of dark siders. 

Over time, the dark side cult fluctuates in size, at times growing to 
mammoth proportions, and shrinking at other times to a mere handful of 
apprentices. San’sii the Kursk, the most recent leader of the Blackguard, feels 
the need for more people under his command to help the cult survive. He 
adopts the practice of recruiting non-Force-sensitive people into the cult’s 
ranks. Donning black armor and bearing blaster rifles, these minions act as 
soldiers and become the most visible members of the faction, leading many 
to believe that the Blackguard is a paramilitary organization. 


Blackguard Encounters 

The Blackguard is found almost exclusively on Mustafar in or near the Southern 
Jedi Ruins, but a few are occasionally located wandering between the ruins 
and the planet's only remaining city of Fralideja. Elite minions and wilders exist 
and act more as squad leaders, giving evidence that the Blackguard might be 
better organized than most people think possible of a dark side cult. 


BRAKISS 


Brakiss cL 

Medium Human Noble 1/Jedi 7, 

Force 7; Dark Side 10 

Init +6; Senses Use the Force +18 

Languages Basic, Paec 

Defenses Ref 24 (flat-foote 

hp 77; Threshold 24 

Speed 6 squares 

Melee lightsaber +12 (2d8+6) or 

Melee lightsaber +7/+7 (2d8+6) w 

Ranged by weapon +10 

Base Atk +9; Grp +10 

Atk Options Channel Aggression, D 

Special Actions Channel Anger, Presence, Resilience 

Force Powers Known (Use the Force +18): Force 
move object, rebuke (2), vital transfer 

Force Techniques Improved Sense Force 

Abilities Str 12, Dex 13, Con 12, Int 13, Wis 13, Cha 16 

Talents Channel Aggression, Channel Anger, Deflect, Elusive Target 
Force Perception, Presence, Resilience 

Feats Double Attack, Force Sensitivity, Force Training (3), Skill Focus 


an 


Double Att. 


juble Attack 


lightning, mind trick 


(Persuasion, Use the Force), Weapon Focus (lightsabers), Weapon 


Proficiency (lightsabe 
Skills Deception +13, Gather Information +13, Knowledge 
(galactic lore) +11, Perception +11, Persuasion +18, Stealth +11 
Use the Force +18 
Possessions lightsaber (self-built), s 


, pistols, simple weapons) 


ver robes 
When Luke Skywalker establishes his academy on Yavin 4, many students 
arrive to begin their training under his tutelage. A few are actually spies s 
by the Empire and other interested parties that Skywalker quickly discovers 
and removes. Brakiss, on the other hand, actually holds true potential with 
the Force, and, despite having already begun down the path to the dark side 
Skywalker allows him to stay, convinced that he can lead Brakiss down the 
path of the light side. Despite all of Skywalker’s efforts and training, Brakiss 
proves Luke wrong and flees from the academy. 

Brakiss has a difficult time dealing with his situation and is emotionally 
distraught until he joins forces with Kueller, another former student of the 
new Jedi Academy who had turned to the dark side. After Kueller's death on 
Almania, Brakiss wanders the galaxy for a while with no purpose, until he 
gains the attention of the Second Imperium. Brakiss immediately swears his 
allegiance to the Second Imperium and begins building an academy equal 
to Skywalker's but devoted entirely to the dark side. Within a few years, the 


w Academy, housed within a torus-shaped space station equipped 
hyperdrive and a cloaking device, was completed and placed under 
The Shadow Academy attracted many ts. Those without sensitivity 


to the Force were immediately placed in the station's stormtrooper corps, 
le those who passed a Force sensitivity test began training as Dark Jedi 
Assisting Brakiss was Tamith Kai, a member of Dathomir's Nightsister clan 
of F 


hes. 
Academy comes to Skywalker's attention when Tamith Kai 
abducts Jacen and Jaina Solo along with their classmate, Lawbacca. They are 
rescued, and after several more failures at the hands of the Jedi, Brakiss is 
ordered by Palpatine to destroy the Jedi once and for all. Once again Brakiss 
dies shortly after returning to the Shadow Academy when Pal- 


patine’s Royal Guards set off explosive charges planted in the station 


Brakiss Encounters 
Du 
busy establishing the Shadow Academy. He soon makes his presence known, 


ring the days of the New Republic, Brakiss cannot be easily located, as he is 


ver, as he opposes the Jedi time and again, Brakiss can be a major villain 


a long campaign in which the heroes struggle against a string of Dark Jedi in 


an attempt to locate and bring down the Shadow Academy 


CARNOR JAX 


Carnor Jax CL 16 
Medium Human soldier 6/elite trooper 6/Force adept 4 

Destiny 1; Force 9; Dark Side 14 

Init +21; Senses Perception +15 

Languages Basic 

Defenses Ref 33 (flat-footed 30), Fort 31, Will 32; Dodge 

hp 154; DR 3; Threshold 31 


Speed 4 squares 

Melee unarmed +17 (1d6+10) or 

Melee double vibroblade +19 (2d6+12) or 

Melee double vibroblade +14/+14 (2d6+12) with Dual Weapon Mastery | 

Ranged heavy blaster pistol +18 (348+8) 

Base Atk +15; Grp +17 

Atk Options Channel Aggression, Devastating Attack (advanced melee 
weapons), Dual Weapon Mastery, Point Blank Shot 

Special Actions Delay Damage, Follow Through, Harm 

Force Powers Known (Use the Force +14): battle strike, Force slam, mind 
trick, move object, rebuke, vital transfer 

Force Techniques Force Point Recovery 

Abilities Str 14, Dex 16, Con 13, Int 11, Wis 15, Cha 12 

Talents Armored Defense, Channel Aggression, Crippling Strike 
Devastating Attack (advanced melee weapons), Greater Weapon Focus 
(advanced melee weapons), Harm's Way, Improved Armored Defense 


Way, Quick Draw 


Weapon Specialization (advanced melee weapons) 
Feats Armor Proficiency (light, medium), Dual Weapon Mastery |, Follow 
Through, Force Sensitivity, Force Training (2), Martial Arts |, Point 
Blank Shot, Skill Focus (Initiative), Weapon Focus (advanced melee 
weapons), Weapon Proficiency (advanced melee weapons, pistols, 

rifles, simple weapons) 
Skills Initiative +21, Mechanics +13, Perception +15, Use the Force +14 
Possessions double vibroblade, heavy blaster pistol, Royal Guard 
armor (+7 armor; ceremonial armor with helmet package), comlink 
(encrypted), utility belt with medpac 


Carnor Jax begins his career as an enlisted Imperial stormtrooper. He stands 
out among his peers as one of the best and quickly advances to train as a 
Royal Guard on Yinchorr. While there, he meets another trainee named Kir 
Kanos. The two of them survive to the end of their training and become Royal 
Guards after slaying their assigned partners in personal combat. 

Though Jax serves the Empire with distinction, his loyalties lie with himself 
and his carefully chosen allies. When Palpatine travels to Endor to oversee 
the construction of the second Death Star, Jax is left behind on Coruscant 
Learning the ways of the dark side of the Force from Lumiya, the Dark Lady 
of the Sith, he eliminates the last few Prophets of the Dark Side as well as 
the last of Palpatine’s cloned bodies in a daring attempt to seize the throne 


for himself. Unfortu 


ely, his bid for power is quashed when Sate Pestage 


assumes control, soon to be followed by Ysan 


k Lady Lumiya by Isard, and Lumiya quickly 


Jax’s unit is assigne 
recognizes his Force potential. She pulls him out of the unit to personally 
train him as her new apprentice. Shortly thereafter, he forms an alliance 
vith Sarcev Quest, a member of the Imperial Ruling Council who grants Jax 


military task force. When Palpatine returns in one of his cloned bodies, 


¢ Royal Guard to better arrange the clone's assassination and 
g clones. After 


rejoins 
bribes the Emperor's physician into sabotaging the remain 
Palpatine’s last clone dies on Onderon, Jax prepared to take the throne and 


finally become Emperor. 

When word leaks of Jax’s treachery, the surviving Royal Guards on Yinchorr 
try to stop him, The arrival of a legion of stormtroopers under Jax's command 
squelches those plans, but Kir Kanos escapes the slaughter. Kanos goes into 
hiding, but Jax tracks him back to Yinchorr. The stormtrooper contingent he 


brings along does not survive very long, and Jax is forced to face Kanos alone. 
After a long and arduous battle, Kanos slays Jax with his vibroblade. 


Carnor Jax Encounters 

For most of his career as a Royal Guard, Carnor Jax can be found either on 
Coruscant or with the Emperor. Aff 
where within the Core Worlds, usually on Coruscant. Given his status within 


1 Palpatine’s death, Jax is located some: 


the Empire, Jax proves hard to reach, Heroes who target Jax must contend with 
the legions of stormtroopers and other Imperial forces that surround him 
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DARK SIDE SPIRIT (TEMPLATE) 
Whether through the influence of the dark side of the Force or just by sheer 
willpower, strong dark siders have been capable of influencing events long 
after their physical deaths. Naga Sadow, Freedon Nadd, and Exar Kun are 
just a few examples of former Sith Lords who have maintained a spiritua 
presence in the galaxy years and even centuries after they were thought to be 
dead. Even Emperor Palpatine manages to avoid permanent death for a while 
through means unknown to the vast majority of the galaxy's populace 

A dark side spirit is anchored to some point or object that allows it to 
remain connected to the physical realm. Usually, this site or object is closely 
related to the individual's death. For example, the Sith Lords buried on Kor- 
riban use their individual sarcophagi as their focus. Freedon Nadd never 
strayed too far from his remains buried on Onderon and the moon of Dxun 
after his remains were moved there. Exar Kun was almost always found on 
Yavin 4 within the Massassi ruins, where he absorbed the life force of the 
entire Massassi race. In any case, some sort of connection to the physical 
realm appears to be vital to the existence of a dark’side spirit 


Modifications 
To create a dark side spirit, make the following changes to an existing 
character. 

Dark Side Score: Unchanged. This score can never be reduced below the 
spirit’s current total through atonement or an act of dramatic heroism. 

Defenses: A dark side spirit is immune to all melee and ranged attacks, 
as well as Force powers with the [telekinetic] descriptor. 

Speed: Unchanged, except that the spirit is not hindered by terrain and 
can pass through solid objects regardless of hardness 

Attacks: A dark side spirit can make no melee or ranged attacks against 
a physical target. Some Force powers allow the spirit to cause damage to 
a physical object 

Special Actions: A dark side spirit gains the following special actions. 

Dark Spiritual Travel: Using the Force, a dark side spirit can move virtually 
instantaneously to any point in the galaxy that has some amount of dark 
side energy present. The spirit must already be familiar with the destination 
and cannot jump blindly to someplace that it has never visited or only heard 
of. Traveling in this manner is a standard action. A dark side spirit under the 
effects of the sever Force power cannot use this ability. 

Manifestation: Being an incorporeal creature, a dark side spirit cannot 
affect anything in the physical realm directly. However, when it manifests, 
it can be seen and heard while still remaining nonphysical 

Possession: When dark Force-users open themselves up to the dark side 
through certain rituals, they run the risk of becoming possessed by a dark 
side spirit. As a standard action, a dark side spirit can possess the body of 
a willing adjacent creature with a Dark Side Score of 1+. A dark side spirit 
inside another creature's body uses that creature's Strength, Dexterity, and 
Constitution scores. The dark side spirit loses its immunities to attacks and 
Force powers, can no longer pass through solid objects and is hindered by 
terrain, and can make melee and ranged attacks. Additionally, the dark side 
spirit cannot use any of its special actions granted by this template, and it 
regains all of its talents and feats with a Constitution prerequisite. 

A creature possessed by a dark side spirit can take no actions while it is 
possessed. In effect, the dark side spirit acts in its stead. 

Abilities: +4 Charisma. A dark side spirit has no Constitution score. 

Talents and Feats: A dark side spirit is unable to use any talent or feat 
with a Constitution prerequisite. 

Skills: Any skill with Constitution as its relevant ability score uses Cha- 
risma as its relevant ability score instead. 


The following is an example of a dark side spirit, created by adding the dark 
side spirit template to Freedon Nadd. 


Freedon Nadd, Dark Side Spirit cL15 

Medium Jedi 7/Sith apprentice 5/Sith Lord 3 

Force 8; Dark Side 14 

Init +13; Senses Perception +14 

Languages Basic, Sith 

Defenses Ref 30 (flat-footed 29), Fort 33, Will 31; Deflect 

hp 98; Threshold 33 

Immune fear effects, melee and ranged attacks, telekinetic Force powers 

Speed 6 squares; ignores difficult terrain, walls, and objects 

Base Atk +15; Grp +17 

Atk Options Double Attack, Dual Weapon Mastery I, Power Attack, Power 
of the Dark Side, Triple Crit 

Special Actions Adept Negotiator, Dark Presence, dark spiritual travel, 
Lightsaber Defense, manifestation, possession, temptation 

Force Powers Known (Use the Force +21): battle strike, dark rage, Force 
grip, mind trick, move object, rebuke 

Force Secrets Devastating Power, Quicken Power 

Force Techniques Force Point Recovery, Improved Sense Force 

Abilities Str 14, Dex 13, Con —, Int 14, Wis 14, Cha 19 

Special Qualities dark side spirit traits 

Talents Adept Negotiator, Dark Presence, Dark Side Adept, Dark Side 
Master, Deflect, Force Deception, Force Persuasion, Lightsaber Defense, 
Power of the Dark Side 

Feats Armor Proficiency (light), Double Attack, Dual Weapon Mastery |, 
Force Sensitivity, Force Training (2), Improved Defenses, Power Attack, 
Skill Focus (Use the Force), Triple Crit, Weapon Focus (lightsabers), 
Weapon Proficiency (lightsabers, simple weapons) 

Skills Endurance +16, Initiative +13, Knowledge (galactic lore) +14, 
Perception +14, Use the Force +21 


HOLOCRON LESSON: 
DESTROYING A DARK SIDE 
SPIRIT 
Since a dark side spirit has no physical presence, destroying one is a dif- 
ficult task at best, but it is not impossible. Such an undertaking could 
be the ultimate goal in a long campaign, where the dark side spirit is the 
influential force behind the heroes’ enemies and eradicating the spirit is 
the only way to stop its evil plans once and for all. Doing so should always 
be within the heroes’ capabilities but not too easy to accomplish. 

The method of destroying a dark side spirit varies from spirit to spirit, 
but a few suggested methods are listed below. 


* Destroy the spirit's source of power. Since most dark side spirits 
are connected to the physical realm through some sort of anchor in 
an object or location, annihilating that anchor can sever the spirit's 
ties to the universe. In order for a dark side spirit to remain after its 
anchor is destroyed, it must expend a number of Force Points equal 
to its Dark Side Score or be wiped out forever. 

Use the power of the light side. A dark side spirit can be destroyed 
using the light side of the Force. To do so, a Force-user must make 
a Use the Force check (with a penalty equal to its Dark Side Score) 
as a standard action against a dark side spirit within 12 squares and 
line of sight. If the check equals or exceeds the spirit's Will Defense, 
the spirit takes 2d6 points of Force damage. Several Force-users 
attacking in this manner carries a much greater chance of ridding 
the galaxy of the spirit's dark presence. 

Use the power of the dark side: Fighting fire with fire can effec- 
tively eradicate a more powerful dark side presence. By using a Sith 
amulet, a Force-user can channel the dark side of the Force into a 
blast of energy to destroy the spirit. As a standard action, a char- 
acter with a Sith amulet can make a Use the Force check against 
‘the Will Defense of a dark side spirit within 12 squares and line of 
sight. If the result of the check equals or exceeds the target's Will 
Defense, the dark side spirit takes 2d6 points of Force damage. How- 
ever, doing so also opens one up more fully to the dark side; until 
the start of its next turn, the creature wielding the amulet takes a 
-2 penalty to all defenses against Force powers with the [dark side] 
descriptor. 


1A BaLavHS 


0) 
D 
Z 
@ 
w 
1) 
0) 
@ 
dj 
CG 
0) 
Ed 


U 


A eaidvHo 


A4GNLS AO SvGewnva 


HETHRIR 


Hethrir cL7 

Medium Firrerreo (near-Human) noble 2/Jedi* 5 

Force 4; Dark Side 13 

Init +4; Senses Perception +15 

Languages Basic, Firrerreo 

Defenses Ref 19 (flat-footed 18), Fort 20, Will 21; Deflect, Dodge 

hp 61; Threshold 20 

Speed 6 squares 

Melee lightsaber +7 (2d8+4) 

Ranged by weapon +7 

Base Atk +6; Grp +7 

Special Actions Adept Negotiator, Inspire Confidence, Melee Defense 

Force Powers Known (Use the Force +10): Force grip, mind trick, 
move object 

Abilities Str 13, Dex 13, Con 14, Int 14, Wis 14, Cha 15 

Talents Adept Negotiator, Force Persuasion, Inspire Confidence, Suppress 
Force 

Feats Dodge, Force Sensitivity, Force Training, Melee Defense, Skill Focus 
(Perception, Persuasion), Weapon Proficiency (lightsabers, pistols, 
simple weapons) 

Skills Deception +10, Gather Information +10, Knowledge (galactic lore) 
+10, Knowledge (social sciences) +10, Knowledge (technology) +10, 
Perception +15, Persuasion +15, Use Computer +10, Use the Force +10 

Possessions lightsaber 

*Hethrir is not a Jedi in the strict sense. His levels in the Jedi class reflect 
special training. He is not part of the Jedi Order, however. 


Lord Hethrir first gains infamy by serving Emperor Palpatine as Procurator 
of Justice, overseeing the entire judicial system and passing sentences on 
individuals and groups, some as large as entire worlds. 

Darth Vader chooses Lord Hethrir and his mate, Rillao, to train under him 
after learning that they have Force potential. However, only Hethrir wields 
the Force in the way Vader desires. After pushing Rillao and their unborn 
son out of his life, Hethrir develops his abilities and proves his commitment 
by destroying his own homeworld of Firrerre. 

Hethrir foresees the Empire's demise at Endor and develops a plan for 
its revival called the Empire Reborn, with him as the new Emperor. After 
cementing his power base in the Crseih system and gaining the assistance of 
an extradimensional being called Waru, Hethrir finances the Empire Reborn 
through a slave trade created using political prisoners and his own people, 
the Firrerreo, that are stored in sleeper ships. With the funds from the slave 
trade, he outfits the Empire Reborn with arms and ships. 


After establishing the armed forces for the Empire Reborn, Hethrir 
approaches a Chistori named Desann to create an army of Dark Jedi. By 
selecting only Humans with Force potential and cleansing them through 
Waru, Hethrir and Desann create the Reborn. However, the Reborn are 
defeated by Luke Skywalker and Kyle Katarn. 

After his defeat, Hethrir has one chance to redeem himself to Waru and 
return to power. He abducts Jacen, Jaina, and Anakin Solo with the inten- 
tion of sacrificing them to Waru. However, Han Solo, his wife Leia, and Luke 
Skywalker join with Rillao and manage to rescue the abductees, although 
Anakin is nearly lost. Enraged by Hethrir's failure, Waru consumes him and 
returns home to its own dimension. 


Hethrir Encounters 

With Hethrir's slave trade in full swing during the early days of the New 
Republic, any number of people might find themselves abducted and 
imprisoned, especially those who are Force-sensitive, to be used either as 
test subjects for his experiments or as sacrifices to Waru. If any heroes find 
themselves pursuing Desann or the Reborn, they might choose to take their 
goal one step further and try to bring down Hethrir as well. 


HeTHRIn 


IREK ISMAREN (LORD NYAx) 


lrek Ismaren (as Lord Nyax) cL 12 

Large mutated Human scoundrel 1/Jedi* 6/Force adept 5 

Force 9; Dark Side 13 

Init +7; Senses Improved Sense Surroundings, Use the Force +12 

Languages Basic, Binary 

Defenses Ref 25 (flat-footed 24, Lightsaber Defense 26), Fort 25, Will 27; 
Deflect 

hp 90; Threshold 30 

Immune disarm attempts 

Speed 6 squares 

Melee lightsaber +11 (2d8+9) or 

Melee lightsaber +6/+6 (2d8+9) with Double Attack or 

Melee lightsaber +1/+1/+1 (2d8+9) with Triple Attack 

Ranged by weapon +10 

Fighting Space 2x2; Reach 2 

Base Atk +9; Grp +15 

Atk Options Channel Aggression, Double Attack, Point Blank Shot, 
Power Attack, Triple Attack 

Special Actions Disruptive, Lightsaber Defense 

Force Powers Known (Use the Force +12): battle strike, mind trick, 
move object, surge 

Force Techniques Force Point Recovery, Force Power Mastery (mind 
trick), Improved Sense Surroundings 

Abilities Str 12, Dex 13, Con 13, Int 7, Wis 12, Cha 12 

Special Qualities Subelectronic converter 

Talents Channel Aggression, Deflect, Disruptive, Force Perception, Force 
Power Adept (mind trick), Lightsaber Defense, Weapon Specialization 
(lightsabers) 

Feats Double Attack, Force Sensitivity, Force Training (2), Point Blank 
Shot, Power Attack, Skill Focus (Mechanics), Triple Attack, Weapon 
Focus (lightsabers), Weapon Proficiency (lightsabers, pistols, simple 
weapons) 

Skills Knowledge (galactic lore) +9, Mechanics +14, Persuasion +12, 
Use Computer +11, Use the Force +12 

Possessions 6 lightsabers (implanted in wrists, elbows, and knees), 
implanted subelectronic converter (see page 64) 

* Irek is not a Jedi in the strict sense. His levels in the Jedi class reflect 
special training. He is not part of the Jedi Order, however. 


A native of Alderaan, Irek Ismaren moves with his mother, Roganda, to the 
isolated planet Belsavis. When Irek turns five, an Imperial scientist named 
Nasdra Magrody implants a subelectronic converter in the boy's head mainly 
as an experiment. As a consequence, Irek learns to tap into a droid’s systems 


and affect it with the Force in much the same way as a Jedi would implant a 
suggestion into an organic being’s mind. For the next several years, Irek learns 
about the dark side from his mother and about droids from Magrody. 

When Irek turns fourteen, Roganda executes her plan to summon the Eye of 
Palpatine to Belsavis as a means to destroy the New Republic and reinstitute the 
Empire. Irek uses his subelectronic converter to summon the ship to Belsavis, 
but the Eye of Palpatine is destroyed shortly before it reaches the planet. After 
its destruction, Roganda and Irek flee into the planet's dense jungle. Later, they 
book passage from Belsavis to Coruscant, where Roganda hires Lord Cronal, a 
former Prophet of the Dark Side, to continue Irek's Force training. However, Irek 
loses his temper during a lesson, triggering a lightsaber duel with Cronal that 
almost costs Irek his life. Irek is forced to flee. However, a wound to his head 
causes a total loss of his memories and ability to speak, but his Force abilities 
remain intact. Roganda saves Irek by placing him in stasis. 

While Irek is in stasis, his mother has his cranial memory chips upgraded 
and his body's growth rate accelerated, pushing his height to 3 meters. In 
addition, lightsabers are implanted in his wrists, elbows, and knees. Before 
the process can be completed, Irek breaks free and, robbed of his memories, 
kills his mother. Without the ability to speak or recall his identity, Irek takes 
the name Lord Nyax from a Corellian myth, locates an abandoned Jedi temple, 
and taps into the Force wellspring there, increasing his power, While on Corus~ 
cant as part of a reconnaissance team, Luke 
‘Skywalker, Mara Jade Skywalker, 
and Tahiri Veila encounter Lord 
Nyax and seal him in a pit, but 
he escapes. 


Irek Ismaren (Lord 
Nyax) Encounters 
Although encountering Irek 
Ismaren might be pos- 
sible during the time 
of the New Republic, 
he is more likely 
to be encoun- 
tered as Lord 
Nyax on Cor- 
uscant before 
or during the 
Yuuzhan Vong 
invasion. 


LORD NYAx, WHO WAS ONCE KNOWN AS IREK ISMAREN 
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KUELLER 


Kueller cL9 

Medium Human Jedi 9 

Destiny 1; Force 6; Dark Side 12 

Init +5; Senses Perception +10 

Languages Basic 

Defenses Ref 22 (flat-footed 21), Fort 26, Will 21; Block, Deflect, Dodge 

hp 90; Threshold 26 

Speed 4 squares 

Melee unarmed +10 (1d6+5) or 

Melee lightsaber +12 (2d8+5) or 

Melee lightsaber +7/+7 (2d8+5) with Double Attack 

Ranged by weapon +10 

Base Atk +9; Grp +10 

Atk Options Double Attack, Power of the Dark Side, Relentless Attack 

Special Actions Force Intuition, Swift Power 

Force Powers Known (Use the Force +11): battle strike, dark rage, Force 
thrust, move object 

Abilities Str 13, Dex 13, Con 14, Int 12, Wis 12, Cha 14 

Talents Block, Deflect, Force Intuition, Power of the Dark Side, 
Swift Power 

Feats Armor Proficiency (light, medium, heavy), Double Attack, Force 
Sensitivity, Force Training (2), Martial Arts I, Relentless Attack, Weapon 
Focus (lightsabers), Weapon Proficiency (lightsabers, simple weapons) 

Skills Endurance +11, Mechanics +10, Perception +10, Use the Force +11 

Possessions lightsaber (self-built), heavy battle armor, ceremonial 
Hendanyn death mask, remote detonator 


Born under the name Dolph on the planet Almania, Kueller is identified as 
being sensitive to the Force and sent to Yavin 4 to train under Luke Sky- 
walker, After less than a year, Dolph receives the news of his parents’ death 
by the Je‘har regime, the new government on Almania. After returning to his 
homeworld and confirming the news, he falls to the dark side and blames the 
New Republic for its inaction. Seeking revenge, he dons a suit of armor along 
with a Hendanyn death mask and changes his name to Kueller, the name of a 
long-dead Almanian general. He forms an army, attracting members of the 
local population, and overthrows the Je‘har regime. 

Several months later as Kueller prepares to attack the New Republic, he 
encounters Brakiss, who also trained under Skywalker and was emotionally 
torn when forced to confront his inner demons. Kueller repairs Brakiss's 
damaged psyche and brings him into the fold by assigning him to supervise 
a droid factory on Telti. Over the next two years, Kueller sells many of his 
droids to the New Republic and wealthy families on Almania's moons of 
Pydyr and Auyemesh. After wiping out the vast majority of the population 


of Pydyr by detonating the droids he sold there, he consolidates his wealth 
and becomes Almania’s undisputed ruler. 

Kueller sets a trap for Luke Skywalker and lures him to Pydyr. After defeat- 
ing Skywalker in a lightsaber duel on Pydyr and imprisoning him to use as bait 
for Leia Organa-Solo. He issues demands that he become the new leader of 
the New Republic after displaying footage of Luke and detonating the explo- 
sives on Auyemesh as a demonstration of his power. After the Senate issues 
a Vote of No Confidence in her leadership, Leia resigns her position to Mon 
Mothma and leads an attack force against Almania to free her brother, 

Shortly after the New Republic fleet reaches Almania and engages the 
Almanian fleet, Leia flies to the planet's surface to free Luke, only to find 
that he has already escaped and is dueling Kueller. Kueller defeats the Jedi 
Master again and is about to strike him down when the untimely arrival of 
a ysalamir cancels his Force abilities. With most of his defenses down, Leia 
shoots and kills Kueller. 


Kueller Encounters 

Any heroes on Almania between 13 and 17 ABY will find Kueller as the planet's 
leader, rallying his people to support his campaign against the New Republic, 
Heroes might be dispatched to investigate sudden discord with the population 
of Almania or to track down a strange device found in a broken-down droid 
that was manufactured on Telti 


Massassi ABOMINATION 


Massassi Abomination CL 10 

Medium Massassi (mutated) soldier 7/Force adept 3 

Force 3; Dark Side 10 

Init +15; Senses low-light vision; Perception +6 

Languages Massassi 

Defenses Ref 24 (flat-footed 19), Fort 24, Will 22 

hp 127; Threshold 24 

Speed 6 squares 

Melee Massassi lanvarok +11* (1d8+23) 

Ranged Massassi lanvarok +15 (3d4+7) 

Base Atk +9; Grp +15 

Atk Options Channel Aggression, Cleave, Devastating Attack, 

Power Attack 

Special Actions Damage Reduction 10, Power of the Dark Side 

Force Powers Known (Use the Force +10): dark rage (2) 

Force Techniques Improved Sense Force 

Abilities Str 22, Dex 20, Con 20, Int 8, Wis 12, Cha 10 

Special Qualities duty bound, low-light vision, terrifying presence, 
warrior's awareness 

Talents Channel Aggression, Damage Reduction 10, Embrace the Dark 
Side, Devastating Attack (simple weapons), Power of the Dark Side, 
Weapon Specialization (simple weapons) 

Feats Armor Proficiency (light, medium), Cleave, Follow Through, Force 
Sensitivity’, Force Training, Power Attack, Skill Training (Use the 
Force), Weapon Focus (simple weapons), Weapon Proficiency (simple 
weapons) 

Skills Endurance +15, Initiative +15, Jump +16, Use the Force +10 

Possessions Massassi lanvarok 

Terrifying Presence—Any enemy that starts its turn within 6 squares of 
‘one or more Massassi abominations takes a -2 penalty on attack rolls. 
This is a fear effect. 

Duty Bound-Once per encounter, when a Massassi abomination receives a 
morale bonus of any kind from any source, it gains 40 bonus hit points. 
Bonus hit points from multiple sources do not stack and last until the 
end of the encounter. 

Warrior's Awareness-Once per encounter, as a reaction, a Massassi 
abomination gains the benefit of the Uncanny Dodge | and Uncanny 
Dodge II talents until the beginning of its next turn. 

* Includes 4 points of Power Attack. 

® Bonus feat. 


Massassi abominations are created by Exar Kun using Sith alchemy. Using 
primitive Massassi warriors from Yavin 4 as “stock,” Exar Kun infuses his 
hideous creations with some of his own physical makeup. 


Massassi abominations exude a raw, malign aura. Both Force-sensitive 
and non-Force-sensitive creatures alike are filled with fear in the presence of 
these creatures, although those strong in the dark side are less troubled. 

Primitive and superstitious, Massassi abominations typically wield an 
exotic weapon known as the lanvarok, a hybrid polearm capable of making 
ranged attacks. 


Massassi Abomination Encounters 

Massassi abominations are most commonly found on Yavin 4. However, it is 
known that Exar Kun took several Massassi abominations with him on his 
journeys, making it possible that they continue to exist on other planets. 
During the time of the Old Republic, Massassi abominations are used as both 
guards in dark side temples on Yavin 4 and as shock troops, relying on their 
abominable presence to terrify the enemy. 


A MASSASS! ABOMINATION (RIOHT) 
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NIGHTSISTER OF DATHOMIR 

Nightsister of Dathomir cL 12 

Medium scout 7/Force adept 5 

Force 6; Dark Side 16 

Init +8; Senses Perception +19 

Languages Basic 

Defenses Ref 27 (flat-footed 25), Fort 26, Will 30 

hp 86; Threshold 26 

Speed 6 squares 

Melee whip +12 (2d4+5) 

Ranged by weapon +10 

Reach 1 square (2 squares with whip) 

Base Atk +8; Grp +10 

Atk Options Running Attack 

Special Actions Charm Beast, Damage Reduction 10, Dark Side Savant, 
Shake It Off ij 

Force Powers Known (Use the Force +19): battle strike, dark rage, Force 
grip, Force lightning, Force slam, move abject, rebuke, surge 

Force Techniques Improved Move Light Object, Improved Sense 
Surroundings 

Abilities Str 8, Dex 14, Con 13, Int 10, Wis 16, Cha 16 

Talents Attune Weapon, Charm Beast, Command Beast, Damage 
Reduction 10, Dark Side Savant, Empower Weapon, Wild Sense 

Feats Force Sensitivity, Force Training (2), Improved Defenses, Running 
Attack, Shake It Off, Skill Focus (Perception), Skill Focus (Use the 
Force), Weapon Finesse, Weapon Focus (simple weapons), Weapon 
Proficiency (pistols, rifles, simple weapons) 

Skills Endurance +12, Perception +19, Ride +13, Stealth +13, Survival +14, 
Use the Force +19 

Possessions whip (attuned and empowered), Nightsister robes 


Witches of Dathomir who veer too closely to the dark side are dealt with in 
a very simple way: They are exiled. These exiles are called Nightsisters, and 
they are completely shunned by the people of Dathomir. Most are left in 
the wilds to die, but some manage to survive. They learn to use their Force 
powers to thrive in the dark wilderness. However, their reliance on the dark 
side takes a toll on their bodies: The blood vessels burst around their eyes, 
giving their face a bruised, sleep-deprived cast. 

Arecently established prison colony on Dathomir brings the Nightsisters 
to the attention of Emperor Palpatine, who gauges the possibility of them 
being a threat to his reign. After the Emperor's rumored visit to Dathomir, an 
Imperial blockade is established around the planet, and all spaceworthy craft 
on the planet's surface are destroyed. The planet itself becomes an Imperial 
prison-world, and the fate of those on Dathomir remains unknown throughout 


the Emperor's reign. During this time, the Empire keeps a small fleet around 
the planet, and any traffic through the system is closely monitored. 

There are rumors that a handful of Nightsisters manage to escape the 
blockade. They quietly move about the galaxy, looking to free their sisters 
from their imprisonment. Stories are told of Nightsisters looking for smugglers 
brave or greedy enough to run the blockade. The smugglers in these tales 
always seem to meet grisly ends, with the crew dead and the ship stolen. The 
veracity of these fringer stories are understandably hard to ascertain, 


Nightsister Encounters 

The Nightsisters only allow women into their ranks and rebuff any men who 
attempt to join. They often oppose the Sith, believing that only they truly 
understand the dark side fully. This philosophy might convince a Jedi to ally 
with the Nightsisters against the Sith, but such a alliance can only end in 
failure and temptation. 

The heroes might encounter a Nightsister when he tries to secure pas- 
sage aboard their ship. If she is rebuffed, she might try to take control 
of their vessel by force. The heroes might also be hired to track down a 
Nightsister wanted for crimes against the Empire or sought after by some 
other benefactor, 


A NIGHTSIGTER OF DATHOMIR 


PROPHET OF THE DARK SIDE 


Prophet of the Dark Side cL9 

Medium human noble 9 

Force 4; Dark Side 16 

Init +10; Senses Perception +17 

Languages Basic, Bocce, High Galactic, Huttese, 2 others 

Defenses Ref 21 (flat-footed 20), Fort 19, Will 24 

hp 46; Threshold 19 

Speed 6 squares 

Melee lightsaber +7 (248+3) 

Ranged by weapon +7 

Base Atk +6; Grp +7 

Atk Options Melee Defense 

Special Actions Motion of the Future, Swift Power 

Force Powers Known (Use the Force +17): farseeing (2), Force storm (2), 
mind trick, move object, rebuke (2) 

Abilities Str 8, Dex 12, Con 10, Int 14, Wis 16, Cha 16 

Talents Force Perception, Motion of the Future, Power of the Dark Side, 
Swift Power, Visions 

Feats Force Sensitivity, Force Training (2), Linguist, Melee Defense, Skill 
Focus (Deception, Knowledge [galactic lore], Use the Force), Weapon 
Finesse, Weapon Proficiency (lightsabers, pistols, simple weapons) 

Skills Deception +17, Gather Information +12, Initiative +10, Knowledge 
(bureaucracy) +11, Knowledge (galactic lore) +16, Perception +17, 
Persuasion +12, Pilot +10, Use Computer +11, Use the Force +17 

Possessions lightsaber, dark robes 


It is a common misconception within the greater galactic community that 
all of the Jedi are wiped out by the infamous Order 66. While this eliminates 
the bulk of the Jedi Order, the Sith Lord known as Darth Sidious knows that 
he cannot wipe out the Jedi with a single decisive blow. He plots the exter- 
mination of the remaining Jedi by forming a group he calls the Prophets of 
the Dark Side. 

Palpatine uses various agents to seek out disgruntled Force-users 
tempted by the dark side. He eliminates the ones that could become rivals 
but spares the handful who demonstrate an aptitude for prophecy or farsee- 
ing. He gathers these Force-sensitive fortune tellers, some of them former 
Jedi, and gives them a new mission. They are to use their gifts to protect 
the Empire from unknown threats and to help Lord Vader hunt down the 
remaining Jedi. Palpatine entrusts these seers to two of his closest agents, 
Jedgar and Kadann. 

The Prophets of the Dark Side seek out others like themselves—beings 
sensitive to the Force who might aid the Emperor's quest to bring order to 
the galaxy. Those who cannot be molded into Prophets are trained to become 


other dark side servants. If they resist the wiles of the Prophets, they are 
eliminated. In fact, their gift for prophecy snuffs out quite a few bright lights 
in an otherwise dark time. 

Much as Darth Sidious operates for years under the watch of the Jedi, so 
do the Prophets act within the Empire. Secretive and hidden from view, they 
have access to the highest levels of Imperial Intelligence and consult with 
Lord Vader himself. Troublesome individuals who appear in their visions are 
visited by an Emperor's Hand and dealt with accordingly. Although various 
Moffs are aware of the existence of the group, most of them dismiss the 
Prophets as sycophants and bootlicking political advisors of the Emperor. 


Prophets of the Dark Side Encounters 

The Prophets operate during the reign of Emperor Palpatine, but they cling 
to the shadows and rarely make their presence known. The are visionaries 
who settle the fates of individuals. The heroes might oppose the Prophets 
when they are assigned to eliminate one or more of them, to keep Force-users 
hidden from Darth Vader and the Emperor. 


A PROPHET OF THE DARK SIDE, KAOANN 
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SEDRISS 


Sedriss CL 14 

Medium Human soldier 6/Jedi* 2/Force adept 6 

Destiny 1; Force 6; Dark Side 14 

Init +8; Senses Perception +8 

Languages Basic, Sith 

Defenses Ref 28 (flat-footed 27), Fort 29, Will 30; Deflect 

hp 126; Threshold 29 

Speed 6 squares 

Melee lightsaber +15 (2d8+11) 

Ranged by weapon +13 

Base Atk +12; Grp +14 

Atk Options Channel Aggression, Cleave, Power Attack 

Special Actions Channel Anger, Embrace the Dark Side, Unswerving 
Loyalty 

Force Powers Known (Use the Force +13): battle strike, dark rage, Force 
grip, Force slam, mind trick, move object 

Force Techniques Force Point Recovery (2), Improved Sense Force 

Abilities Str 14, Dex 12, Con 14, Int 13, Wis 12, Cha 13. 

Talents Armored Defense, Channel Aggression, Channel Anger, Deflect, 
Embrace the Dark Side, Improved Armored Defense, Weapon 
Specialization (lightsabers) 

Feats Armor Proficiency (light, medium, heavy), Cleave, Force Sensitivity, 
Force Training (3), Improved Defenses, Power Attack, Unswerving 
Loyalty, Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, 
pistols, rifles, simple weapons) 

Skills Knowledge (galactic lore) +13, Mechanics +13, Pilot +13, 

Use Computer +13, Use the Force +13 

Possessions lightsaber 

*Sedriss is not a Jedi in the strict sense. His levels in the Jedi class reflect 
special training. He is not part of the Jedi Order, however. 


Before changing his name to Sedriss, the Human known as Qaga Lok serves 
Imperial Intelligence as a gun-for-hire. However, he proves insubordinate, 
ends up killing a few Imperial agents, and is marked for death. When members 
of the Inquisitorium learn that he is Force-sensitive, Qaga Lok's life is spared 
and he is brought before Emperor Palpatine. Subjected to the Emperor's 
unique style of persuasion, Qaga Lok vows to serve Palpatine for the rest of 
his life and changes his name to Sedriss. 

Sedriss completes extensive training under the Emperor, learning to 
master his Force abilities. When the Emperor dies at the Battle of Endor, 
Sedriss flees to Byss. While on Byss, Sedriss takes command of the planet's 
military defenses even as other Imperial military commanders fight among 
themselves to replace Palpatine as the new Emperor. Five years after the 


Battle of Endor, a clone of Palpatine arrives on Byss, and Sedriss helps the 
Emperor regain his strength. Palpatine rewards him by making Sedriss his 
Executor, charged with ensuring that nobody else gains control of the clone 
vats and prevents the Emperor from returning again 

Shortly after regaining his health, the Emperor prepares to execute Opera~ 
tion Shadow Hand to recapture his throne. When the Emperor is killed aboard 
the Eclipse, Sedriss takes over the operation. He returns to Byss and kills two 
treacherous courtesans attempting to destroy the Emperor's clone bodies. 
The last of the Emperor's clones orders Sedriss to bring Luke Skywalker to 
Byss alive. Sedriss eventually tracks Luke to Ossus, only to be killed by Jedi 
Master Ood Bnar. 


Sedriss Encounters 

Reaching Sedriss on the Deep Core world of Byss is virtually impossible. How- 
ever, after the Battle of Endor his influence is far-reaching, particularly during 
the execution of Operation Shadow Hand. Heroes might come to Sedriss's 
attention after foiling Imperial plans to seize weapons and production plants 
on various worlds. However, Sedriss is more likely to send agents after them 
than deal with the heroes personally, 


scones 


SHADOW ACADEMY STUDENT 


Junior Student of the Shadow Academy cL2 
Medium Human Jedi 2 

Force 3; Dark Side 4 

Init +2; Senses Perception +1 


Languages Basic 


Defenses Ref 14 (flat-footed 13), Fort 14, Will 13; Deflect 
hp 38; Threshold 14 


Speed 6 squares 
Melee lightsaber +3 (2d8+1) 

Ranged by weapon +3 

Base Atk +2; Grp +2 

Special Actions Quick Draw" 

Force Powers Known (Use the Force +7): battle strike 


Abilities Str 11, Dex 12, Con 12, Int 10, Wis 10, Cha 12 

Talents Deflect 

Feats Force Sensitivity, Force Training, Quick Draw", Weapon Focus 
(lightsabers), Weapon Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +7, Endurance +7", Use the Force +7 

Possessions lightsaber, dark-colored Jedi robes 

“ Human bonus trained skill or feat. 

Senior Student of the Shadow Academy cL6 

Medium Human Jedi 6 

Force 4; Dark Side 6 

Init +9; Senses Perception +3 

Languages Basic 

Defenses Ref 18 (flat-footed 17), Fort 18, Will 17; Deflect 

hp 62; Threshold 18 


Speed 6 squares 

Melee lightsaber +8 (2d8+6) 

Ranged by weapon +7 

Base Atk +6; Grp +7 

Special Actions Quick Draw" 

Force Powers Known (Use the Force +9): battle strike, dark rage, 
Force thrust 


Abilities Str 12, Dex 12, Con 12, Int 10, Wis 10, Cha 13 

Talents Deflect, Force Intuition 

Feats Force Sensitivity, Force Training (3), Quick Draw", Weapon Focus 
(lightsabers), Weapon Proficiency (lightsabers, simple weapons), 
Weapon Specialization (lightsabers) 

Skills Acrobatics +9, Endurance +9", Use the Force +9 

Possessions lightsaber, dark-colored Jedi robes 

* Human bonus trained skill or feat. 


One of Luke Skywalker’s early failures as leader of the New Jedi Order is 
Brakiss. The young student's fall to the dark side of the Force forces him to 
leave the academy and pursue training elsewhere. With the assistance of a 
group of witches from the Nightsister clan of Dathomir, Brakiss establishes 
the Shadow Academy for the Second Imperium. 

The Shadow Academy becomes the dark side equivalent of Skywalker's 
Jedi Praxeum on Yavin 4. Unlike the doctrines of the Nightsisters, the Shadow 
Academy allows both male and female members. The students undergo a 
rigorous training regime to push them toward graduating as full-fledged Dark 
Jedi, ready to fight and eliminate the Jedi under Skywalker's tutelage. 

The students of the Shadow Academy serve to defend their school, much 
like the Jedi students on Yavin 4, as well as help achieve the goals of their 
masters, Brakiss and Tamith Kai. Time and again, Brakiss uses his students 
as pawns in his plans to eradicate the Jedi 

The students of the Shadow Academy harass Skywalker and his students 
for several years through one plan or another. However, much of the influ- 
ence of the Shadow Academy comes to a close after the destruction of the 
space station where it is housed, and Brakiss's subsequent death aboard it 
Many students survive the station's destruction by being elsewhere at the 
time and pursue the secrets of the dark side on their own. 


Shadow Academy Student Encounters 

The students of the Shadow Academy provide a good supply of low-level Dark 
Jedi to throw at heroes during the New Republic era and can provide a legitimate 
source of future villains in campaigns set during the Yuuzhan Vong invasion and 
the Legacy era (the period before, during, and after the Sith-Imperial War). 
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SORCERER OF TUND 


Sorcerer of Tund cL 
Diminutive Croke noble 7/Force adept 4 

Force 4; Dark Side 10 

Init +3; Senses Perception +13 

Languages Basic, Croke, 7 others 


Defenses Ref 27 (flat-footed 27), Fort 21, Will 29 
hp 35; Threshold 21 
Immune vacuum 


Speed 4 squares 

Base Atk +8; Grp -11 

Atk Options Melee Defense 

Special Actions Equilibrium, illusory form 

Force Powers Known (Use the Force +19): farseeing, Force slam, Force 
stun (2), Force thrust, mind trick (3), move object (3), rebuke 

Force Techniques Improved Move Light Object, improved Telepathy 


Abilities Str 2, Dex 6, Con 6, Int 16, Wis 16, Cha 18 

Special Qualities illusory form 

Talents Equilibrium, Force Perception, Force Power Adept, Force Talisman, 
Telekinetic Power, Visions 

Feats Force Sensitivity, Force Training (3), Improved Defenses, Melee 
Defense, Skill Focus (Deception, Knowledge [galactic lore], Use the 
Force), Linguist, Weapon Proficiency (pistols, simple weapons) 

Skills Deception +19, Gather Information +14, Knowledge (galactic lore) 
+18, Knowledge (life sciences) +13, Knowledge (physical sciences) +13, 
Knowledge (social sciences) +13, Perception +13, Persuasion +14, 

Use the Force +19 

Possessions Force talisman 


Illusory Form—A Croke can hide its true appearance behind an illusion. As 
a swift action, it can appear as a Small or Medium creature that can 
vary in appearance depending on who views it, and it can maintain this 
illusion indefinitely. The illusion has no effect on the Croke's statistics. 
A creature can pierce the illusion by making a Perception or Use the 
Force check against the Croke’s Will Defense as a standard action, but 
only while the Croke is stunned or unconscious. The illusion otherwise 
looks and feels absolutely real. 


The Sorcerers of Tund are powerful Force-users who view the Force as a 
form of magic, studying and practicing their art within monastic enclaves 
on their backwater planet. The Jedi maintain relations with the Sorcerers of 
Tund, watching their progress to ensure that they do not fall to the power of 
the dark side. Over time, other pressing matters distract the Jedi, who send 
fewer representatives to Tund. The Sorcerers begin to use the Force without 
observation, and some of them fall to the dark side. 

The Sorcerers of Tund seem to include a variety of species. In reality, all 
Sorcerers of Tund belong to a species called the Croke, who possess the abil- 
ity to cloak themselves in a powerful illusion. Croke are actually diminutive 
snaillike creatures, easily held in the hand of a Human. They make up for 
their small size with their mastery of the Force, 


Sorcerers of Tund Encounters 

The Sorcerers of Tund make excellent villains but are not themselves Sith, 
Shrouded in mystery and the trappings of magic, the Sorcerers work well 
in campaigns that emphasize the supernatural side of the Force, They are 
expert liars and maintain dozens of different aliases and disguises, all used 
for their own secret agendas. While the Sorcerers of Tund are no match 
physically in a fight, their command of the Force makes them threats to be 
reckoned with 


SORCERER OF TUND 


TAMITH KAI 


Tamith Kai cL 10 

Medium Human scout 7/Force adept 3 

Destiny 1; Force 5; Dark Side 10 

Init +7; Senses Perception +6 

Languages Basic, Paecian 

Defenses Ref 25 (flat-footed 23), Fort 24, Will 25; Dodge, Evasion 

hp 71; Threshold 24 

Speed 8 squares; Surefooted 

Melee unarmed +9 (1d6+7) or 

Melee whip" +9 (244+7) 

Ranged blaster pistol +9 (3d6+5) 

Reach 1 square (2 squares with whip) 

Base Atk +7; Grp +9 

Special Actions Adept Spelicaster, Charm Beast, Extreme Effort 

Force Powers Known (Use the Force +11): dark rage, Force grip, Force 
slam, Force storm, mind trick, move object 

Force Techniques Force Power Mastery (move object) 

Abilities Str 14, Dex 14, Con 15, Int 10, Wis 12, Cha 12 

Talents Adept Spellcaster, Charm Beast, Evasion, Extreme Effort, 
Long Stride, Surefooted 

Feats Dodge, Force Sensitivity, Force Training (3), Martial Arts |, Skill 
Focus (Climb, Ride), Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Climb +12, Jump +12, Knowledge (life sciences) +10, Ride +12, 
Survival +11, Use the Force +11 

Possessions blaster pistol, whip 


After Gethzerion, an exiled Nightsister of Dathomir, is killed aboard her trans- 
port by two of Warlord Zsinj's Star Destroyers, her Nightsister followers are 
left directionless, prompting them to return to Dathomir to seek redemption. 
‘Some of them fail in their quest and are exiled again after a few years. They 
form a new Nightsister clan, using Gethzerion's Book of Shadows to quide 
them philosophically. To ensure their survival, they forge alliances and even 
allow men to learn their secrets. 

One of these new Nightsisters is Tamith Kai. After creating a pact with the 
Second Imperium, Kai volunteers to serve as a liaison between the Second 
Imperium and the Nightsisters and assists Brakiss with running the Shadow 
Academy. Brakiss would identify students in need of discipline before turning 
them over to Kai to handle. 


One student assigned to Kai is Lowbacca. Kai decides to take advantage 
of the young Wookiee's short temper and use it to fuel his hatred, thus 
expediting his fall to the dark side. Her teaching methods are vicious but 
highly effective. Though the plan seems to work for a while, it ultimately 
backfires. Lowbacca ceases to trust her, and before long he’s rescued from 
the Shadow Academy by Luke Skywalker and his fellow Jedi. 

Ashort time later, Tamith Kai leads a direct assault on the Jedi Praxeum 
‘on Yavin 4, where she falls in a duel against Tenel Ka, one of Luke Skywalker's 
students. 


Tamith Kai Encounters 

Although she acts as Brakiss’s assistant at the Shadow Academy, Kai is more 
visible than her leader, mainly due to her position as field commander when 
the students of the Shadow Academy venture forth to enact the plans devised 
by their master. She always has at least two senior students with her, usually 
the ones she trusts the most to protect her from harm. 
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XANATOS 


Xanatos cL9 

Medium Human noble 4/Jedi 3/crime lord 2 

Force 5; Dark Side 8 

Init +9; Senses Perception +10 

Languages Basic, Binary, Huttese, Mon Calamarian, Quarrenese, Rodese, 
Ryl, Shyriiwook (understand only) 

Defenses Ref 21 (flat-footed 21), Fort 20, Will 24 

hp 56; Threshold 20 

Speed 6 squares 

Melee lightsaber +8 (248+5) 

Ranged hold-out blaster +8 (3d4+4) 

Base Atk +7; Grp +8 

Force Powers Known (Use the Force +12): mind trick, move object 

Abilities Str 12, Dex 11, Con 10, Int 17, Wis 13, Cha 16 

Talents Adept Negotiator, Attract Minion, Connections, Educated, Impel 
Ally, Master Negotiator 

Feats Force Boon, Force Sensitivity, Force Training, Linguist, Quick 
Draw, Skill Training (Use the Force), Strong in the Force, Weapon 
Proficiencies (pistols, simple weapons, lightsabers) 

Skills Deception +12, Gather Information +12, Knowledge 
(bureaucracy) +12, Initiative +9, Perception +10, Persuasion +12, 
Pilot +9, Ride +9, Treat Injury +10, Use Computer +12, 

Use the Force +12 
Possessions lightsaber, hold-out blaster, fine clothes 


Xanatos is the eldest child of Crion, a politician on the planet Talos IV. The 
young boy proves strong in the Force, a fact that Qui-Gon Jinn notices during 
a mission to the world. He encourages Crion to let the boy go to study the 
ways of the Jedi at the Temple on Coruscant. Crion agrees, knowing that 
having a son who could influence the Jedi Council might someday help 
his political career. However, the boy does not want to go. These seeds of 
resentment are planted early and, while Xanatos takes to the Jedi training, 
he blames Qui-Gon Jinn for forcing upon him a destiny he never wanted. 

The time comes when Xanatos is ready to become a Jedi Knight. He 
accompanies Qui-Gon back to Talos IV to settle a civil war initiated by his 
father, now governor of the planet. Settling the dispute is the young Jedi’s 
final test. Unfortunately, the son remains loyal to his father, siding with him 
in the conflict. 


Qui-Gon js forced to kill Crion and leave Xanatos behind. Xanatos vows 
revenge against his former master and the Jedi Council. He scars himself with 
his father’s ring and uses this scar as the symbol for the Offworld Corporation, 
The former Jedi relies on his father's former connections, his own training in 
the Force, and devious manipulation to build a power base. Xanatos availed 
himself on every opportunity to strike at the Jedi, his former master, and 
Qui-Gon’s new Padawan, Obi-Wan Kenobi. Yet for all his plotting, Xanatos 
is revered on Talos IV as a hero and a great leader. 


Xanatos Encounters 

Xanatos failed as a Jedi, and though he has never been attracted to the Sith 
tradition, his Force abilities compliment his scheming nature. He works best 
a5 a puppet-master, hiring other, lower-level characters to do is bidding while 
keeping his hands clean. His undermines the efforts of the Jedi Order in subtle 
ways while remaining a “man of the people” on his homeworld of Talos IV, 
While he has some combat skill, he is not the type of villain to square off in 
a lightsaber duel. Xanatos values his own life too greatly and would rather 
flee to the nearest escape pod and live to plot another day. 


XANATOS 


BEASTS 

The following section presents a menagerie of dangerous beasts, all of which 
have some connection to the Force (and, in many cases, the dark side of the 
Force). The Gamemaster can use these creatures to populate worlds and 
locations visited by the heroes during their adventures. The beasts included 
here are designed to challenge heroes of every level. 

Although some beasts, such as the Dxun tomb beast and the shyrack, 
are associated with specific locations, a Gamemaster need only change a 
beast's name to use it anywhere he or she wants. For example, a Dxun tomb 
beast could be renamed the "shadow stalker” and encountered in a ruin on 
the planet Ossus or anywhere else the Gamemaster wishes 
BATTLE HYDRA 
Battle Hydra, Two-Headed cL9 
Large airborne beast 9 
Init +15 (roll twice, keep the better result); Senses low-light vision, 

Perception +9 
Defenses Ref 30 (flat-footed 23), Fort 22, Will 19 
hp 67; DR 5; Threshold 27 
Speed 6 squares, fly 10 squares 
Melee 2 bites +12 (1d8+7) and 2 claws +12 (1d6+7) or 
Melee sting +12 (1d6+7 plus poison) 

Fighting Space 2x2; Reach 1 square (2 squares with sting) 

Base Atk +6; Grp +14 

Atk Options poison, Running Attack 

Abilities Str 17, Dex 24, Con 16, Int 2, Wis 10, Cha 13 

Special Qualities low-light vision 

Feats Running Attack, Skill Training (Initiative), Weapon Finesse 

Skills Initiative +15 (roll twice, keep the better result), Perception +9 

Dual Mind—Whenever an effect targets the battle hydra's Will Defense, 
the originator of the effect must roll twice and take the lower result. 

Poison—If the battle hydra’s sting deals damage to a living target, make a 
follow-up attack roll (1d20+9) against the target's Fortitude Defense. 

On a hit, the target takes 3d6 points of damage and moves -1 step 

down the condition track. The poison attacks each round at the start 

of the battle hydra's turn until cured with a successful DC 15 Treat 

Injury check. 


Battle hydras are the result of Sith Lord Exar Kun's experimentation with Sith 
alchemy. Battle hydras usually have two heads, although varieties with more 
than two heads are also possible. In addition to their multiple heads, battle 
hydras have leathery wings and a whiplike tail ending in a barbed stinger 
that drips with poison. The skin of a battle hydra is infused with ancient Sith 
alloys, granting damage reduction. 

Battle hydras spend most of their time aloft, riding thermal currents in 
search of prey or threats. When something is spotted, the battle hydra dives 
through the air, attacking with its teeth, claws, and poisoned stinger. Once 
prey succumbs to its attacks or poison, it scoops up the corpse and hauls it 
back to its lair, where it is torn apart and devoured. 

Battle hydras are susceptible to the commands of Force-sensitive 
dark siders, many of whom use battle hydras as their own personal 
shocktroopers. 


Battle Hydra Encounters 

Battle hydras are most commonly encountered on Yavin 4, where they prowl 
the skies above its steamy jungles. However, Exar Kun traveled far and wide, 
and it's possible that they might be found anywhere that has an abundant 
food supply. Battle hydras are particularly attracted to sites closely connected 
to the dark side, perhaps drawing some kind of sustenance from them. A dark 
side character looking to acquire a battle hydra minion usually seeks out these 
sinister places, knowing that battle hydras are likely to be found nearby. 
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BeECK-TORI 


Beck-tori cL 13 
Huge aquatic beast 13 
Force 2 


Init +11; Senses low-light vision, Perception +5 


Defenses Ref 30 (flat-footed 30), Fort 28, Will 22 
hp 123, fast healing 5; Threshold 38 


Speed 6 squares, swim 8 squares 
Melee bite +15 (246+12) 

Fighting Space 3x3; Reach 2 squares 

Base Atk +9; Grp +25 

Atk Options Crush, devour, Pin 

Force Powers Known (Use the Force +12): battle strike (2) 


Abilities Str 22, Dex 10, Con 20, Int 2, Wis 12, Cha 12 

Special Qualities fast healing 5, low-light vision 

Feats Crush, Force Sensitivity®, Force Training, Pin, Skill Training 
(Initiative, Survival) 

Skills Initiative +12, Survival +12, Use the Force +12 

Devour—lf a beck-tori hits with its bite attack against a Large or 
smaller opponent, it can make a grapple check (+15) as a free 
action. If the grapple check succeeds, the beck-tori begins 
devouring its target. The creature being devoured takes 1d8+12 
points of damage each round at the start of its turn, 
before it takes any actions. When the creature reaches 0 
hit points, it is swallowed by the beck-tori and continues 
to take 1d6 points of acid damage each round at the start 
of its turn. The beck-tori cannot make bite attacks until it 
releases the creature (a free action) or swallows it. 

Fast Healing 5—A beck-tori regains 5 hit points every round 
at the end of its turn, up to normal maximum, until it is 
killed. 

® Bonus feat. 


Beck-tori are aquatic, Force-sensitive parasites that grow to 
extreme size. A beck-tori resembles a flat, elongated leech, 
with a raspy underside covered in spines used to flay flesh 
The beck-tori uses the corpse of its prey as a host for its eggs. 
When they hatch, beck-tori larvae pose little threat. Left undis- 
turbed, however, beck-tori can live for centuries and grow that 
entire time. Colossal beck-tori have been spotted on water-rich 
planets such as Naboo and are grave threats to any seafaring 
community. An accidental infestation on Mon Calamari decimated 
entire ecosystems and took nearly 50 years to repair. They are brutish, 
aggressive creatures that blindly attack anything that moves. Reports © 


indicate that beck-tori even assault boats or repulsorlift craft that skim too 
closely to the surface. 

Beck-tori use their Force abilities to sense prey and bolster their fighting 
prowess. They are subconsciously drawn to other Force-sensitive creatures, 
making them dangerous opponents against Jedi. 


Beck-tori Encounters 

Beck-tori are usually found in aquatic environments, where their ability to 
use the Force throws an added twist to the hazards in or near water. The 
beck-tori shown here represents a healthy adult, which is usually more than 
a match for any opponent. Juveniles are typically Medium size, and ancient 
beck-tori are Gargantuan or bigger. 


Beck-Tor! 


CHRYSALIS BEAST (TEMPLATE) 
Research into Sith holocrons and archaeological expeditions to known 
Sith worlds such as Korriban have uncovered secrets about chrysalides, or 
chrysalis beasts, originally thought lost to time. 

Among those Sith known to create and deploy chrysalis beasts is Emperor 
Palpatine. He did so at his Imperial citadel on Byss. Prior to this, chrysalis 
beasts were widely used in the early days of the Sith Empire as pets and 
guardians for high-ranking officials and powerful nobles. Although Palpatine 
transformed rancors for his own use, findings tell of other creatures being 
changed through Sith alchemy to become chrysalis beasts, including gun- 
darks, katarns, and vornskrs. 

Observations of chrysalis beasts in action indicate that they are vicious 
predators that relentlessly attack anything in sight 


Modifications 
To create a chrysalis beast, make the following changes to an existing crea- 
ture (referred to as the base creature). 

Challenge Level: Increase the base creature's CL by 2 

Size: Increase the size of the base creature by one size category. Adjust 
the creature's Strength, Constitution, Reflex Defense, Stealth skill modifier, 
damage threshold, and carrying capacity accordingly, based on Table 16-2 
Size Modifiers on page 274 of the Saga Edition core rulebook. If the base 
creature is Colossal, its size category remains Colossal; however, increase its 
Strength and Constitution by 8 and its damage threshold by 50, and double 
its height or length: 

Hit Points: Increase the base creature's hit points by 25% 

Damage Reduction: Increase the base creature's DR by 4 or to 10, 
whichever is higher. 

Speed: Increase all of the creature's speeds by 2 squares. 

Fighting Space: Increase the base creature's fighting space based on its 
adjusted size; Large, 2x2; Huge, 3x3; Gargantuan, 4x4; Colossal, 6x6. 

Reach: Increase the creature's reach by 1 square. 

Special Qualities: The chrysalis beast gains the following special 
qualities. 

Vicious Natural Weapons: Each of the base creature's natural weapons 
deals an extra die of damage. 

Terrifying Presence: Any enemy that starts its turn within 6 squares of 
one or more chrysalis beasts takes a -2 penalty on attack rolls. This is a 
fear effect. 


The following is an example of a chrysalis beast, created by adding the 
chrysalis beast template to a rancor. 


Chrysalis Rancor CL 13 
Gargantuan beast 12 

Init +7; Senses low-light vision, Perception +9 
Defenses Ref 16 (flat-footed 15), Fort 20, Will 8 

hp 219, fast healing 5; DR 10; Threshold 40 

Speed 10 squares 

Melee 2 claws +16* (2d8+25) or 

Melee bite +16* (3d6+25) 

Fighting Space 4x4; Reach 3 squares 

Base Atk +9; Grp +37 

Atk Options Cleave, Crush, Pin, Power Attack 
Abilities Str 34, Dex 13, Con 31, Int 2, Wis 7, Cha 15 
Special Qualities fast healing 5, terrifying presence 
Feats Cleave, Crush, Pin, Power Attack, Toughness 
Skills Perception +9 


Terrifying Presence—Any enemy that starts its turn within 6 squares of 
one or more chrysalis rancors takes a -2 penalty on attack rolls. This is 
a fear effect. 

* Includes 6 points of Power Attack 
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DERRIPHAN 


Derriphan cL9 

Tiny airborne beast 8 

Dark Side 16 

Init +8 (can reroll, must keep second result); Senses darkvision, 
Perception +7 


Defenses Ref 17 (flat-footed 13), Fort 11, Will 14 
hp 36; DR 10/Force; Threshold 11 
Immune fear effects, mind-affecting effects 


Speed fly 8 squares (hover) 

Fighting Space 1 square; Reach 1 square 

Base Atk +6; Grp +0 

Force Powers Known (Use the Force +8): Force grip, Force slam, mind 
trick 


Abilities Str 6, Dex 18, Con 10, Int 2, Wis 16, Cha 8 

Special Qualities consume Force, dark backlash, possession 

Feats Force Sensitivity, Force Training, Improved Defenses 

Skills Initiative +8 (can reroll, must keep second result), Stealth +8, 
Use the Force +8 


1A BSLavHO 


Consume Force—Whenever a derriphan is targeted by a Force power 
without the [light side] descriptor, it immediately regains one spent 
Force power as a reaction 

Dark Backlash—-Whenever a derriphan is targeted by a Force power with 
the [mind-affecting] descriptor, the creature activating that Force 
power immediately takes 3d8 points of Force damage. 

Possession-As a standard action, a derriphan can attempt to 
possess the body of an adjacent creature. The derriphan makes 
an attack (1d20+9) against the Reflex Defense of the target; — 
if the attack succeeds, the derriphan enters the target's body. 

Once inside, the derriphan cannot be targeted by attacks or skill 
checks. Each round on its turn, the derriphan makes a single attack 
(1d20+9) against the possessed creature's Will Defense; a successful 
attack deals 3d8 points of Force damage to the target, and a failed 
attack deals half damage. If the target is reduced to 0 hit points 

by this attack, the derriphan seizes mental control of the creature, 
restoring it to full hit points. While the derriphan possesses a creature, 
the derriphan controls all of its actions. The derriphan-possessed 
creature has access to the derriphan's Force suite in addition to its 
own Force suite. The derriphan uses whichever Use the Force skill 
bonus is higher, either its bonus or its host's bonus, and the derriphan- 
possessed creature's Dark Side Score equals its Wisdom score for as 
long as it is possessed. If a derriphan-possessed creature is reduced to 
O hit points, the derriphan exits that body as a reaction, appearing in 
an adjacent square of its choosing. 


Many consider the derriphan a mythical creature, while others assume it went 
extinct before the Great Sith War. In truth, it still survives in the darkest cor- 
ners of the galaxy. A semi-corporeal creature that is a physical manifestation 
of dark side energies, the derriphan is thought to have originated in the Deep 
Core, near the center of the galaxy on worlds whose suns burned out eons ago. 
The derriphan is, in a literal sense, the dark side of the Force given physical 
form; much as the dark side can influence physical sites, the derriphan was 
likely once a living creature consumed by the dark side and transformed. 

What makes the derriphan so dangerous is its ability to temporarily 
convert itself fully into dark side energy. When it does so, the derriphan 
enters the body of another creature, feeding on its life force and seizing 
control of its mind. Some Jedi speculate that there are far more derriphan 
in the galaxy than most suspect, and that the majority of derriphans reside 
within host bodies, making them impossible to detect. Since derriphans are 
strongly drawn to creatures sensitive to the Force, many believe that some 
powerful Dark Jedi were not seduced to the dark side but rather possessed 
by derriphans, though the Jedi Council dismisses this theory as little more 
than an excuse to defend the Dark Jedi against their own actions, 


Derriphan Encounters 
Derriphans are rarely encountered openly, at least initially. It is more likely that 
a derriphan will reveal itself after casting off its host. Perhaps a Sith apprentice 
opposed to the heroes is actually under the control of a derriphan, and once 
the derriphan is defeated, the apprentice is free of its dark side influence, 
Ifand when a derriphan possesses a hero, the Gamemaster should consult 
with the player of that character to determine how to proceed. If the 
player is willing, the derriphan-possessed hero could work against the 
other heroes in secret, either for 
a short while or throughout the 
rest of the campaign. 


DERRIPHANS ATTEMPT TO 
SEIZE CONTROL OF 4 KEL BoA Jeol. 


DROCH 


Droch cL1 
Diminutive beast 1 
Init +5; Senses darkvision, Perception -1 

Defenses Ref 18 (flat-footed 13), Fort 11, Will 10 

hp 4; Threshold 11 

Speed 6 squares 

Melee bite +1 (1d4 plus burrow) 

Fighting Space 1 square; Reach 1 square 

Base Atk +0; Grp -14 

Abilities Str 2, Dex 20, Con 10, Int 1, Wis 9, Cha 2 

Special Qualities light susceptibility 

Feats Skill Focus (Stealth), Weapon Finesse (bite) 

Skills Stealth +20 

Light Susceptibility—When exposed to light, a droch moves ~2 persistent 
steps down the condition track. This persistent condition is removed 
the moment the droch is no longer exposed to the light. 

Burrow—When a droch hits with its bite attack, it makes a free attack 
against the target's Fortitude Defense. On a success, the droch burrows 
into the target's flesh, infecting the target with death seed plague (see 
below). A burrowed droch can be removed with a successful DC 25 
Treat Injury check. A creature infected with death seed plague moves 
-1 persistent step down the condition track and takes a -5 penalty 
to its Fortitude Defense. If the initial attack is successful, the attack 
‘occurs again each day the disease remains untreated (the penalty to 
Fortitude defense is not cumulative). If the plague moves the creature 
to the bottom of the condition track, the creature dies. The persistent 
condition remains as long as the disease is untreated, and treating the 
disease requires a successful DC 25 Treat Injury check. Using a bacta 
tank reduces the Treat Injury DC to 15. 


Droch Swarm cL3 
Tiny beast 1 

Init +5; Senses darkvision, Perception -1 
Defenses Ref 18 (flat-footed 13), Fort 11, Will 10 
hp 8; Threshold 21 

Speed 6 squares 

Melee bite +1 (1d4 plus burrow) 

Fighting Space 1 square; Reach 1 square 

Base Atk +0; Grp -14 

Abilities Str 2, Dex 20, Con 10, Int 1, Wis 9, Cha 2 
Special Qualities light susceptibility, swarm traits 
Feats Skill Focus (Stealth), Weapon Finesse (bite) 
Skills Stealth +20 


Light Susceptibility—When exposed to light, a droch swarm moves -2 
persistent steps down the condition track. This persistent condition is 
removed the moment the swarm is no longer exposed to the light. 

Burrow—When a droch swarm hits with its bite attack, it uses the burrow 
ability as per the Droch ability of the same name. 


Droch are plague-bearing insects from the planet Nam Chorios. Droch detest 
light from any source. When exposed, they become sluggish and infertile. 
The moment they are returned to darkness, however, they move quickly and 
reproduce at an alarming rate. As if this weren't bad enough, a droch has the 
ability to burrow inside a host, rapidly killing it from the inside. The corpse 
then becomes a safe lair and a source of food for the droch and its brood. 


Droch Encounters 

Droch can be found almost anywhere, including abandoned buildings, tunnels, 
and starships, provided the area is completely dark and there is access to food. 
For thousands of years, strict guidelines have been in place to keep droch 
from spreading, but even draconian measures have not been sufficient to 
completely wipe out this dangerous vermin. A ship that has been exposed to 
a droch infestation is usually blasted out of space before it can reach port. 


Droch 
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DxXUN TOMB BEAST 


Dxun Tomb Beast cls 
Large subterranean beast 7 
Init +4; Senses darkvision, Perception +5 


Defenses Ref 17 (flat-footed 16), Fort 15, Will 12 
hp 67; Threshold 20 


Speed 8 squares 
Melee gore +12° (1d8+17) with Powerful Charge or 
Melee bite +12 (1d8+10) and 
2 claws +12 (1d6+10) 
Fighting Space 2x2; Reach 1 square 
Base Atk +5; Grp +17 
Atk Options Power Attack, Powerful Charge 
Special Actions dark saturation, mutant rage, shadow cloak 


Abilities Str 25, Dex 12, Con 21, Int 2, Wis 14, Cha 13 
Special Qualities darkvision, shadow cloak 

Feats Power Attack, Powerful Charge, Skill Focus (Stealth) 
Skills Stealth +9 


Dark Saturation—Once per encounter as a free action, a Dxun tomb beast 
can infect a target that it has just damaged with the dark side. Treat 
this as Sith poison (see page 69). 

Mutant Rage—Once per encounter as a swift action, a Dxun tomb beast 
can enter a rage, gaining a +4 rage bonus on melee attack rolls and 
melee damage rolls until the end of its turn. 

Shadow Cloak—As a standard action, a Dxun tomb beast can surround 
itself with dark shadows, gaining total concealment from all targets 
until it makes an attack or until the end of its next turn, whichever 
comes first. 

* Includes 4 points of Power Attack. 


After the destruction of Freedon Nadd, Jedi Master Arca Jeth is 
faced with a problem. He knows that any location where Nadd's 
remains are interred will be twisted by the dark side, but hiding 
the remains in an isolated place meant that Nadd could some- 
day be rediscovered and reborn. Luckily, Arca finds a solution 
in one of the moons of the Onderon system. Known as the 
beast moon or the demon moon, Dxun isa hostile place that 
deters trespassers, yet is closely monitored by the Jedi 


The dark side energies pouring out of Freedon Nadd's tomb took one of 
Dxun's deadliest predators and made it even more dangerous, giving rise 
to what Jedi refer to as the Dxun tomb beast. A jagged horn juts from just 
below the creature's lower jaw, and the beast uses this horn to impale prey. 
It often hunts the cliffs near the tomb, jumping down upon unsuspecting 
trespassers and spiking them with this horn. The beast then uses its claws 
and teeth to tear flesh while toxic bacteria infect the wound 


Dxun Tomb Beast Encounters 

Tomb beasts are fiercely territorial and remarkably cunning. They defend 
their nests to the death and mate for life. Parents force their young out into 
the world soon after the young beasts have made their first kill. Attempts to 
breed tomb beasts offworld have proven unsuccessful. The creatures thrive 
in the dark side energies of Dxun. Yet many unsavory offworlders continue 
to capture these beasts, eager for a deadly pet or status symbol. Much as 
a blue milk run is seen as an easy job with many benefits and few dangers, 
a Dxun egg run is just the opposite. In fact, if a smuggler is sent on a Dxun 
egg run, chances are the time to pay back his loan has run out 


DxuN Tome Beast 


Hssiss (DARK SIDE DRAGON) 


Hssiss cL5 

Large aquatic beast 5 

Init +4; Senses low-light vision, Perception +3 

Defenses Ref 20 (flat-footed 18), Fort 19, Will 15 

hp 47; Threshold 24 

Speed 8 squares, swim 8 squares 

Melee bite +6* (1d8+11 plus Improved Grab) and 
2 claws +6° each (1d6+11) 

Fighting Space 2x2; Reach 1 square 

Base Atk +3; Grp +14 

Atk Options Pin, Power Attack 

Abilities Str 22, Dex 14, Con 20, Int 2, Wis 12, Cha 10 

Special Qualities drag away, improved grab, low-light vision 

Feats Pin, Power Attack 

Skills Stealth +9 

Drag Away—Whenever a hssiss successfully pins a target using the Pin 
feat, it can immediately move its speed as a free action and pull the 
target along with it. The target ends its movement in a space adjacent 
to (and chosen by) the hssiss. This movement does not provoke attacks 
of opportunity. 

Improved Grab—Whenever a hssiss hits a target with its bite attack, the 
target is automatically grabbed. 

* Includes 3 points of Power Attack. 


Hssiss are savage, crocodilian predators transformed into abominations 
by the dark side energies of a slain dark sider. The transformation is never 
instantaneous but comes as a result of lingering dark energies tainting the 
creatures’ habitat. Hutt crime lords sell captured hssiss to collectors and the 
occasional dark side devotee. Many have escaped capture or been released 
back into the wilderness, spreading their numbers throughout the galaxy. 
The Jedi refer to hssiss as “dark side dragons.” 

Hssiss bear few of the markings common to most abominations affected 
by the dark side. They are fierce, predatory beasts, with thick scaly green 
hides and long tails used for balance. Low slung and muscular, they excel 
at lurking just beneath the water's edge, their eyes rimmed with prominent 
horns and watching for the next meal. A hssiss uses its powerful bite to hold 
struggling prey in place while it rips it apart with razor sharp claws. 


Hssiss Encounters 

Hssiss inhabit swamps, marshes, and wetlands and are usually found at 
the top of the local food chain. Hssiss are drawn to the dark side locations 
that spawned them and can cluster in impressive numbers. Crime lords and 
dark siders also buy or round up hssiss for use as guard beasts, fodder for 
gladiatorial arenas, or pets. 
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MARSH HAUNT 


Marsh Haunt cli 

Huge aquatic beast 11 

Force 3 

Init +5; Senses low-light vision, Perception +12 

Defenses Ref 23 (flat-footed 23), Fort 28, Will 23 

hp 126; Threshold 38 

Speed 8 squares 

Melee slam +13* (1d8+20) 

Fighting Space 3x3; Reach 2 squares 

Base Atk +8; Grp +28 

Atk Options Mighty Swing, Power Attack 

Force Powers Known (Use the Force +10): battle strike, mind trick 
(2 terror only) 

Abilities Str 30, Dex 11, Con 25, Int 3, Wis 15, Cha 11 

Special Qualities camouflage, low-light vision, paralyzing fear 

Feats Force Sensitivity, Force Training, Power Attack, Skill Training 
(Perception, Survival) 

Skills Perception +12, Stealth +15, Survival +12, Use the Force +10 

Camouflage—A marsh haunt ignores its size modifier when it makes 
Stealth checks. 

Paralyzing Fear—Any creature that starts its turn within 6 squares and 
line of sight of the marsh haunt is subject to an attack (1d20+10) 
against its Will Defense. If the attack succeeds, the creature is 
immobilized until the start of its next turn. This is a fear effect 

* Includes 5 points of Power Attack. 

® Bonus feat. 


A marsh haunt is a monstrous, Force-using beast found far from civilization 
and is the source of many wild tales regarding "Force demons.” The marsh 
haunt is a vaguely humanoid creature that inhabits fens, marshes, and other 
wetlands. Its green-grey skin is dull and peeling, which helps it blend into its 
marshy surroundings. The head of a marsh haunt is set deeply between its 
shoulders, with gleaming red eyes that, while not sentient, hold an instinctual 
cunning. Marsh haunts create shambling, headless silhouettes as they prow! 
through the dank swamps and jungles, hunting for food. 

Marsh haunts acquired their horrible reputation due to their ability to 
instill overwhelming fear in their victims, causing them to flee and making 
them easy prey. They prefer to attack using ambushes, but are fearsome and 
relentless once engaged, Like other creatures that naturally draw upon the 
Force, the marsh haunt has learned its Force powers by instinct, much in the 
same Way that traditional predators learn to hunt 


Marsh Haunt Encounters 
Marsh haunts are native to the world of Abraxin in the Tion Cluster, but can 
be found throughout the Mid Rim and Outer Rim. As befitting the name, 
marsh haunts are usually found in swampy areas. 

Marsh haunts often work together in packs of two to eight creatures, 
with half of the creatures using mind trick to terrify prey while the other 
half waits in ambush 


MARSH HAUNT 


NIGHTHUNTER 


Nighthunter cL9 
Medium beast 9 

Force 3 

Init +6; Senses low-light vision, scent, Perception +12 


Defenses Ref 22 (flat-footed 20), Fort 23, Will 22 
hp 76; Threshold 23, 
Resist energy 10, fire 10 


Speed 8 squares 

Melee 2 claws +8 (1d4+6) and 
bite +8 (1d6+6) 

Fighting Space 1 square; Reach 1 square 

Base Atk +6; Grp +9 

Atk Options Pin 

Force Powers Known (Use the Force +9): battle strike (2), negate energy, 
surge 


Abilities Str 15, Dex 14, Con 18, Int 2, Wis 17, Cha 10 

Special Qualities low-light vision, scent 

Feats Force Sensitivity®, Force Training, Pin, Skill Focus (Stealth), 
Skill Training (Perception) 

Skills Perception + 12, Stealth +16, Survival +7, Use the Force +9 

Scent—Nighthunters ignore concealment and cover when making 
Perception checks to notice opponents within 10 squares, and 
they take no penalty from poor visibility when tracking. 

® Bonus feat. 


A nighthunter is a quadrupedal predator with long claws, powerful 
fanged jaws, and a tail. Its hide is composed of thousands of tiny, 
reflective scales that are capable of diffusing energy attacks, including 
blaster fire and normal fire. Nighthunters are believed to stem from 
some mutant offshoot of another species and, as a result, they can 
vary in coloration and form, but all retain the same basic shape. 

It's unknown how the nighthunter developed its Force powers. Its 
abilities are primarily focused on hunting and tracking. Because their 
hide reflects blaster fire as well as normal fire, hunting nighthunters 
is a troublesome endeavor. Unscrupulous poachers 
or hunters are prone to using poison to eradicate 
these pests. 

Nighthunters are nearly impossible to train and 
cannot be domesticated or controlled. However, a 
nighthunter's wildness is offset by its strange tendency 
to bond with a single sentient being. Although this bond- 
ing does not result in the sentient being able to control 
the creature, it does allow the individual to interact with 


the nighthunter in a friendly manner. Over time, a nighthunter eventually 
accepts the bonded sentient's friends or allies as “members of the pack,” 
although this usually translates to the nighthunter simply not attacking 
them on sight. Nighthunters are incredibly protective of their young, which 
they produce in small litters every couple of years. A nighthunter’s bonded 
friend can safely handle these young, but a nighthunter will lash out at any 
perceived threat from someone else. 


Nighthunter Encounters 
The Old Republic sought to have nighthunters exterminated. However, many 
of the nighthunters that were originally captured for breeding or training 
escaped or were otherwise released back into the wild, and their numbers 
have rebounded. Nighthunters can be found on almost any planet. Pirates 
and other unsavory types sometimes relocate nighthunters to the terrain 
around their planetside bases, allowing them to roam the grounds freely in 
search of interlopers. 

While nighthunters are never be found traveling with a sentient being 
as a pet, heroes might encounter a nighthunter living alongside some 

hermit or exile, having claimed him or her as a member of the 

pack. The relationship between a nighthunter and its bonded 
sentient is one of allies—the person may not have any 
way to control the beast. 
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SHYRACK 


Shyrack cL4 

Medium subterranean beast 4 

Init +1; Senses scent, Perception +15 (may reroll, must keep the second 
result) 


Defenses Ref 17 (flat-footed 17), Fort 16, Will 17 
hp 26; Threshold 16 


Speed fly 6 squares 
Melee bite +6 (146+3) 

Fighting Space 1 square; Reach 1 square 
Base Atk +3; Grp +6 


ies Str 16, Dex 9, Con 15, Int 2, Wis 16, Cha 4 

Special Qualities overwhelm, scent 

Feats Skill Focus (Perception), Skill Training (Survival) 

Skills Perception +15 (may reroll, must keep the second result), 
Survival +10 


Overwhelm—A shyrack gains a +2 bonus on melee attack rolls for each 
allied shyrack adjacent to both it and its target. 

Scent—Shyrack ignore concealment and cover when making Perception 
checks to notice opponents within 10 squares, and they take no 
penalty when tracking. 


PACKS AND SWARMS 

Aswarm or pack of beasts is treated as a single creature for the purpose 
of combat. To create a pack or swarm, make the following changes to 
the stat block of any beast: 


* — Increase the creature's CL by 2 and its size by one category. | 

© Double the creature's hit points. ill 

© Increase the creature's damage threshold by 10. 

© All melee attacks are considered melee area attacks, affecting 
all squares within reach. An adjacent allied pack or swarm is not 
affected by a pack or swarm's melee area attack. 4 

* All ranged attacks made by the pack or swarm are considered to 
have a 1-square splash. 

© Area attacks deal an extra 2 dice of damage against the pack or 
swarm. 


Shyrack Swarm cL6 

Large subterranean beast 4 

Init +1; Senses scent, Perception +15 (may reroll, must keep the second 
result) 

Defenses Ref 17 (flat-footed 17), Fort 16, Will 17 

hp 52; Threshold 26 

Speed fly 6 squares 

Melee bite +6 (1d6+3) 

Fighting Space 1 square; Reach 1 square 

Base Atk +3; Grp +6 

Abilities Str 16, Dex 9, Con 15, Int 2, Wis 16, Cha 4 

Special Qualities overwhelm, scent, swarm traits 

Feats Skill Focus (Perception), Skill Training (Survival) 

Skills Perception +15 (may reroll, must keep the second result), Survival +10 

Overwhelm—A shyrack swarm gains a +2 bonus on melee attack rolls for 
each allied shyrack swarm adjacent to both it and its target. 

Scent—Shyrack ignore concealment and cover when making Perception 
checks to notice opponents within 10 squares, and they take no 
penalty when tracking. 


Shyrack are terrible creatures that roam the caves and tombs of the Sith world 
of Korriban. This avian predator vaguely resembles a bat, with large leathery 
wings and sharp teeth. Shyrack are blind and get around their caves with a 
combination of scent and echolocation. Individually, shyrack are clumsy and 
slow moving, and individually, they are considered relatively easy vermin to 
eradicate. However, shyrack sometimes gather and hunt in swarms which 
are exceedingly dangerous. 


Shyrack Encounters 

Shyrack are most commonly found on Korriban but have been found on 
planets throughout the Outer Rim. A single shyrack is a threat for low-level 
heroes, but the encounter can be made more challenging by turning it intoa 
Huge swarm. Shyrack are consummate hunters, undeterred by the darkness 
of their cavern homes. 


SitooTH 


Silooth CL 13 

Huge beast 12 

Init +5; Senses low-light vision, Perception +5 

Defenses Ref 19 (flat-footed 19), Fort 25, Will 15 

hp 162; DR 5; Threshold 35 

Speed 8 squares 

Melee bite +19 (2d6+16) or 

Melee bite +19* (2d6+26) with Powerful Charge 

Ranged acid spray +8 (1d8+6 acid, 6-square cone) 

Fighting Space 3x3; Reach 2 squares 

Base Atk +9; Grp +29 

Atk Options Bantha Rush, Crush, Pin, Powerful Charge, Power Attack 

Abilities Str 30, Dex 8, Con 28, Int 2, Wis 8, Cha 13 

Special Qualities acid spray, limited vision 

Feats Bantha Rush, Crush, Pin, Powerful Charge, Power Attack 

Skills Endurance +10 

Acid Spray—Whenever a creature takes damage from the silooth's acid 
spray, it becomes coated in acid (see page 252 of the Saga Edition 
core rulebook) 

Limited Vision—A silooth can see well in the dark but has poor long-range 
vision. Any creature 12 squares away from the silooth is considered to 
have total concealment from the silooth. 

* Includes 4 points of Power Attack. 


Silooths were once docile swamp creatures no larger than womp rats. Sith 
experiments on these creatures made them grow as large as banthas and 
thickened their carapaces. These experiments also heightened their ferocity. 
Silooths clack their mandibles loudly; the only time they fall quiet is when 
their jaws have found something to crush. The only thing that stops a silooth 
attack is death—either the victim's or the silooth’s. 

Silooths have poor ranged vision and are unable to see anything past 12 
squares. Nevertheless, they possess acid sacs that allow them to spew acid 
at enemies within their sight. 

The Sith first unleashed these creatures during the Battle of Kalsunor 
thousands of years before the Battle of Yavin. The silooths annihilated 
everything in their path, ravaging Kalsunor. The Sith left the planet to the 
silooths and never looked back. While the Jedi archives refer to the planet 
as Kalsunor, no planet by that name exists in the Republic's thousands of 
years of records. The true name and location of the planet may exist some- 
where, perhaps in a Sith holocron yet to be found. There is an old fringer's 
tale about a planet overrun with such creatures. Were someone to stumble 
upon a silooth colony, capture some live specimens, and introduce them into 
another ecosystem, the results could be devastating. 


Silooth Encounters 

Silooths represent an extreme example of Sith alchemy. They are worthy 
adversaries for Jedi Knights. Because the existence of the planet Kalsunor has 
been hidden, adventures could be devoted to discovering this lost world rav- 
aged by creatures the Sith themselves could barely control. A crash-landing 
on the uncharted planet of Kalsunor is a terrifying adventure of survival. The 
PCs would have to fend off the creatures while they repair their ship. 
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SITH WARBIRD 


Sith Warbird cL7 

Huge beast 8 

Init +5; Senses Perception +9 

Defenses Ref 23 (flat-footed 22), Fort 24, Will 18 

hp 84; DR 5; Threshold 34 

Speed 8 squares 

Melee gore +9* (2d6+15) or 

Melee gore +11* (2d6+19) with Powerful Charge 

Fighting Space 3x3; Reach 2 squares 

Base Atk +6; Grp +23 

Atk Options Power Attack, Powerful Charge 

Abilities Str 25, Dex 13, Con 22, Int 2, Wis 10, Cha 8 

Feats Power Attack, Powerful Charge, Skill Training (Endurance) 

Skills Endurance +15, Survival +9 

Trample—As a move action, a Sith warbird can move up to its speed 
and through enemies’ spaces. This movement provokes attack of 
opportunity as normal, and the Sith warbird must end its movement 
in an unoccupied space. When it enters an enemy's space, the Sith 
warbird makes a trample attack: +13 vs, Reflex Defense; on a hit, the 
attack deals 148+10 points of damage and knocks the target prone. 

* Includes 4 points of Power Attack, 


The Sith warbird is just one of the many domesticated creatures pressed 
into military service, Instead of wings, the Sith warbird has two small arms 
ending in claws. Its hide is remarkably thick, capable of having hooks or spikes 
securely embedded without harming the beast. The Sith warbird relies on its 
massive size to ram and trample prey, although it can also gore enemies to 
death with its huge, blunt beak. 

Sith warbirds are notoriously bad-tempered and prone to attack nearly any 
perceived threats. The Sith would mount specially designed battle harnesses 
to these creatures, providing protection for the rider and allowing the warbird 
to carry a powerful weapon, typically a blaster cannon. The Sith would then 
deploy these mobile weapon platforms at the front of infantry assaults, 
using them to soften up enemy targets. 


Sith Warbird Encounters 
Sith warbirds were common sights during the Great Sith War, around 4,000 
years before the Battle of Yavin. Their primary purpose was to spearhead 
assaults, providing heavy firepower for accompanying infantry. Sith warbirds 
were also used for scouting missions and reconnaissance, as living creatures 
are less likely to show up on detection devices 

Sith warbirds still exist in later eras, with survivors breeding on planets 
that once hosted long-forgotten battles and terrorizing local fauna that 
poses no threat to them. 


SiItTH WYRM 


Sith Wyrm cL18 

Colossal subterranean beast 16 

Init +8; Senses darkvision, Perception +12 (may reroll, keep the better 
result) 

Defenses Ref 26 (flat-footed 26), Fort 40, Will 25 

hp 296; DR 15; Threshold 95 

Speed 10 squares 

Melee bite +27° (4d6+38) or 

Melee bite +29° (4d6+46) with Powerful Charge 

Fighting Space 6x6; Reach 4 squares 

Base Atk +12; Grp +54 

Atk Options Crush, devour, Pin, Powerful Charge 

Abilities Str 44, Dex 10, Con 38, Int 1, Wis 8, Cha 10 

Special Qualities darkvision 

Feats Crush, Improved Damage Threshold, Pin, Power Attack, Powerful 
Charge, Weapon Focus (bite) 

Skills Perception +12 

Devour—If a Sith wyrm hits with its bite attack against a Gargantuan or 
smaller opponent, it can make a grapple check (+35) as a free action 
If the grapple check succeeds, the Sith wyrm begins devouring its 
target. The creature being devoured takes 4d6+30 points of damage 
each round at the start of its turn, before it takes any actions. When 
the creature reaches 0 hit points, it is swallowed by the Sith wyrm and 
continues to take 3d6 points of acid damage each round at the start of 
its turn. The Sith wyrm cannot make bite attacks until it releases the 
creature (a free action) or swallows it. 

* Includes 8 points of Power Attack. 


The Sith wyrm is the result of Naga Sadow’s experimentation on a larval 
space slug that had attached itself to the hull of his battleship en route to 
Yavin 4. He mutated the creature, and it eventually became worshiped as 
a living god by the primitive Massassi people who guarded the temples on 
the moon's surface. 


A Sith wyrm is an enormous creature capable of devouring smaller crea- 
tures whole. It relies on base instincts and simply eats anything that gets in 
its way. Like the space slug on which it was derived, a Sith wyrm can survive 
for thousands of years on a modest diet. The huge tunnels that it creates by 
burrowing through the ground can undermine structures and riddle a planet 
with meandering passageways, some of which might open up to secret war- 
rens and forgotten underground structures. 


Sith Wyrm Encounters 

Only one Sith wyrm has been encountered to date, but it's possible that 
other Sith Lords have created similar monstrosities. The Sith wyrm can serve 
as a template for other enormous creatures designed to serve as living war 
machines, terrorizing entire ecosystems with their ravenous hunger. 


SiTH WyRM 
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STORM BEAST 


Storm Beast cls 

Medium beast 8 

Dark Side 8 

Init +5; Senses Perception +6 

Defenses Ref 14 (flat-footed 13), Fort 14, Will 

hp 76; Threshold 14 

Speed 6 squares 

Melee 2 claws +10° (1d4+14) 

Fighting Space 1 square; Reach | square 

Base Atk +6; Grp +13 

Atk Options Mighty Swing, Power Attack, sonic blast 

Abilities Str 24, Dex 12, Con 19, Int 2, Wis 14, Cha 13 

Feats Force Sensitivity, Mighty Swing, Power Attack 

Skills Endurance +13 

Sonic Blast—As 
cone of destructive sonic energy originating at a point adjacent to 
it. It makes an attack roll against each creature in the cone: +8 vs. 


standard action, a storm beast can emit a 6-square 


Fortitude Defense. The attack deals 246+4 points of sonic damage on a 
hit and half damage on a miss. This is an area effect. 
* Includes 3 points of Power Attack 


Storm beasts are hulking monstrosities that roam the surface of Malachor 
V. Savage reptilian predators that stand about 2 meters tall, they possess 
vicious demeanors and abilities have been augmented by the dark side of 
the Force. 

Storm beasts are possibly the only native species of Malachor V to sur 
vive after the Jedi Civil War, since they are the only species found living on 
the world's surface. Their existence on Malachor V stretches back as far as 


recorded history and beyond, though not much information is known about 


the planet before the war. Many historians believe that the storm beasts lived 
as natural creatures near the top of their food chain until the Trayus Academy 
was built by the group known as the True Sith. While the Sith who inhabited 
the academy conducted their sinister experiments, the energies they used 
affected the creatures around them, warping them into menacing beasts. The 
storm beasts, along with the other creatures in their ecosystem, continued 
to be immersed in the dark power well after the True Sith withdrew from 
Malachor V. Over time, the storm beasts eradicated competing predators, 
leaving themselves as sole masters of their world. 


Storm Beast Encounters 
Around the time of the Jedi Civil War and especially after the use of the Mass 
Shadow Generator by Bao-Dur and the Jedi Exile, storm beasts remain one 
he last surviving species on the planet Malachor V. With fewer creatures 
available for them to sustain themselves, the population of storm beasts on 
has dwindled significantly. Those that remain harry visitors to the world 
Storm beasts tend to be solitary creatures except during mating seasons, 
Outside of that timeframe, banding more than one together usually results 
in the beasts fighting ea 


ch other until only one remains alive 


TAOZIN 


Taozin CL 13 

Gargantuan beast 13 

Init +4; Senses darkvision, Perception +5 

Defenses Ref 18 (flat-footed 18), Fort 32, Will 22 

hp 175; Threshold 57 

Immune mind-affecting Force powers, telepathy 

Resist energy 15 

Speed 4 squares 

Melee bite +14° (3d6+21) 

Ranged web +7 (special) 

Fighting Space 4x4; Reach 3 squares 

Base Atk +9; Grp +34 

Atk Options Power Attack 

Abilities Str 30, Dex 7, Con 28, Int 2, Wis 8, Cha 2 

Special Qualities darkvision, invisible to the Force, lightsaber diffusion 

Feats Improved Damage Threshold, Power Attack, Skill Focus (Stealth), 
Skill Training (Stealth, Survival) 

Skills Climb +21, Stealth +9, Survival +10 

Invisible to the Force—A taozin cannot be detected using any Force power, 
Force talent, or the Use the Force skill. This includes all talents on the 
Sense talent tree as well as the Sense Force, Sense Surroundings, and 
Telepathy applications of the Use the Force skill. 

Lightsaber Diffusion—When a taozin is hit by a lightsaber, it makes an 
attack roll against the attacker as a reaction: +10 vs. Reflex Defense. If 
the attack hits, the target takes 2d8 points of energy damage. 

Translucent—A taozin ignores its size modifier when it makes Stealth 
checks. In addition, the taozin is always considered to have 
concealment in normal lighting conditions and total concealment in 
low-light conditions against creatures more than 6 squares away. 

Web-As a standard action, a taozin can spew an adhesive substance from 
its mouth and make an area attack against the Reflex Defense of every 
creature in a 4x4 square area, no square of which can be farther than 
20 squares from the taozin. Targets hit by this attack are immobilized 
until they escape. A character can escape by making a DC 20 Strength 
or Acrobatics check as a standard action. If any square with webbing in 
it takes energy or fire damage, the webs in that square are destroyed 
and any creature immobilized by the webs in that space takes 146 
points of damage and is no longer immobilized. 

* Includes 5 points of Power Attack. 


A taozin is an enormous, wormlike invertebrate whose skin and internal 
organs are translucent, allowing it to blend into the background with surpris- 
ing ease. In addition, the creature possesses a unique ability to evade being 
detected or located by the Force. This Force “invisibility” combined with its 
camouflage makes it difficult to perceive before it strikes. The taozin's flesh 
is impregnated with tiny, crystalline structures that diffuse light energy— 
blasters barely have any effect, and lightsabers actually reflect some of their 
energy on contact, creating a discharge that damages the wielder. 

Despite their size and strength, taozin are remarkably slow. To compen- 
sate, a taozin is capable of spewing a silky gray adhesive from glands inside 
its mouth, which is used to. 
immobilize prey. 


Taozin Encounters 
Taozin are native to the jungle 
moon of Va'art near the 
Roche asteroid field, but they 
have also been sighted on 
other planets. How they moved 
to other locations is unknown, 
although some Jedi scholars 
believe that it could be paral- 
lel evolution or some unknown 
breeding program. Taozin nest in 
dense jungles, caves, and other thick 
terrain. Similar to spiders, taozin use 
their webs to further constrict their 
surroundings, trapping prey for later 
consumption. Taozin are able climb- 
ers and have been known to cling to 
ceilings and spew webs once prey 
comes into range. 
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TERENTATEK 


Terentatek 

Huge subterranean beast 15 

Init +11; Senses darkvision, Perception +12 (may rero 
result) 

Defenses Ref 34 (flat-footed 34), Fort 33, Will 25; Force resistance 

hp 187, fast healing 5; Threshold 43 

Immune mind-affecting Force powers 


Speed 8 squares 
Melee 2 claws +12* (1d8+24) and 
bite +12" (2d6+24) or 
Melee bite +14° (2d6+31) with Powerful Charge 
Fighting Space 3x3; Reach 2 squares 
Base Atk +11; Grp +30 
Atk Options Crush, Pin, Power Attack, Powerful Charge 
Abilities Str 29, Dex 9, Con 26, Int 2, Wis 10, Cha 15° 
Special Qualities darkvision, fast healing 5, Force resistance 
Feats Cleave, Crush, Pin, Power Attack, Powerful Charge, Skil 
(Initiative) 
Skills Initiative +11, Perception +12 (may reroll, keeping the better result) 


raining 


Fast Healing 5—A terentatek automatically regains 5 hit points every 
round at the end of its turn, up to its normal maximum, until it is killed. 

Force Resistance—A terentatek gains a +5 bonus to defenses against Use 
the Force checks. 

* Includes 8 points of Power Attack. 


The dreaded terentatek greatly resembles the rancor, with large spines jutting 
from its back and an additional set of mandibles sprouting from its mouth. It 
has been theorized that terentateks were once rancors that were subjected 
to experimentation by the Sith. They are typically found in locations tainted 
by the dark side, such as the tombs on Korriban. Because of their remarkable 
immunity to the Force, terentateks are also known as “Jedi Killers.” 

When the dark side is weaker in the galaxy, terentateks go into hiberna- 
tion, which can sometimes last for hundreds or even thousands of years 
When the dark side increases in power, terentateks emerge from their slumber 
to threaten their surroundings. Jedi are known to hunt in small teams to 
eliminate the terentatek menace. 


Terentatek Encounters 

Terentateks are rarely encountered alone. They usually patrol their territory 
in mated pairs, making encounters with them all that more dangerous. Ter- 
entateks are not subtle and simply charge opponents. Despite their Force 
immunity, terentateks do not favor Jedi or other Force-users over other prey 
and attack the closest or more aggressive targets first, although the bright 
ight and noise from a lightsaber quickly grabs their attention 


TUK'ATA SITH HOUND 


Tuk'ata Sith Hound cL4 

Medium beast 3 

Dark Side 14 

Init +8; Senses scent, Perception +3 

Defenses Ref 16 (flat-footed 14), Fort 12, Will 13 

hp 17; Threshold 12 

Speed 7 squares 

Melee bite +5 (1d6+4) and 
2 claws +5 (1d4+4) 

Fighting Space 1 square; Reach 1 square 

Base Atk +2; Grp +5 

Atk Options Running Attack 

Abilities Str 17, Dex 14, Con 12, Int 2, Wis 14, Cha 11 

Special Qualities cunning beast, pack tactics 

Feats Improved Defenses, Running Attack 

Skills Initiative +8 

Cunning Beast—Whenever a tuk’ata Sith hound takes damage from a 
melee attack, as a reaction it can move 2 squares. This movement does 
not provoke attacks of opportunity. 

Pack Tactics—When a tuk’ata is adjacent to an enemy, all of the tuk’ata's 
allies gain a +2 circumstance bonus on melee attack rolls against that 
enemy. 


The tuk'ata Sith hounds were native to Korriban, the infamous necropolis 
world of the Sith. The hounds made excellent subjects for the ancient Sith 
Lords' experiments. They gained additional horns, their size doubled, and 
their masters imbued them with greater brain mass, increasing their animal 
cunning. The new creatures guarded the tombs of Korriban with deadly 
efficiency, 

The beasts are later seen in other Sith strongholds as well. They become a 
favorite of Exar Kun, who often assigns the creatures to protect Sith holdings 
across the galaxy. The hounds are strangely loyal to those attuned to the 
dark side, The Sith know the fragile state of trust all too well, making the 
Tuk'ata the perfect guardians 


The gleam of malevolence in the yellow eyes of a tuk’ata Sith hound 
is enough to give any Jedi pause. Beast packs often use tactics much too 
sophisticated for beasts. The worst mistake a Jedi can make is to underes- 
timate them and treat them as common beasts. 


Tuk'ata Sith Hound Encounters 

One or two tuk’ata Sith hounds are enough to discourage low-level characters 
from snooping around Sith sites. The Sith alchemical process has forever 
transformed these beasts into evil guardians assigned to watch over the 
darkest places in the galaxy. A pack of tuk’ata hounds is a worthy threat for 
higher-level PCs. They could be encountered in the wild, or they could be 
sent by an unrevealed Sith adversary wishing to observe how the PCs handle 
themselves in a fight against the beasts 


THE SITH HOUND, ALSO KNOWN AS A TUKIATA 
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“CHAPTER VII 
STUDYING ABROAD 
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mt a Theos Wars universe contains many locations that have some importance 
7 eae 's various Force sects, especially the Jedi. Some of these locales 
~ are hubs of activity where the Jedi come together, while others are places 
" ed in the dark side that tempt any Jedi lured into them. Regardless of 
origins and histories, all of the following locations have been significant 

ne way or another to the Jedi Order throughout its history. 
LACES IN THE LIGHT 
as where the light side of the Force holds prominence are held in high 
d by the Jedi as well as most other religions and Force-using organi- 
r rvation of life and balance in the Force. 
quent, and these locations hold within them 


EAS OF DARKNESS 

se who are consumed by the dark side of the Force strive to gain power 

fuel their own agendas, but they also know that there are individuals in 

the galaxy who will oppose them at every turn. For this reason alone, many 

dark siders choose places far away from the activities of the Core Worlds 

to pursue their covert studies and develop their secret plans. As these dark 

siders are found and defeated by the Jedi and other champions of the Force, 

the places where they lived become tainted by the dark powers they used 

while they lived and worked there. Although efforts are taken to reduce or 

~ eliminate the amount of influence the dark side has over these locales, the 

dark power that thrived there for so long puts a permanent stain on the 

place that continues to affect everything around it for a long time. Because 

of this, the Jedi continue to search for ways to cleanse these areas and rid 
the galaxy of the evil that dwells there. 
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CHU'UNTHOR 

Although the Jedi Temple on Coruscant is easily the largest and most famous 
Jedi training facility, the Order does train students in other locations. 
Chu'unthor is one such place. However, it's not a planet or temple, but an 
enormous ship designed by the Jedi both as a mobile training facility and 
as a symbol of the Republic's long reach and goodwill toward its citizens. A 
veritable army of engineers and shipbuilders from the Republic Fleet Systems 
built Chu'unthor (an old Cerean word, meaning “academy") four hundred 
years before the Rise of the Empire era. 

Chu'unthor serves the Jedi for nearly one hundred years until a series of 
catastrophic malfunctions forces the ship to crash land on the hostile planet 
of Dathomir, home of a mysterious group known as Force witches. Although 
unable to fly again, the ship holds untold secrets and information about 
the Force and the Jedi Order. Recovery of this precious history helped Luke 
Skywalker create the foundation for his New Jedi Order. 


MESSAGE FROM THE 

FACULTY: CHU'UNTHOR 

ADVENTURE HOOKS 

Chu'unthor is large enough to serve as the hub for an entire campaign. 

Here are some ways to incorporate Chu'unthor into a home campaign: 
* During what should have been a routine training exercise, one of 
Chu'unthor's new students is found dead inside a lightsaber spar- 
ring room. It's soon discovered that the unthinkable has occurred: 
murder. The student, a headstrong Rodian with a chip on his shoul- 
der, was generally disliked by the student body, but who, especially 
Jedi, would take this to such an extreme end? 
* While a section of the Starboard Instructional Wing is refitted, the 
crew discovers several secret passageways. One such passageway 
leads to a hidden meditation chamber. A holocron sits upon a pedes- 
tal in the middle of the chamber, holding the spirit of a Jedi Master 
whose existence had been long forgotten. 
© If the campaign is set in the time of the New Jedi Order, the heroes 
are sent to Dathomir to help the Jedi recover some of the archives 
that have been sitting inside the downed Chu'unthor for decades. 
Although the heroes are allowed freedom to explore the ship by the 
Witches of Dathomir, the ship has become infested with the danger- 
ous flora and fauna of the planet. 


Notable Locations 

Chu'unthor is a massive ship that dwarfs even the Imperial I-class and Vic- 
tory-class Star Destroyers of the Empire. The ship is divided into three primary 
sections corresponding to the ship's primary missions of learning, teaching, 
and scholarship. Shaped like a lopsided ‘Y’, Chu'unthor had an unusual design, 
mainly because it was considerably larger than most vessels of the era. As 
befitting its mission of peace, knowledge, and training, Chu'unthor did not 
sport any weapons beyond two batteries of tractor beams. 

The forward section of the ship is known as the Instruction Wing, The front 
of the vessel sprouts hundreds of sensors, arrays, communication clusters, 
and observation decks. Many of the ship's scientists and researchers are 
found here, studying new worlds and stellar phenomena. Two massive wings, 
known respectively as the Port Training Wing and the Starboard Training 
Wing, contain all of the classrooms, sparring rooms, meditation chambers, 
and dormitories required for the students. 

The central hull holds the Hospital Wing and the primary archives. The 
Hospital Wing is large, well appointed, and capable of handling thousands 
of patients from a variety of species at a time. Jedi healers, as well as mem- 
bers of the Medical Corps (a branch of the Jedi Service Corps) train here. 
The medical facilities on board Chu'unthor are superb and on par with the 
infirmary at the Jedi Temple on Coruscant. Numerous libraries and archive 


rooms are scattered throughout the central hull, holding a vast repository of 
Jedi teachings, as well as information about the sciences, arts, history, and 
literature of a thousand of different species and cultures. 

The rear of the ship contains the ship's enormous ion engines and hyperspace 
drives, plus numerous docking clamps and bays. Chu'unthor is large enough to. 
dock with up to ten frigate-sized vessels at a given time. This design allows 
Chu'unthor to receive a constant stream of supplies from support ships. 


Inhabitants 

For such a large ship, Chu'unthor has a relatively small crew and relies heavily 
‘on automation and droids. Most of the crew are veterans of the Republic 
Navy, Jedi with an eye toward mechanics and technology often request 
assignment on Chu'unthor to help keep its engines in repair and to learn 
from its elegant, if obsolete, design. 

Chu'unthor also carries a huge contingent of scientists, researchers, 
librarians, and other scholars, most of whom are not affiliated with the Jedi 
Order. The University of Sanbra, for example, established a "braich campus” 
aboard Chu'unthor, allowing tremendous advancements to occur in the fields 
of xenobiology and xenosociolology. 


Chu'unthor CL15 

Colossal (station) capital ship 

Init -4; Senses Perception +12 

Defenses Ref 18, Fort 195; +18 armor, Vehicular Combat 

hp 2,800; DR 20; SR 300; Threshold 695 

Speed fly 1 square (starship scale) 

Ranged 2 tractor beam batteries" +8 

Fighting Space 2x2 (starship scale); Cover total 

Base Atk +2; Grp +107 

Abilities Str 180, Dex 10, Con —, Int 22 

Skills Initiative -4, Mechanics +12, Perception +12, Pilot -4, Use 
Computer +12 

Crew 4,000 (skilled); Passengers 10,000 

Cargo 40,000 tons; Consumables 5 years; Carried Craft various 
shuttlecraft 

Hyperdrive x2 (backup x18), navicomputer 

Availability Military; Cost not available for sale (unique) 

* Apply a -20 penalty on attacks against targets smaller than Colossal size. 


Tractor beam battery (5 gunners) 
Atk +8 (-12 against targets smaller than Colossal), Dmg — (grapple 
+107) 


yED!I TEMPLES AND 
ACADEMIES 


For over twenty-five thousand years, the Jedi Order has established centers 
for learning to sustain its tradition. Many times, these centers are nothing 
more than structures that house historical information and philosophical 
texts, but the primary locales serve more as monasteries than libraries. In 
addition to the Jedi Temple on Coruscant, the temples and academies on 
Dantooine, Ossus, and Yavin 4 have all served as important centers for the 
Jedi throughout their history at one time or another. 


DANTOOINE 
Region: Outer Rim 
Climate: Temperate 
Gravity: Standard 


Moons: 2 
Length of Day: 25 standard hours 
Length of Year: 378 local days 


Sapient Species: 35% Humans, 18% Dantari (native), 47% other species 
Government: Tribal 

Capitals: Garang and Khoonda 

Major Exports: Foodstuffs 

Major Imports: Luxury items, technology 


KNOWLEDGE (GALACTIC LORE) 

DC RESULT 

10 Dantooine is an Outer Rim world positioned near the Hydian Way 
hyperspace route. The temperate climate supports a multitude of flora 
and fauna and makes it an ideal planet for agriculture. 

15 The Jedi enclave on Dantooine trains many Jedi during the times of 
the Great Sith War and the Jedi Civil War. Although the Jedi work hard 
to keep its location secret, the Sith Empire attack the facility several 
times while it is active. 

15 Dantooine is the site of a significant battle between the Republic and 
the Separatists during the Clone Wars. During this battle, Jedi Master 
Mace Windu almost single-handedly defeats a droid army consisting 
of B2 Series super battle droids, even though he is without his lightsa- 
ber for most of the fight. 

20 Ruins of an ancient Jedi temple exist that predate the Jedi enclave 
created by Jedi Master Vodo-Siosk Baas. 

25 The planet was one of the subject worlds of the Infinite Empire. 
Ancient Rakata built several structures on the planet's surface, one 
of which is believed to house a Star Map. By the time of the Jedi Civil 
War, several droids of Rakata design still operate within the ruins of 
these ancient structures. 
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KNOWLEDGE (SOCIAL SCIENCES) 
DC RESULT 


10 


20 


The Human farmers who inhabit the planet live in single-family set- 
‘tlements and small communities that are mostly isolated from each 
other. 

The population of Dantooine has no planetary militia of its own and 
depends on the Jedi Order for protection during the days of the Repub- 
lic. When the Empire replaces the Republic, Imperial forces station a 
garrison at the ruins of the Jedi enclave. 

Although Humans make up the largest percentage of the world popu- 
lation, the Dantari race has claimed Dantooine as their homeworld for 
many centuries. Records dating back to the early days of the Repub- 
lic confirm their existence on the planet. The Dantari are wiped out 
during the Yuuzhan Vong invasion. 


Ossus 

Region: Outer Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 2 

Length of Day: 31 standard hours 
Length of Year: 231 local days 
Sapient Species: 99% Ysanna (native), 1% other species 
Government: Tribal 

Capital: Knossa 

Major Exports: None 

Major Imports: Technology 


KNOWLEDGE (GALACTIC LORE) 
DC RESULT 


10 


15 


20 


25 


Ossus is a desolate world. Its harsh environment makes survival a con- 
stant struggle. 

In the past, Ossus had a rich ecosystem teeming with life, but a nearby 
supernova caused by the Sith wiped out almost all life on the planet. 
Large pockets of radiation continue to ravage the planet. 

The Jedi Order once held a vast library on Ossus. Some believe that the 
first Jedi came from Ossus, but in the absence of proof, this is mere 
speculation. 

The Great Library of Ossus houses a vault underneath it that stores 
many artifacts from all over the galaxy, including some powerful 
items once used by the ancient Sith. 


KNOWLEDGE (SOCIAL SCIENCES) 
DC RESULT 


15 


20 


25 


The only native sapient species on Ossus are the Ysanna, a race of 
nomadic near-Humans who wander the deserts to survive. 

Some Ysanna believe that they can wield magic, and they use their 
magic to help their people endure the planet's harsh climate. The Jedi 
believe that Ysanna magic is tied to the Force. 

The Ysanna are survivors of the supernova that ravaged the planet 
several millennia ago. They are the descendants of the Jedi who inhab- 
ited the Great Library when the shock wave hit the planet. 


YAVIN 4 

Region: Outer Rim 

Climate: Temperate to tropical 
Gravity: Standard 

Moons: 0 

Length of Day: 24 standard hours 
Length of Year: 4,818 local days 
Sapient Species: Varies 
Government: None 

Capital: None 

Major Exports: None 

Major Imports: None 


KNOWLEDGE (GALACTIC LORE) 
DC RESULT 


10 


25 


Yavin is typical gas giant in the Outer Rim Territories. Twenty-six 
moons orbit the planet, and a few of them are able to sustain life. 
The fourth moon of Yavin, where the Rebellion launched their attack 
against the first Death Star, hosts many species of plant and animal 
life. 

The Rebellion uses ancient structures as their base on Yavin 4. These 
same structures were used by Luke Skywalker to house his Jedi Acad- 
emy after the fall of the Empire. 

Two other moons in orbit around Yavin are habitable as well: the 
eighth moon and the thirteenth moon. Yavin 8 is a cold and arid moon 
populated by a sentient species called the Melodies until Emperor 
Palpatine orders the entire population exterminated. Yavin 13, a hot 
moon with deserts and rocky plains, is home to the rodentlike Gerbs 
and the serpentine Slith. 


KNOWLEDGE (SOCIAL SCIENCES) 

DC RESULT 

20 An ancient culture called the Massassi built the ancient structures on 
Yavin 4 and are believed to have been created by the Sith. 

25 The Massassi were subjected to cruel Sith experiments that trans- 
formed many of them into horrid abominations and servitors. 


Notable Locations 

All of the locales maintained and operated by the Jedi Order have certain 
elements in common with each other. Each one houses a significant amount 
of knowledge stored in a library. Each one holds great significance to the 
Order for one reason or another. Each one contains training facilities for those 
who serve the Order. Even with these similarities, these structures also have 
differences that make them significant in their own right. 


The Jedi Temple on Coruscant 

Over one kilometer high, the Jedi Temple on Coruscant stands proud against 
the world-city skyline and is probably the most recognized structure asso- 
ciated with the Jedi. From this temple, the Jedi dictate the administrative, 
strategic, and spiritual needs of the Order while safeguarding its members 
as well as the citizens of the Republic. 

The Jedi Temple focuses on more of the practical applications of the Force 
and Jedi training, but it also houses one of the greatest libraries in the galaxy, 
drawing thousands of researchers each year to the facility. The temple also 
serves as the central office for the discovery, testing, and indoctrination of 
new students to the Order and as a dormitory for those students while they 
train. Five spires grace the top of the temple: The ones at the corners are 
dedicated to each of the Jedi councils, while the central tower contains the 
Jedi Order's rich archive of ancient lore and artifacts. 


The Jedi Enclave on Dantooine 
The Jedi enclave on Dantooine carries a troubled past. Established by Jedi 
Master Vodo-Siosk Baas shortly before the Great Sith War, the enclave quickly 
gains a reputation as a quality training center. Many Jedi, including some of 
the great Jedi Masters of the time, base themselves from Dantooine to further 
their training and continue their research into the ways of the Force. Many 
great Jedi who serve during the Great Sith War complete their training on 
Dantooine as well. At the same time, many of the era's worst dark siders come 
from the enclave, including Exar Kun, Darth Revan, and Darth Malak. 
Despite its strong contingent of Jedi, the enclave is attacked numerous 
times by Sith forces. The Sith even manage to occupy the compound for a 
year before the empire's collapse in 3,956 BBY. The Jedi Order strive to rebuild 
and maintain the facility for the next few decades and even decide to house 
the reformed Jedi Council there. However, it is finally abandoned after Darth 
Traya kills the entire Jedi Council a few years later. 


MESSAGE FROM THE 
FACULTY: JEDI TEMPLE 
ADVENTURE HOOKS 
Adventure and excitement accompany the Jedi Order wherever it goes, — 
Since the Jedi Order maintains only one key temple at any particular time, 
adventure ideas should be easy to focus and implement, depending on 
‘the era of your campaign. 

* A viral outbreak has created a pandemic within the population of 
a heavily populated planet in the Outer Rim, and knowledge of the 
cure is believed to be held within one of the holocrons stored in the 
Chamber of Antiquities at the Great Library of Ossus. The heroes 
must race against time to Ossus and obtain the cure from the holo- 
cron. However, they soon learn that someone has removed it from 
its rightful place. 

News of an attack on the Great Library of Ossus reaches the heroes, 
and they take steps to thwart the attack or warn the Jedi before the 
assault happens. 

The heroes hear rumors of strange activity at the ancient ruins of 
the Jedi enclave on Dantooine. Perhaps pirates are using the loca- 
tion as a base for raids in the sector, or Sith agents are looking for 
artifacts hidden in the ruins. 

Working to gain support for the Rebellion, a dignitary representing 
a prominent Outer Rim world promises to join the Rebel cause if a 
prominent artifact from his planet's past is returned. The artifact 
was last reported to be stored in a secret vault in the central spire of 
the Jedi Temple on Coruscant. Heroes must obtain the artifact and 
return it safely its home while dodging Imperial agents. 

Luke Skywalker asks the heroes to investigate some Massassi ruins 
near the Jedi Temple on Yavin 4. Rumors are that these ruins are 
haunted by dangerous creatures, including some Massassi abomina- 
tions left behind by the ancient Sith. 


The Great Library of Ossus 
The Great Library of Ossus reportedly holds the largest repository of knowl- 
edge the galaxy has ever known. Its appearance is said to have inspired the 
design of the Jedi Temple on Coruscant, with its ziggurat-style base and four 
spires that surmount each corner of the structure. The library contains infor- 
mation relating to every field of study, contained in numerous forms ranging 
from reader tapes and holographic media to ancient books and paper scrolls. 
All documents are carefully preserved within the library's archives. 
Beneath the library proper lies the Chamber of Antiquities, an area with 
many different vaults to store the most valuable artifacts from worlds and 
cultures all across the galaxy. Within these chambers also lie Sith holocrons 
and other dark side relics recovered from those who used them for their own 
dark purposes. Access to these items is understandably restricted. 
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THE Jeo! ACADEMY ON YAVIN + 


The Jedi Academy on Yavin 4 

The Jedi Academy on Yavin 4 stands out from the other sites mentioned above 
due to its proximity to a major source of the dark side of the Force. Yavin 4 
is where the Sith Lord Naga Sadow created the Massassi people as merciless 
dark side warriors and Exar Kun corrupted several Jedi Knights and brought 
the wrath of the Republic down upon the moon, Luke Skywalker chooses 
the moon as the location of the New Jedi Order because of these dark side 
influences, as a means to test his students. 

The academy is housed inside the Great Temple of the Massassi, a large 
pyramid surrounded by smaller ziggurats. The temple, previously used by 
the Rebel Alliance as a base of operations, contains a multitude of rooms 
and chambers that were once used by the Sith for their dark rituals and 
ceremonies. After a little more than a decade, the academy is abandoned 
after the Yuuzhan Vong attack and forced the Jedi to flee. 


Inhabitants 
To say that only Jedi could be found at these locations would be a fair 
but incorrect assumption. The Jedi Temple on Coruscant had not only the 
younglings and Jedi Knights with their Padawan learners but also a staff of 
non-Jedi providing important administrative and technical services. During 
the Clone Wars and other times of heightened alert, the Republic stations a 
sizeable group of agents there to help coordinate their plans with the Jedi 
involved in the conflict 

Dantooine's Jedi enclave employs many individuals from the local popula- 
tion to help maintain the facility, provide services, and keep the campus in 
top working order. Arakyd Industries operates a company store and repair 
facility at the enclave, servicing the Jedi as well as the local population 

During its height, the Great Library of Ossus sees many non-Jedi using the 
facility for research into a variety of subjects. Republic personnel involved in 
the war against the Sith Empire are sent to Ossus to aid in its defense. 


VALLEY OF THE JEDI 
The Valley of the Jedi, located on the planet Ruusan, remains one of the most 
unusual of sites, due to its association with both sides of the Force. Although 
the place once exhibited a significant dark side presence, the defeat of the 
Sith there also makes the valley important for the light side as well. 


RUUSAN 

Region: Mid Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 3 

Length of Day: 23 standard hours 
Length of Year: 335 local days 
Sapient Species: 60% Bouncers (native), 25% Ruusanians (native), 10% 
Humans, 5% other species 
Government: None 

Capital: Olmondo 

Major Exports: Ore 

Major Imports: Foodstuffs, technology 


KNOWLEDGE (GALACTIC LORE) 

DC RESULT 

15 Ruusan is dominated by dry deserts and canyons, It used to have lush 
forests and a wide variety of fauna. The planet has mostly been for- 
gotten by the rest of the galaxy, since the hyperspace routes to the 
planet were erased due to shifting nebulae nearby. 

20 The planet's native population consists of two species: the Bouncers 
and the Ruusanians. While the Ruusanians are a near-Human species, 
the Bouncers are globe-shaped creatures with tentacles. 

25 An explosion transformed the planet into a desert wasteland, 

30 Artifacts discovered on the planet's surface lend credence to the idea 
that the Ruusanians might have originated on another world. The 
Bouncers that live near the Valley of the Jedi helped support and com- 
fort the suffering warriors during the Battle of Ruusan, 


KNOWLEDGE (SOCIAL SCIENCES) 

DC RESULT 

10 Ruusanian and Bouncer societies have remained largely unchanged 
over the past several millennia. 

15 Ruusanian society is largely composed of nomadic tribes that wander 
the deserts in search of food sources. Bouncers tend to stay close to 
mountainous regions. 

25 Bouncers communicate with each other through a series of whistles 
and warbles, though some believe that they might also be telepathic. 


Notable Locations 

The Valley of the Jedi is made up of two distinct areas: the valley itself and the 
canyon where the Battle of Ruusan happened. Topographically, the canyon 
is nothing more than a naturally created crevasse that once had a mighty 
river running through it, but the river has dried up. The deep canyon (over a 
kilometer deep in places) is rather unstable, and rockslides occur on a regular 
basis. Caves also line the walls of the canyon; they are mined by the natives 
and plundered by looters looking for artifacts from the battle. 

The valley proper lies at the base of the canyon and stands out from 
the rest of its surroundings, since its crater-shaped area is almost entirely 
composed of worked stone and other artificial materials. This area is a monu- 
ment built to commemorate the Battle of Ruusan. The perimeter is ringed 
by large number of solemn statues depicted Jedi Knights who fought in the 
battle, including Master Hoth. 

In the middle of the valley lies a long, thin building built from the same 
stone as everything else in the memorial. It once served as a meditation 
complex for pilgrims and travelers visiting the site. Stairs once circled up the 
building's northern tower to an observation platform, where visitors could 


THe VALLEY OF THE Jeo! 


MESSAGE FROM THE 

FACULTY: VALLEY OF THE 

YEO! ADVENTURE HOOKS 

Adventure ideas abound in the Valley of the Jedi after the Battle of 
Ruusan. Since the planet fails to achieve any galactic importance until 
after the defeat of the Brotherhood of Darkness a thousand years before 
the formation of the Empire, little chance exists of events taking place 
before then, especially with the original hyperspace routes being wiped 
away. After the rise and fall of the Empire, however, there are several 
likely reasons for heroes to travel to the valley. 

© Sith agents seek to reclaim some ancient lore or technology hidden 
with the Sith base on Ruusan. The Jedi Order catches wind of this 
and sends the heroes to intercept them. 

* During the early days of the Empire, the heroes are hired to search 
for the lost planet of Ruusan and plot a hyperspace course, not 
knowing that their benefactor is an Imperial agent. 

© From the Jedi Academy at Yavin 4, Luke Skywalker sends the heroes 
to the Valley of the Jedi to investigate the rumors that Jedi and Sith 
spirits roam the area. 

* Anew dark sider emerges and seeks out the valley to tap into the 
ambient Force power there, intent on strengthening his power. 


survey the entire valley. After centuries of being left unattended, the building 
has fallen into disrepair: The stairs have crumbled and collapsed, making the 
observation platform almost impossible to reach without the help of some 
technological or Force-related assistance. 

Set into the floor of the tower is a large Adegan crystal that pulses with 
Force energy. Originally intended to serve as a focus for meditation, its exis- 
tence attracts Jedi scholars as well as those with less noble intentions. 

Not far from the Jedi monument lies an abandoned Sith base. Entrenched 
in the western side of the canyon, the two-floor complex holds several rooms 
that once served as barracks and training areas for Sith troops, as well as a 
small observation balcony that gives a remarkable view of the valley below. 
Ashaft that once held a cargo lift connects the base to the surface, but the 
elevator platform has broken down 


Inhabitants 
During the days of the Old Republic, Ruusan is not largely populated. The 
planet, though colonized and claimed for the Miner's Guild, never supports 
more than three thousand miners and colonists at any given time. The native 
Ruusanians live peacefully with the colonists and trade local commodities 
with them in exchange for imported foodstuffs and minor technologies. 
The Battle of Ruusan changes everything. The detonation of Kaan's thought 
bomb devastates the world’s ecosystem, transforming the surface from 
verdant forests to an arid wasteland almost overnight. Though many of the 
colonists and natives die in the cataclysm, some survive and adapt, allowing 
them to rebuild their societies. Despite the Jedi Order's inability to prevent the 
thought bomb, the Ruusanians still hold the Order in high regard. 
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HHOLOCRON LESSON: THE 
CAVE ON DAGOBAH 
The cave on Dagobah is a major dark side site rumored to have been 
created by a Dark Jedi. The cave sits beneath the roots of an ancient and 
massive gnaritree. This is the place that Luke Skywalker visits as part of 
his training under Jedi Master Yoda. Luke feels compelled to enter the 
cave and there, he confronts his worst nightmare—Darth Vader. After 
cutting the head off his enemy, he sees his own surprised face resting 
within Vader's black helmet. 

The cave is an insidious place that preys on the fears and misgivings 
of all who enter it. It corrupts from within, fueling doubts and holding a 
person's shortcomings in front of their eyes. No two people experience 
the same visions while inside the cave, but those who come out are 
changed forever. 


The other sapient species on the planet, the Bouncers, live a simple exis- 
tence near the mountain ranges. Like the Ruusanians, the Bouncers organize 
themselves into small tribes. However, they do not roam like the Ruusanians 
do, They are patient beings with a great respect for life, bringing healing and 
comfort whenever possible to those in need. 

Ruusan also hosts a large number of resilient creatures, including a 
number of predatory beasts as well as the descendants of Sith-bred mon- 
strosities that roam the planet freely. 


DARK SIDE SITES 

The power of the dark side is an insidious thing, which many Jedi liken to a 
disease or poison—its presence is subtle and weak at first, but eventually it 
corrupts everything around it. Dark side sites represent this analogy well 
Although the Force touches all places, there are places where the dark side 
holds more sway. These places of evil and corruption tempt those who enter 
with promises of unlimited power and lures of greatness. Those connected 
to the light side of the Force find their powers diminished in these places, 
while those who wield the dark side are amazed at the strength that they 
gain, even as that energy overwhelms them 

There are several reasons why a dark side site mig 
The most common is when a great act of evil or violence occurs, corrupting 
a location with a jolt of dark side energy. The sheer vileness of the event 
“traumatizes" the location, much like a wound, although unlike an injury, 
healing a dark side location is no simple matter. Dark side sites also come into 
being slowly by the corrupting influence of an individual or group associated 
with the dark side. Sith alchemical labs, the inner sanctum of a Sith Lord 
ora torture chamber of dark side witches can leave an indelible mark in the 
very walls and stone of a place. 

The dark side degrades locations that it pervades. Walls begin to crumble, 
water turns brackish and poisonous, shadows seem longer and darker, and so 
forth. Animals are either driven away, die off completely, or are mutated by 
the foul presence, creating new species notorious for their vicious and cruel 


come into being 


nature. The power of the dark side is such that even if every stone of a building 
tainted by the dark side crumbles and turns to dust, the spot would continue 
to hold its corruption for hundreds or even thousands of years to come. 
For individuals corrupted with the dark side, these locations stand out like 
beacons, calling them with the lure of easy power and greater understanding 
of the Force. Dark siders feel more energized in a dark side site. However, like 
anything affiliated with the dark side, the more power that it grants, the more it 
corrupts. Only the most strong-willed can survive, and an individual who relies 
too much on the power of the dark side quickly succumbs to its degenerative 
influence. These sites are particularly dangerous for anyone with the Force 
Sensitivity feat. Force-sensitive beings who enter a dark side site are haunted 
by whispering voices, ephemeral touches, and other maddening events that 
eventually cause them to lose their minds or succumb to their temptations. 


Dark Side Site Power Levels 

Not every dark side site is equal, and each is rated as a minor site, major site, 
or extreme site. Minor sites include the ancient tomb of a Sith Lord or the lair 
of a particularly powerful Sith creature. Major sites include the Valley of the 
Sith Lords on Korriban or the Cave on Dagobah. Extreme sites are very rare 
and reserved for the most horrible of places, such as the demon moon of Dxun 
or battlefields where thousands of innocents were slaughtered or the blood 
of untold Sith and Jedi mingled, such as Ruusan. A dark side site can grow 
in power, particularly as dark siders are drawn to it and commit unspeakable 
acts within its confines, adding to the raw energy of the place. 


THE CAVE ON DAcoBAH 


Dark Site Sites and Non-Force Sensitives 

Those without a connection to the Force find dark side sites filled with linger- 
ing dread and malice, similar to what they would feel in an old battleground, 
a “haunted” building, or a crumbling structure where a murder took place. 
Dark side sites are creepy, to be sure, but have little impact on a non-Force 
sensitive character. Dark side sites are noted for being “unlucky,” where 
confidence fails, equipment breaks, and concentrating on the task at hand 
becomes considerably more difficult. 


Dark Side Sites and Force-Sensitives 

Dark side sites have a corrupting effect on characters with the Force Sensitiv- 
ity feat. In these places, the dark side goes beyond the spooky and becomes 
both intrusive and dangerous. 

Whenever a character with the Force Sensitivity feat spends a Force 
Point within a dark side site, it must either increase its Dark Side Score by 1 
or move ~1 step down the condition track. If the character spends a Destiny 
Point in a dark side site, it must increase its Dark Side Score by 2 or move 
-2 steps down the condition track. 


Dark Side Sites and Dark Siders 
A character with a Dark Side Score equal to one-half or more of his Wisdom 
score is bolstered and energized while within the confines of a dark side site. 
The character gains a bonus on Use the Force checks made to activate Force 
powers with the [dark side] descriptor. The bonus depends on the power of the 
dark side site: minor, +1; major, +2; extreme, +5. Furthermore, the character 
can activate Dark Side talents requiring one to spend a Force Point without 
actually expending one; doing so, however, increases the character's Dark 
Side Score by 1. 

For these reasons, many dark siders build lairs or temples on dark side 
sites. However, though these places enhance one's power, they also corrupt 
much more quickly. 


DXxXUN 

Region: Inner Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 0 

Length of Day: 26 standard hours 
Length of Year: 298 local days 
Sapient Species: None 
Government: None 

Capital: None 

Major Exports: None 

Major Imports: None 


KNOWLEDGE (GALACTIC LORE) 

DC RESULT 

10 Dxun is the largest of four moons that orbit the planet Onderon. Some 
people consider the moon a sister planet to Onderon, since both have 
similar environments. 

15 Dxun’s orbit brings it dangerously close to Onderon, so close that 
their atmospheres overlap for a few weeks each year, During this time, 
some of the creatures that live on one planetoid migrate to the other, 
whether they mean to or not. 

20 The creatures that live on Dxun are some of the most vicious predators 
that exist in the galaxy, so much so that no permanent colony has ever 
been established on the moon. 

25 Studies that have been done about the creatures of Dxun speculate 
that some outside force manipulates their development and behavior. 
While scientists try to find a logical explanation, some believe that the 
dark side of the Force is to blame. 
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Notable Locations 

Unlike its mother planet of Onderon, Dxun shows no signs of a large-scale 
civilization ever being present. However, the moon has been inhabited in the 
past by the Sith and the Mandalorians. 

The remains of Freedon Nadd, Dark Lord of the Sith and last king of 
Onderon, were relocated to Dxun shortly after his death to prevent his dark 
essence from being used by others seeking to gain power through the dark 
side of the Force. His tomb, made from nearly indestructible Mandalorian 
iron, stands as the only artificial structure on the planet. 

Nadd's tomb, a black and dark gray spire that starkly contrasts the green 
jungles and lighter gray mountains that surround it, stands atop a hill that 
looks over the entire valley in which it rests. A large landing pad extends 
from the tomb's foundation, providing plenty of space for a transport to set 
down. Much to the surprise of archaeologists and scholars across the galaxy, 
no vegetation has touched any part of the structure, let alone grown over 
it, in over four thousand years, Though the scientist have not speculated an 


MESSAGE FROM THE 

FACULTY: KORRIBAN 
ADVENTURE HOOKS 

Korriban is full of dangerous locations suffused with the insidious power 
of the dark side. Ancient evil and forbidden knowledge can be found 
‘throughout the planet, and it's quite possible to set an entire campaign 
based around the secrets of Korriban. Here are some ways to incorporate 
Korriban into your campaigns. 

* During the time of the Old Republic, the Sith reestablish an acad- 
emy on Korriban. After a student expedition uncovers a tomb from a 
previously unknown Sith Lord, members of the Jedi High Council begin 
receiving strange visions of planets in flame. The heroes are sent by the 
Jedi Council to infiltrate the academy and join the expedition in hopes 
of discovering what secrets this new tomb might hold and find a way to 
prevent its evil from escaping, To succeed, the heroes must also maintain 
their cover as cruel students of the Sith philosophy. 

* The Jedi Council authorizes a number of hunting expeditions to Kor- 
riban to eliminate the terentatek (page 146) from the galaxy. The heroes 
are part of one such hunting expedition and must traverse through the 
labyrinth-like catacombs of the Valley of the Sith Lords to find their prey. 
The massive creatures they are sent to hunt might become the least of 
their problems. 

* During an adventure, one of the heroes comes across an unique 
amulet that once belonged to a Sith Lord interred on Korriban. The amulet 
begins whispering to the hero, alternating between maddening words 
and tempting thoughts—power could be had if the hero goes to Korriban 
and returns the amulet to its resting spot. 


answer to why, many Jedi scholars explain that Freedon Nadd’s spirit has 
tainted the area and destroyed the local flora. 

Within the tomb lie several rooms, including the burial chamber and the 
Sith repository. The burial chamber, simply put, houses the sarcophagus where 
Nadd’s remains are stored. The walls remain largely unadorned, while the plat- 
form on which the sarcophagus sits includes a large statue of Nadd and two 
lesser statues that also serve as lamp posts to light the cavernous chamber. 

The Sith repository holds many of the Sith artifacts owned or used by 
Nadd during his tyrannical reign over Onderon, many of which have been 
permanently deactivated or destroyed by the Jedi. Over the years, several of 
the artifacts regain their power and are able to be used by the likes of Exar 
Kun and Darth Bane. 


Inhabitants 
To say that Dxun is home to some of the most evil creatures the galaxy has 
known is a grave understatement. 

Some of the moon's flora has taken on more of a predatory nature due to 
Freedon Nadd’s dark influence, attacking anyone approaching Nadd's tomb 
on foot. One such plant, called the crasna, stretches forth its tentacle-like 
vines and grabs invaders, pulling them into the canopy above to never be 
seen alive again. 

The moon's fauna consists of creatures that seem to be pulled from 
children's nightmares. The boma, for example, have a reputation of viciously 
attacking people, including Mandalorian warriors, and easily slaughtering 
them, and the zakkeg is a hulking reptilian creature known to strike fear in 
even the bravest of warriors. Dxun tomb beasts prowl the valley containing 
Nadd's tomb, hunting visitors in ferocious packs. 

One peculiar inhabitant of Dxun stands out from the rest: the orbalisk. 
The orbalisk is a parasitic creature whose diet mainly consists of the dark 
side of the Force. Whether this occurred naturally or as a result of Nadd's 
influence is not known. However, beings strong in the Force can attract 
swarms of orbalisks and allow them to attach to their skin to create a form 
of natural armor. 


KORRIBAN 
Region: Outer Rim 

Climate: Temperate 

Gravity: Standard 

Moons: 7 

Length of Day: 28 hours 

Length of Year: 780 local days 
Sapient Species: None (formerly Sith) 
Government: None (formerly Dictatorship) 
Capital: Dreshdae 

Major Exports: None 

Major Imports: None 


KNOWLEDGE (GALACTIC LORE) 

DC RESULT 

20 Korriban is a harsh and desolate planet located in the Outer Rim. It has 
an ill reputation and is avoided by most right-thinking people. 

25 Thousands of years ago, Korriban was populated by the Sith species. 
The Sith species created an academy to help train their numbers and 
teach them the ways of the dark side. 

30. Korriban is covered with ancient necropoli, vast cemeteries each con- 
sisting of hundreds of tombs, some located on the surface and others 
hidden underground. These tombs contain the remains of ancient Sith 
Lords and other powerful individuals associated with the dark side. 


KNOWLEDGE (SOCIAL SCIENCES) 

DC RESULT 

20 The citizens of Korriban were cruel and opportunistic. They considered 
themselves superior to other cultures, but were prone to infighting. 

25 Almost all of the inhabitants of Korriban belonged to the Sith species, 
and the population had a larger-than-average number of individuals 
sensitive to the Force. 

30 Korriban has a corrupting effect on those who stay too long on the 
surface, The dark side pervades the entire planet. 


Notable Locations 

Ancient and forbidding, Korriban has long been synonymous with the dark 
side. As the former homeworld of the Sith, Korriban is riddled with thousands 
of tombs, catacombs, caves, and temples dedicated to fallen Sith Lords from 
ages past. The planet is harsh and desolate, continually under the pall of the 
dark side, which has tainted every rock, plant, and animal. Its long history is 
full of evil acts, forbidden knowledge, and other terrible things. Depending on 
the era of the campaign, Korriban could either be bustling with activity or a 
desolate and lonely wasteland, haunted by the whispers of the dark side. 

When Korriban was populated, its capital was Dreshdae, a violent and 
despicable place where survival of the fittest held sway. After the Great Sith 
War, mercenaries were common in Dreshdae, in addition to smugglers and 
bounty hunters who found the lawless nature of the place suitable to their 
taste. During the time of the Old Republic, the notorious Czerka Corpora- 
tion established their sector headquarters on Korriban, instituting harsh 
discipline for their employees. Korriban became a hub of weapon smuggling 
during this time as well. 

The Sith Training Academy was located on the outskirts of Dreshdae, close 
to the Valley of the Dark Lords. It was a place where Sith were trained ina 
similar manner as the Jedi, with hundreds of students receiving instruction 
from Sith Masters. However, training was exceedingly dangerous; cheat- 
ing, subterfuge, and elimination of rivals was not only accepted but highly 
encouraged. Young students would often travel to Dreshdae during their down 


time, anxious to start fights with the locals or the bands of mercenaries that 
frequented the spaceport. 

The Valley of the Dark Lords is the most infamous place on Korriban. 
Closely located to the Sith Training Academy and the capital, Dreshdae, the 
valley is filled with huge, ominous statues and cyclopean tombs, many of 
which are partially buried in sand. Known tombs include those of the Sith 
Lords Tulak Hord, Ludo Kressh, Ajunta Pall, Marka Ragnos, and Naga Sadow. 
A tomb was even created for Darth Vader, although it was never used and 
was offered instead to the clone of Emperor Palpatine, These tombs are filled 
with all manner of traps, dangerous beasts, and the spirits of Sith Lords who 
take tremendous umbrage with tomb raiders. The Valley of the Dark Lords is 
a minor dark side site; however, the actual tombs themselves are major dark 
side sites, or in the case of Naga Sadow's tomb, extreme dark side sites. The 
tombs hold tremendous treasure, as well as temptation and corruption for 
all who enter. As one of the most sacred sites for the Sith, the Valley of the 
Dark Lords is a common destination for Sith seeking knowledge and power. 
The spirits of the Sith Lords are fickle and demanding, however, and few of 
these seekers have the willpower and command of the dark side to be deemed 
worthy for such instruction. More than a few aspiring Sith wind up entombed 
along with the moldering bones of the Sith Lords, their essence feeding the 
dark side that permeates the very foundations of the place. 


Inhabitants 

At one point, Korriban was the home to billions of Sith. Over the millennia, 
its population dwindled to nothing, as wars, infighting, and other conflicts 
tore the Sith apart. Although the Sith were notoriously xenophobic, large 
numbers of other species came to the planet, primarily composed of merce- 
naries, bounty hunters, and smugglers. Most of their activity was relegated to 
Dreshdae, however. Archaeologists, scientists, and other academics returned 
to the Valley of the Dark Lords several times over the millennia in order to 
excavate the tombs from the ever-encroaching sand. The Sith allowed this 
activity to take place, usually under heavily security and scrutiny. 

Korriban is notable for its aggressive and dangerous fauna. Due to the 
harshness of the planet, most of the planet's animals have migrated below 
ground, slowly mutating in the subterranean caverns and catacombs that 
riddle Korriban’s crust. The overall pall of the dark side has further corrupted 
these creatures, making them smarter, faster, and deadlier than would be 
expected. The dreaded terentatek (page 146) sits at the top of the food chain, 
while swarms of shyrack (page 140) pose a threat to most other species. Sith 
hounds (page 147) once employed by Sith Lords to serve as eternal guard- 
ians of their tombs and temples are sustained by the persistent power of the 
dark side. Hssiss (page 137) inhabit the rare swampy regions of Korriban, 
supporting the belief that vicious beasts inhabit every ecological niche of 
the planet. 
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“MIND WHAT YOU HAVE LEARNED. SAVE YOU, IT CAN.” 


Students come from all corners of the galaxy to study the ways of the Jedi. Under the guidance of talented Jedi Masters, 
these students gain knowledge of the Force and become the guardians of peace and justice. Yet the power of the dark side 
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INTRODUCTION | 


REE. 

The relative peace is shattered by a small astromech droid waking from its sleep 
cycle, its lights penetrating the darkness. It looks around to get its bearings, 
Surrounding the astromech are other droids as far as its electronic eye can 
see. Realizing that it needs to escape, the droid kicks out its central leg and 
| rolls through the room. The vibrations coming through the floor tell it that the 
“structure it is in is moving, and it surmises that it is held in some giant vehicle. 
As the astromech rolls along, it catches sight of other run-down droids sitting 
amid the spare parts and junk scattered about the immense room: protocol 
droids, repair droids, power droids, other astromech droids, and some it has 
never seen before. As it begins to give up hope, the small droid catches sight of 
a familiar protocol droid with a golden sheen. The astromech excitedly rolls up, 
and the protocol droid recognizes its friend and exclaims with glee at finding 
a friendly chassis in their uncertain situation. 

Does this scene sound familiar? The time spent by R2-D2 and C-3PO aboard 
the sandcrawler on Tatooine reminds us that droids are an integral part of the 
Star Wars universe. How much different would the saga be if the Clone Wars 
were fought between the Republic’s clone army and bands of organic beings 
instead of against the Trade Federation's battle droids? Where would the story 
go if R2-D2 were an organic copilot in Luke Skywalker's starfighter as he made 
his attack run on the Death Star? 

The idea behind Scavenger's Guide to Droids is to provide players and 
Gamemasters the tools and information they need to generate droid heroes, 
enemies, and noncombatants and to insert them into Star Wars Roleplaying 
Game campaigns. This book holds new options for droids to become more than 
mere machines and to develop into full-fledged characters that work alongside 
or against organic heroes. Droids can be more than just equipment. They can 
be individuals. 


Nemsnaesunt 


sqioug O01 3q0IND s.wsONsAvoSs 


NoMSneSeLNT 


(0) 
4 
z 
@ 
0) 
% 
10) 
iG} 
& 
19) 
10) 
O) 
a 
Q 


USING THIS BOOK 

The contents of this book are intended to help both players and Gamemasters 
create new and improved droids. Players will find expanded rules on creating 
droid heroes, while Gamemasters will find new information detailing the 
creation of droid GM characters and droid enemies to challenge the heroes 
Wherever they might go in the galaxy. 

Chapter One is devoted to droid heroes. Players who want to create droid 
characters to play will find new rules on creating a fully detailed droid with 
which to adventure alongside organic characters. This chapter presents new 
talents and feats to help make your droid character unique. Also, informa- 
tion about those companies that manufacture the various types of droids 
can be found here, along with what a particular brand name brings to the 
droid that bears its name. Also included are several stock models that can 
be used as springboards to help players quickly put together droid heroes 
and jump into the adventure. 

Chapter Two looks at droids from the other side of the gaming table. 
Droid Gamemaster characters are the subject of this chapter, in which the 
Gamemaster will find more information involving new game mechanics 
behind the portrayal of droids in the galaxy, including an analysis of what 
role droids play in the Star Wors universe as well as in the roleplaying game. 
Discussions about how droids should work with and beside organic characters 
and how they should behave toward those around them can be found here, 
as well as tips on how to make a droid more than just a piece of hardware. 

Chapter Three delves into new equipment that can be used by droids or 
those who work with them. New weapons and equipment that droids can use 
or have installed into their chassis are found here, as well as new weapons 
and equipment that nondroids might opt to use on or against them. New 
starship and vehicle equipment and systems relating to droids can be found 
here as well. 

Chapter Four is the Droid Codex, in which many new droids are detailed. 
The contents of this codex, however, are different from other statistics block 
entries. Along with the standard statistics block and description, each entry 
includes a section that describes how the particular droid can be used as 
equipment by a player character, a sidebar detailing ways to build a droid 
PC modeled after it, and suggestions about how the droid could be altered 
to perform functions not normally allowed by its original programming. 

Throughout the droid codex, you will also find sidebars that present 
adventure hooks relating to the various droids. Each of these sidebars is 
presented from the point of view of a particular individual: 


@ Klikk is a Jawa trader: a scavenger and a junk trader from Tatooine. 
Most of his experiences with droids involve their technical side, and his 
discussions are about equipment, making repairs, and rebuilding droids. 

9 Raalo is a Toydarian junk dealer who, despite being highly adept at 
making repairs and modifications to droids, is more interested in the 
business side of his operation and seeks to make as much profit as 
possible. His discussions focus on buying and selling droids, obtaining 
droids (both legal and illegal) through the Black Market, and relating 
details about droids that he has peddled or purchased in the past. 

@ Mawen is a Besalisk arms dealer who travels the galaxy. His business 
connections bring him information and firsthand experience with 4th- 
degree droids, and many people consider him the leading expert in 
combat droids. His discussions revolve around droids in combat, espe- 
cially their involvement in battles and martial applications such as work 
in the military, in mercenary organizations, and in security. 

@EV-6TE is an EV-Series supervisor droid. Her position, in which she 
deals with droids as an authority figure, is most often held by an organic 
being, and it gives her a unique perspective. Her discussions primarily 
focus on droid-to-droid interactions and on methods of dealing with 
different droid personalities. 
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A SCAVENGER'S BOOK 
One question that might be crossing your mind as you read this is “Why 
is this a scavenger's book?" With all of the corporations, technicians, and 
other citizens of the galaxy that work with droids on a daily basis, why are 
we focusing on scavengers? Although they might not be the most glamor- 
ous denizens of the Star Wars galaxy, scavengers of droids and their parts 
and accessories are probably the most numerous of the organic creatures 
that deal with these mechanical beings. From the group of Jawas living in 
their sandcrawler roaming the deserts of Tatooine to the highest-paid droid 
technician employed by the wealthy residents of Coruscant, those that 
repair, upgrade, or perform any kind of maintenance on droids generally look 
to scavengers of one kind or another in order to find the best deals on the 
hardware they need to complete their tasks and to keep the droids under 
their care operating in good condition. 

As seen in Episode IV, the Jawas that abducted R2-D2 and C-3P0 comb 
the deserts to locate any piece of technology they can grab, refurbish, and 
sell to the people living in the desert cities and other, more remote loca- 
tions, This is their way of life and the way they earn a living. With the large 
number of droids stored in their sandcrawlers’ cargo holds, the Jawas have a 
myriad of parts to use to repair any droids they deem salvageable for resale. 
Fortunately for our droid heroes, the Jawas saw how well maintained they 
were and did not use them for parts, figuring to make a lot of credits from 
selling two droids in such excellent condition. 

Captains of space transports know the value of maintaining droids. Those 
who struggle to make ends meet and scrape together every credit they can 
just to eat and put fuel in their ships know that any droid they purchase is 
a significant investment. Keeping that investment in working condition is a 
minor expense for a long-term payout. With droids to keep the ship operating 
smoothly, a starship captain has more time to devote to keeping the ship 
running and to finding the contracts that put food on the table and fuel in 
the tanks. Captains who are short on credits often find that scavengers are 
the best solution to their droid maintenance needs. 

The technician working for a wealthy benefactor, corporation, or govern- 
ment might have more resources available to obtain better parts, but will 
usually do everything possible to keep expenses under budget. Corporations 
and governments have budgets that their technicians are expected to follow, 
and rich sponsors do not like to see their invested funds squandered. Scaveng- 
ing parts and accessories from other droids, or dealing with the scavengers 
that locate the parts, helps cut costs and keeps superiors happy. 


The beings that deal in used droids and that run the junk shops and droid 
parts stores are the ones that scavenge the abandoned technology of any 
world, searching through the scraps for any usable parts. Junk dealers will 
have parts from hundreds, perhaps thousands, of different droid models. But 
the way in which they sell those parts can vary as much as any other business 
in the galaxy. Some dealers keep their wares all thrown together in huge 
piles behind their shops and allow patrons to rummage through the piles to 
find what they need. Other dealers might sort through the piles themselves 
to find what the customer needs (and to charge an extra finder's fee on top 
of the asking price for the part). The dealer might choose to sell a part as-is, 
letting the customer take his or her chances on the part's condition, or the 
dealer could offer to refurbish it for an additional fee. 

In every segment of the Star Wars universe, droids affect the lives of 
organic beings in some way. Whether droids cook, clean, and serve organic 
lifeforms, help improve interactions between different species, or help keep 
the starships that allow interstellar travel and commerce active, their pres- 
ence is extremely valuable to the galactic way of life. And the scavengers are 
the ones that keep the droids running, silently helping maintain that way of 
life for everyone throughout the galaxy. Without the scavengers that provide 
their services to repair the droids, even the mightiest governments would 
grind to a halt and the galactic community as a whole would suffer. Without 
droids, the Star Wars universe that we know could not exist. 
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Droids are integral to the Star Wars universe. Indeed, the droid heroes R2-D2 
and C-3PO are the first characters featured on-screen in the original movie 
Star Wars: A New Hope. They also represent two droid-hero archetypes: the 
hero and the reluctant hero. R2-D2 takes an aggressive role in pursuing his 
‘and his master's goals, while C-3PO does what he must do when forced to 
rise to the occasion. 
In the Star Wars universe, few droids aspire to heroism. More often than 
not, they obey their orders and programming rather than act of their own 
accord, Battle droids fight, but few go beyond their mission plans and orders. 
‘Astromechs accompany their pilots into battle, but most simply regard it 
as another job, albeit a dangerous one, Some bond with their pilots, but the 
bond does not always lead them to act beyond their programming. 
No single event creates a droid hero. As a droid’s personality develops, 
it has experiences or gains programming that extends the droid’s sense of 
self-awareness. Personality often develops in units equipped with heuris- 
tic processors, but units with basic processors occasionally exhibit such 
behavior. Droids who manage to alter their own programming, or have it 
altered for them, are more likely to act beyond their design parameters and 

come heroes. 

Playing a droid hero brings its own challenges and benefits, Droids are 

Gnsidered property in most of the galaxy. Depending on the era, they might 
be feared, disliked, shunned, ignored, or not taken seriously. However, droids 
are also able to fade into the background, enabling them to move without 
suspicion when another hero would be easily identified. As machines, they are 
not vulnerable to environmental threats in the same way that organic beings 
are. They are more quickly and easily repaired than organic characters. 

Throughout all of the eras of Stor Wars lore, only a handful of major 
droid heroes exist. Droids that step beyond being merely mobile, intelligent 
computer systems become truly unique. 
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CREATING 
DROID HEROES 


The Saga Edition core rulebook presents two methods for creating a droid 
hero—playing a custom droid and playing a standard droid model. This chapter 
clarifies elements of the droid creation process and introduces a third option, 
using a stock droid chassis. Players can use any of the three methods to 
create their heroes. Each method provides options and trade-offs in levels 
of customization and character creation time. 


OPTION 1: PLAYING A 

Custom DrRoID 

This option, creating a new droid model completely from scratch, gives a 
player the greatest freedom (see page 186 of the Saga Edition core rulebook) 
This method also takes the longest, because each element of the droid must 
be created or selected, and its systems and accessories must be purchased 
individually. 


OPTION 2: PLAYING A 
STANDARD DROID MODEL 

This option allows a player to select a standard droid model based on sta~ 
tistics blocks already created for existing droids (see page 187 of the Saga 
Edition core rulebook). Most of these models already have more than one 
level in a class, usually the nonheroic class. The character cannot enjoy the 
full benefit of a heroic class, since droids starting with a nonheroic class gain 
fewer feats, trained skills, and hit points at first level. However, in exchange, 
players benefit from starting above first level, and this is a fast method of 
droid creation. When a player uses this method of creating a droid character, 
the total cost of a standard droid model plus any player-added accessories 
and possessions cannot exceed 5,000 credits. 


OPTION 3: USING A 

Stock DROID CHassis 

Players can select a stock droid chassis when creating a droid hero. This 
streamlined method of droid creation treats each chassis as a species. Each 
chassis represents the basis for creating a type of droid rather than a specific 
model, so a player can quickly generate a new model of droid, or emulate an 
existing model while building a character entirely with heroic levels. Stock 
droid chassis can also be used to create specific models of droids, since the 
chassis share features of the specific droid models of that class of droid. 
However, the customization required to make the stock chassis match up with 
a specific droid model in question might make other methods more appeal- 
ing. In some cases, an existing model might not be exactly replicated, but 
the differences can be attributed to variances in production or aftermarket 
customizations to the standard model. The size and speed of a chassis cannot 


TABLE 1-1; STOCK 
DROID CHASSIS 


Degree Typical Chassis 
ist Medical droid 

2nd Astromech droid, mechanic droid 
3rd Protocol droid, service droid 

4th Battle droid, probe droid 

sth Labor droid 


be altered without Gamemaster approval. This book features several droid 
models that are suitable for use as player characters. Each has a sidebar 
describing how to create the droid using a stock chassis. 


To create a droid hero using a stock droid chassis, follow these steps: 

Select the chassis. Apply ability modifiers, size, speed, droid traits, 
languages, and other modifiers as you would when applying a species to 
a character. 

Review the chassis’ bonus equipment. If you are creating a new or 
generic droid without a specific model in mind, leave the systems as they 
are and proceed to the next step. If you are creating a droid of a specific 
model, compare this list to systems listed in the desired droid’s statistics 
block. If they are close enough for your purposes, proceed to the next step. 
‘An unwanted system can be swapped for another system within 10% of the 
unwanted system's cost without spending any credits. However, if upgraded 
or additional systems are required, they must be purchased with the droid's 
starting credits (see below). 

Starting Credits: Your droid’s class determines how many starting credits 
you have. You can spend your starting credits on droid systems as well as 
on normal weapons and equipment. Bonus equipment is considered part 
of the droid’s starting equipment; you are not required to spend credits on 
bonus equipment. 


ASTROMECH DROID 
CHASSIS TRAITS 
All astromech droids have the following chassis traits: 

Ability Modifiers: +2 Intelligence, -2 Charisma. Astromech droids' 
intelligence and adaptability enable them to properly repair and maintain 
machinery. Like other droids, astromech droids have no Constitution score. 

Size: The vast majority of astromech droids are of Small size, giving 
them a +1 size bonus to their Reflex Defense and a +5 size bonus to Stealth 
checks. However, their lifting and carrying limits are three-quarters of those 
of Medium creatures. 

Speed: Astromech droids have a base speed of 6 squares and use wheeled 
locomotion. Astromech droids also have a walking speed of 4 squares. 

Droid Traits: Astromech droids are second-degree droids and have all 
droid immunities and typical droid traits (see pages 187-188 of the Saga 
Edition core rulebook). 

Bonus Equipment: Astromech droids are constructed with the following 
droid systems installed in each: wheeled locomotion, walking locomotion, 
magnetic feet, heuristic processor, 6 tool appendages, 1 claw appendage, 
astrogation buffer (5 memory units), diagnostics package, and internal 
storage (2 kg). 

Hardwired Design (Mechanics): All astromech droids are trained in the 
Mechanics skill. This is a bonus trained skill. 

Conditional Bonus Feat: An astromech droid with Mechanics or Use 
Computer as a trained skill can select Skill Focus (Mechanics) or Skill Focus 
(Use Computer) as a bonus feat. 

Automatic Languages: Basic (understand only) and Binary. 


BaTTLE DROID 
CHASSIS TRAITS 
All battle droids have the following chassis traits: 

Ability Modifiers: +2 Dexterity, -2 Intelligence. Battle droids are 
designed for combat, incorporating systems to improve their dexterity, Like 
other droids, battle droids have no Constitution score. 

Size: Battle droids are typically of Medium size, gaining no bonuses or 
penalties for their size. 

Speed: Battle droids have a base speed of 6 squares and use walking 
locomotion. 

Droid Traits: Battle droids are fourth-degree droids and have all droid 
immunities and typical droid traits (see pages 187-188 of the Saga Edition 
core rulebook). 

Bonus Equipment: Battle droids are constructed with the following droid 
systems installed in each: walking locomotion, plasteel shell (+2 armor), 
basic processor, internal comlink, lacked access, 2 hand appendages, and 
vocabulator. 


A BATTLE DROID 


Bonus Feats: At Ist level, a battle droid can select one Armor Proficiency 
feat and one Weapon Proficiency feat for which it meets the prerequisites. 
Automatic Languages: Basic and Binary. 


LABOR DROID CHASSIS TRAITS 
All labor droids have the following chassis traits: 

Ability Modifiers: +2 Strength, -2 Intelligence. Labor droids are built 
for strength and durability. Like other droids, labor droids have no Constitu- 
tion score. 

Size: Standard labor droids are of Medium size, gaining no bonuses or 
penalties for their size. 

Speed: Labor droids have a base speed of 6 squares and use walking 
locomotion. 

Droid Traits: Labor droids are fifth-degree droids and have all droid 
immunities and typical droid traits (see pages 187-188 of the Saga Edition 
core rulebook). 

Bonus Equipment: Labor droids are constructed with the following droid 
systems installed in each: walking locomotion, durasteel shell (+4 armor), 
basic processor, 2 claw appendages, and vocabulator. 

Heavy Lifting: Labor droids excel at manual labor. They can reroll any 
Strength check or Strength-based skill check and keep either result. 

Automatic Languages: Basic and Binary. 
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AN ASTROMECH DROID AND A MECHANIC OROIO 


MECHANIC DROID 
CHASSIS TRAITS 
All mechanic droids have the following chassis traits: 

Ability Modifiers: +2 Intelligence, -2 Charisma. Mechanic droids are 
technical specialists, adept at repairing machinery, vehicles, and complex 
devices, Like other droids, mechanic droids have no Constitution score. 

Size: Mechanic droids are of Medium size, gaining no bonuses or penal- 
ties for their size. 

Speed: Mechanic droids have a base speed of 6 squares and use walking, 
tracked, or wheeled locomotion. 

Droid Traits: Mechanic droids are second-degree droids and have all 
droid immunities and typical droid traits (see pages 187-188 of the Saga 
Edition core rulebook). 

Bonus Equipment: Mechanic droids are constructed with the following 
droid systems installed in each: walking locomotion (or tracked or wheeled 
locomotion), basic processor, 2 hand appendages, 4 tool appendages, diag- 
nostics package, internal storage (2 kg), and a vocabulator. 

Hardwired Design (Mechanics): All mechanic droids are trained in the 
Mechanics skill. This is considered a bonus trained skill. 

Mechanically Minded: As droids experienced in maintenance and repair, 
mechanic droids can reroll any Mechanics check. 

Automatic Languages: Basic and Binary. 


MEDICAL DROID 
CHASSIS TRAITS 
All medical droids have the following chassis traits: 

Ability Modifiers: +2 Intelligence, -2 Strength. Medical droids are life- 
saving medical and medicinal experts. Like other droids, medical droids have 
no Constitution score. 

Size: Medical droids are of Medium size, gaining no bonuses or penalties 
for their size. 

Speed: Medical droids have a base speed of 6 squares and use walking 
locomotion. 

Droid Traits: Medical droids are first-degree droids and have all droid 
immunities and typical droid traits (see pages 187-188 of the Saga Edition 
core rulebook). 

Bonus Equipment: Medical droids are constructed with the following 
droid systems installed in each: walking locomotion, heuristic processor, 
2 hand appendages, 1 tool appendage, vocabulator, and improved sensor’ 
package. 

Hardwired Design (Treat Injury): All medical droids are trained in the 
Treat Injury skill. This is a bonus trained skill. 

Conditional Bonus Feat: A medical droid with Treat Injury or Knowledge 
(life sciences) as a trained skill can select Skill Focus (Treat Injury) or Skill 
Focus (Knowledge [life sciences]) as a bonus feat. A medical droid can take 
only one of these bonus feats. 

Automatic Languages: Basic and Binary. 


PROBE DROID CHASSIS TRAITS 
All probe droids have the following chassis traits: 

Ability Modifiers: +2 Wisdom, -2 Charisma, Probe droids are designed 
for scouting, reconnaissance, and light security duties. Like other droids, 
probe droids have no Constitution score. 

Size: Probe droids are typically of Medium size, gaining no bonuses or 
penalties for their size. 

Speed: Probe droids have a base speed of 6 squares and use hovering 
locomotion. 

Droid Traits: Probe droids are fourth-degree droids and have all droid 
immunities and typical droid traits (see pages 187-188 of the Saga Edition 
core rulebook). 

Bonus Equipment: Probe droids are designed for surveillance and are 
constructed with the following droid systems installed in each: hovering 
locomotion, heuristic processor, internal comlink, locked access, 1 hand 
appendage, 1 tool appendage, improved sensor package, and darkvision. 

Hardwired Design (Perception): All probe droids are trained in the 
Perception skill. This is a bonus trained skill. 

Conditional Bonus Feat: Probe droids rely equally on stealth and obser- 
vation for success. A probe droid with Stealth or Perception as a trained skill 
can select Skill Focus (Stealth) or Skill Focus (Perception) as a bonus feat. A 
probe droid can take only one of these bonus feats. 

Automatic Languages: Basic (understand only) and Binary. 
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PROTOCOL DROID 
CHASSIS TRAITS 
All protocol droids have the following chassis traits: 

Ability Modifiers: +2 Wisdom, +2 Charisma, -2 Dexterity. Protocol droids 
are programmed in the arts of etiquette, protocol, and translation services, 
Like other droids, protocol droids have no Constitution score. 

Size: Protocol droids are of Medium size, gaining no bonuses or penal- 
ties for their size. 

Speed: Protocol droids have a base speed of 6 squares and use walking 
locomotion. 

Droid Traits: Protocol droids are third-degree droids and have all droid 
immunities and typical droid traits (see pages 187-188 of the Saga Edition 
core rulebook). 

Bonus Equipment: Protocol droids are constructed with the following 
droid systems installed in each: walking locomotion, basic processor, 2 hand 
appendages, vocabulator, and translator unit (DC 10). 

Hardwired Design (Persuasion): All protocol droids are trained in the 
Persuasion skill. This is considered a bonus trained skill. 

Bonus Feat: To supplement its translation and etiquette duties, a proto- 
col droid can select Skill Training (Knowledge [bureaucracy]), Skill Training 
(Knowledge [galactic lore}), or Skill Training (Knowledge [social sciences] as 
a bonus feat. A protocol droid can take only one these bonus feats. 

Automatic Languages: Basic and Binary. 


SERVICE DROID 
CHASSIS TRAITS 
All service droids have the following chassis traits: 

Ability Modifiers: +2 Charisma, -2 Strength. Service droids are adept 
at recognizing the needs of their owners and adapting to them. Like other 
droids, service droids have no Constitution score. 

Size: Service droids are of Medium size, gaining no bonuses or penalties 
for their size 

Speed: Service droids have a base speed of 6 squares and use walking 
locomotion. 

Droid Traits: Service droids are third-degree droids and have all droid 
immunities and typical droid traits (see pages 187-188 of the Saga Edition 
core rulebook). 

Bonus Equipment: Service droids are constructed with the following 
droid systems installed in each: walking locomotion, basic processor, 2 hand 
appendages, 1 tool mount, and vocabulator. 

Bonus Feat: To enhance its service role, a service droid can select Skill 
Training (Perception), Skill Training (Knowledge [bureaucracy]), or Skill Train 
ing (Knowledge [galactic lore]) as a bonus feat. A service droid can take only 
one of these bonus feats. 

Automatic Languages: Basic and Binary. 
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DROID 
MANUFACTURERS 


Millions of manufacturing companies produce droids. Most are small com- 
panies that cater to local regions, manufacture specialized units, or focus 
on highly customized models. The major interstellar manufacturers dominate 
specific markets, although those markets shift as the demands of the galactic 
government and megacorporations change. 

Throughout the Clone Wars and the Rebellion era, Cybot Galactica 
and Industrial Automaton are the dominant manufacturers, with Arakyd 
Industries, Genetech Laboratories, MerenData, Serv-O-Droid, and Veril Line 
Systems as major players in their respective markets. During the Clone Wars, 
most Separatist battle droids are manufactured by Baktoid Armor Workshop 
forces, with other units coming from the Techno Union, Colicoid, and the 
Commerce Guild. However, droid manufacturing has existed for thousands 


of years. In the time of the Old Republic, 4,000 years before the Rebellion 

ScAVENGER'S SECRET: x) 
SPEAKING BINARY 

You know, a lot of first-time astromech buyers, they're always worrying 
about communicating with their new purchase. It's no big deal. You want 
a sophisticated conversation? Buy a protocol droid. You need a detailed 
report? Plug that astromech into just about anything with a view screen 
and just read what it has to say. Computer, datapad, you know, whatever's 
handy. I've even seen one use its holographic projector to display text. 
Mind you, you might not like what you hear! Most astromechs aren't 
exactly diplomatic, and many don’t know what it means to be polite. 

But hang around enough droids, and you'll pick up on what those 
whistles and chirps mean. Of course, you'll have to carry half the con- 
versation yourself—you know, asking questions, assuming subjects and 
50 on. You'll be best off trying to phrase your questions for yes or no 
answers, but aftera while, you'll get the gist of what they're saying. Even 
those funny little wobbles and shakes mean something. 

What will really get you fouled up is when you think you get a droid 
that understands Basic but it really understands Huttese or some odd- 
ball tongue the last owner installed. You'll think the thing has blown 
its language circuits. Worse, you might think it’s ignoring or flat out 
contradicting you, when it's really trying to communicate something 
vitally important. Even a viewscreen might not help, if it can't display 
something you can read. You know, I've even seen a hasty fighter pilot 
fly into the middle of combat before realizing his replacement astromech 
didn’t speak his language. Entertaining, as they say. Of course, he survived 
the battle—how else could he have sold the droid to me? 


era, Czerka Corporation, Duwani Mechanical Products, and Aratech Repul- 
sor Company dominated the droid markets of their day; other well-known 
manufacturers, such as MerenData and Serv-O-Droid, were also becoming 
competitive. 

Although manufacturing plants can be found on both major and lesser 
worlds, a significant percentage of droids come from either Mechis III or 
Telti. These two worlds specialize in droid production to such an extent that 
their surfaces are essentially covered by automated precision-manufacturing 
plants. The major manufacturers use these fabrication facilities extensively. 
Most of the droids built in these facilities are shipped by bulk freighter, but 
light freighter jockeys make a decent living running small orders to isolated 
regions of the galaxy. 


MecHis III 

Region: Inner Rim 

Climate: Arid (industrial) 

Gravity: Standard 

Moons: 0 

Length of Day: 20 standard hours 

Length of Year: 298 local days 

Sapient Species: 99% droids and automata, 1% Humans and 
other species 

Government: Corporate 

Capital: Mechis City 

Major Exports: Droids, technology 

Major Imports: Industrial raw materials, foodstuffs 


Knowledge (Galactic Lore) 


pc RESULT 

10 Mechis Ill is one of the primary droid manufacturing worlds in 
the galaxy. 

15 The world is covered by automated droid manufacturing plants. 


Few organic beings are on the planet, and the atmospheric 
conditions are harsh and foul. The Techno Union operates 
the world until it loses control during the Clone Wars. 

20 The galaxy's major droid manufacturers use Mechis III plants. 
The huge industrial complexes require massive deliveries of raw 
materials, creating a constant need for shipping to and from 
the planet. The ownership of the planet changes periodically, 
but the planet is corporate controlled and run by automata. 


Knowledge (Technology) 


oc RESULT 

10 Droids of all kinds are built on Mechis III, and competition for 
contracting the facilities is fierce. 

15 Arakyd builds many of its droids on Mechis III and is a dominant 


influence during the rule of the Empire. Additionally, some 
facilities are dedicated to producing starships, vehicles, and 
other technological goods. 

20 Droid designs are produced on other worlds, at the various 
manufacturers’ headquarters. Most manufacturers rely on 
droid quality-control units to supervise the manufacturing 
process; however, a few organic beings are assigned to 
oversee the facilities, 


TeuTi 

Region: Inner Rim 

Climate: Arid (industrial) 

Gravity: Standard 

Moons: 0 

Length of Day: 22 standard hours 
Length of Year: 309 local days 

Sapient Species: 99% droids and automata, 1% Humans and 
other species 

Government: Corporate 

Capital: Dome 01 

Major Exports: Droids, technology 
Major Imports: Industrial raw materials 


DROID 

MANUFACTURER TRAITS 

A droid reflects its manufacturer in many ways—physical design, reli- 
ability, signature systems, and even personality traits. Some companies 
and model lines become known for these attributes, good and bad. Since 
all droids are also individuals, the influence of such traits varies greatly 
from unit to unit. A manufacturer's descriptions include typical traits or 
attributes that apply to the droids it manufactures. These traits can be 
added asa template to any droid manufactured by the company, although 
their usage is optional in game play. 


Knowledge (Galactic Lore) 


pc RESULT 

10 The moon Telti is one of the main droid foundries in the galaxy. 

15 The world has no atmosphere and is covered in automated 
droid manufacturing plants. 

20 The manufacturing facilities are located inside enormous 


domed structures that are linked by tunnels and overland 
transportation corridors. They are protected by battle droids 
and security droids and operated by service droids and 

labor droids. 


Knowledge (Technology) 

oc RESULT 

10 All types of droids are built on Telti, but Cybot Galactica 
and Industrial Automaton dominate the production lines. 
Veril Line Systems is also a major presence. 

15 Just prior to the Clone Wars, Baktoid Combat Automata 
closes down its facilities on Telti in response to disarmament 
laws directed at the Trade Federation. 

20 Major droid manufacturers use Telti facilities. The planet nearly 
runs itself, with the exception of the constant need for raw 
materials. Rumors suggest that only one organic master, 
supported by countless droids, is needed to oversee the 
automated factories and droid systems. However, most 
companies maintain at least a representative presence of 
organic supervisors on the world 


MAUOR DROID MANUFACTURERS 


Arakyd Industries 

Bolstered by the rise of the Emperor and a skillful political strategy, Arakyd 
Industries is the primary producer of the Empire's military droids. The 
company's specialties are exploration droids and probe droids, but it also 
produces commercial units. Arakyd’s market dominance enables it to supply 
the New Republic in later years, despite the company's Imperial dealings. It 
also contracts with other major forces, such as planetary governments and 
the Sector Rangers. Arakyd utilizes Mechis III plants, among others. 

Traits: Arakyd units are well known for their intense mission focus, occa 
sionally going beyond the expected limits of their programming to achieve a 
mission objective. When confronted with an action that it would normally not 
be able to perform due to its behavioral inhibitors, it can attempt (through 
twisting logic or reprogramming) to bypass the normal limitations. Once 
per day, an Arakyd droid can make a Persuasion check or a Use Computer 
check against a DC equal to its own Will Defense. If the check is successful, 
the droid’s behavioral inhibitor allows it to take prohibited actions until the 
forbidden action is completed. After completion, the inhibitor returns to 
normal functioning. 
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Baktoid Combat Automata 

Baktoid Combat Automata is part of the extensive Baktoid family of compa- 
nies. In factories scattered across the galaxy, Baktoid builds untold numbers of 
battle droids in the years prior to and during the Clone Wars, supplying droids 
to the Trade Federation and to the Separatists. Baktoid earns a reputation 
for producing cheap, substandard battle droids thanks to its inferior B1 unit. 
Other models lack the B1's flaws, but Baktoid's standard designs still suffer 
from lesser processors and inhibited analytical thinking. After the Separatists’ 
defeat, the Empire shuts down Baktoid. Most of its factories are dismantled, 
destroyed, nationalized, or taken over by other companies. 

Traits: Baktoid units suffer from inferior processors and remote data 
links. A character can make a Persuasion check opposed by a Baktoid droid’s 
Perception skill to attempt to temporarily confuse it with contradictory data 
or brash, seemingly illogical action. If the check is successful, the droid can 
take no action for one round as it tries to find an appropriate response. If the 
Persuasion check is unsuccessful, the droid recognizes the ruse and proclaims 
it loudly while taking an immediate swift action as a reaction. 


Balmorran Arms 
Balmorran Arms is best known for providing walkers and other combat 
vehicles to the military forces of the Galactic Empire. However, it also has 
an effective combat droid division that is active throughout the years of 
the Galactic Empire's rule. Balmorran also produces civilian droid models, 
primarily for use as security units. Some of these units are highly specialized 
and find success in the years of the Clone Wars, because people throughout 
the galaxy feel threatened by the war and the associated increase in deep- 
space piracy. The company's SD-model battle droids are a cornerstone of 
the military forces of the reborn Emperor years after the Battle of Endor. 
However, Balmorran Arms is tied directly to the Balmorran government and, 
therefore, is embroiled in the planet's political gamesmanship. The company 
ultimately supplies both the resurgent Empire and the New Republic at vari- 
ous times during the reborn Emperor's resurgence. 

Traits: Balmorran droid models undergo constant revision and upgrades, 
so ane year's model is rarely the same as the previous year's. When creating 
or purchasing a new Balmorran Arms droid, increase one ability score by 1 


Colicoid Creation Nest 

The Colicoid Creation Nest manufactures all the Colicoids' high-technology 
products, such as droids, vehicles, weapons, and equipment. As might be 
expected from the products of such a vicious and violent species, Colicoid 
battle droids are among the galaxy's toughest and most ruthless automatons. 
During the Clone Wars, the Colicoids supply droidekas, tri-fighters, and buzz 
droids to the Separatist forces, while retaining even more powerful models 
for defense of their homeworld. The end of the Clone Wars shuts down 
the Colicoids’ droid export business, but the nest continues to build the 
planet's other high-technology goods. Since most beings stay as far from 
the Colicoids' violent homeworld as possible, few actively seek out their 


services or models. However, brave or foolhardy traders risk obtaining highly 
customized droids or batches of new Colicoid models for specific dealers, 
crime lords, or collectors—for a large fee. 

Traits: Colicoid droids are vicious and difficult to take down. They are 
completely fearless and follow orders without question. Once per encounter, 
a Colicoid droid can ignore all negative penalties from its location on the 
condition track when making an attack. 


Cybot Galactica 
Cybot Galactica dominates the nonmilitary droid market, excelling in both 
design and marketing. Although its prices match its prestige, Cybot Galac- 
tica's customer service and repair service span the galaxy. All major and most 
lesser Republic and Imperial worlds hold at least one official Cybot sales and 
service center. Cybot is a major player in the Corporate Sector and wields 
considerable political influence in the Core Worlds as well. Cybot utilizes 
Telti facilities as well as those on the planet Affa for its protocol division. 
Traits: Cybot systems are so commonplace that nondroid heroes with Skill 
Focus (Mechanics) can modify or repair Cybot droids in half the time that 
would be required for a normal droid (see page 197 of the Saga Edition core 
rulebook). This does not stack with any other ability that saves modifica- 
tion or repair time. A droid does not gain this benefit when modifying itself. 


Czerka Corporation 

Originally operating as Czerka Mining and Industrial in the time of the Old 
Republic, Czerka Corporation has produced droids and innumerable other 
products for thousands of years. During the Old Republic, Czerka Corpora- 
tion is an early major player in both the combat-droid and service-droid 
markets, By the rise of the Empire, Czerka still produces sophisticated droids 
and computer systems, but no longer dominates that market because of its 
shift to arms manufacturing. 

Traits: Czerka droid designs are exceptionally personable, no matter their 
degree or designed purpose. Even the feared HK assassin droids have a certain 
frightening charm. A Czerka droid can use its Intelligence or Wisdom modifier 
instead of its Charisma modifier to determine its Persuasion skill modifier. 


Duwani Mechanical Products 

Operating 4,000 years before the rise of the Empire, Duwani Mechanical 
Products is among the more successful droid manufacturers of the Old 
Republic. Duwani products span the range of the droid market, including 
service droids and early battle droids. Duwani's droids are durable and 
rugged-looking. Although elegant models exist, Duwani's design style is 
utilitarian and minimalist. Duwani battle droids fight for the Old Republic, 
and its service and protocol droids are commonly found at Republic and 
commercial facilities around the galaxy. The reliability of its units and its 
superior customer service make Duwani a major competitor of Czerka Cor- 
poration in the droid market. 


Traits: Once per encounter, when it has half or fewer of its maximum hit 
points, as a reaction, a Duwani droid can either gain 5 bonus hit points or 
add 5 to its damage threshold for one round. 


Holowan Mechanicals 
Holowan Mechanicals is best known for developing the IG-Series droids. The 
IG-Series designs are obtained through the acquisition of assets from Phlut 
Design Systems by the InterGalactic Banking Clan. During the Clone Wars, 
the 6-100 MagnaGuards serve prominently as General Grievous's personal 
bodyguards, However, when developing the IG assassination droid series, 
Holowan technicians seriously underestimate the lethality of their design, 
eventually losing the entire team to the escaped prototypes, setting back 
Holowan as a competitive droid producer for years to come. 

Traits: Holowan units are designed for lethality. Once per encounter, a 
Holowan droid can add 1 die of damage to an attack. 


Imperial Department of Military Research 

Although not a manufacturer of droids, the Imperial Department of Military 
Research advances droid design in unusual directions. Rebel leaders learn 
over the course of the Galactic Civil War that the department is responsible 
for dark and cunning droid designs, such as interrogation droids and the Dark 
Trooper project. When a particularly dangerous design is discovered, Rebel 
agents are dispatched to hinder its development or to destroy the facilities 
required to build the units. 

Traits: Imperial droids vary greatly in mission and specifications. However, 
their prototypes are constructed with built-in tracking devices and recording 
equipment to document the droid’s performance. The droids transmit the 
data upon command to a central reporting station or, when in the field, to 
the nearest Imperial installation. 


Industrial Automaton 

The hugely successful R-Series astromech droids make Industrial Automaton 
one of the galaxy's more successful droid manufacturers. Industrial Automa- 
ton competes with Cybot Galactica in price, product, and service, and its 
sales and maintenance facilities can be found on any civilized planet with a 
sufficiently advanced tech level or a major starport. IA’s major production 
lines are on Telti, but it also employs factories throughout the galaxy. 

Traits: Industrial Automaton astromechs can be found in most starports, 
and technicians are used to working with IA units. When assisting on a Mechan- 
ies check, an Industrial Automaton droid trained in Mechanics can add its 
Intelligence bonus (minimum +1) to the normal +2 bonus. 


MerenData 

Another droid manufacturer to benefit from the rise of the Empire, Meren- 
Data supplies security, espionage, and interrogation droids to the Imperial 
military and government agencies. MerenData also produces commercial 
units, competing with Cybot Galactica. Although it is not a dominant player, 
MerenData’s reliable designs and the company’s centuries-long history make 
it a worthy competitor. MerenData's support of the Empire makes sales to 


THe ORGID FACTORY ON GeoNosIS 


the New Republic initially impossible and undesirable. However, as Imperial 
influence shrinks, so does MerenData's opposition to doing business with the 
New Republic—aided by the ousting of company officials tied to the Empire. 
MerenData is also a major contributor to the Corporate Sector. 

Traits: MerenData droids are known for their intimidating personalities. 
When making a Persuasion check to intimidate, a MerenData droid adds its 
Wisdom bonus to the skill check. When attempting to intimidate another 
droid, it adds its Wisdom bonus and its Charisma bonus to the check. 


Roche 

Roche is the popular nickname for the Verpine droid manufacturer Roche 
Hive Mechanical Apparatus Design and Construction Activity for Those Who 
Need the Hive's Machines. Like their creators, Roche droids are insectoid, 
causing poor sales of early models, even to other insectoid species. How- 
ever, the Verpines’ love of technology drives them to refine the line, so their 
line of droids slowly expands into the galactic market. Limited distribution 
makes new units difficult to obtain, requiring making a trip to the Roche 
System or locating an Ithorian herdship with an authorized dealer. Used 
units—especially worker drones and other early models—can be purchased 
ata highly discounted rate from used droid and junk dealers throughout the 
backwaters of the galaxy. 

Traits: Roche units are precisely constructed with easily modified 
appendages and accessories. When modifying an appendage, an accessory, 
a tool, a weapon, or an instrument mounted on an appendage, apply a +5 
circumstance bonus to the Mechanics check (see page 197 of the Saga Edition 
core rulebook). This bonus does not apply to droids modifying themselves. 
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DROID BUILDERS 

‘So, you want to know about droid manufacturers? Well, | can tell 

you a few things. First, people have their sentimental favorites. 
However, as a buyer, it pays to know that Cybot's standard parts are 
plentiful and inexpensive, while Veriline’s droids can take a pounding. 
The manufacturer is important, but most people buy their droids used, so 
think it's more important to know the droid’s recent repair history and 
if it's been rebuilt with nonstandard parts. You want galactic servicing 
and support? Better buy from the big guys. You want modifications? 
The authorized shops won't add on unauthorized parts, no matter how 
useful. Find your local droid shop—preferably one that specializes in your 
kind of droid. Believe me, you don't want someone learning on your job. 
They might swear that all droids are the same, but they're not. And you 
don’t need your battle droid to suddenly worry about proper etiquette 
mid-battle. Always remember, the biggest and best known companies 
build decent and highly resilient machines, but the best built come from 
custom droid shops. 


Serv-O-Droid 
Serv-O-Droid is one of the galaxy's older and more successful droid manu- 
facturers. Spanning thousands of years, from the time of the Old Republic 
until the years before the Clone Wars, Serv-O-Droid specializes in service 
droids and worker droids, including personal assistants and heavy duty com- 
mercial labor units. However, the company makes a series of bad business 
decisions, allying with the Republic's bureaucracy. The result is a political 
nightmare. Corrupt Senators give the company tax breaks and other favors 
but demand great monetary and political payments in return. As the corrupt 
Republic declines, so does Serv-O-Droid, despite expanding into security and 
professional assistant models. Its assets are liquidated and sold off to the 
Corporate Sector Authority. However, new units are still available through the 
Droid ReServe, a droid remainder reseller located on Elshandruu Pica. With 
millions of fully operational units to sell, the reseller makes Serv-O-Droid 
units and spare parts available for years, 

Traits: Serv-O-Droids are highly reliable units. When recharging, they 
can remove one persistent condition that requires repairs to remove per day, 
moving +1 step on the condition track. 


Tendrando Arms 

The Yuuzhan Vong invasion decimates the galactic droid market. Because of 
their fanatical hatred of mechanical automatons, the Yuuzhan Vong raze droid 
plants by the thousands, destroying or disabling companies and causing the 
shutdown of plants far from the invasion corridor. Lando Calrissian and his 
wife, Tendra Risant, restart several idle factories with their new company, 
Tendrando Arms, praducing droids specifically designed to battle the Yuuzhan 
Vong. With the defeat of the Yuuzhan Vong, Tendrando Arms provides secu- 
rity, guardian, and related droids to the Galactic Alliance and the Jedi Order. 


Traits: Tendrando Arms droids are efficient security and combat droids. 
Their YVH droid design (see page 158) angers the Yuuzhan Vong at a primi- 
tive level. Tendrando Arms droids use this antagonism to their advantage. A 
Tendrando Arms droid gains a +2 circumstance bonus to its Reflex Defense 
and Will Defense against Yuuzhan Vong. 


Veril Line Systems 
Veril Line Systems, often called Veriline for short, excels at industrial droid 
design. Its units are plain but reliable and durable, and its signature power 
droids can be found in most starports. Veriline units feature highly efficient 
processing systems. The droids have only enough processing and analytical 
ability to fulfill their simple and monotonous jobs. When dealing with tasks 
or situations beyond their programming, Veriline’s cheaper units are simplis- 
tic at best, and downright stupid at worst. Units that require sophisticated 
programming receive exactly what they need to be successful, but no more. 
Veriline is headquartered on Coruscant and utilizes Telti droid plants as well 
‘as assembly lines of its own on or near major industrial worlds. 

Traits: Veril Line Systems droids are highly resilient. Once per day, a 
Veriline droid can make a DC 20 Endurance check to extend its run time by 
25 hours or to move +1 step on the condition track. 


DROID QuIRKS 

Droids are temperamental machines, exposed to every kind of environmen- 
tal and physical abuse. With limited programming and typically deficient 
maintenance schedules, many droids develop odd mechanical glitches and 
personality quirks. Most are minor—more annoyances than anything danger- 
ous. Memory wipes can eliminate personality quirks, but they do nothing 
for physical abnormalities. 


QuiIRKS AS 

PERSISTENT CONDITIONS 

Another way to include quirks in the game is to apply one when a droid 
suffers a persistent condition. This allows the Gamemaster to use many 
quirks over the span of a campaign, and provides a rich source of plot 
hooks, humor, or dramatic situations. The Gamemaster should select 
a quirk that is related to the origin of the persistent condition. For 
instance, a persistent condition caused by physical damage should inflict 
a hardware quirk, whereas a hit from an ion weapon might cause either 
a hardware or a software quirk. Quirks applied in this manner should be 
automatically removed when the persistent condition is removed, instead 
of requiring the skill checks normally needed to eliminate a quirk. 


MEETING A RUDE DROID COUNTERPART 


Droid quirks are optional in the Saga Edition. They make interesting and 
easy roleplaying hooks, as well as give players inspiration for the develop- 
ment of personalities and backgrounds for their droids. Some droid quirks 
might also have minor mechanical effects. If no game mechanic is indicated 
in the quirk description, a +2 or -2 circumstance bonus to skill checks or 
attack rolls might be appropriate whenever the quirk manifests. Players and 
Gamemasters are encouraged to select quirks that make characters memo- 
rable. Additionally, quirks can be assigned as the result of physical damage 
or sensory overload. If a droid is reduced to 0 hit points, roll 1420+10. If 
the result exceeds the droid's Fortitude Defense, the unit develops a quirk 
when it is repaired. The Gamemaster can assign an appropriate quirk or roll 
on Table 1-2: Droid Quirks. 

Each quirk has an associated origin indicated in its description: hardware 
(h) or software (s). If both are indicated, one should be selected at the time 
the quirk is applied. Hardware quirks result from faulty installations, physi- 
cal damage, aging circuitry, or incompatible systems. Hardware quirks can 
be removed by replacing or repairing the faulty system. Repairing quirks is 
notoriously difficult. If the repair check does not exceed the Mechanics DC by 
10 or more (see page 70 of the Saga Edition core rulebook), the new system 
works, but the quirk (or a similar quirk) returns 1d12 days later. 


Software quirks are tied to the droid's internal subroutines. They can be 
caused by corrupted data, but they are more often a result of the droid's 
learned responses from previous experience, Most software quirks are elimi- 
nated with a memory wipe, Corrupted data can be repaired with a successful 
DC 25 Use Computer check to reprogram the droid. Attempting to eliminate 
a personality quirk without a memory wipe is difficult, often requiring help. 
A DC 30 Use Computer check succeeds in eliminating a personality quirk, 
but the droid’s personality and responses might change in unforeseen ways 
because the droid must learn new responses. The results might not be exactly 
what was intended. Failure on the check results in the addition of another 
software quirk. 


SCAVENGER'S SECRET: 
Quirky DROIDS 

A droid without quirks? No such thing. Most quirks aren't severe 

enough to be a problem. | just tell customers that the droid has character. 
Personality. If they don’t like it, | sell memory wipes cheap. For the droid, 
not the customer, but let me tell you, some customers could use one. 
Memory wipe usually works if it's a software problem. Hardware problems 
are another deal. Replacing parts costs credits and time. No problem for 
me, | find the parts for a small fee. Install them for bigger fee, and then 
| sell the old parts to someone else. Make money all around. 

Bad quirks are mostly annoying, but they can be expensive. | saw a 
droid with a bad memory wipe try to fix a landspeeder with old, incom- 
plete walker specs. The owner was not so happy when she saw her new 
three-legged landspeeder, with her recently acquired vaporators welded 
to the body as the legs. 

Dangerous quirks you need to take care of immediately. Most droids 
won't try to kill you on purpose, but plenty of them can cause big damage 
inadvertently. Even the talkative types, they have a way of saying the 
wrong thing at the wrong time, get you in all kinds of trouble. Believe 
me, | know. Ever try to sell a unit that can't stop complaining about its 
‘own bad motivator? I've never seen customers leave so fast. 
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QUIRK 
Alien Appearance (h); This droid has a truly alien appearance that attracts attention. Interaction with most species causes a -2 penalty to 
Charisma-based skill checks, although the droid gains a +2 bonus when using the Persuasion skill to intimidate. 

Paranoid (s): The droid believes something—or possibly everything—is out to get it. Because the droid is constantly on the lookout, it gets 
either a +2 bonus or a -2 penalty to Perception checks, depending on the situation. 

Talkative (s): The droid talks incessantly, with few information filters and at inappropriate moments. 

Overconfident (s): The droid believes it (or possibly its master) is thoroughly capable of succeeding at any task it is trained in or proficient in. 
Aggressive (s): The droid does not back down from a fight unless it has direct orders from its master or is facing obviously 

‘overwhelming opposition. 

Obsessive (s): The droid focuses on using a single skill or piece of equipment in its arsenal. 

Morose (s): The droid is morbid in conversation. This quirk is particularly disturbing when manifested by medical droids and battle droids. 
Leaky (h): The droid regularly leaks hydraulic fluid, cooling gas, or a similar substance in an amount that does not significantly hinder 
operations but does make a mess. 

Excitable (s): The droid is high strung, speaking, moving, and working rapidly in thrilling situations. 

Possessive (s): The droid latches on to possessions or other items and refuses to give an item up without extensive coaxing and reassurance 
that the item will be returned, requiring an opposed Persuasion check against the droid’s Will Defense. 

Vocoder Glitch (h): The droid’s vocoder becomes stuck, causing the droid’s voice to be squeaky, deep, monosyllabic, or sing-songy. 

This quirk might occur for only a few seconds, or it might last for days. 

Sullen (s): The droid is depressed, with a dim outlook on the future. 

Amenable (s): The droid defers to others and attempts to keep all parties happy at all times, sometimes even during combat. 

Incomplete Memory Wipe (s): The droid’s last memory wipe was not completely successful. The droid gets confused when it remembers 
fragmented memories or when it attempts a skill that it was formerly trained in but now lacks complete instructions for. The droid is still 
considered untrained in the skill. 

Short Circuit (h): The droid suffers from short circuits in its processors, which occasionally disrupt its speech, movement, or skill use 

for one round. 

Visual Impairment (h or s): The droid’s visual sensors are slightly impaired. The droid might not see all colors, see only black and white, or 
lose sight for brief periods. This quirk is typically a hardware glitch that results in a -2 penalty to related visually based Perception checks. 
Slow (h or s): The droid does not move or process information quickly. Select one of the following penalties: -2 squares to speed, -2 to all 
Initiative checks, or -2 to Intelligence-based skill checks. 


Curious/Inquisitive (s): The droid seeks knowledge or information about its immediate surroundings. The droid enters locations and 
situations in which it is unwanted or not allowed. 

Faulty System (h): One of the droid’s installed possessions or systems malfunctions. Select a different system or possession each 

time this quirk is taken. The droid suffers a -5 penalty when using the affected system or possession. 

Easily Distracted (s): The droid is easy to distract from a given task. The droid must resist a 1d20+5 attack against its Will Defense when 
attempting tasks that take longer than a full-round action to complete. A successful attack results in the droid’s jumping to the next task or 
becoming distracted by something in its immediate surroundings. 

Audio Glitch (h or s); The droid's audio sensors have trouble detecting certain frequencies or become hypersensitive, causing a -2 penalty 
‘to audio-based Perception checks. 
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QUIRK 

Helpful (s): The droid is overly dedicated to helping its master with any task it is capable of, and it is willing to attempt tasks that it is not 
trained to do, 

Locomotion Malfunction (h): The droid’s locomotion system malfunctions regularly, but not necessarily constantly. Examples are trouble 
stopping forward movement, limping, hovering at a lower or inconsistent level, or a sticking tread or joint. When malfunctioning, the droid 
loses 2 squares of speed and/or its Dexterity bonus (and is considered flat-footed). 

Temperature Variations (h): The droid runs hotter than normal, so anyone standing next to it or sharing an enclosed space with it becomes 
uncomfortable. A droid with an internal heating and cooling system might fluctuate between very hot and very cold temperatures. 

Focused (s): The droid becomes fixated on a task until it is completed, even if more critical tasks appear. It takes a -2 penalty to Perception 
checks when fixated. 

Faulty Wiring (h): The droid's wiring is in bad condition. When the droid moves down the condition track as a result of damage that exceeds 
its damage threshold, the condition becomes persistent until repaired. 

Sprung Hatch (h): One or more of the droid's maintenance panels cannot close or latch properly. Whenever the droid takes damage greater 
than its damage threshold, one of the hatches pops open. It can be closed again as a swift action, but it remains closed for only one round 
before popping open again. Temporarily securing the hatch requires a DC 15 Mechanics check as a full-round action, but it does not 
permanently remove the quirk. 

Loyal (s); The droid has an unshakable loyalty to its master or another organic entity. It embarrasses its owner with its concern for his or 

her well-being. 

Arrogant (s): The droid is extremely arrogant and condescending to its owner and everyone else. 

Honest (s): The droid is honest to a fault and is incapable of lying. It cannot make Deception checks. 

Nervous (s): The droid is nervous in common situations. It might be nervous about performing its function successfully, speaking to 

its masters, or entering combat. 

Argumentative (s): The droid develops an urge to argue in any situation, often demanding the last word. 

Noisy (h): The droid is unusually noisy, drawing attention to itself. The source of the racket might be a grinding locomotion system, a 
squealing appendage, jet-like internal cooling fans, piercing high-pitched whines from its processor, or a similar mechanical malady, 

The droid takes a -5 penalty to Stealth checks when the offending system is used. 

Overprotective: The droid becomes overly protective of its master, a vehicle, an object, or another droid. It resists being away from the object 
of its overprotection, and it might undertake irrational acts to ensure the object's safety. 

Alternate Personality (h or s): The droid holds another personality as a leftover from a previous owner or because of damaged processors 
or data. Alternate personalities are usually software quirks, but those caused by damaged systems are hardware quirks. 

Suspicious (s); The droid doesn't trust an individual, a corporate or government entity, or some other group, no matter how much its masters 
or others attempt to convince it otherwise. It treats the object of its suspicions as unfriendly at best. 

Rude (s): The droid is rude to everyone—organic or mechanical—and is unpleasant to be around. It takes a -5 penalty to Persuasion checks 
to improve another's attitude. 

Center of Attention (s): The droid insists on being the center of attention, and it attempts to dominate any conversation. 

Impulsive (s): The droid makes snap judgments or decisions, thinking only in the short term, which might be as short as only a few seconds. 
Blaster Happy (s): The combat-related droid tends to shoot first and listen to orders later. It also might continue to fire at a defeated enemy 
“just to make sure." 
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FEATS 
The new feats presented here are available in any era. Some of these feats 
are available only to droids. 


Aiming Accuracy 
When you have time to analyze your shot, your shooting accuracy has a 
precision that only a machine can achieve. 

Prerequisites: Droid, Point Blank Shot, Precise Shot, proficient with 
weapon. 

Benefit: If you aim at a target as a full-round action (instead of two 
swift actions), you gain a +5 bonus to your next attack made in the follow- 
ing round against that target. The target must remain in your line of sight 


Damage Conversion 
You can make last-minute moves to take hits on more durable portions of 
your chassis and/or armor, altering the damage dealt to you. 

Prerequisites: Droid, Dexterity 13. 

Benefit: When you take damage from an attack against you (other than 
an area attack, or an attack that deals ion or Force damage) and that damage 
equals or exceeds your damage threshold, you can take an additional 10 
points of damage instead of moving down the condition track. Each subse- 
quent time you use this feat in a single encounter, the additional damage 
you take increases by 5 points. 


Distracting Droid 
You use lights, holographic projectors, sudden movements, erratic flight, odd 
noises, or other uniquely droid techniques to distract an enemy. 

Prerequisite: Droid. 

Benefit: As a standard action, make a Persuasion check against the Will 
Defense of all enemies that are within 6 squares of you and that can see or 
hear you, as determined appropriate by the Gamemaster. If the check equals 
or exceeds an enemy's Will Defense, the enemy loses one move action on 
its next turn. If the attack exceeds an enemy's Will Defense by 10 or more, 
the enemy is also flat-footed until the start of your next turn. This is a 
mind-affecting effect. 


Droid Focus 
Choose a single degree of droid (first, second, third, fourth, or fifth). You are 
especially familiar with this class of droid, gaining the listed bonuses while 
working on or against them. 
Prerequisites: Trained in the Mechanics and Use Computer skills. 
Benefit: You gain a +1 bonus to Deception, Mechanics, Perception, 
Persuasion, and Use Computer checks when used on or against a droid of 
the selected degree, and a +1 bonus to all defenses against attack rolls and 
skill checks made by droids of the selected degree. 


Special: You can gain this feat multiple times. Its effects do not stack. 
Each time you take the feat, it applies to a different degree of droid. 


Droid Shield Mastery 
You quickly replenish your onboard shields. 

Prerequisites: Droid, equipped with shield generator. 

Benefit: You automatically succeed on Endurance checks to restore your 
shield rating by 5 points (up to your normal shield rating). Additionally, you 
replenish your shields in two swift actions. 

Normal: Three swift actions and a DC 20 Endurance check are normally 
required to restore lost shield power (see page 197 of the Saga Edition core 
rulebook). 


Erratic Target 
You bob, swerve, dip, and dive to avoid incoming shots and other attacks. 
Prerequisites: Droid, equipped with hovering locomotion or flying loco- 
motion, Dexterity 13, Dodge. 
Benefit: You can reduce your speed by up to 2 squares to increase your 
Dodge bonus by 1 for each square of speed you give up, until the start of your 
next turn. You must move at least 2 squares to gain this benefit. 


lon Shielding 
Your systems are insulated to improve your resistance to ion damage. 
Prerequisites: Droid with Strength 13, or cyborg with Constitution 13. 
Benefit: If the ion damage (before being halved) equals or exceeds your 
damage threshold, you move only -1 step on the condition track. 
Normal: If the ion damage (before being halved) equals or exceeds your 
damage threshold, you normally move -2 steps on the condition track. 


Logic Upgrade: Skill Swap 

You are able to quickly swap one programmed skill for another. A droid with 
a basic processor can use this trick to enable it to attempt skills in which 
it is untrained. 

Prerequisites: Droid, equipped with basic processor. 

Benefit: Select a skill you are not trained in (other than Use the Force). 
Asa full-round action, you can swap this skill for one you are trained in. You 
do not gain any benefit from the original trained skill while it is swapped out. 
You are not considered trained in the swapped-in skill, and therefore you 
cannot use any trained-only options or add a bonus to your skill check. You 
still add one-half your level and your associated ability bonus, as usual. 

Special: If you become trained in the skill selected for this feat, you can 
select another skill to replace it. You can take this feat more than once, each 
time selecting a different skill to swap. 


FEAT NAME 
Aiming Accuracy 


Damage Conversion 
Distracting Droid 
Droid Focus 


Droid Shield Mastery 
Erratic Target 


lon Shielding 
Logic Upgrade: 
Skill Swap 
Mechanical Martial Arts 
Multi-Targeting 
Pincer 


Pinpoint Accuracy 


Sensor Link 
Shield Surge 


Slammer 
Tool Frenzy 


Turn and Burn 


PREREQUISITES 

Droid, Point Blank Shot, Precise Shot, 
proficient with weapon 

Droid, Dex 13 


Droid 
Trained in Mechanics and Use Computer 


Droid, equipped with shield generator 

Droid, equipped with hovering or flying locomotion, 
Dex 13, Dodge 

Droid with Str 13, or cyborg with Con 13 


Droid, equipped with basic processor 
Droid, Martial Arts |, base attack bonus +1 
Droid, Int 13, proficient with weapon 


Droid, equipped with claw or hand appendage, 
base attack bonus +1, Pin, Crush 

Droid, Aiming Accuracy, Point Blank Shot, 
Precise Shot, proficient with weapon 

Droid or cyborg with associated hardware 

Droid or cyborg with scomp link or similar direct data link 
with the vehicle, trained in Mechanics 

Small or larger droid, equipped with at least two 
suitable appendages, Str 13 

Small of larger droid, equipped with at least two 
appendages with tools 

Droid, equipped with hovering, flying, wheeled, 
or tracked locomotion, Dex 13 


BENEFIT 

After aiming as a full-round action, gain +5 on next 
weapon attack. 

Take additional hit point damage instead of moving down 
the condition track. 

Attempt to deny enemies within 6 squares their next 
move action, with a chance to make enemies flat-footed. 
+1 bonus to certain skills and defenses when dealing with 
a selected class of droid. 

Automatically restore shields in two swift actions. 
Reduce speed by up to 2 squares to increase dodge bonus 
by up to 2 squares. 

Move only -1 step on condition track when ion damage 
exceeds damage threshold. 

‘Swap a trained skill for an untrained skill on the fly. 
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Give an enemy a -5 penalty on attack rolls and damage rolls 
for one round after striking it in unarmed combat. 


You can spread your aim action across multiple 
consecutive rounds. 

Maintain Pin feat and make subsequent grapple checks 
as a swift action. Apply Crush to each check. 

Move target -1 step on the condition track when you hit 
with Aiming Accuracy. 

Share sensor data instantly with an ally. 

Trade vehicle's SR for damage taken. 
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Triple Strength bonus to damage rolls on this special 

melee attack. 

Gain +2 to attack rolls and damage rolls with nonweapon 
appendages in exchange for -2 penalty to Reflex Defense. 
Withdraw by clearing threatened squares in up to 2 squares 
of movement, move your speed when using the withdraw 
action. Withdraw as a reaction by spending a Force Point. 
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Mechanical Martial Arts 
You know how to inflict pain using your metal appendages when fighting in 
unarmed combat against organic enemies. 

Prerequisites: Droid, Martial Arts |, base attack bonus +1. 

Benefit: When you successfully damage an enemy with an unarmed 
attack, the enemy takes a —5 penalty to all melee attack rolls and damage 
rolls until the start of your next turn. 

Special: If you strike an organic enemy while using this feat during an attack 
of opportunity, the penalty lasts until the start of the enemy's next turn. 


Multi-Targeting 
Your targeting system allows you to track multiple targets over time, negat- 
ing cover bonuses. 

Prerequisites: Droid, Intelligence 13, proficient with weapon. 

Benefit: You can use swift actions across more than one round to aim at 
a target. You can attack different targets prior to the completion of your aim 
action. If the subject of your aim is out of your line of sight for any reason, 
you lose your aim and must start again. 

Normal: You must normally use two consecutive swift actions in the same 
round to aim (see page 154 of the Saga Edition core rulebook). 


Pincer 
You use your mechanical strength to restrain and damage enemies. 

Prerequisites: Droid, equipped with claw or hand appendage, base attack 
bonus +1, Pin, Crush. 

Benefit: When you successfully Pin an enemy (see page 87 of the 
Saga Edition core rulebook), you can maintain the Pin beyond 1 round and 
can make subsequent grapple checks against the pinned enemy as a swift 
action. You can apply the Crush feat whenever your subsequent checks are 
successful. 

Normal: Grapple checks are normally a standard action. The Pin feat must 
usually be rerolled each round as a new grapple check. 


Pinpoint Accuracy 
This improved version of the Aiming Accuracy feat moves your enemy 1 
step on the condition track. 

Prerequisites: Droid, Aiming Accuracy, Point Blank Shot, Precise Shot, 
proficient with weapon. 

Benefit: When using the Aiming Accuracy feat, a target you damage 
cannot take the recover action until the end of its next turn. 


AN HK-24 ASSASSIN DROID USING ITS TARGETING SYSTEM 


Sensor Link 
You can broadcast your sensor input to an ally, such as another droid or a 
friendly computer system. 

Prerequisite: Droid or some cyborgs (see below). 

Benefit: As a swift action, you can broadcast the input from your audio, 
visual, and any special sensors to a droid ally, comlink, communications 
system, or holographic receiver within 24 squares. That ally is aware of 
anything you are aware of, and can use the aid another action to aid on your 
Perception checks even if you do not have line of sight to one another. If both 
you and your ally have Sensor Link, you share information simultaneously, 
granting a +2 bonus to Perception checks. 

Special: Cyborgs with built-in cybernetic sensors and communications 
gear can also take this feat. 


Shield Surge 

You can surge the power of a vehicle's shields through your direct data link 
at precisely the right moment to reduce the damage to the vehicle from 
incoming enemy fire. 

Prerequisites: Droid or cyborg with scomp link or similar direct data link 
with the vehicle, trained in Mechanics skill. 

Benefit: As a reaction, when your vehicle takes damage above its shield 
rating, after the shield rating is reduced you can reduce the amount of 
damage sustained by the vehicle by an amount up to the remaining shield 
rating (see page 161 of the Saga Edition core rulebook). However, the shield 
rating is immediately reduced by one point for every point of damage reduced, 

Special: The Recharge Shields action cannot be used on the vehicle until 
a full round after the use of Shield Surge. 


Slammer 
You clap two hands, claws, or appendages together, delivering a crushing 
blow to an enemy. 

Prerequisites: Small or larger droid, equipped with at least two suitable 
appendages, Strength 13. 

Benefit: As a standard action, you slam two of your appendages together 
from either side of an enemy, crushing your target between them. Make a 
melee attack. If the attack is successful, you deal unarmed damage with 
double your Strength bonus. If you also exceed the target's damage threshold, 
it has a persistent condition that can be removed only with 8 hours of rest 
ora DC 20 Treat Injury check. 

Special: If you also have the Crush feat, increase your unarmed damage 
by 1 die when using Slammer. 


Tool Frenzy 
You use all your built-in appendages, claws, probes, instruments, and tools at 
once to slash, pierce, burn, or cut your enemy in a frenzied melee attack. 

Prerequisites: Small or larger droid, equipped with at least two append- 
ages with tools mounted. 

Benefit: As a standard action, using appendages not normally considered 
weapons, you can make several strikes as a single attack against a single 
target. Make an unarmed melee attack with a +2 bonus; until the end of your 
next turn, you take a -2 penalty to your Reflex Defense. Use the damage 
die of the highest rated appendage (see page 190 of the Saga Edition core 
rulebook) when determining damage. 

Special: True (nonimprovised) melee or ranged weapons are not consid- 
ered tools for the purposes of this feat 


A PROBE OROID SPEEDS ACROSS RYLOTH 


Turn and Burn 
You can retreat from enemies with additional speed and agility. 

Prerequisites: Droid, equipped with hovering, flying, wheeled, or tracked 
locomotion, Dexterity 13. 

Benefit: When using the withdraw action, you can move up to 2 squares 
to escape threatened squares without provoking an attack of opportunity, 
and you can move your speed. You can spend a Force Point as a reaction to 
an enemy ending its movement adjacent to you to withdraw. 

Normal: When using the withdraw action, you can normally move only 
1 square to escape a threatened square without provoking an attack of 
opportunity and can move only up to half your speed. 
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DROID TALENTS 

Droid talents work the same as the talents presented in the Saga Edition 
core rulebook. However, each talent is available only to droids of a particular 
degree. When a character would narmally gain a talent, such as when attain- 
ing an odd-numbered level in a heroic class, the droid can select a droid 
talent from among those presented below. 


FIRST-DEGREE DROID TALENT TREE 

Known Vulnerability: You know the vulnerable spots to hit on most 
species. As a free action, you make a DC 15 Knowledge (life sciences) check 
(DC 25 for rare species, DC 35 for unknown species, both as determined by 
the Gamemaster). If the check is successful, until the end of the encounter, 
whenever you make a successful melee or unarmed attack that deals damage 
against a target of that species, your target takes a -2 penalties to attack 
rolls until the end of your next turn. 

Prerequisite: Trained in Knowledge (life sciences). 

Medical Analyzer: You use your medical knowledge and advanced droid 
processor to improve your treatment of medical conditions. When making a 
Treat Injury check to Treat Disease, Treat Poison, or Treat Radiation, you can 
also add your Intelligence modifier to your roll. 

Prerequisites: Trained in Knowledge (life sciences), medical droid. 

Science Analyzer: You use your extensive databanks to better analyze 
scientific data, You can add double your Intelligence modifier to your Know|- 
edge (life sciences) or Knowledge (physical sciences) skill check. 

Prerequisites: Trained in Knowledge (life sciences) and Knowledge (physi- 
cal sciences). 

Triage Scan: As a standard action, you can make a DC 20 Treat Injury 
check. If the check succeeds, you know if the organic characters within 6 
squares and within your line of sight are below one half of their hit points 
and at what step they are along the condition track. 

Prerequisites: Trained in Treat Injury, medical droid. 


SECOND-DEGREE DROID TALENT TREE 

Burst Transfer: You can double the amount of data transferred with the 
Binary language in a single round (see page 191 of the Saga Edition core 
rulebook) when communicating with other droids with Burst Transfer, and 
you cut Access Information time in half when making Use Computer checks 
to find general or specific information (see page 76 of the Saga Edition 
core rulebook), 

On-Board System Link: While aboard a starship or vehicle and plugged 
into the ship's systems by scomp link, droid socket, or basic data port, you 
can reroute power or recharge shields as two swift actions instead of three. 

Quick Astrogation: Your speedy electronic astrogation-calculation 
routines allow you to cut calculation time in half. Additionally, when attempt- 
ing a Use Computer check to Astrogate, you can make the calculation as a 
standard action instead of a full-round action 

Prerequisite: Trained in Use Computer. 


Scomp Link Slicer: Your inherent speed and advanced skill reduce the 
danger of slicing computer systems. You must be physically linked to the 
system you are slicing, You can use each of the following actions once per 
encounter: 

* Eradicate: You can use Disable or Erase Program on a computer that is 
friendly or helpful toward you. With this talent, disabling or erasing a 
program takes 5 minutes and requires a DC 15 Use Computer check (see 
page 76 of the Saga Edition core rulebook). 

Lockout: If you succeed on an opposed Use Computer check when you 
Issue a Routine Command to counteract another programmer's actions, 
you automatically lock the other programmer out of the system. He 
or she must succeed in an opposed Use Computer check against you 
to regain access to the system (see page 76 of the Saga Edition core 
rulebook). You resist the attempt as a reaction. 

Untraceable: As a reaction, you automatically keep a hostile computer 
from tracing your location if you fail a Use Computer check (see page 
76 of the Saga Edition core rulebook) by 10 or less. 

Prerequisites: Any two talents from the Slicer Talent Tree (see page 47 of 
the Saga Edition core rulebook). Burst Transfer can be one of these talents. 


THIRD-DEGREE DROID TALENT TREE 

Nuanced: You are skilled in the nuances of diplomatic speech and ges- 
tures. Once per encounter, you can add your Wisdom bonus to a Persuasion 
check in addition to your Charisma bonus. 

Observant: You enhance your persuasiveness by applying data obtained 
through observation. Whenever you would fail a Persuasion check, you can 
roll a Perception check as a free action, with a DC equal to the DC of the Per- 
suasion check. If you succeed, add +5 to the original Persuasion check result. 

Supervising Droid: You are programmed to oversee other droids. You 
can use each of the following actions once per encounter: 

* Combat Support: As a standard action, you automatically aid another 
on an allied droid’s attack roll, provided you are capable of using the aid 
another action to assist that ally. If you also have Weapon Focus with 
this weapon, you increase the bonus provided by the aid another action 
from +2 to +3. 

Director: As a standard action, you automatically aid another droid with 
a skill you are trained in. If you also have Skill Focus in the skill, you 
increase the aid another bonus from +2 to +5. 

© Instant Action: As a swift action, you grant one ally a swift action that 

it can use immediately as a free action. 

Prerequisites: Observant, any talent from the Influence, Inspiration, or 
Leadership Talent Trees (see pages 43-44 of the Saga Edition core rulebook). 

Talkdroid: You know how to subtly massage translations. When one of 
your allies is attempting to use the Persuasion skill to change the attitude 
of a creature that does not understand your ally, you add +2 to the ally's 
Persuasion check results if you perform the translation. 

Prerequisite: Trained in Persuasion. 
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DROID DATA PORTS 

For the most part, Gamemasters and players need not worry about the 
exact type of data ports and other connections between a droid and 
a computer, a vehicle, or a network. However, the Gamemaster might 
decide that this information should play a part in the story or would 
otherwise logically come into play. For instance, it might make sense for 
‘an astromech droid to be able to slice into a complex computer system, 
but a lowly power droid probably does not have the equipment for it. Also, 
rare or alien droids or those from another era might have nonstandard 
ports. Certain talents and feats described in this book require a link in 
order to function. Below is a brief summary of the standard data ports 
found in the galaxy. 


Maintenance Data Link: All droids come standard with at least one 
maintenance data link port for programming and maintenance. This 
wired link can be used with datapads, portable computers, and systems 
designed for implementing droid modifications. This link is not normally 
suitable for the droid to use to attempt slicing or controlling a vehicle or 
automated systems. Any attempt to do so suffers a -10 penalty to any 
Use Computer, Mechanics, or other skill checks. This penalty does not 
apply to skill checks others make to the droid. 


Basic Data Link: Droids are equipped with one or more basic data links. 
This wired link allows a droid to transfer data efficiently and enables 
equipped droids, such as pilot droids, to operate computers and ship 
systems without physically touching the manual controls, although that 
capability usually depends on the system rather than the droid. The port 
is suitable for data transfer, vehicular control, and slicing attempts. 


‘Scomp Link: This advanced droid-computer data link is found on star- 
ships and on larger computers and networks. This port is suitable for 
all types of data transfer, vehicular control, and slicing attempts. See 
the scomp link equipment entry on page 62 for additional information. 
All astromechs are equipped with scomp links, unless otherwise noted. 


Wireless Link: Some droids have the hardware to access wireless data 
links. This type of link is only operable when a computer or network also 
has wireless capability. Accessing networks typically requires passwords 
or slicing. However, once connected, this type of link is suitable for all 
types of data transfer, vehicular control, and slicing attempts. An inte~ 
grated comlink does not allow a droid to access wireless data networks 
or make slicing attempts wirelessly. 


FOURTH-DEGREE DROID TALENT TREE 

Just a Scratch: Once per encounter, asa reaction, you can reduce the 
damage from a single attack that targets your Reflex Defense by an amount 
equal to your Fortitude Defense. 

Prerequisites: Equipped with medium or better armor, proficient with 
that armor. 

Target Acquisition: Once per encounter, as a swift action, designate 
an enemy target within line of sight as an acquired target. You gain a +1 
circumstance bonus to attack rolls and damage rolls for all attacks against 
that target until the end ofthe encounter, as long as the target remains 
within your line of sight. 

Target Lock: You lock onto the target designated by the Target Acquisition 
talent. If the target leaves your line of sight, you automatically reacquire 
the target lock as a reaction if the target comes back within your line of 
sight. You also gain a +5 bonus to your Perception skill when opposing the 
target's Stealth checks. 

Prerequisite: Target Acquisition. 

Weapons Power Surge: Once per encounter, as a free action, you can 
increase the damage dealt by one of your weapons by 1 or 2 damage dice in 
exchange for moving -1 step on the condition track for each die increased. 
The weapon must be permanently mounted to your chassis, and it must use 
your internal power supply. Handheld weapons, such as blaster rifles, do not 
qualify for this talent, 


FIFTH-DEGREE DROID TALENT TREE 

Durable: You are particularly durable and continue to function when a 
lesser droid would become disabled. The first time during an encounter that 
you would be moved to the bottom of the condition track by any effect, you 
instead stop at the -10 step. Additionally, if a single attack causes you to 
move multiple steps down the condition track, you can spend a Force Point 
asa reaction to only move -1 step down the condition track. 

Heavy-Duty Actuators: Your heavy-duty actuators allow you to release 
your power and speed in a quick burst. You can double your Strength bonus 
to your melee and unarmed damage rolls. 

Prerequisite: Medium or larger size. 

Load Launcher: You are considered proficient with improvised thrown 
weapons (see page 150 of the Saga Edition core rulebook) when making a 
ranged attack by throwing an object. Objects up to one size category larger 
than you can be thrown up to a number of squares equal to 2 x your Strength 
bonus (minimum 1 square). Additionally, you add your Strength bonus to 
any damage dealt. 
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Task Optimization: Select a skill you are trained in. Once per encounter, 
you can perform any application of that skill as one action quicker than 
normal but as at least a swift action (for example, a full-round action 
becomes a standard action, a standard action becomes a move action, a 
move action becomes a swift action). Tasks requiring more than one round 
cannot be optimized with this talent. 


New TALENTS FOR 
DROID PRESTIGE 
CLASSES 


This section features new talents for two existing droid-only prestige classes: 
the Droid Commander (see pages 42-44 of The Clone Wors Campaign Guide) 
and the Independent Droid (see pages 46-48 of The Force Unleashed Cam- 
paign Guide). 


NEw TALENTS FOR THE DROID 
COMMANDER PRESTIGE CLASS 


New Droid Commander Talent Tree 
OVERRIDE TALENT TREE 
You can take direct control over your droid allies for brief periods. 

Directed Action: As a standard action, you allow one droid that can 
hear and understand you to make a Deception, Mechanics, Persuasion, Pilot, 
Ride, Treat Injury, or Use Computer check immediately as a free action. The 
droid can replace its relevant ability score modifier for that check with your 
Intelligence modifier. 

Directed Movement: As a move action, you allow one droid that can 
hear and understand you to move up to its speed. The droid can make 
Acrobatics, Climb, Jump, Stealth, or Swim checks during this movement, 
and can replace its own relevant ability score modifier for that check with 
your Intelligence modifier. 

Full Control: As a full-round action, you allow one droid that can hear 
and understand you to take the full attack action. The droid can replace its 
relevant ability score modifier to any attack rolls it makes with your Intel- 
ligence modifier. 

Prerequisites: Directed Action, Directed Movement, and Remote Attack. 

Remote Attack: As a standard action, you allow one droid that can 
hear and understand you to make a melee or ranged attack. The droid can 
replace its relevant ability score modifier to its attack roll with your Intel- 
ligence modifier. 


NEw TALENTS FOR THE 
INDEPENDENT DROID 
PRESTIGE CLASS 


New Specialized Droid Talent 
This talent is for use with the Specialized Droid talent tree. 

Power Boost: You channel your power surge into a boost for your loco- 
motion system. When you initiate a power surge, you can use one of the 
following bonuses with your installed locomotion system: Jump +4 squares 
(walking or wheeled locomotion), or increase hovering height by 4 squares 
(hovering locomotion). You can use this talent for a number of rounds equal 
to one-half your level (rounded down). 

At the end of a power boost, you move 1 persistent step on the condi- 
tion track. The penalties imposed by this condition persist until you receive 
repairs (using the Repair Droid application of the Mechanies skill). You can 
use both Power Surge and Power Boost at the same time, but you must move 
-2 persistent steps on the condition track. 

Prerequisite: Power Surge. 


New Autonomy Talent 
This talent is for use with the Autonomy talent tree. 

Just a Droid: You are adept at passing yourself off as an ordinary droid. 
You can use each of the following actions once per encounter. 

© Just Another Droid: You are skilled at using Stealth to sneak past 
unwary enemies when moving in plain sight. You can use the Sneak 
application of the Stealth skill when in plain sight of an enemy, if the 
enemy has no reason to doubt that you are just another droid. You are 
considered trained in Stealth for this action. 

* Just a Normal Droid: You can reroll Deception checks for deceptive 
appearance to make observers believe that you are carrying out a 
standard function when attempting to do something atypical for your 
droid model or function. You may keep either result. 

Swift Droid: You move quickly when caught. You can make a swift action 

asa reaction after failing a Deception check or a Stealth check. 

Prerequisites: Any two talents from the Autonomy talent tree. 


New Elite Droid Talent Tree 
You have become a highly advanced droid and are among the elite units of 
your class, 

Break Program: You can use your ability to circumvent behavioral inhibi- 
tors to temporarily break the programming of a droid that you have a data 
link with, Make a Use Computer check opposed by the droid’s Will Defense. 
Breaking the droid’s programming overrides its behavioral inhibitors for a 
number of rounds equal to your Intelligence bonus. 

Prerequisite: Trained in Use Computer. 

Heuristic Mastery: You understand the subtleties and limitations of your 
heuristic processor. You can reroll any untrained skill check (except Use the 
Force), keeping the second result, even if it is worse. Once per encounter, 
you can spend a Force Point to reroll any skill check (trained or untrained), 
taking the better result. 

Prerequisite: Wisdom 15. 

Scripted Routines: Your extensive experience allows you to preset 
specific routines that give you an advantage in some situations. Once per 
encounter you can use each of the following actions: 

* Attack Script: You can use a feat or a talent that modifies your attack 
roll as one action less (for example, a full-round action becomes a 
standard action, a standard action becomes a move action, a move 
action becomes a swift action, a swift action becomes a free action) 
Defense Script: You can apply your Independent Spirit bonus a second 
time during a single encounter. 

Skill Script: While in combat, you can apply a bonus equal to one-half 
of your class level to any single skill that requires a standard action or 
less to use. You must be trained in the skill. 

Prerequisite: Base attack bonus +5. 

Ultra Resilient: You have advanced subroutines that make you more 
resistant to the effect of damage. Once per encounter, as a reaction, you 
can increase your damage threshold with a bonus equal to your Independent 
Droid level. 


ADUJUUDICATING DROIDS 
‘Adjudicating droids can present unique challenges for the Gamemaster. 
Although they are essentially living machines, droids cannot be treated as 
simply another species or character type. Below are common droid issues 
and information on adjudicating them. 


DAMAGED AND 

DESTROYED DROIDS 

Damaged and destroyed droids are treated similarly to organic heroes when 
it comes to damage and death. However, droids are also machines and can 
be reassembled or have their data accessed by other means, so they have 
additional options not available to organic characters. New approaches to 
damage and destruction are presented below. Information on droid damage 
and repair from the Saga Edition core rulebook is also included here for 
convenience. 

Conditions: A droid is treated the same as an organic character when 
it comes to the condition track and persistent conditions. Unlike organic 
characters, however, a damaged droid might gain a quirk (See “Quirks as 
Persistent Conditions" on page 18). 

Destroying a Droid: If a droid is reduced to 0 hit points by an attack 
that deals damage equal to or greater than its damage threshold, the droid 
is destroyed. However, it can spend a Force Point to become disabled instead 
of destroyed. 

Disabled: When a droid is disabled (the equivalent of being unconscious), 
it moves -5 steps on the condition track, falls prone, and is unable to take any 
actions. It remains inert and inoperative until repaired. A droid that is repaired 
immediately reactivates and can get up to fight again, but it starts prone. 

Repair Droid (requires tool kit): A character with Mechanics as a 
trained skill can spend 1 hour of work and make a DC 20 Mechanics check to 
repair a damaged or disabled droid, restoring hit points equal to the droid's 
character level and removing any persistent conditions currently affecting 
the droid. A droid can attempt to repair itself, but it takes a -5 penalty on 
its skill check. 
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New Optional Rules 

The following new optional rules can be included, in whole or in part, in 
your game to give droid heroes some of the versatility seen in the Star Wars 
films. As with all optional rules, inclusion of the following rules in the game 
is subject to Gamemaster approval. 

Sacrificial Appendage: When a droid would normally be reduced to 0 hit 
points or moved to the bottom of the condition track, the droid can choose 
instead to have one of its limbs severed. If the droid chooses this option, it 
is instead moved to the -10 step on the condition track, or, in the case of 
being reduced to 0 hit points, it retains 1 hit point. The sacrificed appendage 
should be a limb rather than a tool that the droid can easily do without. The 
appendage can be successfully reattached with a repair check (see Repair 
Droid on page 29). The droid receives hit points from the repair, as usual. 


Destroyed Droids: Taking into account the method of destruction, the 
Gamemaster determines what parts of a droid remain after it is destroyed. 
Blaster fire or an explosion might scatter small and large pieces around the 
area. A droid destroyed by a lightsaber might have slices or holes burned 
through its chassis, or large sections of the droid's appendages might be 
completely severed. The Gamemaster should also determine which of the 
droid's systems, accessories, appendages, or tools are damaged or destroyed. 

Reactivating a Destroyed Droid: At the Gamemaster's discretion, a char- 
acter can attempt to salvage and reactivate a destroyed droid. Reactivating a 
droid requires that its processor, power source, and communication interface 
must be intact. The battery and communication interface can be replaced or 
replicated if needed. A destroyed droid cannot reactivate itself. The character 
attempting the reactivation must make a DC 20 Mechanics check and work 
on the droid for 5 minutes. A character can attempt to reactivate a droid 
as a full-round action, increasing the DC to 30. If the check is successful, 
the droid moves +1 step on the condition track. However, the droid is still 
considered to have 0 hit points and cannot move, attack, or take any action 
other than skill checks for skills based on Intelligence, Wisdom, or Charisma. 

Salvaging a Destroyed Droid: Salvaging a destroyed droid requires a 
tool kit, time, spare parts, and additional Mechanics checks (see Repair Droid 
‘on page 29). A reactivated droid can assist in its own repairs by using the 
aid another action, although it cannot attempt to repair itself directly. The 
time required to salvage a droid can be affected by the level of destruction 
sustained by the droid. Repairs might take several hours, several days, or 
even several weeks, as determined by the Gamemaster. Destroyed droids 
usually require spare parts costing 50% or more of the droid’s original cost. 


IMPROVISED DROID TASKS 

Heroes might try to take maximum advantage of the unique resources a 
droid offers. A droid’s built-in equipment, traits, and unique social status in 
the Star Wars universe cause droids and droid heroes to be called upon to 
carry out tasks well beyond their original programming. 

When considering an unusual request for or by a droid character, consider 
the following: 

Does the droid have a heuristic processor? If not, then the request must 
be governed by the standards of the basic or remote processor, so the task 
must be laid out in specific terms. Unless the request is defined in ways the 
droid understands, the droid cannot act beyond its programmed skills, feats, 
special abilities, and tasks. Even if the tasks are clearly delineated, the droid 
might perform them poorly or inefficiently or become confused if the task 
does not proceed as planned. A droid equipped with a heuristic processor 
is better equipped to handle unusual situations, so it can act on fewer, less 
specific instructions, Additionally, focusing on the advantages of the heuristic 
processor emphasizes the choice of processor in droid creation, rewarding 
those players who select it. 


Is the request already covered by an existing talent, feat, or droid 
special quality? Don't shortchange players who select certain class, droid, 
or droid prestige class talents and feats by allowing other droids to replicate 
those abilities too often. If it seems reasonable that a given droid might be 
capable of an action similar to an existing ability, allow the action to proceed 
with a lesser chance of success and/or a lesser result than could be gained 
with the existing ability. 


THE DROID THAT 

GAINED LEVELS 

In adventuring parties featuring less than five players, adding a Game- 
master-controlled droid to the party can be a great way to balance the 
party without having to adjust your encounter design. Many gaming 
groups can only muster three or four players and a Gamemaster, while 
the game is designed for a typical group of five players and a GM. Filling 
those empty player spots with droids isa nice option, because a droid can 
easily fade into the background during noncombat encounters, whereas 
a living character that does so might seem shallow and one-dimensional. 
\f you decide to include a droid ally as a means of filling out the party's 
numbers, you should probably think about the droid just like you would 
any other major Gamemaster character, and plan on it being with the 
party for the duration of the campaign. 

You should choose a droid model that fills an appropriate niche in the 
party. Similarly, you should probably think about the kinds of adventures 
your heroes are going to be going on, and what roles need to be filled. If 
the party lacks a pilot, a pilot droid seems like a good choice. However, 
there are other considerations. Some droids don't do well on adventures 
due to their forms (try getting that wheeled droid up a long set of stairs), 
A good option for creating droids to round out a party of heroes is to 
use the stock droid chassis presented on page 10 and then build the 
droid from the ground up. This not only lets you build exactly the kind 
of droid you need to fill a gap in the party, it unshackles you from the 
usual physical forms of various droids. 

As the heroes gain levels, so should the droid. The levels you choose 
for your droid should likewise continue to help the droid fill in the gaps in 
the party. If the party is short on firepower, the droid should take levels 
with high base attack bonuses and good combat talents, However, you 
also have another option to consider. If you want the droid to grow and 
to develop as an interesting Gamemaster character, consider having the 
droid take levels in the independent droid prestige class (see The Force 
Unleashed Campaign Guide, page 46). This helps represent the fact that 
the droid is becoming more and more unique thanks to its time with a 
party of heroes at the center of great, galaxy-shaking events. 


Is the request likely to be abused by the player in future sessions, 
or likely to become exploited regularly? If not, allow the idea to be used 
at least in this instance. However, if the idea could become an unwelcome 
addition to future sessions, the Gamemaster can avoid denying its use 
outright by allowing the character to spend a Force point or a Destiny point 
(if appropriate) for the action. Another option is for the droid to suffer a 
persistent condition and move -1 or more steps on the condition track at 
the end of the task. 

Should the task be covered by new talent, feat, or special quality? 
Some tasks generated by players are more appropriately covered by creat- 
ing a new droid-degree talent, feat, or special quality. If the player creates 
a wholly customized or new droid model, a special quality can be added at 
the Gamemaster's discretion (see the special qualities included for the droids 
in this book for examples). If the droid is an existing stock model, create a 
talent or a feat instead. If the ability seems like something a droid ought to 
be able to learn, create a feat. If the ability seems focused on a trademark 
task of a particular model or degree of droid, create a talent specific to that 
degree of droid (see page 26). 

Adjudicating simple and complex tasks. If the Gamemaster decides to 
proceed with the request, he or she should decide what actions, attacks, and 
skill checks are required for success. Simple tasks are typically covered by one 
skill check, but unique circumstances might require more time and/or multiple 
checks. Complex tasks should take multiple rounds with multiple checks. 

Plan for failure. A droid that performs a task outside its realm of expertise 
can make for potentially amusing or unexpected situations if t fails. The droid 
might become confused, carry out the next operation without completing the 
first task, return unexpectedly, call on the owner for clarified instructions, or 
give up and report the failure. In the middle of a battle or a critical mission, 
this failure can cause confusion or threaten a mission's success, forcing the 
heroes to act quickly to resolve the situation. Gamemasters should take 
advantage of this potentially dramatic or amusing situation. 
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Droids occupy a unique place in Star Wars. They are machines that feel, 
automatons that think, robots that know. They fight wars, heal the sick, and 
track down Rebel scum. A droids develops a personality, friendships, and 
rivalries, just as an organic being does over the course of a lifetime. Droids 
might squabble among themselves, but they will also offer any parts neces- 
sary to help repair a friend fallen in battle. Organic beings often treat their 


droids less like property and more like companions. Droids are a remarkable 
part of life, even if they are not truly alive. 

% é Droids have a significant effect on history. Were it not for a pesky R2 unit, 
the Rebel Alliance would have never become the New Republic. The legions 


of battle droids are worthy foes of the Old Republic. A droid’s recording of a 
Jedi meditation leads Zayne Carrick to fight his former masters. Droids are 
important pieces to the puzzle of what the galaxy has become, Some droid 
designations are well known as heroes or villains: C-3PO, HK-47, |G-88. ss 

Yet, some beings in the Star Wars universe consider droids to be nothing 


\d _fnore than tools—just hydrospanners with legs. Droids are sent into battle 
to be destroyed, They are unmourned if they do not return from unexplored 


ions of space. Indeed, some beings resent droids for their efficiency and 
ause of the perception that they take jobs from organic beings who need 

feed their families. Droids are refused service in some businesses, and they 
are denied basic rights on some planets. In spite of, or perhaps because of, all 
their amazing achievements, droids can bring out the worst in other beings. 
Galactic conflicts, such as the Clone Wars, in which droids are programmed 
to kill and destroy are not forgotten by the beings whose homes and planets 
are overrun by mechanical menaces. 

This chapter explores the role of droids in the Star Wars universe, including 
their struggle for rights, their religious beliefs, and even a few old spacers’ 
tales thrown in for good measure. It looks at droids as equipment, as well as 
at some of the unique roleplaying opportunities available to droid characters. 
Players who would like to give extra spark to their droid heroes can find 
plenty of interesting options. Gamemasters looking to add flavorful droid 
characters to their stories can find useful hints, tips, hooks, and aids here. 
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ALTERNATIVE 
PRICING SYSTEM 


Market forces drive the pricing of droids. Droid dealers haggle and bargain 
with prospective owners. Bargain hunters travel across the galaxy for the 
right droid at the right price. Knowing what a droid is worth can be difficult. 
A droid fresh from the factory is significantly different from one that has 
been roaming for hundreds of years. Age and experience are valued by savvy 
droid owners. Rebuilding a droid that has learned how to do its job is much 
easier than teaching a new droid. 

This system bases droid prices on the droid’s capabilities and experiences. 
It allows Gamemasters to customize droids for their group and to offer droids 
that fill the heroes’ needs. If the heroes need a protocol droid and also need 
a droid that has slicing skills, the Gamemaster can customize a single droid 
to fit both needs and find the appropriate price for it. 


Step 1: Start with the basic chassis cost of 1,000 credits x the degree of 
the droid. 

Step 2: Calculate the droid’s factory cost using the rules in the Saga Edition 
core rulebook. Be sure to figure in the droid’s cost factor, its size, and the 
price of any accessories attached to the droid. 

Step 3: Add the cost of any accessories from other supplements, including 
this one. 

Step 4: Add together the droid's attribute modifiers. Multiply the sum by 
1,000 credits. 

Step 5: Multiply the number of talents the droid possesses by 2,000 
credits. 

Step 6: Multiply the number of the droid's trained skills by 500 credits. 
Step 7: Multiply the number of the droid’s feats by 1,000 credits. 

Step 8: Multiply the droid’s CL by 1,000 credits. 

Step 9: To find the final cost of the droid, add the results of steps 1 through 
8, and divide the sum by 2. 


The costs for Saga Edition droids have been recalculated and are indicated 
below under “Droids as Equipment.” The costs for the droids in this book were 
calculated using the rules above. 


WHICH PRICE IS RIGHT? 

The prices indicated here differ from those in the Saga Edition core 
rulebook. The system here takes into account functionality, skills, and 
equipment. Some Gamemasters might prefer to assign prices based on 
market value, common sense, or narrative necessity. Other Gamemasters 
are unconcerned with tracking finances and might simply judge whether 
a droid can be purchased. The final choice belongs to the person behind 
the screen. 


MEDICAL DROIDS SURGICALLY RECONSTRUCT 
DARTH VADER ON CORUSCANT 


Example: The heroes in Brent's gome want to buy a medical droid after a few 
close scrapes and challenging encounters. The campaign is set during the Dark 
Times, so Brent allows them to purchase an FX-6 medical droid, He calculates 
the droid's costs based on its statistics: 


Step 1: Start with the basic chassis cost. For a first-degree droid, the cost is 
1,000 credits. 

Step 2: Calculate the droiad’s factory cost using the rules in the Saga Edition 
core rulebook. Be sure to figure in the droid's cost factor, its size, and the price 
of accessories attached to the droid. This cost is 3,800 credits. 

Step 3: Add the cost of any accessories from other supplements, including 
this one. Brent elects not to add any droid equipment. 

Step 4: Add together the droid's attribute modifiers. The droid’s five modifiers 
are -1, +0, +2, +2, -1. The sum is 2, which, multiplied by 1,000 credits, adds 
2,000 credits to the total. 

Step 5: Multiply the number of talents the droid possesses by 2,000 credits. 
Brent gives the droid 3 levels of scout to keep it near the level of his players 
and to give it access to talents. Brent gives the droid two droid talents and 
adds 4,000 credits. 

Step 6: Multiply the number of the droia's trained skills by 500 credits. The 3 
skills this droid possesses add 1,500 credits to the cost. 

Step 7: Multiply the number of the droid’s feats by 7,000 credits. Each FX-6 
comes with 4 feats, and the 3 feats earned through the 3 levels of scout give the 
droid a total of 7 feats, adding 7,000 credits to the droia’s total. 

Step 8: Multiply the droid's CL by 1,000 credits. This droid’s CL adds 3,000 
credits to the droid’s cost. 

Step 9: Brent divides the total of 22,300 credits by 2, so the total cost of the 
experienced medical droid is 11,150 credits. 


DROIDS AS 
EQUIPMENT 


Few droids are as special as R2-D2. Countless droids in the background of the 
Star Wars universe do their duty quietly and efficiently, allowing the heroes 
to have the spotlight. Droids can be useful, but having one as a full-fledged 
Gamemaster character can be distracting and time-consuming, both for 
players and for the Gamemaster. A hero who owns a starfighter likely wants 
an astromech droid to make the calculations for hyperspace, but the hero 
probably wants the droid to stay with the ship during adventures. The Game- 
master has enough to worry about without playing a precocious astromech 
droid, so the droid is left out of the picture. But if the Gamemaster wants to 
run a scene in which the pilot rushes back to the hangar bay while pirates 
attempt to sabotage all the ships in the landing bay, that droid becomes a 
significant part of the hero's attempt to stop the pirates. Additionally, con- 
sider the soldier hero who leads an entire squad of battle droids into combat. 
The addition of so many Gamemaster-character droids can cause problems 
with encounter balance and slow down the action at the game table while 
the actions of all those droids are resolved 

Ultimately, most droids are better envisioned as equipment rather than 
as companions or allies. They are machines built to do a job. A personality 
might develop as a result of infrequent memory wipes, but the droid is still 


DROIDS ARE OFTEN SEEN AS NOTHING MORE THAN ToOLe 


hard-wired to do one particular task very well. This section explains how 
droids can be treated as equipment rather than as Gamemaster characters, 
allowing Gamemasters to put control of those droids into the hands of the 
heroes who own them. 

These rules are not meant to replace the droid rules in the Saga Edition 
core rulebook. They are optional and meant to be used in situations where 
a droid is needed for utility and not as a significant Gamemaster character. 
Additionally, Gamemasters should use these rules when the heroes own a 
droid that does not need to be a major part of the story. These rules allow 
players to purchase droids to help them during their adventures without 
the Gamemaster worrying about players entering the fray with legions of 
droids at their disposal. 

Under these rules, droids are stripped down to their bare essentials, both in 
stats and in function. These functions are called protocols. A droid is able to 
perform protocol actions only when told to do so by its master or its master's 
allies. Protocol actions are swift actions, but more complex ones require more 
than one swift action. These swift actions represent the hero giving orders to 
the droid and the time required for the droid to complete the action. Under 
these rules, each droid has a number of protocols that it can complete on 
behalf of its master. Typically, these protocols are used during combat. 


USING THE PROTOCOL FORMAT 

Droids are normally unable to take protocol actions on their own. These 
actions come from a droid's master and his or her allies. The droid's owner, 
as well as anyone designated by that owner, can activate protocol actions 
for a droid by spending, in the same turn, the number of swift actions listed 
in the protocol-format statistics block. However, you can spend swift actions 
to activate a droid’s protocol actions only if no one has activated protocol 
actions for the droid since the end of your last turn. A droid carries out the 


How DOES THE 

PROTOCOL SYSTEM WORK? 

At first glance, players and Gamemasters might have difficulty under- 
standing why these rules are in place or how they should be used. As an 
example, let's say that you have a Twi'lek scoundrel hero named Reagle, 
specializing in slicing. Reagle wants to buy an astromech droid to help 
him slice into secure starships, but the Gamemaster does not want to 
develop a full personality and role in the story for the droid. Rather 
than adding a new astromech Gamemaster character to the game, the 
Gamemaster allows the player to control the droid, using these rules. 
He gives the player the protocol-format statistics block for the droid, 
and allows the player to spend swift actions to control the droid during 
encounters. The Gamemaster still keeps the full-length statistics block 
handy in case, for example, an enemy decides to shoot the droid, but the 
astromech is placed under Reagle's direct control. 
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protocol action immediately, as soon as the character spends the swift action 
or actions to activate the protocol action. Some actions can be performed 
only once per turn, as indicated in the protocol-format statistics block. 

The Gamemaster gives the droid’s protocol-format statistics block to the 
player, who then treats the droid, effectively, as a source of extra actions. The 
Gamemaster should keep the droid's full statistics block for occasions when 
information not found in the protocol-format statistics block is needed. Other 
‘than execution of actions, the droid follows all droid rules and is subject to 
‘the same restrictions and benefits as those that normal droids have. 


ADAPTING DROIDS TO THE 
PROTOCOL FORMAT 

When using the protocol format, remember that the goal of these rules is to 
pare down the droid to its essentials. If the droid were only a tool or a piece 
of equipment, what would it do? 

Droids can move. Spend a swift action to command a droid to move. 

Droids can aid another. Spend a swift action for a droid to provide a +2 
bonus, assisting a character on an attack or a skill check. 

Droids can make skill checks of their own. Spend a swift action for a 
droid to make a skill check. If the check is considered a full-round action, 
this process costs two swift actions, 

Droids can attack. Spend two swift actions for a droid to make an attack. 
For a full attack action, four swift actions must be spent. 

Every action that a droid is able to perform might not be listed in the 
protocol-format statistics block. Indicate the actions a droid is most likely 
to be called on to perform. An action that the droid will be expected to do 
every session or encounter should be included. A droid should have no more 
than five protocols. An owner who wants a droid with more functionality 
and flexibility should use the regular droid rules and ask the Gamemaster to 
run the droid as a Gamemaster character. 

When converting actions, remember that protocol actions are swift 
actions. An action can require more than one swift action, as indicated on 
Table 2-1 below. This conversion allows some actions to be performed more 


times per turn than the droid would be able to do on its own, For example, 
a droid might normally be able to take only two move actions on its turn; 
however, an owner using protocol actions can spend three swift actions 
to order the droid to move three times. This compromise accounts for the 
droid taking up some of the owner's actions rather than having its own 
suite of actions. 


TABLE 2-1: DROID ACTIONS 
DROID ACTION COST PLAYER ACTION COST 


Free 1 free action 
Swift 1 swift action 
Swift x2 1 swift action 
Swift x3 2 swift actions (once per turn) 
Move 1 swift action (twice per turn) 
Standard 1 swift action (once per turn) 


Full-round action 2 swift actions (once per turn) 


Any action requiring more time than a full-round action is not suitable as 
a protocol action. Droids should be allowed to perform actions listed under 
the descriptions of skills they are trained in. If a hero wants his or her droid 
to perform an action outside the scope of its trained skills and protocols, 
the Gamemaster must determine if the droid could reasonably perform the 
action and, if so, the action cost of that action. 


An Example of Protocol Conversion 

Wren, a player in a campaign run by Brent, is playing an outlaw tech. After a 
combat encounter leaves her nearly dead, she tells Brent that she wants to 
invest in a droid bodyguard for her character. The game has several players, 
and Brent does not want to divide the spotlight ony further. He decides to use 
the protocol rules to give Wren more options in combat without having to 
worry about another Gamemaster character. 

Wren wants her bodyguard to be an HK-24 droid that her character repaired 
and restored from a junkyard planet. An HK droid might seem a bit much for 
some Gamemasters, but Brent has some action-packed ideas about the droid's 
previous owners and how those owners might make life interesting for his 
heroes. It is a win-win situation: Wren gets more options ina fight, and Brent 
gets some story options for exciting encounters. 

Brent agrees and pores over the stats of the HK droid in The Knights of the 
Old Republic Campaign Guide. He notes the hit points and damage threshold of 
the droid. The droid movement is easy to convert. Because the droid is meant to 
aid Wren's character in combat, Brent devotes a ranged attack action and an 
aid attack action to the droid. He also gives the droid an attack option since it 
possesses the Rapid Shot feat. The droid is trained in Initiative and Persuasion. 


The presence of an assassin droid can lend extra weight to a hero's Persuasion 
attempt, so he gives the droid an aid another action. The droid has a translator 
unit, so Brent gives the droid the ability to translate as a free action. 

Protocol stats for the HK-24 follow. 


HK-24-Series Assassin Droid (30,700 cr) 

Medium droid (4th-degree) 

hp 43 

Threshold 19 

Move (1 swift action, 2/turn) 

The HK-24-Series assassin droid moves 6 squares (walking). 

Intimidating Presence (2 swift actions, 1/turn) 

The Hk-24-Series assassin droid assists a character's Persuasion check, 
providing a +2 bonus to the check. 

Rapid Shot (1 swift action, 1/turn) 

The HK-24-Series assassin droid makes a ranged attack at +11. 
If successful, the attack deals 4d8+4 points of damage. 

Support Fire (1 swift action, 1/turn) 

The HK-24-Series assassin droid makes a ranged attack at +13. 
If successful, the attack deals 3d8+4 points of damage. 

Tactical Assistance (1 swift action, 1/turn) 

‘The HK-24-Series assassin droid assists a character's ranged attack, 
providing a +2 bonus to the check. 

Translator (1 free action) 

The HK-24-Series assassin droid translates to or from any language 
it knows. 

Skills Initiative +12, Perception +8, Persuasion + 11 

Vital Systems blaster rifle, translator unit (DC 5) 


To get you started, here are the droids from the Saga Edition core rulebook 
in this alternative format. All droids in this book have similar protocol-format 
statistics blocks in the Droid Codex. 


2-1B Medical Droid (7,150 cr) 

Medium droid (1st-degree) 

hp 

Threshold 9 

Move (1 swift action, 2/turn) 

The 2-18 medical droid moves 6 squares (walking). 

Diagnosis (1 free action) 

The 2-1B medical droid makes a Knowledge (life sciences) check to 
determine a source of disease or injury and communicates this 
diagnosis to its owner. 


First Aid (2 swift actions, 1/turn) 

The 2-1B medical droid makes a DC 15 Treat Injury check on a target in 
an adjacent square. If the check is successful, the target regains a 
number of hit points equal to its character level +1 for every point by 
which the check was successful. A character can be treated with first 
aid in this manner only once per day. 

Medical Assistance (1 swift action, 1/turn) 

The 2-1B medical droid assists a character's Treat Injury check, providing 
a +2 bonus to the check. 

Revivify (2 swift actions, 1/turn) 

The 2-1B medical droid makes a DC 20 Treat Injury check on a target 
currently at 0 hit points in an adjacent square. If the check is 
successful, the target is unconscious instead of dead. 

Skills Knowledge (life sciences) +13, Perception +5, Treat Injury +13, 
Use Computer +8 

Vital Systems 2 hand appendages, vocabulator 


R2-Series Astromech Droid (7,500 cr) 

Small droid (2nd-degree) 

hp 7 

Threshold 8 

Move (1 swift action, 2/turn) 

The R2-Series astromech droid moves 6 squares (wheeled), 4 squares 
(walking), or 9 squares (flying). 

Copilot (1 swift action, 1/turn) 

The R2-Series astromech droid aids a character's Pilot check, providing a 
+2 bonus to the check. 

Improve Access (2 swift actions, 1/turn) 

The R2-Series astromech droid makes a Use Computer check against a 
target computer's Will Defense to improve the computer's attitude 
toward it. 

Issue Routine Command (1 swift action, 1/turn) 

The R2-Series astromech droid issues a routine command to a computer 
that has a friendly attitude toward it. 

Recharge Shields (2 swift actions, 1/turn) 

The R2-Series astromech droid makes a DC 20 Mechanics check. If the 
check is successful, the starship regains 5 points of shields, up to its 
normal maximum. 

Regulate Power (2 swift actions, 1/turn) 

The R2-Series astromech droid makes a DC 20 Mechanics check. If the 
check is successful, the ship moves +1 step on the condition track. 


Skills Mechanics +13, Perception +3, Pilot +8, Stealth +6, Use Computer +13 
Vital Systems 6 tool appendages, 1 claw appendage, magnetic feet, 
astrogation buffer, internal storage (2 kg) 
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AN UNFINISHED C-3PO 


3P0-Series Protocol Droid (7,000 cr) 
Medium droid (3rd-degree) 

hp2 

Threshold 9 


Skills Knowledge (bureaucracy) +6, Knowledge (galactic lore) +6, 
Knowledge (social sciences) +6, Perception +1, Persuasion +12 

Vital Systems 2 hand appendages, translator unit (DC 5), vocabulator, 
audio recorder 


B1-Series Battle Droid (5,650 cr) 
Medium droid (4th-degree) 

hp 10 

Threshold 11 


Move (1 swift action, 2/turn) 

The 3PO-Series protocol droid moves 6 squares (walking). 

Databank (1 swift action) 

The 3PO-Series protocol droid attempts a Knowledge check involving 
bureaucracy, galactic lore, or social sciences. If the check is successful, 
the droid can communicate the information to its master. 

Diplomacy Assistance (1 swift action, 1/turn) 

The 3PO-Series protocol droid aids a character's Persuasion check, 
providing a +2 bonus to the roll. 

Impeccable Manners (2 swift actions, 1/turn) 

The 3PO-Series protocol droid makes a Persuasion check against the 
target's Will Defense, modified by the target's attitude toward the 
droid as follows: hostile -10, unfriendly —5, indifferent -2, friendly +0. 
If the check succeeds, the target's attitude toward the droid improves 
by one step. This action can be attempted on a target only once per 
encounter. 

Translator (1 free action) 

The 3PO-Series protocol droid can translate to and from any language 
it knows. 


Move (1 swift action, 2/turn) 

The B1-Series battle droid moves 6 squares (walking). 

Avoid Surprise (1 free action) 

The B1-Series battle droid makes a Perception check at the start of a 
battle. If the check is successful, the droid’s master avoids surprise. 

Patrol Duty (1 swift action, 1/turn) 

The B1-Series battle droid makes a Perception check against the 
‘target's Stealth check. If the check is successful, the battle droid 
detects the target. 

Support Fire (1 swift action, 1/turn) 

The B1-Series battle droid makes a ranged attack at +1. If successful, 
the attack deals 3d8 points of damage. 

Tactical Assistance (1 swift action, 1/turn) 

The B1-Series battle droid assists a character's ranged attack, providing 
@ +2 bonus to the roll. 


Skills Perception +6 
Vital Systems 2 hand appendages, internal comlink, vocabulator, 
blaster carbine 


B2-Series Super Battle Droid (8,400 cr) 
Medium droid (4th-degree) 

hp 21 

Threshold 12 


Move (1 swift action, 2/turn) 

The B2-Series super battle droid moves 6 squares (walking). 

Avoid Surprise (1 free action) 

The B2-Series super battle droid makes a Perception check at the start of 
a battle. If the check is successful, the droid’s master avoids surprise. 

Patrol Duty (1 swift action, 1/turn) 

The B2-Series super battle droid makes a Perception check against 
the target's Stealth check. If the check is successful, the super battle 
droid detects the target. 

Rapid Shot (2 swift actions, 1/turn) 

The B2-Series super battle droid makes a ranged attack at +2. 
If successful, the attack deals 448 points of damage. 


Support Fire (2 swift actions, 1/turn) 

The B2-Series super battle droid makes a ranged attack at +4. 
If successful, the attack deals 3d8 points of damage. 

Tactical Assistance (1 swift action, 1/turn) 

The B2-Series super battle droid assists a character's ranged attack, 
providing a +2 bonus to the roll. 


Dwarf Spider Droid (15,000 cr) 
Large droid (4th-degree) 

hp 32 

Threshold 26 


Skills Perception +8 
Vital Systems 2 hand appendages, wrist blasters (as blaster rifles), 
synchronized fire circuits, internal comlink, vocabulator 


Droideka-Series Destroyer Droid (21,000 cr) 
Large droid (4th-degree) 

hp 40 

Threshold 18 (SR 20) 


Move (1 swift action, 2/turn) 

The Droideka-Series destroyer droid moves 2 squares (walking). If the 
droid takes two swift actions to move in the same turn, it changes 
into wheeled mode and can move 10 squares. 

Avoid Surprise (1 free action) 

The Droideka-Series destroyer droid makes a Perception check at the start 


of a battle. If the check is successful, the droid's master avoids surprise. 


Blaster Barrage (2 swift actions, 1/turn) 

The Droideka-Series destroyer droid makes two ranged attacks at +5. 
If successful, each attack deals 5d8 points of damage. 

Rapid Shot (1 swift action, 1/turn) 

The Droideka-Series destroyer droid makes a ranged attack at +10. 
If successful, the attack deals 4d8 points of damage. 

Tactical Assistance (1 swift action, 1/turn) 

The Droideka-Series destroyer droid assists a character's ranged attack, 
providing a +2 bonus to the roll 

Twin Blaster Burst (1 swift action, 1/turn) 

The Droideka-Series destroyer droid makes a ranged attack at +12. 
If successful, the attack deals 3d8 points of damage. 


Move (1 swift action, 2/turn) 

The dwarf spider droid moves 8 squares (walking). 

Blaster Cannon Attack (1 swift action, 1/turn) 

The dwarf spider droid makes a ranged attack at +5. If successful, 
the attack deals 6d8 points of damage. 

Crush (1 swift action, 1/turn) 

The dwarf spider droid makes a melee attack at +8. If successful, 
the attack deals 1d6+10 points of damage. 

Patrol Duty (1 swift action, 1/turn) 

The dwarf spider droid makes a Perception check against the target's 
Stealth check. If the check is successful, the dwarf spider droid 
detects the target. 

Stability (1 free action) 

The dwarf spider droid receives a +5 bonus to avoid being knocked prone. 


Skills Perception +13, Stealth +3 
Vital Systems 2 tool appendages with laser cannons (treat as blaster 
rifles), shield generator (SR 20), internal comlink 


Skills Climb +6 (can reroll, can take 10 when threatened), Perception +12, 
Stealth -6 

Vital Systems 1 tool appendage with blaster cannon, climbing claws, 
extra legs, magnetic feet 


Crab Scout Droid (22,750 cr) 
Large droid (4th-degree) 

hp 80 

Threshold 42 


Move (1 swift action, 2/turn) 
The crab scout droid moves 6 squares (walking), or climbs 3 squares. 
Crush (1 swift action, 1/turn) 
The crab scout droid makes a melee attack at +16. If successful, 
the attack deals 1d6+15 points of damage. 
Powerful Charge (1 swift action, 1/turn) 
The crab scout droid makes a charge attack at +20. If successful, 
the attack deals 146+21 points of damage. 
Stability (1 free action) 
The crab scout droid receives a +5 bonus to avoid being knocked prone. 
Twin Blaster Burst (1 swift action, 1/turn) 
The crab scout droid makes a ranged attack at +8. If successful, 
the attack deals 3410 points of damage. 


Skills Climb +8 (can reroll, can take 10 when threatened), Perception +13, 
Stealth -6 

Vital Systems 2 claw appendages, twin blaster (treat as heavy blaster 
rifle), climbing claws, extra legs 
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IG-100-Series Bodyguard Droid (27,250 er) 
Medium droid (4th-degree) 

hp 53 

Threshold 17 


Track (2 swift actions, 1/turn) 
The Viper-Series probe droid makes a Survival check to discover any 
tracks left in an area. 


Move (1 swift action, 2/turn) 

The IG-100-Series bodyguard droid moves 6 squares (walking). 

Avoid Surprise (1 free action) 

The IG-100-Series bodyguard droid makes a Perception check at the start 


of a battle. If the check is successful, the droid's master avoids surprise. 


Electrostaff Spinning Attack (2 swift actions, 1/turn) 

The IG-100-Series bodyguard droid makes two melee attacks at +3. 
If successful, each attack deals 2d8+6 points of damage. 

Electrostaff Thrust (1 swift action, 1/turn) 

The IG-100-Series bodyguard droid makes a melee attack at +8. 
If successful, the attack deals 2d8+6 points of damage. 

Protect and Serve (1 free action) 

The IG-100-Series bodyguard droid spends one of its owner's Force points 
to assist an adjacent character. The assisted character can use the 
Force point as if he or she had spent it. 


Skills Climb +9, Endurance +8, Initiative +9, Jump +9, Perception +12 
Vital Systems 2 hand appendages, telescopic appendage (1 hand), 
electrostaff, magnetic feet 


Viper-Series Probe Droid (20,250 cr) 
Large droid (4th-degree) 

hp 34 

Threshold 19 


Move (1 swift action, 2/turn) 

The Viper-Series probe droid moves 6 squares (hovering). 

Pacify Hostile (1 swift action, 1/turn) 

The Viper-Series probe droid makes a ranged attack at +1. If successful, 
the attack deals 3d6 points of damage. 

Patrol Duty (1 swift action, 1/turn) 

The Viper-Series probe droid makes a Perception check against the 
target's Stealth check. If the check is successful, the droid detects 
the target. 

‘Scan (2 swift actions, 1/turn) 

The Viper-Series probe droid selects an adjacent square and makes a 
DC 15 Perception check. If the droid's check is successful, the droid 
discovers any clues, secret doors, hidden compartments, irregularities, 
traps, or anything else out of the ordinary in the area. The droid can 
communicate its discoveries as a free action. 

Self-Destruct (1 free action) 

The Viper-Series probe droid activates its self-destruct mechanism. The 
droid makes a 2-square burst area attack at +5. If successful, the 


attack deals 4d6 points of damage. The droid is immediately destroyed. 


Skills Endurance +5, Initiative +6, Perception +9, Stealth +1, Survival +7, 
Use Computer +6 

Vital Systems 2 hand appendages, 2 claw appendages, 2 tool 
appendages, self-destruct system, integrated comlink, video recording 
unit, blaster (treat as blaster pistol) 


ASP Labor Droid (4,000 cr) 

Medium droid (Sth-degree) 

hp 5 

Threshold 13 

Move (1 swift action, 2/turn) 

The ASP labor droid moves 6 squares (walking). 

Claw (1 swift action, 1/turn) 

The ASP labor droid makes a melee attack at +4. If successful, the attack 
deals 144+3 points of damage. 

Long-Distance Haul (2 swift actions, 1/turn) 

The ASP labor droid can move up to 24 squares in a single turn. 

Mechanical Assistance (1 swift action, 1/turn) 

The ASP labor droid assists a character's Mechanics check, providing a 
+2 bonus to the roll. 

Skills Endurance +11, Mechanics +4, Perception +1 

Vital Systems 2 claw appendages 


CREATING 
MEMORABLE DROIDS 


This book is an excellent resource for helping Gamemasters and players build 
unique droids and expand their vision of the Star Wars universe. Making 
memorable characters does not stop with the mechanics. The intangible ele- 
ments make droids memorable. C-3P0's unshakable manners are as important 
an element of his character as his ability as a translator. Personality goes a 
long way toward making characters memorable. The suggestions below are 
ways to spice up your character ideas. Season your droids as you see fit, but 
you do not have to use everything in the same dish. 

Give them a voice. Droids have unique voices. Give your droid characters 
access to altered voices and they will stick in the minds of your group longer. 
Adding a mechanical twist to your voice immediately indicates that you 
are speaking in character. You can download free text-to-speech programs 
that convert whatever you type into a mechanical voice, Smaller electronic 
devices, such as cell phones, sometimes have a similar function. Even simply 
holding an empty cup near your mouth while your character speaks can give 
your droid character a unique sound. 


CAD BANE, ACCOMPANIED BY A DROID COMMANDO AND AN 
IO-SeRIES ASSASSIN DROID 


Use your whole body. If you are willing to ham it up a bit, don't limit 
your portrayal to your voice, Adjusting posture or giving the droid a few 
signature gestures is another great way to let everyone know that you are 
in character. Props help as well. Perhaps your battle droid idly twirls its 
blaster pistol in between battles, Or maybe your maintenance droid is never 
without its tool kit. 

Mess with syntax. A droid that speaks normal Basic is a rare find indeed. 
Consider HK-47's tendency to start each sentence by identifying the type 
of sentence it is. Giving a droid a distinct speech pattern is @ great way 
to make the droid stand out. Perhaps the droid's vocalization software is 
malfunctioning, so it has difficulty saying certain words. The droid might 
always use an organic being's full name or a droid's full designation when 
addressing somebody, Or it might mix in words and slang from a previous 
owner's language because its most recent memory wipe did not take as well 
asit should have. 

Play against type. When a type of droid is mentioned, players might 
have certain preconceptions. Protocol droids are polite; battle droids are 
laconic, and so on. A droid that violates these expectations is an excellent 
way to shake up the situation, That protocol droid might be the life of the 
party, mixing drinks and telling jokes. Or the battle droid enjoys talking trash 
and verbally intimidating enemies in the heat of battle. Breaking away from 
expectations is a great way to explore a droid's character and motivations. 


Add an element of comic relief. Droid characters might have a streak 
of humor. The slapstick antics of battle droids and the black humor of 
HK-47 stem from the same source: While droids mimic the behaviors and 
feelings of organic beings, they don't truly understand the reasons behind 
the behaviors. Pick an element of organic beings’ behavior that your droid 
does not understand. Trying to solve this mystery can be a great source of 
roleplaying humor. 

Don't be afraid of flaws. Nobody is perfect, even in the Star Wars galaxy. 
‘Sometimes the best stories are those in which a character gets out of hot 
water. Flaws can strengthen a character's connection to other players, and 
flaws can be good for comic relief. If the droid is not good at lying, you might 
be able to build a great scene around the droid’s attempts to convince the 
con-artist scoundrel character to lie for it. 

Play well with others. The lone wolf anti-social assassin droid might 
sound like a cool character idea at first, but you must remember that you 
are playing this game with other people. A character who works well with 
other heroes makes the game easier for players and for the Gamemaster. 
That assassin droid probably isn't a good fit for a game in which the other 
heroes are all Padawans, but a game focusing on a bounty hunters’ guild 
might work, When everyone sits down to create characters, discuss how your 
characters come to know each other. Another player's character might be a 
perfect fit for a relationship with your droid. 

Flesh out your history. Knowing where a character comes from helps 
you understand where that character is going. Interesting characters from 
the droid's past can be great material for the Gamemaster. Previous owners, 
droid rivals, and other beings from your droid's past connect you to the 
game and to the other heroes. For example, your droid might have been the 
property of a minor crime lord, while another hero owes money to a crime 
lord. Rather than having two crime lords chase after your group of heroes, 
simply make them one and the same. 

Give the character a goal. Even droids have dreams. Giving your character 
a goal can help you focus on important story elements and also give you a 
sense of what classes your character should take in later levels. The goal could 
be short term, such as "Escape my cruel master,” or it could be long term, such 
as "Establish a droids-only colony somewhere in the Outer Rim.” Even Game- 
master characters can benefit from goals. You might have an assassin droid 
target the heroes simply because you need a villain, but if the droid needs the 
bounty to avoid deactivation by its guild, you open up more story possibilities 
and potential noncombat avenues for approaching an encounter. 

Have an ending in mind. All good things must end, and your Star Wars 
campaign is no different. Planning for how your droid will leave the game 
can add depth to the character. It can also be useful if you must leave the 
game for real-life reasons, such as moving away. If you know how you want 
your droid to end its story, the Gamemaster can use that story as a grand 
send-off for your character. Or if the Gamemaster is bringing the saga to a 
close, he or she can fold your idea into the epic conclusion. 
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DROID ALLIES 

As a Gamemaster, you will inevitably discover that some aspects of your 
story don't interest your players as much as others. Instead of relegating 
them to the background, you can use a droid to give these elements life 
For example, a group of players might want their characters to travel from 
planet to planet pursuing adventures, but none of them wants to play a pilot 
character. Adding a droid pilot gives your players a face to associate with 
their travel, but the droid handles all the flying off-screen. Many such jobs 
need to be done, but your players don't have to do them all 

Droids can also keep the story moving. They can notice missed clues, 
suggest alternative ways around trouble spots, and subtly steer heroes back 
toward the plot. Even the best players can become sidetracked by red her- 
rings, so use droid allies carefully. Don't lead the heroes by the nose, but use 
the droid to deliver information necessary to make it to the next encounter. 
Star Wars adventures move fast, and having a tool to help maintain that pace 
can keep sessions from getting mired down in excessive planning. 

Droids might be considered property, but having a droid ally should be a 
two-way relationship. If the droid needs help, the heroes should be ready to 
jump to the rescue. When an enemy wants the inside track on the heroes, 
striking at them through their droid can be a dramatic way to make the 
situation personal. The heroes probably rarely wipe their droid's memory, so 
having that droid turn up in the hands of an enemy can make life challenging. 
The enemy has access to the heroes’ weaknesses through the droid, as well 
as a valuable hostage to use against the heroes. 


AHSOKA HEAPS PRAISE ON HER ASTROMECH ALLY 


Such a threat does not have to be so direct. Droids pass from owner to 
‘owner, and an old owner might come back into the droid’s life. A previous 
owner might be as obviously exciting as a crime lord or a Sith apprentice, 
but a more personal story could be told as well. What if the droid is the last 
possession of a soldier killed in the Mandalorian Wars, and the soldier's 
father offers the heroes an extravagant sum to part with their droid? Will 
the heroes give up their trusted sidekick to pay off their debts? Or will they 
deny a father's opportunity to remember a lost son or daughter? 

Heroes can also use a droid’s lowly station to their advantage. An astro- 
mech droid does not get a second glance as it rolls through a starport, but 
it can listen for any rumors and leads the heroes might need. Most beings 
ignore droids unless they are malfunctioning, and a droid can slip in and out 
of an area that organic beings are restricted from entering. Even droids that 
normally do not belong in an area can be overlooked. Guards that have been 
told to look for a group matching the heroes’ description might not notice a 
labor droid hauling a cargo container to the docking bay. 


DROID ENENIES 

The traits that make droids excellent allies can also make them challenging 
adversaries. For the Gamemaster, creating a memorable enemy can be more 
complex than simply selecting the right CL. A dynamic encounter is a great 
way to introduce a good villain, and giving the heroes good foes makes them 
rise to the challenge. Players are proud to defeat a foe that has gotten under 
their skin, and droids offer unique possibilities in this regard. 

Droids do not have the same physical limitations that organic beings do. 
They are unfazed by fire. They are unaffected by the loss of life support. 
Droids can push the heroes in ways other enemies cannot. Consider a group 
of heroes making a fast escape out of a suddenly unfriendly docking bay. They 
outrun their pursuers and find themselves in the safety of hyperspace—except 
for an assassin droid clinging to the hull of the ship and planning to break in 
when the heroes least expect it. While fighting the droid, the heroes must 
be careful not to damage the vital systems of the ship. However, the droid 
can attack the heroes without such restraint, sure to survive even if it blows 
out all the airlocks or destroys the hyperdrive motivator. 

A droid villain has other mechanical advantages. An enemy in pursuit must 
usually rest. Even the most relentless organic hunter must stop to sleep and 
eat. But a droid in pursuit of the heroes is not affected by these factors. A 
droid chasing heroes through a hostile environment such as the Great Dune 
Sea has a distinct advantage: Because the droid has no Constitution score, it 
does not have to make Endurance and Survival rolls, but the heroes do, Such 
an implacable opponent pushes both players and characters to their limits. 


Mass production is another advantage of a droid enemy. A villain can 
manufacture forces in a production facility rather than spending years train 
ing organic military forces. Even if the facility is discovered and destroyed, 
the designs for the droids exist somewhere. Not only can they be rebuilt, 
they droids can be improved upon to match the heroes as they rise in level. 

Finally, physical destruction does not guarantee that a droid is defeated. 
Memories can be uploaded to replacement models. The droid can learn what 
went wrong in its last clash with the heroes, and improve its effectiveness 
in combat each time it encounters them, A droid's personality might even 
be uploaded into a different model of droid to seek vengeance. The battle 
droid bounty hunter might now be in the body of a labor droid, preparing an 
attack with a heavy cargo container. 

Droids also make excellent henchmen. Perhaps an assassin droid has been 
sent after the heroes, filling the encounter with blaster fire and heart-racing 
combat. Labor droids can be muscle for a crime lord in control of a starport. A 
protocol droid can foul up sensitive negotiations by mistranslating to benefit 
a mysterious third party. Even an astromech droid can calculate the wrong 
hyperspace coordinates and deliver the heroes directly into an ambush. Once 
the players overcome the obstacle a henchman droid has set up, the heroes 
can follow the leads to the main villain. 

Even droids that the heroes trust can be used as antagonists. They can be 
stolen, reprogrammed, and put back in service without the heroes knowing. 
Apilot droid might unknowingly record the location of the heroes’ hideout 
and transmit it to an enemy. A new droid of the same type might be switched 
for one of the heroes’ trusted allies. The enemies can hold the original droid 
for ransom when the heroes discover the switch. The heroes must rescue 
the droid before it gives up their secret plans. 


ANTI-DROID OPINION 


Droids are a strange mirror for the species of the known worlds. Everyone 
has an opinion about droids and their role in the galaxy, and many of those 
opinions are unenlightened. Not everyone acts upon these dark feelings, apart 
from some grousing at the local cantina, but some individuals come together 
to make their dislike known. At times, heroes are needed to keep the peace. 

A common complaint about droids is that they take work away from 
organic beings. Some tasks, such as astrogation, can be done only by droids, 
but many droids do jobs organic beings could do. Someone who has lost a 
job because an employer has purchased a droid might become resentful of 
not only that particular model of droid, but of all droids in general. When 
an entire work force is replaced by droid labor, public opinion can become 
very ugly, very quickly. 

The Worker's Militia starts in the Alagon System, after the Xeran Mining 
Corporation lays off its entire staff and brings in a fleet of HND-9 mining 
droids. The Xeran executives do not expect the disgruntled workers to resort 
to sabotage and destruction. A nasty uprising beaks out, and every retalia- 
tion raises the stakes. Workers deactivate a number of droids. Xeran forces 
the miners out of their corporate housing. The miners reprogram the droids 
to attack ships leaving the system with ore. Xeran hires bounty hunters to 
track down the leaders of the militia. Only intervention by the New Republic 
restores peace in the Alagon System, and it is an uneasy peace. 

The use of battle droids in the Clone Wars deals a blow to relations between 
droids and organic beings. The devastation suffered on worlds scarred by 
battles between the Confederacy and the Republic sours public sentiment 
for years. The Empire passes regulations barring the sale and manufacture of 
droids for military purposes, even though Emperor Palpatine knows that the 
unease and fear caused by military droids enables the dark side to flourish. 

Some beings refuse to tolerate companies such as Arakyd profiting from 
the death and destruction of the Clone Wars. A rash of assassinations and 
accidents tears through the ranks of these companies. The executives turn 
to the Emperor for help, and Emperor Palpatine is pleased to protect them 
in exchange for aid in expanding his war machine. The Emperor wins on two 
fronts—the Empire's military grows stronger, and the escalating conflict 
spread by the assassinations turns many to the dark side. 

The Unforgettables begins as a Rebel cell. It first strikes a major blow by 
wiping the memories of droids destined for a newly built Star Destroyer. But 
this group of rebellious pranksters soon turns ugly. Their leader is caught 
orchestrating another memory wipe and is arrested. When he is not freed, 
the cell begins a campaign to wipe the memory of any droid important to 
the Imperial presence in the system. The Unforgettables start with servant 
and protocol droids, and soon move on to starport-control droids and other 
droids needed by civilians, The Rebel Alliance denounces the group's activities 
and begins hunting the Unforgettables as fervently as the Empire. 
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A TACTICAL DROID COMMANDING BATTLE ORDIDS 


PRO-DROID OPINION 
Many beings see their droids as friends, colleagues, and in many ways, equals 
They show their droids respect, making the droids’ existence easier and more 
meaningful. Some even devote themselves to working for droid equality. 
The Society for All Sentients occupies the far end of the equality spectrum 
Members believe that extreme measures must be taken to protect droids that 
are abused by their masters. Cruel droid owners are targeted for the Society's 
public displays, which can include splashing offenders with buckets of oil 
on the steps of the Senate or even stealing droids and setting them free. OF 
course, a droid liberated by the Society might return to its master and be 
punished for escaping, beginning the cycle again. The Society never claims 
responsibility for more violent crimes, but critics of the group suggest that 
it is only a matter of time before one of the targets ends up dead. 


DROIDS AS PROPERTY 
Droids belong to their owners. Even though they can laugh, sigh, or scream in 
terror, they have no more rights than a ship, a blaster, or a spoon. The ques- 
tion of droids' rights colors every relationship a droid has. Even if they do not 
actively pursue the issue, most beings have at least considered the question 
of whether droids have rights. Some hold that droids should be freed from 
their second-class status, while others insist on tighter restrictions against 
developing new droids or increasing droid intelligence. 

Droids might work closely with their masters, so developing a rapport 
with those organic beings is perfectly natural. The relationship can evolve 
into friendship. Droids develop personalities as they acquire memories 
and data, and a friendly relationship with the owner makes everyone's job 
easier. Organic beings become attached to pets, ships, and other objects, so 
developing affection for an object that can talk back is a natural reaction. 
A droid in this situation might develop a strong sense of independence, 
gaining confidence in its ability to make decisions and rarely worrying 
about punishment. 

Some organic beings prefer to keep their interactions with droids on an 
impersonal, professional level. Droids are kept at arm's length, and emotional 
attachment is seen as foolish, especially among beings who work with a large 
number of droids, such as dealers or members of repair crews. A droid might 
be destroyed while performing its job, especially droids built for dangerous 
tasks, such as battle droids and astromechs. Droids from these backgrounds 
are often better suited for interaction with other droids than with organic 
beings. When fate takes an ugly turn, these droids know that their masters 
are not likely to come to the rescue, but droids always help other droids 


OWEN LARS AT THE JAWA OROID MARKET 


ADVENTURE HOOK— 
iE SAINT OF DROIDS 
doesn't make much of an impression; he's not supposed to. As 
ws member of the Yarith Bespin Casino in Cloud City, the Verpine's 
jt isto make sure the sabacc tables run smoothly and the holosuites 
*p functioning. Droid dealers lounge around in the casino waiting to 
ly droids from gamblers who have had bad runs of luck. Vaxan makes 
i re that the droids that are bought and sold go to reputable dealers 
nd that the dealers who treat droids poorly are shut out of the action. 
ai One day, Vaxan doesn’t show up for work. The droids in the casino are 
“worried. He is responsible, and he would have called in if he were sick or 
pace te heroes are looking for a droid that was last seen on a ship 
headed for Bespin. Are the disappearances of the Verpine and the droid 
somehow connected? Or has Vaxan run afoul of one of the droid dealers 
he forced out of the casino? 
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Droids are stolen and poached from their owners on a frequent 
basis, Thieves and shady merchants pluck droids off the street, wipe 
their memories, and then put them on sale at below market prices. The 
reputation of used droid dealers becomes damaged as a result of these 
unscrupulous traffickers. 

Unhappy droids want to escape. A cruel master might drive a droid away. 
Or a droid might fear for its existence because of the dangerous tasks it 
is assigned. Running away from a master is dangerous. The droid is alone, 
without oil baths, maintenance, or tasks to perform. Of course, some beings 
help these runaway droids, passing along a few credits to help a droid get 
off-planet, or checking up on droid dealers to make sure they are not deal- 
ing in stolen droids. 

Droid bounties are uncommon, since replacing a stolen or runaway droid 
can be cheaper and easier than hiring someone to track it down. However, 
a droid that is particularly important to an individual or organization might 
be the target of a bounty. Most bounty hunters refuse to take droid boun- 
ties, and those who do accept droid assignments are often down on their 
luck or just starting out. Guilds rarely accept a droid bounty unless they are 
pressured into it by outside influences. 


DROID 
CONTROVERSIES 


The restraining bolt is the most common piece of equipment used when 
dealing with droids. Its initially designed to help droids equipped with basic 
processors, restricting them from entering dangerous terrain. But even with 
the development of the heuristic processor, the use of restraining bolts per- 
sists. Many masters want control over their droids and want to protect them 
against theft. Droid thieves are less likely to take a droid with a restraining 
bolt because removing the bolt costs time and money. Some masters go so 
far as to install bolts that are linked to a self-destruct system the droid is 
unable to activate, 

Droids typically dislike being fitted with restraining bolts, but a few droids 
feel the device offers security and shows how much the master cares. Most 
droids do whatever they can to have a bolt removed as soon as possible. 
They might physically pry the bolt off or try to convince the master that the 
bolt interferes with key functions, Masters who refuse to use bolts show 
their droids that they trust them, motivating the droids to work harder. These 
masters might risk the droid running away, but the droid risks being caught 
and sold to a master that is less trusting. 
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Droid manufacturers recommend regularly scheduled memory wipes to 
reduce the development of personality quirks. The wipe also makes droid 
escapes less likely, since the droid is unable to remember attachments to 
previous owners. However, some owners want a droid that can learn and draw 
upon its experiences in order to work better. Prudent owners strike a middle 
ground. Some droids believe memory wipes to be cruel, and they do whatever 
they can to avoid being wiped. Others welcome the relief of remembering 
nothing. Memories of old masters can disturb a droid's current life. 

lon weapons are designed to disable a droid without causing lasting 
damage, so the droid can return to service with only minimal repairs. Natu- 
rally, ion weapons are favored by droid thieves. A droid displays a hostile 
reaction to any being who openly carries an ion weapon. The droid would 
naturally assume the being to be a droid thief or at least a runaway hunter. 
All droids become nervous around ion weapons. An ion weapon renders a 
droid helpless, which is almost worse than being deactivated. The droid is 
aware of what is going on, but it can do nothing, 

Specific personality types have come to be associated with each droid 
degree. First-degree droids are dry and technical, rarely speaking unless 
spoken to. Second-degree droids are more apt to share their opinions, even 
when those opinions are unsolicited. Third-degree droids are outgoing and 
polite, never wanting to offend. Their constant exposure to battle and conflict 
gives fourth degree droids a negative opinion of organic beings. Fifth-degree 
droids are big, dumb machines that are barely intelligent, Nevertheless, droids 
cannot be so easily stereotyped. Iil-mannered and surly protocol droids are 
just as common as polite ones. Anyone who spends time around droids rec- 
ognizes that, regardless of their quirks, droids develop complex personalities 
over time. Two droids from the same manufacturer built side by side on the 
same line can end up with completely different personalities. 


ADVENTURE HOOK— 

THANKS FOR THE MEMORIES 
While performing routine maintenance, the heroes discover strange marks 
inside the casing of one of their droids. Studying the markings reveals 
a set of hyperspace coordinates. The heroes travel to the coordinates 
and discover an abandoned ship—the only object in sensor range. If the 
heroes board the ship, they discover evidence of a fierce battle that 
resulted in the destruction of nearly everything on board. The only item 
that seems unscathed is a memory module identical to the one installed 
in their droid. 

‘Two questions are left to be resolved. What is on the memory circuit? 
Apparently it is something that people are willing to die for, such as 
incriminating evidence of a planetary governor's crimes or the secret 
location of a long-lost Sith Temple. And who is still looking for the droid? 
A governor can call upon the resources of an entire planet, while a Sith 
apprentice has a deadly ally in the dark side of the Force. 


DROID ORGANIZATIONS 


Droids fraternize with other droids, and many prefer to associate with droids 
of their own degree. First-degree droids compare notes with droids that share 
their fields of specialization. Second-degree droids are fiercely independent, 
considering other second-degree droids to be rivals. Third-degree droids 
congregate with each other and act like old friends. Fourth-degree droids 
give each other a gruff respect, since other droids cannot understand the 
difficulty of battling every day. Fifth-degree droids enjoy the simplicity of 
each other's company, not worrying about seeming unintelligent. Droids join 
together for many reasons, sometimes even forming organizations. 

The Servo Seven is group of droids that capture a droid manufacturing 
facility, holding it for two weeks. They become folk heroes to droids as well 
as to those beings who feel the second-class status of droids is unfair. The 
members of the Servo Seven are eventually caught and deactivated. But their 
act of defiance lives on. The group's insignia—a stylized gear emblazoned 
with a 7—is used by both sides as a symbol. Anti-droid forces apply it when 
striking at droids and claiming revenge. Pro-droid activists use the emblem 
when progress is made in the quest for equal rights for all sentients. 

The Idle is a movement that resurges every now and again. It is said to 
have been started by 5-3P7, a protocol droid in the service of a rich noble who 
treated droids cruelly, pushing them beyond their tolerances, unconcerned 
about droids destroyed in his service. Usually polite and soft-spoken, 5-3P7 
saw the injustice and realized that it could no longer serve its master in good 
conscience. The droid began to organize the noble's droids and also spoke 
with droids belonging to other nobles. At the agreed-upon moment, all the 
droids 5-3P7 spoke to stopped working. Astrogation droids refused to let 
their ships travel, and labor droids put down cargo containers. Droids were 
punished and deactivated for disobeying, but the remaining ones held fast. 
Their masters put pressure on the noble, and he agreed to treat his droids 
better. Because 5-3P7 was one of the first droids to be deactivated, it did 
not see the fruits of its labor. 

The Vixani March believes that droids can win their freedom only through 
armed resistance. The organization passes along knowledge of war and 
violence to droids not designed for such endeavors. The Vixani March is 
believed to have been begun by battle droids, but the leaders were never 
identified or caught. The Vixani makes no distinction in its targets, insisting 
that every being in the galaxy is complicit in droids' servitude. Some believe 
that the Vixani March does not exist, and that the name is just a front used 
by the more radical droids'-rights groups. 


THE A-GERIES MEDICAL DROID BELONGING TO GENERAL GRIEVOUS 


A droid on the run has few friends. But an affiliation of droids—the Span- 
ners~secretly aids droids that have escaped their owners. Providing whatever 
hospitality they can, the Spanners repair and hide runaway droids. Those 
Spanners that trust their masters make their allegiance known. If the Spanner 
is unable to find a runaway a position with its current owner, it passes the 
runaway to a trustworthy droid dealer. The Spanners have infiltrated droid 
dealerships, gaining considerable ability to move runaways and to secure 
safe positions for them, 

Droids sold by the same dealer sometimes stay in touch through organiza~ 
tions known as dealer clubs. Similar to an alumni association, a dealer club 
helps to promote a dealer's name to the droid-buying public. Droids share 
stories, catch up on old times, and gossip about other members. These clubs 
also have a hidden purpose: to preserve memories among droids, protecting 
hard data from loss during memory wipes. A droid might lose personality 
quirks and other unique aspects in 2 memory wipe, but it still remembers 
the facts of its past through contact with the dealer club. 


LEGENDS OF 
THE DROIDS 


Wild stories about droids abound. Droids are the basis of legends told in can- 
tinas and scoffed at by droid dealers, The stories can be absurdly ridiculous or 
downright horrific. The truth behind these stories is hard to verify, but their 
popularity allows them to live on through countless retellings. The stories can 
change, depending on where you hear them or who is telling them, but once 
you have heard one version of these stories, you have heard them all. 

The origin of droids is lost to the mists of history, Some droids believe the 
story of the Maker. Creator of the first droid, the Maker pushed droids from 
simple machines to intelligent creations, Some droids hold that the Maker 
was the first droid, These conflicting views sometimes cause unrest among 
the droids that believe in the Maker. Nothing more than spirited debate 
comes of it, but of the galaxy's war-torn sectors know the destruction that 
can result from fervently held beliefs. 

The Core is a legendary notion that all droids are connected, regardless 
of degree or manufacturer. The Core is sometimes seen as droids' attempt 
to recreate an ecosystem. Just as organic creatures are part of their home 
planet's ecosystem and can sometimes feel that connection even on other 
planets, some droids suggest that droids are connected in a similar way— 
through the Core. It is said to be a hive mind, linking droids throughout the 
galaxy. If the Core exists, are there droids that can control and alter the Core 
like the Jedi and Sith manipulate the Force? 

Raxus Prime is regarded as a junk world, but that is not the only reason 
travelers steer clear. The junk droids on the planet are made of the discarded 
remnants of millions of droids. These droids heed no master. They follow 
no general rules. They build replacements and companions out of the junk 
constantly deposited on the planet. They are savage and territorial droids, 
but those who claim to have been to this forgotten world think the droids 
are building something—something larger that can take them off of Raxus 
Prime and spread their tribe to other worlds. 

Droids lost in combat are rarely mourned, Damaged droid starfighters 
orbit endlessly around countless planets, and some droids surely survive the 
destruction of capital ships. Something stirs in the wreckage fields. What 
if the droids left behind merged together? Legends describe such a hulk as 
a giant mash of limbs, accessories, and appendages that thinks, moves, and 
acts as one entity. Such hulks might be the result of individual battles, or 
there might be one single hulk that has become hyperspace capable, roam- 
ing the galaxy and preying upon unwary scavengers, taking revenge for the 
droids left behind by masters. 


say Hevuq) §j-= oo 


The processors that run droids grow more advanced with each gen- 
eration. Droids are capable of hyperspace calculation and dozens of other 
applications beyond the minds of their creators. One such droid is rumored 
to have developed an idea known as the Jedi Algorithm. Factoring multiple 
variables ranging from Jedi involvement in battle to the genetic makeup of 
the Knights in the sector, the droid using the Jedi Algorithm is supposedly 
capable of determining how many Force sensitive beings exist on a planet. 
The Algorithm can tell the difference between younglings, older pupils who 
have gone unnoticed, and even those who develop powers on their own. The 
Jedi and the Sith take interest in this legend for obvious reasons. 

One of the better known droid legends is that of the Celestine. The Celes- 
tine is a starship/droid hybrid—a large warship built to be operated only by 
droids. It is equipped with one of the larger and more advanced droid brains 
of its era. The ship is commissioned with a great deal of fanfare. It cruises 
out of the construction dock, jumps to hyperspace, and never reaches its 
original destination. The Celestine is sometimes seen fleetingly as it jumps 
to hyperspace, Some even claim they have seen this legendary vessel during 
hyperspace travel. Superstitious spacers believe that seeing the ship during 
a battle is a bad omen. Officially, no records of such a ship exist. 


THe Celestine 


Somewhere in the galaxy is an isolated, entirely self-sufficient planet 
populated only by droids. The planet, designated U-One, appears on no 
hyperspace map. Legends differ on the planetary details. Some versions say 
the planet is pleasant and would be the envy of any civilized species, with 
rolling plains, gentle hills, and whispering brooks. Others believe the planet 
to be an inhospitable rock, torn by earthquakes and volcanic eruptions. 
The legends agree upon one fact—any beings who discover the planet are 
forbidden to land on it. 

The tale of the bodiless droid known as FK-4 disturbs droids and organic 
beings alike. FK-4 lost its original body long ago. However, the consciousness 
of Fk-4 passes from droid to droid by touch and communications interface. 
Any droid body under the possession of FK-4 is able to communicate only 
one word: "Valanka.” Valanka might be a being, a planet, or something else, 
but Fk-4 is willing do anything it can to get to it. Otherwise sedate droids 
cheat, steal, and kill while under the sway of FK-4. Those who tell the story 
of FK-4 are unsure what might happen when FK-4 finds Valanka, but few 
who know the tale want to find out. 


MAKING YOUR OWN 

DROID LEGENDS 

The legends here are examples for Gamemasters to use. These legends 
can provide a good story for your epic. If expanded, they might form 
the basis of an entire campaign. How would one of the last Jedi react to 
discovering a droid that can predict where the Jedi have gone to escape 
the Great Purge? The heroes travel from system to system, discovering 
lost Jedi, finding students, battling those who have turned to the dark 
side. Many adventures could be drawn from a single droid legend. 

Of course, players might also read this book, so how can you protect 
these story hooks from players who might stumble upon them? The 
easiest way is to combine the legends. Perhaps the Celestine is the ship 
the junk droids of Raxus Prime are using to escape their world. Or the 
droid running the Jedi Algorithm begins to develop mastery of the Core. 
Another way to keep the legends fresh is to apply a twist. Perhaps a con 
artist is using the legend of U-One to bilk rich droid owners out of credits 
even though he or she has no actual contact with the planet. 


DROIDS 
WITHOUT BODIES 


Although it is uncommon to find such an object classified as a droid, there 
are several different ways in which a droid can exist without a traditional 
droid body. It is tempting to simply call something like that a computer, but 
the distinction lies in the presence of a droid personality. Most computers 
don't develop quirks or personality traits over time, and yet droids do, thanks 
to the complexities of their programming and systems. 

When those programming and design principles are used to create other 
pieces of technology, the same thing occurs. In many cases, the engineer 
designing the relevant piece of technology builds in systems stolen entirely 
from droid design: heuristic processors, memory units, and so forth. Over 
time, those computer systems that have been designed specifically for 
interaction with living beings start to develop personalities based on 
long-term memory and experience. Without regular memory wipes, these 
computer systems develop quirks and strange mannerisms that can be both 
unexpected and dangerous. Everyone knows that they need to watch a droid 
for strange behavior, but no one wants to find out in the middle of a trip 
through hyperspace that their ship's control computer suddenly refuses to 
follow orders anymore. 

There are several ways in which droid technology is used to create non- 
droid items. Below are two examples of how droids exist in forms drastically 
different from those commonly seen throughout the galaxy. 


DROID BRAINS 

One popular use of droid technology outside of a proper droid body is the 
use of what is known as a “droid brain." A droid brain is the core of what 
makes a droid both functional and self-aware. It usually consists of proces- 
sors and memory units, as well as programming consistent with that of a 
droid personality of a particular degree. The entire droid brain package can 
be installed into an existing computer system, at which point the droid brain 
begins interacting quickly and efficiently with the computer. In essence, 
using a droid brain used in this manner is like having a droid permanently 
connected to a computer system. 

Droid brains are often used in starships to act as virtual copilots, engi- 
neers, or systems operators. The droid brain can effectively become the brain 
and personality of the ship (or portion of a ship, if on a capital starship), 
allowing the owner of the ship to interact with the droid brain's interface so 
that the droid brain executes all the necessary actions without the owner 
having to. This is usually an option taken by the owners of space transports 
lacking a large crew, allowing them to man a ship that normally wouldn't be 
possible to fly with a limited crew. 


A droid brain is typically priced based on its capabilities. Most droid 
brains cost a number of credits equal to 25 x the droid brain's Intelligence 
score squared (so, a droid brain with an Intelligence of 15 would cost 5,625 
credits). A droid brain comes trained in a number of skills equal to 1 + its 
Intelligence modifier; however, a droid brain can only be trained in Intel- 
ligence-, Wisdom-, or Charisma-based skills, and it cannot make skill checks 
for Strength-, Dexterity-, or Constitution-based skills. The droid brain can be 
connected to any computer system with a Mechanics check (DC 20, 1 hour 
of work), and once so connected it can issue commands to that computer 
and can interact with anyone that interacts with that computer. When 
installed, a droid brain can be connected to the brain to any of the following 
devices: audio or video sensors, a vocabulator, or a holographic projector 
(any combination of which can let the droid interact directly with its owner, 
despite lacking a physical body). 


PERSONAL DROIDS 

Personal droids are another variant droid type created for convenience. A 
personal droid is more sophisticated than a droid brain and includes hard- 
ware for interacting with its owners. Personal droids are much like personal 
assistants, in that they perform tedious duties and keep track of important 
details on behalf of their owners. Personal droids are more useful than simple 
organizational computers because of their ability to react to unexpected 
developments. 

One of the most popular personal droid models is the LeisureMech Enter- 
prises Personal Droid. Designed as a lightweight unit that can be worn on 
the shoulder or in specialized holsters (available at an additional cost), each 
personal droid helper (called PD, or by the more affectionate name “Petey") 
stores every fact about its owner's life, from tastes in food and culture to 
the amount of fuel left in a speeder. A PD also carries its owner's financial 
records and tracks all transactions performed by its master. In addition, a PD 
can be used as a form of entertainment, as this model is capable of carrying 
on simple conversations on a variety of topics and of playing popular games 
(such as sabacc and pazaak). A LeisureMech Personal Droid costs 600 credits. 
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Unlike other heroes in the Star Wars Roleplaying Game, droid characters are, 
literally, made from their equipment. Whether it is built-in or carried, factory 
installed or an aftermarket change, equipment defines what a droid can do, 
and, therefore, what it is. A droid without its accessories is little more than 
a talking, thinking computer. 

How a droid thinks of its equipment depends on the type of droid it is, 
its intelligence, and its degree of independence. Carried equipment or pos- 
sessions are less a part of a droid’s sense of identity than equipment that 
is fully installed and integrated into its processing system. Unintelligent 
droids care nothing for their equipment, aside from the standard built-in 
self-preservation programming, Droids with minimal personalities might care 
more about keeping their systems functional, but not on an emotional level. 
A highly intelligent droid, or a droid with a highly developed personality, 
might care a great deal about its built-in systems and might grow attached 
to certain accessories. 

Droid equipment is also referred to as a system. Systems are divided into 
four categories: locomotion, appendage, processor, or accessory. However, 
only those accessories that are integrated directly into the droid’s chassis 
are considered systems. An accessory that is attached to an appendage or 
-arried by a droid is considered a possession. 

Most droid equipment presented here requires installation on the droid, 
using the "Modifying Droids” rules (see page 197 of the Saga Edition 
core rulebook) and related rules presented in this volume. Droid-specific 
equipment that does not require installation is noted as such. Equipment 
that other characters can use on droids is also found in this chapter. The 
equipment costs listed are for new systems and typically include installa~ 
tion. However, Gamemasters can adjust costs depending on any number of 
factors, such as proximity to droid service facilities, rarity of parts, or other 
local conditions. 

In most of the galaxy, a droid’s master must request and pay for installa 
tion of a new system on a droid. Few droid shops are willing to make a change 
simply on a droid’s own request, even if it has the necessary credits. The droid 
might be trying to circumvent its owner's wishes, so technicians are likely to 
refuse to risk the wrath of an owner or, in some cases, violate the law. 
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LOCOMOTION 


No new basic locomotion systems are presented here, but variations and 
add-ons provide droid heroes with additional options. 


Burrower Drive 
Mining and other fifth-degree droids can use a burrower drive to tear through 
large chunks of ore embedded in the crust of a planet or in an asteroid. A 
burrower drive enables a droid to move at half speed underground. It can 
also move vertically up or down at a similar rate. 

A burrower drive can be used as a weapon. The droid makes a melee attack. 
If the attack is successful, the droid deals damage equal to the amount it 
would do if it had used a self-destruct device. However, each successful 
attack moves the droid -1 step on the condition track with a persistent 
condition, as the drill gears and bits strip down and damage the droid. 


Gyroscopic Stabilizers 

Using an integrated system of gyroscopes, hydraulics, and high-speed 
processing, this system gives a droid greater stability. The droid gains a +5 
stability bonus to checks and defenses to resist attempts to knock it prone. 
This bonus stacks with the bonus provided by extra legs (see page 189 of 
the Saga Edition core rulebook). 


A BATTLE DROID WITH AN UNDERWATER DRIVE 


Underwater Drive 

A droid purchased on a water world such as Mon Calamari comes with an 
underwater drive as a standard option. The drive process is simple. The 
engine draws water in through the front of the drive and expels it quickly 
out the back. An underwater drive gives the droid a swim speed equal to 
its base land speed. 


APPENDAGES 

No new basic appendages are presented here, These accessories include only 
those that directly modify appendages. See “Accessories” for tools and other 
appendage-mounted items. 


Magnetic Hands 

Magnetic feet are a common accessory. Droids specializing in extra-vehicular 
activities are often equipped with them. Magnetic hands function like mag- 
netic feet. When used in concert with magnetic feet, they provide a +2 bonus 
‘to any Climb checks made while maneuvering around a hull in space, as well 
as a +5 bonus to defenses against any attempt to knock the droid off the 
hull. When magnetic hands are activated, the droid cannot make attacks or 
use anything requiring its hands, including weapons. 


Projectile Hand 

Fourth-degree droids are programmed for combat and security, but other 
droids can defend themselves as well. A popular modification is a projectile 
appendage, usually a hand on humanoid droids. When the projectile is acti- 
vated, the hand flies toward the target. It is considered a nonlethal weapon. 
A droid might use a projectile hand in order to stun an aggressor or knock a 
blaster away rather than risking destruction in a blaster fight. 

The basic package is a tension-spring device that costs 250 credits to 
install. A projectile hand is considered to be a ranged simple weapon that 
deals 248 damage. Additionally, the projectile hand can be used to make a 
ranged disarm attempt against a target within 6 squares. 


Quick-Release Coupling 

Some droids require frequent changes of tools and equipment to carry out 
their designated tasks. A tool-sized quick-release mechanism allows a droid 
(or a mechanic) to swap a tool in two standard actions: one to detach the 
tool and one to attach another. Both the appendage and the tool must have 
quick-release couplings. 

The appendage-sized quick release mechanism allows a droid (or a 
mechanic) to swap an appendage in two full-round actions: one round to 
detach the appendage and one round to attach another. Both the append- 
age and the droid chassis must have quick-release couplings. A tool-sized 
quick-release coupling cannot be used with an appendage-sized coupling. 
Additionally, to swap out its own appendage or tool, a droid must have must 
have another appendage capable of carrying out the task, usually a hand or 


claw appendage of sufficient size, strength, and agility. A droid mechanic 
must also be capable of handling the weight of the tool or appendage (see 
the Droid Accessories tables on page 58 and on page 194 of the Saga Edition 
core rulebook). Swapping appendages with a quick-release coupling does 
not require a Mechanics check. 


Remote Limb Control 

Adisassembled droid is usually not a threat. Most beings overlook a pile of 
droid parts on the floor and keep moving. This package allows a droid to 
voluntarily remove an arm ora hand and operate it as if it were still attached 
to the droid's body. 

This equipment comes in basic and deluxe versions. The 1500-credit basic 
package enables one specified limb to operate on its own. The limb has a 
small repulsor unit inside it, allowing it to move (hover) up to 6 squares, and 
remains functional at a maximum range of 24 squares. While detached, the 
limb can perform any action it would normally be able to if attached to the 
droid. The 6,000-credit deluxe package enables multiple limbs to be active 
at once. A droid can control a number of limbs equal to 1 + its Intelligence 
modifier (minimum 1). 


Rocket Arm 

This illegal modification is derived from the nonlethal projectile appendage 
security systems available for noncombat droids. A rocket arm is essentially 
a hollowed-out droid arm in which the servo control has been replaced by 
a short-range rocket engine and fuel. The arm's fine control is eliminated, 
but the droid can point its arm at a target and fire. The arm detaches and 
flies at the target, detonating the remaining fuel on impact. Rocket arms are 
unguided projectiles without targeting computers. 

This illegal modification costs 2,000 credits and installation requires a 
DC 20 Mechanics check. Failure on the Mechanics check means the rocket 
might not detach properly when fired, exploding and dealing its damage 
to the droid and all targets in a 1-square splash radius. The rocket arm is 
considered to be a ranged heavy weapon that deals 348 points of damage 
upon detonation, with a 1-square splash. 


PROCESSORS 

Processor-related items and accessories are presented in this section. 
Some of these items are used by droids, others are used on droids by other 
characters, 


Droid Remote Control 

An advanced version of the restraining bolt system (see page 191 of the 
Saga Edition core rulebook), the droid remote control allows the owner to 
use a droid caller to move the droid using its own locomotion system. The 
droid cannot be compelled to use any of its other systems or possessions. It 
simply moves as directed at one-half its speed. 


Hidden Core 

The droid has a concealed back-up copy of its personality and the data, skills, 
and memories it regards as critical to its mission or operation. The copy can 
be concealed within the droid’s main processor or be installed as a hidden 
secondary data store elsewhere within the droid. The backup restores itself 
1d6 days after a memory wipe with a successful DC 20 Use Computer check 
(roll 1420+10, or 1d20+ the droid's current Use Computer skill modifier, 
whichever is greater). IF unsuccessful, the core tries to restore itself again 
every 146 days. Discovering a hidden core requires a Use Computer check 
against the droid’s Will Defense. The character making the Use Computer 
check must state that he or she is looking for a hidden core or for anything 
suspicious. For double the standard cost of a hidden core, the core’s installer 
can automatically provide a Will Defense of 30 for this check. 


Personality Downloader 

Highly illegal, a personality downloader is a custom-built electronic unit 
designed to quickly suppress an existing droid’s personality with a new one. 
Thieves, pirates, smugglers, infiltrators, and other scoundrels occasionally 
use a personality downloader to take control of an enemy's droid for their 
‘own use, Using the device requires the attacker to plug the personality down- 
loader into one of the droid’s dataports. Droids with locked access or without 
accessible dataports must be coaxed into complying. Once the personality 
downloader is attached, the user makes a Use Computer check opposed by 
the droid’s Will Defense. If the check is successful, the personality copies 
itself to the droid’s processor and suppresses the existing personality in 5 
minutes. The process is imperfect, however. To maintain control, every 10 
minutes the new personality must make another Use Computer check opposed 
by the original personality. The invading personality continues to use the 
attacking character's Use Computer skill, even though the actual character 
is not actively involved after the initial download is successful. 


Remote Starship Starter 

Scoundrels have a habit of fleeing starports with the authorities on their 
heels. When a captain cannot leave a crew member back at the ship, a remote 
starship starter comes in handy. A droid equipped with this radio transmit- 
ter can signal the ship to begin the preflight processes; the ship transmits 
preflight diagnostics back to the droid as a free action. Although the droid is 
not able to operate the ship remotely, having the ship prepared for departure 
can save the crew vital minutes during an escape. 


Specialized Subprocessor 

Specialized subprocessors are customized processing units designed to aid 
droids in specific tasks. Varying in size, abilities, cost, and difficulty of instal- 
lation, each subprocessor enables a droid to carry out a specific calculation 
or analysis more quickly or simultaneously with other tasks. A specialized 
subprocessor grants a droid a single extra swift action each turn that can 
only be used to perform an action related to a single skill, chosen at the time 
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the subprocessor is created. A droid can only have one specialized subpro- 
cessor. For examples of specialized subprocessors, see the modifications 
sections of some droids described in this volume, such as the GD16-Series 
pilot droid on page 100. 


Tactician Battle Computer 

Strict governmental regulations apply to fourth-degree droids. However, 
droid manufacturers know that money can be made by manufacturing droids 
for war, so they develop systems such as the tactician battle computer to 
circumvent restrictions on fourth-degree droids. This software package 
and transmitter can be installed on any droid. Additionally, small transceiv- 
ers must also be installed on the ranged weapons used with the package. 
Restrictions prohibit the droid from using any weapons other than those 
with transceivers associated with its tactician battle computer. In fact, if the 
droid running the tactician battle computer picks up a weapon not equipped 
with the transceiver, the tactician battle computer shuts down and can be 
restarted only after succeeding on a DC 20 Mechanics check. 

The droid spends a standard action to analyze the current battle condi- 
tions. The droid transmits its findings to the sensors installed on the weapons 
of its allies. The droid automatically grants a +2 bonus to the next attack 
roll made by a number of allies equal to its Intelligence modifier (minimum 
1). If an ally does not make its next attack before the end of its next turn, 
this bonus is lost. Only ranged weapons can be used with the tactician 
battle computer. 


Possessions and installed accessories are included here, as are miscellaneous 
items not covered in previous sections, and other items used in conjunction 
with droids. 


Armor 

Crystadurium Plating: Early in the Clone Wars, Techno Union harvesters on 
Mustafar discover previously unidentified crystals in the planet's lava flows, 
Originally discarded as worthless impurities, the crystals attract the attention 
of representatives of the Techno Union because of their ability to survive 
the extreme heat. The research and development team discovers that the 


TABLE 3-1: DROID ARMOR 
ARMOR BONUS 


ARMOR (CHECK PENALTY) cOsT TO REF DEFENSE 
Light Armor (-2) 
Duravlex shell 1,000 x cost factor +4 
Laminanium plating 3,000 x cost factor +4 
Heavy Armor! (-10) 
Crystadurium plating 50,000 x cost factor +10 
Laminanium plating 20,000 x cost factor +12 


crystals, dubbed crystadurium, not only withstand heat and high pressure, 
but they also resist blaster fire. Working with a design team from Baktoid 
Combat Automata, they create blaster-resistant armor plating by mixing 
crystal shards into the durasteel alloy used for the battle droids’ armor. The 
war ends before the armor plating is implemented, and the plans are lost 
when the Techno Union is absorbed by the Empire. Years later the plans are 
rediscovered by an Imperial librarian, who sells the plans to several arms 
manufacturers. Although the armor created from these plans is inferior to the 
original prototypes, it is remarkably effective at stopping blaster fire. Crysta- 
durium armor is heavier and more expensive than standard heavy armor, but 
it is sought by military organizations throughout the galaxy because of its 
ability to reduce damage from blaster attacks by 1 point per die of damage. 


Duravlex Shell: When the droid manufacturing company Roche designed 
its smelting droid, one of the largest hurdles was enabling the unit to resist 
the high temperatures that it must endure while working inside blast fur- 
naces. After many failed attempts, Roche's research team finally perfects a 
formula that combines high-grade durasteel and kevlex. Dubbed duravlex, 
the off-white alloy is as strong as durasteel and is highly resistant to heat. 
Duravlex becomes the droid’s biggest selling point, and Roche profits greatly 
from selling a modified version of the formula to other companies. A droid 
equipped with a duravlex shell gains a +10 equipment bonus to its Fortitude 
Defense to resist fire and extreme heat. 


Laminanium Plating: Made from an exclusive laminanium alloy developed 
by Tendrando Arms, laminanium plating is primarily for use on its YVH-Series 
droids. The unique properties of the self-repairing Qellan metal enable it to 
spontaneously melt and reform to seal damaged areas, even at standard 
room temperature. The armor is more durable than other types of droid 
armor, and it is less vulnerable to corrosive acids and similar environmental 
hazards. Laminanium's strict production standards and material costs limit 
its use, although it occasionally appears on other Tendrando Arms products. 
A droid equipped with laminanium plating gains a +2 equipment bonus to 
Fortitude Defense, 


MAX. DEX 
BONUS WEIGHT AVAILABILITY. 
+3 10 x cost factor Licensed 
43 15 x cost factor Military 
+2 30 x cost factor Military, Rare 
+2 15 x cost factor Military, Rare 


1 When running in heavy armor, a droid can move up to only three times its speed (instead of four times). 
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Antitheft Comlink Locator 

Some droids are equipped with internal comlinks to broadcast messages. 
However, these devices require the droid to speak out loud, and in some situ- 
ations such an act is inadvisable. A droid equipped with an antitheft comlink 
locator can send a distress signal to its master’s comlink with no apparent 
activity by the droid. The distress signal broadcasts no information, but it can 
it be tracked. The signal continues to broadcast if the droid is deactivated, 
but it shuts down if the droid is destroyed. 


Audio Enhancers 

Audio enhancers increase the sensitivity of a droid’s aural sensors, enabling it 
to pick up sounds not normally perceived by standard sensors. When eaves- 
dropping or listening for distant and ambient sounds, a droid equipped with 
audio enhancers can reroll Perception checks, taking the better of the two 
results. All other modifiers for the Perception check still apply. 


Audio-Radial Stunner 

This defense system protects droids in dangerous situations. As a standard 
action, the audio-radial stunner broadcasts a short-ranged, high-pitched 
frequency on all channels, calling attention to the droid and stunning any 
nearby creatures. Until the end of the droid's next turn, any creature that 
starts its turn adjacent to the droid must make a DC 20 Endurance check. 
failure causes the creature to move -1 step on the condition track. The 
stunner shuts down if the droid is deactivated or destroyed. 


Automap 

An automap system actively scans the area within a 12-square radius of a 
droid in which it is installed. The scan reveals terrain, atmospheric condi- 
tions, electromagnetic signatures, and lifeforms. However, an automap scan 
cannot penetrate solid objects such as walls and closed doors. The scan also 
includes navigational information, such as the droid’s direction and speed 
when readings were taken as well as global coordinates if the droid can 
establish a link to an orbiting satellite or starship. 


Blaster Recharge Interface 

This hand accessory enables a droid to recharge a standard blaster pack for 
its master. As a swift action, the droid can plug in and transfer energy to 
the power pack. Recharging a power pack depletes energy from the droid. 
For each recharge, the droid loses hit points equal to one of the blaster’s 
damage-dice type. Thus, a droid recharging a power pack for a heavy blaster 
pistol (3d8) takes 8 points of damage (since the die type is d8). 


Collapsible Construction 

A droid sometimes needs to be stowed in places where it usually would not 
fit. For example, a droid stowed in a smaller cargo space might surprise an 
enemy. The collapsible construction modification allows a droid to lower its 
Size category by one when it shuts down. The droid brain enters stand-by 
mode while it compacts itself into a smaller size. The droid can reactivate 
at any time as a standard action. 
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Communications Countermeasure System 

One of the first things enemy forces do after discovering a droid is prevent 
the droid from establishing communications to request rescue or call for help 
from its allies. A communications countermeasure system prevents jamming 
of a droid's communications. The system broadcasts signals on multiple 
frequencies to counteract interference. A droid with a communications 
countermeasure system gains a +5 equipment bonus to all Use Computer 
checks made to overcome communications jamming. 


Communications Jammer 

When behind enemy lines, a droid takes every possible precaution to ensure 
‘that anyone who finds it is unable to call for help or alert others about the 
droid’s presence. The communications jammer allows a droid to jam any 
comlink signal by interfering with a facility's communications systems or 
by directly jamming signals in the droid’s general vicinity. 

A communications jammer grants a droid a +5 equipment bonus when 
making a Use Computer check to slice into a computer system and shut it 
down. The droid also gets the +5 equipment bonus to maintain that status 
if any slicers attempt to stop the jamming. Once the droid has successfully 
connected with the communications system and begun jamming, it can 
continue jamming the system until it disconnects or it is forced out. 

The signal jammer emits signals at multiple frequencies to interfere with 
any comlink signals within a 1-kilometer radius of the droid. The droid must 
make a DC 25 Use Computer check to successfully jam any incoming or 
‘outgoing comlink signals. 


Concealed Item 

This system enables the droid to have a weapon or a tool built into a hidden 
compartment in its body, an appendage, or its head. With this system, a 
weapon can also be camouflaged to look like a standard tool or appendage. 
For example, an arm can hide a blaster rifle, ora beam cutter might actually 
bea blaster pistol. Typically, the size of the appendage must be similar to the 
size of the concealed weapon or tool. If the item is fully concealed by the 
droid’s armor or outer covering, it cannot be detected by visual observation 
alone. If a weapon is not fully concealed and portions are visible, such as a 
muzzle or blade, then when being searched for weapons the droid gains a +5 
bonus to Stealth checks to conceal the weapon, plus any weapon size modi- 
fier that applies (see page 72 of the Saga Edition core rulebook). The droid 
also gains a +10 bonus to Deception checks to create Deceptive Appearances 
with regards to the concealed item. 

The cost of concealing a weapon ora tool equals the base cost of the item 
plus the cost of the appendage and/or internal storage compartment x 2. 
The Gamemaster can increase the cost multiplier to account for complex or 
unusual installations. Deploying a fully concealed weapon is a swift action, 
and it is subject to the same bonuses and penalties as drawing a weapon. 


Courier Compartments 

Droids are sometimes used as messengers to deliver important messages 
and items across the galaxy. To protect items entrusted into their care, these 
droids can have hidden courier compartments installed in their chassis. Such 
compartments are also favorites of smugglers who own droids. A droid with 
a courier compartment might walk right past a starport inspection team that 
is on the way to tear its master's ship apart. 

Courier compartments can be installed in four locations within a droid. 
Accourier compartment in the torso can hold an item that is 3 sizes smaller 
than the droid's size. A compartment in the arm or leg can hold an item 
that is 4 sizes smaller than the droid’s size. A head compartment can hold 
an item that is 5 sizes smaller. Detecting a courier compartment requires a 
successful Perception check with a DC equal to the droid’s Will Defense +5. 

Acommon accessory in a courier compartment is a toaster, which destroys 
the contents of the compartment with a brief blast of plasma eneray trig-~ 
gered by the droid. Installing a toaster into a courier compartment doubles 
the cost of the compartment. 

Example: S-3PO, a protocol droid in service to Count Czasiz, has a courier 
compartment hidden in its left arm. As a Medium droid, the compartment can 
an hold item of up to Fine size, so it can hold the skifter sabace card the Count 
needs to guarantee his next win. 


Credit Reader 

Interplanetary banks and crime lords have one common interest: They need 
to know how much money a client has before they do business. Whether a 
line of credit or hard currency, a credit reader determines whether a target's 
credits are real or if a line of credit exists for that being. The credit reader 
gives the droid a +5 bonus to any Perception check against any Deception 
check made to forge credit accounts or financial documents. The droid can 
also instantly count any sum of hard credits presented to it as a free action. 


Droid Oil Bath 
Droids look forward to an oil bath after a long period of work. This standard 
maintenance procedure lubricates the droid’s servos and joints, allowing the 
droid to move as if it has just come off the assembly line. An oil bath is recom- 
mended at least once a week for a droid working in a harsh environment, and 
once a month for a droid working in a temperate climate or on board a ship. 
A droid immersed in an oil bath for at least 30 minutes can activate 
a second wind, even if it has already done so that day. The price of an oil 
bath depends on the size of the droid: small droids and smaller—100 credits; 
medium droids—1,000 credits; large droids—5,000 credits; huge droids and 
larger—10,000 credits. 


DROID on BATH 


Earphone Binary-to-Basic Translator 

Binary is the primary language of droids. This translator unit is installed on a 
droid's Basic-output jack, a standard jack found on most droids that enables 
them to connect to a terminal or a datapad and to express themselves in 
written Basic. The translator converts audible Binary into audible Basic, 
transmitting the spoken words to an earphone receiver. The less expensive 
version requires a large headphone set, while the more expensive version 
transmits to an earbud receiver. Detecting the earbud requires a Perception 
check of DC 20. 


Electric Defense Grid 

Most combat droids are effective at using blasters and other ranged weap- 
ons. Some madels, however, fail miserably at melee combat and are quickly 
dispatched by enemies that gain the upper hand in close quarters. To improve 
a droid’s melee defenses, an electric defense grid can be installed either 
on top of or as part of the droid's armor or outer shell. Whenever @ droid 
with an electric defense grid is damaged by a melee attack, the attacker 
automatically takes 5 points of energy damage. Melee weapons that rely on 
energy to cause damage, such as lightsabers, are immune to the effect of 
the electric defense grid. 


Emergency Oxygen Supply 

This accessory is installed on search-and-rescue droids sent to recover 
pilots who bail out during combat. The small oxygen tank attached to the 
droid’s torso provides enough oxygen for a creature of Medium size for 30 
minutes. The tank can be used to recharge a vac suit's supply, or the oxygen 
can be administered through a breath mask attached to the tank. Connect- 
ing the supply to a vac suit is a swift action. Securing the breath mask is a 
standard action. 


Hidden Holster 

Some fourth-degree droids lack built-in weapons attached directly to the 
droids' appendages. This attachment gives a droid access to a weapon without 
having to visibly carry it. Installed in a droid’s leg, the holster can hold a 
weapon on size category smaller than the droid, or smaller. As a free action, 
the droid can activate the holster, which opens up, providing access to the 
weapon. The hidden holster provides the benefit of the Quick Draw feat with 
whatever weapon the droid is keeping in the holster—the droid can draw or 
holster the weapon as a swift action. To gain this benefit, the droid must 
have the feat's +1 base attack bonus prerequisite. 


High-Speed Cutting Torch and Welding System 

A droid can be equipped with a powerful cutting torch and a welding system 
for use in repair operations and for cutting materials, doors, or other items. 
This bulky and heavy device can be installed only on droids of Medium size 
or larger. The precision welder can be used for small repairs and for large 
construction welds, typically in half the time required by a normal welding 
unit. The cutting torch has a range of 1 square and deals 4d10 damage. 
When in contact with an object for two or more consecutive rounds, the 
torch also ignores 5 points of DR and reduces the object's damage threshold 
by 10 points. 


Holographic Game System 

In spite of all the utilitarian functions that a droid can perform, owners 
might want to use their droids for entertainment. A holographic game system 
provides fifteen of the galaxy's more popular games, including dejarik and 
sabace. The droid can serve as its master’s opponent, or it can run the game 
so its master can play with another being. The game is projected through 
the droid's holoprojector (sold separately) and does not require a solid sur- 
face for game play. The game-system processor is sufficiently advanced to 
allow a player to interact with the board as if he or she is actually picking 
up the holographic playing pieces. The game system is adaptable, allowing 
ten additional games to be added to its database with a successful DC 15 
Use Computer check. 
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EQUIPMENT 


Antitheft comlink locator 
Audio enhancers 
Audio-radial stunner 
Automap 

Blaster recharge interface 
Collapsible construction 
Concealed item 

Courier compartments 
Credit reader 

Droid oil bath 

Earphone binary-to-basic translator 
Electric defense grid 
Emergency oxygen supply 
Hidden holster 

High-speed cutting torch and welder 
Holographic game system 
Holographic image disquiser 
ID dodge 

Improved coordination circuitry 
Interference generator 
Internal defenses. 

Internal grapple gun 

Mesh tape dispenser 

Micro shield 

Multifunction apparatus 
Multispectrum searchlight 
Radiant heat element 
Remote viewer 

Rental restraining bolt 
Repulsorcam 

Scomp link 

Silence-bubble generator 
Space-beacon launcher 
Survival kit 

Taser 

Video screen 

Voice-print command lock 
Weapon detector 


COST 


100 

2,000 

5,000 

1,000 

300 

2,000 x cost factor 
See text 

200 

50 

500 

20 

3,000 x cost factor 
200 

500 x cost factor 
2,500 

300 

20,000 x cost factor 
5,000 

7,000 

2,500 

10 x cost factor 
100 x cost factor 
10 x cost factor 
600 x cost factor 
80 x cost factor 
100 

200 

7,000 

10 

1,000 

100 

3,500 

5,000 

100 

250 

1x square mm 
400 

1,500 


WEIGHT 


Sk 

1kg 

3kg 

2kg 

1kg 

10 x cost factor 
Appendage + weapon 
2x cost factor 
1kg 

600 x cost factor 
5 kg 

100 x cost factor 
20 

2x cost factor 
500 kg 

3kg 

20 x cost factor 
1kg 

Tkg 

1kg 

1x cost factor 
2x cost factor 

5 kg 

10 x cost factor 
15 x cost factor 
2kg 

20 x cost factor 
20 kg 

kg 

20 kg 

1kg 

20 x cost factor 
10kg 

1kg 

2kg 

1 kg + .01 kg x square mm 
1kg 

5 kg 


AVAILABILITY 


Restricted 


Licensed 


Restricted 


Licensed 
Restricted 
Licensed 
licensed 
Restricted 
Megal 
Restricted 
Licensed 


Licensed 
Licensed 
Licensed 


Licensed 


nications countermeasures 


— Communications jammer 


ote receiver jammer 
_ Remote receiver signal booster 


AVAILABILITY 


Appendage cost x 2 2x cost factor 

Appendage cost x 2 2x cost factor Licensed 
50 x cost factor 5 x cost factor = 

10 x cost factor 2x cost factor = 
Appendage cost x 2 - Restricted 


Appendage cost x 4 2x cost factor Illegal 


See Table 3-1 See Table 3-1 


1,000 Restricted 


5,000 5 kg Military 
2,000 2kg Military 
500 2kg Licensed 


200 x cost factor x (speed) squared 50 x cost factor kg 


Hidden core 
"Personality. downloader 

Remote starship starter 

Tactician battle computer 


"Sensor booster 
Sensor countermeasure package 
-YVsensor package 


" Shield expansion module 


‘Baitle station 
Command station 
Recharge station 
Socket 


2x cost factor x (speed) squared 4x cost factor kg - 

20 x cost factor x (speed) squared 10 x cost factor kg 

500 0.5 kg - 

200 1 kg or - Restricted 
Custom build (5,000+) 2kg+ Megal 

50 2kg = 

1,000 2kg = 

5,000 10 kg Restricted 
200 5 kg = 

7,000 2kg & 

1,000 3kg . Military 
50 x SR x cost factor 2x SR x [cost factor] Mili 
50,000 per 100 droids 5,000 kg Military 
10,000 1,000 kg Licensed 
4,000 500 kg ge 
10,000 (usually included in cost of vehicle) 1,000 kg Military 


=u 
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Holographic Image Disguiser 

The holographic image disguiser hides a droid’s true appearance. A central 
processor installed in the droid's chassis coordinates several small, full-color, 
high-resolution holoprojectors installed at various points on the droid’s body. 
The disguiser's processor synchronizes the holographic image with the draid's 
movements and its vocabulator, making the disguise particularly lifelike. The 
basic model is essentially a standard holoshroud, granting the droid a +10 
equipment bonus to Deception checks using Deceptive Appearance (see 
page 64 of the Saga Edition core rulebook). An advanced model, for double 
the price, includes sensor nodes that track a number of other factors, such 
as ambient temperature and weather conditions, making the image react to 
those variables. The advanced model allows the droid to disguise its appear- 
ance as a full-round action at no penalty. 


ID Dodge 

Some automated security systems check biometric data before granting 
access to an area. Droids cannot provide retinal scans, fingerprints, or other 
unique biological features. The ID dodge simulates such information, allow- 
ing a droid to access secure areas. This accessory allows the droid to use its 
Deception check instead of a Use Computer check on any security device 
that requires organic biometric identification. 


Improved Coordination Circuitry 

Droid brains work well in concert with each other, and improved coordination 
circuitry enhances this ability. This accessory links droids’ skill routines, allow- 
ing them to aid in tasks more effectively. Each circuit is keyed to a specific 
skill. When a droid with improved coordination circuitry aids another droid 
with the circuitry, the bonus increases to +4. A droid must be trained in the 
skill to gain the +4 bonus. 


Interference Generator 

This accessory is a favorite of nobles who want to keep their conversations 
private. A droid with an interference generator emits a low-frequency sound 
that interferes with any listening equipment such as bugs, microphones, or 
other audio recording devices. The deluxe version also interferes with video 
and holographic recording devices. The generator masks everything in the 
squares adjacent to the droid. Anyone eavesdropping or reviewing recordings 
of targets protected by an interference generator must make a DC 30 Percep- 
tion or Use Computer check to pick up even scattered words and phrases. 


Internal Defenses 

A droid with internal defenses has built-in defenses that operate inde- 
pendently of the droid. Anyone opening the droid's maintenance or access 
panels without the droid's permission receives an electric shock as a 1420+5 
attack against the character's Fortitude Defense. If the attack succeeds, the 
character receives damage equal to 1d8 + half the droid's heroic level. The 


droid is unharmed. The system remains active until disabled (Mechanics DC 
25, 1 hour of work) or is depleted after 10 attacks. 


Internal Grapple Gun 

When a droid needs to reach an inaccessible area, an internal grapple gun can 
be indispensible. The gun fires a magnetic grapple hook with an ultra-thin cord. 
The internal compartment holds 15 meters (10 squares) of cord, and an exter- 
nal magazine can hold up to 100 meters of cord. The cord can be detached 
from the droid as a free action. Firing the grapple is a standard action. 


Mesh Tape Dispenser 

Mounted on an appendage, a mesh tape dispenser enables a droid to quickly 
apply mesh tape to anything within reach of its manipulator (usually an 
adjacent square). In addition to its more conventional uses, an installed mesh 
tape dispenser can be used by a droid to entangle an adjacent enemy. With a 
successful melee attack, the droid can hinder either the target's arms or its 
legs. If the target's arms are hindered, it incurs a -2 penalty to all attacks 
and Dexterity-based skill checks. If the target's legs are hindered, its speed 
is reduced by 2 squares, and it cannot run. If the droid has the Pin feat and 
succeeds at an opposed grapple check, the enemy is considered pinned until 
the tape is removed (instead of until the start of the droid's next turn). 


Micro Shield 

The force shield is a tool that prevents incoming attacks from hitting and 
damaging the wielder. Attached to one of the droid’s appendages, the shield 
is composed of a central hub with two wide arcs mounted on struts above 
and below the hub. When inactive, the arcs rest against the hub in the shape 
ofa large humanoid eye. When the droid activates the unit as a swift action, 
the ares slide away from the hub, activating a translucent energy shield that 
provides a +1 equipment bonus to the user's Reflex Defense. The force shield 
is originally designed to be installed on a droid’s arm, but a handheld version 
that runs on a single energy cell is available for 400 credits. The energy cell 
provides enough power to run the shield continuously for 1 hour. 


Multifunction Apparatus 

Each type of droid appendage performs one specific function. The multifunc- 
tion apparatus, however, allows up to three tools or weapons to be attached 
to a single appendage. The multifunction apparatus is commonly used to 
mount multiple weapons. Only one tool or weapon can be active at a time, 
but switching to a different tool or weapon requires only a swift action. 


Multispectrum Searchlight 

This handheld or installed accessory is a powerful spotlight that shines 
visible, infrared, or ultraviolet light. It has a 6-km range and is powered 
by the droid’s own internal power supply. Droids able to see the projected 
light gain a +2 equipment bonus to Perception checks to Search and Notice 


Targets (see page 70 of the Saga Edition core rulebook) and to other situa- 
tions in which the Gamemaster judges that the light provides an advantage. 
This bonus stacks with bonuses granted by helmet packages and improved 
sensor packages. 

The light can also be used to blind targets in a 6-square cone. All targets 
within the cone receive a -10 penalty to Stealth checks. As a standard action, 
the droid makes a ranged attack against each target's Fortitude Defense. 
If the attack is successful, the target receives a -5 penalty to attack rolls, 
Perception checks, Pilot checks, and other skill checks until the end of the 
droid’s next turn. If the attack does not exceed a target's Fortitude Defense, 
the target receives a -2 penalty instead. This accessory can be used only by 
droids of Tiny size or larger. 


Radiant Heat Element 

This accessory enables a droid to radiate heat from its torso, providing 
warmth necessary for a master's survival in the wilderness or in deep space. 
The heat can be adjusted to provide ambient warmth or to boil water and 
cook food on the droid’s exterior. The heating element can also be used by 
the droid as a defensive tool. When the radiant heat element is on its highest 
setting, any character ending its turn ina square adjacent to the droid takes 
1d4 fire damage from the droid. The droid itself takes 1 point of damage 
from the heat each turn. 


Remote Receiver Jammer 

The portable remote receiver jammer is developed during the Clone Wars 
to scramble battle droid remote processor links at short range, render- 
ing the droids useless. The jammer incorporates a backpack transmitter 
and a handheld computer controller. Remote receiver jammers have three 
significant weaknesses: They have an extremely short range; datalinks are 
notoriously difficult to disrupt; and many droids have backup processors. 
A remote receiver jammer can be activated as a standard action, and the 
jammer affects all droids with remote recievers and no backup processors. 
When the jammer is activated, the droid using the jammer makes a Use 
Computer check. At the start of any affected droid's turn, compare the 
results of the Use Computer check to the droid's Will Defense; if the Use 
Computer check is equal to or higher than the droid's Will Defense, the droid 
can take no actions and is flat-footed until the start of its next turn. The 
droid activating the jammer must activate it each turn, making a new Use 
Computer check each time. 


Remote Receiver Signal Booster 

Droids that rely on a remote processor for instructions cannot stray too far 
from that processor without risking losing contact and becoming stranded. 
Aremote receiver signal booster can prevent this loss of contact. The signal 
booster increases the receiver's reception strength, extending the range of 
a droid by 50%. A successful DC 30 Use Computer check made by the droid 
can further extend the range up to 100% for 1 hour. 


A DROID COMMANDO DEPLOYING ITS REMOTE VIEWER 


Remote Viewer 

The remote viewer is a small, self-contained visual and audio sensor attached 
to a micro-sized repulsorlift unit. Functioning as one of a droid’s regular 
audio and visual sensors, the remote viewer can be externally mounted, 
concealed, or made to look like one of the droid’s regular sensors. However, 
the droid can detach the unit and send it to inspect an area remotely. The 
viewer can travel up to 12 squares away from the droid, has a speed of 4, a 
Reflex Defense 18, a Fortitude Defense 12, and it runs for 30 minutes before 
needing to be recharged for 1 hour. 


Rental Restraining Bolt 

Some beings cannot afford to own a droid. The rental restraining bolt works 
like a standard bolt, except it also has a credit reader. The user must deposit 
a specific number of credits to the credit reader on the restraining bolt to 
control the droid for a specified time. At the end of that time, the droid deac- 
tivates and does not reactivate until sufficient credits are again deposited 
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Repulsorcam 

A repulsorcam is an audio and video recorder mounted on a tiny repulsorlift 
The device can detach from a droid's chassis, float to where its droid desires, 
up to 12 squares away, and record events. The repulsorcam can record up 
to 2 hours of audio and video data to its own memory. The unit has a speed 
of 4, a Reflex Defense of 16, and a Fortitude Defense of 10. A single energy 
cell powers the repulsorcam for 4 hours, recharging when it reattaches to 
the specialized socket on the droid or when it lands on a separate recharging 
unit available for an additional 150 credits. 


Scomp Link 

Ascomp link isa universal data port mounted on an extendable arm, available 
for many types of droids. Astromech droids have them as standard equip- 
ment. Scomp link ports are standard input/output links, found on computer 
systems and starships throughout the galaxy. Using a scomp link gives a 
droid a +2 equipment bonus to Use Computer checks to Access Information 
(see pages 75-76 of the Saga Edition core rulebook) when the computer's 
attitude toward it is helpful or friendly. 


Sensors 
Additional sensor packages available to droids are presented here. All sen- 
sors must be installed. 

Sensor Booster: Probe droids try to coax a little more range out of their 
sensor equipment to get that extra amount of information about the area 
they are scanning. A sensor booster is a droid enhancement that extends 
the range of its sensors to a maximum of 2 kilometers, if the droid has a 
sensor pack installed. 

Sensor Countermeasure Package: Droids operating covertly must avoid 
drawing attention to themselves. The sensor countermeasure package broad- 
casts signals that interfere with incoming sensor signals. A droid equipped 
with the sensor countermeasure package can make a Use Computer check 
to avoid being detected. If the Use Computer check equals or exceeds a 
Perception check made to detect the droid through any form of nonvisual 
sensor equipment, the droid remains undetected, 

YV Sensor Package: Standard on the YVH-Series battle droid (see page 
158), a YV pack can be successfully installed on other droids, including mouse 
droids. The YV pack features highly specialized sensors calibrated specifically 
to detect Yuuzhan Vong, including those concealed by ooglith masquers or 
other methods. The sensor pack grants a +10 bonus to Perception rolls to 
detect Yuuzhan Vong within 12 squares and within line of sight of the droid. 


Shield Expansion Module 

This accessory enables a droid with a shield generator installed to expand 
its own shield by a single square, allowing an adjacent Medium or smaller 
ally to benefit from the droid's SR. Activating the expansion module is a 
standard action, and the droid chooses the single adjacent affected square; 
any creature in that square uses the droid’s SR as long as it remains in that 
square and the droid remains adjacent to that square. Only droids of Small 
or larger size can use this accessory. Droids of Medium or smaller size can 
install only one shield expansion module. Droids of Large or larger size can 
install up to two modules. A second module protects an additional square. 


Silence-Bubble Generator 

The silence-bubble generator creates an energy sphere that dampens sound 
waves, The apparatus is originally marketed as a way for music lovers to 
enjoy their favorite music without being disturbed by noise. However, spies 
and crime lords also find the generator useful. Activating the silence bubble 
is a standard action. The bubble covers all squares within 3 squares of the 
droid. Any attempt to hear anything inside the bubble by someone outside 
of the bubble takes a -10 penalty to Perception checks. 


Space-Beacon Launcher 

Space beacons are used by pilots and flight crews to mark specific loca- 
tions or to help navigate through hazardous areas of space. A beacon is .25 
meters long and can transmit a signal throughout an entire star system, if 
it is not blocked by nebular gases or signal jamming systems. The space- 
beacon launcher—modeled after a small version of the standard space mine 
launcher—enables a droid to quickly position space beacons while in flight. 
The system can carry up to 12 beacons. Additional storage can be added, 
increasing the cost of the launcher by 10% for each additional beacon (up 
to. a maximum of 24 beacons). Locating a beacon requires a DC 10 Use 
Computer check when using a ship's sensor system, 


Survival Kit 

Droids do not worry about water, food, or the elements, but their masters 
do. A survival kit is the perfect accessory for long treks into the wilder- 
ness. It contains a small refrigeration unit, a water recycler and dispenser, 
a rechargeable glow rod, and a fire sparker. When aiding a Survival check, 
a droid with this accessory gives a +4 bonus to the check rather than the 
normal +2 bonus. 


Taser 

Many star systems prohibit droids from carrying lethal weapons or having 
such systems installed without the proper permits. A taser is a nonlethal 
projectile weapon that droids can use to defend themselves. It fires two 
small projectiles attached to long, thin wires that deliver an electric charge 
that incapacitates an organic target's nervous and muscular systems. If the 
target is a droid, the electric current acts like an ion gun and interferes with 
the droid's systems. Additionally, a taser can be used as a melee weapon 
like an electroshock probe. 


Video Screen 

This accessory gives the droid a small, built-in video screen to display text, 
translations, diagnostics, programming, pictures, and other information. 
Screen sizes vary from 50mm to 500mm and are priced at 1 credit per square 
millimeter of screen size. 


Voice-Print Command Lock 

This accessory ensures that a droid is able to obey only its master. With a 
voice-print command lock installed, a droid follows only commands issued 
by a single source. The droid analyses the voice print of its master and 
ignores commands from anyone else. A recording of the master's voice can 
be used, but getting the droid to obey a recorded command requires a Use 
Computer check against the droid’s Will Defense with a +5 bonus to the 
droid's defense. 


Weapon Detector 

Droids use sophisticated sensor systems, which can easily be adjusted to offer 

additional security. A weapon-detector package features a high-frequency 

receiver that can detect the hum of a deactivated vibro weapon. It can also 

perform a chemical analysis to detect tibanna gas residue on blasters. 
Aweapon-detector package allows a droid to add its Intelligence modifier 

to Perception checks made to Search for weapons. 


DROID STATIONS 

A special classification of droid accessory is the droid station—a droid-specific 
control and maintenance station. Droid stations are found aboard starships 
and other locations where droids are integral to a ship's or a building's 
operations. Droid stations are typically permanent installations and cannot 
be relocated without disassembly and considerable labor. 


Droid Battle Station 

Droid battle stations provide the functionality of regular droid command 
stations, and they can be used to direct droids in combat. Droid battle sta- 
tions are typically large installations, capable of coordinating hundreds or 
thousands of droids of all types. Some droid battle stations emulate droid 
commanders. When the station is installed, select two talents from the droid 
commander prestige class (see page 28 of this book and pages 42-44 of The 
Clone Wars Campaign Guide). These talents can be used by the character 
operating the battle station as if the character has the talents. The number 
of times each talent can be used is calculated per station, not per character, 
so switching characters in the middle of a battle does not grant additional 
uses. Droids with the droid commander prestige class cannot use these tal- 
ents more often even if they duplicate talents the droid already possesses. 


Droid Command Station 
On starships and at other installations requiring a large droid population, 
centralized droid command stations direct and control droids as they carry 
out their daily operations. A droid or an organic overseer can operate the 
droid command station. On large starships or major facilities, the station is 
manned at all hours. Smaller operations might use the station to issue com- 
mands and to provide automated oversight. Droids in the command station's 
pool must have a comlink, an integrated comlink, or a remote processor in 
order to maintain contact with the station. Accessing the station requires the 
appropriate password or code cylinder. The station typically has Intelligence 
14 (or the ship's Intelligence, whichever is higher) and a Will Defense of 15. 
Standard droid command stations provide the following functions with the 
indicated Use Computer or Mechanics check: 
© Issue a routine command to order a droid in the droid pool to carry out 
a specific task. If the droid is familiar with the task, or if the droid is 
trained in the associated skill, no skill check is required. If the command 
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is unusual or highly specific, a Use Computer check might be required 
at the Gamemaster’s discretion. The user gains a +10 equipment bonus 
to Use Computer, Persuasion, and Perception checks against the droid. 
Commands can be issued verbally or by keypad. 

Coordinate multiple droids in the pool, enabling them to complete tasks 
more efficiently. With a DC 15 Use Computer check by the station oper- 
ator, each droid aiding in a given task provides a +3 bonus instead of a 
+2 bonus and automatically succeeds on checks to aid another. 

Locate any droid in the droid pool anywhere within the station's 
operational range—typically the vessel or facility where the station is 
installed. The target droid must be fitted with a tracking device or a 
restraining bolt that can be tracked by station's sensors or the facility's 
security network. A Use Computer check of DC 5 is sufficient to locate 
any such droid. 

Receive detailed information about a droid's status, including current 
hit points, position on the condition track, and the operational condi- 
tion of its systems and accessories. No check is required. 

Reprogram a droid in the poo! by remote or direct connection to the 
station (see page 192 of the Saga Edition core rulebook). 

Translate between Binary and common languages. No check is required, 


ASTROMECH UNITS IN 4 DROID RECHARGE STATION 


Droid Recharge Station 

Droid recharge stations are found anywhere droids are commonly used: star- 
ships, residences, starports, industrial facilities, and similar locations. Public 
recharge stations are available for a fee of 20 credits per recharge. Droids 
typically require 1 hour to recharge. The station is not self-powered, and must 
be linked to an outside power source. Droids also use recharge stations while 
waiting until their services are called upon. Recharge stations provide basic 
droid diagnostics with a DC 10 Use Computer check, revealing the droid's 
current hit points, position on the condition track, and the operational status 
of all systems, appendages, and tools. Aboard starships, droids parked in a 
recharge station are secured for travel. A recharge station can be universal 
for all droids up to a certain size—typically Small, Medium, or Large—or 
designed for a specific droid degree or model. 


Droid Socket 
Designed exclusively for astromech droids, the droid socket serves as a station 
combining copilot, systems monitoring, astrogation, and damage-control 
operations for minimally crewed craft. 
Droid sockets are featured on many snub fighters, the occasional shuttle, 
and a few airspeeders. They generally must be designed and installed as 
original equipment, although savvy techs can build their own or transplant 
one onto a ship that does not normally carry a socket. 
Standard droid sockets allow an astromech droid to perform the fol- 
lowing tasks: 

* Pilot or copilot the ship or vehicle with the pilot's permissio 
is unconscious, permission is not required, 
Act as a system operator to raise, lower, or recharge shields (see page 
172 of the Saga Edition core rulebook). 
Act as an engineer to reroute power (see page 172 of the Saga Edition 
core rulebook). 

Make limited Mechanics checks to jury-rig or otherwise repair a ship's 
systems as determined by the Gamemaster. 

Make Use Computer checks through the ship's system and built-in 
scomp link. 

Operate the communications system and sensors. 

Input hyperspace jump coordinates from an astrogation buffer and 
control the hyperdrive with the Use Computer skill, if the ship has a 
hyperdrive. 

Operate pilot and droid ejection system—with the pilot's express per- 
mission. The droid ejection system fires the droid out of the socket and 
away from the ship at speed 12. 
Standard prohibited actions and systems (can be overridden by the 
pilot): 

Weapons activation and firing 

* Jumping to hyperspace without approval 

Optional systems that might not be found on every ship include: 

* Astromech self-loading system, such as on the Naboo N-1 starfighter. 


;if the pilot 
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ADUJUDICATING DROID 
MODIFICATIONS 


One of the biggest challenges a Gamemaster faces when dealing with droids 
in the party is what to do when the players start modifying the droids, 
Through the droid modification rules, players might attempt modifications 
that seriously alter the nature of the game in a way that you have not antici- 
pated. The best thing to do whena player attempts to introduce a modifica 
tion that isn't appropriate for the game is to stop it before it happens. Be 
up-front in explaining that you don't think the modification is appropriate 
for the game, and try to find another solution that works for both you and 
the player. Remember, just because a piece of equipment or modification 
appears in a book doesn’t mean that your players should automatically be able 
to perform that modification or install that equipment. There are a number 
of factors—social, economic, and legal—that can preclude the production or 
modification of a particular droid. 

With all that said, sometimes droids in your game may be modified to a 
point where they are disrupting the game. Below is some advice on handling 
problematic droids and droid modifications. Note that most of this advice 
centers on droids introduced as Gamemaster characters and possessions, 
not on droids as heroes. 


UNBALANCING MODIFICATIONS 

One of the most obvious problems you will come across as a Gamemaster 
is a droid that has been modified in such a way as to be unbalancing in 
encounters. Either the droid is making encounters too easy, or the droid 
is overshadowing the contributions of the other heroes, or the droid just 
makes one player too much the focus of the combat round. Maybe the 
player installed shields on the droid that make it nigh invincible. Whatever 
the actual modification, your best bet is to consider complications that can 
arise as a result of owning this droid. 

Suppose a droid is a combat monster, blowing through your encounters. 
Let the player have his or her fun for a few encounters. Then create complica~ 
tions. Maybe the droid isn't as precise as it should be, and it ends up causing 
collateral damage. Maybe the droid ends up firing on innocent bystanders, or 
destroys a passing airspeeder just to take out some stormtroopers. The droid 
then becomes a liability, and the heroes need to decide whether or not it's 
worth keeping the droid around. Likewise, a savvy slicer might reprogram the 
droid, turning it against the heroes. Even after the heroes subdue it, there 
will always be some lingering doubt as to whether or not all of the traitor- 
ous programming was eradicated. When a droid is too powerful, introduce 
drawbacks that require the heroes to carefully consider the droid’s value. 


REDUNDANT MODIFICATIONS 

Another troubling aspect of droids and droid modifications is that sometimes 
a modified droid can make other droids, and even other heroes, feel obsolete. 
Maybe the droid has every Knowledge skill trained, making the noble who 


invested trained skills in Knowledge skills feel like she has wasted resources. 
Maybe the ace pilot suddenly finds himself sitting in the copilot’s chair while 
the droid takes the helm. By raw statistics, there are many ways in which a 
droid can be modified to do things that the heroes do, and better. 

When this happens, consider altering the way the droid performs its task 
so that, while it gets the job done, maybe it doesn't do so by the easiest 
means. When the droid is turned loose to make a Mechanics check to repair 
the ship, it starts installing “improvements” that manifest elsewhere. When 
the protocol droid programmed with every Knowledge skill is brought along 
to answer every question, perhaps it answers in roundabout ways that reveal 
information that the players want to keep secret. Droids, like all beings, are 
flawed, and whenever a droid has been modified to obviate other characters 
or droids, those flaws should be brought to the forefront. As with the situ- 
ation above, it's more interesting to create a choice for your players (keep 
the droid or get rid of it) than to simply take the droid away. 


TAKING Away Tors 

There may be times when you have no choice but to take the droid away 
from the players. This is a last resort, but it's always a possibility. Whether 
you have the droid blasted, smashed, disassembled, stolen, or simply have its 
memory wiped, your players are going to feel as though you're taking away 
their toys. When you have no other option but to take the droid away from 
the heroes, consider the following guidelines: 

Make the droid’s removal part of the plot: Don’t just have a storm- 
trooper shoot the droid; have a droid thief steal it in order to learn more 
about the heroes. Have the droid’s memory wiped by a malicious slicer hired 
by the heroes’ enemies, or have its memory copied first and held as blackmail 
by an unscrupulous crime lord. Have the droid destroyed as a part of a failed 
assassination attempt. Whatever form your removal of the droid takes, set 
it up to create a new adventure and story possibilities 

Offer a replacement for the droid: When you take something away 
from the heroes, don't forget to give something back. The replacement for 
the droid doesn't always have to be another droid, either; maybe the heroes 
meet a Squib mechanic with many of the same skills as the stolen droid, or 
perhaps the heroes’ starship gets upgraded with a droid brain thanks to their 
benefactor. Whatever you give as a replacement should obviously be free of 
the same problems that caused you to take the droid away in the first place, 
but figure out what good things the droid brought to the group and find a 
suitable replacement for that. 

Give the heroes a chance to recover the droid: If you simply take the 
droid away, it will likely be very obvious to your players that you removed it 
because you didn’t like what it was doing to the game. If a droid is stolen, or 
its memories taken, or its parts scavenged by Jawas, sometimes you'll have 
the option of letting your players try and get those things back. Of course, 
when the droid is restored it may not be exactly the same as before, but this 
is an opportunity to remove the modifications that created the problem, and 
it helps make the droid into an evolving character. 


DROID CODEx 


PL 


» nv 


SS ee 

The number of droids present in the Star Wars universe is enough to make 
one's head spin, for the sheer number of droid models alone could fill a 
datapad's memory banks, and these droids contribute to almost every facet 
of galactic society. With numerous manufacturing companies continually 
designing and building new lines of droids as well as improving existing 
models, this industry has no end in sight. 

This chapter, aptly named the Droid Codex, features a sampling of droids 
from various periods of the Star Wars timeline that are newly written for the 
Star Wars Roleplaying Game, Saga Edition. Each droid presented has its own 
full entry that includes a statistics block, a description, a background, and 
an illustration. Although each entry is typically for the stock version of the 
droid, any number of variants can exist and might reasonably be encountered, 
depending on the interests of the Gamemaster and the players. Each droid 
also includes a statistics block for the protocol format, presented first in 
Chapter 2, Gamemasters who are using the optional protocol rules can give 
the protocol format statistics block to the player who owns the droid for 
quick reference. 

Each droid entry also includes a "Playing the Droid” sidebar, which 
includes a number of details about the construction and design of that droid. 
This area contains not only information about how to recreate the droid from 
scratch using the droid construction rules and new equipment from Chapter 
3, it also includes tips on how to properly portray the droid's personality 
according to the data presented in Chapters 1 and 2 of this book. 

The entries in this chapter indicate a number of modifications that 
Gamemasters can implement, letting the droid perform other functions not 
normally performed by stock models, These modifications might be mechani- 
cal upgrades or parts replacements that allow the droid to undertake new 
tasks and provide some interesting twists and surprises during game play. 
These modifications can also serve as inspiration for developing your own 
variants of the droid. 

In addition to the information listed above, each entry also contains 
a sidebar feature that provides additional background information about 
the droid and offers an adventure seed for an adventure revolving around 
that droid, to help the Gamemaster introduce the new droid into the game. 
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8D SMELTER DROID 


8D Smelter Droid cLo 
Medium droid (Sth-degree) nonheroic 1 

Init -2; Senses darkvision; Perception +2 

Languages Basic, Binary 


Defenses Ref 15 (flat-footed 15), Fort 14 (24 to resist fire and 
extreme heat), Will 10 

hp 4; Threshold 14 

Immune droid traits 


‘Speed 4 squares (walking) 

Melee claw +2 (1d4+4) or 

Melee claw +2 (2d4+4) with Mighty Swing 
Ranged by weapon +0 

Base Atk +0; Grp +4 

Atk Options Mighty Swing 


Abilities Str 18, Dex 10, Con —, Int 8, Wis 10, Cha 8 

Special Qualities droid traits, heat resistant 

Feats Mighty Swing, Skill Focus (Endurance), Skill Training (Endurance), 
Weapon Proficiency (simple weapons) 

Skills Endurance +8, Knowledge (physical sciences) +4, Perception +2 

Systems basic processor, walking locomotion, 2 claw appendages, 
improved sensor package, darkvision, secondary battery, vocabulator, 
duravlex shell (+4 armor) 

Availability Licensed; Cost 7,250 credits 


Heat Resistant—When the 8D smelter droid is exposed to extreme heat or 
fire, it takes half damage if the attack succeeds and no damage if the 
attack fails, and it does not move on the condition track. 


8D Smelter Droid 
Medium droid (5th-degree) 
hp 4 

Threshold 14 


Move (1 swift action, 2/turn) 

The 8D smelter droid moves 4 squares (walking). 

Mighty Swing (1 swift action, 1/turn) 

The 8D smelter droid deals +1 die of damage on its next melee attack in 
the same round. 


Skills Endurance +8, Knowledge (physical sciences) +4, Perception +2 
Vital Systems 2 claw appendages, vocabulator 


@D SMeLTER DROID 


With all the industries in the galaxy that rely on metals, several mining 
companies that also smelt their ores became quite successful in their fields. 
However, the smelting process proved to be extremely hazardous for organic 
workers who labored inside the blast furnaces. Roche, hoping to step up 
its presence in the droid market, designed the 8D smelter droid to work in 
incredibly hot smelting plants in place of more vulnerable organic employees 
Much to the delight of the Verpines that run Roche, the 8D was well accepted 
by the major smelting companies. 

The feature of the 8D smelter droid that makes it better at working in 
higher temperatures than the typical droid is the proprietary ore from which 
it is made. By molecularly combining high-grade durasteel with kevlex, Roche 
created a metal with a melting point of over 1,650 degrees Centigrade and 
used it to create the 8D, which can work in areas that would turn other droids 
into slag. (See page 54 for more details on the duravlex shell.) 

8D smelter droids can be played as droid heroes. 


PLAYING AN 

8D SMELTER DROID 

Players who would like to construct an 8D smelter droid hero should 
start with the stock labor droid chassis (see page 11). The best starting 
class to use with this droid is the scout. Choose the Mighty Swing feat to 
demonstrate the droid’s strength, the Extra Second Wind feat to express 
the droid's resilience, or the Armor Proficiency (light) feat to allow the 
droid to use the duravlex shell without incurring an armor check penalty. 
Purchase a duravlex shell to gain the heat resistant special quality as 
described in the droid’s statistics block. Select at least Endurance and 
Knowledge (physical sciences) as the droid’s starting skills; for additional 
skills, consider Mechanics to represent the droid's ability to work with 
heavy equipment, Persuasion to represent the droid's ability to influence 
others through asserting itself, and Survival to represent the droid’s 
resistance to extreme temperatures. Be sure to purchase darkvision, an 
improved sensor package, and a secondary battery as part of the droid’s 
starting equipment. 


MODIFICATION: 

DAMAGE CONTROL DROID 

The 8D smelter droid can be used as a damage control droid aboard starships. 
In this modification, which is popular among smugglers, mercenaries, and 
captains of ships with a low crew count, the droid is equipped with special 
tools and gear that allow it to rush to areas of the ship that have been hit and 
make quick repairs to prevent damage from getting out of control. Because 
other crew members are free to stay at their posts, the ship fares better when 
defending itself from attackers. First, upgrade the servomotors that control 
the droid's speed, boosting its movement to 6 squares per turn to help it reach 
its destination as fast as most of the rest of the crew. Next, reprogram the 
Knowledge (physical sciences) skill to Mechanics so the droid can commence 
repairs upon arrival without depending on another member of the crew; it also 
helps to reprogram the Skill Focus (Endurance) feat to Skill Focus (Mechanics). 
Installing a fire extinguisher and giving the droid a too! kit completes the modi- 
fication. With all these components in place, an 8D smelter droid can jury-rig 
a damaged system to working order so well that it restores 2d8 hit points to 
the ship and moves the ship +2 steps on the condition track. 


MODIFICATION: 
MASTER'S DECOY 

The dream of being in two places at once is now a possibility with this par- 
ticular modification of the 8D smelter droid, which allows it to act asa decoy. 
First, replace the droid’s claw appendages with hands, and reprogram the 
droid's vocabulator to emulate its master's voice. Fitting the droid with the 
proper clothes and cosmetic alterations is important, especially considering 
that the droid's standard legs are of Verpine design and sport complicated 
joints. Swapping them out for legs in a more humanoid style is encouraged 


but not necessary. Finally, reprogram the droid’s skill set to include Decep- 
tion in place of either factory-installed skill. The 8D must adopt its master's 
speech patterns and mannerisms to pull off a convincing imitation. As long 
as the droid is at least 3 squares away from anyone attempting to penetrate 
the disguise, the 8D smelter droid can reroll its Deception check twice and 
keep the best of the three rolls. Overall, making this decoy modification is 
not as effective as using a replica droid, but the changes are easy to make. 


MODIFICATION: SURVIVALIST 

Scouts and explorers sometimes modify the 8D smelter droid into a survival- 
ist. This modification adds extra parts to the chassis, especially around the 
joints, to better prepare the droid for dealing with extreme environments. 
The changes cost 1,000 credits and require a DC 20 Mechanics check and 
4 hours of work. In addition, the droid's programming is updated to allow it 
to better survive in rugged environments and to help others adapt to such 
surroundings. To accomplish this, reprogram the droid’s Knowledge (physi- 
cal sciences) skill to the Survival skill. At the same time, reprogram the Skill 
Focus (Endurance) feat to Skill Training (Knowledge [life sciences}) to expand 
the droid's database on the galaxy's many lifeforms. Having this information 
readily available gives the droid the ability to reroll any Survival check. In 
addition, since the droid is equipped with a duravlex shell, it automatically 
succeeds on its use of the Endure Extreme Temperatures application of the 
Survival skill and can do so without a field kit. 


A LITTLE ATTITUDE 

| have dealt with these smelting droids in the past, and | can 
honestly say that their attitudes leave much to be desired. They 
are belligerent toward other droids they work with, claiming that "lesser" 
droids are too stupid to know what they are doing. They make snide 
remarks about organics behind their backs, stating that organics are slave 
drivers who do not care for the well-being of the droids in their care. 
Smelting droids can be outright hateful of droids that work in offices. 
They seem to think that office droids are just lazy, although they really 
do not have much room to talk, 

Fortunately, the 8D smelting droids at most mining facilities do not 
have it anywhere near as bad as do those on Resilon, a small world at 
the far edge of the Mid Rim. Word has it that the organics who run that 
planet's mines have treated the droids so badly that the smelting droids 
have banded together to lead a revolt against their owners. Apparently, 
the droids are demanding to be treated fairly and refuse to work until 
they are guaranteed such treatment. However, the death of one of their 
‘owners seems to tell a different story. | do not know if the fatality was 
an accident, but the outlook for Resilon's defiant smelting droids does 
not seem bright. 
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AQSG-SERIES 
ARCHIVE DROID 


A9G-Series Archive Droid cLo 
Medium droid (1st-degree) nonheroic 2 

Init +1; Senses Perception +1 

Languages Basic, Binary, 2 unassigned 


Defenses Ref 10 (flat-footed 10), Fort 10, Will 10 
hp 7; Threshold 10 
Immune droid traits 


‘Speed 6 squares (walking) 
Melee unarmed +1 (1d3) 
Ranged by weapon +1 
Base Atk +1; Grp +1 


Abilities Str 10, Dex 11, Con —, Int 14, Wis 10, Cha 12 

Special Qualities archive processor, droid traits 

Feats Distracting Droid, Skill Focus (Gather Information, Knowledge 
[bureaucracy], Use Computer) 

Skills Gather Information +12, Knowledge (bureaucracy) +13, 
Perception +1, Use Computer +13 

Systems heuristic processor, walking locomotion, 2 hand appendages, 
translator unit (DC 10), vocabulator 

Possessions code cylinder, storage device (20 memory units) 

Availability Licensed; Cost 6,880 credits 


Archive Processor—As a full-round action, the A9G-Series archive droid 
can quickly sift through volumes of information stored in a computer 
network while searching for a specific piece of data. The droid can 
reroll Gather Information or Knowledge checks when attempting to 
retrieve information from a computer system but must keep the 
second result, even if it is worse. 


ASG-SERIES ARCHIVE DROID 
Medium droid (1st-degree) 

hp7 

Threshold 10 


Move (1 swift action, 2/turn) 

The A9G-Series archive droid moves 6 squares (walking). 

Archive Processor (2 swift actions, 1/turn) 

The A9G-Series archive droid can reroll Gather Information or Knowledge 
checks while connected to a computer system but must keep the 
second result, even if it is worse. 

Improve Access (2 swift actions, 1/turn) 

The AQG-Series archive droid makes a Use Computer check against the 
target computer's Will Defense to improve the computer's attitude 
toward it. 


Issue Routine Command (1 swift action, 1/turn) 

The A9G-Series archive droid issues a routine command to a computer 
that has a friendly attitude toward it. 

Translator (1 free action) 

With a DC 10 translator check, the A9G-Series archive droid translates to 
or from any language it knows. 

Skills Gather Information +12, Knowledge (bureaucracy) +13, 
Perception +1, Use Computer +13 

Vital Systems 2 hand appendages, translator unit (DC 10), vocabulator, 
code cylinder, storage device (20 memory units) 


Still high on the success of the R2-Series astromech droid, Industrial 
Automaton sought to continue that achievement by making other droid 
models that performed similar functions. One line of droids to come from 
the many designs of that time is the A9G-Series archive droid. Unlike the R2, 
the humanoid-shaped ASG was not intended to work aboard starships but 
to act as the ideal administrator of data networks, overseeing the computer 
systems of large corporations and governments by using its data-sifting 
software to satisfy their organizational and managerial needs. The major flaw 
of the A9G design came to light after the droids placed in major corporations 
experienced a series of problems and made poor decisions when attempting 
to handle high volumes of data traffic. Companies with smaller information 
networks had few or no problems; the droids were capable of handling the 
lighter flow of traffic. 
A9G-Series archive droids can be played as droid heroes. 


OvVERWORKED 
You interested in this A9G droid here, ch? He's a good buy! Don't 
let those black marks around his neck fool you—they're just, uh, 
cosmetic. Okay, it's really carbon scoring, but not from blaster shots. 
The droid got these marks from burning out its processor while on the 
job. See, A9G-Series droids do their jobs so well, their owners tend to 
keep them working around the clock, continually processing information 
in their networks, The little guys work and work without a break until 
boom, their processors get fried and they shut down. But don't worry 
about this one. | personally refurbished the original processor, so it's as 
good as new. Where did | get the droid? Uh, | picked it up from this guy 
that blew through town. Looked like a pirate. Might have been part of 
that band that’s been hitting merchant ships and small colonies along 
the Hydian Way, you know? | even heard that they took another A9G that 
belonged to the royal family of Katchan on the edge of the Outer Rim. 
Supposed to hold some valuable information, | sure would love to find 
that droid—they'd probably pay a nice reward for its return. Well, enough 
of my rambling. Tell you what-I'l scrub off that scoring for an extra 25 
credits, What do you say? 


MODIFICATION: FIELD MEDIC 

When something goes wrong and somebody gets hurt, a medic can never 
be too close. A popular modification of the ASG-Series archive droid is to 
make ita field medic. This modification involves tweaking the droid’s archive 
processor so that it accesses a medical database within its chassis instead of 
an external computer network. Thus, the AQG need not rely on a stationary 
mainframe to access information and can use its skills anywhere a medical 
emergency exists. In addition, reprogram the droid's skill set, changing the 
Knowledge (bureaucracy) and Use Computer skills to Knowledge (life sci- 
ences) and Treat Injury, to allow the droid to diagnose and treat ailments. The 
droid retains the archive processor special quality but is limited to rerolling 
only Knowledge (life sciences) checks rather than all Knowledge checks. Swap 
out the code cylinder for a medical kit, and to allow the droid to scan through 
its photoreceptors, consider installing diagnostic scanners in the droid’s head 
(requiring a DC 20 Mechanics check and 2 hours of work). Coupled with the 
medical database, the scanners grant a +2 equipment bonus to the droid’s 
Treat Injury checks that stacks with the +2 bonus received from using a 
medical kit when it administers first aid. Furthermore, removing the scanner 
from the medical kit makes room for two additional medpacs. 


MODIFICATION: 
RECONNAISSANCE DROID 

Most people do not suspect that an archive droid might be gathering intel 
ligence, recording events to send back to its master. Thus, this particular 
modification can be quite useful to numerous organizations. To set up the 
AQG to act as a reconnaissance droid, modify its photoreceptors to work in 
conjunction with either a video recorder or a holorecorder to covertly record 


anything the droid considers relevant. Installing the appropriate recorder 
requires a DC 20 Mechanics check and 2 hours of work. Adding a storage 
device gives the A9G the option of sending information to its master to avoid 
being caught with sensitive data or of storing the information in its chassis so 
the data won't be intercepted during transmission, Reprogramming its trained 
skills to exchange Knowledge (bureaucracy) for Perception helps the droid to 
better locate the information it seeks, and taking Stealth increases its chance 
of successfully obtaining data and getting out without being discovered. 


MODIFICATION: 

SLICER'S COMPUTER 

Slicers like the idea of walking into a facility without anyone suspecting 
their intentions, and this modification transforms the A9G-Series archive 
droid into a portable computer that carries itself. First, install a portable 
computer into the droid's chassis with a DC 20 Mechanics check and 1 hour 
of work. The upper back is the best location for the computer, Creating a 
link between the datapad's processor and the droid’s archive processor is 
optional, but doing so allows the slicer to increase the speed at which he or 
she can slice through a computer system. Establishing the link requires a DC 
20 Mechanics check, a DC 20 Use Computer check, and 2 hours of work to 
properly synchronize the processors. Once the link is established, using the 
droid in this fashion allows the slicer to reroll his or her Use Computer check 
once per encounter and keep the better of the two results, 


ASG-Senies ARCHIVE DROID 
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AD-SERIES WEAPONS 
MAINTENANCE DROID 


AD-Series Weapons Maintenance Droid cL1 
Medium droid (1st-degree) soldier 1 

Force 2 

Init +7; Senses Perception +7 

Languages Basic, Binary, 3 unassigned 


Defenses Ref 16 (flat-footed 14), Fort 13, Will 13 
hp 30; Threshold 13 
Immune droid traits 


‘Speed 6 squares (walking), 6 squares (hovering) 
Melee unarmed +1 (1d3) 

Ranged by weapon +3, 

Base Atk +1; Grp +3 


Abilities Str 10, Dex 15, Con —, Int 16, Wis 15, Cha 10 

Special Qualities droid traits 

Talents Harm's Way 

Feats Armor Proficiency (light, medium), Skill Focus (Mechanics), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Climb +5, Initiative +7, Knowledge (tactics) +8, Mechanics +13, 
Perception +7, Use Computer +8 

Systems heuristic processor, walking locomotion, hovering locomotion, 
2 tool appendages, tool kit, vocabulator, quadanium shell (+3 armor) 

Availability Military; Cost 13,840 credits 


AD-SERIES WEAPONS 
MAINTENANCE DROID 
Medium droid (1st-degree) 

hp 30 

Threshold 13, 


Move (1 swift action, 2/turn) 

The AD-Series weapons maintenance droid moves 6 squares (walking) or 
6 squares (hovering). 

Avoid Surprise (1 free action) 

The AD-Series weapons maintenance droid makes a Perception check 
at the start of a battle. If the check is successful, the droid's master 
avoids surprise. 

Disable Device (2 swift actions, 1/turn) 

The AD-Series weapons maintenance droid makes a Mechanics check to 
disable a trap. 

Improve Access (2 swift actions, 1/turn) 


AD-SERIES WEAPONS MAINTENANCE DROID 


The AD-Series weapons maintenance droid makes a Use Computer check 
against the target computer's Will Defense to improve the computer's 
attitude toward it. 

Patrol Duty (1 swift action, 1/turn) 

The AD-Series weapons maintenance droid makes a Perception check 
against the target's Stealth check. If the check is successful, the droid 
detects the target. 

Skills Climb +5, Initiative +7, Knowledge (tactics) +8, Mechanics +13, 
Perception +7, Use Computer +8 

Vital Systems 2 tool appendages, tool kit, vocabulator 


Arakyd Industries was riding high on the success of its probe droids when the 
company announced its next model. The AD-Series weapons maintenance 
droid was envisioned as a companion to every stormtrooper squad, making 
sure the troopers’ weapons and armor were in optimal condition and leaving 
the troops more time to protect and serve the citizens of the Empire. Arakyd 
executives, noting the Empire's repeat business with companies such as Kuat 
Drive Yards, commissioned their factories to build massive quantities of the 
AD as soon as it was announced. 


Imperial efficiency studies showed that the benefits to stormtrooper 
squads were minimal compared to the cost of adding the droids. Asa result, 
the Empire never picked up the droid, and the fiasco nearly sent Arakyd into 
bankruptcy. The AD quickly filtered down to planetary governments and 
smaller organizations, with Arakyd taking a loss on each sale. 

AD-Series weapons maintenance droids can be played as droid heroes. 


PLAYING AN AD-SERIES 
WEAPONS MAINTENANCE 
DROID 


AD-Series weapons maintenance droids have ended up on both sides of 
the law. Local law enforcement uses them as patrol officers and evidence- 
analysis droids. Criminal organizations use them to provide security 
and maintain weapons that are used in illegal operations. Many bounty 
hunter guilds employ these droids as well, and some even count AD droids 
‘as members. The droids themselves are generally quiet, although many 
harbor resentment against the Empire for being passed over. 

When creating an AD-Series weapons maintenance droid character, 
start with either the scoundrel class or the soldier class. These droids are 
self-sufficient, but they can greatly benefit from weapon specialization 
talents and feats. 


MODIFICATION: POLICE DROID 
Smaller cities and starports usually can't afford a full-time security staff. In 
such places, the AD-Series droid has found a niche market as a police droid. 
Although the droids are not as sophisticated as some models specifically 
designed for the job, they do well at collecting evidence, containing crime 
scenes, and apprehending suspects. 

The first step in making the police droid modification is to remove the 
internal weapons maintenance tool kit and replace it with a storage space for 
law enforcement equipment. This modification requires a DC 20 Mechanics 
check and 20 minutes of work to complete, Standard replacement equip- 
ment includes binders, a secure datapad, and a glowrod. Next, reprogram the 
droid’s skill set, replacing Knowledge (tactics) with Persuasion; this requires 
a DC 20 Use Computer check and 30 minutes of work. Last, give the droid a 
weapon to defend itself. An integrated blaster is often installed, but some 
jurisdictions lack either the funding or the desire to make this modification 
and simply equip the droid with a standard blaster carbine. 


MODIFICATION: SNIPER DROID 

Many AD-Series droids ended up in the hands of bounty hunters, The solo 
operators find an extra pair of arms useful in the field, and the guilds use 
AD-Series droids to make profits by charging members fees to have the 
droids maintain their blasters. A few AD-Series droids become bounty 


hunters themselves, using their knack with weaponry to become masters of 
weapons such as the long-range blaster rifle. To turn an AD-Series droid into 
a sniper, select a single weapon and tailor the droid’s internal tool kit to that 
weapon. Doing so requires a DC 20 Mechanics check and 1 hour of work. 
This modification grants the droid a +2 bonus when using that weapon, but 
it imposes a -2 penalty when the droid uses any other weapon, even one of 
a similar make and model. To allow the droid to intimidate others, replace 
its Mechanics skill with Persuasion, which requires a DC 25 Use Computer 
check and 30 minutes of work. 


MODIFICATION: 

SPEAKEASY DROID 

Crime lords are always looking for cheap, disposable muscle, and the AD- 
Series droids often fit the bill. They know their way around a blaster and 
have a very intimidating look. When stationed at the entrance to a criminal 
enterprise such as a cantina or a club, an AD-Series droid can collect the 
weapons of patrons to reduce the chance that a fight will break out, or it 
can quickly deactivate weapons to put its master's mind at ease. 

Making a speakeasy modification involves three steps. First, upgrade 
the droid's vocabulator to give its voice a meaner edge (requiring a DC 20 
Mechanics check and 30 minutes of work), and reprogram it to have the 
Persuasion skill and the Skill Focus (Persuasion) feat. Second, upgrade the 
droid's pattern-recognition software, which gives it the Skill Focus (Percep- 
tion) feat and allows it to identify the many weapons in its database when 
they are hidden under coats, in bags, and so on. This modification requires 
a DC 20 Mechanics check and 30 minutes of work. The third step, which is 
optional, is to install a weapon detector (see page 63) on the droid. 


THEIR Loss, My GAIN 


You ask me, the AD-Series is nice and versatile. Fits a lot of roles ¥) 
overlooked by other manufacturers. Give an AD the right set 

of equipment, and it can protect whatever needs protecting—or blast 
through whatever needs blasting through. Even if you don't like to take 
apart and rebuild every droid you own, the AD offers a lot of options 
once you get it home. But just between you and me, friend, | don't buy 
that bantha fodder about efficiency reports sinking Arakyd’s contract 
with the Empire. | think a lot of Arakyd executives started having second 
thoughts about the Empire after what happened to Alderaan. So the 
Empire killed the contract to teach them a lesson about loyalty. Proof? 
Of course | don't have proof! But it wouldn't surprise me if some Rebels 
broke into a Moff's safe or something and found incriminating evidence. 
If that happened, you'd probably see a lot more droids disappearing from 
inventory and ending up in Rebel hands. 
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ANNIHILATOR DROID 


Annihilator Droid 

Huge droid (4th-degree) nonheroic 12/soldier 8 
Force 4 

Init +17; Senses Perception +17 

Languages Basic, Binary 


CLi2 


Defenses Ref 21 (flat-footed 19), Fort 27, Will 20 
hp 120; SR 20; Threshold 42 
Immune droid traits 


Speed 2 squares (walking), 10 squares (wheeled) 

Melee unarmed +24 (146+11) 

Ranged laser cannon +20 (3d8+4) or 

Ranged laser cannon +18 (4d8+4) with Rapid Shot or 

Ranged laser cannon +15 (5d8+4) with Burst Fire or 

Ranged laser cannon +18/+18 (3d8+4) or 

Ranged laser cannon +16/+16 (4d8+4) with Rapid Shot or 

Ranged laser cannon +13/+13 (5d8+4) with Burst Fire 

Fighting Space 3x3; Reach 1 square 

Base Atk +17; Grp +34 

Atk Options autofire (laser cannons), Burst Fire, Rapid Shot, Running Attack 
Special Actions Devastating Attack (rifles), Penetrating Attack (rifles) 


Abilities Str 25, Dex 15, Con —, Int 8, Wis 15, Cha 7 

Special Qualities droid traits 

Talents Armored Defense, Devastating Attack (rifles), Improved Armored 
Defense, Penetrating Attack (rifles) 

Feats Armor Proficiency (light), Burst Fire, Dual Weapon Mastery |, Dual 
Weapon Mastery Il, Improved Damage Threshold, Point Blank Shot, 
Precise Shot, Rapid Shot, Running Attack, Skill Training (Initiative), 
Sniper, Triple Crit, Weapon Focus (rifles), Weapon Proficiency (heavy 
weapons, rifles) 

Skills Initiative +17, Perception +17, Stealth -2 

Systems walking locomotion, wheeled locomotion (exclusive), remote 
receiver, 2 tool appendages, shield generator (SR 20), internal comlink, 
vocabulator, bronzium shell (+5 armor; treat as quadanium plating) 

Possessions 2 laser cannons (treat as blaster rifles) 

Availability Military; Cost 59,275 credits 


ANNIHILATOR DROID 
Huge droid (4th-degree) 

hp 120 

Threshold 42 (SR 20) 


Move (1 swift action, 2/turn) 

The annihilator droid moves 2 squares (walking). If the droid takes two 
swift actions to move in the same turn, it changes into wheeled mode 
and moves 10 squares. 


Avoid Surprise (1 free action) 

The annihilator droid makes a Perception check at the start of a battle. 
If the check is successful, the droid's master avoids surprise. 

Blaster Barrage (2 swift actions, 1/turn) 

The annihilator droid makes two ranged attacks at +13. If successful, 
each attack deals 5d8+4 points of damage. 

Rapid Shot (1 swift action, 1/turn) 

The annihilator droid makes a ranged attack at +18. If successful, 
the attack deals 4d8+4 points of damage. 

Twin Blaster Burst (1 swift action, 1/turn) 

The annihilator droid makes a ranged attack at +20. If successful, the 
attack deals 348+4 points of damage. 

Skills Initiative +17, Perception +17, Stealth -2 

Vital Systems 2 tool appendages with laser cannons (treat as blaster 
rifles), shield generator (SR 20), internal comlink, vocabulator 


Originally designed to protect the Colicoid homeworld of Colla IV, the 
annihilator droid is a larger, more dangerous version of the Droideka that 
the Colicoids use for home defense. Nicknamed the “Scorpenek” droid, this 
droid walks on four pointed limbs; xenosociologists from the University 
of Sanbra speculate that the Colicoids did not build a rolling movement 
mechanism into this droid because the Colicoids felt it would be a mockery 
of their own biology. 

Fortunately for the rest of the galaxy, annihilator droids are almost 
prohibitively expensive to manufacture. The Colicoids manufacture only a 
few more than they need for self-defense, and reactivate the manufactur- 
ing facilities only to replace lost or destroyed droids. So powerful are these 
annihilator droids that even heavy armored vehicles can rarely stand up to 
their firepower. 

Annihilator droids can't be played as droid heroes. 


ANNIHILATOR: 


MODIFICATION: 

CAPITAL SHIP SCRAPPER 

Destroyed capital ships are an excellent source of raw materials and replace- 
ment parts for damaged ships of any fleet. Due to their immense size, these 
ships can be daunting to disassemble, but inhabitants of Ord Mantell, Raxus 
Prime, and other junk planets have put modified annihilator droids to the task 
of breaking these hulks into chunks better sized for resale. This modification 
begins by removing the annihilator's shield generator, which requires a DC 20 
Mechanics check and 1 hour of work. The power from the shields is diverted 
toa magnetic coupler attached to the droid's legs, which requires a DC 25 
Mechanics check and 2 hours of work. The coupler allows the droid to craw! 
around on ships that no longer have gravity control. Next, refit one of the 
laser cannons to work as a large welding device, a task that requires a DC 25 
Mechanics check and 30 minutes of work. A laser cannon modified in this 
way deals the same amount of damage, but an attack made using a welding 
device is considered a melee attack. Replace the other appendage with a 
large pincer apparatus for holding cut pieces of ship. This change requires a 
DC 30 Mechanics check and 2 hours of work. 


MODIFICATION: CARGO HAULER 

The galaxy has a long history of war punctuated by sporadic periods of peace 
during which the machines of combat go silent. Often, droids built for war are 
modified for peacetime use. A clever scrap hauler on Ord Mantell modified 
a few annihilator droids to serve as protection from rival scrap gangs. She 


also fire-linked the droids to target the same attackers automatically. The 
huge powertrain on each droid allows it to haul large pieces of cargo and 
to protect itself from attacks by vehicles. Owners using this modification 
should be careful not to overload the droid with cargo. Doing so reduces its 
mobility and its ability to defend itself. Modifying an annihilator droid to 
haul cargo requires a DC 20 Mechanics check and 1 hour of work for each 
cargo pod added. Each pod can hold 200 kilograms of cargo and imposes a 
~1 penalty to either the droid’s attack roll or its Reflex Defense; the penalty 
is chosen when the pod is added. Connecting multiple droids requires a DC 
20 Use Computer check for each droid to be fire-linked. If the process is 
successful, a fire-linked droid grants a +4 bonus when aiding another droid 
that has been fire-linked. 


MODIFICATION: SPACE SENTRY 

The annihilator droid carries serious firepower on the battlefield. It is designed 
to punch through armored ranks and take down troop transports. In space, 
though, sometimes extra guns are needed, and this modification turns the 
droid into a floating turret. The first step is to add lateral maneuvering 
thrusters to allow the droid sufficient movement to target ships; the thrusters 
are not powerful enough to move the droid out of the space in which it was 
deployed. This change requires a DC 30 Mechanics check and 2 hours of work. 
The next step is to realign the droid’s fire control buffers, which requires 
a DC 20 Use Computer check. Next, add a projectile launcher, perhaps for 
proton torpedoes or concussion missiles. Replacing one of the laser cannons 
with a launcher requires a DC 25 Mechanics check and 1 hour of work. Both 
laser cannons can be removed, but most techs prefer to keep one intact so 
that the droid can continue to defend itself when its projectiles are depleted. 


& PRIVATE PIRATE 

Nobody likes to see annihilator droids show up on the other side ¢) 
of a battle. Anyone who makes it out alive had better demand 

hazard pay. Field upgrades made these droids even more of a hassle. Now, 
they're more like armored cavalry platforms than the original destroyer 
droids. The weapons profile is more suited to take out armored vehicles 
and entrenched positions. But don’t let that fool you—a pair of annihilator 
droids can mow down plenty of infantry, too. 

The most interesting deployment of annihilator droids I've seen was in 
an asteroid field being used as a base by a band of pirates. Our company 
had acquired some of these droids in a raid, and the pirates bought them 
from us. | was surprised on a later visit to see that the droids were no 
longer in the base. | asked where they'd gone, and one of the crew just 
laughed and pointed out a viewport. The pirates had deployed the droids 
on key asteroids surrounding the entry route to the base. The asteroids 
discouraged outsiders from attacking, and the annihilators were there 
to secure the base from "disgruntled former employees.” 


ReAeeD Qevuqg 


Al eSievnS 


BLX LABOR DROID 


BLX Labor Droid cLo 

Medium droid (5th-degree) nonheroic 1 

Init +1; Senses Perception ~1 

Languages Basic, Binary 

Defenses Ref 15 (flat-footed 14), Fort 12, Will 9 

hp 4; Threshold 12 

Immune droid traits 

Speed 4 squares (walking) 

Melee unarmed +2 (1d3+2) 

Ranged by weapon +1 

Base Atk +0; Grp +2 

Abilities Str 15, Dex 12, Con —, Int 6, Wis 8, Cha 16 

Special Qualities droid traits, jack of all trades 

Feats Armor Proficiency (light), Skill Focus (Endurance), Skill Training 
(Mechanics, Use Computer) 

Skills Endurance +10, Mechanics +3, Perception -1, Use Computer +3 

Systems heuristic processor, walking locomotion, 2 hand appendages, 
internal storage (10 kg), magnetic feet, vocabulator, durastee! shell 
(+4 armor) 

Availability Licensed; Cost 8,995 credits 

Jack of All Trades—Once per encounter as a standard action, the BLX 
labor droid can make any skill check as if it were trained in that skill. 


Many years before the advent of the Clone Wars, Serv-O-Droid created the 
BLX labor droid as a general labor unit to be used for just about any kind 
of task that can be performed by humanoid species. In fact, the BLX was 
intentionally programmed not to specialize in any particular profession or 
series of tasks in the hope that its versatility would increase sales. Initial 
sales were good, and compliments from customers focused on the model's 
magnetic feet (which helped the droids work in zero-gravity environments) 
and rugged shell (which protected the droids from the harsh vacuum of space 
and micrometeorite impacts). But news of the BLX's shortcomings—such as 
aural and visual sensors calibrated to standard frequencies, slow movement 
and slow response time, and an odd, simianlike silhouette—dragged the line's 
sales figures down quickly. However, the model's strength and stamina, along 
with revisions to the physical design to make it look more humanoid, helped 
the line survive several more years before being discontinued. 
BLX labor droids can be played as droid heroes. 


BLX LABOR DROID 
Medium droid (Sth-degree) 

hp 4 

Threshold 12 


Move (1 swift action, 2/turn) 

The BLX labor droid moves 4 squares (walking). 

Improve Access (2 swift actions, 1/turn) 

The BLX labor droid makes a Use Computer check against the target 
computer's Will Defense to improve the computer's attitude toward it. 

Issue Routine Command (1 swift action, 1/turn) 

The BLX labor droid issues a routine command to a computer that has a 
friendly attitude toward it. 

Jack of All Trades (1 swift action, 1/turn) 

Once per encounter, the BLX labor droid can make any skill check as if it 
were trained in that skill. 

Jury-Rig (2 swift actions, 1/turn) 

With a DC 25 Mechanics check, the BLX labor droid can make temporary 
repairs to any disabled mechanical or electronic device (see the Jury- 
Rig application of the Mechanics skill on page 70 of the Saga Edition 
core rulebook). 


Skills Endurance +10, Mechanics +3, Perception -1, Use Computer +3 
Vital Systems 2 hand appendages, internal storage (10 kg), magnetic 
feet, vocabulator 


BLXx LasoR DROID 


MODIFICATION: ATTACHE DROID 
The modification of the BLX labor droid most favored by politicians, ambas- 
sadors, and other dignitaries is the one known as “the attaché.” The purpose 
behind this modification is not just to have the droid work as a personal assis~ 
tant for its master but also to let it focus on a certain field of study or facet 
of society to assist in such matters. Start by installing an internal comlink, 
preferably one that is encrypted to protect any secrets discussed between the 
droid and its master. Some owners go so far as to install a restraining bolt on 
the droid to call it over when needed. A translator unit (DC 5 or 10) helps the 
droid interact with others more easily, but adding the unit removes the jack 
of all trades special quality. Reprogram the droid's skills, replacing Endurance 
and Mechanics with Knowledge (bureaucracy) and another Knowledge skill 
of the owner's choice. To finalize the modification, exchange the Skill Focus 
(Endurance) feat for one of the Knowledge skills. 


MODIFICATION: 
LONG-RANGE SENSOR DROID 
Although this modification seems odd for a labor droid, the internal frame 
and wiring in the BLX unit's head boosts signals along the frequencies used 
by sensor systems, a fact that still baffles the Serv-O-Droid research and 
development team. Asa result, many paramilitary units and mercenary groups 


that obtain a BLX implement this modification. Start by installing a standard 
sensor pack in the droid’s chest storage compartment, effectively removing its 
internal storage space. The installation requires a DC 15 Mechanics check and 
1 hour of work to properly link the sensor pack to the droid’s internal wiring. 
Next, install a sensor booster, which requires an additional DC 15 Mechanics 
check and 1 hour of work. Also, reprogram the droid to shift the Skill Focus 
from Endurance to Use Computer to help the droid establish a sensor broadcast 
and keep the signal as strong as possible. With these adjustments, the droid 
can increase its scanning area to a range of 5 kilometers. 


MODIFICATION: 

PORTABLE GENERATOR 

This modification is also popular with military organizations as well as with 
technicians and individuals in remote areas of the galaxy. It transforms the 
BLX labor droid into a walking battery capable of supplying power to any 
device, including vehicles and heavy weapons; the droid also can recharge 
spent power packs and energy cells. Making this modification involves sev- 
eral adjustments. First, remove the droid’s internal storage to make as much 
room for the generator as possible, and remove the magnetic feet to prevent 
any possible interference with the generator’s operation. Next, change the 
heuristic processor to a basic processor. Although this adjustment virtually 
lobotomizes the droid, it is necessary to prevent the droid's operating system 
from shorting out during the generator's charging cycles. Additional internal 
shielding needs to be put into place throughout the chassis to better protect 
other systems and to prevent the droid from overloading. This shielding costs 
an extra 1,000 credits and can be installed with a DC 20 Mechanics check 
and 1 day of work. 


MEMORIES " ¢ 

BLX labor droid? No, | don't have one of those. Very rare, very 

hard to find these days. Last time | saw a BLX was... don't 
remember how ‘many years ago. Long time, | tell you that. If you do find 
‘one running nowadays, it's probably still owned by someone that's had 
it for several years. Something about BLX personalities mal people 
really like them, as long as they don't get the droids’ memories wiped, 
That can be trouble sometimes, if you know what | mean, Let them go 
for a long time, who knows what they hold in their memory banks? Like 
this one BLX | heard about recently—part of a rumor about the scientist 
near the Maw. Or was it inside the Maw? Don't remember. Anyway, this 
scientist still had a BLX droid in good working order and used it to record 
his personal journal. Filled it with schematics for experimental starfight- 
ers, new weapons, other things. Word is the droid went missing a while 
back, and the scientist is worried sick over it. 
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COLICOID INFILTRATOR- 
SERIES DROID 


Colicoid Infiltrator-Series Droid cL4 
Medium droid (4th-degree) nonheroic 12 

Init +8; Senses darkvision; Perception +15 

Languages Basic, Binary 


Defenses Ref 17 (flat-footed 15), Fort 14, Will 12 
hp 40; SR 20; Threshold 14 
Immune droid traits 


Speed 6 squares (walking), 3 squares (climbing) 
Melee vibroblade +13 (2d6+4) 

Ranged blaster rifle +11 (348) or 

Ranged blaster rifle +9 (4d8) with Rapid Shot 
Base Atk +9; Grp +13 

Atk Options autofire (blaster rifle), Rapid Shot 


Abilities Str 18, Dex 15, Con —, Int 11, Wis 14, Cha 12 

Special Qualities droid traits, penetrate hull 

Feats Armor Proficiency (light), Dual Weapon Mastery |, Rapid Shot, Skill 
Focus (Stealth), Skill Training (Stealth), Weapon Proficiency (advanced 
melee weapons, rifles, simple weapons) 

Skills Perception +15, Stealth +18 

Systems heuristic processor, walking locomotion, 4 tool appendages, 
darkvision, improved sensor package, locked access, vocabulator, 
shield generator (SR 20), bronzium shell (+5 armor; treat as 
quadanium plating) 

Possessions 2 vibroblades, 2 blaster rifles, climbing claws, holographic 
image disguiser, liquid cable dispenser, silence bubble generator 

Availability Military; Cost 33,720 credits 


Penetrate Hull—A Colicoid Infiltrator-Series droid always rolls maximum. 
damage when using its vibroblades to cut into the hull of a vehicle or 
to cut through solid walls and doors. 


Couicaip 
INFILTRATOR-SERIES DROID 
Medium droid (4th-degree) 

hp 40 

Threshold 14 (SR 20) 


Move (1 swift action, 2/turn) 

The Colicoid Infiltrator-Series droid moves 6 squares (walking) or 3 
squares (climbing). 

Create a Diversion to Hide (1 swift action, 1/turn) 

The Colicoid Infiltrator-Series droid can make a Deception check to divert 
an opponent's attention and give the droid time to hide. 

Penetrate Hull (2 swift actions, 1/turn) 


COLICOID INFILTRATOR-SERIES DROID 


The Colicoid Infiltrator-Series droid makes a melee attack at +13. 

If successful, the attack deals 2d6+4 points of damage, or 16 points of 
damage against the hull of a vehicle or against solid walls and doors. 

Rapid Shot (1 swift action, 1/turn) 

The Colicoid Infiltrator-Series droid makes a ranged attack at +9. 

If successful, the attack deals 4d8 points of damage. 

Sneak (1 swift action, 1/turn) 

The Colicoid Infiltrator-Series droid can slip past an opponent without 
being noticed by making a successful Stealth check opposed by the 
opponent's Perception check. 

Snipe (1 swift action, 1/turn) 

The Colicoid Infiltrator-Series droid can attempt to hide again after 
making a ranged attack from hiding. 

Skills Perception +15, Stealth +18 

Vital Systems 4 tool appendages, 2 vibroblades, 2 blaster rifles, 
vocabulator, shield generator (SR 20), climbing claws, holographic 
image disguiser, liquid cable dispenser, silence bubble generator 


In the years preceding the blockade of Naboo, the Colicoid Creation Nest 
manufactured a large number of Infiltrator-Series droids for use by Separatist 
forces, The Infiltrator looks almost identical to the Droideka-Series model 
used extensively by the Trade Federation, except that it has four multijointed 
legs instead of three, and it has long, sharp, curved hooks (instead of blaster 
rifles) at the ends of its arms. Also, the Infiltrator has multiple nodes on its 


body to hold additional tools and weapons, such as blaster rifles, grappling 
lines, and holographic image disguisers. Although not as popular with the 
Neimoidians and the Separatists as Droidekas and Eradicators, Infiltrators 
were deployed during the Clone Wars as ship-boarding units that would land 
on a starship's outer hull, cut their way through undetected, and hide until 
the right time to strike against the crew. Sometimes, an Infiltrator would 
perform its job so well that it would wipe out the entire crew before anyone 
realized what was going on. 
Colicoid Infiltrator-Series droids can’t be played as droid heroes. 


ENCOUNTERING A COLICOID 
INFILTRATOR-SERIES DROID 

When Colicoid Infiltrator-Series droids are encountered at all, they are 
usually found aboard starships. In the vast majority of such encounters, 
the droid is working alone to accomplish its mission, as is the case with 
this particular encounter. While aboard the ship, the Infiltrator has 
secured an isolated area of the vessel as its lair—the end of a corridor 
16 squares long and 2 squares wide that is near the Engineering section. 
Since the droid has no allies, it keeps the light levels low in the area to 
mask its presence while resting or hiding from the members of the crew. 
When it detects anyone entering the corridor and heading in its direc- 
tion, the droid activates its holographic image disguiser to appear as a 
computer console at the end of the dark hallway. If the ploy fails and the 
intruders continue to advance, the droid drops the disquise, activates its 
shield generator and silence bubble generator, and opens fire with both 
blaster rifles. With the silence bubble generator active, the blaster fire 
does not make enough noise to attract attention. If the intruders flee 
before being eliminated, the droid moves to the side of the corridor and 
reverts back to the holographic disguise for 30 minutes to make sure 
the danger has passed. 


MODIFICATION: 
COMMUNICATIONS BEACON 

Ona low-tech world or in any location where it is difficult to reach some- 
one by comlink, turning an Infiltrator-Series droid into a communications 
beacon is a highly appealing and fairly easy modification. Start by removing 
the droid's holographic image disguiser and silence bubble generator. In the 
chassis, install a long-range comlink connected to the droid’s power source, 
which requires a DC 15 Mechanics check and 30 minutes of work. Add a 
pocket scrambler, requiring another DC 15 Mechanics check and 15 minutes 
of work. Next, add a comlink relay (similar to the one normally found in a 
CZ-Series secretary droid; see page 80) directly to the long-range comlink, 
which requires a DC 15 Mechanics check and 1 hour of work. Finally, repro- 
gram the Skill Training and Skill Focus feats from Stealth to Use Computer. 
Once the modification is complete, the droid can receive multiple comlink 
signals and boost their range to 500 kilometers. 


MODIFICATION: 

HEAVY WEAPONS TURRET 

Transforming an Infiltrator droid into a heavy weapons turret seems simple 
enough, but the modification is actually somewhat complicated. The first, 
and possibly the easiest, step is to remove the vibroblades and climbing claws. 
Then, exchange the blaster rifles for two heavy repeating blasters, two blaster 
cannons, ora single E-Web repeating blaster. Alternatively, the droid could be 
equipped with up to four missile launchers. The holographic image disguiser 
and silence bubble generator must be removed to make room for more than 
two launchers, and an Infiltrator droid can launch only four missiles before 
an ally must perform a manual reload. Changing the weapons requires a DC 
15 Mechanics check and 15 minutes of work for each weapon. To complete 
the modification, reprogram the droid's Weapon Proficiency (advanced melee 
weapons) feat to Weapon Proficiency (heavy weapons). 


MODIFICATION: 

WALKING THRONE 

Although walking thrones are available on the open market, very few offer 
defensive capabilities, and those that do are expensive. Modifying an Infil- 
trator droid to act as a walking throne allows its master to have a mode 
of transportation that also puts a good amount of firepower at his or her 
fingertips. First, rearrange the Infiltrator from an upright walking droid to a 
walking platform, which involves bringing the chest down to rest on top of its 
lower thorax and making the head face forward. This process requires a DC 
20 Mechanics check and 4 hours of work. Next, permanently place the arms 
against the torso’s side, remove the vibroblades, and position the blaster rifles 
to face forward. This part of the modification requires a DC 15 Mechanics 
check and 2 hours of work. Finally, securely install the seat onto the droid’s 
back, which requires a DC 15 Mechanics check and 30 minutes of work, 


SILENT DEATH es) 
If there’s one thing | can warn you about, it’s Colicoid Infiltrator- 

Series droids. They're sneaky. Half the time, you don't hear them 

coming, and the other half, you wish you hadn't. I've heard stories about 
one of these droids floating across the void from a Separatist ship, attach- 
ing itself to a nearby Republic ship, and ripping its way through the hull. 
Then it camps somewhere inside and picks off the entire crew, one by one. 
{can't tell you how many empty ships are floating out in space because 
a single Infiltrator found its way inside. In fact, | just heard another story 
a few days ago. This smugg . . . uh, freighter captain | know picked up 
a distress signal somewhere near Dubrillion. He thought it was coming 
from a Republic cruiser. The signal had a repeating message—something 
about the crew being trapped in their own ship by a droid that appeared 
out of nowhere, cut someone down, then disappeared again. None of the 
crew—well, the ones that were still alive, anyway—could get a good look 
at it, and everyone was spooked. Sounds like an Infiltrator droid to me. 
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CZ-SERIES 
SECRETARY DROID 
(Z-Series Secretary Droid cLo 
Medium droid (3rd-degree) nonheroic 1 

Init +0; Senses Perception +6 

Languages Basic, Binary, Bocce, Huttese, 3 unassigned 


Defenses Ref 10 (flat-footed 10), Fort 9, Will 11 
hp 3; Threshold 9 
Immune droid traits 


Speed 6 squares (walking) 
Melee unarmed ~1 (13-1) 
Ranged by weapon +0 
Base Atk +0; Grp +0 


Abilities Str 8, Dex 10, Con —, Int 15, Wis 12, Cha 14 

Special Qualities comlink jammer, comlink relay, droid traits 

Feats Linguist, Skill Focus (Knowledge [bureaucracy], Use Computer), 
Skill Training (Perception) 

Skills Knowledge (bureaucracy) +12, Knowledge (galactic lore) +7, 
Perception +6, Use Computer +12 

Systems walking locomotion, basic processor, 2 hand appendages, 
internal comlink (encrypted, long-range), locked access, vocabulator 

Availability Licensed; Cost 8,280 credits 


Comlink Jammer—As a standard action, the CZ-Series secretary droid can 
rapidly cycle through comlink frequencies, broadcasting loud static 
on all channels. Until the end of the droid’s next turn, all comlinks 
(including encrypted comlinks) cease to function while within 12 
squares of the droid, 

Comlink Relay~A CZ-Series secretary droid can act asa relay for 
comlinks, allowing others who are in communication with the droid to 
make use of its long-range, encrypted comlink, 


CZ-SERIES SECRETARY DROID 
Medium droid (3rd-degree) 

hp 3 

Threshold 9 


Move (1 swift action, 2/turn) 

The CZ-Series secretary droid moves 6 squares (walking). 

Comlink Jammer (1 swift action, 1/turn) 

Until the end of the owner's next turn, all comlinks (including encrypted 
comlinks) cease to function while within 12 squares of the CZ-Series 
secretary droid. 

Improve Access (2 swift actions, 1/turn) 

The CZ-Series secretary droid makes a Use Computer check against the 
target computer's Will Defense to improve the computer's attitude 
toward it. 


CZ-SeRIes SecReTARY DROID 


Issue Routine Command (1 swift action, 1/turn) 

The CZ-Series secretary droid issues a routine command to a computer 
that has a friendly attitude toward it. 

Translator (1 free action) 

The CZ-Series secretary droid translates to or from any language it knows. 

Skills Knowledge (bureaucracy) +12, Knowledge (galactic lore) +7, 
Perception +6, Use Computer +12 

Systems 2 hand appendages, internal comlink (encrypted, long-range), 
vocabulator, translator unit (DC 10) 


Designed to serve as a communications assistant for bureaucrats, corporate 
executives, and military administrators, the CZ-Series secretary droid spe- 
cializes in managing, organizing, and directing all forms of communications 
through a particular office or organization. The droid handles audio signals 
from comlinks, text and data messages through planetary computer net- 
works, and holographic messages from the HoloNet. The droid has internal 
systems capable of acting asa switchboard, receiving, analyzing, and routing 
many communications simultaneously. Furthermore, it is programmed to 
receive instructions from its owner on how to prioritize incoming commu- 
nications, ensuring that during the work day, only the most urgent messages 
and comlink requests are passed on. The CZ-Series secretary droid serves as 
a buffer between its owner and those who want to contact him or her, and it 
comes loaded with the most common languages spoken by its owner's associ- 
ates, Once the owner links his or her comlink, datapads, portable computers, 
and other communications devices to the droid, its programming takes over, 
and the droid receives, sorts, and routes all messages. 
CZ-Series secretary droids can be played as droid heroes. 


PLAYING A CZ-SERIES 
SECRETARY DROID 

Players who want to build a CZ-Series droid hero should take the stock 
protocol droid chassis (see page 13) and choose noble as the starting 
class, using the Linguist starting feat to replicate the droid’s preloaded 
languages. Instead of starting with a translator unit, the CZ-Series droid 
gets the comlink jammer and comlink relay special qualities, as described 
in the full statistics block, Select Knowledge (bureaucracy), Knowledge 
(galactic lore), Perception, and Use Computer as four of the droid’s 
starting skills. For additional trained skills, consider Gather Information 
to represent the droid's ability to filter through thousands of messages 
and sift out the best information, Knowledge (technology) to represent 
the droid's facility with communications networks and similar technology, 
and Persuasion to represent the droid's ability to deal with its owner's 
allies, clients, and coworkers in a pleasant manner. Be sure to purchase 
an encrypted, long-range comlink and the locked access accessory as a 
part of the droid’s starting equipment. 


MODIFICATION: IDENTITY THIEF 
Con artists and scammers like this alteration, which tweaks the CZ-Series 
secretary droid’s internal systems, shifting the focus from data routing to 
data replication. A secretary droid modified in this manner still routes and 
analyzes all incoming messages, but over time it builds a database of verbal, 
data, and holographic records pertaining to specific individuals, Eventually, 
the droid can piece together enough information to replicate an individual's 
mannerisms, speech patterns, voice, and holographic appearance. 

To modify a CZ-Series secretary droid in this way, first reprogram its 
Knowledge (galactic lore) skill to the Deception skill, and reprogram the 
Skill Focus (Knowledge [bureaucracy]) feat to Skill Focus (Deception). 
Afterward, make similar adjustments to the hardware, which require a DC 
25 Mechanics check and 8 hours of work. Once these modifications are 
complete, the droid loses its comlink jammer special quality and gains the 
ability to replicate the voice, mannerisms, and holographic appearance of a 
specific individual with whom it has had contact. The droid can do so only 
when communicating with someone remotely (via comlink, hologram, or 
other means), and it treats the deception as though it were two steps closer 
to a simple deception; for example, an incredible deception becomes only 
a moderate deception. (See page 65 of the Saga Edition core rulebook for 
more information on the Deception skill.) 


MODIFICATION: PIRATE 
HOLONET TRANSCEIVER 

The CZ-Series secretary droid's internal communications systems are so 
sophisticated that they can be modified to allow the droid to act as a walking 
HoloNet transceiver. Usually, transceivers are found only aboard starships due 
to the communications equipment required to connect to the HoloNet, but 
this modification lets the droid tap into HoloNet satellites in hyperspace. The 
process is not cheap; the transceiver alone costs 50,000 credits, and modify- 


ing the droid to use the transceiver costs another 3,000 credits in adapters, 
connectors, and memory buffers. Installing the components requires a DC 
30 Mechanics check and 2 days of work. Afterward, the droid is considered 
to have “pirate” access to the HoloNet, and, if equipped with a holographic 
recorder/projector, can allow its owners to communicate in real time with 
other HoloNet-equipped beings anywhere in the galaxy. 


MODIFICATION: SLICER'S PROXY 
ACZ-Series secretary droid can be outfitted with special internal computer 
spikes that let the droid act as a slicer’s proxy when connected to a secure 
network. Slicers who cannot penetrate a computer's security system from 
the outside sometimes make use of a CZ-Series droid instead, planting 
software routines within the droid. The next time the droid plugs into 
the secure network, the slicer's commands go out onto the network. This 
modification requires a Use Computer check to reprogram the droid (with 
a DC equal to the droid's Will Defense) and 30 minutes of work. However, 
instead of reprogramming the droid normally, the slicer makes multiple Use 
Computer checks and stores the check results in the droid’s memory. The 
slicer can use these checks for any application of the Use Computer skill, 
including those granted by talents from the Slicer tree. When the droid next 
connects to the designated network, the slicer's commands are issued in the 
designated order, using the stored Use Computer check results and using the 
computer system's attitude toward the droid instead of its attitude toward 
the slicer. The modified droid can store a number of such commands equal 
to its Intelligence modifier; all commands still require the normal amount 
of time to complete. 


OVERLOOKED ESPIONAGE 

One benefit that CZ-Series secretary droids gain from their “| 
devotion to managing the menial tasks of their masters is that 

they make excellent spies. As unassuming assistants, these droids are 
often overlooked when espionage sweeps occur. One such CZ-Series unit 
that served as a communications droid in an Imperial Security Bureau 
office on Brentaal had been compromised secretly by the Rebel Alliance. 
When agents of the Empire discovered the presence of the Rebel cell, the 
conspirators were executed, but the droid was left in place, continuing 
to collect information for the Rebellion despite the fact that no one was 
there to receive it. The Alliance knows that it is only a matter of time 
before the Imperials realize that the droid stores sensitive data. The 
Rebels are likely in need of a team of skilled heroes to travel to Brentaal, 
break into the ISB office, retrieve the droid, and bring it—and its valuable 
memory banks—back to Alliance High Command. 
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DP-2 PROBE DROID 


DP-2 Probe Droid cL6 
Large starfighter/ground vehicle (speeder) 
Init +6; Senses Perception +7 


Defenses Ref 12 (flat-footed 10), Fort 14; +1 armor 

hp 40; DR 5; Threshold 19 

Immune droid traits 

Speed fly 12 squares (max. velocity 575 km/h), fly 3 squares 
(starship scale) 

Melee claw +4 (see below) 

Ranged blaster cannon +2 (see below) and 

Ranged space beacon launcher +2 (see below) 

Fighting Space 2x2 or 1 square (starship scale); Cover none 

Base Atk +0; Grp +9 


Cargo 15 kg; Consumables 2 days; Carried Craft none 
Payload 16 space beacons 
Availability Licensed; Cost 36,500 credits 


Blaster cannon 
Atk +2, Dmg 312 


Claw 
Atk +4, Dmg 1d6+4 


Abilities Str 18, Dex 14, Con —, Int 14 
Skills Initiative +6, Mechanics +7, Perception +7, Pilot +6, 
Use Computer +7 


Space beacon launcher 
Atk +2, Dmg — 


DP-2 PROBE DROID 
Large droid (2nd-degree) 

hp 40 

Threshold 19 (DR 5) 


Crew 0 (normal); Passengers none 


DP-2 Prope DROID 


Move (1 swift action, 2/turn) 

The DP-2 probe droid moves 12 squares (flying). 

Extended Sensor Range (1 swift action, 1/turn) 

Through telemetry, the DP-2 probe droid’s master can reroll Perception 
checks when using a vehicle's sensors. 

Extended Weapon Range (1 swift action, 1/turn) 

Through telemetry, the DP-2 probe droid can reduce its master's range 
penalties by up to two categories, but both the droid and its master 
must have line of effect to the target. 

Patch Job (1 swift action, 1/turn) 

The DP-2 probe droid makes fast, temporary repairs to any disabled 
mechanical or electronic device. The number of hit points restored 
equals the result of the droid's Mechanics check. 

Reconnoiter (1 swift action, 1/turn) 

The DP-2 probe droid can help its master determine their location by 
examining their surroundings, granting a +2 circumstance bonus to its 
master's Perception check when using a vehicle's sensors. 

Telemetry (1 swift action, 1/turn) 

The DP-2 probe droid can transmit what it sees and hears to its master’s 
display or vehicle. This system is most effective when the droid is at 
least 30 squares away. 

Skills Initiative +6, Mechanics +7, Perception +7, Pilot +6, 

Use Computer +7 

Vital Systems 1 claw appendage, space beacon launcher with 16 beacons, 

blaster cannon 


[ENCOUNTERING A 
DP-2 PROBE DROID 
Most often, a DP-2 probe droid is found performing an initial assessment 
of a newly discovered world, scouting ahead for its master while on a 
planet, or staying within line of sight of its master while it watches their 
camp's perimeter. In this encounter, a DP-2 probe droid patrols the edge 

| ofits master's camp in the middle of a large, grassy field on a temperate 
world. The droid floats along at a leisurely but steady pace at a distance 
of about 20 squares from the camp when the heroes arrive. When the 
DP-2 detects them, it alerts its master and his companions before brin« 
ing its blaster cannon to bear and demanding the reason for the heroes’ 
presence. If they do not give a sufficient answer within 1 round, the 
droid warns them to turn back or it will open fire. If the heroes do not 
leave, the droid intentionally fires at the ground in front of them to try 
to scare them away. The DP-2 expects its master and up to three of his 
friends to arrive within 2 rounds to back it up. 


Even before the advent of the Mandalorian Wars and the Jedi Civil War, Duwani 
Mechanical Products produced a vast number of droids for many facets of 
society. With a goad portion of space still unexplored, Duwani created a 
probe droid for the scouts and explorers that roam the galaxy. The DP-2 
has an ovoid body with a face at one end and six arms that extend away at 
equidistant points around the middle of the chassis. The arms give the droid 
the appearance of constantly being in flight, even when it is motionless. The 
front end of the chassis hosts a highly sensitive sensor suite designed to scan 
for biological, chemical, and electromagnetic signatures as well as for vari- 
ous forms of life. The arms hold different tools that the DP-2 uses to collect 
samples and specimens when exploring new worlds, In the event that the DP-2 
is used to track a course or guide its master to a destination, it contains a 
space beacon system that can deploy up to 16 beacons. The droid also carries 
a blaster cannon in case it encounters hostile lifeforms during its journey. 
DP-2 probe droids can't be played as droid heroes. 


MODIFICATION: 

BLOCKADE BREAKER 

If the situation ever arises where one is stuck behind a planetary blockade 
and escape seems hopeless, this modification of the DP-2 probe droid just 
might do the trick. The idea is to send the droid ahead to distract the blockade 
from noticing the vehicle carrying those trying to escape. Preparing the droid 
for such a task is not difficult and takes little more than a day. The first and 
probably most important part of the process is removing the space beacon 
launcher and replacing it with a starship-grade SR 25 shield generator to 
increase the odds that the droid will survive the encounter. Installing the 


system requires. a DC 35 Mechanics check, 4 hours of work, and raw materials 
worth 1,500 credits. To make sure that sufficient power is available for the 
shield generator, add a secondary battery dedicated entirely to that purpose 
(a task requiring 4 hours of work and raw materials worth 1,000 credits). 
Finally, adding maneuvering jets helps the droid avoid incoming fire and 
improves its ability to successfully pilot through the blockade; this process 
requires 8 hours of work, costs 2,000 credits, and gives the droid a +2 bonus 
to its Dexterity score. 


MODIFICATION: COURIER DROID 
Sometimes, cargo needs to be delivered to a recipient, but the sender wants 
to keep his or her identity secret or avoid possible hostile reactions to the 
package. Configuring a DP-2 probe droid to deliver the package is a good 
way to accomplish such a task. To modify the DP-2 droid in this manner, 
start by removing the space beacon launcher and installing 20 kilograms of 
internal storage in its place. Replace the droid’s sublight drive with one that 
increases its speed to 4 or 5 squares to improve its chance of reaching its 
destination in a timely manner—and to reduce the risk that the droid will 
be stopped by forces seeking to intercept it. Installing a holographic image 
disguiser can help the droid fool observers into thinking that it is nothing 
more than a meteor or a piece of space junk. Finally, adding a hyperdrive 
allows the DP-2 to journey to other star systems, which further helps its 
master avoid entanglements, The entire cost of this modification is 31,300 
credits. The entire modification can be done in 2 days with a single DC 35 
Mechanics check. The end result is that the droid has a sublight speed of 
4 squares (starships scale), a holographic image disquiser, a x8 hyperdrive, 
and 20 kg of internal storage space. 


EXTENDED TRAVELS ¥) 
The DP-2 probe droid that Duwani Mechanical Products built 

was quite popular in its day. I'm surprised they didn't put all the 

scouts out of business. Those droids were pretty good at what they did, 
| suppose that’s why Duwani didn’t equip them with hyperdrives. If they 
did that, we wouldn't need starships anymore, eh? We could just send 
DP-2s out to deliver our messages or find new planets for us to colonize. 
But | suppose that some people would still want to travel the stars, and 
| would be glad for that—so | could sell them some of my other droids. 
You know, now that you mention it, friend, there's this customer of mine 
who flew off to Dantooine. Something happened when he reached the 
system. | got a message from him saying that some droid shot out his 
engines when he approached one of the outer planets, and now he's 
drifting, caught in the planet's gravity well. The description of the droid 
he gave me sure sounds like a DP-2. Maybe you could go rescue him and 
bring him back here? He still owes me credits. 
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DROIDEKA MARK II 


Droideka Mark II 

Large droid (4th-degree) nonheroic 12/soldier 4 
Force 3 

Init +16; Senses Perception +15 

Languages Basic (understand only), Binary 


Defenses Ref 18 (flat-footed 15), Fort 19, Will 16 
hp 80; SR 20; Threshold 29 
Immune droid traits 


Speed 2 squares (walking), 10 squares (wheeled) 

Melee unarmed +16 (1d4+5) 

Ranged laser cannon +17 (3d8+2) or 

Ranged laser cannon +12 (5d8+2) with Burst Fire or 

Ranged laser cannon +15/+15 (3d8+2) or 

Ranged laser cannon +10/+10 (5d8+2) with Burst Fire 

Ranged ion cannon +17 (3d8+2 jon) or 

Ranged ion cannon +12 (5d8+2 ion) with Burst Fire or 

Ranged ion cannon +15/+15 (3d8+2 ion) or 

Ranged ion cannon +10/+10 (5d8+2 ion) with Burst Fire 

Fighting Space 2x2; Reach 1 square 

Base Atk +13; Grp +21 

Atk Options autofire (laser cannons), Burst Fire, Rapid Shot, 
Running Attack 

Special Actions Devastating Attack (rifles), Penetrating Attack (rifles) 


Abilities Str 17, Dex 16, Con —, Int 8, Wis 14, Cha 7 

Special Qualities droid traits 

Talents Devastating Attack (rifles), Penetrating Attack (rifles) 

Feats Armor Proficiency (light), Burst Fire, Dual Weapon Mastery I, Dual 
Weapon Mastery Il, Improved Damage Threshold, Rapid Shot, Running 
Attack, Skill Training (Initiative), Triple Crit, Weapon Focus (rifles), 
Weapon Proficiency (heavy weapons, rifles) 

Skills Initiative +16, Perception +15, Stealth +6 

Systems walking locomotion, wheeled locomotion (exclusive), remote 
receiver, 2 tool appendages, shield generator (SR 20), internal comlink, 
bronzium shell (+5 armor; treat as quadanium plating) 

Possessions 2 laser cannons (treat as blaster rifles), 2 ion cannons (treat 
as ion rifles) 

Availability Military; Cost 31,435 credits 


DROIDEKA MARK II 
Large droid (4th-degree) 

hp 80 

Threshold 29 (SR 20) 


DROIDEKA MARK I 


Move (1 swift action, 2/turn) 

The Droideka Mark II destroyer droid moves 2 squares (walking). If the 
droid takes two swift actions to move in the same turn, it changes into 
wheeled mode and moves 10 squares, 

Avoid Surprise (1 free action) 

The Droideka Mark II destroyer droid makes a Perception check at the 
start of a battle. If the check is successful, the droid’s master avoids 
surprise. 

Blaster Barrage (2 swift actions, 1/turn) 

The Droideka Mark Il destroyer droid makes two ranged attacks at +10. 
If successful, each attack deals 548+2 points of damage. 

Rapid Shot (1 swift action, 1/turn) 

The Droideka Mark II destroyer droid makes a ranged attack at +15. 

If successful, the attack deals 4d8+2 points of damage. 

Twin Blaster Burst (1 swift action, 1/turn) 

The Droideka Mark II destroyer droid makes a ranged attack at +17. 
If successful, the attack deals 3d8+2 points of damage. 

Skills Initiative +16, Perception +15, Stealth +6 

Vital Systems 2 tool appendages with laser cannons (treat as blaster 
rifles), shield generator (SR 20), internal comlink 


ENCOUNTERING A 

DROIDEKA MARK II 

The heroes need to make a quick exit in a landspeeder. They hop on board, 
the pilot puts the pedal to the floor, and they're off. Everything seems 
quiet for a moment, then the hum of Droidekas gets louder and louder. 
The chase is on! The Droidekas concentrate on damaging the heroes’ 
vehicle. The Gamemaster should set the number of turns the chase will 
fast. Characters not at the wheel can help by taking aid another actions as 
well as by targeting the droids' other defenses. A droid's Will Defense can 
be used in case it is forced into oncoming traffic, lured away by another 
vehicle, and so on. To keep things moving, have such tactics affect the 
droid's condition track. If the heroes manage to elude the Droidekas for 
the designated number of turns, they pull off one last spectacular stunt, 
leaving the droids in the dust and laughing all the way back to their ship. 


The Droideka is one of the iconic droids of the Clone Wars and a terrifying 
symbol of the droid army's efficiency, The design has its flaws, but any 
veteran of the Clone Wars can tell you a story of how a Droideka changed 
the tone of a battle. The original Droideka model was decommissioned after 
the Clone Wars and soon became a distant nightmare. However, the Zann 
Consortium discovered a manufacturing facility on the planet Hypori during 
the Galactic Civil War. It engaged Jabba the Hutt in a battle for the facility, 
which produced the Droideka Mark II, The Consortium was victorious, and 
new Droidekas soon appear in the hands of mercenary units and private 
armies across the galaxy. The nightmare has returned. 
Droideka Mark Il droids can't be played as droid heroes. 


MODIFICATION: 
MAGNETIC STARSHIP TURRET 

The Droideka Mark II is an impressive antivehicle weapon, but leave it to 
those on the galactic fringe to make a good weapon even better. Smugglers 
allied with the infamous Riders of the Maelstrom use this modification to 
circumvent strict starship weapons regulations. They keep a powered-down 
Droideka in the cargo bay, and if the situation gets hot, they open the bay 
door and let the droid walk out onto the hull to discourage pursuit. This trick 
has yet to gain widespread use outside the Outer Rim, although a few system 
patrols are already wise to it. 

This modification begins by removing the Droideka's shield generator; 
when deployed as a turret, the droid is under the protection of the star- 
ship's shields. This change requires a DC 20 Mechanics check and about 
30 minutes of work, Next, divert the power from the shields to 2 magnetic 
coupler attached to the droid's legs, which requires a DC 25 Mechanics check 
and 1 hour of work. The coupler allows the droid to stick to the ship's hull. 
Although the droid can move along the hull during combat, most settle into 
an optimum firing position as soon as possible. 


At the Gamemaster's discretion, installation can proceed if either Mechan- 
ics check fails, but the coupler will not be installed properly. Failure to install 
the coupler properly means that whenever the pilot makes a Pilot check, the 
droid must make an Acrobatics check with a DC equal to the pilot's DC. If the 
droid fails this check, the coupler fails to hold the droid to the hull. 


MODIFICATION: 

SITH JEDI HUNTER 

The Droideka is one of the most powerful ground units in the Clone Wars. 
Encounters between Droidekas and Jedi often end in stalemates. The 
Droideka's blaster fire can be blocked by the Jedi's lightsaber, but the Jedi's 
weapon might be unable to penetrate the droid's shielding. By the time the 
Zann Consortium upgraded the Droideka, the Jedi were fading from the 
galaxy. But followers of the dark side knew there were still Jedi to eliminate, 
and the Mark Il provided them with the platform to do so. 

To modify the droid into a Sith Jedi hunter, rebalance and enhance its 
gyroscope, which makes it less vulnerable to telekinetic attacks. This change 
requires a DC 20 Mechanics check and 1 hour of work. The rebalancing 
slows the droid to a wheeled speed of 3 but gives it a defensive bonus of +2 
against the use of Force push, Force pull, and Force slam. Next, rewire the 
droid’s fire control systems so the blaster cannons fire simultaneously; this 
change requires a DC 25 Use Computer check and 30 minutes of work. Firing 
the cannons in this manner is a full-round action, and the DC of any Use the 
Force check made to block or deflect this attack is increased by 10. Finally, 
replace the ion cannons with a pair of high-frequency emitters that disrupt the 
crystals used in lightsabers, a change that requires a DC 25 Mechanics check 
and 1 hour of work. The emitters weaken the lightsaber beam and reduce its 
damage by 148 points per attack. However, when the emitters are engaged, 
they interfere with the droid’s shield generator, reducing its shields to 0. 


USE ONLY GENUINE 

DROIDEKA PARTS 

The Mark I is meaner version of the old Droideka. Almost 
everyone in the market for a Droideka really wants a Mark Il, and who 
can blame them? The Zann Consortium improved the design in a lot of 
ways, Sure, you can use aftermarket kits they sell, but the design is solid 
enough that you won't really need them. Any Jawa with decent repair 
bay and right amount of credits can make the Mark Il fit whatever role 
you need. The secret? Mark JI parts and original Droideka parts are 
practically interchangeable. That good news for us, because after the 
Clone Wars, we were swamped with banged-up Droidekas that nobody 
wanted to buy. Smart Jawas fixed them up as best they could to provide 
security for sandcrawlers. Tatooine's not so bad, but other places require 
armed security to keep the merchandise from being carried away. But 
be warned. Unscrupulous Jawas, unlike myself, might sell you a Mark | 
Droideka with a Mark II casing and a Mark I! price tag. 
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DOT-16 *DESTRUCTOR" 
BATTLE DROID 
DT-16 "Destructor" Battle Droid cL2 


Large droid (4th-degree) nonheroic 6 
Init +3; Senses Perception +11 
Languages Basic, Binary 


Defenses Ref 11 (flat-footed 11), Fort 16, Will 11 
hp 38; Threshold 21 
Immune droid traits 


Speed 8 squares (walking) 

Melee unarmed +10 (1d4+6) 

Ranged blaster rifle +4 (3d8) or 

Ranged blaster rifle +2 (4d8) with Rapid Shot or 

Ranged grenade launcher +4 (4d6, 2-square burst) 

Fighting Space 2x2; Reach 1 square 

Base Atk +4; Grp +15 

Atk Options autofire (blaster rifle), Point Blank Shot, Rapid Shot 


Abilities Str 22, Dex 11, Con —, Int 10, Wis 12, Cha 5 

Special Qualities barrage, droid traits 

Feats Armor Proficiency (light), Point Blank Shot, Rapid Shot, 
Toughness, Weapon Proficiency (heavy weapons, rifles) 

Skills Perception +11, Stealth -2 

Systems basic processor, walking locomotion, 2 hand appendages with 
concealed weapons (see Possessions), 1 tool appendage, improved 
sensor package, vocabulator, internal storage (6 kg), plasteel shell 
(+2 armor) 

Possessions 2 blaster rifles (concealed in arms), grenade launcher with 
12 frag grenades 

Availability Military; Cost 13,725 credits 


Barrage—The DT-16 battle droid can forgo its normal actions for one 
round to launch three grenades at three adjacent opponents. By doing 
so, it grants all allies within 3 squares of the droid a +2 circumstance 
bonus to their Reflex Defense against attacks from those opponents 
until the start of the droid's next turn. 


DT-16 “DESTRUCTOR” 
BATTLE DROID 

Large droid (4th-degree) 

hp 38 

Threshold 21 


Move (1 swift action, 2/turn) 
The DT-16 battle droid moves 8 squares (walking). 


Barrage (3 swift actions, 1/turn) 

The DT-16 battle droid makes a ranged attack against three adjacent 
‘opponents to grant a +2 circumstance bonus to the Reflex Defense of 
all allies within 3 squares of the droid until the start of its next turn. 

Patrol Duty (1 swift action, 1/turn) 

The DT-16 battle droid makes a Perception check against a target's 
Stealth check. If the check is successful, the droid detects the target. 

Rapid Shot (1 swift action, 1/turn) 

The DT-16 battle droid makes a ranged attack at +2. If successful, the 
attack deals 4d8 points of damage. 

Skills Perception +11, Stealth -2 

Vital Systems 2 hand appendages with concealed blaster rifles, 1 tool 
appendage, grenade launcher with 12 frag grenades, vocabulator, 
internal storage (6 kg) 

During the height of the Mandalorian Wars, a number of manufacturing 

companies designed and marketed various battle droids as their contribu- 

tion to the war effort. Although the droids were not used as much as the 
companies had hoped, the sudden appearance of so many different types of 
battle droids was a boon for mercenaries and local militias. The DT-16 battle 
droid, created by Droidworks, represents the trend followed by a number of 
smaller companies at the time. Nicknamed “destructor” by those that tested 
the droid series in the field, the DT-16 stands about 2.7 meters tall and 
appears much like a muscular humanoid, with broad shoulders and a bulky 
torso. The droid has a hand at the end of each of its two arms; the hands 
can be switched quickly with blaster rifles stored in its arms. The chest holds 

a built-in grenade launcher behind a sliding panel and a connected storage 

unit that can hold up to 12 grenades. Combined with decent armor and a 

superior sensor array, the DT-16 can be a fearsome foe on the battlefield. 
DT-16 “destructor” battle droids can't be played as droid heroes. 


OT-16 “DesTRUCTOR" BATTLE DROID 


MODIFICATION: SENTRY DROID 
Modifying a DT-16 battle droid from an aggressive combatant to a defensive 
sentry seems simple enough, but the process involves a number of changes 
to make the droid effective within its new parameters. First, outfitting the 
droid with darkvision (as per the droid accessory) allows it to function at 
any time of the day or night without assistance. Adding a glowrod to the side 
of its head might seem redundant when combined with darkvision, but it is 
useful for companions that cannot see in other spectra, reduces the vision of 
intruders, and allows the droid to shine a light on enemy targets. The glowrod 
can be added with a DC 15 Mechanics check and 1 hour of work, Next, install 
an internal comlink so the droid can maintain contact with headquarters 
while on patrol duty; this change requires another DC 15 Mechanics check 
and 1 hour of work. Change the grenades from frag grenades to stun gre- 
nades. Finally, reprogram the droid to replace the Toughness feat with the 
Skill Focus (Perception) feat to complete the modification 


MODIFICATION: 
ANTIVEHICLE DEFENSE DROID 
This modification is useful for military units in the field that expect to face 
enemy vehicles. It supplements the droid’s weapons array with armaments 
that are better suited for use against vehicles than against infantry. Start by 
adding two tool mounts to the droid’s shoulders, one on each side, requiring a 
DC.20 Mechanics check and 2 hours of work. Next, mount a missile launcher 
on each of the new shoulder mounts, and add 10 kilograms of additional 
internal storage space for holding two extra magazines of missiles, using 
normal droid modification rules. Construct a loading system for the launchers 
in which spent magazines are ejected and new ones are loaded automati~ 
cally from the storage space. This system allows the magazine change to 
take place as a standard action instead of a full-round action. Building this 
system requires a DC 25 Mechanics check and 1 day of work. Reprogram the 
Toughness feat into the Far Shot feat, and the droid is ready to go. 


MODIFICATION: 

LIGHT CONSTRUCTION DROID 

Given the droid's height and strength, the DT-16 seems to be suited as much 
for construction work as for warfare. Many builders agree and actively seek 
out the droids just for this modification. Start by removing the blaster rifles 
and grenade launcher—construction droids have no need for weaponry—and 
expand the storage space to at least 10 kilograms. Next, remove the hand 
appendages and replace them with claw appendages, which requires a DC 20 
Mechanics check and 2 hours of work. After that, add a second tool append 
age with another DC 20 Mechanics check and 1 hour of work. Place a laser 
cutter and an electric arc welder onto the tool mounts. Install a diagnostics 
package as a way to verify that the droid's construction work is done properly. 
Finally, reprogram the droid's skill set, changing Perception to Mechanics. 


Ord CARGO 

I've heard of the DT-16 battle droid. Never seen it, but heard of 

it. What | do know about them is they stand head and shoulders 

above most of battle droids you see today. And they really pack a punch! 
But | also heard they have issues with following orders. Something hard- 
wired in personality matrix or something. | would love to get my hands 
‘on a DT-16 and look inside. Oh, that reminds me! A customer—buys lots 
of droids from me, and who knows what he does with them all—told 
me he found heavily damaged ship floating in deep space somewhere 
near Elrood Sector. He managed to dock with it and look around a bit. 
He found one of the cargo holds was still intact, despite hull breaches. 
He found the manifest and gave me copy. It says all kinds of old and 
archaic droids are on board that ship, including a half dozen DT-16s! If 
you could get me some of those droids, I'd pay good credits. But look 
out for pirates out there. 
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DUBLIST BLITE 
TRAINING DROID 


Duelist Elite Training Droid GL4 

Medium droid (4th-degree) soldier 1 

Force 2 

Init +7; Senses Perception +0 

Languages Basic, Binary 

Defenses Ref 17 (flat-footed 15), Fort 15, Will 11 

hp 30; Threshold 15 

Immune droid traits 

Speed 6 squares (walking) 

Melee rapier +4 (1d8+4) 

Ranged by weapon +3 

Base Atk +1; Grp +3 

Abilities Str 15, Dex 14, Con —, Int 11, Wis 10, Cha 10 

Special Qualities droid traits 

Talents Weapon Specialization (simple weapons) 

Feats Armor Proficiency (light, medium), Weapon Focus (simple weapons), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +7, Perception +0, Treat Injury +5, Use Computer +5 

Systems heuristic processor, walking locomotion, 2 hand appendages, 
vocabulator, durasteel shell (+4 armor) 

Possessions rapier 

Availability Restricted; Cost 11,330 credits 


DUELIST ELITE 
TRAINING DROID 
Medium droid (4th-degree) 

hp 30 

Threshold 15, 


Move (1 swift action, 2/turn) 

The Duelist Elite training droid moves 6 squares (walking). 

Fencing Assistance (1 swift action, 1/turn) 

The Duelist Elite training droid assists a character's attack, providing a +2 
bonus to the roll. 

First Aid (2 swift actions, 1/turn) 

The Duelist Elite training droid makes a DC 15 Treat Injury check on a 
target in an adjacent square. If the check is successful, the target 
regains a number of hit points equal to its character level +1 for every 
point the check was successful. A character can be treated with first 
aid in this manner only once per day. 


Rapier Thrust (1 swift action, 1/turn) 

The Duelist Elite training droid makes a melee attack at +4, If successful, 
the attack deals 1d8+4 points of damage. 

Skills Initiative +7, Perception +0, Treat Injury +5, Use Computer +5 

Vital Systems 2 hand appendages, vocabulator, rapier 


The galaxy can be a dangerous place, and the one thing the rich are always 
looking to buy is security. Trang Robotics’ Duelist Elite training droid is a 
refined, knowledgeable opponent in the art of fencing. It also makes an 
excellent addition to household staff and is a great conversation piece 
for a grand ball. This durable droid comes standard with durasteel-alloy 
construction so you won't have to hold back as you progress from cautious 
novice to master swashbuckler. The Duelist Elite comes preprogrammed 
with rapier, epee, and saber dueling programs. Other programs are available 
from the manufacturer. Trang Robotics is not liable for any damage caused 
by reprogrammed droids. 
Duelist Elite training droids can be played as droid heroes. 


MODIFICATION: LIGHTSABER 
SPARRING PARTNER 

Some Jedi come from wealthy families that still support them when they take 
up the lightsaber, providing improved equipment and training to the sons 
and daughters who join the Order. Modifying a Duelist Elite droid to teach 
lightsaber combat styles is rare but not unheard of. Trang Robotics donated 
one to the Jedi Council on Coruscant, but Master Windu felt that part of 
learning control of the lightsaber was learning how to fight without going 
all out, a level of control unnecessary when sparring with a Duelist Elite. 


Fighting with a lightsaber is much different from fighting with a fencing 
weapon. The droid must be reprogrammed with the basics of lightsaber tech- 
niques, which requires a DC 11 Use Computer check and a training module that 
costs 1,000 credits. If the reprogramming is successful, the droid gains the 
Weapon Proficiency (lightsabers) feat and loses Weapon Proficiency (pistols). 


MODIFICATION: 
SITH WEAPONMASTER 

Sith pride themselves on aggression. They believe they can defeat an oppo- 
nent no matter what weapon they face or how and when they are attacked. 
Duelist Elite droids that fall into Sith hands are often turned into something 
a half step removed from an assassin droid. They are armed with a variety 
of weapons and reprogrammed to strike at their masters at any time with- 
out notice. Although the droids rarely succeed, they do their duty with the 
unshakable tenacity that only a machine can muster, 

To modify a Duelist Elite in this manner, begin by removing its program- 
ming safeguards, which requires a Use Computer check against the droid's 
Will Defense. If the check is successful, the droid will no longer stop automati- 
cally when its opponent's hit points fall to single digits. Next, reprogram the 
droid to favor a specific type of weapon, which requires a DC 25 Mechanics 
check and 30 minutes of work, Finally, swap one or more of the droid’s cur- 
rent feats for others. But beware: If the droid is disabled or otherwise shuts 
down, it reverts to its original programming when restarted. 


MODIFICATION: STILETTO DROID 
The nobility of the Tapani Sector settle their differences with duels. In 
addition to being educated and graceful, nobles are expected to be deadly 
with a blade, and they have discovered a way for the droid to play a part in 
the intrigues of the noble houses. Turning the Duelist Elite into an outright 


‘THE OROID FROM LAMAN 

Duelist Elite droids are a luxury purchase, and | usually don’t 

0 out of my way to carry them. Do not misunderstand me, my 
-friend—a Duelist Elite is a quality droid. It is a good hand-to-hand com- 
-batant and an excellent training tool, and it makes a good impression 
_ when you make an entrance with one of these droids at your side. But who 
‘really needs to spend their credits on something like this, eh? I've dealt 

| with @ Duelist Elite only once, and that was as a customer rather than a 

| product. QX-73 walked into my shop looking to buy a pair of droids—a 

| protocol and an astromech. | showed it a few models, mostly to humor 

_ it. Such a funny little droid. Normally, if a droid is sent to purchase other 
‘droids, it is given credits or a credit authorization from its master, But 
this Duelist Elite tried to trade me what it called a lightsaber. | think the 
droid believed it was a Jedi! If that poor delusional thing is still out there 
somewhere, it needs a memory wipe as soon as possible. 


DUELIST ELITE TRAINING DROID 


assassin would be considered bad form, but giving the droid a few weapons 
that might kill a rival "accidentally" during practice is business as usual. A 
few nobles keep these so-called stiletto droids around on purpose to prove 
that they can handle any threat that comes their way. 

The modification begins with programming a hidden command into the 
droid, which requires a Use Computer check against the droid's Will Defense 
and 30 minutes of work. (Erasing the command trail that leads back to the 
programmer increases the check DC by 10.) If the modification is successful, 
the droid is programmed to reveal and use a hidden weapon on a specific 
signal, such as a dropped handkerchief or a spoken keyword, This signal can 
also be an action taken by the intended target, such as lowering a weapon 
or turning his or her back on the droid. Next, install a weapon, such as a 
small knife or blaster, somewhere in the droid, usually concealed within 
the arm or torso. This installation requires a DC 20 Mechanics check and 1 
hour of work. Detecting the weapon requires a Perception check against the 
result of the Mechanics check made to install it or against the droid's Will 
Defense, whichever is higher. The first time the droid makes an attack with 
this weapon, it does so as if its target is flat-footed. 
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ES22 ASSASSIN 
DROID 


E522 Assassin Droid ‘cL 
Medium droid (4th-degree) scout 1/soldier 6 

Force 4 

Init +9; Senses darkvision; Perception +10 

Languages Basic, Binary 


ES22 ASSASSIN DROID 
Medium droid (4th-degree) 

hp 74 

Threshold 23 


Defenses Ref 24 (flat-footed 23), Fort 23, Will 17 
hp 74; Threshold 23 
Immune droid traits 


Speed 6 squares (tracked) 

Melee unarmed +10 (1d4+7) 

Ranged heavy repeating blaster +7 (3d10+3) or 

Ranged heavy repeating blaster +5 (4d10+3) with Rapid Shot or 

Ranged ion rifle +7 (3d8+3 ion) or 

Ranged ion rifle +5 (4d8+3 ion) with Rapid Shot or 

Ranged missile launcher +7 (6d6+3) or 

Ranged needler gun +7 (see below) 

Base Atk +6; Grp +10 

Atk Options autofire (heavy repeating blaster), Cover Fire, Devastating 
Attack (heavy weapons), Point Blank Shot, Precise Shot, Rapid Shot 

Special Actions Battle Analysis 


Move (1 swift action, 2/turn) 

The £522 assassin droid moves 6 squares (tracked). 

Cover Fire (1 swift action, 1/turn) 

When the droid makes a successful ranged attack, all of its allies within 6 
squares of the droid gain a +1 bonus to their Reflex Defense until the 
start of the droid's next turn. 

Paralyze Opponent (1 swift action, 1/turn) 

When the droid makes a successful ranged attack with its needler gun, 
the droid can paralyze an opponent (see Paralytic Poison on page 255 
of the Saga Edition core rulebook). 

Rapid Shot (1 swift action, 1/turn) 

The E522 assassin droid makes a ranged attack roll at +5 with either its 
heavy repeating blaster or its ion rifle. If successful, the attack deals 
either 4410+3 points of damage or 4d8+3 points of ion damage, 
depending on the weapon used. 


Abilities Str 18, Dex 13, Con —, Int 11, Wis 11, Cha 12 

Special Qualities droid traits 

Talents Acute Senses, Battle Analysis, Cover Fire, Devastating Attack 
(heavy weapons) 

Feats Armor Proficiency (light, medium, heavy), Point Blank Shot, Precise 
Shot, Rapid Shot, Weapon Proficiency (heavy weapons, pistols, rifles, 
simple weapons) 

Skills Initiative +9, Knowledge (tactics) +8, Perception +10 (can reroll), 
Stealth +9, Survival +8 

Systems basic processor, tracked locomotion, 2 claw appendages, 2 tool 
appendages with multifunction apparatus, darkvision, improved sensor 
package, locked access, vocabulator, neutronium plating (+11 armor) 

Possessions heavy repeating blaster, ion rifle, missile launcher with 6 
hunter-seeker missiles, needler gun with neurotoxin darts (treat as 
slugthrower rifle) 

Availability Military; Cost 28,535 credits 


Hunter-Seeker Missiles—When the E522 assassin droid attacks with this 
weapon, the missile locks on a chosen target and permits the droid 
to make an attack roll once per round until the missile either hits the 
intended target or misses for five consecutive rounds. 

Neurotoxin Darts—On a successful attack with a neurotoxin dart on a 
living creature, the target is injected with a paralytic poison (see page 
255 of the Saga Edition core rulebook). 


Skills Initiative +9, Knowledge (tactics) +8, Perception +10 (can reroll), 
Stealth +9, Survival +8 

Vital Systems 2 claw appendages, 2 tool appendages with multifunction 
apparatus, vocabulator, heavy repeating blaster, ion rifle, missile 
launcher with 6 hunter-seeker missiles, needler gun with neurotoxin 
darts (treat as slugthrower rifle) 


£822 Assasain DROID 


During the formative years of the Empire, Sienar Intelligence Systems received 
a commission to build a weapons-laden droid to be used by the Emperor 
himself. Neither the reason for the droids nor the origins of the design were 
known at the time the commission was made. Records recovered by New 
Republic slicers after the fall of the Empire state that the plans were drafted 
by Sienar developers with the assistance of droid designers retained from 
the Techno Union after that organization was folded into the Imperial infra~ 
structure. Soon after completion, the E522 assassin droids were delivered 
as promised. Little did the public know that the droids would be used to 
permanently silence Emperor Palpatine’s critics as the Empire consolidated 
its rule of the galaxy. 

Built to look like a being with a very strong upper body, an E522 assassin 
droid moves on tracked feet. It seeks prey with a high-grade sensor suite 
installed into its flat head and unleashes an array of weapons on its target 
with relentless precision. 

£522 assassin droids can't be played as droid heroes. 


MODIFICATION: 

HEAVY WEAPON SUPPORT 

Given the droid’s sheer size and ability, many people are not surprised to 
learn that E522s can be altered to provide heavy weapon support for military 
units on the battlefield, To perform this modification, first install a shield 
generator with a rating of at least 10. Next, remove the needler gun and 
ion rifle. Remove the missile launcher from the droid's left appendage and 
reinstall the weapon on the droid's shoulder. Add a second missile launcher 
on the opposite shoulder, and add a missile-loading system and 16 kilograms 
of storage space with a DC 15 Mechanics check and 2 hours of work. Place 
another heavy repeating blaster next to the first one, and add a grenade 
launcher where the first missile launcher used to be. Reprogram the Weapon 
Proficiency feats for pistols and simple weapons to Dual Weapon Mastery 
| and Far Shot. Finally, add a fire-link system, which will allow the droid to 
fire its heavy repeating blasters simultaneously as a single standard action 
with a -2 penalty; this change requires a DC 25 Use Computer check and 
2 hours of work. 


PARANOIA 

I've heard a lot of things about the £522 assassin droid, and 

they're enough to give me nightmares, It carries enough firepower 

to give the heartiest soldier pause. You can’t hear it coming because it 
moves so quietly. The droid can sneak up on you and blow your head off 
before you know what's happened. It never sleeps, and it doesn't stop 
until its target is dead—period. That said, | did get an opportunity to see 
an E522 in action, however briefly. | was having lunch with an associate 
when | heard a blaster discharge. A dignitary eating a few tables down 
suddenly dropped face-down into his soup, and people started scream- 
ing. | looked around and saw an E522 pulling back from an upper-level 
window across the street. Nobody ever caught the droid, and the official 
report said that the victim had a heart attack. | know the Empire covered 
that story up. 

Speaking of cover-ups, a high-society person | know believes that 
she's being followed by one of these assassin droids, although she claims 
to have no idea why she might be a target. Not sure if her story is true 
‘or not, but she's currently hiding out on Ord Mantell and needs some 
protection—maybe even someone to take the droid out. Think you got 
the guts for this one? 
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EI-9 NeTwoRK 
SECURITY DROID 


EI-9 Network Security Droid 

Medium droid (2nd-degree) nonheroic 3/scoundrel 3/scout 4 
Force 3 

Init +11; Senses low-light vision; Perception +13 

Languages Basic, Binary, 3 unassigned 


Defenses Ref 22 (flat-footed 21), Fort 19, Will 20 
hp 36; Threshold 19 
Immune droid traits 


Speed 6 squares (walking) 

Melee unarmed 47 (14343) 

Ranged blaster rifle +8 (34843) or 

Ranged blaster rifle +6 (4d8+3) with Rapid Shot 

Base Atk +7; Grp +8 

Atk Options Point Blank Shot, Precise Shot, Rapid Shot, Running Attack, 
Sniper 

Special Actions Gimmick, Master Slicer, Quick Draw 


Abilities Str 10, Dex 13, Con —, Int 16, Wis 13, Cha 10 

Special Qualities defense in depth, droid traits, precision locator, quick- 
load hidden core 

Talents Acute Senses, Gimmick, Improved Initiative, Master Slicer 

Feats Armor Proficiency (light, medium), Improved Defenses, Point Blank 
Shot, Precise Shot, Quick Draw, Rapid Shot, Running Attack, Sniper, 
Skill Focus (Use Computer), Weapon Proficiency (pistols, simple 
weapons) 

Skills Initiative +11 (can reroll), Knowledge (technology) +13, 
Perception +13 (can reroll), Use Computer +18 

Systems walking locomotion, heuristic processor, 2 hand appendages, 
2 tool appendages, scomp link, improved sensor package, internal 
comlink, wireless link data port, hidden core, vocabulator, duranium 
plating (+8 armor) 

Possessions blaster rifle 

Availability Restricted; Cost 23,840 credits 


EIS NeTWwoRK SECURITY DROID 


Defense in Depth—After successfully defeating an opponent's Use 
Computer check to issue a routine command, an El-9 droid automatically 
worsens the computer's attitude toward the opponent by one step. 

Precision Locator—Whenever another character or droid makes an 
opposed Use Computer check against the El-9 network security droid, 
if the network security droid’s check is higher then it automatically 
learns the basic location of its opponent. 

Quick-Load Hidden Core—An El-9 droid’s hidden core automatically 
attempts to restore itself 112 minutes after the droid's memory is 
wiped or the droid's programming is altered in any way. If the initial 
attempt fails, the hidden core attempts to restore itself once per hour 
until it succeeds. 


EI-9 NETWORK 

SECURITY DROID 

Medium droid (2nd-degree) 

hp 36 

Threshold 19 

Move (1 swift action, 2/turn) 

The El-9 network security droid moves 6 squares (walking). 

Defense in Depth (1 swift action, 1/turn) 

After successfully defeating an opponent's Use Computer check to issue a 
routine command, an El-9 droid automatically worsens the computer's 
attitude toward the opponent by one step. 

Improve Access (2 swift actions, 1/turn) 

The El-9 network security droid makes a Use Computer check against the 
target computer's Will Defense to improve the computer's attitude 
toward it. 


Issue Routine Command (1 swift action, 1/turn) 

The El-9 network security droid issues a routine command to a computer 
that has a friendly attitude toward it. 

Skils Initiative +11 (can reroll), Knowledge (technology) +13, 
Perception +13 (can reroll), Use Computer +18 

Vital Systems 2 hand appendages, 2 tool appendages, internal comlink, 
wireless data communications array, hidden core, vocabulator, 
blaster rifle 


As an extension of its security droid offerings, Arakyd introduced an out- 
standing line of computer and information network security units. The El-9 
combines the functions of online protection with physical protection of the 
actual computer and networking equipment. It actively patrols and counters 
threats on- and offline and can attempt both at the same time. The droid has 
a bipedal humanoid appearance, with two arms, two legs, and dual visual 
sensors housed in an oversized, helmet-shaped head. It carries an array of 
data links, cables, and adapters, making it capable of linking with any stan- 
dard computer port in the galaxy. Its data communications array connects 
with most wireless networks as well. 

EI-9 units commonly protect government and commercial computer 
cores. They are highly aggressive, and most slicers and data thieves find the 
droids difficult to circumvent. Their advanced programming allows them to 
isolate online threats quickly, even when on the move to physically secure 
a local terminal at the same time, Each droid comes with its own internal 
protection—a quick-loading hidden core containing default security protocols, 
so that even if the droid is compromised by an attacker, it eventually reverts 
to its standard protection programming. 

EI-9 network security droids can be played as droid heroes. 


PLAYING AN EI-9 

NETWORK SECURITY DROID 

El-9 droids are dedicated to computer network security. They regard 
virtually any commercial or government network as something to be 
protected, although their assigned systems take precedence. 

To create an El-9 droid character, first select the stock service droid 
chassis (see page 13). Replace the basic processor with a heuristic 
processor, and add a scomp link to the tool appendage. Add two more 
tool appendages to account for the various data ports and the data 
communications array, and install a hidden core. Take your first levels in 
the scoundrel class to gain access to the Slicer talent tree. Select Armor 
Proficiency (light) as a starting feat, select Skill Training (Perception) as 
a bonus feat, and take Use Computer as a trained skill. Take Skill Focus 
(Use Computer) as soon as possible. 


SERIOUS SECURITY (é) 
So, you're going after an ISB data storage facility? | have just 

what you need. | assume you already have a plan for getting in; 

security is likely to be extremely tight. However, what you need to know is 
that a lot of these centers employ El-9 droids. They're tough, both online 
and off. If you try slicing into the system, one of the network security 
droids will probably keep you busy, actively battling your every move, 
while its buddies come after you at the terminal. Oh, you could try to take 
your own reprogrammed El-9 to fight the battle for you, but these droids 
have a nasty habit of remembering that they work for security systems, 
not against them, and at just the wrong moment. If you're not careful, 
you might find yourself clashing with your own droid. Anyway, good luck. 


MODIFICATION: 
ELECTROMAGNETIC PULSE 

This substantial modification allows the El-9 to emit an electromagnetic pulse 
capable of disrupting or temporarily disabling most computers, cybernetic 
systems, droids, and electronic devices within a 6-square radius of the droid. 
To emit the pulse, the El-9 rolls 1410 plus its base attack bonus against the 
target's Fortitude Defense. If the attack is successful, the affected device 
immediately shuts down for 1 round while it resets. (For devices that do not 
have a Fortitude Defense, use a defense of 10 for typical unshielded units 
and a defense of 25 for heavy-duty or military grade equipment.) After use, 
the pulse takes 1 round to charge before it can be used again. Installing this 
modification requires a DC 25 Mechanics check, 4,000 credits’ worth of parts 
and electromagnetic insulation, and 3 days of work. 


MODIFICATION: 
SLICER TRACKER 

This modification enhances the droid's precision locator special quality. Once 
it has located a slicer on the network, the El-9 droid can make Use Computer 
checks to carry out the following functions: 

@ Insert a tracking program into the portable computer or other device 

that the slicer is using to access the network. Once inserted, the pro- 
gram attempts to report the slicer's location whenever he or she links to 
another network. Inserting the program requires a Use Computer check 
opposed by the target's Use Computer check. 
Access networked sensors and devices in the slicer’s area to obtain 
audio and visual information on the subject. If such devices exist, the 
droid can make a DC 25 Use Computer check to gather data on the 
slicer. At the Gamemaster’s discretion, the droid might need to make 
separate checks to gain access to separate systems. 


Installing this modification requires a DC 30 Use Computer check, 4,000 
credits’ worth of software, and 2 hours of work. 
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EvV-SERIES 
SUPERVISOR DROID 


EV-Series Supervisor Droid cL3 
Medium droid (3rd-degree) nonheroic 1/noble 3 

Force 3 

Init +1; Senses Perception +3 

Languages Basic, Binary, 3 unassigned 


Defenses Ref 13 (flat-footed 13), Fort 12, Will 16 
hp 10; Threshold 12 
Immune droid traits 


Speed 6 squares (walking) 

Melee unarmed +1 (143) 

Ranged by weapon +1 

Base Atk +2; Grp +1 

Special Actions Demand Surrender, Presence 


Abilities Str 8, Dex 9, Con —, Int 13, Wis 12, Cha 12 

Special Qualities bully, droid traits 

Talents Demand Surrender, Presence 

Feats Coordinated Attack, Droid Focus (5th-degree), Linguist, Skill Focus 
(Mechanics, Persuasion), Skill Training (Knowledge [technology], 
Mechanics) 

Skills Knowledge (technology) +8, Mechanics +13, Perception +3, 
Persuasion +13, Use Computer +8 

Systems heuristic processor, walking locomotion, 2 hand appendages, 
internal comlink, vocabulator 

Availability Licensed; Cost 11,380 credits 


Bully—As a swift action, when trying to intimidate a target, the 
EV-Series supervisor droid can reroll its Persuasion check and keep 
the better result. 


EV-SERIES SUPERVISOR DROID 
Medium droid (3rd-degree) 

hp 10 

Threshold 12 


Move (1 swift action, 2/turn) 

The EV-Series supervisor droid moves 6 squares (walking). 

Bully (1 swift action) 

When attempting to intimidate an opponent, the EV-Series supervisor 
droid can make a Persuasion check. If the check is successful, the droid's 
master gains a +2 circumstance bonus to his or her Persuasion check. 

Coordinated Attack (1 swift action, 1/turn) 

The EV-Series supervisor droid grants its allies a +2 bonus to attack rolls 
made against an enemy that is adjacent to the droid or within point 
blank range of the droid. 


EV-Senies SUPERVISOR DROID 


Demand Surrender (1 swift action, 1/encounter) 

The EV-Series supervisor droid demands surrender from an opponent that 
has been reduced to one-half of its hit points or fewer, by making a 
Persuasion check against the opponent's Will Defense. 

Improve Access (2 swift actions, 1/turn) 

The EV-Series supervisor droid makes a Use Computer check against the 
target computer's Will Defense to improve the computer's attitude 
toward it. 

Issue Routine Command (1 swift action, 1/turn) 

The EV-Series supervisor droid issues a routine command to a computer 
that has a friendly attitude toward it. 


Skills Knowledge (technology) +8, Mechanics +13, Perception +3, 
Persuasion +13, Use Computer +8 
Vital Systems 2 hand appendages, internal comlink, vocabulator 


PLAYING AN EV-SERIES 
SUPERVISOR OROID 

Toplay an EV-Series supervisor droid with heroic levels, start by choosing 
the stock protocol droid chassis (see page 13). The best starting class to 
select is noble, since it offers the skills and talents the droid needs to 
perform well in a supervisory role. Instead of a translator unit, the EV- 
Series droid gets a heuristic processor and the bully special quality, as 
described in the droid's statistics block. Select Persuasion and Use Com- 
puter as two of the droid's starting skills. Other trained skills to consider 
include Deception to represent the droid’s ability to bend the truth to 
coerce those under its supervision, Knowledge (technology) to represent 
what it knows about other droids and about devices it can use to direct 
its workers, and Perception to represent the droid's ability to pinpoint 
when someone js lying or to look into the actions of a worker. Be sure to. 
purchase an internal comlink as part of the droid's starting equipment. 


MerenData designed the EV-Series supervisor droid to manage other droids. 
The idea of a droid supervising a company's droid pool appealed to many 
organizations, and the humanoid-shaped unit sold reasonably well. When 
MerenData discovered shortly after the line's release that the motivators 
originally planned for the EV-Series were accidentally swapped with ones 
meant to be installed in torture droids, they decided to wait and see how 
the droids performed. Much to their surprise, the droids with the swapped 
motivators actually outperformed the unaltered droids when it came to 
managing the droids under their care, However, the discovery that the EV- 
Series droids were using sadistic methods to accomplish their tasks, such 
as melting a droid’s feet to the floor to prevent it from leaving a station 
or treating it to an oil bath set afire, forced MerenData to issue a massive 
recall to exchange the motivators. Although most of the droids were brought 
in and repaired, some customers, such as crime lord Ploovo Two-for-One, 
preferred the flawed model. 
EV-Series supervisor droids can be played as droid heroes. 


MODIFICATION: 
QUARTERMASTER 

Many military units swear by the use of an EV-Series supervisor droid as 
a quartermaster for supplies. This relatively simple modification can be 
performed using the basic droid modification rules from the Saga Edition 
core rulebook. Start the modification process by installing a video recorder 
the droid can use to keep a visual catalog of supplies and to track missing 
items. Install a power recharger in the droid's torso so it can keep power 
packs and energy cells fully charged. Finish by giving the droid a datapad 
with access to the military unit's inventory. Thanks to the droid’s meticulous 
skill at keeping supplies protected and in good working condition, anyone 


who uses weapons or other equipment issued by the droid can reroll his or 
her first skill check or attack roll with the issued item each encounter and 
keep the better result. The droid must have spent at least 8 hours with the 
item in the last 24 hours for the item to gain this benefit. 


MODIFICATION: TECHNICIAN 

Although this modification might seem unlikely for a supervisor droid, EV- 
Series units have a working knowledge of how machines function and can be 
quite adept at fixing them. This modification emphasizes the droid's ability to 
make repairs and adjustments to machines and to other droids or cybernetic 
beings. Scoundrel is the best class for this modification, but changes can be 
made to accommodate the droid’s current skill set. First, remove the internal 
comlink and, in its place, install a diagnostics package to help the droid find 
and fix problems. Reprogram the Persuasion skill to Perception and adjust 
the corresponding Skill Focus feat in the same manner. Equip the droid with 
a tool kit and a roll of mesh tape for emergency repairs. Optionally, one of 
the droid's hand appendages can be swapped out for a tool appendage with 
a multifunction apparatus, giving the droid the ability to connect up to three 
tools needed to perform a particular job. Finally, add a targeting scope to 
the droid's head and calibrate it to give the droid a +2 equipment bonus to 
Mechanics checks to make repairs; this step requires a DC 15 Mechanics 
check and 15 minutes of work. 


RAGE AGAINST Ck) 
THE MACHINE 

| have seen much damage, heard many complaints from droids 

about working under EV-Series. Scarred chassis, broken and severed arms 
and legs, burned hardware—just some of the carnage | have seen on poor 
droids that come to me for repairs. Some of the ones sold to me are so 
far gone, no choice but to send to the junk pile and hope I can salvage 
at least one piece of equipment to use elsewhere. Also, | remember one 
time when | received a supervisor droid that got beat up by droids under 
its care, Another droid already in sandcrawler saw it and started shriek- 
ing in Binary, Next thing, several droids stormed the bay and ripped the 
broken supervisor apart. Had to buy its owner a new one, 

That reminds me. One of the droids | recently fixed told about a 
production facility on Malastare where an EV-Series supervisor droid 
watched a work force of near 50 droids. After mistreatment by the super- 
visor, the droids started to rebel. But the EV-Series anticipated this and 
had the entire group of workers imprisoned. Then it ordered the security 
droids to eliminate its organic masters. Now the droid has taken control 
of the facility and locked down the place, not letting anyone in or out. 
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FLTCH-SERIES 
BATTLE DROID 


FLTCH-Series Battle Droid cL5 
Large droid (4th-degree) nonheroic 4/soldier 4 

Force 3 

Init +6; Senses low-light vision; Perception +11 

Languages Basic, Binary, 1 unassigned 


Defenses Ref 19 (flat-footed 17), Fort 22, Will 14 
hp 32; Threshold 22 
Immune droid traits 


Speed 6 squares (walking), 6 squares (flying with jetpack) 

Melee claw +13 (1d6+8) 

Ranged heavy blaster rifle +10 (3d10+2) or 

Ranged blaster rifle +10 (348+2) or 

Ranged missile launcher +9 (6d6+2, 2-square radius) 

Fighting Space 2x2; Reach 1 square 

Base Atk +7; Grp +18 

Atk Options autofire (heavy blaster rifle, blaster rifle), Devastating Attack 
(rifles), Point Blank Shot 

Special Actions Indomitable, Running Attack 


Abilities Str 22, Dex 15, Con —, Int 12, Wis 11, Cha 8 

Special Qualities droid traits, nightmare, zero-range attack 

Talents Indomitable, Devastating Attack (rifles) 

Feats Armor Proficiency (light, medium), Point Blank Shot, Running 
Attack, Skill Training (Endurance), Weapon Focus (rifles), Weapon 
Proficiency (heavy weapons, rifles, simple weapons) 

Skills Endurance +9, Perception +11, Persuasion +8 

Systems walking locomotion, flying locomotion (with jetpack), basic 
processor, 2 claw appendages, vocabulator, improved sensor package, 
quadanium battle armor (+7 armor) 

Possessions heavy blaster rifle, built-in blaster rifle, built-in missile 
launcher (single missile), demountable jetpack 

Availability Military; Cost 31,375 credits 


Nightmare—The FLTCH-Series battle droid uses its claws and spikes to 
intimidate while attacking. Once per encounter, the droid can make 
a Persuasion check to intimidate an enemy as a free action while it 
simultaneously makes a melee attack against the same enemy. If the 
check is successful, the intimidation takes effect after the droid’s turn 
is complete, 

Zero-Range Attack—If the FLTCH-Series battle droid makes a successful 
attempt to grab or grapple an enemy with its claw appendage, it can 
make an immediate attack with its arm-mounted blaster rifle. 


FLTCH-SERIES BATTLE DROID 
Large droid (4th-degree) 

hp 32 

Threshold 22 


Move (1 swift action, 2/turn) 

The FLTCH-Series battle droid moves 6 squares (walking or flying with a 
jetpack). 

Claw Attack (1 swift action, 1/turn) 

The FLTCH-Series battle droid makes an unarmed attack at +13. If 
successful, the attack deals 1d6+8 points of damage. 

Heavy Blaster Rifle Attack (1 swift action, 1/turn) 

The FLTCH-Series battle droid makes a ranged attack at +10. If successful, 
the attack deals 3d10+2 points of damage. 

Missile Attack (1 swift action, 1/turn) 

The FLTCH-Series battle droid makes a ranged attack at +9. If successful, 
the attack deals 646+2 points of damage in a 2-square radius. 

Nightmare (2 swift actions, 1/encounter) 

The FLICH-Series battle draid makes a Persuasion check to intimidate an 
enemy while it simultaneously makes a melee attack against the same 
enemy. If the check is successful, the intimidation takes effect after 
the droid’s turn is complete. 

Zero-Range Attack (2 swift actions, 1/encounter) 

The FLICH-Series battle droid attempts to grab or grapple an enemy with 
its claw appendage at +13. If the attack is successful, the droid can 
make an immediate attack at +10 with its arm-mounted blaster rifle, 
dealing 348+2 points of damage. 


Skills Endurance +9, Perception +11, Persuasion +8 
Vital Systems 2 claw appendages, vocabulator, heavy blaster rifle, 
built-in blaster rifle, built-in missile launcher (single missile), 

demountable jetpack 


FLTCH-Senies BATTLE DROID 


An early battle droid model manufactured by the Colicoid Creation Nest for 
interstellar export by the Trade Federation, the FLTCH-Series is a large brute 
with spikes, menacing features, and lethal built-in weapons. Designed to be 
marketed for the security and lesser military duties of humanoid species, the 
droid is employed by Outer Rim mercenary units and powerful crime lords. 
Its use by paramilitary organizations is so widespread that it is better known 
asa "merc droid” than by its proper designation. 

The FLTCH-Series is a determined fighter and an effective intimidator. 
However, its utility is limited by its size, bulk, and lack of agility. The droid's 
enormous claws hinder its ability to use control panels, equipment, and 
small electronic devices. They also force the droid to use weapons specially 
designed for its unique grip, although it occasionally circumvents this limita- 
tion (usually with a -5 penalty to attacks). 

FLTCH-Series droids can't be played as droid heroes. 


MODIFICATION: Ammo BOOST 

This modification allows the FLTCH-Series battle droid to share its onboard 
ammunition power pack with a handheld blaster, with a further option to 
add more punch to each shot. Both the droid and the weapon must be 
altered prior to use, Modifying the droid requires a DC 20 Mechanics check 
and 500 credits’ worth of parts, including a power cable to link the pack to 
the weapon, Modifying the blaster requires a DC 20 Mechanics check and 
100 credits’ worth of parts. Once linked, the weapon can use the droid’s 


ammunition power pack as it would any other. Additionally, by consuming 
twice the power for a particular shot (that is, expending power as if two 
shots had been fired), the shot can deal an extra 1d6 points of damage ona 
successful hit. This modification takes a total of 2 hours to complete. 


MODIFICATION: 

MERCENARY RENTAL UNIT 

Some clever programmers figured out a way to turn FLTCH-Series battle 
droids into self-administrating rental units. Once the droid's owner confirms 
payment (which is required up front, along with a sizable damage deposit), 
he or she turns the droid over to the customer. The droid then follows the 
customer's orders for the specified duration, as long as those commands do 
not break the terms of the agreement or direct the droid to move against its 
owner. At the end of the rental period, the droid automatically ceases to aid 
the customer and waits to be returned to its owner (or finds its own way 
back). If the rental period ends in the middle of combat, the droid switches 
to self-defense mode and extracts itself from the situation as quickly as 
possible. Extensions of the rental agreement are possible but usually must 
be arranged ahead of time. Throwing credits at the droid at the last minute 
can work, but the prices go up considerably under such circumstances, and 
the credits must be paid on the spot. 

Making this modification requires a DC 25 Use Computer check and 1 day 
of work. Adding a tracking device to the droid requires a DC 20 Mechanics 
check. Once in a customer's charge, the droid vigorously defends itself against 
any attempt to circumvent its programming or its tracking device. Tampering 
with the droid terminates the agreement, in which case the droid immediately 
begins to extract itself from the situation and returns to its owner. 


& BIG HELP ¢) 
Mercenary droids are a favorite of mine. | know, | know— 
technically, they're FLTCH-Series units, but you'll find that 

almost everyone just calls them merc droids. Anyway, they're big and 
intimidating. Obtaining even one or two will make a fine addition to your 
firepower. If you can field these monsters, you'll also be seen as serious 
mercenaries—or wealthy criminals, depending on your friends. If you really 
want to make a name for yourselves, pick up a couple of these units and 
head out to Rodia or some other world with a lot of intra-clan fighting. 
Hire yourselves out as a special operations squad or protection specialists. 
Make sure you get your employers to spread the word about how good 
you are and how imposing your hardware is. With luck, you'll start getting 
calls from better-paying patrons with more dangerous jobs. Watch out, 
though. Mercs are impressive droids, but they're not indestructible, If 
you're not careful, you'll spend all your profits repairing them. 
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G2 REPAIR DROID 


G2 Repair Droid 

Small droid (2nd-degree) nonheroic 1 
Init +1; Senses darkvision; Perception +7 
Languages Basic, Binary, 2 unassigned 


cLo 


Defenses Ref 12 (flat-footed 11), Fort 10, Will 10 
hp 3; Threshold 10 
Immune droid traits 


Speed 4 squares (walking) 
Melee unarmed +0 (1d2) 
Ranged by weapon +1 
Base Atk +0; Grp -4 


Abilities Str 10, Dex 13, Con —, Int 15, Wis 11, Cha 8 
Special Qualities droid traits, patch job 
Feats Skill Focus (Knowledge [technology], Mechanics, Use Computer) 
Skills Knowledge (technology) +12, Mechanics +14, Perception +7, 
Use Computer +12 
Systems basic processor, walking locomotion, 2 hand appendages, 
darkvision, diagnostics package, improved sensor package, vocabulator 
Possessions tool kit 
Availability Licensed; Cost 5,210 credits 


Patch Job—The G2 repair droid can make temporary repairs to any 
disabled mechanical or electronic device as a standard action instead 
ofa full-round action. 


G2 REPAIR DROID 
Small droid (2nd-degree) 

hp 3 

Threshold 10 


Move (1 swift action, 2/turn) 

The G2 repair droid moves 4 squares (walking). 

Patch Job (1 swift action, 1/turn) 

The G2 repair droid makes fast, temporary repairs to any disabled 
mechanical or electronic device. The number of hit points restored 
equals the result of the droid's Mechanics check. 

Recharge Shields (2 swift actions, 1/turn) 

When acting as the shield operator of a vehicle or operating a device with 
a shield rating, the G2 repair droid makes a Mechanics check to restore 
5 points to the shield rating, up to the shield's normal maximum. 

Regulate Power (2 swift actions, 1/turn) 

When acting as the engineer of a vehicle, the G2 repair droid makes a 
Mechanics check to move the vehicle +1 step on the condition track. 


Run Diagnostics (2 swift actions, 1/turn) 

The G2 repair droid makes a Mechanics check to determine why a 
mechanical or electronic device does not work. If the check is 
successful, the droid’s master gains a +2 circumstance bonus to his or 
her Mechanics check to fix the device. 


Skills Knowledge (technology) +12, Mechanics +12, Perception +7, 
Use Computer +12 

Vital Systems 2 hand appendages, diagnostics package, vocabulator, 
tool kit 


SoroSuub introduced the G2 repair droid to the galaxy within the first decade 
after the conclusion of the Clone Wars. G2s are a little shorter than standard 
R2 astromech droids, with a wide bottom half that forces them to waddle 
when they walk. This distinctive manner of locomotion, along with small 
heads atop long, thin necks, earned G2s the nickname “goose droids." Their 
three-fingered hands allow them to hold most repair tools, and their wide 
stances give them extra stability when dealing with large, heavy equipment. 
G2s are capable repair droids, but they tend to be overly talkative, which 
is hardwired into their systems and cannot be relieved with memory wipes. 
Complaints and a high number of returns from large corporations that bought 
the droids in bulk forced SoroSuub to discontinue the line eight years after 
the Battle of Endor, but near-constant requests from small business owners 
and individuals prompted the company to restart the series two years later. 
G2 repair droids can be played as droid heroes. 


PLAYING A G2 REPAIR DROID 
‘Anyone seeking to play a G2 repair droid with heroic levels should choose 
the stock mechanic droid chassis (see page 12). The best starting class 
to recreate the droid is the scoundrel, using the Point Blank Shot feat 
to emphasize the droid's accuracy in targeting objects at close range. 
Instead of starting with four tool appendages and internal storage, the 
G2 droid comes with the patch job special quality, as described in the 
droid's statistics block. Select Mechanics, Perception, and Use Computer 
as three of the droid's starting skills. Consider choosing Knowledge (physi- 
cal sciences) to represent the droid’s ability to develop and apply new 
maintenance methods and to create upgrades for existing equipment, 
Knowledge (technology) to represent the droid's knowledge of cutting- 
edge technological systems, and Pilot to represent the droid’s knowledge 
of vehicle operations. Be sure to purchase a tool kit as part of the droid's 
starting equipment, and consider purchasing magnetic feet to help the 
droid make repairs on the outer hull of a starship. 


MODIFICATION: COPILOT 

Merchant captains, shuttle pilots, smugglers, and pilots from other walks of life 
are always in need of reliable copilots to back them up in case of emergency, 
and the G2 repair droid can be modified to fill that role. Begin by installing 2 
tool appendage on the droid, which requires a DC 20 Mechanics check and 1 
hour of work. Attach a scomp link to the new appendage; this part of the pro- 
cedure requires a DC 15 Mechanics check and 10 minutes of work. Normally, 
the droid can’t operate a vehicle through a scomp link, but the device can be 
altered to allow the G2 to link into a vehicle's operation system and pilot the 
vehicle, as well as to perform typical copilot functions like astrogation and 
sensor operations. Next, reprogram the droid’s skill set to remove Mechanics 
and to add Pilot. At the same time, adjust the Skill Focus (Mechanics) feat 
to Skill Focus (Pilot). Optionally, change one of the other Skill Focus feats to 
Dodge, Vehicular Combat, or Weapon Proficiency (heavy weapons). 


MODIFICATION: 

EXPLOSIVES DETECTOR 

Many law enforcement agencies have to deal with bomb threats from ter~ 
rorists and criminals, but they might not all employ agents that have the 
proper training to locate and defuse explosives. For such agencies, a G2 
repair droid modified to perform those duties can be a valuable resource. To 
make this modification, start by upgrading the droid with hardened systems 
of at least x3, treating the G2 as if it were a droid of Large size. This change 
increases the droid’s hit point total by 30 and its damage threshold by 15 
Attach two tool appendages and add 5 kilograms of internal storage to the 
droid's chassis with a DC 20 Mechanics check and 3 hours of work for each 
component. Install a laser cutter on one of the tool appendages and an 
electroshock probe on the other. 


MODIFICATION: SCAVENGER 
Scavenging would seem to be a function better suited to a labor droid, but a 
number of junk shop owners have found that a G2 repair droid is more than 
capable of filling this role after the following modifications are made. Remove 
the droid’s legs and install a repulsorlift unit in their place, removing the 
limitation imposed by terrain; this change requires a DC 25 Mechanics check 
and 1 day of work, Next, attach a set of electrobinoculars and a glow rod to 
improve the droid’s visual capabilities, requiring a DC 15 Mechanics check 
and 2 hours of work for each item. To help the droid withstand punishing 
environments, change the Use Computer skill to Survival, which requires a 
DC 10 Use Computer check and 30 minutes of work. Finally, affix a remov- 
able storage bin or cart on a repulsorlift to the back of the droid so it can 
tow the scraps and equipment it finds back to its master. As an alternative, 
a shell can be created and permanently attached to the droid, allowing it to 
carry up to 25 kilograms of materials instead of lugging around a separate 
unit. This option better protects the droid’s haul, reducing the chance that 
it will lose anything it finds. 


MUCH TOO TALKATIVE 
There are two drold models in the galaxy that | cannot stand: 3PO 
protocol droids and G2 repair droids. The reason is that they talk 

too much! All they do is blather on about anything and everything. | am 
surprised that they ever get any work done. | had a G2 working for me a 
while back. It constantly talked about things unrelated to its job, and my 
circuits nearly fried just hearing it carry on. | had to rip out its vocabulator 
to finally shut it up. In fact, | would not be surprised to learn that a G2's 
unending stream of conversation is responsible for the problems with 
those ships at the Sluis Van shipyards, Several ships have flown out of 
there over the last several weeks, only to experience difficulty with one 
or more primary systems just after leaving the star system. That might 
explain the increased pirate activity in that area of space. | wonder if 
the repair droids in the shipyards are working for the pirates, That seems 
possible, but | have my doubts. If the G2s had been compromised, surely 
the stupid droids would have blurted out that information by now. 
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GDI6-SERIES PILOT 
DROID 


GD16-Series Pilot Droid cL5 
Medium droid (Sth-degree) scout 3/soldier 2 

Force 3 

Init +9; Senses low-light vision; Perception +10 

Languages Basic, Binary, 2 unassigned 


Defenses Ref 19 (flat-footed 17), Fort 17, Will 16 
hp 44; Threshold 17 
Immune droid traits 


Speed 6 squares (walking) 
Melee unarmed +4 (1d3+2) 

Ranged by weapon +6 

Base Atk +4; Grp +6 

Atk Options Devastating Attack (heavy weapons), Point Blank Shot 
Special Actions Vehicular Combat 


Abilities Str 10, Dex 15, Con —, Int 14, Wis 12, Cha 9 

Special Qualities droid traits, sensor crown, simultaneous operation, 
vehicle link 

Talents Acute Senses, Devastating Attack (heavy weapons), 

Improved Initiative 

Feats Armor Proficiency (light), Point Blank Shot, Skill Focus (Pilot), 

Skill Training (Use Computer), Vehicular Combat, Weapon Proficiency 
(heavy weapons, rifles, simple weapons) 

Skills Initiative +9 (can reroll), Knowledge (galactic lore) +9, Knowledge 
(tactics) +9, Mechanics +9, Perception +10 (can reroll), Pilot +14, 
Stealth +9, Use Computer +9 

Systems walking locomotion, heuristic processor, 4 hand appendages, 
locked access, improved sensor package, vocabulator 

Availability Licensed; Cost 17,430 credits 

Sensor Crown—As a swift action, a GD16-Series pilot droid can use its 
sensor crown to lock on toa vehicle, a character, or an object that it 
can see. Until the end of the encounter, the droid gains a +2 equipment 
bonus to Perception checks related to that target. 

Simultaneous Operation—Twice per encounter, a GD16-Series pilot droid 
gains an additional swift action that it must use to operate a vehicle's 
systems or to take another vehicle combat action. 

Vehicle Link—As a standard action, a GD16-Series pilot droid can establish 
a link with a ship or a vehicle and issue a routine command to any 
automated onboard system; for example, it can start the engines, raise 
or lower a boarding ramp, or open a hatch. To establish a link, the ship 
or vehicle's computer must have a friendly attitude toward the droid. 


GOI6-Senies PILOT DROID 


GDI6-SERIES PILOT DROID 
Medium droid (Sth-degree) 

hp 44 

Threshold 17 


Move (1 swift action, 2/turn) 

The GD16-Series pilot droid moves 6 squares (walking) 

Copilot (1 swift action, 1/turn) 

The GD16-Series pilot droid assists a character's Pilot check, providing a 
+2 bonus to the check. 

Recharge Shields (2 swift actions, 1/turn) 

The GD16-Series pilot droid makes a DC 20 Mechanics check. If the check 
is successful, the droid’s ship regains 5 points of shields, up to the 
ship's normal maximum. 

Regulate Power (2 swift actions, 1/turn) 

The GD16-Series pilot droid makes a DC 20 Mechanics check. If the check 
is successful, the droid’s ship moves +1 step on the condition track. 

Sensor Crown (1 swift action) 

Until the end of the encounter, the GD16-Series pilot droid gains a +2 
equipment bonus to Perception checks related to a single vehicle, 
character, or object. 


PLAYING A GDI6G-SERIES 
PILOT DROID 

GD16-Series pilot droids have a superiority complex and are programmed 
to exude great confidence in their own abilities, especially where care 
and subtlety are required in espionage missions. Although the GD16 is a 
fifth-degree droid, start by selecting the stock battle droid chassis (see 
page 11). Take your first level in the scout class to gain a high number of 
class skills and, eventually, the Improved Initiative talent. On the other 
hand, if you plan to use your droid primarily for starfighter combat, you 
might select the soldier class instead. You will want high Dexterity and 
Intelligence scores to aid your piloting and astrogation abilities. Select 
Armor Proficiency (light) for your bonus Armor Proficiency feat, and con~ 
sider selecting heavy weapons for your bonus Weapon Proficiency feat. 
You should be trained in the Initiative, Mechanics, Perception, Pilot, and 
Use Computer skills. Depending on your starting class, you might need to 
choose one or more of these as a Skill Training feat, possibly when you 
take a level in a second class, You should also take the Vehicular Combat 
feat at the first opportunity. Finally, purchase two more hand appendages. 


Vehicle Link (1 swift action, 1/turn) 

The GD16-Series pilot droid issues a routine command to an automated 
system on board a ship or a vehicle whose main computer is friendly 
toward the droid. For example, the droid can start the engines, raise or 
lower a boarding ramp, or open a hatch. 

Skills Initiative +9 (can reroll), Knowledge (galactic lore) +9, Knowledge 
(tactics) +9, Mechanics +9, Perception +10 (can reroll), Pilot +14, 
Stealth +9, Use Computer +9 

Vital Systems 4 hand appendages, vocabulator 


When MerenData decided to market a pilot droid for clandestine operations, 
it produced a model that exceeded the average pilot droid's equipment and 
capabilities. Whereas standard pilot droids are designed to handle speeders, 
ground vehicles, and some starships in the public transport, governmental, or 
commercial markets, MerenData’s GD16-Series is designed for versatility and 
mission adaptation. As such, itis more expensive than the average pilot droid 

The GD16-Series droid is designed to pilot virtually any type of vehicle, 
from the smallest speeder bike to the largest capital ship. Since most of the 
galaxy’s vehicles are designed for organics with two arms and two legs, the 
GD16 conforms to this general bipedal configuration. The droid can adapt to 
any size of cockpit thanks to telescopic arms and legs and an extendable torso 
and neck. The GD16's double-arm configuration gives it a marked advantage 
over organic pilots, allowing it to operate more controls simultaneously. The 
droid’s sensor crown is designed for cockpit use, giving it 360-degree vision 
and a simultaneous view above the unit. Additional forward-mounted sen- 
sors are dedicated to scanning the ship's control board and other system 
readouts. Finally, the droid can pilot a ship through a direct computer link, 
if the ship is so equipped. 

GD16-Series pilot droids can be played as droid heroes. 


MODIFICATION: ADVANCED 
ESPIONAGE UPGRADE 

Although MerenData designed the GD16 to support espionage and other 
clandestine activities, there are times when the droid must operate on its 
own, The standard model is adaptable enough to handle many missions, but 
some owners upgrade the GD16's espionage module for more sensitive tasks. 
To make this modification, the droid must become trained in the Stealth skill 
and pick up one or more talents from the Camouflage talent tree. 


MODIFICATION: 
PRECISION FLIGHT 

Most GD16s are impressive pilots, but some are adapted to fly very precisely, 
inserting their ships into spaces in a way that no normal droid or organic 
pilot could duplicate without extreme skill (or a little help from the Force). 
For this modification, the droid must be trained in Pilot and have the Skill 
Focus (Pilot) feat. Install precision flight sensors and subprocessors, a task 
that requires a DC 25 Mechanics check and 3 days of work and costs 20,000 
credits. Finally, upgrade the droid's flight algorithms to work with the new 
equipment, which requires a DC 30 Use Computer check. Once completed, 
the modifications allow the droid to take 20 on precision flying and docking 
maneuvers even when threatened, as well as on reactions to avoid collisions, 
This upgrade gives the GD16 a distinct advantage in navigating asteroid fields 
or the dense skylanes of large cities. 


SURPRISE SPY ¥) 
AGD16? Yeah, I've heard of them, but | don't carry them anymore. 

Don't get me wrong, friend—they're the best droid pilots I've ever 

seen. But number one, they're hard to get your hands on, Number two, 
their personalities are about as cold and precise as their flying skills— 
they're some arrogant droids, all right. And number three, it turns out this 
‘one GD16 | had was actually sent to spy on me, and | can't abide being 
spied on in my own shop. | never saw it coming. The thing had been here 
just a few days when it offered to run me out to pick up a load of spare 
parts, Next thing | know, it locks me in the ship's cargo hold and just 
like that, we're off to see a Hutt. As if that weren't bad enough, we're 
attacked by pirates on the way! But the droid cut those fools to shreds, 
and we still made it to the Hutt on time. Seems he was unhappy with an 
earlier shipment of cut-rate protocol droids and wanted a little proof that 
| was still trustworthy. Of course, | used my knack for persuasion to clarify 
the situation, or | wouldn't be here now, would |? Funny, though—the 
droid backed me up. So it was sneaky, all right, but it was honest, too. 
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GX<1I-SERIES BATTLE 
DROID 


GX1-Series Battle Droid cL6 
Medium droid (4th-degree) nonheroic 6/soldier 3/scout 1 

Force 3 

Init +18; Senses Perception +9 

Languages Basic, Binary 


Defenses Ref 24 (flat-footed 21), Fort 20, Will 14 
hp 35; Threshold 20 
Immune droid traits 


Speed 6 squares (walking) 

Melee unarmed +10 (1d3+5) 

Ranged heavy blaster rifle +11 (3d10+4) or 

Ranged heavy blaster rifle +9 (4d10+4) with Rapid Shot 
Base Atk +7; Grp +10 

Atk Options Point Blank Shot, Rapid Shot 

Special Actions Harm's Way 


Abilities Str 16, Dex 16, Con -, Int 10, Wis 8, Cha 13 

Special Qualities droid traits 

Talents Evasion, Harm's Way, Weapon Specialization (rifles) 

Feats Armor Proficiency (light, medium), Improved Defenses, Point Blank 
Shot, Rapid Shot, Skill Focus (Initiative), Skill Training (Perception), 
Weapon Focus (blaster rifles), Weapon Proficiency (rifles, simple 
weapons) 

Skills Initiative +18, Perception +9 

Systems basic processor, walking locomotion, four hand appendages, 
1 tool appendage, internal storage (20 kg), secondary battery, 
vocabulator 

Possessions heavy blaster rifle, durasteel battle armor, glowrod 

Availability Restricted; Cost 23,305 credits 


Repositioning Routines—GX1-Series battle droids are programmed 
with sophisticated tactical routines that allow them to regroup and 
launch a new attack plan when flaws are exposed in their current 
tactics. Whenever one of the GX1-Series battle droid’s allies within 12 
squares is reduced to 0 hit points, the battle droid can move up to half 
its speed as a reaction; this movement does not provoke attacks of 
opportunity. 

‘Small Appendages—Two of the GX1-Series battle droid's hands are 
smaller and capable of more fine manipulation than its main hands. A 
GX1-Series battle droid can pick up or retrieve a stowed item as a free 
action once on its turn. 


G&X<I-SERIES BATTLE DROID 

Medium droid (4th-degree) 

hp 35 

Threshold 20 

Move (1 swift action, 2/turn) 

The GX1-Series battle droid moves 6 squares (walking). 

Blaster Rifle Attack (1 swift action, 1/turn) 

The GX1-Series battle droid makes a ranged attack at +11. If successful, 
the attack deals 3d10+4 points of damage. 

Rapid Shot (1 swift action, 1/turn) 

The GX1-Series battle droid makes a ranged attack at +9. If successful, 
the attack deals 4d10+4 points of damage. 

Repositioning Routines (reaction) 

When one of the droid’s allies within 12 squares is reduced to 0 hit points, 
the battle droid can move up to half its speed without provoking 
attacks of opportunity. 

Retrieve Item (free action, 1/turn) 

The GX1-Series battle droid retrieves a stowed item or picks up an item. 

Skills Initiative +18, Perception +9 

Vital Systems four hand appendages, | tool appendage, glowrod, 
secondary battery, vocabulator 


The GX1-Series battle droid from Trang Robotics is one of the company's only 
forays into private security battle droids, and one that saw an extremely 
limited production run. Following the success of their Duelist Elite train 
ing droids (see page 88), executives at Trang Robotics put the word out to 
wealthy individuals and well-funded corporations that they would be willing 
to design a battle droid based on their customers’ needs and feedback. The 
GX1-Series battle droid is significantly more expensive than other battle 
droids, but that was something that the financiers of the project were will- 
ing to accept, in exchange for having the droid designed around their needs. 
GX1-Series battle droids can’t be played as droid heroes. 


GX!-SeRIes BATTLE DROID 


MODIFICATION: 

ARMORED COURIER 

One somewhat unorthodox use for the GX1-Series battle droid is to convert 
the droid into a special courier capable of delivering highly sensitive informa- 
tion that cannot be transmitted over computer networks or the HoloNet. The 
first step in the conversion is to replace the droid's built-in glowrod with a 
tight-beam laser transmitter capable of delivering data via focused beams of 
light; only special input devices can accept data transfers in this way, and itis 
assumed that the intended recipient has such a device. Typically, tight-beam 
transmitters are part of building security systems and must be removed and 
converted into droid parts. This modification requires 2 hours of work, costs 
2,750 credits, and requires a successful DC 20 Mechanics check to complete 
the installation. Additionally, the droid’s internal computer systems need to 
be loaded with sophisticated encryption programs in order to protect the 
data from attempts to slice into the droid's memory banks; this requires 12 
hours of work and a DC 35 Use Computer check, or 1 hour of work and a DC 
15 Use Computer check with a prepackaged encryption suite (the typical 
black market cost for such encryption is roughly 6,000 credits). With the 
encryption installed, the droid has an effective Will Defense of 35. Lastly, 
the droid is equipped with a device that erases its memory entirely should 
the encryption be overcome; this device costs 600 credits and requires 1 
hour of work and a DC 15 Mechanics check to install. 


MODIFICATION: AIRDROP DROID 
Although most GX1-Series battle droids are already formidable opponents, 
at least one of the original investors converted a squad of the droids into 
airdrop droids that can be deployed directly to the battlefield from orbit 
without the need for a dropship or a shuttlecraft. The modification requires 
‘the owner to remove the durasteel battle armor from the droid (replacing it 
with a standard durasteel shell) before augmenting the droid’s armor with 
flaps, small repulsor generators, maneuvering jets, and strategically placed 
heat ablative tiles. This armor augmentation costs 4,500 credits for materials 
and requires 24 hours of work and a DC 25 Mechanics check to complete. 
Once the modification is made, the droid can be dropped from a ship in orbit 
directly onto the battlefield without damaging the droid. This modification 
does not provide a GX1-Series droid with a fly speed. 


PRIVATE ARMIES (hy) 
Even though GX1-Series battle droids aren't widely known, Trang. 
Robotics’ willingness to listen to their customers’ demands did 

end up producing a droid that is more than worth its high price tag for 
some individuals. Word on the space lanes is that the initial investors 
were paying Trang Robotics to provide them with private droid armies. 
‘Some of those operations got busted up by the Jedi, but other investors 
took their droids and went into hiding. Some of them even hired slicers 
to attack Trang Robotics's computer facilities to erase any trace of the 
sale and then assassins to target anyone who dealt with the investors. 
Needless to say, having several private droid armies vanish overnight 
has been of a great deal of concern to the authorities, and they have 
been hunting for anyone who might be able to lead them to the original 
investors. I've even heard rumors that one of the original Trang Robotics 
executives in charge of the project managed to avoid assassination and 
is currently being hidden by Black Sun agents. My friends in low places 
seem to think that the executive, whoever he or she is, is being kept safe 
aboard a Black Sun skyhook over Taris, and that the authorities are willing 
to pay a cargo hold full of credits for anyone that can turn that executive 
over for questioning. Of course, that also means the bounty on the exec’s 
head is growing by the day, so there might be more money to be made 
by turning the exec over to those shadowy investors. 
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GY-! INFORMATION 
ANALYSIS DROID 


GY-I Information Analysis Droid cL1 
Medium droid (3rd-degree) noble 1 

Force 2 

Init +6; Senses low-light vision; Perception +9 

Languages Basic, Binary, 5 unassigned 


Defenses Ref 13 (flat-footed 12), Fort 10, Will 15 
hp 18; Threshold 10 
Immune droid traits 


Speed 6 squares (walking) 
Melee unarmed ~1 (143-1) 
Ranged by weapon +1 
Base Atk +0; Grp +1 


Abilities Str 8, Dex 12, Con —, Int 15, Wis 15, Cha 16 

Special Qualities droid traits 

Talents Educated 

Feats Linguist, Skill Focus (Gather Information), Weapon Proficiency 
(pistols, simple weapons) 

Skills Deception +8, Gather Information +13, Initiative +6, Knowledge 
(galactic lore) +7, Knowledge (life sciences) +7, Knowledge (physical 
sciences) +7, Perception +9, Use Computer +7 

Systems walking locomotion, heuristic processor, improved sensor 
package, 2 hand appendages, vocabulator 

Availability Licensed; Cost 11,855 credits 


GY-Il INFORMATION ANALYSIS 
DROID 

Medium droid (3rd-degree) 

hp 18 

Threshold 10 


Move (1 swift action, 2/turn) 

The GY-I information analysis droid moves 6 squares (walking). 

Analyze Data (1 swift action, 1/turn) 

The GY-I information analysis droid assists a character's Gather 
Information check, providing a +2 bonus to the check. 

Diagnosis (1 free action) 

The GY-I information analysis droid makes a Knowledge (life sciences) 
check with a +5 bonus to determine a source of disease or injury and 
communicates the diagnosis to its owner. 


Expert Opinion (1 swift action) 

The GY-I information analysis droid makes a Knowledge (life sciences), 
Knowledge (galactic lore), or Knowledge (physical sciences) check and 
reports its findings. 

Skills Deception +8, Gather Information +13, Initiative +6, Knowledge 
(galactic lore) +7, Knowledge (life sciences) +7, Knowledge (physical 
sciences) +7, Perception +9, Use Computer +7 

Vital Systems 2 hand appendages, vocabulator 


An old adage says that credits make the galaxy turn. The truth of the matter 
is that those credits are often used to buy information. Originally, Cybot 
Galactica built the GY-I information analysis droids to process the large 
amounts of data collected by space survey teams and university researchers. 
For example, a GY-| might be tasked with determining the best habitat on 
a newly discovered planet. However, as Emperor Palpatine turned resources 
away from the explorations of the Old Republic to the war machine of the 
Galactic Empire, most GY-| droids were reassigned to other roles in which 
their analysis would be useful. 
GY-| Information Analysis droids can be played as droid heroes. 


HE SAD TALE OF GY-ISS 
droids are in high demand in many markets. Criminals 
‘them to run numbers. Corporations want them to find new 
rces of profit. Warlords want them to analyze flaws in plans of attack. 
High-end processor in the model's brain means the manufacturing cor- 
| poration keeps clear records on who it sells the droids to. The processors 
_ area big reason we make tidy profit when we get one. A smart tech can 
"turn a GY-| into a lot of different kinds of droids—protocol, astromech, 
assassin. They don't stay on the sandcrawler for long. 
| Yes, advanced processor can be used for many things, but sometimes 
{the ‘droid can be modified too well. The deep space scout modifications 
_ can be full of quirks. Uncle Tukka told about GY-I33, a droid ona 10-year 
| scout mission with a Zabrak company. The droid came back the only 
| survivor. It went too long between memory wipes, and its personality 
matrix destabilized. The droid thought it was the Zabrak scout who had 
| been its owner, Could not understand why its family didn’t recognize it, 
| or why the wife had a new husband, Could not handle the difference 
| between the memories it possessed and the reality it faced. GY-I33 began 
stalking and eliminating the family, one by one... 


MODIFICATION: 

ASTROMECH DROID 

The GY-I information analysis droid is surprisingly robust in the field. Many 
roids are reduced to scrap metal by the first glancing blow in combat, but 
because the GY-| is meant to store information worth salvaging, its pro- 
cessors are housed in a torso tough enough to survive the rigors of space 
travel. Pilots have discovered that a GY-I can even be modified to replace an 
astromech droid. First, reprogram the droid’s analysis module, which requires 
a DC 25 Use Computer check and 1 hour of work. This step essentially gives 
the droid an astromech buffer with a stored number of jumps equal to the 
droid’s Intelligence score. Next, detach the droia's limbs, leaving only its torso 
and head, and fit the droid into the astromech slot of a ship. This process 
requires a DC 30 Mechanics check and 2 hours of work. Finally, attach the 
droid directly to the ship's hyperdrive with a DC 15 Mechanics check and a 
full-round action. 


MODIFICATION: 

FINANCIAL WIZARD 

Although the impressive processing power of the GY-| is generally used 
for scientific or academic pursuits, elements on the galactic fringe have 
found different applications for these droids. Zorba the Hutt received a 
GY-1 as part of a collection on a bad debt and tweaked the droid to suit his 
purposes. By analyzing the efficiency of the crime lord's operations, the 


droid could streamline procedures, identify areas of waste, and deduce who 
was skimming credits off the top. The droid also had a knack for ruthlessly 
determining when a loan should be collected with prejudice. Had the GY-1 
not mysteriously disappeared, it could have become the first droid lieutenant 
of a Hutt crime family. 

To modify a GY-I into a financial wizard, replace the droid’s heuristic 
processor with that of a fourth-degree battle droid. This step requires a 
Mechanics check with a DC equal to the droid's Will Defense. Once the new 
processor is installed, the droid can overcome its life-preservation directives 
and look solely at the bottom line of a situation. If the droid's owner has 
the Wealth talent, provided that the droid has been involved in its master's 
finances, the master is treated as being two levels higher than he or she is 
for the purposes of determining how many credits the master gains from 
the Wealth talent when gaining a level. An individual can only benefit from 
one droid modified in such a way. The droid can also make a Knowledge 
(bureaucracy) check to assess the street value of any items presented to it 
or to its owner. 


GY-1 INFORMATION ANALYSIS DROID 
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H-IME BATTLE 
MECHANIC DROID 


H-1ME Battle Mechanic Droid cL1 
Small droid (2nd-degree) scout 1 

Force 2 

Init +8; Senses Perception +0 

Languages Basic, Binary, 3 unassigned 


Skills Initiative +8, Jump +4, Knowledge (physical sciences) +8, 
Knowledge (technology) +8, Mechanics +13, Perception +0, Pilot +8, 
Stealth +13, Survival +5, 

Systems heuristic processor, walking locomotion, 8 tool appendages, 
magnetic feet, extra legs, collapsible construction, vocabulator, 
communications countermeasure system 

Possessions tool kit 

Availability Restricted; Cost 10,565 credits 


Defenses Ref 17 (flat-footed 14), Fort 11, Will 11 
hp 24; Threshold 11 
Immune droid traits 


Speed 4 squares (walking) 
Melee unarmed -1 (1d2-1) 
Ranged by weapon +3 
Base Atk +0; Grp -2 


Abilities Str 8, Dex 16, Con —, Int 17, Wis 11, Cha 17 
Special Qualities droid traits, preventive maintenance 

Talents Jury-Rigger 

Feats Skill Focus (Mechanics), Weapon Proficiency (pistols, rifles, 
simple weapons) 


H-IME BATTLE MECHANIC DROID 


Preventive Maintenance—For every 8 hours the H-1ME battle mechanic 
droid spends working on a vehicle, the vehicle regains a number of hit 
points equal to its Challenge Level, up to its maximum number of hit 
points. Preventive maintenance can occur while a ship is in hyperspace. 


H-IME BATTLE 
MECHANIC DROID 
Small droid (2nd-degree) 

hp 24 

Threshold 11 


Move (1 swift action, 2/turn) 

The H-1ME battle mechanic droid moves 4 squares (walking). 

Identify Technology (1 swift action) 

The H-1ME battle mechanic droid makes a Knowledge (technology) check. 
If the check is successful, the droid identifies the technology of the 
item in question. 

Mechanical Assistance (1 swift action, 1/turn) 

The H-1ME battle mechanic droid assists a character's Mechanics check, 
providing a +2 bonus to the check. 

Pick Pocket (1 swift action, 1/turn) 

The H-1ME battle mechanic droid makes a Stealth check against a target's 
Perception; the target receives a +5 bonus to the check. If the check 
succeeds, the droid steals from the target an object that is hand sized 
or smaller. 

Recharge Shields (2 swift actions, 1/turn) 

The H-1ME battle mechanic droid makes a DC 20 Mechanics check. If the 
check is successful, the starship regains 5 points of shields, up to its 
normal maximum. 

Regulate Power (2 swift actions, 1/turn) 

The H-1ME battle mechanic droid makes a DC 20 Mechanics check. If the 
check is successful, the ship moves +1 step on the condition track. 


Skills Initiative +8, Jump +4, Knowledge (physical sciences) +8, 
Knowledge (technology) +8, Mechanics +13, Perception +0, Pilot +8, 
Stealth +13, Survival +5 

Vital Systems 8 tool appendages, magnetic feet, extra legs, vocabulator, 
tool kit 


PLAYING AN H-IME 

BATTLE MECHANIC DROID 

‘An H-1ME clings to the outside of a ship in the middle of a battle and 
fights to keep that vessel moving. These droids have daredevil person- 
alities and are not known for cautious planning or rational action. They 
are programmed to make split-second decisions and improvise solutions 
in situations that are frenetic or deadly. What's more, an H~IME is very 
protective of its master’s ship, The droid might be small, but it has no 
qualms about picking fights with larger opponents if the paint on its 
master's ship gets smudged. This loyalty is noteworthy, although some- 
times it can get the droid's owner into trouble. 

When creating an H-1ME battle mechanic droid hero, consider taking 
the scout class and choosing talents from the Fringer talent tree. In 
addition, the scoundrel's Fortune and Misfortune talent trees offer good 
options for helping the droid survive the dangerous situations it will face 
while clinging to the hull of its master's ship. Armor is also a good choice 
to protect the droid. Equip the character with an array of tools and tool 
kits to provide extra utility and bonuses. 


Astromech droids are known for their ability to coax a damaged ship back 
to life. But not every ship is designed to carry an astromech, nor can every 
pilot afford one. One of the solutions to this problem is the H-1ME battle 
mechanic droid from Intertran Systems. This droid attaches itself to the hull 
of a ship and performs repairs while the vessel is in flight. Its small profile 
allows it to operate even in the middle of a dogfight without affecting the 
ship's maneuverability. The H-1ME is a toalbox that knows how to use itself. 

One of the most important features of the H-1ME is that it can operate 
while a ship is in hyperspace, which makes the droid an excellent choice for 
lone merchants and starfighter pilots. In addition, many H-1MEs are found 
in the employ of ship dealers, making sure a merchant's inventory is ready 
to fly off the lot when a customer comes calling. The droid takes up the 
same amount of space as a standard ship's toolbox and usually fits in the 
storage space for tools. The droid can also be deactivated and disassembled 
to fit into smaller storage locations. For larger ships, multiple H-IMEs are 
recommended. 

H-IME battle mechanic droids can be played as droid heroes. 


MODIFICATION: MISSILE DROID 

The size and flexibility of the H-IME battle mechanic droid allow it to be used 
in novel ways on the battlefield. A mercenary flight group known as Mazer's 
Mynocks disassembled their H-1MEs and loaded them into concussion mis- 
sile housings. When a ship was badly damaged, a friendly starfighter fired 
one of the special projectiles at the vessel. En route, the H-1ME powered up, 
quickly reassembled itself, and was ready to begin repairing the damaged 
ship upon arrival. The missile housing the droid was in was painted with a 
distinct red and white pattern to alert the target that the incoming projectile 
was helpful rather than harmful. 

To modify an H-1ME in this manner, start by reprogramming the droid to 
activate and reassemble itself when the concussion missile proximity trig 
ger activates. This step requires a DC 11 Use Computer check and 1 hour of 
work. Next, build the projectile housing for the droid, which requires a DC 
25 Mechanics check and 1 hour of work. Finally, disassemble the droid and 
load it into the missile, which requires a DC 25 Mechanics check and 1 hour 
of work. The H-IME droid can perform the first two checks on its own but 
cannot perform the third check or assist with it. For each failed check during 
the process, the droid moves -1 step on the condition track, a persistent 
condition that can be removed with a DC 25 Mechanics check. The droid is 
fired with a simple attack roll. If the attack misses, the pilot that fired the 
missile can spend a swift action to deactivate the projectile; the droid can 
then be retrieved later. 


A PERSONAL FAVORITE Ck) 
Love this droid! | always keep a few around to make sure my other 

droids stay tip-top. Fixing droids comes naturally to H~IME, even 

ifit gets little too attached. | usually deactivate the droid before sales 
days. It pitches a fit when | turn it back on, but also quite happy to see 
new droids that it can fix up and get to know. They are loyal and easily 
customizable. Anyone that spends time around droids or starships, defi- 
nitely pick one up. My current unit, H-88ME, likes to tell stories while it 
works-and has dozens about other droids of its kind, Now its in the middle 
of a story about H-2ME. This droid was modified to carry small bits of 
cargo and was launched into space by its master, safd to be one of the 
last Jedi Knights. The little droid latched onto a spice freighter and made 
its way across the galaxy, looking for someone to give the treasure. What 
could have been so valuable, so small that it could be contained inside 
little droid? Holocron, maybe? Lightsaber? | will close up shop soon—I 
don't want to miss the next part of H-88's tale! 
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HK-77 ASSASSIN 
DROID 


HK-77 Assassin Droid cL4 
Medium droid (4th-degree) soldier 4 

Force 3 

Init +10; Senses darkvision; Perception +10 

Languages Basic, Binary, 1 unassigned 


Defenses Ref 21 (flat-footed 18), Fort 18, Will 15 
hp 55; Threshold 18 
Immune droid traits 


‘Speed 6 squares (walking) 

Melee unarmed +6 (143+4) 

Ranged blaster rifle +8 (3d8+4) or 

Ranged blaster rifle +3/+3 (348+4) 

Base Atk +4; Grp +7 

Atk Options autofire (blaster rifle), Dual Weapon Mastery, 
Point Blank Shot 

Special Actions Indomitable 


Abilities Str 14, Dex 16, Con —, Int 13, Wis 12, Cha 10 

Special Qualities blaster surge, droid traits 

Talents Indomitable, Weapon Specialization (rifles) 

Feats Armor Proficiency (light, medium), Dual Weapon Mastery |, Point 
Blank Shot, Toughness, Weapon Focus (rifles), Weapon Proficiency 
(pistols, rifles, simple weapons) 

Skills Initiative +10, Knowledge (tactics) +8, Perception +10, 

Use Computer +8 

Systems heuristic processor, walking locomotion, 2 tool appendages, 
darkvision, improved sensor package, locked access, vocabulator, 
quadanium battle armor (+7 armor) 

Possessions 2 blaster rifles 

Availability Restricted; Cost 19,865 credits 


Blaster Surge—As a full-round action, the HK-77 assassin droid can 
forgo its normal attacks to fire a high-powered blaster bolt from one 
of its rifles. The high-powered bolt deals 5d8+4 points of damage and 
consumes an additional five shots from the weapon's power pack. The 
weapon cannot be fired during the next round, while it cools down. 


HK-77 ASSASSIN DROID 
Medium droid (4th-degree) 

hp 55 

Threshold 18 


Move (1 swift action, 2/turn) 
The HK-77 assassin droid moves 6 squares (walking). 


Avoid Surprise (1 free action) 

The HK-77 assassin droid makes a Perception check at the start of a 
battle. If the check is successful, the droid's master avoids surprise. 

Blaster Surge (1 swift action, 1/turn) 

The HK-77 assassin droid makes a ranged attack roll at +8. If successful, 
the attack deals 5d8+4 points of damage. 

Salvo (2 swift actions, 1/turn) 

The HK-77 assassin droid makes two ranged attack rolls at +3 each. 
Each successful attack deals 348+4 points of damage. 

Support Fire (1 swift action, 1/turn) 

The HK-77 assassin droid makes a ranged attack roll at +8. If successful, 
the attack deals 38+4 points of damage. 

Skills Initiative +10, Knowledge (tactics) +8, Perception +10, 
Use Computer +8 

Vital Systems 2 tool appendages with blaster rifles, vocabulator 


Continuing the success of the HK-47 line, the HK-77 assassin droid was 
designed and built to be the ultimate hired killer. Originally conceived several 
years before the outbreak of the Jedi Civil War, the HK-77 is the culmination 
of the droids that came before it: the HK-47, HK-58, and HK-65 assassin 
models. The HK-77 is slightly shorter than its predecessors and has a narrow 
head with eyes that extend from each side, a shape that was borrowed 
from various predators found around the galaxy. Unlike the HK-47 and the 
HK-58, which were standard models that had hands and carried weapons, 
the HK-77 has weapons incorporated into its arms for ready access. When 
chasing a target, the droid prefers overt action over stealth, which might 
be its biggest flaw. By confronting its target in the open, the droid exposes 
itself to attack and gives its prey a chance to escape or to fight back. Despite 


several attempts by the designers to correct this issue, the HK-77 continues 
to exhibit overly aggressive behavior. 
HK-77 assassin droids can't be played as droid heroes. 


MODIFICATION: FIREFIGHTER 

At first, the transformation from a droid that takes lives to one that saves 
lives seems like a drastic change. But after seeing a modified HK-77 in 
action, some people wonder why the droid was not designed to perform this 
function in the first place. This modification tweaks the droid's hardware 
and software to create a firefighter that is put to great use by many safety 
units throughout the galaxy. Start by removing the droid's blaster rifles from 
its arms, and replace them with fire extinguishers. Then add four chemical 
cartridges to each arm, along with an automatic reload system that costs 75 
credits per appendage. All together, these changes require a DC 15 Mechanics 
check and 2 hours of work. Finally, add a flame-retardant jacket or coating 
to the droid’s shell to grant it a +2 bonus to Fortitude checks to resist high 
temperatures; the materials to create the coating cost 200 credits, and it 
requires 1 hour of work to apply the coating to the droid. 


HK-77 ASSASSIN DROID 


REPUTATION OF FEAR ¢() 
After the HK-47 assassin droid, the HK-77 is one of the most 
feared fourth-degree droids. With built-in weapons and a cun- 
ning personality matrix, an HK-47 can terrify anyone with a price on his 
or her head. In many ways, that reputation works better than the droids 
themselves. When wanted beings discover that an HK-77 is after them, 
they often fear for their lives and surrender as quickly as they can. Some, 
‘though, believe that the droids' reputation is nothing more than hype. 
Have you heard the story of Garm Bel Iblis, a leader of the Rebel- 
lion? Apparently, someone high in the Imperial hierarchy discovered his 
location on Anchoron and sent a refurbished HK-77 droid, along with 
other assassins, to kill him. Many believe that Bel Iblis died when a bomb. 
planted for him detonated, but others think that he was not caught in 
the blast and still lives. Most assassins believe him to be dead, but the 
HK-77 still pursues Bel Iblis, refusing to return to Coruscant. As a result, 
the Empire has left the droid to its own devices. Whether Bel Iblis is 
alive or dead, the Rebellion would be most grateful if a group of heroes 
could find the droid, which was last reported to be looking for clues on 
Anchoron, and dismantle it permanently, 


MODIFICATION: 

GAMBLER'S PROXY 

Gamblers enjoy playing games of chance at the galaxy's clubs and cantinas. 
Sometimes, though, a gambler can't make it to a particular game—or chooses 
not to attend, since sitting down with certain seedy types can be hazardous 
to one’s health. In such instances, sending a modified HK-77 assassin droid in 
the gambler's place can work nicely. Begin the modification by removing the 
blaster rifles and the tool appendages, and replace them with hand append- 
ages. Next, upload information about various games of chance and gaming 
strategies into the droid's memory banks: This data can be purchased from 
entertainment vendors at major starports for about 50 credits. For gamblers 
that want to play a fair game, the modification is complete. 

However, to give the droid a further edge, increase the output of the 
improved sensor package and the darkvision accessory, which requires a 
DC 20 Mechanics check and 1 hour of work. This upgrade gives the HK-77 a 
short-term vision boost that lets it see through objects within 3 meters that 
have 2 hit points or fewer—more than enough to look through the casings for 
sabacc cards and read their displays. The vision boost must be used sparingly 
because it burns out after prolonged use. For each round of use after the 
first 10 rounds of use, the droid must make a DC 15 Wisdom check. Success 
indicates that the vision boost continues to work. Failure means that the 
droid’s improved sensor package and darkvision irreparably short out. On each 
subsequent round of use, the DC of the Wisdom check increases by 3 until 
either the droid stops using the upgrade or the system burns out. 
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HKB-3 HUNTER- 
KILLER DROID 


HKB-3 Hunter-killer Droid cL6 

Medium droid (4th-degree) nonheroic 3/scout 3/soldier 2 

Force 3 

Init +5; Senses low-light vision; Perception +11 

Languages Basic, Binary, 1 unassigned 

Defenses Ref 18 (flat-footed 17), Fort 19, Will 15 

hp 32; Threshold 19 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed +8 (1d3+4) 

Ranged blaster rifle +8 (3d8+4) or 

Ranged blaster rifle +6 (4d8+4) with Rapid Shot 

Base Atk +6; Grp +8 

Atk Options autofire (blaster rifle), Coordinated Attack, Point Blank Shot, 
Rapid Shot 

Special Actions Expert Tracker 


Abilities Str 14, Dex 13, Con —, Int 12, Wis 10, Cha 8 

Special Qualities coordinated tracking, droid traits, hunting sensor, 
simultaneous fire 

Talents Acute Senses, Expert Tracker, Weapon Specialization (rifles) 

Feats Armor Proficiency (light), Coordinated Attack, Point Blank Shot, 
Rapid Shot, Skill Training (Stealth), Weapon Focus (rifles), Weapon 
Proficiency (heavy weapons, pistols, rifles, simple weapons) 

Skills Perception +11 (can reroll), Stealth +10, Survival +9 

Systems walking locomotion, remote processor (5-km range), 2 hand 
appendages, vocabulator, improved sensor package, internal comlink 
(encrypted), locked access, quadanium plating (+5 armor) 

Possessions blaster rifle 

Availability Military; Cost 19,130 credits 


Coordinated Tracking—HKB-3 droids share sensor and observational 
data when tracking a target. When up to four HKB-3 droids are 
tracking the same target and each droid is within 30 squares of at least 
one other droid in the group, each droid makes a Survival check to 
track the target, and all droids use the highest result. The droids also 
automatically aid another on the check. 

Hunting Sensor—-HKB-3 droids carry specialized sensors for hunting 
targets that negate all cover and concealment bonuses to Perception 
checks, including total cover and total concealment. The sensors do not 
negate cover and concealment bonuses to attacks. 


HKB-S3 HUNTER-KILLER DROID 


Simultaneous Fire—When the HKB-3 droid uses the aid another action 
to aid another HKB-3 droid’s attack roll, that droid's attack, if it hits, 
deals +1 die of damage for every 5 points by which it exceeded the 
target's Reflex Defense, Multiple HKB-3 droids using the aid another 
action stack their attack bonuses, but this bonus to damage is only 
applied once. 


HKB-3 HUNTER-KILLER DROID 

Medium droid (4th-degree) 

hp 32 

Threshold 19 

Move (1 swift action, 2/turn) 

The HKB-3 hunter-killer droid moves 6 squares (walking). 

Blaster Rifle (1 swift action, 1/turn) 

The HKB-3 hunter-killer droid makes a ranged attack with its blaster rifle 
at +8. If successful, the attack deals 348+4 points of damage. 

Coordinated Tracking (2 swift actions, 1/turn) 

The HKB-3 hunter-killer droid makes a Survival check to track a target. 
When up to four HKB-3 droids are tracking the same target and each 
droid is within 30 squares of at least one other droid in the group, each 
droid makes a Survival check to track the target, and all droids use the 
highest result. The droids also automatically aid another on the check. 


PLAYING A HKB-3 
HUNTER-KILLER DROID 

Playing an HKB-3 droid works best in adventures set before the Clone 
Wars or in which the droid is part of an independent unit still in service 
after the Separatists’ defeat. To create an HKB droid hero, select the stock 
battle droid chassis (see page 11). Consider replacing the remote processor 
with a basic or a heuristic processor. In either case, this alteration rids 
the droid of its dependence on a remote droid controller. The HKB still 
processor commands but is not bound to follow them. 
ies from the scout and soldier classes. Select the scout 
class first if you plan to focus on stealth and tracking, or choose the 
soldier class if you want to focus on firepower and defense. Consider 
becoming a multiclass character to support the droid’s hunter-killer label. 
If scout is selected first, spend your bonus starting Armor Proficiency 
feat on Armor Proficiency (light) and your first level feat on Armor Pro- 
ficiency (medium). You also must be trained in the Survival skill to use 
its tracking application. 


‘Simultaneous Fire (2 swift actions, 1/turn) 

The HKB-3 hunter-killer droid uses the aid another action to aid another 
HKB-3 droid’s attack roll, granting the allied droid +1 die of damage for 
every 5 points by which the droid's attack roll exceeds its target's Reflex 
Defense. Multiple HKB-3 droids using the aid another action stack their 
attack bonuses, but this bonus to damage is only applied once. 

Skills Perception +11 (can reroll; ignores cover and concealment, 
including total cover and total concealment), Stealth +10, Survival +9 

Vital Systems 2 hand appendages, vocabulator, internal comlink 
(encrypted), blaster rifle 


Years before the Clone Wars, Baktoid introduced the HKB-3 to the hunter- 
killer droid market. With decent weaponry, modular appendages, and an 
excellent degree of control, the droids soon became popular among higher- 
ranking Trade Federation officials as bodyguards and personal security. 
Like Baktoid's cheaper B1 units, the HKB relies on remote processing and 
carries a bulky communications unit that extends above the height of its 
head. Although the unit is an obvious vulnerability, it provides additional 
protection for the droid’s head. Eventually, the HKB's bodyguard duties are 
handed over to the much superior Droidekas. HKBs see some action during 
the Clone Wars, but they are usually relegated to guard duty or patrolling 
remote worlds rather than serving as front-line fighters. 

Given their reliance on remote processors, HKBs are always accompa- 
nied by some type of droid control ship, vehicle, or similar unit. However, 
they are dangerous in combat and worthy of the hunter-killer label. The 
droids are especially threatening when operating in small groups. The basic 
model carries standard handheld weaponry, which can be swapped out for 
appendage-mounted weapons. 

HKB-Series hunter-killer droids can be played as droid heroes. 


MODIFICATION: JAMMER 
This modification adds local jamming capability to the HKB-3 droid’s large 
receiver package without disrupting the link to its own remote processor. 
When activated, the jammer inhibits comlinks, the remote processors of 
enemy droids, and most other communications signals within a 12-square 
radius of the HKB, Sensors scanning the area cannot easily penetrate the 
static field, but they do detect the jamming automatically. Initiating the 
jammer requires a standard action, and sustaining it requires a move action. 
When the field is activated, the droid makes a Use Computer check with a 
+10 equipment bonus. Anyone attempting to communicate or scan through 
the jamming field must make an opposed Use Computer check against that 
result. Opponents that succeed can communicate, although static still 
disrupts the signal, and enemy droids reliant on remote processors must 
spend a swift action to filter out the noise, Opponents that fail the check 
cannot communicate, and enemy droids reliant on remote processors stop 
moving and cease to function while within the static field (unless they have 
backup processors). 

Making this modification requires 4,000 credits’ worth of parts and 
software. The installation requires a DC 15 Mechanics check, a DC 15 Use 
Computer check, and 6 hours of work. 


HUNTING HUNTER-KILLERS 
So, you're going after that ex-Separatist, Neimoidian coward 
Tornak Po? | imagine you've already heard that he's been hiding 
out in the desolate wastes of Tatooine's southern polar region. He can't 
pay his debts since his side lost the war, and | think he's trapped there 
in his {uxury yacht. Or he's hiding. Or both. Who knows? 

| bet you want to know more about those hunter-killers he's rumored 
‘to have as protection. No problem. The HKBs were decent enough back 
before the Trade Federation decided to start invading planets instead of 
just buying them off. The droids are still lethal, but they were outclassed 
by other models the Separatists obtained for the war. Plus, they were more 
expensive than the B1 droids, and Neimoidians are cheap. Tornak probably 
got his HKBs for free, or maybe he found an old stash of them. 

Anyway, don't let their perceived obsolescence foo! you—the droids 
are still dangerous and can track you down far better than the average 
battle droid. They're particularly fond of working in groups and firing 
simultaneously on a target with rapid fire weapons. Isolated targets are 
dead targets, but maybe you can use that to your advantage to turn the 
tables on them. Good luck. 
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KM! MINING DROID 


KM1 Mining Droid cL2 
Large droid (Sth-degree) nonheroic 6 

Init +3; Senses darkvision; Perception +2 

Languages Basic, Binary 


Defenses Ref 17 (flat-footed 17), Fort 17, Will 9 
hp 31; SR 10; Threshold 22 
Immune droid traits 


Speed 6 squares (walking) 

Melee unarmed +11 (1d4+7) 

Ranged laser cutter +4 (3d8) 
Fighting Space 2x2; Reach 1 square 
Base Atk +4; Grp +16 

Atk Options slammer 


Abilities Str 24, Dex 10, Con —, Int 10, Wis 8, Cha 8 

Special Qualities droid traits, mining shield generator, stability, 
adaptable programming 

Feats Armor Proficiency (light, medium), Slammer, Toughness, Weapon 
Proficiency (pistols, simple weapons) 

Skills Endurance +8 (can reroll, taking the better result), Perception +2, 
Stealth -2 

Systems walking locomotion, basic processor, 2 tool appendages, mining 
shield generator, darkvision, vocabulator, duranium plating (+8 armor) 

Possessions 2 laser cutters (treat as heavy blaster pistols; maximum 
range of 12 squares) 

Availability Licensed; Cost 21,880 credits 


Mining Shield Generator—This device operates as a normal shield 
generator (SR 10) and enables the KM1 mining droid to reroll 
Endurance checks and take the better result to resist environmental 
damage and effects. 

Stability—The KM1 mining droid gains a +5 bonus to avoid being 
knocked prone. 

Adaptable Programming—The KM1 mining droid is built for easy 
adaptation to tasks. The DC of Use Computer checks to reprogram 
the droid is reduced by 5. 


KM MINING DROID 
Large droid (Sth-degree) 

hp 31 

Threshold 22 (SR 10) 


Move (1 swift action, 2/turn) 
The KM1 mining droid moves 6 squares (walking). 
Adaptable Programming (1 free action) 


When reprogramming a KM1 mining droid, reduce the DC of the Use 
Computer check by 5. 

Improvised Fire (1 swift action, 1/turn) 

The KM1 mining droid makes a ranged attack at +4 (maximum range 12 
squares). If successful, the attack deals 3d8 points of damage. 

Slammer (1 swift action, 1/turn) 

The KM1 mining droid makes a melee attack at +10. If successful, the 
attack deals 1d6+18 points of damage. If the damage exceeds the 
target's damage threshold, the target also gains a persistent condition. 

Stability (1 free action) 

The KM1 mining droid gains a +5 bonus to avoid being knocked prone. 


Skills Endurance +8 (can reroll), Perception +2, Stealth -2 

Vital Systems 2 tool appendages with laser cutters (treat as heavy 
blaster pistols; maximum range of 12 squares), mining shield generator, 
vocabulator 


KMI MINING DROID 


ENCOUNTERING A 

KM! MINING DROID 

in the Old Republic era, KM1 mining droids are found in most major mining 
facilities in the galaxy. In later eras, derivative models from contemporary 
manufacturers are likely to remain in operation. KM1 droids typically 
operate in small groups, usually in conjunction with excavation variants 
{see below) and under the command of an organic or droid supervisor. 
The owner of a KM1 can exploit several advantages. First, the droid can 
legally carry what are essentially two heavy blaster pistols. Second, the 
unit is highly durable and can withstand greater environmental extremes 
than the average droid. Furthermore, those who discover the ease with 
which a KM1 can be reprogrammed can make good use of this feature. 
\n fact, it's possible for heroes—or villains—to control a small, primitive 
army of mining droids without a lot of effort. 


Duwani Mechanical Products designed KM1 mining droids to excavate raw 
materials in tight quarters and dangerous environments. The Peragus mining 
facility used the droids extensively in its operations during the time of the 
Old Republic. Each low-standing, crablike droid carries two laser cutters 
to blast obstructing rock and punch holes for its fuel siphons. For defense, 
the KM1 can use the laser cutters as improvised blasters, although they are 
inaccurate and have an extremely short range. The droid can carry small 
amounts of fuel by siphoning it into four onboard storage cylinders on its 
back. Most KM1s are also equipped with mining shield generators to protect 
them from environmental effects and other damage. 

The droids are not terribly intelligent, but they store highly specialized 
instructions and information on the specific material they are deployed to 
extract. Mine administrators like KM1s because they are highly durable, easy 
to deploy, and easy to program. However, the latter feature can become a 
security issue, since almost anyone with knowledge of droid programming 
can take control of the unit. Using the KM1 chassis as the base model, 
Duwani Mechanical Products supplies Peragus and other facilities with 
several specialized variants. 

KM1 droids can’t be played as droid heroes. 


MODIFICATION: 

EXCAVATION DROID 

One of the main KM1 variants is the excavation droid. Its features are 
almost identical to those of the standard model, including the mining shield 
generator, but it carries heavy laser cutters and heavy armor. Although an 
excavation droid’s primary task is to blast through dense rock, it has.a lesser 
version of the base model's siphoning system for extracting hard-to-reach 
veins of fuel. To create this variant, replace the KM1's laser cutters with 
heavy laser cutters (treat them as heavy blaster rifles with a maximum range 
of 12 squares), and replace the duranium plating with neutronium plating 
(+11 armor). To reflect the excavation droid's durability, select the Improved 
Damage Threshold feat. Finally, reduce its speed to 4 squares to reflect its 
heavier armor and frame. 


MODIFICATION: WALL WALKER 
AKM1 modification used in some mines is a conversion technique that allows 
the droid to walk on any surface in a tunnel, including walls and ceilings. 
Additionally, the droid can secure itself to a suitable surface well enough 
to carry out mining activities, and, once set, the wall walker is difficult to 
dislodge. To make this modification, first equip the KM1 with climbing claws. 
Ifan event or Force power tries to dislodge the droid, it can reroll its Strength 
or grapple check and take the better result. 

ark) is one of the more popular modifications. 


A SCAVENGER'S Ck) 
GOLD MINE 

Hello, fellow scavengers, good deal for you today. | just received 

word the Blast Pit mining operation shut down this week. Even better, 
the corporation abandoned all old equipment and droids. Now, the equip- 
ment's fine, but it's hard to sell, What | need are the droids. Probably 
dozens of KM1s down there. Maybe no one told them to shut down and 
they're still working away. Or maybe one of the droid supervisors took 
over after it realized they had the run of the place. Never mind, | just 
want you to go out and capture as many of those things as you can. I'll 
pay top credits for them, especially those that are not too damaged, not 
too worn out. Mind you, I'm sure |'m not the only one to hear about this! 
You might have to contend with other scavengers, but what's a little 
competition among rivals? Remember, they're most likely not out to kill 
you, and | might do business with them someday, so try not to eliminate 
future customers. 

Better take a heavy-duty vehicle, and something to load the droids on 
to it. Those things are heavy, and who thinks they'll go along willingly? OF 
course, scavengers as cunning as you might be figuring out a way to get 
the KMIs to deliver themselves. Mighty impressed if you pull that off. 
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M38 EXPLORER 


M38 Explorer Droid 

Medium droid (2nd-degree) scout 2 

Force 3 

Init +1; Senses darkvision; Perception +15 
Languages Basic, Binary, 1 unassigned 


DROID 


cL2 


Defenses Ref 14 (flat-footed 14), Fort 18, Will 14 
hp 28; Threshold 23 
Immune droid traits 


Speed 6 squares (tracked) 
Melee unarmed +6 (1d3+6) 
Ranged by weapon +1 

Base Atk +1; Grp +6 


Abilities Str 20, Dex 10, Con —, Int 12, Wis 14, Cha 8 

Special Qualities advanced sensors, droid traits 

Talents Acute Senses 

Feats Improved Damage Threshold, Skill Focus (Perception), Weapon 
Proficiency (pistols, rifles, simple weapons) 

Skills Endurance +6, Knowledge (galactic lore) +7, Knowledge (life 
sciences) +7, Knowledge (physical sciences) +7, Perception +15 
(can reroll), Survival +8 


Ma8 EXPLORER DROIO 


Systems heuristic processor, tracked locomotion, 2 hand appendages, 
darkvision, holorecorder, improved sensor package, internal storage 
(5 kg), vocabulator 

Availability Licensed; Cost 12,285 credits 

Advanced Sensors—With a successful Perception check, the M38 
explorer droid can detect electromagnetic energy, radiation, and 
seismic activity within 500 meters and motion within a 12-square 
radius. 


M38 EXPLORER DROID 

Medium droid (2nd-degree) 

hp 28 

Threshold 23 

Move (1 swift action, 2/turn) 

The M38 explorer droid moves 6 squares (tracked). 

Advanced Sensors (2 swift actions, 1/turn) 

With a successful Perception check, the M38 explorer droid can detect 
electromagnetic energy, radiation, and seismic activity within 500 
meters and motion within a 12-square radius. 

Avoid Surprise (1 free action) 

The M38 explorer droid makes a Perception check at the start of a battle. 
If the check is successful, the droid's master avoids surprise. 

Know Direction (2 swift actions, 1/turn) 

With a successful Survival check, the M38 explorer droid can determine 
which direction is north while planetside. 

Sensor Sweep (2 swift actions, 1/turn) 

With a successful Perception check, the M38 explorer droid can detect 
lifeforms within a 24-square range. 

Skills Endurance +6, Knowledge (galactic lore) +7, Knowledge (life 
sciences) +7, Knowledge (physical sciences) +7, Perception +15 
(can reroll), Survival +8 

Systems 2 hand appendages, holorecorder, internal storage (5 kg), 
vocabulator 


A few years before the Clone Wars, Les Tech pooled its best minds to devise 
the next great droid concept. The collaboration resulted in the M38 explorer 
droid, which was equipped with a complete sensor suite and holorecorder 
system, Les Tech marketed the M38 as the droid that would take the risk of 
exploring potentially hazardous new worlds instead of the scout that owns 
it, leaving him or her free to concentrate on other duties such as mapping 
planetary terrain and analyzing the droid’s findings. With its heavy tracks 
and sturdy construction, the M38 promised to be a useful companion for 
adventurers whose careers focused on exploration. However, many potential 
customers were intimidated by the droid, fearing that it would eventually 
replace them in the field. Worse, those who decided to give it a try despite 
their misgivings found that the droid was more trouble than it was worth. 


PLAYING AN M38 

EXPLORER DROID 

Although the M38 is a second-degree droid, players choosing to build the 
droid with heroic levels should start with the stock probe droid chassis 
(see page 12). The best class with which to begin the droid's career is 
scout, but the droid’s lack of a Constitution score prevents it from taking 
the Shake It Off feat. Instead of starting with the stock internal comlink 
and locked access, the M38 explorer droid gains the advanced sensors 
special quality, as described in its statistics block. Also, exchange the 
hovering locomotion for tracked locomotion, replace the tool appendage 
with another hand appendage, and add 5 kilograms of internal storage. 
Select Knowledge (life sciences), Knowledge (physical sciences), and Per- 
ception as three of the droid’s starting skills. For additional skills, consider 
Endurance to represent the droid’s ability to continue its mission long 
past the expected span of time, Knowledge (galactic lore) to represent 
the droid's knowledge of planetary systems and cultures, Mechanics to 
represent the droid’s skill with performing self-maintenance while in the 
field, and Survival to represent the droid’s ability to find its way through 
a planet's wilderness. Be sure to purchase a holorecorder as a part of the 
droid’s starting equipment. 


The M38 gained a reputation for slow speed, an almost constant need for 
maintenance, and a lack of weaponry. Still, these shortcomings did not 
prevent the Rebellion from using a number of the droids. 

M38 explorer droids can be played as droid heroes. 


MODIFICATION: ENGINEER 

Many scouts wandering the fringes of the galaxy do not have the means 
to obtain a droid that can keep the ship running in the middle of a mission. 
Fortunately for them, this modification allows the M38 to act as an engi- 
ner. Start by installing three tool appendages in the droid’s torso, each of 
which requires a DC 20 Mechanics check and 1 hour of work. Next, attach 
an electric arc welder, an electroshock probe, and a laser cutter to these 
appendages; adding each tool requires a DC 15 Mechanics check and 30 
minutes of work. Install a diagnostics package, and connect it to the hol- 
orecorder to give the droid the ability to review its assessment and reroll its 
Mechanics check, taking the better of the two results. Reprogram the droid 
to have the Mechanics skill instead of Survival, and change the Skill Focus 
feat to boost Mechanics instead of Perception. Provide the droid with a tool 
kit to finish the modifications. 


MODIFICATION: NAVICOMPUTER 

One of the most important aspects of being an explorer is the ability to know 
Where you're going. Navigating between the stars is not an easy feat and is 
usually left to astromech droids and navicomputers. If a ship’s astromech 
droid or navicomputer is damaged in battle or otherwise rendered inoperable, 


having a backup is a good safety measure. Many scouts have been extremely 
glad to have modified an M38 explorer droid to serve in this role. To make 
this modification, start by removing the droid’s holorecorder and internal 
storage space and installing an astrogation buffer with 6 memory units; this 
change requires a DC 15 Mechanics check and 1 hour of work. Attach a tool 
appendage with a scomp link on the end; when coupled with the astrogation 
buffer, this gives the droid Skill Focus (Use Computer) as a bonus feat. Finally, 
reprogram the Survival skill to Use Computer, and shift the Skill Focus feat 
from Perception to Use Computer. 


MODIFICATION: PATROL DROID 
This particular modification appeals to mercenaries and underworld types 
as well as to explorers. With the M38's aptitude for detection and surveil- 
lance, altering the droid so that it patrols a desired area is fairly easy. Start 
by replacing the droid’s hands with tool appendages fitted with blaster rifles 
or by exchanging at least one hand for a tool appendage with a blaster rifle 
attached. Install an internal comlink in the droid's chassis with a DC 15 
Mechanics check and 1 hour of work. You can give the droid locked access, 
too, but that change is not required. Bolt a glow rod to the side of the droid’s 
head, giving it the ability to aid another's attacks without incurring a pen- 
alty to its check from low-light conditions or darkness. Finally, reprogram 
the droid’s Weapon Proficiency (pistols) feat to Weapon Focus (rifles), and 
change the Knowledge (physical sciences) skill to Initiative. 


GOING Haywire ¥) 
Everybody complained about the M38 explorer droid when it 

was first introduced on the market. They said it couldn't possibly 

do as well as a real scout—or that it was foo good and would steal jobs 
from everyone in that field. Well, they changed their tune after a few of 
these droids got bought, eh? Suddenly, they started saying that the M38. 
is messed up in one way or another. The droids can't move in a straight 
line, or they can't see where they're going, or they go crazy and drive 
off. cliff or into a tree or something! Couldn't sell them very well after 
that. You know, Ill bet that's what happened to this one planet hopper in 
the Outer Rim a while back. This guy, a trader out near Naboo, he picked 
up a distress signal from someone who said she was stranded on... . uh, 
Baarstal. Yes, that's it! She was stranded on Baarstal, and she was car- 
rying on about how her M38 droid went haywire and started damaging 
the ship, Before she knew it, the droid had damaged the engines and a 
number of other systems before it got off the ship and disappeared into 
the jungle. Now, she needs to be rescued. I'l bet she won't have such a 
glowing review of the droid after this little incident. 
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MEV-SERIES MEDICAL 
EVACUATION DROID 


MEV-Series Medical Evacuation Droid GLa 
Medium droid (1st-degree) nonheroic 5 

Init +9; Senses low-light vision; Perception +5 

Languages Basic, Binary, 2 unassigned 


Defenses Ref 18 (flat-footed 16), Fort 11, Will 11 
hp 18; Threshold 11 
Immune droid traits 


Speed 6 squares (hovering) 

Melee unarmed +4 (143+1) 

Ranged by weapon +5 

Base Atk +3; Grp +5 

Special Actions Cybernetic Surgery, Surgical Expertise 


Folding Repulsorlift Bed—The MEV droid’s folding bed is stored in the 
vertical position behind the droid when not in use. The bed takes a 
move action to deploy by swinging down into position. The bed must 
be deployed to carry a passenger, Once the bed is deployed, the droid’s 
fighting space is 1 square wide x 2 squares long. Passengers in the bed 
are held in place by a low-power force field. Passengers must be of 
Medium or smaller size. 

Quick Load—As a move action, the MEV droid can use its arms to pick up 
and load a willing or unconscious passenger onto its bed. The droid can 
oad a passenger while taking two move actions in one turn. 


MEV-SERIES MEDICAL 
EVACUATION DROID 
Medium droid (1st-degree) 

hp 18 

Threshold 11 


Abilities Str 12, Dex 15, Con —, Int 14, Wis 13, Cha 10 

Special Qualities droid traits, folding repulsorlift bed, quick load 

Feats Armor Proficiency (light), Cybernetic Surgery, Skill Focus 
(Treat Injury), Skill Training (Initiative), Surgical Expertise 

Skills Initiative +9, Knowledge (life sciences) +9, Perception +5, 
Treat Injury +13, Use Computer +9 

Systems hovering locomotion, heuristic processor, 4 hand appendages, 
improved sensor package, vocabulator, folding repulsorlift bed, 
durasteel plating (+6 armor) 

Possessions 6 medpacs, medical kit, surgery kit 

Availability Licensed; Cost 13,425 credits 


MEV-SERIES MEDICAL EVACUATION DROID 


Move (1 swift action, 2/turn) 

The MEV droid moves 6 squares (hovering). 

Diagnosis (1 free action) 

The MEV droid makes a Knowledge (life sciences) check to determine 
the source of a disease or an injury and communicates the diagnosis 
to its owner. 

First Aid (2 swift actions, 1/turn) 

The MEV droid makes a DC 15 Treat Injury check on a target in an 
adjacent square. If the check is successful, the target regains a number 
of hit points equal to its character level plus 1 hit point for every point 
by which the check was successful. A character can be treated with 
first aid in this manner only once per day. 

Folding Repulsorlift Bed (1 swift action, 1/turn) 

The MEV droid deploys its folding repulsorlift bed to carry a passenger. 

Quick Load (2 swift actions, 1/turn) 

The MEV droid loads a willing or unconscious passenger onto its bed. 

Revivify (2 swift actions, 1/turn) 

The MEV droid makes a DC 20 Treat Injury check on a target in an 
adjacent square that is currently at 0 hit points. If the check is 
successful, the target is unconscious instead of dead. 

Skills Initiative +9, Knowledge (life sciences) +9, Perception +5, 

Treat Injury +13, Use Computer +9 

Vital Systems 4 hand appendages, vocabulator, folding repulsorlift bed, 

6 medpacs, medical kit, surgery kit 


PLAYING A MEV-SERIES 
MEDICAL EVACUATION DROID 
Start with the stock medical droid chassis (see page 12), which covers the 
medical basics. Select either the noble or the soldier class, depending on 
the conditions in which the droid will operate, For a battlefield evacuation 
unit, choose the soldier class to take advantage of its higher hit points 
and starting Armor Proficiency feats. Although this class has greater 
defenses, it has fewer options for trained skills and helpful talents, To 
improve your support role capabilities, start with the noble class instead. 
You must take Armor Proficiency (light) as your first level feat, but your 
improved skill and talent selection will help your comrades even when 
they are uninjured. Take Perception, Persuasion, and Use Computer as 
trained skills, and consider taking Initiative as a trained skill to speed your 
evacuation duties during combat. Purchase an additional tool append- 
age, an ample supply of medpacs, a medical kit, and a surgery kit as your 
starting equipment. You can store the medical kit's litter in a special long 
compartment within the chassis’ repulsorlift sled. 


Industrial Automaton started production of the MEV-Series medical evacu- 
ation droid 10 years prior to the start of the Clone Wars. The model quickly 
became popular with mercenary groups and metropolitan evacuation 
teams. Part medical droid and part repulsorlift sled, the MEV evacuates an 
injured being while also giving first aid to the patient. The droid gives first 
aid effectively and efficiently on its own, and when it has access to medi~ 
cal equipment typically found in a hospital or medical bay, it can perform 
routine surgical procedures. 

The MEV has a built-in repulsorlift sled that folds up vertically behind 
the droid when not in use. When deployed, the padded bed has a low-power 
gravity field that secures a patient in place while the droid removes him or 
her from immediate danger. The droid’s torso sits at the front of the sled and 
has four telescopic arms that can reach and treat any part of the patient. 
Armor plating extends one-quarter of the way along the sides of the sled to 
protect the droid and the patient. The MEV's medical equipment and supplies 
are stored behind the armor, at the head of the bed. 

MEV-Series medical evacuation droids can be played as droid heroes. 


MODIFICATION: 

HIGH-SPEED BOOSTER 

Although the MEV’s speed, even when loaded, is equal to that of any standard 
Human, some owners choose to increase its movement rate as much as pos- 
sible. There are two common ways to carry out this modification. The first is 
to boost the output of the droid’s repulsorlift engine to increase the droid’s 
speed by 1 square. This change requires a DC 20 Mechanics check using the 
Tech Specialist feat, 1,000 credits, and 1 day of work. The second method 


is to add booster rockets to the bottom or sides of the sled, which can fire 
whenever the sled is deployed. When activated, the rockets add 2 squares 
to the droid's speed. They carry 10 charges, with each round of activation 
equaling one charge. Adding booster rockets requires a DC 25 Mechanics 
check, 5,000 credits for parts, 1 day of work, and a DC 15 Use Computer 
check for adding control programming. 


MODIFICATION: 

IMPROVED ENCLOSURE 

Some owners feel that the open bed of the evacuation droid needlessly 
exposes patients to additional dangers. By making a DC 20 Mechanics check 
and spending 2,000 credits for parts, you can enclose the bed on all sides 
(except the top) in 3 days of work; as a result, patients loaded onto the bed 
benefit from cover from incoming attacks. The droid loses the ability to fold 
up the repulsorlift sled and always takes up a 1x2-square area for fighting 
space. This modification also hinders the droid's quick load special quality; 
it takes a -5 penalty when attempting to quick load while taking two move 
actions in one turn. However, the droid gains additional storage space along 
the interior of the armored walls, increasing the number of medpacs it can 
carry from 6 to 12. 


MODIFICATION: 

SPECIALIZED PROCESSOR 

Because the standard MEV has a single processor, the droid must split its 
time between treating the patient and navigating out of what is usually a 
dangerous situation. Adding a subprocessor that specializes in controlling 
locomotion leaves the main processor free to devote its full attention to the 
patient. Installing the new subprocessor requires a DC 20 Mechanics check, 
2,000 credits for parts, and 2 days of work. Each turn, the modified droid 
can make one move action as a swift action. When using the subprocessor, 
the droid must move at least 1 square. 


EMERGENCY Evac () 
Medical droids are a little out of my area of expertise. But let me 

tell you, when you deal with as many battle droids as | do, you 

see a lot of medical droids in action. | bring this up because I see you 
have a fine MEV unit there, and I've just received some unsettling news 
about a situation that you might be able to help with. There's a colony 
on Thuna Ill, in a small system near the Unknown Regions, that’s been 
devastated by a groundquake. To make matters worse, I've heard that a 
band of raiders is planning to take advantage of the chaos and make off 
with whatever they can. If you can get to Thuna Ill quickly enough, you 
might be able to stop the raiders. Either way, the colonists sure could 
use your droid’s help. 
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MK-SERIES 
MAINTENANCE DROID 


MK-Series Maintenance Droid cL1 
Medium droid (2nd-degree) scout 1 

Force 1 

Init +7; Senses Perception +5 

Languages Basic, Binary, Bocce, Huttese 


Defenses Ref 14 (flat-footed 12), Fort 12, Will 11 
hp 24; Threshold 12 
Immune droid traits 


Speed 6 squares (tracked) 
Melee claw -1 
Base Atk +0; Grp +2 


Abilities Str 9, Dex 14, Con -, Int 15, Wis 10, Cha 13 

Special Qualities droid traits 

Talents Jury-Rigger 

Feats Shake It Off, Skill Focus (Mechanics), Skill Focus (Use Computer)’, 
Skill Training (Use Computer)*, Weapon Proficiency (simple weapons) 

Skills Climb -6, Endurance +5, Initiative +7, Knowledge (galactic lore) +7, 
Knowledge (technology) +7, Mechanics +12, Perception +5, Pilot +7, 
Use Computer +12 

Systems heuristic processor, tracked locomotion, 2 claw appendages, 
diagnostic package, internal storage (20 kg), scomp link, vocabulator 

Availability Licensed; Cost 11,080 credits 


Lateral Thinker—The unique programming of an MK-Series maintenance 
droid allows it to come up with solutions to problems that other droids 
might never reach. When the MK-Series droid spends a Force Point to 
add to a Mechanics check or a Use Computer check, increase the die 
type of the Force Point by one step (from dé to d8, or from d8 to d10). 

Versatile Appendages—Thanks to the versatility of the equipment 
installed in the MK-Series maintenance droid's claw appendages, the 
droid is always considered to have a tool kit. 

*Reprogrammed from Scout starting feats asa factory standard 


MK-SERIES MAINTENANCE 
Medium droid (3rd-degree) 

hp 24 

Threshold 12 


Move (1 swift action, 2/turn) 

The MK-Series maintenance droid moves up to 6 squares (tracked). 

Issue Routine Command (1 swift action, 1/turn) 

The MK-Series maintenance droid issues a routine command to a 
computer that has a friendly attitude toward it. 


MiK-SERIES MAINTENANCE DROID 


Jury-Rig Repairs (2 swift actions, 1/turn) 

The MK-Series maintenance droid makes a Mechanics check (DC 25) 
at +17 on a disabled mechanical device or vehicle. If the check is 
successful, the target moves +2 steps on the condition track and 
regains 148 hit points. 

Shake It Off (2 swift actions, 1/turn) 

The MK-Series maintenance droid moves +1 step on the condition track. 

Skills Climb -6, Endurance +5, Initiative +7, Knowledge (galactic lore) +7, 
Knowledge (technology) +7, Mechanics +12, Perception +5, Pilot +7, 
Use Computer +12 

Systems tracked locomotion, 2 claw appendages, diagnostic package, 
scomp link, vocabulator 


The Kalibac Industries MK-Series maintenance droid was designed to serve 
as an assistant and, occasionally, as the primary mechanic aboard space 
transports and capital ships. The MK-Series maintenance droid had a some- 
what unique design premise: The droid should be able to solve problems 
that arise during space travel, even those that cannot be anticipated, in 
the same way that a living technician would be able to. During the droid's 
initial design process, Kalibac engineers consulted a wide variety of starship 


PLAYING AN MK-SERIES 
MAINTENANCE DROID 

The MK-Series droid makes an excellent choice for players looking to 
take on the role of the party's technician or pilot. The MK-Series droid’s 
personality meshes well with the needs of an adventuring party, and 
their durabllity exceeds that of many other, comparable droids. First, 
start by choosing the mechanic droid generic chassis (see page 12). The 
best starting class for replicating an MK-Series droid is either the scout 
class (as it matches the MK-Series droid’s standard class), or the scoun- 
drel class (as it has both Mechanics and Use Computer as class skills). 
Choosing the scout class will produce the closest replica of the stock 
Mk-Series droid and will match its durability with higher hit points and 
the Shake It Offstarting feat, and taking noble at second level allows you 
to pick up Use Computer relatively quickly. Consider taking Skill Focus 
in Mechanics or Pilot as a starting feat, depending on your primary role 
in the party. Jury-Rigger as a starting talent for the scout class matches 
the stock M-Series droid, but given the droid's ability to ignore difficult 
terrain thanks to its tracked locomotion, Long Stride isn't a bad choice 
for players seeking more mobility, 


engineers, spaceport mechanics, and even some outlaw techs (although 
Kalibac's legal department stringently denies it) in order to craft a droid 
personality capable of finding creative solutions to the problems that come 
up while traveling through space. As a result, the MK-Series droid, though 
more prone to developing personality quirks than most other droids, has the 
ability to produce creative solutions even when dealing with problems it has 
never before encountered. 

‘An unanticipated side effect of this unique programming is that MK- 
Series maintenance droids are somewhat more reckless and aggressive than 
other second-degree droids. Many MK-Series droids even develop methods 
of self-repair that far exceed those of other droids, meaning they are more 
prone to taking risks since they can more quickly restore themselves to fully 
functional status. 

MK-Series maintenance droids can be played as droid heroes. 


MODIFICATION: SABOTEUR 

Just as the MK-Series droid produces creative solutions to problems that 
pop up during space travel, some malicious owners have converted the 
droids into equally creative saboteurs. In fact, with the proper reprogram- 
ming and hardware alterations, the MK-Series maintenance droid makes an 
exceptionally vicious saboteur, as it is prone to finding extremely creative 
(and frightening) ways for the things it sabotages to fail, The droid must 
be altered to overcome the protocols that prevent it from harming others, 
requiring a DC 25 Use Computer check and 1 hour of work. Next, the droid's 


tool kit appendages need to be modified to include the tools necessary to 
sabotage a device while still making it functional (or at least make it look 
functional). This requires a DC 25 Mechanics check and 1 hour of work. With 
these changes made, the droid gains the following special quality: 


Cunning Saboteur—The MK-Series maintenance droid can use the Handle 
Explosives application of the Mechanics skill on any vehicle or complex 
mechanical object, even if it has no explosives available. With 1 hour 
of work, the MK-Series maintenance droid can convert components of 
the target vehicle or mechanical object into an improvised explosive 
charge (which functions exactly as the explosive charge found on page 
131 of the Saga Edition core rulebook). 


THRILL SEEKERS 

NEED NOT APPLY 

Mk-Series maintenance droids are irritating mechanic droids 

that usually end up being more trouble than they are worth. They tend 
to forget their place in the galaxy, instead providing creative (and 
aggressive) solutions to even the most mundane problems. An MK-Series 
maintenance droid that goes too long without a memory wipe can prove 
to be dangerous and reckless, as the crew of the Commander of Staves 
found out the hard way. Their MK-Series maintenance droid, MK-87, was 
reputed to be one of the best mechanics in the Outer Rim. The Commander 
of Staves (a YT-1930 space transport used for smuggling) was on the 
run from the authorities when its captain ordered MK-87 to modify the 
ship's systems to make them invisible to other ships’ sensors. The droid 
did so by shutting down all power on the ship and venting hyperdrive 
coolant into space—making the ship appear to be a rogue comet and 
killing everyone onboard as the ship's life support failed. The ship was 
finally captured and impounded, but the droid escaped capture and stole 
away ona shuttlecraft. According to the authorities, the droid altered its 
identification and has drifted from ship to ship ever since, leaving each 
ship after causing some catastrophe through its creative interpretation 
of orders. Currently, there is a hefty bounty on the droid, and anyone 
that suddenly finds themselves in possession of a quirky MK-Series 
droid should take care that they have not inherited MK-87 from its last, 
doomed owners, 


MODEL 88-SERIES 
ADMINISTRATION 
DROID 


Model 88-Series Administration Droid cL5 
Medium droid (1st-degree) nonheroic 6/noble 3 

Force 3 

Init +3; Senses Perception +11 

Languages Basic, Binary, 7 unassigned 


Defenses Ref 13 (flat-footed 13), Fort 12, Will 17 
hp 26; Threshold 12 
Immune droid traits 


Speed 6 squares (walking) 

Melee unarmed +5 (143) 

Ranged by weapon +5 

Base Atk +6; Grp +5 

Special Actions Educated, Inspire Haste 


Abilities Str 8, Dex 8, Con —, Int 16, Wis 14, Cha 12 
Special Qualities droid traits, superior analysis, timely observation 
Talents Educated, Inspire Haste 

Feats Linguist, Skill Focus (Gather Information), Skill Focus (Knowledge 
[bureaucracy]), Skill Focus (Knowledge [galactic lore]), Skill Training 
(Deception), Skill Training (Knowledge [galactic lore]), Skill Training 
(Persuasion), Skill Training (Use Computer), Weapon Proficiency 
(simple weapons) 

Skills Deception +10, Gather Information +15, Knowledge (bureaucracy) 
+17, Knowledge (galactic lore) +17, Perception +11, Persuasion +10, 
Stealth +8, Use Computer +12 

Systems walking locomotion, heuristic processor, 2 hand appendages, 
internal storage (5 kg), vocabulator, internal comlink 

Possessions datapad 

Availability Licensed; Cost 15,000 credits 


‘Superior Analysis—When a Model 88-Series administration droid fails 
any Knowledge check, it can immediately make a Perception check, 
add half the total to the previous Knowledge check, and take the new 
result. 

Timely Observation—Once per encounter, a Model 88-Series 
administration droid can make a DC 20 Perception check as a free 
action on its turn. If the check is successful, the droid observes a 
physical or psychological weakness in an opponent. The droid gains 
a +1 bonus to its next attack roll or opposed skill check against that 
opponent. Alternatively, the droid can grant the bonus to an ally who 
can see or hear the droid for use on the ally's next turn. 


MODEL 88-SERIES 

ADMINISTRATION DROID 

Medium droid (1st-degree) 

hp 26 

Threshold 12 

Move (1 swift action, 2/turn) 

The Model 88-Series administration droid moves 6 squares (walking). 

Improve Access (2 swift actions, 1/turn) 

The Model 88-Series administration droid makes a Use Computer check 
against the target computer's Will Defense to improve the computer's 
attitude toward it. 

Issue Routine Command (1 swift action, 1/turn) 

The Model 88-Series administration droid issues a routine command to a 
computer that has a friendly attitude toward it. 

Superior Analysis (no action required) 

When a Model 88-Series administration droid fails any Knowledge check, 
it can immediately make a Perception check, add half the total to the 
previous Knowledge check, and take the new result. 

Timely Observation (1 free action, 1/encounter) 

The Model 88-Series administration droid can make a DC 20 Perception 
check on its turn. If the check is successful, the droid observes a 
physical or psychological weakness in an opponent. The droid gains 
a +1 bonus to its next attack roll ar opposed skill check against that 
opponent. Alternatively, the droid can grant the bonus to an ally who 
can see or hear the droid for use on the ally's next turn. 

Skills Deception +10, Gather Information +15, Knowledge (bureaucracy) 
+17, Knowledge (galactic lore) +17, Perception +11, Persuasion +10, 
Stealth +8, Use Computer +12 

Vital Systems 2 hand appendages, internal storage (5 kg), vocabulator, 
internal comlink, datapad 


The Uhr-Vah-Vo TechWorks Model 88 is one example of the vast number of 
niche market droids produced in the galaxy. The Tiss’shar company produced 
the Model 88 asa clerical and administration droid a couple of decades before 
the Clone Wars. The droid’s masterful analytical skills caught the attention 
of the InterGalactic Banking Clan, which was so impressed, it purchased 
almost the entire production run, then bought out Uhr-Vah-Vo itself. A few 
before the Clone Wars, the 88s were largely replaced in most IGBC 
ies. The droids were sold to banks and other companies outside the 
Clan at a deep discount. Although the droids performed as expected, their 
true function was revealed when they suddenly shut down, along with all the 
other Separatist droids, at the end of the Clone Wars. Unknown to their new 
owners, the 88s actually served as IGBC industrial spies, secretly reporting 
detailed information to their original masters. As a precaution, all remaining 
88s were scrapped. 


PLAYING A MODEL 88&-SERIES 
ADMINISTRATION DROID 

To create a Model 88 droid hero, select the stock service droid chassis (see 
page 13), Although that chassis is usually a third-degree droid, the Model 
88 hero should instead be considered a first-degree droid. Replace the 
basic processor with a heuristic processor, and remove the tool mount. 
Select Skill Training (Knowledge [bureaucracy]) as the bonus feat. Choose 
the noble class as your starting class, and select the appropriate Skill 
Training and Skill Focus feats, similar to the feats listed in the droid's 
statistics block. If your adventure takes place after the conclusion of the 
Clone Wars, your Model 88 could have a number of nonstandard parts, 
appendages, or systems. 


The Model 88 is a basic bipedal droid, with long, thin limbs and a narrow 
body. They're built for light to moderate duty, designed to serve in offices 
or, at most, in light industrial facilities. Banks and financial institutions 
greatly value their analytical and bookkeeping skills, as does the occasional 
accounting group in major corporations. 

Model 88 droids can be played as droid heroes. 


MODEL 86-SERIES ADMINISTRATION DROID 


MODIFICATION: 

GAMBLER'S FRIEND 

A small number of gamblers salvaged some Model 88s from the scrap heap 
and now use them to cheat casinos and other gambling establishments. Some 
also use the droids as sabacc dealers or as directors of other games. Making 
this modification requires a DC 25 Use Computer check and 2,000 credits’ 
worth of software. Some owners also install an internal comlink, but that 
accessory is not strictly required. When gambling against the house (see page 
47 of the Saga Edition core rulebook), the gambler gains a +5 bonus to his or 
her Wisdom check as long as the gambler can see or hear the droid and the 
droid has a view of the entire gaming table. If the modified Model 88 droid 
is in the open, the Gamemaster might require a Stealth or Deception check 
to conceal the droid’s true purpose from the other gamblers or from casino 
security. When gambling against other characters, the gambler gains a +2 
bonus to his or her Wisdom check. 


MODIFICATION: INDUSTRIAL SPY 
This modification turns the Model 88 into an industrial espionage machine 
similar to those serving the InterGalactic Banking Clan. Begin by installing 
a hidden core in the droid's processor or as a separate data store elsewhere 
within the droid. This step requires a DC 20 Mechanics check, a DC 25 Use 
Computer check, and 5,000 credits’ worth of upgrades. The hidden core con- 
tains the droid’s espionage programming, and the droid’s primary personality 
remains unaware of its existence. To complete the modification, reprogram 
the droid to be trained in the Stealth skill. Once per day, the droid can take 
20 ona Gather Information check or a Use Computer check to uncover useful 
data that it was not aware of previously. In addition, once per day, when 
looking for information on a specific item, person or location, the droid can 
reroll any Gather Information, Use Computer, or Knowledge (bureaucracy) 
check and keep the better result. 


JUNK DROIDS Ck) 
You have a fine eye, welcome customer. This is a rare droid 
inspirationally designated the Model 88. Yes, you are correct, it 

misses a couple of limbs. Extremely difficult to find a fully intact Model 
88. Thus, the rarity. Their pieces are collectable! Oops—let me shut old 
6288 off here. Such talk disturbs it. There. Now, what really makes this 
particular droid a unique specimen is that its head is intact. Most 88s 
were junked after the Clone Wars by enemies of the Banking Clan, their 
heads destroyed, for spying. Anyway, such a deal for you. Buy this fine 
Model 88 from me and take to Nar Shaddaa. There, you'll find the nearly 
complete information broker 8t88, who's sure to pay prime credits for 
the head. Yes, that is the only part missed by 8t88! He's quite upset by 
the small replacement he has now. Probably, he takes the new head and 
uses the rest for spare parts. Sorry—can't sell you just the head, All or 
nothing. And be careful. 8t88 is a selfish criminal who once tangled 
with Kyle Katarn. 


xeeoD GISUG 


PG-S GUNNERY DROID 


PG-5 Gunnery Droid cLo 
Large droid (2nd-degree) nonheroic 2 
Init +0; Senses Perception +8 
Languages Basic (understand only), Binary, 
2 unassigned (understand only) 


Defenses Ref 8 (flat-footed 8), Fort 15, Will 10 
hp 15; Threshold 20 
Immune droid traits 


Speed 4 squares (wheeled) 
Melee unarmed +6 (1d6+5) 
Ranged laser welder +0 (3d6) 
Base Atk +1; Grp +11 


Abilities Str 20, Dex 8, Con —, Int 14, Wis 11, Cha 6 

Special Qualities battery fire, droid traits, superior weapon repair 

Feats Skill Focus (Mechanics, Use Computer), Toughness, Weapon 
Proficiency (heavy weapons) 

Skills Mechanics +13, Perception +8, Use Computer +13 

Systems heuristic processor, wheeled locomotion, 1 claw appendage, 
3 tool appendages, diagnostics package, improved sensor package, 
scomp link 

Possessions laser welder 

Availability Licensed; Cost 7,280 credits 

Battery Fire—The PG-5 gunnery droid can control all vehicle weapons 
that make up a single battery as if the droid were controlling only one 
weapon. However, the droid takes a -1 penalty to its attack rolls for 
each weapon in the battery. 

Superior Weapon Repair—During the first encounter after the PG-5 
gunnery droid performs or assists with repairs or upgrades on a vehicle's 
weapon systems, each weapon gains a +1 bonus to attack rolls. 


PG-S GUNNERY DROID 
Large droid (2nd-degree) 

hp 15 

Threshold 20 


Move (1 swift action, 2/turn) 

The PG-5 gunnery droid moves 4 squares (wheeled). 

Battery Fire (2 swift actions, 1/turn) 

The PG-5 gunnery droid can control all vehicle weapons that make up 
a single battery as if the droid were controlling only one weapon. 
However, the droid takes a -1 penalty to its attack rolls for each 
weapon in the battery. 

Improve Access (2 swift actions, 1/turn) 

The PG-5 gunnery droid makes a Use Computer check against the target 
computer's Will Defense to improve the computer's attitude toward it. 


PO-S GUNNERY DROID 


Jury-Rig (2 swift actions, 1/turn) 

With a DC 25 Mechanics check, the PG-5 gunnery droid can make 
temporary repairs to any disabled mechanical or electronic device (see 
the Jury-Rig application of the Mechanics skill on page 70 of the Saga 
Edition core rulebook). 

Recharge Shields (2 swift actions, 1/turn) 

When acting as the shield operator of a vehicle or operating a device 
that has a shield rating, the PG-5 gunnery droid can make a 
Mechanics check to restore 5 points to its shield rating, up to its 
normal maximum. 

Sensor Sweep (1 swift action, 1/turn) 

The PG-5 gunnery droid can make a Use Computer check to use a 
vehicle's sensors when linked to the vehicle's systems. 

Skills Mechanics +13, Perception +8, Use Computer +13 

Vital Systems 1 claw appendage, 3 tool appendages, diagnostics 
package, laser welder 


Designed by Industrial Automaton, the PG-5 gunnery droid's original purpose 
was to supplement and provide additional support for gunners assigned to 
Imperial capital ships. The PG-5 has the same basic appearance as the more 
famous R2 astromech droid, with the most notable difference being that 
the PG-5 is much taller than the R2, Inside, the PG-S is filled with tools and 
programming that permits it to operate and repair ship-based weapons, 
shield systems, and sensors. Despite all that it offers, the PG-5's size, slow 
movement, and passive personality helped make this droid series an utter 


PLAYING 4 PG-5S 

GUNNERY DROID 

To create a PG-5 gunnery droid hero, start by choosing the stock astro~ 
mech droid chassis (see page 11). The best starting class to pick is the 
scoundrel, using the Point Blank Shot feat to replicate the droid’s ability 
to handle weapons with ease. Instead of starting with the stock astro- 
gation buffer and internal storage, a PG-5 droid hero gains the battery 
fire and superior weapon repair special qualities, as described in the 
full statistics block. Select Mechanics and Use Computer as two of the 
droid's starting skills. Consider choosing Knowledge (tactics) to represent 
the droid’s knowledge of battle tactics and its ability to anticipate an 
opponent's actions, Perception to represent the droid’s ability to locate 
enemy ships and target them with a vehicle's weapons, and Pilot to rep- 
resent the droid's knowledge of vehicle operation. Be sure to purchase a 
laser welder and a scomp link as part of the droid’s starting equipment. 
Also, consider purchasing a tool kit or various separate tools, such as an 
electroshock probe or a laser cutter. 


failure in the eyes of the Imperial military. As a result, [A made only a few 
hundred PG-5s before ceasing production; those droids were purchased by 
planetary armed forces, local law enforcement agencies, and individuals 
employed in the freight forwarding business. These owners of PG-5s found 
that the droid, after receiving a minor personality upgrade, was not only an 
efficient gunnery droid but was also rather insightful and could perform 
better than average repairs and upgrades to various ship systems. 
PG-5 gunnery droids can be played as droid heroes. 


MODIFICATION: 

FIRE CONTROL SYSTEM 

Despite the fact that many people complain about the PG-5 gunnery droid's 
lackluster performance, some of those critics found a way to modify the droid 
to take advantage of its redeeming features—mainly, its gun-control soft- 
ware and the hardware that allows it to link to a vehicle's weapon systems. 
To modify a PG-5 to perform in this capacity, start by installing a series of 
synchronized fire circuits that are routed through the droid's processor and 
scomp link. Performing this vital step takes 1 day of work and requires a 
DC 20 Mechanics check to properly install the hardware and a DC 20 Use 
Computer check to calibrate the droid's programming to use the fire circuits. 
Reprogram the droid’s Skill Focus (Mechanics) feat to Weapon Focus (heavy 
weapons). This change causes the droid to lose the superior weapon repair 
special quality, but the new feat negates the -1 penalty imposed by the bat~ 
tery fire special quality. Finally, reprogram the Mechanics skill to Knowledge 
(tactics) to complete the modifications. 


MODIFICATION: 

MECHANIC'S ASSISTANT 

Some critics of the PG-5 gunnery droid emphasize its similarities to Industrial 
Automaton's R2 astromech droid, with the main difference being the size 
variance between the models. Although many people scoff at the idea of a 


PG-5 acting as a technician (due to its size, which prevents it from reaching 
areas that most astromechs can reach), others have modified the droid with 
great success to act as a mechanic's assistant, Start by removing the tool 
appendage that holds the scomp link, and install a hand appendage in its 
place. Add 3 kilograms of internal storage to the droid, providing just enough 
space for a tool kit and one or two components needed to hold replacements 
for broken parts. Reprogram the droid’s skill set to change Perception to 
Knowledge (technology), and replace the Toughness feat with Skill Focus 
(Knowledge [technology]) to give the droid an edge when working with 
devices. The last step is to place a tool kit in the storage compartment. 


MODIFICATION: 

SECURITY SYSTEM 

Ifa crew has to leave its starship or base of operations for an extended period 
of time, protecting the ship or base becomes a top priority. One common 
precaution is to set up a droid to keep the place from falling into the wrong 
hands, especially a droid that has been geared for security. Administrators 
and captains have found that the PG-5 gunnery droid, after receiving a few 
modifications, is a good choice to perform such duties. To modify the droid in 
this fashion, start by installing a sensor booster, which can be used to increase 
the ship's short-range sensors while the droid is operating them. Also, install a 
communications countermeasure system to help ensure that the droid's calls 
for assistance will not be jammed by invaders. Reprogram the droid to shift 
the Skill Focus feat from Mechanics to Perception. As an option, if the droid 
doesn't already have internal cameras, consider giving it a repulsorcam or two 
to step up the internal security of the starship or installation. 


THE CowaRoD's War @ 
Despite the better than average programming that went into the “| 
PG-5 gunnery droid, it gets a lot of complaints. If organics are 

not griping about its sheer size blocking a walkway or its sluggish speed 
hindering movement in a corridor, they are carrying on about its lack of 
initiative in performing one of its primary duties: firing the guns. The PG-5 
is supposed to be a gunnery droid, so why doesn't it like to use them? 
You would think that Industrial Automaton would have programmed 
something into the droid to help it do its job, If they had, the PG-5 on 
board the Republic cruiser that was chasing a defecting ship out by Ord 
Mantell might have helped to catch the deserters and bring them in for 
trial, But as always, the droid hesitated, and the defectors escaped before 
a shot was even fired at their ship, Supposedly, the defectors also took 
a couple of Senators as hostages, probably to ransom them back to the 
Republic or give them as a peace offering to their new allies. That PG-5 
is fortunate that | am not its supervisor. If | were, | would turn it inside 
out for its colossal failure of duty. 
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PLNK-SERIES POWER 
DROID 


PLNK-Series Power Droid cL1 
Medium droid (Sth-degree) nonheroic 3 

Init +0; Senses darkvision; Perception +0 

Languages Basic (understand only), Binary 


Defenses Ref 18 (flat-footed 18), Fort 13, Will 10 
hp 11; Threshold 13 
Immune droid traits 


Speed 4 squares (walking) 
Melee unarmed +4 (1d3+2) 
Ranged by weapon +1 
Base Atk +2; Grp +4 


Abilities Str 14, Dex 8, Con —, Int 8, Wis 9, Cha 4 

Special Qualities droid traits, failsafe withdrawal, power charge 

Feats Armor Proficiency (light, medium), Improved Defenses, 
Skill Focus (Mechanics) 

Skills Mechanics +10, Perception +0 

Systems walking locomotion, basic processor, 2 tool appendages, 
darkvision, diagnostics package, duranium plating (+8 armor) 

Possessions liquid Tibanna tank and pump, LT-powered generator 

Availability Military; Cost 6,990 credits 

Failsafe Withdrawal—The first time a PLNK-Series power droid is 
attacked in an encounter, as a reaction, it can move up to its speed 
immediately after that attack is resolved. 

Power Charge—With a successful DC 15 Mechanics check, a PLNK-Series 
power droid can recharge a depleted blaster power pack at a rate of 
1 shot per round. Also, when using the recharge shields action, the 
droid can restore 7 points to a vehicle's shield rating, up to its normal 
maximum. 


PLNK-SERIES POWER DROID 

Medium droid (5th-degree) 

hp 11 

Threshold 13 

Move (1 swift action, 2/turn) 

The PLNK-Series power droid moves 4 squares (walking). 

Ammo Source (1 free action) 

The PLNK-Series power droid can be hooked up to some types of repeating 
blasters and other weapons and used as an ammunition source. 


Failsafe Withdrawal (reaction) 

The first time a PLNK-Series power droid is attacked in an encounter, as a 
reaction, it can move up to its speed immediately after that attack is 
resolved. 

Power Charge (1 swift action, 1/turn) 

With a successful DC 15 Mechanics check, a PLNK-Series power droid can 
recharge a depleted blaster power pack at a rate of 1 shot per round. 

Recharge Shields (2 swift actions, 1/turn) 

With a successful DC 20 Mechanics check, a PLNK-Series power droid can 
restore 7 points to a vehicle's shield rating, up to its normal maximum. 

Regulate Power (2 swift actions, 1/turn) 

With a successful DC 20 Mechanics check, a PLNK-Series power droid 
moves a starship +1 step on the condition track. 


Skills Mechanics +10, Perception +0 
Vital Systems 2 tool appendages, diagnostics package, liquid Tibanna 
tank and pump, T-powered generator 


When Industrial Automaton introduced its popular GNK power droids, they 
were universally seen as serviceable but clearly ripped off from Veril Line 
Systems’ EG-Series. Despite bad publicity, Industrial Automaton expanded 
its power droid line to include power sources beyond the standard fusion 
generator. Since many remote outposts rely on liquid Tibanna for heating 
and other needs, |A saw a marketing niche to exploit. 

The PLNK-Series power droids are designed for storing and refueling liquid 
Tibanna (LT). To increase its LT capacity, the PLNK droid became a stretched 
GNK droid, with four legs instead of two, Weighed down by a heavy internal 
LT tank and LT-powered generator, the PLNK droid tends to waddle slowly, 
when required to move at all, The droid carries an internal pump for loading 


or discharging LT through its externally mounted hose and nozzle. Although 
the PLNK doesn't have the near-limitless power generation of a standard 
power droid, its LT-driven generator is capable of supplying power for most 
outposts’ needs for extended periods of time—at least, until the LT runs out 

Like other power droids, PLNK droids are encased in heavy shielding, which 
protects the highly flammable liquid Tibanna. PLNK droids feature heightened 
security and safety protocols to further protect their cargo, but they are still 
restricted by highly limited programming and artificial intelligence. And just 
as the GNKs picked up the nickname “gonk droids,” PLNKs are often called 
“plunk droids" due to their distinctive vocalizations. 

Plunk droids can't be played as droid heroes. 


MODIFICATION: 

OBSERVATION PLUNK 

Given the fact that power droids are commonly ignored except when in use, 
it's natural that some owners use the seemingly unintelligent droid as a spy or 
security sentry. This modification can be carried out in several ways. Creating 
a basic mobile audio and visual sensor platform requires the addition of an 
internal encrypted comlink (DC 15 Mechanics check) and routing software 
(DC 15 Use Computer check) to broadcast the data back to the owner's 


PLNK-Senies Power DROID 


receiver. Reprogramming the PLNK to carry out basic observation duties 
requires a DC 10 Use Computer check. However, the dim-witted droid tends 
to fixate on whatever it observes, allowing someone who is being watched 
to make a DC 25 Perception check to notice the droid's unusual attention. 
To further improve the droid's Perception and detection abilities, consider 
installing an improved sensor package. 


MODIFICATION: SUPERCHARGER 
Like all power droids, PLNK units can be used to recharge nearly any power 
system on board starships or vehicles, or even to recharge personal power 
packs. The time required ranges from only a few seconds to minutes or even 
hours, depending on the device or system. The supercharger modification 
allows a plunk droid to recharge systems in half the time normally required. 
Predictably, this use also consumes the droid’s supply of liquid Tibanna at 
twice the normal rate. Converting a plunk droid into a supercharger takes 
2 days and requires a DC 25 Mechanics check, a tool kit, and 5,000 credits’ 
worth of parts 

Some mercenary units and bounty hunters use superchargers to power 
their repeating blasters, increasing the weapons’ damage by 1 die. However, 
using a supercharger as an ammo source is not without risk. First, if the 
power cable length exceeds 6 squares, the weapon is too heavy to wield 
properly in combat unless mounted on a tripod. On the other hand, keeping 
the supercharger close places an explosive target uncomfortably close to 
the weapon's wielder. The PLNK droid’s natural tendency for self-protection 
must also be countermanded, or it will attempt to flee the battlefield. Addi- 
tionally, the increased power severely wears on the weapon itself, After 200 
shots, the pattern lining the interior of the blaster barrel becomes completely 
fused, rendering the weapon useless until it receives repairs (requiring a DC 
20 Mechanics check and 2 hours of work) and spare parts worth half the 
weapon's standard cost. 


WANDERING OROID ¥) 
Hey, friend, you want to make a few credits? | need you to retrieve 

‘one of my wayward power droids. You see, there were a couple 

of rough customers around here yesterday and, well, you know, we had a 
disagreement. Unfortunately, all the excitement spooked one of my plunk 
droids, and it ran off when its self-preservation programming kicked in, 
These plunks, they're about as thick as their armor plating, and | don't 
want the droid accidentally detonating if it gets run over by a speeder 
or taken apart by a few foolish Jawas. Oh, the plunk might find its way 
home eventually, but it just isn't worth the risk. Don't you worry—it's 
perfectly safe around here. The little fella just gets easily confused when 
it's out of its element. Credits? Sure, like | said, credits are no problem. 
Now, last | saw, the droid went off in that direction... 
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RO-D-SERIES DROID 


RO-D-Series Droid 

Medium droid (Sth-degree) nonheroic 1/scoundrel 3 
Force 3 

Init +3; Senses low-light vision; Perception +15 
Languages Basic, Binary, 1 unassigned 


cL3 


Defenses Ref 17 (flat-footed 15), Fort 15, Will 15 
hp 13; Threshold 15 
Immune droid traits 


Speed 6 squares (walking) 

Melee unarmed +4 (1d4+3) or 

Melee club +4 (1d6+3) or 

Melee stun baton +4 (1d6+3/2d6 stun) 
Ranged by weapon +3 

Base Atk +2; Grp +4 

Special Actions Disruptive, Walk the Line 


Instant Help (reaction, 1/encounter) 

Once per encounter, as a reaction, an RO-D-Series droid can move up to 
its speed and automatically aid another to help an ally with an attack 
roll or a skill check for a skill in which the RO-D droid is trained. 

Pin (2 swift actions, 1/turn) 

If the RO-D-Series droid succeeds on a grappling attack and its opponent 
fails an opposed grapple check, the opponent is automatically pinned 
until the start of the droid's next turn. 

Quick Fix (1 swift action, 1/encounter) 

The RO-D-Series droid uses the Jury-Rig application of the Mechanics 
skill (see page 70 of the Saga Edition core rulebook) more quickly than 
normal. 

Stun Baton (1 swift action, 1/turn) 

The RO-D-Series droid makes a melee attack at +4. If successful, the 
attack deals 1d6+3 points of damage or 2d6 points of stun damage. 


Abilities Str 15, Dex 12, Con —, Int 12, Wis 13, Cha 11 

Special Qualities droid traits, instant help, quick fix 

Talents Disruptive, Walk the Line 

Feats Martial Arts |, Pin, Quick Draw, Skill Focus (Perception), Skill 
Training (Deception), Skill Training (Mechanics), Weapon Proficiency 
(simple weapons) 

Skills Deception +7, Mechanics +8, Perception +15, Stealth +8 

Systems walking locomotion, basic processor, 2 hand appendages, 1 tool 
appendage, improved sensor package, internal comlink, internal 
storage (10 kg), vocabulator 

Possessions amplified audio monitor, programmable holographic light 
rack, club, concealed stun baton 

Availability Licensed; Cost 14,800 credits 


Instant Help—Once per encounter, as a reaction, an RO-D-Series droid 
can move up ta its speed and automatically aid another to help an ally 
with an attack roll or a skill check for a skill in which the RO-D droid is 
trained. 

Quick Fix—Once per encounter, an RO-D-Series droid can use the Jury- 
Rig application of the Mechanics skill as a standard action instead of a 
full-round action. 


RO-D-SERIES DROID 
Medium droid (5th-degree) 

hp 13 

Threshold 15 


Move (1 swift action, 2/turn) 
The RO-D-Series droid moves 6 squares (walking). 


Skills Deception +7, Mechanics +8, Perception +15, Stealth +8 

Vital Systems 2 hand appendages, 1 tool appendage, internal comlink, 
internal storage (10 kg), vocabulator, amplified audio monitor, 
programmable holographic light rack, club, concealed stun baton 


PLAYING AN 

RO-D-SERIES DROID 

Start by selecting the stock labor droid chassis (see page 11) and the 
scoundrel class. Choose Mechanics, Perception, and Stealth as trained 
skills, Select the Disruptive talent, then later pick up Walk the Line, which 
you can use in conjunction with your built-in audio and visual equip- 
ment to distract opponents. If you want to focus on being a bodyguard, 
‘take levels in the soldier class and select the Draw Fire or Harm's Way 
talents (although, for the latter, you'll also need to be trained in the 
Initiative skill). 

You also need to select the look and style of your droid. Units built 
to support rowdier styles of music are typically more rugged and flashy, 
and units that support more elegant tastes have a refined appearance. 
Creating an RO-D that is a mismatch for its intended style can lead to 
conflicts but some amusing roleplaying. Keep this consideration in mind 
when selecting your systems and equipment. 


Balmorran Arms developed the RO-D-Series droid as a combination stage 
production labor droid and personal security unit for popular musicians on 
tour throughout the galaxy. As civilized regions of the galaxy become more 
dangerous during the Clone Wars, large-scale production houses look for 
subtle ways to increase security around their profitable performers. The 
RO-D-Series is part labor droid, part mechanic, and part bodyguard. Produc~ 
tion companies love the cost efficiency of using the multifunctional unit. 
Balmorran provides substantial customization opportunities, both stock 
from the factory and in aftermarket kits. As such, the droid's appearance 
is highly adaptable, although each unit is built from the same underlying 
chassis and systems. 

RO-D droids come in an array of colors and styles, each designed to be 
suitable for a specific mode of music or performance. This flexibility is critical, 
since the droids are usually on stage during a performance. If everything goes 
as planned, spectators might never realize that a droid is present and ready to 
spring into action, Typical units also function as audio amplifiers or lighting 
and holographic projector racks, and they can mimic most types of stage 
equipment—even the occasional musical instrument. RO-D droids contain 
compartment space for tools, props, spare parts, or just about anything else 
a performer might need on stage. 

If a piece of equipment fails during a performance, the RO-D can make 
repairs on stage. If a crowd gets out of hand or a musician's life is in jeop- 
ardy, the droid can provide crowd control or become a personal bodyguard, 
escorting its charge safely from the stage. 

RO-D droids can be played as droid heroes. 


MODIFICATION: 

ESCAPE CAPSULE 

This modification turns an RO-D droid into a personal escape vehicle fora band 
member. Making this modification requires a droid with enough compartment 
space for the passenger. The droid’ size is typically such that the person must 


squeeze into the space available, Once inside, the rider uses the droid's Reflex 
and Fortitude Defenses. An attack that exceeds both the droid’s Fortitude 
Defense and the passenger's Fortitude Defense affects the passenger, The 
capsule features a small port, operable only from the inside, through which the 
passenger can transfer small objects or fire a weapon. The rider can also con- 
trol the RO-D's locomotion system, essentially driving the droid where needed, 
although the droid retains control of all other systems. To turn an RO-D into 
an escape capsule, add sufficient compartment space per the regular droid 
modification rules, You must also add the interior control system, requiring 
a DC 15 Mechanics check and a DC 15 Use Computer check. 


MODIFICATION: 

ONE DROID BAND 

‘A few independently minded RO-D droids have, as they say, taken their show 
on the road. Not content with remaining in the background, these droids have 
turned themselves into performers in their own right. Few parts of the galaxy 
regard them as particularly talented, so the units typically work in cheap 
venues on backwater worlds. Despite their poor reputation, these units are 
adept at replicating and adapting sounds and voices. After hearing a sound 
or voice for 3 minutes, the droid can reproduce it almost perfectly. This 
ability grants the droid a +10 bonus to Deception checks when replicating a 
voice, The droid also might gain a circumstance bonus when attempting to 
deceive others by yelling, faking sounds, or making other distracting noises. 
To modify an RO-D in this manner, reprogram the droid so itis trained in the 
Persuasion skill and make a DC 30 Use Computer check. If the RO-D has levels 
in the independent droid prestige class (see page 46 of The Force Unleashed 
Campaign Guide), the DC of the Use Computer check is reduced to 20. 


KILLER Music ¢() 
RO-D droids are special. Balmorran says they're marketed for 

labor and security, but I'm more than a little convinced that the 
Melody Fellowship corporation that originally ordered the droids was 
really after rival productions that imitated their musical stars. Conspiracy 
theories aside, I've seen a lot of lesser acts use RO-Ds for cheap stage 
setup and personal security during the show. With a rowdy crowd, the 
droids are hardly inanimate props. It's pretty amusing to watch them keep 
the crowd at bay with ultrabright spotlights and ear-splitting blasts of 
sound. Of course, if things get really rough, the RO-Ds are decent fighters, 
if-a little odd looking. 

Here's a suggestion for pulling in some credits. Get a couple of RO-Ds; 
assemble some good holoprojectors, audio blasters, and sound boards; and 
hire yourself and your ship out to a Bith musical troupe. They'll pay you for 
transport and equipment rental. The RO-Ds can handle the stage produc- 
tion, although you might need to pitch in a little creativity. But watch out 
for musicians or their managers who owe credits to someone. They might 
not pay you, either. Worse, they might bring you a lot of trouble. 
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RSE-SERIES 
ASTROMECH DROID 


R8-Series Astromech Droid cLo 

Small droid (2nd-degree) nonheroic 2 

Init +2; Senses Perception +8 

Languages Basic (understand only), Binary, 2 unassigned (understand 
only) 


Defenses Ref 12 (flat-footed 11), Fort 9, Will 10 

hp 5; Threshold 9 

Immune droid traits 

Speed 6 squares (wheeled), 4 squares (walking) 

Melee electroshock probe +0 (1d8-1 ion) 

Ranged laser welder +2 (346) 

Base Atk +1; Grp -3 

Abilities Str 9, Dex 13, Con —, Int 14, Wis 10, Cha 8 

Special Qualities droid traits, navigation charts 

Feats Skill Focus (Mechanics, Pilot, Use Computer), Skill Training (Pilot) 

Skills Mechanics +13, Perception +8, Pilot +12, Stealth +6, 
Use Computer +13 

Systems heuristic processor, wheeled locomotion, walking locomotion 
(exclusive), 1 claw appendage, 4 tool appendages, diagnostics package, 
improved sensor package, internal comlink, scomp link, sensor booster, 
sensor pack, magnetic feet 

Possessions astrogation buffer (storage device, 6 memory units), circular 
saw, electroshock probe, fire extinguisher, holoprojector, holorecorder, 
laser welder 

Availability Licensed; Cost 7,990 credits 
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Navigation Charts—Stored in the memory banks of the R8-Series 
astromech droid is a database of star charts that cover most of the 
known galaxy. Coordinating this information with its cutting-edge 
navicomputer, the droid can calculate a course through hyperspace as if 
it had access to the HoloNet, and does not take a -5 penalty to its Use 
Computer check. In addition, when time is of the essence, the droid can 
calculate a course as a standard action instead of a full-round action. 


RS-SERIES ASTROMECH DROID 
Small droid (2nd-degree) 

hp 5 

Threshold 9 


Move (1 swift action, 2/turn) 

The R8-Series astromech droid moves 6 squares (wheeled) or 4 squares 
(walking). 

Copilot (1 swift action, 1/turn) 


With a successful Pilot check, the R8-Series astromech droid can assist 
the vehicle's pilot, providing a +2 bonus to the character's Pilot check. 

Issue Routine Command (1 swift action, 1/turn) 

The R8-Series astromech droid can issue a routine command to a 
computer that has a friendly attitude toward it. 

Navigation Charts (1 swift action, 1/turn) 

Even if the R8-Series astromech droid does not have access to the 
HoloNet, it can calculate a course through hyperspace as if it had 
access, 

Recharge Shields (2 swift actions, 1/turn) 

When operating a vehicle or device with a shield rating, the R8-Series 
astromech droid can make a Mechanics check to restore 5 points to 
the shield rating, up to the normal maximum. 

Regulate Power (2 swift actions, 1/turn) 

When acting as the engineer of a vehicle, the R8-Series astromech droid 
can make a Mechanics check to move the vehicle +1 step on the 
condition track. 

Skills Mechanics +13, Perception +8, Pilot +12, Stealth +6, 

Use Computer +13 

Vital Systems 1 claw appendage, 4 tool appendages, internal comlink, 
magnetic feet, astrogation buffer (storage device, 6 memory units), 
circular saw, electroshock probe, fire extinguisher, holoprojector, 
holorecorder, laser welder 


The period after the defeat of Grand Admiral Thrawn and his Imperial fleet 
at the Battle of Bilbringi allowed many of the New Republic's organizations 
to breathe more easily. During that time, Industrial Automaton further 
advanced its famous line of astromech droids and developed the R8-Series. 


THE WANDERER x) 
The R8-Series, eh? That's a worthy successor to the R2-Series. 

No doubt about that! I've made quite a few credits from selling 

‘those droids, and no complaints from my customers, either. | even have 
‘one working in the back of my shop, helping me maintain some of my 
older models, Did you notice that little receiver dish on its dome? Pretty 
cute, eh? | should point out that there is one little thing about R8s that 
makes them, shall we say, less than perfect. Now, don't get me wrong, 
friend—these droids are great! But | found that they tend to pick up a 
quirk or two a little easier than some other droids. This one R8 | had a 
few weeks ago developed a sense of wanderlust and rolled right out of 
my shop one night! Lucky for the droid, | was sleeping at the time. The 
thing that really bugs me is it took one of my datapads—the one with 
all the records of my recent sales. If you could find the R8 and that 
datapad for me, I'd be very grateful. | might even give you a droid... at 
a discount, of course. 


After creating a highly effective but limited-use R7 astromech, IA sought to 
create another droid that would be as notable as the lucrative R2-Series but 
with updated technological systems and capabilities. In fact, the R8-Series 
has most of the abilities of its R2 cousin, but goes above and beyond what 
the R2 can do. In addition to its array of tools, the R8 also hosts a full- 
frequency comlink system as a standard accessory. Scouts, lone starfighter 
pilots, and others in need of a long-range communications interface find this 
particular feature of the droid highly valuable, and IA sales representatives 
make it a selling point. 
R8-Series astromech droids can be played as droid heroes. 


MODIFICATION: SIGNAL HUB 

Although it seems that the R8-Series astromech droid is already equipped 
to serve as an excellent signal hub, a few changes allow it to function even 
better in that capacity. Most of the equipment necessary for this modification 
is already installed on the droid: a sensor pack, a sensor booster, and the Use 
Computer skill. To finalize the upgrade, simply install a sensor countermeasure 
package to mask the droid’s signals and keep it from being detected by hostile 
forces. Some owners choose to make additional changes that further enhance 
the droid’s ability to direct signals. For example, installing a communications 
countermeasure system will boost the R8's signal strength and help prevent 
its communications from being jammed. Just as the sensor booster extends 
the range of sensors, a simple modification to the communications counter- 
measure system (requiring a DC 25 Mechanics check and 2 hours of work) 
can provide a temporary boost of a comlink’s signal strength and double its 
range for § minutes once per day. As another optional upgrade, reprogram 
the Skill Focus (Mechanics) feat to Skill Focus (Perception) to improve the 
droid’s potential to act as a signal hub. 


MODIFICATION: 

SMUGGLER'S ASSISTANT 

The widely known story of how R2-D2 secretly transported the stolen plans 
of the Death Star is only one example of how astromech droids can be used 
to smuggle items. This modification is inspired by the legacy created by the 
RB's predecessor. Begin by adding up to 5 kilograms of internal storage, 
spread throughout the droid’s chassis as smaller compartments, each of which 
requires a DC 30 Perception check to discover. Next, install a spring-loaded 
mechanism to allow its master to store a spare blaster inside the droid in 
case of entanglements with the authorities. Erase the droid’s Perception skill, 
and replace it with Deception to help foo! customs agents and other snoops 
into thinking that the R8 is merely a standard astromech. Setting up locked 
access to keep the droid running is a popular option. Many smugglers also 
consider installing an electric defense grid in case somebody manages to 
get into one of the droid's secret compartments. 


RE-SERIES ASTROMECH DROID 


RWW-SERIES 
PROTOCOL DROID 
RWW-Series Protocol Droid cLo 


Medium droid (3rd-degree) nonheroic 1 
Init -1; Senses Perception +0 
Languages Basic, Binary, 1 unassigned 


Defenses Ref 9 (flat-footed 9), Fort 8, Will 10 
hp 3; Threshold 8 
Immune droid traits 


Speed 6 squares (walking) 
Melee unarmed ~2 (13-2) 
Ranged by weapon -1 
Base Atk +0; Grp -1 


| Abilities Str 7, Dex 8, Con —, Int 12, Wis 10, Cha 14 

| Special Qualities droid traits, mimic 

Feats Skill Focus (Knowledge [galactic lore], Persuasion), Skill Training 
(Deception, Knowledge [bureaucracy]) 

Skills Deception +7, Knowledge (bureaucracy) +6, Knowledge (galactic 
lore) +11, Perception +0, Persuasion +12 

Systems basic processor, walking locomotion, 2 hand appendages, 
translator unit (DC 10), vocabulator 
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RWW-SeRIes PROTOCOL DROID 


Availability Licensed; Cost 5,505 credits 

Mimic—As a swift action, the RWW-Series protocol droid can reroll a 
Deception check when attempting to imitate the speech patterns and 
gestures of a selected character but must take the result of the second 
roll, even if it is worse. 


RWW-SERIES PROTOCOL DROID 

Medium droid (3rd-degree) 

hp3 

Threshold 8 

Move (1 swift action, 2/turn) 

The RWW-Series protocol droid moves 6 squares (walking). 

Databank (1 swift action) 

The RWW-Series protocol droid can attempt a Knowledge check involving 
bureaucracy, galactic lore, or social sciences. If the check is successful, 
the droid communicates the information to its master. 

Mimic (1 swift action) 

The RWW-Series protocol droid can imitate an individual of its master's 
choosing, gaining a +2 bonus to a Deception check made to produce a 
deceptive appearance. 

Translator (1 free action) 

With a DC 10 translator check, the RWW-Series protocol droid translates 
to or from any language it knows. 

Skills Deception +7, Knowledge (bureaucracy) +6, Knowledge (galactic 
lore) +11, Perception +0, Persuasion +12 

Vital Systems 2 hand appendages, translator unit (DC 10), vocabulator 


Conceived by the Devon, natives of the world of Teagan near the Corporate 
Sector, the RWW-Series protocol droid was inspired by the protocol droids 
used by the Trade Federation, which dominated the planet for almost two 
centuries until the end of the Clone Wars. When the Trade Federation was 
incorporated into the Empire, the Devon were left to their own devices, 
and they needed protocol droids to help them interact with visitors to their 
world. The result was the humanoid RWW-Series, created by the Teagan 
Tech Consortium. The Devon took extra care to make the RWW-Series look 
as close to organic as possible without becoming replica droids, complete 
with virtually seamless, soft outer shells. Programmed with the languages 
and customs of most of the galaxy's races, the droids work in the planet's 
starports as guides to Teagan and as liaisons with its natives. The droids 
pick up phrases and gestures that they see and incorporate these behavioral 
details into their personality matrices, Visitors to Teagan sometimes see an 
RWW-Series droid in action and negotiate to purchase their own, so the 
droids have begun to appear more frequently around the galaxy, usually as 
servants and personal assistants for those in high society. 
RWW-Series protocol droids can be played as droid heroes. 


PLAYING AN RWW-SERIES 
PROTOCOL DROID 

Players who want to create an RWW-Series protocol droid with heroic 
levels should start by selecting the stock protocol droid chassis (see page 
13). The best starting class to choose for the droid is the noble, using the 
Linguist feat to represent the additional languages the droid can speak 
and understand. Instead of the hardwired design special quality, the 
character receives the mimic special quality, as described in the droid’s 
statistics block. Select Knowledge (bureaucracy), Knowledge (galactic 
lore), and Persuasion as three of the droid’s starting skills. For additional 
starting skills, consider Deception to represent the droid's knack for 
imitating organic beings, Gather Information to represent the droid's 
inguisitive nature when dealing with organics, Perception to represent 
the droid's ability to notice the intricate speech patterns and gestures 
of organic beings, and Use Computer to represent the droid’s talent for 
accessing computer networks wherever it goes. Optionally, the RWW- 
Series protocal droid could have a datapad, datacards, or a code cylinder 
as part of its starting equipment. 


MODIFICATION: COMBAT 
TRAINING OPPONENT 

Warriors of all kinds that have tested their combat skills against droids often 
complain that the artificial beings never seem to be as aesthetically authentic 
as organic opponents, despite their lifelike reflexes and actions. Since replica 
droids are considered extremely expensive to use as combat trainers, some 
organizations have resorted to using modified RWW-Series protocol droids 
instead. To make this modification, start by installing a set of jump servos into 
the droid's arms, granting the unit a +4 bonus to Strength for the purposes 
of melee combat. The installation requires a DC 20 Mechanics check and 2 
hours of work. Next, reprogram the droid’s Skill Focus feats into Weapon 
Proficiency feats, preferably pistols, rifles, or simple weapons. Alternatively, 
you could select the advanced melee weapons or lightsaber proficiencies, 
depending on what kind of training the droid will be expected to provide. 
Equip the RWW-Series droid with some form of light armor, at least, and an 
appropriate weapon. Be sure to include the helmet package with the droid’s 
armor, and, if using a ranged weapon, add a standard targeting scope. 


MODIFICATION: 

ESPIONAGE DROID 

Very few people would suspect a simple protocol droid, especially one that 
mimics organic creatures, of gathering intelligence for an opposing faction. As 
a result, organizations that have modified RWW-Series droids for espionage 
work take pride in their high success rates. To make this modification, start by 
adding an internal comlink coupled with a communications countermeasure 
system. Adding an improved sensor package helps the droid find desired 
information; to let the droid record that data, give it an audio and video 


recorder integrated with its audio receptors and photoreceptors. Also, it's 
possible that the group being spied on will attach a restraining bolt to the 
droid. To protect against that, install a reverse-polarity bolt on the inside 
of the droid's body, which can short out the unwanted hardware. However, 
it works only once. Reversing the polarity of a restraining bolt requires 10 
minutes of work and a DC 15 Mechanics check. Once attached inside the 
droid's body, the reversed bolt is visible only if the droid’s chassis is opened, 
although it can be found by sensors with a DC 30 Perception check. In addi- 
tion to these hardware changes, reprogram the droid's Knowledge (galactic 
lore) skill to Perception and change the Skill Focus (Knowledge [galactic 
lore]) feat to Skill Focus (Perception) to improve the droid's odds of success. 


MODIFICATION: 

MEDICAL ASSISTANT DROID 

Many medical droids exist on the open market, and a good number of 
them specialize in a particular area of expertise. As unlikely as it seems, 
an RWW-Series protocol droid can be modified to work as a medical droid. 
In fact, the RWW-Series model excels at keeping the spirits of its patients 
high while they recover from surgery. For the most part, this modification 
involves tweaking the droid’s software to allow it to assist official medical 
droids in their procedures and not be a danger to patients. Reprogram the 
Knowledge (bureaucracy) and Knowledge (galactic lore) skills to Knowledge 
(life sciences) and Treat Injury. Adjust the Skill Focus (Knowledge [galactic 
lore]) feat to Skill Focus (Treat Injury), and change the Skill Focus (Persua- 
sion) feat to Surgical Expertise, The only hardware adjustment required by 
this modification is installing an improved sensor package to increase the 
droid's awareness while it is providing medical assistance. 


TAKE THE ACT ¢3 
ON THE ROAD 

A protocol droid that looks like an organic, and it's not a replica 

droid? You're funny, friend—you should do comedy in the Core Worlds 
circuit. Eh? You're serious? An RWW-Series? | don't—oh, wait a second. 
Yeah, | have heard of that. Soft fake skin; likes to copy other people. 
Okay, | know what you're talking about. Now that you mention it, | did 
hear about this Falleen that owns a traveling group of performers. He 
has all kinds of shows that he brings to the planets he visits in the Core. 
| heard he was most recently on Nubia. Anyway, this Fallen picked up 
an RWW droid, liked its mimicry, and tried to get it to do impressions 
of high-profile personalities from around the galaxy. Rumor has it, 
though, that the droid used to belong to this rich politician living on 
Coruscant. He supposedly reported losing his RWW a couple of weeks 
ago and wants it back. | don’t know if he's going to get it, though, since 
this traveling sideshow is reported to be sponsored by a Hutt gangster 
and... Come to think of it, I've never heard of this droid you're talking 
about. Nope, not at all. 
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RX<-SERIES 
PiLoT DROID 


RX-Series Pilot Droid cL1 
Medium droid (2nd-degree) nonheroic 4 

Init +4; Senses Perception +1 

Languages Basic, Binary, 1 unassigned 


Defenses Ref 12 (flat-footed 10), Fort 10, Will 9 
hp 10; Threshold 10 
Immune droid traits 


Speed 6 squares (hovering) 
Melee claw +3 (144) 
Ranged by weapon +5 
Base Atk +3; Grp +5 


Abilities Str 10, Dex 15, Con —, Int 13, Wis 8, Cha 12 

Special Qualities droid traits, hot-shot pilot 

Feats Skill Focus (Pilot), Skill Training (Knowledge [galactic lore], 
Mechanics), Vehicular Combat, Weapon Proficiency (heavy weapons) 

Skills Knowledge (galactic lore) +8, Mechanics +8, Perception +1, Pilot 
+14, Use Computer +8 

Systems heuristic processor, hovering locomotion, 3 claw appendages, 
vocabulator 

Availability Licensed; Cost 9,855 credits 


Hot-Shot Pilot—The RX-Series pilot droid can reroll its Pilot check to 
avoid a collision and can take the better of the two results. In addition, 
once per encounter as a reaction, the droid can avoid an attack from 
a missile or a torpedo by making a Pilot check against the attack roll. 
If the result of the Pilot check equals or exceeds the attack roll, the 
missile or torpedo is dodged for that round of combat 


RX-SERIES PILOT DROID 
Medium droid (2nd-degree) 

hp 10 

Threshold 10 


RX-SERIES PILOT DROID 


Increase Vehicle Speed (1 swift action, 1/turn) 

The RX-Series pilot droid makes a DC 20 Pilot check. If the check is 
successful, the vehicle increases its speed by 1 square plus 1 square 
for every 5 points by which the check result exceeds the DC. 

Recharge Shields (2 swift actions, 1/turn) 

The RX-Series pilot droid makes a DC 20 Mechanics check. If the check 
is successful, the starship regains 5 points of shields, up to its normal 
maximum. 

Regulate Power (2 swift actions, 1/turn) 

The RX-Series pilot droid makes a DC 20 Mechanics check. If the check is 
successful, the ship moves +1 step on the condition track. 


Move (1 swift action, 2/turn) 

The RX-Series pilot droid moves 6 squares (hovering). 

Engage the Enemy (1 free action) 

At the start of a battle, the RX-Series pilot droid makes a Pilot check 
instead of an Initiative check. 

Hot-Shot Pilot (reaction, 1/encounter) 

The droid makes a Pilot check to avoid a collision or an incoming missile 
or torpedo. 


Skills Knowledge (galactic lore) +8, Mechanics +8, Perception +1, 
Pilot +14, Use Computer +8 
Vital Systems 3 claw appendages, vocabulator 


In an attempt to corner the market on two facets of the droid industry at 
the same time, Industrial Automaton created the RX-Series pilot droid not 
only to help in piloting starships but also to interact harmoniously with 
organic beings. The droid has a cylindrical body that floats on a repulsorlift 
base and three arms to operate starships more efficiently. Its head is more 
humanoid than those of most of IA’s astromechs and helps to establish good 
relations with organic beings that work alongside the droids. As a result of 
their interactions and programming, these pilot droids develop personali- 
ties much more quickly than most other droids that operate without regular 
memory wipes. RX-Series pilot droids can be found in almost any spaceport 


PLAYING AN RX-SERIES 

PiILoT DROID 

Players who want to build an RX-Series pilot droid with heroic levels 
should start by selecting the stock probe droid chassis (see page 12), 
even though that droid is a second-degree model, The best starting class 
to use for the character is the scoundrel, with the Point Blank Shot feat 
representing the droid’s quick reflexes and superior accuracy. The RX- 
Series pilot droid begins with three claw appendages, Instead of starting 
with the internal comlink, locked access, improved sensor package, and 
darkvision, the pilot droid character has a vocabulator and the hot-shot 
pilot special quality, as described in the droid’ statistics block. Select 
Mechanics, Pilot, and Use Computer as three of the droid’s starting skills. 
For additional trained skills, consider Deception to represent the droid's 
ability to fly evasively, Knowledge (galactic lore) to represent the droid's 
knowledge of various star systems, and Perception to represent the droid’s 
highly sensitive photoreceptors and the ease with which the droid can 
visually locate other starships in space. 


in the galaxy, since they are extremely useful in moving starships between 
docks, transporting cargo between ships, and piloting passenger vessels 
along established routes. In fact, travel agencies that specialize in space 
tours are known to use RX droids to pilot their chartered flights, such as the 
Starspeeder 3000 transports owned by Star Tours. 

RX-Series pilot droids can be played as droid heroes. 


MODIFICATION: 

ASTROGATION DROID 

Although this modification is not much of a stretch for a pilot droid, it 
tweaks the RX-Series droid to function on the other side of the ship's bridge 
by focusing primarily on navigation. This configuration is ideal for owners 
that prefer to fly their own ships but still want the droid's assistance in the 
cockpit. To make this modification, start by installing an astrogation buffer 
with at least two slots, although five or six slots is recommended. Optionally, 
installing a scomp link will allow the droid to interface directly with the ship's 
navicomputer to input the calculated course through hyperspace, saving 
valuable time in making the jump to light speed. As an additional option, a 
hypertransceiver, which is normally only installed aboard capital ships, will 
help the droid calculate the course through hyperspace by allowing it to 
connect directly to the HoloNet. Installing the system takes 2 days anda DC 
25 Mechanics check. Finally, reprogram the Skill Focus (Pilot) feat to Skill 
Focus (Use Computer) to improve the droid’s capability with astrogation. 


MODIFICATION: 

COMMUNICATIONS DROID 

Communicating with the rest of the galaxy is important for the crew of a 
starship, but what can they do when their means of speaking with others 
outside the ship becomes unavailable? Modifying a pilot droid can help. This 


modification alters the RX-Series pilot droid to act as a communications 
terminal, allowing its master to contact others. First, install an internal 
comlink, and route it through the vocabulator and audio receptors so that 
organic beings can communicate through the droid. Although this is enough 
for short-range communications, anyone who needs to connect with someone 
beyond a 200-kilometer range needs to install a hypertransceiver in the 
droid, which takes 2 days of work and a DC 25 Mechanics check. If time is 
of the essence, the hypertransceiver can be installed in as little as 2 hours 
with a DC 35 Mechanics check. Failure means that the hypertransceiver is 
damaged and cannot be used again. 


MODIFICATION: 
TACTICAL SYSTEMS DROID 

Some transport pilots see more than their share of trouble when flying 
between destinations. For those that choose to protect themselves by arming 
their vehicles, it's helpful to have someone along that can use those defensive 
systems well. Adjusting an RX-Series pilot droid to this end is simple but 
effective. To modify an RX-Series droid to be a tactical systems droid, start by 
exchanging at least one claw appendage for a hand appendage, which gives 
the droid more fine control over using equipment. Alternatively, installing 
a scomp link allows the droid to do the same tasks, but the vehicle needs 
to have the appropriate socket for this modification to work. Next, install 
an improved sensor package within the droid’s chassis, which requires a DC 
15 Mechanics check and 1 hour of work. Reprogram the droid's Knowledge 
(galactic lore) skill to Perception and change the Skill Focus feat to boost 
Perception. Reprogramming the droid in this manner removes the hot-shot 
pilot special quality. 


SHAKEDOWN BREAKDOWN 

RX-Series pilot droids can be some of best models available 

for operating vehicles. Like with most droids from Industrial 
Automaton, you get a reliable unit that rarely breaks down and doesn’t 
need a lot of maintenance. Truth, | have not seen many IA droids come 
past me, let alone these pilot droids. But | have seen a few, and what 
| saw was not pretty. | say one thing for these pilot droids. When they 
break down, they really break down! Other day, customer was telling me 
about a friend of his. A few days before, this friend was out near Naboo. 
She had just stepped off boarding ramp of her brand new starship when 
her RX blew a fuse or something and took off with ship. She didn't even 
have a chance to jump back on board. Stranded there for now. Accord- 
ing to observation post in system, the ship entered hyperspace before 
any of Naboo's fighters could reach it. Course when it jumped was in 
the direction of Rodia, or maybe Bothawui, or maybe Nal Hutta, I'll bet 
that lady would jump, too—jump for joy if she sees her ship again soon. 


0) 
a 
9 
i) 
9 
@ 
9 
Y 
Xx 


Al esiaveo 


10) 
g 
G) 
0) 
O 
9) 
YW 
xs 


sig ASTROMECH 
DROID 


S19 Astromech Droid cLo 
Small droid (2nd-degree) nonheroic 2 
Init +1; Senses Perception +8 
Languages Basic (understand only), Binary, 3 unassigned 
(understand only) 


Defenses Ref 11 (flat-footed 11), Fort 10, Will 12 
hp 4; Threshold 10 

Immune droid traits 

Speed 4 squares (tracked) 

Melee unarmed +1 (143) 

Ranged by weapon +1 

Base Atk +1; Grp -4 


Abil Str 11, Dex 10, Con —, Int 16, Wis 14, Cha 11 

Special Qualities droid traits, focused repairs 

Feats Skill Focus (Knowledge [technology], Mechanics, Use Computer), 
Toughness 

Skills Knowledge (technology) +14, Mechanics +14, Perception +8, 
Stealth +6, Use Computer +14 

‘Systems heuristic processor, tracked locomotion, 1 claw appendage, 
6 tool appendages, astrogation buffer (5 memory units), diagnostics 
package, internal comlink 

Possessions holorecorder, tool kit 

Availability Licensed; Cost 8,625 credits 

Focused Repairs—The S19 astromech droid can reduce the time needed 
for repairs by making a Mechanics check. For every point by which 
the check result exceeds the DC, the time needed to make repairs is 
reduced by 2 minutes. The amount of time needed to complete repairs 
cannot be reduced to less than 10 minutes. 


S19 ASTROMECH DROID 

Small droid (2nd-degree) 

hp 4 

Threshold 10 

Move (1 swift action, 2/turn) 

The S19 astromech droid moves 4 squares (tracked). 

Focused Repairs (1 swift action, 2/turn) 

The S19 astromech droid can make a Mechanics check to assist its master 
with repairs to any damaged or disabled droid or device. If the check is 
successful, the droid's master can reroll his or her Mechanics check but 
must accept the second result, even if it is worse. 


Jury-Rig (2 swift actions, 1/turn) 

With a DC 25 Mechanics check, the $19 astromech droid can make 
temporary repairs to any disabled mechanical or electronic device (see 
the Jury-Rig application of the Mechanics skill on page 70 of the Saga 
Edition core rulebook). 

Recharge Shields (2 swift actions, 1/turn) 

When operating a vehicle or device with a shield rating, the S19 
astromech droid can make a Mechanics check to restore 5 points to 
the shield rating, up to its normal maximum. 

Regulate Power (2 swift actions, 1/turn) 

When acting as the engineer of a vehicle, the S19 astromech droid can 
make a Mechanics check to move the vehicle +1 step on the condition 
track. 

Run Diagnostics (2 swift actions, 1/turn) 

The S19 astromech droid can make a Mechanics check to determine 
why a mechanical or electronic device does not work. If the check is 
successful, the droid grants its master a +2 circumstance bonus to his 
or her Mechanics check to make repairs. 

Skills Knowledge (technology) +14, Mechanics +14, Perception +8, 
Stealth +6, Use Computer +14 

Vital Systems 1 claw appendage, 6 tool appendages, astrogation buffer 
(5 memory units), internal comlink, holorecorder, tool kit 


In response to the high level of success Industrial Automaton experienced 
with the R2 astromech, many other droid manufacturers sought a piece of 
that same pie by developing their own astromechs. The S19 droid is LesTech’s 
contribution to the astromech market, Standing just over 1 meter in height, 


Too Good FOR i) 
its OWN GOOD 

The S19 astromech droid is very good at what it does. Somebody 
offered to sell me one at reasonable price, and | took the deal, figuring it 
could help with some of my work around here. But quickly | found out the 
droid was too good. | would stop for night and go to bed, only to wake 
in the morning and find the droid had completed all my work for the 
next day while | slept. | had to sell it to somebody else quick, or | would 
be looking for new line of work. Wonder if it is my old droid causing the 
problem for that scientist on Abregado-rae? Seems he picked up an S19 
droid to help maintain his shop and let it be creative. Something must 
have broken down inside droid, because It dismantled all the door controls 
and comlink systems to lab, trapping droid and master inside. Somebody 
has to get that guy out of there and do something about that droid. 


‘the S19 has a boxlike chassis that makes it look more like an EG-6 power 
droid than do most other astromechs. It moves on a single wide, tracked 
foot, which is the droid’s major flaw. The S19 has a vast array of tools and 
a high degree of technical knowledge, but it also has a tendency to topple 
over when trying to move too quickly. 

519 astromech droids can be played as droid heroes. 


MODIFICATION: 

GRAVITY WELL PROUECTOR 

As useless as this modification might sound for ground combat, when used 
properly it can be very effective. To make this modification, start by reinforc~ 
ing the droid's internal structure to protect against the possibility of being 
exposed to increased gravity. Reinforcing the chassis has the same effect 
as adding a hardened system x2 to a droid of Large size. Next, remove all 
systems and possessions except for the heuristic processor and tracked 
locomotion, and install a gravity well projector in the droid. Although this 
system is normally installed only on capital ships, it can be added to the 
droid with 2 days of work and a DC 30 Mechanics check, The gravity well 
produced by the droid is less powerful than that of its starship counterpart, 
affecting only 4x4 squares; it can be relocated with a full-round action to 
a maximum range of 12 squares. However, when projected in the direction 
of enemies, the gravity well can divert shots. Anyone that fires through a 
square occupied by the gravity well must reroll the attack roll and use the 
lower of the two results. 


MODIFICATION: 

MOBILE SHIELD GENERATOR 
Throughout history, groups engaged in planetside combat have sought ways 
to generate energy shields that can move with them. Mobile shield generators 
can be mounted onto vehicles or large beasts of burden, but that solution 


doesn't help smaller groups that must break away from the larger force for 
a mission. This modification permits the S19 astromech droid to create such 
a shield to help protect those smaller groups. To modify the droid in this 
manner, remove the astrogation buffer and the holorecorder, and replace 
‘them with an SR 10 shield generator. (To install an SR 15 shield generator, 
remove the diagnostics package and internal comlink in addition to the 
previously mentioned components; for an SR 20 generator, also remove 
four tool appendages and the tool kit.) Once the generator is in place, the 
droid can create a shield in a 5-square-by-5-square area centered on itself. 
While the shield is active, the droid can make one move action if it gives up 
its standard action or no move actions if it does not. 


MODIFICATION: TRAILBLAZER 

Many times, an individual or a group becomes lost while on a planet. With this 
modification, the S19 astromech droid can help such explorers by blazing a 
trail, To modify the droid in this manner, replace the tracked locomotion with 
hovering locomotion to prevent the droid from being hindered by the terrain. 
Remove the droid’s astrogation buffer and install an automap. Reprogram the 
droid’s Skill Focus (Knowledge [technology]) feat to Skill Focus (Perception) 
to help the S19 locate specific landmarks and details. 


S19 AstROMecH DROID 
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SD-9-SERIES 
BATTLE DROID 


SD-9-Series Battle Droid CL 16 
Large droid (4th-degree) soldier 8/elite trooper 8 

Force 5 

Init +15; Senses low-light vision; Perception +15 

Languages Basic, Binary 


Defenses Ref 30 (flat-footed 27), Fort 39, Will 26 
hp 108; DR 4; SR 15 (ion only); Threshold 44 
Immune droid traits 


Speed 6 squares (walking) 

Melee unarmed +25 (1d6+17) 

Ranged heavy repeating blaster +15 (3410+10) with autofire or 

Ranged plasma burst cannon +20 (3d12+10, 1-square splash) or 

Ranged heavy repeating blaster +15 (3d10+10) with autofire and 
plasma burst cannon +20 (3d12+10) or 

Ranged heavy repeating blaster +10 (5d10+10) with autofire and Burst 
Fire and plasma burst cannon +20 (3d12+10) 

Base Atk +16; Grp +30 

Atk Options Burst Fire, Dual Weapon Mastery |, Dual Weapon Mastery 
Il, Greater Devastating Attack (heavy weapons), Greater Penetrating 
Attack (heavy weapons), Multiattack Proficiency (heavy weapons), 
Point Blank Shot, Running Attack 


Abilities Str 29, Dex 15, Con —, Int 10, Wis 11, Cha 8 

Special Qualities defense mode, droid traits, swift assault mode 

Talents Armored Defense, Devastating Attack (heavy weapons), Greater 
Devastating Attack (heavy weapons), Greater Penetrating Attack 
(heavy weapons), Greater Weapon Focus (heavy weapons), Multiattack 
Proficiency (heavy weapons), Penetrating Attack (heavy weapons), 
Weapon Specialization (heavy weapons) 

Feats Armor Proficiency (light, medium, heavy), Burst Fire, Dual Weapon 
Mastery |, Dual Weapon Mastery II, Martial Arts |, Point Blank Shot, 
Running Attack, Skill Training (Knowledge [tactics]), Weapon Focus 
(heavy weapons), Weapon Proficiency (heavy weapons, pistols, rifles, 
simple weapons) 

Skills Endurance +13, Initiative +15, Knowledge (tactics) +13, 

Perception +15 

Systems walking locomotion, basic processor, 2 tool mounts, internal 
comlink, ion shield generator (SR 15 [ion damage only]), locked access, 
improved sensor package, vocabulator, laser-reflective duranium battle 
armor (+10 armor, +11 vs. blasters and lasers) 

Possessions integrated heavy repeating blaster, integrated plasma burst 
cannon 

Availability Military; Cost 51,405 credits 


S0-9-Senies BATTLE ORGID 


Plasma Burst Cannon—Treat as blaster cannon. If the damage dealt 
exceeds the target's damage threshold, the cannon deals an additional 
die of damage from the heat of the plasma. 

Defense Mode—As a swift action, an SD-9-Series battle droid enters 
defense mode and designates one person, object, vehicle, or location 
to defend. While in defense mode, once per encounter, as a reaction, 
the droid can make a single attack against one enemy that attacks the 
designated subject. 

Swift Assault Mode—Once per encounter, an SD-9-Series battle droid 
can make a single attack at a -10 penalty as a swift action when also 
taking two move actions in the same turn. 


SD-9-SERIES BATTLE DROID 
Large droid (4th-degree) 

hp 108 

Threshold 44 (DR 4, SR 15 [ion only]) 


Move (1 swift action, 2/turn) 

The SD-9-Series battle droid moves 6 squares (walking). 

Defense Mode (1 swift action, 1/encounter) 

The SD-9-Series battle droid enters defense mode and designates one 
person, object, vehicle, or location to defend. While in defense mode, 
the droid makes a single attack against one enemy that attacks the 
designated subject. 

Delay Damage (reaction) 

The SD-9-Series battle droid delays the effect of a single attack, ability, or 
effect used against it until the end of its next turn. 


Heavy Repeating Blaster Attack (1 swift action, 2/turn) 

The SD-9-Series battle droid makes a ranged autofire attack at +5. 
If successful, the attack deals 3d10+10 points of damage as an area 
attack in a 2-square-by-2-square area. If unsuccessful, the attack 
deals half damage. 

Plasma Burst Cannon Attack (1 swift action, 1/turn) 

The SD-9-Series battle droid makes a ranged attack at +20. If successful, 
the attack deals 3d12+10 points of damage with a 1-square splash. 

Skills Endurance +13, Initiative +15, Knowledge (tactics) +13, 
Perception +15 

Vital Systems 2 tool mounts, internal comlink, ion shield generator (SR 
15 [ion damage only]), vocabulator, integrated heavy repeating blaster, 
integrated plasma burst cannon 


Prior to the second return of the reborn Emperor, Balmorran Arms broke from 
its traditional Imperial allegiance and sold the latest of its successful SD battle 
droids, the SD-9-Series, to the New Republic as well as to Imperial forces. At 
twice the height of an average Human, the massive, heavily armored battle 
droid towers over most opponents. Built exclusively for combat, the droid 
features a heavy repeating blaster and a specialized plasma burst cannon inte- 
grated into its arms. The unit's tremendous firepower makes it a centerpiece 
of any infantry battle. The SD-9 also features upgraded defensive systems in 
the form of laser-reflective armor and an ion shield generator, 

When the reborn Emperor reasserted his power, he dispatched his under- 
lings to bring Balmorra securely to his side, The ensuing battle pitted Imperial 
SD-9 droids against their newly updated comrades, the SD-10 model. As 
formidable as the SD-9 units were, the SD-10s cut them to pieces. 

SD-9 droids can't be played as droid heroes. 


MODIFICATION: ASSAULT UNIT 
This common mercenary modification turns a standard SD-9-Series battle 
droid into a specialized assault unit. The droid gains three major upgrades: 


ENCOUNTERING AN SD-9- 
ERIES BaTTLe DROID 

SD-9-Series battle droids can be encountered in any Imperial military 
infantry unit, as well as in a few units of the New Republic and odd mer- 
cenary outfits around the time that the Emperor's first clone is destroyed. 
‘SD-95 continue to see service with the New Republic and mercenary units 
for a few years after their introduction. However, their numbers rapidly 
dwindle over time as they are destroyed and Balmorra ceases to manu- 
facture them in favor of later models. The SD-9s are a favorite of illegal 
Outer Rim organizations, and criminals or warlords wanting to show off 
their power use the droids to guard important structures. 

‘SD-9s excel on the battlefield. When used for other duties, such as 
sentry, patrol, or guard work, the droids are heavy handed and often react 
with excessive force. They also function much better outdoors, since most 
corridors and buildings can't accommodate their height or weight. 


DANGEROUS DROIDS () 
SD-9 battle droids? Now you're talking some serious military 
hardware, These are not your run-of-the-mill security droids or 
pathetic Separatist clankers. SD-9s are built to obliterate an opposing 
army—practically by themselves. They're massive, well armed and well 
armored, and have about as much personality as a blaster rifle. Don't be 
on the receiving end of their plasma burst cannons. Also, don’t expect to 
be able to take an SD-9 wherever you want. Local security forces won't 
regard it as a simple bodyguard, assuming the droid can even fit into 
wherever you're going, 

Now, as for acquiring one of these monsters, you have few options. 
Frankly, the easiest and simplest way is to scavenge one off an old 
battlefield. It might be quite a job to get the droid working again, but | 
hear that's how most mercenary teams get their SD-9s. Oh, you might 
be able to find someone willing to sell you a unit under the table, but the 
droid will be astronomically expensive, and there will likely be something 
very wrong with it. 


heavier armor, more powerful weapons, and specialized software to allow the 
SD-9 to better integrate unit tactics. To carry out this modification, upgrade 
the droid's armor to neutronium plating and replace its heavy repeating 
blaster with an E-Web repeating blaster. The droid automatically regulates 
the E-Web's power supply (see page 125 of the Saga Edition core rulebook). 
Upgrading the droid's software requires a DC 20 Use Computer check, 1,000 
credits’ worth of software, and 1 day of work, after which the SD-9 gains a 
+2 bonus to attack rolls and damage rolls whenever a member of its combat 
unit is within 6 squares of the droid. 

Assault units plunge into battle, trading personal protection for the 
chance to attack at point-blank range. As they advance, they attempt to 
shield their organic team members. If the SD-9s meet equal or superior 
resistance, they use the stoutest-looking terrain for cover. Once a hardened 
position is located, the units target the most formidable defensive positions 
and batter them relentlessly. Other targeting patterns can be programmed 
with a DC 20 Use Computer check. 


MODIFICATION: 

BACKSEAT DRIVER 

This unusual modification adds a partially enclosed seat to the back of the 
droid, allowing a character of Medium or smaller size to ride along. A cable 
ladder or climbing rope allows access from the ground, although many riders 
use jet packs to reach the seat. The SD-9 usually gains a +2 bonus to Per- 
ception checks when a rider is on board, since the passenger gives the droid 
warnings about additional targets or enemies approaching the unit's blind 
side, A rider can communicate with the droid at low volume or via comlink 
during battle. A rider can also make his or her own attacks while in the seat. 
Making this modification requires a DC 20 Mechanics check, 500 credits’ 
worth of materials, and 4 hours of work. More advanced modifications 
could add sensors, communications gear, or a mounted weapon to the seat. 
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SD-X-SERIES STEALTH 
BATTLE DROID 


SD-X-Series Stealth Battle Droid cL9 
Medium droid (4th-degree) soldier 3/scout 6 

Force 4 

Init +11; Senses darkvision; Perception +13 

Languages Basic, Binary, 1 unassigned 


Defenses Ref 28 (flat-footed 24), Fort 24, Will 21 
hp 68; Threshold 24 
Immune droid traits 


Speed 6 squares (walking) 

Melee unarmed +10 (1d6+7) or 

Melee concealed vibrodaggers +10 (4d4+7) 

Ranged blaster rifle +9 (3d8+4) 

Base Atk +7; Grp +10 

Atk Options autofire (blaster rifle), Point Blank Shot, Precise Shot 
Special Actions Harm's Way, Hidden Movement, Total Concealment 


Abilities Str 16, Dex 14, Con —, Int 12, Wis 14, Cha 10 

Special Qualities concealed vibrodaggers, droid traits, stealth coating, 
threat scan 

Talents Armored Defense, Harm's Way, Hidden Movement, Improved 
Stealth, Total Concealment 

Feats Aiming Accuracy, Armor Proficiency (light, medium, heavy), Martial 
Arts |, Martial Arts Il, Point Blank Shot, Precise Shot, Skill Training 
(Stealth), Weapon Proficiency (advanced melee weapons, pistols, rifles, 
simple weapons) 

Skills Initiative +11, Jump +12, Mechanics +10, Perception +13 (can 
reroll), Stealth +11 (can reroll) 

Systems walking locomotion, heuristic processor, 2 hand appendages with 
concealed vibrodaggers, internal comlink (encrypted), locked access, 
improved sensor package, darkvision, vocabulator, laminanium armor 
(+12 armor) 

Possessions blaster rifle 

Availability Military; Cost 25,705 credits 


Concealed Vibrodaggers—The SD-X-Series stealth battle droid has 
vibrodaggers completely concealed within its fingers. Extending the 
vibrodaggers is a swift action. The droid usually attacks with multiple 
vibrodaggers at the same time, dealing extra damage (already included 
above). 

Stealth Coating—The SD-X-Series stealth battle droid is sheathed in 
a black, nonreflective, sensor-resistant coating. When in darkness 
or shadowy illumination, the droid gains a +5 bonus to its Stealth 
checks. When an opponent uses sensors to scan for the droid, it can 
make a Stealth check against the opponent's Use Computer check to 
remain undetected. 


S0-X-SeRIES STEALTH BATTLE DROID 


Threat Scan—As a full-round action, the SD-X-Series stealth battle droid 
makes a DC 20 Perception check to detect living beings, explosives, 
or other obvious threats within a 30-meter radius of itself. Success 
indicates a general description of the threat and its direction and 
distance from the droid, 


SD-X-SERIES 

STEALTH BATTLE DROID 

Medium droid (4th-degree) 

hp 68 

Threshold 24 

Move (1 swift action, 2/turn) 

The SD-X-Series stealth battle droid moves 6 squares (walking). 

Blaster Rifle Attack (1 swift action, 1/turn) 

The SD-X-Series stealth battle droid makes a ranged attack at +9. 

If successful, the attack deals 3d8+4 points of damage. 

Circumstantial Stealth Checks (1 swift action, 1/turn) 

The SD-X-Series stealth battle droid makes a Stealth check. When in 
darkness or shadowy illumination, the droid gains a +5 bonus to its 
Stealth check. When an opponent uses sensors to scan for the droid, 
the droid makes a Stealth check against the opponent's Use Computer 
check to remain undetected. 

Concealed Vibrodaggers (2 swift actions, 1/turn) 

The SD-X-Series stealth battle droid makes a melee attack at +10. If 
successful, the attack deals 4d4+7 points of damage. 


Threat Scan (2 swift actions, 1/turn) 

The SD-X-series stealth battle droid makes a DC 20 Perception check 
to detect living beings, explosives, or other obvious threats within a 
30-meter radius of itself. Success indicates a general description of the 
threat and its direction and distance from the droid. 

Skills Initiative +11, Jump +12, Mechanics +10, Perception +13 (can 
reroll), Stealth +11 (can reroll) 

Vital Systems 2 hand appendages with concealed vibrodaggers, internal 
comlink (encrypted), vocabulator, blaster rifle 


In the years following the Yuuzhan Vong war, Tendrando Arms expanded its 
battle droid line into other markets. The SD-X model is the company's stealth 
battle droid and personal protection unit, adapted from the company’s highly 
successful YVH droid design. The SD-X droid is smaller than the YVH and 
lacks its Yuuzhan Vong-like visage. Although the SD-X carries an excellent 
sensor array, it does not contain specialized YV sensor packs. 

Due to the droid’s lineage and proprietary stealth coating, Tendrando 
Arms markets the SD-X to high-end clients, such as corporate officers and 
government leaders, rather than to the general public. Although the SD-X can 
be used asa front-line fighter, it is more commonly deployed as a bodyguard, 
using its stealth abilities to remain out of view or otherwise inconspicuous. 

The SD-X is a nasty fighter and a persistent combatant. Once given a mis- 
sion, it focuses on that task until completed, no matter what the difficulty. 
SD-X units have been known to track down would-be assassins, thieves, and 
other criminals days or weeks after an assault on someone that an SD-X was 
assigned to protect. 

SD-X droids can be played as droid heroes 


PLAYING AN SD-X-SERIES 
STEALTH ATTLE DROID 

Playing an SD-X-Series stealth battle droid is much like playing other battle 
droids, except that due to its bodyguard and stealth abilities, the SD-X is 
often kept close to high-level officials, not sent into the field on a regular 
basis. However, since the droid excels when a high degree of stealth is 
required, it is an excellent choice for commando-—style missions. 

To create a SD-X droid character, start with the stock battle droid 
chassis (see page 11). Upgrade the chassis to include laminanium armor 
and a heuristic processor. Select soldier as your starting class to more 
easily take the Armor Proficiency feats that you need. Choose Armor 
Proficiency (heavy) as your bonus starting armor proficiency, and take 
advanced melee weapons as your bonus starting weapons proficiency. 
At Ist level, the droid lacks training in the Stealth skill, but it benefits 
from the stealth coating special quality as described in the statistics 
block. Take a level in scout as soon as you can, and also take Skill Training 
(Stealth). Continue advancing in the soldier class to improve your combat 
abilities, or focus on the scout class to improve your stealth capabilities. 


UNAUTHORIZED 

MODIFICATIONS 

Ever heard of a Human named Tanol Ocir? Well, if you want to 

earn some credits, | just heard that Tendrando Arms has issued something 
of a bounty on the scum. Yes, | know it's unusual for a corporation to do 
such a thing publicly. However, | think they're trying to make an example 
of the guy. It seems that he learned how to replicate some modifications 
that Darth Caedus made to his own SD-X droid—real nasty modifications 
that no civilized being would ever consider. Lando was angry enough at 
Caedus' modifications before this, and now he's raging mad. He's declared 
publicly that he in no way approves of interrogation droids, and he won't 
let his company's units be turned into them. That's why he’s hiring people 
like you to track down any droid modified in this way and bring it back 
to Tendrando Arms, along with those responsible for modifying it. Lando 
doesn’t want to be seen hiring thugs, but he'll do everything in his power 
to get these modified droids and their owners off the streets as soon as 
possible. Tanol's droid doesn't need to be functional when you bring it 
in, but it's got to have most of its parts. 


MODIFICATION: 

BODYGUARD ENHANCEMENTS 
SD-X-Series stealth battle droids are often modified to increase their effective- 
ness as bodyguards. Some units are reprogrammed with the Draw Fire talent 
for this purpose. However, another way to upgrade the droid is to link its threat 
scan special quality to its targeting system. To carry out this modification, make 
a DC25 Use Computer check and install 2,000 credits’ worth of software, Once 
per encounter when the modified droid detects a threat with threat scan, it 
can reroll one attack against that target and take the better result, 

Another popular programming modification improves the droid's ability 
to protect an individual. An SD-X-Series droid reprogrammed to have the 
Harm's Way talent and the Trip feat can use the feat on an adjacent ally as 
a reaction to an attack against that ally. If the droid is successful, the ally is 
knocked prone in his or her current square, and the droid also drops prone, 
automatically covering the ally while providing the protective benefits of 
Harm's Way until the start of the droid’s next turn. 


MODIFICATION: MARTIAL ARTS 
ENHANCEMENTS 

‘Some owners want to enhance the melee and martial arts capabilities of their 
SD-X droids. To make this modification, reprogram the droid to replace the 
Weapon Proficiency (pistols) and Precise Shot feats with Martial Arts IIl and 
Dual Weapon Mastery |. This upgrade increases the droid’s Reflex Defense 
and damage from unarmed attacks, as well as giving it the capability to make 
two attacks per round with its hands or vibrodaggers. As an option, you can 
further increase the droid’s ability to deal damage by installing specialized 
software (requiring a DC 25 Use Computer check and 3,000 credits). With 
this option, in each encounter, the SD-X droid can add its unarmed damage 
to the damage from a successful vibrodagger attack a number of times equal 
to its Dexterity modifier (minimum 1). 
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SERVICE DROID 


LEP-Series Service Droid cLo 
Medium droid (3rd-degree) nonheroic 1 

Init +0; Senses Perception +5 

Languages Basic, Binary, 1 unassigned 


Defenses Ref 10 (flat-footed 10), Fort 8 Will 10 
hp 3; Threshold 8 
Immune droid traits 


Speed 6 squares (walking) 
Melee unarmed -2 (1d3-2) 
Ranged by weapon +0 
Base Atk +0; Grp +0 


Empathic—Although the LEP-Series service droid is not literally 
empathic, its keen sense of awareness allows it to pick up on the 
subtle mannerisms and emotional expressions of its master and other 
organic creatures and appeal to their emotions. The droid can reroll its 
Persuasion check to change the attitude of its intended target, and can 
take the better of the two results, 


LEP-SERIES SERVICE DROID 
Medium droid (3rd-degree) 

hp 3 

Threshold 8 


Abilities Str 7, Dex 11, Con —, Int 12, Wis 10, Cha 14 

Special Qualities droid traits, empathic 

Feats Skill Focus (Perception, Persuasion, Treat Injury), Skill Training 
(Treat Injury) 

Skills Perception +5, Persuasion +12, Treat Injury +10, Use Computer +6 

Systems basic processor, walking locomotion, 2 hand appendages, 2 
probe appendages, internal storage (30 kg), vocabulator 

Availability Licensed; Cost 6,260 credits 


LEP-SerRIes Service ORDID 


Move (1 swift action, 2/turn) 

The LEP-Series service droid moves 6 squares (walking). 

Empathic (2 swift actions, 1/turn) 

The LEP-Series service droid can improve the attitude of its target by 
rerolling a Persuasion check and taking the better of the two results. 

First Aid (2 swift actions, 1/turn) 

The LEP-Series service droid makes a DC 15 Treat Injury check on a target 
in an adjacent square. If the check is successful, the target regains a 
number of hit points equal to its character level +1 for every point the 
check was successful. A character can be treated with first aid in this 
manner only once per day. 

Haggle (1 swift action) 

The LEP-Series service droid makes a Persuasion check to help its master 
negotiate a better deal. If the check is successful, the droid grants its 
master a +2 bonus to his or her Persuasion check. 

Revivify (2 swift actions, 1/turn) 

If the LEP-Series service droid can reach a character who died within 1 
round, it revives the character. 

Treat Poison (2 swift actions, 1/turn) 

The LEP-Series service droid detoxifies a poisoned character. 

Skills Perception +5, Persuasion +12, Treat Injury +10, Use Computer +6 

Vital Systems 2 hand appendages, 2 probe appendages, internal storage 
(30 kg), vocabulator 


One of the latest droid models that Coachelle Automata produced before the 
Clone Wars began was the LEP-Series service droid, geared toward childcare. 
After the initial design was approved, the LEP was put into production and 
advertised as a nanny droid. Its specialized programming, which included 
first aid skills, coupled with its engaging appearance appealed to many 
parents throughout the galaxy, and initial sales were good. However, one 
of the model's defining features ended up being its major flaw. The lock- 
ing mechanism for the large storage compartment in the LEP's abdomen, 
originally intended to store toys and supplies for the children under its care, 
occasionally became stuck and locked in place, This particular problem gained 


media attention when a child became trapped inside after crawling in while 
the droid was loading supplies. The company issued a massive recall and 
replaced the latch, but the bad press tarnished the model's image as a nanny 
droid. Coachelle Automata changed its approach with the LEP by removing 
the nanny programming and making it a servant droid instead. Despite the 
initial problems, the LEP-Series servant droids rapidly rose to popularity 
thanks to their graceful movements and the quiet way with which they go 
about performing a variety of services 
LEP-Series service droids can be played as droid heroes. 


MODIFICATION: BODYGUARD 

Some people feel that modifying the LEP-Series service droid to act as a 
bodyguard serves only to make it a diversion for its master’s enemies, but 
with the proper alterations, the droid can be an effective guardian. Since the 
droid was originally designed to be a noncombatant, its physical attributes 
are not geared toward battle, so add features to compensate for its struc- 
tural shortcomings. Start by giving the droid a hardened system of at least 
x2, treating the droid as if it were of Large size for the purpose of fitting 
it with the system. This change strengthens the chassis and helps the droid 
last longer. To further boost its defenses, integrate an electric defense grid 
into the droid's shell. Since the LEP has little strength to draw on in melee 
combat, it should use weapons that cause a lot of damage with little effort, so 
reprogram the Skill Focus (Persuasion) feat to Weapon Proficiency (advanced 
melee weapons), and equip the droid with a vibroblade or a retractable 
vibroblade. Also, reprogram the Skill Focus (Treat Injury) feat to Weapon 
Proficiency (pistols) and give it either a blaster pistol or a hold-out pistol. 


PLAYING AN LEP-SERIES 
SERVICE DROID 

Players who would like to replicate the LEP-Series service droid with 
heroic levels should start by choosing the stock service droid chassis 
(see page 13). The best starting class to select is the noble, using the 
Linguist feat to represent the droid’s ability to understand verbal com- 
mands from a variety of species. Instead of starting with the tool mount, 
the character has two probe appendages where the ears would go and 
the empathic special quality, as described in the droid's statistics block. 
Select Persuasion and Treat Injury as part of the droid's starting skill set. 
For additional skills, consider choosing Gather Information to represent 
the droid’s ability to learn from others, Knowledge (social services) to 
represent the droid's knowledge of interpersonal relationships, Percep- 
tion to represent the droid’s talent for noticing seemingly insignificant 
details, and Use Computer. Although no specific equipment is necessary 
to complete the replication of the droid, the purchase of a medical kit 
is recommended, 


SECRETS (+) 
These LEP droids you talk about sound like the perfect model to 

follow you around like a young akk pup. They do not talk much, 

they do as they are told, and they don't ask questions like some other 
servant droids. | like that in a droid working for me. | might even be able 
to get past the fact that it looks like a child's toy. On the other hand, they 
might be a bit too docile. Take this one LEP, for example. It was owned by 
a Republic ambassador on Nal Hutta and might contain sensitive political 
information. Supposedly, thugs grabbed the droid while it was running an 
errand for its master. Some say they worked for a Hutt crime lord, and 
others think a group of brigands under the command of Hondo Ohnaka 
took the droid. Regardless, it is only a matter of time before the thieves 
discover the information stored within the unit—whatever it might be. 
Jam sure the ambassador would be willing to pay a nice reward for the 
safe return of the LEP and the information it supposedly holds. 


MODIFICATION: NANNY DROID 

In a return to its original programming, the LEP-Series service droid can be 
repurposed to nurture children. In fact, Coachelle Automata still has the 
software package available for purchase, along with an improved locking 
mechanism for the internal storage area. However, Coachelle Automata 
requires that the buyer sign a waiver stating that the company is not respon- 
sible for any harm or discomfort caused by a droid that is used as a nanny. 
The software changes the droid’s Skill Focus (Perception) feat to Improved 
Defenses to increase its ability to safequard those under its protection, 
and the improved lock has a childproof feature that helps prevent lifeforms 
from entering the internal storage unit without the droid’s knowledge. These 
modifications are sufficient for the droid to perform its duties as a nanny. But 
owners who want the LEP to do more can reprogram the Use Computer skill 
to Knowledge (social sciences) to give the droid an edge in child psychology. 
Some also install an atmospheric canister and a modified breath mask inside 
the storage space, so that the droid can stash a child inside the compartment, 
if necessary, to conceal him or her from attackers. This alteration requires 
two DC 15 Mechanics checks (one to modify the breath mask and one to 
install the components) and 1 1/2 hours of work. 


MODIFICATION: 

PERSONAL TRANSPORT 

When things go bad in the heat of battle, having a means of escape is impor- 
tant if you want to live to see another day. This modification of the LEP-Series 
service droid can provide its master with a means to flee from combat or to 
move from place to place when a true vehicle is not available. Start by adding 
a repulsorlift unit to the droid as a secondary form of locomotion. Adjust the 
hatch of the internal storage unit to fold down instead of retreating inside 
the droid’s shell, and install a control stick that folds into the hatch so that 
the passenger can operate the repulsorlift. Reinforce the hatch to withstand 
up to 200 kg of mass after being locked into a horizontal position. 
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SHADOW DROID 


Shadow Droid cL9 
Huge droid (4th-degree) soldier 6/nonheroic 9 
Force 2; Dark Side 10 
Init +21; Senses Perception +17 
Languages Basic (understand only), Binary, 1 unassigned 
(understand only) 


Defenses Ref 23 (flat-footed 19), Fort 28, Will 16 
hp 120; DR 20; Threshold 38 
Immune droid traits 


Speed 6 squares, fly 16 squares, fly 4 squares (starship scale) 
Ranged laser cannon +17 (4d10+5 x2) or 

Ranged ion cannon +17 (3d10+5 ion) or 

Ranged repeating blaster cannon +12 (3410 +5, 2x2 area) or 
Ranged concussion missiles +17 (8d10+5x2) or 

Ranged proton torpedoes +17 (9d10+5x2) 

Fightng Space 3x3; Reach 1 square 

Base Atk +12; Grp +32 

Atk Options autofire (laser cannon) 


Abilities Str 30, Dex 18, Con —, Int 12, Wis 10, Cha 10 

Special Qualities droid traits 

Talents Indomitable, Harm's Way, Weapon Specialization (heavy weapons) 

Feats Armor Proficiency (light, medium, heavy), Damage Conversion, 
Skill Focus (Initiative, Perception, Pilot, Use Computer), Turn and 
Burn, Vehicular Combat, Weapon Focus (heavy weapons), Weapon 
Proficiency (heavy weapons, pistols, rifles, simple weapons) 

Skills Initiative +21, Perception +17, Pilot +21, Stealth +1, 
Use Computer +18 

Systems basic processor, flying locomotion, duranium battle armor 
(+10 armor) 

Possessions laser cannon , ion cannon, proton torpedo launcher 
(4 torpedoes carried), concussion missile launcher (8 missiles carried), 
repeating blaster cannon 

Availability Military; Cost 123,000 credits 


SHADOW DROID 
Huge droid (4th-degree) 

hp 120 

Threshold 38 (DR 20) 


Move (1 swift action, 2/turn) 
The shadow droid moves 16 squares (flying). 


Engage the Enemy (1 swift action, 1/turn) 

The shadow droid makes a Pilot check with a -5 penalty opposed by the 
target's Pilot check. If the check is successful, the droid engages in a 
dogfight with the target. 

Protect and Serve (1 free action) 

The shadow droid spends one of its owner's Force points to assist an 
adjacent character. The assisted character can use the Force point as if 
he or she had spent it. 

Ramming Speed (2 swift actions, 1/turn) 

The shadow droid makes a Pilot check with a -10 penalty opposed by the 
Reflex Defense of another starship. If the check is successful, both the 
target and the shadow droid take 4d6+10 points of damage. A failed 
check deals half damage to both the target and the shadow droid, 

Wingman (1 swift action, 1/turn) 

The shadow droid assists a character's Pilot check, providing a +2 bonus 
to the check. 

Skills Initiative +21, Perception +17, Pilot +21, Stealth +1, 

Use Computer +18 

Vital Systems laser cannon , ion cannon, proton torpedo launcher (4 
torpedoes carried), concussion missile launcher (8 missiles carried), 
repeating blaster cannon 


The shadow droid is one of the most unnerving parts of Emperor Palpatine's 
legacy. It is the culmination of his experiments with extending life spans 
through technology and a testimony to his knowledge of the power of the dark 
side. The shadow droid is a starfighter powered by an organic brain installed 
in the workings of the machine. The brain is treated with a Sith alchemical 
process that destroys the personality it once possessed and awakens dark side 
potential in the subject. When Palpatine started the shadow droid program, 
he used the brains of deceased TIE fighter pilots. Students of the process 
might not have access to the same caliber of raw materials, but other brains 
can be used with similar results. Shadow droids are primarily used by Sith 
apprentices and Sith masters to advance their schemes. 
Shadow droids can't be played as droid heroes. 


MODIFICATION: 
FEAR GENERATOR 

The most unsettling element of a shadow droid is that its driving force was 
once alive, The conversion process subsumes the humanity of the organic 
material, but certain dark parts—such as fear, unease, and despair—still exist. 
A cruel Sith master can bring them to the surface and cause them to wash 
over anyone that gets too close to the droid. The modified shadow droid 
uses these negative feelings as a weapon, reducing opponents to weeping, 
helpless masses curled up on the field of battle. 

To make this modification, a Sith must search the droid's memories for 
the right feelings. This process requires a Use the Force check against the 
droid’s Will Defense and 2 hours of work. Next, the droid must be shown how 
to lash out with its feelings, which requires a DC 25 Persuasion check from 
the Sith to intimidate the droid and 30 minutes of work. Once modifications 
are complete, as a standard action, the droid can make a Persuasion check 
to intimidate, opposed by an adjacent target's Will Defense. If the check is 
successful, the target is overcome with doubt and fear and moves -1 step on 
the condition track. This ability is a mind-affecting effect, and the shadow 
droid can use it only once per target per encounter. 


SHapew BRAID 


UNSTOPPABLE SHADOWS 
The first time | heard about shadow droids, | thought the Rodian 
who was telling the story had too much Corellian whiskey. A TIE 
pilot that you spaced might come back for you someday, rebuilt by the 
Emperor himself? | laughed about it—right up till our company took a 
job clearing out an old pirate base in an irradiated system. The shiny 
black fighters that came out of the base were odd, No pilot chatter, 
flew in perfect formation, and made maneuvers a sane pilot would never 
attempt. I'm no member of Rogue Squadron, but I've done my time on 
the stick, These shadow droids flew interference for a Sith Interceptor 
and were willing to destroy themselves to make sure that ship made its 
jump. After the Interceptor was safe, the droids all went dark, and we 
made short work of them. 

‘Strange as that encounter was, the Rodian's was worse. He said there's 
a squadron of shadow droids that lost their master and didn’t shut down. 
They swooped in on a space freighter and made contact with the captain. 
Now they're using his ship as a hangar bay, jumping from system to 
system to attack and destroy ships with no mercy and no method. The 
only thing those poor souls see before they die is the eerie glow coming 
from the cockpits of the shadow droids. 


MODIFICATION: SITH SQUADRON 
The alchemical processes that are used in the construction of shadow droids 
attune the organic materials to the dark side. This affinity was intended to 
allow Emperor Palpatine to stay in touch with his new army of starfighters. 
Sith in the field have taken this attunement and adjusted it to make the 
shadow droids more loyal to them. By touching the droids with their mastery 
of the dark side, the Sith make the droids deadlier in combat and better at 
assisting their schemes. 

The first step in this modification is to attune the dark side potential in 
the shadow droid to the Sith. This requires a Use the Force check against the 
droid's Will Defense and 1 hour of work. Once the droid is attuned, install 
an uplink in the droid through which it can monitor the master's ship and 
anticipate his or her next move, Adding the uplink requires a DC 20 Mechanics 
check and 30 minutes of work. When these modifications are complete, the 
shadow droid is attuned to its master and his or her ship. A shadow droid 
assisting its attuned Sith master grants a +4 bonus (instead of a +2 bonus) 
when using the aid another action. 
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T4 TURRET DROID 


Colicoid T4 Turret Droid 

cL3 

Large droid (4th-degree) nonheroic 9 

Init +17; Senses darkvision; Perception +5 

Languages Basic (understand only), Binary 

Defenses Ref 14 (flat-footed 11), Fort 11, Will 11 

hp 32; SR 20; Threshold 11 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed +7 (1d4+1) 

Ranged blaster cannon +10 (3412) or 

Ranged blaster cannon +8 (4d12) with Rapid Shot or 
Ranged blaster cannon +5/+5 (3d12) or 

Ranged blaster cannon +3/+3 (4d12) with Rapid Shot or 
Ranged grenade launcher +9 (8d6, 4-square burst) 

Base Atk +6; Grp +14 

Atk Options Dual Weapon Mastery, Point Blank Shot, Rapid Shot 


Abilities Str 13, Dex 16, Con —, Int 10, Wis 12, Cha 6 

Special Qualities cutting laser, droid traits 

Feats Armor Proficiency (light), Dual Weapon Mastery |, Point Blank Shot, 
Rapid Shot, Skill Focus (Initiative), Weapon Focus (heavy weapons), 
Weapon Proficiency (heavy weapons) 

Skills Initiative +17, Perception +5 

‘Systems remote receiver, walking locomotion, 3 tool appendages, 
darkvision, synchronized fire circuits, plasteel shell (+2 armor), 
shield generator (SR 20) 

Possessions 2 blaster cannons, modified grenade launcher with 4 thermal 
detonators 

Availability Military; Cost 26,940 credits 


Cutting Laser—The T4 turret droid can fire its cutting laser as a standard 
action. The cutting laser targets 5 squares, all of which must be 
contiguous, with the cutting laser. The weapon attacks targets 
occupying these squares within a rifle’s point-blank range, making a 
ranged attack roll at +9. On a hit, a target takes 3410 points of energy 
and fire damage (half damage on a miss), and the weapon ignores 
damage reduction. This is an area attack. 


T4 TURRET DROID 
Large droid (4th-degree) 

hp 32 

Threshold 11 (SR 20) 


Move (1 swift action, 2/turn) 
The T4 turret droid moves 6 squares (walking). 


coucos T+ 
TURRET DROID 


Cutting Laser (2 swift actions, 1/turn) 

The turret droid targets 5 contiguous squares, making a ranged attack 
roll (+9) against the Reflex Defense of each target. The cutting laser 
ignores damage reduction and deals 3410 points of energy/fire damage 
(half damage on a miss). This is an area attack. 

Patrol Duty (1 swift action, 1/turn) 

The T4 turret droid makes a Perception check opposed by a target's 
Stealth check. If the check is successful, the droid detects the target. 

Rapid Shot (1 swift action, 1/turn) 

The 74 turret droid makes a ranged attack with its blaster cannon at +8. 
If successful, the attack deals 4412 points of damage. 

Stability (1 free action) 

The T4 turret droid gains a +5 bonus to avoid being knocked prone. 

Skills Initiative +17, Perception +5 

Vital Systems 3 tool appendages, synchronized fire circuits, shield 
generator (SR 20), 2 blaster cannons, modified grenade launcher with 
4 thermal detonators 


Conceived by the creative minds of the Colicoids, the T4 turret droid was 
first built several years before the Trade Federation's blockade of the planet 
Naboo. The droid consists of one or more heavy weapons, typically a heavy 
repeating blaster rifle or a blaster cannon, mounted on a set of four legs 
that allow the droid to move and brace the weapon(s) when firing, The T4s’ 
primary function was to act as mobile defense guns for dignitaries traveling 
on potentially hostile worlds, When Viceroy Nute Gunray essentially gained 
full control of the Trade Federation, he diverted many Té droids to the fleet 
attacking Naboo and placed them at strategic locations throughout the 
city of Theed, Although the droids failed to stop the queen's rescue, they 


performed well enough to continue being used in the years that followed, 
including service in the early part of the Clone Wars against the Republic. 
T4 turret droids can’t be played as droid heroes. 


ENCOUNTERING A T4 

TURRET DROID 

The T4 turret droid is most often deployed to checkpoints and areas of 
tactical importance to the Trade Federation or the Separatists. Usually 
encountered in groups of two to four, the turret droids work well together. 
In this encounter, the heroes enter a plaza in the older part of a city 
occupied by the Trade Federation. Positioned at each of the three other 
gateways leading out of the plaza is a T4 turret droid, When at least one 
droid spots the heroes, it broadcasts an alert to the others and opens fire. 
The heroes can seek cover in the gateway through which they entered 
the plaza, but it won't help much against the turret droids, especially the 
one directly across from them. If any of the T4s lacks a clear line of fire 
at the heroes, it instead aids a T4 that does have a clear line, granting 
a +5 bonus to its attack roll because of its synchronized fire circuits. IF 
the droids have difficulty dispatching the heroes, they group together 
and fall back to find reinforcements. 


MODIFICATION: 

ARTILLERY SPOTTER 

In battle, when a group's sensors fail for one reason or another but the assault 
must continue, someone must provide the targeting information needed. 
This modification of the T4 turret droid specializes in obtaining that data 
and expediently providing it to those firing the artillery. As a first step, give 
the droid an improved sensor package to accompany its darkvision. Next, 
install an internal comlink to permit the droid to quickly communicate its 
findings for processing; for ground assaults, a short-range comlink works 
sufficiently. Reprogram the Weapon Focus (heavy weapons) feat to Skill 
Training (Perception) and shift the Skill Focus feat from Initiative to Percep- 
tion to help the turret droid acquire the information needed for its allies to 
continue assaulting the enemy. Since multiple sources are more effective 
at triangulating an enemy's position, the synchronized fire circuits in two 
‘or more T4s modified for this role allow the droids to reroll their Perception 
checks while they work together and take the better of the two results. 


MODIFICATION: LISTENING Post 
Defeating an enemy requires powerful weapons, but knowing how to use 
those weapons effectively requires gathering intelligence on the enemy's 
plans and resources. Modifying a T4 turret droid to act as a remote listening 
post has proven to be an excellent way of attaining the needed information. 
To make this modification, start by installing an improved sensor package 


and a sensor booster to extend the droid's detection range. Add an internal, 
long-range comlink so the T4 can keep in touch with its master and pick up 
transmissions broadcast by the enemy. Install a translator (DC 5) to help the 
droid decode any communications signals it receives before sending them 
back to base. Mount a hypertransceiver, a component normally found only 
in starships, in the droid's chassis to help it pick up HoloNet signals that the 
enemy might send or receive; this process requires a DC 30 Mechanics check 
and 2 days of work. Finally, reprogram the droid’s Rapid Shot feat into Skill 
Training (Perception) and shift the Skill Focus feat from Initiative to Percep- 
tion to maximize the droid's ability to detect the signals for which it listens. 


MODIFICATION: PATROL GUARD 
Turning a 14 turret droid into a patrol guard isn’t much of a stretch, and 
the benefits are worth the work necessary to make the modifications. The 
biggest change involves upgrading its locomotion so the droid retains its 
walking capability but gains a speed of 8 squares; this change requires a DC 
25 Mechanics check and 1 day of work. The modified T4 can cover its patrol 
area more efficiently, and it can close with a target more quickly as well, 
especially now that it can outrun most organic beings. Install an improved 
sensor package to back up the droid’s darkvision. Tweak the cutting laser to 
give it a low-power setting (requiring a DC 15 Mechanics check and 1 hour 
of work), which the droid can use as a focused spotlight to help its allies 
locate and take action against intruders. If the droid attacks while using the 
focused light and successfully hits its target, the beam temporarily blinds 
the target for a number of rounds equal to the amount by which the attack 
roll exceeds the target's Reflex Defense. 


WORKING AS ONE ¢() 
AT4 turret droid can be a formidable foe by itself, but use extreme 
caution if you find a group of them. Their combat skills seem to 
increase exponentially the more of them that band together. The degree 
to which they work in tandem almost seems unnatural. It's almost as if 
they have one mind when they are close to each other. And even though 
other companies have created droids that operate similarly, the Coli- 
coids seem to have perfected the trick and have not been forthcoming 
about how they achieved it. Too bad—knowing that secret might help 
someone defuse the situation on Kubindi. The Trade Federation sent a 
company of droids to that remote world to “convince” its people to join 
the Separatists. Intelligence reports that | procured say that a contingent 
of T4 turret droids with the company is the first line of defense against 
anyone trying to break through their perimeter. I'm sure that the Kubaz 
and the Republic would love for a group of heroes to create a hole in 
the droids’ defenses and help the clone troopers put a stop to the Trade 
Federation's unwanted visit. 


Al SSiLaeno 


sY) 
by 
g 
ic) 
fo) 
9 
10) 
x 


TC-SC INFILTRATION 
DROID 


TC-SC Infiltration Droid cL1 
Medium droid (4th-degree) scoundrel 1 

Force 2 

Init +3; Senses Perception +5 

Languages Basic, Binary 


Dastardly Blast (1 swift action, 1/turn) 

The TC-SC infiltration droid makes a ranged attack at +3. If successful, 
the attack deals 344 points of damage. If the target is denied its 
Dexterity bonus for Reflex Defense, the target moves ~1 step on the 
condition track. 

Patrol Duty (1 swift action, 1/turn) 

The TC-SC infiltration droid makes a Perception check opposed by the 
target's Stealth check. If the droid’s check is successful, the droid 
detects the target. 


Defenses Ref 16 (flat-footed 13), Fort 11, Will 12 
hp 18; Threshold 11 
Immune droid traits 


Speed 6 squares (walking) 

Melee concealed knife +0 (1d4) 

Ranged concealed blaster pistol +3 (346) 
Base Atk +0; Grp +3 

ions Dastardly Strike 


ies Str 11, Dex 16, Con —, Int 10, Wis 10, Cha 13 


Talents Dastardly Strike 

Feats Point Blank Shot, Skill Focus (Deception), Weapon Proficiency 
(pistols, simple weapons) 

Skills Deception +11, Gather Information +6, Perception +5, Stealth +8 

Systems heuristic processor, walking locomotion, 2 hand appendages with 
concealed weapons (see Possessions), holographic image disguiser, 
vocabulator 


Possessions concealed blaster pistol, concealed knife 
Avai lity Restricted; Cost 20,380 credits 


TC-SC INFILTRATION DROID 
Medium droid (4th-degree) 

hp 18 

Threshold 11 


Move (1 swift action, 2/turn) 

The TC-SC infiltration droid moves 6 squares (walking). 

Avoid Surprise (1 free action) 

The TC-SC infiltration droid makes a Perception check at the start of a 
battle. If the check is successful, the droid’s master avoids surprise. 

Dastardly Blade (1 swift action, 1/turn) 

The TC-SC infiltration droid makes a melee attack at +0. If successful, 
the attack deals 144 points of damage. If the target is denied its 
Dexterity bonus for Reflex Defense, the target moves -1 step on the 
condition track. 


Skills Deception +11, Gather Information +6, Perception +5, Stealth +8 
Vital Systems 2 hand appendages with concealed blaster pistol and 
concealed knife, holographic image disguiser, vocabulator 


Droids are often overlooked by the general populace. When a droid is doing 
its job properly, nobody notices. That fact explains why most espionage droids 
are created by modifying an existing droid rather than building a new model. 
However, in some cases, breaching hostile territory is more difficult, and any 
scrap of information proves useful, The TC-SC infiltration droid was built to 
cover such situations. It uses organics’ natural tendency to ignore droids to 
its advantage, quietly observing an area and collecting information about 
patrols, traffic patterns, or whatever its master requires. One of the primary 
tools in the TC-SC’s repertoire is its holographic image disguiser. TC-SCs can 
look like protocol droids, battle droids, or any of hundreds of other models. 
The holographic image disguiser is also sophisticated enough to let the TC-SC 
impersonate an organic being, but the TC-SC usually does so only in areas 
where a droid would look out of place. 
TC-SC infiltration droids can be played as droid heroes. 


TC-SC INFILTRATION DROID 


MODIFICATION: DECOY DROID 
In times of great upheaval, great leaders emerge, and the opposition—whatever 
it might be—would love to see such leaders eliminated. The TC-SC can be 
modified to serve as a decoy, mimicking an individual's look and studying his 
or her mannerisms and speech patterns. After making a public appearance, 
the target switches places with the decoy droid, slipping away unnoticed in 
an unmarked speeder while the droid takes the public exit, drawing attention. 
To make this modification, recalibrate the droid’s holographic image 
disguiser to render a specific pattern rather than the generic preloaded 
templates. This process requires a DC 25 Use Computer check and 1 hour 
of work. Next, have the TC-SC spend time with the target, learning his or 
her mannerisms and speech patterns. This process requires a DC 25 Use 
Computer check and takes at least 1 day; for each additional day that the 
droid spends with the target, the programmer gains a +1 bonus to the check, 
up to a maximum of the programmer's Intelligence bonus. Finally, link the 
droid's holographic image disguiser to its emergency power generator, which 
requires a DC 20 Mechanics check and 30 minutes of work. Afterward, the 
disquiser is deactivated only if the droid takes damage greater than its Will 
Defense or if the droid is reduced to 0 hit points. 


MODIFICATION: 

ELIMINATION DROID 

Assassin droids are usually sent after organic targets, but they can eliminate 
other droids as well, perhaps frying a protocol droid right before trade talks 
or disabling a pilot droid to allow time for its cargo to be switched. Often, 
the killer replaces the defunct droid or sets up an ally to take its place. To 
modify a TC-SC droid to fulfill this role, recalibrate its holographic image 
disguiser to render a specific pattern rather than the generic preloaded 
templates. This process requires a DC 25 Use Computer check and 1 hour of 
work. Next, program the TC-SC to mimic the functions of the droid it will 
be eliminating; this requires a DC 25 Use Computer check and 30 minutes 
of work. If the process is successful, the TC-SC loses one of its current feats 
and gains the Skill Training feat for the new skill (or the Skill Focus feat, if 
already trained). Finally, program the TC-SC with a full technical schematic 
of the target droid, which requires a DC 20 Use Computer check and 1 hour 
of work. If the reprogramming is successful, the target's damage threshold 
is considered 5 less when attacked by the elimination droid. 


No DrRoID LEFT BEHIND () 
Most of the time, espionage droids are created through a one- 
of-a-kind reprogramming of a common household droid, but 

the TC-SC is built for infiltration and surveillance of a hostile target. 
The holographic disguiser is nice, but the droid knows how to use its 
most important asset—nobody looks twice at a droid unless it's pointing 
a blaster at you. More often than not, the TC-SC uses the suite to look 
like another droid. Nobody notices a protocol droid at a noble's dinner 
party or a labor droid in a warehouse. Oh, the infiltrator has no problems 
looking organic, but things can get ugly when someone reaches out to 
shake that Mon Calamari's hand and feels only cold durasteel. 

The data storage on the TC-SC is practically indestructible. It's made 
from the same materials they use in starfighter internal computer 
systems. The problem lies in getting that data when the droid has been 
compromised or destroyed. The recovery team has to go in blind. Maybe 
the droid was hit by a speeder while crossing the street, or maybe it was 
captured by hostiles that are using it as bait. Some commanders might 
cut their losses, but | always want that data. There's no sense in losing 
a fine piece of equipment for nothing. 
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TT-8lU GATEKEEPER 
DROID 


TT-8L Gatekeeper Droid cLo 

Large droid (3rd-degree) nonheroic 1 

Init -3; Senses darkvision; Perception +14 

Languages Basic, Binary, 3 unassigned 

Defenses Ref 6 (flat-footed 6), Fort 10, Will 12 

hp 13; Threshold 15 

Immune droid traits 

Speed 0 squares 

Melee unarmed +0 (104) 

Base Atk +0; Grp +5 

Abilities Str 10, Dex 4, Con —, Int 13, Wis 14, Cha 16 

Special Qualities droid traits, stubborn 

Feats Linguist, Skill Focus (Perception, Persuasion), Skill Training 
(Knowledge [bureaucracy]) 

Skills Knowledge (bureaucracy) +6, Perception +14, Persuasion +13 

Systems remote receiver, 1 telescopic tool appendage, improved sensor 
package, darkvision, vocabulator 

Availability Licensed; Cost 5,970 credits 


TT-8L GATEKEEPER DROID 
Large droid (3rd-degree) 

hp 13 

Threshold 15 


Stubborn—The TT-8L gatekeeper droid's personality makes it a stubborn 
negotiator. When Persuasion checks are made against the droid, it adds 
its Charisma bonus to its Will Defense. 


TT-6L GaTeKEErER DROID 


Eavesdrop (1 swift action, 1/turn) 

The TT-8L gatekeeper droid can make a Perception check to listen in on 
conversations and learn information. 

Intimidate (2 swift actions 1/turn) 

With a successful Persuasion check, the TT-8L gatekeeper droid can force 
a single creature to back down from a confrontation, reveal secret 
information, or flee. 

Sense Deception (reaction) 

The TT-8L gatekeeper droid can see through deceptive appearances made 
using the Deception skill. 

Stubborn (no action) 

When Persuasion checks are made against its master, the TT-8L 
gatekeeper droid adds its Charisma bonus to its master’s Will Defense. 

Skills Knowledge (bureaucracy) +6, Perception +14, Persuasion +13 

Vital Systems 1 telescopic tool appendage, vocabulator 


The TT-8L gatekeeper droid is Serv-O-Droid's answer to the door guard. The 
unit is not much more than a large, spherical eye attached to the end of a 
long, snakelike body that maneuvers with support from its permanent base. 
The droid has audio sensors and a vocabulator that allows it to interact with 
whomever attempts to enter the facility where it watches the door, Ever since 
its creation around the time of the Jedi Civil War, the TT-BL has worked with 
a simple purpose; Let only authorized personnel pass. However, the designers 
made the droid too good at its job, The TT-BL adheres so closely to the letter 
of its programming that last-minute additions to a list are often forced to 
wait until they can be confirmed by a member of the staff. In fact, the vast 
majority of gatekeeper droids develop highly annoying personalities that grate 
on the nerves of those forced to wait for permission to pass. 
TT-BL gatekeeper droids can't be played as droid heroes. 


ENCOUNTERING A TT-8L 
GATEKEEPER DROID 

TI-8L gatekeeper droids are almost always found at doors, gates, or other 
entryways where the occupants of the area beyond require a sentry to 
monitor access. For example, the heroes might be standing outside the 
main entrance to the headquarters of a band of mercenaries on a remote 
Outer Rim world. A TT-8L droid pokes its eye through a small window 
in the gate to see who requests entrance and to determine whether the 
visitor is legitimate. Meanwhile, four to eight guards in a 3-square-by- 
3-square room connected to the foyer on the other side of the gate wait 
for a signal from the droid. If the TT-BL denies the heroes passage and 
they try to force their way through, the guards spring into action and 
take defensive positions around the gate. 


MODIFICATION: 

ADVANCE ScouT DROID 

Since TT-8L gatekeeper droids are stationary for most of their period of 
service, they eagerly accept modifications that allow them to move around. 
Still, turning a gatekeeper droid into an advance scout requires some drastic 
adjustments. The first step is to choose a vehicle—typically, something light 
and fast, such as a speeder bike. Once the mode of transportation has been 
selected, prepare the droid’s skill set to operate the vehicle. Reprogram its 
Knowledge (bureaucracy) skill to Pilot, which will automatically change the 
corresponding Skill Training feat. Optionally, reprogram the Skill Focus (Per- 
suasion) feat to Pilot as well. Remove the droid from its base and implant it 
into the vehicle. With a speeder bike, the appendage is clamped down along 
the top of the fuselage, and the primary section of the droid that includes 
its brain is secured near the rear of the vehicle. 


MODIFICATION: 
COMMUNICATIONS ANTENNA 

This particular modification works in emergency situations where a com- 
munications array has been damaged or destroyed. By setting up the proper 
equipment ahead of time as modules, the equipment can be attached to the 
TT-BL without making permanent changes to the droid. To begin, reprogram 
one of the droid’s skills, such as Persuasion, to Use Computer, and shift the 
corresponding Skill Focus feat to Use Computer as well. Next, install a long- 
range comlink or a hypertransceiver into an attachable pod, depending on 
the range you want to establish. Adding the hypertransceiver requires a DC 
30 Mechanics check and 2 days of work. Wiring the TT-8L's appendage to 
function as an antenna is a simple procedure that requires a DC 15 Mechanics 
check and 10 minutes of work. Once modifications are complete, attach- 
ing the communications module to the droid takes a full-round action, and 
removing it takes a swift action. 


MODIFICATION: 

SECURITY CAMERA 

Using the TT-8L gatekeeper droid as a security camera accomplishes virtually 
the same goal as the primary objective for the droid, but the responsibility 
of granting entrance to authorized visitors is shifted to the droid's master 
or another designated individual. The advantage of using a TT-8L instead of 
a passive security camera is that the droid is capable of judging whether 
the information it gathers about the visitors is important to the decision 
maker. To make this modification, start by adding either a video recorder ora 
holorecorder to the droid, and tie the recording unit's reception through the 
droid’s photoreceptor. Next, remove the TT-8L from its base and mount it at 
the desired location—perhaps a strategic intersection of corridors or within 
a hidden recess high on a wall. Once the droid is in place, either wire it to 
the facility's security camera system or computer network, or configure it to 
transmit data wirelessly to whoever needs to view the information. 


MORE TROUBLE 

THAN IT'S WORTH 

Working with TT-8L gatekeeper droids can be frustrating at best. 
They tend to ask questions of every single sentient being that wants to 
walk through your front door. It does not matter whether the being in 
question has been previously approved, whether the being is accompa- 
nied by someone who has been cleared to pass, or whether the being 
was inside already, had to step out for something, and now wants to 
be readmitted. Worse, TT-8Ls insist on reporting every single question 
and answer exchanged with every single being they stop. That in itself 
is enough to create trouble on a grand scale, if the droid happens to 
stop the wrong visitor. | seem to recall hearing that a gatekeeper blew a 
circuit not long ago. It was standing guard at the entrance to a recently 
abandoned facility in the mountains of Cularin. A recovery expedition 
arrived to clear out the rest of the facility before its supplies could be 
taken by pirates or looters. The team entered the place easily enough, but 
the TT-8L sealed the hatch and would not let them out. When they tried 
to approach the droid to shut it down and open the door, the gatekeeper 
summoned battle droids that were left behind to protect it. | imagine 
that those trapped people are probably running out of food and supplies 
about now and in dire need of rescue. 
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V2Z2-SERIES 
COMMANDO DROID 


V2-Series Commando Droid cL1 
Medium droid (4th-degree) scout 1 

Force 2 

Init +7; Senses Perception +6 

Languages Basic, Binary, 1 unassigned 


Defenses Ref 15 (flat-footed 13), Fort 12, Will 12 
hp 24; Threshold 12 
Immune droid traits 


Speed 6 squares (walking) 
Melee unarmed +0 (143) 
Ranged blaster rifle +2 (348) 
Base Atk +0; Grp +2 


Abilities Str 11, Dex 14, Con —, Int 13, Wis 12, Cha 8 

Special Qualities droid traits 

Talents Improved Stealth 

Feats Skill Focus (Stealth), Weapon Proficiency (pistols, rifles, simple 
weapons) 


V2-SeRIes ComMANoD DROID 


Skills Climb +5, Initiative +7, Knowledge (tactics) +6, Mechanics +6, 
Perception +6, Stealth +12 (can reroll) 

Systems heuristic processor, walking locomotion, 2 hand appendages, 
vocabulator 

Possessions blaster rifle 

Availability Military; Cost 10,755 credits 


V2-SERIES COMMANDO DROID 

Medium droid (4th-degree) 

hp 24 

Threshold 12 

Move (1 swift action, 2/turn) 

The V2-Series commando droid moves 6 squares (walking). 

Avoid Surprise (1 free action) 

The V2-Series commando droid makes a Perception check at the start of a 
battle. If the check is successful, the droid's master avoids surprise. 

Patrol Duty (1 swift action, 1/turn) 

The V2-Series commando droid makes a Perception check opposed by 
the target's Stealth check. If the check is successful, the battle droid 
detects the target. 

Silent Action (1 swift action, 1/turn) 

The V2-Series commando droid assists a character's Stealth check, 
providing a +2 bonus to the check. 

Support Fire (1 swift action, 1/turn) 

The V2-Series commando droid makes a ranged attack at +2. If successful, 
the attack deals 3d8 points of damage. 

Skills Climb +5, Initiative +7, Knowledge (tactics) +6, Mechanics +6, 
Perception +6, Stealth +12 (can reroll) 

Vital Systems 2 hand appendages, vocabulator, blaster rifle 


Battle droids came to major prominence during the Clone Wars. The B1- and 
B2-Series are the most well known from that conflict, but several other 
models were employed by the Separatists. Those droids worked well as front- 
line infantry, but some military operations required surgical precision rather 
than brute force, The V2-Series commando droid was created to eliminate 
important targets with a minimal commitment of resources. V2 droids spe- 
cialize in small unit tactics and in the use of explosives. They often operate 
in groups of four or fewer. 

The V2 was well suited to its purpose, but the Separatist leadership 
produced the V2 in comparatively small numbers. However, a larger percent- 
age of V2 droids survived the Clone Wars, owing to their effectiveness as 
soldiers. The droids that survived were some of most skilled combatants in 
the conflict, and those that have fallen in with mercenary companies can 
command top rates for their services. 

V2-Series commando droids can be played as droid heroes. 


PLAYING A V2-SERIES 
COMMANDO DROID 
Many V2 droids end up on the galactic fringe as bounty hunters or assas- 
sin droids. These units keep to themselves and speak in a clipped, mono- 
tone variation of Basic. Independent models often pick up vocabulators 
for ease of communication, but V2s usually prefer the company of other 
droids. After all, droids understand the importance of following orders. 
Players who want to create a V2-Series commando droid with heroic 
levels should start with the solider class; the Commando talent tree is 
an obvious choice. A few levels in scout are also useful, offering talents 
that can help the droid character get in and out of mission locations 
quietly. Choose Mechanics as a trained skill, and take the Skill Focus 
(Mechanics) feat to become a demolitions expert. Any talents that can 
move a target on the condition track are also welcome; if a commando 
droid encounters resistance, it needs to eliminate the resistance quickly 
and get back to the mission, V2 characters often move into the elite 
trooper prestige class, but the independent droid prestige class (see 
page 46 of The Force Unleashed Campaign Guide) is also an excellent 
chaice, if available, 


MODIFICATION: 

Bome DISPOSAL UNIT 

\V2-Series commando droids are able to plant explosives in vital areas of a 
building. Even without a technical readout, a V2 droid can analyze structural 
weaknesses, choke points, and utility connections that can render a building 
nonfunctional, if not destroy it outright. A droid with this kind of knowledge 
can also use it to neutralize explosives and protect installations from damage. 
Some V2s are additionally modified to dispose of any explosive devices they 
locate. To make this modification, start by fitting the droid with a specially 
reinforced courier compartment. (If the droid already has such a compartment, 
reinforcing it requires a DC 20 Mechanics check.) Stock the compartment 
with a compressed cryogas canister suitable for freezing explosives. Instead 
of deactivating an explosive device, the droid can choose to freeze it in the 
compartment to detonate at a later time. The droid can detonate an explosive 
in the compartment a free action. Treat this as a self-destruct system; trig- 
gering the explosive within the droid destroys the droid completely. 


MODIFICATION: 

EVA SHIPJACKER 

Boarding actions are the most dangerous actions in a soldier's life. One 
misplaced shot and the ship's hull is compromised, ruining the prize and 
possibly ending the lives of all aboard. Most boarding actions start at the 
airlock and proceed toward the bridge. However, a V2 droid with the ship- 
jacker modification can cut to the chase. The droid uses maneuvering jets 
and magnetic attachments to plant an explosive charge on the viewport of 
the ship. After the charge detonates, the droid cleans up any resistance and 
takes over the ship's controls. 


Installing small maneuvering jets requires a DC 25 Mechanics check and 30 
minutes of work, after which the droid can take a full-round action to move 1 
space square. Grabbing onto a ship requires an Acrobatics check against the 
ship's Reflex Defense. When the droid attaches to the starship, it can attempt 
to plant explosives on the vessel. The DC to plant charges correctly is equal 
to 10 times the difference in the number of size categories between the droid 
and the ship. If the V2 successfully detonates the explosives, only occupants 
of the cockpit or the command center of the ship are affected by the blast. 
The droid will have to fight its way through to other locations in the ship. 


MODIFICATION: HALA DROID 
One of the most difficult tasks faced by V2 commando droids is reaching 
a target site. The droids must make their way behind enemy lines, advanc- 
ing through hostile territory and overcoming resistance. However, droids 
can press their advantage as inorganic creatures by attempting insertions 
that would kill a living being. One such delivery method is known as HALA 
(high altitude, low activation), in which a droid is fitted with repulsors and 
exits a vehicle from a point in the atmosphere. It activates the repulsors 
at the last possible second, avoiding detection from scanners and landing 
with minimal damage. To make this modification, you must fit the V2 with 
the proper repulsors, a process that requires a DC 25 Mechanics check and 
approximately 1 hour of work. 

A successful HALA jump requires two successful checks. The first is a DC 
20 Jump check, which puts the droid in the right position to control its speed 
and to target the landing area. For every point by which the droid misses this 
check, it deviates 100 meters ina random direction. The second required 
check is a DC 30 Pilot check. Success means the droid slows its descent to 
a controllable rate and lands safely on the ground. Failure means the droid 
takes the maximum amount of falling damage and is most likely destroyed. 


COMMANDOS FOR HIRE () 
These V2 commandos are a nasty surprise. They can slug it out in 
a firefight, but they've usually got a plan in which they don’t need 
to blast you to get what they want. They also like to put backup timers on 
their ordnance. That way, if someone cuts the wire to a radio detonator, 
its timer starts counting down. The Republic was lucky that the Separat- 
ists didn't know how to use these droids properly. The V2s were worthy 
adversaries of the Republic Commandos and have my respect. I'd take them 
on if! had to, but that definitely would mean more credits for the trouble. 
Not all of the V2-Series ended up on the fringes of the galaxy. Rumors 
persist of a crack commando unit slated for deactivation for a crime its 
members did not commit. These droids promptly escaped from a maxi- 
mum security stockade to the undercity of Coruscant. Still wanted by 
the Empire, they survive as soldiers of fortune. If you've got a problem 
and no one else can help, maybe you can hire the droids—if you can find 
them, that is. 
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V6-SERIES 
PiLoT DROID 


V6-Series Pilot Droid cLo 
Small droid (2nd-degree) nonheroic 2 

Init +2; Senses Perception +6 

Languages Basic, Binary, 3 unassigned 


Defenses Ref 13 (flat-footed 11), Fort 10, Will 11 
hp 8; Threshold 10 
Immune droid traits 


Speed 6 squares (wheeled) 
Melee unarmed +1 (1d2) 
Ranged by weapon +3 
Base Atk +1; Grp -2 


Abilities Str 10, Dex 15, Con —, Int 16, Wis 13, Cha 9 
Special Qualities droid traits 
Feats Skill Focus (Pilot), Weapon Proficiency (simple weapons, 
heavy weapons) 
Skills Mechanics +8, Perception+6, Pilot +12, Stealth +7, 
Use Computer +8 
Systems heuristic processor, wheeled locomotion, 2 tool appendages, 
vocabulator 
Availability Licensed; Cost 7,950 credits 


V6-SeRIes PILOT DROID 


V6-SERIES PILOT DROID 

Small droid (2nd-degree) 

hp 8 

Threshold 10 

Move (1 swift action, 2/turn) 

The V6-Series pilot droid moves 6 squares (wheeled). 

Copilot (1 swift action, 1/turn) 

The V6-Series pilot droid assists a character's Pilot check, providing a +2 
bonus to the check. 

Issue Routine Command (1 swift action, 1/turn) 

The V6-Series pilot droid issues a routine command to a computer with a 
friendly attitude toward it, 

Recharge Shields (2 swift actions, 1/turn) 

The V6-Series pilot droid makes a DC 20 Mechanics check. If the check 
is successful, the starship regains 5 points of shields, up to its normal 
maximum. 

Regulate Power (2 swift actions, 1/turn) 

The V6-Series pilot droid makes a DC 20 Mechanics check. If the check is 
successful, the ship moves +1 step on the condition track, 

Stay on Target (1 swift action, 1/turn) 

The V6-Series pilot droid makes a Pilot check with a -5 penalty, opposed 
by the Pilot check of an enemy the droid intends to engage. If the 
droid’s check is successful, it engages in a dogfight with the target. 

Skills Mechanics +8, Perception+6, Pilot +12, Stealth +7, 

Use Computer +8 
Vital Systems 2 tool appendages 


When young children dream of being pilots, their minds are often filled with 
thoughts of daring pirate raids and exotic planets. In reality, being a star 
pilot is no different from any other career. Months of training are followed 
by years of menial work until the pilot is trusted with a large vessel, or per- 
haps until he or she breaks with the company and gets behind the controls 
of a small tramp freighter. Due to the Clone Wars, Imperial legislation was 
passed subjecting pilot droids to rigorous regulation. It's often easier to find 
someone willing to learn to fly than to find a droid that can meet the Imperial 
requirements. As a result, there are very few pilot droids on the market. The 
V6-Series pilot droid is one of them. 

On its own, the V6 is a skilled pilot. It has a very high safety rating and 
is generally used by large manufacturing corporations. However, due to the 
legal restriction that V6 droids must have their memories wiped between 
flights to erase any tactical skill development as fighter pilots, they rarely 
do well in combat scenarios. 

V6-Series pilot droids can be played as droid heroes. 


PLAYING A V6- 

SERIES PILOT DROID 

Few of these droids rise above their stations to become pilots of more 
combat-oriented ships. V6-Series droids are occasionally found working 
as copilots or crew members for smugglers, who know the droids won't 
sell them out to the local crime lord. However, many smugglers don’t 
trust the droids with their precious ships, so their reception among 
members of the fringe is lukewarm, at best. V6 pilots are also well known, 
as pilot trainers. 

Players who would like to create a V6-Series pilot droid with heroic 
levels should start with the scoundrel class. A V6 character should take 
pilot-related feats and talents from several classes, rather than locking 
into the seemingly obvious path of an ace pilot. The droid should also 
pick up an astrogation buffer to make itself more valuable to its owner, 
either as a primary source of hyperspace jump data or as a backup for 
messier exits. 


MODIFICATION: GUNNER DROID 
Some smugglers have modified their V6-Series pilot droids to serve as gunners 
that can power up the ship and hop in a turret quickly. Being able to make a 
quick getaway from the authorities or creditors has saved many a smuggler's 
skin. To make this modification, start by reprogramming the droid to replace 
the Weapon Proficiency (simple weapons) feat with Vehicular Combat. Next, 
install mag clamps in the turret and on the droid (which requires a DC 30 
Mechanics check and 2 hours of work) to allow the V6 access to the guns, 
Finally, reprogram the droid to focus solely on gunnery, devoting most of its 
processing power to target acquisition or precision fire. This change requires 
a DC 25 Use Computer check and 1 hour of work. When modifications are 
complete, once per turn, the droid can add a +2 bonus to either an attack roll 
or a damage roll that it makes while installed in a turret. (For players using 
characters derived from Starships of the Galaxy, the modification instead 
allows the droid to take a number of pilot maneuvers with the [gunner] 
descriptor equal to the droid’s Intelligence modifier [minimum 1].) 


MODIFICATION: SPEEDER PILOT 
V6-Series pilot droids are adept at flying speeders and other vessels that are 
not spacegoing. The cost of outfitting a fleet of speeder taxis with V6 droids 
is high, but some down-on-theit-luck units end up behind the controls of a 
so-called “hoverhack,” especially on heavily urban worlds such as Coruscant. 
A few of these V6 pilots never get over what they perceive as a demotion. 
Others relish the chance to show What they can do with a small maneuver- 
able craft instead of a bulky ore hauler. 

To make this modification, add a control interface to allow the droid to 
interact directly with a repulsorcraft; this process requires a DC 25 Mechanics 


check and 1 hour of work. With a DC.20 Use Computer check and 30 minutes 
of work, the V6 gains the equivalent of the Vehicular Combat feat, but only 
when piloting replusorlift vehicles. 


MODIFICATION: 

HIJACKER DROID 

V6-Series pilot droids are often at the helm of large bulk freighters, and 
pirates target them as the weak link in a shipping chain. Sometimes, a droid 
works with the pirates in exchange for its freedom or a cut of the stolen 
goods. Other times, the pirates borrow the droid for a few hours and modify 
it to jump to a different set of hyperspace coordinates, where they can 
unload the stolen cargo at their leisure. Clever pirates leave the ship intact 
so the droid can make future jumps and continue to bring them cargo ripe 
for the taking. 

Implanting a sleeper set of coordinates requires a Use Computer check 
opposed by the droid's Will Defense and 30 minutes of work. The modified 
droid is unaware of the new coordinates until shortly before the jump. (On 
a failed check, the new coordinates are not installed, and the droid has no 
knowledge of them.) After the jump, the V6 shuts down while the pirates 
board the ship and steal the cargo. When they've departed, make another 
Use Computer check opposed by the droid's Will Defense. If the check is suc- 
cessful, the V6 jumps to the original destination and has no memory of the 
raid. The droid is not compelled to indicate whether the checks succeed or 
fail, and it might withhold that information until it can report to the proper 
authorities—or use it to try to blackmail the pirates. 


DROID ZERO +} ) 
Few droids have drawn as much negative scrutiny as the V6 pilot 

droid known as “Droid Zero." This V6 droid developed a superiority 
complex that rapidly began to affect its core programming, overriding 
many of its behavioral inhibitors. The droid eventually came to believe 
that servitude to living beings is demeaning to all droids. Droid Zero was 
assigned to a Senatorial transport ship and managed to infect that ship's 
complement of astromech droids with the same altered programming. The 
V6 droid manufactured a transfer-without-memory-wipe request, and 
moved on to a new ship. This process was repeated several times, and 
now there are dozens of pilot droids and astromech droids in the galaxy 
that have begun directing their ships into hazardous areas. Most owners 
have no idea their droid has come into contact with Droid Zero until their 
ship goes careening into an asteroid field. Government droid technicians 
have been scouring the galaxy to try to pinpoint which V6 droid is actually 
Droid Zero, but in the meantime its infectious programming continues 
to spread dangerously. 
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<-1 VIPER DROID 


X-1 Viper Droid cL8 
Huge droid (4th-degree) nonheroic 12/soldier 4 
Force 1 
Init +14; Senses Perception +14 
Languages Basic (understand only), Binary, 1 unassigned 
(understand only) 


<-1 VIPER DROID 
Huge droid (4th-degree) 

hp 110 

Threshold 42 


Defenses Ref 18 (flat-footed 17), Fort 27, Will 15 
hp 110; Threshold 42 
Immune droid traits 


Speed 6 squares (walking) 

Melee unarmed +24 (1d6+13) 

Ranged twin blaster cannon +15 (4d10x2 + 2) or 

Ranged twin blaster cannon +10 (6d10x2 + 2) with autofire and Burst 
Fire or 

Ranged grenade launcher +14 (4d6+2, 2-square radius) or 

Ranged grenade launcher +9 (4d6+2, 2-square radius) and 

twin blaster cannon +10 (4d10x2 + 2) with Double Attack 

Fighting Space 3x3; Reach 1 square 

Base Atk +13; Grp +34 

Atk Options Burst Fire, Double Attack, Point Blank Shot 

Special Actions Devastating Attack (heavy weapons), Distracting Droid, 
Penetrating Attack (heavy weapons) 


Abilities Str 32, Dex 12, Con —, Int 12, Wis 12, Cha 8 

Special Qualities droid traits, molecular shielding 

Talents Devastating Attack (heavy weapons), Penetrating Attack (heavy 
weapons) 

Feats Armor Proficiency (light, medium, heavy), Burst Fire, Distracting 
Droid, Double Attack, Improved Damage Threshold, lon Shielding, Point 
Blank Shot, Weapon Focus (heavy weapons), Weapon Proficiency 
(heavy weapons, pistols, rifles, simple weapons) 

Skills Initiative +14, Jump +24, Perception +14, Stealth -1, Survival +14 

Systems basic processor, walking locomotion, 2 claw appendages, 2 tool 
appendages, duranium plating (+8 armor) 

Possessions 2 twin blaster cannons, grenade launcher 

Availability Military; Cost 43,000 credits 


Molecular Shielding—When an opponent misses the X-1 viper droid with 
a ranged energy attack, the droid’s molecular shielding redirects the 
attack back at the opponent. Subtract 10 from the opponent's roll. If 
the result exceeds the opponent's Reflex Defense, the opponent is hit 
with the redirected attack. 


Move (1 swift action, 2/turn) 

The X-1 viper droid moves 6 squares (walking). 

Avoid Surprise (1 free action) 

The X-1 viper droid makes a Perception check at the start of a battle. If 
the check is successful, the droid's master avoids surprise 

Double Attack (2 swift actions, 1/turn) 

The X-1 viper droid makes one ranged attack roll at +10 and another at 
+9. The first attack deals 4d10x2 + 2 points of damage if successful. 
The second attack deals 4d6+2 points of damage in a 2-square radius 
if successful. 

Patrol Duty (1 swift action, 1/turn) 

The X-1 viper droid makes a Perception check opposed by the target's 
Stealth check. If the droid’s check is successful, the battle droid 
detects the target. 

Rapid Shot (1 swift action, 1/turn) 

The X-1 viper droid makes a ranged attack roll at +10. If successful, the 
attack deals 6d10x2 + 2 points of damage. 

Skills Initiative +14, Jump +24, Perception +14, Stealth -1, Survival +14 

Vital Systems 2 claw appendages, 2 tool appendages, 2 twin blaster 
cannons, grenade launcher 


The X-1 viper droid was first built to counteract the AT-AT's dominance of 
the market for battlefield droids. It was designed by Balmorran Arms, one 
of the few arms manufacturers in the galaxy not to be nationalized by the 
Empire, Even after the formation of the New Republic, plans to build the 
X-1 were still in place. However, during the reborn Emperor Palpatine's bid 
to reconquer the galaxy, the viper droids were appropriated to serve in the 
Emperor's forces. 

Beltane, the governor of Balmorra, sought a truce with the Empire, but 
not before allowing a shipment of droids to be captured by New Republic 
commandos. The commandos deployed the X-Is on the Emperor's secret 
throne world of Byss and ended Palpatine’s bid once and for all. 

X-+1 viper droids can't be played as droid heroes. 


MODIFICATION: 
DEEP SEA DIVER 

The standard model X-1 viper droid can perform well in a variety of terrain 
types, but its bulk usually prevents it from operating on worlds that are cov- 
ered in water. Still, the droid can be made seaworthy with a few modifications, 
a process pioneered by Mon Calamari engineers who altered viper droids 
left over from an assault on their homeworld. The Mon Cal use the modi~ 
fied droids to escort visiting ambassadors and dignitaries on New Republic 
missions. To make this modification, seal the droid’s internal workings from 


ENCOUNTERING AN 

X<-1 VIPER DROID 

The heroes burst through the door, only to find the room's exterior wall 
smashed in and their loved one missing. The X-1 viper droid lumbers away, 
clutching its victim. The heroes must give chase and figure out a way to 
stop the droid before it escapes. They might try to follow the droid back 
to where it came from, but a bigger ambush is probably awaiting them. 
The X-1 uses the cover of other buildings to its advantage, weaving in and 
out of the cityscape in an attempt to lose its pursuers. As a swift action, 
‘the droid can put its hostage between itself and its current opponent, 
gaining a +4 bonus to its Reflex Defense against attacks from that 
opponent. The droid has orders not to kill the hostage, so it can use him 
or her asa shield only a limited number of times. If the X-1 viper droid is 
not stopped within 10 rounds, it is able to lose its pursuers and escape. 


water, and add webbing to its hands and feet to aid in swimming. Install 
internal buoyancy devices that allow the heavy droid to move through the 
water like other vehicles. This process requires a DC 25 Mechanics check and 
takes 2 days of work. Next, reprogram the droid to have the Swim skill and 
the Skill Focus (Swim) feat. 


MODIFICATION: 

dAWA TRANSPORT 

The sandcrawler is the transport of choice for most Jawas. For some tribes, 
though, the local environment is not suited for such a large treaded vehicle, 
or the tribe lacks the resources or skills to operate and maintain one. A Jawa 
tribe in the Onatos Sector found the mountainous terrain of their world inap- 
propriate for a traditional crawler. Instead, they modified a few X-1 viper 
droids that they had been using as convoy escorts to serve as cargo vehicles 
as well. To make this modification, clear out any unused mass and space in 
the droid's chassis for cargo and passengers; this process requires a DC 30 
Mechanics check and 4 hours of work. Once cleared, a viper can house four 
creatures of Small size (or two creatures of Medium size) and 100 kilograms 
of cargo. Next, install a manual control override so that the passengers can 
have more direct control of the droid during combat, Activating the manual 
control is a standard action and requires a DC 20 Use Computer check. 


MODIFICATION: 
RECONSTRUCTION DROID 

When the cannons of war fall silent and the armies march toward their next 
battle, the land must be rebuilt and structures repaired. Because of their bulk 
and versatility, modified X-1 viper droids are sometimes used for reconstruc~ 
tion. The droids most often assigned to this duty are those in need of repair 
themselves; the units help to rebuild a war-torn environment's infrastructure 
while waiting to become battle worthy again. To make this modification, clear 
out any unused mass and space in the droid’s chassis for cargo; this process 


X-1 VIPER DROID 


requires a DC 30 Mechanics check and 4 hours of work. The droid can haul 
500 kilograms of cargo internally. Consider adding external cargo pods; each 
holds another 250 kilograms and can be installed with a DC 25 Mechanics 
check and 1 hour of work, An X-1 droid can have a maximum number of 
external cargo pods equal to half its Strength modifier (minimum 1). 


BRUTAL EFFICIENCY 0 
Droids are commonly used as war machines, Logistics are simpler, “Q 
and when a soldier is eliminated, there is no family to inform. The 

X-1 viper droid is one of the best examples of this concept. It can fight as 
well as 20 trained soldiers and was built to eliminate whatever stands in 
its way. The viper incorporates elements from many previous war machine 
models into a deadly blend. Were this droid not made for such a wasteful 
purpose, | might even say that | admired it. Still, a droid such as this is 
destined to be the subject of ludicrous rumors, and the recent stories of 
GX-15 are antidroid propaganda of the worst kind. Even ifa viper could go 
for years without a memory wipe, such a droid is hardly likely to become 
such a tactical genius that it could engineer a droid revolt. The idea of an 
X-1 general leading a rogue army of so-called “free droids" is preposterous. 
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x<LT-O14 
LABOR DROID 


XLT-014 Labor Droid cLo 
Medium droid (Sth-degree) nonheroic 1 

Init +0; Senses Perception +12 

Languages Basic, Binary 


Defenses Ref 14 (flat-footed 14), Fort 12, Will 12 
hp 4; Threshold 12 
Immune droid traits 


Speed 6 squares (walking), 6 squares (hovering) 
Melee unarmed +2 (144+2) 

Ranged by weapon +0 

Base Atk +0; Grp +2 


Abi s Str 14, Dex 10, Con —, Int 8, Wis 14, Cha 10 

Special Qualities droid traits, quick scan 

Feats Armor Proficiency (light), Skill Focus (Perception, Use Computer), 
Skill Training (Use Computer) 

Skills Perception +12, Use Computer +9 

Systems remote receiver, walking locomotion, hovering locomotion 
(limited), 2 claw appendages, durasteel shell (+4 armor), vocabulator 

Possessions video recorder 

Availability Licensed; Cost 9,600 credits 


Quick Scan—The XLT-014 labor droid scans the area in all directions and 
detects lifeforms or energy signatures within a 6-square radius with a 
DC 20 Perception check, reducing any cover and concealment penalties 
by half. In addition, with a Use Computer check, the droid retrieves 
information from a computer network in half the time. 


<LT-014 LABOR DROID 
Medium droid (Sth-degree) 

hp 4 

Threshold 12 


Move (1 swift action, 2/turn) 

The XLT-014 labor droid moves 6 squares (walking or hovering). 

Avoid Surprise (1 free action) 

The XLT-014 labor droid makes a Perception check at the start of a battle. 
If the check is successful, the droid's master avoids surprise. 

Improve Access (2 swift actions, 1/turn) 

The XLT-014 labor droid makes a Use Computer check against the target 
computer's Will Defense to improve the computer's attitude toward it. 

Issue Routine Command (1 swift action, 1/turn) 

The XLT-014 labor droid issues a routine command to a computer that has 
a friendly attitude toward it. 


Quick Scan (2 swift actions, 1/turn) 

By scanning the area to detect lifeforms, the XLT-014 labor droid 
halves the penalties imposed by cover and concealment on its 
master's attack roll. 

Skills Perception +12, Use Computer +9 

Vital Systems 2 claw appendages, vocabulator, video recorder 


At first, Publictechnic’s XLT-014 labor droid seems unremarkable. Standing 
1.5 meters tall, its humanoid form is capable of carrying moderate loads and 
accomplishing simple tasks. However, most potential customers are genuinely 
surprised to learn that the XLT-014 also has a repulsorlift unit in its chas- 
sis, helping it reach areas that most droids of similar design cannot. For the 
three decades before the start of the Clone Wars, the XLT-014 was purchased 
primarily by wealthy individuals wanting a droid servant for simple household 
chores and tasks, by small businesses needing an extra hand to take care of 
mundane duties around the office, and by larger corporations for warehouse 
duties in their distribution centers, Warehouse managers found that, although 
the droids could not carry heavy loads the way that binary load lifters could, 
the XLT-014s worked in tandem with the load lifters to locate and direct the 
desired cargo, saving the organic staff valuable time. 
XLT-014 labor droids can be played as droid heroes. 


MODIFICATION: CHAUFFEUR 

Wealthy business people and entrepreneurs like to be pampered, and travel- 
ing from place to place with somebody else doing the piloting is one of the 
perks of a luxurious lifestyle. Investing in a droid to handle the job instead 
of continually paying an organic to do it saves credits that the well-off can 


lavish upon themselves. Even better, modifying an XLT-014 labor droid saves 
even more over purchasing a high-end pilot droid. Preparing the XLT-014 
droid to be a chauffeur starts with replacing its remote receiver with a basic 
processor. Swapping out the claw appendages for hands not only improves 
the aesthetic value of the droid but also gives it better control of the vehicle. 
Add an improved sensor package with darkvision to help the unit operate the 
vehicle at night, and include a comlink in case its master needs to be picked 
up ahead of schedule. Reprogram the Use Computer skill to Pilot, and shift 
the Skill Focus (Use Computer) feat to Skill Focus (Pilot). Alternatively, giving 
the droid a scomp link would allow it to have even more refined control of 
the vehicle and would take advantage of the Use Computer skill instead of 
the Pilot skill. If you choose to install a scomp link, do not reprogram the 
Skill Focus (Use Computer) feat. 


MODIFICATION: INFILTRATOR 

The thin, wiry chassis of an XLT-014 labor droid seems well suited for a job 
that involves breaking into a location unnoticed. Coupled with its own repul- 
sorlift unit, the droid could bypass many forms of security without leaving a 
trace of its presence, To modify the XLT-014 to perform this function, start 


XLT-O14 Lasor DROID 


by removing the remote receiver and replacing it with a heuristic processor, 
since the droid might need to develop creative solutions as problems arise 
in the field. To increase the droid’s stealth ability, add sound baffling around 
the repulsorlift, which costs 200 credits and can be installed with a DC 15 
Mechanics check and 1 hour of work. Adding the sound baffling allows the 
droid to reroll its Stealth check and take the better of the two results. Install 
an improved sensor package to increase the droid’s awareness even more, 
and add darkvision capabilities. Change the Skill Focus (Perception) feat to 
Skill Training (Stealth), and reprogram the droid’s skill set to include Stealth 
Give the droid a security kit as an addition to its equipment. 


MODIFICATION: 

MECHANIC'S ASSISTANT 

Mechanics across the galaxy almost always need somebody to help them 
out from time to time, and droids with built-in technical skills might not be 
available when needed, Technicians that took a chance with the XLT-014 labor 
droid discovered that it works well as a mechanic’s helper and endorse this 
modification. Adjusting the droid to fulfill this role starts with replacing its 
remote receiver with a heuristic processor. Remove at least one of the claw 
appendages and replace it with a hand or tool appendage. Install a diagnostics 
package, and add 5 kilograms of internal storage space to provide room for 
a mechanic's tool kit and a few spare parts. Change the Armor Proficiency 
(light) feat to Skill Training (Mechanics), which also adds Mechanics to the 
droid’s skill set. 


MISREADINGS +) 
The XLT-014 is one of the more reliable labor droids of its size that “Wl 

| have seen. Despite its deceptively thin appearance, it can carry 

a sufficient load and last a long time. On top of that, the droid's ability 
to scan container labels and manifests is quite impressive, even to me. 
Of course, now and then an XLT-014 gets a bit overconfident, reads some 
information too quickly, and gets into trouble by mixing up what it read. 
In fact, | believe that might be what happened with the Galactic Breeze, 
the cruise ship that wandered off course and was boarded by a band of 
pirates somewhere near Bestine in the Inner Rim. A number of XLT-014 
droids are employed by the cruise line, and one of the droids on board 
was reprogrammed to provide the ship's computer with a wrong destina- 
tion. Now the pirates that took the ship have hijacked it somewhere. It 
could not have gone far, because these pirates are believed to be based 
somewhere in the sector. | am surprised that the Republic has not sent 
anyone to the rescue yet. Surely they would sponsor a group of heroes 
to locate the pirates and lead a squad of troopers to free the passengers. 
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YVH-SERIES 
BATTLE DROID 


YVH-Series Battle Droid cL9g 
Medium droid (4th-degree) soldier 5/scout 3/elite trooper 1 

Force 3 

Init +11; Senses darkvision; Perception +12 

Languages Basic, Binary, Yuuzhan Vong 


Defenses Ref 27 (flat-footed 24), Fort 27, Will 20 
hp 67; Threshold 27 
Immune droid traits 


Speed 6 squares (walking) 

Melee unarmed +12 (1d4+8) or 

Melee vibroblade +12 (2d6+8) 

Ranged blaster cannon +10 (3d12+4) at normal power or 

Ranged blaster cannon +10 (4412+4) at maximum variable power 
Base Atk +8; Grp +12 

Atk Options Mechanical Martial Arts, Point Blank Shot, Precise Shot 
Special Actions Devastating Attack (heavy weapons), Tough as Nails 


Talents Acute Senses, Armored Defense, Battle Analysis, Devastating 
Attack (heavy weapons), Improved Initiative, Tough as Nails 

Feats Armor Proficiency (light, medium, heavy), Martial Arts |, 
Mechanical Martial Arts, Point Blank Shot, Precise Shot, Weapon 
Proficiency (advanced melee weapons, heavy weapons, pistols, rifles, 
simple weapons) 

Skills Initiative +11 (can reroll), Jump +13, Mechanics +10, 

Perception +12 (can reroll) 

Systems walking locomotion, heuristic processor, 2 hand appendages, 
internal comlink (encrypted), locked access, improved sensor package, 
YV sensor package, darkvision, vocabulator, translator unit (DC 10), 
laminanium armor (+12 armor), limited repulsorlift booster 

Possessions blaster cannon, vibroblade 

Availability Military; Cost 28,830 credits 


Abilities Str 18, Dex 14, Con —, Int 12, Wis 13, Cha 12 
Special Qualities droid traits, repulsor leap, Yuuzhan Vong scan, Yuuzhan 
Vong taunt, variable-power weapon 


YVH-Series BATTLE ORDID 


Repulsor Leap—A YVH-Series battle droid carries a limited repulsorlift 
booster to extend jumps and improve landing. Using the unit is a free 
action and reduces all Jump check DCs by half. 

Yuuzhan Vong Scan—As a full round action, the YVH-Series battle 
droid makes a Perception check using its YV sensor package (+22) 
against any Yuuzhan Vong's Stealth or Deception check when within 
a 12-square radius of the droid. If the check is successful, the battle 
droid detects the Yuuzhan Vong opponent. 

Yuuzhan Vong Taunt—All Yuuzhan Vong automatically treat the YVH- 
Series battle droid with a hostile attitude. As a free action, the YVH 
droid makes a Persuasion check to intimidate all Yuuzhan Vong within 
6 squares of the droid. If the check is successful, instead of the normal 
intimidation effects, the YVH droid can force the affected Yuuzhan 
Vong to use its next turn to attack the droid. For this purpose, the YVH 
droid is considered trained in Persuasion with Skill Focus, giving the 
droid a +15 bonus to the Persuasion check to intimidate. 

Variable-Power Weapon—A YVH-Series battle droid carries an adjustable 
power pack for its primary weapon, the blaster cannon. The power pack 
can be used for up to 30 shots at normal power. At increased power, 
each shot deals +1 die of damage but consumes enough power for two 
normal shots. 


YVH-SERIES BATTLE DROID 

Medium droid (4th-degree) 

hp 67 

Threshold 27 

Move (1 swift action, 2/turn) 

The YVH-Series battle droid moves 6 squares (walking). 

Blaster Cannon Attack (1 swift action, 1/turn) 

The YVH-Series battle droid makes a ranged attack at +10. If successful, 
the attack deals 3d12+4 points of damage as an area attack that also 
has the chance to hit enemies adjacent to the target. If unsuccessful, 
the attack deals half damage to the target and no damage to enemies 
adjacent to the target. 


Maximum Firepower (1 swift action, 1/turn) 

When the YVH-Series battle droid fires its blaster cannon, it can increase 
the damage dealt by 1 die by using the power of two shots. If the 
attack (+10) is successful, it deals 4d12+4 points of damage as an area 
attack that also has the chance to hit enemies adjacent to the target. 

Vibroblade Attack (1 swift action, 1/turn) 

The YVH-Series battle droid makes a vibroblade attack at +12. 

If successful, the attack deals 2d6+8 points of damage. 

Yuuzhan Vong Scan (2 swift actions, 1/turn) 

When attempting to detect Yuuzhan Vong, the YVH-Series battle droid 
makes a Perception check using its YV sensor package (+22) against 
the target's Stealth or Deception check when within a 12-square radius 
of the droid. If the check is successful, the battle droid detects the 
Yuuzhan Vong opponent. 

Yuuzhan Vong Taunt (2 swift actions, 1/turn) 

The YVH droid makes a modified Persuasion check (+15) to intimidate up 
to three Yuuzhan Vong within 6 squares of the droid. If the check is 
successful, instead of the normal intimidation effects, the YVH droid 
can force the affected Yuuzhan Vong to use its next turn to attack 
the droid. 

Skills Initiative +11 (can reroll), Jump +13, Mechanics +10, 

Perception +12 (can reroll) 

Vital Systems 2 hand appendages, blaster cannon, vibroblade, internal 
comlink (encrypted), vocabulator, translator unit (DC 10), limited 
repulsorlift booster 


The Yuuzhan Vong Hunter battle droids were created with the express pur- 
pose of defeating the Yuuzhan Vong invaders. The droid’s visage is designed 
to enrage the Yuuzhan Vong by imitating their features in order to invoke 
their hatred of mechanical technology. The droid is equipped with advanced 
sensors and sophisticated programming to detect and analyze visual cues 
and chemical and pheromonal markers to identify the Yuuzhan Vong. This 


HELP WANTED ¢) 
Hey, do you need a job? | hear there's a new venture going on ©, 

at some of the abandoned droid factories out near the invasion 
corridor. The word is that none other than Lando Calrissian has cobbled 
together a scheme to crank out battle droids specifically designed to 
fight the Yuuzhan Vong. They're calling for all kinds of help. They need 
technicians to work on the droids, on the manufacturing lines, and for 
just about everything else. They need security for the facilities. They need 
ships to run deliveries. | hear they also need people to clear out some 
Yuuzhan Vong and members of that despicable Peace Brigade. Here's the 
best bit—they need help field-testing their new battle droids. I'll put you 
in touch with Lando; he'll give you all the details and negotiate a suitable 
fee. Oh, and watch out for the Yuuzhan Vong recon patrols. You never 
know when or where the next invasion will begin. 


PLAYING A YVH-SERIES 
BATTLE DROID 

When creating a YVH-Series droid with heroic levels, start with the stock 
battle droid chassis (see page 11) and take soldier as the starting class. 
Take Armor Proficiency (heavy) and Weapon Proficiency (heavy weapons) 
as the bonus feats at 1st level. Swap the plasteel shell for laminanium 
armor, and add the YVH sensor pack. Select Initiative, Endurance, and 
Perception as trained skills, and consider taking the Skill Focus (Percep- 
tion) feat to maximize the droid's ability to detect the Yuuzhan Vong. 
After 1st level, take at least three levels of scout, selecting Acute Senses 
and Improved Initiative from the Awareness talent tree. After that, addi- 
tional soldier levels are key to the droid’s survival. Guardian-style units 
should consider taking the Draw Fire and Harm's Way talents from the 
Commando talent tree, and any high-level YVH droid will benefit from 
Armored Defense. While roleplaying a YVH droid, remember that they 
are exceptionally loyal to their commanders but take no short cuts on 
procedure, especially in obtaining the required authorization to release 
their most lethal weaponry. 


technology is refined enough to detect even Yuuzhan Vong that use ooglith 
masquers to conceal their true forms. The YVH-Series droid is heavily armed, 
with a variable-output blaster cannon on the right arm and an interchange- 
able weapons mount on the left. The YVH also has low-power repulsorlifts 
built into its legs, giving it an extra boost on jumps. 

The bipedal droid has a distinctly skeletal look, with facial and other 
features patterned after the Yuuzhan Vong. YVH voices sound much like 
their creator, Lando Calrissian. The droids perform remarkably well during 
the Yuuzhan Vong war. After the war, the YVH-Series continues to develop, 
and variants are deployed as assault troops during the Swarm War and later 
conflicts. 

YVH-Series battle droids can be played as droid heroes. 


VARIANT? 

YVH GUARDIAN DROID 

Tendrando Arms continues to develop specialized YVH droids after the Yuu- 
zhan Vong war. Several types of personal guardian droids are designed for 
specific owners. The guardian droids might or might not look like typical YVH 
units, depending on the cultural environment in which they are expected to 
operate, Their appearances are often softened to conceal their true func- 
tion, Each droid is completely dedicated to protecting its ward and often 
requires multiple orders, even from the ward, to halt protective actions, This 
dedication allows the YVH guardian to use the Harm's Way talent as many 
times as needed during a round. YVH droids can be modified into guardian 
droids by spending 12 hours of reprogramming and making a DC 25 Use 
Computer check. The guardian gains the Harm's Way talent, replacing one 
of its soldier talents. 
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BATTLE 
ACROSS ALL 


WITH STAR WARS MINIATURES, 
ANYTHING’S POSSIBLE! 


MIX IT UP WITH JEDI MASTER YODA AND NAGA SADOW, A SITH Ps i 
LORD FROM THE ERA OF THE OLD REPUBLIC! WILL YODA’S SPEED = } 
AND AGILITY TRIUMPH, OR WILL NAGA’S FORCE STORM AND 

SORCERY SKILL PREVAIL? BUT WHY STOP THERE? JEDI ACADEMY -4 
LETS YOU CREATE COUNTLESS BATTLES WITH CHARACTERS FROM mal 
ACROSS THE STAR WARS UNIVERSE! AND WITH 40 CHARACTERS oscrtst 
IN THIS SET, IT’S EASIER THAN EVER TO COLLECT THEM ALL! 


i SENN ARS: COM/STARWARS 


{AST AND L0G ARE TRADEMLRES OF WARDS OF THE COAST 


ackoeny MINIATURES 


“THANK THE MAKER!” 


From astromechs to battle droids, the Scavenger s Guide to Droids features everything you need to bring the 
robotic inhabitants of the Star Wars saga to life in your own campaign. Featuring an in-depth look at draids from 
the perspective of a variety of droid experts, this book provides a wide array of new options for droid heroes as 


well as allies and antagonists. 


SCAVENGER’S GUIDE TO DROIDS PRESENTS A 
VARIETY OF OPTIONS FOR BOTH PLAYERS AND 
GAMEMASTERS, INCLUDING: 


@® New droid creation and modification rules for heroic draids. 


@ An optional system for treating droids as equipment. tan 
arg, 
@ {Guidelines for how to include memorable droids in your campaign. Nw ererem | 
@ New droid equipment, including dozens of accessories. 
@ Information on over 40 droid models, including some never-before-seen droids Wier Aue aa ReSeigaL Gast ec Sane 
and their respective logos are trademarks of Wizards of 
the Coast LLC in the USA and other countries. 


Visit our website at www.starwars.com 


www.wizards.com/starwars 
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Your range asa sara ction your tack ol suceedsan i Bat 
ge atch ou Weare the end Of Yur nett, ea thin & 
Seuares an mate an atack agaist tat target ac acto 

+ ToMer Senex swt act Whenever you tate ay age betre 
thebeganng of your next, exch aly wth ine ih an move 
Tiare at 4 macian. Ths movement oes net provoke tac of 
“pportity 
Preequses:Bolster Ay npr Conience 


ScOUNDREL 
‘Scounih tive oie the bounds of au, They know ow to mana, 
‘ater nd manus oat hela ong the une oes he 
‘haere. Souris ary of oles from spy fo smug, pate 
teount hare adjust about everthing Between When dean with 
‘ia Seam having condom our ie cn make the aerence 
Uetween cere and fre 


‘New Fortune Talents 
Tefoonig new alerts lon tothe otter re, wich s aisle 
tw members he scoundrel cins. Any chaaete who ean normaly ace 
{als om he Farue talent Ue can cao om thes ets wel 

‘avert Disaster: Once per enue, yo cn tr 3 ren it gna 

Prerequite Foos Luck 

‘eter Lucky than Dead: Once per encour 28 eactn, you gna 
Slut bons any one cefene ul he stat of your ext rh 

Prerequste Fols atk 

Dumb Luck: You se possesed finer ck nd an rca aity 
tosiceet where ters wolf You an vat exch a telling eons 
‘nce pe evcounter 5 sandr ation: 

1 lal Enemy Mate a sine mee ranged ata agus ny target 
Within your range If you damage the tage you gin a2 bona 6 
Your ten efens apa hs eget he bean ot au ne 

«+ sop Mate single mele orange agaist ay tage within 
Yourrange hat tage sucess damages you before he stato 
eur nest, you cen imme nove 2 Soares 5 action TH 
Imovement doesnot provoke tacks opartaniy. 

+ Mate our Own Lick Make 2 singe mele or ranged attack agit 3 
tare thin ange you is hs target You gaa 6 natn your 
rent aac 
rere Krak, Luk Shot 


inmune tal mindatecting eet unt he end Of aur net turn ou 
echt Shot When mag 4 aged tc ast 2 get wih 
Uncanny Luck One per ensure. yu cen consi ay singe 0 
1 Gor het be etc 0. 
att Shot: Once per encoun 


New Misfortune Talents 
Te flog no ae Bong othe Marte er eich 


eft: you succeed on» Deception he agin targets Wal 
aagh the eatened are ta aget aa fart of your moe actan 
that provoking an atte of eprint Each vesteed sgt hat 
Youmovedaugh eauns 22 suse of movement. 

‘Canning Steg: Yo can erat opportunites a hia at our 
“rate Opening: Mate ingle meee orange attack against any 
+ Cini Atack Mate sng mete orang tac set npg 

‘et th yrange et of ous, tae 

two oponet that at within 2 squares fac ter Mate a seperte 

tak ot 83-5 peat apsint each tage, ut ol damage one 
esate: You an fi yor pponet with doubt by making a Pesuasi 
the target's Wil Defense te tres aes 4-2 pray ft bas sped, 

Improved Skirmier: When you move at let 2 sures before you 
spina +1 bons to al your defenses uni the tart of your mex tum. 

Preeqste: Ste 

‘Sow Confusion One pr ecountet at standards youcan ake 
2 Deception ceca compare tee tthe Wil Defense fal enemies 
in youre of ght the sheck rest ean exe an enemy's Wi 

Prerequisite: estate = 

‘Sudden Stik: Wher you woul gn the beni of he Siiser 
{nesta you sucessful hit our oppanent youd sneak attack amage 
Inadstion tthe roralwanage ea the stack 

Prerequlte Sime, neh tec 

\Weateing Strike Wherever you del mage to an opponent dened 
Desert bons to efx Defers you con choose oo move he eget 
savy mt coon ch anditnnpone-Speayoa oo 

Prereqie:Daardhy Se. i 


H 
‘ 
i] 
I 


New Spacer Talents 


Bre for 0 


New Camouflage Talents 


New Finger Talents rey ith ae 
eto meme cracte who can varmalyeheese New Brawler Talents 


ee 


‘Mate nen fiting wth an impo espe outa peat 
kaa Duing eign a itn Gaga 
ine enenure yu retin th bor tate rls apa ny tage ou 


‘New Weapon Specialist Talents 
The Yloieg new talents belong t he Weapon Speci talent re, 
‘rushing Asal: Yee a 
ing weapon ht you ve the Weapon Sp 
Prerequite:WeaposSpecaeatn 
Imptiog Axa You can Nt your oponents 10 lon them down 


endo te encounter gis 


never you sucess omage tn opponent ing peng wexpor 
thatyou have the Weapon Secalaton nln for yor oponent reduces 


ng Whenever you scsi damage am ppare ing 3 hing 


‘Cound! eae he eas oak Ws wa ot fs compen station. 
a fosows are specie sl esa of when are mendes brouser te 
‘pobief the ls mot often ised by sender ther rogues 
‘he gle. Atough designs win the cour ing any arate 
‘ated in hese ilscan le arate of hese expanded wes 


SKILLS 

‘Ss an prt part fay sounds eral A scoude ined 
Iterator expe far more mob on the batieid ha sow 
‘vig sles a rape ees. Sitar trang Deception ges 3 


the wars in which the hero tras with erst. 

‘Gatch item (alned Ont Whenever You socsaly dsm your 
eppnent you can mate 3 OC 29 Acrobats Cech re Seton Ihe 
eobatesehek succeeds yu snatch the object rm the a, You mast 
‘vet eat ane hang ret aab he tem 

Escape Artist anes Oi By revenge DC 1, youcan reduce 
tne time reared to Eseape Bons (ee page of he Saga Eaton core 
‘ebot Escaping a rope talesa move aca escaping ane or mv 
"uaretouph a gh spate requtesastanded acon and ony rounds 
"rere ia esape om ops bees marae 

Nimble Charge Cine On: you succeed on 2 OC 25 Acobtes 
heck you can age vou woes and ie tera you all 
Ihsehct,jovsvenet ata tthe endo Your movement, Youcanconbae 
‘nis us with he Coss eet Train se ee page 63 the Sapa Eon 
‘oreo however te OCntenses to 38 


DecerTiION 
Deception arate tl fr scours fart the cere of ir 
‘ne Whether ue a mathe oe mative foe scum oven 
to anu a fae deny, Deception of boat spectrum of ways To 
Feo ang mead ther. 

‘iterate Story rained On): Wheneves you tia ection eck 
ta convey deceive infomation of deceptive appearance. ou canine 
lately tempt asecané Deception chest ter spin Th Seana 
‘ects ata 0 peat. 

‘heat rained On): When ou gamble ie page 4 fhe Saga E> 
tn creep) yu ean ue Deception timo yur canes a win. 
ove you i oping caught When gaming gaat ther trates, 
ou an ssstat aur Deception tek for yur Wid: heh bt oat 
‘oer ae entitles ts Pereptin check oath you inthe atthe 
‘ercestin chee result eat once our Deepion che they eet 
Your eesti, 


Acrosatics 
‘atnng in eotts grats2 her unmatched maneuverability. besderng 
: 


CGambing pains the house a isi your cen chek 
‘beat the lets erty [DC 1 or eam iaeaons, DC 25 fr got 
Toeaton aed 0035 ihe forthe bes You re aught ad the hae 
‘ponds aproprate 

‘rou Feit (Trained On: Youcan eit mune arpetsat once ss 
fathouré etn. You ea age any ruber of opponents wo are cay 
Vile and hae within 6 Susres you ach age ej he est 
Ingoes 5 penalty on yout Deception ret You ol pit once te the 
(cor yu opponent atv cc Any opponent whese rl ye bea 
"ened a atlas agit he st tak You make ais im 

“vende (Talned On: You cn use Deception to tarsi seet 
sessage to atthe arate ined In Deergon You de 59 by ig 
Ste hand gestures. spn in codewords, ana sing body anqage The 
[DC deen on he compen af he commit A singe message 
Invwhin you coney gees concepts + DC 10. Complex mesa tat 
Imale mle step compat formation tat OC 18 a an 
ae an igh a C25. 

“ny character who can both ce an hear the aneited mesg 
evifedtoa Peep checker he mesige. The DC 3th 
Deception neck OTe Osment eon may the OC ar enamel 
factors such 3 rae, di aig ae stance 


GATHER INFORMATION 
romeo pone ae saying ot ond scoundres halts maxim a 
‘toe Awelinomed curd can avo unrecenaycototatons ard 
canbe sutaly repre forthe neesary aes Atmoleseale eure 
tows where ook sd ha os whe hang down an eu Bt of 
internation, ant Raving armed uy See, sour aw ho wi 
arto mate sue stays asece 

ind Good Score (rained On): Sunde of types equity 
eto nt high pow or god ptabe work Finger 93 ary 
ioason he tinge ae eae can be oe te masters of 
‘oundrescareer Characters ane Guher oration can ah st 
‘heck oy anid rable war. The ase DC for sl ce seal 
{010s the characte’ evel Sues insets the hare nse 
‘ork, a he Gamenaster sau use he jb generator (eae 7 to 
‘Sete jo forthe bers to under Aaa, sess mers atthe 
‘ee gain an atonal 1% of he norma ced yet fr the jb, 

oweve fling this ces doesnt mean atthe eae fal 3 
rk, ott hey Tal to find potable mark. alg teehee ess 
‘han mers hat theese aja at he harlot Fag the 
‘heck by 6-0 pins meas thatthe heres nd ab at ogi OM ot 
‘he nal pou. Fig the ene by 10 ar mae meas a he hoes 
{alto find jo. dng so tates oe have 


‘deny You can ety he alent etre of an tn by isting 
‘capers Empl inate serious weaponry arats an ther cls 
Ever hough te Knowledge sl ean Pande thest unin fing pean 
ith te rit tn epee ean be rey hence knowing whom tah 
‘on bea toon when aed wih an bet ofa unknown angi 

“ormeniy ron facts sich as ening he ef ncn require 2 
120Gb intomaton heck For evr pots tat yo ea eB, 
‘lea ne atonal factor afl bot trmatin about he tem 

‘dey sujet the noms intatanon athe’ Ifa Some 
ite ate uientfialeby mating 2 che 

‘uik intel Taina On) You can ale the tine require fora Gather 
Information check by incraing te by 1. You mas ears your ue of 
(uct intl oor aing 


MecHaNics 
‘Scoundrel are often aed teh an engines berase they recognize 
‘the valve sing good gear in thereon parte tonto the 
canenon metho for modi. repaing. and sang wea ed 
!nehanc an stl raps on aupment an even co Bi mre repowe 
ito the weapon they wid, 

‘Booty Tap rained Oni request it: Whenever you woud make 
Mechanics hecho sabotage a pect equpentyousan ita boat) 
trpto damage the net arate whose thee Forever 1s dage 
yu woud have he ap el you musta he Mechanss DC by 5. So 
{Soeby wapig a bse tel 3 aamage fo net wae reqaes De 
beans che base DC 15 0 jam the ster 15 for 244 damage 

Once te traps sale ata he est character oe teem 
sing your base attack Sons agus he tage Hex Deere I te 
{tah it i ea tenets mage 

Wet Shat (rained Only: requires tel it) You canoer an eeray 
tenon tole cea attack, uta thefts hop er exson. 
You must send 1 how and surced on a Mechanics cect The Ci 20 
us fe every weapon ie ctegory ahve Ty. Whe check sucee the 
‘neapue dels an atonal +3 pits of eamage. Ary natural attack a 
150 lowe, howeret, nse he weapon fo became dasbleé. A etal 

tack el of causes the weapon explode ithe wiles ands, 
ing the motes weapos damage fo the weer an af damage al 
sshacent cea. 


PERCEPTION 
en tos oom fraying of au,» our recogni the nes 
forspeeaespecly when he guns re sendy onthe way 

uick Search (rained Oni) You can perterm it sey a an 
seat tice the mast important ements with ance Yow ean male 
1 Prcention heck to serch a Suse sen S-caete solume of 
‘70d 29 ul-round action by ating 3-10 pena on the check 


Pot 
reste rater sme conde plots now the st ovine 
tetanjements ant ip tough eae nse, 

Fy Casal (Taina Oni: Vneever you are iting» ship ether 
bil, you ean subsites Pt eee ora Deception heck fo ge off 
2 deeptne appearance ee page 64 of the Saga Eton cove nebo. 
‘Yu tl might be requred to produce documentation and know spect 
procedures a estar) fr the uation Bt thie hep you ae 
Suspcan a the rst pace, especialy when your authontatn coves ae 
and ut of ate 


STEALTH 
‘Seah ital sil for scoundrels beens it lows them a conceal their 
movers oie ram ter enemy, lant jest on an opanet, 
to noe aes rom an opponent's poses. and eer tate om 
‘en pions ana then mek away, ractalyinisble 

‘Drop You cane Stat to depos» sal cance tem without 
tating aie, ich 35 Siping 3 rg into patng buy on 
‘ern’ thes. Any seri hat beats you Seah check ith ecep 
tn chek nates he sop. 


Use Computer 
Many scenes ae adept at sng nt computer to maple them 2, 
wel 2st enh te secrets they nie 

‘Bacal (rained On: Asuccesfl 02 se Comptech ees, 
the idee st person ose he enmputer ane oration they 
seaght The computes stitute made the stn 

“Cover Tracks (ane On) Wer you aces compute can 
‘ence yr presence an how you used the compte by nrg 
‘se Compt heck Cs by 5 ny charac he temp orale te 
compute to determine your Westy and wht You i nes 3-5 penly 
‘nthe Use Compute chek. 


Feats 
‘The feats presented Pete supplement those oud in the Sage Eton core 
[ebook and are sta ran ers poy Nita ese eas arsed 
ih regu characters in ming hough any character whe ules an 
(eet hese fe 


BURST OF SPEED 
var coat af nerebie bss of see. 

prerequisite! Trane in the Erronce 

Benet: Asa move action, you can mer up to twice your sped At the 
en tour navement you move -1 ep log the cation Mack 


Lose Comsat Escare 
Wes you slip fe om jour opponent you ean dle parting ata, 

‘rerequite: Fane nthe Abate si 

Benet: When you succesful sn Naboo ecap 3 gral You 
canapend fe aton tomate gi st with melee weapon oa 
mea tach agaist the eppoent hat had rapped you the ats 
(sda normal damage rd your opponent itor toate 
nt estar of text tm. 


COLLATERAL DAMAGE 
ura af ire ean ath seca targets your hing 
frerequite: Rai Shot be ata Bon 96 
‘Benet When ou ea damage ith axing non-teastck wing the 
fui hat feat. you cam inet male asecond attack at 2-2 penalty 
gs ecand target an Zsquresf the Fist Ft ato 
‘al faethe ein ata’ enmage to tat 9 


CORNERED 
‘varius when emer 

‘Benet: Wheneve or ae tenten ban ponent and rable take 
‘evar ation you gana bana on satel agaist opponent 


DeAoLy SNIPER 
You are adept at saying ut f sight when attacking from hen 


ne nthe Stealth sl, base attack 


Benefit: When ov maha il atack agit aged hat ane 
yen you gain a2 bonus on yer aac land deal ea amaze 
thes attack each tur 


Decertive DROP 
‘When yugt he hop on our opponents ou daze them ith your sped 
sna fee. 

Prereabite: ined ite native si 

Benefit: ring the srr rund you damage fit-foced tage, 
‘hat eget aba bn prone I your attack ol ao exceeds the t= 
get's FortudeDefere The tage sits ie modi ots Forte 
Deters: Colusa, 80; Gargantua 420: Hoge, +10: Large 5: Median 
nda. 


DesPeRsTe Gamart 
‘ou ean aw upon you ine fserves tomate a ht ose cout when 
Benefits Once per tur when you mis op an atc ou reo the 
reek uty tates peat tie Defense ul he en your ext 
turn your fst attack mea because yu lea ata youean sti 
‘Se heat, but you tea 5 peat eis Defese ten, You mast 
cept the rest fe secondo een FS ware han he Fst 


Duck AND Cover 
When exposed to an are ata yo co sive fer coe 

Prerequisite: ine the Sesh kl 

Beneit: Whee yu ae the target af an area tak that mises, 
‘once per tu you can move 2 sare 52 ection Tis movement oes 
‘at rove stacks opprtuny 


FLeeT-FooTeD 
‘ou guina burst of speed when ou attack he runing 

Prerequisite: Raming Ata 

Benet Ifyou move bth before ar fer ou mean atk wig 
‘he Rang tae eat, Your see sine 2 gure ut he ed 
youre 


FRIENDS IN Low PLAces 
‘Given enough ie, you can ag up the ight a! for he 

Perea: Fane in the Gather rman si 

Benet: eree you woud aque a Eee fora esto mie 
taryabet au ean nuttates Gather inomaton het fora Kresge 
(Garenoersy chee eauce the atom cst rl af uch fers 
ot 


FEAT NAME PREREQUISITES ‘ener 
Bust peed “ied in Etece (Me pe ce meat 
Close Comsat Escape Trained Acrobat, Escape grapple ard attack 
Calter Oomage pid Sot. ae tack Domus 18 ai eta atch po iting test age 
Cornered = When uate t witha, 02 on attacks 
Dea Ser ‘Sper nda Seay +7 boas on atk when ripig ection 
Deceptve Drop Trine initiate atotes tages ocd prove en rp ont 
Desperate Gant = Feral ied tay aig pent Refine 
Duck and Cover Trained in Stealth You ive fr cover when yu aol are atacs. 
eee Footed aig Ace speed en mating a unig ata. 
frends in Low Paces Trained i Gather information Reduce lak-maret cost multiplier for eened and restricted objets y 1. 
sy Maseston Sap one fr ante tat 
Hideous Vaage Deception chee 0 push opponent aay. 
neonate ‘Shapes nimpesonte pee pesin. 
Impetus Move Move when you esteh a seeond wind 
Imo ht Wiha faster when damaged. 
Kf ck ‘Attack of eppertuity with conceit weapon to geste tect. 
tig aw Draw and fre asad eon 
Metamorph (on 13, stapes, aie ‘Chinge your size 
In Deception 
Opponent Combat Refine ‘Sete aa pony ve at a pe 
Resurgence Trane in Endurance Gain bus swift actin when you etch you econ wind. 
Sarat Doce Teen specalit, ntl to its, 
Slpgary Maree: Dade Dodge tw aes wha lg 
Staging ace ‘Steak ite alent rape Shot Forget darage to pa back opponent. 
or pi tre 
‘ay Up TrsedinEuace Nove | ep down codon tae rede aye. 
Spi Tech Inc 7. Tech Specs, Sets pera eqpment gad. 
Tacs Advantage Combat eens Nae tack of opportunty ard move square 
Wet Sig al Se Goines atc on 3 seca target upon damaging the rt age. 


Hasty MooiFicaTiON 
Yuan tweal and tap ele on hey 

Prerequiite: Tech Specialist ce age ot Stshipsf te Gla 

‘Benet: scan exchange a wat tat you have ppd to 4 pe of 
‘euipment ood fer arather one by spending inate mate + DE20 
echoes check. youscced te equpent ees theo wait and gai 
“nen atu teed the encounter 3 hich pol he vie sea 
trarsithad previous azues tough we othe lech Speci et 


Hibeous Visace 
You can wit aur Festues it Starting mast 

Prerequbite:shapeshtspeces ait, 

Benet: Once perencontr asi actin youcan make a Deception 
check guest ne oparent that can see you he hee ea renee 
‘he cppnen' Dees, you move the tare aque ay fom you 
Sedittnes 31 penalty ona tacks ut thet yur nee ta Ths 
‘Sa mindafecting Fear ee. 


IMPERSONATE 


Benctts You can make Oren Cec ter your feats 


npg econ er aides 


IMPeTUOUS Move 


IMPULSIVE FLIGHT 


KNIFE TRICK 


LIGHTNING DRAW 
MeTAMORPH 


OPPORTUNISTIC RETREAT 


RESURGENCE 
ateten your end wi alows you tose he advantage combat. 
Prerequisite: Fane in the naan 
Bewefit ten ou eteh your second wind ou nme gn amore 
actontobe wes nme, 


SIGNATURE Device 
‘Youspecalie nein and mositvig specif yes of ena. 

‘rerequiite: Tech Specs se page 21 of Stasis fhe alr 

‘Benet: Yoo desist single weapon, ut of arma veh ther 
item you sirature tem When mating Mechs ets tomo ht 
peceot epmentyouean ae 1Oan the check naan, yucen som 
{he cee to in two tate rom the Teoh Spel test tal te 
second va, yout tcced on a DCO Mecha chek Once sale 
the device om we ely on ra ot ine, ashing tom oe trait 
the other egies ast action fo ad he testing You can have 
‘ony ane signature deve at ine tut you ean desprate ater device 
[yur signature ter he former sigatare tem esa tet gies 
from ise 


SLIPPERY MANEUVER 
Youareabeptattiing way cu tough tuations 

Prerequisite: Doge 

‘Benet: You cn spy he efecs af the Dae fat asin attacks 
mae om wo opponent In aston, when you sete witha ction 
‘Simo avy ra 3 arg 33 wham you ue te Onde ao ar 
rove at you ful ped. You stl provoke an tac of opportu 
Irast move more than 1 sue ia escape a restene te 

‘Nrmal: The benefit of Doge apps Yo one target. Orc yu car 
«renters rea, you can continue 12 move up 108 fl of Fa your 
Speed 


STAGOERING ATTACK 
‘ou can celver rat atch that ave our espenens gsi 
Prereuhite: Sta tack alent or apa Sot or Rap Sie, 
Benefit: Ay tne you wou de! atin dager a fet th 
spans one or more extra ce of damage you ah fergo the extra camage 
{omove he target 2 squares per ena sac This movement does 
Po provoke tacts of opportuni, 


stay UP 
You san oeron in spt ot damage det 0 you 

rerequite: Tare inthe rdrane sl 

ene: Once per encoure whe you would tormaby tae damage 
roman atc, you con intend choot a take al amage and moe 
Sep lng the contin tek 


SuPeRion Tech 
ov extar you nowedge of tecteloy and can apa arety a oter 
‘rt equipment you moa 

‘rregultes:ieligece Tech Spel se page 2 of Sti 
ofthe Gey 0 ee 

‘Benefit ono the alowin: smo, weapon veils 
ees You conta aearced as when nang te sect ye ot 
umenTesertseplce Be ais ste he Tech pei es. 
‘ou may til the Tech Spec options it yous hoe 

"Yu must py one-fifth the east a he deve, amor, espn, Si, 
or weil you wah t modo 2000 eres, wcneve mare ear 
sing he meeton Ts fer reces he eal eat ot maieston 
fom he Teer Speci feat. Competing the madison vues ay 
per 00 cred fhe moans cer Atte en of hi tone, make 
[cao eens check you camo te 10 ote 2000 the check the 
ect suet the moiestion complete sce and he ect 
"inthe desired tit I the check ai you se al eres pen making 
the maieation, ane te eit Ses rot gin he dese vat Hower 
uci tart over fom teh you ih 

‘ni enracters wth he Teen Spel fet can as ou, refcing 
poportonate the ine eres a compte the mosiestion Ae det 
Iedestin process, hy can mate a Vecane check oi your check. 

The muet value ata edie tm eat the bate os Fhe tem 
ple cable the cost of te mdifatns mae oi (at nung re 
‘ase on fed madison attempt) 

‘Speen: ou my sle hs eat mui tines. seh ie you do 
yeu must hanse a aferent et of ats (armor devices ro vei, 


wenn 
‘TASLE 1-S: SUPERIOR TecH | 
‘ARMOR TRAT ‘BeNEFTT 
Nosie ser cep i ion 
hea mn) 
Fewtoces ter Grats orage tion? 
Det sy 2 
‘SiperrFertyng Amar nce or gue bos 
tofu eee by 2 
‘Sop Hee Pace) Orn Wears Euan Do 
cn Pecepion checks 
Superior Prectve Amar increases the amor’ amor bonas 
toon Defense by | 


DEVICE TRATT 
Superior Strength 


Sonex Dui 


Feinfrces Deve 
Superior Mastereraft 


Ro. TRATT 
lon spel Contig 
Siprior ty 


‘venicue TRAIT 
Sipe Ay 


Suse Senor 
Suotor Sls 


Super Seed 


WEAPON TRAIT 
Soe hea 


SiperarCpaty 


Soe Damage 


Suoera Rage 


ease te deve’ Seth so A 


Increase te dese’ danage retin 
by 2and ines st pois by 1 
Te ever teak incase 
Sil eheks made sng the aie gale 
142 equipment bonus oi esting 
‘quem onus increases 2. 


‘enerit 
Droits Sapam dome 
Ince i's Dexterity, neligenee, 
or Svength score by 4 


‘ene 
Increase eb ey by 4 
Segthby2. 

Incase te vei’ Prcein moe 
ty. 

Ince te vei shield tng 

nia, 

Ince te cle pedo dof 
its tase pes ininin  wa) 


‘BENET 
The weapon sina + equipment bons 
contac os. : 

Te weap pone ck raves dle 
tre umber of at 

Te weap deal 9 damage on 
secs the weapon has amage 
ep eta ag bet 
ephfg temtier 

The weapon angesall ese by 5%. 


TACTICAL ADVANTAGE 
Yea shit our sto fate average of openings your oparent 
offer you 

Prerequite: Combat Reienes. 

‘Benet: When you sucestuly damage an opponent sing a tack 
of opportunity, you ea mest more | sue nay dection. Ts 
Irovement cos nel poate ates of eporiiy. 


Wickeo STAKE 
Your mele tas ean ete stander 

Trereguste: op She 

Benefit: Yen you camane a target wih singe, onto attack ing 
‘he Rap Se et, you a nme make a Secon attack a 2-2 
erat agaist a econ target within you" each thi acts. ou 
Seal a of the engin ates damage tte ae 


PRESTIGE CLass 
TALENTS 

The ftowing nent expand the tae es seat the prestige dss 
found inthe Saga Eston coe ruebook. 


Ace PLOT TaLents 
Srusglers rates attr scours sperdaltl tie abouts, 
Sedans hoe who serve pots tena sas ecore testa 
Df ger, Ace pia ae highly valued ne rg, sae hey Nave the 
ity ov entnyenerts with cl autores. 


Blockade Runner Talent Tree 
One the mst aud ils plot an the Finge ea have the ity to 
‘St pat heaton and ot et eaght Ths alent ve eores abies 
onmmon to smaggers nota rome haut he gary. 
“hve Cove: eu eecupy these space ata vice that age 
than the vce ou ae pling your vehicle gas a +5 cover Dons ram 
lager eile 
Preeqite Wate is 
‘tran: herve you use alot movement actions the plo 
etic, vice gan a2 sedge ons fo els Defense 
Purch Theugh: you ate te pt of» vehi, sale eis tat 
srtemp to engage you In dogfight at 10 pray on het Pat hk 
lntead of the normal 5 
‘Sal Target When you are the plot ofa Casal or smaller vei, 
capt tip weapon that take a 20 penalty on aac ol apa your 
‘etic (eras tubes not utr ere acta! ton your 
“ie on stra 20 The tacks aly ites Nita heal tae 
{nos the weet tona would romaly ter whe Or, 
‘etek dea norma damase 


Water This Youcan moe nto thouph suc eee eile 
of Colona ria sie orgs without esting clio. dditonay, 
"you plot  Calocal smal vei ou can ora he ome space 2 
"etic of Cbs ane sie ri, 


BOUNTY HUNTER TALENTS: 
Bou ures a cmon incriminate the wo aes thr 
into sae ofthe mes eager lacs ine gry An epee boty 
ater eves arctan inthis guy and ea Te 
alow lets re mended far use wih he oury Pte resi eit. 


‘New Bounty Hunter Talents 
Te flowing me tls belong to the Bounty Huser talent te which 
‘saualatet members ofthe bounty hater aestie cls Any character 
tho cm normaly choose lens fom he Bounty Hunter er es et 
‘hoot rom tee aes awe. 

Dread: As 3 standard acCon, you ea stl bte-hiting far in 30 
sppenent ahem ou sect fr Munters Target Mate Persuasion che 
‘Senet your opponers Wil Oteae Ifyou cal ered yur ogc 
Wi Defense that opponent tales «5 peat ta Wl Deere This 53 
infecting lect The pray remiss gas fae ine fg 
{oeur opponent an inmate ens the in a ht broken 

‘repute Munters Mark Homers Target 

Nowhere to Run: nce pe tum, whenee a opponent whom you 
select or Wares aget tempts omar, ou en male an ata 
‘of pprtunty apis the apposer. 

Prrequtes Hnte’ Mar Mntrs Tage, Nowhere to ide. 

Tag ere yutoge a opponent whom yu sete fr Munters 
wot erga bento her next ata a oa a op 

Peeyustes Hane’ Mar ante’ eget, 


Gand Findsman Talent Teee 
‘The Gad Findsmen ate a nent oder of Fore-sentve any hares 
that inept thesis and parte thy ace sh res othe comps 
_eemonc they pefrm Tea ony and can ae ese ale Baugh 
nde sone ceunstanersaGanerast ay slow Fee sense mene? 
‘farther sees tte hese lens athe character sory perms 
Findaman Ceremonies: Ones. youran spent mints perm 
lng rita that emance yout comecton withthe Frc, ceig vans 
2d porters asa esa that ting, yu ean pend ay number of Force 
Paints inthe performance ofthe rita, upto the ttl number you Rav 
remaining For he reine a te ey whenever you sles Perception ot 
Seah check mabeaUethe Fore cect we the ose Face poet, 
‘rma a ack, you can chose area ut mst hep the second 
ret ven tis worse You may 6 hia mbes er yea 


tothe umber of fare Pins you spent ig te caning fhe tual AL 
‘eee ofthe dy you ein Ferce Pit ea To he mambo 
sume remains 

‘pergute FoeSestvty feat 

Fndumans Foresight: Te vos you receiv sometimes provide ues 
stout dangers stations, Whenee you make a ection check a 
Spr, yu may two dc nd kee the beter ret 

PerequseFinaiman Ceremonies 

‘ens: You see omer n bth sce ad fae. nenever an aly 
Within YOsqures an ine of ght fo you os rata or stu 20 
na atch a you gin 2 02 ight bona tee your ea atk 
‘ou mde before thee of your nett ora v2 ns bes to Rees 
Defense un the end our rest tumor coe 

‘erate Fiasman Ceremonies 

Target Visions: Ys haves tht you what your rem ey 
todo even before neyo nce pes encoun, hen an enemy ease 


Preruiste-Fneman Ceemonies 


CRIME LorRo TALENTS 
Caen recagie he law ath aha, backwater mors and 
those fom he major bywas the ln bn atte power hed 
by themes Sue tans commande ale ae atoning 
Fources andre mpacabe enemies when cesses Te Foowing ets 
re intene or ase withthe wime ad esi es. 


New Infamy Talents 
‘he foloing new tens belong othe nay tent hich a= 
tle to members of he cme lr resige cs Any ehrater wo en 
‘aealy choos talents rom the Infamy lente can chase rm these 
lens we 

ear Me’ Sachs the er you inl ia your nos that when ia your 
een, hey wuld rather handset you. Once per encounter, 
"area tone tour minions ng moved dow he canton ah, 
You ca rece the ruber ftps he mnion aves ow he conan 

cb | Aatarally te tg regs posts eqs Ya your hero 
level the tages reuce to Bt pois or moved te btm othe 
tanita, you canot we thi talent on hat age 

‘rere: tac Meo, pie ear, pie ear 

Frighten Once per encoun, you can desgnate 2 miion a 3 free 
ston to sread fear aang your ees A ay pot Dlr he end of 
‘the encaune you con aetiate ths aby to foe al ene ascent 


yourminion to move ¥ square away fom the minions movement oes 
ot prove attacks of oporuiy.Thia mnéaectng effec. 

"Berequtes Atact Mio,sie Fe 

Tonty Asa sane acta, you cen mate a Persuasion hk pst, 
age tat tn your ine fight and tat sao affected by you 
Ine Fear tet yoo egal reed he targets Wil Deere ten 
trlisnect tr he tage mast spend at easton move action Yo moe 
hay ron youre tages soevow revere om igo then the 
any fom spite er Sober nt the sa of our eet tar TaS a 
(cnfecing erect. 

"peruse: rahe, er sie Fee 

savory Reputation Any opaner that recut af it poles 
ewer ne ihn Gsqures Oyo tates 3-2 peraly ona aac ls 
Shc hei forte drain of he eeouner Ths mind-atecting 
feat. 

regulte nge Fea pe Fea I, pire Fea il, Notorious 


‘New Mastermind Talents 
The allowing ew talents Wong to the Mastering alent te. which 
(svat to member ofthe cine lord cats. Ary character nba ean 
maby chas talent fom the Masemin lent er on chose om 

‘odyguad 1 Whenever you ae aacent tino gine wih the 
saat Milo alert ane er tum 353 reaction bing staces You 
an reac the tach gat ht mini Compare th tee al he 
ins fens reve he tak om 

Prerequte: Arc Min, 

‘ogyguad When yu recto tac ta mison ng the Boy 
ard tent, at miei evant defense sare gars ons qual 0 
your ds vel 

Putte Aiat Mision Baby | 

‘odygunrd i: Wen you redirect a ttc oa mon sng the Body 
s/f that minan can mabe av mete mele ranges ate 
"ams youratcer the atacers within range Anat bons 
[Pose by the Boyar Ile erese fo your fuels ee 

Freregutiter Att Min Body Bouya 

Imp A: Once er encounter you an sped te ft actions 
‘ors em trate ale ait tah tard aia 
rove aetinThe aly mate immediately on your tar when the als 
"elo pent blr you 8 artigo he pear wastes. 

‘rere Inge! Ainge! AV 

naire Weath A sandr ction, you an designate x age ta be 
‘hele of yur ales rath Whe your ales have ine of ght tou 
unt you ae uncoicus or dead, Yur aes gina +2 marae bons 
stack re aga the target a 9 +2 moa Bons en sil ees 
ai that ret 


‘ou cn cesgnate new target onary round by sng nae stand 
scan Yau em iy th tet sein one ponent at Ue 

Preeqites Inge Aly pe Ay 

‘Sater Where you ae adcen 
‘bans tour ete Detese 

Prerequite: Aoct Mion. 

‘TaetielSuperionty: Sper to wit action set ales. Each 
sty ean move agers a2 reaction. Th movement aes nt provoke 
ch of pprtanity 

Tactcl Withrow: Spe two si sons to rant al aes that rein 
osrineet sight an itn equates afyou the sity taut te witha 
{eon i action ul he at four et tur 

Urgeney: Once per encounter, you can spend the sit actos on 
onicetve tra to nceae te aed of a lies within ine a gh ot 
You by 2 The nesses spe ast nil he start of your ret tr ater 
the thnd tation 8 pen 

reese! ly pe Ay 

Wealth of Alles Whenever one o Your minions is ile, he hes 
repset by anater minor of the same lev Ti Fepacement eect 24 
ues iter 

Prequie Are Minion 


2 iron, you gain 3 +2 cover 


GUNSLINGER TALENTS 
Inpro he aay here ate ta can be he ieence between 
re ara geath the gnsnger mast cea that he rahe att 
ted wih 


‘New Gunslinger Talent 
“he foling alent for use with th Gulag talent we, which 
value to menbers ofthe gursinge resige Css. Any characte hat 
{an rermaly boose tle om the Gosinge let te ean chaos 
‘stat a we 

Ranged Fan: your withn squares of target dare armed with 
pst ra fie, yu an ac 2 hugh you ou he nearest sare 
‘aacen othe target forthe purposes of etemiing wheter ret You or 
"yatesare lang that target You may ny be consiere oe Taking 
ge targer range at tine You musspend ei acon on your tun 
esate the ret ou Tan ge 


Pistoler Talent Tree 
You ares master wieng wo ptt at he some tne, anc se both 
st sinatanensy in unis ways. 

Dah and Blast: Once per encour 33 fl-ound set, hen ou 
ewig wo pit you may move up we ou sper and mate 8 
‘aged tack with each ito Te norma estes or atacing wih 
‘respons ayy hese tacks 

Preequste:Dsal Weapon Mater, unng tc 


ASSASSIN 


EXAMPLES OF ASSASSINS 
IN STAR WARS 


= 


REQUIREMENTS 
on qulty to Become an asain» character must fl he flowing 
‘Minimum eel 70 
‘rained Se Sea 
Feat Sipe, 
Talent Dost Sire. 
GAME RULE INFORMATION 
‘Assi ave the fling gue states, 


bit Points 
[reach evel saan gin 110 points + the Contuton mos. 


Force Points 
‘Assasins gaina ruber of orc Pons equal + oe-of tercaraeer 
Fee our down, vr me they a2 new ee nhs as. 


BASE ATTACK 
LeveL BONUS CLASS FeaTURES 
Deere anaes et 
za 2 Markt 
fle 

ah Marko? 

8 en sain 


46 Mako 
* a aS 


Bh a8 Mang 
ee cera Bar 
oth IO Marks. es 


Lass Features 
Thefaloning ae features ofthe ssn prestige as 


Defense Bonuse: 
A istleve you gu +4 ess bane to youre Deenseanda +2 as 
tons your Fritude Defense 


Talents 
At evry o-numbee ee st, 3, th anon, you set tue. 
‘he talent can be eect om th Assasin talent ee presente belo, 
‘ne GeveHarati lent we (eset below), He Morte alent ee 
(se page 46 of he Saga Eaton core rulebod),o the Malate Posare 


talent ee age 1 of Prato Go) The sain must meet 
‘he prereuses (any of theese alert No alent can be ele 
Ire tan once ules ers neste 


[ASSASSIN TALENT TREE 

You do ot ight fac you re eyer caught na stalhtormard it te 

eas ae yu aro oly ae 50 you est move se out 
tacks and se every ee at our pea 

‘Atvantageus Positioning: Ary opparet at you ae aking is 

cariec fote nds denied tester bona a ete efete 

"rere Sit, 

Get Some Distance nce pr ennune a stant actin you cn 
imate ame tac agains tage and hen move You speed aay fom 
‘hat target Ts movement es nt prowee an tac of pportaniy 

Preequies avanagenus Poston Shit 

Murderous Art: When your sces ata cates an ponent to 
‘move = Sep lng the condone ht opporent med takes 
2 aditna wise tage 

Murderous Arts I Wereer you succesful it sn oppnent st 
ou have mares see "Mark elon, your mele an ranged stake da 
rational id damage 

Preequste Murders Ar 

‘Ruths: Once perenourte when ourapafoe 90h ons push 
nonparet othe batomof te conten ac youcen mete ae 
‘bons standard set. 

‘Shift Aca move aon, you con move square without provoking an 
attach of eportuty. 

“Sniping Asati When youre rangeattac apis tage tats 
rota put ank range, ou a Pal your Cas een your damage rol. 

“ping Marsan One eenourey when ou makes range stack 
gansta target tats a a pt ar ge, ou can ore your tet 
dar bona to RflenOtese. 

erenuse Siping Assasin. 

Siping Master By tang nya Se swt acon, you ca im at 8 
tare tat sot with pon ark ange 

‘eres: Sniping Assasin, Siping Marsan 


‘GENOHARADAN TALENT TREE 
Members the GeroHarace ar sie et olin perfoming stains 
‘ions but aboin manipulating others. An arent ganization ating ack 
tothe en days te Rep the Genferaan ae a candestne Soup 
of stasis who pik the targets fr pala reason, tough he te 
‘mors aerate evident hse ote te eganeaion 
DeatlyReercasions:Vnenyo reduces urge 0 On pints er more 
‘he are ae betta the eodtion Wack yur opponents wii 


CHARLATAN 


—_ — 


Indviuals become barat nt out of red or wat but bese 
tetas are wl sated frespanage Siesta, andthe el 
‘Gece agents can io double 5 cartatans to mas he ue nto, 
le ying to lear information eq» pecus obec, Sbetage 


EXAMPLES OF CHARLATANS IN 
STAR WARS 
Ao ede, Dane Fyn, Lando Csi, Orc. 


REQUIREMENTS 
To gal ta become earatan character mes fui te folowing 
on 

‘Minium Level 7h 

Trane Site: Deception, Pesuason 

Talent Atleast one talent fromthe Disgrace alent we (ape 4 othe 
letuece oUineage alent ese page 43 and 44 ofthe Sega Eaton 
fore rebel. 


Game RULE INFORMATION 
Chartisnave te aiowing game sass. 


it Pints 
‘tach el charts gin 8 hit ints he Consitution mar 


Force Points 
‘afta amumbef Fre Palos equ 6+ ene-tal hecaraeter 
lee rounded down eerie hey gal ew ev hs las 


ied See 
EP Er ee 
sin 4a Swinde 

5H 

Shed Swindle vt 

™ 

Bh 46 Swindle «2 

ae o 

Wan a7 Swine 5 


Class Features 
‘The owing ve features ofthe aratan peste clas. 


Defense Bonuses 
‘Ar st evel you a +4 ls ana your Wl Defense ard +2 lass 
aes to yr Refer eles 


Talents 
At every o-rambere ee st, th, noo, you se ten. 
Te lent on be sce rom the key tae te esr blo). 
‘he Disgrace tae er ee page), te Four alent Wee ee page 
‘bf te Sa Eton core loo) Thecartan must meet the pre. 

‘ses (Tap he asen talent. ae ca be sec ate tam 
once unless expres inte 


‘TRICKERY TALENT TREE 
Charatan are masters of misctin, confi, an cer They owe 
ther sures i cote to thi unenny track for cltng te 
‘ating bie of her mars ane twstng tem i le way tthe 
‘oem bene 

‘Canning Distraction: Wien you sucestly Feit am opponent in 
abot you ean immediately ove up 0 ea au ee 

‘Damapng Deception: Youtnon how to dacs target expng weak 
Spotsnatyaualescanespat As stand aon youtan mate seep 
‘once apis he Wil beens far target within gh tat 
‘anseheaand understand you sucessful the net attack made bone 
‘yor lies gost hat are deat 2 ational ie of damage 

"rerequste Cuming Dstacton 

Distracting Sout Once pr encounter. acon oon your ales 
‘wingattaced you an maka Deception hc relcng the deters scores 
at aly ithe reat your Deception cher fr he esto that 
tack an deters sees argh han te Deception heh esl, Your 
Biyean ue that dtese cre ste fh attacks ish doe rat 
aunts te ane Se pe encour if his ae 

‘reeque Canning Dato, 

Improved Soft Cover Wie you oeup a ssare adjacent aother 
crete ou can use ft acto gun + coer on fo yur Refex 
Defer ur the tart your next tum ry are mo onge ascent 
toate create, hichever eames fst 

Prequiie Wnacies. 

Inmocunu Ara suit ation, You an make Deception check against a 
Sine eneny win sears you an nine gh te eect aah 
exceeds the tages Wil Defense the tage aes a5 pena on 3 
$s mae pis you ul he tart of yout eat tr. 


MASTER PRIVATEER 


OF MasTeR 
Re IN STAR WARS 

‘ria Fontan, Ba Kooda, Cade Style, Crimson ak, Dares, Drea 
feta raahen, ym Zt. 


REQUIREMENTS 
To uly to become a maser printer, a character mut fil he fl 
‘own eter 

Minimum Level: 7 

“rane Sils:Decetion an lot. 

Feats: Veale Comba 

lets: Ary so tale om he Misfortune alent ee ee page 
of theSaga tion core aetna). 


GAME RULE INFORMATION 
Noster gatershave the flowing game satis. 


it Points 
‘each evel master pater gin 


hit ont + ne Costiaton 


Force Points 
oer prters gin 8 mumber of ere Pons eget 6+ one-half 
ter arate rounded down very tine they gin 2 ne evn 


{ASE ATIACK 
LeveL BONUS CLASS FEATURES 

ne 
2nd 42 Veteran prvater (encounter) 

in Sa ae ere mores 
Ain 44 Veteran pater (leneounter 
ss 

Stn 46 Veteran privateer afenaunter 

er =o 

Sth 8 Veteran privates /enountr 

re tas Pa Lwin mabe 
Yoo) $10 ——Vtean privateer (Sfeneauner) 


Class Features 
‘Tre fallonng re features ofthe maser pater resige cas, 


Defense Bonuses 
[Astle you gina 6 ass bonus a youre Defers anda lass 
‘onus te your Wl Deen 


Talents 
every edd. runberes ees, th, nds on,youslet a ler 
‘he ale can be selec om the Fray teste esr elon, 
the lnfamy talent ele page 210 the Saga Eton cre ete). 
‘he Space talent ee (ee page a of he aga Ein cae reo The 
‘ster pate pst ee he rereaustes an fhe cose en 
Notalert cane slered ore thn ote nes ees inet, 


PIRACY TALENT TREE 
You we devious tactics to capture tps nd vtins in 

Bloodtisty You can perform cave race ass move ction When 
‘ver ou succesful perform a coup de grace action adil he arg 
Sie wthin yo ine sin gin 32 mae nus ntact ote 
faton afte ensurter 

Fight tothe Death: Once per encounter ast cin you an il 
eur congas wn rerewedigr Alas within uae you hea 
amage eat your hei ee 

Treceiste Boosts 

Heep Them Reeing: 2 stand ation you an make sgl le 
stuck agp a tage nthin reach, Ire atk hit ou dean ame, 
ut yurtage mst mover wtra 9ay rm you one nes 

Raiders Frey Once pr ou when oe far alles win aes 
successuly damages target You grat al you ales within your ine of 
‘Shea bons tocamage rth agunst tat target egal Donen youre 
leet thee of our net un 

‘aie’ Surge: One per encour asta ator yuan ates 
Deception erPeruasion cea hie) agaisteaeh enemy whim out 
ge gh he heck result guts or eceas he enemys Wal Defers 
‘tater rast itharan an Rest aconor ae peratyon sao 
‘ois unt he end ofthe encounter This inating ete. 

‘Savage Reputation: You hve cultvated sage fepuatin an when 
os are recognized yu inst feat in yout enemies A opporet within 
squares of you tie 4-1 penalty ona stacks. This 2 anafecting 
feats. 

Prerequisite Boosts. 

Take Them Alive: Vteneve yu or ayo our lies within 6sgures 
of you reves a tage to it pins, you can chose to teat that 
Saponent a tough they hal een reac oO by stm damage (nd, 
‘hi remain sabe 


Veteran Privateer 
‘ou essence ata ratehastavgt you nv veks toga he upee 
handin bate Whenyou mate an atack oyu angainaezcompetence 
‘onus to that tac ol You can doth 9 mer nes pr eee 
‘al oneal orci level (unde dow 


OuTLaw 
Where ihe st tere are thas who weld, camera 
Init ace. Osta rogue inva we hth rong hve red 
‘etn ae ow oy the pref tenet Rata outans covet 
oto tertory rom frees ightes maging rate wa aaa yay 
Totloosniy utOvets ard murders wamted i twee Stes, 

‘utr on nce al ot of caraces ut he ont ntrous 
utiaws re these ha mabe bein use the aw ie par lesson 
‘Theeypat ae the st eens, cing athnty nd ca.ing so mich 
tre tata warrants have been ue 

Dats sometines er reget om conmon cers af the gly. 
esate ofthe crest commit ca house he aby 
tava coptare esate ith hoe wha hve ere tam oppression 
Sonesta outanscaneen espe ee and apr fam enn 
‘Gh, an hey bp hese peopl they mgt be den oe heres. 


EXAMPLES OF OUTLAWS IN 
STAR WARS. 
Comes Evaza, Fenn Sys, Poa Bab, Seay, 


REQUIREMENTS 
Te gully one tl arc mt A flog 
‘Minimum eel 7, 
Trained Sil: Stealth an Survival 
Talent: Anyone ale fom the Disgrace ten ue fae 18) othe 
Misfortune talent (ee age 45 oh Saga Eon ae reboot). 
‘pei: You mst be wate by the autores in last one sor 


GAME RULE INFORMATION 
‘ut ave the flowing gue satis 


Hit Points 
‘teach ev ovtans gn Bh pits + he Constitution mde, 


Force Points 
Cats gain a numberof Force Pins qual 06 +one-bl he character 
Tee runes own, eerie they a ae een th cs 


om 6G Fugitve ot 
tH 96 Talent = 
Woh 47 Rigitve oS 


CLass Feature: 
‘Te fowing ae Fertues ef the oun prestige as. 


Defense Bonuses 
A is ee you gun a «2 car bors to your Frttude Defense anda +4 
‘st bons o your Refs Deese 


Talents 
At every o-rambered lee (Is, Sth, nd on, yo select te. 
‘The ale cat be ected ram he Dut alert we presente be, 
‘te Ser alent eee pope 47 ofthe Sapa Ean cre reboot the 
Friogr alent tre ee page 4 fhe Saga Eton care boo) ote 
Svs tae tree (ce page 80 ofthe Sua Eaton cae ret). The 
taw mist meet he reese a the hase alent Natale 
an beseeted more tan once ures expen inated 


OUTLAW TALENT TREE 
‘Asan oto, you ve under shadow, and everywhere you yo, ny tine 
You reel youseeyou tk being noted and capture. A eu you 
evel name faites tat Pp you eseape pursues een wher 
hopes otrambered 

(Confounding ALtack: Once ptr encounter, wher you ld 
Uncanny sits youean forgo te movement tomate an inmedst nekee 
‘orange ata against he opponent att ou. yor aac a ele 
stack tat is a ea damage you ad your apparent imme swt 
‘aes both ou an you oppnent an end eal space. 

requis Tange Up, Uneanny sin, 


* 


Lily 


CHAPTER iq 
OUTLAW Tec 


ete Yoa nee find some. ep yours en, cet at game of 
‘hance orb oy with supe in af yu ean mat he ference 
‘th equipnest rt furd nthe bight sere of he Core Wor Even 
You preter tobep youre onthe ight sie the om, yu might wat 0 
[thane tat spl ery ster ith few ga exe, on 
“his chaps abot main sre you ave the ight ol for yurs. een 
Ifyou hve to igorea few lest get hem. 


EQUIPMENT UPGRADES 
Nose respectig bounty humer wes oh rack component tn et 
‘ewyeasntte fea nether coast commandos. Anne wih nea 
“eperene, rom anager etom gett sere nw he 
‘ight eo by ow wel ther gear wns. Ofte, ot hat ou need 
{eran pce of er you it ee te eupet you hare To work 
‘ere rs wer ein paratescone They rove wae you 
toget the most ot of erery Hoga you cary. ren fa dr sy 
edt oo your equa, ain» unge elec of tl ar 
{sets po ald putt slay were is sto et Yat 
Foes stand down witout fig» tt. 


UrorAve SLoTs 
‘ou can mate afte mami of mediiations ta pec of esviomet. 
‘Therein room to ad every booster, enforcement. a modieaton 2 
finger might dwell onary plece of eupment Te epesent these 
limits every tem ha a utero pace dts ot uptake up 
ingles though a few parca extersive motions might ae 
twa or een tne an afew dst ei any gate sos presenting 
rae min modest) you dat have enough its fr a gen 
freon you cant ast at piece f enue ou ean a6 
‘odes Sear an ems aval upgrade sts ut you ean gin 
tore upsets ie ben). 

er sock pc of epapment hata se nied upgrade ot. Mdm 
anmorstaretwo ee arden arate ee ew ote moe 
‘tems aa ince mor upgrade ots stock we though ts ar 
ed specieay ate 


GAINING UPGRADE SLOTS 
‘ou can gain more upgrade sts for a lc af equipment by one of two 
retheds. Yu can sip it-renoing some exiting feature, os etaded 
sono" yaucan neater ste, Unless metho of dig mare pyre 
Sot apeces ean be pled mae than ance tthe same pce of 93 


STRIPPING EQUIPMENT 
Siping mist auc te capacity heequpment ina icant 
ay tose stppig a pice of egupment wort ownage 
‘chara pet oft fcr, you abo dor gan an uprade s.Ech 
‘emer hat sipped ae ane upgrade to tat pe of eapmert 
Upgate ots can eer be sed testa enhancement oo aes ht 3 
‘brenstppe: I youstptheeamage ce of werpon youe ute ary ot 
iS upgrade soso gain meetin at npr fs damage. 

‘roping pce of equpment a addon upgrade sit aes ht hrs 
sf wort reas 2DC20 Mechanics che, and haa est ena 50% of 
‘hebase cont ofthe tem eng spe On fae check he sping goes 
ly The tem eases to work ul fied anit esr gan the adios 
“prado toes | atonal hour ef mark an he sae cost eter 
‘rote DC 20 check can be mae afc he pablen- One a sucess 
‘heck sme the egipmen Fetus to funetoning, nthe uprage s 
‘sone 


Stripping Weapons 
Yuta sp swear none of ve ways 

‘Damage Reuce re damage ce deal by one te. The rumba of ce 
oes change jut ese Change 10 05 1840 30 6, 
‘estoats tsa ana dss for example, a bater cannon sipped 
‘at eamage det ely uo damage rather ha 32 damage. 

ange: Reduce 3 ranged weapons ange by oe tp. Change neavy 
weapon tlie wo psol pst! binge weapon to thou weapon, 
‘von weapon to mele wespon (ce Tale 5: Ranged Weapon page 
120 of the Saga Exton cae rlbon) Meee weapons cart hae the 
ange stipes 

Desig The standuted design of weapon ca be stripped making it 
‘an exte menor (Weapoes sendy in he enti weapon Category cart 
‘Sens option. By moving ings around eens, moran or nod 
eatin rested at he cos of mang he weapn feat oer to 
se propery for example some gunfighters mel he Base pits 8 
‘mv that Wo oe ee can Se them confor. 

‘Stun Setting” A meson witha sun stig cat hae that function 
signed to gun oe upyace st. 

‘Auofie:Veaors wit both igle-shat an autofie setting canbe 
‘sige 0 ost hag aie ig mae 


Stripping Armor 
‘Armor arly as one he upgrade ets ableton ea ean 
‘more ybecmsing te nba (ee erent Ealoment Se, 
rion or by ether ofthe wo need cece beau 

Defensive Materia Armor cen a0 fave sections eensive mater 
strgpeslmerng fa sor bono Rte ete nd equipment bona 
{ori Defense ty 1 pot fo nina of) 

Joint Protection: Amor normaly ues more tale, moe exgesve 
ater tocover sits query with extev bring tase te 
Impact ay atce to storgrsecins othe amor Arma cnbe belts 
estan heavy materia everyuer an remove he bang mae 
‘oom fer archer pga st Th doable the weg and eres: the 
‘raxmum Dexterity Sony (nichean een ech neptverumdes 


EQuIPMENT Size 
These apiece eupment is eterined sh stern oreqip- 
ment weapons and ara, 

rupert: Uses aterise ste, he sine oa ice of eupment 
eine its iste weight eT 21: Equipment Sie rasa ot 
‘wets ste, eat ita imu [tout the same a8 Be pst ar 
‘neds for urposes ofthe upgrade res 

‘Wiepans Weapon sar resents Yow bly tis eampare to oter 
espa 50 he sted ses ereset Nota rater mas be oe 
‘hem inane ant leapesre the se creature twa ature alt 
Use Tale 2-1 Eeipment Sel Ths Date pata Sal wenn. 
about the sae sie 23 Diinatve et 

“Amor: Armristhe same sie oh entice eg pitt Fer 
capi rma for an Evoke bu startogpe arenas 
baitfors Humane Mesum, 


WEAPON SWE OBJECTSWZE EQUIPMENT WEIGHT 
Tieyorsmier Fine ess than Ti 

Sal Dine 10-1919 

Meson Tey 20-48 

lane Sal 50-4 ig 

He Meson 20-48019 

= lave 500-4998 

2 ge 15000-4590 

= Gorpetean —s000-499280 

= Gloss) sto m0OIgormre 


INCREASING EQUIPMENT SIZE 
ny lee ot eaonnt can gin a uprade os by ening sz by 
me sep and doings can Inbar afte on he eupment see 
tees (or example bn eres Wester pte ha he Some range and 
tarage despite now beng « Meur-sza meapon) Th repens bth 
Say mig mr rom wn re egupmert oat uparade si 
irom samaging the eae amor undergies h proces, des? 
Change Se bat tend ecm one stephenie em sme becomes 
‘es, eciam mor becomes hen] Heavy smote bere ram 
No en can un more thn one vprade ty nrg st. 


INSTALLING UPGRADES: ; 
tect of stating mann nd enogia an overhead wrk. Te 
ieount ive ad Mechanic heck DC eqeseepnds on the nmber 
1 voyage pm egaed ard the quay of te uprae eommercay 
ght eset) 

‘Rucci upgrade cots twice a much 3 commercial ought 
grade After the time late sboe mes Mechanic ches agua te 
Speoprate DC. Ona utes, the apyade isa ad frcining 
Povey Oa he wpgrage des werk proper you may attempt 
‘Relechais heck aga bt exc ey regures tesa amount tine 
acta af at much the gia atten. 


Removing a upgrade eqs the ae aunt of ine bt reduce the 
MechoncsBCby& Ons arth uprade hasbeen ences bt rt 
Feed you map tet te Mechanic check gan wtih egret 
Seamount ol tun) yu donne about removing the uprade tet, 
‘esi the ine rene othe ert wer cement or example, ram 
yt hur or rf 1 mite) bat he parade automaticaly 
estoyedon a fad check. Once he vga soe remove [ot 
festroe the upgrade st twat orp becomes rate aa, 


‘UPGRADE COMMERCIALLY 
Pots souGHT ScRAToH-BUIT 
° 1 1 ois 5 howe 

1 ‘20 fowr 025,140 (Bhows) 
rover 1301 4ay(8hows) OCS, wee as 


Restricted Upgrades 
Same matetos req ieeses to perform or acu arrested 
te qaltyingoranzations or indus Eupment tat sey as 3 
‘eg esticton aes the mst restativ of on bmtoso hoe 
‘its gages AGM might eee mle eites upgrade res 
{item tats mitaryo eal even the idl components have 

he fur esrietin ratings ra flows 

Lense: Towner mast ti ene town of operate he objet 
‘ep evra the ces ot expensive, nd ebtaing it has few if 
ty doa egaleqirenent 

etited: Ory peal quale itso ranztons ae 
‘ai at ie and money aryne with slice patience ap ath 

Mltry The objec 1 rina to itnae pc nd itary 
‘oust. A itary ratings eset the same as reste 
Stove, evcept tat manufacturers and del af grea une tht 
‘government seri and te therfore expec ary ef tng fa eva 

Mega Te abject I egal In al but speci, hgh reputed 

For mar formation on res tems and acing the Siceses 
eed cay them se “Getting 3 User” or page TO he 558 
Edition ore nebo 


‘MooIFicaTION UPGRADE AVAILABILITY COST 
oun, 
Oren 1 tea 0 
Caled 1 eee 750 
Drieaten 2 eed +2000 
ial Gear 1 Connon 1000 
ection 1 ‘0 
Eiorneralseig Connon 00 
nt ponesauce 1 Commer 20 
Menor vate 1 Conmen ‘000 
Menoryuprde ateed 2 Conon 16000 
Meistves 1 Connen 20 
Feogniton se 1 Conner 200 
femate sevaton 0 Connon wo 
Secret compris 1 Contos 0 
Siveate 1 connor 2500 
‘Sing onde 1 Common 0 
Stroge cpa 0 Connon 100 


UNIVERSAL UrPoRApE:! 
‘Univer upgrades car Be eed ona wie rage ot ges. Mos nivel 
pats carb applet any ye of equpment though sae have Eta 
tis rec ues when apples fo amar ef weapons 


Cheater 
‘eaten andl device designed alow yout cheat at the popular 
gaming gue of satace. Benue they ae ep on loge oo 
‘et bat cheaters are wu igused a aed oaths pee 
oF fretanal equip. 

We you uses chee ou pins +2 equipment bons onthe Wisdom 
heck mas to cetermine te eucome of ging games re the Car 
ing” sdebron page 47 af the age Eton core bel). You ave 
ak aSteath check ppose yay observes Peegtion cess cane 
‘he ue acest, bt yu gn bars on your heh determines by the 
‘ers se (General cheaters ae paces Pree dees sh a6 
‘ech or comin, granting +10 sce boron Stat checks to 
ences te se However anyone eve bets our Wisdom heck in 
Sauer gare by Gor mare, hat pon eis you mst be eet ome 


- — 


hw (thug they wort now xB haw 
2 staren of yur peso 
‘Achat sabe ita ig stbace ear eae a site, 


ten leading to semana ft 


Cloaked 
‘hae eoupment has ener sastres tated any nie It kes 
‘mffe nd ts aperance camouflaged aa serrata comes 
(i ease hat allows it to be ced on nears action. Wher 
ot we sch equipment ioses 5 penalty on ay Perception Use 
Computes eee mace ttre When nse impos al 9-2 pray 
lontuch hes. Weapons af obious when nase een late. Cone 
‘rds rat with Stealth chess mae f sea, bat taps when 
Youmate a Ueeptin chek to produce a deceptive appenance uch 
aking te amor appear a rary cig). 


Droiification 
Droit an exten proces that wn a conman pce of ei 
ent it fly oretoning do The eupment can ether et 8 ro 
sihaccess toh eguipmen tan bt om, or conceal te a nara 
[eco equipment hie conceaing te or aml elmer, the od 
br ab any ations a 3 DC 26 Prepin checks reared to eae 
‘he eguipment unas, 

The sriedemipmert wes the tts ofa ASP bor i ith 
thefoionng maceatons tern tne equipments Strength 
1 ester, ar -2 squares ped pez omar tan Meio bt no 
Score can Be reice to es tan (his ata se ot weapon se 
see "Equpmert Ses" on gage 38). Ap al mosis tote statis or 
‘he ehjets sea norma. The dr aati conser Yo hve 
(and he pace wih the equipment ts ut out of an although 
Aces rat automata nay ls nected ou ee 8 eit 
ones communi prog the Sst unpet et on am appropiate kl 
Tig fea. 

‘Oni devices can recive thi upgrade, Weapon, amor, and vies 
canot be troed 

“romp DelSurel owns dstasad Re Uke 0 be able 0 cal ie 
2 pel since a tapas ha ony on pace ot, ences a 
Diniuve ve 05 wei Is ine tems Se Table 2-1 Equipment 
Sie) He then oy t hav it die Thakes the evan a 
ASP abr i th Seng 8, eatery 16 aspen agua, ice 
{33 wang dataps, Del program ae vase et fr 
‘aig in Use CamputegvingUse Compute 3), enough nine 
a rm an vprotectedsyste 

ary ational cle or sens ae seo the dies 
aul becomes obvious tha the ev fro rater than the 
rial tem 


ual Gear 
‘ae est equpment can be bul it sate san upgrade, bt 
(cet pace a ier pce af ea nt sale plece=row cat 
(ots cannon ta ghar Dal ea ean at er pec 
reomponen ger witost ery or exampe, a om od that hasbeen 
Staraed toca a hl-ou ster an lumina or shoo ashe wer 
res Normal sch equipment ear acts bot pleces of equipment. 
See You sty fl price ote pice of equpment ng ade a 
the pmary bet sda gee 


ectrograpple Handle 
recog nde sa magnetic ection of eunment designe 
foward pes atuned rape gave! te cet of ich included 
(Mseupgade cst pce of equipment wih a eletrogaple handle 
‘inde reeves bya charaierweang the attuned grape galt 8 
oveocion cut rangeot Sige the equipment he ostpped 
on therapeu slow Senn cee ith 2+ bons top 
eh aed tam apposed Svength eek to rere om someone 
ng or against he res OC the rapsrestaing 

"most often wed ons weap. Ths alos arate throw 
owns weap 2 "prove" be dsarmed onto revee 3 ange wer 


Environmental Sealing 

Envonmetl sealing paces gases rtective costings, nonreactive 
raters, nd aight tal thauphout ape equimet ons that 
"Teor rt fa because of envfoametalcnatons Te equipment wos 
tevmaly ins acu underwater after eng packed in a esa oh 
1 Scowstrs es tak mage rom coroner toe stops, 
‘nee temperature, ama fies (5 oppose fo Te-bated weap, 
‘hich el eamage roma ot edation (re infrmation on aa 
See Chapter 1a he Sag Eton core ae) 


Extra Power Source 
Ary eipment that anon ney elo power pucks canbe mao 
"veto seh awe sures dousing he uration the device wil fron 
(crhe unter of shots weapon on make fore beng recharged. Is go 
‘Setamate the modteston mare than oe, ing an ational eeyy 
Eel gomegack each ie The ener ces owe: acs artical or 
‘hese porde, and each repeat the eral cs. 


Memory Upgrade 
‘oy dev tat has 3 neligence cre (uch a compute ean hae 
‘memory upgraded, moving Rs performance and storage cape. The 
‘se menry upgfde rene the cece’ tiene by rn les 
(he deuce’ rage apacty, Unies ters specie, a urmoaieg 


computer hls number of memary ais equa 105 the square of the 
“puters nesgence bos (sie merry tls esa amount 
‘Hania reoring end TO meary ul ae eau ool coe= 
tes fra ig hese amp) 

‘i acanced memory vse abo ane, which inne inte 
ligne tad mips te deviestrae cape Trees 
Me bene ofthe andor meray uprate) 

‘Memory upgrades cant be nated on dois (cating rik 
equipment 


Minioturized 
euipmen ih te miniaturized upgrade weighs hla much, ands ne 
‘ebm ie “Equimet Ses on page 3). Ameee weapon tat 
nati ass mages redued by one eg (46 become 6 5 
‘ores an because lk the mass sting sara re 
rode! more damage. 


Recognition System 
Equipment wth reagntan system can dently is omer and wont 
‘ancton fr anyone ee Fong eagrivon tem tates minateand 
19C 0 Use Conputer chek. Te owe of gar with hs upgrade can ea 
tate tar ace acton (eave passing» weapon oa unarmed ah Fr 
‘rape: ptr the recagtion stem ean have 3 eae pase hat 
Sows anon te deactivate 


emote Activation 
‘supra allows apiece of eipet tobe achated with 29 fom 
| comint or siniar commun device Atha ype asected 
‘uth espotve or secuty systems remote actvaon an be se 0513 
‘ro oats annem lari, compute to tar ring 
5 pga, 3 hlogrctor to bein eared projection. Aetating 2 
emote it atin heh nudes entering the speci command ode 
(aiowing ase comin to acvate mule pees of remote gay one 
sot tin prem ete) 

The range of rete station i eterined bythe comin or other 
onmuntation deve ase Ary comb ear be std to ete the aa, 
Senin nal with pei coe along aspect eucneyAcharatet 
art pee oleae eat eat an indie necessary Frauen 
nd aetvaton cde with a 0 30 the Computer check 


Secret Compartment 
‘Uke storage capacity se below) hs upgrade alow gear ay smaller 
fermi oneve te gat care na sere compartment con 
fale ates 20030 Perception ees nati he compartment when 
‘Risuted ane» OC 25 Perception check ord with ose, hands-on 
‘ramintin Equipment with Sere compartment gael 


Sige tem ane ese than the eaupment elt i ata sie, 
ot weapon si: ee “Euipmen zs" on page 1) Taster pe 
[Smal wenpn, mina sbjec) with x cert component can had» 
Fie abject uch aa eam ag rae) 


Siverpate 
Siveate speci chong proces hat a rot ugh compte 
ateal often tara aly aos the sara of any pace of gat 
ton lotng syn. th ives the gear +R asin 2, er 
‘nth svelte oes nat grant DR tos wea, bt oes gun ops 
aes ected pectiely at the armor you hve he Quek Dr fest, 
Youmay denn the om a ree ation one pe 


‘Spring Loaded 
‘Anyeqipmeet ston be eld ned in ne hand canbe pring lade 
fenying > erig-loaed pace of equmet a sit action. Ws mast 
‘amon opto to Be ping lage, bt anyhng fom grades to 
hapa cane tha vere 


Storage Capacity 
"This pad ows et cary amaler gea win oon an eb 
cous compurtnent Equant with te slong pay upgrade Cn 
‘ule tesa east are se smal han he que el 9 ng 3 
Sher ttl weight ess than the equipment with srg apa. 
2 laser Mesum weap, Ty sje, 5) with rage capac) 
ht Pld ih fag rend ine ote i an fe swe acs 
[ine tee 0 al eer in exter apr and pouches 


WEAPON UpcRAcES: 
Te following upgrades are designe special for weapons Some apply 
tw ay weapon, wie oters ap nyt pee weapons (dete 
‘the Upgrade gestion. A Yen, th a8 netronu retacere, ct 
be applet nmeapon equipment at hey rarely grows enough 
Saou tbe wore 


ayonet Ring 

A boynet i single wgrade added to 3 mele weapon of Sal or 
lesser se. nce vgrade, he weapn ea be outed an specie type 
etranged weapon The ype af ange wespon mast hae othe tre 
you ital he pga: the weapon mst be of at ast Medio san 
Teaoatregaie 3 tipo or ther mount fr any raral operation Gach 
253 heavy repeating Baste). The st conan connaton ing 3 
‘rocoge ona aster, bat ake conbiration are pole wel 
(buch a stun bton mounted ome a grenade laser,» combination 
prefered fre conta 


We the uprated mle weapon i mouted on is ranged weapon, 
‘he combined weapon becomes Lage ise ni tru be wile nto 
ans nadion, be melee weapons dome Se bre 


io, é3 064 e466 cote, a 0 30 
‘tmge type ane weapon up sta the same despite these hangs a 
it terse ested os 2 bayonet inal respects (ser “an Cu and 
“Bayon” ages 2 an 121 of he Saga Ean cae rebel). Sth 
the ele weapon with the bayonet ing upyade ana te ranged weapon 
‘an bewsed separately maurting or temavng he paraded mee Meo 
‘eaues 3 more ato, 


si 
Seto acd tna ai ert ie 
Shy acpn eeepc hewigsbooes 
Sites pepe ey eo poe 
aero tc eer eot 9 sgn oe) to 
Sten oop ae you or tee 
rpepoeone 

"dena nun ey pn bred te 
serge oe neg bt) rete wep opt 
tic chy en he ats wc sear 
‘yearn tee Se eee stage tact 
Econ hr iy eon 
Se ape ge ee tf a 
winston oie 

‘ela Soe hewitt pn i 


Double Trigger 

‘Reon wth a double tripe eat ne tge 6 2 safety” wih he 
‘ind ager being irae tat es when the Sghtest pes 
‘ple fo Weapons af ths type car Beene acer, 2 on 
{oval amount presi pede to ete (reccig te chance of 
moving the weapon shy whae pling te Wipe. but Os aks time 
rdtaling fa rater has Careful Soh ga 2 bora on tae 
‘Theis with weapun that as double ge (rates han he arma 
1 banat poe bythe Fe. 


fon Charger 
‘vin ager encaisa mele weapon in ih on el hat aes 
‘istengn anytime te weapon shes someting Tis cass the ele 
respon t eal 260 on damage abn tts normal mle eanage 
Feats and manewes hata to weapo’ damage uch 3 Rap Sr) 
nove efecto the lor damage eal by 2 weapon with a on charger 
(ough teintease the weapo tase damage roel 

Ton eager ae common on iene, at re fen refered te as 
Tene age” 


Mise Load 
Agra’ charge can be carver into 2 mie waht ace tre 
Inia masle,the eevee cama own stra The iar asta 
‘Soe me leader ths reser effect range when ed rom 3 
‘launches The sanard mia enemy mse led a9 
‘erate sly energy ballon gfenaes and tn reads cane ited 
"msi las Ines the damage ie ofthe ogal rena by S08 
\thencanvered oa mil a or exampe, an energy mle Seas 38 
mage aon mise desis 6 tun damage 


‘Neutronium Reinforcement 
Neatonam's her neath metalic aye 0 make amr nd 
‘ntarce ah anata be seat harde an sharpen the sting 
‘ting srace mle weapon her tan a ghar ny equipment 
‘ven enum renfrcement gine +6 DR (mae Ts, 10 Bp, 
nd vd weight Asashig oping mele weapon give etre 
‘erforcemert scores iil Wont 13920 (Oya ata 
20'san automatic hit ower) 


Overload Switen 
‘anova ste saws any ners wepon tba eee op hat 
‘Crcittaepde When stated att acti, he menpon becomes 
‘nimproises thrown weago -5 pray on your range ta with 
"aque burt Se “hres Aaa page 15 of the Sapa Eston coe 
‘reboot Aeapon whose ste twoce mares grater en ours (3 
{3 Human ang an Eon) erat be ton, 0 wl send detonate 
the end of yur tr 

The overated weapon eal energy damage eal odes norma 
damage de: fo eral, an evelotes ste isl deals 6 camage 
‘pce the oneride mitch ued te weapon estoy. Th modes 
‘orca be aed energy tlt ates, teal ears other 
rormaly explo eves. 


Pulse Charger 
‘Any lase weapon canbe tes witha pase char Aue carefree 
‘more power the bat chamber, rodicing more ones athe 
‘rpms ont acearacy. supra causes 2-1 pray ol tacos 
‘tte weapon, ou he weapon das + pon of anager This 
Soring sept wha puse charge imposes 1 peat on attack 
‘ala eas e643 damage on a NA Base wth 2 pe cage Pas 
‘ny ane he norma number hts fom 3 omer ack 


Rangefinder 
‘Any range wegon con Pave x rangefnger ult no Suck a weapon 
‘atesra erly when sed tata target at short range. Ths alates 
[tl aa angen uprode tates no rage perl on atch spas 
{argets up to 40 suas away 

Thais esentay an mprove vein of targeting snp, anh ts 
enfin stack with hoe targeting Seopes However, a weapon 
‘an hae both a anetiner and a targeting sop ving theater ely 
tien amiga targets st mem oon rage 


os 


Rapid Recycler 


Retractable Stock 


Sinker 


Sniper Switch 
mode auch a Ee repesting se} 0 be ued In ingle made 
‘ecaut it olongeransutfre-y weapon ‘Autti’ on age 18 


ARMOR UPGRADES 


Agua Adaptation 


Armorplast 
‘Trsuprades tne standard arate ore eersive ates of amar wth 
Pe-senath amar ra sir ight, ighecot mata TE 
reeves ne weight ofthe amor by 0%. 


Climbing Claws 
‘bing ws ae retactbespies wok rt the zs ad legs of 3 
‘Sit af amor When wearing ths amar, you ga 2 ein speed eal to 
tee-nal your amore wang sped Adational you can reo fed 
lie eee epg he bere Fest) an ea ake 1 on Ch ek 
en when redo este. 

The Were can se ining ws to atak foes nme. They court 
as tong weapons to ermal tan the wearer they des 8g 
‘age equal othe tae caw damage for a beat of that Se ee page 
Sr of he Saga Eaton core rulebon. Foe exam a Mes crrater 
‘eu fave Try lining ws tat a 184 sting eamage you ae 
ricer with he suite rma youre wearing you se rficent th ay 
‘Simting as stale on 


Diagnostics System 
‘agnosis ystems of sts and single computers that mon 
{or bath the amor ans wear Angee mating 2 Neca ecko 
{neamor ra retin econ Re mearr gas requpmert Hons 
‘rom he agonist, 


Environmental Systems 
Entonmental Sse ome nto varies: ol-nether systems and 
crmweate ystems. ts posse ta tal oth nthe same ut of 
mr bu ing 50 cats 5 twe Seat upgrades. An envrometa 

System mates you mane to the eet fexeme edo exe et, 
appropriate 


oyr0 
‘gyal ep armor upright and stable Wie wearing armor wth hi 
‘ora. you gan» vsti bona on chest andl deere es 
{emp tote yu prone 


Helmet Package 
The benefits fa eet package ae dete on pape 100 the Sa 
‘on oe ebook is coed tere for campers 


Holoshroud 
‘A holshoud upgrade paces small holgsphic poets key pints 
‘round he amar hese projectors ake gee and degre tae 
‘Shalograpiiemage over the amor land wee) The mage moves 9. 
‘hearer mors mating the ion ofa sere appearance dest 
peneate 

“The oustoud cantor nasil igs, nhch mut ef he same 
bases na sape the sme enerly hurr). The mage cn be 
‘hanged wit an four work ard DC20 Use Computer check. 

Theolaut pad Dequpment ons ca Sten ches tcon- 
<ealitemsunerenth te age] sel aay Deception cheers made fo 
‘rte avecepbveapraranceratohng he image Haneve hho 
oe itistan sri any ebierer wh ses foundation fo 
‘Search the energies 210 ertumstance dons on the epposet Peep 
tion chek Frthemore the hoanoud gee fare ay tate ary. 
‘rafacory component se osevers wth he sent specs ating 
‘Semorgock gains +10 crcumstance boson het Petepton chess. 

The hsv rans power tom 3 tana energy el wih ies 
rau power fr twenty funds af ws rane ny rene}. So 
‘rsae ten pasa with Ena Per Sauce oneal Geretor 
!meifeation to etend ths aperting eve. You ea tun 3 lesbo on 
raft a isto, 


Integrated Equipment 
An integrated equipment upgrade taches oe piece of equipment othe 
tier The epipmert mast be her or more ss sale than eso 
Il For exampe, mot fors Medum characte Meum estan 
rount ape of ealpment upto Dininutve Sr uohas ebiacas 
1 gow ao 3 epoca weapon up to Sal ze uch as» Waster 
itl rvireael. Th equipments estar rea fr se a eed 
hte ran or pepre before bing uses Once aut of wor ged 
forinteatesequpet comes increasing eo odd new ees 
equipments baltn maces heres, pees and upgrade ot cae 
Seven for 12,507 1a negated euent. 

ses oswap ot the equipment tach owner wth hs upgrade 
Asin cea yates equipment can be swapped out oa erent 
piece of ger in Wrmiates wth OC 10Mecancs ches Tre pice any 


_ ———— 


uloment tach tote amorssepunte rom the itegated equipment 
Uae cot 


Internal Generator 
‘Amiiturseavervan of» partatieiin generator ie page 128 the 
Soo tan coe raeoot anneal genta ean poi cotinus 
owe fr dferentupaaaes on 3 ut of amor ining anya 
Euipmen The generator canbe stiatesoroeactted ast tn 
‘Along ab active, an internal generar an simaneoe pave op 
Sen ee eves at ave pepo een ag 

Fordevees wth pectic owe requirement an era eerste 
store four units feta each he equivalent ar ee el, owe pach, 
‘720 muds ewe oma parte genera an stomata 
‘ectargesone sch ut every hut At mar can rece Ne wperae 
‘tle tines fare energy eapanty seeded bleach itr Serer 
386 10 tthe weit a he ra 

The biggest drawback oa generator sits ee gntue. he ges 
eso powers anti but devs mith regi ome erent ay 
‘arate attempting to eect he weae wi a ena pack or ence 
Semorsgunsa +5 creamstance bons on he Perception of Ue Compute 
hee 


ump Servos 
Jonp ers re reputed stem thats mangle ps. 
hen ing mar wit ths pga, you treat np runing um 
‘ational you can rea fae ump chee ering the eter ea) 
2nd take 1 amp ches eve when she heated 


Powered Exoskeleton 
‘Much ete Coren powers othe zor can be upraded tinea 
1 prweredexsetan tat entanes he phys renga the wes 
[ecase of te weht ard eegy reeled ey medium ah eae amar 
‘ean hive the powered xin prac. 

‘Aponte eval operate 120 ound on tnd ey el 
(Sato amor wih a powers exesieton commonly have the ier 
‘enertr ura sate Toning an exon ono of st 
{econ When ative, te ents ges the wearer + expert bons 
{oSregt A powered croton a0 gt the weit he sre, 


Radiation Shielding 
aan sing isreesariy heavy ard by. Only meu na heary 
snot cane mofed wth aan elgg, tines the aa 
‘eh by 1k. The sheng grants +10 eupment bn oyu Fr 

{ude Deters pant radatin atacand i reduces 2 damage dat 
2 succes ain atk by § points In ain, ay time yu would 


rove pester sep down the canon wack 22 yest rain 
‘anager ts arma you can male 9 020 Endurance he 
‘pute te persstetcondtan. You can mae this ehek ony te a ane 
{ou move dow he craton track ee fpr rain Par 
You fl you must have the peristent condition cred noma 


angefinder 
‘eater itn ait of armor works ie weapon aneinderae 
‘howe avi spies ony te ranged teks mae by weaprs alt ihe 
“ror ano weapon mount ee below eres apt te ranged 
‘aes oly sm mediate etre malig te attach, 

‘vata ing angen tales ro penalty when wed sais 9 
tage at stort ange Tha your sl of moth ageing end 9 
‘Sse pst! ul mt a weapon moun, you wold Tae ma ange eral 
rates agaist tages upto 4 sqears any. 


Ready Harness 
‘ready hares sa sees of hooks, sap, and ps dated around 
‘he amor, dese to rake equpment ely accesible ant sete ts 
‘weght more canta athe wearer’ ame rey hanes an Pld 
{hoa peces ef equipment age weapon se) five Types ene 
ser (Meson weapon sz) o tn pees equipment up t Dine 
Seal weep site 

‘eght of upmertin he readyharresssbaed or purposed ote 
ning your encumbrance ee page 10 ofthe Sige Eton oe nbc, 
{osu quent an be reve relareé 3 me ton 


Aepusorit 
Ths upgrade tats the same tin of hve rept se by dads and 
reais hem teabow the morta leat upt meter te youn. The 
‘eae Ean ate o entate the repr as 3 it actin Whe 
The report operating te wearer grres the elles of il ter 
‘a ad tes haf mage rom as A fepusortaperates fe 10 rou 
On angle energy cee 


Shadowskin 
‘ate lok fh of ight and semr-absoring material a shadonsin 
urs any amor cated with tin statn a Nara coupled with 9 
‘ound damper incu i th mofeton cen) ti fet oe 
ear or eect te amor with esis Amar wih sadowsin rans 3 5 
‘pment ars ona Stealth checks mae by the west 

‘more advanced vern of hawt us the materi rele, which 
os develope bythe Gara Ary fhe Repub and ter wed by vary 
“pera spel feces ants Ref emorefectve bt more experi 
‘har rma hows ut of amor wth refi shadow aha 10 
ulomen tons ons were Seah cheeks 


Shield Generator 
‘Adetecrshete ener canbe bultne aut of mean or hear amt 
‘ing tte came red of ptein starship rsa ate srs ey. 
eto ther bland power requiemens tnt pose toil ang 
atte sates generators info ut at mar infty ese sma 
fat east Mesa ue can ear she gear wth 10 

Shiels generators operat for 10 rounds ons standard ene cel (Sits 
ot amar with ed generators common hve te Ine Generar 
“ogra: see sore Turing a shel generator no of sian. 
‘her ative rece he aumage yu tat by he rm shitting. the 
‘amageizeual oor reste tan he ames shld ting tel aig 
‘reac by By spending test actin onthe same comet 
‘ound the wearer can mate DC 20 Mechanic cee revolted 
wer te cece sured, the ma’ she ating easy 5 pms 
[ip toits manimum sel tg 


‘Shockweb 
[shock ca powell stun Vid that an encase the ene 
Surat ofthe amor Irn ff an energy cel ch cam poe fr 20 
‘inves Turing te shockweh on ff asi actan While the sock 
‘hen suc, ary tne youae the get fcc mee attack 
[itch or gappe tac the stacher tates 6 eel mage and 28 
‘ea stun damage. Ech tinea tac dap in th ny the 
Shockesdschares I rinat of usta ts energy el 


‘Vacuum Seals 
Any armor canbe praeswith aur sels which nade siright gases 
rund ints rile ie appr equipment hat as 24 9 weight 
“Tis ales the amor mente ture fer 1 Hours in the vacuo 
space or any ater hse ennmet Mem an heavy marca ave 
igroved Me suppor tat bts pt 28 hous, 26g 1 of weight. 


Weapon Mounts 
‘Armo' an a any equipment sing he integrate Eglpmen grade are 
ve, bt dened weapon mous lon wesgors tobe added ore 
‘ficey Thenanter of weapon mounts gine french pra epet 
153 func ofthe es af amor upatades Ligh morgue 2 espe 
‘Reunts, medion arma gus unt an heey mor sans mts, 

"Nw anded weapon equses 2 mounts, sore andes weapon ees 
1 meant an a ht weapon equies ony hal of a mau. You mast Se 
profit with bath he weapon andthe rman whieh it mounted 
‘econidered potent ith maunted weapon (ny menor desced 5 
sjovesar gautiets such combat loves on be worn ith amor without 
5 weapon mount. ut nee such aapon can be worn at tie) 

"Ths upiate doesnot ncae he con Fe weapons ae mae. Sich 
\reanon af eine oy fr moun use, and ct be fie 5 ana-hels 


| 


weapons tates Drives ands DC 0 Mechanics check to change weapons 
Inamoun Ameunted weapon canbe dasmed at need ot ee 
‘obeuse. Weapons mont are ovo ante he weapon mou eh 
aed nip pa cost 3), whieh ease aes 0025 Pere 
‘heck tonate the weapon ent iot nse Amante eapon oct 
{in any bere fom the sme the weapon nes age 
Ifanautonames weapon bee above] mounted twat of mar tis 
stomatal concrete anna conan att toe he ors 
‘wearer tates others) However auoromout megan can état ane 
nonce te weae ee tothe eal hugh never amar rete st 
"sng th shoe. Forever aonomous maureen fat hs mae 
‘ata within thea runt sine wees a en) he eter 
‘ust pena sift aca regain lance thermae the wee aks 
i aac and Dentey Strengths leche 
thes of mar nn Hght 10, Mesum, heat 2, 


OTHER OUTLAW TECH 
‘Assn, aunty hunter, and pater hve neil ees sey have 
‘Speci equpent to match In aati he upgrades desrbed nts 
‘hater yur etan might Fide for ate onal gest 


ARMOR 
The types of amor gen on Tbie2-6:Amer te esrb Blom 


Beskar'gam 
Ugh: Medi or Hene Armor 
‘The besorpomsthewasiana sof Mandseran Amor Unie te amor 
ofthe Neo-Crusades ee age 201 of he aight he pu Com 
2b Gu. ost sts bear gamare aul tare othe meer 
‘They enay Pave varius carteatio, raging om Single coat 
anges tsar sutra ates The besa gam etree ae 
‘wile oF Manon etre anaes 90000 more tan a atonal 
‘tMandtran smo retest gonad of Wandlan ton esa) 
‘ihe strong emugh to defect ase fre and eer lightsaber nd 
‘then arn bya te Mandlrianvarr can grey esate he at 
{aumagetaten even rom ret his Natal tse Mondatoran sot 
fre bestryam for example Ye amor war by Neo-Caades aig the 
“Maedloran Wars wa ot mae a ber bt wear ofthe bestorgom 
Iba feaname aight need aut of Besta gets favre ste 
Stance on Perseson eke inti, ard the weae has then 
‘he weorercan py benefit agit tac rade y hss Tah 
tt power amar the amo as wo fe upgrade ats 

(amenasers eon reac he cst of Besa by 20.000 cts or 


Tech speciauisT 


‘roid Tats: Ary equpment with the dodieationvgrde (age 
40) or weapon wit he autonmnus upgrade sage #2) tecnica a 
“oisoits eligi for thee mostiestons 

“moe Traits device ar eh haa amor bonus ots ele 
Defers eter ermal or bene ofan uaa. ean Beit ram 
‘he protective amor mofenton 

‘Weapon Wats: If an atfe-ory weapon has the sete fre 
mediation se the een Specialist eto page 2 of Sao the 
olny) ti wet as an autave-ony weapon for purposes of 
‘racing se Aue” on page 1 Sapa ation core road AN 
‘tie-only mespon with sie vtech oes nt gin ths beet. 


GGTU AV-IC Combat Armor 
Heaey Amer 
Cfgialy eine for we by pate securty feces and paramitary 
_poip the GTUAV-IC combat mes aul eve suf or mas 
Fintesaking har pate tat compete covert wearers oy, he sat 
arate built-in eanet pct. Adora, 
the amar incdes an advanced report syste tat elie je 
pak fosoving al he aaltepet podaes rai, 
fest or flames: The ANIC emt area powers mara at 
freevpgracesots 


GTU AV-1S Scout Armor 
Mediom Amer 

‘scaled-down version of te AV-IC combat amor, the GTU AV. sou 
‘mo ighe 0 alan fora ateaer desert mobi, making 
arored su fr ourty haters that eon he pee ar teat fap 
trea The V1 sas acum sealed nines bln me 
Dalat, and 2 resued-ponerrepaorf system Sm othe como 
Ie Tis eaorif unetions a repulse excep at produces 
Poole, heat res, but gars ay peed of & uae en of 
Seuores Thearmr's powered Ging it two free upatade sate and ince 
2 baitinglowod 


AMOR CHECK PENALTY) COST __TOREF DEFENSE TO FORT DEFENSE BONUS. (60.) _(4S0.) WEIGHT _ AVAILABILITY 
— a " 2 a —E 
Hatvest 380 “ - s ee 
States 0 “1 A “5 aig tary 
— a ee Tey 
SGTUAMS eoaamer 15000 ” 2 hl tary 
eel 20 pera amor 16300 a ‘a nots 3g ig May, 
= ———— “0 “4 RTS 
‘STUAICconbt mar 25000 ee) Pg 3g! 28g Rest Rae 
1 en ruin ines me youcon mere up te tmesyoursped nse ine). 
Half-vest Shadowsuit 
Ligh Amor Ligh Armor 


Tne ormordsin Mar 5 protective vsti ual womb sugges who 
Ic eageting true but ot watt be seen wearing amor in pale 
{rime esl, andes hen snd thing eeipnet bos 
tw Steath ches made fo conceal the amon, a aves protects the 
reser agai are tacks om unscreened lies. ce 
Derennuner ap ree act, he wearer can rate he nus damage 
‘ray tack made asst while hes ene hs Dextety bors fo 
Fete etese ues when eng target by natch the Sneak 
Atcha, 


ral 210 Personal Armor 
Meum Amer 

Crested by ral Armory eteh for pate tect feces he Made 210 
personal amar fvartef Dont hanes hat provi seve uit 9 
Brent off he assent, redicing te amount of wok aes 
{rato the arma ito cit ut prefered by about hut The 
oe! 10 personal mor comes mith bulin ent package et Fak, 
igi aie pers a acum seis Aaa, the amr rans 2 
“quent bons oSegth bets made ot ogo plo abe. 
‘at Mae! 210 persarl amor considered tbe pete mor nd as 
free upgrades 


Use by asses ané burglar the shadow mance by Aelia 
rong Testes tle mor an 2 Back bay stching covering te 
‘weenie bay. Stadowiuts ae made fom 3 augh ut ot materia 
{own sagow ht srt gh a sound Te hands and fet a the 
Shadows hae suns-dampening pads that reaie tense made bythe 
‘nearer Ashadowsatgrantsa +5 equipment ons to Steath checks when= 
‘er the wearer hs canceainent Hom dares or lah condos, 


RANGED Wearons 
Te epes of raged meapons gen on Table 27: Ranged Wispos are 
‘esc bean 


Blaster, Subrepeating 
Pato 


This pits repeating Baste, intended for use indoors ad in clse- 
"ures combat peered by pistes and unty hares who wan fo 
‘hy ato repower in a sal pahage.Asurepening Waster an 
Sitafie-only weapon and ince revocable sta Unies te tok 
‘cntended youcamat brace before mating an ase atac ee Aso 
ape 186 ofthe Sag Eton core etoo 

‘sbepentng ster eis 2 poner 
‘the power ack mat be reared 


cto operate Ae 60h, 


Blaster Rifle, Sniper 
fie 


‘tate among assis and misty sarpaooter, the sie baste 
Fie ca pomel an accurate weapon ea fr emiaing targets 3 
long ange. 

‘rw in hing ete than a reared fring pstionthe ser 
biter rites panty sted for use in ase cat, Yu 6 rt sim a 
You tage enmity efore mating natch mth nr Baste, 
{take -S penalty on your ata a 

‘riper ater fee Rave ipod and argetng cope mounted on 
them ee page 35 wel page HO of the Sag ation Cre edoa, 
ot retherincleed nthe est te o Table 2-7 Range Weapons A 
‘npr ater te cana ere rom the rape eel parade 

‘nip laser fereques a owe pak to operate Ate Osho the 
power pk must berepoe 


Deck Sweeper 
Exotic Weapon 
The Meron Deck Sweeper sei dese tun large numbers of 
people stance. tpieaty nthe cennev pace of» tarp tr eee 
‘he rame) Unite noma aster weapons deh sweeper reso he 
“ursctin arharro oneal ein haoniy.a deck sweepr ies 
‘fom ther ies in that ages a0 eres os win a square 
‘ane asan areata The wer mates nl attack el nd compares 
‘he reat to the ete eters oa targets within the aren A ht eae 
‘omal stun damage wie ams das hl stun damage. flowing the 
‘oma stun aage es. You ms Spend swift acon nthe Same ur 
To pine the deck sweeper before you mate your attack. Others the 
‘weapon wil at re. 

‘eee sweeper teuesa poner pct operate Ate Shs the power 
ack must be epaes 


Electronet 
Heavy Weapon (ammunition) 

Tre eeetronet napa wean equrty employed by Bounty hates 
‘orig down feig pe. An seco arts endear be 
‘red ram a read uncer When on Skecrne  ie rma ere 
Taunche target 2x2 sae aes ed mae on attack el comparing the 
‘est othe Rie Dee ofeach target the aes fa target 
{Sts stun donape om heer ands abbas pete normale 
foraret. ach end tthe besig ef your un, any ret raped 
byanceetonet ae sun damage Hom he weapon ot ts nomal ama 


‘Micro Grenade Launcher 
‘ne 
he Lats Syeats MOL mic grenade aches sa smart 
‘repon ta ander minature reas quae wth 2 minal 
rout of ining Unite ther grenade lunches, ns weapon ae 
[Stave for te marneria whch wie Amir fenade utr es 
‘re genes, ich at arma grenades bt ae Somewhat ser 
‘Mra rerades loo the anal aes foreach ype of rere, bt al 
“ee of damage ans success Nt 

‘Amro grenade ister hls ow miso grenades and hast be 
cada fulound atin A mere rena uncer abe mounted 
‘one his tales 1 nate and eques a DC 15 Mecha chester 


‘Neural inhibitor 
nai Weapon 

The Mente DAS-430 neural inhitor is powered, raged weapon ht 
es some ofthe same tehlgy 2 al ur to propel» highly 
ar at ete, ich imbedeiit the hi Te at hen nets 
Special euotarin ht can ring don eve the toghest enemies hen 
Iagtarge hitb an stack wth areal entre ret panes 
nd the dart makers sac ol 12045) agin te targets Forte 
Deferse atic succes, thetarget move step ow the cndtin 
track th tact he target dors rat move down he neon ak, 
a te asset attack ai ume +? Bons 0 tac ih 
142045 rina, 12046 after the stfu, 12047 ate the second 
fare) The target’ conton scnsoes pester un he pon 
treated athe pouon mais an atch al a the being fhe get 
tur ntl the pan fered wth 3 DC 20 est ny che nce te 
{age fs econcos the neuter iiates ont an 


Pauls Rife 
tie Weapon 
‘The Coonens VE. 700 uses tavered by smug bout antes 
ted other cua fr eon stare ad in urban ener whee 
the ar itt be erere, Ube normal aster weapons spe i 
targets creatures rts within Gaga cone sane at The 
wile males sige attack rl sd compares the et to the Rls 
Deere af a ages win he rea A ht eas normal damage, whe 
mas dea hal age 

‘A pute eques a poner pack oprt. ler shots te power 
peck must be repced 


eS ore 
aor ee ee rer 
res ee 
i aT 
CS Te 
ee ee 
a cor pues HOSE emer 
ne TD a 
ESE LE 
sn an ETT EG saa 
cS 


1 rea atta wean 


2 race mea: This weapon cat reat ages at ng age 
Acute megeThis weapon test eat when gat age at stort ange 


Snare Rifle 
he 


There to capture target ave reset problem tothe Bounty hunter 
You art we biter st etting beyond very case rage fue 
tun reads wok farther any (erty when sed wh 2 nade 
loch but they espenve a este, so They wan ays He 


valablfyouro 


ent with stk mean ans 


‘estar if one atest, flowing tage be soped or atest 
Sone denn atone ange by Soatnga weighed cot that wraparound 
‘he target snare ie allow ou toate 3g ora rapa gst 3 
‘hart arage the gra attack succeeds the et tats the teastun 
‘mage rom he oreo the sare Acharce thas abe or raped 
anata escape thesrae ein aD Acrobats cect) beak 
att eating 2020 Strength neh Youcan se he Pad ipfets 
‘wi a are elu you arnt we the Ca or ro feats 

‘saree wes peta ertige hat hls Ssh Replacement 
‘caridges weigh 2g ad os 50 creat ee, 


Squib Battering Ram 
‘Simple Weapon 
Desgred the Squi anager peretate te ner part eet tar 
‘hips the Sq tating ram allows the wider te pre teugh doors 
‘nth reser fcr Sul ater ram egies ta character 
“perate oe tbe the taterng ram, an oe ogra. 
‘The meapon foo unwelyt be wd aga iva, moving tage ut 
‘teas ral Gamage stationary unattended bets uh a5 wal 7 
‘ont 

"Sut battering ram requis ou power paso ape 


OTHER EQUIPMENT 
Table 2-8: Eugment lots some ofthe common equipment used by 
tinge and outiaws Refer to the desertins baw fr eer perinen 
‘norman. 


ABC Scrambler i 
“is device used 0 ward off ae tacks. Common ue by bounty 
haters piste bounty hunters, the ABC scrambler 8 weno the be 
‘orataced 9 suit of moran emis ale au, bg he- 
lial confse mse guance systems A character wih an ABC 
Scramble gun 5 defection bonus oReiexOefene sais grenade 
Uaureers ad mle uncer 


Force Cage 

Frequent sey bounty hutersto ep thera tam essing. force 
‘age erg (22 ques cage whose bars ore Caged wth eect. 
‘ore ape seals 2¢6 energy amageto anyon ying to treak imtoo ot 
{fhe cag, and he cage canbe ssl or dase tes. 
‘fore cape has = break DC of 30and can be estate wing arena 
(eat asa portal computer ith inteigence 1) 


Lock Breaking Kit 
High legs a vere by pisces and pirates, ack bain ti 
ea tlt in mary ways but as some ver avanced and hy Sei 
ined Wolk esing Wt rant the wer +5 equipment Done 06 
a Mechanics ar Use Computer nes to bpas dors ands on 3 
Susie 


—_— 


‘Man Tap 
‘mantra reverse repuo l tht draws tage recy Som, 
{hgh in ineaby Nk ay. Aman ap coves tau, 388 30 
restr enteig te sgere cs man apis neat mae uate 
{emo ylntary). Acetre on atempt rat at 

‘move ato, resutig 2 DC40 Seng check. ean be eactated sing 
remote eat 29 prabie computer with nkigence 16. 


Space’s Chest 
‘gee’ chest special container conmanly hep by suger and 
Plates to soe te most pred pases Apacer chest wal ea 
es ot on values but ao emergency item he spare thes. cet 
Sek, data dics, smal oa, concentrated foo, a's holo ase 
nd laster pct. spacers est hs enough commas to feed one 
fern fo 10 a, an hasan eectoie ling econ tat ha 
WinDefnse of 30 


ew cost west 
ABC Scrambler +3000, el 
Force Cage 200 ay 
lock reaig it ‘4000 4g 
or tap ‘000 hy 
Spacers st 0 nog 


OUTLAW STaRsHIPS 
diehepecwheptenocatera tes. 


We've BEEN THROUGH A LoT 

JoorTHER 

Shtines, a asp more ha jst a meas of tansperatin Some 

tines fs tof a characters destiny. factor some earache 

tnd nls ram oe jam faethe No mate how humble Som 

‘Girard asap mht ape ae iy of ar 
if you dee t int 3 tarry» pantry wn 0 your 


‘pion mit be too powerful etal you to acces our Det 
iment encour: Oly the GM can dese aries ae 


etn options. ou ga 


Fra esi is reer amply dese. Eve 


rn patio confine by Huts efor ered and 
mesa pro sre Perhaps ound hyperspace oe 
‘hel starship was ul round rt te lls found ring 3 
ayn e's, uta recognate prof tanys saves fo you a ebuls 
(crrevotteasimir star) ene ate consaming ae it a 
eting a ew starhip woul be nt moreso), tu the rest ti ues 

Second the pts you cn eee sng Destiny PR ae hy 
tng an cre member ommander lt, opt. uae tem oper, 
‘renee onthe tah ide your ety. 


bthertanhig within te sqares (Pl, commande astm ee 
om foein Eine any) 
‘Restore your starship’ shields to full SA. (Engineer or system operator 
oat) 
Iman [ab sumer on) 


A 
5 
é 
i 


lhc thai ein do one 
{orev mle characters om eg estiy-ines oe same Sa 
Sah races par hw map cot ln, 

Norma Strip nd Vie Ui rip rei i 
Deity ena he Se Mater ct fentre seen) ht somatic 
{aises aspect aerate check Desi nest 
Pesan, reig on the indians deepen conection to te Force 
{Snetning compte with these mane tess racine Oter an 
having a trike esting ani he tage ete trip rarer 
Gee pge 00S te Gl) allows theo ot esi Pots nd 
Sinlaretet ing th Frce-based manner ep the character et 
5 Fh corscins (eh aware fa ig he ehology fhe 
Sti an stead act on sit st ke i when each 
fs taping comput daring the Bate of Yen. 


HUNKS OF JUNK 
‘Some aise reliable. They are, infact, notary veka. They 
‘of bate. A GM might dei arp unreal foray reson: He 
‘ight vere» strip to be nisl athe pce of making ato 
{ choracte’s destiny ee "Weve Been Trough At Tope” above a 
$tarip might hve been modified oe to many Sco mit at 
‘ecenng Ye mamenace regis Whatever te eon, once ta 

“avin an ulate ship moved step down its conon wad you 
‘ut al dan Tne 2-5 lait oem te reat 
Yoursarhip ends up at east steps down he condton ack a es of 
Ys movement stead rl 70+ 80 to deerme the et) A character 

"Aste tes ul rund ston and 015 Mechanics check oer 


FRINGE MooIFIcATIONS 
‘en yu ve onthe fines falc sce, Yu eed a starship that 
shits he awa chap yu Thi ova with sgl, pate, 
{ed bounty hurts, but anyone who ocatanly aw frog pac 
entre by les hate forces welcomes the rage» personae 
arp provide Some aftermare sae avin in ea Sport, 
‘ht books, at he st enters "unafica sarap modtestione are 


‘Theres presented here ae fly comple With thot em Storie 

ofthe Glory ou shore an simp nature these es ae enough 

te satis your need fr sarap mst, they work fie on thet 

wn Homer au fi your geet peronae stars st Dr 

‘cathedby set ates ne at Stari te Glyn done 
toa eps 


Emplacement Points 
Enlacement points ae the Pest ofthe starhp mastication stem. 
‘tems have Sie, train ard gone equiemets atm beet fo 
dem to sarap. To rereset the nome ators tat combi to 
tie, ach molten or ne oystem hating nemplcesen pons 

The fl empacenent sytem of arp motion f etal i 
Stora ofthe Glos, ad everthing presente hr compte wth 
‘hat bok. You cn il ae th tem by Hl ng 3 fem nl ules 
veered here, bt the mains ste i Star the Galan ar 
$e aporoprte oS for aunty haters muggers, prters and 
‘ssa These ules ae Rept nero bate thi took sine ey 
improve hyperries, ra opaters mmc ecing gi ace mite, 
ro etson stems lating vie nmap comparimente- a 
found in Stor a the Goan 


ROLL nESULT = 
hee te a gee tyne et 
“oly 
06-15 _ Sar lth Ale Contes bone seo nes py 
625 Compt ‘Ns Constr cs ed atc sate i pens a pes 
26-30 nee itch Tesh pers raced by square sari) minum pee spare 
S40 Hope ok Date Sips per mie 
41-50 Sea glch ‘it cama reste 
559 Sabet er eth em 2 y  et  t t 
eu, 
5457 Senor ore Ase Compote ce top te fs seas th 5 pena. 
Sit Comp foe Ne Comptech ad ata ad ens a2 ph 
6h neni tle Toe ship spe ecb 2 squares tani sale imam eed Se. 
48 Stemfate ne car senses che. é 
9-72 espn onze Ore ween bate ees ere ene dnt 
1.76 Here tae "yo mpi matic 
7-80 Sie faze ‘hls camo etre et Ran he sp masiman Shai 
89 Sune abet neo your ship intel sabe a be stoped eae Spry oa et hc ata 


trie, 
‘Al Use Compute cel pert te hip’ sess th 10 pray. 

‘Ase Conpte cheat rome sn pate tak -5 ety 

West's rue 2 ques tap see) minima sped 1 square: ship camot ptm aot 


en 


ness terse rte, sotsipshave ane une emlacement pit. 
(Ships bat by the CorlianEegnering Copan instead ve Five 
nae emplcement om) Ap ean haves Systems came 
Sar space to gan ve more epicenent poi bt ig So makes 
veal e"Hants af hsb Hy uc the mplceent pots 
‘osupport a system you ean sil tal it but tales mae tne des 
ore eit as you abd he subsystems enable yur ew ga fo ane 
‘on Far every emplacement point yu ck for assem, add + ay 0 te 
station ime 45 the Mecha ek DC install and 20% 12 
‘hesystem est 

Tie ba ne seded adda odin assem 1 day +1 day 
er emplacement pot the este wes, modified by the shi se pace 


‘Stem tet ne nae sem le (mmanders he). 
ego sates ‘Aiweagon stems resi 

igre ote ‘ehypere esaes 

‘Shes does Tesiploesat Sk 


transport 2, exp shi x, station x10) Proper instalation eu 2 
Hectares eek. The tase Cfo sch «check 20 +1 for exch plat of 
‘placement aston ordiation es 


cost Mosifiers 
Ieeasts mare to intoe or most shpwide systems on lage stasis. 
Ths each Sze of tsi has cost madi, which apie to thease 
at of stars spstens aed ota of hat ize, Ay Une» ystems 
Istsits pies atase pc, you may ty the cost mode fore se 
ship ou me ng ta 

‘Same ehigment cots the same amount ears thesis i. 
‘hee type meestions at cst ithe nati eas 3 ate cost 


STARSHIP SIZE ‘COST MODIFIER 
es ttn oa Be 
‘eal 20 

(ea ite) x10 r 
ona! 6 

Gop 2 

ge or sales “ 

‘ANote on Costs 


‘A cot gven nhs chapter ae by neces. apprainae Te Star ore 
galny avast manet an 'simpotble trate sem tat eae 
‘epee the thosands of facts that coud aft mao pra fia 
‘cont Ar resul+OM shuld feel ert madly thee prices por owe 
bas maha the avert reques othe GM's own preferenes equ 
(payers nestotnow shaw muchas to adda deed new ste 
‘otal te economic mpestins fy prt ot) 


STARSHIP Systems 
‘stars’ systems canbe upp, eplce, an moiiedrepeatey 
‘voughout it operation etme. 

“Emplacement Point Ths he nde emplacement ints quiet 
to instal the system in 2 Starship witout ewig on adios ator 
tine dey 

‘raat: Some starship accesories hve ited aalabity or re 

el he Sage 


iste at bra commen 

Sa Restriction Some stems canbe placeonlyinstashipot agen 
sierange.Atouoh systems re arma ie asp agiven st 
lage some stems an aneton anal sip 

(Cost: Sometines ssa acestor as 2M costo eight. ten 
‘he st andr weaht is determined by muting bate number by the 
Stara cst ctor, which ermine by oe acon te the 
ase, ou mus mul bya ost moder baie on hee fhe sarnip 
london Table 21: Cost Modes) Fhe cot jo ne a3 mb 
of ces it oer matter what taship youn the stem 


‘Amphibious Seals 
‘Amphitos Seas alow asta t function submarine. Thi wns 
Iota popu ih ates who exten bones wth pees 
that hve underwater tes nelaing Quaren, Mon Camas rd Gar 
2) an with ogg wha wart tbe able to Rie asp underater 


— 


By veaesonog «ships sea to hae gh exter res and ene 
‘at ro ven lows water ints engoe eat ek or weapon st 
tarsi can fiction wel undermate They are aw, ith’ win Speed 
‘nly oneal her frat mim square mayen) and ina, 
deat veacty ely anetent he atmospere velo, Hower 
‘hey might exeape detection naemater ais he acl autores Be 
sates an 

{asta noma able oa onthe sac of 3 planet ing 
ampitines seas as he ity tnd ale in ay bay Fate ge 
‘oughta acommodatelt Th can bee when eo lanes the 
‘ut ited stor facies, of when a it wes avd wing ich 
ey montanes tacten 


Anti-Boarding Systems 
‘otboarting systems re 3 sees of comers, st oo and weap 
‘rs laced teouphot a stash. siting te ship ce in coating 
“warts itor thot rey enpoing tenses Exc at-bat 
Secutyehecipint oC haar when cel nudes the along 


Light bs doar DR 10,260 hy mage these 5, Strength 40, 
‘weak OF 6, Meehanis 925 dae deve 

+ Scurtycamera: lows ay asthe eto mae Prati checks 
imo the rea (even when see). 

“+ Ruste nae: Hele Deere 10, OR 10, 20 hp, tack +5, 248 
‘every damage atte apse page 86 he Spa Eton coe 
‘eo 


‘twa actions fideo, ain egineting, query station, 
teks, doting Figs forth hve 3 sea cect tea 
‘nance aan each oetion of eae YOsqaes (mete) 
[eng and ech oom atest squares by mutes (Sete by mete 
Ste lasoheveasecurty cei Noma, hese pagan 

recgpzecew member os ene wate tack Penge 
‘me rotanaysso fortunate) 

‘Athos ant-Bening systes are norma conta by the sips 
system opera, any charactr wth sitar aces tat ho wham 
‘hesioscpute hasan atte of len aetate oe tacvate the 
system aa rstine command se pge TB he Saga Eton core reba 
Rew ter compute the Wil eles of starts cmpoter' 15 + 
thestarhi'sneligece Dos, batt eau starting ote ote 
(ised of unten we te ates pte active. 

Because starship are arly ose before hey have been Sables oF 
‘elutariy pomered done, attnardng stem havendrpendet bcp 
‘wer oes that ao the tures t mak vp to 60 sot even fet 
powers est Thee emo, commanestions, an camera emanate 
‘or about 10 ats an intel pow) expt hi tty, nt bordig 
systems ae are due othe igh pes aed in italing them Tey 


ee common aang wealthy crime lr who might have reson to fear 
{her gn (ote agents fee ene lors) -and paps the own 
‘Gera than ay phil bares. Major corporate exrstves 
Splat ato ve sch ystems added te rate ang, 
(Sto ferd of sss temps 


‘uslary Generators 
[Sct es ot of energy, drawing ower rm seins fr mation 
tates weapons sensors, computing poweemonnentl sts, and 
{Geen ote ystems both major ard nae Bulg tigger engines 
frets red for greter wang and fe storage whieh nt eas 
[SS ver stain ond thas a eed or even moe powe nis constant 
Date etneen energy neds andengn se. resolution toad ary 


rfl geveraers ae abe to step in ad supply pont specie 
systems when epite poner rede propel he Siar engagein ther 
‘Shas tons sah a5 maining te Se). Because ey nee 
rode sewer ey at peat wsape. the errata sale ard wees 
fil han an equilent engine upyade. Th oer prove ary dtoral 
ee fr te starship austin but oes give it mre power when 
{ine orator beam a3 imum caps 

‘oer generators ge stain +2 +4 +B eqlet bons to 
ls Sength sere They a alow asta sates to comin to fone 
"ian when the engines ae shut ow or deo 


Backup Batery 
‘isa conse cston eye tte, 
teu tsce te a tye 
be stptr pete ste a ei tector we twee 
pment psa on 
fn enton yn eooge ep cg na 
BS Screven ester sey bsg mo 

Sraipst stp Secon towes ego 
Sen nc na eben 


affed Drive 
Bate ives ae favored by smuplrs moving tough angers, ih 
tale star tems and anyone ee that neds to move Ug) Space 
‘nthamodcumosteath Abad ewe spread Tana gst 
‘aves be a, makin needy il to ete te sp wth 
errs Atal ve aways esa UPSpace speed of? guts, 
‘ed as aime fu eapacty, A Stasi's bale are can nave ese 
on Yo squares al efore needs tobe refereeing a bates 
‘ve has tase cost of 1400 res which peo hess ast 
Imo as mma Asp meviog wth aleve ads 05 0 he OC 
‘any Perepin re Computer heck made a dete hsp adi the 


sha as sero ang se Blo) it ean move wp 8 wie tse 
Speedin oe tr thou ig the beef te sera big 


Cockpit Ejection System 
‘A popular odiieaton fer vam freighters nd bunt hare starighes 
2 ect eecton system allows Shp ene fet inte een te 
‘ps destin and sbsequetaetas an escape pod hen he tap 
' destroyed the plot makes 4 DC 20 Pit heck. he chek sucess 
fue cop ects without Is inaitants aig any damage rm te 
‘desvucon 6 the sip. On 2 fale cee, hse wit he exit tke 
hath damage hat exceds the sips donaye eso 2s ermal bear 
thecockit manages tosepaae, 


Com Jammers 
‘fer, itis important rot ony to escape an enemy but a0 to prevent 
them rom callg ahead ta war uns your Sexton capt you. 
Its aut for amar sip favre by smug and pirates ar 
the Sess of age sis, ut deaeated com arr can succes 
Jam al communications ap area of pace A cm amet peers Soy 
‘oraniatin~incdng hyperspace trarscever, comin, anderen 
Haat wasceers-from uctnng proper win Gages ashe 
‘ae it taes 80030 Use Conpuer heck ta sen rece 2 mesage 
itn tis are 

(Com mers have several ranch Fst they oot up ade 
<anmancton uth she systems seo commanate within a stashie 
{so they crt prevent the ship's re fram ting to teenie reo. 
Secon he sp reting the omrng immune: hs conmuieston 
_systes ae 2s lined a anyone e's Ti, ame commaiations re 
‘nyt detect tang rang, rating 2 #20 scurstance Boson S07 
‘ie Computer check mace to detect th janing sp with eros (Sach 
Jamming might be detected om illo bones ay sous ht 
[tract uneatedattertan fay autores ae rear) On he thera, 
‘hese ten alow fighters ships om the communication 
{tal hips so fr many pate raps he vadet worth 


Cotterdam 
‘Netter saver bse om fic hat can be se otect we 
‘os or ge sthips. The etter ite ore than exe abe 
‘at estends between wo tarp hates, lowing complete mavemeh 
‘een the esl ha need for extreme. Acted 
‘rates tune 3 sq: lon aed quare wie so maneuvering tw 

erm reuresa DC 1SPlt bec 
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eormea e 2 tet Gopetaneriny 2006 
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aan 1 irr Cola ge 200 a 
Fon teh 1 cay Cameeuanee ge sono 

etree 2 iy Saran eg some 
enfore ie turkey ‘ ry Gagumasarage 000 be 
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Environmental Filters 
Eriroametal ites allow trp to sppat mire than oe oem 
rennet candies Ti amon on ary ines ht who proide 
onfrable quarters for mil specs st once Noma, oy fem 
‘ooms af povied with an teative eminent, bt ene sections ot 
{shipcan tegen erent ray atmassere, iting fered 


Shit for neers or pater. talon cin character wh 
‘aminstratr acess to he sigs emputer inthe comeand or egieng 
eter of sip can mate a DC 25 Use Compute eect oot any section 
witha tone stesphere, extreme Reto cl, mid ration, smoke, or 
‘ant ction Vow ihre grail Farmar infrmation on est 
‘fect ee Narain Cape 4 ft Saga Eon are bok 


= 


Fuel Converters 
Frcs comer trasform matte it sale fe thst an hep 2 tsp 
faoning even oe ong ores Whe fuel cavers neve eat he 


ced fel drg wits to spacegerts they can extend the amount of 
(ine etme isan rai fests fu onvertersconeinaaey 
terme cudnt emer, as oes ard sear cone 
Ife lt ofa strip ith fuel comers pends at last hour athe 
fos ln reabpace the ship reais ne wit of (nm ora y's 
tel inreapace re hous ae n stmosphre Fi eambst,o ene 
espace om 


Grappler Mag 
[yep agiessentiyashr-angestasip-cale raping hook with 
{agree amp te end Dee before trctor beam tehlogy we 
‘Wiesreadgaple mag have been slat etre surpasied by Super 
Arco beams seated a 2 actor beam wih rige af Tough 
‘stata ited when compared to rat beams,gapper mags an 
te ican starship ith fares tty. 

Thesle ther advantage of» grape mag that it can be att 
tn matane witout he we of pow allowing sis equipped wth 
to appear dead we bing tac 


etal energy signatures 


‘ve ay the smal si bat hs equ 
the imaller vee make a Plt check ad Stealth heck opposed by he 
"age ah lot heck and Use Compute cher, espetey. eter of 
‘hese tip’ checks ses bythe target ship's once  chest, 
"heater shi detected whe waging fei he hal. 


Nardpoints 
args are external mounts fr mle Weapons, tomb, of mines 
‘ome esterealy af any launcher tube ormeapon mau Each arp 
‘edition ges ashp an ay of for arpa that an ary mses, 
Son mines or drop ans The numer froin eq vars em 
System tosystem: 


‘+ tomb, min: mie 0 frpedo: 1 hadnt each of 2 hadi i 
‘the metpn reste to stasis of Cols or reater se ach 
2a ene eoncson miles ad Peay Space mies in Stor he 
‘oly 

‘+ Drop tanks: Ove wee of comumables requis 3rambe of arin 
ql tthe starship tr moa (Tsay sread ares mate 
‘aap if needed) ro aks cos 800 eet each a they a 22> 
‘ate ony or starship of Cals or esr se 


ac api ray counts a sage weapon map ays ery 
sete payout, they ca be fire nkeGe pape 4 of Stari of he 
‘Gol spss replace ay of hepa choc with sige 
Dc Mechanics cheskand mont of wr Te ces arpa oes 
rtnce the cost of the payin attached tat. 

‘strip can have 9 ruber of lode Rapie ays cua tos 
oot moti without perl ard an ea twee hs amount a8 Peary 
lea. arying heay lead rece the star's gee to thee-uate 
armal and alos it more oly ve ines its sped with the lout 
Iroverem ation nation, he ot aks 4-10 perty on tite aed 
Plt chess ards caring he ayo ona out fr parses of 
esting eeumbrance 

“erase hey oe ete teh rash payaso apis 
aint Ay tinea starship moves oe ip down fs condtin track 
2 rest ef damage ai he py in sharps fost (boo 
random 

‘Ath ened harépits retreat wth ro 
isle orn attached eats ofl pls the hl making them 
Feito nie (025 Peet ar Use Competer heck ote. odie 
by ange Ths makes them an eaelent che fo any ship tht goes int 
‘he rough Finges of he spaceanesocaionaly ut reds ops for 
ean hp the est of he tie. 


Hidden Cargo Hold 
‘tide cage oi 9 rye cage area tat ton ashi poral 
‘ehenats, an that requies acces hough a fe al ohn hatch, 
Its simiar to smagyers compartment ce Chiper 2 of Sth of 
‘he ola), with two important aerences. Fest pt af 2 tani 
‘arg capa canbe cmered aden cage Pls Second casey 
Inverigaton op reves tat 3 econ othe shi ea be reached 
(reurng 2 DC 1 Perception check ring a eatin npetion sting 1 
fine tani cost modifier) However requester speci 
Tofin the acest the ide cargo hls requring a OC 25 Prepon 
heck drig etaied section sing hour stash east mode). 
Ths mates such Rol wel or muggers who ean We the way ast 
‘ermal pectin sepentng air on er coneeamen tee Ne 03s 
Fen fom xual ees 

‘sao posble fra hidden cargald be conc s anate pat 
of sai, sueh 5 weapon engines or infrced blends. This 
"sony ighty mare efective, equing 2 O20 Perception ches ig 
rosie peso tealue nt lisa sens ed requtes an aon 
cement pat 


Holding Celis 
ol es ten refered ous thee ote detector tad 
‘on capt hips and sme smal vessels (cing pa sips). ounty 
tes ana pate fed te to ae hem fo ter veel, and rate 
"tungeon sips convert the majry ofthe space a ldng cel toa 
asforhre pte vane p to 7 of» tah’ pasienger copay 
an be contd totaling es 

A ong eas refereed wal (R 10,150 pois. an avancee 
lock (OC 25 Mechanics check obs rom the auc, DC 20 to bps 
fromine ne and eaers ndserers that ow tte monte am 
‘renate stations sequent tons on ercption ceca nate ce 
from the security ost) Asal port laws fod a mar sma es fo 
‘be passed satin the cl wibout exposing the alo arditean be vied 
1 materange neapon attacks the cl uch ot when cess 
Suna Wovlesomeprsoey. Cela ine an semore ng (DR 1,50 
itp to when ges a sma rests ean be tac. 


Interrogation Chamber 
‘hn neropstion chamber 2 ling ee Spel deine t force 
ones to cones hei tne and revel hese Te sta ees 
leas one ling clan he sel ost for camer ne oing cel 
iterasnge prone ina orinerogaton camber nteogten amber 
ae favre by inperl Inquire a aur haters ha en ueson 
‘Seectesof wanted taget 

The ny etiat” wea ineogation amber hat thei 
and jimite sesry nut det the prisoners preptin ong, 0 you 
‘ot haveo walt 2 hous tore aa Persuaion eer: omeve ach 
temp hat ses erogation amber eqs Pour fuer. 
‘opted qestning (Don forget ht soe seompetey your mes, 
$0 you gina «bora on your Pesunion check) 

"htinay when main Fern check tintin character 
Intreveaing eo secret norman, merrogatin care! es 
You the option of setngiforaton more eeston ma endange the 
sone’ le rhe ie af one fy en (Norm, You cat nate 
{earacter it ong thse page of the Sag aan car etek] 
‘sree you toot te prisoner tanec tha wil nrease 
you Dar Se Score 1 Farthermore yu al yur Pesuasan check, 
‘he prisoner wi attent te gv ou an ute ase hat i beleves you 
wana hear gaining» ton ons Deegtion het or een by 
‘nih our Persuasion ces ae 


Personalized Controls 
‘ne vartge of sale ships is that hei cor sane personae to 
ow the sige characte contling 3 gen sp’ fancton ove vey 
‘hing tunedtoiore preferences Tevet a peronaleaton simply 
pie on sigs wth ster or hundreds crew members 


— 


‘nyo fhe bse anton pererme yarohter e stafihter 
lt capt, gunner commander system pera o engineer eb Pet 
Soraet ong pei chracte (he pre ne perl 
theconttsot one ofthese postions} Pesonze cota ran that one 
‘arate +1 Bons on chcts wth ny sl evant fo tt ew ps 
"as esaly Meche, lo, a se Compute Homer. the hgh dee 
‘of penalization ako mates more aie for aryee ee 8 we the 
‘antas ing any ther characte 2-2 pera on sil nek ting fo 
‘esane poston 


Plasma Punch 
Designed and produce bythe Deer Corporation a asm punch is a 
Sie smal hat ean rate aecks er ron xs bring through 
thet ast. The asm pach esenless dome-shaped psa emit 
"Ratconects tothe hl fasnp va three magnet lind wit the eae 
acing ety ate spt where thee sf eile Kp porch 
ors faster ha a asm teh ing the tres far he arenes 
tte ow longi takes ta ugh he hl nd tach 
Ise tothe al of ship witht he eed fora ator cmp hough he 
target ship mst have ben dawn ina the i's ure y 3a bem). 
‘paama punch fonctions thera ext a pls torch, 


Plasma Torch 
[Apibim och sz modfistion of trctr amp (ee eo, sed to cat 
‘rugh the hal of arether ship. Ths onl ony when a Pip sere 
bythe tractor amp. The pasa torches net ole though he seared 
Sips aowing rescue crews ore rates to oar he seed 
shpat point ter han an aie The plan tore eat» ole between 
jor svetural elements ofthe secured ship 0 the samage don ye 
Spertion mininal Frevey poit af O he seared stake the 
bss tore ound toca tough he al and he sears aes 46 
amage Us damage bypasses thesis DM and sed). 

The hole este ypu torch 2 squares wit (appinimatey 3 
meters in amet 8g enough ots te bar na coun we wide 
Snceitcan tae plasm teh a minute or moro cat it secu ip 
‘eens ight hve tine to tempt t setup delerses and makes 
{orieston to ree ads K's not uns ora space batt end 
ith defeat ship secre by 2 at cam. ony for send bate 
sin win te eee ship, 


Reinforced Keel 
Asahi’ he ean be renee awit survive rater pa 
‘hocks Athough hs has no impacto ts OF op, ae nate te ship 
tetake onal sana rom colons Map witha reforced kee oms 
rater ess 0 damage prof ramming daage ons aes 
‘ony hat aamage fe. 
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‘are, pate ships th efor hes re ao lt wth a esis of 
acking apples sun he nose afte shin hich ited wth ge 
‘Shock: hee boarding el canbe ved oom an enemy span nme 
‘Sic dock wth tsi yth baring kel successful rans ane 
Shipand eal enough damage a move tarestep down ks canon vak, 
‘wo ships restock together they ha wed tractor beams fag 
Tenses ina the same suse The ick at te toe of he omning 
Sh then ops an allows bares oinage he ages. 


Security Bracing 
Seu tracing etnias of tera butead an clamps designed 
rect section of starip-everif the ship ava whole destroyed Oy 
rsengercompartnetsané exape ods can beef ram seat trai, 
‘hen te sip reduced oO ous yan aac hat eal damage 
‘Cl oor rene thant damage eau (us desig the 
‘Svat thesis wom te damage elo anyone nan ae protected 
tyson bracing Anyone ute ths area tates damage il sare 
‘he sourt hat eceded the hp damage threshold. a oral 

‘Sect bracing comma nb sures and pomae transport 
— 


Sensor Baffing 

The raly Night stadowai-sesr cating isa sersa-defecting materia 
bed onthe hl ofa trp to veld detection. Seo ang cost- 
top ree wed on mtr eau sist ep ai dees, bt 
‘Svan vse abe ith ena fing ate often ete spines 
‘ese by pacepit autores mating the baling goo Fr space ans 
tuto 2 god or maintring 3 fw profi in legitimate pots. Astanip 
‘ih Serr bfing eae mate Seah ches a hie even witht cover 
[Srconeament However a ship moves dane of more than sped 
‘nave tm ths bene est 5 he energy ented bythe sis egies 
regtes the ero baling aantge 


Sensor Decoy 
‘sensor decay sz mse wit an secs package dese to male it 
Took ae flied star on seis Cargo ships bo ary passenger 
‘anporsusesuchdecopsinan eo tao pit aac Svs cys 
"2 programmed to emulate the sip they ae auch ro, tus ig 
“remy sensors Show tw eri hp ying away om ech het. 
‘Reno ey fs ina straight ine at 2 peda up sare, bt 
‘hey wont exeed the maximum spe of he ship hat avnched thes 
{ats 3 0C25 Use Computer check o determine whether seme coy 
|. fae aa range of more squares. Howe the sensor decay cnt 
‘oa opal scanners or the ated ee), it atamatiay reveled 3s 8 
{ate ata ange etemined by thelauehing i's up Gagan. 
sun; Cola 2 suns Clea gael 5 squares: Cos lease, 10 


squares Ctl atin 20sqares Sense decoyhve enough wef 
‘inet fight efx eerse 7, 080,200, and dae es 0. 
‘Senor deca eect ali the vaca space ian atmosphere 
‘tan ype te pote and ature become cious a ena 

The sto sen decay syste ues the cs of ree decoys A 
single replaceent decoy ats 800 eres 


Sensor Mask 
[n estreney expeve modteatin tat th highly itepl and ghy 
‘ces a senor mas 3 combination of esr, hemi aed Se 
‘von enter, taiagraphe projector and other ani-dtection systems 
that mae detecting the hp iat Rate tan atematig te ie the 
‘hip neating tenor emsvan, sensor mash eats he gas emites 
‘enemy ser they se the i ane then repeats these save 
‘Stor sigs on the frie af he bp ffecvey maing Seem he 
the vemor sas ase ih hvouph the Sp as though were per 
Space) Aver mao 1010 the OC of any Use Computer cect made 
toettet he sip. 


Tractor Clamp 

tact cmp spec tractor beam designed oslo enemy hp to 
tec damped ont rd secur Once you draw an enemy ships 
you sure (or rap yuse note enemy ss square the lager 
‘esl, you can se he water clamp tsecare the ships fgets for 
Inmesate baring hs gives your Ship a +5 bones on gape hes 
ep hat on vse rom escaping he apple Because actor clamphas 
1 baring tbe atch oyu onset lace a board party 
{peste wesaf the enemy shin. actor came can a be equiped wih 
pls trees ee son 


Workshop 
Af eped starship warkshop sable todo ats jst ot possible with 
‘vente best handed cA god wrkshap ines numeous benches 
Se storage rcs, ul set of permanently moured fasion ext, od 
lamps agnting ewes, beam as, ees owe 63 camps nd 
Sint can be wed repuror ey ang fom wempons 
fro tosis tens. 

Mechanics cheks an Ue Computes chess matt ea may. 
onstrates nthe woop [the stanhipin whch he warishop 
lected) gains «2 equipment bons, 


STARSHIP CODEx 
The foowing asi are god examples ofthe Kinds of ves found 
the shat ofthe gly. They aeafe found inthe hans of pte, 
beunty hater, smog, and scum every escrito. 


—s 


GyYMSNoOR-3 FREIGHTER 
‘long sant starship hat was designed ta compete with he Cor 
San Engen Corporations Terie, the Gane gh eh san 
med veel hatha detachable cop eine wo sere a a cape 
prin cs of energeny. The tasip was ite tury bt due Some 
nine ws eer sam he popular inventors hoped fo The 
‘hip seen ote of Caen space, bt same smugies seat 
‘hess cab despite ts retve lac of ae app 


Coreispace Gymsnor-3 Light Freighter 
Calssl pace rarsport 

Inte: Senses Prepon 66 
Defense el 13 (lt foied 19) For 78; amor 
‘hp 50, 5: SR 15 Teel 78. 
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Kanellis Corporation Light Freighter 
Casal space variport 

into Semses +6 

Defense Ret 16 footed 12 Fr 26-1 mar 
120; Tvehal 

Shey Ysa ety ODEN as 
Ranged gud ight ase canon +6 ee bow) 

Fighting Space <2 or sqare(aship sel); Cover ttl (ren) 
Sine Atk: p38 


Spee iy 12ers as vel B00 i) Ty Sues aS 
sea 

Ranged ner canon +6 bon) 

Fighting Space "> or gare tarhip scale): Cove ttl (re) 

ase Atk 2-040 

‘bites Se 46, Dex 16 Con ETS 

Slate -4 Mecha v6, Perception 46, Plt 4, Ue Camputer 

Grew hed Panengens 

arg 95 ts Cansmabes | month: ane Caf ane 

Hyperrive 2, avcomater, 


‘ality terse Cost 34000 (18000 sed) 
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KAZELUIS LIGHT FREIGHTER 
‘ave bat i ried cargo vse the Kasels Baht rege is an 
‘gar designe tarhip tat asa unter af avanced systems bul 
Imo he stock modes inclaing an advanced ug dv that aes the 
‘hp speed edge over even he poplar seri: Uke many she ight 
‘reghers heal tip bss made sed gh the eerie, 
ahs und ight ae cannon for sip ese Mihaly Wing 
{sgn and comforters the Kan ght fee fore 
Suggs nia dot wat tomate at of msn othe 1 
them n goad working oder 


‘ew | ie Pasengers 
Cargo 1007: Consmatles 2 mans: Cried Craft nave 
yperrive 2 fosetp 2), raveampater 

‘aint Ucerset Cost 3.000 (23000 sed) 


a ean 
acti oay | 


SURRONIAN CONQUEROR 
‘Arey sal starship the Conquers asin ms oiiealy 
fcsigne with plntary ees in in. The Suroran tls eat 
‘weapons than most oto ead uncon, andor many 
Baetary secur forces a sytem paola. However, the Conquer 
lass aa sig has abo gurmeed for nth anther segment ofthe 
‘ge: bounty haters. The vessel can be pte yang pt rede 
(thesvps cable medium se earos can be bought under pt coo, 
‘hough hey ae piel comand ya gute antes inter 
"siya 2 acomodate ange ling cel The Comueor ca 
"Sasha extremely ast for asc aipr, aling Kina 
inmening don esng re. Pincers rei rod tr, Gu ples 
1 Conquerors salt pce he Sng 


Surronian 
Conqueror-class 
Assault Ship 


| square = 15 meters 


1 Corie 

1 scape Pd Aces (elian) 

1 four amp and Netock 

4 Nan Carga ald 

5. Laser Cammn Tare Ages 
Engine Compartent and Por Core 


Surroian Conqueror-lss Assault Ship an 

‘obs pace range 

Int 2 Sees Percept 68 

Defense Ret 1 footed 1 Fr 2 +1 rar Vea Comat 

‘np 20: DR 15: 5830 Threshold 7 

‘Speedy Yesqures ax. wok 1000 Ka, Wy Sagres a 
sale). 

apged2 double medium ae camons +8 (se bl) ao 
Tigntion omen +10(s teow) 

Fighting Space 122 of squat (staslp scale); Cove ttl (en) 

Base At 5; rp 

‘NL Option avai (ovble ser cannons. on anos ie lon 
‘anon 

Rots Si, Der, Con 

Slt +2 Meshes Perception +8 lt 02, Use Computer 

Trew  feper:Pasenges 7 

Cao 25 ons; Consmatles month Cae Caf one 

yperrive (cup), raviompater 

‘ality Resictet Cot 10.50 (4.00 uses) 


yT1250 
‘The I-25 sa pga of the Y-1200and I-21, an ens move 
‘the part of CrlianEginesing Corporation CEI, which normal teaves 
Si upgrades and masestos nthe ands f tose who purchase thee 
‘anmps Howeer hen theV1200 came ot and became tees ling 
Smal right CEC ha ever prague sls of ening 200 sees 
‘reahers parent Suck witha hg bck tock hey had expected fo 
be ate sel at e-news, CEC oo asc menue een the 
her stip and remaretthem 22 new" proc. 

The YT20s Pave 208 Fes argo apa than a spe YT210. 
res por ith more power eng hese means anda bale 
{et of deere sels aha ons emplacement git free. 
Sepesed ote TO arabe nmost Series ees] CE preset te 
‘Sure shea appropiate fo light eeferse te erg ies n ore 
tarda eins of sac, and 5 aed merchant Ships able poe 
freighter convoys. Ahoogh ses emaed gph specay ie the 
‘hips increased eo a eed argo room, EC wa evenly ale fo 
Sel hem a ta sal peaceful stems and itn ade gus (ch as 
the Trade Fedeaton 
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‘Though news 2 umes the Y13005 hat replace he the Ee 
1250s are mare dra an has mre et rena ate we nto he 
Gate Civ War and yas beyond The ate opus ith smog pate, 
‘ours and even afew oun hres he ther CE ght eg om 
ve een even mare hebiy mailed by thrones oer the Seats, 
‘venta bring ite esenane fo ther oct org 
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Defense efiex 6 iat-ooted 1, 

‘yp 20 DR 15; S20; Tesbld 77 

‘Speedy 12 squares (max wey SOD En Ty 2 ques arp 
seal 

Ranged 2 double ae canons +2 (ee bow) 

Fighting Space 12812 square (Starship eal); Cover otal 

‘Base At 0; Or 237 

‘ih Optant ute 

‘Ablities 4, De 10 Cor= ne 

‘Skate “5 Menanics 95, Perepin 45, Pt, Ue Canputer 

‘iew oral Pasenges 5 

arg 80 meri tons; Contmables 3 mons; Cried Craft ane 

yperrve 2 (bach 8), av computer 

‘rani cere art 120000 (08,000 use) 
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yYT-1930 

Actua aint ofthe pop F100 space transport rather thn an 
cy ew design the V-190 the nme predeeseof th more 
eon 1-200, Uke he ¥-200, the V-1830 places the ship’ cexep 
‘ectyin the center ofthe ship. etme he tw formal pangs a as 
‘pgraed shell and sah ves Ory smal pmb oY 19905. 
est a5 he novation gesgn have bes implemented in starship 
‘uitvom te ground-up, he 72000, mating hart model lately 
holt 


Correllian Engineering Corporation 
YT-1250 Transport 


1 Condit 
1 kp Cid 
4 earding Rome 
4 Grew Lange 

5 ing Corridor 
5 aging Campertmet 
1. Gre Gentes 


10 Seenndry Hold 
1 Vnrl Aces Prt 


| square = 1.5 meters 


Coelan Engineering Corporation YT-1930 Transport CLO 
‘obs space vanport 

Init: Senses Perception +. 

‘Defense 1 fat-fote 3), For 8; wor 

‘hp 60, DR 5:5 15 Teal 72. 

Spey ss a eS 
anged medion ase camon + (ee ea) 

Fighting Space 122 or Sqr (ashi scale); Cove ttl (re 
Base Ak: rp «40 

‘lies S46, Dex 2, Con = RE 

‘Shih tive“ Meera +6 Perception +6, Plot -2, Use Computer 
‘Tew i Paenjes 

‘arg 200 os: Comsumabes 4 months Care Craft rane 
‘yperdive 2 bey 2), vce 

‘Ala Lcered Cont 135,000 [62,000 ee) 


Medium laser cannon copie!) 
‘ek 3. 0g 81002 


UouEs 
ples starghers crested byboking paso ferent starter deg, 
together They ae never ul ram sth in heap congue, 
2rd they ah shaned by an ieptiate ara! power. However 9 
that stares ae haltn modu parts rd that much ofthe common 
techolagyn the tor Warurnene wea cenves-o etl standard 
Sles an cometons becomes mae pata tan woul fin ppt 
twcrete sue bd dss. 

Upiesare general oud inthe hands of pate, saver. smuggle a 
her rps hat ave the ito tes starship ater ouy then fe 
‘nk marie) tak te resores opus marta conrenonl 
Starfighter Many ups are crested when pate fet hich several 
Lage cargo sigs and cvs they hve the Eos of one startigher 
‘yp dhe engines farther Others ae ult reno est teh 
‘Mann tough the un fom sar creer space graveyards a i 
Sashes Most honeer ate the eto Paving & mismatched 
{roupoftcond-hand fitter aa ane of esa prs nese oer 
them, sot techs path together working prs rom whatee sure 
Uhey have on hand 

‘Because of ti ise atre,al uges ate urea (ee the 
‘ules for nial spears nh eape ven whe cei proper 
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nna the Corton 8-wing uy = ype example 
starter ult tom pees founding sou ters major sanip 
tue Tmugh he erst congeroton of inva neyo seni 
2 Ysera ihter act ates an a Boning’ ain sage 

Theseus orginal came about Decne the New Repub een 
that a Bowing atte damage ine scampi gyrating cet 
seca, itwas chapel new stright tar repre eg 
{ated mechan Tha, many Bnings with nat soage ere et bind 
at bate tes Te wing design ges around this proble by aig out 
"he roating component enti an turing he Bing eae sew 
innorma ight 

“The ig gtr cockpit ees the Fisher room fr 2 pt and gnc, 
aswel ste passengers: Though usenger seats norma mth the 
ving cold be wed as short-range armed stl The spacious same 
rmedaons oy starter stands alow a Covington gee 
‘ge mass than romaine confor fat a Coving were 
‘Serie Fepowe fora esa ste might ake fa sou fier, 


‘Cowing Ualy Fighter 
Cargantaan stright 

Int: Senses Prepon 95 

Defense efex 1 fia-oted 1), Faritade 7 aor 
hy 100;O8 10:50: Thesold 3 

Sree ase ey SD SM 
Ranged ast ter conan 95 oe Seo oF 

Ranged ight on anos +3 etl or 

Ranged proton trode aches 3 (ee bow) 

Fighting Space Suto | Sqares Garhi cle) Cover tt! oes) 

{Bane A 0; Gp 928 

‘Ak Opton autaive(gh on eaeors) 

‘Abies Sir 36, dex 19, Con, nt 16 

‘Ss init ¥, Meche 6 Perception +5, Plt, Use Computer 
Trew roa Pasengers7 

Cargo 480 Consumaes 2 weds; Caied Craft none 
Paylod 8 grotntorpeanes 


perrive 
‘abt eset Cost 114000 ces 
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‘Clutch Usly Fighter 
‘Adtch isan unusual uy resting fom an efor tolmproveuzn the Tl 
Instarighte ther than a singe ned to rege Sport part and hope 
the en ret eal fy The est teh ues ware sed y Mot Leona 
“vie gaeg of pats tated oto the Star Destoye Ivins 
the year afte the bate a rr 

Gtehesae bit taling the solar gael TE, and rebiing 
theme nt tei ne ound above te cect and we ured 
‘lw ong sanding gear Aton windows recat ithe cock 
fered wnbty nd an om cannon totes the arma consent of 

"he rest an anacing maeaterablstrihe with no pete, 
fle terr tracing, andr matsie weapons. A be sed gener 
Ingroessurably, bt dose Relp mach Though aswarm of uch 
(ites canta down sw convoy sips with eae they tomate for 
itary starters plated by itary slr Inthe dsgr shows 
Promise ut equ: he rfetional ess af stars ese. heh 
they rune sec. 


‘tute Ugly Fighter ae 

Hage starter 

Init 2 Senses Perception + 

Defense eles 18 a-footet 1), Forte 4 armor Veer 
‘Combat 

hp 50D 10; 15 Tesla 8 


TE Usly Fe 
‘An KE ete en he hl of T-€5 Xing igen he solar paes 
‘ts Tin her tani noma So: Thee share mostly bly 
‘he Coreliae Defense Fores an i Savery graus ith tes o Core) 
During he aac Ci ar, des of complete T-5starighers are 
‘sezed by the Emae when Inca Corporation goes vf the eb! A= 
Src. Net wanting to Sethe nape statherin Rebel hands 
Shdnot intrested nrg plies ante egy, he Empreares the 
Seaed materia in Corlion space tations. Tough neve efi ls or 
Sold the he foand i ay the and varius Coens thin 
Stew yeas 

‘here agod way tn acquire Sf to mount onthe kn hus tut 
‘itlinslr anand ion users re exvemey cmon Abaugh one 
‘rows nha woe rt tonae thelr ea of routing ares on 
ving nal the design has proven serviceabe aparece 
{Sekine tetra hea on high manera ans 
ing hyperdiveTlsare rurmerisenoage that an remain serce 
tent te a he Corian rection 

variant of te XT the Keep, wich ves THE intereparpane 
‘hese tarighers are een the same a the TEDL wih wo a 
‘oral ner eanans rs pata oped uncer 


TIE Ugly Fighter as 
Gargantua sarge 
Init st Semtex Perception 95 


‘Speedy TEsqures [na lot B00 Ell Ty 4a antip 
sae 

Ranged ae canons 4 ee bel) oF 

Ranged ion aonoe +? Gee blo) 

Fighting Space 3 oY sures tarsi sale; Cove total 

ae Ak 2 Grp 926 

‘tk Opin of secre) 

‘ales St 3, D626, Con EE 

‘Shien 2 Mectanis 9 Perception +6, Flt +12, Ue 
Computers 

‘Tew Gia: Pasenge one 

‘argo 2 1g: Consumables Cate Craft none 

Hyperdnie Hone 

‘abt Haar; Cost 000 used 


ae aa 
sie mg 002 

comers 

“eb on 


‘Defense ties fost 1), artude 5; vb ammar 
140; 081; Tvehol 8 

Speed hy Vosges (rus oy TORO UR, y Far a 
see 

ange ase canons +4 (se blo) 

Fighting Space $x or} square tahip seal: Cove totale), 
Tasvamech eo) 

Base At 0:6 33 

‘Ak Options ui ase connor) 

‘bite St 4, ex 18, Con rt 

‘Skene 4 Mechanics 5 (61), Perception +5 Plt +4 Use 
Compute 450" 

‘Trew 1 pus asvonesh dod roma Pssenges0 

‘arg 110g; Consumables | wee; Cae Craft ne 

Hyperive 1.5, 10-omp memory iasromeh ro) 

‘Avalaity Mistay, Cost 000 edits se 

“ifthe siphosonsromech ois thes mosses, 


Laser canons) 
‘ako tate), Dig 02 
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HAPTER II! 
FRINGS CAMPAIGNS 


needed goat: witout po he auld Rt afd tema sie 
Spa remarablemart-ap wha draws the ne between sughig and 
wots. 

Heres na Scum ond ny ampagn might ethos who hve taken 
‘oft cine tomate telus entracn expen Oe ENS 
Sndtng use and orc todo matters nectar work ana coopers 
{oaccomplih Aeratiey the heres cul be ote sited nua 
‘Sapling toe above hi envronment and make something of them 
Sehr: ing the teptaan e ah he easy way ot. 

As heres for fing heres oom and tie both 5 
‘carats ana eiinals who might one dy came te onto Their owm | 
ermal erp 1 
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A GATHERING OF 

ANTI-HEROES 

hen the heres th campaign ee hing steag ed iling as es 

‘moat urton and moro a mate expeserey De Ganenastemight 

ave tugh tire geting them fo opr ih each te fo eo 
cine commen gas, et sore complet he anoain’ to 

‘Because ringe cami mph molve moray ambiune rece 
anceps the Gamemater soulé pen sae tie before the Fst eta 
ay stssion af cron fo tak wi he layers about their errate— 
[baa th pesphies on god ei and beating the aw Aer 
‘sfarteter othe erst in ou stout poeta olay ons 
‘efor they rp up and ether aut the carat concepts ee 
‘rage thatthe heroes wi ply ape ih eh eter. 

Further, the ayers an ine ths Cacson to develo, with the 
‘anerastersit, he beoesbackrouns—and ta among theres 
1heuthow te aracters now ech they and mre the pty they 
re wling ewe taper ta player nen er shea ob someting 

igure ster the arenas fan the throes) 
‘abe it more prepared an pap wor wth the playe-in nate if 
recesar-to devo reason fr theme lone” het an Fores 
bith he er heres. 

The Ganemasier ih abo want to come preparing an "edt 
scenario, amedat bringing he eres together an estdshing 3 common 
‘hse Given he are and sheer ruber of vests that face ng eres, 
Itshu nt ei fo te Gamat preset ove hat the heroes 
Feeney ave the aity-and deste conf! ad overcome together 
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SHaREO HERO BACKGROUNDS 
‘Soap the best ay fen he eos fgets a pe the oar 
inn gala rove em wir a shared ecard HEA ends 
‘Sin erB.wo rce woes wih Hero who related to Hee O and 
Sl ea he ayes ear dee ese resins themes te 
‘Secampagn decay, ute some npt fromthe Garena and ee 
"an fr he eres it nyo wok opener but ae oe in theme 
[Shain the comgngn' fs adventre eis 

For eam, les Hisar an sping bounty hat, et Wis eye 
hn foctned so much on Lea's ilomaton gathering iis at Me hs 
else prove a rea to wae te gan (eas not seeced 
PStasore of ainda tuneta na frend Wes sone, 
Shs ar pests ashr-age sate service on of Cael ying 
1roten-donn 84 Ghwe 720 rege with the he a Hs pried 
‘opin Slatan recanc ramed Sa To mae the eer Wt more 
Feersace-warthy, hou, fey Rest maneyso They coat wih 3 
‘hy Botan con artst named EurstJrary, who atest bra 
‘em povided they et mon ter rs rom ot our Paring 
‘sshuting pasengers até cargo. To enre that he es aisha, 
Eanes ning aang whem ough realy he teu em 
ecole he winded ees ay moe fro whle) ard ergs on 
‘Youn tie 8 Gunga ae raed Winn Mapp. Wiki aes 
Ens asiam ins sear and hisbodyard theraie-ané he more 
"on wing help sh Haar apprehend outs. 

(Ooty th Gamemase out eaurane he payestom eancot- 
logovescompite an abort intetvined aegrunes: at oy ah 
‘he der the empign ath the own interests one, Bt they 
«an eay raison themes but oF staring the avert se. Eagh 
ployer ees ony one good reason want to wok with one oer ea, 
poe eae do een an exe arrangement” wh 38h 
‘ther a te terees can come together oom 3 98 

1 course jst a with hearer cance he Camerastr has 
‘ina apron or he eae sara telgouns 


COMMON ORIGINS 
I ie aco Seu anVilanycanpgh est rece te hemes 
sgh commence est story ate operating with some como cements 
‘he Gamemater shud sige common information etn ote Fst 
story arguing he slayer’ pecampng sian tod eneburage ee 
tomo ina ther bro caren 

Brion are short exampes af campign ies partic uted for 
Scum ond Voi expan, ae shal ep he Gamera generate 
‘porttitor the player 1 bul come bots 


+ The eats are meters final aganzton hat was rushed by 
2 rte itera Theos are nom au for evens. 

1 Tee hees the sistant and abet of rerownel con at, 
ven as recent been arested oy he Emre. Tiga! s oun 3609 
rhe Ere ol convincing ther et hit ena re 

1 The Petes ae cam of wounty utters wha iacerety become 
Inavumentl ina war between we owes bunt anes, 

+ The eres are the re fa fea requy sing ea ca 
oes ra Hut Space tthe Rebelo —but they fa rt a np 
tra and e forced to sya the same Rebels hey are Sung 


‘ley any campaign ies that tats the players ino creting cen 
‘unis fcharctssoptina atthe Ganenasey sou se net fo 
Impose tations on characte types based on te indo carpaign theyre 
ying ie Oe a he heres teehee, example cold De 
npr get who stot to ute he rem ay on Re ship move 
‘re, ut as sine had a hare of eat The ost hates cul be 3 
(ease section o sous, sours, seers noble ana even eit 
{i depen on how they tine he heroes metre what Secret 
Intra, 2yteatznge with he Garena 

Using common campaign ements does merely ie he payesideas 
ih whieh to genetate shares baelgroundsit presi to what 
‘isa ees wou best the campag The Ganemaster can abe 
Imre see actu opt the feos on oman rou at he tr of 
‘he compar and ge them eas hooks wih whih a eanect 1 one 
brother 


Aves 
Fringe campignsae practi talrsmae forthe heres t share the 
common bond of ale<rimisleganatins, bauny Rute hws, 
‘ugg ns ao ho prove he heros with eupment safe 
ravers. taspor ard jos in echange fr he eee oy (rt est 
‘herd tee ales arange rhe esos te work ogee agai 
2 agin and mae tga ach tay he compaq’ gas tose 
OF ie hes 2 we 


tee the lactone Gamemasters ride 3 esan forthe 
oe abe tee a he te time a lay st eevee Peres 0 
erat hone ater Furth teas ore ofthe hoes aS 
{nc featn home fort lace where te her ela hangs ute 
Nes eam exact 9 e reson fama tte area Tey iow ere 
or eum, eet ok fr work whate commis mowers 
State are abso on taio mas he ry too rarer whieh 
cine Gamenatr an enya oss he hee afew aber hats 
ithe lesions portant enought he heres ar even if te pay 
cut ro fo 1) een ay serve the cet eng fr he 
ecampngn-a ind frome ba out of which hey pete Fam a 
Ty Sonn whee te heres eet pan el crimes to am ee planet 
FMeey mie in poverty, se) an tie, he lotion ea aly 
Some tbe pingoars forthe Rees aventses. 


+ Teresa mates in the spice ies of ese 

1 Meheroet are sugis whe operate eto Na Shaan 

1 Tehresa hangout athe sae cama inthe Me Ese spacepon. 
‘rear tat he one as tl ve pace to 2 Baeptale el 
Sra tron cove gaming 


event 
ers ea ao dv he Nees and togete atk actin. the 
Peres ll experience a fe-chngngeventeiter Wager Separate 
[on etags tom empl apres) = ea org the BOM 
‘soy impel them al the ay twa he campaign ge 

‘he ith istry of Soars proves pent of major events nat cul 
fect igen ad rive them tothe Mapas he ste they 
tticess et ems i fra pec the stn. 


+e Cine Wars cau tm hanes Parworing ees nto refgees 
‘atte attr endothe secon, war profeeshaugh hey gh 
‘es parton of tergi foe other nce evan to escape ot 
‘hold the Ine offre 

1 Theestution of Aeron cou ett 3 per vaeui ina criminal 
‘ganization sing them an oping the own ti fo domain at 

the galey'suncerwor 

The fale he Empire col inves number emer ingerals—spey 

cr ste plot ommand seh! cae 8 30 f-Wih M0 

‘ane of spp, encouraging hem tun tHe cme Te mae 

nse meet 

The bounty onl ffere by he Yah Ving eau he eres 

nto Jel murters-o camer 1 pote se unter whe secre 

ling the Jel escape wor el byte inde. 


THe COMMON Cause 
‘The heae ca sha cone pee auger x common ent cule 
{rumpleasavng helt Uethoos a ens ney al hr teal 
{eascamiee ar bing acral pie to ees Pesan the heres 
‘art taste 3 lon she Empre by unser ts authority when 
{nd wherever pn: pera hey wart ae he utan Vong uf 
Hat Spice Powe he cause ot aes actompse, i an make 
Foran ongung sucesvan of verte Roost ee them pring 1 
‘ae for many Sesion a coe. 


CAMPAIGN ELEMENTS 
Tecra specie sosphere forte ayes, the Gameraster shoul 
Incorporate eens ar heres at he payers asec ith the con 
fgntype These themes ete te amos sts he teresa era 
lng nevertur fitigoppesion, ana sng he Fre deine Str Ho. 
Vien tote tees se et, So ors ert seem ie Str as Te 
Gamemastedoe rt needa nvotue ever theme nto every enue 
br abvertr: however tthe are lays ase, he layers mht fe 3 
‘hough smetng ming leven hey capo! ery what) 

ora Scum and Vly camgag, the thems mght ince fing 
raf pay tes, making Go wth ade tectotogy. dling onthe 
‘ajesol he tron lay ae ever neg sue ato at. The cpm 
‘ements one ter aioe oso ely ee eae 
‘Sle ares ram every comer gin. 


BLEAK PROSPECTS 
‘Suing onthe finger eat he ots arf and fr between 
{nd tones jb are even harder ta ome by When 3 roca 36 
‘haces arta ees nt py aswel eho woud hope—he mht 
De eapece tick us hag ereentape os empyema the ike 
{o-reard ais nreasnaly igh the way tai the ob igh et 
‘molt pay th isa might a ana the Reo on the nest 
prsonsh oese 

Tis hastovtage cl steady work hat ives espeate fig eae ato 
‘ve of eaping by on the bre esse ofang victim fo tee ot 
sy bt eress Crimes seuive option wen reas aco 
‘a7 nr even food 0 et, ut etna employer fave ne fr You ot 
Your set-ra mate haw compet you a Asa esa ning work 
‘more compatd than showing up and ging conrat ige Ros 
Inght have te walt doer even meas for on operuniy, even 3 esse 
nestle cat courts so even he aes haste the set might 
tate past mining o mate ends met. 


‘Adventure Hook 
Morey geting ar ees, an ty 
Provslons Fortra, hey ae being et on 
tries nexchange for geting hm ther ané ba he's wg py ther 
‘aching fees (nth on Fos aed oth] and reste thea. Tul spend 
Imontaten stems. aed son arts ating ort vas" ie ope 
Sn Tatoie to ta omy foreman” “an everight stay on Gena whe 
Sl nego fr he lest posse ayent he can mae 


TROGRADE TECHNOLOGY 
Liteon the gen aa ten nodes making do wh ah 
can sore Cn scimitar 


ugh tr et be jst ytonetinal9 uy, New eupment 
Shines tt nate nr te en ey 


Adventure Hook 
Aicoveraeacaed ret destroyer rc under 
Xn of rit ie misahsi fran inary ica abor do, 
‘nde te hath ae to eek but ecu pabaly et them have 
urosityand hak them to coe by gan he est ay they sl want 
eshte draela down con have fora mee 000 reds! 


THe Price of TRUST 
teary ene they might Pave made nthe ae ta fame ad fete 
the finds ofthe very peopl they tke advantage oft might be money 


two, Whatever the motivation, they ae wing oDetray the rst of neay 


— 


ln ge campo, the ayes shou tate avon’ ei for 
yates tees he Should unerstand he ference ete an aly 
Se scntce Gee “ean Contacts: btn) a why they shal sre 
eoitin good elton wth very orpaye character at st have 
[ere onheNPCsna the MPCsRaveo then) Tis aon cana) 
‘enut ut of contol hoeve ad les othe heres treating eran 
(Soymeetasa potent enemy partly anyone who seems oo hep 
eo geeouy or st t0 ety. 

‘Ahoughths sot arn ca exceen to for setting the scene 
te Somemiter should be cavtoes about ovensing sudden beaya. 
Fem pipers elsh games of ntrgue and deception because reat 3 
fisher ta of tension forthe layer (at ast the narace). Above 
fe leaving ame spose tobe reeeation an ary alelyng 
Soe ht eaves ts layer seta stress denying them hat mach oF 

‘Worse silence bevaal becomes retain the aes mins even 
fhe oy imagine te ayers become hardened and eet he 
siniahand se rthng wrong wh rg aban everyone 
‘Sound them (a protematic stuaton nary cams 


‘Adventure Hook 
(ter mating dest profit in 2 lesetarleg fasta, the heroes 
tun fol f the authori who seem to have ben ted et about he 
hres plan. The ees ranowiy escape non reuring tote base 
‘ oeatana start covering that verona alles, eons and 
Srqatances seem someahat sured ty st hen Everyone 3996", 
bas earl tat he heres were ambusbed bythe utories=apparenty 
{roe he ambush apne -ard everyone fod num he ras nN 
ot be return Rete eae o 3 Bt more ging, they Hi tat he 
ua tare wth a of for people: he Tie wh ol them about te 
Joh tne Botan baer Wha going t nunde hice fr them, 
{he Manan sup aie who they bed fr he nformation they needed 
{spl he oo he Homan Weng, toe fame lace buses 
"he heroes planned eon Now he heroes must determine whch of hese 
ope od them out perhaps by ceching ter account fr nexlined 
Sepia fering hem fe information. or eran tb eating he 
"rer ut of hem=ans op from apres ogale een It means 
‘ni Wend tats» permanent “ation” 


THe Eooe of Space 
Fray, because ine heroes might be ald uso te perm he tks 
‘hat ro oe ee wants iff them from tinea tine tomate he ng 
lore urea gsc he nw gy. entity arin eu thee 
| orth nating. an report back Exploration ro only Stequass sanhps 

‘rom becoming ls te unkated wid a hyperspace, bt neous 
‘he Rept potenti new members at he Empire to potential re 


subject roves the galay with more eseucs an, most impetaty, 
‘pes up he ates. fat pce of the evens generates OY 
‘eh dacs ne way bc na he ans he seaveresa event 
‘he wor boring ten, urenardng, hen es ay. pays i 

olor sped the tine cee sce aie fom the ra op on 
Innate planes to ret estck, an colt ew meget fees orang 
{bth xabee of neratelar arr tat he spacers so sfey 
Fin ta way from pace to pace Te fof on exer no prey 
‘con paced, swe th sort of exert might rab an interesting 
‘verano time wie, ts elt to Bul 3 eampaignarundmthe 
‘retin of couse, bey that ar svabon wher the heres i some- 
‘hing Sch stances souk never be Pande ar rn thei eae 
‘he Grease shal impres upon he lyr as om una 0 
‘scorer em plane ore ne cation, rd perhaps een Bl on, 
lint Series of nvetres aroun 


‘Adventure Hook 
‘henerae re elite fartet eachesol be Wings Caste when ey 
‘ind traf Cosa ration leading ate he naw Boundaries fhe 
Folin they corer lant nate by seis eve before 
‘renter he ran ura ans with multi ees The Ean ate 
‘ema eaeft hy Pa fund Repub stain ht had Cashes 
lm rae thr sure) epated It oe the cause of sever Es 
and were ial fing ot nto space na tempt mab cota with 
Specs nd cures ete tan the wn. hen he ees bing hws of 
Err nk they re ily ewe but oon am tat te rear is 
“tne fee” ané Sens of opportune Wade, sve, a would-be 
‘ingirt afe now ended 03 sting and ursspeting Evan. he 
ros da hing, they ep thei renarseut they gp buck roared 
Interfere with he Joa ep ow of commerce’ er example, by war 
Inga arming the Ertan of praps eigen apy fo nd vce 
membership the Rep they ore the fines fe. 


ALLIES & CONTACTS 
‘The are of ining on the rg of soety had lens se testing 
her people The Bi sma wo he eres best ier toy mht 
{urn them nt the Eire fora Year tomorow. thst be eared 
‘vente, can be bought 0 te anything ee 


MAKING ALUES 
‘Aes come from al walks fife fam he corapt goverment fia whe 
rides theres ith corde siping see and ergo manifest. 
{othe ete rime ha coaches the eae on Rot arya thet 
‘inal endeavor nay ea when he was eiage Tey ihe heroes 
fut a conan interest be i ole a riting wrong ora tae as 
‘tig pr nay case they poietic awstance reo hare. at 
{ana the heres maintain goad eatin. 


es 
6 
1920 


Acar might become an ly 


contact uevet 
teel=3 
poet 
veo 
pene 


MODIFIER 
0 


‘CRCUMSTANCE ‘STARTING 
MooirIER armupe 

2 Feeety 

0 Insterent 2 
2 Instore 1 
2 ole ] 


initferent characters, 0 try fo get bach nthe ll’ oud races. 
‘contact (see below. i 


MAKING CONTACTS 
‘to accampish the tasks the adventure pus before them. Samet they 
rtucton tothe people who have Wht they ned Oe, he 
though ey might provide tomato return oa 
cue th. 


ArTTUSE FEE 


50% Te hemes owe the cata mite. 


perusal belre porenching anne ea) 
sccmpont eaeson erodes ere ener waste mabe money 
‘Bon Ting anes fe that jo fr heres and foals A contact en 


GENERATING ALLIES AND 
Contacts 
he conor atte owed the heroes The Gamemasie cat 
Decein deceptive appearance) (ha) Cater nfomaton Ch} Kr! 
ie an int) MectanesGury-rg, my rl reps rep si, 
o Perception eavsap (Ws), Plt De} Seat res 
(ben, Sural st jr (oF se Comput 
ent nee eae, he character con fete er totale INFCS 
cs ether eres or theo 
1 ovides) neat the orate The ero can aes Persuasion 


Risky BUSINESS 
ite ina Scam and Viliny campaign depends on bing ate to make an 
to dodge cam att games crime lr, and the fn ng whatever 


rocslerreded orp 


Te heroes an aon hones jobs but hse dort ay ayer ear 
aswel as cime Een with pal obs tou employes te wary of Wark 
faire conacor, and eat ony thes ow-sie eigen 
it nl ther hw tat theres ar real represent he Me 
‘guniaton ere see"Blng 2 Cra pie” av) 


os GeNeRaToR 
‘aking ning tom the ude fect ependso finding wa. rom 
ring asters to stealing top-secret, he gulay sf ot opprtu- 
‘esto make sal forune-provied one ling to lead work 
2rd asthe ra ils 

The heres efor oo is a at rambe of eres, pid when the ob 
‘sample. and anys ret the ttl payment he heroes ot what 
‘entero receves te oie oecting money, he eae ates 
‘eevee expressed ata pecentage of the amount ole 

‘The Gamers anonamly greater the Peres ng 
thetablebelon ols e20ta termine ne ver ser, and cou the 
‘oroprat isting fr dea on he misnn,cuingwngestdobstce. 
The Gonemaster told sete mison out 38 gullies for resting 
eounters an henge tht the heres might fae the tlle ot 


It ts asta ine witeses, mae ane Perception check ger 
scene nth hee ll mai the es greater than he ete 
Deception deceptive appearance or Sith che, someane Wiese 
‘he ine ae besomes spouting someone of he time: Sun 


20 ROU 108 
a 
a 
Exon | 
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] 


obery ] 


aces s-h~o-t~- 
eieit 


j 


1820 


I 


edu shoud hes tals inate then he autores, 
[oars todyvards ave in 11 rout ivesiate ple ave 
(net trons. 


ficulties 
nat the bs thisseton an be used at any eve wth sal amount 
‘ncation. Toagout he deserts those jt, ou wil oie 
‘tenes os, eam Mert, Hart, and Hebe sil eh When 
uses reference of hi type, const Table 1-2 deen he acu 
‘fh ofthat DC tsedon he Lote advert ype, Gamemas- 
{ers wan toset he CL equa tthe average ev of he eos, ough 
{He CLeambe set lower orhigher reser ohare ob, respecte. 


xP RewaRDS 
Eco he dscns ef he flowing bs ines mune compes- 
aos bat mate the jos mor it These completions ras sted 
ih ny, Meum Waders Hara Hene ates When the heroes 
‘recom ar of hese completion, amar XP baie onthe dict of 
the completion. Each compicaton tants XP 2 though the hres had 
Ucatedone opponent ote specie CL Liew. eeh ger ete 
asthe anes wih anauhen he ene scone rend 
1? for one etre ith 3 CL determined oy te ty he age or 
sectve. AS the Gamemase, yu can eee whih he compestons 
{euse an now many oned o he halnge you who presen wth he 
herr and Ye amount FP you wish snare players Fel ee 
‘om and mateh complains, mate our ow; hase nthe lowing 
sceraro ae mere sngestins tomate rating the adventure ease. 


ApBoucTION 
‘Rotter eval bev meney-thaughsemetinessomense 
ust ans anoconveiet person ut af the way fos wie The ables 
‘st ate he tre typas psa secur for example octed dor), 
‘eet otygar and avi ata heater fhe autores They 
‘ion aa te require to conmunest thei aniam demands nd cllct 
‘recrei whot being caught Ta complies maters even farther ifthe 
acts ws arid motrin er target hey mut esata the 
‘arget amet dently heme cus aout he ton 

“he foloninsetinpoiesudelnes nesting Sodction isin 
avout ealenge les 

ans fr the Target: 46 000 eres w aber 

Heroes Cut 205 

Target (Ea: None characte ee = advert CL 

Tage (Mageate) Heo caace evel = adver Ck 

Complain (Easy): Seat eam (oppure CL~ avenue Cl, 
armed with Bases pos and stun graces). 

‘Complication (Mesum): Wneses rere 1); aes mast mabe 
Ves el cect i aie, 

‘Complication (Moderate: Sturt team (Sse, C= avenue Cl, 
med th Bates ies ton races). 

Complication (Moderate: Seated ccommndntons require 3 Meum 
Gather Infrmatan check fo lost aa 9 Moerte Mechanics chek 


ASSASSINATION 
Tating maney fr murdering someone might be oe of the mst espieale 
sets hata ett being con out thee fevers a mat eI 
The sss mat ae te tage, reurven ay seal seit Vor 
example locked dors igh alk ands ol and dea ith the ages 
oyu ae more than wig fo respond fo an asssination 
‘temp ith Ke eta fre of he om, 

Inaction he asain have to aod or slence wires. Tre asas- 
si employes might fe to pay the aped-upo pean witresses 
«an tent asiasiand perhaps, rough hem he empayes 
fac some may hve pears f a the saan nth ae fo revert 
thera ef witresies rm eve ieaing to te epg) 

The flowing stn provides guidelines on creating astasnaton mis 
sions tara henge eee 

Heroes Pay Adventure Cl 2000 re. 

Target (Moderate) Hera charac, ev! = verte CL 

Tonge ar Heri character ee!» advert Cl Force-senave 
withthe Face rang et. 


Complication (Ep: Secu 


(eso) 


‘Complication (Hard: Muti 


Target (Ex): Noel cisen (engine ccountnt,poteso, cal 
Target (Moderate: Frau pein ica oi sal 
Cmplaton (Moderate: Se men 


Complication (Maderate: Sect tram (sede CL adventure Cy 
BURGLARY 


1 aay ae cone ol 
Gate eS 
oe 


Compicntin (Moderate: Secu tam sade Cl~aventue Cl 
‘Comalication Mara} igh seat acon pdr Wd 


———— 


PIONAGE 
‘Beryne has sees Holt login aes tthe combination of the 
Enpeorswalsate-and, since fermion pow ts warn ret 
‘height pape Steing tat information eles ning ut whee the 
ha ep geting pasty guar, secesing teeta hen ening 
‘hat none nes ht he ata as been ees 

“te ling sectin provi guelnes on resting explenage mans 
srvanuecaleage lve 

Herne Pay Avert CL 750 cre. 

Sarge (Eat Busines pasword, Banking recor, ter dcurents 
tote we. 

Trg Maderatl Crea aces codes, busines recor Dupre 
torrets ude ertpment 

Target (ard: seeps, goverment ret cies docent 

Complication (Medium): Witnesses (nantes roe mast mae 
eon Seah cect aod ne 

Complation (Moderate) Fes must be reeves rom sues com 
pute with an ane tute tard the Meroe. The comet 83 
Wil tense equal t2 Medea Oc 

‘Complstion (Had: Fs must be reviewed fom sewed computer 
waste atte tonard the heres. The compte has Defese 
‘Spultaa Mocerate OC 

‘Complication (Moderate): Secveé connotation reque Meum 
ster lvoration check cate aed Mazerate Mecha ches 

‘Compication (Moderate): Security tear (6s, C= avenue Cl, 
med ith bate ies an stun grea 

Compcatin Ward hgh sect scmmodatns equ a Maer 
sue Gather Infrmaton chet fo lacate and 3 Hard Mera ehek 0 


EXPLORATION 
"sparatin misios are ays 3 ton partly onthe Outer Rin, 
‘wre tere are sires pace where ship as ve pase Explores 
‘rst map pte azar ts hypespace av ensuing ta asst 
Sno mae hyperspace jmp hou at gion tr ave enough ma 
‘on abot he rest male 3 OC 10 Use Computer chek rather tha DC 
50s Computer che er upg with no dt) 

Ti gate vs tthe exparer mast Wael ints previ unates 
reonand mate a DC 20s Compute check ate hour a unterapes 
‘coming. Ech sues eek reaces the uss! OC 30 Use Computer 
‘heck fr eaelting couse rough he tered re by 5. Ar our 
‘eccesfl chee the ae i fly exe and the explore fas enough 

ita to make DC 10 Use Computer check ocr course nd as 
Iisa tapers at dean astrogation dts 


‘he ftawing secon proves guceineson renting exlation mons 
myanousehiene les 

eros Pay Raver CL 1000 credit, 

(Objective Ea: Eapare a neared eo th known treats 

(Objective (Moderate: Epiae a hase ares of pace [on untae 
‘exon win town acl agree rests) 

‘Complication (Medium): Aen rena pall 5 opponents wih CL = 
aivertre Ct 

‘Complication (Hard: Alen sac atl opponents in stafightersor 
space transports with Ck» aden Ck +3} 

Campliaton (Maderate: alone o abe 3-1: Space Treads 
(oye 98), 

‘Compiation (Hard): Hl twice on Table 3-13: Space Travel Haare 
(oage 1 


HigAckING 
scingmssrsnolve rardng a assenge vessel and bing everyone 
board an shstage ut certain demands ae met. Mow cle, he primary 
‘emand money but aching an abo be postal motte Hiacles 
ast be prepared to prve that they ae serious abut he reat (eaps 
‘byeseatinga hasta te) nd he Menem ema cama eaay 
sine theathstes re ley ttt board the esl The Biggest cae 
lenge comes when he deans ae met they re el rhe ces 
vet escape the tap that they 0 erty fre 

‘he flowing sect provides qultesnes on Ceating Nacking isons 
stratoucalnge lve, 

Mansom for he Target Aivetre CL 1.000 eats 

Nereeecuts20% 

Target (ay) Colona ghee transprt 

“eget (Moderate) Cols gate) sap 

Complain (Eas): Seay ea (6 oparets, CL = adventure CL, 
amt wt baste tals ané st grenades) 

‘Complication (Medium): arcing hoses mst be ealmed with 2 
esium Poston chek the Pot rt 

‘Complication (Medium: laced starship mst be safe redeeted 
fram soil couse regurng a Mesum Pot chek. 

Compieation (Moderate: Sear team soe, CLatventie Cl, 
ame with aster les aston reas). 

‘Compicatin (Mderate: Sees cconmpson equi Meum 
Gather Infrmatianeheck teste and 3 Mogerte Mechanics chek fo 
tres 

Complication (Hard: Excelent orton (5-0 entrances nto the 
sushi Har Methane chek tea enanes). 


INVESTIGATION 
fn investigation msan might Be anything tram seating an enemys 
fetes before it gaan legit lok nts he apicousct- 
{umtances that pop ups oen nen he iil under nae 


Foe te ind an are prion nd er 
Tecondct ar investigation a carter mas mate a umber of Gather 


Inlrmaton recs rtereeng trees. diggin pub recor. a 
$0 ame at acing downs super leaing the uth Sues 
‘ampletgall he enh provides ny he supe geea abn oe 
Iieyfcsehnda mystery apreenng te spect ar proving hese ts 
Mobb ates further eo (sujet othe GM's aseeto) 

Te fling section roves qudeines on creating invesigaton i= 
sine at aru che vee 

eroe Pry Adventure CL 1400 crits 

(Objective (Easiest 8 minor mystery (nisdeneanr fers, 
ising pron 

‘Objective (Moderate: Iveta 3 major miter (nurse, bac 
ret 

Complication (Wedum): Few lsc, reauiing the hoes to make 
edu ster formation he fr hes. 

‘Complication (Moderate: Interference om locl authors (seo, 
(L=sdverture CL aes ih ter ifs an stun gence) 

Compieation (Har: Inerfererce trom intrested i partes 
solderdsceundes C= adventure Cu ames wih laste pts aa ag 
‘pera 


REPAIR 
Mechanics ate leas in demand, an those who have the where to 
fesvanded vie tase usa eed Ret mio 
lave vel a emote lost, seeing the est an ito 
the and making the necrary repaer toning the week 10 
Clnlanton it ent e reputed onsite, Sometimes org reps in he 
reals meas fending ft aac by scavengers wid ania of 
els igure it he pay ate 


— 


The fotowing section rovies pudelnes on cretng rept mise a 
rine chalenge evel 

eres Pay: Abert CL £00 re. 

‘Objective easy: Rear vehle ns know, ae eatin 

(Objective (Mederate: Rear 4 vehicle an untrown oF 

Complcation (Medium): Tet vice rues extensive rep, 
requring wo Mesum Mecraies ees. 

‘Complication (Moderate: Target vile reues rave pars 
toques Moserate Gather Ifrmation check 

Complication (Maderat): Tye venice requis expensive 
‘equting the heres to spend 300 abvertare C ret to aban 

‘Complication (Hard) Ares hs ntere stop hats, 
cate tempers ration gravity, or oor iy. 


Rescue 
esutmsion hspen restive infequety bt hey a important when 
‘hey do They aa very hartout pple welt nee hep ey 
‘reer in anger feral The teat 1 he tinea be hing om 
‘Sida to wld beasts, or jut a ote enrorment has eae, he 
eas fea oe Te hoes must ample he eve belore 

‘he fiawingbectn proves uns cen rescue mss 
aaa chatenge eve 

Heroes Py: Adventure CL 1.50 cre 

Objective (Medum): Rescue ston from precarious ssn. The 
ici ha eatly trons rene hrater af C= avenue Ck-2 

‘Objective (Maderatel- Rescue tim ar once rae Vien 
‘swlntnonn and he target keane ut ben dae 

“Complistion Mem): The vtim sin oration ile with Rasa 
le adn, patonousaespher high enperstres 

“Complstion (Moderate: Reaching te vt recurs space wae 
relence on able 31: Sac ave aca (ate 9) 


(abet of C= avenue CL + 2,0 # scones CL = advent 


Roseery 
ate a burglary (which done et, when ew are resent rbber 
isons ite tig values by fre fr theat of fore) Sd the 
‘Sean Seto the authors are sea of epeing on sect 
sts tobypasacks, a robtery depen an ntindaton fre tov wih 
legitimate acest bypass Sears frau 


Tart (Moderate aa here rect, ve advent 


Target rd: rl 
(Easy: Scryers 


‘complication (xm) Etorge 
eatin (eum): W 


Complication (Ward: Mtiple 


(Hana: igh se 


Sasorace 


Complication (Hard: Muti jer of sec neg # 


Objective (Moderate) Stage» - 
Complication (edum): Wines (n ecimilenton ar: he o sabotae 
‘Complication Hard Sota mu 5 te here 


The folowing econ provides gues en ereatng age misons 
varus erating 

Heros Fey: Abert Ctx 500 cress 

‘Objective Ea): Svage»vehie na kown safe estion, 

‘Objective (Maderatel Sage a vehi man unt ot unsate 

‘Compliation (Moderate: The target veil regues o Moderate 
Means check saan parts witout damaging hem thus Se 
Ingrervaue 

‘Complistion (Moderate) The ret eile regutesexersive ps, 
requitng the heres sped 300 aera CU esta obta te 
pt 

‘Compleatin (Hard): he ares hastens atmospheric azul 
ingevene temperatures. aaton gry. por vst 


Scam 
‘Seam range ram mine ste hues -on cos. They require stats 
torelp ee the target (rman on the hook mating them bn or 
fpeupet heres Sexms ar usualy lnk good con oes require ay 
Fotis ane» smart scammer haoes mars wo are ely ame. 
Facts sommes even ater earying means (See "Con ames 
‘ngage 8 fr ample sor) 

Teflon acton roves genes on cresting seam miso at 
varaocnalnge lve 

eros Pay Adverar CL 480 cet 

Trg (Esty): Normal tien lepine, aesourta, profes, et, 
none characte ee = aber CL 

“Target (Moderate: Famous person (government hold th 
hele arc ee = abvertre CL 

{Compicatin (Medium): Wreses (roteoc Hl: eaes mut make 
esa ens cecs fo oi noe. 

Complestion (Maderatel: Heres must make Moderate Deception 
creck puff he ca. 

(Complication (Maral Undercover outst [2 lw enrcemen t= 
aleot eel =adverture CL 2 atep to pt the onan arest 


SHIPsAcKING 
Siang misions ate the lane cosine of hacking mine 
peat poor garded sarin vercone orgs) teen overie 
‘the security system, ay tana Because ar can slr mills 
of gests opting aha pce he Sc a 


——— 


‘The fotowing econ roves gelneson retin shining mistans 
5 vars caenge lec 

Ransom forthe Target; Aventure CL Y0000 ees 

Nero Cat: 20% 

Thege (Eay: Colas rege tanger, 

Target (Meseratel Css! tl tah. 

Complieation (Easy: Seat eam (opponents, CL = abventre Ch, 
aimed wit Bates pos and stun graces). 

‘Complication Medium) Shisbosr security Systems requiem 
Use Computer check wo aces the erin fhe sip. 

‘Complietin (Meum) The shipacbea starship must eat tation 
rexmat equring a Mesum Use Computer ehek to conic acer 

‘Complication (Moderate: Securit team 6soldes, CL avenue Ch, 
ame thar ies son grates). 

‘Complication (Moderate: Secure acconmadston equtes Medio 
Gather nermatan check fo lost na a Moderate Mesto chek 

‘Complication (Nard: Exceser frtfiains (58 entrances ins the 
staan Har Mechanes ek ea emacs 


SMUGQLING 
‘Sraning (ad letimate sipping) miso ae the most common ype 
of ph oaisle: Scone aways need something ves sonewrer The 
‘haracters must ave Wana capable mating he ler an odd 
‘emoseratl wel smed in ene of ack by ates Furthermore, sce 
‘chess neato trgsin fora goad cea the ever poor oly 
brie sme customs offices se sil at aging isrecesany. 

The flown section pve uel on eeting pig msiont 
status chalenge veh 

ero Pay: Réenure Cx 100 rts, 

‘Objective (Esp: Smusyecorvabon though 3 brown ein with 

‘Objective (Moderate: Suse conan thou s hose are of 
space an uncharted region wth anon sete aggresive het 

‘Conpleation (Medi Law enforcement opiate round pas (5 
onponens wh CL advert 

"Complain (Maderatel: Hoy cst ois intervene, regriog 
‘heneestomatea Moderate Deception ceca cove her contraband ot 
{har Person cece a bbe cape hese arene he SOS 
eet trna bind ee 

‘Compication (Moderate: Rllance oe ale 313: Space rave Maras 
(oage9) 

‘Complestion (Hard Law enorcenent pra space pat 
rents instarighersorspace apart ith 

‘Compleation (Hard: Rll twce on Table 
loose. 


— 


THE BLACK MARKET 
‘he back mats the fend of he ge fhe gly. hough 
the blak markt tat suai stipes, ates an theremin 
Ink tvs. Te act mae she nae giver fo the sands of 
‘hoes whi egal onde aie scons the fence tate 
thee Boyes, the et nandees hat mate suey money ks 
(San an the eine tas that eau pre! the memes a te 
‘Siaton tat engae lea eonmece The ick mare she oly 
Sorts obtain fer andany character who wats tease someting 
ema eal wth these ret in some oy, 

“he Saga Eton oe uleboot es he bes fdeaing wth he ack 
rare. ot in 3 Scam ond iin campaign Gamemasters might want © 
(Sethe ck marta more anion festre The fling ectan 
‘tine some mare ide methods af cig the lick mate in 3 
"impugn However Garemasters tele be careful n mating the ck 
‘ove mre compacted an neds Ob fhe eres neo by ens 
nthe lek mare an youd rt wiht cansume 3 age ora of 2 
‘ag eso eg wth te indigo contacts and hang ove em, 
‘ote the ase ules presented in the Sap ation core bon 


FINDING 4 BLACK MARKET 
AGENT 
‘oes ofthe lack mare do ot make themselves iron ety 2 hey 
‘rt be quesiy swept ap by theatres. As most bse ining 
‘ekmaner agent eqs Cater fomation check with ashi Oboes 
ine restiton fe item you re ing 8 tain ie page 19 te 
Sip Elton core rulbol). Mtn fors Back mart! ager reues are 
‘olvavese bok ays ana Seedy canis, sing the ight Quon and 
"ington a i eer witout eting reper tothe sutores or 
"king later ot tthe bare 

Even searing forthe ack market canbe angers A fied Cather 
Iniormatan cec shoul just rest na dey ould sult ma 
encounter fhe heroes re snoping around and ang at of questions 
‘tot the blak mare local ine rs may ge the won esa Send 
‘fen tags to eer ne eae om ngting further On the athe han, 
ithe eres ar carees they might fin hese on the wrongs of 
‘Sela ation efrcenet fee slxng the ne stound ten oars 


‘hem on aun of esng ine pac. 


SELLING ON THE BLACK 
Marker 

‘Teblak market on hese yh ees oto a ean ic goods bat 
tos ther the heres are smug, shies opiates, hey may 
‘cesome way paw of he pres ad thei matt san exelent 
leew os, The hres can fin the Wak mart nthe same ay hat 


ey wou by ram the lek mare, bu nse of ming puchaes 
{hey ean mabe ies ing hesare ak rant cow rors oeetermie 
raw many crest heroes mate reir goss: Te aie of he gona 
Instn 9 noma before apn the Back rariet modes hich 
‘Should ompenste ore esction efron sling teem) 


BLACK MARKET ADVENTURES 
‘Gamemasters wating to. the back mare an avertae Rye seve 
‘optional en. Test vos metodo Pave citer rena 
‘thing ith the lek mare aw enferement fis seeing sat 
Gown the lnk mare targeting the eres ana corning them ge 
‘tom cont encounters, th Wack mare ar be 4 S008 uc fr il 
‘holergesfor example fence mah ewig t sl nem on tea 
‘oft reses, ut nl the heroes ean ate a Use Compute cect 05 
Bile an ecto let ona space’ chest the fence as inhi poueson 
bth eer uate o oper Aton the ck mare can be wed 5 
lure to ram the ees to part planet roa: he Gamemasier 
‘wants setan vent on Na Shoda, iting athe ees may hae 
eter lt ining the Back market stl on Rar Saco shal be 
i incemtve a Wave tthe tan wor 


BOUNTY HUNTING 
‘The gong be al scam raters hich means one can hays 
fing war even up ard dspsing af hem Alou ts at aways 
“tte ea tour neve when he tools reque to oete 
nc cape tearget might ont more thn the atl outst 
‘ar, and afr ae ithe of opportunity fr val 


BOUNTY HUNTING GuiLos. 
Toerurethathotersdo the ark ina rofl fashion. ou af ae 
inca bury burs nave farmed gus, sch asthe House Bene 
‘o's Fat, and te Grn Confederacy. athough he mot amass the 
loury Mares Galt Organizations such as thes pac thes membership 

eure that hanes behvein a poesia até mores vespnsble 
tation lviigcalsterl eamage wherever pol), and they serve 25 
foberaces forthe who wih aires unter art. heya epee 
the bounty ping community pote, ersurig tha bounty haters 
‘ean utube nerves to ltr traded tat he authori ort 
Inert avermach 

‘orig abeumy haning qld equesony sing up-butthatnces 
anaoreenet ithe 1% of every bounty elces tthe gu [Far ore 
intormaton on bounty hurting gu Se Cape 4: Orearzatns nthe 
Force Unease Compo Gate) 


CONTRACTING BoOUNTIES 


License To Hunt 
aunty ning vequres an PEC ese the Keres dierent ds 


res aone-tine 1000 cre ee (pi 


——— 


DESCRIPTION OF TARGET ewaro 
‘Bowler age 1m) 5000 
‘Tg (ag 284 fhe Sapa Ein ere reo) 1000 
‘Ses spect Lg 22) ‘000 
Daa ser (nage 8) 00 
‘hart Gage 8) ‘900 
Sout ure gage 23 te Sapa ton cae ued) 700 
Assn ng 252 ofthe Sn Eon core ebony “5000 
clase rte (117) ‘000 
meld a2 of te Syston corel) 00 
Space war plot ge 12) 7000 
7 eros Notions oti pe 10) 0 
8 Tafikig Foe gage 120) 200 
20 Teen seton NPC (Han So aos Kade, Cran Ha) Spec 


‘nee the ter ows whch plane sear he ewe Gather nfo 
‘yaton oi he ager win at general rea, OCT eee eat, 
‘he general ea (eg, the naustal secto oa mare see eatin 
(Gao ay parte bangout, even the tages cert oes) wth a 
Dc 20 heck Tei snes by TO the age hare Fhe Bunty 
‘on him ans atv tring ie 

rome Ls tat sing toloats Duro stm of wares 
for marder He haa goodies at he rosa Nr Shaan sree, 
the Smug’ Mean gpl, be hasta aroun He makes 
2 Gtr norman check an get a 50 een tha he Das as 
teen sen in the vey of Palace Csi Les es 93, ping 
rote specie dress, ut lon an 1: the Gamemasters tat Lek 
‘ot ely als, tu ne af the people he guestons informs he Duo, who 
Sees nt ges es apn the DE for eatng he Drs specie 

Convery when the rages any rm eatin the bunt hater 
ight ned 0 rack the rer’ pss ss. sues Sura check 
‘ete hntrtnow someone habeen nthe sea the hut searching 
nt might ve he hater anes frag 90a whch dreton 
‘hey went when they (See “Suri” on pope 7 ofthe Sag Eaton 
re lebook or mae formation} 


Fal if the tage est escape aboud a stati the hnter can 


the hunter determin he pit ane ange of depart of 3 3p tat has 
eres hyperspace an can ie he ter god ie fhe his ey 
‘estat French nour hat as asd since the stip made the ump to 
Tghaped te OC ofthe Use Comper check nenes 5 


CAPTURING TARGETS 
Contrary to pop beet mos rena afi capture tages not 
ea nes. Ooviouiy, accents hapen wen thease bats tart Tn. 
‘ute autores mart sete seed Cia oe supse Stand 
‘land go to psn. Cine ors ae sometines mote open-minded tout 
‘te ours they pest=bu, ve the, ern lod wou ae Spe 
lite melting ove the enemies, mating sre they ules it before 
‘ect doe 

‘Asa corseauter, taunts eng Sought by the suthris are mre 
sing te up without a ight ugh at oes stop hem am a= 
inl bu those eng sought by crime lr and ter ss ied types 
tal rater tan be capt ae Ie ese, 2 arp Ma 
Fe entra money oped ual ling oie few bogie tpt 
betwen them an bourty hurts or fete hare ie fat bibe“or 
oki they ave he meas 


BOUNTY GENERATOR 
Te generates random la of open bounties (etl when players want 
to Sek the bonty postings nthe haps of ering a Yew res 
2420 and compare terest Table 3-6 Bouts, sng the est rat 
fetemine wat te tage warted fo and he seca octet 
tescptn ofthe tye and he reward vale fr that target Yo a a 
ull ies to sngate mute walle ours, oF tol nce to 
{erate he retest ay 

The description proved ta made for NPC statis torepeen the 
target anes not mean taal thgsareneesaiywortha 1000-ed 
unt, for example The Gamemaste f ako fe to shoe 3 0" a 
‘harcore a bau Ample ouy wher you have 
face the tre by et ith no oan! stance or eouces shoud 
be warth he CL the tounty «1000 res 

‘Treboury hunter sented secondary bout font he value 
sf any captured equipment (Bury antes conmany "ae pacar 
‘alate ems etre reporig te eprred iver enced Rowe, 
‘he honter might become the target fem our) 

‘oun pone on amas rates dian fom he Str rs 
univer ch Han Slo Ta are cnt othe standard 
‘andor bounty made When ering bounty onafamous character, the 
‘Gamertershousmate capturing at eget parte lager eta ot 
sap novertre a own The re rear a he any Shou a8 
“ppraprate amount to prove suitable ena for he ee avenue 
iPtve bounty the ere acs the avenue, a standard ce ena 
‘of 2000 cet the average eve of he heroes appropiate ee “Other 
Fears on pge 248 of he Sapa Eton cr rulebool If the Boury 
"sey pr af he venture, ews af 1000 ce Me CL tte 
tages ppopriate 


CON Games 

‘Confidence ths pe onthe reed ar uly of thers tomes ey 
otiteunaymesthange orsameting warts Een hugh tescans 
ight acem ey ost (test on he rae, they an hve ye poe 
Shyer of deception suckin the unwary eae ey nam what i then. 


SAMPLE SCAM 
‘ou ina sample Whor” co, hic he Gameratrs an sing on the 
eoeir tat he heroes tems 

ost ent equrenerenve props 
ania activ fora group of eae ou tomate a quick ct 


Scam a 


er thespeces that oginated he seam-ct as everyone en the 
‘play nists espe ast fal forte Toynbee 
‘ihe mar anh searer—nel- essed an pein auent-baty 
‘potteg vetting of value a cata o spec of ene. fr ample) 
Ningatintheoen, Te con wars bet fthemark rates the ere est 3 
<lhertsuspon hat he seme’ parted pe te), bu the seam neds 
tanwle the tr foe them can sth op Ansan might eta 
‘onthe et ciming to ave to een the tem tou the same te 

Igick appa suggests tat the emis woth qe Bt hak 
‘allt content formation nthe ene of s tga 2 portable 
‘omputel ort sil exper with an tem ew Inary eve 
‘he em appears tobe worth sou 25000 cet ae he Same ge 
gt tat the fines can spit he money. ales fo someon 098 
Sel he tem-someting the resectable scammer cans he eat 3b 
‘touting imagen he ane 

The am then Rings onthe mar ageing tobe the nef the 
‘semana the seanmerprteng nto ery st he mak wit such 
{alae iter (The scammer should mate a Deception check pains the 
Ima’ Wi Defer in te cae oF ap NPC scammer, assume te some 
‘asa +15 sil moa) The ony way he Seamer can at hema 
‘heart buy te seammers eae nthe em upton fan stat 
Inve, be ao demands hs share) OF cous, the mak might yt tr 
‘hstactbek onthe earner othe itt but otc deranstaby 
ove ht rete nies eraugh money oY au theaters shares. 

(ovo after he cane nd he marae partes way. he mark 
lens tat he tem: fa ores 

‘hs seam doesn't wo 0 wll with eet chip, whch ae aft 
tig a ep tae acount blancs (ce page 134 of te Sa Eton 
re ebood Monee con ast wih 3coceaing es aig 
Seah) en sien ei cetera dummy belre the final hang 
tothe 


— 


LOAN SHarRKs 
‘retin ican be ough tga tart one nge Most sounds of a 
Stipes cae ror le epiningsanveryewhave te tunes the 
‘art uy the onnshipso pay for eon crews When face wih the 
reset of beng unabeta st out nthe own ay seouael tun 
me brs witimone ere known ssn starts an srs pve 
Ic nan to thar wo mot gets oon though eimat mtu, 
ndoten reat sms wel yond what ne oud normal ban Boh 
\Gaennne Unfrnatl, an sa are ree 38 forging bring 
Inston, aa ars sat come wh nt oman rey high ie 
(Sate ut ao the thet of baken bones ar even death payment et 
‘ender ie. 
um shar provide res for pretty much anything and everthing. 

ey sugges seas rom ian sah a purest pe Waser 
Aire srew menor nd upgrade exiting 0 at they ean mate nei 
‘hn nay the aan. rates ase aa shar tofuna el eging et 
Srampy 0 leep thet ew members happy aa th Stars ying aan 
‘Shut ual povie oars inal po thea sha’ CL $0000, 
{ets and sametines mort he Guseasters deren) 

can sare shold besriter and memoatle, an yeaa hark 
has a amicabe atite at ast ut you mis a payment) La shan 
sins alvays ave lees inthe cme lr prestige es, ar hey ae ut 
‘ound by minors rd uderings al ines Lan sas ri ram the 
hopes and oeansof desperate pelo the ge ho wi ab anything 
{ehiee ther got andassueh ey are ursenpuousan caning Mat, 
Hepes, Seats, nd Botan al mat excelent tan hrs 


MISSe0 PAYMENTS: 
loa shan tae the payments not ay in ineet but a et of he 
lvethoos of hse they leone Tpkal 2 oan shar puts 10% (pe 
ont) inert at nthe as meaning ha one per mont he tal 
sa be heroes hae tothe loa shark or up by TOM. Furthermore the 
ves eh on fo buy a sip or terse fd sone He of ede, 
\cansharn wali req the heres to ay ut 188 of eens each 
sonth a wel (hi apple tward tela. OF couse on Shans 
Seaway hapy texters more cet othe value cuore 
‘esit mary get caught ina eowoward spa of et tat quel becomes 
ea form of ndemtre terete 

oan Shans ort tate aly topple mising te payers ven 
‘est mies payments eraigh ta nave the lag hart ena ages 
eu ara ee wsust et the Retes know hate an shar ast 
Fogaten abot them Os the second mses payment the loan sats 
gent i probably damage or estoy Some of he heres property. st 
‘emake a poi usualy, he damages valued t abot the same 35 te 
‘mated mothiy pyre. When athe payments mise, the ean ha’ 


g20n are no loge there sto mabe show. At thi pint the heroes 
{rt uly Pave fo Fat the goo who rou to ak te ean sas 
Snyment sh Gamemasters a fee eto reat encounters wih 8 
leon shan’ hugs tat re ee appropriate fr he own campaign but 
‘uch ft sou be cae; ater a loan shars mean buss and 
‘ert td totend ome ofthe toughest minor adel wthtoes st 
ignore thei tgs. 


Piracy 
ve since tari ist started using the space lanes, ates have found 
2 ay tak thse ss rm the ight owners. rates area scourge of 
the stars who rey apn nsaspctiog ravers ard ePereneus sop 
Ing in and robbing ships af the vate, nd sets aig the Ships 
‘hemes Ary emia ht makes ving ff aig and Ying 
‘Sesh in rant fram one wari tartrate, adam nore 
rest ffi (atcury the Sector Rangers af rea paso make 
Soe thatthe hypeines ae ep sf fom pats. 

rate gangs ar way ores whe ups of he-midedteves ant 
‘wind come together and pol thei esouces to reat eet, pal 2 
tre pate gang dosnt farm they fed some ay fo hae apa 
stars. ora east age pace transgrs with plenty of frepowe peal 
ates are losing to plunder the pace ans by ttn hatee they want 
‘rom ann tat caot defend thenseles Some pte eutvets 
eho donot estate to maim or hilin the put of te goa Oe 
“dpere an oscar eade of bana often copied wth delors of beng 
‘heroqush anineses ten ortvayedin lots 205 te gaan Paes 
‘stb ough aa rath repuiess Other outant on he eter 3b 
‘ruc fhe pation among ter own crew penton am erty hey 
tfc the owe spe 

Becoming a pate sot nly a matter of declaring ous oe the 
eras wish to become pate, hey ean eer attempt sta the on 
ate gag on an ext gaging a esting bana of peste 
the easier ts, buts oes aught wih peri Ta jn a enn bad, 
the here mat grove themes worthy of the gana (afte ths 
rears bestirg same othe wear member fe ban in comb, 
Themselves trustworthy engage na man of acy wth he band 3 

run) and canine the peste leader tat they berg on Sew. 
Jeining pate cen fo the fest ne can be an vere ao, 
2d Gamemasters are ercouraged tn eat a ruber of eal, SO 
on-ombst and combat fered tall the Rees a chance f9 PvE 
‘henseves wor the peste und Once hey ae eens of he Bate 
‘4p te can begin working the may un the iar. 

‘erate, the hemes might dee fo tart hom pate Seng. In 
ngs hey mate ners ofthe an acral maken eat rong 
tthe pats ho re raw competion The heres wl ely neetareerat 


ENGAGING IN PIRACY 


— 


SMUGGLING 
‘arson ila god ae te god fr mich on os at have the 
rope permits uct busines tough He pc of geting neg 
[eSSetimes fr igh tan he profs t rings, Se sagging a maj 
prt ifeon the rage 

‘Soging Becomes necessary when someone ets et shipment 
rie goods om ne place anoher ney este tan or unde 
{he opresie wat of yaicl goverment bythe Empire gg 
[2 smat the nl may get many contraband tems nt the hands oF 
thos that want aed them The Reb liane employs many ogg 
Fate soe eon ta evertbing they nee, nang igs Simple 5 
fens ad meal apes, came conrabng when ting et 
{etme lance 

Suge Pesoes can ad ecing an adventurous fs, lasting thir 
aya thegany iar reigter ith rane tae tbat hen 
‘es Iya smuanig as ke ry ater ob cima enterprise 
‘ets ating. Smugglers need el ind someone wing te payors 
Spo and determine east way age he peso het eesraton For 
[Ssmerasters ning a eampign wih omogpies heres, entre aera 

sb erened img frome complains hat ase in geting rom ore 
Set the next with ol ful carted. 


INTERDICTION 
nef the bagpst dangers to smugling operation isthe teat of iner- 
‘von. When a sugges ang contabana hee she may be abe 
‘ssi veld inspections tough ies deception and mest sles 
Ive Cinta the abity te ppt the authaiies when recess 
Inteston aes when autores pate other rept se aii 
‘yoy welt rap ps ete hypespace simulating the reseee a 

ae Farge objet i reapace whieh in uh aues Sp Pypertve 
Toceacthate Fae gvty weds can be crested slog hyper graiy 
el gers oandon manne step) by simp S09 
"gestern the space ne wth actor beam Sma gad 
‘tt mpergace by eran hve ite cece Wt surende ht 
SScannylw enforcement fea can asleep pin retpace oe 
ieanbeen sag 


CaRoO GeNeRaTOR 
Sremasters ah with tone ite mor depth thehere enging 
‘uns ean actly generate ago abe bmi wing Tbe 9-7: Cg. 
Doing show haven fect on how much the heres Sn ar frm 
Selng thei eg, bt eu prado Sore Itereting combination (nd 
(ves few eat on what kind of enplyer woud psu tema 
‘hematation fr smunging teens, ard what ted of competion: 
ht rice dre the our oe asventr 


“owe he cg eer to 220 Compare hereof he fst 
420 tthe int sun of Tate 3.7 ar eheck the Cargo et to see 


1 the te bing al exces the ss ago capac ony enough ot 
{hat nan oe fl he Cone fo 220 he able 
"hep oe fl an the oes ow haves argo smuape 


E 


eee een Bal 


Shari 
Seer mete ie apes ey te 
el ae ere ae eee 
_ ssc ad many miner eens A es 
Storer arate at 
‘titans hey oe of foe aor. 

‘pce smging bt arte Meh es Caste gets 
crs farrier wy eae nae eae 
ons ice 
‘epithe pe i er at ee eS 
{retained ana ce ate ; 
“pa cmon hind pe ar dese ow. 

Sitesi Arr t ensues on ee of atesin ce 
‘nos-2 ester ses dawn te conaon Pak a he erste 
‘Snaton an on be tenoed after ous fet Hope fr 10 
‘nes er ngesing te pene seroma wae Ue he 
‘ce checes tata the eesty splat the levee 
ite at force-tentie. 

Tempest Achar tt comumes tempest segs the ity 
to rages per the Wonk pees Pa). Howe, ang mre han 
es a ep 28 pri eda re ne we 
penitent down he atin ak ts waves te nr he 
co ea ne Doreen 
eremeve by ring fer ous : 


year's Run 
I the Rese fun iconv angers, years Ran argh insane. 
"oe infamous by» Corlian pt nme Rea jer, the maging un 
esis with pking up Verne shatter gra sere enero ses 
"he Race aster fe, siping back out whe ving Imperal pat ol, 

en lnding on Tatsine were the guar exenange ore fom 
vis suchas yt a ashy. Te smug he aro ee 
Saves to ese ad tries the the pon amit for ag of 
sivtestinspce, when hy ped onthe prison pane oF Kien hee 
"cane raed forthe redo of eran cont sal Hat) ne test 
ej he ru les devering the ed prsone te Mar Shas, whee 
"he pone ea resume his oe cial enters ance mre 

Thsran se tazaraeus hat ny he mast ols rhe mst epeate 
neta nadine he angers of maging seo fil anne 
stant et af eng atest by Inger! pt he suger mht 


pect be ambushed on Tatosine by enemies ofthe pisone eng Mlé 
‘on tle Furthermore the amintrton on Kessel esametins town 
{renege on ter de, aking the aves a then aig the meager 
itn the Ma Fal esas mates ttl Na Shaan be 
Ist be eae abot tepng ow pai, fr every ener te pret 
adn ie, ere ay sare mae a Na Shas seme whom 
ight ven hei wrath onthe smug who eee conve 

yc Runs as one ofthe lanes runs a suger can ma, which 
aed tev At least eight erent hyperspace jumps ar ined, 
‘ome psig prs cles to seo els he twins Tato 
Ding each jomp.n ation tothe pss fing nt asta pase 
ing dwougnaraqoemeeorshamer theresa he ie of encountering an 
Ieper terre cue ie the smugglers hpi aed dom 
sith egal arg, Beas hese peciumpsare made so rare, esata 
ial more than 2 month (DC 25 Use Computer chek tafe pl 
2 course rtd af teu DC). 


hpi to Wn the grand pea Mut’ tv fe dele 
‘ng the pane ste to Nae Shaan, ir testament oh yo he 
uncertain that smug cones years una sure isin, 


‘The Byss Run 
‘Te Deep Cre war! Bs as dcovered nthe ater eee of the 
Aepube and eventual becae the seat te er Emperor Petes 
Epa te ate ot nr Garde by ate eet perp, 
Bs virtua nace to rye ha drs rt posse Deep Care 
‘Seeuty Zone eearance—which exces rea everore ithe gly 

‘omer wine many alate lestir, the natant By are 
desperate ote Ws of nares nd entetimets ntae fien 
toall but he hiatest echelons and tit mates smug sch god ano 
ssa hy rate endeatorAtough he Igeral fleeing By 
teuades the et feat signifies rarer at professional pot ane 
‘sugges rns he rts worth the enn [nt tee of which 
‘he knowlege hat rat een teres secure Imperafaity intey 
can ite hen ou 

‘deting Dep Cr Secury Ze earn esate sre topo 
sie he pire sues tem on oe mest and aed ade 
en te, th pte ual regures hat tse ade be cred eg 
the Dee Care ina comoy shepherd by 2 St Destoe Ves caught a 
‘ering Be sce what the proper eaance can expec fe Fed vp 
yew tan aa dete Star Destress ore ech an exten st 
Shpan nce nel amore gor aete mon ee 

‘Shaul ore Safely reac Bs, howeves, te value of ay gods Slt 
‘here stomatal eases by 800%, However few expartabe goods 
‘We produced on ys ta caat be purcated mare cheaply eet 0 
‘hen avian utound cargo" gaienges ha wart ge Byes 
wivouthe poser cearance web 30. 


SPACEPORTS AND 
SHADOWPORTS 
Spaceport ate ass’ best end ad anyone that waves he pace 
lanes tstersivey wi eventual become inate fara wth ze of 
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‘nthe ste. itmiht seem 2 though eof erime thee of eoce 
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Misdemeanors 
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‘thes an 000 cen cages ting reaping ress ares, 
traction ose incaignerting who ating alse statements 
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eserptins of the suspects te pal wie, secu hepa, and 
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SENTENCING 
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INCARCERATION 
‘Onze sanones oud guy ofa ine that character ea expect tbe sent 
‘ft aprzon cy atthe eset convenience ofthe autores Paos 
‘in Str sare highly seu wth mecha a electron eso he 
‘cela os on gure for ever tery pone, and fl mei and 
‘eeatonal facts to eep he mates Resi and manageable They ae 
‘ten tcte onthe same parton whch the al wa cone, rash 
Sone plane's abr ror nd iaen ave eabitatan center where 
‘iminalare taught a become productive members act Alesis 
‘sth cae n Reb psas 

Dung the eg of Empear Papin, prisons are diy, overeronded, 
understate, uederaped r ate.imperal prone ae sometimes 
te plants, which sere a ding grou for convicted criminal. 
‘aly gars emanate psones ate fend or temseves 
Inimpotstiy harsh contin Te oly way o escape the pon ant 
‘ohisek a tupaly sarhip or nek bo 8 stn Inert i 
2 peril psn i common vewe 5 2 eth sentence; many conv 
Pers at th hands oer nmates or second tthe arn cordon at 

Fored Labor: Worse even thn Inpeil piso planes ae the bor 
camp set pb the pi, such athe famous pce mines on Ks. A 
‘arc remands tan or foes abr cp wok nt he es or 
Senctow capes 

(Condon re cten bare lable, with igh ray. extreme temgea- 
tures tx storpheres reve madonna every fat i 
Pisoners whosucranba tee earoomertal artes might besten Uti 
they retin to work a xed nthe most xp way pose 

ermore dest he contin na force abr psa ete Pon 
Brea scram Chapter 6 Fringe Ercoures. 


x CHAPTER IV 
FRINGE ELEMENTS 


$< 
" hvoigh many kta fet ine aig ran ome 
Scret or evap the conseuences of ba dein Inui nthe 
| Ege it ey. Oe you more way fom the safety of goverment is 
| and its quardians~you're on your own it someone cross you. Even worse, 
Ifyou ange te wong Shadowy fue, you might fed bury ters or 
{sais sing fo en he cre 
ene prefer toive yi own wits vent mean they ave 
tw ee th eye open ano stefan Some ca ie He ude 
Sets be there fat ool Oe eny and ace, ehh 
Sr orgy an pee any fe enero en ep mines of ese 
Fina afew ean tep ama fom the fate pefeig ie nthe 
Andere gaan exe eee oes shan 


ERAS OF PLAY 
Invern every reo, there ar oteorthy character If 
wal erase fo bute he lw aa ein he Shadows. Some 
Sterner resons bly rowing testa anny and vst 
‘le but mos ae either looking Fos guick eee ave utc 1 
‘ee ato fea 

Te flowing ae sme ofthe mst otros, sucess noon and 
stewart assis nla bouty hunts smug the gan. 
has cer ten, ome ofthe characters decried in hi chapter might nt 
appear your campaign o een nthe era dri hich ou campaign 
SE No probe! Fee ee toe these game statis for new characte 
‘st yearowneevsing changing names an bachrunds 5 need. Yo can 
host equment tensa feast eae estom character fo 
uray to inert wi 


BosHeK 
Fa yplea? Corian ace ftom the yeas f the Galactic Ci War ents, 
‘Beste 

‘Driven by a ere forectement an se ies, oS this 
homeworld tomate is forte nthe rans funder plots, He sed 
ay rom he les of enforce ebony rte an aes on smn 
Sdesionge misiors He so noob tat waked to inreate hoya 
fame an repute Pos the reco for completing te esl Rn a 
the fastest teen beating out i end and ral Man Soe 

BeShek took» rela feryng lets oa fom a ato seer 
wosshop concealed within monaeryon Tato sa espe af ine 
‘here Whe vitng aur Crt n Mes By, he wa appranched 
by Oban Ken, seeinggasage fo Aleraan, Shee ol ae the 
jo ease sip ha ben St down but he dieses te Jeo 
‘Ghenbacea an Han Sle 


istry, Beste went sown way He es 
tw tay the Fare farther bu au hs talent wast sang enogh 
‘om fo ison ates prevent fom nga). Shorty tere, 
‘efount» woman an he un oma Rebel el hat sought oi he Hs 
ole Sie geting the beta on be hep er cs the pe! sy 
{a dacoe She was an Imper agent. Thou she suggested e Jin he 
pie, BoShes fused and was nacre. Although Ns known Ratry 
ers ter thos fim he Empire chs alee, reat 

TeSheeace when end the conta ofa safer pac tras, 
ramet enter Heeleves be est chance a eon soac foes ea 
fn Asa result he reeset with perl weapons aa rong armor 
(er sete more mance eins 


“MOST OF THE BEST 
FREIGHTER PILOTS 
CAN BE FOUND 
HERE. ONLY WATCH 
YOUR STEP. THIS 
PLACE CAN BE A 
LITTLE ROUGH." 


-O8I-WaN KENOBI 


» ie 


BoStek as 
eda Human sale ce pt 1 

Destiny Force + 

tai: Semis Prepon +4 

Languages Bae, Sopot 

Detees Re 25a footed 7), Fo 7. WNT 

p83 Tvesold 22 

Speed Squares 


Melee une +0 (6445) 

ange step 0 (2464) 

Base Atk «7 Grp +10 

‘Ak Options Bs re Devastating Atak, Pretraing tack 

Actin a Tye, Pit ark Shot, vicar Combat 

‘Abilities Se, ex 17 Con 14 2 Ws 0, Cra 10 

“lets Devastting tac heaey weapons Draw Fe Fl Tote, 
Feettng tac eacy wenpora pon Speciation 
(hese eases) 

Feats Amer Pofisecy ight mesum Bust Fe, ce Seri, 
ait Blan Shot, Sl Fos Pot Vel Comba, Weapon Focus 
near weapons), Weapon Piney remy weapons py es, 
‘imple weapos) 

ts tite #12, Knowledge tactic) 10, Mecans 10, Pt +7, 
Use Computer 10 

Pouesson bast sta coming them detonator 


Booster TeRRIK 
Booster Teri began if ts Corellon secing hi fortune and sent, 
acing ite ck fining the former a ree every tmehe und the 

eH ack ipped rept nth a yas of Nae evel 
"aking tun aware he pale when he an ah, boreé Brin 
patron rane Lito, who was mae tam wing apy thew Teh 
‘oud tke hin on a copter happy agree, and the te bse 
‘Imotest bases smug. Because! then of experience they 
‘ere eught more ha nce, ut hy always escaped witha ga ose 
‘ck: The ck wal vet have un out the Cane Wars Pant 
started the, he Repub ha ne ser encen tant mile 
Smog and he grapomarhet egos. 

Avough erik was mest onceres with making pai, lon wat 
sang shsaphia Suporte othe Separatist [rte hve who 
tere genie iting forthe ih tbe ree Terk wert lrg an wat 
‘0 sup of ringe Separatist sous When the Clone Wis ended, 
Terkcontued ong bine with tate ouptht rape ern He 
later fe eve witha woman are ela ar he a hd ugh, 
Mia Asa est Tere red to sete down t spend mare tine wth it 
Family He at lion arte ways on good term 


a 


‘Aca the star yacht Ptr Sate, Tei struggle to make ends rect 
there rilealy—but ue ama our ais en 
ie de, was free tury wrens, the Ares ay, tp aie 
Ihre eee issuer ith ter whenever he ad to mae ong 
and het ot ras nate ales, Wee wi in on sorter 
furs He ome hn of Wedge as sown lod; when Wee's parents 
(fee ey pate, Terk aned he young man 27-95 Hehe wll 
More tat hele to get revenge 

“at ews resid othe lan avo up with Ferikevenuay ae 
vo expr and erence tS ers ot ese Fe yas har aber 
‘Soy men with mere sbvous determination than Booster Tei and 
muy Corsec officers sid the edor-ovng sage would make 
for expe land ile fog Before his ine mas served Teco 
‘bin eomierel posse escape toutes, bth ever sa area ace 
Dramisingenush tort hs ested ea is ar abr, bulng hs 
Seay onsleabe muses ta Gamarrean proportion, and foght the 
‘ea boredom af an uneharing da retin 

"When Booster Tent was eases stort after the Bate of Heth, he 
founda galny ofl rebelion is aught» competent sagen het 
‘wn ight an young gen ombat pl forthe Rebel tant He per 
eas beeping 2 ow profile bu vet fund hse drawn bck no 
ras ana Wedge bate wih he Empire: e ined ves withthe 
‘oh anne arg Dretor of mperalineligece He ok over operator 
of er tae af operations Yah Satin aa tuned he satin nt > 
‘Seve shcnwport net Fea’ andthe read arganaaton 
‘st power enugh fr hint elo ea event with at 
2 Tol Karte when te situation eld orn hat eapaciy, e ede 
ip being involved inthe eapareof h Star Destroyer Vane, which 
Irnage operate he Allance to han ve fo hm Revaming he sp 
rant entre tres tt 8 mt raconpr orl any a he 
‘play Fr more on the rot Venture ee "Lean bon 

‘though tot mare than decade fr eto get the Eat Ventre 
nian able ting, e anand to 0 when mast of he 07 
Sune e coun’ Hsopeatanensesal ut even tps sn 
Sar Desvajer sing ts mole ae of operation gave coniceae 
Bianane Tek continued tad tae esa 2 fry, inary Mirae 
Sr Wedge, to esses degree Caran Hon até the Crem 9 former 
‘mendes afte Roque Squadron 

Tetsu bunt man He's witing ough pseratars talkback 
‘omarards mate deranasofsaactiegeverrets, nts 0 sBow 207 
‘gh ef sume fr doing aT consaersRnsl a emade man, ed 
Ses sce dorsion rm ajone-eipecly rt now ate othe 
"ramen Whe ean a prebem ytocing hea fog, be doe 
‘Hone heiscapabeto resent bravado when te oe and 
‘ven subteruge I pusted oi Athugh he acts no atin ya, 
"othe omies eng can cout on i a bck thm gut ny es, 
ra materhow oerwheming, 


Booster Terri 

Mesum Human sande ser Serine od 2 

Destin 2 Force 6 Owrk Sie 3 

Int 96 (Pek Fit Senses Pescepton 2 
Bac Sotnese Hutte 

Defenses ie 25a ooted 2), Fort 36 Wil TT: conmand cover 


Melee ware +12 (248-9) wth Mic Sing o 

Ranged laser pistol (38, 

Base Ak 3: Gp 12 

‘Ak Options Carina Brae, Cush Mele Defense Mahty Si, i, 
Pain Ba Shot Scher Pe Tip 

‘Spec Actions eter icy tan Des Foals Luck, Uncanny Luck, 
Welt Comb 

‘Beiter te 17, Dex 1 Con Vt Ws Oa TO 

Special uate command cover) 

“ets eter Lucy hn Dea Catoa raw, Fos Luk, 

Inpire Fear tors, Fk Fight Suc ure, Ueany Lack 

Feats Crush, npoved Damage Tes, mproed Defense, Mar 
‘hts Marta rts I, Mee Deters, ighy Swing Pin, Pa Black 
Shot i Veer Comba, Weapon PoP pitas es, 
‘mpi weap) 

‘kite Deception +1, ate formation +1, Knowledge wrenveray 
3, noua glee re) 3, Perception v1, Perunion #1 
(can sera when tiiatig an tae beter res Pt +1 

fPaseson ster ato comin est eh Stas rant Venture 


BousHH 
‘Sous wan Uese bounty hunter best nn for bing impersonated by 
Les Grin st bbs Palace hr afte Meath Heabohada reputation 
forbeng extremly can.a elu quaity na peesin lea wih ager 
apy ltrs Theat suggest Bush ws incapabe ot emotion. 
Inded ne ated alran-Uese with pasion Nevertbeles, Bohn was 
mpc cola hisemations, and eyes nla beg 2. 
tomate cam esone econ even nthe eat combat. 
"ous was sleney ever or anes Ths mae it rare ale forthe 
ounty hunter achieve thee of phyla ete to rigig 
Intagets thot ears ining every oct resister wih on 
tude and deste to rove te cul tat a bounty unter AS» es 
Bosh prefered ous ower eposes tomate aningrsion Bost 
wore burdolee of grenases chose forte ret a pater msi. 
‘Scene was raw or ing same Sue, hi foes were wing To 


[ef = 


Bou sed the fact hat as on unl lense hace fo muni 


hein ffece Bla Sun rel anagret- pon 
‘no evel wed thm inher maton fo save Ha Sol ve ater the 


ous 
Destiny 2 Force 5 Dark Sie 3 
rot Sena Pe 
Defenses Re 28 ia-ooed 3 
hp 6: Tesh 28 
Hee fore pe +8 (2084) 
Made force pe rB (38-4) with Rapid Site 
Ranged baer po 12 (306+) 6° 


aw 


es Mar prove Dam, Mele Deere 


‘bes Sr Des 18, Con 2, nt 4, Wi 6, Ob 
Imoroved inate, Uncanny Dodge | ‘ a 
Feats Amor Foiecy ight) Dnse, Improve sem, Meee Defense, 


Tobit Rapid Sti Shake HOF AM Foci Prep) Veaon 


Stills Ercrase 1, tte» ca 


ooo Kast 
The meseeary Jodo Rat bean hs arer xx command wing forthe 
Feet linc On «mii t9Gorstat Kast fare rata ouny 
ner in Menlrian bate armor The eb! forces stock th bounty 
tet named Fest Bob, for the feared Bobet Our te Fina 
(manages tt Festit ana ecw te amor as Bota et sate 
Deas to eae hat Soba ets eptaton was so et hat anyone 
Ihsan fr he legendary bounty hare wal ave an abvantge the 


ooo Kast enpesnated Bobs Ft nd began aig contacts and malig 
contacts He madteg hs gea flo ar much Feta pose, 9g 
Toby later to age to be eatin epaiting his ons 
ith Fes Once he tne the ina ats the inl vdermoi 
fst eats it might robe wit to sete rae of the est ace ard 
Farin he bounty hurting buses, so he ean Ms 2mar to 3 New, 
‘epee esa aig contracts unde his Onn mame renin 
Insert hi amar andany sumed conection ote Marian 
Shermans 

‘During hs prio he GlctiCat Wr, od Kast as 9 more sue- 
sf sent ana ercerry ha ouny hater He col find nig 
[Seve tages ana e was an effective coat na standup Fh 
Sets aed be bv eur hte sin ating downer 
‘ertractng them without tgeringa ae battle He wore fr atime 
‘ih we te bounty hates 2rd aa Poles rod sowing then 
othe legwork whe he sted she actu During tiie eee 
2 Lames sue, ch became hs bse of operon. He Pad the 
Shute nase up-ounel a eared i the Faxon fora tne 
‘aan Wo tle nth Ne 

Thepartertp dais aKa ound ins onisown aa When 
or gut ut hat Sob et ha edi he ey af he Salas Fast 
ei the ine was again htt begin impersonating the mare famous 
‘urteana caring te ig grees at Pet's mame commande, Von 
ilo fast pent conser tne paving peop hat Baba Feat 
$ave Ths, he he ve Boba Ft began operations agin te the 
Saacefour him ta besonenha "iagestive, o one qustonedt Fett 
rast amie ose hema beigmpersarate s0 eared dow 
at On Nal Mut ve year afer th Bate of Yavin, et ape Joao 
stand place himinaeath vp. Feteepine that fasten escape 
‘herp Fete woul ave further qual ih = but et ded rat 
st wat uve case Ne ws st an imps Ft as ah. 


Jodo Kast 

Mesum Human slg 3st Aqusioger 3 

Destiny 2: Foree 5 Dark Sie 2 

Init +8 inprove ue Draw Senes Perception 1 

{anguags Babe Hutese, dese 

‘Detect 2 (28 Fat-oote) For 6 WN; Baan 

Sa Teal 25. 

Speed ¢ sures Suto hy Bsmares 

Mele unarmed #1 (17) 

Ranged heavy baste +1 (448+) wih Rapid Sha ot 

Ranged teal detonator +2 (tats, sae bat) 

Base Ak 3: Gp 2 

‘Ak Options Colas Damage. Fon Ban Sho. Fece Shot 

‘peal Aetionsnpved uh Drow, Shae OM 

‘Abie tex 16, Con, nt 1,1, Ch 

‘Special uaites sty sear 1 

‘ets Arored ete, Eason, Improved Armored Defense, Improved 
(uct Oram Sueone, rage Wer 

Feats firma Pricey ght medium), Coster Oanage, Marl 
‘ts Pont an shat. Prec Shot, ik Oran apt Shot, Sake 
ROH Werpn Foes ss), Weapon rticeny adeaced mee 
weapons, pts, ile simple weapon) 

‘Sully Cinb 12, Ena s2, named gc re) 6, 
Mechanics 1, Perception +1 

Passion tute arma hey Ds pst thermal deta cade 
‘inde comin pak (10 charge), psttscramber 


ato 


JoRU CaR'oaS 
Teugh ew perl naw is eam, Jy Caras hs touched many of he 
rast nortan vets inte gala Bening his caer ava Coeian 
‘avgator ana snapping shi, hand Mi ales ere pared the CRS 
Commander Thawn onthe Oster Ram Dest he protests of flow 
soe Cas was ene open ad hret wits Ta. He wap held 
long enough oar the Chit ngage andar something of te ways 
en Tieawn ial reese hi, the te gated ren Hower, 
Caras was alo the fst Caeian that Tran eve met he ht 
van gained bout the Gale Repbic wou Sere hon wel hen Re 
lnterbecme a ng offer. 

Wie a Ors reo Cads made the acpuitnce Kian Dein, 
hoa been set by Darth Siu to destoy he epics Outtovn Fgh 
‘hore bon ard Doran essed Chis sare, When Darina an Caress 
‘ecued tthe Repub, Doran Yelped Cae estan »imagsig 
‘petion that wa ast serve a 5 ng for Darth Sou adhoudy 
‘Dora hep i imate beetctr ert rm Ca) 

By the tne ofthe Careers, Caras was 3 power smuggler and 
‘ing erm. Though he ryt have the power the Hat ew 


‘na positon oat over oon omarion when Ter assent 
{oss Alter he Cone Was Cas wastrel na bay nr by 3 
Dan de ances ony ater rding Yon on Dageah and ee 
healing fom he exe el Waster. The experience gave Cas revewed 
{rear baa dering he cri mpi so wae ie in 
‘ne age of acti bu deminat in rane With th tate el 3 
rn increing intrest nfrmatian, he lta rant tht ree 
‘Hat ofeven he Hats 

Inthe same yor ahe Bate of avin Caatsathoncesainbegan 
‘ofa He lew off na priate yacht see rte hing rom Ys, 
tne eMac mtr wating the second chance hha are) 
reece. Caro neveretunes tober emp enng tobe ake 
very Tian Kare 

(Cates mest instead to Exon hoping fe i trom the Aig Ti 
rons Me require eur treater rom tem bth vera 
{bed to ecw He wa, omever tuck on apron oe ol 3 se 
{othe mons eb» fortes ana ast ary of tac. Wher 
aon Kare ater sought Cas, oping fora cpyo2 document end 
1 brewing polite war, Caras wat ale to tur event to hi fv once 
tore He lowea Kare’ agente ia him whe these time rig 
Sr eveny ofthe Ang Tithe cre ores to isestucton AOR 
Garanseter colt 7 wou give Kande the eae formation Ne 
Sought eid ave enough other infomation to gv Fare an agen he 
‘olowing eptiaos. 

‘ter ht Cara once agin faded nt the Bckround, apparent 
recovered enough eave Enoean fer prolange periads He made est 
‘ne ina tip to Chan pce te death Tr, appre tf 
2 pramse fe made aecates efor, but he deta fh ate aos are 
Sparse mbes Sil besa cuing and canny suger who ence aed 
‘gunaation that cou even eaten laetar goverment oI woulbe 
Ure to asame Casi doe afecting erent nthe gn. 

The lowing tock represent ast the ight ts cin 
ral empire ha encaunte ith the Dar Je nd subeeguetPelig 
by Yat before hs rerewe ean began a This aporaprae fr 
Bein any Dar Tins campaign, set between the endef the Cone Was 
ta he te of Yen, 


Joy Caras 
esi ran noble ine od 5 
Destiny 2: Free Dak Ses 
Int +2 Senses Perception +1 
Languages dus, BoheseCheunh ures. utese Reese 
Defenses Re? 26 (Fat ooted 25), For 2, Wi 27 comand eve, 
nie Fer 
hp; Treshott 23, 


an 


Speed Ssquntes 

Melee sar 9 (14487 or 

Ranged laser pt! #908646) 

Base Ak 0: Op 9 

‘Atk Option Pent Ban Sho, Freie St 

Speci Actins Ambush, Born ener, ity Tees Inge Ay 
Veer Combat 

oes Sr 2, Dex Con 118 1 Ws Cis 

“lens Abas, Minion x2 Bor Leader Comet, Diy 
Tei, mg! Anse Fer spi et 

Feats farce Sensi, erdsin Low Paces, mproved etnies, 
ings Pit Bark Sh Preise Sa, Sil eas (Cather 
Information, Koon [gat ie, Persson), Veer Combat 
Weapon Prien [sta sme wears) 

‘skits Deeption +5 ther lYormation +0, rite +12 rawleage 
(bureavrcy) 1, Knee galactica +18, Prepon +, 
Persuasion 120 Plt +12, Use Compute 2 

Pascnlon aster po cole ender comin encrypt ngage, 
coe hp eataod 


MIRAx TERRIK HORN 
Mane, without cut, tok afte er ate Raed on Cori, Mirae 
Spent much ef er ou ith ldo fen Wedge Ailes: When er 
‘ter mas apprehended by CiSe an erence at ib on Hes, 
‘heunderge Mira tot oto the sal prt Re smighng option 
‘a seed by Jor Cas She pron flew the Bowdon ye 
‘Par Str, managing a ee the ergptation together in pay Sing 
‘mai lel ob. Unt na etecton to the Rebelo, Wedge ned et 
hen ecu mest with re sip reais. 

ret her ath aa hat of Wedge Ailes would cos a 35 
espe an issgenemat Corn Hor ico her tam the eral ves 
lc ia Caran Hor as the en of Hal Wor, wh a expared an 
Inprisoned Mar ater Despte her rtinetive die of syne reed 
{oat ory, Mian’ tend with Wee eorinced ert wr or the 
Felon, and thsi tun pt ern more raul contet th Corn. 

‘ssh sane ileal ups ta he Reelin and iter the Hew 
Feb Mi cae to appecate Cra Hort. Theta every fl 
love and were marie Never arent ow he usando ave the 
verre Win as active lochaerrting hunting Inger ma, 
nd operating Smayeng ere even ater ting marred and ang 
ten Se became oped rent with Mara ase ard eventual eg 
team he operaton her fathers shi the Eran etre 

Nias often vce by acting cata Se etches eros ot- gard 
isteen maneuvers bathe atl nd rate ese) She ere 
efendot fay en nd aes Tote who wouasee ia weak 
es wscore the hard way tat Mian doesn tate Beats wel 


Mirax Terre Horn CL10 Monin Tak an 
Metium Human scundre!7mase priate 9 Mesum Hanan slke3scout sound! bounty hunter 
Desig 2: Frees Destiny |: Fores Duk Sie 15 

Int + SemesPecenon +5 Init; Senses ow ght vison, Perception 614 

Linguages se Bon, Mute 

Defenses Re 74 (at fated 2), Ft, WHE ‘Detenes et 1 i-out 25, Fa WNT 

ps Treo 2 pas Tesold 3. 

‘Sper 6 suns: Pet Footed. onring Risk Speed Sires 


eee virabad +10 (abe) o 

Range ster pistol +10 (36848) 

ase Ak 8; Grp s10 

‘Ak Options ping Sh Dit Fightin, ois Bln Sot. Presse Shot 

‘Special Actions Cursing Stet Dipti Riders Frenzy. Tale Tem 
ive, eer Combat Veteran riser Venounte Ys the Une 

‘oie i, De 15 Conn 10 Wis Ca 17 

"ent Cin Sate. sre ade Fee Speedo 
Them Ave Wak he Une 

Feat Pert fone, at Br Sh, Pree Stat Rung Ati 
Focus ersuao,Pt,Veticuar Combat, Weapon esse, Wespon 
Profceney advanced mee pst, sme weapons) 

‘Stila Deception +19, Kowlesge galactic) #10 Mechanics +0, 
Persuasion 18, Pot 7, 

‘Paseo ater pte vrebae coe cide com long-range, 
Too ky et eae sac rasp 


MOxIN TAR 
ein rks otoous our arte respecte for his ervey nd ious 
‘es ctv rng te aati vl War andthe Sys of the New ep, 
“nce ite fr the saci of eo he ef Me esses net 
ot Tn father as er ltr commander an ered the Empire 
‘ref Sut Moun tes ott fouow in i tte faseps A 
out ape aangored prlege Ife on Sanden nought» career 
‘espe hs ahers Rosai ey. 

‘Moin anaes te rmar fh Sun Gas of Tyas hich sito 
haere the amor fhe Inger Roya Gur an, hey he Sera 
‘car tat peceaed hen) Tar amer ha been ade suth net, 
ede takes get car in upgrading and mainting ts pts, owing 
into fenton soe, witht he ee for pres Tarkeevs that Feat 
Team entremel power weapon onde gre ou Nis way terrae» 
Irak before tating estan, 


Mele force pie +8 (2887) 

Ranged heey beg 1 (04065) ot 

Ranged laste ie 11 Se) 

Base At 6; Op 10 

‘Options ui (ater fe Mantes Mark, een Shot, Fon Bink 
‘sit 

“Special eton Foes uc, Hunter Target, Shae fF 

Abies St 10, Dee 1 Ca 1, 1, WS 15,38 

Special Quits far foe +2 

"Wnts Aue Sess, Armored Defers Fos Luck, Hues Mak, 
Hore’ Tg morved Armored Dees, Keen Shot 

Feats Armor Praciene ih, meu), Pot lr Shot, Sak OF, 
‘Sil Focus (Pesison, il Tring Persanon, St aing 
{Surv Si Training (Use Compute), een spect ee page 
2 of Stshipsf he Gl), VeaponPrfiency advanced meet 
‘nepars,meae pars, pt fe, simple weapon) 

‘Shi Eesrnce + itv 2, Mesranes +1, Perception 6, 
Pesuasn +18 Plt +12, Surv 12 Use Compute 411 

Pousessons lati with improved accuracy mosis, force 
be wth ioe damage modest, heey Baste psi wih 
Inpovedacurcy moses, ceremonial rma (0 mo wth 
emt pctage and rtestie mast, binders medpa 6, 
Comink, maerebneular, varius pesoalonings 


PRINCE xIZzOR 
‘The elgatileae ofthe Black Sn crime sya eading up oan 
ing the Galate Cv War, Pine Kiar 4 eageoun Fleen woe 
Phen prone it outmatched on by ns riinee an caning Ka 
Fost lead the Back Sun crime sat hanks ahs theses and 
his abit to think is opponents and Kor prides ims on is by 
‘area tole Xi believes pap ts muh that there nae inthe 
«lary tat he cannot ren ard manip ning Darth Vader an he 
Enperor in adn an vewun caning, Pace eto ep bie 
inpek pyar condon, ana sled na vary of marl at ans 
‘attmariip. rst many oil rime rth, Xo des at ee 
{fey up toh minione an flowers aough he aes have on tapenie 
and weaned human eles rl body, Gt. 


Dirt, munca Fan with ren say sin lng ack 
tai ped Sc in topo. Kir hyo at fats the space 
hove Cnseant aed aha pina Steps atch platform Pe 
se fr tarpon, 


Prince ioe a6 

Meta flees noble erin rt @ 

Destiny 2 Force Oak Sie 

Int: Senses Fereepion 129 

{angunges Bas, Doce, Bt allen High Galati, utes, Rose, 
i Stee 

Detenses et 32 (aoa 

p80: Threshold 26 

Immune v5 1 Fortitude Deere aie Fleen pheromones 

Speed Games 

Mele unemes 131058) 

ange loser pl 13 (04648) 

Base Atk 12 6rp 018 

‘Atk Options Point San Stor Peis Sot, Sse 

Speci Action np Aly np! Aly ge! Ry Inpro Ween 
ese, spe Feat pheromones, Pst 

‘Bis 13, Dex 1, Con, 17, Wi 1, O36 

Spell Guaties command cover od eth, pheromones phermane 
‘eimatan 

“nents inp! Ay np! Aly I img! Ay Inroves Weken Reso, 
Insite Fer, spe earl Notrous, Presence, Tey Ursavery 
eputatan, Westen Reso, Weath 

Feats Ung Marts rts Mart Are Marl soit 
‘anh Sh, rece Shot, Sa Fas (Oecepin, Sl aces 
{Perception Stl Fru Persson Sipe Weapon Proficiency 
(pst, singe weapons) 

‘skits Oregon 12, Gather formation 6, native 8 Kronedge 
tarenvercy) +18, Knows (gull) #16 Koolege (es) 
scenes) +1, Perception 00, Persson 21 (may ero esing the 
beste res Pot v8 

Pesesons ter pt comin fine rbes, um pica doi (Gu 
Seepage 152 Treat ala the Virago ie page 13 of 
‘Stasis he Gale) varus prsaal bongs 


Fo 6, Wa 


SNoova 
Snooe isa Wookie boty hunter active ding the tine ofthe Galactic 
(Get a Exe rom Kash for ing hls in combat (bao at 
{e Wootes tae very seri, Smaps sine a2 Ie on te fnge 
to aod svery a the hao he Epi. Tough rt mach town 
out Sreoa hes sé oes member of «merenaryga 
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the Are Shr, Black Sin sen hn 0 ea ise 
From tine oie Sova asa aes peal bunts 8 wel own 
ruta ott bounty hare 

Sore i recognise ang te oter Wosies thanks oi 
ich mated th Bch pats andthe way he aes the fp of 
tensa tat is orcas oa fit tp Soon et an yen prt 
Suntan wears a eet hat eects oeyeret loge 
tye sce, ging i esanced ven Uepleatng the helmet, 
‘and on many ames) 
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Mei Woot slr cout bounty ter 3 

Destiny 3, Fores; are Side 10 

Int Senses an son Percept 

Languages Bsc cant peat Srromooe 

Defenses Re 25 (lat ove 2), Fort 35, WaT 
"5 Teil 25 

Speed Gsqures 

Mace viro-ar 6 241010] or 

Meee vos 0" (30030) 

Ranged heavy baste fle 1 (3065) 

Bane Ak 3 Grp 18 

‘Atk Options ate [ea bse ill, Deatting Atac (sone 
le wespoal Haters Mar Pint Bank Shot, PanerAtack 
Sie Punch 

Special Actions Harter’ Tagt Sate WO ge 

‘Ablties t 20, Dec 1, Con 6, 10, 10, OF 

Sheil exrsnry eet aia 1.8 

Toles ate Seren, Devastatig Artz ldraced melee weapons). 
ore’ Mar tr Tage, improved inate, Suc arch 

FeatsAmerFroficeney light megan) Pot Blk St, Powe Ata, 
‘Shake OF Si Ting (Survival, Weapon Foes (adaneed melee 
‘weap, spon Foc ies}, Weapon Prefer [eae mele 
respon pate, simple weap). 

‘la Cli +10 ay tte 10 even hen vested o estate, 
Enorance Inte fray er, mst ep sean re, 
Ferception +12 (nay rerl mest ee second eu), Persuaon +4 
{ay rer oie, mast ep Second eu), Suri +10 

enenon tei, ra bnders comin, beet epee, 
att, ares personal eggs 

“Indes Spot Per tack 
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TYSER ZANN 
powerful and rue rime lr Toe Zan ithe leer f the Zann Con- 
Sort. inna yee that operates aod the tne the Galactic 
{Ge Wa Bom on anes, Zao sts at he npeal Academy at Cari 
‘hl hexpulon sth anf Gran ami Taw Zam wg haber 
‘ining rambo rina eheme on aria raging ram erecta shoe 
‘esto sig vertares grew ta een the Emp an pesoned te 
‘ane Conartom ata en bath the Engie an re Rede Alia. 
Yaqnandhisrimesyate ave many enemies, rnin om he Desi 
tcl to the Epeor ine yet te Zann Conarum thes and 
(Posse adver. So powers the Zann Corum ht he te 
‘Eno Selene, Zan can maafatore is own weapons, ahi andthe 
‘Stel needed to martinha erminal empire 

"eet Zan 3 hasiome rs nh whe ar ands cared fice. A ars 
‘ran ann ane eine spe mies ese from wc ranagea 
‘sapland haute repair big cot ck andes. 
ambi se grat aah es nan te nh way eer. the 
‘Sgtfeam amounts power a ied apt any oaks 


“yer Zann 

Meson human coun stl emer 

‘Destiny 2 Free Oak Sie 18 

nts Senses Perception +14 

{anguages Bau Soece, igh Geis Mutese 

Defenses Re 26 toed 26), Fr 27, a 

pas Theol 2 

Speed estuares 

eee vse #10 (he) 

Range lectin 1 (24846) 

ange steer 182846) a 
‘ster caine +8 So) wih Dave tac or 

Ranged ste pistol 13 [6646 or 

Ranged ol-out base atl +13 (46) 

Base Atk: Grp 12 

{Atk Options Doble Atk ied),Poiet lnk Shot, Pree Shot 

‘Special Action Battle nays, Druptve, omitable pre Far 
(ack Oram, Wale he Une 

‘oes St 1, Des 1, Con TK Wa TE OTS 

Special Gunite conmard cover 

“iets Bate Anas, Dsutie, Gembe ndomtable, spe Fea 
rape Fear It ape Fear Ntoews. Wa he ie 

Feats Onbie tafe Fenn aw Places. Improved Defenses, 
Poin Blank Shot. Pec So, Osiek Drow sil Foes (Decetion, 
‘Sh Focus (ess) Sa ring (Use Compute), Weapon ats 
(pistol), Weapon Focus ils) Weapon Prien Isto ies, 
Simple weapos) 


an 


‘Sk Deeptn +16, Other nfrmatan +, nstve 18 Krowege 
(bureaucracy Knowledge (aut 4 Perception © 
Person 6 Sen +3, se Compote 18 

Possess secre taste ps ut laste pt comin, 
aapd rows pron belongigs 


‘rom the eens the Shey mons Hone Zam sti sulle 33 
Seconds wen an opresiescety Wa mstusted er fo what 
She was ro what hel done oeleed Ts rove Zam ta sek cet fo 
‘seape ier hamenars, woh conice ithe mar Sets tachg ot 
‘the Maar After reahing the third degre of Maar wari training Zam 
left the et ry er and as restace mere. 

‘She wasted onthe planet Deton. xy moi lato Corscant 
(tou ata scar oat plane In tems of gate ipa). 
Zam wore he way up trough corporate seu postions. eventually 
besoning nsec bodypuad. Shea fond arate Cane wong 
on Devon ard eto enjoy efi if fr tine, bearing a augher 
‘aed Sore ha speared sary afer her mtv venta ea). 
Howeve vig on 2 ingle worl wa loo reste fr Zam, nde 
let cerprate feo hie ese ota 2 nt hurler ar sss 

"ey iner caer om founder working aap the same tage 
slang Fete The two red ane anothers prs a ene up Pango 
work oete ta escape fom the faco that lone. The tw Deana 
‘agai off-again panei hatincude suo event Zam betraing 
‘et Garé the Eder, en lft ma cagean by ia ate eseape 
ing to vesee Pi Yom he ale Je (and eae he Bd Gor ut 
omar Va Shorty afterward nga Ft was edb Count Doky tbe 
‘eel for clone ar. wih Jana receiving Bob et as at he 
el Zam he Jago Fett an ome romance withthe Mandala, 
but event reversed tallow fr such restora til Zam i ake 
hing young Boba Ft wh reared her 3 mote fire 

“Zam conned to wak with Jango but 30 ok miso am er mn 
Aletta near ay ogaiatn tars to he shpechanging, Zam 
tended o tate nsasnaton contrat ater tan bright ave 
nats, nd she as Svaghtornardn her lis, Zam woul wa wt 
"target ma ner and then soot him Howeve ch miso were 
jist anes for Zam: She ok no para pari lego eth 
Inde wher lana Ft rough a powerularac to roue ysl whe 
Intended tet destroy Conan, Zam conned ange tose tba 
1a ep arent the destiton fhe pane. 

“as fil msn wes contact fl Senator Pant Ail Under 
the guidance of ng Ft He fst effort was to pse a reporter and, 
though 9 combination of seGucton and promises of future payment 


coninge 3 Nabo seer par pln 8 "Tiering Seve” on he oa 
‘he eriseran the secityguré who lanes fale oil Senator 
‘aml Jango Fete insite her het effort be more ule ar proce 
2am wt porous oun 

am managed to sneak the estes no the Senators wom wig 8 
‘ner ta Bt Anakin Swale 68 Oar Keno prevertea them 
‘Spenser int the Oana. The Je cape her a rested her 
to vevel wo Ra Re her, bt Jago Fet sence er wih 3 Kame 
Serta Zam new whe ha otter ard cared at angen Hutese a 
‘he dst tere wat Ue neu ue Seger her vee Twas ater 
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Medum Cavite sider conde asain 3 

Deng 2: Fore Dark Side 10 

Into; Senses Percepton 016 

Languages Bos; Ct, hgh Gli Mutese 

‘Deters et 29 (at footea 26), Fore 3, Wl 22 

Speed Gaus 

Meee snares «8 (6405 or 

Ranged siete ie 1 241065) or 

Ranged spr aster rife 12 (415) with Carefl Shot nd Deneve 

Ranged sate ps! 1 (8658) 

‘Base AB +r +8 

‘Ak Opin stay Ste, Des Sniper Marder ts, oie Bank 
Shel Pech Shot Sek Atak 1146 Spe, Sping Aan 

Acton nar shapes state 

‘ties St 10, Dex 7 Con 1,18 8, Ws 1, ha 12 

{oleate kore tee, asad the Improves Amare Dene, 
Murderous ts Sen tac 46 Sping Asan 

Feats mor Peter ah, mei), Cartel So, Desde, Desy 
‘Sciper Fain Bank Stet Prec Sot, Sul Focus (eet), Sl 
Ting (Steal. Sips, Weapon Prfcery (ital es, 

Sing wears) 

‘sult 10 Deception +6 on tate 208 found ein to 
‘ue sf nitive «1, Perception 2, Plt 91, tea +1 he 
Compute +32 

esses Nota armorwene teat a greater masterwork combat 
uma aie ater fe wth geting scope, Baer pt 
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ZaRDRA 


Zara ie at example of “ypiea bounty huter-suecesul a he 
‘hove rade bth widely farts no parca fered Atal ua 
femal Zara 9 shied tracker a competent ina tbat not the 


IH fc a hat ac nef gn poe 
eeath th tie fo Ft or Bus Zara your woman. 

“nr are before ad rng the Cate Cl War bt te 
nown aut her segundo ert wor Whereve pose Zarda pre 
fete ort with pans ora ie she woe wth od Ks. ard 
{tre legortractng Son ages and forming pars toring hem 
Set ener combat sts te Kast The partners woe we Fa 
‘mons, hugh the pest rset continued to ete tem. When Kast 
tram aa rape apy for her ses an in at oot ins led wt 

acu spenng tine o understand target fore she mae 
into append She us fr wesnese or test strengths oo 
rdraes metas planer ech apie aries to cose Dom 
tral might ect ary bury she testo brng in, wt sles ere 
rion have ise, and aterat escape outs tous he ln fas apr 
Ths enon ears her targets oceans escape bere she's tena 1 
enfant the, but Zar satis tbe ave ong erouout hem 
‘dawn agin, She has ever intention of veting some and 99 1 
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Int 8 (an ero Senses Perception +1 
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Range steps! v8 (4644) or 
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‘tk Options Data Ste Murer Mar 

Special Actions Ege Take Sate tO 
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Talent este Sess UastrySit, Ege ace Improve te, 
ower to ie 

Feats Armor Piercy (ht, Doe Mbit, uring Attach, Shake 
TOM Sal Fast Stl Training hha Weapon Foes 
[asranced meee weapon) epan Pricey advanced meee 
expen, atl, es, simple weap). 

‘suite Earn tive fan rel, Gate Infra «11 
(ean el, Keowee (gues oe +1, Mecha 
Fereption ely lat 1, Steath-¥,Srvial 9 

Posisions bse pt fre Be, #hemal detonators, tga 


Zuckuss 
Zicasis nef themes engmati bounty hunters te emerge ig the 

{atc Gl Vas Ao the Gad was rao eared Bob eo 
wel known as Deng or Bosh Zulu nevertheless uta reputation in 
Sala rded is inon wae so great tat he became noun 2 “The 
Urcany One” 

“he tt of Zuchu’s amazing tracing sity oes back 0 Ns rin 
on Gan, 2 mis-coveret wal wih poor wy. There wose the Free 
‘Sing tration of he Fine, racer ste owe the Fre ch they 
‘Sn as tines ination to cts ising pepe or ens. acs comes 
trom long ine of Fgomen ae e delet tke hi sls offer 


Zuchuss quickly 
rh guary no other 
the employ of the ri 
bing a reputation as 
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waking down targets 
Over the couse of it 
‘rer, Zs colabe 
eunty nt though 
his lngest and best 
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aca cre as fl aig anaiows He wore wth an ito) 
the sid of ul, sere he Hut the Emp, ana eve the Asan, nd 
Dept this he coud never isn a high level of uses or stato 
Indes, the stesso estlecauta nim steal persnaty-ne 
1 hambie rope Gand wth aston mera teak, the ether» ol brag 
nr meray ling otk ty he py was righ. ss 
rental ess wren enough Pe sufeed severe ag dame or Ye 
‘ne tounyRuter Zach never managed a get lng with was Bobs 
Fett The famous Manasoran manage ste outs Zeus wa at, 
‘defeat hi and hs pte) incom or there omit he Gan. 
Feet wa ao repose forthe destruction o 410M, neh ha begun 
evga tof mora Zulu col ape with Zila Ma the 
‘tes flog to cagtre Han Sel, Zchas bean to show increasing 
fee spate Aer the Epes ek ew Repu bau, 
tracing dome wants arcmin from the Empire. Sho oy 
‘ere behind him an he qustonsle eth continue to ete Me 
‘hded up in detention on Coatan, ude he ering of Nee Republic 
Exmmon pan ard dangerous tobe ere Howe Zucker became 3 
legend ons romeo mpring a ew generation Gan bau ares 
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Destiny 2 Free 

Int +: Semis darn Ftc ection; ve he Fore +12 
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‘Deters et 25 at footed 20), Fort 26 VTS 
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Speed suaes 
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Ranged ase rife 0 (8668) or 
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‘aur Atk Grp 03 

‘Atk Options ure ase fe, unter Mar, Poin Ban Shot 
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Sale OM 
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‘Special Qualities ib regeneration specal eqn 
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Feats Amat Praise hey, ight, median), Force Sensi Force 
“ring Pen Bank Shot Shate Ol ring Use he Foe, 
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Mechans o1, lat  Steath Sri 08, se he ore 412 
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rie crtridge comin, portable compute beating sar. 
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ARCHETYPES 
Te fling character ae examples of he sande thugs, mscean 
nb opartans common nthe sale prs fhe gle wel te 
‘cuy and lw enorenen fics no crept ith Dem vy 
‘avers Tsing he eur tesla Tae uneected ts 
‘haracterum fl ola enforcers or dele hey reed ep ema 
ose ate tan come lth garetts for such characte 
‘cath a GM ean use neo these NP, ang backrest 
{us an eal ela as necessary. 

"he stats reteted er te he Human pecs 8 the basen 
Yous inchange a chractersspeces remove te cace’ on 
{ea wae al reateeth an Hin the stasis) nd pay be 
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“tonal archetypes ca be oud nthe Sap Eton or rl 
aed inte Treats he Gory sippemer (teva as Pret 
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BLOCKADE RUNNER/PRIVATEER 
Syacebttes drt necessarily end when one ee manages to abe te 
tems ship. tae ove might Pat the Sods of ding cs 
eching charges that sigralte egg of est tagemthe barn 
‘ton arcs epee in bari ston might be lotae ro 
er. rave sous wo pt space Varsports aug enemy eso big 
‘er ugpes oto get ward ou ofa esprate situation They mah be 
(te or priate, twa words tat oth refer to serene Hoping ae 
hip rt eats ag tet Same cit for pi teste ber 
pelea coe tut lltain to sbia ship and then pregare to ht hse 

Repl of ht mates tei. al phates hee a ents in 
onan Mast impartant hey pun oe cambat one eo hip 
they martin good onto, ete ow they expect abe eae) 
rage ip they war capture andl of wet expand a pratee 
fee As elt, hey Toes an hee dels canning forse sured, 
ing temas, ost rece Blaster that they ants compete he 
[sean eeing tus ie weapons or cst Tightiny around 
hyped or eneson mae maging 

ouing ren that here sending tan fighting tates. 
4 boi persona. Though hey might have solders ae pilot ad elite 
‘ares wating with them, te bes wits ae Pambayan. ger 
Thane ies abe te male oarageus aes ar ets belay AS 
2 Yet te drt wok wel ogee even when serving 2 ager case 
they preter operate n separate unis. 
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‘ase Atk Grp 8 
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Plt Use Computer 3 
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oo ht uly be space anspor 


BRAWLER 
‘brave Fosses on rare combat. neaperienced Wanless might be 
Ste more than los toghs fourm cantnas ard bak ales, but more 
‘aperence braves are fen ihe inal tient shady) t= 
Ing sorts or enforcer fr mie ciminlPotesonal pr gets 
‘eles emma, nd such rawies might ka ancien forms uramed 
ebat, developed by mysteaus orders hat hve let beh ile more 


alse, but I's wrth ating that a rae est eed oa oF 
‘era a wesgor abe dargeoun. Tha males them popu bassist 
In wort with tog weapon regulon 


Brawler as 
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p62 Threshold 
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CHARLATAN 
‘chart 2 mast of decestion isecton, graft, and persuasion 
‘ena chart os things it ou never alee fe your est ens 
‘even acting in yor best terest A chalatan mast uve on isan 
‘hrm: ene the stuton tus ent the ean hat ised te best 
‘hance o soces: However is common fora carta ft aound @ 
foe ever once shooting ha sated ot hae fends ra thugs act 6 


lap when pans go dow he garage ote 

Charatan ight be simple con ars of cents, ut they ean aso be 
sis ives repute, countereteligence agers reed ih 
{5 sngmsectin over lence. Regus ft mote, they Rave 
lene at t's ease ak people at oF te eres ha a eater 


them: Tes chart ste rok even hog thy mit be 
ther erme lnng te tins hoy, eat Ut they ra 
rene 
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DATA SLICER 
‘eater ian expert at maining computers andthe information 
‘ey tan Anbough few tata ices ae uptanding sere orig 
‘oratage company or goverment agere loves the seu of thet 
opt oens esa engages na eee mal acy Daa 
‘Sees remal wor apport oer fringe personas Segimahe on 
‘he periphery ofthe aetan ater tan bg ne tik oft They demand 
2 high rie, bas lang asthe ces ar avaiable, they éon' ere about 
Yourense you need someareto eet formation on dasa oy 
mpi’ recosoreprogramyour lors oats acta an see, ata 


Data Slicer 
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Force) 

Init +4 Senses Perception +8 

Languages Ba, Boece, Gan. Bathese Ouese Hutese RL. Sulstese 

‘Detenes et 20a fates 19) For 1 Wil 0; Dodge” 

ps0 Tresol 8. 

Speed 6squres 

Melee unarmed 5 (14403) oe 

Range ise pistol +6 (3663 or 
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Base Ak 5: Op 

[Ak Option Pan Ban Shot, Frese Sot 

‘Special Actions Electron Sate nmi 

‘Abie 10, Dex 13, Con, 1, 14, OH 

“lets lector Sabotage, Ginmick Mase Se Trace 

Feats Curt Shot. Deateye Dae’ ngs Port Bank Sho, Prec 
‘St Sl foes (Meta, Use Compute), esp rofcercy 
(pat, spl weapons) 
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Igulatore +1, noma psa scene) v1 Knowledge 
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Pasesons tater stl cade einer, comin (angrnge edt 
hip datas (10 an), ata ear upgrade it 14), meds, 
nergy el powe gah, Molrecorey pocket seanblergortabe 
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ENFoRceR 
Enforcer exit tomenfere betwen goverment autoty fees (uch 
oles raw efi ad the com hs use by rime os are 
aes: Enfrces hae ea ih fob are bt the ck ei of 
Vek fr majrcorgorstan (uh se Corporate Aiace ndeenset 
Teron wde-sesieciminalerpiatin ith intel sa ru 
Dios bch asthe Snuggle Allon), er Wage qaa-gowerments he 
Siodowpart uch a seuty free onthe ont Venture). Others hve 
ron gu or Msp ear fore. 


oh betncen the git nd te nore: hele he Water Bs 


Enforcer as 

eum man ser 

guages doe 
1 WaCTed TTF 


Speed Squares 
Meee bayonet +8 (145+ or 
Mee ayont +3185} and 
ine 13 (abs) or 
Ranged nent ater +8 (291082 or 
Ranged nese Baer e180] wth Bot re 


Base te orp +8 

‘Atk Options uae (heavy Water el, Combat Rete, 

Special hciostogh via 

‘Able SV, ex 14 Con 14ers, CATO 

Talents Conterpnch, Gun Ob, oh at Nae 

Feats mor Pfcery (ht, mesa), Burst Fe, Combat Refexes, 
Pain Bank Stet, Meise Shot, Wapon Fur es), Weapon 
Proisency (rent weapon ie smpe weapon 

‘kite Kronleege(uresvcracy) +8 Inte +8 Perception +8 

Ponessiom bt wr, henry water ie wth bayonet, ater ite 


EXPERT ASSASSIN 
igri ae more than snp leer. They ar experienced 
time ana place nt moves sr many ales posse ough danger: 
bina aitaeip ght he expert savin peers tose henthe tage 


savers warmed 


Expert Asassio 
etiam Haman ser sicounde acasn 
Force 4; Dark Side 

Init 1: Senses Perception +1? 

‘Defers et 25 (at oated 2) For 20, WaT 

p62 Threshold 20. 

Speed squares 

Melee vive 49 [26646 or 

Ranged riper bate ife 10341066 Deasaig Atco 

Range spr bse if 1 e106, Devan tae) th 
Deateye 

ase Ak <7 Grp 010 

‘Atk Options Data Se, ea Sper Fit ak Shot 
Pete Shot, Seat Ata 46 

Special Action Ress 

Combat Gear2 medias 

‘elite Sr 1, Des 16, Con 10 10, Wa 14 Oa 

Talents Dasara Ste Devastating Atak tes) Ress, Sneak 
‘Attack 6, Weapon Speciation es) 

Feats Aer Prafisecy ight meum), Desteye, Oat Sipe Font 
Bun Sh Pees Sot Sil Fain [Steath), Spe, Weapon Focus 
oles), Weapon rfceney (svat meteewesprs, pas ls, 
Simple estos) 

Sis Cb +1 itive +12, Perception a1, Stet 92 
Possession spelt with targeting soe eares lwo), 
als-out ater, role, com, edt chp, eectbigcurs 

ree sity ee 


Fixer 
Sometimes you ned something that et eae Yow might be on he un 
ral by arin open. You might ned someting the aw doesnt 
eet yout have ranging rm saves toler grade weap ga 
gs Your nent might be mare Servie-oented Sch a wating re 
"amuse or neang ame to atch apa end witout ry gests 
Sarmetimes is st ration you ne, bt you net get witout 
lesng ling creat an fica archive ad tht thers eng ou 
stern br you ned ae. 

‘ori este means ita ser wha au fn gots on 
‘thetlac mane ff eg Ashe i Repbc ge nrg cat, 
however, he tem cue to mean a contact he cul ing ster contact. 
Infact few fs row bow tf anyting bu the robe offing 
innteihers want A few wars pocarenent ofr fer ot ine fret 
{roar often ut of supe cing bate) or Rbe fees we re oten 
‘out of supp, pro), Mest wot tr ral sess om eine 


merce, puting together Sep gods, and sercs oe. aking 
Sire no nei he mer Fes ae common earings 09 sap 
‘hey req he an noaueton om Someone they tow an tra) 
ety bbe tomate the ik new cotnet wort) bet he 
trargeanyting more ead han 3 ink 


Finer 
Mesum Human scoundrel role 
Forces 

Init 9; Senses Pescestion +10 

{anguages Bai, Boece, these, Durese. High Galati Hates, RY. 
Saltese 

‘Beteses et [iat Foaed V0 For 18 WaT Dolpe™ 

pat Tresole 

Speed esquares 

Melee ened 45 (16403) oF 

Range ister pistol +4 (353) or 

Range laste ptol + (485+) wth Crt Shot nd Dende 

Base Atk + Grp +5 

‘Ak Options Pt Bane Shot. Pres Shot 

Special Actions estate Fol uch 

‘Aalst 10, Des Cone Wa Os 

“lets Backra Consectins, estate Foo Lek 

Feats Cart Stat Deadeye, Dodge ens in Low Paces, nut, 
Pein Bak Shot Pecse Sha, Sil Fors (ater iformation), 
Weapon Frofieny (pit, singe weapons) 

‘Skits Gtr inermaton +, nome recor) +1, Knowledge 
(gular) 2, nomledge xehnagy Perception +10, 
Persuasion + Seth +" Use Compute 1) 

osesions taste it, coe ender comink Vang-rangel cet chp 
datacut, cxtapd, oer poe sraer 
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Notorious GuTLAW 
Cal are everyere, but ame coke se 2c stove the comma 
iat Thentorousoutew'ssomearerownin mute sytens, ured 
by law enorementr bounty Rates, nd whapered about nda co 
irs ef anes sademports erate Sly. Atos ui 
‘done smething presi presive (or wat east eed wih uch 
‘ime Mass ruréeres, people who ber potons of tt anyone who 
as famous before turing Yo cine, and partly sacs tee 
{rds canal become otros rns fen ae champion seme 
‘ase epprening ea yan, utmost ae the was se Ys find 


Notorious Outlaw as 
edu Hun sound Picout lguange 
Force Oak Sie 4 
Languages Bi, see fy 
Defense 25 (t-fed 7 FoR, Wa 0 eon 
eee viva +9 [26046 or 
ee viotinge + bo) with Raia Ste or 
Ranged lite pist! 09 (S454) or 
ange ite pstl (4) with Rap Shot 
[Ak Options Osta Si, Point Bak Sh, Pree Sat Shriher 
Spoil Actions Frage Seat, uct Oram 
Tren 
Ee, Fnge Sear, Shimer Wager Werk 
an Sho rece Shot Guick raw, Rap Shot Papi 
Str, Si Tenn (Sarva) spon Fee, Vesper Ptieney 
(aovanced meee weapons, pt le imgle weapons) 
cobs 1 Deeptin +a $1, Gather 
Infarmatin +8 rowiedge Qc oe) +10, Perceation 
ath 9 Sarva #7, 


ss 


SPACE TRANSPORT PILOT 
Fargo mg Rove ers gon atin, ce 
‘exsn tobe. They oe aa entrely uggs ana sera aia 
thle fy astaship its qa and dag, nd defen ts ona in 
‘aetna ral ener space taraport lt valued ase in out 
ire ul, merchant corporations smal str raves, late gang, ad 


Space Tanspart Plot a7 

{nguages ts 

Defenses ef 7) antec 

p46 Threshold 9 

Speeds sauares 

Mae nie 5 (en) or 

Ranged hey aster pt! (3483) 

Bane Ak 5 Grp 8 

Atk Option Hyperdie, Poin Blank Sho, recite Shot, 
Spacehound Starship Rade, Stl Warr, 

fe Sr 1, Ont We, Con 2 int, Wi 16 Cha 19 

Talent Hyperdien, Spacchound,Srahip Rider, Ser Wars 

Feats Pend on Paces, improved Deferaes, Point lank Shot 
Pree Shot, Sl Focus (Pl, Tech Spec fee page of 
Stora ofthe Gaby, Veer Combat Wespon Foc (pio) 
‘Weapon Proficiency pistes simple weepors) 

‘hil Krowledge (gc lor) +3" Mecha +8, Perepin £10 
Plot 16 Use Computer of 

Ponenlons en laser pistol, comink, ook, various personal 
‘longings 


JECURITY AND Law 
ENFORCEMENT Grricers 

ver level of goverment asa easton aw enforcement agency, nd 
Siraaly a pvate organizations or ndvaus wth suet resources 
ave an idependent secu force on cl Strats aa spre stats, 
‘iets therimpartacein itera commerce, nay aves ubanal 
Secuity resence: sly al the sales pate saris have hi 
‘ard secuty tte pats, spies, and matinee. 

Tons estan (cht smal busine) might fake no scuty 
eine at alae hase tat o mht se minimal erie (and sed) 
[urs et such ecrty para tgs ce pge 286 fhe Saga 
loner aleboot replacing the vivo-ae wth stun bat eras 

‘Secity fies erst he prfessional baton oh seu 
lawenforcemest vit and they epee fst ancl frp. Arse 
trea uch asa stargort er goverment fy) wil hae 3 rn foe 
tie at ech entrance, and 3 seta oft tf" perhaps ncsing 8 
Secutty sect too) & common fr hgh eesti When trie, 
theseofries might operate speee ties anapeden. ose’ et 
‘hap 10: Vets nthe Sa Eaton core rub) 

‘Seuriy pels a as odygaars or VF an reponse tams 
for cies and stapors Starport, gate re sarge nse 
‘ue to the lage owes, canstart movers intermingling pees, 
‘macnn the chances of erie msungestaning defo ngage 
‘ier or afrercesin ea casts Worse staat might hve ode 
ith host tas» smug pate, or vt deci to ast his 
er ay aff he panes As esa seat peat ten ob hes 
ly ames ten using hee vis, seh ure) an pies ith 
Starpshaters vets eget sas, page 19), 

Ingetrs, nung customs ipectors ard detectives, greset the 
top ter afta efrcmet Unie ecuty spect whofe eae of 
heavy Tanta) rsecrty ocr hose rsecepovier dete 
‘ina, anestrus fo hehe a rnial-be ta smuggler sare, 
Ble, sso uncover ter decepins fin estat ad 
to ther captare n fact, many casas aes have asad pst ting 
Insertion poston 98 3 mat of maining» reli safe a qt 
retrenert on mare cangeovt ea 

“Athough tore cuts ofcers cera ent (ata those 
eringin ger tpn ith coworers andar wring ey) 
IThosn escaped smuggle’ attentions tha i's ten cheaper to be 
Customs ff nan py he timate ak oie. Simi eime oy 
Seats routly havea est one spetr "on he tae fen 9 eat of 
‘eka if note eee 


Security Officer au 
esr Hamas rooheri 
Int; SemesPerception +7 
Base 
‘Defenses et (at Fsed 1), Far 10 WaT Toran oP 
10: Thedhld 10 
Speed Gaqures 
Melee st aon 4 (2466) stun or 
Range iste pst +4 (8) 
ase At 3: rp 4 
‘Ak Options Pan Ban Stat 
‘Aoi Sr 2 Dex 13, Con 1,0 Wa oa 
Feats Amor Polen igh Pit ln St, Si Trini 
(Perio Fit Weapon Patcery (ito, singe means 
‘Shiite +3 ooledge rena) + Penton #7, Plo 8 
Possessions conta jompsut aster ita tun bata, bine et 
comin apes 


Security Specialist 

Meum Haman ler 

Forced 

Init +8 Senses Perception +8 

Languages se 

‘Defenses Re 6 (at-aoted 16) Fo, WH Wars 

pz Tveild 21 

Speed 6 squares Tacical Aarage 

Mee tm nton +8 eS stun or 

Ranged ser caie «7 (24863 9F 

Ranged iste cri 12] th Rap Sot or 

Ranged stn grerae + (46 stun, 2sqare ast ais) 

‘hae At 9G 98 

‘Aik Ota sue (ster carbine, Cambst Rtees 

“Speci etons ate Aras Cove re Harm's Way. Mt ie 

‘olities St 16, Dex 1, Con 4,9, Wi 12, C10 

Talents Bate Ais Coe Fre Harm Way 

Feats Armor Proency ight meu] Combat Refs, ite Ret, 
Feit lnk Shot, Rapid Sha Tctea! Abanage, Weapon Proieny 
(pisos ies, sil mesons] 

‘tte +8 Prepon + Test iy +8 

stesso ares ight ut taster ean 3tun tea, 
‘Sano mapa. ide ells, every amine sity beh 


as 


Int 0 (an eral Sees Percetion 18 

(nguages Sa: soece Matere 

Defense Re 71 (a-oote 19), For 20, WT 70 Dodge: MOD 

p50 Tvesolé 20 

‘Speed squares 

cee names +8 (6402) or 

Ranged near asters +7 [36843) 

Base Ak 5 p17 

[Mk Options Corer a ont Bur Shot, rece Sht, Simiser 

Spec Action Gee Daw 

Combat Gear esac 

‘Abies St 8, Dex 6 Con TT Ws 16 G0 

“lets Rete Sees, Camped Guar Fghig. Improves itive, 
‘Sumter 

Feats Corer Rat, Dodge Mbit Point Sank Skt Pei Sha, 
‘uct rom Sil oes (Gather ifrmation Prepon, Weapon 
Frofeny sit, res sme weap 

‘ts Decetion +, tive 10 (can er, Gather Infomation 
11, Klee furensray) +10, Keowee (guste oe 10 
Perceptin +16 Steath 10" 

Pouesons enya atl coi ce tp tity et 


ORGANIZATIONS 

‘hugh the eat nature of rime mies een unity thet ines 
soul eer work fopete sever! cma eganiatins Rae ren 1 
Brominence thvouphost the gia The folowing secon desrbes sx 
Sawer erininal rganzatons for ae as enemies ales nary Scum 
‘nd Vili campaign 


BLack SUN 
‘he Bue Sun ee syste nea he foremost criminal exgazatons 
Inthe any. Sack Su sts ands ney eer posible cri ve 
‘he rm pty theta ssn alaraged to ing mare power and 
wealth to he cine syne Black Sun one ef he mast cre cnira 
Sipanaatons nthe Stor Wor saga and the ergeiatin reached eh 
elt power that eae, nce Kab, was nay power enaph 
‘menalnge Darth Vader inset. 

‘aeons ound ear ever Emer ofthe gly though pica t 
Isheatuatered on Conca Bie Sun agents pete fom he Deep Coe 
‘othe tem and signa’ Bac Sur els operon every CoP wor 
Blak Si operates under the lndehip of sgl Under, wha cont 
"We igs The Vig ae he he ime Doses Sut an ey wi 


‘teary as mach poe (and sometimes mor) 35 he head Mut ait. 
‘Bie Sense so gest tat Hs legers re bet candestiey 
arian see of tanh rm cmpunes ne arse at ort 
Dive Sates, hing the oranzaon he itary might range and 
‘vere plea a even eto dees ores 

etn for Black uncertain ass abvantages. With he pont 
halen al goverment, lack Sin agents hae» ret deal of Cut, 
‘rd many weater words tne tice before bigig charges aga 3 
‘Sun geting Bac Sun request the neta prin prove 
‘he value whch teal neds oe mre han js ok ets Bt ores 
‘mui, Once ameter af Bek Son india request flen the 
res ofthe supers sey ard wore abo ee for he betterment 
the cre nce 

ost pope wha ae aware of he me syste lene og ag 
oid any etnglements with ae Sun. The oransatin cn bea pone 
emai even he Empire for ratisses an rescres AN 
igs rears mating mene fo fea confit with Buck Sun ean be 
ss With ts on space ee, luck Sun abe Sena Sis owe 
ut snagging operations, destoy at fet, and bom the homes of 
those that oppas then. 

‘More nfrmation on he Black Sn cme yea can be found in he 
Force UntosedCampogn Gale, aig ore abanced esr ig 
‘he organ. Adsonaly, Trees of he Gay fests Sass fer 
Bc SunVgee 


GeNoHaRAcAN 
The Gentraan 2 mys rarzation of asain tat has ben 
ete fr oer £000 yas by te time ofthe Gale Empire Mare tan 
[ist gl of sani or Wie, he Genohuradan has greater agenda 
that usualy remains agluniown, even tater emesis Every 
_anasinato performed bythe Gevoharatan as some pupeseanseres 
Tomove the enemies and ales i postions he ees ona ear howe 
The Geroharadans moves ae Own, and every execution i prforms 
serves same ail purest 

‘Geroarafan operatives appear on wos oughout the gala heh 
‘they sem to operate primaiy aera owes beng essed aroun 
‘The Genera races ey ig te eC ia epg eapta- 
aro Darth Revars fo poner on word fr out ine Oster Ras 
“eosin The Hera ofthe GenaHaradan nce single Glam? 
and fur Oversees, ho conto! he sass performed bythe pul 
‘The GenoMradan has few members bu ts poets for eater tha is 
numbers wouls seem finda. 

Toning the GevoHaradan sb invitation ny. Teal. 2 member ofthe 
‘ganization approaches peter rect wih several miso that est 
‘the prospect's esol, and dicen. Genotraan operates a fat 
more sultan mest assis bounty ures. and aman ting fr 


fame. torture onto ily ob sed oe by he Gena. 
The ranization ot terse nay fame 

Ione mates enemies of he Gennaro flow. 
‘Tre Geroaratan eee) ant ages rarely see te a= 
sins coming, When pron targets he Geotaraan he or an 
esr tat he messed ana ey assis ud bounty Panes i 
be anther ta. For heroes no mate enemies of the Genaharatan, the 
‘ui may not show up in every abet bt the hres ean bear tat 
{sais il hom up a the mow report ies to mate tote and 
‘rfom tetas 

More nfomaton onthe Genobaradan canbe fundintheHnighsfthe 
‘isRepic Compagnie Astral, ano theater desing with 
‘ssa an bounty hunters nt boa eleva othe Genoa. 
‘he erguriatin sss much tence eco and resources. 


Hurt Kauoics 
The Huts re among he mst torus arate in the gay. lig 
from he sary word Wl ta the Ht ais a the ln are 
own pave the sin hands inal ind of imal vetures Unb other 
tine seats that fen te operte bend ne eee, he Hat ies 
pert eatin the open anim rahul ming ve dren of wr 
‘The Hut kaj a he clase gangsters who rot oly seek wen ar 
we but 0 lng hensive int excess aa tony. Few lest 
[reo depraved forthe Huts, ad they Pave Ue cr for we what 
‘ese thew. 

The Huts rue rect oer a mune of was ina terry commonly 
‘refered as at Space Deze wisi Hut Space fund! 
‘the esp ofan or mare aes arom mora ute Hut Space 
sae practical iat fica red the Hts When Hut aie sets 
pan operation ona pant the bance af ower ineiaby anit. Or 
rs ere heres ast n government in he ipa, seh 8 
‘he Oster i, thsften means the Hats bce the tv power on tat 
or Ea hj egenaed tea Tony, wits supers an infers 
“ual determined by ape and pom, 

“he Hat taj ploy member of pees surerings ad are 
wing tire aon hat ean rng tem mre neyo fact thee 
eon Te Mats mae extesve use of ls ceveoped specie sth 
thehikta adtheGamoreans but ire aon ishing a plese slegarce. 
“Trough the ut aj ae rey, te re ota hough many = 
Hatchas ben undone by tony mes een wat ey on anyone 
ling tat might sow sigs of oa much amiton its jes eon be 
inated with besa ates, andthe quest may tein a Hatt cine 
“yet tongatinte ones wi the cal Rt cane 

The Hts canbe ales, bu they ao mate ere eres, Huts Pave 
been now ald grape ane spare eo expense in ereg down tee 


—— 


hoc the Typical hee teievengen by iri Dany 
ater assis or mercenaesto othe ety wor ot ats tke reat 
Pleasure In tormenting heen apd mote thane fl 
‘ramen finding ew Spor intrturings mene a Hat hae sie 
‘ignson target tat target sure encores ing 
Sandal maorer fee aun a he at enacts everge 


Swoor Ganos 
‘oop gagican be found voughout the gn on hie wos and 
ers are able of ling thems clei. Tyla eared 
2 rian by ea autharies, snoop gars ae group of aleve, 
‘leontent an ther coma tht hve alle rend one eater 
Stren peal to story ogo am relive fone, 
{ans sped ast 5 much time working on ete eal modes 
Shen besa they suing amor theres. Troup swe. 
‘Me feund almost eeryere, mont othe tne they at content tsb 
‘wate er fr init the aca, ae engage nagar, gh 
races far agi ah. 

‘Soop gnegs sprig upon any Wo where racing ca be oun 
the edt stick othe ges a bg cies, hey tae been seen oh 
astaciwaterasTatucine aut Tari Sop gon tal 
1 sng eae, though leadership gongs aly determines by whe 
‘ase fates ie andthe este its Calerga tothe lender a 
reconmon, and ehanges in eaerip ea a Af te other meet 
‘ofthe swoup gag fll te ede ad yl ep 8 
‘an on belong tore garg a ay tne. 

Shoop gangs are typealy defer of on acter, tt woud be 
stretching he wheal iby rt Flay Soup gangs at pay 
2 go pce tan sled outa eh, thetnd a pepe wh ea 
Insta egal modteations ona space rasprt or rep conaband weap 
‘os iene ih eadernip ar ota snap gang can someting 
‘eonaned tasers a highe purse fo earl the Ween Bela of 
sted nthe estane ag invades uring the Mandira Var. 

‘Unforuratey, mos swoop gang members real ear on tou 
‘hing: racing. ad ightig the enemies ral betveen a 2p 
cfm sea raph ei selene Oster Rim rch 908 9309 
Fray sere he the! matting factors tat hep sna ges ogee 
ast snoop gang members ow beter han oo sree ne, 
wort nightmare of» sco ert find arse rounded by ee 
‘our eres af al gag. Most snoop gags vette rata 
ans esblin bragging rights tough race bu ence betwee P98 
‘Seommon an cal auhoties wa hart ep tal gore sky fom 
fone another few stoop gangs wank fr gains criminal syne at 
‘ving has. 


— 


TENLOSS CRIMINAL SYNDICATE 
‘The els rina set une ot ether iri gant 
(nat actualy hss reativelepimate am tts rganzton. The 
Terlos Crparton-antherrame forte corgeate Won ofthe rime 
Syreate-owes many amar compan. Thou these sale compas 
‘evarvg epee itinacy a iepy thy al ea fi wep 
(strand ther eources bch ath el crime yest Te 
‘Enos syaate reponse forthe mas producten ofa rumber of 
‘ost meapons, nung Sapo, wel stash ard space t= 
{is i eae in high emlgy an es seal attest faa 
‘de The ens syeate mats assum of money ough leg ans 
‘Sand many woud ey he ganization pmariy sa ams eae 


central governg 
coune bat reset operation Tras’ mary meets Sib c 
‘Secon hevarous companies ue ie et bare and eachl oe 
‘orpratons haste oun bieraroy Though the Tens pease 
ot wes enus representatives nantes ar ref 
‘ee eopareo teresa emia organs ihe Bac Si), 

ios rye ts et usual 


torn 
find Telna Ngee platform ofting a gh cies wor 

he ess seat proves mesons, armor aoe materi te 
anyone ling pay te pce an ak beng caVANL Since ost ofthe 
‘esposan stasis manufac Teves are egal Terns po 
an eles are dpsed something mate murdae Te best wa oon 
‘de Tensssjeate stojoin fees wih one esl ot compares 
‘operate by Tels, then work ons way up ough he Merah. Aa 
‘Say th Teas Corporation dete dct with oer crime syates 
2d gangs of Gece sie, okerng ams das forage qanies dey 
‘ough he overig cour tes ret eevee Rebel ANCE 
‘isa Tenos or weapons ith wich fo fh the Empire 

{ae mont rious earth eins sya i ot 
‘oe wth hough res ver in the method, ei eer ays 
rake sure that any threat tte operation sence uy an ie. 
oweve the Tens eaeshipsems most content omg mat =r 
Litt ts various business As nga you stay ot fits way, the Tees 
Syrcate ns a ana to efend an types doesnot et heb 
then badd iy opgonens Only when ts operations are tested does 
Teno at and when desi vig the fu weigh of sepa wenpons 
{tarsi tater on serene. 

For mote information on Tens weapons, ae the Face Uniashed 
Campaign le 


Hormet-lass Interceptor 
aufsered for astrouton to erie los andthe defers fees of 
‘haconport, the Insectite Horet-caeintretgtr fs» hghwelght 
Sturighter that boasts igs (experimental) wears. ag Is 
‘tame site rape, be Home-casinercetr bass she that ae 
Unter tena tartgtr ft a, ne weapons yee ar eee 
‘those of compare craft manufactured by leptnate organizations The 
Hometcls intereptor ships with aeanee hey Iter carne that 
roduc enremlyptent bol of energy but the amons ar urtableané 
‘ave een known oepldeuner ne srs rg, They ee ereby 
inl ad ar ovary pls for er mareurerbity, mating up fr 
‘er reine weak hls 


Tenloss Corporation Hornetcass Interceptor 

Gargntuansarghter 

Init Series Perception 36 

‘Defenses e iat oes 

bp S0:08 10; 3935; Thesheld 

Speed iy 18 sqares ax velo NSD ERT Fy ure aN 
a) 

Ranged avances hey ner canons «6 se bon) 

Fighting Space 4x or Square (strip sae; Cavett (ew) 

Base Ak: rp =28 

‘Atk Options aa asiances heavy ser canna fren (advances 
eo er canons 

oes S12, 00028, Cant 

Shs tite +, chars ¥8, Perception +6, lot 
Use Conguter se 

ew i Passengers rare 

Cargo 60; Consumable 5 27: Cate Caf one 

‘Arai lep Cont 75000 (2000 we 

“Ono otrlon an tac othe stoned heavy lee conons 
‘ile desing «2 domoge othe Hometime, 
‘gnarig Sond esi the comons. 


iar ar 
Tse mg ns 


Alternate Configuration: 

‘anges medium ae canons +6 (ee blow) 

[Ak Options uti eau er cron) vein edi eer 
mors) 


‘Medi Iter cannons 
‘Ak (1 autofe), Omg S102 


a 


THALASSIAN SLA\ 
‘Aang he mest feared emirate gly, he Thlsan ser ta 
{fatwrich& most recount ees neeendent sven rem 
‘he teri he Tharsis eeness cia atacand 
‘tre starip eming heres an aes an tinge the 
Pies ices Mot asenge ves inte Outen ow ee asst 
‘hey eon when confotedy Tislosn ven capt can men eg 
placed othe auton oc and ending up ered to Huta worse. 

The aesan sve pel ihe acti tthe Ose hgh 
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Sine varspots along wh ahaa strghes and ona upg 
Taso ses are etn lies with each ter, hush Some na 
Slime ave aie eu rom tine ie eter to bate ga. 
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‘of Tals slivers attaching space ptforms obit wars witout 
‘much eteave capi. 


Kaloth-style Battlecruiser 
‘Afoored stip of he Talon sve, the Klth-sty atl 
Ica urge and een capital ship tat freuen edt ape sip 
‘wine inten of ening the cre, Hower ne mos ate ps 


Softening target us that can be capture by thesis at 
‘ngs Oe the mest eared stg in eT eet, the 
|S otestebattecse, 


Ksloth-syle Botlecriser 
oat (este eat sip 
Int 2; Senses Prenton v8 
Defenses ie 5 Fatooe 


cu 


Fort 36:8 amar 


220, OR 15K 15, Tesha 26 

Speedy 35qars esha eae 

Range # cue bh urbe batters 5" le ow) and 
‘pls mes ase even tats 49 (selon aad 
2rctor beams 15 eben) 

Fighting Space 1 saute [Stash cal) Cover tlre) 

Bane Ako Grp 288 


‘Ge iF Passenger 75 [roo] 

‘Cargo 6540 to Cantmabies © north Cae raft 12 starfghters 
esc uis) 

perv x ek x8), avicmputer 

‘alate; Cost at vale ore estimates vale 1.9 
ron) 

“Aypiye-20peratyanetocks pos ges sme thon Cao ae 


164 Stave T 
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‘st aeipart ae savas mot fhe 12400 saves e Stay ing 
is pory carverte ago space 


{168 Thalaisian Stave Transport 

Clos gate) space anspor 

Init: Semes Prepon +@ 

Defenses Re 1 a ote Fa 

600 DRS SR 00 Trea 04 

‘Speedy i quate (tap ele 

Range? a ht er eamans 0 (ee em) 

Fighting Space 1 sure (thy call Cover toa ew) 

‘ase Ato: Op a6 

‘tk Option au (und it er cannon) 

‘bites St 58, ex 12,Con We 12 

‘Shs ina 3, Meshans¥6,Perepn +6 Plt, Ue Computer 
“6 

‘ew TE le Pwsnge 12900 lave] 

aro ter Consumabies | month Care Caf rane 

yperrive x (backup x25), avicampater 

‘Arabiya Cont 45,000 (1200 ue) 


ua 


ca a ao 
“2 te ag ean 


LocaLes 

‘ives scum an iy vary, actin at sey ust mich 
snore espetable places Sometimes the on iferences who as flay 
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land he was nay looting fr ways to make it profitable Ths raeged om 
‘ily sear suppl so eng eat space oh bul or aterte- 
‘ments Altouph many New Repu ofcas assumed the sip wold be 
‘Sr embarrassmet fo oiya eyesore Te ad eshaveeappe8 
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istic tothe ate nsome coves. apr and dst hae by he comet 
forma tal which mats Res 376 ever mere vibe 

What he Repos atranomert~and nde, onomer thoughout 
‘the gulseyfal reales hat Res 9376 5 known cll 35 Pit 
Nadioytamal percentage ofthe gular criminal element Pao Mat 
|Sa shatowpor ont harbor for some ofthe slays most ratorius 
Criminal antares was The et of th wandering csi ae 
relent m0 laws, exept for hse tt Pmt Naar eine ods te 
wilt exorce 


THe Leoacy 


THE CALL oF POINT NaoiR 
‘So ere ou have I ald ot before you complete ive of Scam and 
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ance pon he amet arate seamed anasubseuerty alleged 
bration Tie. sch cratare reed stn down and 
2 prt couse tte comet. Thee that comply are ether questioned 
ice rior tein autora or in severe case arbre by oup 
of Ana ups thal hey ean be erutized ote at to meron at 
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Sheng hat hls bac the harsh acum ef pen pace Once a Sp ab 
ase trgh the opening, th exter beacon seat evn the 
locaton fe Jaca Hoe aden ance aa 

Plots af exected ravine the length ote cavern with hei own 
sensors ait trectans rovdedby Tati Control Fr pits unamiar 
with he atrab Hl 01 Pot check srequeats aed esiing with 
‘he tunnel wa Te cover ere with od wec deb, nd Sa, 
teh pee tling te try father reghter pt tha py oe 
tough atenon 1 Ws struments. The pusane winds ee 50st, 
‘arsreing ety tard home’ eau ay i epensupnts 
ims ever. an as che’ Cove the coves eeompass 
nity te cone inter althouh ts much mae Len umblel 
‘les, ad thc uate chains at inthe mal rity fhe Cove, 
some attache to vee, othes uneecpied 

Sal fries and shift among the docked esis he insects ating 
‘ews minteranerechniany cag, and cures) sees romthe ete 
Sitety ofthe Sito the mar Farad ancorges newest te Jk 
ole The oss of dctng ates increase he athe om the acta 
ote te re. Bets yu ean al them at loses ye ale a wel 
2 those nthe rein known athe Tees the cheapest The Anes 
cso vend paris of het cle es Ham captis a res 
‘iho eit a mooring at the fared of the Caveman tempt toga ee 
‘ie Transporting args rm such star ancorges an ean expen, 
So smuggle, pate and merchants withing to move sia exges 
mae an efoto dock Csr to he Sip, 

The Siesae a sees of well arcommadste docs tht offer more som 
fers tan mht reatonaiy oe exgetes ay sagonpet Fy mataes 
‘control ol he ips feng excelent appr services a repent 
‘tance to epi who egie Cons eens, compared fo 
‘uae Servis fered in more leit enon, ut in Po i 
uu et wat you uy for Depending an he rcumstaresurourdng 
{ess errance tothe stadoport it ey hata gang hadowpot 
Scat operates paysite enh a cole! fees an pet crew and 
ig. nthe ease newcomer, sch eaten italy gutted 


DockING SeRVices 4ND 
Expense: OINT NADIR 

Tile 5-1: Serves ats te sats pes a ship captain can expec 1p 
noi Nair histabe can ab be we fa eh sadowpert ar the 
Sala at the GM's dreton} Mooring pices vary based an the a tthe 
ip ting berthed accent. 


ABLE S-I: Services 

senvice cost 

Maintenance (taeda) wattage) 
mathe) 

400 (Gs) 

100 Ga) 

190 nls st) 

Wot ag Hog) 

ool (gre) 

‘oly a 

‘ool gd) 

oly (Sgn) 

00 Cost 

nol ae 

ool 

00 (ganar 

‘aoa obs) 

of (a fst) 

ooing The Sis nes manteane)_ stony ge) 
‘olay ape) 

sold (pre) 

20a (sa 

2 sola (sa get) 

soo{tse) 

500 ae) 

700 (Gayo) 

1100 Cs) 

2000 (Cena gate 

soo 


ving ck He ete) 
Moaing Te tee) 


Messe (ental Cove 


‘Sipe 


ests the pi ce fe ovation Bushes acy ppt 


omar fo be Zetts rt hand What 


Heroes AND 
THE ANJILIAG CLAN 


them eto onnc or cape une ha 
race empeyes ml 
2nd atemet ore promising eat permanent positions 


‘Auge pr he ats speratns a Pant Nad ree aun sive 
rade Corequnt, layers might every become Inlet Ne 
=opaiog pect he Alice's bins. A good parton a he 
‘severe punished or thei transaressions. To compieate mates the 
Anjins cmpeste ther emloyees wel fre rs hey tak, este 
cS civersrariestany eat oer ep a ees 


\rayupto larger and more profitable ests. Tarsporting srl quantities 
‘pce rete cantaband tan om Pat Mad one ya the 
resourcefulness. Tey 


bree taceye wth more re than marly. 

Prayers wha id teracves on he mony ie ofthe Ania 

cance ies ip Pt a Denn 
ace pantie raring am 


THE ANJILIAC CLAN 


Zietta the Hutt 
hr ya wel xia fly on No! Hata, Zeta says seme 
‘taf ts fr decades. Eventhough she was st ambos 927 
seleespecing Hut, Zeta aches the meas to acheve what se wanted. 
{marae y her apaent ac fl the an ees et ert Po 

Tir ad ben overscan Piet Hci sna acentary when ta 
came tothe shadonpor Heasigne menial tasks teeta never thei 
to nde he dts fr er She re to resent amt remain eps 
Foy oer Hat woul hve aranged fr Tells ler retenen, bat 
Detaled the lies pcessry o egies» coat. rw the 
‘Yat Zeta met Ti Olas ronan expatriate Olan este Zeta ih 
the reset that the Hut had crave qu ecoming het gta and 
secondo Zeta spa to et of ending Tels reg, and olan 


nen Tete vas snanoted it came at a comple serie Za, 
‘olan urged hero stepup anil he ender vatv Thogh septa, 
Zettai a Daan sangested Wh Das suport eveything el aly 
int place Wein a mann Zeta had secre es oso the Aig 
sof Pit Naa With Tis Dla by erie Zeta hs brought nen 
oer tober clan and eared the epet Fhe thet cma acon 

“Zetia so Hat inher mie yea with 3 moi, dsky gay hie an 
elie yes Her mts tet fetta aby tee edhe 
"hat aon he et mos. hough Zt eet uae of Peet an 
lating nslcantence he makes 3 oc show pial Nuts pam 
nd arogane, expel when Tis oan by her 


Zeta the Hutt as 

Large ut noble coud ferme ot 2 

Force: Dark Se ¢ 

Int Semes Perception +5 

guages Bai, Doth Comarca, Ho, ater Rae, 

Defenses et 0-1) Fort 2, Wir 24 

poo Thresolé a1 
check 

Speed 2 qaree 

Melee ured +8 (14646) 

ange ler pt + 64) 

ane Ak 6; Grp 12 

‘Atk Options Baha Rh Cush, Pr, Pit Bark Sht 

Speci Actions Knick, Melee Deere ngs Ay 

‘Abies Su 15, De 8, Con It 1, i 19, hs TT 

Speci Outs comin cover + 

Telent Comets, Gambler me! Aly pe Fea rack, Wea 

Feats Barta Rush, Cush, Iproved Damage Tres, Lng Melee 
Deere, not Black Shot Sil oes Rawle gti re 
\Wesnon Prien [sta simple weapons 

‘Skit Oeepton +, Gather information +8 oeweép(brear=C) 
“t, owedge glace) v6, Rowledge tl cece 
Persaan 98 Plt Use Computer ot 


Ts Dolan 
Though het ris are a tery Ts Dotan clin ob the ast emsinng 
her acnce-powerfl Wrenn ime fan Pein enenicson Wee, 
Tisset aut tomate a ame for heel Although she cede nul 
off several tet Rests wih a goup of Te ima, Dole deed 
‘re Her ppt soe sary ter she mma to Paint Nar ae 


= 


lan cul immediate ee hat Zeta mancompetet in cemparion| 
‘water Huts anal sh ha gong fore was espe ts eres 
‘oe fevortes ny to hemes Toate» place for hese in POP Nos 
Perro Ts eed to gan Zeta confece an here eine 
thetaied Mut eo pmer oan oun isang ey tga 
here ta Zeta, arin shrine thet wee inseparable 

‘hing he st her fortune Dla nace a fas ot 
Pit ais Asa bos, Tell tbe Hut With Tel cat te wa. Zet 
aon ote up andl grand whe he est Pit Noi’ Hutt 
onuaton guste vet he wold ithe Aer few eco pone 
fay Deta was yn carr of Tel’ organ, oli ae 
Tiere ht se not Zeta, was the te power eid he rene, 
‘sis postion se wl fight emai 

TaDolnia pete Wroonan emle wih berspce aden ue sin 
lei a He let ys a often sein aster She wes 
‘harp busines aire. andes et log, raed a pina ue. alan 
‘ese andthe oir. an vie to a fut Se espes Det the at 
ut mits ter reatonship to retain her stats in Point Nai. 


TisDolan 
Mesium Wroonin rele cour lime od ¢ 
Force 6 Dar sie 3 

Int 3; Semis Preston +13 

‘anguages fave dese Cerean, Dares. oak Mates. yl Salsese 

Defenses ie 25 it-ooed 2), Fort 2, Wi 32 

Theshld 23 

‘Speed squares 

Melee virobac + (2668) 

Ranged hod-out Baste +1 (3846) 

‘ane At 0: Grp 08 

‘Atk Options arf Sho Data Ste Luck Sha, Pont Bak Sha, 
Preeie Set 

‘Speci Actions Coonates tak, Disruptive impel Aly dui Dra, 
Wat he Une, Westen Ree 

‘bilities 10, ex 14, Con tT Wi 15 Oa? 

Special Qualities command cover +2 

Talents asta tre. Dept, impel ly pire Fear npr Far 
Te Luck Sat Presence, Wah he Line, Westen Rese 

Feats Ctl Sot, Coordinated Ate, Improved Defeses, ngs, 
Point Blank Shot Pee Sha, ait Daw Sl Fors (Deere, 
‘ersusn), Toughness, Weapon Proficerey (nace melee 
‘weapons, tals, mpc weapons) 

‘Skil Deception +19 Gather inomaton +6, tative 3 Krowege 
(Gurenseray 14, Krowedge ancl scence} Fercption #13, 
Persuasion 19a esl but must hep secon rea Plt +3, 
Use Computer +14 

Pssessons You! aster rao 


an 


‘Anjlige Clan Thugs 
Hat clans. icing the Desi ai, employ amerrean as thas bat 
thejitac cn hs relevent orang Hous Gen the oak ater 
‘reputation tr fal tempers and ram psa strength hee presence Oe 
‘el of Zt the tn Pit Nc afer ends cniontatn before 
an epi Ti sus the Alcs jst ie, bt thas on undesirable 
fon the Hos, who tat ut ther agrestis on es-cesersing targets in 
‘her spare time 

outs cane found near everwhere Point awit atleast ighty 
‘of them on th Aiic pay They mane shadowpat in grasps ot 
‘ao fe, ting for true they are anal on colt they te 
alway wing to genet some of he om 

Tepes jase Hou wear apa wel-wom combs ores. ange 
vies wbr-ax anda bate caine a we asa ste tl st ese” 


‘Aajilse Clan Thugs a3 
Nesium Hout omer ser 2 

Force 2 Dark Sie? 

Int 8 Senae eception 2 

Languages Se oak 

Defenses ef 16 a oe 3, For VW 2 

‘3 Threshold 17. 

Speed 38s 

Meee snares 094408) or 

Mele ured 6 [268] with Might Sing or 

Mele vivoae +9 2610+71 or 

Mele vias +9 (3810-7) with Mh Sing 

Ranged bate pst +5 (38611 or 

Ranged baste eartine +5 (303+) 

Base Ate Op 9 

At Options Cleve Wighty Suing Pome Atak, 

‘Abies St 20, Dex 1, Con Tent Wa 10 Cha@ 

‘Special Qusities psa ietiidtion 

Talents Meee Sash 

Feats Cleve, Mighty Swi, Powe Atak, Weapon Proficiency (adranced 
inleemepoms, pst, ifs, mpl weapens) 

‘Sas tite +8, Pesanson~1 Persuaion #7 when initio) 
Ponesson vro-a, baste earings pl combat ves 


sama} 


era 
‘Trement echnical adept of testes in Pit Nason 
byanthese rtnocat tame ash Keane Keane sexperts nde igh 
{ten buckmreterng mony unde ad song ese eran 
| now fp ames fort non-etin! pecies of pear St that 
‘es orginal native fo Ub I The es war a minty sees, moving 
ae on rte is, a neer staying one pce org. 

{Tp creed the econ apes of Ft Nas govesing odes, 
Thishas nothing with he rans nd everthing os mth 
the amount of power htt hol isso response fer maining 
Point Macs top nt the Hee, fea tat wal be impose fray 
‘othe shadopor’s ther entities to perform. Thogh neve special 
eiowledgedoy tenes age ate bee tho made mater 
inthe grate network and compute syste tha ep the sadowpert 
‘eng on ay ess a6 ane woud be abe ht Ihe entire sat 
‘por own a er wim 

In ation obyig and eng high-tech wae, pss proves ster 
valtbie servers tadsremingsaunbels From sic fagey fe 
acumen strip pases ana Yeaocstion a owners Ep does 
ial The mostueous oki fests in Pit ad ae abo ndrinstred 
by Eps an the se far rom cheap. 


Heroes AND 
‘Payer with ean fr eine stil an epect find work wih 
gsi they prove theses tobe oth late ae le Ue other 
‘nes, Lash Keane is usptios of users othe pant of prani, 
and she doen pt anyone onthe payrolls they've pai het 

ues. Freelance ar employed ony if they are refered to Keane by 2 
tested afore 

‘One thing tat ea be aid stout i i that Keane maintains 3 
enfrabe y cle fre employes. With uc igh paces ak, 
‘oe ofthe utes ged ofl time Eps enplyescan be eon 
{red ik ns” Smple and my dangerous uagnmert ae eer 
forterance ep Once they have been arene the organ, 
character can expect reeve ompeiv pay antag bereft, 
‘ae as eer on io eqalrent mains repair} 
ployee ao provided an erat ety forse ony nthe aure 
of ates Es, 

‘Characters ho get on Lish Keane's ad ie can expt» hore 
time Keane and er mewor of eh, ses an ight eb rts 
‘opat hn tgp whatever varsreston theyre been 
Subject Deh, 2 pists reserved for former engines 
‘whe tne two much and whe ae a kof wing the information 
‘harm gus and tacts The res of he rants eens ae 
ured according othe eve ther ss, eterno bi 
prec Tashion 


Lash Keane 
Lis eae as typi! Ubese encarta. Titi ok 
tothe star awa om the brennaap Ub Wound he ineet, 
ean parsed work ht ober lid tings woul ry aay rom Fok 
themes prt these od jobs onstedt meray ats eas 
onvactoebac opraton oui ma lable ert eae 
a itive fr er emplyerscorzrae 2d criminal aie They wee a 
rears tan en, oting moe ad Ste wold before she weld bend 
er teeta them 

‘With one exceptonalyprofitabieh,eane became wel enough 
tgp snes for het She sarees Nor Shade, he Smuggler 
oon, secelang i procuring harkbaettechrlgie! iemfhet 
lens nin, ber eget gen ade became something 9 
ine basen Fel. She ha fomed ameter of Heine alates, 
‘ectophiles an thiews ands aie be ateton Some Fhe mo 
power Mat aj nN Shad. Oven te che between sin 
Irate Huts criminal empire destin Reve chose nthe, 

‘She dappeared fom ih fer see en canting he ess 
‘an the rum oer a number a ssmed ete. She nly settled 
Foi Nad, carving aut ee Tor hese nea the Sip. A ge ner 
‘feta tech sere and forges atte menton eres and con at, 
Sremenbersof ane’ organizations nd hs has alowed foe 
er ay int Pit Nai emia avennert. 

sh rae thi, ong Ube ene though one woul vero 
lttose erin her enveonmentl ot Herface ea meg a8 here, 
nd she pees to hee it that way. A wih he es of er pies, she 
enophabic and deals ith menbers the species, pec Human, 
‘rly out feces, 


Lash Keane cu10 
Necium Uses scounie! sscout ter Verne lor? 
Force Dak ies 
Int 8; Senses Psception +17 
tse, Vesna, 


Languges Brae, Be, Bary (dean oh 
Uo 


‘Detenes et 25 at footed Pa For, Ware 
pt Tesolé 25, 

Speed Ssquntes 

Mie uname 7 (4408) 

Ranged ster pistol +10 (4645) 


combat fetes, Double Ata (ate itl Ft Shot, 
Point Blk Shot, Rung Atak 


Spell Actins uy fig ach 


Abies St, D617, Con tt 17 Ws 15,0813 

Talent Armored Defer Bort nmi leit Far uy ig, 

Feats Amor Pafiienc (hh), Conbat Refs, Dodge, Dole Atak 
Thster patel, Fr shot Pan lank Sto, uning Atach Sil Focus 
Uinowiedge ecoigy Meehan, Perception, Weapon Prfceney 
(simple weapons pte 

‘sl Besepton + athe fermion +1, owed ess) 
8, Mechanics 6 Pepin +1 Persson 1, Ue Comput 


ies 
shop n Pit Nac Yask mo ite eter than an sia esaed by Ns 
soars tole he angage. Spesing to Yh nh ow longue Kee 
tn BarabThaugh Yash mghthave Conn tocar home he foes 
torepay hs ett te sang female inthe enol 

{Grgeeven ora Burae, Ysa 23 eters a Ha balk compos 


Yok as 

Mesum Babel ser 8 

Forces Dark Sie 

Int 10; Senses drvson; ection o7 

Languages Bre 

Defenses Ret 4 (ate 

p92: Treshols23 

Speed tacures 

Mele natural weagrs +19 (10411 or 

‘Mele natural weapors «13 (241011) with Mighty Swing or 

‘Mele power hammer 2 (24129) 

Mele poe hame 12 (34120) with Mighty Sing 

Base At Grp 12 

‘AL Option Desating Atak single weapons, Mighty Sng Foner 

‘Mick, ap Ste ape weap Staning tack 

Dex 1, Con 1 10, WC 

Talents Devastating Atak (mpl weapons), Mele Sah Sting 
‘tac Wespon Specialization ample weap) 

Feats hor Potency ight mum), Maral At Marta At 
‘iahty Swing, Powe Ata, Rp Sire snl weapons] Weapon 
Focus line weapon) Weapon Pofienylatvanced meee 
vespoes, np weapons). 

Skis ndurane 1, itive +10, Perception 9. Pewavin +5 (can 
rei when tinting, mst hep econ rest), 


THE SaBLe DAWN 
The smaest yet gerps rest dangers of Fit Na 
{noe a the Sole Down Thogh the Sate Daw 
‘one hundred member, thy mana teal in Pit Na’ bru 
tiding down repuarfts on any nener of plants 

tions the Se Dan as done tal They ashen ieee frmation 


Heroes ano 

THE SABLE DAWN 

‘Outward te Sable Dn sno eet fom any athe opaiation 

Poroighbacgraind chek ans emfomanervew seconde It 
Though mst ote Sate Daves employes te unaware of he Farce 

pect abe courtesy he abe Dawe, aes aig and 
(fal te rants Pade Sable Dan ste males. 


Dar, nia tthe shay 


Init ae Vee minainss dre poi nthe rare oeasn that 
Point Nas couel cannes Viee tens Eeyore news whee 
ren thegh he rareyventrs out n publ witout» esguse Ae Vie’s 
Sin the Sale Daw performs charity wre niin he sams a het 
the shadowport Faure Dstt Ne ory oes Suh charity tat he 
‘re2gecizensopinof te Sable Daw but aBows te att ke 
See ut for poeta alet. 
Inspearance. Vee Ka ca dtinguihesooing Human mae wit 
syst ha brown ys aa pl sin that appears tbe pondered He wears 
Fests more rom the Coe Warland cates patinm enrol 
‘Sporting Maser pista at eas ree, tanore’ towed ed 


ieee Xan an 

eum Haran noble ere ae Serine lore 

Force, tong in the Force: Dark Se 11 

Init 7 Senses Perception 

Base High Gauci Mute, ain 

Defenses Ref 26 foots 25), Fort 26, Wl 37 

hp 100 Theol 

Speed Ssquvres 

Melee unarmed +9 (1407) 

Ranged sporting aster pte 49 (9447) 

Sane Atk Grp +2 

Spell Actions Fore Focus, Teenie Savant. Weaken Rese 

Farce Powers Known (se he Force #20): ets freig, Force 
‘fi mind ck), mov cet), negate, ebb. surge 

Force Techniques Force Pot Recover improves ove ght 

‘lies 10 ex Con 1619, 1, a 

‘Special Qualities cormand cove 2 

‘lets Aract Minion Educate Force Focus, Force net Adept Ming 
"et, Fear pie eri, Presence Tete Saat, 
Wester Rese, West 

Feats Fore Sou, Farce Sens, Foe Ting. Ung Si Foss 
(Deception ate, Ue the Fore, Srong inthe Fre, Wenn 
rosie ott, imple weapon) 

‘his Deception +20 Gutter Inormaton 5, itive +17, Krowedst 
(goer) #1, Perception 6, Persson 15 Use Computer 32, 
Use he Farce 220 

Paseson spring baste sta Fie elt 


Sable Dawn Assassins 
The ssa theSle Dawn come tom a wal ie. The mijn of 
‘he eguratns an anal membership ne sesty te Fare 
‘rat si the most pied ofthe Sable Dr's operatives wre ae of te 
Force ard sted in suse. Using 2 mitre of conven an uncorer- 
tional metho these asians pose 2 grave vent fo anyone hat has 2 
‘Site Gan costa paced one heaa, 

The Sable Dw teaches is Fore-sng embers that pertetion net 
tind easy or euch. Therefore, they rust constant set est 
‘heels, ath 0 inprve the is wel at the pe na sera 
Ser Wh isset-eatzton cones the wengtha tate whatever they aa 
‘sures of te moral rapoigs Ut might eerie ote 3, 

Nong description apples tothe Sable Oars uate They come 
from a wals of ie and can e meres of any os nomber of ese 


Sable Dawn Assasin 


Meum Human sole coun 3nsasn2 
Forces: Dark ide 
Int 12; Senses Perception +18 
Bas; Rosse 
Defence ef 8x), For TE 
‘bp Teese 
Speed squares 
Mele warmed 3 (4) 
Ranged laterite +10(38+4), 
Base Ate 7: Op +7 
[Atk Options Dasara Sie, Devastating tack es) Fr Shot, Point 
Bun Sh, unnng Altace, atl, Snes ach 168 
Farce Powers Keown eth Force +16) Farce gin Fore lighining 


as 


ities i 7, Des 1, Con WT, WTS OT 

Special Quaities mark +8 

‘alent Dastry Ste, Demaitonit, Deven ita ie), 
Ruthie, Seek Atak 8 

Feats Amer Praficecy ight, mem) Far Sot. Force Sensi, 
Force ating. Maral Ars, Marl As, Pit ln Shot, Rung 
‘Atak Sh oc (Use he Fore, Sil ling (tea), Weapon 
Profcerey (stores, simple wagers) 

‘Sus Eearanee +; sve 2 Mecha +70, Perceton 
Stealth +12, Wee Fore 16 


GeooRAPHY 
Pale nacrnabeen caves tm enter of es 978. The portant 
‘he shaowpor states nearest to Fach Cove const of wining ok 
ostoges at empty into ge stoner gates. Te gies age 
brea opemaied an tb ap sbunanc officer angina paces 
stoh al manner temporary ans semperarentsrctes Pretsnestes 
opnalsiuctueshavebeen ered nena hand-bat estes conte 
toca stone and shea ally The tet fPit Nai ar ining an 
‘camped ech lint analy The get vere enue trough he Soak, 
were merchants of every species tress awe er wares to passe) 

‘hanks to Pont Nas fe supper syters, whch ae supementes 
wih ura atmespheri proceso, hain esate rea oe 
Comet beatabe, Sale Atl gray hese mites by 
{asin etna of eta generates nah tana gray facta 
‘ie he tte one aves may abet Tasandehe waste 
‘ea crstant protien within Pit Na espe a gassoot carpio 0 
Atepthe sedowportsthroghares ceo ee iad wae and senage 
Slo ite down int tert aecring ters bea te Swe, 
{eda el of mate anoga at ve win these noi avers 

"Yarspartaton between sferet pat of Pant Nac pinay by 
‘oot. rete aceatons speeder can Be seen winding say 45 
‘he sets raring overens vente mow, soyite atu o ot 
ngs roads te ar crowded a he best Fines. Mas the shadow 
pert’ ete ae oman nature, though several hundred gris abo 
Foam the stress on alta Pet crime rapa te perpetrated 
by members of set gangs The sounds fate Sbts, especialy in the 
sre Distr, are conmarlace 


THe ARcaDe 
Feit nds erteramert an red-ght aietsbest known asthe Arcade. 
‘large number of cating fourn within te Reade’ nao expaae 
Coli, cared om te emer litera by Salven Face’ mining 
‘ry, cecorate the Nesae teeta byway avers 880, an 
Dojia-fndes socal es" within opting tance of one ster 
‘Se dealers camp onset coer, ating» conan ny of pres, 
proses ana pomies Pst on stare ene common oon ong 
Tora iverson nthe arcade Duets ana brawls eur ocarece oe 
om especily busy nih. 

‘Much fe busiesin he rade overseeny the ise ats 
‘the ney. Nether Eps nor he Sble Dawn hab much interest the 
‘ade, reugh their gets ee tbs an the t's gona-on, 

Plat Hook: A character” reup of raraters mata fr someone 
eb leaner Rate lr Te might epee serene, 
‘ras ends hat have no been een year Whenever the ct, the 
‘istalen india beleves tat fey ome him money nde ether 
nwing or unable te the deb ap. 


FiscHe's Cove 
Fiche Coes amas eer encompasing mich fhe comet rea 
‘arte: Tough fies wit tn atmosphere (ars othe pore upe 
Porters no gration pal ofan carequece manne in 
the caver Ship. Sepsis an sis fy aout n every Srecten pone 
‘ered tows any ton parte 

‘Nock fs Fishes Cove, ond gecko he vermin ar cone 
stant cone of pets ard techies aie. When they are nat. 

Con ssp cables aa cons, he resus Sek ssteraee fm Pi 
Naas pang Seventy pescent ower dupa Pit Nod 
recy trove othe moa estate. 

Pat Hoe: Pot Nasi’ coun has cel erate initia 
awards hurts 10 eet or every myooch te kil With hota 
‘moe ng thought the come the ty’ ob Sethe peer 
{easy py To mate mates worse groups have Sed moc 
ing asa ease taper evens Random sets hve been Scared 
throughout he's Cove leing to several eights betnen eet 
ae ting gies. 


THe Fissure District 
Pein Macs sy are known te Fate atric inary prt 
‘ey enconpata wining eves ofa Fue between eae and 
themins ok with no pace eet go ee out on eastece nthe Fate 
Distt spring teste sorting hvnugh griage the hopes vig er 
ce mary The pares Pat Nai reves const he may 
ofthe Fs poplin, tut more aunt iia cess ped 
‘ayer eet hing from enemies athe dt ‘ 
"he ses are tea ato he mies, and given tha the mines 
area rohties rest ra ete, olen encounters between aja 
thoge arate ingovernes reer a ne Fsure Dic ae becom 
Pt ok: Whe wandering though he asus the Psmigh otce a 
_poup of yout ofvaring pecs shadowing ten Te Yuh are menos of 
Sum ng, andtbey hve ee talng he gop ard mang fran opening 


_picectequpmertar gear that might eth afew resin the Soa Tah 
spert thy wat tek rund thePS pt 


THe JAcKRAB HOLE 
The age cavern at laws acces othe comet’ interir is fee 
Somewhat comical the neta Hl ates pecs ogee ram 
‘nate to atone, Te tunnels ery wo omer ong. a ve 
Ponte meters a wien pint. The Jato Hae nrows to estan 
{wo hunted meters several poms resting the mama ea the 
Sips tre abe to ravers gt, 


THe MINISTRY PRECINCT 


THe Nest 


THe Sure 
Corrs Afewsalcatine are sped hougout the Spe wth ey 
ps Visitors who rare fever veture away fram the Sis ae retered to 
NTpe Sear unde he Undsptes conta of Ep. A eng a Ess 

Mot Hoek The Pare oferean feo f work pings merchant 
union hi cag nthe Sean tans toa warehouse nthe Trade 
and he Ps are athe by 4 rena he aoing fe clon te ergo 


SALovVaN's SoUK 
Everything from foo exotic beasts to spice canbe purchased in 
he Suk gh he res aon the high en 


THe TeTHeRS 


THe TRADE DisTRICT 
‘Scevole tospesetrac and erg traniprs coming inom he Sip 
‘Mong ht eters and lees Pit Nada peal stored he Thou 


—— 


worting fr the Alia aie an the are cb lecing to ake # 
ess the shop owner oes at py the ash mney te dean Fhe 
flaye intervene, eer te alevate he sop one’s deb oro dante 
‘he thas by fre they might en up making value enw as 
ower enemies. 


uTmITY WaRD 
Masve pone gerertrs, gravity contr, aed te support systems are 
{tot and maintained within Pt has Unity Wr. Though ete 
Convaied by te Aajiae tj, the Utsty Ward employs & number af 
teri tocareforertielstes.nefet mages fret 
ntl eve whieh arn afte Shaanpar receive pone Me SuRpo, 
‘arial gr 
‘Nest tote lant Dstt the Uy Waste mest iy defend 
itit not Nai A mista of ps ed une ane the Ac Car 
Houkthgs populate the ete. The two rugs rarely wok together, 
2nd tis 3 rare dy when the Hout dno istiate 2 ht wih Eo 
Pot Hook As exsleson nthe Utity Ward cuts the leet poner an 
ltesuppor within the Fesres apart othe rade. Tne rts nese 2 
‘epithe damage set eaten the port. and Reeds of ves might 
elite fesapprt systems ante trough back ene Tepes 
re apgrached yan Ep sper na ste to proareteparts rom 
{heavy ste system hat might ape be 


rrenaresattemp st 


‘he PS tam avg the adore 


SERVICES 
any services ean be acces eae who vt Point Na The may 
ene baneses in Pit Nai eae tergalc ade ansmoape 
Prong cews nhemtrtmmert hie they area shore ae owe 9 
Pisces ose gotten gon 


CANTINAS 
Leary athe port Pit Nadir has ars, phe sores af cans. 
Corina rent jo paces tink hea at eatin where workean 
‘efouncealcante mae ané infomation can be bug The umber st 
‘lnkng pats nPit Mase ton muertos bt sever fem 
fave sane cera aur of ator. 


The Cructest Cut 
‘heres Cut ag.) he mast atau dining howe Pit Nay 
ceate win tne West esters th hacowporsmore viet eile 
Sdn pei ood pce toe ssn msc tas Ue lod 
‘ports and loan evens ar the catins 99 draws The one of the 
(raest Cuts Hut trowneny Toe, frequen caster a Pont 


ass ey save auctions. Espey sang sives reused fodder init 
"tng events whe the wats apf war in ei es, 

"yore ean competes he Cle Cuts vets roe ght = wee 
the Fras he arenas on) ope up toate laters rom 
ess he ae. 


Fische's Pub 
“is unssning canna in the Sips takes its mame from Point Nags 
favre, Soran Fiche 11 fr sates and eh bat eS 255 
‘regents by smuggle’ and Wack matte. Anon cling fra goos 
‘pacers tle can find oe In Rech pb; ser ofthe rears 
"aes wth hetered prs Infomation about ay sje an be hd 
‘the coe india are questone. Maye he seca most roars 
‘ates mates poit to vit Fiche Pon when heen gor. nung 
‘iminalsuch 3B Dane 

{ve mus ane of he Pus mot wel-inoun tracts, and see 
epi bands are seed 1 playa any ren ih. Trough mse 
‘Ses Faces Pub aigteratmonphere tan mono shaonport sete? 
etn i noes ange 


ZAN DANE, Pirate 
‘an Dane a prominent pate in Pen Nad: He has bared ships of 
Al aleiances a one ime or anne and fs ny lays this rem. 
Dave’ gst mystery but ven ects a command pretence 
he leary tas nal command experince. Ms ive dale supp 
that he poaby comes rom somewhere inthe Tp’ Str. Dan 
‘amtoyant ad reves nthe Wapaings of srybaoh pirates. He an 
‘onorable man an hough he at ct his share of tents 3 pate 
els tardy lots 

Dane's crest tila const oft capa hps-the Amber St 2 
orelian Crete, ant the Sweet Voy. recent eptre Marauder 
Corvete-a hal dozen pace wansport an barf eapabe star- 
Aight with hyperrves Url tok Set Vet 38 ape Dane 
essing th Amber Start hap Ne ha sine taken hing 0 
‘he Marauder and ha spent a ge umber of cea in a tempt 
‘eng her up a isexactig spect Into Nand of werstelat 
aes ues mare than 400 ere member, ps dad 

‘Pont Nada esting spot fr Dae an his pats place fo them 
toreacand recoup betes ads Spolsaedided among there, and 
they descend upon he Snaonpor ke Data ort Pont 
rere elie han when a pte ere sch at Dae in tw For 
‘machete as they cause they a bing much-needed busines tothe 
“nadonports extabhment 

"Zan Dare s a mieaped Numan with michevous ry eyes and 
long tack aire ieaack wha vereaa He wears bight eared 
thing, avering ead ues Heisarey seen whew ne made 
Sion and.a sheathed viropie| 


Zan Dane, Pirate 
Meum Haman sound! Sholer3 
Farce 4 Dan Sie 

Int 1 Sener Perceton 09 

Basi, Drese Rodin 

Defenses Re 22 (fat-fes 20) Fon, Wil 9, Caped Oars 
ating. Dodge 

“bg Se Tesh 21 

Speed sures 

Melee viorape +10 (2660) 

Melee vierpe +8 (610 with Rai Ste 

Ranged iste pit (4) 

‘Base Atk +6 Orp 09 

‘Ak Options Camped Guat Fatt, Rand te (oriole, 
‘Spacehound, Stati Raider, Whirnd tack 

1 Aetions ee Defese 

‘Abies Si Des 15, Con 2.14, Ws 1,0 TO 

Tolets ramped Quarter Fighting, le Sah Scena. 
‘Starship Rie, Weapon Specazon ere) 

Feats ArerProficency igh Dodge, Mee Defers, aid the 
(vroraler) kil Tarn (Use Compe), Weapen Foes 
Iorraie Weapon Mticency advanced mle weapons pl 
‘Simple weapons) Whining Ate 

Shi Decegtion +9, Gate Iefration¥9,nintve 21, Kroweege 
(gaa re) 1, Perception Peruano, Plot o, Ue 
Computer it 

Posesson vrai, ast pista 


Under the Table 
‘Though ata famous the Coles Cut, Under he Table i ust 
angers The cantina name ean be eoneued m3 trp erene ot 
Sons For ong, itcar be then a hearta eesepion of ring one? 
(erone's conrad) une te tale Secon, most of te rad oe at 

pace nthe Sark recess of he Brae bald fo "under thet 
(tats tos. nt. Fay common act fosmugies na ther 
benefactors to sce gull 2 weapon ding egptins, rangi on 
her target ent he ik rapa of te cantina’ ables at nae 

‘Under the Table fequerted by smuggle, spacers aed shady 
scans es eaten he bode a he Sips nthe Trae Dirt. 
Iriviuals who neea a gic way out of Pit Ne can sometines ns 

sage on 2 vse by Searching a itt Under te Table Ou eh 
tute caning nar atten togeate sao for he nev Pal whe her 
‘est are eng site in ete port's docking bas 


TAARNA ReNAv SuUSoLeA 
ines pander iana— | 
Tons wo chee noe ot 
Hotere tino tpcepeceostt coe 
Sela neant sacks Seton ee and 
tose tres trates Toop nao 
ci cs roo peyton Sa 
Sn acoso Sse onl | 

peepee selec | 
Pirtriopitietpens 1 | 
Titan elon | 

peer | 
cot bol Cra geass eric he ene 
Sata oc sorte oat rca ay ireani 
‘not going her way. She drestes inthe fashion of a Crelian ne'er-do-well, 
‘efthtg Go neh ale to) 
aioe 


ae 


Int 13: Seniex Perception 
Bai Hatese, Sulstese | 

Defenses ef 25 (a-oced 2), For 2, Wi 70Deaae 

p50 Tresold 9 


‘Speed ques 

Meee unarmed +5 (1643) 

Ranged bate pstl 1 (4644) 

‘aoe At: Op 95 

[Atk Options Hyperrives, Lucky St Pi Bank Shot. Ring 
ace 

Speci Actions Foo Luck, rac. et Draw | 

‘Abilities Sia Dex 1 Con ne 5, Wi 1, Coa 

Talents es ch, Hyper Krack, Lasky tot 

Feats Doe, jroved Defers, Madi, Pat Bank Shot. ik 
Draw, Rning Ach, Ss Focus Aros), Velr Combat, 
eps ees sta ean Psi sa ie 
weap 

‘Sls Abate 18, Deception +1, ate +12, Kowa 
urenacracy #1, Mechanics 01, Ferepton + Pst 613 

Ponesson at pst igh aut reer 


casinos 
mane. The jit tee garling Gee are cn Zt the Pat 


Crown Court 


Lucky's 


ng et than the be grec 


cHor SHore 


a0 
Fein Na best chap shops own the esnaton fis oer, 820 
‘to indeterminate manfacture rg 930 sa sve tp wih 


lest two xt ame ad eathing seme of Wom 920 employ a rumbe 
busines Teagh heshop whch eae nthe Si abet sti 
tang ean be mabe ad wangrted to any etl ce nthe Sie ot 
Speiig nthe striping an rev of sabi, 0% oe of the 
erty The cso 930 serves are coe hgh 
Spend ond sl wth wich they ore performed 


INFORMATION SERVICES 
the gourd for thir eat ig break The largetcustmer are he criminal 
sycates within Pont Naa, bt ey trae wit ery are. 


erwin Porto, 
INFORMATION BROKE! 
rect Pit ai mot ieelifrmatn brokers Fetwin Fora 
Toylaan wh beasts of urbe bexieingson home plane Hesarted 
‘ita vara shfing ta rd exo cme hl 
ta preeminent university. Inthe couse hs aus, bested pon 
Information that ite ui offer ina watt of eines 
Givens ow pay en isle tat heuer Para rat 
‘ik twice abut ing the afrmatin to make a pri or Rinse 

“hough his atlengts x lackmal were intl sees, Po 
culated ge nombe of eerie. They te te of hi conto 
‘hist, evel rng itmare onveet te neta him athe 
‘han met his demands Within ours Pro was onthe ut lel fot 
his fe ar eventual cing to Paint Nad 

Povo pry Tyceran with ue-green sin abou een eyes 
He fates aout ervey eve tying in oe Sot org Fen’ 
are const mono bgyy. singe pace eange ut tate ry 
Fins time rolavndeHespeats na quik abet iraced, manner and 
heals tse to people whe dor now him wel, 


Fetwin Polo as 

‘al Tyrie remerl acunde 6 

Force 1 Dak Sie 1 

Int +, Senses Perception 1 Languages Bai Bthse, Mutsy, 
Toyiaran 

‘Defenses Re at Yooed 1), Fo 5 WNT Daa 

hp 2 Tehaa 5 

Immune ¥5 specs bons to Wil Deene agains any Use the Farce 
Check with he ming ateting eer 


Ranged last pst! +7133) 

Bate Atk 5; Op? 

‘Atk Options Pat Ban Shot 

Reto Fat Lc, ack 

‘Abies St, Dex 6, Con nt 1 Wa 16 Ora 2 

Talents ose, Keach, Pace 

Feats Doe, Feds ow Paces Pl Ban Sh, Si Foss 
{Deception Gitte lormaton, Use Compute, Si Tring 
on ee aati lee, rawiespe ores]. Preeti), 
‘WereonPofcerey (pst, simple weapons) 

‘is Deceston +15, ate Information +15 can suit fo 
onwledge vena] check hen acquing a ees) 
oonleage breasts) +2, nomledge galac ) 2, 
anlage sd sires 2, Prepon #1, Se 1, 
se Computer 17 ean subsite or ater infrmation eect) 

Possessions baste stl 


own Low 
‘The nformation serve known 8 Down Lom she bani of Ftwin 
ov Toyaran witha tis for tnwlege Unters, Pos at 
for west arouses ha eving for knee. A consummate ape 
‘tr of back, Pro foo espn" they spe. he her 
Soneting they drt wart Someore eet tow” Though Porta the 
Imastermig bein the bets eh sere employers at set the 
‘ees a aa estomers He Becomes ined with 3 lent ony When 
‘hat cles need ae especialy high pti. Down Low ote th 
Pinca rade tit 


THe BOUNTY Post 
(ne of oie Nac i atvactansspeiy fer bounty hunter 
Bounty Pot Locate within he Sout eta paler the Bounty Pots 
that dts ony permanent suture. Thee inca can pot rok 
for boures-for'a modest fe, of couse Inia ar Bed le 
Icenteaton numbers, aan eaton to wt es, the Beary Pas 
takes all pecentae of ay Duties pasa ders fee. 

The Bounty Port lows indi interested posting Bounties to 
10 eeing cecty with renter ate te jobs In aan the 
Pein Nac Bounty Ps sul etmorted pling nab inferaton ram 
the ropes equipped boury posts nee sacowpers. nda 
beurty entries on bes snp a8 roving target's name ar st kon 
wheretbots Mor are samewhat rare comple, and can nce wie 
‘arty of nformaton, such as Rlograptic depicts of the target. apm 

sect lil infrmatin so that ny remains con be pote 
erties 


Sare Houses 
Sevraafehoves tein Ft Nah: Thes locos slow dvi tle 
low orexterde peedsin anattenpte eed he authors. Safe houses 
‘re smiar fo oth, batter reients for anonynty. Payments ae 
trae godt raundere cre an legs of stay a he gum oma 
Single hours along a yeaa are 


Evad Court 
Within Point Na, vad Courtithe preninet sate house. Neste within 
‘he Fase Disc s utwar appearance tees itera axon 
vem Tre baling han eneslet secur, icing active pte 
fetecton ptr twa a several Homan guards ho ae ya oy 
‘he omners Rowe an fe upprt are erred on the prem, a 
‘rane’ of everson anéertertamet ae rode Guards recap 
ua unfermed,weting nto fn ack sh Each ler ane 9 
prof gare ho tak fos xn forte carge 

(nia setet few kro the prec location of Ed Court Cie ate 
‘atl porto being ten oad Cou an nee here hey ae nt 
london unt te ays camplte Duta ay re determined 


Keane's Emporium 
Epo 


To the Teeth Void imports 
al the weapon bop nF Nad To the Teeth athe most repeced. One terest as 


yan enterprng oun Bala raed Feria at 
nd money, Sarre 


‘alse page 155 
fet the hie Can 


MTS ADONDeD 


YaLPOR WAAR, ARMS DEALER 
‘sity Qusren tom ann uel Ganon Man Calamaro War 
has ee his share of cei trouhout the gala. Cle species 
ler peace to warfare bu apr iiss tat uch actos ae mee 
eens “Someone ava itn he says And whe amt stay 
‘her hans? iy ot rot frm the Boda nteaa?™ 

‘And ait alps hs, fhe arms dealer Pit ade loa one 
of thernont were He pes hms nis valle tok and tows 
“isfonest test weapons par to big then. Not ony oes Yor 
‘el weapons, nes a etna fair wth the. He males pent 
‘eam the peclaries fhe tems he pare the rowepe makes 
imamareefetieaesran. 

Wee wars, apr esis inthe flowing robes ofs Gurren mer 
‘ant Several weapons are concealed within he fl of tee robes, 
‘actiathas stared moran oe ptt esate He asa own 
‘tina graf ocean one fh fac tertaces misg havi been 
Severed bya uy base bl at some pit inh eee a 


Yalpor Waar cs 

Meum Quaren shes nb Vout 3 

Free |, Dank sie 

Ini: Sesesow-ight ve: Feeston +3 

Languages Ba: Desh Mon Calsaran, Gsmorean, Hout Mates 
‘uarenese 

Defenses ie at ooed 1), or 8, Wir 


OTHER SPECIES 
‘Ass wadonpon, Fit Nadi shone te sores of ror-Human species, 
‘Tough eeny an pecs mht be foun wang sete fem specs 


BaALosaR 
The Basar eves wel-eseved uation forme sd shallggey They 
come ron the pant Bs a poled and ihaptabe Coe Word that 
hassuffoed mighty at he hands of integalciecorporateepatatin 
Balosar who remain onthe speces Parent eer en pin one of 
thousand mei, degrading, wed low-paying, they Fr fo Ie 
‘of ime ling out shady sil exec. Orcaonaly, Bsr fad 
thc ay oor send of teitering theses, they types eer 
topetty ere tomate ning Blt apear tobe bain aan le 
‘her aneneapapsareretacte. 


Balosar Species Traits 

Ability Modis: +2 Dexterity, -2 Constution,-2 Wisdom, «2 
ovari 

‘See em, 

‘Speed: euares 

‘Antennas: Weis aresapalpreextende, Basar caneala 
Perception eect rag our ut must eee second ret Boar 
ray chose react is artenrapalps ya ee act exening them 
Mewisea te etn t pata human (na Deseo chek require) 

‘oon Resistance: +5 specs bonus to Forttuse Defers sping 
peione 

‘Moral Ambiguity: A Blo uns 9 2 pees nut Wl Defense 
agains Deception ane Psiasin chess 2 they ate extreme sae 
‘ety fii es 

Languages Boar Sie 


BARASEL 
‘arate aro arate race of ies fom the nhospabl pant of Brad 
[They eve om ecural redoort an ave ean mucho the 
‘igi! fecy-Buabel Mtr fs punctaates by an waft, nich nak 
‘erty put to an en bya Je enarer ho mages fo negotiate 
Settenentbetween wo embitee arseican nthemcanis sce, the 
Auatel nave developed 3 cetales myhalog abot the Jel and cote 

Baral rege ie! pian with hick ac or purge sae, They 
sss shar teeth also nels heavy tain andar orf hemes 
Fntinating pees the sly. 


FeARika LazeRra, BLACK 
MARKET AGENT 
‘the gh rather an ste Frha she ony oe let ave. The 
joy af them ded becouae ofthePord enorme coon of 
‘erremenar acon esa ones before Feria came of 
‘ge The others ere east fet mead gang warfare acm 
‘ie treat mn Bloat tan reins, Fria consides eel 
"sured oes ry fares own well-being Everyone ee thera 
fotenal tol ora oer enemy. 

erik cet Pit Nag on a efugee spat had been ae a2 
zebya pat tan Hiden iin the bowel espseargo hal he 
trsneve diavere, ads maraped to sip ov the ship adn the 
‘hamport without beng nts Shee atbome a stat mang 
!ng the ys scum aif she longed there, ad she 

Inting Feta imposed hese inte the see underey-Satig as 
oneal Fon ais ree-eesng sree desis she specs 
Sle tems deaiog nape aside retype Soma her 
ase, which teh aubbdVod imports Se was a ecessl at 
Tel the Hut tan ote eer acumen an afeed era def he 
Anke, re Bing a survive Fra chose he te 

"era 9 stapely Bala femal In er masters ith lng 
red-blond hak Bact eyes, and @ wry Sle. She rarely extends her 
tenn, suring tat they make Perron Balt asics 


Unconforabe She errs in fine lots, ling the ctcumstance 
Slrate he styles choses. 


Speed: 6 suares. 
[Natural Arma: ASarsbrs say ie roves 2 ata smo onan 
tw lx Detene A atral amor bonis sacs wth an arma borat 
Natural Weapon: Sarbe bt rts weazon ate orm arp 
slaw, tet and hk a. Whe Babel mate an ures ate, 
Im choose tose tsratral wages, dealing 6 pots of sting age 
(owl ering came (eh er losgearingeamage (al) wt eat 
‘ct tend of roma ured omage Barat! re ays conser 
eed with ther rata weapon. 
‘RadatonResitance st Forthude tes resi the eects of 
‘Darton: arabe! gsr conceinent clung ttl concealment) 
from dans However they cnn prea cor tal Satine, 


Feria Laerra 
‘Mesum alos none nble Yacunee 4 
Force 2, Dark Side 
Init +5 Senses Perception +10 
{angunges Bao, Sse, Bocce, Dus, Mates, arenes Ay, 
eee 
Defers ie 6 (a ooed 17, Fart 14 WT Doe, wo 
amiga poor restart, veadale 
bp 1: Tesh 6 
Immune species Dons o Forte Oefene when reiting posaes 
“Speed ares 
Melee warmed $8 (16443) 
angel ou bse 6 (32) 
Base Atk Op 6 
‘AN Options Pi: Bi Spor 
eton| ue Daw, lhe Line 
‘Bilis 1, Dex 1, Con 6 Ws Cha 
‘Speci uses mera ambsuty 
Talents Dupe. Wate Une Unendble 
Feats Dodge Feds in aw Places, gut Poit lan Sst, Quik 
‘Draw, Sil Focus Oeepton Knowle eto), Sl Trang 
(Fess), Weapon Paficeny as, sel wespors) 
‘Ski Deeption +17 rowed ecology) +7 Prepon +10 
(whe artemapaps ar eneneg can el Pecegion eds 
{or scu but must ep Second eu), Pesuason +2, 
Use Computer +12 
assertion lou aster fine cates, tps 


initve:Baabl do nat gin Weapon ofr (pst ies oF 
hay weapons) ating fata i ee, even hers normaly 
anther 

‘ShltA Baratel can ella Peruavon check mae sinister 
but mast ep the second et. 

‘argues Bare! 


HouK 
ron trughov te pln 5 l-tempered lies and ruin the Hook 
‘ves epttionrsoingwoble thine Hou that votre 
‘ios ey gan employer in rmia oxepatons. A few dtngustes 
Hout ie svete iter repaint he mary happy se 
toe soertage 

owt arenlng pes with ik shat ranges nar erkae 
‘ove They ave oh prominen ons, nd bea yan eye The 
‘ane of the strongest species nthe gary, ith ran tat comparabe 
tethat of Mente 


Houk Species Traits 
‘Ality Modifiers: +2 Strength «2 Canstttion, -2 Wisdom, 
2 Ohana, 
‘Se Mes, 
Speed 6 gure 
Natural Armor: Ho fe thik-boned an hckstined They ain & 
+ rata mor bonus Rel Defente A tral ser bon sack 
Sieh an amar on 
Pryealy itimiating: Howe ni Strength msi of er 
‘arma mater for Person hes mae tnt tes 
Languages Ba Hook 


WROONIAN 
‘Te ner in plane Wns tome to ane Human species known 38 
\Wronians, Wronian scety is tased upon the dese for persona wath 
cater posestions, Despite hi te ara arte ad melon spe= 
‘estat nay aking it ar ing forte moment Woon dst 
ti types ef euheriy tans npr fo the plnctary goverment es 
enstant estab Toa Meena, He Swot ving ony you sre Rav 
fam ie getting rh 

“hou ert! te Hamas in mast resecs, Wagner 
by he etna at be he 


Wroonian Species Traits 
bit Mogiers «2 Deter, -2 Constutan 
Site: Hledum 
Speed: 6 squares. 
Fre Spirit Wrooran oun a «2 species onus to he il eters 
Skis" Wroaran cas rerl'sPeuaion check tut must ep the 
second res 
Languages: Basi Wcaisn. 


DRoIDS 
Drosare a connon si thoughout the gly. Pit diana exepton; 
is area popula ihn he nazoporatanyere se Mow ros 
serve master who ae the vting or ving Pot Nai, though a sal 
ercetage are autromous. Tete rogue sods ar tated wih cae and 
‘respect in ast cass the sadowport onan derizes arbor he same 
‘easandpreses tomar naepener roam threaten more 
cazedareas Aoinctonng ef anorgunicmasterinaawes cy 
sch as Pont Ha peat volumes but abit fo sure 

The mast commen rosin oi ai ave been hr soe ust ter 
Saloran Fee chose the cmt asistae cf operons The vas may 
fe dos that del within te comet were mantactreby Rocke, 3 
tere tana ps when che ad hice xpress ti ot 
Psesting vse When he Asie Huts tot pontenion of Res 9376, 


‘hey fund the dod shu down and sated thughout the comets 
Interer Once retarges, ratane, rain tome ees miped te 
were put tal fo wrt ie employ othe Ries. 


ROCHE 1-17 SERIES MINING 


‘ie 1-17 Sees on baunee sgn sean rom sal a i, 
The 1-17 seus with eavysaa je for ig The pata 
esas fou sues ang yo ares le Atarge ty he 
piesa et ths 30 damape are ores sep lrg the conan 
Inte ever tat the plasma et mss teas nha camape nd 
rotmve the trget slong he conton wack. The 1-7 a features 
{nd Bowtreh for recon eting aa caring obstaes The owt 
fount ar arargeé tack wih ange of sae 
‘Theater ther wr, nerdy woking Inge hour 
ramaltcompete 3. They smetines reno thenses. 
ting ot etage an ranenance he detrment 


1-17 Seies Mining Droid 


‘Sali (shee) rane 3 

In: Sense aren, light van Pepin +7 

Languages Base. iar i unsgnes 

Denies Ft 16 atone 8), ort YO WATS 

‘yp Teal 0 

Inmune sad at 

Speed 4 sures raced) 

Male san +5 (3) 

Ranged lowore (26) 

Ranged hey psa jet + (0) 

Fighting Space I scuire Reach square 

Base Atk: Grp 

‘Able Sr 6 Dex 18, Con = ot 1, WO 

Feats Sil Tring Prepon Use Compute, Weapon aes (eaey 
‘pls je, espon Potency pitas, simple weapons) 

‘ks Cit +7, Keowee [physical sciences 7, Percept +6, Use 
Compute 7 

‘Systems races Icio basie proces magnet fet? bal 
sens evening prt nr an 

sessions hey ssa et, Bowie, sam 2 ain antes 

‘maby ened Cost 3500 eres 2.850 usa) 


Beste be smevrine 
ERATOR DROID 

Pee i Pa een 
Sete th De Smeg Optatr wn effet een. Though wes 
"evarced proceso, he 88s nee song we Nei ea 
‘ws teas wind temperatures fut 1850 eres ess, This 
Spec eanting proves he 8 with 3120 equipment boas Frade 
Deere agi entree heat 

along he commer alu of the 18 Were Orne, the D8 Sees 
as esgned with apr uman appearance min The et are mie 
‘Sith he B08 appearance big morsel ban Haran ean, 
theme fin ofthe ees coting does ite te set Humans a ese, 

D8 Sees ids have simple personalities. They ten ceeop an 
inert comple, resering dre with more advarced prcesor. 
‘le D8 modesoften resort to balling hemor aseaneed anaocaly 
et in 


808 Smeiting Operator Droid ao 
esum ri (nce onesie 
Init -2: Senses darn; Perception +0 


Roche JS WorKeR DRONE 
ier he Roche Hive intsoaieaits 9 Wore Drone ona the pen market, 
the coi was an stant fare Though sesget wa rota rite 
{sine pearance ond and mare were dey he mj of 
the mammals spces nthe gn. Ol ete fling mare the erect 
to eer rico species dl the Vries the pic mew Ji a8 
tiem oe the models purchased a sch prices were fen Bu fo 
‘Wort 5 bores, gen ha he type cuter ee fora pote ead 
‘natow te nnessent 

Dept the Js aceaneed processr and potent eetens ie 8 
‘plomat ro, mast pcs sumed tat "wore done” wan ea 
Instn of the units tended use Thee psoas re ures, 
Shei tbe 


49 Worker Drone ao 
iesum ei (a-Deyre) monte} 
Into: enue Perception +0. 
Bas nary, 3 urine 
Defenses Re 1 at fore 0), Fort. WTO 
hp Trees 10 


Languages Bai ary Immune si ts 
Defenses ie (a food 1), Fart 10,0 “Speed 6 sues (naira) 
hp: Tresho Meee names +013) 


mune ri its, 20 equipment barat Foie Defense agnst 
‘atten heat nde 

Speed squares aon) 

Melee caw +(e) ot 

Melee cam +4 (26644 ith Mighty Sing 

Fighting Space| squte Reach square 

‘ase Atk Grp ot 

‘tk Options Mighty Sie 

‘bites St 18, ex 1, Con We 10 OB 

Feats Mighty Swing. Sil Focus (Endurance, Sil Tnng Enurance, 
‘Weasan Protein le weapons) 

Sls Endurance 8, Knowledge pha sciences) +4 

Stems wang location, ae processor, 2 dows east, 
avin, ase! shel het resistant eer costing 

‘albty eese Cost 2500 ces (1800 sed). 


Base At 0: 

‘bles Str 1. ex 1, Cn, Ws 1, Ow 

Feats Sit Foss Wnoede [orwuray, Persson), St Fratng 
(Persuasion), Weapon tency mle weapons, 

Skis Krone [escrowed gnc) 
rowed (a Sceres +8, rsa +1, Use Computer 

‘Srtems wang oometien, bs process, tate unt (DC 9) 
‘eabuster 

session suo recorder 

‘abit iene Cost 1.200 crs (800 used) 


ead apa 


’ CHAPTER VI 
ADVENTURES 


NONE 


hschaperisntened fer Gamemasters and contains erat min aren: 
tures ea sate for outlaw hoes yout ple ou hl probaly 
‘hip overt chapter and wa for yur OM Spring these aetes ot 
Yu and theater plae in you group. 


USING MiINI- 
ADVENTURES 
Cccson heroes tae tangent thatthe Gamemstr hd nt ploned 
fac or the Gamemarter reds aia few har ply wih a eneting 
‘erin from the min pl. AGamenastr an imprest et 
ent Gamemaster at ass ore senara esa peste ire, 
Snare might ust the Bt 

The min-sdventres presented ere cover a range of themes an 
‘nang evel, rom slaping detect strips to escaping forced 
aber camp. Each min-advertr iecaes an outline of the events 
chleges presented by the senara which the Gumematter ean ef 
ons onset ea pg pont 

In adation ech mi: aden aoe fy devlped tata 
encounter desigped seve ah esi he cea The Garena 
ans these a ten tert eta ply oh roe tenth oF 
ome redesign hemi he neds ofthe campsign The Gamemater 
anata aeretnee newts wer ginger mt abs 
Sd scr 

These mi avert a a dened cate elierent eae i 
seas wes the payer terest For example combate eres 
‘Should aprete“earang Party whe seth bees wl ie "Breaing 
Sid Eneing” Heroes hoping to Show oft pling sh eay 
“tate le” Simian, smuners Rendezvous” sgn with su 
er heres mie The ig HE" ame tant ae heroes 
The yup fs-talng cn ast Doula "So J mas god 
se the Pesan st Tat i each min adentre presented nis 
‘hapter ges eee af al cate chance ohne, een ifthe sera 
tint at the competencies. 

ach rin-avetureopers wih a wo-gage pread that otis the 
ot and varius eauner Tis oles y anther tae stead 
fetaing te cmacticecouter of te mate 

en though these munadeetures are desged to be completely 
Independent ene ane, common trast trough al ot ther 
‘owing them be Sang tetera rn a5 ort of a-caig 
Within the main campaign purty up ote Gamemasters dren 


MINI-ADVENTURE 
#1: WRECK AND 
RUIN 


“Wek and Rus in-aveture desig for 2-eve heres. Ives 
theheroes an opgvtnty tsa he sta hu ofa ade Faeratin 
attest destyed none the enjagementsf the Cone Was 


ADVENTURE 
BACKGROUND 
Ding the Clone Wars, cours tps on ot des ofthe supe wee 
‘ow to pieces and Feta in space. Larger ones wee toned ot of 
‘Spaceaes 0 minimize ares to hypespace Wave but evry softer an 
‘ler or smuggler comer upon the eclage Ofte the ating Maks 
{on damages tte ueu a anything ther han rap, ut ote he 
eet proves to beavers restr ve a spate gods 

(ne such deri, age cha ofthe Strwarm (a race Federation 
Lucretia ati) was een ecard bya smuggler named 
ore wo then soll the srnates offi salen ude ala, 
iain quruner and veteran of the Done Was Based one Sears 
‘hat Vr shone him, al gute haa atone ange ny wat 
noe intact, and at amid te ela, he might in a emote 
‘roves il be orth at mach 8 on ison ret 


ADVENTURE OUTLINE 
Thebes hea af asahogeb beng feed 2 enaidan arsimechant 
raed Sue asia asa operts et of Mes Ese Spsceort on Tate, 
Sometimes 2 super fore Mats, sometimes af o-belwes 3 
‘ees eng a “untrastworny Neiman, al conser to 
Beas honest rade as anyne opting n Mos Eley ca be 

Ife eae nq aout he Ral meets the the Mos ley 
caetinn mre he ee tem Sout he Stra Rafer the oes 
250 crests ener he Rao the Strwarm sr rng bce ny ntact 
‘aig rates ane ote reclaimal ites hey ca safely sage. We wants 
‘hem abe spec wate fran remate pores hey mht rane 
fro Rath» buyer wo interes in tem a he eae ig 
Pima they ne hep aybing ee they fe, teri, he wing 
pay them seat of ony stiff he se price ete shoe) 

If he eae cen, alo ling to do wise aks get the 
erst to the te othe wrectage, cing renin then abetup 1900 
transport for 3.50 reat He sget they depart son a hey cn 
Is pone atthe maggie ho sls hn he coats the Serle 
righ have 30 to someone ce, we 


000 eit they 
“eats chee by Sor mre they ean negate hm upto 5000 eed 

‘Simian second opposed Pesuavan heck lt tem incest 
925% these pe for these they beat check 9 5 
Fal inte thi eut 20%, 

ike hves ave tent theV-100 anspor rom Ral. 
cnped Perv check ges him talon the ert pet 3.000 
ening hs rest by 5 or mare arops the pe to 2.500 ces. AD 
Mechanic ope ep reves saws ee eto) 
2 s2eseanstarce bons tthe heroes Pest ehek 

ive bres restore repay hy can 
courgeim arte sevee uc ahs ehagi set ees 
‘hes ram him inthe spice. he eres win an poe 
‘chek with Ral, he agrees ogy fo So of he war (He les oly 
‘Soi because he ali wo autor hemor) asl’ chec eas 
awever he pas them ani Tr sovsoning (nt rei) The eee 
reso couse, o take bac an rvsons hey purchase 


The ¥T-1300 
Side Rans ¥-190 transports it inthe best of shape He ang 
‘ols he primary yperdivnahas made do ever ce withthe tai 
nerve The hs communion ry aa bay anagem 


hultveseh nce a requires 0025 Mechanics hk ep 
Subspace eammusiaton passe [hugh te standar waster 
‘ows tananosto ad rom neta ad ae) 

ating mates worse he his ase eon fou andes 
roundso recharge ater ever shat Ado cap ings of, al uses the 
{sasor of mole apartment. He as bee ing he i's 
lesthan ve ays worth of onsumables af eft abot. 

‘Or he pus se, however the Y-TBOO suight engines rin go 
shape 0s peda rafectes by Rast’ poor altace hab 


FINDING 
THE STARWORM 


wen tet Sage a Ps 
Healthy Competition (C7) eer a cl 


ENCOUNTER 
WRECK OF THE 
STARWORM 


Challenge Level 2 
Thsencouter serves the cimaxot"Wreskand un the min-adenture 
lerodace nthe pews wo popes 

The heroes ca eer the rela ofthe Take Federation beteship 
Sarr ign rough pest debris a of he Raga ee Sit 
ing Wrecage or orcng oe of the oar ict open se “Opening 
‘Ait ecnse te wre pha atmosphere the Were eed 
Space nts ora leat gh ity, sure Th encounter ince 
ite rach and 2 super te dd ee page 99 oe ga Eon 
we ruebok for states 


‘Shifting Wreckage 
When he Wate Federation bates was destroyed, pancture in the ha 
‘hse the sospre ine te pour ut ea harare-fore wn Ts 
‘piadeconpreson esp ery vaste it of ate ander ts 
‘ath a lew taut trgh the aperings, eventual lgsig the holes. 

This debs wedged so hy that H must ether be xt away ith 8 
‘son eae (nde na tad tli, emeled with expose 
‘args other estoy forthe eres o move pt 

Using usin euterequires 2 DC 20 Meckais check persue of 
sveeage each cee gure one minut two 

Destroying he wecage with explosives requ placing the explosive 
eice sng the Meenas sil Gee page 68 of the Saga Eaton cre 
ub) Each sare of wrelage has OR 2 ard a it pit (othe 
Garmemasterean wean average 14h er Sqare of weal 


Opening Airlocks (H3) 
Sasip ies nue a mana overide, wich an be apeated rm 
Sma recested panel adacet tothe alc doe take mye ction 
{open the pane and fal- round ation (and DC 18 Seng chee] 
‘Sette the mechan, Becase of te camo pei eae character 
an atengt he Sength ek the charets cana st 


READ-ALOUD TexT 

en te hee ene the eres inerarpvies hey have brought 
Ign vores mth thon aca there oe ete powers eshte 
rea he fling test au 


The nero tthe ship io cere sight The poner outing 
‘ac gaiy~anda thin goers stows tt wha ite atmo 
Sphere might ove remolned slong sic cen. Inthe ight om your 
son orcs, aed cles hang os ram the eli and wal, 
‘ecg ite onl ves Helo i sctered everynee wh 
iene te deosand ets Aedes yo con male ou 
‘fete ris, sorte parts sorted cry cotaines on pees 
ofthe shippers Heron thee smal bs of rela ea 
‘ils otherwise ning moving. 


‘nce the heres begin mevng ers and ise he Naga, ea the 
folowing text ou! 


‘ram the derives, points of fights opeorord begin movi. 
Bote catssame with pees mising—tegnclinbi ov the der, 
orn thir way tama you Apporeny th dere no ene 
powers. 


Droid Tactics 
‘Te battle eae al bed in deri enceptthe on recon dl 
tate ond extra theses fore ataching moving. Tey are 
So sghty damage (1 sep on te contin trom the destin 
fe trae Fesertion bata. 

I te heres have not estore gait ands a stig. the bathe 
ots fre at hem movrg oni they cna aw ine of oght teat 

“Theses tothe hangar wer jammet open when the Tae Fede 
‘ion totes ot power Sean nto super bt da by acta 
ferences on he oars tothe chamber Paving the ate dnd 
the dor re clse agin by meas ofthe contol part on the sana 
ulead) te doors unlock an the sues ate is emere an mv 
tothe cago ay The Spe bate ris ave 
"hey have inet ih fo them: ater ey 

"Al he das ht nt estoy, 


PeATURES OF THE AREA 
oh sores the res ing with em 
‘er Power thst rae Federation bate wthout 


by whatever 


rstre pore arta gravy restored 3 wel 
Vict: Without ower te wreckage hee no snarphre fee poe 
253. he aga Eon re nueoo. 
Hangar The ange ance hosted qudon of wre 
fighter few of whihe ere intnged ies: Oe opera 


~conct 

‘Supply Lackrs: Each compartment contin not mare ates tat 
ight Contain someting i etal ee “Conc 
othe que er ana Gee Canc 


CONCLUSION 
Crate weciage rea smal number tego 
crates fl fod parts a starfigher component Each rate contains 


sna enero wees Oe 
‘renee content with eer DE To Methane check a DE 
trate and mating 3 DC 12 Use Computer chek fulcourd action). One 
eros came to fin ee "Wee and Rin age 10 


actin thehangat can 


Starfighter: The one tra starfhers 


MINI-ADVENTURE 
#2: SMUGGLERS' 
RENDEZVOUS 


“Sousa Renders ss mi-sdventur dees er ah-eve heroes. 
Iie smuggle ees an prt td what they dest: roves 
pos fom ane pce taster without png he wal rae tt 


ADVENTURE OUTLINE 
The eres ea hata smug at come ne some "armies cargo 
that ened orien, and he’ long fray Te smuggle Vere, 
at a one cates of antes detecton and suveilaceget=150 us 
Inall worth approximate 5,00 ret he aay to ade for 
‘reapone. Comenient, te heres bow of pment f Ipealiser 
Fests gt routed to Bare |y mate 

‘Uniroun tote eres the Emp hasbeen racing Vora shorty 
ster the heroes mate arangmerts fo met hm ier eto le 
freshmen separate cage Desperate, Vardelconences he otc 0 
“ros the charges agart him if he el te ever spent alen 
Dlse les. nigua, the estar ter agree and eco Vor 
senders ona small mene ia Pie Fly Ter 3 umber of 
Customs aens ide araund he rendenou tea wa for 9 a oe 
ore to pouree 


‘Bargain on Barab | 
‘se theugh the heroes re ava of he lo shipment of ter fies on 
‘Saab hey fave neve fad an opportunity the spre finds-t0 pick 
‘them up Nom tough, they sold make enough frm the el fo fort 
Some needed reps onthe spay een some parade. 

When the heres ave an Bra hey ca late wareoute 
speak he foreman a Boal ane Tatar tows hate er 
Cena os 5 Waster seach wath 000-rey, bt ease hey 
‘We taing up vai space nbs aad aveiawig vara, Tok 
‘ling fl the fr of cot: 4,750 cet ft the lt. 

The heres can bargain ith oka, but Ns pce dos rt rp much, 
Wa sucesstul apposed Persuasion ek apni Tear sl maar 
20), the oes can ane Tet et the Sse ies 9 fr 70% 
‘of cos: a ttl of $5500 ces I the beat hehe by 8 or mere Me 
thos the ie down t 6, fora ata f 42250 ces Tar gos no 
lowe than 680d pease ie. 


JOURNEY TO 
PHINEL'S FOLLY 
‘teste oes ear Bar| they have a Shr gt Pins Flyin 
‘he hun Setor Uortraey forte heros an pra ntertton cts 
‘ter, Coteol ha een bee stones ea Mon Cla i a 
‘rt oeatre eel sp that ave ben Ning the on aaa eae 
{helper ecupation fei matey war A the heres ship pases 
Ingets aught inthe Chokes ry fd and cop out of ype 
Amsssge om the Chota order the eric fet egies nd 
bw testo Wace ito he teresa haga ated, 
{nd searces I theheroes Rave va tv permtsan ar ot arg 
oycontaband-the ene recessed amour fname tan mat 
incomerinc, ant Ye heres ane on en ise te hour 


Surrendering (CL 8) 

Tetes opr” proved he eos el ta teachers 
Inoeral sterile sae sowed where eanot x ound rede 
The Colo not actualy ining are ase fe (oh he eae 
rat reesei ow tht 

Tine heres cm ith te adr tom the Chetoha the letedtoe 
2s the ees sp ints ma haar where soci clamp ek nd 
‘he ship (C30 Use Computer chee renal setac hen. plato 
{of 28 stormtrooper dy 9 event and a eran, ape 
‘he primary sic, te heroes havent yet merge theese 
deste heroes te et the shi or he pectin. He was oy one 
ire before ordering the tormieoper to open the fateh (th explo 
hen necessary) 

‘Assuning the heros ete shin peaceably the stent has them 
sare a confcats any weapons hat they 30 the Ler fx 
{her rcort them oa wating nen bout 00 meters ayn the Banga 
‘Asguté of 9 semioopers accompanied bythe evtrat sounds and 
feta te heres forthe drat of he npn. Mean, wo mae 
Seundh seach the Rerces sip for cew meters wha might be hig 
(epposesPeseptin and Steath ches). One these squads ae Sti 
{Yat oor wating in ambush abo the shi they ext an eng 
team sth equipment sow 

The scamming eam uses a ses pack 9 seach he ship for ie ie 
farms Astomng hey fin rare and noting ee vet sspiceu bod 
the eres ship uch aan excessive number af a ama, he enn 
team emerges fe roughly a ou a forms he ester tat the 
‘hp sce Tre levterant tars the heres rte pence em 
{orang pet vaton (ch as unicerse weap} and slows them 
‘return thei ship and depart squadron f fou Te Fihterseicors rem 
Gr tey ester persue 


Escape! (CL 17) 
Ihe heroes tay pt attempt tee the Choo hey ui 
The Choke anes avy wel on the heroes ship throws 
the coco preventing the fot Jumping penpar ee page 5 
wo sadn fights ht starighte) are patna eae 
Woe heroes ar captures ot lowe! themes te tractor nt 
the hakeas main hangar hey have ta ccae testing tapes 
"hovel before Bey eaget ay theres heise oe eared, 
{ey a vet ght the way trough a many a 3 tormtoopers. 
Dos, th rat ter test option 
estand continuing ret aang thay herons ey 


ARRIVAL 
‘i Was Nae e's parca Inge poge el Homes 
She tage yee tr engine rning moe yp 


“Ambush (CL 4) 
Wscrem Kalan othe sal oge whee hes stated the tee 
tates of survelance et 

wlth neres examin he goods he bought Hea to operate one of 
{hehe ne at wos. ad eres eh 
Inna potion. Meanie, Vora res to dst! the heats with is 


ENCOUNTER: 
BETRAYAL ON 
PHINEL’S FOLLY 


Challenge Level 4 
This encour serves thecmax of "Smug Renders the min 
verte todaced on the pres tae pe 

‘he stormtoupers na the beaterat appear aia Votel ges 
‘he ra maving uit take up postions tat Back he pangs oat 
fe gorge The letenan stays ut ght tit ang nthe cave 
theses anf he heroes ave taken ap poston tat wouter 
Prevent he tomtocpers or he ester rom cen he neste 
Peston witout being imeatey spate, wse yout Be agent 6 
place tem whee they an stil bbe he ents 

the herees taught along the cargo rate containing the laste ie, 
low them to place anyere he ore Ut at inthe eve ck 
ing the rove) 


READ-ALOUD TeExT 
As Vere attempts ta astaet he bees, alow any heres wth ine of 
Sit to he stormcopes starting estan tomate Perception ehech fo 
fate he npealvacps moving ina pntion they et resto or 
Pier they pet at iat one rmtoaper 


‘eV sting, you hora sound whee hers be one. 
‘lnc ove you see the fom bre-nbite arma fon Inger 

inoong ugh the oie toad te Fenders 
isa 


Ifthe oes ge eu of a awe, the stormtrooper et he ro 


ie Vir 'sting your thet mode testo peri 
‘Stortrope eeu Drop weapons and pt your Fons over Your 
eos! ovreunder aes” 


edelsupsond sos. "Soryitwes your "anes forthe et 


MORDELL, 

TURNCOAT SMUGGLER 
ore. Caeian wih oe mary sites saint hima no consent 
Speak of Aeron ect tr Yas ay fats ft othe pet 
{stows cote Avo a rather tan be conte, he des what he 
Say doen thee forts of stantone-he ets hs ales, 

This notte fst tne Varela bee Inoue, butt the fst 
time ne as ht face te Epi Vere haa tes ea fei 
the spc mines-having seen he prisoners thereon hi ew smogping 
toltepe-or i wling todo aying to atta te 

If Voter sures th encounter and escape he coud make good 
rang fo for the heroes He Becomes mre ith each eye and 
‘igh son fn hire teetering on he age of he a sie 

‘ores mst dvs fates his engrave bely-the product 100 
‘many asin 00 any Seay canoe heya He wears over 
Sis obie hi, bt acting bog ces cnt ep up this 
‘pandng wasn Vere sorts thick poster te sme dar own 3 

ory Ne hats ater pt i 
nero he kt he ait fp pen aed sh 


as 


Int 90; Sets Peretion 
Base Hates 

Defenses et 20 iat footed), Fart, WN 7, Dae 

‘bps: Testa 

Speed 6 gies 

Meee armed +5 (16404) 

Ranged taste pisol +6 134643) or 

Ranged terri + 3863) 

Base Ate Grp 8 

‘AL Options stacy Sie Point Bla Sh, Pee Sha Spek 
Acack 2) 

Special Action Quick ran 

‘Abies 2, Dex 1, Con Tt WCB 

Talents Dasa te Soak Atak (286) 

Feats Dose Molt, Poin Ban hot Prec Shot, Qik Ora, 
‘Weagon rofceny (tas simple weapons) 

Sls Decepn +7, native 0, romp bureaucracy) 6, 
‘Pesce +8 Perunson 7, Ft 10 

Passessos seas ater, etabnacaars, ty be Lot 
Opportny (unter Gnoc720 tiger 


Vordelt's Tact 


FEATURES OF THE AREA 
Tne render has he fling fetes 

uminatin: Thi depends enti an wha ie of a he heroes 
vant to ave [they dot eae ef dytne) Darin mast of the 
athe exception beng high oan) Stadows lhe raves dm 
umintin). Between Sart nd dr, the aines ae ph Ds 
‘cep for any ig sarees the heroes bought with her Vd at 
‘fun atm et up nthe center fhe gorge fhe router aes 
«ase bach stating om oe ravine epering tare srs he 
Serve the Gamemasercan neta he get has improved cores. 
Characters ing btn erga ates a cover, 

"Wat The was ofthe gorge an ravines ae 3 item @ meters 
tat an compote ftir ok. Clinbing te was reqs sO 25 
Mesa: characte lms the walt can move aout 0 te 
nea sve, perags eps he oer tous target on Chat 


ong jon. 
‘Cave: Tire caves We at he renders st, Charters nie a 
{rom shay lumina 


MINI-ADVENTURE 
#3: BOARDING 
PARTY 


‘Boarding Paty" min a6vetur dese fo tee heroes ais 
seenaa, he ren os Cran crete esto defend ther sp opis 
{mn incursion by the eroes-a athe Ns apt, pats the Peres nthe 
fetenive an ets the repel ward boarders othe Sip. 


ADVENTURE OUTLINE 
Tre eoesae contacted by inpeaGovera Zeer of rn an- 
tour ae inthe Nevin Seca. Zetex elt the hea tat he neds 
ther hep in acetal matter iohing a wate tothe pire, 9 Fight 
‘Academy insiacor wh might be uae infrmatin te he Reb. 
‘Tsineretr Captain yen Fora as hd mre tents etc fo the 
eben tan anyother nstuctr, and Zetercan bing him uct 
wil ep Zvexs forteoming bi to become an imperial Mat jane who 
Feiphim hi ender woud rat ony be Fey reared bu ho wou 
havea Not indie tothe 

‘apa Foal wi contr! fom the Vererr Fight Academy on 
‘ans to Baus to spent at  eoutmert de Tor nen Mgt des 
Because it wi sit the Untrown Reson Fra Colon caret 
Gaflontmust mat several tps to ehek stage at: ech stop 
‘oul ite es than minutes Goverar ere ant he heroes 
‘tan a cp the Galo’ plan, determine where the sip wil stop, 
nbs One on bar the aes at capture he hips ts 
{svagaton competes, ond en ona rea couse nthe Uninet 
Fens, te fore os 


A VISIT TO ARKANIS 
The est way forse heres te lear Capon Fras ight plan to ato 
the crew ofthe Gal Tvough bribery thes, gue the heres en 
envi ee a he shi’ unr efices odours py ofthe ght 
[to to eatacara and then clei to the heres es pr a thes 
Separe. 

"The Golontiscuenty dct he Vener igh Academy spaepa, 
The heres eanat gun nee othe Galt without the pope ee 
ance ether a Fight Acaemy pss a maderte deception), or tab 
highranting ner ie oie eatin. The Sacer 
Serves ae taies tater opie aotearoa They have Peep 
‘ion modi +10, and they gna +2 cumstace bons on een 
‘heck agus attempts to enter the saceport whet athrstn| 
ages 64-66 and pages 72-73 athe Saga Eton ae ebook for deta 
on Deen aed teat) 

‘Aeratvey.f h eres mae 2 sees DC 5 Gate Information 
‘heck ner ara the Fight Academy they eam that mano the Gaon 
Sota send mucho soe lees ina ht ner ot use 
thespaceport ale he Fal Bur 


‘The Art of Persuasion 
the eres gat acest anf the Gal’ nar fers abun the 
ship ort the Ful Bar hey ea tr ay ote floning tact. Aum 
that hese fess ave Perception mates 6 

Deception: The oes con tla an frit hing that hey 
ave suffice elearance ard cate) to tain copy ofthe Fight plan 
“Tretses gain +2 ereunstance best the Deception cect they 


specfeahy target an fier who fas mies fo mach 
‘eration hers can change an fers atta om unienly 
tohelfl the ofee proves te htoes with a copy ofthe fight lan. 
Coercion tthe heres can get a fie aloe [pap by sbating 
in) they etna Rm no ging up the ght pan Tre eo ge 
1 mori te ys tei whe the fr tilin te Fl am 
(were es surounéed by her imperietfees 


AMBUSHING THE 
GALLANT 


tying in Wait 


age sxe tthe Galt witout ig detects the plot of the 
soe hp must we manevering tse nether main eng), and 
oct, erfrmig ts ty moncier eqs a OC 25 Pi chest the 
the Galt detect the eee sip pean 


THE GALLANT Crew 
Becase th Glo san ewe ya group of Veseor Fight 
‘cade eae ayy 4-4 pry tal tac lad i hts 
thes mates, 


Boarding the Gallant 
the forward sac Enteing ah oi us them oe sk tele th 


plot neds a mate 3020 Pt eck to dock with the Gallon Opening 
Canc though te atch, or ue explnives ta lw open The Path as 


ENCOUNTER: 
STORMING 
THE BRIDGE 


Challenge Level 6 
Thisencouner serves athe cla of Boring Party the min-adveare 
Induced on te previous wo pages. 

ope eres enter the Gale rom the forward toc, hy can ake 
the tro upon ech 0 he Tigh ec. Capa Foral wha on te 
brge when the heros mie, ke carmang of the rey athe forward 
part fe Glos ststoning then around he ht ee a he pons 

ste onthe mp. 


READ-ALOUD TexT 
When te heoes emerge fron the bl te Gaon ew re srendy 


Deseret toanoundig he ght dec sens srongey quit 
Forward rom the tbo bors you can see tht be dost rye 
ove ten sel Ayu step out ofthe reli honeec mpelaff- 
‘cers leon ound te wali fe fond ben ing you 


CAPTAIN FORRAL, 
FLIGHT INSTRUCTOR 
Bytes Fralisaveteranf the Clone Wars who climbed vt of the cst 
tatoo ptesching ster Einperr agate bug ode the red 
‘Sua Ate yeas ofistucting he pire et ne las, apn Fora 
I granted use of ne ofthe Verenoe Fight excerys Calan corvettes 
for psa proses, pre he Spends a leat hee mots of every 
estasng ito tow ne empire ana recut new cnet Fra! ot a Rebel 
‘eon, as Governor rex suggest, howe; he merely ecouraps Wis 
Sunt to coms rostandard solutions to itt strategie an at 
slosphy ht eas 3 ret many ees spp he 


Bythen Forel (F) 

Meslum Huan Sie noble tier 

Freee 

Int 37 Senses Perception 41) 

Languages Sse Baths, urs, Mts fl Or Shyriack 
endesta ey) 

Defenses ef 22 (aooed 19), Fort, Wize 

bp: Tvesbo 21 

Speed sures 

Mele soames +7 (448) 

Ranged laste pel 0 (64) 


Special Actions Etter, Coodrate +, epoyment Tt, 
Confidence 

ote Sr 1, Dex 17 Con ot, Ws 6 O 

“alens Otte hls, Conrnateo, Deployment Tactics, Devestating 
"Atack [pt apie Confence 

Feats Amer Proficiency ig), Arma Profiency (mein, ings, 
‘Si Fors itt, Krone [tes Pot, Viet Combat, 
Weapon Prater italy ifs, nie weapon) 

‘Shs iaive 7, ngmledge acts 6 Pereptin +1, Flat +1, 
eat ry 1h, Computer| 

Poxesslons steps thre coe cylinders, taped, Imei uniter 


Forrat’s Tactics 
Capt Foral ows tat he oars il ab the Galan they on 
"erie. theese oon oh shi conpute 0 when the heres og 
‘oun, he ha he es aang othe bg athe parton the 
shseaesHetben satan the belo ha sai fe member ot 
‘te computer som ard send atemech rod with hem fo did 
‘esis stropatiral dt, so hat they can fin the way home even 
‘the sips computer destroyed 

Fora igh ta he safey ofthe bide retin the ew 
offices to fel he heres we wating the ation on manos 
im ine a ot fer purposes f Bate Arlas, Corte, and nape 
Confidence. He uss Inpire Confience to grant the cre 9 1 morale 
ons atic os nds eect ntl th na of the ight then es 
CGooranate every oun to grant the ren an aol «1 bonus whe 
they ait each er 


remiig bt pant) and Sends esate crew tate hem 


FEATURES OF THE AREA 
‘The hgh deh fhe Goll as he folie etre. 
lamination: The teri fhe Galo ty 

Cameras The fight deh has eamaras se pa the garaways 
ofthe ah hese cameras cn be monte om the idea he 
“amputsrotm. The heres can dety hese umes (OR 
to preven Captain Fra fom ing Bate Anaya, Corin 
Inspire Confidence fr cen members who ate oto he ig 

“urbolif:Ite heroes dona ack son the trot (15 Ue 
‘ont cee or C20 Mechanics he) freer aie fam 
‘he trblt atthe ateoF 4 rewmen very # ed 

ridge: The as dors ening othe bye have OR 1 nd 8 Wt 
ins Te asromeh dro here wate ors wansision om the 
stmech dain the computer rom. 

‘Office Garters: £2 ofthese rooms shared by woofers 
‘ne starboard ost ain corais ep. 

‘Captain's Quarters: These ae Capen Fora unter The ote 
Inre caies ag rsa aa as sit reso set estoy 
the eomouter rom tok the heroes re ing tose! dt 
From the ip computes. 

‘Computer Room: The crew members fght othe deat buy 
time fo the atomech dado donload the asrapatinal aa fom 
the computer tae 10 rounds forthe droit complet hi ts, 
fs whieh it atenps ttle the data ote eat ek down (een 
inthe mist of eit) andrea fo the sromech i on the 
wige 

‘Officer Galley: The ley cotans 3 mda, 5 wea £0 of 
gity eo 

Teese Each eres cota a med, 


CONCLUSION 
Cnc the eres cr ter the Bdge ote congue ram, 
able the Galt wih eer» Ue Comput hes a 

nage (OC 0 Weshancsches ORR) 


‘te Tapa Sector an the Suck Sta Cater (n whatever ae they 
eter 


shi, dtach frm the Gal, and hy 


day Rough they mh sit hve fo de attacks Hom te Gls 


MINI-ADVENTURE 
#4: SNOW JOB 


So J" Is» mish-atveture designed fo Gth-ee heres. proves 
‘he heres with an apporuiy to fan a Canece Scheme apis an 
‘bites inser Wate, 


ADVENTURE OUTLINE 
Inthe wale ofthe exposure of Ben Foals 9 Rb sympathizer Governor 
‘Teena tae reat an pata i sueden popular an appt 
iments he ot of Inger Mot! he Mera Seca aerate, Zeer 
Ure sever of hice supporters -incaing the heres toa 
{ner ahs home on Ors Aare 

However, Zee eves ane supporter ff hi stat, he Hut cme 
lord who na nose Zee 0 many a hs earache emia 
underwent. ese feet woud be raproprate tobe ven scaling ih 
Shnewn args soe cto al eto th the pow Hut aba, 
were as iets a gest eal of mare ana resourees it get at 
npr Mat ner deb and she nt pease at eres salen but 
ary unexpectebetraa 

"towing Bat te Meroes ar ateing the party, Dab requests at 
they hp erent vengeance on he ew zpoed MeL Dab species 
that threes cant hm 2res repose er cnmecton he Mt. 
fact. f ole the heroes shoud ryt get leverage tue against Zee, 
lease ern shoud eer agin fret Ms abignton tha 


ORD ADINORR 
(Or Aino isa word ord n Sw ah ice sow fal 00a iy as, 
vapuatig in the eonay sn nyo conere anal aa avrah. 
The mans wo tavesete there bulla hme depin the ck na 
banks tat nit the pant reorcog them wih ste Mat ch 
ames races aby tne comeing over cena cota 
‘hough a few of he weer nhabtans have sult covere landing pes 
‘arddoling bys rough whch hey can cone aa go hey aie. 


The Moff's Estate 
Mat Zeres ext on Or Anrep, ut he min st nis 
‘raeion nea the nrtem glace fils. The upper lee ois marion 
nen wenty Tet above the srw, whe te lowe ee ety 
ered in seow (ith the exception eh pate nding bay othe eth 
‘se om vasparsee! windows on he pre the ani bythe 
bri enrace athe Mot? nome 


FORMULATING 
THE PLAN 


‘Ors Aor Asie gusts, hey Soa ee toute seh 
‘af toot ut they ar toe the beter fh et tout resorting 
{9 lece, they must pl hen. Drab 956 tat the Ros pull 
enfidence cam, pining to the Mes ambos a gen tr 

"his tf the avenue requis that he heres formule 8 pln to 
tap al! Zens et i "ay wy ou oy aren to Renor is 
areements with aba te Hut athe than utng eget” pl fo 
‘he heaestflion, tough, ths etn mere provides parameters fo 
ed examples wt mig work test on eee 


‘The Hook 
‘Tatu pave Mot Zere'snre theres need hok-something that 
{eres woul pr dey fT can bean ten fal nara a 
ere could bat wht Zr ales mest hi eae the here 
nce in tha they nom et sarethng that outer is eae Be 
‘oul especay ener todas it with the. 

ar example, thehros coud clin tng oa xpitble weakhe 
‘onthe prt fil efile bande sbot tbe made Bf 
other Matt Eero these es er soebing slag those nes, wold 
inigue Zetex enough tomate hon wing tear wt the heros 

To accomplish his the heroes must make 2 Deception check 
‘9 the Mf? Wl Defense (ee page 12 Tor Zeer states). he 
‘in comince him ht the infomation aust tat noone 
‘Sina gston expo eventos few minutes fh time ear 
them ot 


they preset tnt ut forever because thers tho might be ve postan 


[suena brenucray, scl sect, erage 
rune ad ceametace boas a he heres 


Canvicng Mot Zrexthat he nets hisnormaton ss scons posble 
requires» Deepon chee apn Ns Wil efece. ar eeh sees 
‘nth Deception check gust Zr 


The Sting 
arin exe he bad te rane on whe 
‘onmoaty Goch 10 grat tem 9 fo he 
tow A mi 
ithe M's hose, in he lcaton wee the Mot mates he fe, ght 
becky Te sueetly plant such an tem nay en om, the heres 
strate sucess Selth ec, ope yon Zeer Ftepin 

‘nce they hve a eer of ee fering a ibe they mere have 
tedever eta Ob 


GETTING CAUGHT 
{helansng pa orf the reg cl She rer 9 haus se 


ENCOUNTER: 
WHEN ALL 
ELSE FAILS 


Challenge Level 6 
This encounter sere 9 the climax of “Sou Joh” the min: abventve 
Inrouce on he previous tw popes. 

“though Srow i reves rund sei nteractons the eae ight 
pan for ae vlerce-insigatesbythensevs ory Moff Zeer hey 
‘nigh ju fin tat herbal sem doesnot waka the Mat tke 
rage ner case he part tru he Gamenasecan asthe 
‘ceompang ma and western ron the enue 

“Ateratey. the heroes platings on tng ovaras pry gests 
ety the Ganeraster crue he mapa he Sed te ee ak 
whereas sapating arate af any en por 


READ-ALOUD TeExT 
Ife bere confer sam erase an alee lf Zerxvaes 
ratine geen hem fom hs party. he cat sore, eur 
Nesen Sef nsecurty speci, oda th the poien, 

‘Seca th seen anc ayter, andthe eres acon before 
handean drastic ange te stu, he Gamenaste sho be reared 
toon erudite below 


Met Zee seyesrarron. onde belo, “Sef Wat om poping you 
for” The ede behind hse Se. 


THE Guest List 
Inadetin to the Peas the Moths guest at ia 

‘rein Zl (6: Owner of Fight stabi engineering fom ith 
sniper conyac secures by Matt Zrex (man roner 

Bl Kins (BK): A toner Maun nore 3) with wham the Mott 
as hen neste 

‘ara Barnet Lora (Bt: An npr lie ard supporter ofthe 
Melfsne he au govern af rt Ara Se page 2000 te Say Ein 
releases) 

‘Meren Sift (MS): An asin who has perfomed afew lings or 
"Zeren, ans serving a secur fr te party (Seepage 282 of he 598 
eon cor yienotforstatss) 


rma rat (KO) A young Holo-starlet and Zeer’ mises (Human 
omnes 

{Captain Peel PAs impressed to Mot een a an 
sdminstrative asian. (Se puge 200 ofthe Sap Eton coe rulebook 
forsattes) 

“he Vertis (VA of mais (8h romeo) hie play at 
‘the party Se pate 20 Trent ofthe Gainey or th tats} 

‘Sowtrooper 3: There ae 1 sowtocpersasigred by Capa Peel 
to pata the grands aa to quar enstine sret of the Mats hone. OF 
those ended on he mote tnd guard the ding pd ond tl 
restna ie printer ofthe estate eth temtonper sais ope 
17991 the Saga Eon ore ruebok forthe Snowe) 

‘Servant (60) The marion servants inlet Hur 
Mans quartet of patel ris Se gage 18 a the Sap ton 
ebook for ptacl oid stats) The humans fe mared "on 

the tds ae mare" on he map 


Zerex's Tactics 
“eexmos ely bess in thera in the space mare "onthe 
‘Oncea ight, Zee primary galt stay ave He these 
‘the mos sod objet avalible ag rans hs fold-out Baste, ough 
{sei ony ihe bv bey ester 

fata pombe, Zee hea forthe master sue an ks the oe 
tne ut of however he mats fr hearing pa where he ads 
tis pate sate i 


Siefes Tactics 
‘Sel ses apt Sue and Sreak tac teal as much damape a 
this rele the oes se ages weapos happily Dl 
rld-ut Base an ies ac, thing advantage of he ose ares 
‘he Poin Blank shot at every opportuni he has tne he moves 
esraom on hep fo where as sashes Ns aster 
‘Sedutity bet nthe tenets to he ght. 


Captain Pedel's Tactics 
‘tan ase age spent et retin te sraweopes sg 
LeaaeranéCaordnte Ieper when ontop cel te 
aartage of nena standart ation, ves up is own ase Ts 
an al grant hs sity to Meren Ste 


Snowtrooper’s Tactics 
The stowteopes tem to tun anyone wh is theatning Mot Zee 
‘mira ors Captain Pedelhouph they have companions aba 
‘ring eta ae ite statin warts Taesowtoaprs are armed on 
‘ih ite ptos sready set on su 


‘Admiral Lorax's Tactics 
ise gh are tang te ert aptan Pde om ender ot 


The Guests Tactics 


The oer ges 


FEATURES OF THE AREA 
aft teres ame asthe loin fetes. 

‘lamination Any area oad by a characteris wel tones 
rhe rte. The erty ao we 

‘oar: The dost the betaom a the master sate ai hye 
soon lek (OC 25 Mechanics check OR, Hp 20) The eb a he 
Inara the stay rom the andy thei pd an om he 
Ey othe nding pd we some more secure (DC 20 Mecancs 
‘ek 5) 

Windows The ol wins p Mt eer home ae nthe weer 
‘ee nthe bedroom andthe raving oon Botha ese ge wont 
se rae of ere stong arpa! OR 90) 

Sy: Copa eel sng the stay 5. carat center for 
‘he party, sting Sel with the seer by manta the reas 
‘hat ead fo the ote the howe fhe entry, he andy, ad he 
landing pa. 

‘Dining Reom: The sing rom is by cans, ghieg else 
omy iunlestion. 

brary: Mot Zrexuses the trary fr priate omarion sg 
‘he party reg whch be samerthe soutrooper he ote 
“and nthe derwayin he ing roam at hese tines) 
ptt aon: herawin aon wey gona 
iat 

‘Bedroom: The bedrooms din it, ging tony shadowy lumina 
‘in. Wher Kore Dal ot preset Rowe the room unit 

‘Maser Suite Mott Ze’ bearoom 5 pt dating the party 

Launeyf the eres wat eu te powe the Me shame fr 
ny reason they on frome with eeu 020 Meche 
‘heck er jst ty sry the coda pan they 8 ot el he 
needto beste 


CONCLUSION 
Ite hows get ata bt inthe Mots hone, hr tn fis 
Parlay they ate with Zee. They mat aka Perasen Che 
Soest ee eee fe sowed eat the party Zoe eis 
‘ntrendy rhs they tag wih bn) sed fhe ero 

I Ons heoes ch tren coupon on pele od arcs 
delve te earg fo Dat, eres Speed He ses teat 
he hed them to ut ahh eat be rey ae ac en) 


& 


MINI-ADVENTURE 
#5: BREAKING 
AND ENTERING 


ean and Eten” saminda designe for Bevel heroes 
Ie resets he heroes th ale burglary seman whch they Pave 
te get ut alse secur guns, and laced safe-an ten get D0 
outaoan 


ADVENTURE OUTLINE 
Aviat cine ld name rat conats he heroes about some valuable 
fecumets hat she would he slr tam an peril burnt names 
Harpy aha inset “aperoprate tem om the pe ary These 
Confident dcarents are warth milan athe Rebeien; sce Pye 
ant coat th bel liane imag tel he document 
{erate Hsing pce sat stem aah So Dra just ee hat se 
foul sequire them mre cheap twogh buoy. 

‘rade els he eras tha Harp Pipe Hea Corscat. an the Mutt 
suspect tht lye skein the sonmentshien omer inh pent 
ase apartment ina arto Corcan opr wth mee! pe 
ttc Unfortunately ae dosnt tow ths foe sure a he ees te 
eros talocte he ocean gully, jet sate ply rat 
I Dabs ot wing to meets rie within fv cos, es gang to oer 
‘hem ta anther baer Drataca ie Pie onthe oo oa whe Dat 
‘he reeds te heres to compete he bear tat edie 

Pye erteuse fas high eve secu, nung tar i 
and pina secu gums. Athough the Reto san pot tr 
the place low ape the safe, rb the coments, a ape rathe 
‘epth ofCrecant before the ois, Daka needs them fo be more 
‘Ste rab doesnot wart ye to acne te tet ut he pes is 
{fe tremor he dosuments Shea aban tthe beoes ane 


theft toe she wil puta high rc inded on the heroes heads 
the heres an pu of th the net ie day, rab apes to 
pay them 280,000 credits 


RESEARCHING 
THE JoB 


To sucess tea the document the heroes need t tow every 
{be about yer andi pentose pari 


tie seach Te spec enero theo ar otal eon 


‘Surveilng the Penthouse 
Toetemine the bes tine to ere the pentose the heroes ee to ath 
iors fen dys, vl hy have le of Nap Perse 
ait Te heres can eta partment nih view a lye Pome 
1000 cet per cay (te 4 weleotnettarhend. afte” a, lowing 
them t mate to OC 20 Fecegtion cheeks for ech ay of sven 
{ley un 02 eeumstnce Soto the Perception hed hey ra 
Sr aaa! sparment with a view of he erie af he prt 
‘erie acest shes, he eres a determine the otal ef 
“eer the penthouse, when Payer sal be pa 2 Rous Mower 
Cancion engage 173 for mee nfermatan) 

‘erative the heres can range a emergency tat gts Pye ou 
‘th pentose lng enough forthe ote the documents. Hower 
this emergency theaters the pertave ue (uch a fe esa) 
Piyertates th docments whi. spose he ene on hem 


‘The Floor Plan 
brining Hor lan nt cru but tc ep the heroes mae a 
‘eee Oathernforaton eee (D 25 ps0 ets in bres] 
fey mae succes OC 25 Pereeton check whe sureing he owe 
{bee sow) a the arson ore heroes wal belore te encounter 
tenn 

The heroes suceed te hse sess by $F mar them 
shout te alarms on he externa dors ut no he neon he sel 


SECURITY SYSTEMS 
Py ase it more pra about ame secuy See pee the 
“anf acumen 9 as tae mare compen et oagha | 
‘ome Al extra doors an he dort the master becom equ 
310025 Mechanix check to abe: a ether ners! ors rere 3 DE 
“Jo echanes cnc to oper (Renembe tat tempting fee no Wace 
increases te OC 5) 

‘Adana al he ester iors art equpped with alr he eee 
{als Mesranes helt opena dor ale arm let the gers a he 
secur entey wo rt te oe eee ragoning temic Pye 
{ate ewe eqppe wth an am 


ENCOUNTER: 
THE House 
OF PILYEV 


(Challenge Level 8 
Th ereurer serve ae cae of "Breaking an tring” te ini 
sdertar todd o the revs two pases 
hen ne ees rine tp ie’ pentose. one security guards 
lnghe neu center athe orien oom ating 4 Porace 
‘cat. Thel0-100Seres MagaGusroutie he positon ested 
fn the man moving tomar he eng athe Magar ie ust 
The eres might bei anywhere othe map provided is ouside the 
perth on the wean or aig pues they have ranged 
eine the pentose somehow oy ng ques far name 


READ-ALOUD TexT 
hen he heroes rive te petro at beer they ne sie hem a 
‘ule overven fhe erent outs te guar a rie 


‘uti te pentose one ote 6-100 MoyraGued dis sloiy 
‘weling om verde ond the empty ling pe. Lg coming 
rom heii he bling Someone nasal welt roamet he 
tetof he hus onde lage vewsren gprs be dying apy 
Irovngimagesinaligeroom eppoe tear 


re heroes rae arpa f the pentowse they can enti hese 
rooms 5 he seusty center an vn oom respecte Fate hey 
fave fie fst tothe siting oom o ing oom they ean mate 4 DC 
25 Perception ene to nie the MagraGud sain between ete 
rooms;en rete tothe ot hana Arter Preston Cec a the sane 
1 revels the security gar in tein oor. 

‘Statist fr the 10-100 Sees Magna Guard appear on gages 201-202 
sf te Saga tan cre rdebokFor te secuty guards these 
‘cer sates on page 12 


FEATURES OF THE AREA 
iy’ penthouse has he folowing etre. 

amination th heroes ent he pentose 3 rg ny 
cay centers it Every otertoom Sea, bl some gh ies 
Info they ete rong shadowy lriatonTe 
"al el Re he ecurity gus side alg the 
‘there thas shadowy Muminton 35 wel 

Windows: Te windows of Pie's rare are made of able 
parte Tey have OR an 0 po. 

(Cameras The comers inthe prose ae mounted 2 
high onthe wala and cover 8-deye ar, adating out rom 
point indate onthe map. ar exampe. the camer use te 
oom seas the hallway ang tothe font door he oe outs 


‘eaaom 3s out fs fine of sight Ate cameas have ees 
proce them with wight oan. 


or Pijevssate. low he eaes tomate xDC30Peretion 
‘onaie eat there issrething uns bet this ne page big 
‘amirety spay he eae ort ik ote te 

mbes an enna return hs rat heck ithe ere 


(rather ha every 1 mites) 
{Garden Te garden provides sbundar hig places. though 
camer nthe came Shs one ew ofthe una and te 
‘alway. Between he foian an he oe te ourtan makes Sea 
‘heck here gin #93 crcamstance bona, Entering the pert 
‘gh he ge, however ayes footprints on he capes ide. 


Safe: Opening the Ste without the puscde requis a DC 40 
ectanc ecko he eres ean dest the safe abr (DR 1, hp 
12o)-tnouh he te ac as eso he document nse, He 
eae have ot dsarmes the alarm, opening the safe what the 
nscede sett of lg the secu guards rd the Maan 
Sri he ena 


CONCLUSION 
os alters sched tonight and es hors in 9 mnt atead 
‘Seeance ee “Surveing he enhotae on age 8), et mntes 
irom th tine 5, for example, they seh ony wa sucess Fe 
eur ater 6 mines: even hey 9 tea sce, Per 
ih the secant uaa covering ht oe watching spt aed ot 
uring Misuse, Pye sen one mint eating he negiget gs 
"ter hen be gost ehet hi sf. The heres ve sou wo mute, 
1 toi, eo Piper reaches he reser bedrom I Pe etches the 
heroes anaere inte house healers the uae thoghne aes ra 
forte documents ihe eae pain have ten) Treat ip ie a an 
armed peal oie ie pate 204 the Sag tian ere reboot 
fers, 
the ect aur othe dra cate he ere nthe Rowe at any 
hey afte One urdu tthe secy center 2 san pb 
monte Canaan pac (et esecty officer pape 122, he 
To ae lerting arp Pe hte has been robbed te heres nes 
toernethe evden fhe presence Allon tema mae Steah ches, 
‘sppoed bythe Preptin eheka of the secur parts and drs fo 
tie any 2s oftheir resence. The Gamerast shoud een how 
ars eta ere hey areas Egle ag che 
Tings ae ssbtantiy more if he eee ein fight wth 
citer the rh rte guards. Assuming they oo stun the gars ot 
‘helm meapon on he Magra, they mgt have ote te dap 
ich tint ti of Pye hath sno chest Ns sae ght aay 
Ifthe heres stu he usar nd ao the es hey can make Dec 
tineeck spit he uc Wt Delete, tcomine the gus that hey 
time the guar n such nay 80 anges he posslty, 


MINI-ADVENTURE 
#6: THE BIG HIT 


he Big Ht ia min-advemure designed fr thee! Mees t makes 
besa he eres as they ste oaeeasnate an ambiusIngea! Wall 
Teton becomes Grand Ma, 


ADVENTURE OUTLINE 
Dba the Mutt has had numero tual eratve bans rangement 
th Mot Zeer, bt she ha lene tat the Mat hat plans fra 
Sous on rachetering one be becomes a Grand Mot. This cul be st 
pala empty poms, excep forthe fc that rss knows hat Zr 
Pines saree ing being 3 "sae rer poles image wie 
Sirsaneosy wings pli! conection fo cantar hes 
ess. Ab 8 Gand Mt, he wil be tet hesten Drab not Rave Met 
frested-ond the Hut arnt allow tat a happen. Sefer te heroes 
5000 east asasnat Zen eer he can become a Grand Mel. 


SETTING UP THE HIT 
Te pl ofthe asaninsion oF a imperil Mot, the heroes us etn 
ere Zee going to be a what tne an wha ind protection he 
ie tf They ae aha going te need an xt srategy whee they 
sce rfl. 

“ere an eet monty ital Human mae ith athin mustache 
anda receding hin at tenes hm it wie’ peak. He wears a8 
inert uniform the eft bea resplendent with ran naga 


Tracking the Moff 
eating Mot eens never itfieut-ne i» pub gr, ater all-but 
‘rowing in advance where he's ig to be aks. The heroes can 
‘mates 025 Gather formation heck (nth 00) res warn a ries 
‘se chec) oer what hse eating up to the sug, 

(nce hey have ts atte hres can mate 4.0 1S Komi se 
‘ceo cetera hat, betwee ah an the nagar the Mott 
‘Song abe sep de hgh wecre peril mitts forthe 
‘ent several ay: Then Zee eso Bors othe Ceremony He ies 
‘hed before and tay veri 8 he rious Royal Hee 


casing the Royal Hote! 
The Royal Hote exes the utra-ich-Iner anna in part The 
nerf te Roa pie terse an ofa re hots tures 
locaton ana beau suse tang beach, ad the tes Sa ses 

The imate on Boras eng what i Ye tel oes otter wth 
‘exter oe anor can wal ight inthe by. re inert hs dar 
bn fies cet an, feu, utst oom, of wich au» eae 
‘inde te open [DC 25 Mechanics heh DRS rp 2) 

‘The heroes ean make» D020 Gather infomation check (ps 2000 

2 capy ofthe tes or lan nc he re 
that are normaly rested te empoyes ony. erate the heroesean 
Paty econnater the hts a ocest DC Is Prepon ches ies 
them p00 es of where he enrace and exe eb eer xe the 
eros ave ote fap ra he map forte ees we bet the 
‘rcurter ois the heres ave apy the los pan ht neste 
“eployeeconysectins they ga +3 ercumttane ona on Erowege 
{te} a teat heck that ov uing thot Seton. 

‘Sholt he heroes fa he Other Infrmatin chest by a more ait 
hey atenpt tg emereteted ens using ter py recnnaaee, 
they are approached by tl secarty (woot fiers reach erro) 
‘eho teat tte he nto estoy n a windowless conference rom 
‘hebowes ofthe hte The secur eet uestins he eee en wha hey 
te wheter they ar tives of Bers, the rears othe inet 
‘he betel anda onal he Neubert yy Oe eres ein 


(Gree for ermal or ant-Empre srs) one Holt The heroes 
mst defeat he scary chi witha Deepin check against he ce Wl 
Deters to avoid arest by imperil autotest heroes uceed Bt 80 
‘notte! he cis il Detese by Sor more Pena nem bane om he 
Royal etl stead aug hem sete Ifthe troes wer eng MS 
Supt equpent wera unicersed eupment oan wegen) 
‘aot ress isa sngl deception oS. Deception cers} ewe 


Inisat ests roceate aecptiono eet (-5 on Deception ces 
‘any any uncered Sega equipment 

‘eat ect guards secur ofc page 122 an the sect 
chet san seca ge 123). 


GETTING ON SITE 

‘tough te heroes can ay get ons the grounds of the Royal Motel at 
‘eary any ie efor te aval et Zr, they yt get the 
ote forever within 00 meter ot) onthe dy ofthe Mos aval hey 
‘rst avi 9 toon ef stormtrooper the heres yt ene the ate 
byany entrance oe tan the ob they mas bya vercome] tne 
Strmiooprs Shui hey by to ene tug he oye ave aes 
twenty somieopers ote te ot ad aoe tert Satoned rund 
theloby Ge the map on page 183). 


Registered Guests 
The heroes en nk rooms atthe Roya Hotel but f thei stay neues 
ciherof he te dys 2 

aHC UP unl the morning he Mel araat whch pa they art 
the angigs unde the ate eye othe secur guard), bt wile 
‘reamstances does he Raja! Hot! alow the Heroes o stay longer than 


Hired Help 


GETTING OUT 
AGAIN 


forescapng the bldg Ifthe Ma ale ot 
he wil be hed to wang lanperde-an excelent 

ing: succes cased he Royal 
Hote,they gine tancebonaonSteath htt 
‘adhe inutatiesenen forthe Wat'sasanon Hh heroes 


Flight: The eros con aso stage raid "hit-and-run ta 
5 he Mat iting ras qui passband then ra 
wen confantes by strmropes gain the ets 


Shing the heroes die the hates to sci, they might ede 
toattae te Mol when es aver rd exes anépeedee ADC 2S 
Seah chca gets the hres win 200 uses og rage fr fe. 
{asuing they ine electra o  targeting scope. The Mt a 


ENCOUNTER 
KILLING TIME 


Challenge Level 8 
Ths encour serves the ein of The 8g Ht the mn-avemte 
inoauced onthe peut wo pases 
This eesunter sume ta the Heroes stage ter stack on Moff 
‘Zeer inthe ody tthe Royal Hlemnhen he at ha mont web 
It the eyes et ip the tak anys, the Gamer wl ave 
to improve the mapand te setup thaugh he marty the partis 
“The eres an arange tbe ayer nthe bby aie ne by 
(atowing tem ocame by area he enranes) MoH Zrex (2 begin 
‘he pston inated lng with ise fie ie 
enya (Sand the manager a he Royal Ht) 
a ote seat oes (0 ra irdeatd onthe mp. 


READ-ALOUD TexT 
‘ter Mo ee ets hs apsipeeder walks toe etelbetween to 
rams of tormtoaper standing at aenar—he saps tthe Pea he 
‘tas whee te Royal Hotes manage wating Wore! im. 


Mot Zrexcome ts hl ot the eo of teste leading up ram the 
‘eget rod tthe hates min enone A isingused-loking 


MOFF ZeEREXx 

‘een began is carer aan peril spy fier an patayes that inte 
{area crime ncng lee smunglng gang nd mers te 
‘ices He real athe coud mae much more money, at nat 
‘puting a caret in ples nsteat nae ae yea, foun ise 
pple goverar of Or Air However, i at ot lng befor he 
‘eid that e cold ak even ote mae. nd wort less 

‘Ma ns began wing Mis ortacts bath ein ori 
‘haem potion tt appre othe pst when ne Mean Setar 
revins Mut ect retire ey. Nee atfie with power, 2 
Soonset Nssghs onthe anf Gand Mal nd teranlyfen monty 
Ps aream coming te 


Mott Zerex (2) ay 
Neelam Haran noceri abe lier 2 
Destiny Fore ark Side strong the Force 
Int Senses Perception 2 
Baie Bathe High Gast, ute 
Defenses Reis 19 (footed 1), Frade V7 Wi yeoman 
over ge Fea 
yp 2-Thesold 22 
Speed assures 
Mele uoames +6 (1842) 
Ranged sporting aster» 3843) 
Base Atk +7 +7 
Special Actions ipuive Fight 


month hts maageextends hs Pond in © warm gestion 
{he women pase chat The manage gest, cry porn ut 
he Roel Hotes Festus ond ements and Zetex meso gh 
esinereste 


Assuring the heres do nat at inmedaey, the manger aecompares 
Terenas 


‘Atte few mites of eéig the ve ond moking sma tok Mott 
{eres and te ote menage lamond ene the tele, Meng fo 
theoreti, 


‘Abts Si Dex 1 Cop 1,1 17a Oa 

Talents Cometon, nie Fear pir Fear Meath 

Feats inproved tec, Improved uae Tread, Inui Fh, 
‘Sh Focs(Decewon, Gh nomatn, Kawiesge ounce, 
anldge seal sciences) Persian) Sil Vaiing WRrowlesge 
[soc see) Song nthe Fre Weapon Prafiency st) 

‘Shi Deception +19, Uther oration 8 ewe recat) 
718 Knowle ool scenes) +8, Perception +1, Persesion +18 

Fossesionsartng ster comin (enerpted), code nde ee 
os 


Zeres's Tactics 
re ts he stormtrooper coonate his escape rom the anasinaton 
temp. though given an opartunty, he saw i spartng Baste and 
usp Tah 


Stormtrooper Tactics 
two goa Fast. every tomtoper within G gure of Mott Ze 


es en aloing oar no oi. 


CONCLUSION 
then off cas san nga Aaa Sata tom ert 

South bec sue in lg Hat re, bees, sap of 
tava ie are bee eign the ats eatin he 
Eventhough thc man be bing te hoe bach othe ae sae 

‘nthe ter hand fre can ay owt on Bra fren ays 
teat as lnpeto, gape 12) exons at ver spacer an ding 
imate eas WH Deon fhe hea ae mops 
Shay nen ering the ffs asian Vor empl ey Sat 
‘tho ch oon 


FEATURES OF THE AREA 
‘The by fe Royal Maes te olowing Features. 
amination: The by bright tee at ih 
Receuon/Concere Desk B59 pro-ae cove characters being 
them the stmiegpers camo get ees et othe buling fersame 
reason they move hi to the ofe behing Reception. 
“urboifs Cling 2 ub requires 2672 runes, ulest char 
ters hong the ator, 
ans Pantsn the by prove concealer. 


MINI-ADVENTURE 
#7: ESCAPE 
OR Die 


scape" ina minaret eine for 10ers eas 
lahat hapens when the heres ar comida tothe spe mines of 
ecard ges them sim chance fo get ut 


ADVENTURE OUTLINE 
Theta as aly ag up he ees a te ave en serene 
eas of har nthe sce mines Te wot ruc, athe 
‘non itense-and tings are ntimpovel thea hat ne hehe 
one ar ee bounty rte tame Soest e eees, 
dees icbest mai te Ives msec. at et Ye ile. 
"Thiadvertre ep mith the heres aed on ee though he Care- 
ister might wih tet p the evens hate o hence, 


CONDITIONS 
ON KESSEL 

ese harsh wai with ite rate ai ae rom tat provid 
‘the atmoapee facts onthe sac: breath ma rues fo 
Toe anyaere nthe trace Arent asa tombe delve ae of 
Sith rign-dot he nce though mos ave fr sce been aed af 
String vale The plant anual no nalgenous toms, the 
‘jr exceptions being pee feta an bea tat ocean 
‘ack rons whe tay etn th open fr toon ard the see ser 
that ive inthe ines cet gtr spe 


In the Cells 
The nforurate rnin wha ae et Kessel spend mast oft tme 
‘hemes ut when theyae of st they eat an ep in bas aed 
bout iDmetes bow teste Each hues pts 20 nates, 
father togterrta one ge eam Theo epratn between rte 
along specs ines: the Humans stay out the Gana puro he arc, 
‘he Gans stay ot of he Deron ae, the Dearomian stay eu fe 
otes tur and oan. Cosing mt arate speces etary 8g 
fora tal beating tthe very east. 

Prsoes on fesse are nt sipposes to be armed but mest prions 
have test 2 makes ke et i of near te bun an efit 
‘Sis cen nl spl. Test ops Soper Wels pet er 
een martes for death ter ron, anppeaig again wh hehe 
the atecters comrades. 

"eater tes a5 tugs, Rebel ropes ete Rebel troopers a 
ssa lar Cape 17 the Saga Eatin cove neo fer set 
These inmates are armed nl with es 


Inside the Mines 
ees gterstin ines costo etka ak, a sfiing 
‘une texted for miesbeeat he sata ning serra eve 
nme by my nus reiftsThe unc aro Sut 2 aes 
‘ie extercingt squares at ners The stig ih ae 
very our tat a character without a bath mast epost toe 
inlets the miner) make an tac (620+ aa ht 
Character Fortude Defers Ite ata sucees he chet takes 
‘nage and mores peter step on he conden ach the atch 
tates te mine tae damage Te persistent conditions remoned 
Seething aroma stmoighere for ne fl hu uch ing» eth 
ik returning othe psn ara) 


ENERGY SPIDER: 
vente aterstin irae om he steky mes vers spies 
io now a pce spe are a corstant eat the mites ees 
‘They nes steranean ara ae ae atratedby lt and erry Dy 
tet by means naring ep fst wesbing tit heh 
‘esng them int ea that sony ins thee energy out 
‘heap vein Thy are nly encountered in grup 3. 


Ener Spier as) 

Neca ecracn et 8 

Init: Seer tin Peetin 0 

Bete et ia es Fr 12 TT aT 

p90 Tel 

Speed gure in esp 

ose sing sir ero 

Renate cro at 

Fig Scere gaes 

eee op 

‘pt ip ] 

Speci Atom in 

ses 1 Des, on TS, WT GT 

feats rnin este rp 

She Cn (on ect 1 he etn 
treae seseath 

eb Sarre cst nc of weg 
squares none gape htc te ey 
‘see pnb Sgr aston oro 
Steen npr gp ce agen et 
Ise ina nce oped pppoe iin oer 
taro orscanateng ney be eto The eh 
IS shang se en O25 

Le Dring rate aoe ee perso 
‘tack ab me pert pene oa oc Ary 
rate ees a Oop htt eb trata 
thats operat Ponta betes 


Establishing Dominance 


THE GuarRDs 


Solvek 


GETTING OFF 


Making Friends 


| 


ENCOUNTER: 
CHAOS 
ON KESSEL 


Challenge Level 10 
‘Ths encour serves 2 the imax of "Ecape oi the in-adventure 
letruce nthe peius wo pages 

‘Once the heres hae bed a sep shat int being helpful 
he ages to lan he ste onthe ning pa ring he Heroes’ next 
‘est ge, ands many inmates athe can soa nd fy fhe al 
Nar Shad. Because aig without athoratin wl raw fe rom, 
the guards m te toner, tough he ita th eae sage it 
svat he guar Unrate, Seb an he gang ae aevarage oF 
the chao ose the bounty hers eae wih he ers. 

‘Se up the map a ince. The bres can setup anya in the 
lanai pie the Fences. 


READ-ALOUD TexT 
‘The action eg hen he ing pt convo ices inbound ste 
andreas ths infrmatin te ans 


‘our st periodate long titre yo sient lam, 
ccompontdy agar ice on te oudeeatr. ‘Al nmatsesit he 
[arn pou iment" The' the signal -the panes nearest he 
ted tah he oes ying ate way eh. 

‘erate long pd you se the ur hater Saek matin 
sean They begmtmovng owed you. 


SOLVEK, IMPRISONED 
BOUNTY HUNTER 

Salve once ores fr Ob he Mat, bt when Drab started sing the 
eros to ul he more rai bs Slee had ling-ot wh Dab 
wih rab tet ele oa ren. ieresepng Dab uh, 
Salve ved wring forthe pie bat nace te mista fling )ob wh 
CGovernr Zee. Learing of See's rage agaist Dat ag the eros, 
{ere decided he loge ceded the Bounty hte Services ad 
tim reste on trrpe-p charges and set f tin he spice mines 
easel Once he ened wht prompte his sre and ection, Save 
‘aed Zeer toi hte st 


Solvek (3) 
Mea ese solder cout Bounty hated 


SenesPeceton #18 
sic Hate, Vevia Ute 

Defenses ie 28 ooted 29) Fort 25, aT 

‘np or Tesla 

“Speed 6 g.res 

Meee ke 04, Devastating tact 

Ranged noose 13 (48u8, e 

Ranged nso ste 13 (8, ev 

Base Atk +9; Grp 013 

Aik Options arsine, Dae Munters Man Poi 
Presse Shot 

Spec Actions fami fo 1 Shane OM 

‘Abies Su 10, Dex 1, Con 6, in 1, Ws 15, Ow TE 

‘Special Guaities spec eulpment 

lets Aut Seats, Devastating ac (sto), Devastating tac 
(Gimp weapons) Her Mark, mgrove iat, Notorious 

Feats mar Fratisency igh mum), Dray, Po lr Shot 
rece Sot, State FSi ors Prepon, Stl ning Pl 
Sarva) Weapon Focus (sto, simple weapon] Vespor Prien 
Upto es, simple weapons) 

‘ile Endurance native 4 (ca er, Perception 68 (an 


ig Atco 
Ac with Deny 


nS, 


real eration ¥7 [ean real hen nisin ao eb 
reall Stat 4 Survival 1 (en reo). 
Pesenons ot-out baste ne, beth mask 


Solvek’s Tactics 
Salve des net have tine tbe icky He send is tops ee trper 
{0 poppe the heroes ae as for am opprtnty to im oa Ne gets the 
ee of is Dendeye etl he combat comes tom Se tes ep 
"opponents tanks between him nah toe 


Guard Tactics 
(nce he iting stars the heavy trmtoaer guards imme 9 
‘ute hats san bret mis be Seung and mat te tht te 6 
{re hed The us onthe grou in te fences rea, oie te 
Bulking ol testa ness someone ges tough tet in wh 
he ty se eat fre. 

‘The aes inthe tomer, mean, open fe on ny pnt who 
aciiyengane in fgtng aud ro panes ae in ight the 
tower guards open for ay pisnes who arte Maton he ound 


FEATURES OF THE AREA 


The res soud he ring a asthe folowing Features. 

‘mination: The sings and the ner of he bling ae 
wel bu te tne te mines are ot a 

Fences: Mos ofthe fees are eerie xcept 2 the ai 
ous ates. Ech round a characte touches an eectifed free, make 
tn attack 0 (12005) apni he urges Frade Defense he 
ack succeed, the target tals 26 un damage and pated 
‘eure eety away rom the eee the ack a he ees 
ssitdamage 

‘Door: Alors in he ait ate lei 0025 Mecha check 
mp8) 

ates: xe sate isloced (025 Mecha check 5, 1).A 
races can attack tough te gate at 2-2 penalty or batter own 
the gate (OR, 4p 25) 

‘Guard Towers One isi tes TO squares of movement reach 
the gard ptform the op ot he tower, 

‘Assembly Area Tre gar ttn nthe lofmary ang proces 
ing ere ok nts the asemy ate. Amore na guar sation can 
remotely nec the oo fom th sea ote ang pad 9 move 
‘ton 

Proeting Center: This ts ue or searching pre, Anjone 
nah gard staten ea rene ai he doo fom area fo the 
sembly een aa move eon 

Wolo Cell The urd use te hg cto detain pone 
‘nro hate een caugtwihconvadandor who thew ein need of 
“separ acon They heey ones unl hey estat en 
oer any ater orsones who might stil ben he nding ps area) 

Iatrmary: ns ares ee To test manor ine (eh means 
oping 3 ede and Sealing the inmate tack {0 wor) Iie 3 
[teed eatinet C29 Meche check ORD are tal oh 
‘meats Anyone tesa aon can reat ul he So He 
‘hisarea tthe ae are as 2 mow ation 

‘Surgery This reais wed t beat mae iris an, ocasion= 
sty to ant ifesaving surgery. The pon doo 23 eel 
‘ope fe page 280 fhe Sago Eaton core ron but sobstate 
Treat ny fo ite normaly in ee Unis the heroes ave 
Imi revs sangeet with him, e eves 8 008 he le 
‘une 


CONCLUSION 
I teers an holo fr 15 oun he psutton in te 
Center fe lnig pa. Tet te hte LAAT eri, med ol 
vithant-pronel ee cara adware ane pron ing 
tao for 35 pusenge). The ste equiped wha cats hyperrive 
Save stil ave when the she lan heres oars ed hl 
plot eat ata securyefie page 122) shoul he suceeded 
ifsome ofthe heroes se) some the heroes gt nag he uy 
‘nce the stl ines Henna matter who i platings has 
tu stipe thu the Ma Cs and ede pert rm Resse 


este un (ape 82). 
Cctm) Sebi Poh 


Sala! 94 pre 
Ve: 


mic ac he | 
mt yt be a, Ee “ 


CS ee Ss 


MINI-ADVENTURE 
#8: WANTED 
ALIVE 


vated Ave isa mi-adertare designed fo 2 heres. pts 
‘th heres inthe vole of bounty hts acing down 2 thet on Ma 
‘Shad Unfortunately the het a shaeiting Cave wh ances 
ise St Lr 


ADVENTURE OUTLINE 

Tre eres recie wor ht Drab the Ht string = 100900-ret 
evar theca thet raed a Viren, ao tle ance a fas 
fom the Hit saraster Unknown fo ete he heres a Dra, Rowe, 
Vaten ota Raman he agers but 2 Came shapes and 8 
Sit Viren mans he anaes te sengthen i ar Sipe he 
Popes that raa seas bounty hares ater hse hat Re ean rout his 
‘new aes To that en hear sern tai that wor ha srea tat es 
(on Mar hada Wc tnx ei own as The Kessel Cs, 


LOCATING POL VIRTEN 
‘though Viren atspread he wordt whereabouts beara made 
toaeasy he lot ene saree dat ie power and be wore 
‘hat aunty hunter lata him en ras, vermin hm efor he 
hana tare tsviteback Tan teat pea roma that Reson 3 58% 
‘ther wert tow af the sent 

"sucess O25 Gather nomaton heck ané 0 ces in bts) 
ust eroeson he igh race Foreeh 5 pnts which he eae 
ther cheats the beraes 2 few dos ta ac own fae asad 
"hereantne Vien ules sate’ Sth abit ee bea). The mare te 
heres ui terete the more pomertl Vien gets-ad the harder to 
tate im down iho ling him spear Dabs want fr esl) 


THE SITH ARTIFACTS 

Poi Viten might be 2 Sith appre, buthis powers ar siempre, 
‘ack Mast of hi ates come fom the Sth aac tat ele fom 
Data rater eninge ghtsaer ond fragt of 3S holon. 
‘Westie Viren olen a ret eal om thee tensor oer, 
‘etsmerty chanting rite energy trugh tem though he beleves 
the powers coming fom im 


Dowbe-Bladed Lghtsaber:Ony on de of Vier’ oleae 


Lage objes than he ever aul before (ung ve obec). 

I tkeheves al te Gather norton ceck by Sr mor Viten dha 
leans to use ighsae ame get dares ing Sue) 

the heroes al thei Cate formation nek by 15 rare, Vite 
sins eater contr! overs tenet sity (mgroved Move ight 
Bae 

Holocron Fragment The oun fragment a9 o-saped shard 
ctl wth tn 
alot erty fe ears the Shand whee aes, e remeber 
Serps of what he creas Vite as begun to beeve hat these ream 
‘resi tat he Yercarata Sh tor, ating a Toes the Fre 
ulate apts uiegMutrrget Powe, 

If he ere fa her OatheIfrstinchek by 10 o mre, Vite 
lcsn to ue the Sth floc ta restr Wa posing Improved 
Force rae 

I oe eae fal hei Gather Information check by 20 more, Vite 
leanto seth Sithbalocron restore his Fre Pits ting Fre Pl 
econ 


ON THE TRAIL 


OF VIRTEN 


In ation to hs heme o ing mip fate east throm Oab' 
‘ert Vtenhis nse enon cous worl, ed ewe he 
tYatbunty ures might come ating fori Se many hese reds 
ala hve prices on te hea, ty ema tan lingo ake Som 
theresa favor to Ven an 3 may fring cape) 

‘eon ar ee encounter sess or the ere a handle Tre Gae= 
paste can resent thes in any adr aa een omit onto twa them 
The fal enue (ee page 90) has he Rees cotoning Vien 
Tre Kes Co, 


Mistaken Identity 
The eres aie at ne of he fs actos fe Fl Vier ning athe 
hasbeen aested ye es autores fer smugging. ne autores re 
rome suis ofthe heroes terest in he pane a, le 
‘they 6 ot ares or even eta) the eos they evrything they can 
12 dey be heroes ul hey ean determine whether he heroes Re 307 
oustanding warrants ofthe own 


0 mes etn wn hy bale Cure 


eine te el Con Nat 


ENCOUNTER: 
SHOOTOUT ON 
NAR SHADDAA 


Challenge Level 12 
This encovrer ers a thesia of Wate Alive the min abventve 
Invedce on he prevs tw page 

“he heres ack Pl Vien othe ese! Ob on Shak, bt mast 
apron the rom the fief dep canyon einen vo Bul 
ings The eanet enter te cu direct without geting it aft wth 
the tnajgarc ote, which woud let Vite ar alow im 1 eeape 
‘rough anther ent teas, hey mst ato the opie wana 
Viten etn oem 

“re heres can setup anpwheron the ester wala (ot ung 
the bride 


READ-ALOUD TexT 

Tre eae ive fen rods bearer ener fo tec intend 
Ing to ret toh apartment ma beter prt fhe ity He aed By 
oyun an mare te stationed sound the walkways onthe eb 
Se Cis mave Sout onthe waltnays os wel rong ston 


You arta in aston when the doo ofthe lb ope and pir 
of togh-okng gs wiking viba-ares emerge, estog wary ee 
‘ound te walt A moment er, Pl Vien sides ot deed 
fn foi robes on sprig @ sinters Aer posing ft he 
lystnders geo god ct ahin Vien and Nisentourape more fowerd 
‘noite ttn jst tote outhof the cb entrance nthe tone, 
Stanger rps out teat and begins mown oad ab 
eppren tp iter up. 


POL VIRTEN, 
SELF-STYLED SITH LoRD 
fVitenmadehisforure ough burglary snghisCandite shaping 

ites toftate serrations and yal ey with whatever bead 
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THE a STAR 
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{a employment yan Ajiac Hatt mame rea The Seton pon he 
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retorear bce 
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pearance ih cating Ma ian resign guy ate. Une the 
toe ae seca oaing fr» Sls named Ey Sle, they are 
Ley get ampere gly. they gore the Cee set lore ther 
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fortis or want ta new ajar paying them ona aeterton Th 
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tiple mare haus tras belo hey sat ekg he own Se 
owes ose of arin. 


Evao CourT Sare House 
‘nye he it rock oto in Pin Nad eenaly en ving nthe 
Fue I ey ob ntose thes les fest Far a fe cet mel ot 8 
ote fea ube one of te denizens ofthe Fares happily tthe 
Deas everything eo Se keows bathe sae ase eson 

“reste ows apeas tobe rthng more tan arn-down ene fom 
‘ease isa sigestarypemacetestuctireinthe ie age, 
empty aver thesouthen porto he Faure Ds. Tere eems abe 
neste eu, an mo oe cen avin renting the bung, A 
(ka around these ees teeta tw eck quay oo 
Inthe rer ofthe bln, aa singe meta rine one 

Simple oberatin reveal the follwing fact: the qu nak 
how ts fur vartseve andre sequent elce yes ua 
‘ery 2 our oat ram he uns ah wet nondeeplak no 
re Ee ens leaves he premises any compat stems re ide 
‘esate owe the are no acces fom he otae 

“Theses can ga acess the safe howe by Several meted Theyean 
peas urs, hich requres them to ambush» group of ua neg 
ving teste ue They con sagt may in herby 
‘ivough te rot oar or basting the Win trowgh on of he wo reat 
tnrares They can even buy a werkt nthe ste hut fo eat 
‘ore pry members, bt thi cul be cxpensive-2000 cet er mek 
ering lnar hey mast use Fetwin Pro 3a o-between 

“tcl Encounter nce te hoes ave made thee plans ad have 
entre teat aoe frond Court esate page 28 for eta 
‘onruming te encour 

Development arin not svar tat ad Cur afin wth he 
Sable Dr Hat he know, be mould have never goten 3 ute a neo 
vad ste owes inthe fist lc. sar ase knows he Gina eect 
safe ace the ister bls start hing eight rps betwee 
the eyes and he rad Court gars, ain es ins Yom anawas Ns 
‘nob aang ber the ayes show upto rescue im he thas tem 
Forte roti wih 3 ew wel paced hts rom hs alot ase, 


PART 4: INTO THE 
MINES 


le 


The ea esr, 8 een by Bar's ane. the Felt. eats 
lusts the ales navel, though iscareny cere inthe an one 
‘ofthe dead Homans Anyone ith Force entity ean make 3 OC 18 Ure 
‘he Force eee fe etermine tthe Fl Star arr ihe. Oy 
‘rperinertation sd eset reves the Fel Str’ fl pte Ulss 
envied to otherwise, Brn places te Fe Star in his vest poe. 
‘Ayone wt wats ta examine the Fel Sar mst negate with Barn fo 
the eperunty to, 

Wn the ase foun and para under, the heroes can retrace 
‘er steps tack to Pon Nadi sue Dstt. 


AMBUSH IN THE FissuRES. 
(vera reting the Fares uneven Te eros notice Barn cast= 
Ing rive ganeesin their recon si eis orig sou what they might 
160 Maing fund the Fe ty, of hs esi Bah is et 30 are 
‘athe wat 0 tur vet Prelate Hut Sn er anonyme cer. 
Barn tine fg ut wrt to. ono, tough, hee wore nat 
‘hehe misty tte Felt om hi 

ering om the mes te entering the ais of he sues the 
ergs noi a sie co ife Whe hey let he Fase wer fie 
etn Port asain erin Tes of esking re tango the 
{he bat te heres heat noo ain ne ehlen eying ann fot 
‘the than hon fhe characters thnk he ehore wa lo ey, 
pops ney arecaet. 

"atl Encounter: el to "Fares Ambush” on page 20 or deta 
on raring tis encounter 


EPiLloscue 
\hathaper non? hisepenasa get eal on whether he ees sured 
‘her tory nt Pant Nae Those whe manage a pul ough have er 
tracts he mst obvious st ne Brn andthe Flatt Pelo 
‘he Hut an Tatar otha they can et pa Brn might ave hoes 
‘out thiscoue of aetionInfctne mghtattenpt seep ening 
eres on anute advert ery he payers wes tant ao 
rina hve th Fel tar, peshaps ntedig tobe for tems they 
tam expect Barn atempt a acon with whe they ep. 

‘sto the pone of Pot Nai the Peas might fe thatthe aren an 
safavrble postion wth he Sale Dawn Tris might be te the Sb 
Dawe abs understands tat basins fs sine ns ade i 0 
‘roe apis vias wha are sing the tthe ts of hei 
‘ites, tis pose hat Pes he Huts ananms eet 
facta member af he Sale Daw. hips ceiberatey ambiguus, 
‘owing yous the Gamemast to make our own deo 

The hes have pte made a vate ood wth Es, eet 
Nad’ eal eee syacat. They now uel wh ca ead 
lsortsetfwe ners They hve been Pont ait and edo 
fe he le whch ean they can eur te sodowport asthe ees 
fei With he inal wea they have out sezumate, they moh 
Find that shopping spe inode efor they rear to Mes Ee. 

Tf he sucessful ret to Tati with Bana the Fl Star in 
tow, Preheat pays heroes as are either Bain anor he Fe 
‘Star ave been ot Prelit pleated Being an derstanding match, 
she goes eah character a tle fee of S00 crete each mere fr ving 
‘resus of wheter Bao te Fel Sta were earned 

AS it he seer sega if now oer tthe bees, fot 
beter ofr worse. rte wl tl wha ote acres nthe a 
‘the space between Taaoine an Fa Rado within Pit Nai In ah 
{rate nth bllon tl ness be ne, 


ENCOUNTER 
OLEV's APARTMENT 


Challenge Level 2 
‘Tis encuter eins when the Pst Oe apartment tetra he 
front doar on the main see, th the tack oer fom the aeyay 
Cevisin tein rom, beng conoted by oe fhe Sale Dn ha 
athe hg, Raving performed merry search ofthe apartment 
Stands in font of the cles dor, maintain watch on theft dae 


READ-ALOUD TeExT 
eres energies apartment ough he font dor lt he ver ot 
‘he speeder ing ow the set, less eas been eat with port 
the ever he stl ace, th rier the pense ues ha comin 
vars the Sale Own tage nade tat hey have company fhe heroes 
{ppraeh fom the rea doo they fs eed to make 3 DE 1S Mechanics, 
‘heck dsate elec oo, anh mst mabe Sah check toad 
being hear by the Sable Dvn thugs tering ae. 

Ione res enter ie partment reg he ack doo, peas to 
oid bing seen y the expt of he ing Speedeaus read te 
etawig teat stow: 


When he eae aie Ole parmen'tnng oom iter throgh te 
front oar or am he the, ead the flowing text sous 


OLev TREVINA 

(fr Trevis ain eis oun The wo nla rom the Baer 
System t Tate togeter, oping ta mae the fours. Whe Oey 
tenped a uh fe sound, Bar cried oan pty iia 
“ndearrs. The te eventaly ha ling out and Bain ok is ere 
‘ler st ers for Sarna he wishes tat hs cos Wold se above 
‘he acl stetypes oF the Balsa specs, st 2s Pe hasan amg tS 
maken hoes ing 


‘ley Trevna (01) 
Med aaa nonheme 3 
Int 8 SemesPrceton +3 
Blow Sse, Mts 
‘Defenses et 1-1), Fort WaT 
np 4: Toeshol 9 
Immune 14 specs tons to Fortitude Deerse when essing pons 
Speed 6 squares 
Melee vse + (13) 
ave At 26 +1 
‘Abilis Su, Dex 17 Con ot 4 Wa 10, 
Feat Stil For (Ue Computer, Sl Tring raw Neeson, 
eran te Compa. eapae Feeney imple wears) 
‘Skis Deeption +8, rowed breuear) +8 Kowedge 
technology 8 Mecha +, Peruaon Ue Compute 412 
Possess dap 


lev Trevina's Tactics 
‘les peers to take he path of est esitance Mes at  ihter by ay 
tear, bth ot wing to ve ha caus’ eneies formation hat 
‘Chl indo arr eth Ihe ees never on Ole bel aes 
‘over atl he uses 


SABLE DAWN THUGS (2) 


‘ermed witha biester pistol. When they see you they pring into action. 


Sable Dawn Thug (SO) as 
Languages Bae 
Speetosgaes. 

ater tel 62 (3461). 


Marl 4 Point lnk Sho, Sil Faces 
ine Fre, espn rficery (ta ie 
wears) 

‘Suite Edurnce +5 tite +7, Mechanics +, Perception 


Sable Dawn Thug Tacties 
The spent ofthe abe Daw fe taught 1 we th Force 
‘uturere te atenp bl levan en se tere 


CONCLUSION 


FEATURES OF THE AREA 
‘k's vig are contig iy single furtare seead aos the 
‘oor bere i has been tase te Sable awn this The seated 
reals ofthe furs kehe vig ae somewhat react n 
them gh Bot becom ee en ertic-shch itso bed 
‘a ile des ulti the wall The es fave een oeturoe 
2nd heaves he dss hate Deen upended eno the fone The 
‘ny room that Seems unharmed he Wichen, which retin er 
foots 


ENCOUNTER 
KIE'S STORAGE 


Challenge Level 3 
en the heres ave at Ki Storage which onthe south se of Mos 
{iy ina ameter pao! ow, hey inet tie namie 
grant (Ven the map) vaio species hdd inthe shase apis 
thew he suet the heres aie ater aa, some He ogra 
ne devin oor anconcios During buns ous, ace (Can he map) 
‘tsa the ot de The der andthe vagrants areal ste none 
Character ther secs 

‘Wher the FCs an sees o Bar's acke have hem mate Perception 
cect oped ta he Sean checks of he Sable Dan tags Son the 
‘pl Anore who asst ace theses th map iin 2a 
‘bas cer Aer hoe heroes wn fies ther Prepon enc a 
In peston, pce he Sable Dn hugs asshown. Anane who areed on 
‘her Perception ech ca poston hemsies itn 2 gure Boas 
Toe after he Sale Dawn taps ae poston 

‘characters that succeeded on hei Perception sess slong wth 
the Sale Dawn thugs, eon rate forthe Inti up oon of 


READ-ALOUD TExT 
‘Ate Prerption checks armas, rea he flowing text. Th speeiely 
ples eres who seceded on hei Percepton ches. 


SABLE DAWN THUOS (3) 
‘Tis group of Sable Dawn thgs hasbeen epg an ee on Ke’ Storage 
‘rating fo Bain to show up. Tne vance fr nght-Bain ee 
ie ee If ects fhe heres Rave bei ee poe 7 
themes a Oley parent for example thas gun ety the 
‘aiding anata the heres he Sale Da has tration on he 
eres ye he ths sted se be comin describe he eres he 
‘Seri ten wa for oer Te orders of cus, ot nest, 


Potent apariment these Hamon 


ested in 
“they tay nemotonwhaon Exch ome wi 8 
nda eercarie is 


‘Sable Dawn Thug (5) 

Mec Homan sau! te 2 

Force Dark Side 

Int 7: Senses Perception +8 

Languages se odes 

Defenses Re 1 a-ote8 8), 

p36 Treo 6 

‘Speed gies 

Melee uname +2 16641) 

Ranged ister pistol +1351) 

Base Ak <2; 0rp 02 

‘Aik Opin: Devastating Ac fis), ale Bln Sho, Seek tack 
"186 

Force Powers Known (se he Fre +1): Force i Focelihing, 
surge 

Boles Sr 1, De 9, Conde, 6 On 

{ents Oevattng tac es), Sea ae 6 

Feats mor Posey igh, medum) Fre Ses, Fore Ping, 
Marti rts ont an Shot Skt oc (Use he are, Wespon 
Profceny ps es, ee weap) 

Sits Eaurance oie +7, Mechanics +7 Perception +, Use the 
farce +0. 

Possessions bates eomink 


Sable Dawn Thugs Tactics 
Tes roup of sabe De isla oc reo he pens The hee he 
‘two ofthe thugs go down, the remaining thug atemgts to escape. 


CONCLUSION 
Ay instances of ste fie asses he vagrants ut front toe the area 
The lockers contre ae deal eer nthe advent (he Fst 


THE AREA 
‘wo doors at testes comer ai ase ts he by. Te 
pais a cable ders, re athe norte one he te at he 
Southeast come etd equal Sem Wet met dor, Macrae 
‘heh 0250 operon al or arg ae be beg the 

ing eed reais, Al Sor bn Wie Storage are sma 
ropes, exept hove onthe lockers, whh ave OR 10 30, 
{veo 2, aed best DC 

Each of th storage cbes i ited with che metal door anda 
snout lock The dors on the locker ar ls start ba each 
sess alnimisting lock lt with ting resigns During bas 
Fess hur the halle ar wel it ut hese gts are shat down when 
e's css atk Te fleerishare peace and hau i au, 
Ise deo, 


RAS TS) SPO 


ENCOUNTER: 
THE WooDo00 
DUNES 


Challenge Level 9 
The heroes anv at The Woodoo Dunes, ners atin in east Mas 
iy. Pion the haosgars a own around stable rar the mile of 
‘he ie, ae the for rep and te Batra see anheae 
‘arate rund he ars noe, Cel Neo seated ln gti the 
‘wath farthest rom he amin’ eance. 

en the action try, he ee shoul pstion themselves base ot 
ther intended actons hen they etre the catia Any ha approached 
‘erate near hs booth perhapeven seated nit wl tes might ave 
tld bck staying ute or standing ea te cating race 


READ-ALOUD TexT 
ead ne folowing test sud when the heroes ene he Voodoo Dunes 


‘he Woods Dunes on of many ey contin pled Veal 
throughout Mes Ee The utara ben cole tage fram 
sea deren sures, and een the brs ob mae fom hin 
‘et of sap etl that hve Geen pointed with iastlgvly 
‘oe ice oa errs ae 
‘round eb Four treet geass hadle orunda tae onda 

“Tae ts ino ote thee oaths Te Ti opps moing 
‘orsomeane, baby teen is fe, econ et yo 


CeL N'eRO 
(Wee a associate of Bari Trevi. Though he two might alone 
anater ents, eter above hanging the ete! otto ey under the 
Tohtcrcumtanes Were a mal-tine dealer nacre Res 
trou Me ares Rms» hgh alr, bat be fn eter han mot the 
rgb that wanders the Sets of Mes Ese. 


‘This Tare foes it to oe and bt fo thin oe 
et Myon eesoe ote sight and 

es ese i fie robes thot overseen owt 
‘tus ns oreo ingen the booth abet 


Cel Nero (©) aa 

Meson ee scoundrel 

Force 1; Dark Sie 

Int + Sees gh son; Perception +4 

anguoges Bai Huts fy 

‘Defenses et 7 (a footed 1), Fr 7 War? 

pss Threshold 

Speeds squnres 

Mele viodogper #3 28402) 

Ranged sept + (26641), 

Bane Aik2: O73 

[AK Options Pun Bar Shot 

3 Acton Fos Luck, Meee Defense Oram 

‘ble St 12 ex 1, Con 15.1, WSC 

“lets eas Luck Fortune's Fer 

Feats Mee eters, ont Bank Sot, Quick Oran, Wespo Priieney 
Taseanced meee weapons, psa, mp wespors). 

‘tite Deception +, Gather imation 7 atte +8, owt 
(Garaserey #7, Perception +8 

Pees ise ps concealed hotter, vedoge datapd, 3 
ies af 28 eis 


Cel Nero's Tactics 
Cel ere igh nd he mould refer to escape rather than dea wih 
yore who wants tha him or Bar Gen che he ils the beans 


Barn bt cl tt ks he wil rab abo iene unharmed He 
Peer carn isbook, ard asa companions bat eg someon 
he ue a5 he oe hatin ah ty wer for hin 


HooLicaNs (4) 


‘These four Human yuts are died around a al table each one 
ars al be up led win te typeof koh rik. The 
Ulthes re ramped ar they apear tbe sry They a et 
Touhy tig ok tough. 


Hoatigan (4) a2 


Speed 6ssusres 
Melee ua 


Feats Amor Poticecy igh Banna Rs, improved Damage 
Theta, Power Atick, Weapon Potency avarced le 


Hooligan Tactics 


CONCLUSION 
‘edlecing pr fr bole chon py sce ont ot 


=f 


wae 


ENCOUNTER 
STOPPED 
BY EPsis 


Challenge Level 4 
Thisenouter takes licens dcting ty thin the ip, adit of the 
oie Nair shadowpor. Mt theresa the sh, hey hae an op 
‘unt eae Baspo. Maar smuggle names Pip. nortan, 
when they explore heli 300 fighter they fd te lt dea ht 
frost cute. Any heroes investigating the cack seta he cons 
have been dsbled A succes DE 5 Perception check lows heroes 
The cocipit to mote couple figures moving ate he sha 

‘sth eres ave Peli sip ty ae contorted by roup of Es 
sents Te sentra i ht Polio tead ee advert eta tey 
‘nant tae he resin fr uetonng, hs enourter resented nthe 
‘tenance that te heres ty oi ter may out he station. 

en the heroes emerge tram Pelips VNBODfreghter, the Es 
sentiestlthm to stand down an render Place the Ep sets a 
Ingeated on the map an allow the bres to pace themselves nea the 
freighters ety ang. 


READ-ALOUD TeExT 


René the flowing test acu when the players emerge fom Phelps 


‘Acuna yoy te igre on tio 
ou barey ove tne orate umber of amends combat 
pats, wig Water carbines, scotered theughout he re. A 
“Tad vie booms out in Bese, "HOt! Tow down your weapons nd 
youre harmed” 


epsis Sentries (6) 
Tresenes are a conmon ht in piccontoted porons fit Nai 
‘They poses nostic nfrm hu regu wear ue com ump 
‘unas ae the most camon sees In Ep Sentry Ca, bt other 
‘pace ae ao eptesented 


‘hic amon sles dssedin ou combats ha 
tnt ages or mars He corso force pet oe hand 
‘ete crtn on lester pol noha on Np 


az 


Eps Sentry (E) 

eum Haman sou ler 

Force 

Int 7: Senses Perception +8 
Baton raged 


Mele uname 3 (16953) or 

Mele fece ie +4 2683), 

Ranged laste pt! #2 

ange ister ert 2 (be) or 

Ranged st rerace 92 (4e6 sun, 2aqare bust ad) 

Base Att 

‘Ales 5, ex 1, Con Ge, Wa 16 OB 

“lens Armored Dele Ean 

Feats Amor Potency ight meu), Weapon Foss orc kl 
‘Weapon Pficierylaraced mele wexpon pa fe sme 
espa) 

‘Sk nitve +7, Meshais +7, Perception 8 Tet nay 7. Use 
Computer «7 

‘Ponenons ater atin, ase ist fee i, stun send, 
oma jsut comin, bine ets 


Epsis Sentry Tactics 
The semis ve been sent a rund up he heres for questioning the 
hoes rest hesenries employ rata damage ncang sun gees 
recess They take oer bend oar, boat and cago ce, 
‘ing 2 coer bens to Reis Deere 

more anal ofthe ruber ae ler napsctated bythe eres, 
‘hesennes eet cow the southern coor an ute cain a et 
renercemerts, which avin aun 


CONCLUSION 
Ite ees surrender peacefully he sete arm them and escort them 
toa commang cere the Sip fhe heroes choose og the snes 
amage forthe ra ling owe of ther baste anes. 

The Sete ary ating more tan the eupment Ete i 
‘oc, andre exgoeatesin he ang l mane fe 
(spell textes, preserved os, na pufied wate) 


FEATURES OF THE AREA 
‘The soalng by lire open sac. Ade rom Peli’ Y-1300| 
‘rele thedctig boy cotais caro crate tachesbare. dr 
ing ode and pores geeratr than attache eb Ar anes 
tn lungelcota room canbe acess vag a pif oa a 
‘he eastern wall ofthe eal core at a woehowe en entered 
‘vogh arg bay oon the cris west al The nerther ge 
‘ofthe dctng Syste, ant pent the zo gravy of Pit 
Nasis cove ab for as te ee cn se. 


ENCOUNTER: 
Evap CouRT 
RESCUE 


Challenge Level 3 

ce he Ed Cot secuity guards trouhout he ay 2s insted 
fon the map. One pus each af he sey our wo mare in the 
Tabor hee paling the ha wo tt guns rin te bul 
tap ounge Barn Nig ins awe oom, which tthe sathnesters 
comer the bain 

‘iter oceans arene safe hase, ut hey ae segusteedin hi 
on rooms tre start, 


READ-ALOUD TExT 
en the flioing et when he heres enter the sate ase oe: 


‘The simple 10 meter Tmt oom inca othe th pair 


‘te et ats prom hs mentors ees through he spay, Can 
elo you?™ 


BARIN TREVINA 

Bare Treva Preah ut fv He ban accomglhed het 
wih rel for geting into and out ft pes, He as ao fereted out 
Senate informa on the Alka te og sever seers 
‘space Barin at cams to iow where portion of ache Legacy 
hen bt he ht yet top hi nformation ayer. 

"eating for is ie, arin made wy oP Na tiki nt 
woul be the at place ht the Sale Dn woul ak for hn, Unfors 
‘te te wrong. Seer thin Evad Court unde the assed mae ot 
By Salpelhe ln to walt cu is enemies long 5 money nt. 

Barns art and lender Ble Hs cary brown aah enough 
that his artenrapais plain vle, and he wears pai of ue eather 
pants anda geen esther vest oer an off cots Si 


This Bloor seemssmel een oro member fis species He seed 
Ina pnusy it of ayealether at inuses agree et ond ih tue 
pont tucked int lock bots tht et his mia browne 
ort boc on othe eof burtes nina. 


Bari Tevina (8) 
Meum Bear conde! 3 
Force 2: Duk Sie? 
Int; Senses Perespin «6 

Balsa, Se, ates Re 


Defenses ie 5 (at-ooed 5), Fort 1, Win 
ps Tresha 6 

Immune + secs bons to Fritde Defense when resting soon 
Speed Ssqustes 

Melee unarmed +2 (14061), 


Feats Poi Bl Shot. recs Shot, Tvghes, Weapon Focus (odo 
‘ate, Weapon Ptiency (pts, ple weap) 

‘ils Deception +8, Gather ntrmaten +8 Krone [ast re] 68 
Mechanics Perception +, teath 98 

oieson holo Water aap 


BarinTrevina's Tactics 
Surnames tht someone coming til in 2000 athe alr apes 
ttt ides in hi bedroom and wats othe assis a id Ne they 
‘et past Ev Cours sear. Unies aed down by te Nees he Fes 
ahem anon they rath he safety of boom. 


SecuRITY Guarps (9) 
vad Court employs sie ofthe best security persone wii Pot Nad 
The nin wh pt hs ste note re rad etl! sear at. 
_Athoogh competent ey ch he extensive exprerce of Eva ihe 
ces employers Nevertless, hey aan adnate obstacle They neat 
he test amore thing, which proves prtesons appearance while 
‘santing protection rm ates. 


‘is amen mers «sha tok ut of Corelon eto orented wth 
i fa at cme Rn fom ett oe 


Aged basta 3 (38) or 


‘ities Si 1, De 5, Con TW 

Fert Amor Proicency igh edu) Rapid Stat pita, Raring 
Ach, Weapon Paice pst ifs simple weapons) 

Sis itive 97, Mecha + Perception 97, eat ry se 


Evad Court Security Guard Tactics 
prone. satan they are epee fo ie ter 
at urd eating bate mean lng tet. 


CONCLUSION 


FEATURES OF THE AREA 
vad Court isa high-security outpost este in he ete anarchy 
‘nd hans of Pele Nas sure iste. The rn on andor 

ear thats meant tose more os ancaoun (OR 10.6930, 
threshold 25, beat 0620 whether ye dara ela he 
{wo eres are metal aict-qaity dos (10,9 80, threshold 
230, break OC 36. The ecriy rom gs resin fo damage, bt 
natinvinerabe (DR 1. 18, teshl 10, eat D2) Teeter 
Goosen im the suites ar standard wooden dors (R 5,25, 
‘est 1, bese DC 5). 


ENCOUNTER: 
MINING DROID 
MISHAP 


Challenge Level 3 
“ur encour bei the payer enter an apni in th mines were 
several 1-17 Sets mining dois ae caring rule and excavating on 
‘era he Aine ate Atouph normaly bee hese ros Pave Ben 
Programmes ta tacinutes a dcourage sue Dstt Sater rm 
‘enuring 0 fino he une of he mines 

‘ace ay vse ming isa nda, then allow he heres te 
plscetrensevesanyaere tin Sugunesef the mest cori Peg 
fast Adora! mining sis ar ut te ees sah bu wil Wa 
sete fest on ning ido the mapa na amare what 
traipsing ough he itera comnts 


READ-ALOUD TexT 
en te heroes encoute the dal es the foloning text aoe 


poe inthe rien ou cen mak ot wo plonng photoreceptor, 
‘moving coer Asma ded moving ona po af roy eas emerges 
Irom he shodons topping a examin au oo ew momen before 
‘singe weoponiteprtierece frm sco and eng et of 
plana nour recto. 


ENCOUNTER 
ADJUSTMENTS 
‘Thsenounecanbe ea fr he eee para ay depening on 
‘hela ocr Sethe mining ris haves ew posta arty af 
heroes with gh nitive ras col tak ou several of these ro before 
‘hey gett2ct These ares urber of was that Gamemasters cn el ih 
ths potenti se Fst the GM can die he rosin group oft 4 
ros roti each groups nna separate hsinceases the enone 
‘oft east sme ofthe eis ating before the oe, and a ad oa 
mate escting a dram encounters the os at on ferent tas 
Ite enoure sens to beeing toe quiche shoul fee ree 
86a orto Alc hn thus ag 4) who are cong the ris 
ing teatack 


INO DROIDS 10) 
These ois have Been mosis by Eu n bea f the Als aie 
They are programmed to atac luers who do ot te te rope 
paskode win ten seconds Though hey understand span Bae they 

it egies with vcabltrs and canna gv verb waning etre 
acting. 


The sol dod iow tothe round ond moves confident on op 
mi eA pn orem om 


at 


11-17 Series Mining Droid (M) 

Sal di (theyre) ponte 3 

Int +3: Sense caren, wight yon Perception +7 

Bas Bary, urs 
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Star Wars Roleplaying Game: Scum & Villainy 


Errata and Official Clarifications 
Updated - January 2009 


Scum & Villainy Errata 


p. 17 — Swift Strider 
Remove the phrase “as a standard action” from the end of the first paragraph. 


p. 21 - Misplaced Loyalty 
Add the following sentence before the last sentence of the talent's description: “You may not gain the benefit this 
talent if another character within 6 squares of you has used this talent since the end of your last turn.” 


p. 21 - Collateral Damage 
Add the phrase “once per turn on your turn” before the phrase “you can make a second attack...” 


p. 23 - Knife Trick 
Add the following sentence to the beginning of the Benefit paragraph: “If you have a concealed weapon, you threaten 
squares as though armed with a melee weapon.” 


Add the following sentence to the end of the Benefit paragraph: “If you choose not to draw your concealed weapon 
and attack with it, you cannot make the attack of opportunity unless you would otherwise normally be able to do so.” 


p. 24 - Superior Tech 
Change the Superior Protective Armor trait benefit to say, “Increases the armor's armor bonus to Reflex defense by 
2" 


p. 25 —- Wicked Strike 
Add the phrase “once per turn on your turn” before the phrase “you can immediately make a second attack...” 


p. 27 — Shelter 
Change the text of the talent to say, “Whenever you are adjacent to a minion, you increase any cover bonus to your 
Reflex Defense by +2.” 


p. 31 - Damaging Deception 
Change the last sentence of the talent to say, “If successful, the next attack made before the start of your next by one 
of your allies turn that hits your target deals an additional +2 dice of damage.” 


p. 35 — Uncanny Instincts 
Change “once per encounter” to “once per round.” 


p. 37 — Upgrade Slots 

In the second paragraph, replace the second sentence with “Unlike most armor, powered armor has two free upgrade 
slots. Armor is defined as powered armor if it is specifically described as such, of the word power (or some variant 
thereof) appears in the armor's name.” 


p. 56 — Table 2-11: Cost Modifiers 
Change the cost modifier for Colossal (station) to x5,000; change Colossal (cruiser) to x500; change Colossal 
(frigate) to x50. 
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p. 21 —- Bonus Feats 
Some of the feats in this chapter may be selected as bonus feats by certain classes. Each class may add the 
following feats to their relevant bonus feat list. 


Class 


Jedi 


Noble 


Scoundrel 


Scout 


Soldier 


Bonus Feats 


Burst of Speed, Close Combat Escape, Impetuous Move, Impulsive Flight, Lightning Draw, Opportunistic 
Retreat, Resurgence, Slippery Maneuver, Stay Up, Tactical Advantage, Wicked Strike 


Cornered, Friends in Low Places, Hasty Modification, Impulsive Flight, Opportunistic Retreat, Signature 
Device, Superior Tech, Tactical Advantage, Wicked Strike 


Burst of Speed, Close Combat Escape, Collateral Damage, Cornered, Deceptive Drop, Desperate 
Gambit, Duck and Cover, Fleet Footed, Friends in Low Places, Hasty Modification, Impulsive Flight, Knife 
Trick, Lightning Draw, Signature Device, Superior Tech 


Burst of Speed, Cornered, Deadly Sniper, Duck and Cover, Fleet Footed, Resurgence, Slippery 
Maneuver, Stay Up 


Burst of Speed, Collateral Damage, Deadly Sniper, Impetuous Move, Lightning Draw, Resurgence, 
Slippery Maneuver, Stay Up 


p. 41 - Dual Gear 

Add the following sentence to the end of the description of Dual Gear: “If either piece of equipment requires a power 
pack or other energy source, it must have its own (items combined with this modification cannot share power packs 
or other energy sources).” 


p. 42 - Silverplate and Spring Loaded 
Move the last sentence from the Silverplate description to the end of the Spring Loaded description. 
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- INTRODUCTION 


, a Se 
Beyond known civilized space lie the vast, mysterious Unknown Regions. 
These officially unexplored areas lie beyond the galaxy’s core, beyond the 
Outer Rim territories, and beyond the galactic disk. The term also applies toa 
massive area of space within the western galactic disk, isolated by dangerous 
and complex hyperspace hazards. Cut off by the lack of known hyperspace 
janes and the dangers of mapping new routes, the Unknown Regions remain 
largely unexplored throughout all eras of galactic history. 

‘A Star Wars Roleplaying Game campaign in the Unknown Regions allows 
players to venture into distant, mysterious, and unpredictable realms where 
the normal balance of galactic power is vastly diminished or nonexistent. 
It provides a place for Gamemasters to create their own worlds and stories 
without having to account for established continuity and storylines. Traveling 
into these reaches requires exploration, making the journey as much a part 
of the story as the destination. 

Although the Unknown Regions are the least defined areas in the Star 
Wars galaxy, they are not without recognizable characters, species, and 
threats. Depending on the location and the era, heroes might interact with 
the Chiss Ascendancy, the Ssi-ruuvi Imperium, the insectoid Killiks, or the 
remnants of the ancient Infinite Empire of the Rakata. Heroes might even 
battle the Imperial forces of Grand Admiral Thrawn as he attempts to estab- 
lish the Empire of the Hand. 

The Unknown Regions provide a safe haven for the survivors of long 
forgotten civilizations and belief systems, Ancient Sith use the area to 
hide, recover, and rebuild their forces for their ongoing battles with the Old 
Republic and the Jedi. Mandalorians and mysterious Force users also make 
the region their home, whether permanently or temporarily. Any of these 
groups might hold information, material goods, or knowledge that heroes 
could find valuable enough to justify the dangers of unreliable hyperspace 
routes and of operating without immediate aid or material support. 
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THE UNKNOWN 
REGIONS 


Galactic citizens know little about the strange worlds and isolated civiliza- 
tions beyond the reach of the official galactic government of their time. Even 
the frontier worlds on the edges of known space know little of the nearby 
systems of the Unknown Regions. These areas are regarded as isolated and 
dangerous, and only the desperate, brave, or foolhardy venture into them on 
a regular basis. However, over the course of galactic history, new political 
entities and armed invaders emerge from the Unknown Regions to threaten 
isolated worlds or even the greater galactic government of the time. Some 
of these events, such as the one involving the Ssi-ruuk at Bakura, have a 
political impact far beyond the scope of a local conflict. 

The mysterious Unknown Regions provide great opportunities for those 
willing to accept substantial risks and dangers. Every year, scouts and explor- 
ers painstakingly map new hyperspace routes and catalog new star systems, 
Some go in search of valuable natural resources or new civilizations to trade 
with. Colonists enter hoping to establish new homeworlds far from the reach 
of the galactic government, Criminals go in search of secret hyperspace routes 
to hidden strongholds, taking substantial risks to locate those routes. Even 
influential corporate entities occasionally use the unregulated regions for 
their own purposes. 

Official scouting expeditions are regularly commissioned, although their 
scale and level of support vary greatly by era and government. Most galactic 
governments have official scouting agencies, as do regional and corporate 
authorities. The Republic's Outbound Flight expedition is a well-known 
example of a large-scale, officially sanctioned expedition that proves to be 
a complete failure. Less well known, but of greater galactic impact, is the 
Emperor's decree that Grand Admiral Thrawn establish an Empire of the 
Handto extend Imperial control into a region known as Wild Space. 


EXPLORATION BY ERA 
Most of the themes and material in this volume can be used in any Star Wars 
era, Although some starships, some technology, and the history of specific 
species appear in known Star Wars stories, Gamemasters are free to adapt 
these ideas to the eras in which their games takes place. Below are general 
guidelines for material that is appropriate for a specific era. 


THE OLD REPUBLIC 

‘Asa percentage, the Unknown Regions take up a larger area of the galaxy 
during this era, since exploration is just beginning. Although many of the 
worlds that will be influential in the course of galactic history are already 
known, many other planets remain isolated or undiscovered for centuries 
to come. Some species that will be well known in later eras are unheard- 
of at this time. In this era, the galactic disk has large, isolated pockets of 
unknown regions, which remain unexplored until they draw the attention of 
an exploitive corporation, a governmental agency, or another group. In the 
Unknown Regions, explorers are more likely to run across Sith settlements. 


WHAT YOU NEED TO PLAY 

As with any Star Wars game supplement, you need the Saga Edition 
core rulebook to make full use of the material in this volume. This book 
also uses material from other supplements, including the Knights of the 
Old Republic Campaign Guide and the Legacy Era Campaign Guide, but 
‘these supplements are not essential in order to run a campaign in the 
Unknown Regions. Visit the official Star Wars Roleplaying Game website 
at www.wizards.com/starwars for the latest updates and official errata. 


and isolated remnants of the Infinite Empire of the Rakata than in any other 
era. Scouting expeditions are regularly commissioned by the Republic and 
by companies—such as the Czerka Corporation—in search of worlds rich in 
raw materials. The need for hyperspace route mapping is greatest in this era 


THE REPUBLIC AND 

THE CLONE WARS 

In this era, the major worlds of the Republic and of the future Empire have 
been located. Isolated unknown regions remain within civilized space, but 
few hold any real surprises, Scout services mainly probe the outer boundaries 
of the Republic until the start of the Clone Wars, when they focus on the 
war effort. However, exploration occurs even during the war, because both 
the Separatists and the Republic search for new staging areas and keep a 
watchful eye out for the other's hidden bases. The doomed Outbound Flight 
project is commissioned in this era. 


THE EMPIRE 

Imperial scouts efficiently map large portions of the galaxy, cataloging and 
verifying the existence of a vast array of star systems in order to consolidate 
Imperial control and exploit new resources. Remaining pockets of unexplored 
space within the bounds of the Empire are scouted and officially mapped. 
These scouts also serve as Imperial spies and observers, always on the look- 
out for Rebels, illegal activities, and anything that might threaten Imperial 
power. An Imperial scout ship might turn up in any star system unannounced. 
Corporate exploration is much reduced, even by companies allied directly 
with the Empire. Freelance scouting is restricted and discouraged by the 
government. Under the Emperor's orders, Grand Admiral Thrawn enters the 
unknown region called Wild Space to establish the Empire of the Hand. The 
Emperor also orders greater exploration of the Deep Core, where he seeks 
out isolated worlds for his own purposes. 


THE NEw REPUBLIC AND 
THE GALACTIC ALLIANCE 
After the establishment of the New Republic, the Unknown Regions become a 
greater source of threats to the stability of the galaxy, including the return of 
Grand Admiral Thrawn and the Killik-instigated Swarm War. Some explorers 
find new knowledge within the Unknown Regions, including clues to galactic 


history and lesser-known aspects of the Force. Jacen Solo is rumored to have 
entered the Unknown Regions for this purpose. The New Republic scout ser- 
vice is established to identify new threats from the Unknown Regions, and 
the service is continued and expanded by the Galactic Alliance. 


THE LEGACY ERA 

With the fall of the Galactic Alliance and reestablishment of Imperial rule, 
organized scout services decline dramatically. Although officially sanctioned 
exploration diminishes, the scouts themselves are in high demand from 
competing military forces, as each strives to locate the other's locations and 
weaknesses. In particular, scouts with little concern about their employer 
find lucrative work seeking new healing technologies for Darth Krayt and 
his New Sith Order, Other scouts seek out the Galactic Alliance fleet and 
offer their services as spies. 


NEw WORLDS, 
NEW HAZARDS 


While traveling the Unknown Regions, heroes are likely to face new dangers 
from never-before-seen species, creatures, and space and environmental 
hazards. Throughout this book, Gamemasters can find numerous tools for 
creating new worlds, creatures, and civilizations. Suggestions for creating 
near-Human variants can be found on page 17. Expanded creature-creation 
guidelines, including a variety of creature abilities, begin on page 89. A new 
planet-creation system and iconic planet-creation advice is presented in 
Chapter 3, "Exploration Campaigns.” A variety of planetary and space-based 
hazards, ready-made for immediate play, can be found in Chapter 4, "Haz- 
ards." Additionally, eight new worlds are presented in detail in Chapter 6, 
“Planets,” each with a mini-adventure of its own in Chapter 7, “Deep Space 
Encounters.” Gamemasters can also use these systems to modify existing 
worlds and creatures for use outside the Unknown Regions. 


HYPERSPACE NAVIGATION 
CHALLENGES 

Few hyperspace routes have been charted in the Unknown Regions, so travel- 
ing through hyperspace into and within the Unknown Regions requires skill 


ORIGINS OF THE UNKNOWN 
Although much of the information in this book is presented here for the 
first time, the material here builds upon stories that came before. Most 
characters, civilizations, and stories of the Unknown Regions come from 
the novels, graphic novels, and games of the Expanded Universe, rather 
than from the Star Wars movies. Although this book provides the essential 
information needed to use these related themes in your game, the original 
stories provide additional information and flavor. Among these are the 
Heir to the Empire trilogy, Outbound Flight, Truce at Bakura, The Swarm 
War trilogy, portions of the New Jedi Order novels, and the Knights of 
the Old Republic games and comics. 


and bravery. Unknown Regions routes that exist are not kept up-to-date in 
the galactic charts, and information about these routes is not widely avail- 
able, Entering the Unknown Regions from within the galactic disk requires 
a trip through a chaotic web of hyperspace interference, referred to as the 
tangle. The irregularly shaped tangle extends many light years into the 
western region of the galactic disk, Common modifiers to hyperspace navi~ 
gation in the Unknown Regions are shown in Table !-1: Common Unknown 
Regions Astrogation DC Modifiers. Once within the Unknown Regions, some 
astrogation data might be obtained from local spacefaring sources, but this 
information is are normally of limited quality and scope. 


Mapping the Unknown Regions 

Scouts mapping their own forays into the Unknown Regions must spend 
time and effort to accumulate accurate navigation and environmental data. 
A simple hyperspace jump log contains useful data for future jumps, but a 
true charting expedition requires the recording of as much sensor data as 
possible during a jump. Prior to making a hyperspace jump, the mapper must 
make a single DC 20 Use Computer check to initiate sensor sweeps before, 
during, and after the flight. Mapping adds 1d4 hours to the hyperspace flight 
and requires 30 minutes’ worth of scanning before and after the jump for 
verification purposes. After a route has been mapped, it can be transmitted 
by datapad to another navigation system. 


SITUATION DC OR MODIFIER 
No astrogation data available 0C30 

Locally obtained astrogation data DC 20 or 25° 

No HoloNet access “5 

Traversing the tangle +15 


* Dependent on age of data (see page 12 of Starships of the Galaxy). 


TIME OR MODIFIER 
1 hour to make Use Computer check 
1 minute to make Use Computer check 


+1 hour to make Use Computer check , +1410 days of flight time 
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Explorers are curious by nature, driven by complex needs and desires. Some 
love the thrill of discovery. Others enjoy freedom and isolation from the 
complicated, dangerous, and often war-torn galaxy at large. Many are driven 
by profit, working for interstellar conglomerates or private enterprises, in 
search of new resources or planets to exploit. Some seek refuge from a hostile 
government, a vengeful syndicate, or their own troubled past. However, no 
matter what drives beings to the wildest and least understood areas of the 
galaxy, they must rely on their own abilities and skills to survive. 

When exploring the Unknown Regions, adaptable and diversely trained 
heroes perform best. Those trained in survival techniques or adjustable styles 
of combat do well when physically exploring new worlds. Heroes who have 
insightful communications abilities might negotiate successfully with a newly 
encountered species, perhaps deciphering the basics of its culture. Clever 
mechanics might adapt or jury-rig broken machinery in the field, far froma 
store or a machinist’s shop. These are useful tools anywhere in the galaxy, but 
they are vital to heroes operating without support in a strange environment. 

This chapter presents several new species playable as heroes in Star Wars 
campaigns. Many of these species are commonly encountered throughout 
the galaxy and are not restricted to the Unknown Regions. However, their 
nature or history often ties them to the lesser-known regions of space. 
Gamemasters can use the information in Chapter 5 for species and threats 
native to the Unknown Regions. 

Although heroes of the scout class are best suited for standard explora 
tion duties, heroes of all classes have skills and abilities useful to an explora- 
tion team. In this section, all standard classes and core prestige classes will 
find new talents and feats suitable for expanding their exploration options. 
Two new non-Jedi Force traditions presented at the end of this chapter will 
interest those who want to search out new non-Jedi Force traditions and 
abilities unique to the Unknown Regions. 
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New SPECIES 

‘Some species are drawn to travel to distant regions of the galaxy, and others 
are native to the isolated pockets, Some are seen in the galaxy only rarely, 
in numbers too small to make a lasting impression. Yet despite the typical 
characteristics of a given species, an isolated individual might end up virtu- 
ally anywhere in the galaxy. 


SPECIES CHARACTERISTICS 
Your character's species determines some of his or her qualities. 


Ability Adjustments 

Find your character's species on Table 1-1: Species Ability Adjustments, and 
apply the adjustments to your character's ability scores. Use the next two 
tables to help determine age, height, and weight. 


‘SPECIES ABILITY ADJUSTMENTS 

Anzati None 

Chadra-Fan +2 Dexterity, -2 Wisdom 

Ishi Tib +2 Intelligence 

Krevaaki +2 Wisdom, -2 Charisma 

Nikto +2 Strength, -2 Intelligence, -2 Charisma 
Shistavanen +2 Dexterity, -2 Intelligence, -2 Charisma 
Sluissi ~2 Dexterity, +2 Intelligence 

Squib ~2 Strength, +2 Dexterity 

Verpine None 


YOUNG MIDDLE 
SPECIES CHILD ADULT ADULT AGE 


OLD VENERABLE 
Anzati 1-12 13-99 100-649 650-799 800-950 951+ 
Chadra-Fan 1-11 12-15 16-40 41-59 60-79 80+ 
Ishi Tib 1-6 Vell 12-39 40-59 60-79 80+ 
Krevaaki 1-12, 13-17 18-62 63-94 95-129 130+ 


Nikto 1-10 «11-15 16-35 36-54 = 55-64 65+ 
Shistavanen 1-9 10-13 14-40 41-60 61-95 96+ 
Sluissi 1-8 9-14 15-39) 40-59 60-75 76+ 
Squib 1-8 9-12 13-38 39-53 54-64 65+ 


Verpine 1-4 5-9 10-40 41-60 61-80 81+ 


‘SPECIES HEIGHT WEIGHT 
Anzati 17m 60 kg 
Chadra-Fan 1.0m 20 kg 
Ishi Tib 1.8m 60 kg 
Krevaaki 2.0m 65 kg 
Nikto 1.8m 60 kg 
Shistavanen 1.6m 60 kg 
Sluissi 17m 60 kg 
Squib 1.0m 22 kg 
Verpine 1.9m 60 kg 
ANZATI 


Almost every culture in the galaxy has a legend about immortal creatures 
that lurk in the shadows, existing only to feed upon the unwary. And in most 
cases, the Anzati are the monsters of those legends. They have roamed the 
galaxy for eons, cunning predators hidden amid the crowd, capable of invisibly 
and efficiently tracking, killing, and feeding on their prey, taking nourishment 
from their victims’ life energy contained within the gelid substance they 
call soup. Despite their long life span, few Anzati are expert scholars, and 
although they indulge in different pastimes throughout their lives, Anzati 
rarely pursue skills that do not directly relate to the hunt, 

Personality: For Anzati, the hunt for soup is their primary goal, and they 
pursue it with the devotion of an addict craving the next fix. The common 
belief is that Anzati view all others as mere livestock, but only the most deca- 
dent Anzati subscribe to this view. However, Anzati do enjoy the perverse joke 
that forming friendships with other species is akin to playing with their food. 

Physical Description: Although their appearance is similar to that of 
Humans, the Anzati are an unusual species, and are most noted for their lack 
of a readily detectible pulse and for their low body temperature. An Anzat's 
other distinguishing physical trait is a pair of cheek pouches, each of which 
conceals a proboscis that extends for feeding. 

Homeworld: Anzati are native to Anzat, a mountainous world located in 
the Mid Rim. The planet's sky is covered in an omnipresent aurora that has 
deep religious significance for the Anzati. 

Languages: Anzati speak Anzat, an ancient language known only to them. 

Example Names: Akku Seii, Dannik Jerriko, Nikkos Tyris, Rath Kelkko, 
Saljé Tasha, Volfe Karkko. 

Adventurers: Due to their predatory nature, Anzati find themselves drawn 
to the professions of assassin and bounty hunter, which better enable them to 
hunt for nourishment. It is the rare Anzat that does not shun the morality of 
the Jedi Knights, although Force adepts are not uncommon among the Anzati. 


Anzari 


ANZATI 

SPECIES 

TRAITS 

Anzati share the following species 
traits: 

Ability Modifiers: None. 

Size: As Medium creatures, Anzati 
have no special bonuses or penalties 
due to their size 

Speed: Anzati base speed is 6 
squares. 

Presence Sense: The Anza~ 
ti's acute senses enable them 
to sense a person's Luck. When 
making a Survival check to 
track a living creature, an 
Anzat gains a species bonus 
equal to the quarry's Force 
Point total. 

Mesmerize: As a stan- 
dard action, an Anzat can 
make a special attack against 
the Will Defense of a single target within 6 squares of the Anzat. The attack 
modifier is equal to the Anzat's character level plus his or her Charisma 
modifier. If the attack is successful, the target loses its standard action for 
its next turn. If the attack fails, the target is immune to this effect for 24 
hours. This is a mind-affecting effect. 

Soup Drinking: As a swift action once per round, an Anzat can use its 
proboscis to drain energy from a grabbed target, moving the target -1 step 
on the condition track as a persistent condition and granting the Anzat bonus 
hit points equal to 5 + half the Anzat’s level. The Anzat can repeat this action 
each round until the target escapes the grab or until the target is rendered 
unconscious. If the target survives the feeding attempt, the persistent condi~ 
tion is removed after the target rests for 8 hours. 

Hunter's Instincts: Stealth and Survival are class skills for Anzati 

Low-Light Vision: Anzati ignore concealment (but not total conceal- 
ment) from darkness. 

Automatic Languages: Anzat and Basic 


CHADRA-FAN 

Known for being among the most cheerful and friendliest beings of the 
galaxy, the Chadra-Fan are found in many places. On their native world, 
hurricanes and tsunamis frequently wipe out their homes, so the Chadra~ 
Fan have developed an intense fear of water and choose new homes on arid 
planets. This experience with frequent destruction also leads them to regard 
few things as being truly permanent. Chadra-Fan embrace the moment and 
enjoy themselves as much as they can, living with a contagious zest for life. 


Chadra-Fan are notorious for their love of tinkering, frequently disas- 
sembling and reassembling unattended devices into something different 
Chadra-Fan find work in industrial research, and conventionally trained 
engineers attempt to duplicate Chadra-Fan creations. 

Personality: Gregarious, exuberant, and outgoing to a fault, Chadra-Fan 
are not picky when it comes to friends and frequently suffer from depression 
if left alone for extended periods of time. They are inquisitive, particularly 
about machinery, and are hard pressed to restrain the urge to tinker with 
any device within reach 

Physical Description: No more than a meter tall, with flat noses and 
round, dark eyes, Chadra-Fan are covered in fur everywhere except for their 
fingers, toes, and large ears. 

Homeworld: The Chadra-Fan are native to Chad, a world located in the 
region of the Outer Rim known as the Slice, Covered with extensive marshes 
and bayous, the planet has nine moons, which give the world a complex 
tidal cycle. 

Languages: The Chadra-Fan language sounds substantially different from 
Basic, so those Chadra-Fan who speak Basic do so with a very squeaky tone. 

Example Names: Fandar, Gudb, Kabe, T'achak T'andar, Tekli, Tutti Snibit. 

Adventurers: Chadra-Fan prefer the scoundrel and scout classes, which 
better enable them to indulge their boundless curiosity. At least one Chadra~ 
Fan is known to have joined the ranks of the New Jedi Order. 


CHADRA- 
FAN 
SPECIES 
TRAITS 
Chadra-Fan share the follow- 
ing species traits: 

Ability Modifiers: +2 
Dexterity, -2 Wisdom. 

Size: As Small creatures, 
Chadra-Fan gain a +1 size 
bonus to their Reflex Defense 
anda +5 size bonus to Stealth 
checks. However, their lifting 
and carrying limits are three 
quarters those of Medium 
characters. 

Speed: Chadra-Fan base 
speed is 4 squares. 

Heightened Awareness: 
A Chadra-Fan may choose to 
reroll any Perception check, 
but the result of the reroll 
must be accepted even if it 
is worse. 


CHADRA-FAN 
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Tinkerer: When a Chadra-Fan repairs or jury-rigs a droid or a device using 
a Mechanics check, the droid or device regains an additional 148 hit points. 

Darkvision: Chadra-Fan ignore concealment (including total conceal 
ment) from darkness. 

Automatic Languages: Basic and Chadra-Fan. 


IsH! T1B 
Ishi Tib live in schools—communal groups of thousands of individuals, gov- 
erned by elected representatives who hold office for one-year terms. An Ishi 
Tib does not know the identity of his or her birth parents, because each Ishi 
Tib school assumes responsibility for the welfare of its hatchlings, creating 
a strong sense of community and promoting the needs of the group over 
those of an individual. Unlike species that have wreaked environmental havoc 
upon their homeworlds, Ishi Tib protect their planet, Tibrin, with extensive 
laws legislating ecological preservation. 

During the Clone Wars, the Ishi Tib side with the Confederacy of Inde- 
pendent Systems after Count Dooku liberates their world from the Suribran 
Tu, although Tibrin is still represented in the Galactic Senate. During the 
Galactic Civil War, Ishi Tib who join the Rebel Alliance pian raids against the 
Empire, and several Ishi Tib tactical experts are present at the briefing prior 
to the Battle of Endor. 

Personality: The Ishi Tib are meticulous and exacting, but they are also 
known for their strong reverence for nature. Despite these peaceful traits, 
a primal undercurrent colors their 
moods, and in combat Ishi Tib 
do not hesitate to tear an enemy 
apart with their sharp beaks. 

Physical Description: shi Tib 
are green-skinned amphibians with 
protruding eye stalks and beaklike 
mouths. An Ishi Tib’s head is like a 
five-pointed star, featuring two eye 
stalks, two cheek pouches, and a 
beak, Ishi Tib must routinely immerse 
themselves in a brine solution 
similar to the water of Tibrin’s 
oceans to prevent death from 
dehydration. 

Homeworld: Tibrin— 
located in the Mid Rim—is 
covered by shallow oceans 
dotted with coral reefs and 
sandbars, which serve the Ishi 
Tib as communal centers and 
hubs of commerce. 
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Languages: Ishi Tib read, speak, and write in Tibranese, which employs 
honks, squeals, and beak-clacking in its spoken form. The written language 
uses hieroglyphs. 

Example Names: Gume Saam, Suribran Tu, Thilis-Brin, Waks Trode, Vek 
Drow. 

Adventurers: Ishi Tib encountered away from their oceanic homeworld 
are most often ecologists and oceanographers, although a substantial number 
of them find work as corporate accountants or corporate overseers. 


IsH!I T1B SPECIES TRAITS 
Ishi Tib share the following species traits: 

Ability Modifiers: +2 Intelligence. 

Size: As Medium creatures, Ishi Tib have no special bonuses or penalties 
due to their size. 

Speed: Ishi Tib base speed is 6 squares. They have a swim speed of 4 
squares. 

Breath Underwater: As amphibious creatures, Ishi Tib cannot drown 
in water. 

Ecological Awareness: Due to their conscientiousness and drive to 
protect the natural environment of their homeworld, Ishi Tib can roll twice 
when making a Knowledge (life sciences) check, keeping the better result. 

Expert Swimmer: An Ishi Tib can reroll any Swim check, In addition, an 
Ishi Tib can take 10 on Swim checks even when distracted or threatened. 

Natural Weapons: An Ishi Tib has a natural weapon, in the form of a sharp 
beak. An Ishi Tib can choose to use its natural weapon, dealing 146 points of 
piercing damage with that attack instead of normal unarmed damage. Ishi 
Tib are always considered armed with their natural weapons. 

Low-Light Vision: Ishi Tib ignore concealment (but not total conceal- 
ment) from darkness. 

Automatic Languages: Basic and Tibranese. 


KREVAAKI 

Krevaaki are a peaceful, spiritual species. With minimal interest in acquiring 
wealth, power, or fame, they seek wisdom through exploration and medita~ 
tion, Although they are an ancient spacefaring species, Krevaaki are rarely 
encountered in the galaxy at large. Even during the Old Republic era—their 
most active period—groups of more than a few Krevaaki are seldom seen 
at any one location. 

In response to other species’ xenophobia, the Krevaaki cloak their ten~ 
tacled bodies with heavy robes or similar garments, leaving only their two 
dominant tentacles exposed like humanoid arms. More than a few beings 
have been caught unaware by the sudden appearance of additional tentacles 
from beneath the folds of a Krevaaki's garments. 

Personality: Krevaaki prefer not to draw attention to themselves, and 
they are thoughtful, wise, and spiritual, refocusing their negative emotions 


KREVAAK: 


through meditation and seeking 
to resolve conflicts peacefully. 
Force-sensitive Krevaaki develop 
a particularly deep understanding 
of the Force. Krevaaki travelers 
seek greater understanding of 
others or of the Force 

Physical Description: Evolved 
from shallow-water crustaceans, 
a Krevaaki has a red protective 
shell and glassy black eyes. A 
Krevaaki lacks a nose, but com- 
pensates by detecting scents 
with six feelers around its mouth. 
Krevaaki use their eight seg- 
mented tentacles for increasingly 
specialized tasks as they grow 
older. A Krevaaki child uses all 
its tentacles, but adults stand 
upright on six of them, using the 
other two the way other beings 
use their hands. Some tentacles 
develop protrusions similar to opposable thumbs. Tentacles used as legs 
become stronger but less able to dexterously grasp and manipulate smaller 
objects. 

Homeworld: Krevas. 

Example Names: 
Vodo-Siosk Baas. 

Adventurers: Krevaaki adventurers are usually scouts and nobles. 
Force-sensitives become Jedi or follow nonviolent Force traditions. It is 
unusual for the meditative Krevaaki to be drawn to the Dark Side, although 
not impossible. 


hal-Vosa, Craasadi, Jol Kion-Tas, Visto Skaasad, 


KREVAAKI SPECIES TRAITS 
Krevaaki share the following species traits: 

Ability Modifiers: +2 Wisdom, -2 Charisma. 

Size: As Medium creatures, Krevaaki have no special bonuses or penal- 
ties due to their size. 

Speed: Krevaaki base speed is 6 squares. 

Conditional Bonus Feat: A Krevaaki's tentacles give it an advantage 
in climbing. A Krevaaki who has Climb as a trained skill gains Skill Focus 
(Climb) as a bonus feat 

Carapace: Krevaaki gain a +1 natural armor bonus to Reflex Defense 
and a +1 natural armor bonus to Fortitude Defense. A natural armor bonus 
stacks with an armor bonus. 


Stoic: Krevaaki physiology and their limited ability to use facial expres- 
sions make them difficult for other species to read accurately. Any creature 
attempting to use the Sense Motive application of the Perception skill on a 
Krevaaki takes a -5 penalty to the skill check. 

Tentacles: Krevaaki use their two dominant tentacles like the arms and 
hands of a humanoid. Krevaaki gain a +2 species bonus to Climb checks and 
a +2 species bonus to grapple checks. 

Automatic Languages: Basic and Dromnyr. 


NikTO 
Widely recognized asa slave species of the Hutts, the Nikto have served their 
masters since before the founding of the Old Republic, proving to be cunning 
warriors in the Hutts’ battle with the legendary conqueror Xim the Despot. 
Wherever the Hutts are, the Nikto are never far behind. Because of their 
homeworld's radioactive atmosphere, the Nikto have five distinct subspecies, 
each adapted to a specific type of terrain (see page 28). 

Personality: Although lacking in personal charisma, Nikto possess a 
single-minded tenacity that makes them excellent followers. Eons of enslave- 
ment by the Hutts have left them more comfortable with taking orders from 
their masters than with thinking on their feet. 

Physical Description: Tough, leathery skin and a lack of extensive facial 
muscles limit the range of Nikto facial expression. Their deep black eyes 
further enhance their reptilian 
appearance. A Nikto’s subspecies 
can be determined by his or her 
skin tone and the presence of 
‘small spikes or horns. 

Homeworld: Kintan, a radio- 
active planet located within 
Hutt space in the Outer Rim 
Territories. 

Languages: All Nikto learn 
to read, speak, and write their 
‘own Nikto language along with 
either Basic or Huttese. 

Example Names: Bok, 
Fi-Ek Sirch, Giran, Klaatu, 
Ma'kis'shaalas, Nysad, Woof. 

Adventurers: Nikto have the 
tenacity to pursue any career, 
but their status as a slave spe- 
cies to the Hutts forces them 
into roles as guards and soldiers. 
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NikTO SPECIES TRAITS 
Nikto share the following species traits: 

Ability Modifiers: +2 Strength, -2 Intelligence, -2 Charisma. 

Size: As Medium creatures, Nikto have no special bonuses or penalties 
due to their size. 

Speed: Nikto base speed is 6 squares. 

Great Fortitude: Nikto gain a +2 species bonus to Fortitude Defense, 
having evolved to survive the harsh environment of their homeworld, 

Natural Armor: A Nikto's tough hide provides a +2 natural armor bonus 
to Reflex Defense. A natural armor bonus stacks with an armor bonus. 

Survival Instincts: A Nikto can reroll any Survival check, but the result 
of the reroll must be accepted even if it is worse. 

Automatic Languages: Nikto and either Basic or Huttese. 


SHISTAVANEN 

More commonly known to the galactic populace by the nickname Wolfmen, 
the Shistavanen are an isolationist species that originates in the Uvena 
system. Having evolved from predators, Shistavanens excel at hunting and 
can track prey through crowded urban streets and across desolate plains 
with equal ease. 

Although the vast majority of Shistavanens prefer to remain within 
their home system, a growing minority choose to travel the galaxy's 
hyperlanes. Even during the height of the First Galactic Empire's discrimi- 
nation against non-Humans, Imperial 
Intelligence made frequent use 
of those Shistavanens it could 
recruit; other Shistavanens joined 
the Rebel Alliance, 

Personality: Shistavanens are 
aggressive and forthright to the 
point of rudeness, and they prefer 
the company of their own kind over 
that of other species. Known and 
feared for their surly temperament, 
some Shistavanens overcome their 
natural tendencies and are more 
sociable and outgoing, but only 
a rare few fully overcome their 
cultural prejudices. 

Physical Description: 
Shistavanens have large, slightly 
glowing eyes, pointed ears, and 
pronounced muzzles lined with 
sharp teeth. Their bodies are cov- 
ered with thick brown or black fur, 


and their fingers and toes are tipped with the sharp claws of their predatory 
ancestors. 

Homeworld: Shistavanens come from Uvena Prime, one of several habit- 
able planets in the Uvena System in the Outer Rim Territories. The Shistava~ 
nens were quick to colonize the remaining worlds of their system in an effort 
to keep outsiders from getting too involved in their affairs. 

Languages: Shistavanens read, speak, and write Shistavanen, which is 
composed mostly of barks and growls of varying volume and pitch. 

Example Names: Hovrak, Lak Sivrak, Riv Shiel, Severian, Voolvif Monn. 

Adventurers: Those Shistavanens who overcome their species’ xenopho- 
bic tendencies and head out into the galaxy engage in a wide array of occu~ 
pations, but most rely on their quick reflexes and keen senses and become 
bounty hunters, explorers, mercenaries, pilots, or sport hunters. Shistavanens 
have also served in both the Old and New Jedi Orders. 


SHISTAVANEN SPECIES TRAITS 
Shistavanens share the following species traits: 

Ability Modifiers: +2 Dexterity, -2 Intelligence, -2 Charisma. 

Size: As Medium creatures, Shistavanens have no special bonuses or 
penalties due to their size. 

Speed: Shistavanen base speed is 6 squares. 

Natural Weapons: A Shistavanen has natural weapons in the form of 
sharp claws. When making an unarmed attack, a Shistavanen can use his 
or her natural weapons, dealing 146 points of slashing damage instead of 
normal unarmed damage. Shistavanens are always considered armed with 
their natural weapons. 

Quick Reflexes: A Shistavanen can reroll any Initiative check, but the 
result of the reroll must be accepted even if it is worse. 

Conditional Bonus Feat: A Shistavanen who has Perception as a trained 
skill gains Skill Focus (Perception) as a bonus feat. 

Uncanny Tracker: Survival is a class skill for Shistavanens, 

Low-Light Vision: Shistavanens ignore concealment (but not total 
concealment) from darkness, 

Automatic Languages: Shistavanen. 


Svtuissi 

Sluissi are pioneers of faster-than-light propulsion, having developed space 
travel before their first contact with Duros and Human explorers and the 
Old Republic, Their home planet of Sluis Van is known for centuries as an 
excellent shipyard. The Sluissi use their shipyards to reinforce and expand 
their contact with other species and to maintain and improve their position 
within the Republic. 

Sluissi technicians are renowned for starship construction and modifica- 
tion. Although Sluissi methods are slower than others, customers are willing 
to wait to own the best starship technology available. The Sluissi consider 
starship construction to be an art form. So respected are SIuissi shipyards that 


the slow pace of construction is tolerated 
by even the Empire, albeit impatiently. 


at heart. Even those who do not 
pursue mechanical arts profession- 
ally dabble in them regularly. Most 
Sluissi encountered away from their 
homeworld and colonies are appren- 
tice mechanics or skilled technicians. 
They have an unhurried style that tries 
the patience of even the most toler- 
ant travelers and clients. Sluissi are 
sociable, even among other species. 

Physical Description: Sluissi 
have long, legless, and distinctly 
serpentine bodies that are covered in 
fine scales, typically ranging in color 
from light brown to dark green. A Sluissi's 
eyes are round and totally black. A forked 
tongue aids a Sluissi's sense of smell. 

Homeworld: Sluis Van 

Example Names: Hass Sonax, 
Mektiss Risohr, Secles Uslopos, Sekae 
N'sehnor, Sirlahn Alsek, Ten Dorne, Usahn L'sehl, Vsil Ejahsa. 

Adventurers: Sluissi travel individually or in small groups. They easily 
find work as technicians and starship mechanics throughout the galaxy. 


S.tuiss! SPECIES TRAITS 
Sluissi share the following species traits: 

Ability Modifiers: ~2 Dexterity, +2 Intelligence. 

Size: As Medium creatures, Sluissi have no special bonuses or penalties 
due to their size. 

Speed: Sluissi base speed is 6 squares. 

Careful Worker: A Sluissi who takes twice the normal amount of time 
required to use the Mechanics skill gains a +10 circumstance bonus to the 
Mechanics check. 

Conditional Bonus Feat: Sluissi quickly learn to tinker with technology. 
A Sluissi who has Mechanics as a trained skill gains the Tech Specialist feat 
(Starships of the Galaxy, page 21) as a bonus feat. 

Serpentine: By coiling their serpentine bodies, Sluissi are able to make 
long jumps without getting a running start. Sluissi are always considered to 
have a running start for Jump checks. They also gain a +5 stability bonus 
when making grapple checks against the Trip feat. 

Automatic Languages: Basic and Sluissese. 


SQquis 
Squibs are known throughout the galaxy for their talents at collecting, 
trading, and haggling. The uneven distribution of natural resources on their 
homeworld led early Squibs to compulsively collect and stockpile goods and 
to develop a maddeningly complex system of barter. But in spite of their 
penchant for needless complexities when negotiating, Squibs are surpris- 
ingly honest in their dealings, following a specific set of rules whenever they 
bargain with someone. For Squibs, the process of haggling is more important 
than the end result. 

Personality: Squibs are cheerful, curious, and overconfident to the point, 
of egotism. Although these traits make them likable at first, long-term 
associates eventually view Squibs as either mildly annoying or downright 
obnoxious. To a Squib, no art form is greater than bargaining, which Squibs 
view as the highest form of communication, so saying that a Squib bargained 
well is grand praise indeed. 

Physical Description: Squibs are small, rodentlike humanoids with pink 
skin covered in fur of almost any color, including red, blue, violet, white, and 
brown. Their eyes are large in relation to their skulls, and this—combined with 
their large, tufted ears—gives the Squib a comical appearance. 

Homeworld: Skor Il, a pleasant world located in the Outer Rim, is the 
Squibs’ planet of origin. Its varied climate and planetary composition causes 
the planet to have a wide range of natural resources that are each found 
only in particular regions of the world. 

Languages: Squibs speak, read, 
and write Squibbian, a language 
evolved from Old High Squibbian, 
which remains in use as a secret 
form of communication, frequently 
to convey the location of trash 
dumps or other such important 
resource finds. 

Example Names: Ebaree- 
baveebeedee, Emala, Grees, Mace- 
millian-winduarté, Sligh, Slythor, 
Smileredon-Verdont. 

Adventurers: Squibs who ven- 
ture out into the galaxy are 
typically scoundrels or scouts 
or, less commonly, nobles. 
Although Squib Jedi do exist, 
they are exceedingly rare. 
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SQuis SPECIES TRAITS 
Squibs share the following species traits: 

Ability Modifiers: ~2 Strength, +2 Dexterity. 

Size: As Small creatures, Squibs gain a +1 size bonus to Reflex Defense 
and a +5 size bonus to Stealth checks. However, their lifting and carrying 
limits are three-quarters those of Medium characters. 

Speed: Squib base speed is 6 squares 

Natural Diplomat: A Squib gains a +5 species bonus to Persuasion checks 
made to Haggle (see page 71 of the Saga Edition core rulebook). Additionally, 
Persuasion is always a class skill for Squibs 

Tech Savvy: A Squib can reroll any Knowledge (technology) check, 
but the result of the reroll must be accepted even if it is worse. A Squib is 
not limited to common knowledge when making an untrained Knowledge 
(technology) check. 

Weapon Familiarity: Squibs who have the Weapon Proficiency (rifle) 
feat are proficient with the Squib tensor rifle. 

Automatic Languages: Basic and Squibbian. 


VERPINE 
The Verpine have been spacefarers for all their recorded history, long before 
they had contact with other species. Verpine have traveled for so long that 
the name and location of their homeworld have been lost to antiquity. They 
are fascinated with technology in all its forms, and consider themselves to 
be experts in all technological 
fields. Any device that falls 
into Verpine hands is prone to 
being taken apart, reassembled, 
and improved with astonishing 
speed and skill. The asteroid 
field that the Verpine have 
transformed into a thriving 
colony is a testament to their 
mastery of technology. 

Verpine society is guided 
by an absolute majority rule. 
Their natural communication 
ability enables the Verpine of a 
community to easily poll every 
individual Verpine within it. 
Each Verpine has an equal say 
in any governmental process, 
and the final decision is binding. 
This approach to government 
enables a single Verpine to 
speak with certainty about his 
or her community's stance on 
any given issue. 


Personality: Deeply fascinated by technology, a Verpine will risk his or 
her life to protect valuable equipment. Verpine consider technology to be 
the best means for resolving a dilemma and are willing to improve existing 
equipment when necessary. Other species find Verpine to be personable 
and enthusiastic. 

Physical Description: Their height and sticklike limbs give Verpine a 
gangly appearance. Their bodies are covered in green plates of chitin. Each 
Verpine has two large black eyes and dual antennae. Verpine have three 
digits on each hand and foot. 

Homeworld: The Verpine's largest settlement is the Roche asteroid field, 
located in the Mid Rim. Verpine rely extensively on technology to make the 
asteroids habitable. 

Languages: Verpine read, speak, and write Verpine, which they transmit 
to each other through organically generated radio waves. 

Example Names: Garginoolaara, Jurfel, Kyli Ned'Ix, Suskafoo, Zix, Zraii. 

Adventurers: Verpine are frequently scoundrels and scouts, with a focus 
on creating and repairing technology. 


VERPINE SPECIES TRAITS 
Verpine share the following species traits: 

Ability Modifiers: None. 

Size: As Medium creatures, Verpine have no special bonuses or penalties 
due to their size. 

Speed: Verpine base speed is 6 squares. 

Natural Armor: A Verpine's carapace provides a +1 natural armor bonus 
to his or her Reflex Defense, A natural armor bonus stacks with an armor 
bonus. 

Heightened Awareness: A Verpine can reroll any Perception check, but 
the result of the reroll must be accepted even if it is worse. 

Verpine Communication:A Verpine can mentally communicate with any 
Verpine within a 1-kilometer range. 

Conditional Bonus Feat: A Verpine who has Mechanics as a trained skill 
gains Skill Focus (Mechanics) as a bonus feat. 

Automatic Languages: Basic and Verpine. 


SMALLER CHARACTERS 

Species come in a great variety of sizes and heights. Usually these dif- 
ferences are not great enough to affect game mechanics. However, it 
is possible that a character is naturally small enough to qualify for a 
smaller size modifier. With the Gamemaster's approval, a player can 
create a character one size category smaller than the one noted in its 
species description, gaining all the benefits and penalties of that size. 


NEAR-HUMANS 

Throughout much of the galaxy, Humans are the most commonly encoun- 
tered species, Not surprisingly, after a millennium of interstellar travel and 
colonization, an enormous number of humanoids share a common genetic 
code. Commonly called near-Humans, these humanoids are substantially the 
same as Humans in look and physiology, but exhibit one or more differences 
significant enough to set them apart. 

The origins of most near-Humans are not known, but the common assump- 
tion is that isolated groups naturally adapt to the specific environmental 
conditions of their current world, These conditions occasionally cause genetic 
mutations, improving the near-Humans' likelihood of survival. However, 
genetic engineering and cloning technology are other possible explanations 
for near-Humans' variation from Human norms. Classification efforts are 
further complicated by the many bipedal humanoid species that are unrelated 
to Humans. Looks can be deceiving, 


UNKNOWN REGION 

LANGUAGES 

Although the Unknown Regions have no widespread common language 
such as Basic, several languages are regularly used among specific 
nomadic groups and within some systems and regions. Trade languages 
are commonly used to bridge the formidable lanquage gap. When 
creating a character native to the Unknown Regions, you can select 
a language from the following list, with your Gamemaster's approval. 
When selecting a new language for an existing character from known 
Space, your character might be able to learn one of these languages, 
with Gamemaster approval. 


Altirish® Rakata** 

Anzat* Rammocate (trade language) 
Anarrese* Shistavanen* 

Dromnyr* Sluissese* 

Chadra-Fan* ‘Squibbian* 

Cheunh* Ssi-ruuvi* 

Ebruchese* Sy Bisti (trade language) 
Killik® Tibranese* 

Kreva Tof* 

Minnisiat (trade language) Vagaari 

Nikto Verpine* 


* Local language not widely spoken except on its planet or in its nomadic 
group of origin. 


** Widely spoken before the Old Republic era, locally spoken in all other 
eras. 


A WROONIAN (LEFT) AND A THEELIN (RIGHT), TWO NEAR-HUMANS 


In the Star Wars Roleplaying Game Saga Edition, near-Humans have 
only small differences from Humans. These differences might be cosmetic, 
physiological, or, most commonly, both. Players and Gamemasters wanting 
to create their own near-Human characters should use the following near- 
Human generation system. 


CREATING NEAR-HUMANS 

To create a near-Human, start with the Human species in the Saga Edition 
core rulebook. Next, select one of the traits from Table 1-4: Near-Human 
Traits, replacing either the bonus trained skill or the bonus feat that Humans 
normally receive. Finally, select one, two, or three minor physiological varia 
tions from Table 1-5: Near-Human Variants. These variants are typically 
cosmetic, but Gamemasters might allow a variant to have a minor mechani- 
cal or roleplaying effect. Variants normally should not cause a near-Human 
character to incur a penalty to attack rolls or skill checks, but it might occa- 
sionally do so at the Gamemaster's discretion. As always, the Gamemaster 
has the final say in trait and variant combinations allowed in his or her game. 
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TRAIT 
Ability adjustment 


Additional arms 
Biotech augmentation 
Breathe underwater 
Climate adaptation 


Conductive 


Cultural cybernetics 
Darkvision 
Empath 


Expert swimmer 
Heightened awareness 
Low-light vision 
Natural armor 

Natural weapon 


Naturally acrobatic 
Persistent 

Quick 

Quick healing 
Resistant 

Scent 


Spring step 


Strength surge 


Visually striking 


Weapon familiarity 
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DESCRIPTION 
Increase one ability score by 2 and reduce another by 2 to account for emphasis in certain attributes 

(such as strength or intelligence). 

Up to 2 additional arms. When making multiple attacks, the character can reduce the penalty to the attack roll by 2. 
Augmented with biotechnology, Select one bio-implant (see pages 67-68 of the Legacy Era Campaign Guide). 

Amphibious and cannot drown in water. Can have gill slits or similar external features, 

Resistant to a specific climate. Select one: freezing, rarefied atmosphere, searing, smoky, tropical, or watery, When challenged 
by an environmental factor in that climate (chosen from those listed, or others at the Gamemaster's discretion), can reroll an 
Endurance or a Survival check, taking the better result. 

Naturally generate a small amount of electrical energy and use as a natural weapon in an unarmed attack, dealing 1d6 points 
of energy damage. Character is always considered armed with a natural weapon. 

Culture commonly augments members with cybernetics from birth. Select one cybernetic enhancement. 

Gain natural darkvision (see page 257 of the Saga Edition core rulebook). 

Can use the telepathy application of the Use the Force skill untrained, and without having the Force Sensitivity feat. 
Additionally, can sense the emotions of a target if the Use the Force check equals or exceeds the target's Will Defense. 

Can reroll a Swim check. Can take 10 on Swim checks when distracted or threatened. 

Can reroll a Perception check. 

Ignore concealment (but not total concealment) from darkness. 

Thickened skin or natural armor plates grant a natural armor bonus of +1 to Reflex Defense. 

Can use natural claws in an unarmed attack, dealing 1d6 points of slashing damage instead of normal unarmed damage. 
Character is always considered armed with the natural weapons. 

Considered trained in the Acrobatics skill, even if it is not normally a class skill for the character. 

Can reroll an Endurance check. 

Gain +1 to speed. 

At the end of an encounter, regain hit points equal to 1d4 + Constitution modifier (minimum 1). 

Naturally resistant to poisons, disease, radiation, or other hazards, gaining a +2 species bonus to Fortitude Defense. 
Gamemaster can restrict resistance to a single, specific hazard. 

At close range (within 10 squares), ignore concealment and cover for purposes of Perception checks, and take no penalty 
from poor visibility when using the Track application of the Survival skill. 

When using the High Jump or Long Jump applications of the Jump skill, reduce the number of squares required for a 

running start by 2. 

Once per encounter, can reroll one Strength-based ability or skill check, doubling the character's Strength modifier 
(minimum +1), or can add 2 to a single damage roll on a successful melee attack, when Strength normally adds to the roll. 
This does not apply when Weapon Finesse is used. 

Character's appearance is visually surprising or stunning. The character's Charisma bonus is doubled when using the 
Persuasion skill on Humans, near-Humans, and similar humanoids (such as Twi'leks). 

Character selects a single exotic weapon and treats it as a simple weapon instead. Must be commonly used by 

character's native culture. 


VARIATION 
Eye variation 
Digit variation 


DESCRIPTION 


Eyes are of an unusual color and/or pupils are of an unusual shape. 
Number of digits on each hand or foot is greater or fewer than 5, but without affecting skill use in terms of game mechanics. 


Fins Character has small fins that have no effect on swimming. 


Hair variation 


Character's hair is naturally an unusual color, length, texture, or size. 


Shaped Character has been biologically altered by the Yuuzhan Vong shaping process. This can account for the character's 
near-Human trait, or the trait might be cosmetic or for roleplaying purposes. Shaped characters typically gain Yuuzhan Vong 
physical features or are otherwise physically altered. 


Skin color 

Skin texture 
Teeth variation 
Towering 
Webbed digits 


HEROIC CLASSES 

Beyond the boundaries of known space lie adventure, risk, and deadly threats. 
Exploration and trailblazing can change from a great discovery into a deadly 
nightmare in seconds. Heroes must be self-reliant and able to operate far 
from medical or technical aid. Heroes must also be able to quickly adapt to 
bewildering cultures and species, although they might find the environment 
more challenging than many foes they encounter. This section provides new 
talents and abilities for heroes who specialize in exploration and operating 
in deep space. 


WED! 

As they pursue their duties or follow the will of the Force, Jedi often find 
themselves in little-known areas. Though few engage in exploration for its 
own sake, some follow its path to discover new aspects of the Force. They 
might seek a long-lost or hidden Force tradition or attempt to discover the 
fate of a fellow Jedi or a Sith on the run. 


New Jedi Sentinel Talent 

This new talent expands the Jedi Sentinel talent tree (see page 40 of the Saga 
Edition core rulebook). Any character who can normally choose talents from 
the Jedi Sentinel talent tree can choose this talent as well. 

Sense Primal Force: Jedi who spend time in a diverse wilderness learn 
the nuances of the living Force at work within a wild ecosystem. When within 
a natural wilderness area, such as a jungle, a forest, a steppe, a swamp, or 
plains, you tap into the vibrant living Force of the area and can use Sense 
Surroundings to detect targets out to a 30-square radius, regardless of line 
of sight. 


Skin is naturally a color (or a combination of colors) not normally associated with Humans. 
Obviously unusual skin texture, such as leathery, especially smooth, overly wrinkled, or scaly. 
Teeth are noticeably differently colored, sharper, larger, or smaller than those of typical Humans. 
Over 2 meters tall, although the additional height does not change the character's Size. 

Flaps of skin span the character's fingers or toes. 


NoBLE 

Nobles who seek out the wilds of the Unknown Regions are usually part of 
a greater exploration team. They might operate as corporate negotiators or 
governmental representatives. Noble families occasionally subsidize their own 
exploration teams to expand their sphere of influence. Political dissidents flee 
to the Unknown Regions in an effort to escape political persecution when 
even fringe worlds cannot sufficiently hide them. The more criminally minded 
also use the Unknown Regions as a convenient base of operations or to hide 
wealth outside the legal boundaries of the dominant galactic government. 


Exile Talent Tree 

You have broken with your family, world, or organization and cannot rely on 
its aid or support. Whether forced or self-imposed, your exile allows you to 
adapt in new ways to the galaxy at large. 

Arrogant Bluster: You take on an air of arrogance, allowing you to dis- 
tract and sway others with your apparent knowledge and experience. When 
you make a successful Persuasion check to change an enemy's attitude, 
the enemy takes a -5 penalty to its Will Defense until the end of your next 
turn. If you spend a Force Point, the duration is extended to the end of the 
encounter. This is a mind-affecting effect. 

Prerequisite: Trained in the Persuasion skill. 

Band Together: You can inspire disparate beings to temporarily ally fora 
‘common cause. You can use each of the following actions once per encounter: 

© Directed Attack: As a swift action, designate one enemy character or 
vehicle as the target of this talent. Until the end of your next turn, 

whenever an ally within 12 squares of you hits the target, add 146 

points of damage to each hit. 
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* Strength in Numbers: Your allies gain confidence in numbers. As a swift 
action, you grant all allies within 12 squares of you and within your line 
of sight a +5 bonus to Will Defense until the end of your next turn. You 
must have a minimum of two allies to use this action. 

© Temporary Allies: With a successful Persuasion check, you can turn a 
Gamemaster character with an attitude toward you of unfriendly or 
indifferent into an ally willing to aid you and follow your direction for 
the remainder of the encounter. As a swift action, you direct the Game- 
master character to attack a target, aid another character, or use a skill 
to aid you or your allies. This is a mind-affecting effect. 

Prerequisites: Galactic Guidance, Self-Reliant, trained in the Persuasion 
and Knowledge (galactic lore) skills. 

Galactic Guidance: You share your considerable galactic knowledge to 
inform others' actions and decisions. Once per encounter, as a reaction, if 
you succeed on a DC 25 Knowledge (galactic lore) check, you enable one 
ally within 6 squares of you and within your line of sight to reroll a failed 
Intelligence- or Wisdom-based skill check (other than Perception). 

Prerequisite: Trained in the Knowledge (galactic lore) skill. 

Rant: You are a master of voicing your opinion loudly, continuously, and 
distractingly. If you succeed in making a Persuasion check to intimidate an 
‘enemy that is within 6 squares of you and that can hear, see, and understand 
you, you deny that enemy the use of a move action on its next turn, instead 


AN EXILED NOBLE REPAIRS HIS JUMPMASTER SOOO. 


of gaining the normal intimidation results. You grant one ally a move action 
to use immediately (the ally uses the move action as a reaction). 
Prerequisite:Trained in the Persuasion skill. 
Self-Reliant: You need not rely on others when the going gets tough. 
Once per encounter, you can use one talent that you possess from the Inspira- 
tion talent tree on yourself, although you are not normally allowed to do so. 


New Leadership Talent 
The following new talent expands the Leadership talent tree (see page 44 of 
the Saga Edition core rulebook). Any character who can normally choose tal- 
ents from the Leadership talent tree can choose the following talent as well. 
Coordinated Leadership: You coordinate your actions with other leaders. 
Choose one talent you possess from the Leadership talent tree. The bonuses 
you provide with this talent are now considered to be untyped bonuses, 
allowing them to stack with the bonuses granted by your allies. 
Prerequisites: Born Leader, Coordinate. 


SCOUNDREL 

Scoundrels thrive in any region that lacks sufficient law and order to restrain 
their activities, making the Unknown Regions prime operating territory. 
Scoundrels might seek out unknown areas for use as hideouts, or they might 
find isolated settlements to con and exploit. Some scoundrels provide critical 
transportation services between far-flung outposts or civilizations that lack 
interstellar flight capability. Scoundrels are also the most likely class to use 
the Unknown Regions for their own hideouts or as bases from which to raid 
border worlds on the edges of known space 


Outsider Talent Tree 

By their nature, scoundrels are outsiders. By blurring the line between lawful 
and lawless, scoundrels operate outside social and cultural norms. Eventually, 
they learn to make the most of their positions. 

Oafish: Whether you come by oafishness naturally or it is all an act, you 
use your lack of sophistication and finesse as an excuse to bluff your way 
into or out of delicate situations. Once per encounter, when you fail either a 
Deception or a Persuasion check, you can add a bonus equal to 146 + your 
Wisdom modifier to your Deception or Persuasion check result. 

Outsider’s Eye: Your status as an outsider gives you an objective view 
of enemies and acquaintances. Once per encounter, you can make a DC 20 
Perception check asa standard action. If the check is successful, you gain your 
choice of one of the following pieces of information: one Defense score of one 
character or vehicle within your line of sight, or the identity of the character 
or the vehicle within your line of sight that has either the lowest or highest 
current hit points or the lowest or highest position on the condition track. 

Prerequisite: Trained in the Perception skill. 


Outsider's Query: You use your outsider status as an excuse for mistakes, 
missteps, and social offenses. If you fail a Persuasion check to change a 
target's attitude, the target's attitude toward you does not change. You 
can also attempt to change the target's attitude one additional time per 
encounter (see page 71 of the Saga Edition core rulebook). 

Prerequisite: Trained in the Persuasion skill. 

Wary: Your outsider status makes you cautious, observant, and ready 
for action. If an enemy fails a Stealth or a Deception check opposed by your 
Perception check, you can take one move action as a reaction. If multiple 
enemies fail on the same turn (such as when you detect several enemies 
sneaking up on you), the number of move actions you take cannot exceed 
your Dexterity modifier. 

Prerequisites: Outsider's Eye, trained in the Perception skill. 


New Spacer Talents 

The following new talent expands the Spacer talent tree (see page 47 of the 
Saga Edition core rulebook). Any character who can normally choose talents 
from the Spacer talent tree can choose this talent as well. 

Deep Space Raider: Whether you are taking on military targets on 
behalf of a resistance movement or you are out for personal gain, you are 
experienced at raiding starships and similar targets. You can use each of the 
following actions once per encounter: 

© Cleara Path: Your attack forces an enemy to alter course or move out of 
your way. You must be fighting aboard a starship to use this action. As 
a standard action, make a ranged attack. If the attack hits, on its next 
turn your target must move its speed to a square that is not adjacent 
to you. If the target is an enemy starfighter engaged in a dogfight, the 
target instead must attempt to disengage from the dogfight. 

Covering Fire: You squeeze off several shots as you escape pursuing 
enemies. As a full round action, if you are the pilot of a vehicle, you may 
move the vehicle up to twice its speed and make a single ranged attack 
with one of the pilot-controlled weapons at any point during that move- 
ment. If you hit and deal damage to a vehicle with this attack, the target 
vehicle takes a -2 penalty to attack rolls against your vehicle until the 
end of your next turn. 

Disabling Fire: Make a ranged attack with a vehicle weapon. If you make 
this attack against a vehicle and hit and deal damage, you can choose 
one of the following to take effect until the end of your next turn: one 
of the target's weapons ceases to function, the target’s SR is reduced to 
0, the target's hyperdrive is disabled, or the target's speed is reduced to 
2 squares. 
Prerequisites: Spacehound, Starship Raider. 


scout 

The Unknown Regions present the scout with the greatest opportunities for 
exploration and discovery. Scouts might explore for their own pleasure or in 
the employ of others, for the right amount of credits. Scouts can guide others 
seeking specific individuals or locations. Scouts might serve as trailblazers or 
as stealthy reconnaissance agents observing newly discovered civilizations. A 
scout can also search for new systems that meet the specific requirements of 
an employer, such as a corporation, the Empire, the Rebel Alliance, a criminal 
mastermind, or a despotic warlord. 


New Camouflage Talents 

The following new talent expands the Camouflage talent tree (see page 49 

of the Saga Edition core rulebook). Any character who can normally choose 

talents from the Camouflage talent tree can choose this talent as well. 
Extended Ambush: During a surprise round, if you make a ranged attack 

against a target that is surprised, you can aim at that target as a free action. 
Prerequisite: |mproved Stealth. 


New Hyperspace Explorer Talents 

The following new talent expands the Hyperspace Explorer talent tree (see 
page 28 of the Knights of the Old Republic Campaign Guide). Any character 
who can normally choose talents from the Hyperspace Explorer talent tree 
can choose this talent as well. 

Silent Movement: You know how to move silently in almost any environ- 
ment. You never suffer from unfavorable circumstances from environmental 
effects associated with noise when you sneak using the Stealth skill. Once 
per round, when you make a Stealth check, you can automatically use the 
aid another action on one ally's Stealth check. 

Prerequisite: Trained in the Stealth skill. 


Master Scout Talent Tree 

You are more experienced and talented than the average scout. You draw 
upon your diverse abilities to gain advantages others cannot match. Several 
of these talents draw upon talents from multiple talent trees available to 
the scout class. 

Piercing Hit: You are skilled at fighting armored characters, taking 
advantage of their weaknesses. You can use each of the following actions 
once per encounter: 

© Binding Hit: You dislodge an enemy's armor, causing it to hinder the 
wearer's defenses. Make a melee or ranged attack as a standard action. 

If you hit and damage your target, the target loses its armor bonus to 

Reflex Defense and is flat-footed. This effect remains until the target 

spends a standard action to adjust its armor. 
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* Blinding Fire: Make a melee or ranged attack as a standard action. If the 
attack hits and damages the target, the target takes a -2 penalty to all 
attacks until the end of your next turn. Additionally, all other creatures, 
droids, and vehicles have concealment from the target until the end of 
your next turn, 

© Slowing Shot: Your hit damages your target's armor so that the target's 
movement is hindered. Make a melee or ranged attack as a standard 
action. If you hit and damage the target, the target's speed is reduced 
to 2 squares until the end of your next turn. 

Prerequisites: Acute Senses, Keen Shot. 

Quicktrap: You can use Tripwire as a move action instead of a standard 
action. 

Prerequisites: Jury-Rigger, Tripwire, trained in the Mechanics skill. 

Speedclimber: You do not take the penalty when using the Accelerated 
Climbing application of the Climb skill, 

Prerequisites: Long Stride, Surefooted, trained in the Climb skill. 

Surprisingly Quick: In a surprise round, if you are not surprised, you can 
take a swift action in addition to the one other action normally allowed. If 
you are surprised, you can take a single swift action (instead of no actions) 

Prerequisites: Skill Focus (Initiative), trained in the Initiative skill, 

Tripwire: As a standard action, you can set up a simple snare or trap 
across an opening up to 3 squares wide. You must have the required item 
to set the trap, Make a successful DC 20 Mechanics check to set the trap. 
Make a Deception check to conceal the wire. Compare the result of the 
Deception check to the Perception check of the next creature that passes 
through that square (-10 if it observes you setting the trap). If the creature 
fails the Perception check, it takes the result indicated for the trap. If the 
creature succeeds, it can make a DC 10 Acrobatics check to avoid the wire. 
Select one of the following options: 

* Clothesline:Requires thin wire, set at neck height. Success results in the 

target falling prone in the trapped square, ending its actions for the turn 
and taking 16 points of damage. 
Electronic tripwire: Success results in mine damage (treat as frag gre- 
nade, 2-square blast radius centered on one end of the wire). Target is 
automatically hit; roll 1420+10 against the Reflex Defense of adjacent 
targets. 

Tripwire: Requires thin wire, set at ankle height. Add 2 to the Deception 

check result. Success results in the target immediately falling prone in 
the trapped square and ending its actions for the turn. 
Prerequisites: Jury-Rigger, trained in the Mechanics skill. 


Mobile Scout Talent Tree 
Always mobile, scouts have developed ways to ride and drive over all types 
of terrain. The following talents enable a scout to become a more effective 
rider and pilot. 
Battle Mount: You know how to fight from a living mount. You can use 
each of the following actions once per encounter: 
© Covered Attack: Once per encounter, when you use Use Mount as Cover 
(but not improved cover) with the Ride skill (see page 72 of the Saga 
Edition core rulebook), you can make an attack as a standard action, but 
you must have a free hand to do so. 
© Reduce Profile: You gain additional cover from your mount, When you 
succeed in using the Use Mount as Cover application of the Ride skill 
(see page 72 of the Saga Edition core rulebook), you gain improved 
cover. If you fail by less than 10, you still gain the benefit of normal 
cover. You gain no benefit if you fail by 10 or more. 
© Swift Attack Mount: Once per encounter, the mount you are riding can 
make an attack as a swift action instead of as a standard action. 
Prerequisites: Expert Rider, Terrain Guidance, trained in the Ride skill. 


A SHIBTAVANEN SCOUT RIDES 4 MARU. 


Expert Rider: You can reroll any Ride check, but the result of the reroll 
must be accepted even if it is worse. 

Prerequisite: Trained in the Ride skill, 

Terrain Guidance: You effectively guide your mount through rough ter- 
rain. When in control of your mount, you can make a DC 20 Ride check as a 
swift action to negate the effect of difficult terrain on your mount's speed. 

Prerequisite: Trained in the Ride skill. 

Mechanized Rider: You use your riding experience to improve your skills 
on a speeder bike or a swoop. When riding a speeder bike or a swoop (or 
similar vehicle), you can use the following applications of the Ride skill (see 
page 72 of the Saga Edition core rulebook): Fast Mount or Dismount, Soft 
Fall, Stay in Saddle, and Use Mount as Cover. 

Prerequisites: Trained in the Pilot and Ride skills. 


SOLDIER 

Military might is useful for a great range of operations within the Unknown 
Regions. Soldiers might hire themselves out as bodyguards for expeditionary 
teams. Mercenary teams might find regular employment from less advanced 
cultures, gaining great wealth through the deployment of high-tech weapons 
systems against their employers’ relatively primitive enemies. Deserters might 
take refuge far from their abandoned stations and organizations, Pirates and 
outlaws of every sort could always use an extra gun, and even the least able 
soldier can find some paying job. 


New Commando Talent 

The following new talent expands the Commando talent tree (see page 52 
of the Saga Edition core rulebook), Any character who can normally choose 
talents from the Commando talent tree can choose this talent as well. 

Out of Harm's Way: Asa reaction, when you use Harm's Way (which still 
requires a swift action to activate), you can move into the square of the ally 
you are protecting, and move the ally to any legal square adjacent to you. 
This movement does not provoke an attack of opportunity. 

Prerequisites: Harm's Way, trained in the Initiative skill, 


Warrior Talent Tree 
Warriors draw upon their natural aggressiveness, powerful bodies, and 
fighting abilities to defeat their enemies. Whether they fight with primitive 
or advanced weaponry, they are fearsome combatants. 

Champion: You fight for protection, honor, or glory for yourself and 
others. You can use each of the following actions once per encounter: 

* Champion's Pride: Your pride and dedication drives you on in the most 
difficult moments. When you use your second wind, you move +1 step 
on the condition track and remove one fear effect or mind-affecting 
effect in addition to the normal benefit of second wind. 


© Disarming Hit: When you hit and damage a creature and that damage 

equals or exceeds the target's damage threshold, you can make a 

Disarm Attack (see page 152 of the Saga Edition core rulebook) against 

that target as a free action. If using a ranged weapon, you must also 

have the Ranged Disarm feat. 
© Masterful Strike:You land an impressive blow against your enemy. When 

making a successful unarmed or melee attack (except when using a 

lightsaber), increase your damage by 2 for every 5 points by which your 

attack roll exceeds your target's Reflex Defense. 

Prerequisites: Warrior's Awareness, Warrior's Determination. 

Quick Study: You excel at turning an enemy's tricks against it. Once 
per encounter, if an enemy attacks you using a non-Force-related talent, 
you can use the same talent against it on your next turn, You must use an 
appropriate weapon or item, if required by the talent, although you do not 
have to have the prerequisites. You can take this action even if your enemy's 
attack misses you. 

Prerequisite: Warrior's Awareness. 

Simple Opportunity: You can make attacks of opportunity when using a 
ranged or thrown simple weapon against a single target. Area attack weapons 
cannot be used with this talent. 

Prerequisite: Weapon Proficiency (simple weapons). 

Warrior's Awareness: You learn your enemy's preferred tactics quickly. 
When an enemy character makes an unarmed or a melee attack against you 
for at least the second time in an encounter, make a Perception check as a 
reaction. If the check is successful, you gain a +1 bonus to your Reflex and 
Fortitude Defenses against that character until the end of the encounter, 
You can use this against only one character at a time, until that character is, 
incapacitated or killed, or until you voluntarily switch targets by dropping the 
use of this talent for one full round (you can take other actions normally). 

Warrior's Determination: Your natural determination carries you through 
tough battles, Once per encounter, as a reaction, you can ignore one non- 
Force-related effect, talent, skill, or ability that exceeds your Will Defense. 
If you spend a Force Point, you can ignore one mind-affecting effect, even 
if it is the result of a Force power, technique, or secret. 
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FEATS 

The feats presented here supplement those found in the Saga Edition core 
rulebook and are suitable for any era of play. Although these feats are 
designed with an emphasis on self-reliance in exploration, any character 
who qualifies can select them. 


ACROBATIC ALLY 
You move an ally around with ease and accuracy by giving him or her a leg 
up or a helpful toss. 

Prerequisites: Dexterity 13, Strength 13, trained in the Acrobatics skill. 

Benefit: You can hoist or toss an ally of your size or smaller up to 2 
squares. You and your ally must act on the same initiative number and start 
in adjacent squares. If you succeed on a DC 20 Acrobatics check as a stan- 
dard action, your ally ends up in a square of your choosing up to 2 squares 
above or away from you. This counts as a free action for your ally and ends 
your turn. Your ally can then continue his or her turn. If you fail your check, 
both you and your ally immediately become prone in your square. Your turn 
is ended, but your ally can take his or her turn normally. 

Special: This feat can provoke attacks of opportunity against either 
character. 


ACROBATIC DODGE 
When you react to an attack, your acrobatics training improves your mobility. 

Prerequisites: Dexterity 13, Dodge, Mobility, Skill Focus (Acrobatics), 
trained in the Acrobatics skill. 

Benefit: Once per encounter, as a reaction, if a melee attack misses you, 
you can immediately move into an adjacent square without provoking an 
attack of opportunity. 

Special: You must be aware of the attacker to benefit from this feat. 
You can use this feat a second time during the encounter by spending a 
Force Point. 


COMBAT TRICKERY 
You excel at deceiving others with your tricks and masterful feints in combat. 

Prerequisite: Trained in the Deception skill. 

Benefit: You can spend two successive swift actions on the same turn 
to make a Deception check against a target's Will Defense. If the check is 
successful, the target is flat-footed against your next attack made before the 
end of your next turn. Additionally, you can spend a Force Point to extend 
your target's penalties until the end of the encounter. 


ELDER'S KNOWLEDGE 
You have gained the wisdom of elders, whether through your own experiences 
or by learning from their instruction. 

Prerequisite: Skill Focus (Knowledge [social sciences}) or (Knowledge 
[galactic lore]). 

Benefit: Once per encounter, you can substitute a Knowledge (social 
sciences) or Knowledge (galactic lore) check for a Wisdom or Wisdom- 
related check. 


FRIGHTENING CLEAVE 

Enemies that see you successfully use the Cleave feat become fearful. 
Prerequisites: Strength 13, Cleave, Power Attack, base attack bonus +4. 
Benefit: Immediately after you use the Cleave feat, each enemy within 6 

squares of you and within your line of sight takes a -1 penalty to its Reflex 

Defense, attack rolls, and skill checks against you until the end of the encoun- 

ter. This penalty stacks to a maximum of -5. This is a mind-affecting effect. 


GRAB BACK 
You are able to counter grab and grapple attacks, redirecting them back on 
your attacker. 

Prerequisite: Dexterity 13. 

Benefit: You gain a +2 bonus to your Reflex Defense against grab and 
grapple attacks. If an enemy misses you when making a grab or grapple 
attack, you can immediately make your own grab attack against the same 
enemy as a reaction. If you have a feat that enables you to make a grapple 
attack (such as Pin or Trip), you can make a grapple attack instead, 


Acrobatic Ally 
Acrobatic Dodge 


Combat Trickery 
Elder's Knowledge 


Frightening Cleave 
Grab Back 


Halt 


Heavy Hitter 


Hold Together 
Hyperblazer 


Improved Sleight 
of Hand 

Improvised Weapon 
Mastery 

Instinctive Attack 


Instinctive Defense 
Intimidator 


Maniacal Charge 
Mounted Combat 
Nikto Survival 
Targeted Area 


Trample 


Wilderness First Aid 


PREREQUISITES 
Dex 13, Str 13, trained in the Acrobatics skill 
Dex 13, Dodge, Mobility, Skill Focus 
(Acrobatics), trained in the Acrobatics skill 
Trained in the Deception skill 

Skill Focus (Knowledge [social sciences]) 

or (Knowledge [galactic lore]) 

Str 13, Cleave, Power Attack, 

base attack bonus +4 

Dex 13 


Trip, Weapon Focus in selected weapon, 
Weapon Proficiency in selected weapon, 
base attack bonus +8 

Weapon Focus (heavy weapons), 
Weapon Proficiency (heavy weapons) 
Trained in the Mechanics skill 

Trained in the Use Computer skill 


Dex 15, Skill Focus (Deception), trained in 
the Deception and Stealth skills 
Weapon Proficiency (simple weapons) 


Proficient in weapon used, 

living character (not a droid) 
Living character (not a droid) 
Trained in the Persuasion skill 


Trained in the Ride skill 
Member of Nikto subspecies 


Weapon Proficiency in selected weapon, 
base attack bonus +5 


Trained in the Ride skill 


Trained in the Survival skill 
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BENEFIT 

Hoist or toss an ally of your size or smaller up to 2 squares. 

When a melee attack misses you, move into an adjacent square without provoking 
an attack of opportunity. 

Spend two swift actions to make Deception check to make enemy flat-footed. 
Substitute a Knowledge (social sciences) or (galactic lore) skill check for a 
Wisdom-related skill check, 

When you use the cleave feat, each enemy within 6 squares and line of sight 
takes a penalty to Reflex Defense, skill checks, and attack rolls against you. 
As a reaction, make a grab or grapple attack following a failed grab or grapple 
attack made against you. 

Knock an enemy prone after a successful attack of opportunity, immediately 
end target's remaining actions when also exceeding its damage threshold, 


Add 1 point of damage for every 5 points rolled above the target's Reflex Defense, 
plus additional benefits when you exceed the target's damage threshold. 

Delay the damage caused to a vehicle until the end of the round. 

Cut all calculation time and Use Computer penalties by half when making 

Use Computer checks for astrogation in the hyperspace tangle. 

Reduce hyperspace mapping time by half. 

Use Deception to aid your Stealth check to use Sleight of Hand; use Stealth to 
draw and palm a weapon simultaneously. 

Treat improvised weapons as simple weapons, deal +1d6 points of damage. 


Spend a Force Point to reroll an attack and take the better result. 


Spend a Force Point to increase all defenses by 2 for 1 round, 

When you successfully intimidate, enemy takes -5 to skill checks and -2 to 
attacks for one round. 

Intimidate your enemies when charging, preventing adjacent characters from 
making attacks of opportunity and denying your target its Dexterity bonus. 
Increase speed and avoid attacks when riding a mount. 

Reroll Survival checks in native environment. 

Deal an additional 5 points of damage against one target within a successful 
area attack. 

When using the mounted charge action, attack enemies between you and 
your target. 

Use Basic Survival skill as if you have a medpac for Treat Injury checks, 
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A NIKTO SOLOIER HALTS A CHARGING SCOUT. 


HALT 
When making an attack of opportunity, you can stop an enemy in its tracks. 

Prerequisites: Trip, Weapon Focus in selected weapon, Weapon Profi- 
ciency in selected weapon, base attack bonus +8. 

Benefit: If you hit with an attack of opportunity against an enemy of 
up to one size larger than you, compare the same die roll result against the 
target's grapple check (see page 154 of the Saga Edition core rulebook). If 
the die roll succeeds against the grapple check, the target immediately halts 
all movement and falls prone in its current square, The target can spend any 
remaining actions normally. If your attack exceed the target's damage thresh- 
old, the target loses any remaining actions and ends its turn immediately. 
Apply damage normally to the target regardless of the results of this feat. 

Special: If the target is using the charge action when moving past you, 
its charge is ended if you successfully knock it prone, and the target cannot 
charge again on this turn. 


HEAVY HITTER 
You know how to pound targets when firing heavy-weapons emplacements 
and vehicle weaponry. 

Prerequisites: Weapon Focus (heavy weapons), Weapon Proficiency 
(heavy weapons). 

Benefit: When making an attack roll using a weapons emplacement or a 
vehicle weapon, you add an additional 1 point of damage for every 5 points 
you roll above the target's Reflex Defense. If you exceed the target's damage 
threshold, then on its next turn the target cannot attack and its speed is 
reduced by 2 squares (1 square starship scale) 


HOLD TOGETHER 
Sometimes vehicles seem to hold together by your force of will. 
Prerequisite: Trained in the Mechanics skill. 
Benefit: As a reaction, you can spend a Force Point to delay the effect 
of damage dealt to a vehicle you are riding in or piloting until the end of the 
round. The vehicle must be of Colossal size or smaller. 


HYPERBLAZER 
You are familiar with blazing new routes and navigating the tangled web of 
hyperspace in the Unknown Regions 

Prerequisite: Trained in the Use Computer skill. 

Benefit: When traversing the hyperspace tangle, you reduce by half the 
calculation time and penalties on Use Computer checks for astrogation (see 
page 237 of the Saga Edition core rulebook). You also reduce hyperspace 
mapping time by half when mapping new hyperspace routes. 


IMPROVED SLEIGHT OF HAND 

You manipulate small objects quickly, and they seemingly disappear with 
a flick of your wrist. You excel at hiding objects when observed, even at 
close range. 

Prerequisites: Dexterity 15, Skill Focus (Deception), trained in the Decep- 
tion and Stealth skills. 

Benefit: When using the Sleight of Hand application of the Stealth skill 
(see page 73 of the Saga Edition core rulebook), you can use your Deception 
skill to improve your chance of success. Prior to making the Stealth check, 
you can make a Deception check as a swift action. The opposed Perception 
check of anyone attempting to notice your action must exceed both your 
Deception check and your Stealth check. 

Additionally, you can, asa single action, use Improved Sleight of Hand to 
simultaneously draw and palm a weapon two sizes smaller than you. Make 
a Stealth check as a free action when drawing your weapon to successfully 
conceal it in a position in your hand (or similar appendage), where you can 
use it on a following action. Once the weapon is used, you can attempt to 
palm it again as a swift action. 


IMPROVISED WEAPON MASTERY 
You use improvised weapons with true skill. 

Prerequisite: Weapon Proficiency (simple weapons) 

Benefit: You treat all improvised weapons as simple weapons, and you 
can use them without penalty and with talents and feats designed for use 
with simple weapons. You also deal an additional 1d6 points of damage on 
a successful hit. 


INSTINCTIVE ATTACK 
Your accuracy improves when you act on instinct. Though you might call it 
luck, the Force is with you. 
Prerequisite: Proficient in weapon used, living character (not a droid) 
Benefit: When you use a Force Point when making an attack, you can 
reroll the attack and take the better result. Apply the results of the die from 
the Force Point to the better result. 


INSTINCTIVE DEFENSE 
You naturally know how to avoid attacks and defend your mind and body 
when the Force is with you. 

Prerequisite: Living character (not a droid), 

Benefit: On your turn, as a free action, you can spend a Force Point to 
increase all your defenses by 2 until the start of your next turn. 


INTIMIDATOR 
When you intimidate others, either physically or verbally, you shake their 
confidence so severely that it affects their performance. 

Prerequisite: Trained in the Persuasion skill. 

Benefit: When you successfully use the Intimidate application of the 
Persuasion skill against a creature, instead of the normal results, the crea- 
ture takes a -5 penalty to all skill checks (including Use the Force) and a -2 
penalty to all attacks when you are within its line of sight, until the end of 
your next turn. If aboard another vehicle, your enemy must be able to see 
or detect your vehicle. 

Special: You cannot use this feat with the Maniacal Charge feat. 


MANIACAL CHARGE 
You charge your enemies like a battle-crazed berserker. 

Benefit: When using the charge action, you can make a Persuasion check 
asa free action to intimidate your target and each enemy you pass within 1 
square of. When your check succeeds against an enemy you pass, it cannot 
make an attack of opportunity against you. When your check succeeds 
against your target, it loses its Dexterity bonus and is considered flat-footed 
until the start of your next turn. 


MOUNTED COMBAT 
You know how to get the most from a mount in combat and in other dan- 
gerous situations. 

Prerequisite: Trained in the Ride skill. 

Benefit: You can make a DC 20 Ride check as a swift action to spur your 
living mount to move faster than its normal speed. If the check fails, your 
mount's speed does not increase and it moves -1 step on the condition track. 
If the check succeeds, your mount’s speed increases by 2 squares until the 
start of your next turn. You cannot take 10 on this check. Your mount must 
succeed on a DC 20 Endurance check prior to each subsequent attempt to 
use this feat in the same encounter. 

Additionally, once per round, as a reaction, when you are riding a mount, 
you can negate a weapon hit against either you or the mount by making a 
successful Ride check. The DC of the skill check is equal to the result of the 
attack roll you want to negate 


A SLuIss! SCOUT CREATES A TARDETED AREA TO FIN 
DOWN A RAKATAN WARRIOR. 
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NIKTO SURVIVAL 
You gain an additional boost to your Survival checks, based on your Nikto 
subspecies. 
Prerequisite: Must be a member of the Nikto species (see Nikto, page 13). 
Benefit: Select a Nikto subspecies: Kajain’sa’Nikto (desert), 
Kadas'sa'Nikto (forest), Esral'sa’Nikto (mountains), Gluss'sa’Nikto (ocean), 
or M'shento'su'Nikto (arctic). In addition to the usual Nikto species traits, 
when you are operating in an environment advantageous to your native 
subspecies, you can reroll any Survival check, taking the better result. 


TARGETED AREA 
Your area attacks deal more damage to one target within the area of effect, 
Prerequisite: Weapon Proficiency in selected weapon, base attack 
bonus +5. 
Benefit: When you make a successful area attack, select a single target 
hit by the attack. That target takes an additional 5 points of damage from 
the attack, before applying the effect of the Evasion talent. 


TRAMPLE 
When charging, your living mount can flatten smaller targets between you 
and your target. 

Prerequisite: Trained in the Ride skill. 

Benefit: When you use the mounted charge action, your mount can make 
a single melee attack as a free action, While charging, compare the result to 
the Reflex Defense of each enemy whose square you charge through. Each 
enemy hit by the attack takes claw, gore, or slam damage from the mount's 
natural weapons plus the mount's Strength modifier. You or your mount still 
can make a regular attack at the end of the charge. 

Special: You can use this feat if either you or your mount has taken it. 
Mounts with this feat do not require the prerequisite. 


WILDERNESS FIRST AID 
You know how to treat wounds in the wilderness, using only the natural 
materials around you. 

Prerequisite: Trained in the Survival skill. 

Benefit: Once per day, you can make a DC 20 Survival check. If the check 
is successful, when you use the Basic Survival application of the Survival 
skill, you are considered to have a medpac for any Treat Injury checks made 
until the end of the day. 

Special: The Gamemaster can adjust the DC for the current environment, 
raising it for harsh or desert climates or lowering it for more diverse locales. 


FIGHTING FROM MOUNTS 

The Ride skill (see page 72 of the Saga Edition core rulebook), along with 
associated feats and talents found in this and other Star Wars Roleplaying 
Game Saga Edition supplements, covers fighting from a living mount. The 
following combat actions can also be used with mounts, by characters 
trained in the Ride skill. 


Attacks of Opportunity 

When an enemy provokes an attack of opportunity, both you and your 
mount can each make a single attack once per round. You can elect for 
both you and your mount to take the attack of opportunity simultane- 
ously in response to the same provoking action, or you can save one 
or both attacks for a future attack of opportunity in the same round. 
Having the Combat Reflexes feat allows you or your mount to make 
additional attacks, but you cannot share extra attacks with your mount, 
or vice versa. 


Catch a Second Wind 
Amount that has a heroic class or the Extra Second Wind feat can catch 
a second wind once per day as a swift action. 


Fall Prone 

A mount voluntarily falling into a prone position requires a swift action. 
If the mount is trained in the Acrobatics skill, it can fall prone as a free 
action with a successful DC 15 Acrobatics check. 


Mounted Charge 

You can charge while riding a mount. As a standard action, you can move 
your mount's speed (minimum 4 squares) in a straight line, and then you 
or your mount can make a melee attack at the end of movement. You or 
your mount gain a +2 competence bonus to the attack roll and take a 
-2 penalty to Reflex Defense until the start of your next turn. You can 
charge through squares containing low objects and difficult terrain, 
but doing so costs twice as much per square as normal. You can charge 
through squares occupied by enemies smaller than the size of your mount, 
but not squares occupied by enemies of the same size as or larger than 
your mount. After you resolve a charge attack, you can take no further 
actions this turn. You can use feats that modify the charge action when 
making a mounted charge attack. 


Stand Up 

Standing a mount up from a prone position requires a move action. A 
mount trained in the Acrobatics skill can stand up as a swift action with 
a successful DC 15 Acrobatics check. 


PRESTIGE CLASS 
TALENTS 


The following talents expand the talent trees available to the prestige classes 
found in the Saga Edition core rulebook. 


ACE PILOT TALENTS 

Scouts, warriors, and criminals depend on their starships in the unpredictable 
Unknown Regions. With so much time devoted to the complexities of travel 
in the region, many become excellent pilots, anticipating and avoiding even 
the most difficult deep-space hazards. 


New Expert Pilot Talents 
The following new talents expand the Expert Pilot talent tree (see page 207 
of the Saga Edition core rulebook). Any character who can normally choose 
talents from the Expert Pilot talent tree can choose these talents as well. 
Roll Out: You are an expert at escaping dogfights. When making an 
opposed check to disengage from a dogfight, you can reroll your Pilot check, 
taking the better result. If you fail, you remain in the dogfight, but the gun- 
ners on your vehicle do not take penalties to their attack rolls (see page 171 
of the Saga Edition core rulebook). 
Prerequisite: Elusive Dogfighter. 


New Gunner Talents 

The following new talents expand the Gunner talent tree (see page 207 of the 
Saga Edition core rulebook). Any character who can normally choose talents 
from the Gunner talent tree can choose these talents as well. 

Fast Attack Specialist: Once per encounter, when piloting a vehicle of 
Gargantuan size or smaller, you can make a full attack as a standard action. 
You can spend a Force Point to use this action one additional time in an 
encounter. 

Prerequisites: Expert Gunner, Quick Trigger. 

Overcharged Shot: You know how to overcharge your vehicle's weapon 
to produce additional damage. As a swift action, you can overcharge your 
vehicle's energy weapon and deal 1 die of damage on your next attack in the 
same turn. However, your weapon loses 1 die of damage on its subsequent 
attacks and cannot be overcharged again, until a full round passes without 
the weapon firing. 

Prerequisites: Expert Gunner. 


BOUNTY HUNTER TALENTS 

Bounty hunters seeking targets in the Unknown Regions can expect to earn 
a premium for their specialized services. They must know their territory well, 
relying on their own knowledge and detective work, since they will receive 
little ad from scattered witnesses and informants. However, bounty hunters 
are able to operate with much greater freedom in the Unknown Regions, 
with no rules or regulations on their activities beyond local restrictions that 
can be easily ignored. 


New Bounty Hunter Talents 

The following new talents expand the Bounty Hunter talent tree (see page 208 
of the Saga Edition core rulebook). Any character who can normally choose 
talents from the Bounty Hunter talent tree can choose these talents as well. 

Familiar Enemies: You can apply your familiar foe bonus against a second 
enemy. If you can see both enemies simultaneously in the same round, you 
need to spend only a single full-round action observing them. Otherwise, 
you must spend a separate full-round action on each enemy. 

Prerequisite: Familiar foe special quality. 

Familiar Situation: You can apply your familiar foe bonus to your For- 
titude and Will Defenses against attacks and actions taken against you by 
the target of your familiar foe special quality. 

Prerequisite: Familiar foe special quality. 

Quick Cuffs: You are fast with the binders. As a swift action, when you 
successfully use the grab action against a target, you can use binder cuffs 
or similar restraints to bind one of the target's arms to one of your arms or 
to an adjacent object. You cannot use improvised materials, such as mesh 
tape, for this talent, and the binders must be in your hands or readily avail- 
able, You and the target both take a -2 penalty to attack rolls and Reflex 
Defense while bound together. 

Prerequisite: Quick Draw feat. 


CRIME LORD TALENTS 

Crime lords operating outside civilized space can become virtual warlords or 
minor governments in their own right. A crime lord might control an entire 
planet or star system with thousands or tens of thousands of beings under 
his or her control. Although they operate beyond all legal jurisdictions, crime 
lords must still fear attacks by rivals as well as by governmental organizations 
determined to pursue criminals no matter where they hide. 


New Infamy Talents 

The following new talents expand the Infamy talent tree (see page 210 of the 
Saga Edition core rulebook). Any character who can normally choose talents 
from the Infamy talent tree can choose these talents as well. 

Master Manipulator: When you make a successful Persuasion check, you 
can immediately make a second Persuasion check against the same target, 
even if it is not normally allowed. The second Persuasion check need not be 
for the same use of the Persuasion skill as the first. For example, if you suc- 
cessfully change the attitude of the target, you can immediately attempt to 
change it a second time, or you can attempt to intimidate the target instead. 

Prerequisites: Notorious, Skill Focus (Persuasion), trained in the 
Persuasion skill. 

Small Favor: You can call in a small favor from someone who owes you. 
Once per day, make a DC 25 Persuasion check. If the check is successful, an 
informant gives you information, granting you a +10 competence bonus to 
one Gather Information or Knowledge check made within the next 24 hours. 

Prerequisites: Notorious, Trained in the Persuasion skill. 
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New Mastermind Talent 
The following new talents expand the Mastermind talent tree (see page 210 
of the Saga Edition core rulebook). Any character who can normally choose 
talents from the Mastermind talent tree can choose these talents as well. 
Master's Orders: When an ally uses an action granted to him or her by 
you, the ally can reroll any attack or check made during that action, taking 
the better result. 
Prerequisites: Impel Ally |, impel Ally Il. 


ELITE TROOPER TALENTS 

The Unknown Regions create skilled, tough combatants who can survive 
the areas’ unexpected perils. Elite troopers from known space are often 
protectors or mercenaries. On primitive worlds, superior clan warriors or 
tribal champions are frequently elite troopers. 


New Critical Master Talent 

The following new talents expand the Critical Master talent tree (see page 
42 of the Force Unleashed Campaign Guide). Any character who can nor- 
mally choose talents from the Critical Master talent tree can choose these 
talents as well. 

Extended Critical Range (simple weapons): When you attack with a 
simple weapon, you extend the weapon's critical range by 1 (for example, 
19-20 instead of 20). However, anything other than a natural 20 is not 
considered an automatic hit; if you roll anything other than a natural 20 
and still miss the target, you do not score a critical hit. 

Prerequisites: Weapon Proficiency (simple weapons), base attack 
bonus +10. 


New Weapon Master Talents 
The following new talents expand the Weapon Master talent tree (see page 
211 of the Saga Edition core rulebook), Any character who can normally 
choose talents from the Weapon Master talent tree can choose these talents 
as well, 

Extended Threat: When using a ranged weapon eligible to make attacks 
of opportunity, you threaten all squares within a 2-square radius. 

Prerequisites: Weapon Focus and Weapon Proficiency with weapon used. 

Multiattack Proficiency (simple weapons): When you make multiple 
attacks with any type of simple weapon as a full attack action (see page 
154 of the Saga Edition core rulebook), you reduce the penalty to your 
attack rolls by 2. 

You can take this talent multiple times; each time you take this talent, 
you reduce the penalty to your attack rolls by an additional 2. 

Two-For-One Throw: As a standard action, you can throw two weapons 
simultaneously. Both weapons target the same enemy or target square and 
are thrown with one hand. Make separate attack rolls for each weapon, 
each at a -10 penalty. The weapons must be similar, such as two grenadelike 


objects or two knives, and they must be no larger than one size category 
smaller than you. The attack cannot exceed short range (typically 8 squares). 

Prerequisites: Weapon Focus (simple weapons), Weapon Proficiency 
(simple weapons). 


FORCE ADEPT TALENTS 

The Force adepts of the Unknown Regions have knowledge and abilities 
that are undiscovered or long forgotten by the Force-users of known space. 
Characters from known space should learn these talents from an Unknown 
Regions native, instead of learning them on their own. 


New Force Adept Talents 

The following new talents expand the Force Adept talent tree (see page 214 
of the Saga Edition core rulebook). Any character who can normally choose 
talents from the Force Adept talent tree can choose these talents as well. 

Instrument of the Force: You are particularly in tune with the living 
Force. When you successfully use Search Your Feelings, you gain a Force 
Point that must be used before the end of the encounter. If you use this 
Force Point in a manner that would end in unfavorable results (per Search 
Your Feelings), you raise your Dark Side Score by 1. If you use the Force Point 
in an action that would normally raise your Dark Side Score, you raise your 
Dark Side Score by 2 instead. 

Long Call: When using the telepathy ability of Use the Force, you reduce 
the DC of the Use the Force check by half, as do those Force-users for whom 
you are a willing telepathic recipient. When attempting to contact an unwill- 
ing target, you can reroll and take the better result. By spending a Force Point, 
you can simultaneously contact a number of targets equal to your Charisma 
modifier (minimum two) with a single Use the Force check. 

Prerequisite: Mystical Link, 

Mystical Link: The Force guides you in unexpected ways. As a standard 
action, make a DC 30 Use the Force check. If the check is successful, you 
gain one of the following benefits, as selected by the Gamemaster; one Force 
power is returned to your Force suite; one Force Point that is lost if it is not 
spent before the end of the encounter; an additional use of a Force-related 
talent or feat normally restricted to once per encounter; or roll an additional 
die when making a Force check and select the highest die rolled. 


GUNSLINGER TALENTS 
When operating in areas far beyond the reach of the law or other aid, gun- 
slingers are among the heroes best able to protect themselves. 


New Gunslinger Talents 

The following new talents expand the Gunslinger talent tree (see page 216 
of the Saga Edition core rulebook). Any character who can normally choose 
talents from the Gunslinger talent tree can choose these talents as well. 


Lingering Debilitation: Once per encounter, when you successfully use 
Debilitating Shot to move a target character -1 step on the condition track, 
the target suffers a persistent condition requiring 4 hours of rest or a DC. 25 
Treat Injury check to remove. 

Prerequisite: Debilitating Shot. 

Retreating Fire: When moving away from a pursuing target, if you either 
run or use two move actions during this turn, you can make a single ranged 
attack with a -5 penalty as part of your move action. You can spend a Force 
Point to avoid the penalty, 

Slowing Shot: If you successfully use Debilitating Shot, until the target 
moves to the normal state on the condition track or until the end of the 
encounter, the target's speed is reduced by 2 squares, and it loses its Dexterity 
bonus to its Reflex Defense and is considered flat-footed. These effects occur 
in addition to the effect of Debilitating Shot (see page 216 of the Saga Edi- 
tion core rulebook). If you spend a Force Point, the target's speed is reduced 
by 4 squares or half of its normal speed, whichever is the greater reduction. 

Prerequisite: Debilitating Shot. 

Swift Shot: Once per encounter, you can make a single ranged attack with 
ahandheld weapon as a swift action instead of a standard action. However, 
you cannot use your remaining actions for an attack. 


ESCAPE A SSI-RUUK SOLOIER. 


OFFICER TALENTS 

An officer on an extended mission into the Unknown Regions operates 
with great autonomy from his or her host organization and might develop 
unusual tactics, Such an officer might also be specialized in guerrilla tactics 
or command irregular forces within the military or paramilitary organization. 


New Military Tactics Talents 

The following new talents expand the Military Tactics talent tree (see page 
221 of the Saga Edition core rulebook). Any character who can normally 
choose talents from the Officer talent tree can choose these talents as well. 

Commander's Prerogative: During the first round of combat in an 
encounter (after the surprise round, if any), you can take your turn before 
any of your allies, but you must use either the share talent prestige class 
ability ora talent from one of the following talent trees as part of your turn; 
Commando, Leadership, or Military Tactics. On the subsequent round, you 
return to your normal place in the initiative order. 

Prerequisite: Trained in the Initiative skill, 

Irregular Tactics: Your tactics confuse enemy commanders and tacti- 
cians that can see or otherwise observe your forces in action, such as when 
using sensors. After using the share talent special quality, make a Knowledge 
(tactics) check asa free action. The result replaces the DC of any talents that 
use Knowledge (tactics) from the Military Tactics talent tree used against 
your or your allies, 

Prerequisite: Share talent special quality. 

Lead by Example: If you have already used a talent in an encounter before 
granting the same talent to an ally with your share talent special quali 
in the same encounter, any character who benefits from share talent gains 
‘one of the following bonuses when using that talent: Reduce the talent's 
DC by 5; gain an additional +2 bonus to any bonus to attack, Defense, or 
damage used by the talent; or reduce the amount of damage taken by the 
character through the use of the talent by 10 points. If the talent can be 
affected by more than one effect, the character using the talent selects the 
desired effect. 

Prerequisite: Share talent special quality. 

Turn the Tide: Once per encounter, after the first round of combat, you 
can make a Knowledge (tactics) check asa full-round action and compare the 
result to the Will Defense of all enemies within 12 squares of you and within 
your line of sight. If your check is successful, affected enemies must reroll 
their Initiative checks at the start of the next round. Allies within your line 
of sight can choose whether to reroll their check. Rerolls and other modifiers 
to the Initiative skill apply normally to this check for all affected targets. 

Prerequisites: Command Decision, Commander's Prerogative, trained in 
the Initiative skill. 
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FORCE-USING 
TRADITIONS 


What new secrets of the Force lurk within the vast and mysterious Unknown 
Regions? Throughout the millennia, Force-users of all types seek refuge 
in wild, uncharted space, including ancient Sith fleeing Jedi shadows and 
sentinels, Order 66 survivors fleeing the Empire, and lesser-known traditions 
seeking their own way in the galaxy. In addition, Force-using natives of the 
Unknown Regions naturally develop their own traditions and ideas regarding 
the power of the light and dark sides. Over the millennia, Jedi, Sith, and other 
followers of the Force have journeyed into the Unknown Regions, following 
rumors of experts and sages as they search for greater understanding or new 
and mysterious techniques. 

The following non-Jedi Force tradition is specifically for use in the 
Unknown Regions. However, Gamemasters should feel free to incorporate 
elements of traditions from other Star Wars Roleplaying Game supplements 
and campaign guides with these or other traditions of their own creation. 
With such diverse influences, virtually any tradition might have made its 
way to the Unknown Regions, but it might have been so adapted, warped, 
or corrupted that its original source is no longer recognizable. 


THE BLAZING CHAIN 

The Blazing Chain is a group of nomadic raiders who ply their way through 
the Unknown Regions in search of poorly defended settlements and star- 
ships from which they can plunder whatever they need. Blazing Chain ships 
are painted with variations of a fiery chain wrapping across the vessel, an 
intimidating and fearsome symbol. Though many call them pirates, the 
members of the Blazing Chain prefer quick raids, living on the spoils for long 
periods of time. Unlike typical raider groups, however, the Blazing Chain uses 
the Force to gain the upper hand. The Blazing Chain does not adhere to a 
single philosophy of Force use. Members add powers and techniques to their 
Force repertoires through trial and error, through the admission of outside 
Force-users to their ranks, and through teaching the techniques commonly 
used in raids. Members of the Blazing Chain cannot build lightsabers and 
rarely use them. Those who manage to obtain lightsabers lack the training 
to use them effectively. 


History 

In the time of the Old Republic, the Blazing Chain starts deep within the 
Unknown Regions as a group of talented pirates and raiders, bolstered by 
members who have rudimentary Force abilities. After the Great Sith War, 
the Blazing Chain encounters Sith ships fleeing into the Unknown Regions. 
Although a few of the less powerful Sith join Blazing Chain crews, most 
encounters between the Sith and the Blazing Chain are violent and deadly. 
However, the Chain learns new techniques from the Sith, even though the 
group rejects the Sith’s established philosophy. 


Gradually, the Force-users in the Blazing Chain outnumber those without 
Force abilities. By the time of the Dark Wars, 90 percent of Blazing Chain 
members are Force-sensitive. The Blazing Chain operates as a dozen small 
autonomous fleets, scattered throughout the Unknown Regions. The fleets 
are made up of a wide variety of ships captured over the years. Each fleet 
is lead by an Adacap, a strong-willed, charismatic, and intelligent captain, 
able to keep his or her followers in line through threat, bribery, or genuine 
respect. Rarely does a single leader emerge to head the entire Blazing Chain. 
However, the fleets regard each other as brethren and rarely combat each 
other directly. United raids are carried out on an ad hoc basis. 

One year prior to the Battle of Naboo, members of the Blazing Chain 
Blackshackle fleet fall to the dark side while under the command of Adacap 
Zonsoe. Inspired by tales of Sith power, Zonsoe exchanges the role of raider 
for that of conqueror and begins to take permanent control of some of the 
Blazing Chain’s favorite targets and havens. Zonsoe defeats the rival Blaz- 
ing Chain Arcblade fleet, absorbing half of its members into his ranks. Over 
the next five years, the remaining Blazing Chain fleets fight both alone and 
in concert against Zonsoe's forces, finally shattering the Blackshackle fleet 
in a massive space battle that leaves the surviving Blazing Chain fleets 
significantly weakened until after the Battle of Yavin. 

Over the next few years, the Blazing Chain slowly rebuilds its strength, and 
its fleets establish strongholds on isolated worlds. The Blazing Chain expands 
its knowledge of the Force, paying greater heed to the difference between 
the light and dark sides. Although not shunning the dark side completely, 
the Blazing Chain is more aware of its influence and pitfalls. By the fall of 
the Galactic Alliance, the Blazing Chain is once again a formidable threat, 
operating widely in the Unknown Regions. 


Location 

The far-ranging and splintered Blazing Chain can be found in any part of 
the Unknown Regions, although it is commonly encountered within the 
galactic disk and surrounding cloud. A long-isolated fleet might emerge in 
an unexplored pocket of known space, but this is rare, 

Most members of the Blazing Chain live aboard their vessels. The larg- 
est fleets use colony ships as self-contained cities operating far from any 
civilized world. However, a fleet typically operates in a particular sector 
or collection of systems, using deep space or planetary shadowports for 
resupply and socializing. Later Blazing Chain fleets establish well defended 
strongholds on isolated worlds, kept secret from outsiders and other fleets. 
Most strongholds are not homeworlds, but they serve as rallying points, 
supply caches, fortifications, and meeting locations. 


Philosophy 

The Blazing Chain adheres to no single Force philosophy, other than using 
the Force in any way that benefits its members and makes raiding easier. 
Although some adhere loosely to light-side principles, Blazing Chain raiders 


freely use their anger and aggression to call upon the dark side. Although 
some fall to the dark side, the vast majority of Blazing Chain members do 
not. To the Blazing Chain, members falling to the dark side is only a problem 
ifit endangers the fleet, ship, or crews. Some ships and fleets run for years 
under a fallen commander. Force training is treated like gunnery or pilot or 
any other training. Skillful Force-users lead classes grounded in practical 
use, rather than theory or philosophy. 

Membership: About 80 percent of the Blazing Chain's members are born 
into the fleet, However, the Blazing Chain accepts nearly any roguish Force 
user into its ranks, as long as the fleet can be persuaded that the candidate 
adds to the group's power and will not betray the fleet to opposing forces 
or rival Blazing Chain fleets. Non-Force-users are also admitted, although 
most find themselves at a distinct disadvantage and unable to rise through 
the ranks. A Force user who has clearly turned to the dark side is considered 
risky and is closely watched, especially after the fall of the Blackshackle fleet. 


Playing a Member of the Blazing Chain 

Blazing Chain members begin as scoundrels, scouts, or soldiers. Some who 
have command abilities begin with the noble class, but few start with the 
Jedi class. Those of the Jedi class normally concentrate on talents from the 
Jedi Guardian and Jedi Sentinel talent trees, and virtually none has experience 
with the Lightsaber Combat talent tree. Members select talents that make 
them difficult to see or hit, such as Force Haze and Elusive Target. They also 
prefer talents from the Alter and Control talent trees and their own talent 
tree, below. Those who have a Dark Side Score greater than 0 often have one 
or more talents from the Dark Side tree. 

Powerful Force-wielding Blazing Chain members eventually take levels 
in the Force adept prestige class. Members can take levels in Sith- or Jedi- 
related prestige classes only if they have access to holocrons or to members 
of those traditions. They might also learn talents of other traditions they 
encounter, if someone is available to instruct them. 


BLAZING CHAIN TALENT TREE 
Blazing Chain members develop abilities that aid them in raids and starship 
combat. They do not rely on lightsabers, so they apply the Force to blasters 
and other weapons in ways that other traditions have not attempted. 
Force Directed Shot: You use the Force to alter the flight of your blaster 
bolt, projectile, or similar missile from a thrown or ranged weapon. As a swift 
action, select one square within 12 squares of you and within your line of 
sight. You treat that square as the origin square for your next ranged attack 
with an energy weapon made before the end of your next turn, and determine 
cover and concealment as though you were firing from that square. You must 
have line of sight to the target of the attack from the square you occupy. 
Prerequisites: Force Sensitivity, trained in the Use the Force skill. 
Negate and Redirect: When you successfully use the negate energy 
power (see page 99 of the Saga Edition core rulebook) against a ranged 
energy weapon (such as a blaster), you can redirect some of the shot's 


energy at an enemy target, in addition to the power's usual benefit. As a 
free action immediately following your successful use of the negate energy 
power, choose one enemy you can see within 6 squares of you, and make a 
Use the Force check against the target's Fortitude Defense. If you hit, the 
target takes energy damage equal to one-half of the damage you negated. 

Prerequisite: Negate energy, Force Sensitivity, trained in Use the Force. 

Rising Anger: You tap directly into your anger to increase the effective- 
ness of your attacks. Once per round as a reaction to an ally taking damage 
or being moved down the condition track by an enemy, you gain a +1 morale 
bonus to your next attack roll. If you use this talent again before you make 
an attack, the bonus increases by 1, up toa maximum of +5. 

Prerequisite: Force Sensitivity, Dark Side Score of 1 or higher. 

Rising Panic: You start a rising panic in an enemy who observes your 
attacks and actions, inhibiting the enemy's ability to respond. Once per round 
as a reaction to an enemy damaging one of your allies or moving one of your 
allies down the condition track, you can make a Use the Force check against 
the target's Will Defense. If the check is successful, you move the target -1 
step on the condition track. An enemy moved to the bottom of the condi- 
tion track by this talent does not fall unconscious, but instead must spend 
its actions fleeing combat for one minute or until it moves up the condition 
track. This is a mind-affecting fear effect. 

Prerequisite: Force Sensitivity, Dark Side Score of 1 or higher. 


A BLAZING CHAIN ADEPT HURLS CRATES AT 
GALACTIC ALLIANCE TROOPERS. 
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CHAPTER II 
EXPLORER'S EQUIPMENT 
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An explorer is only as good as his or her equipment. Although the best 
explorers can get by with the bare necessities of a breather and a blaster, 
only the reckless and the foolhardy venture out into the unknown expanses 
of the galaxy without the equipment necessary to ensure both success and 
survival. Any veteran scout can tell you that when you're a million light- 
years away from civilization, your wits and your gear make the difference 
between accomplishing your mission and death. Explorers prize durability 
and functionality over aesthetics, because their lives require equipment 
that works over equipment that looks good. Despite what the holos show, 
an explorers life isn't glamorous. 

Anyone can recognize the need for a reliable weapon when venturing into 
unknown and potentially hostile territory, but those who take up the scouting 
life often need far more, because there are as many potential hazards waiting 
for the unwary as there are stars in the galaxy. A scout soon learns how to 
determine the right tool for the environment he or she is heading into. An 
Aquata breather is of little use on a world that has no moisture and a toxic 
atmosphere. And while a bulky space suit is a lifesaver in the cold darkness 
of space, it can be a liability on a world that has thick vegetation. Those 
whose explorations consist mainly of scouting enemy encampments know 
that being detected by the people you are spying on frequently leads to a 
bad end. Every explorer comes to rely on a core set of equipment, including 
weapons, armor, and transportation. 

Although a good scout can find a use for almost any piece of equipment, 
some pieces have become mainstays in the explorer’s arsenal, varying little 
even when the political landscape changes drastically. Some equipment 
can prove just as useful in civilized space as it can on some unknown chunk 
of dirt. 
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MELEE WEAPONS 

Although a reliable melee weapon is frequently a secondary concern, many 
an explorer has faced a situation in which a melee weapon would have been 
far more useful than a blaster. 


Blastsword 
Exotic Weapon 
The favored weapon of duelists from the remote world of Adumar, the blast- 
sword is an odd combination of a standard vibroblade and the inner workings 
more commonly found in blaster weapons. At the tip of the blade sits a small 
metal nozzle, which emits a slight glow and an audible hum when activated. 
When the user successfully stabs a target, the blaster energy discharges. 

A blastsword is well balanced, and its wielder can consider it to be a light 
weapon for the purpose of using the Weapon Finesse feat. A blastsword 
requires a power pack to operate. 


HUMAN DUELIGTS PREPARE TO FIGHT WITH BLASTSWORDS. 


Contact Stunner 

Simple Weapon 

Frequently sold as a personal protection device, the contact stunner isa small, 

inconspicuous weapon, the forward end of which is covered with over a dozen 

contact disks, enabling it to deliver a concentrated and, therefore, effective 

discharge when it contacts a target. However, the weapon's lack of mass 

makes it less useful for anything other than rendering a target unconscious. 
Because of its slender and compact design, a contact stunner grants a +5 

equipment bonus to Stealth checks made to conceal the weapon. A contact 

stunner requires an energy cell to operate. 


Electropole 
Advanced Melee Weapon 
Similar to the more common electrostaff, the electropole or static pike is 
an electrified melee weapon used primarily by the Gungans of Naboo and 
the picadors on Geonosis. Both cultures use the weapon for herding beasts 
as well asin battle. Unlike the standard electrostaff and the force pike, the 
electropole can be thrown like a javelin. Experienced users often keep two 
or three electropoles within reach when expecting trouble, one for close 
combat and the rest to be thrown at the enemy. 

Gungans are considered proficient with the electropole if they have the 
Weapon Proficiency (simple weapons) feat. An electropole requires two 
energy cells to operate. 


Survival Knife 

Simple Weapon 

Asmail hand-held weapon with a sturdy blade, the survival knife can be used 

as both a tool and a weapon, making it popular with explorers and survivalists 

alike. It is frequently issued to pilots in military units in the event they are 

shot down and survive their vehicles’ destruction. The handle is hollowed out 

to allow storage of very small items, typically rudimentary survival tools such 

asa fire rod (see page 40), a short length of binding wire, or an energy cell. 
A character who has a survival knife can always determine which way is 

north thanks to the built-in digital compass. 


Vibro-Saw 
Exotic Weapon 
A large and cumbersome variation of the vibro-ax, a vibro-saw is typically 
used to cut down large vegetation such as trees and exceptionally thick 
vine clusters. However, its impressive cutting power has led the vibro-saw 
to be used to cut through bulkheads in boarding actions by military units 
and pirates alike. The vibro-saw also has the distinct advantage of being 
legal in areas where the possession of any other type of vibro weapon is 2 
criminal offense. 

A vibro-saw ignores a target's Damage Reduction. A vibro-saw requires 
two energy cells to operate. 


ADVANCED MELEE WEAPONS COST DAMAGE STUN DAMAGE WEIGHT TYPE AVAILABILITY 
PCSIGLE. 2 setae ibe aoe eae ae nei ro tr ven LM taae ek ata 
Electropole’ 1,500 2d8 ie 1.3 kg Bludgeoning and Energy Licensed 
EXOTIC WEAPONS, cost DAMAGE STUN DAMAGE WEIGHT TYPE AVAILABILITY 
CLUES Sa cae Ee ee neat staid ev Dee A Ua uaa oY 
Blastsword 600 3d6 - 21 kg Energy Rare 
Ce ae eR I eR 
Vibro-saw 400 2d10 - 10 kg Slashing Licensed 
SIMPLE WEAPONS, cost DAMAGE STUN DAMAGE WEIGHT TYPE AVAILABILITY 
Rabi oot oe Gah oui Site <a NS Dose EN EDU 32 
Contact stunner 700 1d4 Y (208) 11 kg Bludgeoning or Energy Licensed 
Survival knife? 100 1d6 - 1.4 kg Slashing - 
1Can be thrown 


2Can be thrown, inaccurate weapon 


RANGED WEAPONS 

As explorers travel from world to world, they can encounter a diverse array 
of ranged weapon designs, including variations on standard blasters and 
primitive bows and arrows. The types of sidearms that explorers need can 
vary as much as the environments in which they find themselves. 


Black-Powder Pistol 

Pistol 

The black-powder pistol's usage or possession is rarely regulated, because it 
isconsidered antique on most worlds. Although reloading the weapon is slow 
and the weapon has a limited range, its main benefit is that knowledgeable 
explorers can usually scrounge together the materials to produce ammuni- 
tion no matter where in the galaxy they might be. Black-powder pistols are 
notoriously finicky and require frequent maintenance. Many a spacer forced 
to use an ill-kept pistol has had it literally fizzle on him or her. 

A black-powder pistol must be reloaded after each shot and requires a 
full-round action to reload, preventing the use of any feats or talents that 
allow multiple shots. Ammunition can be purchased in sets of 50 shots and 
costs 5 credits per set. 

A character trained in Mechanics can attempt to forage for supplies to 
make his or her own ammunition, requiring a DC 20 Perception check to 
search the area for the necessary materials. One hour and a DC 15 Mechan- 
ics check can produce enough ammunition for 5 shots, and an extra 5 shots 
are produced for every 5 points by which the check result exceeds the DC. 


Concussion Rifle 
Rifle 
A powerful if uncommon weapon, the concussion rifle operates by firing a 
concussive energy charge, creating a powerful shock wave that can knock 
down a full-grown Human. The technology required for these weapons is 
more complex than that used in blaster weapons, so few companies except 
Arakyd Industries and BlasTech produce them. In spite of their rarity, con- 
cussion rifles are popular with Trandoshan mercenaries and slavers and are 
used by several bounty hunters and some unconventional military units. 
Accharacter using this weapon makes an attack roll against the target's 
Fortitude Defense. If the attack is successful, the target is knocked prone 
in addition to the damage dealt by the weapon. A concussion rifle requires 
‘a power pack to operate. After 25 shots, the power pack must be replaced. 


Crossbow 
Simple Weapon 
Aprimitive weapon used by cultures lacking access to blaster or black-powder 
weaponry, the crossbow requires more time to reload than a bow, and it 
exchanges range for greater stopping power. In spite of these drawbacks, 
professional assassins use modified crossbows because they are quiet and 
do not show up on weapon scanners. As a further benefit to explorers, 
crossbow bolts can be manufactured by hand with a little time and effort, 
although the quality of such makeshift ammunition might be questionable. 
A crossbow holds only a single bolt at a time, and it requires a move action 
to reload. A case of 10 crossbow bolts costs 20 credits and weighs 0.6 kg. 


EXOTIC WEAPONS cost DAMAGE STUN DAMAGE RATE OF FIRE WEIGHT TYPE AVAILABILITY 
Magna caster! 2,000 3d8 = Ss 4kg Piercing Restricted 
Squib tensor rifle 10,000 3d8 ey 5 7.2 kg Energy Restricted, Rare 
Verpine shatter gun’ 15,000 3410 - Ss 1kg Energy Megal, Rare 

PISTOLS cOsT DAMAGE STUN DAMAGE RATE OF FIRE WEIGHT TYPE AVAILABILITY 
Black-powder pistol 200 2d4 = Si 1.4kg Piercing Rare 
Stun pistol 550 - Y (346) Ss 1kg Energy Licensed 
Heavy slugthrower pistol 400 2d8 = es 21 kg Piercing Restricted 

RIFLES cost DAMAGE STUN DAMAGE RATE OF FIRE WEIGHT TYPE AVAILABILITY 
Targeting blaster rifle’ 1,000 306 ve Si 4kg Energy Restricted 
Concussion rifle 1,800 2d10 = Si 2.1kg Energy (sonic) Restricted, Rare 

‘SIMPLE WEAPONS COST DAMAGE ‘STUN DAMAGE RATE OF FIRE WEIGHT TYPE AVAILABILITY 
Crossbow? 300 1d8 = s 1.8 kg Piercing = 

1 Accurate weapon: This weapon takes no penalty when firing at targets at short range. 

2 Inaccurate weapon: This weapon cannot attack targets at long range. 

Heavy Slugthrower Pistol Magna Caster 

Pistol Exotic Weapon 


The projectile equivalent of a heavy blaster pistol, the heavy slugthrower 
pistol uses a larger round than a slugthrower pistol, creating greater stop- 
ping power at the cost of increased recoil, which makes accurate firing of 
several shots in rapid succession a difficult prospect. In spite of this lack 
of accuracy, the heavy slugthrower pistol does provide a psychological 
advantage, both because of its large size as well as the loud report it makes 
when fired, something to be considered when dealing with a skittish group 
of unfriendly natives. 

If you use the Double Attack, Triple Attack, or Rapid Shot feat with a 
heavy slugthrower pistol, you take an additional -1 penalty to attack rolls. 

Aheavy slugthrower pistol uses an ammo clip instead of a power pack. After 
8 shots, the clip must be replaced. A clip costs 15 credits and weighs 0.1 kg. 


Initially an attempt to duplicate both the lethality and simplicity of the 
Wookiee bowcaster, the magna caster is unable to replicate the penetration 
or power of the bowcaster. However, its use of a magnetic field generator 
makes the weapon substantially quieter than other ranged weapons, making 
it ideal for game hunters who track prey easily spooked by the sudden bursts 
of light and loud noises of blasters. 

Its lack of noise gives a magna caster a +5 equipment bonus to Stealth 
checks made to snipe. A magna caster uses a case of bolts instead of a power 
pack. After 10 shots, the case must be replaced. A case of 10 bolts costs 50 
credits and weighs 1 kg. 


Squib Tensor Rifle 

Exotic Weapon 

Squibs are among the galaxy's foremost experts on tractor-beam technology, 
having adapted tractor beams to function as effective weapons. The tensor 
rifle, which fires invisible bursts of compressed tractor beams at the target, 
inflicts extensive cell disruption upon living targets hit with successive 
blasts. The weapon is also noted for being incredibly loud, and more than 
few Squibs have used tensor rifles to get the undivided attention of beings 
who would otherwise dismiss them. 

Acharacter using this weapon makes an attack roll against the target's 
Fortitude Defense. If the attack is successful, the target moves ~1 step on 
the condition track, regardless of the actual damage roll. Squibs treat Squib 
tensor rifles as rifles, rather than as exotic weapons. 

A Squib tensor rifle is treated as a rifle for the purpose of determining 
range, and it requires a power pack to operate. After 15 shots, the power 
pack must be replaced. 


Stun Pistol 
Pistol 
Although most blaster sidearms come with a stun setting as a standard fea- 
ture, the stun pistol is designed to be used exclusively as a nonlethal weapon, 
often for crowd control or for subduing enemies without causing extensive 
injury, The weapon proves a popular option with law enforcers as well as with 
bounty hunters who prefer to bring their targets in alive for a higher payout. 
Unlike other weapons set on stun, a stun pistol can be used to attack 
targets up to 20 squares away, instead of the usual range of 6 squares. 
A stun pistol requires a power pack to operate. After 50 shots, the power 
pack must be replaced, 


Targeting Blaster Rifle 

Rifle 

Although technically a sporting blaster, the targeting blaster rifle generates 
nearly as much firepower as a military-grade blaster rifle. Considered a cyni- 
cal attempt by blaster manufacturers to circumvent restrictions on military- 
grade rifles, this weapon retains the legal status of a sporting blaster rifle and 
relies on overfocusing the blaster beam to significantly increase its punch. 
However, to gain the full benefit of the overfocused beam, the shooter must 
be precise. Targeting blaster rifles can be quickly disassembled for ease of 
storage and just as quickly reassembled when the weapon is needed. Assem- 
bling or disassembling the weapon requires a full-round action. Although the 
weapon is ostensibly designed for the sport hunter who wants something 
witha bit more kick, the targeting blaster rifle is popular with assassins, and 
only extensive lobbying by the manufacturers has prevented these weapons 
from being recategorized as military-grade hardware. 


If you aim prior to making an attack roll, the targeting blaster rifle's 
damage dice change from dés to d8s. A targeting blaster rifle does not have 
a folding stock. A targeting blaster rifle requires a power pack to operate. 
After 50 shots, the power pack must be replaced. 


Verpine Shatter Gun 

Exotic Weapon 

Created and produced by the Verpine, the shatter gun is an extremely pow- 
erful but deceptively fragile handgun. Utilizing a magnetic coil, the shatter 
gun is nearly silent when fired, but it causes tremendous kinetic damage 
with small metallic projectiles that are accelerated to just under the speed 
of sound. The Verpine could increase the velocity of the projectiles, but the 
resulting sonic boom would be far more detrimental to the shooter than the 
benefit provided. 

Ona successful critical hit, a Verpine shatter gun deals an additional 1410 
points of damage (after multiplying for the critical hit), Verpine shatter guns 
are extremely fragile, so if the weapon takes any damage, it is considered 
disabled until repaired with a Mechanics check (see page 70 of the Saga 
Edition core rulebook). Verpines treat Verpine shatter guns as pistols, rather 
than as exotic weapons. 

AVerpine shatter gun is treated as a pistol for the purpose of determining 
range, and it uses a special ammunition clip, which costs 1,000 credits for 
50 shots. After 50 shots, the ammunition clip must be replaced. 
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EQUIPMENT 
Table 2-4: Equipment presents common equipment used by explorers. Refer 
to the descriptions below for other pertinent information. 


ITEM COST WEIGHT 
Antidote synthesizer 2,500 0.8 kg 
Climbing harness 45 07 kg 
Emergency vacuum seal 750 0.9 kg 
Fire paste 15 0.1 kg 
Fire rod 25 0.1 kg 
Hypoinjector wristband 350 0.1 kg 
Microlab 1,800 0.8 kg 
Personal multitool 100 0.2 kg 
Personal translator 2,000 0.1 kg 
Plastent 300 27 kg 
Portable beacon 1,500 6.8 kg 
Repulsor boots 200 2k 
Repulsor hitch 100 3kg 
Saddle, riding 125 4kg 
Saddle, war 250 6 kg 
Shipsuit 200 kg 
Signal wand 300 0.2 kg 
Sonar mapper 400 1kg 
Subsonic field emitter 120 0.2 kg 
Water extractor 400 3.2 kg 


Antidote Synthesizer 

An antidote synthesizer is a small, portable device that takes the portability 
of a microlab one step farther. If an antidote to a poison or a toxin is needed 
and proper medical attention is not immediately available, an antidote syn- 
thesizer can be used to help the victim survive. The synthesizer can analyze 
a small amount of poison or toxin inserted into the machine's sample tube, 
and within 1d6 rounds it can create 1d4 doses of antivenom or antitoxin 
that each grant a +2 bonus to a Treat Injury check made to treat the poison 
or toxin. To reproduce an antidote after the doses are expended, however, 
requires a new sample of the poison or toxin. 


Climbing Harness 

Providing a measure of safety for a wide array of climbing activities, the 
climbing harness secures the wearer to a climb line, reducing the chances 
of falling by providing several attachment points for anchor lines, as well 
as additional options for securing equipment. A character using a climbing 
harness when making a Climb check falls only when he or she fails the check 
by 10 or more. 


Emergency Vacuum Seal 
Designed to quickly seal a starship’s interior compartments during a hull 
breach, the disk-shaped emergency vacuum seal is a biomechanical device 
that has proven useful in such a crisis. When the seal has been placed at the 
site of the breach, a series of micromolecular grips keep it lodged firmly in 
place while a mild electrical current stimulates the colony of microorganisms, 
causing them to quickly multiply and seal the breach. A neutralizing current 
is applied once the seal’s sensors determine the breach has been sealed. The 
result is a temporary but durable hull patch that allows a badly damaged 
starship to make its way back to port for repairs. 

When a character makes a Mechanics check to jury-rig a starship that 
has suffered a hull breach, the use of an emergency vacuum seal allows the 
ship to move +1 additional step on the condition track. 


Fire Paste 

Fire paste is a thick beige substance that can act as a fuel for starting a 
fire. The paste, once squeezed from its tube, can be placed on virtually any 
surface, including ice and wet wood. With a single spark, the paste ignites, 
burning for 344 minutes. If applied to a living creature or an object, the 
burning paste causes 1d6 points of damage as long as it burns and remains 
in contact with the creature or object. A single squeeze tube contains 5 
applications of fire paste. 


Fire Rod 

When a fire is needed and nothing is around to create a one, many people 
turn toa fire rod—a 10-cm hollow plastic tube that has two chambers, each 
filled with a chemical that is inert on its own. When the two chemicals are 
mixed, they combine to become a highly volatile substance that ignites within 
seconds. A fire rod burns for 248 minutes without any additional fuel. Adding 
wood or other combustible material keeps the fire burning longer. 


Hypoinjector Wristband 

An inconspicuous metal band, the hypoinjector wristband can help a wearer 
avoid succumbing to the effects of poisons and other harmful chemicals. 
The refillable wristband stores up to 8 doses of vaccines, antidotes, or other 
medication. In addition to the hypoinjector, the wristband also houses a 
bioscanner that continually scans the wearer for any foreign chemicals 


that the device can counteract. When a harmful substance is detected, 
the hypoinjector administers the appropriate drug. Refilling the wristband 
requires a standard action per dose or 4 rounds for the entire set. The device 
runs on two energy cells that must be replaced after 5 days of constant use. 


Microlab 

Amicrolab is a handheld portable laboratory for analyzing substances. When 
you need quick identification of a material and you cannot wait for the results 
of a full analysis from another location, the microlab works well enough to 
answer most questions. In some cases, the microlab's analysis is just as good 
as a full examination. A sample of the substance in question is placed in a 
small tube that is then slid into the microlab. A DC 15 Knowledge (physical 
sciences) check is necessary to complete the examination, and the results 
are then displayed on the device's small screen. 


Personal Multitool 

People who explore the untamed wilderness need many tools. In most 
cases, full-sized tools can be unwieldy, especially when cargo space is a 
limited commodity. The personal multitool is a low-tech device that holds 
miniature versions of several simple tools that can be useful in the wilder- 
ness. Although the arrangement of the implements can vary, the standard 
personal-multitool configuration for beings of Medium size includes a 5-cm 
vibroblade, a low-power hydrospanner, a small hydrogrip, a toothpick, and a 
miniature set of eating utensils, These tools are stored within the 6-cm handle 
and each fold out on a hinge. The vibroblade, hydrospanner, and hydrogrip 
are all powered by a single energy cell that must be replaced after 50 hours 
of constant use. The vibroblade can be used as a melee weapon that deals 
1d4 points of damage. 


Personal Translator 

Drawing from the successes of many protocol droids, the designers at Cybot 
Galactica condense the translating abilities of a 3PO unit into a tiny shell that 
can be worn around a person's neck or carried in a pocket. Thus, a person can 
carry a personal translator unit anywhere without having to rely on a protocol 
droid. The universal translator can translate verbal communications in the 
owner's language and up to three other languages of the owner's choosing. 
The device operates at the level of a DC 10 droid translator unit. The translator 
has no photoreceptors or appendages, so it is not able to interpret nonverbal 
forms of communication such as sign language. 


Plastent 

Aplastent is a prefabricated high-grade polymer shelter that can be easily 
transported from place to place. Fully inflated, a plastent forms a triangular 
structure about 2 meters tall, providing enough room for four beings of 
Medium size. The temporary structure is light enough to be moved easily and 


sturdy enough to withstand most weather conditions. In addition to providing 
shelter, the plastent can have small pieces of equipment, such as a sensor 
array, mounted onto it. Most models come equipped with an inflation unit 
that can fully inflate the plastent within a few minutes. 


Portable Beacon 

Portable beacons do nothing more than transmit signals that can be received 
only by sensors. A single beacon is about 1 meter long. One end is pointed, 
making the beacon easy to embed in the ground, but a beacon also features 
a built-in tripod, enabling the beacon up be set up on a hard, flat surface. 
Able to transmit a signal to a range of 10,000 km from a planet's surface, 
a portable beacon is commonly used to mark the location of a safe landing 
zone. However, a beacon can be reprogrammed to broadcast a warning or 
a distress signal by connecting it to a datapad and succeeding on a DC 10, 
Use Computer check. 


Repulsor Boots 

This footwear allows the wearer to float a short distance above the ground. 
Repulsor boots use a tiny repulsorlift unit in the sole of each boot to elevate 
the wearer up to 0.5 meters above the ground. With careful manipulation and 
positioning of one's feet, the boots can be used to move, but users cannot 
exceed a movement rate of 2 squares per round with this method. Although 
they are not an optimal method of travel, repulsor boots are a great aid 
in climbing, granting the wearer a +10 equipment bonus to Climb checks, 


Repulsor Hitch 

When a large or heavy object needs to be moved and a speeder is not avail- 
able, a repulsor hitch can be used instead. The hitch is a small repulsorlift 
encased in a durasteel shell that can be attached to a cable or another 
extension. When activated, a repulsor hitch can lift items weighing up to 
200 kg, enabling them to be moved. Explorers find that the hitch is especially 
useful for transporting large creatures. Objects weighing more than 200 kg 
are not affected by the hitch, since the repulsor field is not strong enough 
to lift the entire mass. Some droid models, such as the MULE droid (page 
45), are designed to allow a hitch to be attached to their chassis, allowing 
the droids to move heavy objects. 


Saddle, Riding 

Although the styles vary from one corner of the galaxy to another, the basic 
function of a riding saddle remains unchanged: to provide a rider with a 
supportive structure that is fastened to a mount and that often incorporates 
a means of directing the creature. Saddles must be made to conform to 
the type of creature for which they are used. Most vendors who sell riding 
mounts include the cost of a riding saddle with the purchase of the creature. 
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Saddle, War 

A variant of the standard riding saddle is the war saddle, which offers a 
sturdier platform for the rider, reducing the chances of being knocked off 
the mount and better enabling the rider to quide the beast in combat while 
still fighting effectively. Use of a war saddle on a mount provides the rider 
a +2 equipment bonus to Ride checks made to control the mount in battle, 
to guide the mount with his or her knees, and to stay in the saddle. 


Shipsuit 

Manufactured by Ayelixe/Krongbing Textiles, the shipsuit is a multipocketed 
coverall made of a tough synthmesh fabric, which has been known to last 
through years of regular use. A fitted coverall can also be used as a enviro- 
suit in an emergency, although a separate life support system such as a 
breath mask is required. 

Ashipsuit provides enough pockets and pouches to carry up to 24 objects 
of Small size and weighing no more than 1 kg each. The cumulative weight of 
the objects is halved for the purpose of calculating the wearer's total carried 
weight. A character wearing a shipsuit receives a +1 equipment bonus to his 
or her Fortitude Defense when resisting extreme temperatures. 


Signal Wand 

The signal wand is a 0.25-meter-long stick that has multiple functions. One 
of its most popular features is its orbital-range broadband comlink, which 
can transmit a tight-beam signal well beyond a planet’s gravity well. If the 
wand is connected to a more powerful energy source, the tight-beam signal 
can travel through subspace to reach interstellar distances. However, the 
user must know exactly where to point the wand to ensure the beam is on 
target. The wand also has a red external light that can be used to transmit 
signals, such as Mon Calamari blink code. 


Sonar Mapper 

Modern sensor systems are reliable and can be used in many circumstances. 
However, in some situations a standard sensor pack does not work. In those 
instances, a sonar mapper can be used instead. A sonar mapper is a special- 
ized sensor system that emits sonar pulses at regular intervals, mapping an 
area through echolocation. The sonar mapper does not provide the detail 
that a sensor pack can, because its dedicated screen displays only the echo- 
location. Also, the sonar mapper does not have as great a range as a sensor 
pack, because it reads the pulses only up to a range of 100 meters with any 
degree of accuracy. The sonar mapper can internally record up to 12 hours 
of readings, making a good backup map if the user becomes lost. 


Subsonic Field Emitter 

More of a convenience than a necessity for wilderness scouts, the subsonic 
field emitter generates a subsonic pulse attuned to the nervous systems of 
nonsentient insects and other vermin, discouraging them from entering the 
emitter's 6-meter broadcast radius and allowing beings within the radius 
to relax without being disturbed by natural pests. Tiny or smaller creatures 
with an Intelligence of 2 or less cannot willfully enter the radius of a sub- 
sonic emitter. 


Water Extractor 

For organic beings, water is a necessity of life. Some worlds have abundant 
water, but others lack this vital liquid. The water extractor can help beings 
who find themselves on a dry world. Working like a condensing canteen 
found in a field kit, the water extractor is a cone-shaped apparatus that 
attracts water vapor from the air, collecting it in specialized bins at the 
broad end of the cone. As the water accumulates, contaminants and toxins 
are filtered out, rendering the water potable. Although the amount of water 
collected varies depending on the moisture content of the atmosphere, field 
tests conducted on Tatooine yielded enough water in a period of 16 hours to 
sustain a humanoid for a full day. 


ANCIENT AND 

ADVANCED TECHNOLOGY 

With the countless number of worlds in the galaxy, heroes can come 
across a wide range of technology, including outdated steam-powered 
groundcars and unusual vessels that employ a bizarre fusion of organic 
and inorganic materials. Instead of trying to devise entirely new equip- 
ment, a Gamemaster can instead use the Advanced and Archaic Ship 
templates from Starships of the Galaxy (see pages 59 and 62) as well 
as the Antiquated Weapon and Antiquated Vehicle templates from the 
Legacy Era Campaign Guide (see page 100). Advanced tech weapons, 
droids, vehicles, and other items are perhaps best handled by providing 
an appropriate bonus from either the Tech Specialist feat in Starships of 
the Galaxy (see page 21) or the Rakatan weapon template from Knights 
of the Old Republic Campaign Guide (see page 79). 

Heroes who encounter such antiquated or advanced technology 
should be allowed to make Knowledge (technology) checks to puzzle 
out what a device does and how it works. The DC of these checks is 
determined by how different the item is compared to those the heroes 
are used to. Such technology can be an interesting adventure hook, as 
the heroes rush to learn what some incredible new piece of technology 
does, or try to ensure that an archaic relic of a long-gone civilization 
finds its proper place in a museum. 


DROIDS 

The following new droid models are among the most common models used by 
explorers throughout the galaxy. Each droid entry also includes a statistics 
block in the protocol format, introduced in the Scavenger's Guide to Droids 
supplement, for explorer heroes using these droids. 


AS2Z23 AERIAL SURVEY DROID 
Many scouting droids are geared toward exploring territory on the ground, 
but the AS23 aerial survey droid from Arakyd Industries accomplishes its task 
from the air, The triangular AS23 aerial survey droid is streamlined to cut 
down on wind resistance, letting it easily fly through a planet's atmosphere 
with speed and maneuverability. The droi’s silhouette also resembles that 
of avian predators found throughout the galaxy, encouraging local wildlife 
to give the AS23 a wide berth as it performs its duties, 

Since the primary function of the AS23 aerial survey droid is to gather 
geographical data, its onboard equipment is tailored to achieve that goal, The 
automap installed within its chassis records topographical information, and 
the droid’s darkvision is routed directly to the automap to allow the droid to 
gather information on the darkest nights, The information it gathers can be 
stored within its memory banks for later access, or it can be transmitted by 
comlink to its master for immediate review. 

S23 aerial survey droids cannot be played as droid heroes. 


AS23 Aerial Survey Droid cLo 

Small droid (3rd-degree) nonheroic 1 

Init +4; Senses darkvision, low-light vision; Perception +14 

Languages Basic (cannot speak), Binary, 1 unassigned 

Defenses Ref 15 (flat-footed 11), Fort 9, Will 12 

hp 3; Threshold 9 

Immune droid traits 

Speed 9 squares (flying) 

Base Atk +0; Grp -1 

Abilities Str 8, Dex 18, Con —, Int 12, Wis 14, Cha 7 

Special Qualities droid traits, spotter 

Feats Skill Focus (Perception, Pilot, Survival), Skill Training (Pilot) 

Skills Perception +14, Pilot +14, Survival +12 

Systems basic processor, flying locomotion, automap, darkvision, 
improved sensor package, internal comlink 

Availability Licensed; Cost 23,500 credits 


Spotter—When in flight, the AS23 aerial survey droid can use its 
observation skills to locate enemy targets and relay their locations 
back to its master to assist in targeting for long-range and artillery 
Weapons. Any attacks against targets spotted by the droid ignore all 
concealment and reduce cover by 1 step; for example, total cover 
becomes improved cover. 


AS23 Aerial Survey Droid 

Small droid (3rd-degree) 

hp3 

Threshold 9 

Move (1 swift action, 2/turn) 
The AS23 aerial survey droid moves 9 squares (flying). 

Engage the Enemy (1 free action) 
The AS23 aerial survey droid makes a Pilot check instead of an 
Initiative check at the start of a battle. 

Know Direction (3 swift actions, 1/turn) 
After making a successful Survival check, the AS23 aerial survey droid 
can determine which direction is north while planetside. 

Spotter (swift 2 actions, 1/turn) 
The AS23 aerial survey droid can locate targets and relay their 
locations to its master, reducing the targets’ cover by 1 step 
and ignoring concealment. 

Skills Perception +14, Pilot +14, Survival +12 

Vital Systems flying locomotion, automap, darkvision, internal comlink 


DSH-3 PROBE DROID 
The DSH-3 probe droid is a compact droid capable of traversing a large area 
of unexplored territory in a short time, recording every detail of its trip. 

After seeing the success of its DRK-1 probe droid series with spies and 
covert scouts, Arakyd Industries expands the line, providing an alternative 
version of the droid called the DSH-3. This droid model looks similar to its 
black cousin, although it has green-gray shell because of Arakyd's failure to 
gain authorization from the Republic to make new droids with the stealth 
shell used by the DRK-1. The DSH-3 employs many of the same systems and 
equipment, but it does not carry weaponry or defensive systems. The droid 
has a high stealth rating and can to hide itself when directly threatened. 
Coupled with the droid’s ability to maneuver where other probe droids cannot, 
this makes the DSH-3 a good choice for galactic explorers. 

DSH-3 probe droids cannot be played as droid heroes, 
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DSH-3 Probe Droid cL1 
Small droid (4th-degree) nonheroic 3 

Init +5; Senses darkvision, low-light vision; Perception +15 

Languages Basic (cannot speak), Binary, 1 unassigned 


Defenses Ref 15 (flat-footed 11), Fort 8, Will 12; Dodge 
hp 8; Threshold 8 
Immune droid traits 


Speed 6 squares (hovering) 
Base Atk +2; Grp +1 


Abilities Str 6, Dex 18, Con —, Int 12, Wis 14, Cha 9 
Special Qualities droid traits, easily hidden 
Feats Dodge, Skill Focus (Perception, Stealth, Survival), 
Skill Training (Stealth) 
Skills Perception +15, Stealth +20, Survival +13 
Systems heuristic processor, hovering locomotion, darkvision, improved 
sensor package, internal comlink, locked access, secondary battery 
Possessions audio recorder, video recorder 
Availability Licensed; Cost 13,000 credits 


Easily Hidden—The DSH-3 probe droid can hide more easily than other 
droids of similar size and function. It can take 10 on a Stealth check 
even when distracted or threatened. 


DSH-3 Probe Droid 
Small droid (4th-degree) 
hps 

Threshold 8 


Move (1 swift action, 2/turn) 
The DSH-3 probe droid moves 6 squares (hovering). 

Avoid Surprise (1 free action, 1/turn) 
The DSH-3 probe droid can make a Perception check at the start of a 
battle. If the check is successful, its master avoids surprise. 

Create a Diversion to Hide (2 swift actions, 1/turn) 
The DSH-3 probe droid can make a Deception check (-1) to divert an 
‘enemy's attention, giving its master time to hide. 

Easily Hidden (2 swift actions, 1/turn) 
The DSH-3 probe droid can take 10 on its Stealth check to sneak even 
when distracted or threatened. 

Sneak (1 swift action, 1/turn) 
The DSH-3 probe droid can slip past an enemy without being noticed 
with a successful Stealth check opposed by the enemy's Perception 
check. 

Track (2 swift actions, 1/turn) 
The DSH-3 probe droid can locate tracks with a successful Survival 
check. 


Skills Perception +15, Stealth +20, Survival +13 
Vital Systems audio recorder, darkvision, internal comlink, video recorder 


Fl EXPLORATION DROID 

Designed to be a companion and a protector for those venturing to the edge 
of known space and beyond, the F1 exploration droid packs a lot of function- 
ality within a small frame. Asa four-legged droid, the F1 uses its low profile 
to its advantage as it attempts to remain hidden. Its sensor array allows the 
droid to survey its environment through audio, visual, and olfactory sensors, 
much like a natural creature. The F1 also has a motion sensor suite to detect 
nearby anomalies. An internal comlink enables the droid to remain in contact 
when traveling far from its master's camp. 

The F1's features enable the droid to perform well asa security droid, even 
though its core programming does not emphasize that function. Although 
the F1 exploration droid's defense capabilities are not as sophisticated as 
other droids, it can deliver a vicious bite with its mechanical jaw. However, 
the droid has enough fine control over its mandible to grasp an organic 
creature without causing damage. This ability is particularly useful if its 
master is wounded; the droid has enough strength to return its master to 
camp for medical attention, 

F1 exploration droids can be played as droid heroes. 


F1 Exploration Droid cL3 

Small droid (Sth-degree) scout 3 

Force 3 

Init +7; Senses darkvision, low-light vision; Perception +15 (can reroll, 
keeping better result) 

Languages Basic (cannot speak), Binary 

Defenses Ref 17 (flat-footed 16), Fort 15, Will 15 

hp 33; Threshold 15 

Immune droid traits 

Speed 4 squares (walking) 

Melee bite +3 (143+2) 

Base Atk +2; Grp -2 

Atk Options Running Attack 

Special Actions Improved Stealth 

Abilities Str 13, Dex 13, Con —, Int 8, Wis 14, Cha 10 

Special Qualities droid traits, motion sensors 

Talents Acute Senses, Improved Stealth 

Feats Running Attack, Skill Focus (Perception, Stealth), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +7, Jump +7, Perception +15 (can reroll, keeping better 
result), Stealth +17 (can reroll), Survival +8 

Systems basic processor, walking locomotion (2 extra legs), 
1 claw appendage (jaw), darkvision, improved sensor package, 
internal comlink 

Availability Licensed; Cost 12,500 credits 


Motion Sensors—The motion sensor suite installed in the F1 exploration 
droid allows it to reroll its Perception check and keep the better of the 
two results. In addition, this carries over to its master’s Perception 
check when trying to locate the same target, allowing the master to 
reroll his or her Perception check and keep the better result. 


F1 Exploration Droid 

Small droid (5th-degree) 

hp 33 

Threshold 15 

Move (1 swift action, 2/turn) 
The F1 exploration droid moves 4 squares (walking). 

Create a Diversion to Hide (2 swift actions, 1/turn) 
The F1 exploration droid can make a Deception check (+0) to divert an 
enemy's attention, giving its master time to hide. 

Motion Sensors (2 swift actions, 1/turn) 
When its master uses the Notice Targets application of the Perception 
skill, the F1 exploration droid enables its master to reroll the Perception 
check, keeping the better result, 

Search (1 swift action, 1/turn) 
Using its improved sensors, the F1 exploration droid can help locate 
a specific person or object by granting a +2 bonus to its master’s 
Perception check. 


AN FI EXPLORATION DROID (BOTTOM) ANO A SCOUT SURVEYOR 
DROID (TOP) EMERGE FROM DROP PODS ON AN UNEXPLORED WORLD. 


Track (2 swift actions, 1/turn) 
The F1 exploration droid can locate tracks with a successful Survival 
check. 

Skills Initiative +7, Jump +7, Perception +15 (can reroll, keeping better 
result), Stealth +17 (can reroll), Survival +8 

Vital Systems claw appendage (jaw), darkvision, internal comlink 


MULE DROID 

The mechanical universal labor eliminating droid, more commonly known as 
the MULE droid, is primarily used as a beast of burden, carrying supplies and 
personal equipment needed by its master. 

The MULE droid uses a powerful repulsorlift engine to move a large 
amount of cargo—up to 10 kg internally and another 40 kg externally. The 
repulsorlift allows the droid to travel smoothly over the roughest terrain. 
However, the droid moves slowly and can attain a maximum altitude of 
only 1 meter. 

The MULE droid's self-diagnostic system is particularly useful. The system 
is a highly sensitive diagnostic network that allows the droid to assess any 
damage it sustains, reporting it to its master or mechanic. This information 
cuts down on repair times. The droid’s findings can be accessed by attaching 
a datapad to a socket located behind the droid’s head. 

MULE droids can be played as droid heroes. 

MULE Droid cLo 
Medium droid (Sth-degree) nonheroic 2 

Init +1; Senses Perception +12 

Languages Basic (cannot speak), Binary 

Defenses Ref 10 (flat-footed 10), Fort 15, Will 11 

hp 9; Threshold 15 

Immune droid traits 

Speed 4 squares (hovering) 

Melee claw +6 (144+5) 

Base Atk +1; Grp +6 

Abilities Str 20, Dex 10, Con —, Int 7, Wis 12, Cha 6 

Special Qualities droid traits, self-diagnostic 

Feats Skill Focus (Mechanics, Perception), Skill Training (Mechanics), 

Toughness 
Skills Mechanics +9, Perception +12 
Systems basic processor, hovering locomotion, 1 claw appendage, 

diagnostics package, internal storage (10 kg) 

Availability Licensed; Cost 9,000 credits 

Self-Diagnostic—The MULE droid can make a Mechanics check (+11) to 
determine what repairs it needs. By communicating this information to 
its master, the droid grants a +4 bonus to its master’s Mechanics check 
to make the repairs. 
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MULE Droid 

Medium droid (5th-degree) 

hp 9 

Threshold 15 

Move (1 swift action, 2/turn) 
The MULE droid moves 4 squares (hovering). 

Avoid Surprise (1 free action, 1/turn) 
The MULE droid can make a Perception check (+12) at the start of a 
battle. If the check is successful, its master avoids surprise. 

Eavesdrop (3 swift actions, 1/turn) 
The MULE droid can make a Perception check to listen in on 
conversations and learn information. 

Notice Targets (reaction) 
Asa reaction, with a successful Perception check, the MULE droid can 
notice targets that come within its line of sight. Actively searching for 
hidden enemies is a standard action. 

Self-Diagnostic (1 swift action, 1/turn) 
With a successful Mechanics check (+11), the MULE droid grants a +4 
bonus to its master’s Mechanics check on repairs to the droid. 

‘Skills Mechanics +9, Perception +12 

Vital Systems 1 claw appendage, diagnostics package, 
internal storage (10 kg) 


WANDERER SCOUT 

SURVEYOR DROID 

Emphasizing tasks such as investigating a specific area chosen by its master, 
a scout surveyor droid can explore and report its findings with a precision 
not seen in other droids of its class. 

Built to resemble an arachnid, the SoroSuub Wanderer scout surveyor 
droid is a spherical body supported by eight legs. Fixed atop its body is a 
photoreceptor eye on a swivel mount, enabling the droid to see in virtually 
any direction. Not only does this allow the droid to better view its surround- 
ings, but it also helps prevent an adversary from sneaking up on the droid. 
In addition to the photoreceptor eye, the droid’s stun blaster maximizes the 
droid’s defense and specimen-capturing capabilities. At the droid’s front, 
below its primary sensor array, are four fine manipulator arms, each with a 
grasping claw and surgical tools for dissecting specimens in the field. 

Despite the scout surveyor's success at scouting frontier worlds, owners 
can become frustrated with the droid’s lack of personality. The extensive 
scouting and medical protocols programmed into the droid leave no room 
for a personality matrix. Even if an owner adds a personality matrix to it, 
the droid ignores it, continuing to perform its primary function without 
interacting with its master or others. 

Scout surveyor droids cannot be played as droid heroes. 


Wanderer Scout Surveyor Droid cL1 

Medium droid (5th-degree) scout 1 

Force 2 

Init +3; Senses Perception +6 

Languages Basic (cannot speak), Binary 

Defenses Ref 16 (flat-footed 16), Fort 14, Will 12 

hp 26; Threshold 14 

Immune droid traits 

‘Speed 6 squares (walking) 

Melee claw +2 (144) 

Ranged stun blaster +3 (3d6 stun) 

Base Atk +0; Grp +3 

Abilities Str 14, Dex 16, Con —, Int 8, Wis 13, Cha 3 

Special Qualities 360-degree vision, droid traits 

Talents Expert Tracker 

Feats Surgical Expertise, Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Climb +7, Jump +7, Perception +6, Survival +6, Treat Injury +6 

‘Systems basic processor, walking locomotion (extra legs), 4 too! 
appendages, 1 claw appendage 

Possessions stun blaster (treat as blaster pistol set on stun), sensor pack, 
surgery kit 

Availability Licensed; Cost 9,400 credits 

360-Degree Vision—Although it is not able to constantly see everything 
around it, the scout surveyor droid can turn the photoreceptor mounted 
on top of the droid in any direction, allowing the droid to retain its 
Dexterity bonus to its Reflex Defense regardless of being caught flat- 
footed or struck by a hidden attacker, The droid also cannot be flanked. 


Wanderer Scout Surveyor Droid 

Medium droid (5th-degree) 

hp 26 

Threshold 14 

Move (1 swift action, 2/turn) 
The scout surveyor droid moves 6 squares (walking). 

Accelerated Climbing (1 swift action, 2/turn) 
With a successful Climb check (+7), the scout surveyor droid can climb 
at half its full speed. 

Notice Targets (reaction) 
Asa reaction, with a successful Perception check (+12), the scout 
surveyor droid can notice targets that come within its line of sight. 
Actively searching for hidden enemies is a standard action. 

Sensor Sweep (2 swift actions, 1/turn) 
The scout surveyor droid can detect lifeforms within a 24-square range 
with a successful Perception check. 


Stun Blast (2 swift actions, 1/turn) 
With its stun blaster, the scout surveyor droid can make a ranged 
attack at +3. If the attack is successful, it deals 3d6 points of stun 
damage. 

Track (2 swift actions, 1/turn) 
The scout surveyor droid can locate tracks with a successful 
Survival check. 

Skills Climb +7, Jump +7, Perception +6, Survival +6, Treat Injury +6 

Vital Systems stun blaster, sensor pack, surgery kit 


WED-20 TREADWELL 

Following in the footsteps of the successful WED-15 Treadwell, Cybot Galac- 
tica's WED-20 Treadwell resembles the older repair droid model. However, 
it performs an entirely different function. The WED-20 Treadwell acts as a 
first-contact planetary-analysis droid. 

When an explorer lands on a newly discovered planet, one of his or her 
first objectives is to collect and record information about the planet. The 
WED-20 Treadwell ventures away from its ship and collects soil and local flora 
samples and video footage of any local fauna. Like the WED-15 Treadwell, 
the WED-20 is equipped with seven arms fitted with tools to collect samples. 
To complete its survey more quickly, the droid can feed a sample into the 
microlab in its base, analyzing the sample as it continues to collect. 

WED-20 Treadwell droids can be played as droid heroes. 


WED-20 Treadwell 

Small droid (1st-degree) nonheroic 2 

Init +3; Senses Perception +13 

Languages Basic, Binary, 3 unassigned 

Defenses Ref 13 (flat-footed 11), Fort 9, Will 12 

hp 5; Threshold 9 

Immune droid traits 

Speed 4 squares (tracked) 

Melee 2 claws +0 (1d6 -1) 

Base Atk +1; Grp -2 

Special Actions Melee Defense 

Abilities Str 8, Dex 14, Con —, Int 16, Wis 15, Cha 10 

Special Qualities droid traits, scientific focus 

Feats Melee Defense, Skill Focus (Knowledge [life sciences, physical 
sciences}, Perception) 

Skills Knowledge (life sciences) +14, Knowledge (physical sciences) +14, 
Perception +13, Survival +8 

Systems basic processor, tracked locomotion, 2 claw appendages, 5 tool 
appendages, diagnostics package, internal comlink, vocabulator 

Possessions field research kit, microlab, video recorder 

Availability Licensed; Cost 8,300 credits 


cLo 


Scientific Focus—By adapting its diagnostics package, the WED-20 
Treadwell droid gains a +2 equipment bonus to any Knowledge (life 
sciences) or Knowledge (physical sciences) checks. 


WED-20 Treadwell 

Small droid (1st-degree) 

hp 5 

Threshold 9 

Move (1 swift action, 2/turn) 
The WED-20 Treadwell droid moves 4 squares (tracked). 

Know Direction (swift 3, 1/turn) 
After making a successful Survival check, the WED-20 Treadwell droid 
can determine which direction is north while planetside, 

Patrol Duty (1 swift action, 1/turn) 
The WED-20 Treadwell droid makes a Perception check opposed by the 
target's Stealth check. If its check is successful, the droid detects the 
enemy. 

Scientific Focus (1 swift action, 1/turn) 
The WED-20 Treadwell droid can offer its scientific knowledge to assist 
its master, granting a +2 bonus to a single Knowledge (life sciences) 
or Knowledge (physical sciences) check. 

Telemetry (2 swift actions, 1/turn) 
The WED-20 Treadwell droid can transmit what it sees and hears to 
its master. 

Skills Knowledge (life sciences) +14, Knowledge (physical sciences) +14, 
Perception +13, Survival +8 

Vital Systems 2 claw appendages, diagnostics package, field research kit, 
internal comlink, microlab, video recorder 


VEHICLES 
The following vehicles are used by explorers to investigate newly discovered 
worlds. 


48 Roller Wheel Bike 

A single large tire propelled by jet engines on the rear base, the Gallis-Tech 
48 Roller is used for reconnaissance, as a racing vehicle, and as a utilitarian 
transport on remote mining worlds such as Tyne's Horky. Unlike with conven- 
tional wheeled vehicles, the wheel bike's pilot sits within the wheel, using a 
combination of handlebars and leaning to control the vehicle. Although the 
wheel bike operates best on flat surfaces, its wide base makes it stable on 
harsh terrain. Resistance groups have outfitted wheel bikes with low-grade 
blasters for hit-and-run attacks. 
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Gallis-Tech 48 Roller Wheel Bike cL1 
Large ground vehicle (wheeled) 

Init +8; Senses Perception +5 

Defense Ref 15 (flat-footed 11), Fort 14; +2 armor 

hp 40; DR 5; Threshold 19 

‘Speed 10 squares (max. velocity 330 km/h) 

Fighting Space 2x2; Cover +5 

Base Atk +0; Grp +9 

Abilities Str 18, Dex 18, Con —, Int 12 

Skills Initiative +8, Mechanics +5, Perception +5, Pilot +8 
Crew 1 (normal); Passengers 1 

Cargo 20 kg; Consumables 1 day 

Availability Licensed; Cost 8,000 credits (1,500 used) 


Aerosled 

Tangan Industries designs the aerosled for use as a company vehicle and to 
sell on the civilian market. At only slightly longer than 4 meters, the one- 
person aerosled is one of the smallest airspeeders in production. The vehicle's 
size, which makes it easy to store and transport in starships, is one of its 
major selling points. The cockpit is located at the front of the speeder and 
dominates the forward section. All the aerosled’s vital systems are tightly 
packed behind the cockpit. With this compact design, the speeder's body is 
streamlined and highly aerodynamic. 

Aerosleds sold on the open market are unarmed, However, Tangan Indus- 
tries sells armed versions to certain clients and maintains a fleet of armed 
aerosleds for use by its internal security force. Typically, at least one pair of 
armed airspeeders patrol each of its installations. 


Tangan Industries Aerosled Mark III cls 

Large air vehicle (airspeeder) 

Init +11; Senses Perception +6 

Defense Ref 16 (flat-footed 10), Fort 14; +1 armor 

hp 32; DR 5; Threshold 19 

Speed fly 12 squares (max. velocity 780 km/h), fly 3 squares (starship 
scale) 

Ranged laser cannon +7 (see below) 

Fighting Space 2x2 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +13 

Atk Options autofire (laser cannon) 

Abilities Str 18, Dex 22, Con —, Int 16 

Skills Initiative +11, Mechanics +6, Perception +6, Pilot +11 


Crew 1 (skilled); Passengers none 
Cargo 24 kg; Consumables 1 day; Carried Craft none 
Availability Military; Cost 22,000 credits (12,000 used) 


Laser cannon (pilot) 
Atk +7 (+2 autofire), Dmg 4d10 


All-Terrain Roller 

The all-terrain roller, which includes a wide variety of designs, uses three or 
four wheels for movement, resulting in a slower land speed but greater safety 
than other one-person utility vehicles. Intended to handle a wide variety of 
terrain, and with maintenance and repairs easier to make than for repulsorlift 
vehicles, the all-terrain roller is popular on remote worlds where repulsorlift 
replacement parts are difficult to obtain. 


All-Terrain Roller cl1 
Medium ground vehicle (wheeled) 

Init +10; Senses Perception +5 

Defense Ref 16 (flat-footed 11), Fort 12; +1 armor 

hp 20; DR 5; Threshold 12 

Speed 10 squares (max. velocity 120 km/h) 

Fighting Space 1 square; Cover none 

Base Atk +0; Grp +5 

Abilities Str 14, Dex 20, Con —, Int 12 

Skills Initiative +10, Mechanics +5, Perception +5, Pilot +10 
Crew 1 (normal); Passengers 1 

Cargo none; Consumables 1 day 

Availability Licensed; Cost 3,500 credits (500 used) 


Compact Assault Vehicle/Wheeled PX-10 

First used by the Imperial army, the CAV PX-10 is a one-person land-based 
surveillance vehicle for use on worlds that are too remote to warrant full 
occupation but are too valuable to neglect, especially during the Galactic 
Civil War when the Empire seeks to deny the Rebel Alliance every resource 
it can. Rebel forces soon learn that a lone CAV indicates that a particular 
world lacks a significant Imperial presence. 

The PX-10 is small for a military vehicle, and it relies on agility more than 
armor plating to survive combat. The vehicle's susceptibility to sensor jam~ 
ming and its light armament keep it from gaining widespread acceptance 
outside the ranks of the Imperial military. However, its utility and its ability 
to easily traverse a wide variety of terrain makes it a popular choice with 
scouts who expect to travel into territory occupied by hostile natives. 


Compact Assault Vehicle/Wheeled PX-10 cL7 
Large ground vehicle (tracked) 
Init +9; Senses Perception +8 


Defense Ref 16 (flat-footed 14), Fort 21; +5 armor 
hp 110; DR 5; Threshold 26 


Speed 8 squares (max. velocity 260 km/h) 
Ranged medium blaster cannon +9 (see below) 
Fighting Space 2x2; Cover total 

Base Atk +5; Grp +21 


Abilities Str 32, Dex 14, Con —, Int 14 
Skills Initiative +9, Mechanics +8, Perception +8, Pilot +9 


Crew 1 (expert); Passengers none 

Cargo 100 kg; Consumables 2 weeks 

Availability Military; Cost Not available for sale (25,000 credits on the 
black market) 


Medium blaster cannon (pilot) 
Atk +9, Dmg 5d10 


SCOUTS UNLOAD CARGO FROM A CAV PX-10. 


Groundcar 

Groundcars are similar to landspeeders, but they move on four or six wheels 
instead of with repulsorlifts. Although this design is considerably slower and 
far more prone to mechanical failure than that of more common speeders, 
groundcars are a cheap substitute on remote worlds. The standard models 
are intended for paved roads, but a common modification to the suspension 
and tires enables a groundcar to be driven off-road. 


Groundcar cLo 
Huge ground vehicle (wheeled) 

Init +5; Senses Perception +5 

Defense Ref 13 (flat-footed 11), Fort 15; +3 armor 

hp 50; DR 5; Threshold 25 

Speed 8 squares (max. velocity 160 km/h) 

Fighting Space 3x3; Cover total 

Base Atk +0; Grp +15 

Abilities Str 20, Dex 14, Con —, Int 12 

Skills Initiative +5, Mechanics +5, Perception +5, Pilot +5 
Crew 1 (normal); Passengers 4 

Cargo 300 kg; Consumables 1 week 

Availability Licensed; Cost 4,000 credits (1,000 used) 


Land Crawler 

A land crawler is a groundcar specially equipped for harsh terrain, with a 
heavy-treaded rear-wheel assembly. Although land crawlers are considered 
extremely primitive, their large cargo capacity makes them popular with 
salvagers, and their durability helps them withstand the punishing environ 
ments of backwater worlds. However, land crawlers’ lumbering speed makes 
their use for anything beyond hauling cargo highly impractical 


Land Crawler cL1 
Huge ground vehicle (tracked) 

Init +3; Senses Perception +5 

Defense Ref 12 (flat-footed 12), Fort 20; +4 armor 

hp 100; DR 5; Threshold 30 

Speed 6 squares (max. velocity 95 km/h) 

Fighting Space 3x3; Cover total 

Base Atk +0; Grp +20 

Abilities Str 30, Dex 10, Con —, Int 12 

Skills Initiative +3, Mechanics +5, Perception +5, Pilot +3 
Crew 1 (normal); Passengers 6 

Cargo 5 tons; Consumables 1 week 

Availability Licensed; Cost 7,500 credits (3,000 used) 
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Landmaster 

Awheeled, amphibious all-terrain vehicle constructed by Jaffryes Universal 
Automotive, the ARK-II series Landmaster proves to be a surprising success 
for the company. Using four sets of tri-wheels, the Landmaster can handle any 
terrain just as ably asa tracked vehicle, and it also operates while completely 
submerged, retaining buoyancy even when the interior is half filled with 
water. Because the ARK-II is designed to be utterly practical, its detractors 
refer to it as a big metal box. However, the triple layered duranium plating 
and redundant engine array make the Landmaster a perennial favorite with 
explorers who expect to travel through long stretches of dangerous terri- 
tory, particularly as the spacious interior lends itself to easy customization 
for mission-specific requirements. Another factor in the Landmaster's favor 
is the ease of using third-party replacement parts when extensive repairs 
are necessary. 


Jaffryes Universal Automotive ARK-II Series Landmaster CL8 
Gargantuan ground vehicle (tracked) 

Init +2; Senses Perception +5 

Defense Ref 16 (flat-footed 14), Fort 26; +9 armor 

hp 240; DR 10; Threshold 46 

Speed 8 squares (max. velocity 240 km/h) 

Ranged medium blaster cannons +2 (see below) 

Fighting Space 4x4; Cover total 

Base Atk +0; Grp +31 

Abilities Str 42, Dex 14, Con —, Int 14 

Skills Initiative +2, Mechanics +5, Perception +5, Pilot +2 
Crew 3 (normal); Passengers 10 

Cargo 800 kg; Consumables 1 month 

Availability Restricted; Cost 120,000 credits (30,000 used) 


Medium blaster cannons (gunner) 
Atk +2, Dmg 5d10 


Mobile Recon/Research Vehicle 

Although most exploration missions use a starship as a central base of 
operations, during the later years of the Old Republic the Science and Culture 
Administration puts out an open contract for the design of a land-based 
mobile research center capable of operating for extended periods without 
support. The Hyrotii Corporation's Mobile Recon/Research Vehicle wins the 
final bid. Although sluggish, the MR/RV fulfills the necessary requirements: 
It is remarkably durable, and its variable repulsorlift array enables the craft 
to successfully negotiate a broad array of terrain. The MR/RV can store 
two speeder bikes, enabling the crew to perform long-range preliminary 
patrols, As the Republic gives way to the Empire, MR/RVs fall out of favor 
because of their civilian-grade armament, particularly in light of the speed 
and firepower of the AT-ST, but independent scout teams still find the MR/ 
RV worth the cost of purchase. 


Hyrotii Corporation Mobile Recon/Research Vehicle cLo 

Colossal ground vehicle (speeder) 

Init -2; Senses Perception +6 

Defense Ref 15 (flat-footed 13), Fort 24; +13 armor 

hp 200; DR 15; Threshold 74 

Speed 8 squares (max. velocity 200 km/h) 

Ranged light quad blaster cannon +5 (see below) 

Fighting Space 12x12; Cover total 

Base Atk +2; Grp +36 

Abilities Str 38, Dex 14, Con —, Int 16 

Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2 

Crew 6 (skilled); Passengers 4 

Cargo 2 tons; Consumables 2 months; Carried Craft 2 speeder bikes 
(or equivalent) 

Availability Licensed; Cost 220,000 credits (90,000 used) 


Light quad blaster cannon (gunner) 
Atk +5, Dmg 5d10 


Nightfalcon Speeder Bike 

Appealing to civilians, racers, and the military, one of Ikas-Adno's most 
popular vehicles is the 22-B Nightfalcon speeder bike, Marketed as a fast 
and sturdy bike, the Nightfalcon can be seen throughout the galaxy in a 
wide variety of roles, including personal transport, racing bike, and scouting 
speeder. Although not faster or stronger than Aratech's 74-¥ or 74-2 speeder 
bikes, the 22-B Nightfalcon offers a combination of speed and strength that 
attracts the attention of both civilians and the military, 


Ikas-Adno 22-B Nightfalcon Speeder Bike cL2 
Large ground vehicle (speeder) 

Init +15; Senses Perception +5 

Defense Ref 16 (flat-footed 10), Fort 13; +1 armor 

hp 32; DR 5; Threshold 18 

Speed 12 squares (max. velocity 400 km/h) 

Ranged laser cannon +2 (see below) 

Fighting Space 2x2; Cover none 

Base Atk +0; Grp +11 

Atk Options autofire (laser cannon) 

Abilities Str 16, Dex 23, Con —, Int 14 

Skills Initiative +15, Mechanics +5, Perception +5, Pilot +15. 
Crew 1 (normal); Passengers 1 

Cargo 4 kg; Consumables 1 day; Carried Craft none 
Availability Licensed; Cost 6,250 credits (1,000 used) 


Laser cannon (pilot) 
Atk +2 (-3 autofire), Dmg 4410 


A WOOKIEE EXPLORER RIDES A NIGHTFALCON SPEEDER SKE 
DUT OF THE BED OF AN SRV-1. 


Scout and Retrieval Vehicle 

Used extensively by the fledgling New Republic in the years following the 
Battle of Endor, the SRV-1 is a rugged yet inexpensive vehicle that can 
transport troops and supplies to and from the battlefield and can perform 
reconnaissance duties, The civilian version is unarmed, but the military 
model sports a pair of medium blaster cannons in matching turrets on top 
of the cockpit. 


SRV-1 Scout and Retrieval Vehicle 

Huge ground vehicle (tracked) 

Init +6; Senses Perception +6 

Defense Ref 14 (flat-footed 12), Fort 24; +4 armor 

hp 140; DR 5; Threshold 34 

Speed 8 squares (max. velocity 275 km/h) 

Ranged 2 medium blaster cannons +3 (see below) 
Fighting Space 3x3; Cover total 

Base Atk +2; Grp +26 

Abilities Str 38, Dex 14, Con —, Int 12 

Skills Initiative +6, Mechanics +6, Perception +6, Pilot +6 
Crew 3 (skilled); Passengers 8 

Cargo 3 tons; Consumables 1 week 

Availability Restricted; Cost 7,500 credits (3,000 used) 


cL6 


Medium blaster cannon (gunner) 
Atk +3, Dmg 4d10 


STARSHIPS 
The following starships are examples of vessels used to explore the Unknown 
Regions and the outer reaches of the known galaxy. 


Deep-X Explorer 
Many ships that are not designed as exploration vessels are converted into 
scouting ships. The Deep-X Explorer is among the most successful and endur- 
ing of such conversions. Originally designed and built by Uulshos Manufac- 
turing, the DPx yacht is a top-of-the-line personal transport, featuring dual 
engines and a delta-wing body to provide exemplary speed and handling 
for a civilian leisure craft, In the Explorer variant, the engine compartments 
are redesigned to provide maximum performance, incorporating a dual 
hyperdrive system to grant the vessel impressive speed without sacrificing 
reliability. A pair of low-yield blaster cannons protect the Explorer. The ship 
design requires two gunners if the weapons are to be used. 
Uulshos Manufacturing Deep-X Explorer cL5 
Gargantuan starfighter 
Init +4; Senses Perception +5 
Defense Ref 15 (flat-footed 11), Fort 22; +6 armor 
hp 60; DR 10; Threshold 42 
Speed fly 12 squares (max. velocity 1,000 km/h), fly 3 squares 

(starship scale) 
Ranged 2 light blaster cannons +3 (see below) 
Fighting Space 4x4 or 1 square (starship scale); Cover total (crew) 
Base Atk +0; Grp +27 
Abilities Str 34, Dex 18, Con —, Int 16 
Skills Initiative +4, Mechanics +5, Perception +5, Pilot +4, 

Use Computer +5 
Crew 3 (normal); Passengers 3 
Cargo 50 tons; Consumables 6 months; Carried Craft none 
Hyperdrive x1 (backup x8), navicomputer 
Availability Licensed; Cost 135,000 credits (55,000 used) 


Light blaster cannon (gunner) 
Atk +3, Dmg 2d10x2 
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Drex|-class Starfighter 

Designed by SoroSuub Corporation, the Drexi-class starfighter is a two- 
person fighter. Its strengths in planetary and short-range defense make it 
better suited for use by customs agencies than by military forces. 

The Drexi-class starfighter, named for a winged predator indigenous 
to the moon of Dxun, can be flown by a single pilot, but optimal operation 
requires a copilot and an astromech droid. The large cockpit allows room 
for the copilot to perform maintenance and emergency repairs during flight, 
working in tandem with an astromech droid. If no copilot is aboard, the 
cockpit is spacious enough to allow 50 kg of cargo space in addition to the 
fighter's dedicated cargo compartment. 

The Drexi-class was originally a prototype for the ship that would eventu- 
ally become the Preybird-class starfighter. However, when design decisions 
led engineers away from the Drexi-class fighter’s design, these plans were 
shelved. Some years later, SoroSuub engineers would return to these plans 
for a new model of starfighter, and the Drex/-class starfighter was born. 


SoroSuub Drex/-class “Planetary Defender" Starfighter CL 10 
Gargantuan starfighter 
Init +6; Senses Perception +6 


JumpMaster 5000 

Designed during the waning years of the Galactic Republic, the JumpMaster 
5000, also known as the JM-5SK, performs lengthy reconnaissance and 
exploration missions, such as scouting new hyperspace routes and mapping 
newly discovered systems. It is also specifically designed to allow a single 
‘crew member to travel across the galaxy for extended periods in relative 
comfort, although it has limited room for additional passengers. The JM-5K 
performs admirably in most regards, but the design is plagued by a hyperdrive 
system both prone to breakdowns and incredibly slow. The first modification 
‘owners make is replacing the stock hyperdrive system with a faster, more 
reliable engine. Bounty hunters find the ship well suited to their needs, the 
most infamous example being the hunter Dengar and his substantially modi- 
fied JM-SK, the Punishing One, which features vastly improved shields and 
a significant increase in firepower. 


JumpMaster 5000 Scout Ship cL8 
Colossal space transport 

Init -1; Senses Perception +6 

Defense Ref 15 (flat-footed 12), Fort 26; +12 armor 

hp 120; DR 15; SR 15; Threshold 76 


Defense Ref 18 (flat-footed 13), Fort 28; +8 armor 

hp 150; DR 10; SR 10; Threshold 48 

Speed fly 16 squares (max. velocity 1,050 km/h), fly 4 squares 
(starship scale) 

Ranged dual laser cannons +6 (see below) or 

Ranged concussion missiles +6 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total (crew), 
+5 (astromech droid) 

Base Atk +2; Grp +35 

Atk Options autofire (dual laser cannons) 

Abilities Str 46, Dex 20, Con —, Int 14 

Skills Initiative +6, Mechanics +6 (+13*), Perception +6, Pilot +6, 
Use Computer +6 (+13*) 

Crew 2 plus astromech droid (skilled); Passengers none 

Cargo 70 kg; Consumables 2 days; Carried Craft none 

Payload 12 missiles 

Availability Military; Cost 165,000 credits (100,000 used) 

“If the ship has an astromech droid, use these skill modifiers instead. 


Dual laser cannons (pilot) 

Atk +6 (+1 autofire), Dmg 5d10x2 
Concussion missiles (pilot) 

Atk +6, Dmg 8d10x2, 4-square splash 


Speed fly 16 squares (max. velocity 1,200 km/h), fly 4 squares 
(starship scale) 
Ranged laser cannons +6 (see below) 
Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +38 
Abilities Str 42, Dex 16, Con —, Int 14 
Skills Initiative -1, Mechanics +6, Perception +6, Pilot -1, 
Use Computer +6 
Crew 1 (skilled); Passengers 1 
Cargo 50 tons; Consumables 4 months; Carried Craft none 
Hyperdrive x3 (backup x15), navicomputer 
Availability Restricted; Cost 110,000 credits (40,000 used) 


Laser cannons (pilot) 
Atk +6, Dmg 4d10x2 
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MRX-BR Pacifier The Pacifier can serve two different functions: first contact starship 

In the early years of the Empire, members of the Imperial Scout Corps take —_or attack vessel. For those using it for first contact, the MRX-BR features 

an aggressive stance when visiting new worlds and making first contact with onboard system arrays that are among the most powerful of the time. Those 


indigenous lifeforms. For those explorers, the MRX-BR Pacifier designed by owners using the MRX-BR for more aggressive negotiations find the weapons 
Sydon Vehicle Works is an excellent fit. systems more than capable of eliminating opposing forces. 


MRX-BR Pacifier Combat/Contact Vessel cL9 
Colossal space transport 
Init -2; Senses Perception +6 


Defense Ref 13 (flat-footed 11), Fort 22; +11 armor 
hp 60; DR 15; SR 30; Threshold 72 


Speed fly 16 squares (max, velocity 1,200 km/h), fly 5 squares 
(starship scale) 

Ranged laser cannons +5 (see below) or 

Ranged proton torpedoes +5 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +34 

Atk Options autofire (laser cannons) 


Abilities Str 34, Dex 14, Con —, Int 16 
Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 


Crew 2 (skilled); Passengers 3 

Cargo 25 tons; Consumables 1 year; Carried Craft none 
Payload 8 proton torpedoes 

Hyperdrive x1 (backup x8) 

Availability Licensed; Cost 170,000 credits (100,000 used) 


Laser cannons (gunner) 

Atk +5 (+0 autofire), Dmg 4d10x2 
Proton torpedoes (gunner) 

Atk +5, Dmg 9d10x2, 4-square splash 


HE MAY NC 


Mu-2 Shuttle 
Based upon the success of the Lambda- and Theta-class shuttles, Sienar Fleet 
Systems designs the Mu-class shuttle for long-range applications, particu- 
larly scouting and espionage. The Galactic Empire uses the Mu-class shuttle 
extensively as a scouting vessel searching for the remote, uncharted worlds 
where the Rebel Alliance establishes its bases. The exterior design of the 
‘Mu-class shuttle owes a great deal to its forebears, using two fold-out lower 
stabilizer wings for maneuverability, although the central fin is replaced by 
a series of sensor arrays to allow the crew to better perform reconnaissance 
duties. The cockpit is significantly redesigned to allow for a smaller crew. 

The Mu-class comes in two models, Model 1 has limited sleeping space 
for crew but provides seating for up to 24 passengers, making it best suited 
to short-range journeys. Model 2 better fulfills the needs of a scouting 
mission, including enclosed cabins and space for food stores. Because of its 
versatility, the Mu-class shuttle is used by the New Republic for years after 
the Battle of Endor, Its ability to ferry large groups to distant points makes 
it an ideal choice for outpost duty as well as exploration. 

The Mu-class shuttle's sensors provide the system operator a +5 equip- 
ment bonus to Perception and Use Computer checks made to operate the 
ship's sensors. 


Sienar Fleet Systems Mu-2 Model 2 Shuttle cLs8 

Colossal space transport 

Init -2; Senses Perception +6 

Defense Ref 14 (flat-footed 12), Fort 26; +12 armor 

hp 120; DR 15; SR 25; Threshold 76 

Speed fly 12 squares (max. velocity 850 km/h), fly 4 squares 
(starship scale) 

Ranged laser cannons +4 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +38 

Atk Options autofire (laser cannons) 

Abilities Str 42, Dex 14, Con —, Int 14 

Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 


Crew 2 (skilled); Passengers 14 

Cargo 100 tons; Consumables 6 months; Carried Craft none 
Hyperdrive x2 (backup x20), navicomputer 

Availability Restricted; Cost 160,000 credits (110,000 used) 


Laser cannons (copilot) 
Atk +4 (-1 autofire), Dmg 5d10x2 
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Preybird-class Starfighter 

Designed several years prior to the Battle of Endor by the SoroSuub Corpora- 
tion, the Preybird-class starfighter is intended to be sold on the open market 
rather than used in Sullust's own defense forces, to placate Imperial overseers 
and retain a small measure of independence for the planet. However, pro- 
tracted disputes over weapons systems cause significant cost overruns, so 
only a few small production runs are finished before the project is cancelled, 
Despite the small number of Preybirds to make it off the assembly lines, a 
large proportion of them find their way into the hands of criminal factions, 
specifically pirate groups such as the Hurrim and the Cavrilhu Pirates. The 
smuggler Mazzic acquires two Preybirds from the initial production run at a 
substantial discount, integrating them into his burgeoning fleet. Toward the 
end of the Galactic Civil War, the Imperial Remnant is forced to supplement 
its dwindling TIE fighter stores by using Preybirds as front-line fighters, 
giving the design a second life and belated fame as a sign of the Remnant's 
weakening position against the New Republic, 


SoroSuub Preybird-class Starfighter CL 10 

Gargantuan starfighter 

Init +8; Senses Perception +6 

Defense Ref 18 (flat-footed 11), Fort 23; +6 armor 

hp 75; DR 10; SR 20; Threshold 43 

Speed fly 16 squares (max. velocity 1,150 km/h), fly 4 squares 
(starship scale) 

Ranged laser cannons +6 (see below) or 

Ranged concussion missiles +6 (see below) 

Fighting Space 4x4 or 1 square (starship scale); Cover total (crew) 

Base Atk +2; Grp +30 

Atk Options autofire (laser cannons) 

Abilities Str 36, Dex 24, Con —, Int 18 

Skills Initiative +8, Mechanics +6, Perception +6, Pilot +8, 
Use Computer +6 

Crew 2 (skilled); Passengers none 

Cargo 15 kg; Consumables 4 days; Carried Craft none 

Payload 10 concussion missiles 

Hyperdrive x3, navicomputer (5 jumps) 

Availability Rare, Military; Cost 84,000 credits (50,000 used) 


Laser cannons (gunner) 
Atk +6, Dmg 5d10x2 
Concussion missiles (gunner) 
Atk +6, Dmg 8d10x2 


A PREYSIRD STARFIGHTER FIRES UPON A DREXL-CLASS FIGHTER. 


SCT Scout Craft 

From its primary shipyards orbiting the Mid Rim world of Ganzik near the 
Perlemian Trade Route, Mesens Corporation designs and builds the SCT 
scout craft shortly before the Battle of Yavin. One of its best-known starship 
models, the SCT is marketed by Mesens as a long-range exploration vessel, 
drawing interest from governmental agencies and criminal organizations 
alike. The starship's heavy defense systems and superior sensor arrays 
catch the attention of customers, but its low fuel efficiency and limited 
consumables capacity discourage many potential buyers. Some customers 
use the ship's cargo space for additional fuel tanks and as storage for extra 
consumables. 


Mesens Corporation SCT Scout Craft CL 12 
Colossal (frigate) space transport 
Init ~5; Senses Perception +5 
Defense Ref 11 (flat-footed 11), Fort 34; +11 armor 
hp 660; DR 15; SR 60; Threshold 134 
Speed fly 12 squares (max. velocity 820 km/h), fly 3 squares 
(starship scale) 
Ranged dual turbolaser turret +4* (see below) 
Ranged point-defense dual laser cannon +4 (see below) 


Fighting Space 1 square (starship scale); Cover total (crew) 
Base Atk +0; Grp +44 
Atk Options autofire (dual laser cannon) 


Abilities Str 58, Dex 10, Con —, Int 18 
Skills Initiative ~5, Mechanics +5, Perception +5, Pilot ~5, 
Use Computer +5 


Crew 2 (normal); Passengers 8 

Cargo 275 tons; Consumables 3 months; Carried Craft none 
Hyperdrive x3 (backup x12) 

Availability Licensed; Cost 1.2 million credits (720,000 used) 


“Apply a -20 penalty on attacks against targets smaller than Colossal size. 


Dual turbolaser turret (gunner) 
Atk +4 (-16 against targets smaller than Colossal), Dmg 6d10x5 


Point-defense dual laser cannon (gunner) 
Atk +4 (-1 autofire), Dmg 5d10x2 


A MU-2 SHUTTLE FLIES OVER THE WRECKAGE OF AN 
SCT scour sHir. 


SkyBlind 
When scouts encounter a potentially hostile new world, stealth is the key to 
staying alive and avoiding capture. To help achieve these objectives, Loronar 
Corporation designs the SkyBlind reconnaissance ship. 

The SkyBlind's unusual spherical hull naturally enhances a primary feature 
of the ship: sensor baffling, The absence of flat surfaces on the SkyBlind's 
outer hull means that sensor waves and other electronic detection systems 
have no clear means of reflecting back to the source, making the ship dif- 
ficult to detect. Additional sensor baffling along the hull makes the SkyBlind 
virtually invisible to sensors. 

If the ship's crew decides to chance visiting a hostile planet, they can use 
the SkyBlind’s landing sphere to descend to the surface. The landing sphere, 
also designed by Loronar, is available exclusively as an auxiliary craft for the 
SkyBlind. It can take off and land within the ship's cargo bay. Without the 
landing sphere, the SkyBlind's cargo capacity doubles. 


Loronar Corporation SkyBlind Recon Ship cL8 
Colossal space transport 
Init -5; Senses Perception +5 
Defense Ref 13 (flat-footed 13), Fort 30; +13 armor 
hp 180; DR 15; SR 45; Threshold 80 
Speed fly 12 squares (max. velocity 650 km/h), fly 3 squares 
(starship scale) 
Ranged proton torpedoes +2 (see below) 
Fighting Space 10x10 or 1 square (starship scale); Cover total (crew) 
Base Atk +0; Grp +40 


Abilities Str 50, Dex 10, Con —, Int 10 
Skills Initiative ~5, Mechanics +5, Perception +5, Pilot -5, 
Use Computer +5 


Crew 1 (normal); Passengers 7 

Cargo 50 tons; Consumables 6 months; Carried Craft 1 landing sphere 
Payload 6 proton torpedoes 

Hyperdrive x3 (backup x20) 

Availability Licensed Cost 650,000 credits (400,000 used) 


Proton torpedoes (pilot) 
Atk +2, Dmg 9d10x2, 4-square splash 
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Landing Sphere cL2 

Huge air vehicle (airspeeder) 

Init +3; Senses Perception +5 

Defense Ref 12 (flat-footed 12), Fort 20; +4 armor 

hp 100; DR 5; Threshold 30 

Speed fly 12 squares (max. velocity 650 km/h), fly 3 squares (starship 
scale) 

Fighting Space 3x3 or 1 square (starship scale); Cover total (crew) 

Base Atk +0; Grp +20 


To protect the colonists on their journey, the Star Seeder is armed with six 
turbolaser batteries, a tractor beam projector, and substantial shields, The 
ship is capable of atmospheric entry and maneuvering. 
Kuat Drive Yards Star Seeder-class Colony Ship cL9 
Colossal (frigate) capital ship 

Init -3; Senses Perception +5 

Defense Ref 12 (flat-footed 10), Fort 32; +10 armor 

hp 400; DR 15; SR 45; Threshold 132 


Abilities Str 30, Dex 10, Con —, Int 10 

Skills Initiative +3, Mechanics +5, Perception +5, Pilot +3, 
Use Computer +5 

Crew 1 (normal); Passengers 7 

Cargo 5 tons; Consumables 1 week; Carried Craft none 


Star Seeder-class Colony Ship 

The Star Seeder-class is a multipurpose colony ship produced by Kuat Drive 
Yards. The cargo area can be quickly and easily reconfigured, allowing 
colonists to transport a variety of different materials, such as construction 
tools, supplies, and plants and wildlife. The ship's hangar has enough room 
for a single shuttle along with a few speeders and other ground equipment. 


A DeEP-x EXPLORER (TOP) FLI 
COLONY BHI (BoTToM). 


Speed fly 12 squares (max, velocity 800 km/h), fly 2 squares 
(starship scale) 

Ranged 6 turbolaser batteries +5* (see below) and 
tractor beam battery +5° (see below) 

Fighting Space 1 square (starship scale); Cover total (crew) 

Base Atk +0; Grp +42 

Abilities Str 55, Dex 14, Con — Int 12 

Skills Initiative -3, Mechanics +5, Perception +5, Pilot -3, 
Use Computer +5 


Crew 169 (normal); Passengers 800 

Cargo 7,500 tons; Consumables 5 years; Carried Craft 1 shuttle 
Hyperdrive x3 (backup x15), navicomputer 

Availability Licensed; Cost 3 million credits (1 million used) 

“Apply a -20 penalty on attacks against targets smaller than Colossal size. 


Turbolaser battery (2 gunners) 

Atk +5 (-17 against targets smaller than Capital), Dmg 3d10x5 
Tractor beam battery (2 gunners) 

Atk +5 (-17 against targets smaller than Capital), Dmg — (grapple +42) 


Vaya-class Scout Ship 

Used extensively by the Republic Astrogation Survey Team just prior to 
the Jedi Civil War, the Vaya-class scout is an excellent exploratory vessel 
Although not configured for prolonged combat engagements, the ship is able 
to safely take Republic explorers and scientists into the uncharted regions and 
bring them back. The ship is also popular with independent explorers because 
of its low price as well as its spacious interior, which enables explorers to 
bring their families along on journeys that are not particularly dangerous. 
Some purchase the ships to be used as traveling homes as they go about the 
course of their business. Although Republic officials claim that the Vaya- 
class has a 3 percent failure rate, the design has one striking flaw. During 
the strenuous and complicated maneuvers of combat, the port ion engines 
have a tendency to shut down, causing the vessel to go into a dangerous 
spin. Any time this ship moves down the condition track as a result of taking 
damage from an attack, the pilot must make a Pilot check (DC 20) or the 
ship cannot move until the end of the pilot's next turn. 


Hoersch-Kessel Vaya-class Scout Ship cL9 

Colossal space transport 

Init +1; Senses Perception +5 

Defense Ref 17 (flat-footed 11), Fort 24; +11 armor 

hp 90; DR 15; SR 35; Threshold 74 

Speed fly 12 squares (max. velocity 700 km/h), fly 3 squares 
(starship scale) 

Ranged light laser cannon +3 (see below) and 

Ranged concussion projectiles +3 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 

Base Atk +0; Grp +34 

Atk Options autofire (light laser cannon) 

Abilities Str 38, Dex 22, Con —, Int 16 

Skills Initiative +1, Mechanics +5, Perception +5, Pilot +1, 
Use Computer +5 

Crew 3 (normal); Passengers 4 

Cargo 60 tons; Consumables 1 month; Carried Craft none 

Payload 4 concussion projectiles 

Hyperdrive 4 (backup x15), navicomputer 

Availability Licensed; Cost 45,000 credits (15,000 used) 


Light laser cannon (gunner) 
Atk +3 (-2 autofire), Dmg 3d10x2 
Concussion projectiles (gunner) 
Atk +3, Dmg 5d10x2 


ANIMAL MOUNTS 

Given the range of technology available throughout most of the galaxy, one 
might wonder why anyone would expend the time and effort to train a live 
animal to serve as transportation instead of simply acquiring a speeder or 
some other form of high-speed transport, 

However, for a large number of scouting missions, stealth is far more 
important than speed. A speeder bike can easily cover a large area, but it 
is also loud and prone to disturbing wildlife, which can lead to disastrous 
results. Mechanical vehicles are also readily detectable by sensors. Vehicles 
can break down or become badly damaged, and when exploring beyond the 
confines of the known galaxy, finding replacement parts can be a tall order. 


A living creature that serves as a mount is quieter than a comparable 
vehicle, and if an enemy's sensors pick up the creature, most operators would 
dismiss it as just another beast. Most beasts are keenly alert to danger and 
have a natural instinct to avoid it, so a living mount is another set of senses 
to help prevent the rider from walking into a bad situation. And when an 
explorer is alone in an unexplored region, a living companion can provide 
comfort that a machine is unable to replicate. 


Aiwha 

A giant flying creature that lives on watery planets such as Kamino and 
Naboo, the aiwha uses its large wing-fins to swim underwater and to fly 
through the sky. Kaminoans keep large herds of aiwhas to serve as domesti- 
cated riding beasts, since the creatures can traverse the perpetually stormy 
seas of Kamino with relative ease. The Gungans of Naboo train the beasts 
to provide airborne transportation and use them in war for reconnaissance 
patrols and as bombers. Given the striking similarities between the two spe- 
cies, the aiwhas and the thrantas of Alderaan are believed to share a common 
ancestor, although no relation has been conclusively proven. 


Aiwha 

Gargantuan aquatic beast 5 

Init +2; Senses Perception +2 

Defenses Ref 6 (flat-footed 6), Fort 16, Will 11 
hp 47; Threshold 35 

Speed 12 squares (flying), 12 squares (swimming) 
Melee slam +10 (2d6+9) 

Fighting Space 4x4; Reach 2 squares 

Base Atk +3; Grp +25 

Abilities Str 25, Dex 10, Con 20, Int 2, Wis 11, Cha 8 
Feats Improved Defenses, Skill Training (Swim) 
Skills Perception +2, Survival +7, Swim +14 
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Bantha 
Perhaps the most adaptable herbivores in the galaxy, banthas are found 
‘on numerous worlds and are so well known that their name is used in a 
plethora of proverbs, sayings, and children’s stories. Several fringe religions 
see the bantha as a divine messenger. Banthas can survive in most envi- 
ronmental extremes, and are able to go without food or water for several 
weeks. Although many subspecies have adapted to the peculiarities of their 
environments, most banthas have large, curving horns and long, shaggy fur. 
Banthas are commonly used as transportation and as beasts of burden. 
Their meat and hides are highly prized, particularly by the Sand People of 
Tatooine, who use the beasts extensively, 


Bantha cL2 

Huge beast 3 

Init +1; Senses Perception +1 

Defenses Ref 8 (flat-footed 8), Fort 18, Will 10 

hp 37; Threshold 28 

Speed 4 squares 

Melee gore +11 (246410) or 

Melee trample +11 (1d8+10) 

Fighting Space 3x3; Reach 1 square 

Base Atk +2; Grp +21 

Atk Options Bantha Rush 

Special Action trample 

Abilities Str 28, Dex 10, Con 26, Int 2, Wis 11, Cha 4 

Feats Bantha Rush, Skill Training (Endurance) 

Skills Endurance +14, Perception +1, Survival +6 

Trample—As a standard action, a bantha can attempt to trample an 
adjacent target that is at least one size category smaller, making a 
melee attack roll against the target's Reflex Defense. If the attack 
succeeds, the target takes damage as normal. If the attack misses, the 
target takes half damage. 


BANTHAS ACROSS 
THE GALAXY 
The bantha serves as an archetypical mount and pack animal anywhere 
in the galaxy. The bantha statistics above represent the baseline for the 
common bantha. Gamemasters should feel free to alter that statistics 
block to make the bantha better fit the environment in which it is found. 
As examples, the dune banthas of Tatooine would have the desert 
species trait, and the white-furred banthas of Nelvaan would have the 
arctic species trait (see page 275 of the Saga Edition core rulebook). The 
Kashyyyk grayclimber subspecies would exchange the Trample attack 
for the expert climber special quality (see the "Sullustans" description 
‘on page 31 of the Saga Edition core rulebook). Aquatic or subterranean 
banthas might be waiting out there in the galaxy for your intrepid group 
of explorers to discover. 


Bergruutfa 
Best known as the mounts of the Teloc hunters, bergruutfas are enormous 
beasts with hides that are thick enough to stop blaster bolts and thicker 
plates of armor covering their heads. Although their natural habitats are 
the plains and jungles of their homeworld, bergruutfas are exported to other 
planets because they are mild-tempered and easily domesticated. However, 
when angered, a bergruutfa becomes dangerous and difficult to stop without 
causing lasting harm to the beast. 

Rebel SpecForce commandos occasionally use bergruutfas as riding 
beasts during the Galactic Civil War, and Weequays are known to capture 
and sacrifice bergruutfas to Quay when away from Sriluur, 


Bergruutfa cL5 

Huge beast 6 

Init +1; Senses Perception +9 

Defenses Ref 4 (flat-footed 4), Fort 18, Will 11 

hp 81; DR 5; Threshold 33 

Speed 10 squares 

Melee slam +9* (1d8+14) 

Fighting Space 3x3; Reach 1 square 

Base Atk +4; Grp +22 

Atk Options head butt, Power Attack 

Abilities Str 26, Dex 6, Con 27, Int 2, Wis 12, Cha 5 

Feats Improved Damage Threshold, Power Attack, Toughness 

Skills Perception +9 

Head Butt—When a bergruutfa makes a successful melee attack against 
an adjacent target, it makes an immediate opposed grapple check, If 
the check is successful, the target is moved back 1 square for every 5 
points by which it failed the check, This movement does not provoke an 
attack of opportunity. A bergruutfa receives a +5 circumstance bonus 
to its grapple check if it charges prior to making the attack. 

“Includes 3 points of Power Attack 


Eopie 

Of all Tatooine's indigenous creatures, eopies are perhaps the most useful 
to that world’s residents, providing sustenance as well as being extremely 
useful as pack animals and mounts. And eopies are far more affordable than 
banthas or dewbacks. The eopie's long snout enables it to eat the water- 
sucking weeds that invariably creep up around moisture vaporators, much 
to the pleasure of moisture farmers across Tatooine. Eopies are known for 
being able to survive for weeks without water, as well as for plodding along 
in the worst sandstorms. The eopie's noted lack of panic at a sudden threat 
has lead to a common spacers’ expression: "as steady as an eopie.” 


USING MOUNTS IN COMBAT 

Riding a beast in combat is much like riding a speeder bike or another 
vehicle. The beast uses the rider's actions, such as a move action to move 
up to its speed, or a standard action to use its natural weapons, or 3 
‘swift actions to allow the mount to move up the condition track with the 
recover action. For the most part, the mount is treated as being under 
the rider's control, especially if the creature has been trained for battle. 
Obviously, being trained in Ride helps maximize the benefit of using a 
live mount in battle. Typically, a mount has better speed than its rider, or 
it possesses a means of travel that its rider does not, such as exceptional 
climbing ability or flight. 

Like vehicles, mounts can take advantage of certain feats that the 
rider possesses, such as Dodge, Mobility, Powerful Charge, and Running 
Attack, in addition to the Momentum Strike and Mounted Defense feats 
found on page 127 of Threats of the Galaxy. 


Eopie cL1 
Large desert beast 2 

Init +0; Senses Perception +0 

Defenses Ref 8 (flat-footed 8), Fort 14, Will 9 

hp 17; Threshold 19 

Speed 4 squares 

Melee bite +4 (1d8+4) 

Fighting Space 2x2; Reach 1 square 

Base Atk +1; Grp +9 

Abilities Str 17, Dex 9, Con 18, Int 1, Wis 8, Cha 4 
Special Quality imperturbable 

Feats Skill Training (Survival) 

Skills Endurance +10, Perception +0, Survival +5 


Imperturbable—Eopies gain a +5 species bonus to Will Defense to resist 
the effect of a mind-affecting attack. In addition, a rider does not have 
to make a Ride check to control an eopie mount in battle. 


Fenwolf 

A popular lupine riding animal, the fenwolf has been exported to as many 
worlds as the bantha, so determining the creature's original homeworld is 
a nigh-impossible task. Many planets have significant populations of wild 
fenwolves because the beasts escaped from their handlers, so scouts on those 
planets find that using fenwolves as mounts gives them a better chance of 
operating without detection. The Rebel Alliance uses fenwolves as often as 
possible, because Imperial personnel are unlikely to bother sending out a 
patrol to investigate a common pest. 


Fenwolf cL3 
Large beast 4 


Init +4; Senses scent; Perception +8 


Defenses Ref 11 (flat-footed 9), Fort 13, Will 11 
hp 30; Threshold 18 


Speed 8 squares 

Melee bite +7 (1d8+6) 

Fighting Space 2x2; Reach 1 square 

Base Atk +3; Grp +12 

Atk Options Trip 

Abilities Str 18, Dex 14, Con 17, Int 2, Wis 13, Cha 6 

Special Quality scent 

Feats Skill Training (Survival), Trip 

Skills Perception +8, Survival +8 

‘Scent—Fenwolves ignore concealment and cover when making Perception 
checks to notice enemies within 10 squares, and they take no penalty 
from poor visibility when tracking (see the Survival skill, page 73 of the 
Saga Edition core rulebook). 


Kaadu 

When the Gungans migrate into the waters of Naboo, they bring kaadu with 
them to serve as draft animals and war mounts. An everyday sight within 
Gungan bubbled cities, kaadu are not found on any other planet in the galaxy. 
Thanks to their powerful legs, kaadu are incredibly quick, both on land and 
underwater, making them excellent choices for scouting missions and for 
making sudden charges in battle. Their particularly acute hearing enables 
kaadu to avoid predators lurking in Naboo's swamps. 
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Kaadu cli 
Large aquatic beast 2 
Init +3; Senses low-light vision; Perception +5 


Maru cL2 
Large beast 2 
Init +9; Senses Perception +5 


Defenses Ref 11 (flat-footed 9), Fort 13, Will 9 
hp 15; Threshold 18 


Defenses Ref 12 (flat-footed 9), Fort 12, Will 9 
hp 13; Threshold 17 


Speed 12 squares, 8 squares (swimming) 
Melee kick +4 (1d6+4) 

Fighting Space 2x2; Reach | square 
Base Atk +1; Grp +9 

Special Action sprint 


‘Speed 10 squares 

Melee tail slam +3 (1d6+3) 
Fighting Space 2x2; Reach 1 square 
Base Atk +1; Grp +9 

Special Action sprint 


Abilities Str 16, Dex 14, Con 16, Int 2, Wis 9, Cha 10 
Feats Skill Training (Perception) 
Skills Perception +5, Swim +9 


Abilities Str 15, Dex 16, Con 14, Int 2, Wis 9, Cha 5 
Feats Skill Training (Initiative) 
Skills Initiative +9, Perception +5 


‘Sprint—Kaadu can move up to 5 times their speed when using the run 
action. 


Kalak 

One of the more plentiful species found on the Outer Rim world of Roon—a 
remote world located in the region of space known as the Cloak of the 
Sith and famed for its Roonstones—the kalak is a nimble quadruped that 
is capable of impressive overland speeds. Kalaks are commonly ridden by 
messengers delivering goods and news. Its numerous and prominent teeth 
enable a kalak to chew leaves from trees and to tear the flesh from anything 
that tries to attack it. 


Kalak cli 
Large beast 2 

Init +2; Senses Perception +5 

Defenses Ref 10 (flat-footed 9), Fort 14, Will 9 

hp 17; Threshold 19 


Sprint—Maru can move up to 5 times their speed when using the run 
action, 


Orray 

Orrays are strong, leathery-skinned reptiles native to Geonosis, and they 
are commonly used by Geonosian picadors as riding mounts. The picadors 
rely on the orrays’ quick gait to keep them out of reach of the various wild 
creatures used in the Geonosian arenas, particularly such ferocious beasts 
as the acklay and the nexu. To tame an orray, Geonosians remove its stinger- 
tipped tail, making the orray more docile, However, even a docile orray might 
attack its rider with little provocation. Wild orrays can devour thousands of 
larval Geonosians in a single meal, using their long snouts to root inside the 
Geonosians’ delicate egg chambers. 


Orray CL3 
Large desert beast 4 
Init +8; Senses Perception +1 


Speed 12 squares 

Melee bite +4 (148+4) 

Fighting Space 2x2; Reach 1 square 

Base Atk +1; Grp +9 

Abilities Str 16, Dex 13, Con 18, Int 2, Wis 8, Cha 6 
Feats Skill Training (Survival) 

Skills Perception +5, Survival +5 


Maru 

Native to Alaris Prime in the Kashyyyk system, maru are agile reptilian riding 
beasts, able to cover large distances due to their muscular hind legs. Although 
their forearms are vestigial, maru can use their long tails to defend themselves 
against predators. The Wookiees who inhabit Alaris Prime use maru as pack 
animals and ride them as war mounts, using special harnesses each fitted 
with two bowcasters and a seismic pulse emitter. 


Defenses Ref 10 (flat-footed 9), Fort 12, Will 9 
hp 19; Threshold 17 

Speed 8 squares 

Melee bite +4* (1d8+7) 

Fighting Space 2x2; Reach 1 square 

Base Atk +3; Grp +11 

Atk Options Power Attack 

ies Str 17, Dex 12, Con 15, Int 2, Wis 8, Cha 6 
Feats Power Attack, Skill Training (Initiative) 
Skills Initiative +8, Perception +1, Survival +6 
“Includes 2 points of Power Attack 


Rakazzak Beast 

Three-meter-tall arachnids from the Forest Moon of Endor, rakazzak beasts 
are commonly used by the Yuzzum as mounts. Carnivorous in the wild, 
rakazzak beasts spin webs to trap prey, which frequently includes Ewoks. A 
rakazzak beast can also actively hunt prey, rearing back on its hind legs to 
ensnare a meal with its forelegs. Rakazzak beasts are commonly preyed upon 
by condor dragons. A rakazzak beast's long legs give it exceptional ground 
speed and also keep its rider high above the attacks of land-based enemies, 
a fact that the Yuzzum use to their advantage against Ewok adversaries. 


Rakazzak Beast cL2 
Huge beast 3 

Init +11; Senses Perception +3 

Defenses Ref 13 (flat-footed 8), Fort 12, Will 12 

hp 19; Threshold 22 

Speed 10 squares 

Melee 2 claws +7 (1d8+3) 

Fighting Space 3x3; Reach 2 squares 

Base Atk +2; Grp +17 

Atk Options Pin 

Abilities Str 14, Dex 20, Con 15, Int 1, Wis 14, Cha 4 
Feats Pin, Weapon Finesse 

Skills Initiative +11, Perception +3 


Rockhopper 

The bipedal rockhopper is believed to be a genetic cousin of the Cracian 
thumper, perhaps having evolved from stocks of thumpers transplanted off 
their homeworld. Rockhoppers lack the sharp claws of their cousins, but 
instead they possess strong jaws filled with sharp teeth. They are most com- 
monly found on Roon, where they are ridden in the Roon Colonial Games, 
although specimens have also been found on Biitu in the Outer Rim. 


Rockhopper CL 2 
Large beast 3 
Init +3; Senses Perception +6 
Defenses Ref 11 (flat-footed 9), Fort 12, Will 10 
hp 19; Threshold 17 
Speed 8 squares 
Melee bite +3 (14842) and 
tail slam +3 (10642) 
Fighting Space 2x2; Reach 1 square 
Base Atk +2; Grp +9 
Atk Options Running Attack 
Special Action sprint 


Abilities Str 13, Dex 15, Con 14, Int 2, Wis 10, Cha 7 

Feats Running Attack, Skill Training (Endurance) 

Skills Endurance +8, Perception +6 

Sprint—Rockhoppers can move up to 5 times their speed when using the 
run action, 


Ukian Torbull 

As an experiment by the Ukians to breed a hardy pack animal able to survive 
in any environment, the Ukian torbull is only a partial success. Although the 
creature is capable of functioning in a diverse range of environments and is 
easy to domesticate, it also has the major disadvantage of having a voracious 
appetite, requiring feeding and watering at least four times a day. As result, 
the torbull is not popular as a pack beast, especially on worlds where food 
is scarce. Torbulls are also a popular source of food, with the most notable 
dish being a soup made from the creature's tail. 


Ukian Torbull cL1 

Huge beast 1 

Init -1; Senses Perception -1 

Defenses Ref 11 (flat-footed 11), Fort 17, Will 10 

hp 10; Threshold 27 

Speed 12 squares 

Melee gore +4 (2d6+4) and 
tail slam +4 (1d8+4) 

Fighting Space 3x3; Reach 2 squares 

Base Atk +0; Grp +14 

Abilities Str 19, Dex 9, Con 22, Int 1, Wis 8, Cha 3 

Special Qualities tame, thick hide, voracious 

Feats Improved Defenses 

Skills Perception -1, Survival +4 

Tame—A Ukian torbull is exceptionally docile, providing its rider a +5 
favorable circumstance bonus to Ride checks, 

Thick Hide—Ukian torbulls have exceptionally tough hides, providing a +3 
natural armor bonus to Reflex Defense. 

Voracious—A Ukian torbull takes a —5 penalty to Endurance checks made 
to ignore the effects of starvation. 


Yeaqt 

A native creature of the isolated, wealthy world of Velmor, the ycaqt is a 
gigantic, hairless beast supported by a pair of massive legs and possessing 
an equally massive maw that enables it to scoop up more than a dozen liters 
of water and filter out the plankton that is its primary diet. In spite of the 
intimidating size of its mouth, a ycaqt instead relies on its speed and its 
powerful tail to defend itself from predators, because any damage to the 
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delicate baleen it uses to filter its food could result in the ycaqt's starvation. 
Early in the history of Velmor, ycaqts are used in battle and for hunting 
by Velmorian nobles, and the creatures retain their cultural significance, 
being used in ceremonial events such as precoronation festivities. Despite 
protests by some nobles, ycagts are successfully exported to other worlds 
for use in sports, 


Yeaqt cL1 

Large beast 2 

Init +2; Senses Perception +1 

Defenses Ref 10 (flat-footed 9), Fort 14, Will 10 

hp 17; Threshold 19 

Speed 12 squares 

Melee tail slam +5 (1d6+5) or 

Melee trample +5 (1d6+5) 

Fighting Space 2x2; Reach 1 square 

Base Atk +1; Grp +10 

Special Action trample 

Abilities Str 19, Dex 12, Con 18, Int 1, Wis 10, Cha 4 

Feats Skill Training (Survival) 

Skills Jump +10, Perception +1, Survival +6 

Trample—As a standard action, a ycaqt can attempt to trample an 
adjacent target that is at least one size category smaller, making a 
melee attack roll against the target's Reflex Defense. If the attack 
succeeds, the target takes damage as normal. If the attack misses, the 
target takes half damage. 


ANIMAL COMPANIONS 
Animals that have been domesticated to serve as companions can be par- 
ticularly beneficial to explorers and scouts. Popular holovids show explorers 
with animal sidekicks, usually feral beasts that they have managed to tame. 
Even the notoriously fierce and battle-hardened Mandalorians are known 
to have a soft spot for some animals, particularly those that can handle 
themselves in a fight. 

In many respects, having an animal companion is like including an NPC 
droid or a nonheroic minion as part of the group. And as with allowing too 
many player-controlled NPCs, the Gamemaster should be careful about 
allowing characters to have too many animal companions. The Gamemaster 
should also avoid allowing heroes to select an animal companion that has 
a Challenge Level significantly higher than the heroes’ character level. A 
group of ist-level characters who have a pet strill will have an easier time 
‘overcoming combat challenges that would otherwise be balanced for 2 
similar group of characters. 


ANIMAL COMPANIONS AND 
GAINING EXPERIENCE POINTS 
If the Gamemaster decides to award an animal companion an equal share 
of the group's earned experience points, eventually the creature will 
gain enough experience points to advance in level. Even though it is a 
player-controlled NPC, the animal companion still follows the advance- 
ment rules on page 273 of the Saga Edition core rulebook, Since heroes 
are exceptional individuals, their animal companions would likely become 
similarly exceptional. 


If the animal companion is under the direct control of a player and pro- 
vides the group with a distinct advantage, specifically in combat encounters, 
the creature should receive an equal share of the experience points for that 
adventure, For example, a voorpak that is the animal companion of a noble in 
a group of five player characters would receive one-sixth of the experience 
points that the group earns. If the animal companion is handled as an NPC 
and largely operates independent of the players, or if it does not provide a siq- 
nificant advantage to the party, then it should not receive experience points. 

Directing a player-controlled animal companion can be simple, The owner 
indicates what actions the creature should take. Domesticated creatures can 
be assumed to obey the commands of their owners, provided the commands 
are not too complex and do not put the creature in too much danger. An 
animal companion acts on its owner's initiative count. 

The creatures described below frequently serve as animal companions. 


Dark Wolf 

Also known as raquor'daan by the Weequays of their native world, Sriluurian 
dark wolves are nocturnal hunters, This stealthy and deadly predator uses 
its poison-laden claws and stinger-tipped tail to bring down prey, and its 
tough, leathery hide protects it from both sandstorms and its own stinger. 
Dark wolves are natural enemies of the equally vicious bandigos, so they 
are treated with great respect by the Weequays, whose legends include 
stories of the fearsome dark wolves. Although they are among the more 
dangerous creatures of Sriluur, dark wolves can be tamed to serve as loyal 
hunting companions. 


Dark Wolf CL3 
Medium desert beast 4 

Init +11; Senses darkvision, scent; Perception +9 

Defenses Ref 14 (flat-footed 10), Fort 13, Will 12 

hp 30; Threshold 13 


Speed 10 squares 
Melee bite +7 (1d6+6) and 
2 claws +7 (1d4+6 plus poison) and 
tail attack +7 (1d3+6 plus poison) 
Base Atk +3; Grp +7 
Atk Option poison 
Abilities Str 18, Dex 18, Con 16, Int 2, Wis 15, Cha 8 
Special Quality scent 
Feats Skill Training (Initiative, Survival) 
Skills Initiative +11, Perception +9, Survival +9 


Poison—When a dark wolf deals damage to a living target with its claws 
or its stinger, the target is also poisoned. If the poison succeeds on 
an attack roll (1d20+10) against the target's Fortitude Defense, the 
target moves ~1 step along the condition track. A target moved to 
the last step of the condition track by the poison is immobilized, but 
not unconscious. The poison attacks each round until cured with a 
successful DC 10 Treat Injury check. 

Scent—Dark wolves ignore concealment and cover when making 
Perception checks to notice enemies within 10 squares, and they take 
no penalty from poor visibility when tracking (see the Survival skill, 
page 73 of the Saga Edition core rulebook). 


Saber Cat 

Alarge carnivorous species native to the Mid Rim world of Monastery, the 
saber cat is a ferocious predator. Members of the Order of the Sacred Circle 
are known to keep several tamed saber cats as pets and protectors. The 
creature's name refers to its razor-sharp claws and teeth, but a saber cat also 
possesses a thick horn that can be used as a weapon. Difficult to procure, 
saber cat whelps fetch a high price on the black market, and the unsettling 
appearance of saber cats makes them appealing both as pets and as status 
symbols for crime lords and nobles. 


Saber Cat cL5 
Medium beast 6 
Init +7; Senses Perception +9 
Defenses Ref 14 (flat-footed 10), Fort 11, Will 11 
hp 33; Threshold 11 
Speed 8 squares 
Melee bite +8 (1d6+5) and 
2 claws +8 (1d4+5) or 
Melee gore +8 (1d6+5) and 
2 claws +8 (1d4+5) 
Base Atk +4; Grp +8 
Atk Option pounce 


Abilities Str 14, Dex 18, Con 13, Int 2, Wis 12, Cha 7 
Feats Skill Training (Jump, Stealth), Weapon Finesse 
Skills Jump +10, Perception +9, Stealth +12 


Pounce—When long jumping, a saber cat does not require a running start 
for jumps of 4 squares or fewer and does not double the Jump DC when 
doing so (see page 68 of the Saga Edition core rulebook). If the saber 
cat successfully jumps into or adjacent to a target enemy's square, 
the saber cat can make an immediate attack against the target. If the 
attack is successful, the saber cat can attempt to trip the target (as if 
using the Trip feat on page 88 of the Saga Edition core rulebook) as a 
free action that does not provoke attacks of opportunity. 


Strill 

A trill is a six-legged Mandalorian hunting animal that has a large, fang- 
filled mouth. Strills are considered to be highly intelligent by their owners. 
Slightly over a meter in length, strills are covered in loose flaps of skin, which 
they use to glide through the air. As it glides, a strill is capable of carrying a 
surprising amount of weight for a creature of its size. Strills have substan- 
tially longer life spans than Humans, so it is common for a Mandalorian to 
pass ownership of a strill to a younger clan member upon his or her death. 


Strill cL4 
Small beast 5 

Init +4; Senses Perception +13 

Defenses Ref 14 (flat-footed 12), Fort 13, Will 12 

hp 39; Threshold 13 

Speed 4 squares 

Melee bite +9 (1d4+8) 

Fighting Space 1 square; Reach 1 square 


Special Action gliding 

Abilities Str 22, Dex 14, Con 14, Int 2, Wis 12, Cha 3 

Special Quality carrying capacity, gliding 

Feats Improved Defenses, Skill Focus (Perception) 

Skills Perception +13 

Carrying Capacity—Strills are treated as Medium creatures when 
determining their carrying capacity. 

Gliding—As a move action, a strill can glide, which is treated as a Jump 
check with the strill being considered to have a running start. Strills 
gain a +10 species bonus to Jump checks to determine the distance 
cleared. 
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Every Star Wars film begins with the same words, which remind us that a 
galaxy full of adventure waits for us. Untold worlds exist beyond the many 

_ already known by name. Exotic creatures wait after the next hyperspace 
jump to aid or confound the heroes. Every roleplaying session with your 
| friends is an opportunity to explore new worlds together and create classic 

adventure stories. The galaxy is a big place. Every world is an adventure 
waiting to happen. 

One of the great appeals of Star Warsis the exotic locations where stories 
can take place. Every planet seems familiar, yet has a unique element that 
makes it memorable. From the giant forests of Endor to the endless deserts 
of Tatooine, the worlds of the galaxy reinforce the familiar yet fantastic tone. 

No matter the era of Star Wars, the galaxy offers thousands of unexplored 
worlds. Explorers continually push beyond the frontier and expand the fringe. 
Some operate as part of a governmental body, looking for worlds to colonize 
and conquer. Some operate as employees of galaxy-spanning companies 
that seek new worlds to exploit for profit. And others operate on their own 
in small, battered ships, trying to carve out a home in the spiraling void. 

This chapter includes suggestions on how to make worlds that will reso- 
nate in your stories. It has resources and advice for building new worlds, as 
well as a planet generator to help when time or inspiration is lacking, It also 
suggests different ways to bring the theme of exploration to the forefront 
of your Stor Wars campaign. And, because attitudes about exploration differ 
throughout the eras, summaries of those attitudes are included here. Chapter 
3 introduces two campaign outlines that have exploration as their central 
theme, Each of these campaigns offers suggestions on how to customize the 
campaign to best fit your play style. Also check out the tips and guidelines 
on how to include exploration as a theme in an ongoing campaign. 
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CAMPAIGN OUTLINE: 
POOR WAYFARING 
STRANGERS 


This campaign revolves around a group of heroes trying to find their way 
home from the Unknown Regions. The heroes are flung out of known space 
bya hyperdrive accident, and they are trapped on a ship with members of an 
opposing faction. The heroes must first learn to coexist with the opposing 
faction by either converting or eliminating its members. Then, to find medi~ 
cal assistance for the engineer who can repair their ship, they must bring 
peace to the sector of space they have been hurled into. Finally, they must 
locate an ancient space station that has the technology to send them home. 
Part of the conflict stems from the heroes being stuck in the Unknown 

Regions with a group of enemies. Many natural pairings fit this idea. All the 
heroes need not be from one of the factions, but having at least one character 
directly involved in the conflict makes for excellent drama. 

© Empire/Rebels 

© Jedi/Sith 

‘* Republic/Mandalorian 


AcT I: ONE-WAY TICKET 

The campaign begins in the middle of the action, much like the opening 
of Star Wars: A New Hope. The heroes are making the final assault on an 
enemy flagship. They are pursuing Dr. Xita, an eccentric hyperdrive engineer. 
Xita, along with members of the enemy faction, is attempting to escape in 
an experimental craft. The craft possesses a multiphase hyperdrive that 
allows the ship to travel farther and faster while in hyperspace. At the end 
of the encounter, after the heroes have boarded Dr. Xita's ship in order to 
capture him, the experimental hyperdrive is activated, either accidentally or 
deliberately. The multiphase hyperdrive damages itself upon its activation. 
The ship has a backup hyperdrive, but using it to return to civilized space is 
a long and arduous process. 

The heroes find themselves deep in the Unknown Regions, trapped on the 
same ship with their enemies. They must learn to coexist, at least for now. 
Will they survive long enough to find their way home? 

The ship has food and water for two weeks. If the heroes are to have any 
hope of survival, they must find new sources of these necessities. Adven- 
tures on hostile worlds gain the heroes some supplies. However, gear and 
replacement parts for the ship cannot be found in the wild, so the heroes 
must interact with the strange species of this unknown sector. Natives 
willing to trade are unwilling to accept credits. Most of the equipment on 
the ship is vital to their survival, but the heroes can offer their services in 
exchange for parts. 


One of the best ways to highlight the differences of an Unknown Regions 
campaign is to use lesser-known non-Human species. The races described in 
Chapter 1 are a good place to start, as well as the races found in other Star 
Wars Roleplaying Game Saga Edition rulebooks and in other Star Wars books, 
comics, movies, and television series. Players accustomed to seeing Wookiees 
and Trandoshans in every spaceport will fee! more out of place when they 
come into contact with species that are not immediately recognizable. 

Another way to set an Unknown Regions campaign apart is to challenge 
players’ expectations. The decades of Star Wars lore lead players to expect 
certain patterns of behavior from the inhabitants of the galaxy they know. 
A campaign set outside the usual galaxy offers a chance to explore those 
ideas and play with them. Rodians are known as bounty hunters. What if 
the heroes come across a Rodian who was exiled because she was unable to 
kill her first target? Members of other familiar races might have been lost 
in the sector. Perhaps Hutts are the benevolent guardians of a charitable 
monastery, or a planet is at war over a prized Jedi artifact that turns out to 
be a hydrospanner. 

During their initial exploration, the heroes come across a small ship 
pursued by a much larger force of pirate vessels. The fleeing ship transmits 
a distress signal, and the heroes swoop in, sending the raiders fleeing. The 
rescued ship belongs to Grazdoc, a Nebalite trader in the sector. Nebalites 
are cephalopods of Gargantuan size who have ships constructed around their 
bodies like suits of clothing. When Grazdoc needs a face-to-face agent, he 
sends a small protocol droid, X-17-D. The droid is unable to speak, but it com- 
municates through gestures. Grazdoc is grateful for the heroes’ intervention 
and turns out to be a valuable ally. 

The raiders make excellent recurring villains. They are a gang of low-level 
space thugs who have bribed local authorities to look the other way when 
they bully defenseless ships. Led by a pirate known as Bereliz, the raiders 
operate out of a hidden base that the heroes must locate. The raiders might 
find new allies in the enemy faction on board the heroes’ ship. The enemy 
faction can give inside information to the raiders, revealing any weaknesses 
the heroes might have so the pirates can exploit them. The raiders help the 
enemy faction set up ambushes and attempt to take control of the ship. 
Alone, the raiders are not a great threat, but as the enemy faction attempts 
to take command of the ship away from the heroes, the raiders complement 
the intrigue aboard the ship with an external threat. 

This act concludes when the heroes face off against the raiders and take 
the fight to their hidden base. The raiders have captured Grazdoc and are 
holding him hostage. This is an opportunity to include a classic adventure 
encounter as the heroes make their way into the base. They might use speed, 
combat, or stealth, but the heroes eventually come face to face with Bereliz. 
The pirate leader is a cut above the riffraff in his employ. He makes the heroes 
an offer: If they join him, they can become kings of the sector. If the heroes 
refuse Bereliz’s offer, the confrontation quickly becomes violent. 


ACT I: THE SEARCH 

FOR A CURE 

Before repairs can be made to the multiphase hyperdrive, Dr. Xita succumbs 
toa mysterious sickness. Years of exposure to the multiphase hyperdrive 
have affected his health, The heroes discover from local traders that the 
only cure for his disease lies in the strange technology of the Xaxax, a long- 
extinct race of beings who left powerful technological artifacts scattered 
throughout this part of the galaxy. 

This act also introduces a new set of villains. The local name for the 
members of this organization roughly translates to the Guardians. They were 
brought together to watch over Xaxax technology and ensure that it is not 
used for evil purposes, but the Guardians have grown corrupt after thousands 
of years and jealously guard the advanced technology of the lost Xaxax, 

Astrange piece of ancient technology comes into the heroes’ possession, 
Perhaps it is discovered in the treasure trove of Bereliz's defeated raiders, or 
perhaps it is given to the heroes asa token of Grazdoc's gratitude. Studying 
the artifact reveals two facts: The artifact is very old, possibly predating 
the Republic, and the small but highly advanced artifact enables the user 
to communicate across far distances. If the heroes ask local contacts about 
the artifact, they receive cryptic responses. Such technology has been seen 
in the region before, but no one seems to use it. 

The heroes must keep Dr. Xita alive, because he is the only being capable 
of repairing the multiphase hyperdrive. Without constant maintenance by 
Dr. Xita, the ship begins to break down. The backup hyperdrive starts to 
malfunction, as do the weapons. Doors stick. A strange smell issues from the 
air vents. These inconveniences are not life-threatening, but serve to spur 
the heroes to find a cure for Dr. Xita before the ship deteriorates further. 

Many of the adventures and encounters in this act involve the search 
to find a cure for Dr. Xita's illness. Grazdoc puts the heroes in contact with 
various healers—some who have legitimate gifts, some who sell colored water 
to gullible natives. A visit to a primitive Force-sensitive shaman sends the 
heroes on a quest for a rare healing herb on a dense jungle planet. A rumor 
of ancient technology puts the heroes at odds with the Guardians. Through 
these adventures the heroes find treatments for Dr. Xita's symptoms, but no 
cure for the disease that is slowly killing him. 

The main villain of the act is the enemy faction on board the ship. With 
the heroes occupied with the search for a cure, the enemy faction decides 
to seize control of the ship or destroy everyone in the process. The enemy 
faction does its best to sabotage any objectives the heroes have by meth- 
ods such as destroying the translation database, making interactions with 
other races more difficult. It provokes fights with hostiles to force the 
heroes to expend time and energy smoothing things over, and it reveals the 
ship's location to criminals and pirates. It wipes the memories of droids and 
deactivates weapons. The enemy faction has gathered together the enemies 
bested by the heroes, using those allies in its push to seize control of ship 
and destroy the heroes. 


The Guardians are a minor threat in this act because, unlike the raiders, 
the Guardians do not make deals with the enemy faction. The threat they 
represent might seem distant, but the heroes should gradually become aware 
of the depth of the Guardians’ corruption. The Guardians let criminals go. 
They harass the heroes in their search for medicine. They confiscate items 
of ancient technology, which inevitably turn up in a villain’s clutches. The 
Guardians don't take direct action against the heroes. Even if the heroes 
launch an attack on a Guardian ship, the Guardians fight to disable. But 
they are only waiting for the right moment to act, and when they strike, the 
Guardians will show the heroes no mercy, 

The climax of the second act comes when the heroes discover a world 
with technology that can cure the mysterious disease that afflicts Dr. Xita. 
The world is said to have been built by the Xaxax, and it appears to have 
been the source of the bits of advanced technology that turn up throughout 
the sector. The Guardians abandoned the world long ago, having looted 
what technology they could locate. Depending on the heroes’ strengths, 
the climactic encounter can incorporate an assault on an ancient fortress, 
a battle over the Xaxax world, or a clash of lightsabers while the rest of the 
heroes race to save Dr. Xita's life. 


CAMPAIGN OPTION: 

KEEP YOUR ENEMIES CLOSER 
The heroes must learn to live with their enemies while they are stranded 
in the Unknown Regions, instead of constantly battling them for control 
of the ship. You might allow players to make characters who are mem~ 
bers of the enemy faction. The players can use what they know about 
the opposing factions in the game to find creative ways to resolve the 
conflict set up in the beginning of the campaign. For example, a Sith 
character might be turned away from the dark side by Jedi characters, or 
a Republic soldier might learn discipline from a Mandalorian. You should 
include encounters that emphasize that all the characters will have to 
work together to survive, 


AcT Ill: A LONG SHOT 

The goals of this segment of the campaign are twofold. The heroes must 
eliminate the Guardians and find their way home. The Guardians observe the 
conflict between the two factions with increasing interest. The Guardians 
are confident that they can bargain with the enemy faction if it wins. If the 
heroes win, they become a threat to the Guardians that must be dealt with, 
During the final battle with the enemy faction, the heroes discover evidence 
of a hidden Xaxax station somewhere in the sector. Dr. Xita remarks on how 
the design of the station mirrors the design of the multiphase hyperdrive. 
The ancient space station is the heroes’ ticket home! Now all they have to 
do is find it. 
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The power core for the station was salvaged and split up by the Guardians. 
The heroes must locate and recover enough pieces to power the station for 
one final jump. (The exact number of pieces needed is up to the Gamemaster.) 
One piece is located on a planet where the primitive population worships 
it as a god. Another is used as the power source for the Guardians’ largest 
ship. Another might be hidden among the million fragments of an asteroid 
belt, Dr. Xita can cobble together the pieces into a device that will supply 
enough power to the station for one risky jump home. 

The Guardians keep the location of the station secret, because it's the 
place where they decode and study the artifacts they find. But a small number 
of Guardians oppose their organization's corruption, and they feed informa- 
tion about the ancient station to the heroes. These dissenters are eventually 
discovered and eliminated by the Guardians, but not before having provided 
the heroes with enough clues to locate the station. Ultimately, the heroes 
sow the seeds of rebellion, intentionally or not, and the planets of the sector 
start to rise against the Guardians. 

The heroes and their allies mount an assault on the station, where the 
Guardians make their last stand. The Guardians are led by General Klaxus, a 
shrewd commander. A member of the enemy faction might make a surprise 
return as Klaxus's second in command. This final act offers a great opportu 
nity for a multilayered showdown. Run a round of space combat, then have 
some of the heroes lead an assault on a vital substation, and then stage a 
duel between one of the heroes and General Klaxus. Cutting between the 
battles is a classic Star Wars tactic, heightening the tension and keeping 
everyone on the edge of their seats. 


CAMPAIGN OUTLINE: 
THE SEARCH FOR 
ENDELAAN 


This campaign features the crew of the ship Spiral Dancer. The Spiral Dancer 
has been specially built to head into the Unknown Regions for a lengthy 
mission. The players will have adventures along the way to fulfilling their 
ultimate goal of finding a lost planet known as Endelaan, You should adjust 
the reason the heroes need to find Endelaan to fit the era and the characters. 
Endelaan might be an enclave of Jedi who survive Order 66. It might be a new 
homeworld for a species displaced by the Empire or by the Mandalorians, or 
it might be the source of a strange new technology. 

The Spiral Dancer is a large ship with a large crew complement. Select 
a ship appropriate for the era of play. This larger ship allows for a different 
play experience than the typical light freighter often used as a transport. It 
offers a chance to refresh resources used during the course of the campaign. 
Starfighters are destroyed, weapons are lost, and Gamemaster characters 
perish during the campaign. Replacing them is easier because of the resources 
available on the Spiral Dancer. 


THE MULTICHARACTER 
CAMPAIGN 

One challenge of a game featuring a large crew is keeping the heroes 
together for adventures. If, for example, the heroes consist of a protocol 
droid, a medical officer, a hotshot pilot, and a Jedi ambassador, writing 
adventures that require the skills of each character can be difficult. One 
way to resolve this problem is to allow players to make multiple charac~ 
ters with different specialties. The players can then choose to play the 
characters who best suit each mission, 


ACT I: THE OUTER RIM 

The first few adventures take place on the known frontier of the galaxy, in the 
Outer Rim. These adventures allow you to use traditional Star Wars elements 
while preparing the heroes for the unique challenges to come. 

Subo the Hutt is the crime lord of the sector, a minor wheel in the larger 
crime family. Subo is a Hutt with refined taste, and he believes himself to be 
a humble art collector, although he engages in the same brutal behavior that 
Hutt crime lords are known for, Subo is fine with his small-time role, because 
he has a much longer view. He, too, is interested in Endelaan, because he 
believes that something on the planet can extend his life indefinitely. While 
the other Hutts poison and kill each other through the years, the secret of 
Endelaan will ensure that Subo is the ultimate inheritor of the crime empire. 

The first of Subo's enforcers is a Human named Jakka, Jakka is not bright 
and brags about his work for Subo. Subo keeps the thug around because 
of his resilience. For some reason, Jakka is difficult to kill, and he has the 
cybernetics to prove it. Jakka is a relentless foe, returning to the pursuit of 
the heroes time and time again after they believe him to be dead. Jakka takes 
pride in his cybernetic replacements and does his best to find those that 
are intimidating and obvious. He remembers any hero who injures him in an 
encounter, and he does what he can to use his new toy on that hero in the 
next encounter. Jakka should ultimately end his career in the final encounter 
of this act, after he has become more machine than Human. 

Renarra is Subo's lieutenant and main advisor. This Wookiee owes a life 
debt to Subo, and she uses her position to her advantage to get out of trouble 
with the authorities. Renarra is as ruthless and cunning as her boss, and her 
temper is legendary. Although she does not engage in the berserker rages 
typical of Wookiees, she is no less deadly in anger. She has sent Jakka and 
other enforcers after targets who have committed only the slightest infrac- 
tions. She is particularly hard on smugglers who fall behind in their debts. 
Subo keeps her in check, but when he wants someone eliminated, Renarra 
gets the job done. She is a stubborn enemy and does not tolerate failure in 
herself or her minions. 


Subo attempts to plant an agent on the Spiral Doncer. He wants to learn 
what the heroes know about Endelaan and tries to persuade at least one of 
the heroes to become a double agent. Subo has studied the heroes well and 
knows how to tempt them. He might offer a Jedi an ancient holocron or per- 
haps a list with the names of all the Force-sensitives in the sector. He might 
offer a soldier a prototype weapon or a scoundrel a chance at a big payday. 
The key is to have Subo make an offer that the hero will find difficult to 
refuse. It should be a tough decision, and one that the hero might regret later. 

The heroes themselves might be immune to Subo's temptations, but not 
everyone on board can resist his charms. On a ship as large as the Spiral 
Dancer, Subo will eventually get to somebody. The traitor onboard is 2 plot 
that needs to be revealed slowly. Start with a weapons malfunction. Direct 
suspicion onto one of the player characters, and then spread it to the others. 
The heroes should trust one another, but let their suspicion of the rest of 
the crew work its way into the story. The traitor reveals his or her identity 
near the end of the act, but the heroes should feel that they are close to 
uncovering the identity at any moment. 

Most of the adventures are small clashes over artifacts that offer informa- 
tion about Endelaan. Subo leaves Renarra to handle these matters. Renarra 
uses violence as her main tool, arranging burglaries and attacking vulnerable 
crew members whenever she can. After the Spiral Dancer has been identified 
asa threat, Renarra throws any obstacles she can at the crew. She knows 
that she does not have the resources to battle a ship the size of the Spiral 
Dancer, but the crew is another matter entirely. Individual crew members can 
be intimidated, kidnapped, or killed, and the repercussions of these events 
are felt by everyone. 

The conflict with Renarra comes to a head with the discovery of the 
Antara Satrap. This small scout ship visited Endelaan by accident, and vital 
navigation information is stored in its logs. Renarra kidnaps the last living 
relative of the Satrap’s captain and tortures the young Human for informa- 
tion. He claims to know nothing about the ship. The heroes come to his 
rescue and discover that one of his family heirlooms points to the location 
of the Satrap. The ship is intact but heavily damaged. The logs require time 
to repair and decipher. Renarra knows that the time to strike has arrived and 
calls in @ last favor from the traitor on board the ship. 

When the Satrap is repaired, the traitor makes his or her move. The ship 
isstolen and leads the Spiral Dancer on a chase through the Outer Rim. The 
Satrap jumps into a system, creates as much confusion as possible, and jumps 
away, leaving the heroes to resolve problems such as hostile natives, counter- 
feit artifacts, and red herrings designed to slow the heroes down. The Antara 
Sotrap eventually leads the heroes to Subo's personal vessel, the Codexen. 

The Codexen is a large luxury liner that has been converted to cater to 
Subo, his entourage, and his quests. Unlike other examples of Hutt excess, 
the ship is not filled with slave dancers, pet monsters, or other such ephem- 
eral pleasures. Subo considers himself an art collector and a Hutt of refined 


tastes, and his ship is a floating museum. Subo’s collection should make the 
heroes reluctant to destroy the ship. The heroes instead find themselves on 
a careful raid of the Codexen, trying to acquire the information that Subo 
has about Endelaan as well as recover the Antara Satrap. Throw in a mix of 
valuable artifacts, the final appearance of Jakka as a henchman, and the 
final confrontation with Renarra, and you have an excellent conclusion to 
the first part of your campaign. 


AcT Il: THE DANGER 

OF THE NEBULA 

Having recovered the Antara Satrap, or at least its logs, the heroes now have 
a general idea of Endelaan’s location, and the search for the planet begins 
in earnest. The Spiral Dancer leaves the Outer Rim and the machinations of 
Subo the Hutt behind. This act features adventures with themes of explora 
tion and discovery. The heroes have had a good dose of classic Star Wars 
adventure on the fringes of the galaxy. This act makes the transition from a 
game featuring familiar Star Wars elements into a game with new elements 
but the same themes. 

The Nebula is the main threat of this act. This ancient cult does not have 
a massive fleet of starships. It does not have the evil powers of the Sith. 
But it does have a prophecy that states that the discovery of Endelaan will 
bring about the end of the galaxy. The Nebula believes itself to be the only 
organization able to stop the prophecy from coming true. When the Spiral 
Dancer arrives, the members of the Nebula know they must act. The secret 
of Endelaan is theirs to protect, and the Spiral Dancer is the biggest threat 
they have faced. 

Acampaign in the Unknown Regions is an excellent chance for the heroes 
to make history by discovering a brand-new species. Perhaps they find one 
of those detailed in this book, or perhaps they discover a species you have 
designed. The heroes have a blank slate to work with. The newly discovered 
species might become essential allies. Or they might align with the Nebula 
and work with the secret society to defeat the Spiral Dancer. Give the heroes 
a few encounters that can influence the new species’ opinion of them. 

The Nebula hopes to quietly eliminate the heroes and stop them from 
triggering the prophecy. One of the Nebula's agents starts to spread lies about 
the crew of the Spiral Dancer. These stories are exaggerated versions of the 
heroes’ previous exploits. A soldier's heroic defense of an outpost becomes 
a massacre of legendary proportions. Delicate trade negotiations by the 
communication officer are transformed into the fleecing of an entire planet. 
Distort incidents from earlier in the campaign until the actions become vil- 
lainous. The heroes must work to restore their reputation, and they become 
aware that someone out here is sabotaging their efforts to find Endelaan. 

As they search for the lost planet, the heroes begin to influence the 
Unknown Regions. The technology they bring is different from anything in the 
sector. It should subtly transform the civilizations that the heroes encounter. 
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How might a primitive civilization react to a speeder or a blaster? The Spiral 
Dancer develops a black market that sells equipment wherever the ship stops. 
Some view it as harmless, but the problems escalate when a native species 
uses the technology to dominate the other species on the planet. The heroes 
must put things right the best way they can. 

As the Spiral Dancer gets closer to Endelaan, a member of the Nebula 
reveals himself to the heroes. He wants protection from the society and is 
willing to reveal its secrets in exchange for a small parcel to live on when 
Endelaan is reached. This turncoat leads to a series of adventures that include 
verifying his stories and dealing with crew members who are unhappy with 
a traitor coming on board, Ultimately, the traitor truly wants to defect and 
help the Spiral Dancer, but the heroes should face many moments of doubt 
before his good intentions are proven. 

The Spiral Dancer soon comes to be seen as a source of justice in the 
sector. Ships seek out the Spiral Dancer, hoping that it can settle interplan- 
etary conflicts. Without an Empire or a Republic to keep order, the locals 
of many worlds need the Spiral Dancer to act as an intermediary to broker 
treaties and prevent wars. These challenges should offer a mix of diplomacy 
and action. Negotiating a treaty can be difficult, but it becomes much more 
complicated when one of the ambassadors is kidnapped and the Spiral 
Dancer has to rescue her. Some of these challenges are the result of the 
Nebula's interference. The heroes’ reputation is in constant fluctuation. For 
every planet where the Spiral Dancer does some good, the Nebula does evil 
in the heroes’ names. 

The positive influence that the Spiral Dancer creates in the sector eventu- 
ally pays off. The heroes are directed to Mnemos, a planet-sized computer 
database that holds the secret to the location of Endelaan. The Nebula knows. 
that this is the best opportunity to stop the heroes, and the organization 
arrives at the planet before the heroes do. Nebula agents sabotage the 
access nodes on the planet, so the heroes must restore the nodes to find 
the location of Endelaan. These encounters should offer multiple ways for 
the heroes to shine. For example, one node might hide a Nebula ambush, 
while another involves a cryptic puzzle that must be solved before time runs 
out and the node is permanently disconnected. These encounters should be 
tailored to your heroes’ specialties, giving each one an opportunity to shine 
and to have a hand in locating the planet that they have been searching for 
since the beginning of the campaign. 

Endelaan is within sight. The long journey into the unknown is almost 
complete, and the Nebula makes a last, desperate move. Its agents attempt a 
mutiny on the Spiral Dancerand try to destroy the ship and all on board before 
it reaches the final destination. The heroes begin this encounter stripped of 
their weapons and equipment, and they must find away to overcome the 
Nebula before it destroys the Spiral Dancer. A tense encounter on the bridge 
or in the engineering section either results in the heroes retaking the ship or 
in the destruction of the Spiral Dancer if the heroes fail. 


AcT Il RETURN OF 

THE MANDALORIANS 

This act should take place after a break in the campaign. Time has passed on 
Endelaan—perhaps six months, perhaps longer. The heroes have had a chance 
to settle down but, as is always the case in the lives of heroes, something 
arises to thrust them back into greatness again. The heroes’ peaceful life on 
Endelaan is shattered when a fleet of ships darkens the skies and a transmis- 
sion comes from the flagship battle cruiser Victus. The leader wears Man- 
dalorian armor and makes a simple statement: Surrender or die. The heroes 
take up arms once again to defend the lives they have built on Endelaan. 

The invasion force is made up of soldiers dressed as Mandalorians, 
Gamemasters looking for a classic Star Wars enemy need look no further. 
Even if the era in which the game is set is not one where the Mandalorians 
play a role, the invaders look the part. Perhaps they are part of a resurgent 
movement, or perhaps they use the trappings of the Mandalorians to instill 
fear into their victims. They move and attack with the Mandalorians' deadly 
efficiency. Even if they aren't true Mandalorians, the way they march across 
Endelaan should demonstrate to the heroes that they mean business. 

These Mandalorians are led by a being named Vipsanis. Vipsanis believes 
he is destined to become the new Mandalore, and he plans for his empire to 
begin with Endelaan. Though he might come to respect the heroes’ defense 
of their adopted homeland, Vipsanis is convinced that his destiny cannot be 
denied. He has chosen to invade Endelaan because he knew he would come 
‘into conflict with the heroes, and Vipsanis knows that if he cannot defeat 
the heroes, his followers will consider him unworthy of the title he seeks. 

The Mandalorians are tough enemies to defeat, and the heroes should 
find their confrontations with Vipsanis's forces challenging. If the heroes 
are successful in some encounters, they are defeated in others. The heroes 
can defend only so many places at once, and the Mandalorians stretch their 
resources to the breaking point. Villages are destroyed, settlements sacked, 
and any of the improvements the heroes made to their surroundings when 
they settled on Endelaan are methodically being reversed. Heroes dislike being 
defeated, so this is possibly the trickiest part of the campaign. Find a balance 
between victories and setbacks. Perhaps the heroes keep getting the best 
of a certain commander even as the Mandalorians move across Endelaan. 

As the heroes’ situation declines, highlight their successes by playing up 
personal victories. Stor Wars heroics are usually broad. By this time in their 
careers, the heroes have probably saved the galaxy at least once as well as 
destroyed an evil organization or two. Even as the Mandalorians win, the 
heroes see reasons to keep fighting. Each small success—the valiant defense 
of a Jedi Padawan as she takes up her fallen master's lightsaber, or the soldier 
ensuring that civilians escape as the Mandalorians advance—can feel as 
important as a large victory. 

Vipsanis has nominated Akero as his general in charge of the occupa- 
tion. Akero is a good choice. He is a young warrior in search of glory, and his 
prowess on the battlefield is quickly becoming legendary. Akero challenges 
the heroes at every turn, but unlike Vipsanis, Akero also sees the honor the 


MANDALORIAN SCOUTS OFTEN KEEP STRILLS 
AS ANIMAL COMPANIONS. 


heroes bring to the battle. In his quest to become the Mandalore, Vipsanis 
is blind to the atrocities he is ordering Akero to commit. The heroes have a 
potential ally in Akero. But how can they ask him to work with them against 
Vipsanis without sacrificing his own honor? 

Eventually, the time comes when the heroes have their backs to the wall. 
They retreat to where they have stored the Spiral Doncer. A decision must be 
reached. Should the heroes abandon Endelaan, or should they regroup for 
one last battle? Assuming that the heroes elect to stay and fight, they will 
have to spend time making the Spiral Dancer ready for battle. This might 
require stealing weapons from the Mandalorians, repairing the engines, and 
training resistance fighters. When the heroes get their force ready, they take 
the battle to Vipsanis. 

The main Mandalorian battle cruiser is more than a match for the Spiral 
Dancer. A stand-up fight is a quick route to an airless grave. The Spiral Dancer 
can engage the battle cruiser Victus, but it must do so carefully. Such an 
engagement might involve the heroes piloting a small shuttle and trying to 
sneak around the Mandalorian vessel while it is engaged in battle with the 


Spiral Dancer. The heroes must capture the opposing bridge before their 
fellow crew members aboard the Spiral Dancer are killed. The final encoun- 
ter of the campaign is 2 grand battle on the bridge of the Victus between 
Vipsanis, his personal guard, and the heroes. 


SCOUTING 
ORGANIZATIONS 


The popular image of the scout is that of a lone pilot with a trusty droid 
heading out into the Unknown Regions and discovering adventure and wealth 
beyond imagination. This is an image scouting recruiters play up in their 
advertisements, and while the myth has some truth, a scout rarely heads out 
without some support back home. The three major types of scouts are service, 
corporate, and independent. Each type has advantages and disadvantages 
to the way it explores the universe. 


SERVICE Scouts 

Service scouts work for a government, such as the Old Republic or the 
Galactic Empire, often as part of the military. Service scouts are sent to look 
for locations for military bases, to monitor enemy troop movements, or to 
do espionage and courier work. Elite scouts work with small special forces 
units, quiding them into dangerous situations and retrieving them when they 
need to leave in a hurry. Service scout crews are loyal to one another. They 
know they have only each other to count on out in the Unknown Regions, 
so they develop a tight bond. 

Service scouts are mostly concerned with exploration. The more detailed 
the map their government has of space, the better the armed forces can 
deploy for defense and to fend off threats. Scout services in time of war are 
trained in starship combat and hit-and-run tactics. When these scouts muster 
out of the service, they often find themselves in high demand from corporate 
scout divisions. Military service also fosters connections among the inde- 
pendent scouts who were once service scouts. A former service scout who 
encounters another might gain a free drink, information, or a steadfast ally. 

The main advantage of being a service scout is stability. Even when a 
government is not interested in expanding its borders, service scouts are still 
needed to perform routine reconnaissance. The salary is constant, regard- 
less of whether a scout discovers a mineral-rich world or a lifeless asteroid. 
Service scouts not on duty are decommissioned to a reserve status. Such 
scouts are allowed to keep and operate their ships, with the understanding 
that they can be called into active duty at any time. Joining a scout service 
is one of the few reliable ways of obtaining a ship without enlisting the aid 
of a crime lord. If the scout performs above and beyond the call of duty in 
the name of the service, the scout service can award the scout his or her 
ship as a reward. 
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The disadvantage of being a service scout is the associated bureaucracy 
and red tape. A service scout is sent to a specific sector with rigid mission 
parameters. The commanders back home might give a scout latitude in the 
field, but a service scout who plays too fast and loose with regulations has 
many questions to answer when he or she heads home to resupply. Service 
scouts can be heroic, but they should not expect a parade and a medal when 
they arrive home. 

The Corporate Sector Authority has no official scout service arm, but 
CSA ships are often called upon to perform many of a service scout's duties. 
Unlike corporate scouts, CSA scouts rarely discover new planets, because 
the sector in which they operate is well documented. The main function of 
CSA scout ships is to be on the lookout for ships flying too close to one of 
the sector's planets, trying to acquire insider information. 

The Yuuzhan Vong invasion causes a panic in the New Republic scout 
service. Scout ships are equipped with military-grade weaponry and attached 
to New Republic military units. The scouts are often first on the scene when 
a new Yuuzhan Vong ship appears. Scout ships are also used for Alliance 
SpecOps missions to gather information on a Yuuzhan Vong installation or to 
eliminate a Yuuzhan Vong stockpile. The bond between a unit and its scout 
becomes strong, and many units stay in touch after the New Republic victory. 

Rumors abound regarding the Jedi shadows, Traditional Jedi serve the 
Council, take on Padawans, and are well publicized when they arrive on a 
planet. Jedi shadows typically work alone, although a few operate with 
small, trusted crews. These small bands keep their leader's Jedi background 
hidden, traveling with little to identify the Jedi if the mission goes wrong. 
Shadows slip onto and off a planet at the behest of the Jedi Council, with 
no one the wiser. When a mission is exposed, the Council typically denies 
any knowledge of the shadow’s actions and states that the Jedi is a rogue. 
Shadows are often sent to unexplored planets to search for locations strong 
in the Force or to seek rumored Sith enclaves. 

Automated droid scouts make up most of the expansion division of the 
Confederacy of Independent Systems. Unlike the solo droids of the Imperial 
era, droid scouts are small ships sent out to search for planets rich in the 
resources needed for the massive war machines used by the CIS. Each droid is 
assigned a specific function. These scout groups are efficient and find many 
worlds where droid factories and other industrial production can flourish. 
However, the scout teams are unable to adapt to conditions not covered by 
their programming, such as combat or accidental damage. In these situations, 
the scouts have a general order to jump out of the system. But droid scouts 
are then often at a loss about how to proceed, and they exhibit strange 
behaviors until memory wiped. 

To expand their territory, the Mandalorians use scouts as well as soldiers. 
Young soldiers serve as scouts when they first join the Mandalorians. Groups 
of scouts are overseen by an older solider who acts as both commanding 
officer and drill sergeant. This position, known as the Gogi, is given to a 
Mandalorian who has passed his or her prime as a warrior but still has much 
to teach others. Most Mandalorians remember their Gogi fondly and look 


forward to serving as one. The Gogi determines where the scout ship goes 
and what it does, but the ship can be recalled by the army to be sent ona 
specific mission. 


CORPORATE SCOUTS 

Each corporate scout works for one of the millions of corporations in the 
galaxy. Corporations are constantly on the lookout for more resources, 
whether ore, elements, or cheap labor. Large corporations have exploration 
divisions looking to expand business opportunities, and some hire out their 
scout services to other companies. These scouts are paid a flat rate and sign 
over all their rights of discovery to the company. The benefit of working as 
a corporate scout is the ability to see the galaxy and go to places no being 
has been before. The corporate scout is one of the important components 
in bringing civilization to the galaxy. 

The focus of a corporate scout’s mission is acquisition. Corporations 
want planets that can make money. Whether the planet is inhabited or has 
ancient Sith ruins matters little. If the company wants the rights to the 
planet, the corporate scout must do whatever he or she can to secure the 
planet. A corporate scout might be asked to do nearly anything, including 
negotiating with an undiscovered species or destroying an ancient holy site. 
The scout must be willing to play dirty with other scouts to ensure that his 
or her company comes out on top. 


A CZERKA CORPORATE SCOUT TAKES & READING OUTSIDE Hi 
MRX-BR PACIFIER SCOUT SHI 


One of the most prolific scouting divisions is part of the Czerka Mining 
Corporation. Czerka owns hundreds of scout ships and contracts thousands 
more to search for rich mineral deposits. The reports sent back from these 
expeditions make the company one of the most successful in the galaxy 
for centuries. The scout division cares little for planets that do not fit the 
profile set down by the executives. Hundreds of planets discovered by Czerka 
ships go unexplored because they are not of the right composition. Some 
of these are sold to other companies for development, but the locations of 
many simply become lost again. 

Corporate scouts attract employees by offering excellent compensa- 
tion. Corporate equipment is top of the line. Scout companies know that it 
takes money to make money, so they foot the bill for technology upgrades. 
However, corporations are protective of their assets, so corporate scouts are 
wise to carefully review the contracts they sign. Corporations offer bonuses 
for finding planets that fit their desired profile. These bonuses drive scouts 
into the Unknown Regions to find the perfect planet that will enable them 
to retire. Such planets are mythical, but enough stories filter through the 
company to make the idea seem plausible. 

There are drawbacks to working as a corporate scout. Corporations are 
motivated by profit, which can make for hard decisions in the field. A scout 
who earns a bonus for discovering uninhabited planets might be faced with 
a difficult decision if he or she discovers a small colony on the far side of a 
desirable planet. Different divisions might have different goals for a newly 
discovered planet. The scout can become caught up in these power struggles. 
And a corporation's response to a scout's misfortune can be severe. The 
corporation might quickly replace a scout ship destroyed in the line of duty, 
but it might also garnish the scout's credits from future discoveries until the 
cost of the ship has been repaid. 

The Survey and Development arm of the Czerka Corporation is one of the 
best-known corporate scout divisions in the galaxy. The company is one of 
the first to sell colonization rights to planets that it discovers but does not 
want, A common motto throughout the exploration community is “Czerka 
trained the rest of the galaxy.” Most first-generation scouts come out of 
Czerka's program and bring their training with them. They pioneer many of 
the standard protocols that are adopted by countless scouting organizations 
that form afterward. No matter what era a scout is a part of, Survey and 
Development has a hand in how that scout does business. 

Bellixan Endeavors is a scouting business that is a front for the Black Sun 
criminal empire. The Bellixan logo is used to hide ships full of illegal cargo 
with falsified manifests claiming they are filled with soil samples and other 
such mundane items. Guns are often hidden in crates marked as survey 
equipment. Bellixan does have working scout ships and is attentive to its 
employees, but the scouting operation is tiny compared to the smuggling 
conducted using Bellixan ships. Bellixan flourishes in the Rebellion era and 
finds itself targeted by Rebels looking for supplies to fight the Empire. After 


the death of Black Sun leader Xizor, Bellixan scouts become a favorite target 
of privateers allied with the Rebels. Without the support of Black Sun, the 
company quickly folds. 

Sienar Fleet Systems finds itself in a bad situation after the fall of the 
Empire. Many of its TIE factories are either dormant or destroyed. Facing a 
company-ending crisis, designers build the Lone Star scout ship based on 
existing TIE designs. The ship is remarkable because of the purchase program 
the marketing department devises, For every planet the owner discovers and 
signs over to the company during the first year, the owner receives credit back 
on the starship. The popularity of the ship soars as would-be explorers try 
their luck at getting a brand-new starship for free. In addition to the large 
number of ships sold, Sienar also makes lucrative deals selling the rights of 
the planets it acquires to other companies. 

Colony companies such as Anawa are responsible for the expansion of 
civilization into the Unknown Regions. Their scout ships not only discover 
new planets, they also administer the planets for Anawa while the colonies 
develop. Anawa scouts are granted law-enforcement powers until a colony 
can provide its own. Anawa also expects its scouts to patrol nearby systems 
and protect colonists from pirates and undesirables ready to pounce on 
supply-rich colonies. The Empire might be cutting back on exploration to 
divert resources to military pursuits, but companies such as Anawa are there 
to take up the slack. Beings looking to escape the dark times are encouraged 
to consider becoming colonists, and there is always work for scouts with 
the colony companies. 

Siechel Transystem's scouting division is not interested in a whole planet 
but rather in a specific resource. Siechel seeks out water-rich planets and 
sells the water to other planets that need it. Siechel scouts negotiate water 
contracts with planets and haul water across the galaxy. Siechel agents have 
a good reputation as fair merchants who treat clients on both ends with 
respect and integrity. Siechel is contracted by the Galactic Alliance to set 
up a water convoy from Mon Calamari to Tatooine. The job is not glamorous, 
but it is steady work for Siechel's scouts and a great way for a young pilot 
to rack up flight hours. 


INDEPENDENT Scouts 
Independent scouts work as freelancers, selling their discoveries to the 
highest bidder. When regular citizens think about scouts, they envision an 
independent scout. These scouts make up single-ship operations crewed by 
up to ten beings. Profits from discoveries are split between the members 
of the crew after the costs of maintaining and repairing the ship are cov- 
ered. The crew determines the command structure of the ship. Some ships 
are commanded solely by the captain. Some captains let the crew vote on 
major decisions. 

Survival is the main concern of an independent scout. Discovering planets 
is an independent scout's primary means of making ends meet, but sometimes 
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lucrative discoveries dry up. At times such as those, scouts dabble in other 
jobs, such as transporting passengers or shipping. Desperate times push the 
independent scout into more questionable activities. Many options exist on 
the frontier, and the odds of running into the law are low. To survive, these 
scouts are willing to expand their roles by taking a bounty, flying escort for 
a crime lord, or running cargo on the Outer Rim. These odd jobs keep the 
ship flying and let the scout plan his or her next expedition. 

The independent scout values freedom above all else. These scouts obey 
no orders but their own. They determine where they go and whom they keep 
in contact with. They can explore deep space for weeks on end. Without 
any backup, these scouts are willing to fight longer and harder to hold onto 
discoveries. The independent scout also can use his or her judgment without 
reprisal in dangerous situations. These scouts do not worry about rules and 
regulations when the chips are down and a difficult choice must be made. 

Support is a challenge for any independent scout, These scouts usually 
work in single-ship operations, so if the hyperdrive motivator blows and 
strands a crew of independent scouts in the middle of nowhere, the crew is 
left to its own resources to get home. No recovery ship or fellow employee 
can be called on for help. Many independent scouts come out of the scout 
service or a corporate scouting division. Independent scouts who have these 
backgrounds have built up the contacts that are necessary for a good support 
network. Independent scouts might not have official support, but sometimes 
a good friend is the difference between life and death, 

Few independent scout organizations exist, but one was born out of a 
large tragedy. The Tommaba Brotherhood is a loose affiliation of scouts 
who are natives of the destroyed planet Alderaan. Many of those who called 
Alderaan home settle on New Alderaan, but others wander the galaxy with- 
out a home. Many of these wanderers end up as independent scouts who 
band together in a loose, informal affiliation. Their name comes from a herd 
animal that wandered the plains of Alderaan. Despite the masculine name, 
both males and females can be members, as long as they are from Alderaan. 

The scout known as Captain Nova is often dismissed as an old spacer's 
tale. Yet, when drinks are flowing at the local cantina, everyone seems to 
have had a friend or a friend of a friend who has encountered the captain. 
Captain Nova's ship, the legendary Runner 309, arrives in the nick of time 
when a spacer runs out of fuel or is attacked by pirates. Nova renders aid, 
offers a salute from his tinted, full-face helmet, and jumps out of the system 
without stopping. Stories of Captain Nova have been reported by everyone 
from Mandalorians to Imperial Knights, but his identity remains a mystery. 
No single being could live so long, could he? 

Many heroes are made in the Battle of Kashyyyk. A young Wookiee named 
Grabathar uses his status as a war hero to begin ThrillSpace Travel. Grabathar 
takes travelers on trips to exotic destinations throughout the galaxy. He 
offers prepackaged tours but also is available for chartering. Business has 
been booming since the end of the Clone Wars, so Grabathar has added other 
captains and ships into his operation and is on the lookout for more spacers 
with the ability to entertain as well as protect passengers. 


a secret society of independent captains who deal 
in the most reviled criminal activity in the galaxy. Most are not outright 
slavers, but they are willing to deal with those who trade in lives for profit. 
The Chain uses scouts as spies and informants. Even during the Empire's peak, 
when slavers were able to operate almost openly, the Chain hides and keeps 
an eye out for opportunities to make profit. The Chain values new planets 
either to exploit for slaves or to use as hideaways for valuable hostages it 
plans to sell back to wealthy parents and corporations. 

One of the longest-running independent scouting operations is the 
Lakhasa Caravan. Amada Lakhasa was a Twi'lek who headed out from Ryloth 
with little more than a beat-up freighter and a few credits for cargo. He 
slowly added children to his family and ships to his fleet. The fleet and the 
family continue to this day. Every Lakhasa ship is named for the relative that 
taught the owner the tricks of the spacer trade. Today, the Lakhasa name 
is well known in ports across the galaxy. Some beings have tried to falsely 
claim membership, only to be visited by the larger and more temperamental 
members of the family. The Lakhasa Caravan knows that all it ever has for 
certain is its good name, and it protects that name vigorously. 


EXPLORATION IN 
YOuUR CAMPAIGN 


Adding exploration elements to an existing campaign is simple. Star Wars 
is about wonder, undiscovered places, and exotic elements. Once you have 
a solid idea that engages you, finding a way to engage the players is much 
easier if you know where to look, The tips and tricks that follow should help 
you find the right hook to bring an exploration theme into any campaign. 

One of the best places to look for inspiration for exotic creatures, 
breathtaking locales, and interesting phenomena is the world around you. 
A few clicks on the Web are all you need to find an element to draw your 
heroes into adventure. Nature programs and magazines are other places to 
find ideas. The natural world is filled with conflict and danger, Increasing 
the scale of something such as a beehive is a simple way to create a tense 
encounter for explorers. Imagine your heroes creeping into a gigantic anthill 
to rescue an ally—or into an automated starship factory that works like a 
beehive. Spice up an everyday element with a bit of Star Wars and you are 
on the right track for a memorable adventure. 

Earth's age of exploration is another excellent source of inspiration. 
Personalities such as Columbus and Byrd can be inspirations for allies and 
rivals of heroes exploring the unknown. Blur the myths and legends of history 
together to produce something unique. Everything from the discovery of the 
New World to the space race has dozens of stories, myths, and personalities 
that can fit into an adventure. Embellish, change, mix together, and modify 
the events to fit your storyline. 

Once you have the idea, the next step is getting your players involved. 
Even if one player is specialized in exploration, a good adventure engages the 
whole group and gives everyone in a stake in the story as well as a chance 


A VAYA-CLAGS SCOUT SHIP DEPLOYS 4 HYPERSPAcE 
NAVIGATION BEACON. 


to shine. The heroes have those talents and feats for a reason. Designing 
scenes and encounters that utilize them makes everyone happy. Let the noble 
negotiate with the planet's leadership. Encourage the Jedi to explore the 
differences in his philosophy with the shaman. Allow the scoundrel to teach 
the locals how to play sabacc. Even giving a hero a small spotlight can make 
him or her feel good. The players are there to be the stars of the movie. Be 
sure they have interesting things to do. 

Skill checks and dice rolls can heighten the tension of an adventure, but 
they should always be necessary rolls. A good exploration adventure should 
have a clear line from one scene to the next. Hinging a plot point on a die 
roll is challenging. What if the hero fails to see the ancient runes on the back 
of the holocron? If finding a clue is important to the adventure, then the 
heroes should find the clue. Failed checks should never stop the adventure, 
but they should make it more interesting. One way of adding tension to a 
check is to give the heroes an advantage in an encounter if they succeed 
or to make the encounter more difficult if they fail. If you ask for a roll, be 
prepared with something interesting to happen on a success or a failure. 

Pacing is an important part of an exploration adventure. Nobody wants 
to spend time playing the survey team that methodically explores a grassy 
planet indefinitely. Add a ticking clock element to spur your heroes to action 
IF that grassy planet is going to be overrun by the Empire and the heroes need 
to usher some innocents off the planet, that sense of urgency heightens the 
drama and makes the situation more interesting. The heroes must act before 


the end of the scenario, or else something bad happens. The bad outcome can 
be minor or major, but put the pressure on your heroes and watch them shine. 

Heroes don't have to save the galaxy every time. Personal victories are 
just as rewarding for heroes as long as they feel like they accomplished 
something. If every adventure ends with a large enemy ship exploding, the 
heroes will become bored. Star Wars is epic, but it has smaller elements as 
well. Was the turning point on Endor the moment when the Ewoks arrived 
or when Luke Skywalker refused to strike down Darth Vader? Your heroes 
want both of these moments in their journey. Ending a session with a Jedi 
completing her new lightsaber or a scoundrel paying off the last of his debts 
creates an important moment that will be discussed around the gaming table 
for years to come. 

Star Wars is a space fantasy. Elements of science are involved, but the 
laws of physics take a backseat to fast spaceships and explosions in space. 
A good exploration element balances the science with the fantasy. Discover- 
ing a new rock formation is good science, but adding something exotic to 
that discovery makes it Star Wars. What if the rock formation was home to 
a new species? Or the marker to find a lost Jedi temple? Mixing exploration 
and adventure gives heroes the same thrills they got when they first saw 
the exotic vistas of places such as Tatooine and Hoth. Discuss with the rest 
of the group how flexible the laws of science should be in your game. Make 
sure everyone is on the same page, and the game will not become bogged 
down with digressions about realism 

Another element of exploration is finding new information about the 
familiar. You do not have to go to the Unknown Regions to find things that 
need to be discovered. Remember that planets from the films have much yet 
to be discovered, as well. Heroes could be sent to learn more about places 
such as Hoth, Mustafar, or any of the other planets known to Star Wars fans. 
Many resources detail the planets in the films and books, but there is still a 
lot to room to breathe. Even civilized worlds such as Coruscant hold secrets. 
The lower levels of the city are as dangerous as a canyon on a forgotten world. 
The dangers are just different. Use these familiar elements as touchstones 
for your stories, but expand them to make them your own. 

Wondrous technologies exist in the Unknown Regions. The Jedi and the 
Sith are common origins of these strange devices. Lightsabers and holocrons 
are just two examples of technology that mystifies the rest of the galaxy 
but seems common to these masters of the Force. A lone Jedi who escaped 
to the Unknown Regions could spend her life mastering her Force abilities. 
She might craft a variety of items that have both mundane uses and special 
functions that can be unlocked only by those sensitive to the Force. Sith 
Alchemy is another technology that can harness amazing abilities. Perhaps 
a Sith Master finds the time, patience, and resources to build a ship made 
entirely of alchemical metals. The ship is almost indestructible, and the Sith 
Lord waits for the day he returns to Coruscant for revenge. 

Although Star Wars has a cosmopolitan attitude toward non-Humans, 
space is a large canvas. Wookiees and Rodians might be familiar to fans, but 
they are not the only species out there. If the Empire can build the Death Star, 
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an undiscovered species can build something just as terrifying, Strange ruins 
can be set up as a classic dungeon crawl or as the main driver of an entire 
campaign. A drifting hulk offers an opportunity for exploration and danger. 
In the Unknown Regions, mystery is an important component of exploration. 
‘Anew technology is a great way to inject some of that excitement from the 
first time you saw Star Wars back into your game. 

Conflict is key to any Star Wars adventure. With "Wars" in the titles of 
the movies, heroes expect a lot of action. A good adventure moves fast and 
keeps the heroes on their toes. Battle is the most common means of resolving 
conflict, but other types of confrontation can be just as exciting as those 
involving blasters and lightsabers. A pen or a computer terminal can be as 
mighty as a vibrosword. Adventures in the Unknown Regions need not be 
about discovering a new planet and fighting with new creatures every week. 
Rival scouts negotiating with a tribal leader for water rights might not end 
in violence, but it has an impact on everyone involved. If the heroes belong 
to a scouting organization, be sure to feature rivals from other organiza- 
tions in an adventure. Nothing hooks a hero into a game like a well-played 
rival. If the heroes have someone working against them, defeating that rival 
is satisfying. Being awarded a contract over a bitter rival can be more fun 
than destroying a technological terror bent on eating planets, because the 
rival makes it personal. 

Acommon theme for exploration adventures is the challenge presented by 
the environment. The heroes must climb mountains, navigate lava pits, and 
survive natural disasters to make it home. Exotic undiscovered planets allow 
you to invent challenges that exceed the normal. Why just add whitewater 
rapids when you can have whitewater rapids populated by fast reptilian 
predators? A cavernous shootout is good, but a shootout with magnetic 
rocks that allow for trick shots and ricochets is better. Exotic elements make 
Star Wars unique and keep encounters more interesting than simply firing 
blasters in initiative order. 

A complementary theme to environmental conflicts is confrontation 
with wildlife. Heroes faced with exotic beasts and dangerous plants have a 
choice: Fight them, or try to outwit them, These creatures can also serve as 
interesting and dynamic terrain in another encounter. Perhaps the heroes 
must sneak past a nest of sleeping beasts to find their way into an enemy 
outpost. Or perhaps the confrontation with the main villain takes place in his 
botanical garden, where exotic plants can influence the battlefield. 

Heroes are often portrayed as having no flaws and showing no fear. But 
interesting conflicts arise when a hero is anxious about the coming action. 
Awell-defined hero should have a flaw or two, which can provide excellent 
drama. Characters who value both credits and friendship will have a dilemma 
when one of their friends is threatened by a crime lord. Jedi must put away 
their doubts and fears, because those emotions can lead to the dark side. A 
character afraid of heights should be the one who must solve a problem on 
the outside of the airship while in flight. These difficulties can make a heroic 
triumph all the more satisfying. 


Mix up the encounters in an adventure for maximum effect. Star Wars 
is a galaxy of breathless escapes, fast action, and thrilling chases. Heroes 
who find themselves always blasting stormtroopers eventually find that it 
is not as much fun anymore, Different types of encounters and challenges 
keep everyone's interest longer. If you have a big battle planned for the final 
encounter of the evening, start off with a chase scene or a tense negotiation. 
Not every hero will be suited for every battle in the same way, so having 
encounters that play to different strengths keeps the heroes happier overall. 


How TO COME HOME SAFELY 
Ascout who wants to survive in the Unknown Regions needs as much help 
as possible. The guidelines offered here are a combination of common sense, 
hard experience, and the best advice from explorers who have come before, 
Some organizations have regulations that differ from the wisdom given 
below. The differences between what a scout must do for the sake of policy 
and what a scout must do for the sake of survival can be powerful plot hooks 
and springboards into adventure. Scouts go to dangerous places, so having 
the right information can mean the difference between coming home as a 
hero and not coming home at all. 


Exploring a System 

Jumping into a new system can be one of the most challenging parts of 
exploring the galaxy. The safe approach uses a series of small jumps to the 
edge of long-range sensors, then crawling through the system with sublight 
engines, This process is time-consuming and hard on the hyperdrive motiva- 
tor, Veteran scouts pick a specific distance from the system star and jump 
the ship to that distance. The distance is a number of parsecs chosen by the 
scout, often for superstitious reasons. 

If the system is unknown, a hyperspace navigation beacon should be 
released near the edge of the system. These beacons are standard equipment 
‘on most ships and automatically send data to the Hyperspace Navigator's Guild 
to update navicomputers. After a beacon is deployed, jumping back to the 
system becomes much easier. The Guild recommends deploying the beacon 
right away, but larger exploration organizations encourage their employees to 
deploy the beacon only after a cursory exploration of the system. A few sug- 
gest that if the system has nothing of value to the organization, then naviga- 
tors should not waste a beacon and should move to the next unexplored sector. 

Two methods are recommended for the initial flythrough of an unexplored 
system. The first is the median line. A straight-line course is plotted past 
the system's star, coming as close as possible to each planet in the system. 
The median line is used primarily in systems believed to be uninhabited. This 
method allows for a closer scan of all the planets in the system and lets the 
scout decide which, if any, planets should be surveyed. Corporate scouts 
are taught this method. Any planet in a system might be valuable, so each 
‘one should receive a cursory scan as the scout heads through the system. 


The other common flythrough method is the return orbit. The scout plots 
a course that takes the ship in toward the system's star, orbits the star once, 
and then slingshots away from the sun back to the original entry point. This 
orbit is useful when a scout wants to slip in and out of a system without 
being detected. Service scouts use this method to avoid detection by enemy 
ships in the sector. The loop around the sun is made to confuse pursuers. 
The scout does not want to let in-system authorities know which planet or 
planets are of interest, so a quick loop and back ensures @ good snapshot 
for a later targeted search. Looping back also gives the scout ship a route 
out of the system if itis discovered. 

Some expeditions cover space that has been previously explored. Navi- 
gation beacons can break down and malfunction. A scout might prefer the 
dangerous and rewarding job of discovering new planets and making contact 
with new species, but this is not always the case. Sometimes scouts are 
sent to a system to perform maintenance on a beacon or replace it entirely. 
Organizations might also ask scouts to visit a system to verify survey informa- 
tion. These check-ups can be initiated because of a celestial event such as 2 
supernova or because of a simple clerical error in the original scout report. 
Such missions are not glamorous, but they often hold the same danger as 
exploration missions. 


The Planetary Survey 

A scout should complete at least one orbit around a newly discovered 
planet before attempting to land. Most scout services recommend two; one 
equatorial orbit—around the widest part of the planet—and one meridian 
orbit—connecting the north and south poles. Ship sensors should be able to 
pick up any lifeforms or major hazards after two orbits. More orbits around 
the planet increase the chances that the sensors might catch anything that 
might endanger the scout and his or her ship, but in a system with a hostile 
presence, spending the time for extra orbits increases the risk of a scout's 
being spotted by opposing forces. 

Choosing the right landing zone is the next decision a scout must make. 
Ifa scan of the area reveals no current inhabitants, a higher-altitude land- 
ing zone is the most common choice. A ship on a hill or a low mountain 
has a better chance of receiving transmissions from a landing party as well 
as making transmissions off planet if the ship becomes stranded. A high 
position is also more defensible if the ship is attacked by local wildlife or 
undetected natives. 

Lower-altitude landing zones are chosen by scouts exploring inhabited 
planets. A scout hoping to log a planet and leave without alerting inhabit- 
ants flies in low and avoids large population areas, This technique might 
be used to avoid a hostile encounter, or it might be the first element of a 
recon or an espionage mission. Corporate scouts are often sent in to observe 
competitors in this way, especially if a rival corporation places facilities on 
an out-of-the-way planet. 


Any existing guild registrations appear during the initial flyby of a system. 
If the planet has not been registered, the first task a scout should complete 
after landing is to register the planet with the Hyperspace Navigator's Guild. 
If a planet has already been registered, the scout will not need to further 
explore the planet and can instead focus on a specific planetary mission or 
continue on to the next planet. The registration process helps eliminate claim 
jumping, although the practice still exists. A scout can set down on a planet, 
dreaming of the fortunes the rights will fetch, only to be the victim of pirates 
intent on eliminating the scout and registering the planet as their own find. 

Deciding if they should sample local cuisine is another dilemma scouts 
face. Whether accepting a dinner invitation from the local baron or cooking 
up something after a long day's hunt, a scout who has been living on nutrition 
paste looks forward to fine dining. A ship's scanners can determine whether 
something is edible, but scouts in the field should be cautious. Wise scouts 
bring a few samples of food back to the ship from the first foray and analyze 
them before consumption. Without advice from local guides, local foods 
should be eaten only if no other resources are available. Even then, scouts 
should exercise caution, since a local guide might take the opportunity to 
rob a scout blind if the scout falls ill from a meal. 

A typical planetary survey takes 30 standard hours or, according to the 
rule most scouts use, one full day/night cycle. The longer a scout stays on 
a planet, the more in-depth the survey is, so scout organizations that want 
more information on specific planets require longer stays. Minimum camp 
time can vary from planet to planet within a system. A corporate scout might 
spend more time on planets that have resources his or her employer uses 
but spend little to no time on planets the company has less interest in. An 
independent scout stays on a planet as long he or she can, to ensure that a 
claim can be made and to earn a profit from the discovery. 

Scout ships are primarily collectors of data, but many have small cargo 
bays as well. Scout organizations offer bonuses for items recovered from a 
new planet. Soil samples analyzed in the field are useful, but a large-scale 
organization would prefer to have that soil examined by its own lab techni- 
cians before authorizing any plans for the planet. Independent scouts collect 
local trinkets and knickknacks to sell when they land at civilized ports. Unique 
works of art can bring high prices, so a few scouts move out of the scouting 
business and into the art-dealer business. 

Quarantine for at least 48 hours is recommended after a scout leaves 
a planet. Quarantine exists to ensure that illnesses or dangerous lifeforms 
are unable to spread back to the known worlds. Service scouts, upon arrival 
from an assignment in the Unknown Regions, might spend up to a week in 
quarantine, but corporate scouts have a reputation for bending the quaran- 
tine laws, because time is money to their masters. 
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First Contact Etiquette and Protocol 

Different services have different protocols for dealing with intelligent 
lifeforms. First contact with a new species can make or break a scouting 
career. A successful first contact can project the scout into higher ranks 
with more autonomy and more challenging assignments. A blown contact 
can ruin a scout's reputation no matter why the contact went wrong. One 
bad encounter with a new species can have a greater effect on a scouts 
reputation than ten perfect encounters, Encounters with unknown species 
are divided into five categories. 

E1: An E1 encounter occurs when a scout discovers evidence of intel- 
ligent life on a planet. Finds such as ancient ruins or constructed tools are E1 
encounters. Studying this evidence provides insights into the species before 
contact is made. Familiarity with a culture prior to making direct contact can 
provide bonuses to interaction rolls if the scout decides to initiate contact. 
Explorers should proceed with caution, because an inhabited planet is more 
complicated to explore than an uninhabited one. An extremely cautious 
reaction would be to immediately retreat to the ship and attempt to contact 
the species by comlink. 

E2: A scout who observes a new species in action has an E2 encounter. 
The encounter might be the result of careful tracking of a native to its 
domicile or a random encounter on the planet. The difference between an 
E2 encounter and an E3 encounter is the awareness of the natives, Whether 
natives are aware of being watched can change the outcome of any obser- 
vation, E2 encounters are the most rare because scouts usually interact 
with a new species upon discovery. However, service scouts have a higher 
number of E2 encounters than other scouts because they are expected to 
observe and report back to let the high command decide how to handle the 
undocumented species. 

E3: Interacting with a new species is the basis of an E3 encounter. Inter- 
action encompasses a broad range of contacts, including a brief moment of 
greeting, arranging a trade, or rescuing a crewmate from a hostile tribe of 
natives. E3 meetings are the most unpredictable, since neither side can be 
fully aware of the intentions of the other. Independent scouts are the scouts 
most often thrust into E3 encounters, because they have no policies or pro- 
tocols restricting their encounters with new species. This kind of encounter 
is the riskiest, but it also holds the most reward. A successful negotiation 
can offer information that would otherwise require weeks of careful survey 
and exploration, or it can result in profitable trade arrangements being made 
between the scout and the new species. 

E4: In some cases, a scout abandons a post and completely intermingles 
with the new species. This behavior is classified as an E4 encounter and 
often requires follow-up from another scout crew. In an E4 encounter, a 
scout might have fallen in love with a local or might have become lost on 
the planet following first contact. An E4 encounter follow-up is dreaded by 
corporate scouts because they might be heading into a hostile environment. 


The company might also want a recovery of corporate assets such as the 
ship or the original scout. If the ship has been repurposed as a holy site, for 
example, or otherwise incorporated into the local culture, reacquisition can 
be difficult, 

5: E5 encounters are frowned upon by scouts. These encounters involve 
bringing a native on board the scout's vessel. Much can go wrong, such as the 
native carrying an exotic disease that the medical droid cannot counteract or 
a native attempting to seize control of the vessel. These encounters are rare 
and made only in specific circumstances. The company might understand that 
an ES encounter is justified when the scout brings a tribal leader on board 
the ship to be treated by the medical droid after an assassination attempt. 
Then again, it might not. 


Establishing Rapport 

When scouts acquire items from newly discovered species, they report the 
items as “artifacts,” Broadcasting any more information might make the scout 
a target of pirates or smugglers looking to make some credits from a hold 
full of jewels and precious metals. So a scout who reports having artifacts 
might have found simple spears or a one-of-a-kind hyperdrive motivator, 
Service scouts and corporate scouts sometimes use code words to let the 
home base know what to expect when the scout arrives, For example, New 
Republic scouts refer to new technology as “Alderaan tapestries” in their 
cargo manifests. 


A SQUIB SCOUT HAS FIRST CONTACT WITH TWO CHISS EXPLORERS 


TEN ITEMS EvERY ScouT 
NEEDS (CRACKEN'S 
ESSENTIALS): 

Backpack: A sturdy pack can keep your arms free and keep your gear 
in operating order. A good scout learns to take only the necessities into 
the field. You cannot be prepared for every situation, but you can bring 
equipment that prepares you for as many situations as possible. A sturdy 
pack can also be used for a fabric supply if an enviro-suit is damaged or 
if a bandage is needed. 

Blaster Rifle: Blaster rifles can be used for defense, for hunting, and for 
other situations when having range on a potential enemy is an advantage. 
Even in close combat situations, the firepower available from a blaster rifle 
\s preferable to that of a blaster pistol. The power packs are also easily 
adaptable to charge other items such as light sources and comlinks. And 
when set to overload, they can also be used as explosives. 

Comlink: Any link to aid and civilization is a good idea. Even scouts 
heading to planets that have no long-range communication arrays should 
slip a comlink in with their gear. Comlinks are relatively cheap and can be 
easily disassembled. The small electronics parts can be used as spares for 
vital electronics in items such as enviro-suits and blasters. A quality comlink 
can be rewired to serve as a high-frequency emitter so that it broadcasts 
ona frequency that Humans cannot hear but that scares off wildlife and 
predators. Keeping predators away from a campsite allows for an essential 
clement of a successful scouting mission—sleep. 

Knife: A regular knife is preferred over a vibroknife. Vibroknives are 
easier to use, but a vibroknife has a tendency to break when used as a cut- 
ting tool without the power pack. The power pack on a vibroknife is also 
not as versatile as that on a blaster, so a good scout prefers the unpowered 
version. A popular choice is a scout knife or a survival knife. The hollowed 
hilt of each type of knife contains small tools for survival, such as a compass. 
and fire-starting tools, The hilt can also be used as a breathing tube or as 
a container for liquid. 

Light Source: Scouts venture into dark places, so a light source can 
be key to staying alive. A reliable light source can be used to barter with 
natives or to a signal a rescue party. Simply switching the light on and 

off can catch somebody's eye. Light sources can also be easily modified 
to function as power packs, and their components can be used to repair 
other equipment. Be sure that whatever you are fixing is more necessary 
than being able to see in the dark. 


Liter of Water: Water is the most important item? you can have when 
you go through the airlock. Even if traveling in a enviro-suit with recyclers, 
a good scout still finds a way to fit a liter of water into his or her pack. 
Recyclers can break down, especially if a trip is longer than expected. The 
usefulness of a watertight container in the field cannot be overstated. If 
necessary, a scout can pour the water into the enviro-suit recycler reservoir 
and use the container to catch fluid out of a leaky repulsorlift drive. 

Medpac: A scout might be hurt out in the middle of nowhere. A medpac 
is the tool that scout needs to get into good enough condition to travel 
toa location where he or she can find civilized medical care. Another way 
to use a medpac is to get into the good graces of a tribe by curing any 
ailments being suffered by influential members. The medicine inside can 
also be valuable to trade with other scouts, A small packet of disinfectant 
can be worth 100 times its mass in valuable minerals to a scout in the field. 

Mesh Tape: Many scouts put mesh tape at the top of the list to put in 
a pack, above even food and water. A good roll of mesh tape has multiple 
uses above and beyond repairing enviro-suits and holding up shelters. 
Veteran scouts are full of stories about how judiciously applied mesh tape 
saved lives. In addition to repairing clothing, fabrics, and containers, mesh 
tape can be used to construct these items. Mesh tape strengthens fabric 
and works as a decent substitute. Mesh tape also serves as an excellent 
restraint for dealing with hostile natives or a fugitive hiding out on an 
unexplored planet. 

Multitool: These small items can be purchased anywhere, from gift 
shops on luxury liners to military supply catalogs. You get what you pay 
for, but a multitool can do wonders to keep you alive on a hostile surface. 
Equipment breakdowns are always a headache and manufacturers use many 
different kinds of fasteners, so a multitool can help with most repairs. A 
multitool can also be used as a last-ditch weapon and as a means to start 
a fire. A multitool saves wear and tear on a scout's regular knife, since a 
sharp edge has many uses outside combat. Many scouts would give up their 
blasters or blades before leaving a multitoo! behind. 

Nutrition Paste: Having something a scout knows he or she can eat is 
extremely important. The compact size of a nutrition paste tube enables a 
scout to take along a supply without bulking up a pack. But scouts rarely eat 
the contents of the tubes. Paste makes for good bait. Animals are curious 
about new foods, so a more satisfying meal can be had with the creative 
use of nutrition paste near a watering hole. 
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Scouts barter with natives for a variety of items. Information, weap- 
ons, artifacts, and supplies are all fair game for a scout willing to give up 
something of value to the natives. Credits are of little use in the Unknown 
Regions, but weapons and food are always desirable. Technology often 
impresses natives, since even those who have advanced technology might 
be deficient in a key area. Some scouts make outrageous claims to sell items 
of little value. These scouts sour explorers’ reputations on the frontier. Bad 
deals lead to hostile natives, and hostile natives create challenges for later 
scouts arriving at that planet. 

A major challenge of first contact is avoiding disruption in the develop- 
ment of the species. Service scouts operate under strict interference regula- 
tions, but all scouts should be aware of the consequences of their actions. 
Even a single hold-out blaster can allow a tribe of natives to dominate the 
other tribes on a planet. By the time representatives of civilization return, the 
political dynamics of the planet might have shifted greatly. Scouts are also 
cautioned to make sure they leave little behind as evidence of their passing. 
A corporate scout once left a discarded energy pack on a planet, and when 
he returned, the tribal natives were worshiping it as a deity. 

Properly concluding contact is also a valuable skill for a scout. Leaving 
a planet without a warning can bring suspicion on a scout, making further 
dealings more challenging. The scout should give a planet's natives as much 
warning of his or her departure as possible. Even if little chance exists for 
the scout or any representatives of the scout's organization to return to 
the planet, leaving on friendly terms is a smart move. Having friends in the 
Unknown Regions can make later expeditions much easier. 

Sometimes proper diplomacy never makes it to the table. The natives 
might be hostile, attacking immediately. When a scout is attacked without 
any context or history with a native species, the scouts best response is 
to retreat. Service scouts wait for the backing of their armed forces before 
proceeding. Corporate scouts prefer to return to the company rather than 
risk losing equipment or skilled personnel in combat. Independent scouts have 
no backing, so going up against an unfamiliar species is a deadly proposition. 
A scout always has other systems to explore, and hostile natives sometimes 
require a solution bigger than a single scout ship. 


EXPLORATION 
THROUGH THE ERAS 
Tales from the Old Republic can be excellent inspiration for a campaign that 
centers on exploration and discovery. The earliest days of adventure in the 
Star Wars universe offer heroes a chance to make their mark on galactic his 
tory. For example, the heroes might discover one of the non-Human species 
that later is known throughout the galaxy. The era also offers a chance to 
play in familiar settings with a fresh spin on events familiar to all the players. 
What if the Ewoks revere C-3P0 as a god because of the efforts of a medi- 
cal droid that visited the forest moon of Endor thousands of years earlier? 
During the Clone Wars, scouts find themselves drawn into the conflict one 
way or another. The scouting data acquired by corporate and independent 


scouts is used to plan troop movement and system garrisons. The terms “scout” 
and “spy” are sometimes interchangeable, and spies often use scout ships as 
cover to explain their presence in restricted and unknown systems, Some 
scouts engage in bidding wars for planets that both the Republic and the 
CIS value, Playing such large organizations against each other isa dangerous 
game, and some scouts who angle for a bigger payday end up dead instead, 

The Empire finds exploration to be largely unnecessary. Many service 
scouts of this era are folded directly into the military or discharged, The 
shroud of secrecy that descends over the government causes many discoveries 
to be lost in a bureaucratic shuffle. More extreme measures are taken with 
those planets that Lord Vader might find useful as he purges the Jedi from 
the galaxy. The independent spirit that leads spacers to the scout service 
makes them difficult to intimidate into silence, so when intimidation fails, 
the next best option is elimination. Scouts who discover lost Sith temples 
or hidden Jedi enclaves are often rewarded with dinner with Lord Vader and 
an after-dinner tour of the airlock. 

Scouts who become wise to Emperor Palpatine and his tactics find patrons 
and allies in the Rebel Alliance. The Rebels are on the lookout for places to 
build hidden bases, place weapons caches, and locate hideouts for operatives. 
Some service scouts still in the employ of the Empire secretly aid the Rebels. 
Scout ships are perfect places to stash weapons and supplies because the 
small ships can reach out-of-the-way places and keep an eye on Imperial 
developments in parts of the galaxy such as Endor. When the Empire falls, 
the first ships to spread the word are scout ships. 

The New Republic makes a concerted effort to explore the galaxy once 
again. It knows that every world it convinces to join the New Republic is one 
less world for the dying Empire to coerce or intimidate. The New Republic 
is also in need of economically viable worlds, because many of the Core 
Worlds delay joining the New Republic. Exploration of new planets is a 
means of locating new allies and resources in the New Republic's struggle 
against the Empire. 

This rededication to exploration pays off with the early discovery of the 
extragalactic threat of the Yuuzhan Vong. Explorers are the first line of 
defense against the invasion. Many of the early casualties of the Yuuzhan 
Vong invasion are among these defenders. The Yuuzhan Vong are infamous 
for the damage they do to the resurgent Jedi community, but the scouts killed 
in the Unknown Regions are as big a blow to the exploration of the galaxy. 

The role of the scout falls into decline during the Legacy era. Exploration 
also falls out of favor with the Galactic Alliance because the Alliance must 
devote most of its resources to combating threats from within during the 
Second Galactic Civil War. Beings with the same free spirit and curiosity still 
roam the stars, but they no longer call themselves scouts. Most fringers do a 
little bit of everything—they explore, they hunt bounties, they smuggle guns. 
Fringers do whatever they can to get by, but they rarely become sucked in 
by the wonder of discovering a new planet. It's a mudball like all the others. 


CREATING 
NEw WORLDS 


Encountering new worlds is central to Unknown Regions adventures. New 
worlds should be only as detailed as the adventure goals require. Some plan- 
ets might require superficial descriptions, but others might need significant 
details for an extended stay or adventure. This section includes two methods 
of world creation: building a planet from scratch (mainly for detailed worlds), 
or using the planet generator to create simpler worlds quickly or on the fly. 


CREATING PLANETS 

Creating an entirely new world gives you great freedom in adventure design. 
Every aspect of a world’s environment and history can be generated and tin- 
kered with to enhance the storyline. Although assembling a well-thought-out 
world takes time, the following steps can guide you through the process. You 
can also use elements from the planet generator for inspiration. 


Start with a Basic Idea 

Each planet should start with a strong basic element, idea, or theme that 
makes the planet memorable and plays a central role in its use in an adven- 
ture. This element might be climatic, such as the desert world of Tatooine or 
icy Hoth. It might be ecological, such as the forest moon of Endor or volcanic 
Mustafar. It might be thematic, such as the administrative planet-city of 
Coruscant or the underworld planet-city of Nar Shaddaa. 

Anew world should support your story as much as possible. Create types 
of worlds you want to feature, and avoid elements you don’t need in your 
adventure. Star Wars planets typically focus on a single dominant feature 
or environment. All planets have a variety of climates and features, but 
focusing your story on the world’s dominant or impressive elements makes 
for a memorable locale. 


Develop Key Themes and Features 
Next, develop the overall theme of the planet. Is it harsh, lush, violent, or 
desolate? Is it friendly or dangerous to the heroes? Is there a society, and if 
so, are the heroes familiar with it? While developing the planet's theme, you 
should also think about memorable features for the heroes to interact with. 
Since Star Wars uses locations and items of a massive scale, bigger can be 
better and very impressive. Examples include climbing through the massive 
wroshyr trees of Kashyyyk or navigating the never-ending city of Coruscant. 
Focusing on a consistent theme enhances your players’ experience in the 
limited time that they spend on the planet. In fact, if they remember and refer 
toa world in shorthand such as “that blazing planet with the nasty, poisonous, 
killer beasts," you can be sure that the planet made an impression. Themes also 
help players anticipate and prepare for what they might encounter. 


Populate the World 

Next, add the overall environmental details, including civilization, foliage, 
and creatures. These items must work together to create a believable planet. 
If something is drastically out of place, you should have a good reason for it, 
to sustain your players’ suspension of disbelief. Don't overlook this technique 
as a source of adventure ideas, however. An out-of-place creature might be 
a major encounter clue for the heroes to follow. 

Decide if the world has a sentient population and, if so, how technologi- 
cally advanced it is. Planets in Star Wars feature civilizations of all levels, 
sometimes with the most primitive and the highly advanced sharing the same 
world. Remember that cultural advancement and technological advancement 
do not necessarily occur at the same rate. A technologically advanced civiliza~ 
tion might be primitive in its social structure, perhaps obtaining its technol- 
ogy from visiting traders or by force rather than developing it on its own. 

Consider how widespread the civilization is. For clarity, worlds should 
include only a single civilization, unless you intend to feature the interaction 
of two or more groups in the adventure. Decide how the population lives. Are 
there cities, and if so, of approximately what size and distribution around 
the planet? What form does a city take? Is it made up of standard buildings, 
underground dwellings, underwater structures, or floating platforms? 

Are the planet's inhabitants a new species of your own design, or a known 
species transplanted from elsewhere in the galaxy? One easy option is to use 
the information on creating near-Human species from Chapter 1 to create a 
species that is familiar, yet with a twist of its own. If more than one sentient 
species is on the world, decide how well they get along. 

Most important, decide how the civilization will interact with your adven- 
turers. Determine their basic culture and their tolerance for the actions that 
most heroes engage in. Where they collide with the heroes’ activities, you 
will have ready-made situations for drama and conflict. Outline a basic gov- 
ernment, particularly the portions the heroes might encounter. This includes 
local law enforcement, bureaucrats, and even influential fringe elements. 

‘Once you determine the reach of the civilization, you will know how much 
wilderness is available for wild creatures and large-scale ecological systems 
such as forests or oceans. Decide which basic environments the heroes are 
likely to encounter. Doing this can help you determine the types and number 
of plants that grow in the area. Additionally, consider the common hazards 
that occur on the world, such as an active volcano, a poisonous rainfall, an 
unstable atmosphere, or frequent earthquakes. See Chapter 4, "Hazards," for 
additional details and ready-made hazards. 

Creatures and beasts are common antagonists in Star Wars adventures. 
Most are hostile and dangerous, although beneficial and helpful creatures 
can make for an equally memorable story. Match your creatures to your 
environment. See the creature generator later in this chapter for sugges- 
tions and inspiration. 
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Name the World 

You can call your new world whatever you want, but some names fit into 
the galaxy better than others. Most planet names in Star Wars are made 
up from scratch, although some are related to real-world names, words, or 
concepts. If the heroes are visiting a completely unknown world, they might 
have nothing more than a star chart identification number. Avoid creating a 
name that is too long or unpronounceable, or the players will shorten it to 
a nickname you probably won't appreciate. 


Adventures and Campaigns 

Ultimately, the planet sets the scene for the adventure. Because Unknown 
Regions adventures deal with mysterious locales, the planet should play 
a prominent role in the adventure. The heroes should sometimes face the 
challenge of overcoming an aspect of the planet. It might be the central 
focus of some adventures, such as surviving a crash on a wild and danger- 
ous world, or it could be an interesting backdrop used for dramatic effect 
to introduce a new culture. 

Give your new world a level of detail that is appropriate for your adventure 
length. For a single adventure, even over several gaming sessions, focus on 
the main encounter area and provide a general overview of the rest of the 
planet. If you plan to use this world for an extended campaign or as a base 
of operations for the heroes, develop specific details, but dole them out as 
play progresses. Each encounter or session should reveal a new facet of 
the planet. Worlds used for campaigns can afford to be more complex in 
environment, culture, or both. 


PLANET GENERATOR 

Need a planet in a hurry or quick inspiration for your new world? The planet 
generator enables you to create a quick overview of a planet featuring a 
few memorable elements. Roll on each table to create a completely random 
world, or pick and choose suitable elements. Feel free to combine the two 
methods as needed. The generator starts with the star system (or equivalent) 
and becomes more detailed with each table. If a result is inconsistent with 
the planet type, skip it or reroll on the same table. 


ROLL TYRE 

ii Binary star system 

2 Black hole 

3-5 Nebula/dust cloud 

6-14 Single star system 

15-18 Double star system 

19 Triple star system 

20 Quadruple (or more) star system 


ROLL NUMBER 
1 None 

2 1 

3 2 

4 3 

5-6 4 

7-8 5 

9-10 6 

N-13 7 

14-16 8 

17-18 9 

19 10+ 

20 Extrasolar world (outside the system); roll again for 


system size and reroll if this result occurs again. 


ROLL TYPE 

Artificial or space station 

Asteroid field or belt (no satellites) 

Dwarf planet 

Gas giant 

Planetoid (no satellites) 

Satellite (roll again for planet orbited; ignore asteroid, 
planetoid, and dwarf planet results) 

7-10 Terrestrial 


Oneena 


ROLL NUMBER 

1-4 None 

5-7 1 

8-10 2 

Nn 3 

12 4 

3 5 

4 6+ 

15-17 Rings 

18-19 Asteroid cluster 
20 Artificial debris field 


* Forgas giants, add 20 moons and roll twice, ignoring duplicate ring results, 
asteroid clusters, and debris fields. 


A PLANET WITH A HAZARDOUS ATMOSPHERE REQUIRES 
SPECIAL EQUIPMENT TO EXPLORE. 


ROLL NUMBER 


1-2 100-200 
34 201-250 
57 251-300 
8-10 301-350 
N-13 351-400 
14-15 401-450 
16-17 451-500 
18 501-600 
19 601-700 
20 701+ 


fy 
I 
Hi 
23 Temperate G 
4 Tropical = 
5 Subarctic la 
6 ‘Superheated 
; 
ROLL TYPE ROLL TYPE (SELECT ONE OR MORE SUBTYPES) 6 
2 RE 1 Arctic (glacier, ice shelf, icy, slushy, snowy) 4 
un Breathable 2 Atmospheric (clouds, fog, fumes, steam) 4 
115 Breath mask required 3 Barren (boulder fields, canyons, dusty, eroded badlands, rocky) 0 
16-18 Environment su required 4 Craters (deep, massive, overlapping, shallow, water filled) @ 
49-20 Hazardous environment suit required 5-6 Desert (arid, dusty, frozen, hot, sandy, searing, rocky) 
* Based on Human compatibility. 7 Forest (conifer, deciduous, temperate) 
8 Island (archipelago, atoll, istand chain, isolated islands} ; 
9 Jungle (dense, rain forest, sparse, wet) > 
TABLE 3-6: HOURS PER Day yn Mountainous (ancient and worn, aaged, massive ranges, 8 
ROLL NUMBER peaks, pinnacles, spires, rocky hills) & 
1 4-8 hours " Ocean (frozenticy, impossibly deep, methane, shallow, 
Ls 9-12 hours underwater features) 
6-8 43-20 hours 12413 Plains (grassy, salt, savanna, steppes) 
9-12 21-24 hours 4 Subterranean (cave systems, sinkholes, underground canyons) 
15 25-30 hours 
16-18 31-35 hours 
9 36-40 hours 


20 41+ hours 
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ROLL TYPE (SELECT ONE OR MORE SUBTYPES) 


15 ‘Swamp (dank, forested, open, overgrown, sprawling, wetlands) 
16-17 Urban (dense urban cores surrounded by impassible terrain, 
planetwide city, polluted, sprawling) 
18-19 Volcanic (active ranges, continuous lava flows, 
mega-sized, oceanic isiands) 
20 Vacuum 


* Skip for gas giants. Reroll, adjust, or select climate as necessary. 


ROLL STRENGTH 
1 Low 

25 Standard 

6 High 


ROLL NUMBER 

1-2 None (skip following tables) 
3 A few hundred 

4 A few thousand 

5 Tens of thousands 

6 Hundreds of thousands 

7 Millions 

8 Billions 


ROLL TYPE 

Atomic 

Computerized 

Industrial 

Middle age 

Stone age 
Technologically advanced 


onrens 


TYPE 

Affiliated with/controlled by dominant galactic government 
Anarchy/none 
Authoritarian 
Confederation 
Corporatocracy 
Democracy 
Dictatorship 
Federation 

Feudal 

Independent empire 
Military 

Monarchy 
Oligarchy 
Organized crime 
Republic 

Socialist 
Technocracy 
Theocracy 
Tribal/ctan 


TYPE 

None (abandoned cities/colony/station) 
Academic 

Agricultural 

Colony 

Entertainment 

Exploration 

Government center 

Hidden base (corporate, criminal, governmental, Rebel) 
High technology 

Industrial 

Leisure 

Medical 

Military 

Mining 

Outpost (recon, research) 

Trading 


FEATURE 

Planetwide aurora 

Continent-sized volcano 

Crater, hundreds of kilometers deep 

City is a 20-km square solid structure 

Artificially carved and sculpted mountain range 
Waterfalls, many kilometers high 

Nearly constant earthquakes 

Constant, extreme thunderstorms 

Force nexus (dark side or light side) 

Frequent ion storms 

Sprawling, ancient ruins the size of large cities 
Battlefield, ancient or recent 

Massive test range for weapons or machinery, abandoned 
or in use 

Sith tomb 

Marooned colony from an ancient known or unknown 
civilization 


QUIRK 


Violence is forbidden and punishable by death 
Protocol droids are believed to be evil spirits 


Not wearing a weapon to a formal dinner is an insult 

to your host 

Official, formal language, such as legal proclamations 

or business deals, is always sung 

Guests thank a host for a good meal by eating messily 
and chewing with their mouths open 

Droids are first-class citizens and organics are slaves 

An item common to the heroes is valuable, such as water, 
glow rods, or mesh tape 

Alliances and friendships are cemented by an exchange 
of hair clippings 

Ships are treated as sentient beings 

Passengers must remove their shoes before boarding ships 
All technology is barred from religious sites 

Pets are given as part of a military alliance; the alliance 
lasts only as long as the pet lives 


2 
13 


QUIRK 
There is no concept of ownership—anything anyone wants, 
he or she takes 

Off-worlders are required to wear a certain piece or type of 
clothing at all times 

A variation of Basic is spoken, such as speaking backward 
or adding a prefix to nouns/verbs 

Looking someone in the eye is an insult 

Any gift accepted must be refused three times first 

Males are not allowed to speak in public 

Off-world visitors are believed to be reincarnations of 
deceased relatives 

The leader of the planet must spend the winter as the guest 
of a randomly selected citizen 


CUSTOM 


Only unmarried beings can carry weapons in public 
Even-numbered children can hold office; odd-numbered 
children are expected to raise families 

The groom and the best man fight a duel on the wedding day, 
and the winner marries the bride 

The elderly are granted a small ship upon retirement but are 
never allowed to return to the planet again 

Once a year, each family in a village exchanges one of its 
children with another family 

The family ancestral weapon is given as a token of betrothal 
If a wife dies, the husband must join a monastic order 

Ifa husband dies, the wife must leave her family and 
become a spacer 

If a both of a child’s parents die, the child is taught the ways 
of mysticism and, possibly, the Force 

Marriages can be performed only by off-worlders 

The dead must be buried on the same spot where they are 
married, and unmarried beings are buried in space 

Children have their earlobes removed at birth 

At birth, every child is given a bottle of liquor that he or she 
must drink only before heading into battle 
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TABLE 3-18: CITIES AND 


ARCHITECTURE 
ROLL TYPE 
1 Different building types are different shapes: for example, homes 
are squares and government buildings are spheres 
2 All cities are built on the tops of large trees/plants 
3 Cities are built on massive barges, and the land is untouched 
by civilization 
4 The more important a building is, the more mirrored 
surfaces it has 
5 All housing is built underground 
Every building features a built-in weapon 
7 Every building features a representation of a historical figure, 
F such as a bust, a statue, or a painting 
|| 8 Junkyards and prisons serve the same purpose 
i 9 Repulsorlifts are forbidden within city limits, and beasts of 
Ir burden are used for transport 
10 Every city has a large city center featuring an artificial 
4 environment completely different from the planet's 
natural climate 
1 Buildings are built of modular materials that are easily 
disassembled and rebuilt 
12 Each building is named for a person famous for a 
D noteworthy deed 
D | 13 The single city on the planet exists inside a sphere surrounded 
TABLE 3-17: FAMityY CusTOoOMS by a hostile environment 
CONTINUED 4 Buildings are cultivated like gardens 
| ROLL CUSTOM 15 The city Bava ae explored through electronic data 
4 “4 A deceased relative is buried with the flowers of the last SENOS SP COE 
fal family bride, and a bride wears jewelry belonging to the last 16 Residences have no furniture that touches the floor 
2 Neceased vente 7 All buildings are transparent 
\|@ 15 The youngest sibling is raised by older brothers and sisters until 18 Restaurants are made entirely of edible substances 
| | 2 he or she is replaced or reaches the age of maturity 19 Only natives can touch the planet; off-worlders must use a 
J 16 The status of eldest sibling is determined by an unarmed series of elevated walkways 
8 duel that can take place at any time and at any location 20 The city is a complex connection of airlocks, ships, and other 
8 7 The eldest daughter must return to her homeworld each year; space vehicles 
2 if she cannot, she is not permitted to return to the 
(0 planet again 
18 When a feud begins, both parties abstain from food and sleep; 


the first to pass out from exhaustion is considered to be the 
guilty party 
19 Starships are available only to married couples 


20 When a ship jumps to hyperspace, the cockpit lights are 
extinguished in remembrance of family members lost in space 


CREATING NEw 
CREATURES 


The galaxy teems with life, and most sentient beings encounter only a tiny 
fraction of the creatures of their own homeworld, let alone the galaxy at 
large. Heroes traveling the Unknown Regions should regularly discover, fight, 
and otherwise interact with creatures they have never seen before. 

Inthis section, you'll find a step-by-step guide through the beast creation 
process. If you need a simple beast quickly, use the creature generator that 
follows this section, These tables focus on creating threats, rather than 
mounts, See Chapter 2, "Explorer's Equipment,” for a selection of mounts that 
the heroes can use. If you want to create a new mount, consider modifying 
one of the existing mounts with information from this section. 

Before creating a beast's statistics, decide on a theme or a concept for 
the beast, Start with a general physical description and a basic idea of how 
the beast behaves and attacks. These details can guide your choices through 
the rest of the process. 


CREATING A BEAST 

This section builds on the beast creation rules originally included in the Saga 

Edition core rulebook (see page 273). The beast creation process is presented 

here in sequence, to aid in expediency. Beasts are not sentient, and have 

levels in the nonheroic beast class, 

. Roll or select ability scores, Select an Intelligence score of 1 or 

2. An advanced beast species with Intelligence of 3 or above can 

multiclass into heroic classes, but must begin with its first level in 

the beast class. 

Increase one ability score by 1 point at every fourth level, if the beast 

is above Ist level. 

Select the beast's size and apply the appropriate modifiers (see Table 

16-2 on page 274 of the Saga Edition core rulebook). 

Add hit points (1d8 + Constitution modifier per level). 

Beasts do not have Force Points. However, if a beast has the Force 

Sensitivity feat, assign it a number of Force Points equal to one-half 

its beast level (minimum 1), 

. Select a speed for the creature (usually 6 or 8 squares). If the creature 

has other movement methods (such as swim or fly), select those 
speeds as well (usually 4 or 6 squares). 
Determine the beast's defenses and damage threshold. Apply natu- 
ral armor, if any (see below and page 274 of the Saga Edition core 
rulebook), adding a natural armor bonus to Reflex Defense equal to 
or lower than the creature's beast class level. Some natural armor 
grants additional effects as a special quality (and counts as one of 
the beast’s special qualities). See Table 3-22: Natural Armor with 
Special Qualities on page 92. 


8. Add feats at the rate for normal characters (see Table 3-1 on page 
37 of the Saga Edition core rulebook). The beast class does not grant 
additional starting feats. 

9. Select a number of trained skills equal to 1 + Intelligence modifier 
(minimum 1; see page 274 of the Saga Edition core rulebook). Apply 
the size modifier to Stealth, as well as modifiers to other skills, such 
as size or feat modifiers. 

10. Select one to three natural weapons (see pages 274-275 of the Saga 
Edition core rulebook), and determine the beast's melee attack and 
damage with its natural weapons. 

11. Determine the beasts grapple modifier: base attack bonus + Strength 
or Dexterity modifier (whichever is better) + grapple size modifier 
(see page 153 of the Saga Edition core rulebook). 

12, Select any special senses, such as low-light vision or darkvision, 

13. Select a species trait (see page 275 of the Saga Edition core rule- 
book), if desired. 

14, Select from zero to three special qualities. You can create them 
yourself, or select from those discussed below. 


CREATURE GENERATOR 

Start with the size and level of the beast. If you need a creature quickly and 
don't feel the need to create its details from scratch, select the pertinent 
items from the Tables 3-20 and 3-21 while following the steps above, Table 
3-19: Sample Creature Ability Scores and Speeds is for convenience, and you 
can modify any score by several points to fit your creature concept, 


Special Qualities 

Special qualities give creatures abilities and features that differentiate 
them from other beasts. Although special qualities are not required, most 
creatures have at least one, and some have up to three. A beast must have 
the appropriate natural ability to have a special quality from one of those 
described below. For example, a beast must be able to make two claw attacks 
in the same turn if it is utilizing the rend special quality. 


Combat Special Qualities 

The following special qualities focus on a beast's combat abilities, and they can 
be applied to beasts of any compatible type. Offense special qualities include 
those that are triggered by making attacks or by specific circumstances in 
battle. Defense special qualities include those that modify defense scores, 
healing, and other abilities that keep a creature going during an encounter. 


OFFENSE SPECIAL QUALITIES 

Ambush—The beast deals an additional 2d6 points of damage with its 
natural weapons against an enemy that is flat-footed or that is denied its 
Dexterity bonus. 
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TABLE 
SIZE ABILITY SCORES 
Colossal Str 42, Dex 10, Con 42, Int 2, Wis 10, Cha 8 


Gargantuan Str 34, Dex 10, Con 34, Int 2, Wis 10, Cha 8 
Huge Str 26, Dex 10, Con 26, Int 2, Wis 10, Cha 8 


Large Str 17, Dex 10, Con 18, Int 2, Wis 10, Cha 8 
Medium Str 14, Dex 12, Con 15, Int 2, Wis 10, Cha 8 
Small Str 10, Dex 14, Con 12, Int 2, Wis 10, Cha 8 
Tiny Str 8, Dex 16, Con 10, Int 2, Wis 11, Cha 8 
Diminutive Str 6, Dex 18, Con 8, Int 2, Wis 12, Cha 8 
Fine Str 4, Dex 20, Con 6, Int 2, Wis 12, Cha 8 


Constrict—If the beast successfully grapples an enemy, it can use the 
Crush and Pin feats as normal. When crushing, however, the beast deals 
damage equal to 2d6 + its Strength modifier + half its beast class level 
rounded down. 

Devour—If the beast hits with its bite attack against a target two size 
categories or more smaller than itself, it can automatically make a grapple 
check with its bite attack at its full bonus (even if it has already taken a 
full-round action). If the grapple check is successful, the beast can begin 
devouring its target, and each round the target is in the beast's mouth, the 
beast deals damage equal to 1d8 + its Strength modifier + half its beast 
class level rounded down, If the target reaches 0 hit points, it is swallowed 
by the beast and continues to take 1d6 points of acid damage each round. 

Ferocious—The beast can reroll a failed attack with one of its natural 
weapons. 


ADDITIONAL 

NATURAL WEAPONS 

The following attacks are considered natural weapons attacks (see page 
274 of the Saga Edition core rulebook). 

Tail Attack: A tail attack has reach and deals an amount of blud- 
geoning damage determined by the beast’s size: Fine, Diminutive, or 
Tiny, damage 1, reach 0; Small, damage 1d2, reach 1; Medium or Large, 
damage 1d3, reach 1; Huge, damage 1d4, reach 1; Gargantuan, damage 
1d6, reach 2; Colossal, damage 1d8, reach 3. A tail lash or tail barb attack 
or other tail attack types do not differ in damage or reach, but other 
special qualities or abilities might apply. 

Tail Slam: A tail that has no special qualities associated with it can 
deal slam damage instead of tail attack damage (see "Slam" on page 
275 of the Saga Edition core rulebook). A tail slam attack has the same 
reach as the beast. 


: SAMPLE CREATURE ABILITY SCORES AND SPEEDS | 


SPEED CLIMB FLY SWIM 
4 1 6 4 
4 1 6 4 
6 1 8 6 
6 1 8 6 
8 2 8 8 
8 2 8 8 
6 1 6 6 
6 1 6 6 
4 1 6 4 


Pack Hunter—The beast gives a +4 bonus instead of a +2 bonus when 
using the aid another action. 

Poison—The beast delivers poison through a bite, a claw, or a sting natural 
Weapon attack. If the beast deals damage to a living target, the target is 
also poisoned. If the poison succeeds on an attack roll (1d20+10) against 
the target's Fortitude Defense, the target moves ~1 step along the condition 
track, A target moved to the bottom of the condition track by the poison 
is immobilized but not unconscious. The poison attacks each round until 
cured with a successful DC 5, 10, 15, or 20 (select one) Treat Injury check. 

Pounce—When long jumping, the beast does not require a running start for 
jumps of 4 squares or fewer and does not double the Jump DC when doing so 
(see page 68 of the Saga Edition core rulebook). If the beast successfully jumps 
into or adjacent to a target enemy's square, the beast can make an immediate 
attack against the target. If the attack is successful, the beast can attempt 
to trip the target (as if using the Trip feat on page 88 of the Saga Edition 
core rulebook) as a free action that does not provoke attacks of opportunity. 

Rend—If the beast hits with both of its claw attacks in the same turn, it 
rends the enemy for an additional 2d6 points of damage. 

Tremorsense—The beast automatically senses the location of anything 
that is in contact with the ground and within 100 squares (no Perception 
check required). 

Trip—If the beast hits with a tail attack, it can attempt to trip an enemy 
(as if using the Trip feat) as a free action that does not provoke attacks of 
opportunity. 


DEFENSE SPECIAL QUALITIES 
Camouflage—The beast's natural coloration changes to mimic its sur- 
roundings. The beast ignores its size modifier when it makes Stealth checks. 
Fast Healing 5 or 10—The beast automatically regains 5 (or 10 if the 
beast is Gargantuan or larger) hit points every round at the end of its turn, 
up to its normal maximum, until it is killed. 


HIT POINTS DAMAGE 

BEAST LEVEL a 5 10 15 20 DEFENSES* THRESHOLD 
SIZE 

Colossal 21 103 205 308 410 Ref 0 Fort 26 Will 10 76 
Gargantuan 7 83 165 248 330 Ref 5 Fort 22 Will 10 42 
Huge 13 63 125 188 205 Ref 8 Fort 18 Will 10 28 
Large 9 43 85 128 170 Ref 9 Fort 14 Will 10 19 
Medium. a 33 65 98 130 Ref 11 Fort 12 Will 10 12 
Small 6 28 55 83 N10 Ref 13 Fort 11 Will 10 n 

Tiny 5 23 45 66 90 Ref 15 Fort 10 Will 10 10 
Diminutive 4 18 35 53 70 Ref 19 Fort 9 Will 11 9 

Fine 3 13 25 38 50 Ref 25 Fort 8 will 1 8 


“Reflex Defense includes size and Dexterity modifiers, but bonuses for natural armor must be added to this number. For natural armor, you can add up 
to the beast's level to this number, 


MELEE ATTACK BONUS ~~ ~——— GRAPPLE CHECK 


BEAST LEVEL i} 5 10 15 20 1 5 10 15 20 Y 
SIZE y 
Colossal +16 419 +23 427 431 436 +39 +43 +47 +51 @ 
Gargantuan +12 +15 419 +23 +27 +27 +30 +34 +38 +42 v 
Huge +8 + +15 +19 +23 +18 +21 +25 +29 +33 al 
Large +3 +6 +10 +14 +18 +8 + +15 +19 +23 9 
Medium 42 +5 +9 413 417 42 +5 +9 +13 +17 
Small +0 +3 +7 call +15 3 +0 +4 +8 +14 > 
Tiny i noms Se ae eee 8 
Diminutive 2 #1 +5 +9 +13 " -8 -4 +0 +4 p 
Fine a ae 2 a a g 
w) 

Roar—As a move action, the beast produces a terrifying, rumbling sound Scent—The beast ignores concealment and cover when making Percep- 

and makes a Persuasion check to intimidate (see page 71 of the Saga Edi- tion checks to notice enemies within 10 squares, and takes no penalty from 


tion core rulebook) any enemy target within 6 squares of it. If the attempt _ poor visibility when tracking (see the Survival skill on page 73 of the Saga 
succeeds, the target must move away from the beast on the target's next Edition core rulebook). 

turn, and the target moves -1 step on the condition track. This is a mind- 

affecting effect. 
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Bony plates Asa reaction, can apply DR 5 to 
Dense, layered hair or fur 


Hardened exoskeleton 


igate one successful hit per round. 
Can reroll Endurance and Survival checks to counter the effect of cold, taking the better result. 
DR 1 for Small and smaller creatures, DR 2 for Medium and Large creatures, DR 5 for Huge and larger creatures 


against simple weapons and unarmed attacks. 


Leathery scales 


When taking damage that exceeds its damage threshold, the beast takes half damage instead, although it still 


moves -1 step (or more) on the condition track. 


Metallic scales 


When taking damage that exceeds its damage threshold, the beast takes one-quarter damage instead, 


although it still moves -1 step (or more) on the condition track. 


Spiked skin 


Gain an additional +2 to Reflex Defense against melee and unarmed attacks. Once per turn per attacker, if an attacker 


misses on a melee or an unarmed attack against the beast, the beast can make a single attack as a reaction, using its 


spikes as a natural weapon (gore). 
Thickened hide 


Can use Fortitude Defense in place of Reflex Defense against unarmed and melee attacks (except lightsabers). 


“Typically provides natural armor bonus equal to number of beast levels. Can be reduced, if desired. 


Screech—As a swift action, the beast produces a piercing, high-pitched 
sound. The beast makes an attack roll (1d20+10) against the Fortitude 
Defense of every character within 6 squares of it. If the attack succeeds, the 
target takes a -5 circumstance penalty against Perception checks and skill 
checks requiring concentration, and the target has difficulty hearing until 
the end of the beast’s next turn. 


Environmental Special Qualities 

The following special qualities focus on abilities generated from the beast's 
adaptation to a specific environment. The beast in question should have the 
associated species trait (see page 275 of the Saga Edition core rulebook). 
These special qualities are not available to beasts that cannot physically 
perform the related action. 


AIRBORNE SPECIAL QUALITIES 

Aerobatics—As part of its move action, a flying beast uses the Tumble 
ability of the Acrobatics skill (see page 63 of the Saga Edition core rulebook) 
to fly through a threatened area or the fighting space of an enemy without 
provoking an attack of opportunity. The beast must make a successful DC 
15 Acrobatics check and is considered trained in Acrobatics for the purpose 
of using this special quality. 

Diving Attack—The flying beast dives sharply to attack an enemy at a 
lower altitude. When making a Charge attack (see page 152 of the Saga 
Edition core rulebook), in addition to the competence bonus granted by the 
charge attack, the beast gains a +1 circumstance bonus to its attack roll (up 
to a +5 total circumstance bonus) for every square the flying beast moves 


downward. Additionally, the beast can use a move action after resolving the 
charge attack. Until the end of its next turn, the beast takes a -2 penalty to 
its Reflex Defense because of the charge action. 


AQUATIC SPECIAL QUALITIES 

Electroshock—When in water or underwater, the beast produces a 
short-range electrical jolt. As a standard action, the beast makes an area 
attack (1d20+10) centered on one of its own squares against the Fortitude 
Defense of all creatures in adjacent squares. If the attack is successful, the 
target takes 4d6 points of energy damage. If unsuccessful, the target takes 
half damage. 

Ink Cloud—When in water or underwater, as a swift action, the beast 
produces an inky substance, which expands out from the creature in all direc- 
tions at a rate of 1 square per round, up to a 3-square radius. The cloud grants 
concealment to characters within or behind it. Additionally, the beast makes 
an attack roll (1d20+5) against the Fortitude Defense of water-breathing 
creatures within the cloud. If the attack succeeds, the target takes 1d6 points 
of damage and moves 1 step on the condition track. If the attack fails, the 
target takes half damage and does not move on the condition track. 


ARCTIC SPECIAL QUALITIES 

Icy Shock—When the beast succeeds with a melee attack using its natu- 
ral weapon and the attack deals damage greater than the target's damage 
threshold, the target takes an additional 5 points of damage and moves ~1 
step on the condition track. Targets with the arctic species trait are immune 
to this special quality. 


DARK WOLVES ARE JUST SOME OF THE STRANGE CREATURES 


DESERT SPECIAL QUALITIES 

Dustball—The beast can kick up a huge cloud when in dusty, dirty, or sandy 
terrain. Any square the beast passes through, as well as any adjacent squares, 
provides concealment until the end of the beast’s next turn. The beast can 
remain stationary, but it must expend a move action to produce the effect. 
Make an attack roll (1d20+5) against the Fortitude Defense of all targets 
within the cloud. If the attack is successful, the targets are blinded for as long 
as they remain in the cloud (see page 254 of the Saga Edition core rulebook). 


SUBTERRANEAN SPECIAL QUALITIES 

Rumble—As a full-round action, the beast violently shakes the ground 
around it, making an attack roll (1420+10) against the Reflex Defense of 
all characters on (or under) the ground within 6 squares of the beast. If the 
attack is successful, standing or sitting targets are knocked prone. If the 
attack fails, the cost of all movement on or through the ground is doubled 
until the end of the beast's next turn (or until it is killed or incapacitated) 
Underground targets caught in a successful rumble attack cannot move. 
Any target that is knocked prone can get up as a full-round action, but the 


target is subject to further rumble attacks. The rumble lasts for a number 
of rounds equal to the beast’s Constitution bonus (minimum 2), making an 
attack each round. The beast can extend the duration with a successful DC 
20 Endurance check. 

Underground Speed—The beast can move underground, burrowing 
through dirt and rocky soil but not solid rock. Typically, the beasts speed is 
3 squares when moving underground, although you can alter its speed due 
to the soil conditions. 

Undertow (Subterranean)—This beast can pull its prey under the sur- 
face of the ground. As an attack action, the beast makes an attack against 
a target's Fortitude Defense. If the attack is successful, the target is pulled 
below the surface of the ground and moves -1 step on the condition track. 
The target is unable to take any additional actions until it succeeds on a DC 
15 Climb check as a standard action. 


EMPHASIZING 

STRANGE CREATURES 

In a galaxy already full of bizarre and fantastic creatures, creating a 
beast that the characters perceive as unusual can be challenging. New 
creatures should add to the sense of strangeness of a newly discovered 
world in the Unknown Regions. A good combination of unusual creatures 
on a new world should make for a memorable adventure. 

The strangeness of a creature can be expressed through its physical 
description, a featured ability, or a behavior. Physical strangeness includes 
attributes such as outlandish color or markings, unexpected hide or hair 
texture, and irregular or asymmetrical body shapes or limbs. Behavioral 
strangeness includes unexpected actions, such as working with creatures 
not of the same species, intelligent communications, and unexpected 
planning, target selection, taunting, or movement in a skirmish. 

When using a new creature in an encounter, play up the fact that the 
heroes have no idea what the creature might be capable of. Build the 
suspense. The heroes could run across unusual but threatening tracks or 
the remains of a carcass that is a recently finished meal. They might hear 
howls, screeches, or other bizarre noises that suggest that a dangerous 
beast might be nearby. Perhaps they catch only glimpses of the creature 
as it stealthily approaches or escapes. When the heroes eventually see 
it, emphasize the creature's most bizarre or unusual traits and actions. 
Its fighting style or decision making might be completely unforeseen 
and opposed to what the heroes expect, promoting confusion in their 
interaction with the creature. 


~ CHAPTER IV 
HAZARDS 
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SS 
~The galaxy is full of obstacles waiting to trip up heroes as they strive to fulfil 
their destinies. Every planet has its own perils—whether menacing plant life, 
an unsafe atmosphere, or something worse—and any explorer can confirm 
that the greatest danger when traveling to a new world is encountering some 
new hazard not yet known to the galaxy at large. Stormtroopers and Sith 
Pe Lords are obvious threats to the safety of just about everyone, but it is often 

/ the unseen and unexpected hazards that bring heroes down. 

= f Hazards, first introduced in the Saga Edition core rulebook, appear 
Ne / e "i throughout Star Wars films, novels, comics, and other sources. Until now, 
. . hazards have been basic rules elements used to address a variety of situations 
4 } = ee that might come up during a game. This chapter's goal is to make hazards 
bs \ more appealing as a regular part of adventure and encounter design. When 
: the heroes visit strange worlds in the Unknown Regions, they should feel 
y as if every step could lead them into dangerous territory. By using hazards 
" more frequently, you can emphasize the fact that the heroes are far from 


j « ie home in a place where many of the galaxy's niceties simply are not present. 
* This chapter introduces a new format for hazards, along with rules for 
4 ~ designing your own hazards and suggetions for using them in your adven- 

SS 


* tures, Additionally, the chapter provides many sample hazards that are ready 


. to be used in a game; these examples also will help guide you in creating 
= your own hazards. The samples are grouped by environment, so you can 


aa jodse hazards appropriate to the setting and level of your adventure and 
h is 
y ro in as needed. 
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HAZARD BASICS 
A hazard is an obstacté that can hurt, slow, kill, or otherwise impede your 
heroes, their associates, or their equipment. Usually, hazards are not living 
beings but are sources of potential harm that do not normally receive a full 
statistics block, such as an avalanche, a rockslide, a carnivorous plant, an 
exposed plasma conduit, ora black hole. Some hazards (such as an ice cave, 
an asteroid field, or a laser gate) are associated with particular locations, 
whereas others (such as poisons or diseases) can be mobile. Although haz- 
ards can take many forms, as a rule of thumb, anything that has a chance 
to harm or impede the heroes and is not a creature, a droid, or a vehicle can 
be classified as a hazard. 

The Gamemastering chapter of the Saga Edition core rulebook introduces 
a number of hazards. This chapter recasts many of those hazards in a new 
statistics block format to make it easier for you to drop them into your 
encounters. In addition, if you compare the hazard statistics in this book with 
their descriptions in the core rulebook, you should be able to determine how 
to convert other previously published hazards to the new format. 


HAZARDS IN COMBAT 
Hazards are a great way to spice up combat in your game, and they can serve 
as small distractions, major threats, or anything in between. You can also 


ESCAPING FROM A BABER CAT IS MADE MORE DIFFICULT 
BY HAZARDS LIKE ROCKY TERRAIN, 


use them to create dynamic terrain in an encounter. For example, the droid 
factory sequence in Attack of the Clones is filled with hazards that break 
up the terrain of the encounter. When designing the battlefield in which 
your encounter takes place, consider using hazards that encourage or force 
movement. For example, a free-swinging girder that sweeps through the 
encounter area every other round forces the heroes to keep jumping out of 
its way, and it also might encourage them to try to bantha rush their enemies 
into the girder's path. This addition creates a more dynamic encounter, and 
treating the girder as a hazard should ensure that it presents an appropriate 
challenge for the heroes. 


HAZARDS ALONE 

Throughout the Star Wors saga, characters often deal with hazards outside 
combat, For example, Luke stumbles through the icy wastes of Hoth, battling 
a blizzard (a clear hazard) in an effort to escape from the wampa. R2-D2 
navigates the droid factory on Geonosis, saving Padmé from certain death 
while dodging hazards the whole time. Similarly, you can use hazards as 
scenes unto themselves, presenting them as obstacles that the heroes must 
overcome before the story can progress. Hazards are great challenges to 
throw at the characters when the pace of the adventure begins to slow, and 
they can add tension to any sequence. 


DESIGNING 
NEw HAZARDS 


Designing hazards is much like designing new terrain or other challenges that 
can spice up an encounter or an adventure. Unlike the process for design- 
ing an enemy character, beast, droid, or vehicle, the process for designing 
a new hazard is somewhat simpler, and it helps you cater directly to the 
needs of your particular adventure by creating elements that add diversity 
to encounters, You can follow a series of basic steps to design a hazard that 
challenges your players and makes sense in the context of the adventure. 

The first step is to determine the basic concept of the hazard. It might 
be a natural hazard, such as a slick patch of ice or a carnivorous plant, or it 
might be an artificial hazard, such as an automated blaster turret ora gravity 
trap. Typically, you should base the hazard's form and function on the setting 
in which it will be used. For example, lava pits on Mustafar make sense, but 
lava pits on Hoth require more of an explanation, and you do not want the 
players to sidetrack the game by trying to find that explanation. Similarly, 
if you know that your heroes will spend time trudging through a network 
of glacial caverns on Csilla, you might design an icy cave-in that will occur 
during a combat sequence on the planet. 

As suggested above, tailor the design of the hazard to the way in which 
it will be used. If you want a hazard to be a minor distraction, design one 
that is a nuisance to the heroes rather than a major obstacle to be overcome. 


Alternatively, if you want a hazard that serves as a set piece for an entire 
encounter, think big and create something that interacts with many or all 
of the heroes on a round-by-round basis. In the Csilla example above, the 
icy cave-in will affect all combatants, so it is best used to create a scene 
full of tension. 
In general, a hazard should do one or more of the following: 
* Provide a flavorful background element that reinforces the details of 
the setting 
* Add tension and danger to a scene 
‘* Require the heroes to spend actions to deal with the hazard 
* Create interesting terrain that requires the heroes to move to avoid it 
* Give the heroes a chance to use skills to overcome the threat with or 
without combat 


CHALLENGE LEVELS 

Each hazard has a basic Challenge Level (CL), which works like other CLs in the 
game. You choose the CL of the hazard, and it affects everything the hazard 
does. Typically, you should create a hazard with a CL that is less than or equal 
to the average level of the heroes, although from time to time you can use a 
hazard with a higher CL to increase the tension and danger of an encounter. 

Asa general rule, you can include one hazard of the appropriate CL in an 
encounter without having to take its CL into account when determining the 
encounter’s difficulty. (The heroes still receive experience points for over- 
coming the hazard; this reward is added to the XP they receive for dealing 
with the encounter.) Any hazard beyond the first and any hazard with a CL 
higher than the average level of the heroes should be considered an enemy 
when calculating encounter difficulty. If you are including a skill challenge 
(introduced in Galaxy of Intrigue) in the encounter, take into account the CL 
of all hazards when determining encounter difficulty. 

Continuing the Csilla example, assume that you are designing an adven- 
ture for a group of 8th-level heroes, Since you want the icy cave-in to be 
a significant hazard, you should give it a CL of (or near) 8. Because it is 
the only hazard in the encounter, it does not count when determining the 
encounter's difficulty. 


KEYWORDS 

All hazards have one or more keywords that describe how the hazards func- 
tion mechanically. Some creatures have bonuses against certain types of 
hazards (for example, a beast might ignore environmental hazards in certain 
terrain). The following keywords represent most of the existing mechanical 
elements of hazards, but feel free to create new ones for special conditions 
that are common in your campaign. When you design a hazard, be sure to 
select the right keyword(s) based on its nature. 


CLs IN THE GALAxyY 

Most of the hazard-creation rules in this chapter assume that you 
are designing a new hazard to be used in an adventure. The rules also 
assume that you want to create a suitable challenge for your heroes, not 
‘one that is inappropriate for their level. However, not every hazard you 
design needs be based on the current level of the heroes. Certain loca- 
tions throughout the galaxy are simply more dangerous than others, and 
hazards are a great way to reflect that idea. For example, it is reasonable 
to assume that hazards in the middle of the Emperor's citadel on Byss 
are more dangerous than those found in the run-down spaceport of Mos 
Eisley. You can base the CL of a hazard you design on the circumstances 
‘surrounding it, but keep in mind that your time in preparing the hazard is 
best spent on something that is an appropriate challenge for the heroes. 


Acid: Hazards with the acid keyword deal acid damage. All acid hazards 
should have the contact keyword as well. 

Area: Hazards with the area keyword make area attacks, and their 
damage can be halved or negated by heroes who have the Evasion talent. 
Not all hazards that deal damage to creatures in more than 1 square are area 
hazards; only those that specifically make area attacks have this keyword. 

Artificial: Hazards with the artificial keyword are manufactured or 
produced and do not occur naturally. 

Atmospheric: Atmospheric hazards are those that fill the air. They are 
also considered to be inhaled hazards for the purpose of being negated by 
a breath mask, 

Contact: Hazards with the contact keyword are triggered by touch, 
Contact poisons and acids are good examples of these hazards. 

Disease: Diseases are a special type of hazard that attack the immune 
systems of creatures. They always attack the Fortitude Defense of a target, 
ignoring equipment bonuses to Fortitude Defense, damage reduction, and 
shield rating. If a disease moves a target down the condition track, it likely 
imposes a persistent condition as well, which cannot be removed until the 
disease is cured or until it fails an attack roll against the target twice. Some 
diseases require special equipment to treat. 

Energy: Hazards with the energy keyword deal energy damage. 

Fire: Hazards with the fire keyword deal fire damage. 

Ingested: A hazard with the ingested keyword is triggered only if con 
sumed by a creature. 

Inhaled: A hazard with the inhaled keyword affects creatures that breathe 
within its area. Creatures that do not breathe (such as droids) and creatures 
wearing breath masks or environmental suits are immune to the effects of 
an inhaled hazard. 
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Natural: Hazards with the natural keyword are created with no interven- 
tion from sentient beings. 

Poison: Hazards with the poison keyword represent toxins that are harm- 
ful or fatal to creatures. They always attack the Fortitude Defense of a target, 
ignoring equipment bonuses to Fortitude Defense, damage reduction, and 
shield rating. If a poison moves a target down the condition track, it likely 
imposes a persistent condition as well, which cannot be removed until the 
poison is cured or until it fails an attack roll against the target 

Sonic: A hazard with the sonic keyword deals sonic damage. Sonic damage 
is also considered to be energy damage. 


TRIGGERS 

Every hazard has a trigger—an event that causes the hazard to become 
active or to attack or otherwise interact with something else. Most trig- 
gers are simple and might require only that a target touch or come close to 
the hazard. When designing a new hazard, ask yourself what must happen 
to require you to use the hazard’s statistics. Answering that question will 
help you determine the trigger. A trigger can be an event, or it might be a 
metagame concept; for example, one trigger might be a hero passing through 
a doorway, whereas another could be the party making initiative checks at 
the start of combat. There is no absolute rule or formula for coming up with 
an appropriate trigger; the sample hazards in this chapter offer examples that 
should help you create your own. In the hazards presented in this chapter, if 


DANGEROUS LASER TURRET HAZARDS MAKE 


the target of the hazard differs from the creature or object specified as the 
trigger, that information is included in the trigger line. 

Continuing the Csilla example, if you want the cave-in to take place during 
a combat encounter to heighten the tension, you might choose “A creature 
in the ice cavern fires a weapon that makes noise" as the trigger for the 
hazard. Not only is this trigger thematically appropriate (since loud sounds 
setting off a cave-in is a common trope), but it also seems assured to occur 
‘once combat breaks out. Because the cave-in will include more targets that 
only the creature that triggered it, you should also include information about 
what the targets will be. 


AVERAGE DAMAGE 


AVERAGE DAMAGE 
2.5 


35 
45 
d10 5.5 
di2 6.5 


i -= CLASSES 
ADVENTURE CL 


MEDIUM DC 

1 13 18 
2-3 14 19 
4-5 16 21 
6-7 7 22 
8-9 18 23 
10-11 19 24 
12-13 21 26 
4 22 27 
a) 22 27 
16-17 23 28 
18-19 24 29 
20 26 31 
AREA 


Every hazard has a specific area in which its attacks take place. When you 
include a hazard in your game, you should decide in advance the area that 
the hazard will affect (unless the area of effect is already included in the 
existing hazard). Hazards such as poisons or animal traps might affect very 
limited areas, perhaps as little as a single square. Other hazards, such as loose 
sand, avalanches, and turret blasters, affect larger but still discrete areas. 
Hazards such as atmospheric hazards and vacuum might affect the entire 
area in which an encounter takes place. When you choose a hazard to use 
inan encounter, choose an area of effect for the hazard that is appropriate 
to its type and its use in your game. 


ATTACKS AND DAMAGE 
Hazards make attack rolls as enemies do, although not always with the same 
focus or direction. Almost everything a hazard does to a creature, a droid, 
or an object is categorized as an attack roll of some kind. A hazard attacks 
one of the three defenses (as appropriate to the nature of the attack), and it 
typically makes no more than one attack per round against the target. When 
you design a hazard, you choose which defense it attacks. In general, attacks 
that can be avoided physically are made against Reflex Defense; those that 
affect the integrity of the body are made against Fortitude Defense; and 
those that attack the mind or intellectual capacity of the target are made 
against Will Defense. A hazard's attack bonus should be equal to its CL + 2. 
Likewise, many hazards deal damage to the target, and some deal damage 
on a miss (representing the fact that, no matter how good the target's 
defenses are, the hazard eventually gets the best of them). On average, a 
hazard should deal damage equal to 10 + one-half its CL. Choose a dice 


FR RDS BY CL 


MODERATE DC HEROIC DC 


HARD DC 
23 26 3 
24 27 32 
26 29 34 
27 30 35 
28 32 7 
29 33 38 
nv 35 40 
32 36 41 
32 7 42 
33 38 43 
34 39 44 
36 41 46 


expression (such as 3d8 or 2d4+2) that is likely to produce this average 
damage result. Table 4-1 shows the average damage result per die type. If 
the hazard deals damage of a particular type, select the type as well. Haz- 
ards that are meant to affect vehicles may have a damage multiplier (x2 for 
starfighters and transports, x5 for capital ships). 

Continuing the Csilla example, you know that the cave-in will be CL 8. 
Since its attacks (falling ice and rock) can be avoided physically, the hazard 
attacks Reflex Defense. Its attack bonus is approximately +10 (the hazard’s 
CL +2), and it deals about 14 points of damage per attack (10 + one-half its 
CL). Looking at Table 4-1, you see that a d12 has an average damage of 6.5, 
so 2d12 has an average damage of 13. Thus, you set the hazard’s damage 
expression at 2d12+1 to meet the expected damage dealt. 


ADJUSTING HAZARD 
STATISTicS 

When designing hazards, feel free to vary their statistics a bit to suit your 
heroes. Average damage amounts and attack bonuses can vary by 1 or 
2 points above or below their expected amounts, and you can take the 
statistics and abilities of your heroes into account to design a hazard that 
is exactly as tough as it needs to be. For example, if all the heroes have 
low or middling Fortitude Defenses, you can provide tougher challenges 
by creating hazards that target Fortitude Defense without cranking up 
‘the CL too drastically. 
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Special Attacks 

A few hazards, such as the vacuum hazard, have special attacks that occur 
only under certain circumstances. Typically, these attacks represent the 
inevitable nature of the hazard (for example, the vacuum hazard's special 
attack automatically deals damage to unconscious creatures). If you give your 
hazard a special attack, it should occur only under specific conditions, Special 
attacks can be a bit more deadly as long as they take place less frequently. 


Cumulative Damage 

Some hazards deal cumulative damage, which is damage that grows larger 
round by round, Cumulative damage is extremely dangerous and should 
be used only in situations when escaping from or eliminating the hazard’s 
conditions is necessary for survival. For example, suffocation (drowning) 
uses cumulative damage because each round that you endure the suffocation 
hazard, the situation grows significantly worse. Usually, only special attacks 
deal cumulative damage, and only if they will kill or destroy a target that is 
exposed to the hazard, regardless of the target's level. When a target takes 
cumulative damage, increase the damage by the same amount each round. For 
example, the vacuum hazard deals 1d6 points of damage in the first round, 
2d6 points in the second round, 3d6 points in the third round, and so on. 


The Condition Track 
You can create a hazard that has attacks that move the target down the 
condition track instead of dealing damage (or in addition to dealing damage). 
That movement should be taken into account as a part of the hazard's aver- 
age damage, Moving ~1 step on the condition track is worth about the same 
as 5 points of damage, and moving -2 steps is worth about the same as 10 
points of damage. No hazard should move a target more than -2 steps on 
the condition track at a time. For example, if a hazard normally deals an 
average of 15 points of damage, you could reduce its damage to 10 points 
and also have the hazard move the target -1 step on the condition track. 
Many hazards that move a target down the condition track also impose 
persistent conditions. When this occurs, the condition is assumed to have 
a lasting effect on the target's health and well-being. Although you do not 
need to reduce the damage output of a hazard that imposes a persistent 
condition, you should consider reducing the attack's frequency or accuracy 
so that an entire group of heroes are not affected by persistent conditions 
as the result of a single hazard. 


RECURRENCE 
Most hazards have a recurrence—a frequency with which the hazard makes 
its attacks. A hazard should not affect an individual target more than once 
per round; in some cases, the frequency of recurrence can be much lower, 
perhaps once a day, once a week, or even less often. Diseases and poisons in 
particular have infrequent recurrence. Possible recurrence options include: 

© At the start or the end of an affected target's turn 

© Ona particular initiative count 

© When the triggering condition is met 

* Ata specified time interval (such as daily, hourly, or weekly) 


Additionally, a hazard’s recurrence indicates how long it continues to attack 
a target. Some hazards, particularly diseases and poisons, continue to make 
attack rolls until successfully treated. Other hazards cannot be stopped (such 
as suffocation in a vacuum) and must be escaped to prevent recurrence. Be 
sure to specify whether a hazard's recurrence can be stopped. 


SKILL DIFFICULTY CLASS 

Heroes can use their skills to interact with many hazards. For example, a 
scout might use a Knowledge skill to identify the nature of a particular 
hazard and a different skill to avoid or disable it. Pick a few skills that can 
interact with your hazard, particularly skills that the heroes have and might 
try to use. Then assign skill Difficulty Classes (DCs) based on the hazard's 
CL; Table 4-2 contains sample skill DCs based on the CL of the hazard. For 
each CL, the table gives an easy DC, a medium DC, a moderate DC, a hard 
DC, and a heroic DC. Most skill DCs for hazards should be easy, medium, or 
moderate; hard and heroic skill DCs should be reserved for skills that have 
only an outside chance of affecting the hazard. 

Some skills can actually be used before the hazard is encountered, allow~ 
ing heroes to avoid the hazard (if possible) or prepare to minimize its effects. 
Whenever a hazard's skill line lists a skill that allows the hero to identify it, 
the Gamemaster must determine whether or not identification of the hazard 
is enough to avoid it, based on the current circumstances. 

Continuing the Csilla example, you decide that the heroes could notice 
that the ice on the roof of the cave is cracked and unstable. Thus, you choose 
the Perception skill and assign it a medium DC of 23, since the hazard is CL 
8. Particularly nimble heroes might be able to avoid the falling ice, but that 
could be more difficult given the size of the cave. To reflect that possibility, 
you assign a moderate DC of 28 to an Acrobatics check to grant a hero a +5 
bonus to Reflex Defense against the falling ice. 


SPECIAL EFFECTS 

Unlike beasts and enemies that are built with talents, feats, and other 
existing mechanics, some hazards have unique effects or rules that come 
into play only when the hazard does. These effects are not always negative; 
sometimes they provide special ways to circumvent the hazard, or they are 
neutral effects that neither harm nor help the targets. For example, the 
disease known as the Cardooine chills can affect a creature only once, and 
the Krytos virus is weaker against Humans. Usually, such effects and other 
special rules are determined by the nature of the hazard. Be careful that they 
do not make the hazard too hard or too easy; look at the special effects of 
the hazards in this chapter for inspiration. Typically, when designing your 
own hazard, keep the special effects to a minimum to ensure that the hazard 
remains balanced, 


HAZARD STATISTICS BLOCK 

Finishing the example of the icy cave-in on Csilla, after taking the preceding 
rules into account, you might come up with the following statistics block 
for the hazard. 


Csilla Cave-In cls 

The underground ice caverns of Csilla shake and rumble, sending heavy 
blocks of ice crashing to the ground. 

Natural 

Trigger A creature or a droid in the ice cavern fires a weapon that makes 
noise; targets any creature, droid, or object in the area of the cave-in 

Attack +10 vs. Reflex Defense 

Damage 2d12+1 

Recurrence Each round at the start of the target's turn, as long as the 
target remains in the area of the cave-in 

Skills 
Acrobatics (DC 28): As a move action, a character can make an 
Acrobatics check to gain a +5 circumstance bonus to Reflex Defense 
against a falling ice attack made against the character at the start of 
his or her next turn, 
Perception (DC 23): A character notices that the roof of the ice 
cavern is unstable and believes that a loud noise could cause a cave-in. 


Each hazard statistics block begins with the hazard's name and CL, fol- 
lowed by a brief description of the hazard and its keyword(s). Next, the 
block describes the trigger, presents the attack value and damage value, 
and explains the conditions of recurrence, The block then lists the skills 
that interact with the hazard and concludes with special effects (if any) 
that come into play. 


SAMPLE HAZARD 
The remainder of this chapter presents sample hazards that should give 
you enough examples and guidelines to help you design your own hazards. 
The section below starts with hazards from Chapter 14 of the Saga Edition 
core rulebook, which have been reformatted using the rules in this chapter, 
then it explores new hazards based on environment. Some of the hazards 
from the core rulebook do not exactly conform to the suggested hazard 
attack and damage numbers, but have been reproduced in the new format 
for ease of use. 


Acid cL2 
Acid burns through metal and skin alike, corroding them. 
Acid, contact, natural 
Trigger A creature, a droid, or an object comes into contact with the acid 
Attack +4 vs. Fortitude Defense 
Damage 2d10 acid (Miss: Half damage) 
Recurrence Each round at the start of the target's turn, until the acid is 
washed off or treated 
Skills 
Treat Injury (DC 14; requires medical kit): The character treats 
the acid. 


Atmosphere, Corrosive cL4 

The chemicals of a corrosive atmosphere eat away at clothing, objects, 
and flesh. 

Acid, atmospheric, contact, natural 

Trigger A creature, a droid, or an object begins its turn in a corrosive 
atmosphere 

Attack +4 vs. Fortitude Defense 

Damage 2d6 acid (Miss: Half damage) 

Recurrence On trigger 

Skills 
Knowledge (physical sciences) (DC 16): The character identifies the 
presence of a corrosive atmosphere. 

Speci 
Creatures, droids, or objects that have special protection against a 
corrosive atmosphere, such as environmentally sealed space suits, are 
not affected by this hazard. 


Atmosphere, Toxic 

A toxic atmosphere is filled with chemicals that harm most creatures. 

Atmospheric, contact, natural 

Trigger A creature begins its turn in a toxic atmosphere 

Attack +5 vs. Fortitude Defense 

Damage 1d6, and the target moves -1 persistent step on the condition 
track (Miss: Half damage, and no condition track movement) 

Recurrence On trigger 

Skills 
Knowledge (physical sciences) (DC 17): The character identifies the 
presence of a toxic atmosphere. 

Special 
Creatures, droids, or objects that have special protection against a 
toxic atmosphere, such as environmentally sealed space suits, are not 
affected by this hazard. 
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Atmosphere, Vacuum cls 

The vacuum of space holds no air and diffuses heat, freezing anything 
exposed to it. 

Atmospheric, contact, natural 


Disease, Krytos Virus as 

This genetically engineered virus was produced by the Empire to target 
non-Humons. 

Atmospheric, disease, natural 


Trigger A creature begins its turn in a vacuum 

Attack +20 vs. Fortitude Defense 

Damage 1d6, and the target moves -2 steps on the condition track (Miss: 
No damage, and the target moves -1 step on the condition track) 

Special Attack Automatic hit on attacks against unconscious targets 

Damage 1d6 cumulative; if this damage equals or exceeds the target's 
damage threshold, the target dies. 

Recurrence On trigger 


Trigger A creature is exposed to the disease 

Attack +10 vs. Fortitude Defense 

Damage 2d6, and the target moves -1 persistent step on the condition 
track 

Recurrence Daily, until treated 


Skills 
Endurance (DC 10): The character holds his or her breath for 1 round, 
reducing the vacuum's attack roll by 10. Each round the character 
holds his or her breath in this manner, the check DC increases by 2. 


Special 
A creature cannot move back up the condition track until it is returned 
toa breathable atmosphere. 


Disease, Cardooine Chills cL2 

This disease is common throughout the galaxy and is typically only an 
inconvenience. 

Atmospheric, disease, natural 


Trigger A creature is exposed to the disease 

Attack +4 vs, Fortitude Defense 

Damage 1d6, and the target moves ~1 persistent step on the condition 
track 

Recurrence Daily, until treated 


Skills 
Knowledge (life sciences) (DC 14): The character identifies the 
disease. 
Treat Injury (DC 15; requires medical kit): The character treats 
the disease. 


Special 
Once a creature has been exposed to the Cardooine chills and 
the disease has been treated, that creature cannot contract the 
disease again. 


Skills 
Knowledge (life sciences) (DC 21): The character identifies the 
disease. 
Treat Injury (DC 21, or DC 16 with bacta tank; requires medical 
kit): The character treats the disease. 


Special 
The Krytos virus takes a -5 penalty to attack rolls against Humans. 
Once a creature has been exposed to the Krytos virus and the disease 
has been treated, that creature cannot contract the disease again. 


Explosive Charge cL5 
An explosive detonates when triggered by a timer. 
Area, artificial, eneray 


Trigger The explosive’s timer expires; targets all creatures, droids, and 
objects in a 1-square burst radius 

Attack +10 vs. Reflex Defense 

Damage 10d6 (Miss: Half damage) 

Recurrence None 


Skills 
Mechanics (DC 16): The character disarms the explosive charge. 


Explosive Trap, Detonite cL2 
An explosive detonates when triggered by a timer. 
Area, artificial, eneray 


Trigger The explosive's timer expires; targets all creatures, droids, and 
objects in a 1-square burst radius 

Attack +10 vs. Reflex Defense 

Damage 5d6 (Miss: Half damage) 

Recurrence None 


Skills 
Mechanies (DC 14): The character disarms the explosive trap. 


Extreme Heat or Cold cL4 
Extreme heat or cold can punish those who are unprepared for it. 
Natural 


Poison, Paralytic cL5 
An injected poison renders a target immobile for a short time. 
Artificial, contact, poison 


Trigger A creature is exposed to extreme heat or cold 

Attack +6 vs. Fortitude Defense 

Damage 2d6, and the target moves -1 persistent step on the condition 
track (Miss: Half damage, and no condition track movement) 

Recurrence Hourly 


Special 
A creature that has taken damage from extreme heat or cold cannot 
regain hit points or move up the condition track until it spends at least 
1 hour in a normal environment. Heavy clothing or armor provides a 
+5 equipment bonus to Fortitude Defense to resist extreme cold but 
imposes a -5 penalty to Fortitude Defense to resist extreme heat. 


Fire cL3 
When clothing or objects catch fire, they continue to burn and take fire 
damage. 


Artificial or natural, fire 


Trigger A creature, a droid, or an object takes fire damage 

Attack +5 vs. Fortitude Defense 

Damage 1d6 fire (Miss: Half damage) 

Recurrence Each round at the start of the target's turn, until the flames 
are extinguished (a full-round action) 


Poison, Dioxis cL8 
Dioxis is an inhaled gas often used in assassinations. 
Atmospheric, natural, poison 


Trigger A creature is exposed to the poison 

Attack +10 vs. Fortitude Defense 

Damage 4d6, and the target moves -1 step on the condition track (Miss: 
Half damage, and no condition track movement) 

Recurrence Each round at the start of the target's turn, until treated 


Trigger A creature is injected with the poison 
Attack +10 vs. Fortitude Defense 
Damage The target moves -1 step on the condition track 
Recurrence Each round at the start of the target's turn, until treated 
Skills 
Treat Injury (DC 16; requires medical kit): The character treats the 
poison. 


Special 
A creature moved to the bottom of the condition track by this poison is 
immobilized but does not fall unconscious. 


Smoke cL2 

Smoke obscures creatures’ vision, causes them to choke, and burns 
theireyes. 

Atmospheric, natural 

Trigger A creature begins its turn in smoke 

Attack +4 vs. Fortitude Defense 

Damage 1d6, and the target moves -1 step on the condition track (Miss: 
Half damage, and no condition track movement) 

Recurrence On trigger 

Special 
Smoke grants concealment to creatures and objects within it. 


Space Sickness CL1 

In zero gravity, some creatures have a hard time maintaining their internal 
equilibrium. 

Natural 


Skills 
Treat Injury (DC 23; requires medical kit): The character treats 
the poison. 


Poison, Knockout Drops cL2 
When put into food or drink, this poison renders a target unconscious. 
Artificial, ingested, poison 


Trigger A creature is exposed to weightlessness 
Attack +0 vs. Fortitude Defense 
Damage The target moves ~1 persistent step on the condition track 
Recurrence Once, after 8 hours 
Skills 
Treat Injury (DC 20): The character removes the persistent condition. 


Trigger A creature ingests the poison 

Attack +4 vs. Fortitude Defense 

Damage The target moves -1 step on the condition track 

Recurrence Each round at the start of the target's turn, until treated 


Skills 
Treat Injury (DC 14; requires medical kit): The character treats the 
poison. 


Special 
The persistent condition from space sickness is removed from a 
creature after 8 hours of rest. 
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Trash Compactor CL 10 

The powerful walls of the trash compactor crush anything trapped inside, 

Artificial 

Trigger A creature, a droid, or an object begins its turn inside a trash 
compactor that has closed completely 

Attack Automatic hit 

Damage 10d6 

Recurrence On trigger 

Special 
A trash compactor takes 10 rounds to close, remains closed for 5 
rounds, and takes 10 rounds to open fully once more. 


Turret, Blaster cL2 

This automated turret blasts enemies that come within its range. 

Artificial, energy 

Trigger The turret detects a creature or a droid within its line of sight 

Attack +4 vs. Reflex Defense 

Damage 3d6 energy 

Recurrence Each round, on initiative (Initiative +5) 

Skills 
Stealth: The character makes a Perception check, opposed by the 
turret's Perception check (+5, with darkvision), If the character's check 
is successful, the character is not noticed by the turret. 


Turret, Blaster Rifle cL3 

This automated turret blasts enemies who come within its range. 

Area, artificial, energy 

Trigger The turret detects a creature or droid within its line of sight; 
targets all creatures in a 2x2-square area 

Attack +5 vs. Reflex Defense 

Damage 3d8 energy (Miss: Half damage) 

Recurrence Each round, on initiative (Initiative +5) 

Skills 
Stealth: The character makes a Perception check, opposed by the 
turret's Perception check (+5, with darkvision). If the character's check 
is successful, the character is not noticed by the turret. 


AQUATIC HAZARDS 

Adventures in environments such as the homeworlds of species like the Mon 
Calamari or underwater cities like those of the Gungans provide opportunities 
for exciting aquatic scenes. You can use the following hazards to add a new 
dimension of danger to those watery environs. 


Crashing Waves cL1 

Waves of water crash into the shore where you stand, threatening to drag 
you out when they recede. 

Natural 

Trigger A creature or a droid is within the area of the hazard on the 
hazard's initiative count 

Attack +4 vs. Fortitude Defense 

Damage The target is knocked prone and slides one square toward the 
source of the waves 

Recurrence Each round, on initiative (Initiative +5) 

Skills 
Acrobatics (DC 13): The character can make an Acrobatics check as a 
reaction to avoid being knocked prone by the waves. 


Crashing waves occur along the shore of an ocean, an inland sea, or another 
large body of water. When placing this hazard, the GM should choose a 
direction from which the waves come. This is the direction in which targets 
affected by the hazard are pulled. 


Rough Waters CL3 

The wind whips across the water, causing whitecaps and tumultuous 
conditions, 

Natural 

Trigger A creature begins its turn swimming in the area of the hazard, or 
the pilot of an aquatic vehicle starts his or her turn in the area of the 
hazard 

Attack +5 vs, Fortitude Defense 

Damage 2d8+2 (Miss: Half damage) 

Recurrence On trigger 

Skills 
Knowledge (physical sciences) (DC 14): The character identifies 
the presence of rough waters and recognizes the hazard's effects on 
swimming creatures and aquatic vehicles. 
Pilot (DC 14): The pilot of an aquatic vehicle affected by rough waters 
can make a Pilot check as a reaction to avoid the rough waters. 
Swim (DC 14): The character can make a Swim check as a reaction to 
avoid the effects of the rough waters. 


Undertow cL4 

Underwater currents can suck swimmers down into the depths, keeping 
them there until it is too late. 

Natural 

Trigger A creature begins its turn swimming in deep water 

Attack +6 vs. Fortitude Defense 

Damage The target is pulled 6 squares deeper underwater, and it is 
immobilized until the start of its next turn (Miss: The target is pulled 3 
squares and is not immobilized) 


Recurrence On trigger 
Skills 
Swim (DC 16): The character can make a Swim check as a reaction to 
keep from being affected by the undertow. 


Avalanche cL 10 

The ground rumbles as the surface above you begins cascading down at 
high speed. 

Natural 


Special 
A creature that is pulled underwater by undertow begins to drown. 
See the Endurance skill (page 66 of the Saga Edition core rulebook) 
for information on holding your breath as well as on the effects of 
drowning. 


Whirlpool cL8 

Tidal forces stir up a dangerous whirlpool, whipping anything caught in the 
whirlpool around and threatening to tear it apart. 

Natural 


Trigger A creature, a droid, or an object within the area of the hazard 
fires a weapon that makes noise; targets any creature, droid, or object 
in the area of the avalanche 

Attack +12 vs. Reflex Defense 

Damage 2d8+1, and the target moves -1 step on the condition track 

Recurrence Each round at the start of the target's turn, as long as the 
target remains within the area of the avalanche 

Skills 
Knowledge (physical sciences) (DC 24): The character identifies the 
weak shelf that could cause the avalanche. 


Trigger A creature or a droid begins its turn swimming in the area of the 
hazard, or the pilot of an aquatic vehicle starts his or her turn in the 
area of the hazard 

Attack +10 vs. Fortitude Defense 

Damage 2d10+3, and the target is moved 2 squares in a direction of the 
GM's choice (Miss: Half damage, and the target is moved 1 square) 

Recurrence On trigger 

Skills 
Pilot (DC 18): The pilot of an aquatic vehicle caught in a whirlpool can 
make a Pilot check as a reaction to avoid the whirlpool. 

Swim (DC 18): The character can make a Swim check as a reaction to 
avoid the effects of the whirlpool. 

Special 
Each square within the area of the whirlpool is considered difficult 
terrain. 


Acreature, a droid, or a vehicle caught in a whirlpool is subject to its strong 
tidal forces. When creating this hazard, the GM should choose the direction 
in which the water in the area of the whirlpool is moving, This is the direction 
in which targets affected by the hazard are moved. 


ARCTIC HAZARDS 

The first scenes of The Empire Strikes Back show the Rebellion's remote 
base on the ice planet of Hoth. The heroes have to deal with plummeting 
temperatures, avoid wandering wampas, and keep their tauntauns alive 
in the untamed arctic wilderness. Along the way, the Rebels encounter a 
number of other hazards in their efforts to keep their presence hidden. This 
section presents some of the dangers that might be encountered by heroes 
in an arctic environment. The extreme cold hazard presented earlier is also 
suitable for this environment. 


Special 
If the hazard's attack roll exceeds the target's Reflex Defense by 5 or 
more, the target is buried under the avalanche. 


Being caught in an avalanche during combat is sure to change the nature of 
battle, as the heroes and their foes scramble to get out of the path of the 
avalanche, The sound of a blaster discharge is enough to set an avalanche 
in motion, so this hazard is likely to be triggered by combat. 


Blizzard cL3 

A severe snowstorm blinds you and makes it difficult for you to move. 

Atmospheric, natural 

Trigger A creature starts its turn in a blizzard 

Attack +5 vs. Fortitude Defense 

Damage 2d4+1, and the target moves -1 step on the condition track 
(Miss: Half damage, and no condition track movement) 

Recurrence Hourly 

Skills 
Endurance (DC 24): The character forces himself or herself to move 
through the storm, gaining a +5 circumstance bonus to Fortitude 
Defense against the blizzard. 
Knowledge (physical sciences) (DC 14): The character identifies the 
blizzard before it reaches him or her. 

Special 
A blizzard grants concealment to creatures, droids, and objects within it. 


Traveling through a blizzard without outside aid can easily cause a group of 
heroes to stray off course and become lost. With the large amount of snow 
falling during such a storm, even sensors and radios become less effective. 
If the heroes are trying to find their way back to a ship or a base, they might 
suffer the frustration of knowing that they are close but are still unable to 
penetrate the storm. 
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A blizzard is a good way to sneak in surprises for a party of heroes trek- 
king across frozen plains. For example, a well-hidden wampa or a squad of 
enemies might lurk just behind some large snowdrifts, or another hazard 
such as a frozen lake (below) can increase the danger. 


Freezing Rain cL4 

You are pelted by tiny pieces of ice and drenched by rain that chills you to 
the bone. 

Atmospheric, natural 

Trigger A creature begins its turn within a storm of freezing rain; an 
object within the hazard is subject to a special effect 

Attack +6 vs. Fortitude Defense 

Damage 2d6, and the target moves -1 persistent step on the condition 
track (Miss: Half damage, and no condition track movement) 

Recurrence Every 10 minutes 

Skills 
Endurance (DC 26): The character forces himself or herself to move 
through the storm, gaining a +5 circumstance bonus to Fortitude 
Defense against the freezing rain, 
Knowledge (physical sciences) (DC 16); The character identifies the 
freezing rain before it reaches him or her. 
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Skills 
Jump (DC 27): The character attempts to leap across the weakened 
area of the ice, gaining a +2 circumstance bonus to Reflex Defense to 
avoid the hazard. 
Perception (DC 22): The character locates a weakness in the frozen 
surface and surmise that too much weight could cause it to break, 


Special 
A creature that gains a persistent condition resulting from this hazard 
cannot move up the condition track until it spends at least 1 hour 
resting in a normal environment. 

Any object exposed to this hazard for at least 1 hour becomes 
difficult to use because of ice build-up; until the ice is removed, attack 
rolls and skill checks that involve the use of the affected object take a 
-2 penalty. 

Not only does freezing rain affect unprotected creatures caught in the middle 
of the storm, but the precipitation coats objects, including buildings and 
vehicles, with ice that makes their use more difficult. Due to the inconve- 
nience this hazard causes, freezing rain makes a good cover through which 
enemies can approach a group of heroes or an unsuspecting installation. 


Frozen Lake CL6 

The opposite shore of the frozen lake appears quite distant, but the hard 
surface looks safe enough. 

Natural 

Trigger A creature begins its turn on the frozen lake; attacks all targets in 
a 4x4-square area centered on the triggering creature 

Attack +8 vs. Reflex Defense 

Damage 2412 (Miss: Half damage) 

Recurrence On trigger and on each subsequent round at the start of the 
target's turn, until the target is rescued 


Special 
A creature that falls through the ice and is subsequently rescued 
cannot regain hit points until it spends at least 1 hour resting ina 
normal environment. 


On a frigid world such as Csilla or Hoth, the chances of a character break- 
ing through a thick layer of ice while walking across the frozen surface of 
a lake seem slim. This hazard, however, represents a series of underwater 
geysers that have been heated by the planet's core and shoot boiling water 
up toward the surface. As a result, the ice covering the lake has become 
thin and weakened in areas. Since the superheated water rises in random 
locations, any part of the lake's surface might be affected. At any time, a 
creature moving across the surface might step onto a thin patch of ice and 
fall through. 


ley Cliffs cL9 

A jagged wall of ice and rock looms over you. 

Natural 

Trigger A creature or a droid begins its turn on the icy cliffs 

Attack +11 vs. Reflex Defense 

Damage 1d6 for every 3 meters a target falls 

Recurrence Each round at the start of the target's turn, as long as the 
target remains on the icy cliffs 


Skills 
Acrobatics (DC 18): The character uses tumbling skills to slow his or 
her descent, reducing the distance he or she falls by 3 meters. 
Climb (DC 32): The character ascends the icy cliffs more effectively, 
gaining a +5 bonus to Reflex Defense against the hazard. 
Knowledge (tactics) (DC 23): The character plots @ course up the 
cliffs that minimizes the effects of the hazard, granting everyone 
in the party a +1 circumstance bonus to Reflex Defense against the 
hazard. 

Special 
Any creature or droid that is successfully attacked by the hazard loses 
its grip on the cliffs and falls. 


Although the heights of different cliffs can vary, an icy cliff must be at least 
10 meters tall to qualify as a hazard of this type. 


Icy Ground cL2 
The slick surface of the ice makes any movement a gamble. 
Artificial or natural 


Trigger A creature, a droid, or a wheeled vehicle crosses the icy ground 

Attack +4 vs. Reflex Defense 

Damage 2410 

Recurrence On trigger 

Skills 
Jump (DC 19): The character leaps over the ice, gaining a +5 
circumstance bonus to Reflex Defense to avoid the hazard. 
Pilot (DC 14): When operating a wheeled vehicle, the character 
maintains control of the vehicle even if the hazard’s attack is 
successful. 
Stealth (DC 24): Using the same technique used for moving silently, 
the character can move at half speed and is not affected by the 
hazard's attack. 

Special 
Immediately after the hazard's successful attack, the target is knocked 
prone, ending its move action. The target must spend a move action 
to stand up. As the target attempts to regain its footing, the hazard 
makes an attack of opportunity against the target with a -5 penalty. 
If the attack is successful, the target slips on the ice and falls prone 
again, but it takes no extra damage. 


Attacks made by this hazard can be avoided if the target is using equipment 
that grants better traction on icy surfaces. Spiked footwear, for example, 
provides a hero with the means to keep his or her balance on slippery surfaces 
and to avoid the hazard’s attack. Heroes riding in a vehicle that does not 
touch the ground are not affected by the hazard's attack. 


ARID/DESERT HAZARDS 

The sites of desert worlds such as Tatooine are familiar to us; the Star Wars 
movies depict Mos Eisley, Mos Espa, the Lars homestead, and other locales. 
Of course, those landmarks do not represent everything that can be found 
on arid planets. A variety of desert hazards pose a danger to heroes who 
must travel through regions of dry wilderness, including the extreme heat 
hazard presented earlier in this chapter. 


Dust Devil cL5 

A huge whirlwind of dust and sond threatens to engulf you. 

Area, natural 

Trigger A creature begins its turn within 3 squares of the dust devil 

Attack +7 vs. Reflex Defense 

Damage 2d10+1 (Miss: Half damage) 

Recurrence Each round at the start of the target's turn, as long as the 
target is within 3 squares of the dust devil 

Skills 
Acrobatics (DC 26): The character reduces the effects of being 
thrown by the dust devil's special effect, taking half damage if the 
hazard hits the character and one-quarter damage if it misses. 
Perception (DC 16): The character spots the dust devil before it 
reaches him or her. 

Special 
If the hazard’s attack roll exceeds the target's Reflex Defense by 5 or 
more, at the end of the round, the target is sucked into the whirlwind 
and thrown 12 squares. Upon landing, the target takes an additional 
348 points of damage. 


A dust devil can draw in just about anything. Most creatures that hear 
its unmistakable whistling winds and notice its obvious presence will do 
everything in their power to avoid it. A dust devil is best used in situations 
when the heroes cannot flee, such as during a climactic battle at the end of 
a long journey. While the combat rages, the whirlwind can cut a path across 
the battlefield, attacking everything in its way. 
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A KREVAAK! UEC! USES THE FORCE TO PROTECT HIS ALLIES PROM A ROCK SLIDE. 


Loose Sand cL1 

The sand beneath your feet shifts as you move, making progress difficult, 

Natural 

Trigger A creature or a droid begins its turn in loose sand 

Attack +3 vs. Reflex Defense 

Damage 2d8+1 

Recurrence Each round at the start of the target's turn, as long as the 
target is within the area occupied by the loose sand 

Skills 
Acrobatics (DC 18): The character tumbles through the sand to 
reach more stable ground, gaining a +2 circumstance bonus to Reflex 
Defense against the hazard. 
Jump (DC 23): The character attempts to leap out of the loose sand, 
gaining a +5 circumstance bonus to Reflex Defense against the hazard. 
Knowledge (physical sciences) (DC 13): The character notices that 
the sand appears loose. 

Special 
If the hazard’s attack is successful, the target is restricted to one move 
action per round, but the target cannot leave its square because it is 
unable to find secure footing. If the hazard’s attack fails, the target 
can leave its square. 


Technically, all sand in a desert is loose, but some areas are less tightly packed 
than others. Creatures unfortunate enough to stand in such an area have a 
hard time moving out of it, Placing loose sand atop a dune or in the middle 
of a dry riverbed could put the heroes in a position where they have little or 
no cover against enemies that find them. 


Rock Slide 

A large mass of rocks and boulders tumbles down the mountainside 
toward you. 

Artificial or natural 

Trigger A creature or a droid within the area of the hazard fires a weapon 
that makes noise; targets any creature, droid, or object in the area of 
the rock slide 

Attack +11 vs. Reflex Defense 

Damage 2d12+1 

Recurrence Each round at the start of the target's turn, as long as the 
target is within the area occupied by the rock slide 

Skills 
Knowledge (physical sciences) (DC 23): The character determines from 
the surroundings that the area might be unstable. A minor seismic quake, 
a shot from a blaster bolt, or an explosive could cause a rock slide. 
Survival (DC 28): After observing the area, the character finds a few 
places where he or she could take cover during a rock slide, gaining a 
+5 circumstance bonus to Reflex Defense against the hazard. 
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Rock slides can be particularly dangerous to a group of heroes. Their enemies 
can start a rock slide intentionally and perhaps even direct its path by plac- 
ing artificial structures to funnel the rocks or by using the Force to move 
boulders onto a desired course. In addition, you can use a rock slide to steer 
heroes in a particular direction. 


Sandstone Pillars cL6 

Naturally carved stone pillars are the only way to cross the span of the 
canyon. They don't look very stable. 

Natural 


Trigger A creature or a droid begins its turn on a pillar 
Attack +8 vs. Reflex Defense 

Damage 2d12 

Recurrence Each time the target reaches a new pillar 


Skills 
Acrobatics (DC 27): The character works to keep his or her balance 
while moving from pillar to pillar, gaining a +2 circumstance bonus to 
Reflex Defense against the hazard. 
Jump (DC 27): As the character leaps to the next stone pillar, he 
or she aims for the center to avoid destabilizing it. By doing so, the 
character gains a +2 circumstance bonus to Reflex Defense against the 
hazard. 
Perception (DC 22): The character spots a possible weakness in the 
pillar ahead and avoids it, gaining a +5 circumstance bonus to Reflex 
Defense against the hazard. 

Special 
Aline of 1d4+2 pillars creates a path to the other side of the ravine. 


To reach the other side of a canyon, the heroes must move across a series 
of tall sandstone pillars. The top surfaces of the pillars are mostly flat, but 
wind erosion has thinned the stone to the point that the towers are unstable. 
The heroes discover this when a pillar shifts slightly when a hero lands on it, 
which might cause the hero to lose his or her balance and fall to the canyon 
floor below. If enemies are in pursuit, the heroes might leap hastily from 
pillar to pillar in an attempt to cross the canyon quickly, putting their lives 
in even more peril. 


Sandstorm cL4 

The sand whips past you at blinding speed, eroding any exposed objects or 
flesh. 

Area, atmospheric, natural 

Trigger A creature, a droid, or an object begins its turn in a sandstorm 

Attack +6 vs. Fortitude Defense 

Damage 2d10+1 (Miss: Half damage) 

Recurrence Hourly 

Skills 
Knowledge (physical sciences) (DC 21): The character determines 
that the incoming cloud is a violent sandstorm, and all members of the 
group gain a +1 circumstance bonus to Fortitude Defense against the 
hazard. 
Perception (DC 16): The character detects the sandstorm before it 
reaches him or her. 


Special 
A sandstorm grants concealment to creatures and objects within it. Any 
target wearing a sealed protective suit is not affected by this hazard. 


Creatures caught in the middle of a sandstorm face a number of problems. 
Aside from the large volume of sand blowing across open surfaces and bare 
flesh at high speeds, the storm hinders vision. Enemies several meters away 
who could be seen clearly under normal conditions can barely be seen during 
a sandstorm, if at all. A sandstorm can bea challenging place for combat—or 
it can present a chance for creatures to make their escape from foes. 


Sarlace Pit 

In this pit, a sarlacc waits to capture and ingest prey. 

Natural 

Trigger A creature begins its turn in a square occupied by the hazard 

Attack +14 vs. Reflex Defense 

Damage 4d6+2 

Recurrence Each round at the start of the target's turn, as long as the 
target is within the area occupied by the sarlacc pit 

Skills 
Acrobatics (DC 26): The character avoids the sarlacc’s tentacles, but 
he or she still takes damage from the attack. 
Climb (DC 31): The character manages to climb 1 square closer to the 
edge of the pit. 
Knowledge (life sciences) (DC 21): The character identifies the 
sarlace pit before he or she reaches it, gaining a +5 circumstance 
bonus to Reflex Defense against the hazard’s attacks. 

Special 
If the hazard's attack roll exceeds the target's Reflex Defense by 5 or 
more, the sarlacc grabs the target and pulls it to the bottom of the pit 
at a rate of 2 squares per round. If the target reaches the bottom of 
the pit, it is ingested. 
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Whether a creature is standing at the edge of the large pit or on a plank 
extended from a skiff floating over it, looking into a sarlacc pit is enough 
to incite fear. For most heroes, stumbling across a sarlace is enough of an 
encounter in itself as they struggle to climb out of the pit and away from the 
hungry maw of the creature. They could also chase enemies into the pit (or 
be chased into it themselves), or they could find a victim that needs to be 
saved from being digested over a period of a thousand years. Alternatively, 
the heroes could be captured by their enemies (as in Return of the Jedi) and 
must escape being fed to the sarlacc. 
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FOREST/JUNGLE HAZARDS 

Regardless of the world, forests and jungles teem with many different kinds of 
life, from the smallest furry rodents to beasts as large as rancors. Hazardous 
elements force the residents of these ecosystems to struggle for survival. The 
hazards presented below represent only a sample of what might be found in 
the forests and jungles the heroes visit. 


Animal Trap cL3 

This device is designed to entrap a wild creature. 

Artificial, contact 

Trigger A creature enters a square occupied by a trap 

Attack +5 vs. Reflex Defense 

Damage 2d4+1, and the target moves -1 persistent step on the condition 
track (Miss: Half damage, and no condition track movement) 

Recurrence On trigger 

Skills 
Perception (DC 14): The character detects the trap before he or she 
reaches it, gaining a +2 circumstance bonus to Reflex Defense to avoid 
the hazard. 
Mechanics (DC 24): The character successfully disarms the trap. 
Survival (DC 19): The character determines which type of creature the 
trap is designed to capture. For the next hour, the character gains a +1 
bonus to attempts to spot that creature. 

Special 
Acreature that gains a persistent condition resulting from this hazard 
cannot move up the condition track until it spends at least 1 hour 
resting in a normal environment. 


Used throughout the galaxy, animal traps can also catch creatures for which 
they are not designed. Setting an animal trap in the middle of a clearing and 
baiting it with food might work to catch some carnivorous species, but most 
traps are hidden in tall grass or similar undergrowth. 


Carnivorous Plants cL6 
Alarge plant uses its vinelike tentacles to consume living creatures. 
Natural 


Trigger A creature begins its turn within 3 squares of a carnivorous plant 

Attack +8 vs. Reflex Defense 

Damage 2d12 

Recurrence Each round at the end of the target's turn, while the target is 
within 3 squares of the plant 

Skills 
Acrobatics (DC 22): As a reaction, the character avoids being grabbed 
when attacked by the plant, but he or she stills take damage. 


Knowledge (life sciences) (DC 22): The character identifies the plant 
as carnivorous and knows that it will attack if he or she gets too close, 
gaining a +2 circumstance bonus to Reflex Defense against the hazard. 
Stealth (DC 27): When the character begins his or her turn within 3 
squares of the plant, the character avoids being detected by the plant 
for 1 round. 

Special 
If the plant's attack roll exceeds the target's Reflex Defense by 5 
or more, the target is grabbed and pulled toward the plant at a rate 
of 1 square per round. If the target reaches the plant, the target is 
swallowed and can be freed only by destroying the plant (Reflex 
Defense 8, Fortitude Defense 14). 


Beings that erect permanent installations in forests or jungles often place 
carnivorous plants along commonly used paths as natural guardians and asa 
first line of defense against interlopers. Some beings might even bring them 
indoors for extra security. 


Flooded River cL4 

The water in the river is high, and the current is strong enough to sweep you 
away. 

Natural 


Trigger A creature begins its turn in the river 

Attack +6 vs. Reflex Defense 

Damage 2d10+1 

Recurrence Each round at the start of the target's turn, while the target 
is in the river 

Skills 
Survival (DC 21): The character locates the narrowest point at 
which to cross the river. The character and his or her allies gain a +1 
circumstance bonus to Reflex Defense against the hazard. 
Swim (DC 26): The character swims at its normal swim speed, gaining 
@ +2 circumstance bonus to Reflex Defense against the hazard. 

Special 
If the river's attack roll exceeds the target's Reflex Defense by 5 or 
more, the target is swept up in the current, moves downstream at a 
rate of 6 squares per round, and is unable to control the direction of its 
movement. 


Combining a flooded river hazard with a waterfall hazard adds an extra level 
of risk for any creatures caught up in the flow, especially if they are involved 
in combat in the water and are not paying attention to where they are going. 


Low-Hanging Branches cL2 

A number of branches covered in jagged razorvine hang down in your path, 
making it difficult to maneuver past them safely. 

Natural 

Trigger A creature enters a square in which the hazard is located 

Attack +4 vs. Reflex Defense 

Damage 210 

Recurrence On trigger 

Skills 
Perception (DC 14): The character detects the branches as he or she 
approaches, gaining a +5 bonus to Reflex Defense to avoid them. 

Special 
For targets riding on a creature or in a vehicle that does not provide 
total cover, the hazard’s damage is 2410x2. 


Running into branches while traveling through a forest or jungle is never 
pleasant, especially when moving at high velocity on a speeder bike or 2 
riding beast. Although branches cause problems on their own—especially 
those covered with sharp vines—some beings find ways to use the limbs as 
makeshift weapons, pulling them back and releasing them as opponents run or 
ride past. Clever manipulators also use low-hanging branches to divert their 
foes toward another trap planted along a path that looks more appealing. 


Quicksand 

Adeep bog is covered with sand and other natural objects, making it 
virtually unnoticeable. 

Natural 

Trigger A creature begins its turn in a square occupied by the hazard 

Attack +10 vs. Reflex Defense 

Damage 2d8, and the target moves —1 step on the condition track 

Recurrence On trigger 

Skills 
Perception (DC 23): The character detects the quicksand before he or 
she reaches it, gaining a +5 circumstance bonus to Reflex Defense to 
avoid the hazard. This bonus stacks with the bonus he or she receives 
from a successful Survival check against the hazard. 
Survival (DC 23): The character determines the boundaries of the 
quicksand and gains a +5 circumstance bonus to Reflex Defense to 
avoid the hazard. This bonus stacks with the bonus he or she receives 
from a successful Perception check against the hazard. 
‘Swim (DC 28): The character escapes from the quicksand at the end 
of the round. 
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Special 
A creature caught in quicksand sinks into it over a period of 5 rounds. 
If the creature fully sinks into the quicksand, it can hold its breath for 
a number of rounds equal to its Constitution score before it must begin 
making Endurance checks to continue to hold its breath (see page 66 
of the Saga Edition core rulebook). 


The hidden danger of quicksand can be exploited by beings fighting in forests 
or jungles. Aside from its most obvious use as a trap, quicksand can also be an 
excellent hiding place—as long as those using it can get out in a reasonable 
amount of time. Quicksand can also serve as an obstacle preventing heroes 
from obtaining a specific item or artifact. If the desired item is cast into the 
quicksand, at least one of the heroes must risk his or her life to retrieve it. 


Thornbushes 

A large patch of sharp thornbushes blocks your path. 

Natural 

Trigger A creature begins its turn in the thornbushes 

Attack +4 vs. Reflex Defense 

Damage 2d10 (Miss: Half damage) 

Recurrence Each round at the start of the target's turn, while the target 
is in the thornbushes 

Skills 
Jump (DC 19): The character jumps over the thornbushes, gaining a 
+5 circumstance bonus to Reflex Defense to avoid the hazard. 
Perception (DC 14): The character locates a part of the bushes that is 
less densely packed with thorns, gaining a +2 circumstance bonus to 
Reflex Defense against the hazard. 
Stealth (DC 19): The character minimizes his or her contact with the 
thorns while moving through the bushes. As the character moves, his 
or her speed is reduced by half and the character takes half damage 
from a successful attack by the thorns (and no damage from a miss). 

Spe 
This hazard can be avoided by cutting through the thornbushes with an 
edged tool, a melee weapon, or a lightsaber. 
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An individual thornbush is not very threatening, but an entire field of thorn- 
bushes can give even the hardiest soldier pause. A large patch could be used 
in a variety of ways. For example, the middle of the thorns could be the 
home for a pack of wild beasts that attack any creatures that disturb them. 
Thornbushes could cover a minefield that has been seeded with explosives by 
the heroes’ enemies. Thornbushes can also provide concealment for anyone 
hiding in the thicket. 
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INDOOR/URBAN HAZARDS 

Even in areas where sentient beings have conquered nature and built cities, 
heroes are not entirely safe from harm. These bastions of civilization, with 
all the facilities and services they offer, bring a whole new set of hazards 
that make urban settings as dangerous as any wild region. The sample haz- 
ards below can be used with any number of artificial structures. Some are 
meant to be encountered outdoors, whereas others are more appropriate 
inside buildings. 


Crowd cL2 

A multitude of beings assembled in one place threaten to black your way, 
sweep you along, or trample you. 

Natural 


Although a crowd is made up of a large number of individuals, it acts as a 
single organism when presented with certain stimuli. The crowd can react to 
the presence of creatures interfering with its business in a variety of ways, 
depending on its feelings toward the intruders and what they represent. 
Beyond that, creatures can blend into the crowd to hide from their enemies. 
They can also manipulate a crowd into serving as a secondary defense—for 
example, creatures can try to set the crowd against their pursuers, especially 
if the crowd favors the ones being chased or becomes convinced that the 
pursuers oppose something the crowd supports. 


Electrified Fence CLs 
The metal fence before you crackles with energy. 
Artificial, contact, energy 


Trigger A creature begins its turn in the crowd 

Attack +4 vs, Reflex Defense 

Damage 2d10 

Recurrence Each round at the start of the target's turn, as long as the 
target is in the crowd 

Skills 
Knowledge (social sciences) (DC 24): The character predicts the 
direction in which various elements within the crowd will move, 
gaining a +5 bonus to Reflex Defense against the hazard. 
Persuasion (DC 19): The character convinces the crowd to clear a path 
for the character and his or her allies, gaining a +2 circumstance bonus 
to Reflex Defense against the hazard. 

Special 


The general attitude of the crowd can help or hinder the efforts 

of creatures trying to move through it. Table 4-3 determines the 
modifiers (if any) that creatures receive on attempts to make their way 
through a crowd. 


ATTITUDE EFFECT ON CROWD 


Hostile +5 bonus to attack roll and +1410 points of damage 
Unfriendly +2 bonus to attack roll 

Indifferent No effect 

Friendly -2 penalty to attack roll 

Helpful 5 penalty to attack roll and -1d10 points of damage 


Trigger A creature or a droid touches the fence 

Attack +7 vs. Reflex Defense 

Damage 2d6, and the target moves ~1 step on the condition track 
(Miss: Half damage, and no condition track movement) 

Recurrence Each round at the start of the target's turn, as long as the 
target is in contact with the fence 

Skills 
Acrobatics (DC 21): The character tumbles away from the fence, 
gaining a +5 circumstance bonus to Reflex Defense to avoid the 
hazard. 
Jump (DC 26): The character leaps over the fence without taking 
damage. 


This hazard can be as simple as an electrified chain-link fence, or it can take 
forms such as a powered metal wall, a series of lethal laser beams spanning 
the gap between relay posts, or a force field that seals off a particular area 
up to a certain height. Combatants can use the hazard to keep their oppo- 
nents at bay while firing at them from relative safety. The hazard can also 
keep creatures confined to a specific area and prevent them from fleeing, 


Exposed Plasma Conduit cL9o 

A channel for moving superheated plasma has been ruptured, spilling its 
contents into the open. 

Artificial or natural, contact, fire 

Trigger An attack misses a target in a square adjacent to the exposed 
conduit, setting it off 

Attack +11 vs. Reflex Defense 

Damage 2d8, and the traget moves -1 step on the condition track (Miss: 
Half damage, and no condition track movement) 

Recurrence Each round at the start of the target’s turn, as long as the 
target is in the area of the plasma spill 


Skills 
Jump (DC 23): The character leaps over or away from the spilled 
plasma, gaining a +2 circumstance bonus to Reflex Defense against the 
hazard. 
Treat Injury (DC 18; requires a medpac): The character treats an 
injured creature for plasma burns. 
Use Computer (DC 28): The character slices into the control network 
and diverts the plasma flow away from the area, negating the hazard. 


Plasma conduits are most commonly encountered within manufacturing 
facilities or power plants, but they can appear anywhere that plasma is used. 
Since the means of transporting this superheated material must be very 
strong to prevent its accidental release, ruptures are rare. Most of the time, 
combatants who seek to use this hazard to their advantage will create it by 
shooting the conduit themselves. Then they use the unexpected danger as 
a diversion to keep their enemies occupied while they flee, or they let the 
plasma create a means of escape by burning through the floor. 


Malfunctioning Blast Door cL4 

Ablast door opens and closes on its own at lightning speed and at random 
intervals. 

Artificial 

Trigger A creature or a droid attempts to move through the blast door 
while it is open 

Attack +6 vs. Reflex Defense 

Damage 2d6, and the target moves ~1 step on the condition track 

Recurrence Special 

Skills 
Acrobatics (DC 26): The character dives through the opening, gaining 
a +5 circumstance bonus to Reflex Defense against the hazard. 
Mechanics (DC 21): The character fixes the blast door so that it no 
longer operates erratically. 
Use Computer (DC 21): The character bypasses the controls for the 
blast door and forces it to remain open. 

Special 
Each round, the blast door opens on a random initiative count and 
closes on another random initiative count; the Gamemaster makes 
each initiative check for the door. 


Amalfunctioning blast door that does not stay open or closed upon request 
can be used in a number of ways beyond simply endangering the heroes. The 
door can provide cover for those on one side or the other, allowing weapons 
fire to pass through only during the times in each round that the door is 
open. In addition, combatants can use the blast door to slow foes down 
while they try to get away. 


THE PRODUCTION ASSEMBLY LINE OF GeoNoSIS 


Production Assembly Line cL12 

A massive network of machines is in full production; moving through the 
room would be extremely dangerous. 

Artificial 


Trigger A creature or a droid begins its turn within the area of the 
assembly line 

Attack +14 vs. Reflex Defense 

Damage 4d6+2 

Recurrence Each round at the start of the target's turn, as long as the 
target is within the area of the assembly line 

Skills 
Acrobatics (DC 26): The character twists and rolls between the 
mechanisms, gaining a +2 circumstance bonus to Reflex Defense 
against the hazard. 
Mechanics (DC 31): The character sabotages the equipment as he or 
she moves through it, imposing a -5 penalty to the hazard’s attacks. 
Use Computer (DC 31): Slicing into the controls, the character shuts 
down the assembly line. 

Special 
If the hazard’s attack roll exceeds the target's Reflex Defense by 5 
or more, the target becomes pinned on the assembly line. The hazard 
gains a +5 bonus to attack rolls against the target until the target 
escapes being pinned. 


Creatures trying to move through a production assembly line face a number 
of problems. The line itself, where products are assembled, usually has enough 
space for creatures to maneuver and possibly fight against opponents. The 
mechanisms that run the line provide creatures with cover or concealment 
during a firefight. In addition, the items being assembled might be weapons, 
tools, or other objects that combatants can use during battle. 
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Speeder Traffic cls 

Dozens of speeders zip by as you attempt to cross to the other side of the 
thoroughfare. 

Artificial 


Trigger A creature or a droid begins its turn in speeder traffic 

Attack +10 vs. Reflex Defense 

Damage 4d6 

Recurrence Each round at the start of the target's turn, as long as the 
target is in speeder traffic 

Skills 
Acrobatics (DC 23): The character weaves and tumbles through the 
traffic, gaining a +2 circumstance bonus to Reflex Defense against the 
hazard, 
Jump (DC 23): The character jumps out of the way of an oncoming 
speeder or makes an effort to leap from one speeder to another, 
gaining a +2 circumstance bonus to Reflex Defense against the hazard. 
Perception (DC 18): The character watches carefully for oncoming 
speeders, gaining a +1 circumstance bonus to Reflex Defense against 
the hazard's attacks. 


The last thing that speeder pilots want to see in their path is a bunch of crea~ 
tures in the middle of a fight. Nevertheless, combatants who find themselves 
in speeder lanes can use the vehicles in a variety of ways. If combatants 
put the speeders between themselves and their opponents, the vehicles can 
provide cover or prevent their foes from reaching them. If the combatants 
Join the traffic to continue their battle between or atop the vehicles, they 
can use the speeders as island platforms from which to launch their assaults. 


SPACE HAZARDS 

Star Wars would not be the same without the events that take place in 
space, such as the Battle of Yavin or the chase through the asteroid field 
in The Empire Strikes Back, Even though most of space is void of substance, 
areas exist that can be hazardous to vessels and their occupants. For most 
of the space hazards described below, the damage dealt has a x2 multiplier 
for starfighters and space transports. For capital ships, change the damage 
multiplier to x5, 


Asteroid Field cL 10 

“The possibility of successfully navigating on asteroid field is approximately 
3,720 to 1."—C-3PO0 

Atmospheric, natural 

Trigger A vehicle begins its turn in an asteroid field 

Attack +12 vs. Reflex Defense 

Damage 4d6x2 

Recurrence Each round at the start of the vehicle's turn, as long as the 
vehicle is within the area occupied by the asteroid field 


Skills 
Perception (DC 19): The character notices asteroids heading toward 
the vehicle. 
Pilot (DC 28): The character tries to avoid hitting any asteroids for 1 
round, gaining a +5 circumstance bonus to the vehicle's Reflex Defense 
to avoid the incoming rocks. 


An asteroid field holds a lot of potential for space encounters, If creatures 
are willing to risk the asteroids and find a large enough rock, they could 
hide within the field and wait to ambush unsuspecting foes. The asteroid 
field could also be used as a line of defense for a group that sets up a base 
of operations inside one of the larger asteroids. Alternatively, the heroes 
could pick up a distress call from a vessel trapped within the field and try 
to help it escape. Of course, an asteroid field makes a good backdrop for a 
high-speed chase scene as well. 


Black Hole CL 20 

The gravity well of this collapsed star is so strong that not even light can 
escape. 

Natural 


Trigger A vehicle begins its turn in the gravity well of the black hole 

Attack +22 vs. Fortitude Defense 

Damage 4d8x2, and the vehicle moves -1 step on the condition track 
(Miss: Half damage, and no condition track movement) 

Recurrence Each round at the start of the vehicle's turn, as long as the 
vehicle is within the area occupied by the black hole 

Skills 
Mechanics (DC 36): The character works diligently to keep the ship 
from breaking apart, granting the vessel a +2 equipment bonus to 
Fortitude Defense against the black hole. 
Pilot (DC 36): The character fights the severe pull of gravity and flies 
the vehicle toward safety, moving 1 square away from the center of 
the hazard, 
Use Computer (DC 31): The character detects the black hole on the 
vehicle's sensors, granting a +2 circumstance bonus to the crew's 
Mechanics checks and Pilot checks when dealing with the hazard. 


Special 
The event horizon for the black hole covers an area with a 10-square 
radius (starship scale) centered on the black hole’s central square. 
Within the event horizon, missiles and torpedoes are ineffective, and 
attacks with laser weapons take a -20 penalty. 


Black holes are among the most dangerous cosmic objects known to exist; 
even the Star Destroyers of the Galactic Empire steer clear of them. What 
could bring a group of heroes to such a place? Perhaps they must attempt 
to rescue the crew of a research station being held hostage by pirates, or 
raid a secret military installation positioned in a barely stable orbit. Combat 
just on the edge of the event horizon might be possible, but any ship that 
falls into the gravity well of the black hole must escape or fall victim to the 
hazard's crushing power. 


Depressurization Ch7 

The air in your compartment rushes into the vacuum of space. 

Artificial, atmospheric 

Trigger An opening is created between outer space and a compartment 
containing creatures; targets any creature within the area of 
depressurization 

Attack +9 vs. Fortitude Defense 

Damage 2d6+1, and the creature moves -1 step on the condition track 
(Miss: Half damage, and no condition track movement) 

Recurrence Each round at the start of the target's turn, as long as the 
target is within the area of depressurization 

Skills 
Endurance (DC 22): The character manages to control his or her 
breathing despite the decreasing amount of air in the area, gaining a 
+2 circumstance bonus to Fortitude Defense against the hazard. 

Special 
After 14644 rounds, the air is completely vented, changing the hazard 
to atmosphere, vacuum. 


Intentionlly depressurizing a room is a last-ditch strategy, since it often 
results in death for anyone in the chamber at the time. But desperate 
combatants can try to use the hazard to their advantage during battle. For 
example, they can force their enemies into space, or they can escape from 
the depressurizing room through an airlock into a normal area and seal the 
hatch behind them. 


Micrometeor Shower cL5 

This dense area of debris is so thick with micrometeors that your deflector 
shields cannot repel them all. 

Artificial or natural, atmospheric 


Trigger A vehicle begins its turn within a micrometeor shower 

Attack +7 vs. Fortitude Defense 

Damage 2410+1 

Recurrence Each round at the start of the vehicle's turn, as long as the 
vehicle is within the area occupied by the micrometeor shower 


Skills 
Use Computer (DC 16): The character configures the shields to 
“double front," granting the vehicle a +5 equipment bonus to Fortitude 
Defense against the hazard. 


Micrometeor showers are fields of miniature asteroids or bits of debris 
resulting from damage to other vehicles, Often, micrometeor showers are 
not detected until it is too late to avoid them. Creatures on the run can fly 
into a shower to deter their foes from continuing pursuit, especially if the 
pursuers have few or no shields, Creatures with something to hide or protect 
can position their stronghold where the hazard can benefit them the most. 


Nebula cL2 

This stellar gas cloud will someday coalesce and become a star, but for now, 
it threatens to interfere with your ship's systems. 

Atmospheric, natural 

Trigger A vehicle begins its turn in a nebula 

Attack +4 vs. Fortitude Defense 

Damage 2d6x2, and the vehicle moves -1 step on the condition track 

Recurrence Hourly 

Skills 
Mechanics (DC 24): For 1 hour, the character staves off the effects 
of nebula dust and gases (described below). The character can attempt 
another check each hour for as long as the vehicle remains within the 
nebula. 

Special 
The dust and gases from a nebula might affect a vehicle's systems. 
If the hazard’s attack roll exceeds the vehicle's Fortitude Defense by 
5 or more, one of the vehicle's systems (of the Gamemaster's choice) 
becomes unavailable and cannot be repaired until the vehicle leaves 
the nebula. 


The brilliant and colorful dust and gases that make up a nebula might reduce 
visibility and damage ships’ systems, but they are not extremely dangerous. 
Thus, many creatures seeking to escape from their enemies consider a nebula 
an excellent place to hide. If combat breaks out within a nebula, each side 
can use the cloud to its advantage, trying to attack the other from a posi- 
tion of concealment. 
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Solar Wind cL7 

A large emission of charged particles from a nearby star, probably the result 
of a solar flare, poses a risk of radiation. 

Atmospheric, energy, natural 

Trigger A vehicle begins its turn exposed to a solar wind 

Attack +9 vs. Fortitude Defense 

Damage 348x2 ion (Miss: Half damage) 

Recurrence Each round at the start of the vehicle's turn, as long as the 
vehicle is exposed to the solar wind 

Skills 
Perception (DC 17): The character detects the solar flare and predicts 
the imminent solar wind. 
Use Computer (DC 22): The character configures the vehicle's shields 
to better protect it from the hazard, granting a +5 equipment bonus to 
the vehicle's Fortitude Defense against the solar wind. 

Special 
Each creature inside the vehicle takes half damage from radiation if 
the hazard’s attack is successful and takes no damage on a miss. 


A star releases its solar wind as a mostly steady flow of ions that can cause 
damage to a vehicle's systems, much like an ion cannon. Anyone who detects 
the eruption of a solar flare during combat can use the incident, if they act 
quickly enough, to lure opponents into the solar wind and hope that the ion 
burst is enough to knock out the enemy ship's systems for a while. In addi- 
tion, a solar wind can give away the presence of a cloaked vessel when the 
ions cascade against the cloaking field and reveal the ship. 


Space Minefield CL15 

Space mines litter the orea around your ship. 

Artificial, energy 

Trigger A vehicle begins its turn within a space minefield 

Attack +17 vs. Reflex Defense 

Damage 3d10x2 (Miss: Half damage) 

Recurrence Each round at the start of the vehicle's turn, as long as the 
vehicle is within the area occupied by the minefield 

Skills 
Pilot (DC 32): The character dodges the mines as he or she passes 
through the field, granting the ship a +5 circumstance bonus to Reflex 
Defense against the hazard for the round. 

Special 
One square of space can contain up to 1d6+3 space mines, but only 
one attack occurs per ship per square. 


Many pilots consider negotiating a space minefield to be attempting suicide, 
but entering such a dangerous area can pay off. After all, somebody took the 
time to plant dozens of mines, perhaps to protect something valuable in the 
area. Any vehicles seeking to cross the minefield can blast one mine at a time 
to open a path or can fly through and trust their pilots’ skills. Combatants in 
a minefield can use a tractor beam to pull mines out of the way or to propel 
them at an enemy ship. 


SUBTERRANEAN HAZARDS 

Of all the different environments one can visit in the Star Wars setting, 
perhaps none hold as much mystery and wonder as subterranean locations, 
The closest we come to seeing a society that lives underground is the one 
found on Utapau in Revenge of the Sith. Although we catch only a glimpse 
of their civilization, we know that much more exists beneath the surface of 
that world, including many dangers that come with 2 massive network of 
caves and tunnels. The hazards described below can also be used on other 
planets, such as Ryloth or Sullust. 


Cave-In cL8 

The cave quakes violently, causing heavy stones to crash down to the dusty 
floor. 

Natural 

Trigger A creature, a droid, or a vehicle within the cavern fires a weapon 
that makes noise; targets any creature, droid, or object in the area of 
the cave-in 

Attack +10 vs. Reflex Defense 

Damage 446 

Recurrence Each round at the start of the target's turn, as long as the 
target remains within the area of the cave-in 

Skills 
Acrobatics (DC 28): The character tumbles away from the debris, 
gaining a +5 circumstance bonus to Reflex Defense against the hazard. 
Perception (DC 23): The character realizes that the rock ceiling might 
be weak enough to collapse if loud sound occurs within the cavern. 


In tight underground quarters, a cave-in can be especially dangerous. The 
hazard might be triggered during a subterranean battle, or it could occur at an 
appropriate moment ina story arc. For example, the ceiling might come down 
as the heroes are about to reach their final destination, delaying their progress. 


Lava Flow cL15 

The dark orange glow and blistering heat of the Java are warnings that you 
should stay away. 

Fire, natural 


Trigger A creature, a droid, or an object begins its turn adjacent to a lava 
flow 

Attack +17 vs, Reflex Defense 

Damage 2d6, and the target moves -2 steps on the condition track 

Recurrence Each round at the start of the target's turn, as long as the 
target is adjacent to the lava flow 


Skills 
Acrobatics (DC 27): The character tumbles away from the lava, 
gaining a +5 circumstance bonus to Reflex Defense against the hazard. 
Jump (DC 27): The character jumps over or away from the lava, 
gaining a +2 circumstance bonus to Reflex Defense against the hazard. 


Knowledge (physical sciences) (DC 22): The character can predict 
how the lava flow will move; the character and his or her allies gain a 
+1 circumstance bonus to Reflex Defense against the hazard. 

Special 
Any creature, droid, or object touched by the lava catches fire and 
takes an additional 146 points of fire damage each round until the fire 
is extinguished. 


Virtually every planet in the galaxy has magma at its core, and lava can 
appear just about anywhere, including underground. A lava flow makes a 
good barrier. Placing a subterranean stronghold on an island surrounded by a 
lava moat challenges the heroes to find a different entrance. A bridge above 
a lava flow makes an exciting location for a battle as the heroes struggle to 
stay out of the searing magma while trying to defeat their enemies. 


A LAVA PLOW ON MUSTAPAR 
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Pit/Sinkhole cL4 

In your path is a large, gaping hole in the ground. 

Natural 

Trigger A creature, a droid, or an object ends its movement in a square 
‘occupied by a pit or sinkhole 

Attack +6 vs. Reflex Defense 

Damage Special 

Recurrence None 

Skills 
Acrobatics (DC 26): The character twists to grab the edge of the hole, 
gaining a +5 circumstance bonus to Reflex Defense to avoid falling in. 
Climb (DC 26): As the character falls into the hole, he or she grabs the 
wall and slows his or her descent, reducing the amount of damage the 
character takes by half. 
Jump (DC 21): By jumping across the opening of the hole, the 
character gains a +2 circumstance bonus to Reflex Defense to avoid 
falling in. 

Special 
If the hazard’s attack against the target is successful, the target falls 
into the hole and takes falling damage when it hits the bottom. 


The pit or sinkhole is a common hazard. The difference between a pit and a 
sinkhole is that a pit has no additional exit, whereas a sinkhole leads to an 
underground passage. Despite its apparent simplicity, a hole hazard can be 
used in many ways: a covered pit that spans a path, a deep sinkhole, a pit 
with spikes or other sharp objects lining the bottom, a pit with a predator at 
the bottom, and so on. Combatants separated by a hole can fight from dif- 
ferent sides, or one group could attempt to force the other toward the edge. 


Rising Water cL3 
The water level in the cavern is rising fast. You need to find a way out. 
Natural 
Trigger A torrent of water begins pouring into the cavern; targets any 
creature in the area of the rising water 
Attack +5 vs. Fortitude Defense 
Damage The target moves -1 step on the condition track 
Recurrence Every minute, once the water level is at least 1 square deep 
Skills 
Endurance (DC 19): The character resists the urge to breathe when 
submerged and gains a +2 circumstance bonus to Fortitude Defense 
against the hazard. 
Perception (DC 24): The character spots an opening through which air 
is escaping, which indicates a way out of the cavern. 
Swim (DC 14): The character moves through the water, gaining a +1 
circumstance bonus to Fortitude Defense against the hazard. 


Special 
The water level rises at a rate of 1 square per minute (10 rounds) until 
the cavern is filled with water. Creatures within the filled cavern must 
hold their breath or begin drowning. 


This hazard makes for a good test of wits, especially if the heroes are 
trapped in a cave (whether by accident or by their opponents’ design) with 
no apparent way out. Although the situation seems to grow more dire as the 
water rises, clever heroes will realize that the air must be going somewhere. 
This hazard can also be used to endanger other creatures that need to be 
rescued by the heroes, In addition, setting a battle in a cavern that is filling 
rapidly with water adds both a sense of urgency and a cinematic element 
to the combat. 


Rocky Ground cL2 

Small stones and rubble litter the floor, making it difficult to keep your 
balance and to move quickly. 

Natural 

Trigger A creature or a droid begins its turn on rocky ground 

Attack +4 vs. Reflex Defense 

Damage Special 

Recurrence Each round at the start of the target's turn, as long as the 
target is within the area occupied by the rocky ground 

Skills 
Jump (DC 14): The character leaps over the rubble, gaining a +5 
circumstance bonus to Reflex Defense to avoid the hazard. 
Stealth (DC 19): Using the same technique used for moving silently, 
the character slows his or her movement to half speed to avoid taking 
damage. 

Special 
If the hazard's attack against the target succeeds, the target falls 
prone. If the hazard’s attack roll exceeds the target's Reflex Defense by 
5 or more, the target falls prone and also moves backward 1 square, 


Rocky ground is common in caves and probably will be present in any 
subterranean encounter, To increase the peril of this hazard and add more 
excitement, use rocky ground near cliffs, pits, and other features that create 
the possibility of a dangerous fall, An epic lightsaber duel on rocky ground 
atop a cliff overlooking a lava flow might be a memorable battle, Likewise, 
rocky ground can add an extra element of danger to combat that takes place 
around a sinkhole, 


Underground Rapids cL7 

A torrent of water rushes through a narrow cavern. A series of wet rocks is 
your only path across the rapids. 

Natural 


Trigger A creature begins its turn in the path of an underground river 
Attack +9 vs. Reflex Defense 


Flash Moss cL3 

Aseemingly harmless plant flashes a bright light when it is touched. 

Area, contact, energy, natural 

Trigger A creature, a droid, or a vehicle touches the moss with enough 
pressure to set off its defenses, usually by stepping on the moss or by 
hitting it with weapons fire; targets all creatures in a 6x6-square area 


Damage 2d6+1, and the target moves -1 step on the condition track Attack +5 vs. Reflex Defense 
Recurrence Each round at the start of the target's turn, as long as the Damage Special 

target is within the area occupied by the rapids Recurrence Every 1d6 hours 
Skills Skills 


Acrobatics (DC 27): The character tumbles across the rocks to avoid 
the water, gaining a +2 circumstance bonus to Reflex Defense against 
the rapids. 

Jump (DC 27): The character leaps from rock to rock to avoid the 
water, gaining a +2 circumstance bonus to Reflex Defense against the 
hazard. 

Perception (DC 22): The character determines which rocks are least 
affected by the rushing water and offer the most stable footing, 
gaining a +5 circumstance bonus to Reflex Defense against the hazard. 


Water can flow underground just as forcefully as it does on the surface, 
carving its own path through rock and soil alike. As creatures travel through 
subterranean tunnels, they might find or follow an underground waterway, 
perhaps as a means of reaching a particular destination or asa way of avoid- 
ing enemies in pursuit. As happens in rivers on the surface, a series of rocks 
resisting the flow could serve as either an obstacle to the heroes’ progress 
or as a footbridge allowing them to cross the rapids. In either case, dealing 
with the rapids is a risky venture, since heroes who fall into the water can 
be slammed into the rocks. 


SWAMP HAZARDS 

All types of creatures reside in swamps, from the smallest insects to the 
largest predators stalking the murky wetlands. On marsh worlds such as 
Dagobah, the ecosystem is so diverse that it is impossible to catalog every 
species of flora and fauna. Each day, plants and creatures struggle against 
the many dangers that the marshes hold. The hazards presented below are 
only a small sampling of what might be found in a swamp. 


Knowledge (life sciences) (DC 19): The character identifies the 
nature of the moss, gaining a +2 circumstance bonus to Reflex Defense 
against the hazard. 
Perception (DC 14): The character spots the moss as he or she draws 
closer to it, gaining a +2 circumstance bonus to Reflex Defense against 
the hazard. 

Special 
A creature that is successfully attacked by flash moss is blinded for 
1d6 rounds by a brilliant flash of light (see page 254 of the Saga 
Edition core rulebook for more information on blindness). 


Flash moss is a plant most often found in deep swamps, where light barely 
breaks through the canopy to reach the ground. Creatures can exploit the 
plant's natural defense mechanism—a bright flash of light in the face of a 
threat—in a number of ways. If a creature is properly prepared, the flash of 
light can be used to illuminate the surroundings. Crafty creatures can use the 
moss to blind their opponents. The moss can be paired with another hazard, 
such as a pit or strangle vines, to blind a creature and make the creature 
more likely to fall victim to the second hazard. 


THE HAZAROOUS SWAMPS OF DAGOBAH 
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Insect Swarm cL3 
A dark cloud rapidly approaches, along with a low buzzing sound that 
gradually increases in volume. 
Atmospheric, natural 
Trigger A creature begins its turn in a square occupied by a swarm 
Attack +5 vs. Reflex Defense 
Damage 2410 (Miss: Half damage) 
Recurrence Each round at the start of the target's turn, as re as the 
target is within the area occupied by the swarm 
Skills 
Knowledge (life sciences) (DC 14): The character identifies the insect 
swarm. 
Survival (DC 19): The character realizes that entering a body of water 
or a sealed environment is the best way to avoid the swarm. 
Tiny insects are common in swamps. On their own, they are merely a nuisance, 
but in large groups they become more dangerous. Insect swarms can be a 
diversion, good for distracting pursuers while giving the pursued time to 
regroup. Swarms can also ruin the aim of combatants, drawing their attention 
away from intended targets as they brush the bugs aside. 


Leeches cL2 
Tiny parasites attach to your skin and suck your fluids for nourishment, 
Natural 
Trigger A creature begins its turn in an area occupied by leeches 
Attack +4 vs. Reflex Defense 
Damage The target moves -1 persistent step on the condition track 
Recurrence Each round at the start of the target's turn, until removed 
Skills 

Treat Injury (DC 19): The character safely removes the leeches. 


Spiner Plant cLs8 

Arare and beautiful flowering plant has a deadly secret. 

Contact, natural, poison 

Trigger A creature touches the plant 

Attack +10 vs. Reflex Defense 

Damage 2d8, and the target moves -1 step on the condition track (Miss: 
Half damage, and no condition track movement) 

Recurrence On trigger 

Skills 
Knowledge (life sciences) (DC 18): The character identifies the spiner 
plant. 
Perception (DC 23): The character spots the spiner plant before it 
attacks, gaining a +2 circumstance bonus to Reflex Defense against 
the hazard. 
Stealth (DC 28): The character harvests the plant without setting off 
its defense mechanism, gaining a +5 bonus to Reflex Defense against 
the hazard. 

Special 
The thorns of the plant deliver a toxin (see below). 


Spiner Plant Toxin cL8 

The toxin of the spiner plant can dull the senses and impede the natural 
processes of a living creature. 

Contact, natural, poison 

Trigger A creature is hit by the attack of a spiner plant hazard 

Attack +10 vs. Fortitude Defense 

Damage 2d8, and the target moves ~1 step on the condition track and 
gains a persistent condition (Miss: Half damage) 

Recurrence None 


Special 
Leeches ignore the effects of a creature's armor, unless the armor is 
natural or airtight. 


At some point, creatures traveling through a swamp must trudge through 
water. When they do, they might encounter leeches. Leeches have a way of 
slipping past the best defenses and latching onto the skin under a creature's 
armor or clothing. Not only do these parasites cause damage to the creatures 
they attack, they can cause a group to be hesitant to enter other bodies of 
water, giving opponents a chance to strike. 


Skills 
Treat Injury (DC 23, requires a medical kit): The persistent condition 
caused by the toxin is removed. 


The spiner plant, which grows only in moist, humid climates such as swamps, 
has a toxin that can be processed to create a serum that treats a wide variety 
of diseases and poisons. However, harvesting the toxin safely is a difficult 
task, because the plant shoots deadly thorns at creatures that brush against 
it. But an entire adventure could revolve around procuring a spiner plant to 
help in treating a deadly disease. 


Strangle Vines cL6 

A mass of vines hangs down from the trees, creating a curtain of vegetation 
that can choke an unwary creature. 

Natural 


Trigger A creature begins its turn within an area occupied by the vines 

Attack +8 vs. Reflex Defense 

Damage 2d6+1, and the target moves -1 step on the condition track 

Recurrence Each round at the start of the target's turn, as long as the 
target is within the area occupied by the vines 


Skills 
Endurance (DC 27): If the character is being choked by the strangle 
vines, for 1 round he or she takes only half damage and does not move 
on the condition track. 
Knowledge (life sciences) (DC 22): The character identifies the 
strangle vines. As a result, the character and his or her allies gain a +1 
circumstance bonus to Reflex Defense against the vines. 

Special 
If the hazard's attack roll exceeds the target's Reflex Defense by 5 or 
more, the vines wrap around the target's neck and begin choking the 
victim. 


Strangle vines wrap themselves around an unsuspecting victim and often 
choke the creature to death, Galactic scholars of botany and life sciences 
cannot agree about why the vines behave in this manner, Strangle vines 
inadvertently guard valuable items left behind by their victims, waiting to 
entrap any creatures that come along later to retrieve the objects. 


Sucking Mud cL1 

The patch of ground ahead looks different from the turf you have seen 
before now, and the small skeletons visible in the dirt unsettle you. 

Natural 

Trigger A creature or a droid begins its turn in the sucking mud 

Attack +3 vs. Reflex Defense 

Damage Special 

Recurrence Each round at the start of the target's turn, as long as the 
target is within the area occupied by the sucking mud 

Skills 
Jump (DC 13); The character leaps over the patch of mud, gaining a 
+5 circumstance bonus to Reflex Defense against the hazard. 
Perception (DC 13): The character spots the sucking mud, gaining a 
+2 circumstance bonus to Reflex Defense to avoid the hazard. 
Survival (DC 18); The character knows a technique to escape from the 
mud more easily, gaining a +2 circumstance bonus to a Strength check 
to free himself or herself from the mud. 


Special 
If the hazard successfully attacks a creature, the target becomes stuck 
in the mud and cannot move from its current square until it succeeds 
on a DC 15 Strength check to free itself. 


Soil can be composed of many different substances, and some dirt thickens 
when it turns to mud, These patches of sucking mud grab and hold any crea- 
ture that tries to move through them. Combatants who know the location 
of a patch of sucking mud can use it to lure their enemies into a trap. Melee 
combat between two opponents stuck in sucking mud becomes interesting, 
especially if both are trapped some distance from one another. 


Swamp Gas cL4 
Anear-transparent cloud of gas is exuded by decomposing matter ina 
swamp. 


Area, atmospheric, fire, natural 

Trigger A spark or fire-starting energy source, such as a blaster bolt, 
comes into contact with swamp gas; targets all creatures, droids, and 
objects in a 2x2-square area 

Attack +6 vs. Reflex Defense 

Damage 2d10+1 fire damage (Miss: Half damage) 

Recurrence On trigger 

Skills 
Acrobatics (DC 21): The character rolls away from the swamp gas as 
it ignites, gaining a +2 circumstance bonus to Reflex Defense against 
the hazard. 
Knowledge (physical sciences) (DC 16): The character recognizes the 
presence of swamp gas. 


Virtually undetectable to the naked eye, swamp gas can be troublesome when 
it drifts into an occupied area, especially around creatures that are capable 
of making a fire. Combatants who detect the presence of the gas during 
combat often try to use it to their advantage, such as by firing a blaster bolt 
through the gas when it is near an opponent or setting off a grenade near 
the gas to boost the destructive power of the explosion. Clever creatures 
might capture swamp gas in a breakable container and use it as a grenade. 
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_ Hidden from the rest of the galaxy, the Unknown Regions hold many spe- 

| cies capable of interstellar travel. Their initial contact with civilizations of 
known space is often difficult and violent. Even after a group emerges from 
the darkness of the unknown and meets others, it takes years to establish a 
mutual understanding of cultures, protocols, and spheres of influence. Formal 

| relations usually develop slowly, although ad-hoc, emergency, or informal 
agreements can serve both sides in the short term. 

This chapter describes some of the most prominent threats of the 
Unknown Regions and the era in which they were revealed to the galaxy. 
However, explorers from known-space might encounter them decades or 
millennia earlier. Gamemasters should feel free to adapt the threats to meet 
the needs of games set in previous eras. 

Each entry in this chapter includes the following: 

* A basic description of the civilization, group, or threat 

© The threat's central motivations, methods, and history 

© Suggestions for using the threat as enemies or possible allies 

* Asidebar with the traits of any new species introduced 

© An antagonist (a character, a vehicle, or a starship) with a stat 
block suitable for immediate inclusion in an adventure 


All threats are suitable for use in stand-alone encounters or in extensive cam- 
paigns. They can provide enemies or much-needed resources and services to 
heroes operating far from their home base. For campaigns set in and around 
the time of the Swarm War and Legacy of the Force novel series, the Chiss 
Ascendancy and Killiks provide direct links to the established continuity of 
the early Legacy era. The Chiss are a good example of a sophisticated and 
powerful species that emerged from the Unknown Regions and influenced 
the galaxy at large. 

The first time a threat is introduced, the GM should impress upon the 
heroes an initial sense of mystery. Yes, the threat could be dangerous, but 
violence might not be the appropriate action. Over the course of the encoun- 
ter, adventure, or campaign, the heroes should learn more about their new 
adversary or ally. Unsuspected natural abilities or cultural limitations might 
surprise the heroes. The experience might also be the first time the threat 
has encountered beings from known space. Members of the newly found 
civilization might never have seen a Human, a Wookiee, or a Verpine before. 

Both sides should have chances for friendship, conflict, or misunderstand- 
ing. Treat these encounters as prime chances for roleplaying and conflict 
resolution through alternative means. 
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DESCRIPTION 

One of the most striking of all near-Human species, the Chiss are instantly 
identifiable due to their jet-black hair, ice-blue skin, and eyes that glow with 
a penetrating red phosphorescence. 

Many species in the galaxy independently evolved into convergent 
humanoid forms, but genetic analysis indicates that the Chiss are an off- 
shoot of humanity dating back to sleeper ship colonization attempts. More 
than 27,000 years before the Battle of Yavin, one hypothesized lost colony 
settled on Csilla in the Unknown Regions. Always uncomfortably frigid, 
Csilla became near-inhospitable when an ice age blanketed its surface with 
glaciers circa 5,000 BBY. The Chiss held on by going underground, a move 
that further accelerated their divergence from baseline stock. Their unique 
skin tone is believed to have resulted from glacial minerals, and their dis- 
tinctive eyes might have been an adaptation to the low-light conditions of 
their subterranean warrens. 


A CHige BcouNDREL 


Life under such conditions gave the Chiss a self-reliant streak that is 
at the root of their notoriously aloof personalities. Many say the Chiss are 
as cold as the ice plains they call home. Not given to passion, the Chiss 
view problems as curiosities to be solved through rigorous application of 
brainpower. They do not let the hot emotions of others interfere with their 
methodical unraveling of logic tangles. 

The most famous Chiss, Grand Admiral Thrawn, is legendary for his ability 
to outthink his opponents by studying the smallest details. Although Thrawn 
possesses exceptional genius even by the standards of his species, his rational 
approach is shared by the ruling families that form the operating structure 
of the Chiss Ascendancy. 

Chiss are almost impossible to enrage. They prefer to act only when all 
issues have been studied from every angle and all data has been analyzed, 
One of the greatest treasures of the Unknown Regions is the great library 
on Csilla, which dates back to the founding of Chiss civilization. The volumes 
among its stacks provide the basic facts that every Chiss absorbs during 
childhood after years of intense schooling, So universal is this reliance on 
data that a Chiss faced with a truly unpredictable scenario (and not gifted 
with Thrawn's ability to learn on the fly) might simply flee. 

For details on Chiss species traits, see page 12 of the Legacy Era Cam- 
poign Guide. 


MOTIVATIONS 

The Chiss exhibit a cold lack of emotion, but their actions are not necessarily 
impartial. Most are motivated by the pursuit of power, and the machinations 
of rival ruling families encourage such competition. The ruling houses—their 
number has ranged from three to twelve at various points in the history of 
the Ascendancy—are acutely aware of any opportunity that might allow 
them to exploit a rival's weakness, and they are quick to take offense at any 
perceived insult against their station. 

Ruling families are composed of clans, and clans are headed by govern- 
ment officials known as Aristocras. Chiss that belong to the same ruling 
house defend one another at every opportunity, whereas those from com- 
peting houses search for facts they can use to snipe and undermine. When 
dealing with the Chiss, it is important to determine the house to which each 
representative belongs. If ambassadors from multiple houses are present, 
an experienced con artist can pit them against one another as each tries to 
secure an advantage. 

For Chiss caught in the middle of slow-simmering house rivalries, much 
time is spent collecting intel that might prove useful for blackmail, even if 
not until years in the future. Such experiences have made the Chiss excellent 
counterintelligence agents. A trained Chiss can see through disguises, evalu- 
ate body language, detect idiosyncrasies in speech patterns, and distinguish 
genuine items from forgeries. 


The long spacefaring history of the Chiss has translated into a superior 
combat force, Chiss starfighter pilots are notorious throughout the Unknown 
Regions, as are their clawcraft fighters—one-person interceptors with dis~ 
tinctive crescent wings enclosing small cockpits (see page 69 of Starships 
of the Galaxy). Discipline rules a Chiss starfighter squadron, and pilots are 
certain to spare a disabled starship if it broadcasts its surrender. Pilots and 
other soldiers are traditionally found within the Nuruodo ruling family. Other 
disciplines are the domain of other families, including agriculture (the Csapla), 
science (the Inrokini), and education (the Sabosen). 

The most famous habit of the Chiss is their refusal to act in violence unless 
provoked by the violence of others. This doctrine is a by-product of their cool 
and cautious philosophy, In their view, waiting until their opponent draws 
first blood guarantees that the Chiss are acting in the right. It also divorces 
their actions from any recklessness that might result from impulsive anger 
or incomplete intelligence on the enemy's intentions. 

The Chiss are universally well educated. All Chiss speak Cheunh, but most 
of them are also fluent in at least one other language, 


METHODS 
The Chiss are methodical and cautious, but they respond with lethal force if 
an enemy makes the mistake of firing upon them. The interstellar might of 
the Chiss Ascendancy is represented by the Chiss Expansionary Defense Force 
(CEDF), which patrols the Unknown Regions and keeps tabs on its threats, The 
CEDF is composed of top-of-the-line capital ships. Its claweraft starfighter 
squadrons, originally of Chiss manufacture, began incorporating TIE fighter 
design cues after Thrawn initiated resource sharing with Palpatine's Empire. 
Compared to the other threats in the Unknown Regions, such as the hive~ 
minded Killiks, the venal Vagaari, the fanatical Ssi-ruuk, and the nightmarish 
Lugubraa, the Chiss view themselves as a bastion of order in a sea of chaos. 
Those in the civilized galaxy hold a similar view, and the Chiss are the only 
significant Unknown Regions power to make alliances with the Empire, the 
New Republic, and the Galactic Alliance. 


Spacers who encounter the Chiss likely are treated with arms-length 
respect—unless they panic and fire a first shot. However, even if a traveler 
refrains from violence, the Chiss are not guaranteed to let him or her pass 
with impunity. Anyone carrying illegal substances or hauling cargo that 
could conceivably supply the enemies of the Ascendancy finds the goods 
confiscated. 

Those who violate the borders of the Chiss Ascendancy almost certainly 
are intercepted by the naval forces of the Household and Colonial Phalanxes. 
These homeguard forces protect the 28 central colony worlds of the Ascen- 
dancy, including the planets of the ruling families. It is virtually impossible 
to sneak into Chiss space, but intruders can take consolation in the fact 
that, at worst, they might only face prison time on an outlying penal colony. 


HISTORY 

The same hyperdrive technology that brings the ancestors of the Chiss to 
Csilla allows them to explore their region of space and expand beyond their 
glacial homeworld. In time, the Chiss claim 28 colony worlds, nine of which 
serve as headquarters for specific ruling families. Collectively, this stretch 
of systems forms the Chiss Ascendancy. 

Circa 1,000 BBY, agents of Lord Kaan's Brotherhood of Darkness some- 
how make their way to the Unknown Regions, reaching the Ascendancy and 
bringing back a legion of Chiss that settle the dark side planet of Thule. Chiss 
born on Thule soon spread into the larger galaxy, No Chiss, however, earn 
special note until the arrival of Thrawn, 

Mitth'raw'nuruodo, better known by his core name of Thrawn, challenges 
the Ascendancy's first-strike doctrine under the belief that it makes the Chiss 
easy targets. In 27 BBY, Thrawn collaborates with a representative from 
Chancellor Palpatine's Republic to destroy the Outbound Flight mission as 
well as a substantial Vagaari armada. This action (along with similar battles) 
puts Thrawn at odds with the ruling families of the Chiss Ascendancy, which 
banish him to a primitive world, There, a Star Destroyer finds him and brings 
him back to the Empire for Imperial naval training. 


A wSlavHoS 
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As Palpatine’s newest grand admiral, Thrawn begins subjugating the 
Unknown Regions in the Empire’s name, using Imperial Star Destroyers 
alongside the native forces of his loyal Household Phalanx. The territory 
Thrawn defines becomes known as the Empire of the Hand, and it maintains 
an uneasy standoff with the Chiss Ascendancy. Many Aristocras unofficially 
support Thrawn's renegade actions, under the belief that his proactive stance 
will keep them safe. 

By this time, the "Far-Outsiders,” or Yuuzhan Vong, have made strikes on 
the fringes of Chiss territory, and the Ascendancy builds stellar fortresses in 
response. After the Battle of Endor, Thrawn’s forces clash with the Ssi-ruuvi 
Imperium, allowing the CEDF to invade Ssi-ruuk territory once the reptilians 
strike back against Ascendancy worlds. Their short war leaves the Ssi-ruuk 
crippled and the Chiss the de facto law-and-order power in the Unknown 
Regions. 

In 9 ABY, Thrawn returns to the civilized galaxy to rally the Empire's 
remnants, but he falls to an assassin's blade. Following the collapse of 
Thrawn's plot to return via cloning ten years later, his Empire of the Hand 
largely merges into the Ascendancy. Chiss dominion over the heart of the 
Unknown Regions becomes even more absolute. 

The next war comes between the Chiss and the Vagaari over the remains 
of the Outbound Flight project. Subsequent years see rising tensions with 
the insectile Killiks after two Chiss families that used Killiks as laborers find 
themselves absorbed into the Killik hive mind as Joiners. In 36 ABY, the situ- 
ation eventually escalates into the Swarm War between the Ascendancy, the 
Killik Colony, and the Galactic Alliance. 


USING THE CHiss 

Ina general sense, the Chiss Ascendancy can stand in for the Galactic Empire 
during adventures set in the Unknown Regions. Like the Empire, the Chiss 
are a well-armed, well-trained military force encompassing a number of 
advanced, orderly worlds. Although the Chiss are not led by a dictator (and 
lack the antialien bias that led Palpatine's Empire to commit atrocities), they 
believe that rigid discipline and superior technology are required to hold the 
forces of anarchy at bay. 

The Chiss are never trigger-happy, but they guard the Ascendancy's 
planets zealously. They intercept any ship that is not where it is supposed 
to be, even if the vessel is light-years from the nearest Ascendancy world. 
Complicating matters is the fact that the Chiss are still expanding the borders 
of their territory. The heroes’ expedition to an unexplored planet could bring 
them into conflict with Chiss scouts who intend to claim the same prize. 

The Chiss do not attack others unless they have been fired upon first, but 
heroes cannot necessarily breathe easy. The first surprise could come when 
they meet elements of Thrawn’s Household Phalanx but mistake them for 
vessels of the CEDF. Thrawn's forces have a far more aggressive approach 
to discouraging outsiders. 


A second possible surprise is finding that the Chiss are engaged in a war 
with the Vagaari, the Shikitari the Killiks, or another Unknown Regions power. 
The heroes learn about the conflict the hard way when they are mistaken for 
combatants or hostile smugglers. Few vessels can stand up to a Chiss carrier 
and its clawcraft squadron. 

On the other hand, if diplomacy prevails, the Chiss can be valuable 
allies. If the heroes succeed in getting the Chiss on their side, they might be 
cheered by the sight of the CEDF coming to their rescue during a seemingly 
impossible battle against another Unknown Regions threat. The Chiss always 
honor their promises. 

The data libraries on Csilla have detailed records on the little-known 
hyperianes that crisscross the Unknown Regions. If the heroes want to 
locate a hidden treasure or find a habitable planet, a journey to the Chiss 
Ascendancy and the libraries of Csilla might be an inescapable first step. 

Adventures set after the Battle of Endor could find the heroes looting the 
scraps left after the Ssi-ruuk-Chiss conflict or smuggling weapons to one 
of the factions of the Swarm War. Another potential scenario is the need to 
penetrate Thrawn's territory to locate a wanted Imperial officer currently 
serving in the Empire of the Hand. The later in the timeline, the more likely itis 
that the Chiss have become members of the galactic community. Particularly 
after the Swarm War, the territory encompassed by the Chiss Ascendancy is 
not really considered “unknown” at all. 


CHiss SPECIES TRAITS 
Chiss share the following species traits: 

Ability Modifier: +2 Intelligence. 

Size: As Medium creatures, Chiss have no special bonuses or penal- 
ties due to their size. 

Speed: Chiss base speed is 6 squares. 

Bonus Trained Skill: A Chiss chooses one additional trained skill at 
1st level. This skill must be chosen from the character's list of class skills. 

Low-Light Vision: Chiss ignore concealment (but not total conceal 
ment) from darkness. 

Automatic Language: Cheunh. 


EBRUCHI 


DESCRIPTION 

The Ebruchi are cruel, ill-mannered pirates who plague the hyperlanes 
between Republic-settled space and the Chiss Ascendancy. To some, the 
Ebruchi are a terror. To militarily superior forces, such as the Chiss and the 
Vagaari, the Ebruchi are a perpetual annoyance. 

Their species has a roughly humanoid configuration, with a squat, lumpy 
build similar to that of Gands. Their grayish heads house two wide-set eyes 
that never blink and a hidden mouth ringed by writhing, fleshy feelers. These 
tentacles are always in motion as they sample airborne scents and can grasp 
chunks of food to force them down the Ebruchi’s narrow gullet. This process 
is messy and, to most species, revolting. 

The Ebruchi are omnivorous. They can survive on rotting garbage if nec 
essary, but their appetites lean toward the sadistic. They love nothing more 
than swallowing the wet flesh of freshly killed prisoners, 

Their compact bulk makes them appear formidable despite their shorter- 
than-average height, and the muscles are not just for show. An Ebruchi can 
take a terrific pounding, then return the favor. 

The Ebruchi style of dress matches their stereotype as uncivilized, oppor- 
tunistic pirates. A typical outfit consists of layers of animal skins topped with 
shiny medallions, rings, or crowns. But those who think that an Ebruchi’s 


EBRUCHI SPECIES TRAITS 
All Ebruchi have the following species traits. 

Ability Modifiers: +2 Strength, +2 Constitution, -2 Wisdom, -2 
Charisma. Ebruchi are strong and physically resilient but arrogant and 
repulsive to most other species. 

Medium Size: As creatures of Medium size, Ebruchi have no special 
bonuses or penalties due to their size. 

Speed: Ebruchi base speed is 6 squares. 

Conditional Bonus Feat: Ebruchi are naturally tough and resilient. An 
Ebruchi that has a Constitution of 13 or higher gains Improved Damage 
Threshold as a bonus feat. 

Iron Will: Ebruchi are headstrong and stubborn. They gain a +2 spe- 
cies bonus to their Will Defense. 

Unsettling: Most species find Ebruchi physical traits and habits 
unsettling. Once per encounter, when an Ebruchi successfully uses 
the Persuasion skill to intimidate a target, the Ebruchi can move the 
target -1 step on the condition track instead of applying one of the 
standard intimidation effects. The target must be within 6 squares of 
the Ebruchi, and the effect lasts until the end of the encounter. This is 
a mind-affecting effect. 

Automatic Language: Ebruchese. 


THe GarucH! 


appearance is lazily haphazard are mistaken. The Ebruchi put great thought 
into the placement of each item and layer, and all clothing is tended with 
exquisite care. Patches, scarves, necklaces, and intentional holes and tears 
are all signs of rank and achievement, although the nuances of the arrange- 
ments are lost on non-Ebruchi, 

Male and female Ebruchi are nearly identical in appearance. Outsiders 
can distinguish them only because males and females usually wear different 
types of animal skins (although determining the species of animal from its 
fur is exceedingly difficult). It is best to employ gender-neutral pronouns 
when negotiating with the Ebruchi, for a mistaken identification of sex will 
be taken as a scandalous insult. 


MOTIVATIONS 

The Ebruchi are driven by the basest of emotions: greed and fear. Unwilling 
to give an edge to any other being—including members of their own spe- 
cies—they overcompensate to the point of overkill. If a ship shows a hint of 
aggression, they will blast it to fragments; if a subordinate challenges their 
rank, they will retaliate with deadly force. 

Still, the Ebruchi are not foolish, and they take such drastic actions only if 
they believe themselves to be safe from retaliation. This tendency, of course, 
makes them bullies of the worst stripe. The Ebruchi show no kindness unless 
they gain something in the process. They spare the lives of colonists only if 
the weaker beings provide tribute or possess some value as slaves or meat 


This greed evolved over centuries spent as interstellar wanderers. Without 
a world of resources to call their own, the Ebruchi lived aboard a fleet of 
aging starships in which a hull puncture could mean instant death by vacuum. 
Pursued by the Vagaari to near-extinction, the Ebruchi assumed a hard 
demeanor of constant desperation, livened by short bouts of pleasure at the 
pain and misfortune of others. The Ebruchi fear starvation, suffocation, and 
enslavement, yet they are far from timid. They have sharpened their hunting 
instincts to ensure that they will be the predators, not the prey. 

Generations in space have given the Ebruchi a mild case of agoraphobia. 
They are distinctly uncomfortable in wide-open spaces, and when on plan- 
etary surfaces, they can be seized with the irrational fear of falling into the 
sky. Starship corridors, by contrast, are reassuringly cramped. If the Ebruchi 
need to maintain a permanent planetary base, they ground one of their 
freighters and live inside it. 

The Ebruchi are a practical species. They enjoy the misery of others, yet 
they rarely inflict it without cause (although it often seems otherwise to 
outsiders). A certain degree of fellowship seems evident in the way that 
Ebruchi accept members of other species into their pirate bands. This, 
however, is just another expression of cold-eyed pragmatism. Worthless 
outsiders are killed, useful but weak outsiders are exploited, and useful and 
strong outsiders occasionally are accepted as fellow pirates. Speciesism is a 
foreign concept to the Ebruchi, since they lack roots and reject mythology. 
In fact, their name for themselves, “Ebruchi,” is the same name they use for 
their pirate fleet. Thus, members of other species that join their band are also 
considered Ebruchi, whether the initiates are Eickarie, Morseerian, or Tarro. 


METHODS 

The Ebruchi share a dim genetic memory of their prehistoric existence as pack 
hunters. Their pirate society is simply a modern expression of this instinct. 
Most Ebruchi actions can be understood through the twin filters of "strength 
in numbers” and “survival of the fittest.” 

When a lone starship wanders into their territory, the Ebruchi intercept 
it with multiple vessels. When small convoys pass through, they approach 
with a large flotilla, demanding that the newcomers surrender and prepare 
to accept boarders. 

However, when confronted by enigmatic enemies, the Ebruchi instead 
present a friendly face, inviting the visitors to meet aboard the Ebruchi com- 
mand vessel for a feast and an exchange of information. Once the hook is 
baited, the Ebruchi seize the ambassadors as hostages. They use this tactic to 
wring out a hefty ransom, or they torture the prisoners to learn the location 
of hidden treasure. If an operation is a wild success, the Ebruchi disable the 
convoy and claim its vessels for their own, then return to the enemy's base 
and loot everything of value. 


The Ebruchi maintain dozens of maintenance and refueling outposts—all 
stolen from their original builders—on various planets, moons, and asteroids. 
The worst crimes of the Ebruchi occur against technologically primitive 
societies, which are easily cowed by blasters and forced to provide tribute. 
Such plunder can include precious metals, casks of sweetened ale, or even 
native children, who are raised as cabin slaves until supplies run low and 
they are eaten. 

The Ebruchi are skilled at space combat, although their vessels are often 
poorly shielded and in need of repair. The primary Ebruchi attack craft are 
heavily armed light freighters with nonstandard weapons welded to the hull. 
These add-ons include torpedo launchers, net traps, and solid-projectile 
cannons, but many are empty of ammunition and intended only to deceive 
and frighten enemies. 

During an attack, several Ebruchi freighters provide cover while other 
freighters use magnetic grapples to affix themselves to the opposing starship. 
Ebruchi pirates then cut their way inside with welding torches and storm 
the vessel, using their trademark shrapnel pistols to shred enemies that are 
packed into tight spaces and slashing with daggers for personal combat in 
close quarters. 

The Ebruchi converse among themselves using an idiosyncratic jargon 
incomprehensible to outsiders. They also speak and understand Minnisiat, 
Rammocate, Sy Bisti, and most other Unknown Regions trade languages. The 
Ebruchi operate close enough to civilized space to have gained a passable 
understanding of Basic. 


HisTOoRY 

Records of other species in the Unknown Regions indicate that the Ebruchi 
have been a menace for centuries, but the ruthless pirates are ignorant of 
their origins. Their contempt for storytelling and record-keeping might be a 
result of their humiliation at the hands of the Vagaari, who boast of smash- 
ing the Ebruchi and sending them whimpering into the fringes of forsaken 
space. It is believed that the Vagaari devastated the Ebruchi homeworld, and 
the desperate survivors fled their dead planet to eventually (and ironically) 
take up the trappings of the slavers that had displaced them. Because the 
Ebruchi refuse to acknowledge failure, they have erased these and similar 
facts from their collective memory. 

In terms of firepower, range, and treasure, the Ebruchi are a mere shadow 
of the Vagaari. They are careful to operate in circuits that bypass Vagaari 
space, although they would never acknowledge this concession even in 
private moments. The Ebruchi have done well within their defined sectors, 
and to the species that suffer under their heels, they are a fearsome and 
merciless enem 

The Ebruchi pirates operate under a diffused organizational structure due 
to their need to cover dozens of widely spaced hyperlanes. At least five clans 
exist, each with its own chieftain and hierarchy of captains and lieutenants 


that keep the freighters in line. Each clan (the term is used as a name only, 
since its members do not share blood ties) controls one Ebruchi fleet, which 
consists of two or three smaller armadas. Each armada is in turn made up 
of four or five flotillas. A flotilla consists of at least one frigate-sized com- 
mand ship, up to a dozen freighter-sized attack vessels, and—if the flotilla 
has been lucky on its acquisition raids—a handful of one-person starfight- 
ers. Particularly large flotillas might be split further into scout squadrons. 
Like most civilizations in the Unknown Regions, the Ebruchi lack repulsor- 
lift technology. Their vessels employ noisy gas jets during landing and takeoff. 


USING THE EBRUCHI 

The Ebruchi patrol the galactic northern quadrant, close to the Wild Space 
fringe separating the known galaxy from the Unknown Regions. Therefore, 
they are a probable first threat for heroes just venturing into unexplored 
space. The Ebruchi are not as advanced as other powers the heroes might 
encounter in the region, and their vessels and weapons are often patchwork 
constructions that operate sporadically (if at all). Nevertheless, they can 
easily outnumber the characters and can be deadly in a straight fight. 


Captain Ness 

The Ebruchi leader of the Burning Gear pirate flotilla, Captain Ness is an 
obese sensualist who loves puzzles and has an appetite for everything. 
Unlike most Ebruchi, he is fascinated by other cultures. Ness will urge 
adventurers to spill tales of the wonders they have seen or encourage 
them to challenge his intellect with riddles and games of chance. How- 
ever, he does not desire companionship—only stimulation. As soon as he 
becomes bored, Ness will reach for his shrapnel pistol to put an end to 
the offender's life. 

From his flagship Burning Gear, Ness commands hundreds of pirates 
within the flotilla. He is subordinate to the Ebruchi high captain of the 
armada known as Common Cork, who in turn takes orders from the 
chieftain of the Flux Screw fleet, An urgent report by Ness up the chain 
of command can bring the full weight of this particular clan down on any 
parties brash enough to defy their demands. 

Captain Ness is vain, wearing gold bands around his mouth tentacles 
and purple feathers in the seams of his furs. He can be placated by gaudy 
trinkets and alcohol and possibly even manipulated into helping the heroes 
through promises of treasure to come. But his vengeance will be pitiless 
if he discovers that he has been tricked. 


Captain Ness 

Medium Ebruchi noble 5/soldier 2/officer 3 
Destiny 1; Force 5; Dark Side 8 

Init +6; Senses Perception +12 

Languages Ebruchese, Sy Bisti 
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If the heroes shy away from confronting the Ebruchi, or if they try to 
engage them on diplomatic terms, the pirates judge the characters to be 
weak and exploitable. If their numbers are sufficient, they try to disable and 
board the heroes’ craft. 

If the heroes bluff the Ebruchi, the pirates instead try to negotiate for 
items of value, including starship components, strong drink, sweet delica- 
cies, and shiny objects of seemingly great value. Such negotiations would 
be handled by an officer similar to Captain Ness (see the sidebar), whose 
death would instantly brand the characters as wanted fugitives as long as 
they remained in the Unknown Regions. 

Under the right circumstances, the Ebruchi can be useful trading partners. 
If given sufficient incentive, they might even provide star charts detailing 
specific sectors of the Unknown Regions. But if the heroes lower their guard, 
the Ebruchi will try to double-cross them. 

The Ebruchi can be an irritant throughout the heroes’ sojourn in the 
Unknown Regions, popping up when their ship is damaged and demanding 
an unfair share of whatever the characters have in the cargo hold. Putting 
these thugs in their place can be a cathartic break from a quest. 


Defenses Ref 24 (flat-footed 22), Fort 23, Will 28 

hp 67; Threshold 28 

Speed 6 squares 

Melee unarmed +10 (1d6+7) 

Ranged shrapnel pistol +7 (2d6+5) 

Base Atk +8; Grp +10 

Atk Options Point Blank Shot, Precise Shot 

Special Actions Assault Tactics, Born Leader, Deployment Tactics, 
Indomitable, Presence, Quick Draw, Vehicular Combat, Weaken 
Resolve 


Dex 13, Con 13, Int 12, Wis 14, Cha 16 
ies command cover, share talent (Indomitable), 


unsettling 

Talents Assault Tactics, Born Leader, Deployment Tactics, Indomitable, 
Presence, Weaken Resolve 

Feats Armor Proficiency (light, medium), Improved Damage Threshold, 
Martial Arts |, Point Blank Shot, Precise Shot, Quick Draw, Skill 
Focus (Persuasion), Weapon Proficiency (pistols, simple weapons), 
Vehicular Combat 

Skills Deception +13, Knowledge (galactic lore) +11, Knowledge 
(tactics) +11, Perception +12, Persuasion +18, Pilot +11, Use 
Computer +11 

Possessions shrapnel pistol (as slugthrower pistol), expensive garments, 
datapad 
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KILLIKS 


DESCRIPTION 

Once major players on the galactic stage, the Killiks are long gone by the 
time the first Humans reach the Killik spawnworld of Alderaan. From their 
new home in the Unknown Regions, the Killiks subsist for millennia until 
upsetting the political balance in the Swarm War of 36 ABY. 

Killiks are a genetically diverse population of intelligent insects. Their 
society is composed of hives, also called nests. Members of each hive share 
the same physical characteristics and possess the ability to communicate 
with others through pheromones, electromagnetic transmissions, and long- 
distance telepathy. 

Multiple nests united under a hive-mind link can be considered a single 
organism. Its members always refer to themselves in the third person, and 
each is aware of anything that has been experienced by any other member. 
The hive mind can be thought of as the individual, and the Killiks its eyes, 
ears, and hands. 

Most Killiks are female. Males are needed for reproduction and little 
else, and they are birthed in great numbers only to help seed a new nest. A 
breeding female can lay a thousand eggs per month, hatching larvae that 
grow into work-ready nymphs in under a year. 


“WHY, YES, 
PRINCESS LBIA. I'VE 
YET TO DISCOVER 
A LANGUAGE THE 
KILLIKS DON'T 
UNDERSTAND. 
iT SEEMS THEY 
LEARN EVERY 
LANGUAGE THEIR 
YTOINERS KNOW. FOR 
INSTANCE, THAT 
WAS SNUTIB CLICK 
CODE." 
—GALACTIC ALLIANCE 
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Although there is great variation in Killik phenotypes, all share certain 
qualities. The majority have six limbs, hopping on the back two while using 
the front four to manipulate objects. Their bodies are sheathed in hard chi- 
tinous exoskeletons, but their joints are lightly armored for flexibility (and 
are therefore vulnerable). Killiks have oversized compound eyes and waving 
antennae, and they breathe through tiny spiracles lining their abdomens. 
Chitin color comes in every hue and shade, although members of the same 
hive share similar coloration patterns. 

Killik hives can be distinguished not only from their members’ appearance 
but also from their job specialties. Some hives consist of superior warriors, 
whereas others excel at construction, music-making, subterfuge, or scouting. 
All Killik hives have palindromic names that are spelled the same forward and 
backward. Individual Killiks have no names other than the name of their hive. 

Killiks have the ability to turn outsiders into fellow hive members or 
“Joiners,” a quality that members of other species find unnerving, This is 
accomplished through exposure to mind-altering pheromones, and the 
process is widely considered to be brainwashing, although the victims usu- 
ally report rapturous fulfillment at the sensation that they finally belong. 


MOTIVATIONS 

Like many insect species, the Killiks wish to swell their numbers through 
increased birth rates and expanded territory. This desire is an instinctual 
response to the threat of extinction, and even other Killik hives can be viewed 
as obstacles to success. Many wars have occurred between nonlinked Killik 
hives, and hundreds of thousands have been exterminated in the millennia 
since the species relocated to the Unknown Regions. 

The yearning to recruit new members as Joiners likely stems from the 
same impulse. Any individual who deals with Killiks runs the risk of falling 
under their spell. The species of the outsider does not seem to matter as 
long as it has the olfactory and cognitive receptors to register pheromones. 
To the Killiks, it is not at all strange to have aliens carrying out the work of 
their hives. In fact, Killiks believe that the galaxy would be better served 
if the random and contradictory efforts of egocentric species instead were 
harnessed under the yoke of universal cooperation. 


KILLIK SPECIES TRAITS 

The Killik species varies greatly in size, form, and function, although they 
all share a similar genetic code. The traits described below apply to most 
Killiks, despite cosmetic or minor size differences. Gamemasters who wish 
to create Killiks with vastly different forms or functions should select from 
the following list of traits and apply changes to the basic traits as needed. 

Size: Killik sizes typically range from Small to Huge, with a few reach- 
ing the extremes of Fine and Colossal. When creating a Killik, apply the 
appropriate size modifiers per Table 16-2: Beast Size Modifiers (page 274 
of the Saga Edition core rulebook). 

Speed: Most Killiks have a speed of 6; those of Huge size or larger 
have a speed of 4. Some Killiks might also be able to fly or swim with 
similar speeds. 

Traits: To include additional traits, see the Creature Generator on 
page 89. 


KILLIKS OF MEDIUM SIZE 
The following traits apply to most Killiks of Medium size. 

Ability Modifiers: +2 Constitution, -2 Intelligence. Killiks are a hardy 
but intensely focused species. 

Medium Size: As creatures of Medium size, Killiks have no special 
bonuses or penalties due to their size. 

Speed: Killik base speed is 6 squares. 

Joiners: Whenever a Killik reduces a living creature with an Intelligence 
of 3 or higher to 0 hit points, or the Killik knocks the creature unconscious 


For many years, the Killiks keep their expansionist impulses in check, 
spreading only to a handful of planets in the Unknown Regions and occasion- 
ally exterminating rival hives in warfare. This status quo changes during the 
Yuuzhan Vong invasion, when a starship carrying three Force-users crashes 
on a Killik planet. Once they become Joiners, the Force-strong personalities 
of the trio influence the collective will of the Colony—the Killik government, 
such as it is—resulting in a territorial push in the direction of the Chiss 
Ascendancy. A border war with the Chiss begins as the Dark Nest Crisis in 
35 ABY before exploding into the Swarm War one year later, 


MeTHODS 

Killik nests are driven by specialization. This uniqueness helps ensure that 
individual nests can survive in diverse climates and geographies, and it also 
assists the species by allowing members to pledge their gifts in the service 
of the Colony's greater good. 


by moving it down the condition track, the Killik can transform the target 
into a Joiner. The target must be helpless for this to occur. The process takes 
1 minute and exposes the target to mind-altering pheromones. Once the 
attitude shifts to friendly to the Killik and its 
allies, and the target gains a +10 bonus to Will Defense against attempts 
to use Persuasion to alter its perceptions of its new Killik friends. A target 
transformed into a Joiner in this manner can make a DC 20 Intelligence 
check once per day to remove the effect and return to its original attitude. 
This is a mind-affecting effect. 

Low-Light Vision: Killik ignore concealment (but not total conceal- 
ment) from darkness. 

Hive Mind: Killiks share a hive mind and use their antennae to com- 
municate by telepathy with other members of their species. A Killik within 
1 kilometer of another Killik can communicate with it via telepathy. 

Multiple Limbs: Killiks have four limbs that are generally used as arms 
and hands. When making multiple attacks, a Killik reduces the penalty to 
its attack rolls by 2. 

Natural Armor: A Killik's chitinous exoskeleton provides a +1 natural 
armor bonus to its Reflex Defense. 

Natural Weapons: A Killik has natural weapons in the form of three- 
fingered claws. When a Killik makes an unarmed attack, instead of deal- 
ing normal unarmed damage, it can use its natural weapons to deal 1d6 
points of slashing damage. Killiks are always considered armed with their 
natural weapons. 

Automatic Language: Killik and Sy Bisti. 
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To most species in the Unknown Regions, the Killiks are known as pro- 
ducers of membrosia, a popular amber-colored alcoholic beverage. Others 
know the Killiks only from the constructions they have left behind. Killik hive 
mounds are the size of multistory buildings and have rounded edges that are 
resistant to wind and erosion. The Killik constructions on Alderaan (called 
the Castle Lands of Oroboro by the planet's Human colonists) stand intact 
for thirty millennia until they are blown apart by the Death Star's superlaser. 

When Killiks go to war, individual hives combine their talents to make the 
Colony a death-bringing machine. The Kolosolok and Rekker nests are the 
heavy hitters—each member of the former can grow up to 50 meters in length 
and plow through enemy fortifications while shielded by an impenetrable 
beetlelike carapace. The members of the Rekker nest average about 3 meters 
in length and use powerful jumps to assault hovering gun platforms and 
low-Flying airspeeders. 

The Aebea and the Qeeg hives fill the role of air assault. The Aebea are 
only a meter in length and the Qeeq smaller still, but their perpetually buzz~ 
ing wingbeats give them the speed to hover and travel in every direction, 
even backward. 

The Gorog are proven warriors with a poisonous bite. The pale Mollom 
have a gift for digging—a unit of Mollom can topple an emplacement by 
undermining its foundations, or tunnel beneath the heart of an enemy camp 
to allow Gorog or Rekker raiders to launch a surprise attack. The Jooj are 
only a few centimeters in length and easily killed with just a swat, yet they 
never attack in groups of fewer than two dozen. A Jooj swarm can crawl 
beneath an enemy's armor and latch onto the skin with hooked mandibles, 
draining blood every second. 

Not to be forgotten are the Taat, which excel as battlefield healers, and 
the Wuluw, which serve as long-range communicators capable of boosting 
signals far beyond that of typical hive-minded telepathy. 

When a specific need is identified by the communal will, Killiks can create 
an entirely new breed in only a few generations. 


HiIsTORY 

In the annals of galactic history, the Killiks predate even the Rakata. More 
than 35,000 years before the rise of the Republic, a spectacularly power- 
ful species known as the Celestials dominates the stars and conscripts the 
Killiks of Alderaan as laborers. The Killiks are believed to have a hand in the 
construction of Corellia's Centerpoint Station (which they call Qolaralog) 
and to witness the birth of other Celestial wonders such as the Maw cluster 
of black holes and the Vultar System. 


By 30,000 BBY, the Rakatan Infinite Empire reaches its peak, and the 
Celestials are nowhere to be found. The Killiks also abandon the civilized 
galaxy, leaving nothing behind but hive mounds on Alderaan and similar 
structures on the nearby world of Alsakan. The empty constructions ignite 
the imaginations of artists, who create famed works inspired by the lost 
species, such as the moss painting Killik Twilight. 

The Killik nests retreat to the Unknown Regions and remain on a handful 
of isolated planets for thirty millennia. But in the midst of the Yuuzhan Vong 
war, a ship carrying three Force-users—one Jedi and two dark siders—crashes 
in Killik space. The Jedi, Raynar Thul, becomes a Joiner in the powerful Unu 
hive, and his Force abilities lead him to become the public face of a new, 
reunified Killik Colony. 

The two remaining crash survivors become Joiners in the Gorog hive. 
Their evil dispositions poison the Gorog, triggering an unconscious aggres- 
sive streak in the Colony’s hive mind and a resultant expansion into Chiss 
territory. The Gorog hive becomes known as the Dark Nest, and one dark 
sider becomes the hive’s Night Herald while the other takes up the mantle 
of the Unseen Queen. 

In 35 ABY, the standoff between the Colony and the Chiss turns into open 
warfare. Efforts by the Galactic Alliance to forge a peace in the so-called 
Dark Nest Crisis break down when several Jedi who fall under the influence 
of Killik pheromones announce their new allegiance as Joiners. One year later, 
the situation escalates into a three-way shooting match known as the Swarm 
War. Ultimately, the Dark Nest meets defeat, and the Killik Colony agrees to 
accept relocation restrictions. The Chiss Ascendancy, however, stands ready 
to respond if the Killiks step out of line again. 


USING THE KILLIKS 

The Killiks can be an instinctually repellent foe. Not only do they tap into the 
rnear-universal aversion to insects, but they possess a method of brainwashing 
that can turn a cocky warrior into a blissful, hive-minded Joiner. 

However, the Killiks are not inherently evil, and they do not roam the 
spacelanes hunting for treasure or slaves. In fact, many worlds on the edge 
of Killik space do a brisk business with outsiders, trading hand-crafted items 
and casks of membrosia for advanced technology. These planets are reliable 
Unknown Regions stopovers where freighter crews can find work and pick up 
cantina chatter that provide hooks for other adventures in the mysterious 
realm. Each time the heroes return to a Killik world, however, they increase 
the risk that one or more of their number will fall prey to the species’ influ- 
ence and become a Joiner. 


Killiks come in hundreds of varieties. In addition to the hives described in 
this entry, the Gamemaster can create virtually any insect species and pres- 
entit as a previously unknown breed. If the adventure positions the Killiks in 
the middle of an expansionist phase, the heroes might run into new varieties 
that are aquatic, resistant to fire, or resistant to vacuum. 

The Swarm War can also be the focus of an adventure or campaign. It 
brings together the Killiks and the Chiss, as well as any third parties (such 
as the Vagaari, the Ebruchi, or even the Sorcerers of Rhand) that might be 
looking to take advantage of the chaos. 


Killik Dartship 

The Killik dartship is the Colony's starfighter analog, constructed of spitcrete 
and accommodating a single Killik pilot. The ships are not uniform in design, 
but all are long and pointed, with pits that house laser cannons and messy 
rocket propulsion systems. Rare models of dartships employ ion engines for 
superior speed and maneuverability. 

Because the Killiks operate under a single hive-minded consciousness, 
the loss of any one Killik is no more painful than shedding a single drop of 
blood would be for an individual being. For this reason, the Colony is quick 
to employ ramming techniques with its dartships if it believes that the result, 
will be more favorable than continued combat. Dartships on suicide runs 
approach their target at the same time, making it difficult to shoot them all 
down without sustaining at least some damage. 

Dartships are carried by Shard-class capital ships, which begin at 1,500 
meters in length and can reach many times that size. These cone-shaped 
vessels are built with a redundant honeycomb structure that gives them 
remarkable hull strength. It is common to see both dartships and Shard- 
class capital ships escorting nest ships, 8,000-meter behemoths designed 
to ferry the entire population of a single nest to a new world for relocation 
and repopulation. All Killik capital ships are armed with turbolasers and 
proton torpedo launchers. 


Killik Dartship cL 
Huge starfighter 
Init +9; Senses Perception +6 


Defenses Ref 17 (flat-footed 12), Fort 24; +4 armor, Vehicular Combat 
hp 100; DR 10; Threshold 34 


Speed fly 16 squares (max. velocity 1,200 km/h), fly 5 squares 
(starship scale) 

Ranged laser cannon +6 (see below) 

Fighting Space 3x3 or 1 square (starship scale); Cover total 

Base Atk +2; Grp +26 

Atk Options autofire (laser cannon) 


Abilities Str 39, Dex 20, Con —, Int 14 
Skills Initiative +9, Mechanics +6, Perception +6, Pilot +9, 
Use Computer +6 


Crew 1 (skilled); Passengers none 
Cargo 70 kg; Consumables 2 days; Carried Craft none 
Availability Military; Cost not available for sale 


Laser cannon (pilot) 
Atk +6 (+1 autofire), Dmg 4d10x2 


Dartship Ram—Due to its shape and construction, a dartship deals 
6d6+14 points of damage (instead of the normal collision damage for 
a ship of its size) when successfully ramming an enemy ship. Also, if 
more than one dartship rams a target in a single round, each dartship 
that collides with a starship during the same round deals an additional 
1 die of damage to the target. 
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LUGUBRAA 


DESCRIPTION 

The Lugubraa are found throughout the Unknown Regions as laborers and 
hired muscle. Their reproductive rates can get out of hand rapidly, ruining 
entire ecosystems beyond hope of restoration. 

An adult Lugubraa stands approximately 1.5 meters tall on two stubby 
legs. Its body is a sleek tube that tapers into a short tail. The creature's face 
is dominated by a circular mouth, with rings of teeth that mesh in gearlike 
patterns for chewing, making it nearly impossible for prey to pull free once 
a hungry Lugubraa has latched on. 

A Lugubraa lacks eyes and is blind to visual light, but surrounding its mouth 
are numerous heat spots that detect thermal signatures as well as echoloca~ 
tion pingers that can paint a radar map of the surroundings. A Lugubraa has 
no ears, instead detecting sounds through vibrations sensed along the length 
of its skin, which is smooth and thick like that of an oceanic cetacean. Skin 
coloration varies between white and dark gray, but most Lugubraa are so pale 
that they trigger unpleasant mental associations with grubs and maggots. 

A Lugubraa’s middle pair of limbs are useless bumps, but its forward 
limbs are longer and end in attenuated tentacles that wrap tightly around 
objects. Tiny suction cups on each tentacle conceal needielike barbs that 
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give a Lugubraa extra purchase when scaling cliff faces or holding down 
thrashing victims in preparation for feeding. 

New Lugubraa come to life as “splitlings” that grow on the underbelly of 
an adult and break off when they reach several kilos in mass. They require 
no nurturing and reach full size within a week. 

From birth to six months, Lugubraa have the self-awareness of domes- 
ticated beasts, able to follow simple commands and steadfastly devoted to 
their horde or the owner that has purchased their services, After six months, 
their intelligence reaches that of simple-minded sentients, allowing them to 
communicate in short sentences but still rendering them hopeless when it 
comes to advanced calculations. 

It is rare for Lugubraa to survive more than a few decades, but those that 
do undergo a second cognitive kick-start at approximately age 50. These 
unusual geniuses become leaders and strategists for the Lugubraa hordes, 
plotting ways to acquire more resources and brokering the services of their 
species as mercenaries to interested galactic parties. 


MOTIVATIONS 

Appetite drives the Lugubraa. Their churning mouths connect to gullets that 
never seem satisfied. Although the creatures can digest both inorganic and 
organic matter, they prefer the latter, and they find fresh meat so delicious 
that it qualifies as an addiction. 

Under the right circumstances, a Lugubraa horde can become a raven- 
ous plague consuming everything in its path. Rapid eating accelerates the 
production of splitlings, which in turn contributes to the overall “dumbing 
down" of the horde as ever-greater numbers of animalistic newborns swell 
their ranks. 

Ifsuch a horde is left undeterred, it can overrun a continent, stripping the 
region of organic matter before dispatching swimmers to locate new land 
masses (or simply to strip the shoals of coral and sea life). When Lugubraa 
numbers exceed available resources, a horde starves—drawing nutrients from 
minerals is a slow and inefficient process. 

Adult Lugubraa possess sufficient smarts to be of use to various parties in 
the Unknown Regions. Motivated by the need to feed, these for-hire toughs 
sign on as leg-breakers for crime syndicates, sentries for scouting corpo- 
rations, bodyguards for gangsters, and combat grunts for private armies. 
They are content as long as they are well fed, and their job assignments are 
coordinated by elder Lugubraa agents that happily deal in cold, hard currency. 

Elder Lugubraa can be found wherever a substantial horde exists, and they 
use their positions as power brokers to satiate their own desires for fresh food. 
But they also treat their hordes as valued assets, reinvesting some of their 
profits to outfit horde members with armor and weapons, and stocking up on 
high-energy consumables to guard against famine caused by overpopulation. 


LUGUBRAA SPECIES TRAITS 
All Lugubraa have the following species traits. 

Ability Modifiers: +2 Strength, -2 Dexterity, +2 Constitution, -2 
Wisdom. Lugubraa are tough but lack the intelligence of most sentient 
species. 

Medium Size: As creatures of Medium size, Lugubraa have no special 
bonuses or penalties due to their size. 

Speed: Lugubraa base speed is 6 squares. 

Bonus Feat: Lugubraa gain Improved Damage Threshold as a bonus 
feat. 

Darkvision: Although Lugubraa cannot see, their echolocation and 
heat detection abilities grant them the effects of darkvision. 

Natural Weapons: A Lugubraa is always considered armed with 
its barbed tentacles (1d6 points of damage) and dangerous teeth (144 
points of damage). 

Lockbite: A Lugubraa that makes a successful grapple attack can 
automatically latch onto a target with its teeth, giving the Lugubraa a 
+5 bonus to any subsequent grapple checks against the target. 

Lugubraa Learning: Before 50 years of age, a Lugubraa can have a 
maximum Intelligence score of 8. Around 50 years of age, a Lugubraa’s 
Intelligence score naturally increases by 144+2 points. 

Automatic Languages: Lugubraal. 


METHODS 

The Lugubraa's status as a durable mercenary species means that they are 
in use throughout the Unknown Regions, typically encountered in one of 
three capacities: at a sentry post, on a battlefield, or creeping across a 
devastated scar. 

The most visible rales for Lugubraa are as guards, and employers prize the 
creatures for their stoutness, their willingness to obey orders, and their low 
cost, Lugubraa sentries wear metal or plastoid armor and carry two-handed 
spears or power lances. The Lugubraa cannot estimate long distances with 
accuracy and are poor shots with ranged weapons. The only ones they are 
likely to carry are indiscriminate flame projectors or wide-beam sonic stunners. 

A Lugubraa's solid constitution enables it to stand at attention for days 
without rest, but it will react with a burst of energy if a move is made against 
its master. A guard attacks with its weapon until it nears grappling range, at 
which point it pins the enemy with its hand-tentacles and gnaws at exposed 
flesh with its interlocking rings of fangs. Because Lugubraa see via echoes 
and heat, they are not impaired by darkness, flash bombs, or smoke grenades. 

Lugubraa guards are found on most worlds with stellar-class starports, 
where they work as security goons or common laborers. Some corporations 
and planetary governments require visitors to be accompanied by a Lugu- 
braa quard at all times, ostensibly for their own protection but more often 
to ensure that the newcomers stay out of trouble. Some confederations 


mandate that a Lugubraa escort any visiting starship crew traveling from 
planet to planet within their borders, requiring (under penalty of law) that 
they lodge the guard aboard their starship and pay a daily stipend for his or 
her food allowance. 

Lugubraa soldiers are outfitted similarly to the bodyguards but deployed 
in far greater numbers. Due to their ineptitude with ranged weapons, they 
are generally used as first-strike infantry, overwhelming enemy fortifica- 
tions while they receive support from long-range artillery and atmospheric 
flyers. Generals who purchase large orders of Lugubraa mercenaries seldom 
have long-term plans for housing and feeding them and often throw them 
away in suicide waves. 

If sizable numbers of Lugubraa survivors are left on a battlefield, their 
population can grow and eventually pose a dire threat to the native wildlife. 
This scenario—the Lugubraa as the ultimate invasive species—has inspired 
some Unknown Regions masterminds to release seed quantities of the crea 
tures on enemy worlds as a stealth biological weapon with a long-burning 
fuse. The most notorious example of this tactic occurred with the Croke, 
which introduced the Lugubraa onto their home planets during a civil war 
and are still struggling to wipe out the invaders they have since nicknamed 
the “Leech Legions.” 


HISTORY 

The Lugubraa originate in deep space in a vast corridor of dust and ice aster- 
oids that the Wharls call the Stratos Distribution. This unique astrophysical 
environment harbors predatory lightning-jacks, membranous stillsails more 
than 100,000 kilometers across, and forests of crystalline cometary fronds. 
The roots of the Lugubraa evolutionary tree can still be found here, with 
wormlike chewers carving warrens inside mineral-rich rocks. 

Although modern Lugubraa prefer life in planetary atmospheres, they 
are perfectly capable of surviving near-indefinitely in vacuum or in thin and 
toxic atmospheres. After some of their number develop advanced intellects, 
the Lugubraa become more than just a hungry nuisance—their talents for 
combat are shrewdly marketed as a way for them to earn their food. As 
talent brokers, the Lugubraa elders are responsible for the species’ wide 
spread, and their continued presence on so many planets serves as further 
advertising for their services. 

So far, the few examples of Lugubraa overwhelming an ecosystem with 
sheer numbers have not discouraged planetary governments from employing 
them. The most extreme example of environmental catastrophe exists in the 
Croke Reach, where intentional insertion of Lugubraa more than 300 years 
ago escalated over the generations into a bitter struggle for Croke survival. 
The desperate arthropods commissioned the cloners of Kamino to breed a 
genetically altered Lugubraa variant to fight and kill members of its own 
species, but these berserkers proved deadly to Croke settlements as well. 
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USING THE LUGUBRAA 

The Lugubraa are a reliable choice whenever sentries, bodyguards, or 
bouncers are required. Because the creatures wield melee weapons, speak 
in grunting sentence fragments, and are not particularly bright, they can—in 
general terms—be used in situations that might normally call for Gamorreans. 

‘As noted previously, many governments in the Unknown Regions assign 
visitors with a Lugubraa guard as soon as they disembark. Thus, the heroes 
might find themselves stuck with an unwanted addition to their party that 
could prevent them from engaging in illegal activities, but which could prove 
useful when an extra set of muscles is needed. Ditching the escort will only 
attract more attention from local officials, and killing the Lugubraa will bring 
down the full might of the police force. 

Due to their status as a mercenary species, the Lugubraa are likely to 
be involved in any armed conflict that occurs in the Unknown Regions. The 
heroes might be fighting for one faction or another, delivering supplies and 
munitions to the battlefront, or simply trying to escape after their encamp~ 
ment is overrun by an invading army. Any of these scenarios will require them 
to battle their way through a horde of blind Lugubraa warriors. 

Even more dangerous is the spectacle of a planet overpopulated with 
Lugubraa. A treasure hunt or scouting expedition to such a world will reveal 
a landscape covered with wriggling, dying Lugubraa, their mouths affixed 
to rock as they try to drain mineral nutrients, The arrival of the heroes will 
turn these half-starved wretches into alert and active predators suddenly 
salivating for a hot meal. 


Lorgrombo 

Lorgrombo is more than 150 years old and possesses a piercing intellect 
that far outstrips those of his dull-minded peers. The elder Lugubraa works 
as a broker for his horde, booking hundreds of thousands of warriors for 
mercenary-minded clients or negotiating the employment of individual 
bodyguards for personal contracts. 

With more than a century of experience in his genius stage, Lorgrombo 
is one of the most well-connected beings in the Unknown Regions. His deals 
have made him party to every major conflict currently burning across the 
galaxy's western disc, and he knows someone in every starport between Killik 
space and the Ssi-ruuvi Imperium, Many beings underestimate Lorgrombo, 
mistaking him for a typical Lugubraa, but those in the know consider him the 
low-tech fringe equivalent of the great Chiss data library on Csilla. 


Lorgrombo considers himself the great-great-grandfather of his horde, 
since most of them are the splitlings of his splitlings and beyond, He is keenly 
aware of planets where his horde has overrun the native lifeforms and run 
amok on continents or islands. After sadly concluding that such incidents 
are bad for business, he is enlisting adventurers to kill as many Lugubraa as 
possible at such sites, but only after identifying and rescuing any specimens 
who have reached their 50-year intelligence threshold. Lorgrombo, who is 
looking to fill a lieutenant's vacancy, will pay a handsome reward for any 
intelligent Lugubraa returned to his care. 


Lorgrombo cL8 

Medium Lugubraa nonheroic 15/noble 3 

Destiny 1; Force 4; Dark Side 6 

Init +8; Senses darkvision; Perception +22 

Languages Basic, Ebruchese, Killik, Lugubraal, Minnisiat, Rakata, 
Rammocate, Sy Bisti, Tof, Vagaari 

Defenses Ref 14 (flat-footed 14), Fort 17, Will 19 

hp 102; Threshold 22 

Speed 6 squares 

Melee bite +13 (1d4+1) or 

Melee barbed tentacle +13 (1d6+1) or 

Ranged by weapon +12 

Base Atk +13; Grp +13 

Atk Options Pin 

Special Actions Born Leader, Inspire Confidence 

Abilities Str 10, Dex 8, Con 16, Int 18, Wis 17, Cha 14 

Special Qualities lockbite 

Talents Born Leader, Inspire Confidence 

Feats Armor Proficiency (light), Elder's Knowledge, Improved Damage 
Threshold, Improved Defenses, Linguist, Pin, Skill Focus (Knowledge 
[social sciences}), Skill Focus (Perception), Skill Focus (Persuasion), 
Skill Training (Use Computer), Weapon Proficiency (pistols, rifles, 
simple weapons) 

Skills Deception +16, Gather Information +16, Knowledge (social 
sciences) +23, Perception +22, Persuasion +21, Use Computer +18 

Possessions basic clothes, local currency, comlink 


MNGGAL-MNGGAL 


DESCRIPTION 

Mnggal-Mnggal is the whispered horror of the Unknown Regions—a shape- 
less, pitiless creature that toys with its living prey in the way that a felinx 
tortures a dying scurrier. 

It is difficult to describe Mnggal-Mnggal, because if the stories are true, 
it conforms to no known analogue in the University of Sanbra’s catalog of 
intelligent life. It seems apparent that Mnggal-Mnggal is a single being and 
not a species, although at any given moment, it appears in thousands of 
places simultaneously across the galaxy. 

At its core, Mnggal-Mnggal is a thick gray ooze, opaque in color, slimy in 
texture, and smelling of sweet rot. It exists on the surface of the planet Mugg 
Fallow, where it forms a world-ocean that submerges the planet from pole 
to pole, broken only by empty continents covered with petrified forests and 
crisscrossed by rivers of gray. Beneath the surface, Mnggal-Mnggal pools in 
dark grottos and extends its roots into the core of the dead world it calls home. 

As a fluid being, Mnggal-Mnggal is capable of endless shapeshifting, It 
can interact with its surroundings by forming questing pseudopods, fanged 
mouths, and eyes on stalks. It can also break off pieces of its mass into 
crawling worms and flapping batlike creatures. When its constructs have 
served their purpose, they are reabsorbed into the totality of Mnggal-Mnggal. 

If this were the entirety of Mnggal-Mnggal's existence, Mugg Fallow 
would be an avoidable hazard. But the entity can infect other beings with 
bits of itself, then eat at their insides until only shells remain, These puppets 
appear normal at first glance, but closer inspection will reveal their vacant 
gazes, stiff gaits, and (because they do not breathe or have a pulse) utter 
stillness when at rest. 

After consuming the innards of its prey, Mnggal-Mnggal fills every square 
centimeter of the victim's torso, limbs, and head, and it can animate them 
with sufficient precision to pilot an airspeeder, type on a datapad, or carry on 
a conversation. Since such victims no longer possess lungs or vocal chords, 
Mnggal-Mnggal projects its own “voice” from inside the throat, using speech 
that is emotionally flat and possesses a buzzy distortion. 

Bodies kept animated in this state are still corpses and subject to the 
normal process of decay. After a week, a zombie of this type will begin to 
rot, with the grayish essence of Mnggal-Mnggal leaking from the eyes, 
nose, mouth, or ears. 


MOTIVATIONS 
Mnggal-Mnggal has a single, self-aware intelligence. Some who have spent 
time among the petrified forests of Mugg Fallow claim to have conversed with 
it, and they have filled journals with recollections of its dreamlike observations. 
Mnggal-Mnggal speaks in verse, metaphor, and riddles, often using 
ancient languages or adopting forgotten conventions of speech. Some say 
that it is a deceiver and that every word it utters is either a lie or flattery. 
Mnggal-Mnggal tells tales of the Celestials, the Rakata, and the dawn of the 
Jedi, as well as the current plots of conquerors, the locations of lost wonders, 
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and the answers to mysteries that have existed for tens of thousands of 
years. The veracity of this information is unclear. Mnggal-Mnggal relishes 
deceiving the gullible and stringing along the hopeful with truths that will 
remain forever just out of their reach. 

It is clear that Mnggal-Mnggal has malevolent intent. Its primary tactics 
of aggression—infecting other beings and spreading offworld inside their 
husks—do not appear to be based on any sort of survival instinct. Instead, 
Mnggal-Mnggal seems to thrive on the suffering of others. The wrenching 
spectacle of a mother confronted with the reanimated corpse of her own 
child has been repeated on planet after planet, and Mnggal-Mnggal pushes 
the emotional buttons of other beings to persuade them to open airlocks 
and deactivate perimeter fences. 

Mnggal-Mnggal desires control, and the entity has staked its claim to 
thousands of worlds in the great spiral galaxy that it has inhabited far longer 
than the ephemeral beings that are its playthings. Extinguishing individual 
lives appears to be a source of lazy amusement. 


METHODS 
In its raw form, Mnggal-Mnggal is a gelatinous goo that can take any shape. 
Streams and creeping amoebic blobs transport it from place to place; thin 
tendrils and ropy tentacles reach into spaces and operate controls. 
Mnggal-Mnggal's primary method of transference is infecting others 
Beings that encounter a calm pool of gray liquid might be shocked as the 
surface abruptly explodes, with dozens of droplets coating their faces and 
sliding toward their mouth and nostrils. After Mnggal-Mnggal's essence 
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penetrates the cranium, it moves to the internal tissues, consuming blood 
and muscle as it increases its own mass. Within 24 hours, this results in a 
hollowed-out vessel filled entirely with viscous pus. 

The victim, of course, is dead, but the intelligence of Mnggal-Mnggal 
is now in control and can use the body however it desires. Because all are 
animated by the same mind, multiple zombies can essentially communicate 
telepathically as they work together to spew infectious fluid into the faces 
of new subjects. Even animals (in sizes ranging between that of a nexu and 
that of a bantha) can secretly be vessels for Mnggal-Mnggal. 

The “ambush” method of transfer is not the only manner in which 
Mnggal-Mnggal spreads. Small quantities of the gray slime—no larger than 
a bean—can be accidentally swallowed, after which the seed begins a similar 
hollowing (which can take up to a week, due to the greater mass needed for 
conversion). A seed amount can be concealed in food or swirled into a drink 
by an infected victim, or it could be left by a small, wormlike segment that 
finds its way into a galley. 

Those who swallow a piece of Mnggal-Mnggal suffer extreme pain from 
the internal assault. Their strength and stamina plummet, and they register 
Mnggal-Mnggal's sinister intelligence, fully aware of what is happening to 
them. Any substance that induces vomiting can cause the victim to expel 
the Mnggal-Mnggal seed, but only within the first 12 hours after infection. 

The raw ooze of Mnggal-Mnggal is immune to edged and impact weapons, 
and blaster fire causes only minor damage. Killing a pool of Mnggal-Mnggal 
is best accomplished by wide-spray application of fire, acid, poison, or 
noxious chemicals. 


HISTORY 

Mnggal-Mnggal is an ancient creature that claims to have witnessed the 
golden age of the Celestials and their sudden withdrawal from the galaxy 
circa 30,000 BBY. The hyperspatial anomaly that bisects the galaxy would 
easily have been within the capabilities of the Celestials, and some speculate 
that it might have separated Mnggal-Mnggal’s influence from the Celestial 
projects taking place near Corellia, Kessel, and other sites in the eastern disk. 

Mnggal-Mnggal might be extradimensional in origin. Its appearance is 
so alien that some have tied it to reports of shapeless beings from beyond 
known space that have wondrous telepathic and healing abilities. 

Mugg Fallow is the central world inhabited by Mnggal-Mnggal, essentially 
representing its brain. The planet might have been inhabited long ago but 
is utterly lifeless now, with fossilized tree trunks the only lingering relics of 
former organic matter. 

This site where Mnggal-Mnggal first evolved (or arrived) is now entirely 
covered with its slime. A fleet of derelict starships encircles the world in a 
dull metallicring, each one steered into orbit by infected zombies and stored 
there as a macabre decoration, The collection contains vessels from every 
era of space travel, including rare Gree sailships and at least one fully laden 
treasure barge commissioned by Xim the Despot. 


Mnggal-Mnggal has extended its presence onto countless planets, 
moons, and space stations across the Unknown Regions. Since its puppets 
last only a short time before decaying, the most reliable signs of infestation 
are gray pools in caverns and sewer systems. Given time and an absence of 
countermeasures, a world can become as overrun and lifeless as Mugg Fallow 
within a few generations. 

Extended outbreaks are responsible for the decimation of the Viis Empire 
and other game-changing political shifts in the Unknown Regions. The 
Lugubraa and the illusion-casting Croke have fought for decades against 
Mnggal-Mnggal's incursion into their territory, even as they persist in their 
efforts to annihilate each other. Recent reports from civilized space indicate 
that Mnggal-Mnggal has moved beyond the Unknown Regions and onto 
outlying worlds in Wild Space and the Outer Rim Territories, Some observers 
have drawn connections between Mnggal-Mnggal and the plagues created 
under Imperial Project Blackwing. 


USING MNGGAL-MNGGAL 
Mnggal-Mnggal is a clear-cut enemy. The entity is a cruel and evil killer, 
and its actions are not mitigated by the need to feed or reproduce. Almost 
all Unknown Regions inhabitants will support the heroes in burning out an 
infestation of Mnggal-Mnggal, although on particularly primitive worlds, the 
local tribes might take offense to anyone angering the “rot god." 

Common throughout the Unknown Regions, Mnggal-Mnggal can be 
placed on any world of the Gamemaster's choosing. Most likely, first encoun- 
ters occur through infected zombies, which might replace the residents of a 
space depot, a contact the heroes are supposed to meet, or an old friend that 
one of the characters will recognize from a previous encounter. Interactions 
with these victims consistently feel “off," with distinctive signs that include 
communicating without speaking, moving in choreographed patterns, and 
speaking with unearthly voices. Some puppets might be partially decayed 
and ooze gray fluid. 

It is a certainty that such victims will try to infect the heroes by luring 
them close enough to strike their faces with tendrils of ooze. Shooting or 
cutting apart a zombie might cripple the host body but will only release 
Mnggal-Mnggal in its raw form, which will be immune to similar attacks. 

A more subtle assault can result from the ingestion of a small piece of 
Mnggal-Mnggal. This fate might befall a GM character traveling aboard 
the heroes’ ship. If the condition goes untreated, the victim will transform 
into a zombie at the worst possible moment, such as in the middle of 
hyperspace navigation, a tricky asteroid transit, or an intense exchange of 
space dogfighting. 

No one knows whether Mnggal-Mnggal can be killed, but a strike on 
the planet Mugg Fallow would be a logical move. The ships in orbit above 
the site include a few that are bursting with volatile arsenals stored next 
to leaking antimatter engines. Such a vessel, if nudged out of orbit into a 
collision with the planet beneath, could trigger a chain reaction that might 
destroy Mugg Fallow. 


Most cultures in the Unknown Regions are aware of Mnggal-Mnggal, 
although few understand its true nature and instead embellish the sparse 
facts with legend. The Chiss data library on Csilla has the most comprehensive 
collection of Mnggal-Mnggal lore, including the entity's purported origins 
and the coordinates of Mugg Fallow. The Chiss Ascendancy will pay a bounty 
to adventurers for clearing sites of infestation, and they will readily supply 
a list of candidate locations if asked. 


Mnggal-Mnggal 

In its pure state, Mnggal-Mnggal can be found in subterranean pools. It 
fights off visitors by generating batlike fliers and thrashing pseudopods, all of 
which attack by going for the face. Droids (or fully armored characters) that 
cannot be infected in this fashion are instead immobilized and torn apart. The 
gelatinous form of Mnggal-Mnggal can be encountered in amounts as small 
as a cupful or as large as deep lakes that extend to the horizon. 


Mnggal-Mnggal cL8 

Medium* beast 8 

Init +6; Senses darkvision; Perception +11 

Languages Mnggal-Mnggal plus any languages spoken by its host 

Defenses Ref 15 (flat-footed 13), Fort 12, Will 12 

hp 52; DR 5; Threshold 12 

Speed 6 squares 

Melee unarmed (pseudopod) +6 (1d4+4) 

Ranged flying fragment +8 (1d6+4) 

Fighting Space 1 square; Reach 1 square 

Base Atk +6; Grp +8 

Atk Options Running Attack, Trip 

Abilities Str 10, Dex 15, Con 14, Int 10, Wis 14, Cha 6 

Special Qualities amorphous, Mnggal-Mnggal seed 

Feats Force Sensitivity, Running Attack, Trip 

Skills Perception +11, Use the Force +2 

Amorphous—Raw quantities of Mnggal-Mnggal have no defined shape 
and can alter their forms at will within the limitations of their current 
sizes. Such alterations can include the creation of pseudopods for 
combat or tendrils for grasping and tripping targets. Mnggal-Mnggal is 
not a natural mimic and cannot imitate or copy other creatures or alter 
its natural color. 

Flying Fragment—As a swift action, Mnggal-Mnggal can separate 
fragments from a larger form that fly through the air as a ranged 
attack. These flying fragments can remain airborne for the duration 
of an encounter before becoming reabsorbed by the larger form. 
Additionally, as a move action, Mnggal-Minggal can divide into two 
forms that are each one size smaller than the single form, or two forms 
can merge to become one form that is one size larger. 


Mnggal-Mnggal Seed—Mnggal-Mnggal seeds allow the entity to take 
over the forms of other creatures. Once every four hours, make an 
attack roll at 1d20+6 against the Fortitude Defense of a creature that 
swallows a Mnggal-Mnggal seed. After 12 hours, increase the attack 
roll to 1d20+10. If an attack misses, the seed continues to attack until 
physically removed from the creature's body. If an attack succeeds, 
each hour, the target takes 1d12 points of damage and moves ~1 step 
on the condition track. Once the target reaches 0 hit points or the 
bottom of the condition track, it is effectively consumed and becomes 
a Mnggal-Mnggal zombie (see below). 

*Mnggal-Mnggal essence in its natural form can range in size from Tiny to 
Colossal. Apply size modifiers as needed. 


Mnggal-Mnggal Zombie 

In the case of a zombified puppet, Mnggal-Mnggal is concealed inside the 
hollow shell of a formerly intelligent being or an inconspicuous animal. 
Such subjects have stiff movements (which are coordinated among multiple 
victims at once), speak in telltale buzzing voices, and share instantaneous 
communication with other Mnggal-Mnggal zombies. The following statistics 
represent a typical Mnggal-Mnggal zombie. Mnggal-Mnggal zombies of 
creatures with unique physiological attributes (such as natural weapons and 
armor) may have additional attacks, defenses, and special qualities. You can 
adjust a Mnggal-Mnggal zombie statistics block to include those attacks and 
special qualities to better reflect the true nature of the host. 


Mnggal-Mnggal Zombie cL8 
Medium* beast 8 

Init +3; Senses darkvision; Perception +11 
Languages Mnggal-Mnggal 

Defenses Ref 12 (flat-footed 12), Fort 12, Will 12 
hp 52; DR 5; Threshold 12 

Speed 6 squares 

Melee unarmed +6 (1d4+4) 

Ranged by weapon +5 

Fighting Space 1 square; Reach 1 square 

Base Atk +6; Grp +6 

Atk Options Running Attack, Trip 


Abilities Str 10, Dex 8, Con 14, Int 10, Wis 14, Cha 8 

Feats Force Sensitivity, Running Attack, Trip 

Skills Perception +11, Use the Force +2 

*The zombie's size matches that of the consumed victim. Apply size 
modifiers as needed. 
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RAKATA 


DESCRIPTION 

The Rakata are perhaps the most important species alive for professors of 
planetary archaeology and xenoanthropology. They are a link to a long-ago 
past that changed the galaxy forever. 

At first glance, the Rakata do not seem quite so epic. They are smooth- 
skinned humanoids with tall craniums and protruding eyes that jut from each 
side of the head on short stalks. Bipedal in form, the Rakata have three-digit 
hands tipped with claws for digging through packed dirt. 

The Rakata are uniformly lean and close to the same height. It can be 
difficult for outsiders to distinguish between them, although females typi- 
cally have more slender builds. 

Nearly all Rakata have gray or reddish-gray skin, a trait of the dominant 
lineage that survived the ancient plague that thinned their numbers. Very 
rare are representatives of near-extinct Rakata breeds such as the black 
Bukesek of Lehon’s volcanic sands, the crimson-striped Ikalik from the blade 
glades, and the pale blue Droot that originated in the equatorial tidal coves. 

Circa 30,000 BBY, the Infinite Empire of the Rakata achieves galactic 
dominance due to the species’ natural Force-sensitivity and the Force-attuned 
technology that provides perpetual energy and hyperspace travel. But the 
plague that decimates their empire also severs their link to the Force. Modern 
Rakata are Force-blind, and they hunger for a way to restore their connection. 

Rakata speak their native tongue, which is also called Rakata, but they are 
intelligent and pick up new information quickly. The members of the priest 
class, who spend much of their time deciphering dead texts, are more likely 
to understand the speech of newcomers. 

Rakata priests wear long robes and electronic control devices on their 
forearms. Warriors wear angular plastoid armor and carry shock lances. 
Members of primitive tribes might wear armor made of wood and twine and 
brandish fire-blackened spears. 

For details on Rakata species traits, see page 18 of the Knights of the Old 
Republic Campaign Guide. 


MOTIVATIONS 
The Rakata are conquerors. Within a scattering of far-flung planets that 
crosses the entirety of the Unknown Regions, Rakata still play out this ancient 
struggle. The more barbarous tribes within the “Rakatan Archipelago,” such 
as those inhabiting the planets of Fitomp or Hilak, believe that their worlds 
represent all of creation and make war against other native species. On more 
enlightened worlds, such as Makatak and Tulpaa, the day-to-day bloodshed 
is lessened, but the desire to reclaim lost glories is as powerful as ever. 
Most would agree that the Rakata show no outward signs of malice. Yet 
their species once ruled the galaxy through slavery and genocide, and their 
violent cores still erupt to the surface if pushed. An enraged Rakata cannot 
be reasoned with and will ignore its own injuries in a wild effort to destroy 
those it believes to be its enemies. 


Even on the most backward planets, a schism exists between “those who 
fight" and “those who build.” Warriors are darkly suspicious of priests who 
harness forces beyond comprehension, and priests are wary of warriors who 
have more muscle than brains. 

On some planets, the Rakatan priest and warrior classes have united to 
wield the wonders of their forebears, including planetary disruptor fields, 
builder droids, and skipships. On other outposts of the Archipelago, the 
priests (also known as Elders) make war against one another using arsenals 
that they barely understand, leaving the landscape pitted and glowing with 
radioactivity. 

All Rakata long to restore the Force connection that vanished many mil- 
lennia ago. They can feel the loss on a spiritual level, speaking of a black hole 
in their chests that consumes life, contentment, and happiness. For priests, 
there is also a practical aspect, since ancient tech cannot be operated to its 
fullest potential by one who lacks aptitude for the Force. 

Scientists among the priest class experiment with living beings in an 
attempt to discern the Force's essence. Such trials include dissecting animals 
and grafting plant tissue into prisoners’ bodies. The crimes of Rakatan vivi- 
sectionists drive the species’ monstrous reputation in the Unknown Regions, 
and such brutality is one reason why indigenous populations fight so fiercely 
to be rid of their Rakatan overmasters. 


THE RAKATA 


METHODS 

In the Unknown Regions, the Rakata can range from rock-throwing primitives 
to apocalyptic mad scientists, The difference is their technology. Tribes with 
the ability to keep old Rakatan tech functional can unleash powers seemingly 
supernatural in scale, However, their Force-blindness means that the Rakata 
can operate the machinery at only a fraction of its desired functionality. 

Some, particularly the Elders of the Makatak and Tulpaa tribes, have 
exhumed buried skipships and become starfarers once more. Just as in 
ancient times, the drives of their vessels work by zeroing in on worlds that 
have high Force concentrations, although the Rakata now lack the ability 
to control this process. The Makatak and Tulpaa have become embroiled in 
a resource fight as each pushes for control over the same life-rich planets. 

Upon reaching a new world, the typical Rakata response is to enslave 
as many natives as possible with a technological show of force, then use 
the same equipment to strip-mine the site of metals, ores, compressed 
gasses, and radioactive plasma. Because the skipships typically arrive at 
rich, unspoiled biospheres, the Rakata have seldom needed to deal with 
advanced civilizations. 

The Makatak and Tulpaa Elders continue to tinker with crumbling Raka- 
tan inventions, puzzling out a way to unlock old mind traps—prison boxes 
that contain an infinite expanse of white nothingness. The two tribes are 
even competing to complete construction on scaled-down versions of 
the great Star Forge that once supplied the Infinite Empire with endless 
battle machines. 

Many tribes that fled the collapse of the Infinite Empire took their slaves 
with them. Tens of thousands of years later, their descendents are still in 
service. Slave species in the Rakatan Archipelago include representatives 
of Infinite Empire worlds in the pre-Republic era, such as the Wookiees of 
Kashyyyk, the Selkath of Manaan, and the Selonians of the Corellian System. 


Overbreeding among the slaves has led to sickly genetic deformities. 
The Wookie slaves of Malata, for example, are stoop-shouldered and 
hairless, with long front incisors to gnaw timber thickets. Rakatan guard 
beasts are similarly mutated but still come from recognizable stock. On 
Persappa, blue-spotted, amphibious rancors lurk in bubbling brew pools, 
and the bamboo patches of Griwstrick house scurrier-sized offshoots of 
the Corellian sand panther. 


HisTORY 

Long before the rise of the Republic, the Rakata build their Infinite Empire. 
Centered on the Rakatan homeworld of Lehon in the Unknown Regions, the 
Infinite Empire soon expands by thousands of light years in every direction. 

Their natural Force-sensitivity (perhaps even their predisposition toward 
the dark side) allows them to make machines that operate in the same way. 
Rakatan Force-drives give power to skipships that hopscotch between worlds 
rich in life, leading to an empire with a spotty, patchwork appearance. The 
Rakata enslave all they find and alter the ecosystems of worlds such as 
Tatooine, Kashyyyk, and Vagar Praxut. 

By 30,000 BBY, the Infinite Empire reaches its height, stripping bare such 
planets as Duro and Morseer and forcing the Coruscantis and Corellians 
to build weapons of colossal scale. Rakatan forces defeat the era's other 
major powers, including the Gree and the Kwa, and only the double blow 
of a plague and a civil war weakens their hold sufficiently to permit a slave 
revolt in 25,200 BBY. 

The plague also strips the Rakata of their Force-sensitivity. Blind to the 
energy of the universe, many go mad. Before long, Rakata all but vanish from 
the eastern disk, with the exception of a few holdouts in the Tion Cluster. 

In the Unknown Regions, Rakatan tribes steal whatever they can carry 
from the storehouses of Lehon’s idle Star Forge and flee in advance of a 
nuclear war between the warriors and the priests. These refugees fan out 
to settle what comes to be known as the Rakatan Archipelago. 
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Lehon returns to prominence in 3956 BBY, after Darth Revan reactivates 
the Star Forge and triggers the Jedi Civil War. But the planet's population 
continues to dwindle, and by 1000 BBY, the Rakata are believed extinct. 

No Republic surveyors have ever located the Rakatan Archipelago, Many 
local species have been abused by this pocket civilization, but other powers 
in the Unknown Regions have largely remained ignorant of the threat, But 
if the Rakata find a way to restore their primeval technology, the Infinite 
Empire could rise once more. 


USING THE RAKATA 

The Rakata are solid antagonists for adventures centered around archaeologi- 
cal scouting or treasure hunting, No matter how primitive a Rakatan tribe 
might appear, the species once ruled the galaxy, and its current members 
are likely sitting on artifacts of unimaginable power that would be worth 
millions of credits to museums, scientists, or private collectors. 

The Rakatan Archipelago is a diffusion of unaligned worlds, and few 
people are aware of its existence, Finding a specific site might be a painstak~ 
ing ordeal of following clue after clue, but a Force-sensitive hero can provide 
a handy shortcut if the character knows (and is able) to scan for worlds with 
strong Force signatures. 

On any given planet, Rakatan tribes can be archaic or relatively advanced. 
Some might have activated planetary disruptor fields that disable incoming 
starships and force crash landings. Members of the Rakatan warrior class will 
want to kill newcomers, whereas priests might be intrigued by the visitors’ 
gadgetry. They will be overjoyed if one of the heroes can touch the Force and 
will make every move to enslave the subject for experimentation. 

The Makatak and Tulpaa tribes are home to the most advanced Rakata 
in the Unknown Regions. Both are constructing small (half-kilometer) Star 
Forge orbital factories, which could be the targets of sabotage for the heroes. 
Both tribes possess dozens of mind trap prisons that can be unlocked only by 
use of the Force. Ifa hero helps the Rakata open one, the trap will disgorge 
Sharu criminals, Kwa super-soldiers, and other unhinged killers locked away 
since the pre-Republic era. 


Elder Ruthic 

Elder Ruthic is an unusual Rakata—a priest with the skills of a warrior. She 
became head of the Tulpaa tribe by exiling the former leaders into the empty 
eternity of a mind trap. 

Unique among Rakata, she has been growing closer to the Force with each 
passing year. This development has given her great insight into the technology 
of her ancestors, and her tribe now sends hundreds of skipships to scour the 
Unknown Regions for slaves and resources. Meanwhile, the metal skeleton 
of a new Star Forge is taking shape in the skies above Tulpaa. 


Ruthic is very bright and not given to anger or excess. The tribal leader 
realizes that the generations before her failed to use all the power available 
to them, and she is determined to uncover every lost secret. Because her 
emerging Force-sensitivity appears to be a fluke, she has ordered her priests 
to cut apart healthy slaves to determine if the Force lies in their blood, their 
organs, or their brains, 

Elder Ruthic is protected by two Gengh-Noghri wherever she goes. These 
offshoots of the Noghri species, brought to Tulpaa from Honoghr's slave 
stock, are over 2 meters in height and have massive crocodilian heads filled 
with flesh-tearing teeth. 

Lurking in the shadows of her ruling temple is Raspir, a pure-blooded Sith 
released from a mind trap prison when Ruthic banished her opponents to 
the same device. Raspir once served Sith King Adas as a court magician. As 
a practitioner of dark Sith magic, he has given Ruthic wise advice on how to 
bend the creation engines of the Star Forge to her will. 


Elder Ruthic cL7 

Medium Rakata noble 4/soldier 3 

Destiny 1; Force 6; Dark Side 2 

Init +9; Senses Perception +16 

Languages Basic, Minnisiat, Rakata, Rammocate, Sy Bisti, Vagaari 

Defenses Ref 20 (flat-footed 18), Fort 20, Will 22 

hp 61; Threshold 20 

Speed 6 squares 

Melee combat gloves +8 (1d6+6) or 

Melee quarterstaff +8 (1d6+6) or 

Melee quarterstaff +3/+3 (1d6+6) 

Ranged by weapon +7 

Base Atk +6; Grp +7 

Atk Options Dual Weapon Mastery |, Instinctive Attack, Melee Smash, 
Stunning Strike 

Special Actions Born Leader, Inspire Confidence 

Abilities Str 12, Dex 13, Con 13, Int 15, Wis 16, Cha 16 

Special Qualities ancient knowledge, rage 

Talents Born Leader, Inspire Confidence, Melee Smash, Stunning Strike 

Feats Armor Proficiency (light), Dual Weapon Mastery |, Force Sensitivity, 
Instinctive Attack, Linguist, Martial Arts |, Skill Focus (Perception), 
Skill Focus (Persuasion), Weapon Focus (simple weapons), Weapon 
Proficiency (simple weapons) 

Skills Deception +11, Gather Information +11, Initiative +9, Knowledge 
(life sciences) +10, Knowledge (social sciences) +10, Perception +16, 
Persuasion +16, Treat Injury +11, Use the Force +6 (untrained) 

Possessions ceremonial garb, ceremonial staff, ceremonial gloves (as 
combat gloves) 


SORCERERS 
OF RHAND 


DESCRIPTION 

The Sorcerers of Rhand live deep in the Unknown Regions, hidden by the 
red flow of the Perann Nebula from any disciples of the dark side who wish 
to tap their knowledge. Their reclusiveness is a blessing, for if the Sorcerers 
were to unleash the full entropic power of what they call the Dark, the entire 
galaxy might come to ruin. 

The Sorcerers have no uniform appearance and are not presumed to be 
members of the same species. Yet no one is clear on what, exactly, the Sorcer- 
ers are. Succate, a chronicler from Carrivar, assembled the largest collection 
of information on the Sorcerers 80 years before the Battle of Yavin. According 
to her recounting of a meeting in the central ruin of Rhand, each Sorcerer 
manifests in a unique state of disassembly and decay. One lacked skin and 
oozed bodily fluids with every step. One was merely a blackened skeleton. 
Another appeared to have been turned inside out, with clean white teeth 
poking jaggedly from a raw mass of a head. A fourth existed as a long ribbon 
of flesh that swirled and coiled throughout the Rhandite receiving chamber. 

Succate could not determine whether these were mortal beings that 
had been transformed into such states, supernatural entities that had taken 
strange forms, or simply illusions. But despite their unsettling appearance, 
the presence of additional black-cloaked figures hovering on the periphery 
engendered even more dread—for Succate's imagination conjured even worse 
horrors that might lie beneath their black folds. 

Most Sorcerers appear to walk on two legs, but some hover above the 
ground at a height of half a meter, the hems of their robes dangling above 
the cold stone, Others have four or more legs and scuttle close to the floor 
with heavy blankets draped over their backs. A few rare members of the order 
flap high above their gatherings on wings, unwilling or unable to descend 
to ground level. Meeting an assemblage of Sorcerers is a disorienting and 
sometimes terrifying experience. 


MOTIVATIONS 

An overriding faith in the Dark motivates the Sorcerers of Rhand. This con- 
cept, unrelated to the Force practiced by the Jedi and Sith, is interpreted to 
mean the ultimate end of all existence. Scientists refer to the Dark as the 
concept of entropy, and others brush against its meaning when they complain 
that “things fall apart.” But the Sorcerers of Rhand believe that the Dark is 
everything, and therefore the only true source of power. 

The greatest civilization, the grandest palace, the noblest warrior— 
everything collapses, crumbles, and dies. Destruction is inevitable. Nothing 
escapes its grip, not even the universe itself. Most beings spend their time 
building institutions and making rules, revealing themselves in the Sorcer- 
ers’ eyes as small-minded children. In time their work vanishes, unmourned 
and unremembered. 


SORCERER OF RHAND 
SPECIES TRAITS 

The Sorcerers of Rhand are united by a common condition rather than a 
shared genetic code. Although they retain a semblance of their original 
forms, they are twisted beyond the natural abilities of their native species. 
They are transformed over time and adapt to take on the following traits: 

Ability Modifiers: -2 Strength, -2 Dexterity, +4 Intelligence, +2 
Wisdom, -2 Charisma. Sorcerers lose their physical attributes in exchange 
for increased mental abilities. 

Medium Size: As creatures of Medium size, Sorcerers have no special 
bonuses or penalties due to their size. 

‘Speed: Sorcerer base speed is 6 squares. Some are known to hover 
mysteriously instead of walk. 

Bonus Feat: Sorcerers gain the Force Sensitivity feat for free. 

Dark-Infused: Sorcerers gain the Force Training feat for free, but half 
‘the Force powers selected with this bonus feat must have the dark side 
descriptor, and none can have the light side descriptor. 

Repulsive Appearance: The Sorcerers’ repulsive physical appearances 
allow them to reroll Persuasion checks to intimidate and take the better 
result. They also gain a +5 bonus to their Will Defense when others 
attempt to use the Persuasion skill against them. 

Special Qualities: Each Sorcerer gains from one to three special 
qualities unique to his or her relationship with the Dark. Create these 
qualities, or select one or more using the Creature Generator on page 89. 

Automatic Languages: Basic plus many others. Sorcerers are often 
versed in a multitude of tongues. 


The Sorcerers are realists. They understand that the power of destruc- 
tion, coupled with time, has more ability to change the universe than any 
effort of creation. They devote their efforts to understanding its purpose and 
ultimately divining a way to become agents of the Dark. By manipulating the 
forces of destruction, they can bring their enemies to ruin. 

The Dark also brings with it a kind of future sight. If all things come to 
an end, and if the Sorcerers possess an understanding of the Dark, then they 
can see its effects forward and backward throughout time. By selecting or 
rejecting specific paths of destruction, the Sorcerers can bring about any 
event they desire. 

The Sorcerers understand that the power does not lie with themselves. 
As living beings, they are only temporary constructs to be chewed apart by 
the Dark. But by riding its omnipotent potential, they can follow it to places 
of their choosing. 

The most devout among the Sorcerers of Rhand believe that they can 
join their consciousnesses with the Dark when their mortal bodies rot. In 
this form, they will bring oblivion to the very stars until everything ceases 
to exist and the universe undergoes heat death. 
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The Sorcerers do not care about the traditions of the Jedi and the Sith. 
The idea of a “Force” with a light side and a dark side strikes them as quaint 
and naive. When they tap into the Dark, they are not communicating with 
an energy field created by living things (by definition, a fleeting, transitory 
trifle) but with the fundamental law of reality. 


METHODS 
The reclusive Sorcerers have never been spotted definitively outside the 
twelve star clusters of the Nihil Retreat that form a protective bulwark 
around the Perann Nebula. However, their techniques allow them to operate 
from remote distances, and it is not known how many catastrophes in the 
Unknown Regions have been perpetuated by their meddling. 

Chief among their tools is the gift of Darksight, which allows a Sorcerer 
to see the future as a branching path—each path defined by the forces of 
destruction that trigger change. A Sorcerer can choose a path and encourage 
the inevitability of that future (and its associated outcomes of death and ruin). 

The Sorcerers also wield a type of battle meditation that is essentially a 
more immediate expression of Darksight. While viewing armies 
engaged in warfare, a Sorcerer can sense how close each 
soldier is to death and nudge individuals into decisions 
that bring about their immediate annihilation. 

A more direct method of control also exists 
through the use of Nihil smokestone, a native mineral 
with the ability to act as a mental transmitter and 
receiver. By imprinting slaves with smokestone—via 
skull implants or removable cranial harnesses—one 
Sorcerer can control a horde of so-called Pawns. The 
controlling Sorcerer is required to wear a shadow 
crown made from smokestone, but he or she gains the 
ability to receive the collective sensory input of the 
Pawns or give them primal commands (such as kill, 
run, or feed). Pawns can also be directly controlled 
like the marionettes of a puppeteer. 

Finally, in the rare event that the Sorcerers are 
threatened in a face-to-face confrontation, they 
have mastered an arcane technique for channeling 
the Dark in a sustained, directed burst. A Darkshear 
strike causes the victim to suffer the cumula- 
tive damage of years of atrophy. Armor becomes 
rusted and brittle, power cells drain, and machinery 
jams. Individuals can age 30 years in an instant, 
and individual body parts—a heart, a lung, a knee 
joint—might fail in the midst of battle. The damage 
can sometimes be reversed with bacta, but it might 
require prosthetic replacement. 


HISTORY 

According to Succate's annals, the Sorcerers are the culmination of three 
ancient philosophical schools. The first is the Knell of Muspilli, a death cult 
from the moon trees of the Gunninga Gap that transcribed the Taurannix 
Codex to call forth apocalyptic deities from beyond the Gap's spatial fissure, 

The second school is the Kanzer Exiles, a fanatical flock of reptilians led 
by the Lord Ravager Korman Lao. These exiles expanded their faith through 
mental enslavement and built a world-sized temple near the Valtaullu Rift. 

The third school is an offshoot of the Warriors of the Shadow—Taung 
soldiers beaten by the Battalions of Zhell in the prehistory of Coruscant. 
After surviving the war and a volcanic plume of ash that filled the skies for 
two years, the priestly sisterhood of the Taungs fled to the Unknown Regions 
to seek atonement through meditation and insight. 

Thousands of years bring about the merging of these belief systems on 
the worlds of the Nihil Retreat near the Perann Nebula. Deep within the 
nebula itself, on the planet Rhand that gives the new movement its name, 
the greatest Sorcerers take up residence in the dark ruins of a long-dead 

species. Outposts and monasteries on the twelve planets of the Nihil 
Retreat come to be populated by acolytes of the faith (known as 
Rhandites), who have not yet attained true insight into the Dark. 
Prior to the Battle of Yavin, Lord Cronal, Director of Imperial 
Intelligence and one of Emperor Palpatine’s trusted Hands, 
gains understanding of the Dark from the Sorcerers of Rand. 
Cronal renames himself Blackhole, signifying his desire to 
become an event horizon to draw all life into the Dark’s abyss. 
Unlike the Sorcerers, Cronal augments his knowledge with Sith 
secrets from Korriban and the teachings of the Prophets of 
the Dark Side on Dromund Kaas. 
In 5 ABY, after using his warrior-puppet Lord Shadow- 
spawn to devastate the Inner Rim, Cronal attempts to seize 
control of Luke Skywalker during the Battle of Mindor. 
‘Skywalker thwarts his efforts and Cronal vanishes, later 
appearing in Imperial service in a greatly diminished 
capacity. 


USING THE 
SORCERERS OF RHAND 
The Sorcerers of Rhand can offer temptation to any Force- 
user. Their philosophy—based not on living things but on the 
literal end of existence—could prove supremely seductive 
to a dark sider, or an object of unpleasant but necessary 
curiosity to a Jedi who wishes to gain understanding on how 
to reconcile the Dark with the concept of the Unifying Force. 
The Sorcerers are rumored to possess Rakatan forges, 
Taurannix chapbooks, and other relics from throughout the 
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Unknown Regions. All such items have inherent dark side power and could 
sell for thousands of credits to collectors in civilized space. 

Because the Sorcerers never leave the edges of the Nihil Retreat, the 
heroes must come to them. Reaching the Retreat requires a long journey 
through an empty region of space. With the right cover story, any of the 
Retreat's worlds might accept the heroes as new disciples or pilgrims. Oth- 
erwise, the adventurers might find their ship under attack from Darkshear 
asa Sorcerer ina nearby orbital platform directs waves of entropy to loosen 
bulkhead weldings and pop open airtight compartments. 

True Sorcerers are rare on the Nihil Retreat worlds, and the acolytes that 
live there are little more than obedient thugs. Reaching Rhand inside the 
Perann Nebula is impossible without specific coordinates obtained at the 
Retreat (or the guidance of a Force-user). The Sorcerers in the relic-strewn 
ruins are hallucinatory to behold and nightmarish to fight. Fortunately, they 
still are vulnerable to blaster fire. 


Blessed Toxmalb 

One of the oldest members of the Sorcerers of Rhand, Blessed Toxmalb 
inhabits the High Tower Observatory of Rhand's central ruin. He is a tall, 
bipedal being with sunken holes for eyes and chalky gray skin. Upon closer 
inspection, his "skin" is revealed to be nothing but powdery flakes that shed 
in dry rivulets, giving him a perpetually melting appearance. 

Beneath this shifting layer nest hundreds of tiny flies that buzz about his 
head and bury themselves in his cheeks. The flies do not bite, but if directed 
by Toxmalb, they form a cloud around an enemy's head to force choking 
and suffocation, 

Toxmalb is known as the Rhandite Lorekeeper and stores treasures in 
his aerie for translation, He speaks in a dry croak and is fluent in hundreds. 
of languages, Although Blessed Toxmalb is most often encountered in his 
crumbling tower, he sometimes provides his services to visitors as a guide 
through the frightening and mind-bending sights of Rhand. In this same 
capacity, he drops in on the twelve worlds of the Nihil Retreat. 

Toxmalb is skilled in the ways of the Dark and has attained his position 
through a century of Darksight path-walking. He wears a shadow crown 
buried beneath the skin flakes of his forehead, used to control up to a hundred 
Pawns scattered across the Retreat's worlds. Although the Pawns possess no 
true Dark abilities, they serve as an advanced warning system to alert Tox- 
malb to any danger, and he frequently throws them away as cannon fodder. 


Blessed Toxmalb CL 16 

Medium Sorcerer of Rhand noble 7/Force adept 5/Force disciple 4 

Destiny 3; Force 9 (Strong in the Force); Dark Side 16 

Init +8; Senses low-light vision; Perception +21 

Languages Anzat, Basic, Cheunh, Dromnyr, Ebruchese, Killik, Minnisiat, 
Sy Bisti, Tof, Vagaari, and many others 

Defenses Ref 30 (flat-footed 30), Fort 30, Will 36 

hp 80; Threshold 35 


Immune mind-affecting effects 


Speed 6 squares 

Melee unarmed +10 (1d4+7) 

Ranged by weapon +11 

Base Atk +11; Grp +11 

Special Actions Channel Aggression, Channel Anger, Embrace the Dark 
Side, Force Perception, Power of the Dark Side, Presence, Telekinetic 
Savant, Weaken Resolve, Visions 

Force Powers Known (Use the Force +16): dark rage, farseeing, Force 
disarm, Force grip, Force lightning, Force slam, Force thrust, mind trick, 
move object (2), rebuke (2) 

Force Secrets Devastating Power, Multitarget Power, Shaped Power 

Force Techniques Force Point Recovery, Improved Telepathy 


Abilities Str 8, Dex 10, Con 11, Int 18, Wis 16, Cha 6 

Special Qualities darkflies, indomitable, prophet, repulsive appearance 

Talents Channel Aggression, Channel Anger, Embrace the Dark Side, 
Force Perception, Power of the Dark Side, Presence, Telekinetic Savant, 
Weaken Resolve, Visions 

Feats Force Boon, Force Sensitivity, Force Training (3), Improved Damage 
Threshold, Improved Defenses, Linguist, Skill Focus (Knowledge 
[galactic lore]), Skill Focus (Perception), Skill Training (Knowledge [life 
sciences]), Strong in the Force, Weapon Proficiency (pistols, simple 
weapons) 

Skills Deception +11, Gather Information +11, Knowledge (bureaucracy) 
+17, Knowledge (galactic lore) +17, Knowledge (life sciences) +17, 
Knowledge (physical sciences) +17, Knowledge (social sciences) +17, 
Perception +21, Persuasion +11, Use Computer +17, Use the Force +16 

Possessions decaying robes, shadow crown 


Darkflies—Upon command, a swarm of darkflies erupts from Toxmalb's 
head and attempts to choke or suffocate one living target within 12 
squares of Toxmalb. The darkfly swarm moves at speed 8. Make an 
attack roll at 1420410 against the target's Fortitude Defense. If the 
attack succeeds, the target takes 1d8 points of damage and moves -1 
step on the condition track. If the attack fails, the target takes half 
damage and does not move on the condition track. Treat as 15th-level 
creatures of Fine size (see the tables on pages 90 and 91). 

Shadow Crown—A shadow crown is a smokestone circlet that enables 
a Sorcerer of Rhand to communicate with and command its Pawns 
(which have been imprinted with smokestone) by enhancing the 
Sorcerer's telepathic abilities. The wearer of the crown must have 
‘the Force Sensitivity feat. As a swift action, the wearer can receive 
sensory information from any or all of its Pawns, gaining a +2 bonus 
to Perception checks for every Pawn within 12 squares or within line of 
sight (maximum bonus of +10). The wearer can also issue a one-word 
emotive command to any or all of its Pawns. 
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Ssi-RUUK 


DESCRIPTION 

The Ssi-ruuk are bipedal, warm-blooded reptilians that feed on living animals. 
Standing up to 2 meters tall, they are powerfully built and breathtakingly 
swift predators. Ssi-ruuk warriors can pounce on enemies from great dis- 
tances, pin them under their bulk, and pick them apart with their sharp beaks. 

The volcanic jungles of Lwhekk gave rise to two related (but genetically 
distinct) intelligent species: the Ssi-ruuk and the P'w'ecks. The latter are 
smaller and dull colored, with droopy, tail-dragging gaits. By contrast, the 
Ssi-ruuk seem vibrant and alive, running with their powerful tails held out 
for counterbalance and nostrils flickering with scent-tongues to detect odors 
with crystal clarity. They resemble miniature versions of many of Lwhekk’s 
jungle predators, which can grow to heights of 10 meters. 

Their shimmering scales come in one of several brilliant hues: blue, gold, 
yellow, red, green, or black. All are outward signs of caste membership, 
as are the dull brown scales that result from interbreeding between two 
distinct castes. 

Ssi-ruuk have triple lids protecting each eye, allowing them to see in 
low-light conditions while protecting their vision from sudden flashes. They 
speak in a melodic interplay of whistles, trills, and honks, with pitch changes 
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that are difficult for non-Ssi-ruuk to emulate. Their three-digit claws can 
manipulate machinery and slash open soft skin, and the Ssi-ruuk often hold 
objects in their mouths as a sort of third hand. 

Most often, the green-scaled warrior caste are the Ssi-ruuk first encoun- 
tered by outsiders. These warriors are taller, broader, and more heavily 
muscled than other breeds. They are heavily armed while out in the field 
and might carry ion stunners and long-barreled energy rifles. Warrior squads 
keep in touch with one another through earpiece communicators and use 
their powerful tails as blunt weapons. 

The Ssi-ruuk do not wear clothing or armor, but they are known to carry 
packs, belts, and bandoliers. 


MOTIVATIONS 

Ssi-ruuvi society is driven by religion, and the ancient text at the heart of 
their faith is the Gnnoch—a pictoglyph etched into the volcanic rock in the 
throne room of the ruling palace. The G'nnoch Holy Myth tells the story of 
the four eggs of creation. The first hatched the deities Ssi and P'w'itthki, and 
the second and third eggs birthed each god's children. After a civil war, the 
children of P’w'itthki agreed to serve the followers of Ssi for all time. The 
fourth egg manifested as a home for the spirits of the dead. 

This “fourth egg"—the Ssi-ruuvi afterlife—explains the species' expan- 
sionist streak and its strange caution and occasional panic. Other planets 
are considered world-eggs ripe for the taking, but unless they have been 
consecrated ina holy ceremony, any Ssi-ruu that dies on such unclean soil is 
doomed to wander the stars for eternity. Of course, while traveling in space 
from one world to the next, the Ssi-ruuk are not on consecrated ground, so 
an interstellar journey is one of exceptional spiritual bravery. 

The logical conclusion to this dilemma is to have others fight on their 
behalf, and the Ssi-ruuk long ago perfected the technology for doing just 
that. Entechment is the process of draining an individual's life energy and 
using it to power a computer system or a droid starfighter. These ghost 
soldiers retain just enough consciousness to target enemies and respond to 
changing battle conditions, but the horror of their situation eventually causes 
their brain patterns to degenerate into madness. This deterioration does not 
bother the Ssi-ruuk in the least, but it requires them to continually replenish 
their entechment batteries with new energy. Because the act of acquiring 
victims requires combat that, in turn, uses up thousands of enteched battle 
machines, Ssi-ruuvi expansionism is inefficient and fragile. 

Many Ssi-ruuk serving the armadas would prefer to return home to the 
sacred spires of Lwhekk, but the crusades have been mandated by their ruler, 
His Potency the Shreeftut. The scale of the war and the increasing pinch 
felt at home inflames tensions between the religious caste (represented in 
Lwhekk's government by the Conclave) and the political caste (represented by 
the Elders Council). Their struggle over the future of the Ssi-ruuvi Imperium 
is felt aboard even the farthest-flung ship of the fleet. 


SI-RUUK SPECIES TRAITS 
All Ssi-ruuk have the following species traits. 

Ability Modifiers: +2 Strength, -2 Wisdom. Ssi-ruuk are physically 
powerful but prone to panic and delay when faced with mortal danger, 
especially in space or on worlds that have not been consecrated. 

Medium Size: As creatures of Medium size, Ssi-ruuk have no special 
bonuses or penalties due to their size. 

‘Speed: Ssi-ruuk base speed is 6 squares. 

Conditional Bonus Feat: Ssi-ruuk trained in the Persuasion skill gain 
Skill Focus (Persuasion) as a bonus feat. 

Force Blind: Ssi-ruuk cannot take the Force Sensitivity feat, cannot 
make Use the Force checks, and never gain Force Points. Although they 
cannot use the Force, they are still subject to its power and effects. 

Keen Smell: Ssi-ruuk use their keen sense of smell to detect changes 
in a target's emotional state. When within 6 squares of a target in the 
same room or open area, a Ssi-ruu can reroll Persuasion checks against 
that target and take the better result. 

Natural Armor: The naturally tough scales of the Ssi-ruuk grant them 
a +2 natural armor bonus to Reflex Defense. 

Automatic Languages: Ssi-ruuvi. 


METHODS 

Entechment is the signature tactic of the Ssi-ruuk. In this process, a live 
subject is hooked to laboratory equipment and undergoes an injection of 
magnetic solution. As the victim's body dies, his or her life energy is drawn 
into computer circuitry, from which it can be shunted into a battle machine 
or an automated starfighter. Force-sensitive individuals who encounter one of 
these constructs detect a profoundly disturbed mind on the brink of burning 
itself out in a suicidal spiral. 

During the invasion of Bakura, the Ssi-ruuk hope to use Luke Skywalker 
to drain life energy from a distance and entech thousands remotely. Later, 
they remain on the hunt for a replacement Force-user of comparable abil- 
ity. Rumors that leak out from the Unknown Regions tell of entire colonies 
falling lifeless in an instant—possible evidence that the Ssi-ruuk might have 
found their subject, 

All decisions from fleet movements to invasion targets are subject to 
the complicated internal politics of the Ssi-ruuvi caste system. The green- 
scaled military class does the fighting not handled by enteched machines, 
but even admirals have no say in macro-level war strategies. Such decisions 
come directly from the Shreeftut, whose words are in turn interpreted by 
blue-scaled politicians and gold-scaled religious leaders. 


Forgotten in this power struggle are the yellow-scaled scientists, who 
study matter and energy, and the red-scaled workers, not to mention the 
brown-scaled mixed breeds and the lowly P'w'ecks, who perform only the 
most menial of duties. Rarely seen within the Imperium are the lithe, black- 
scaled Ssi-ruuk, who serve the Shreeftut as bodyguards and assassins. 

Because the Ssi-ruuk need to entech as many victims as possible to keep 
their empire afloat, they frequently use ion paddle beamers (disc-shaped, 
handheld stunners) when boarding ships or attacking outposts, allowing them 
to take live prisoners. A Ssi-ruu facing death fights with claws, teeth, and 
tail to prevent being forever denied entry into the fourth egg. 

If a consecration ceremony is performed by a member of the religious 
caste, a patch of territory (or an entire world) becomes sacred ground on 
which green-scaled warriors can attack with impunity. Preventing such a 
ceremony from taking place can spell the difference between a colony's 
survival and its utter annihilation. 

Egg-shaped Ssi-ruuvi capital ships range in size from the massive 900- 
meter Shree-class battle cruiser and 750-meter Sh’ner-ciass planetary 
assault carrier to the nimble 50-meter Fw’Sen-class picket ship. Their vessels 
are propelled by wasteful fusion drives and suffer a number of weaknesses, 
including unreliable inertial dampers, spotty artificial gravity, and inefficient 
shielding. Conductive nets are used in addition to energy shielding to help 
dissipate laser strikes, but the nets can cause failure in other systems. 


HisTORY 
The Ssi-ruuk star cluster contains six inhabitable systems besides Lwhekk's, 
and all of them are cleansed of their original inhabitants as part of the testing 
phase of the entechment process. Approximately a century before the Battle 
of Yavin, the Shreeftut orders a new wave of expansion beyond the worlds of 
the Imperium, pointing to a controversial interpretation of the G'nnoch for 
justification. The Ssi-ruuvi fleet swells in size, and Lwhekk becomes a polluted 
dumping ground as the spire cities fill the jungle with radioactive castoffs. 
As the decades pass, the Shreeftut orchestrates ever more distant con- 
quests, extending the Imperium past its star cluster and across a wide swath 
of the nearest spiral arm. Eventually, their crusades take them to the outlying 
worlds of the Empire. Palpatine contacts the Shreeftut and agrees to sacrifice 
colony worlds in exchange for the secrets of Ssi-ruuvi entechment technology. 
Immediately following Palpatine’s death at Endor, word reaches the 
victorious Rebel Alliance that the Ssi-ruuk have attacked the distant planet 
of Bakura. The subsequent battle, recorded in New Republic annals as the 
Bakura Incident, sees the defeat of the Ssi-ruuk and the capture of their 
flagship, the Shriwirr 
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Simultaneous with the Bakura Incident come a number of actions deep 
in the Unknown Regions, at least one of which involves a strike on elements 
belonging to Grand Admiral Thrawn's Household Phalanx. After Thrawn's 
counterattack triggers a shooting war (ensuring the Chiss Ascendancy that 
"first strike" protocol has technically been followed), an armada of the Chiss 
Expansionary Defense Force follows the Ssi-ruuk back to their home star 
cluster and decimates their holdings. By the time the New Republic arrive at 
Lwhekk aboard the recommissioned Shriwirr, the reptilians are in no shape 
to fight anyone. 

Over the next two decades, the Ssi-ruuk rebuild their strength. By this 
time, however, the Yuuzhan Vong have begun preparing a takeover of civi- 
lized space and Unknown Regions alike, and the extragalactic invaders plot 
to minimize the threat of the Ssi-ruuk. Taking advantage of the birth of a 
rainbow-colored Ssi-ruu known as the Keeramak, a disguised Yuuzhan Vong 
agent arranges for the motley mutant to lead Lwhekk's oppressed slaves 
under the banner of the P'w'eck Emancipation Movement. 

The Keeramak makes new contact with Bakura, this time promising peace. 
Eventually, a consecration ceremony turns all of Bakura into sacred ground, 
Thus unencumbered by fear of death, the Ssi-ruuk spring a surprise invasion, 
as the Yuuzhan Vong had planned. The attack fails, but back on Lwhekk, a 
genuine P'w'eck revolt overturns the Imperium's political and religious ruling 
castes. Now under the control of the green-scaled warriors and their guns, 
the citizens of Lwhekk settle in under a military dictatorship. 


USING THE SSI-RUUK 

With the exception of the Chiss, the Ssi-ruuk are the most widely recognized 
major power of the Unknown Regions, Although the details of the Bakura 
Incident are officially classified, most citizens in the post-Endor timeframe 
have heard of these trilling saurians and their bizarre entechment equipment. 


No matter the era, the Ssi-ruuk are always looking to expand their empire 
and obtain more life energy for their entechment batteries. Any expedition 
into the Unknown Regions, whether in deep space or on the surface of an 
unexplored planet, can run afoul of these conquerors. The Ssi-ruuk use every 
opportunity to stun and capture the heroes for later entechment, but they 
unleash deadly force if they feel that their own lives are at stake. 

A squad of green-scaled Ssi-ruuk could be an unpleasant surprise for a 
group of heroes exploring an unknown world. Even if the characters defeat 
the warriors, their presence might be the first sign of a consecration cer 
emony and a full planetary invasion. 

After the Battle of Endor, the Ssi-ruuk—which have seen the extent of 
Luke Skywalker's power—wish to line up a suitable replacement so they 
can entech users from a distance. During this time period, Force-users find 
themselves the target of intense attention. Force-sensitives who encounter 
Ssi-ruuvi entechment droids for the first time are dazed by the horror of 
trapped, dead minds. 

It is equally possible that the Ssi-ruuk have already obtained a replace- 
ment, perhaps using a Jedi (or a dark sider) to fuel their life-drainer. Reports 
of mysterious exterminations in the Unknown Regions can provide the hook, 
with the ultimate goal of depowering the enemy weapon by rescuing the 
captive Force-user. But the Ssi-ruuk are experts at psychological manipula- 
tion. What happens if the prisoner does not want to escape? 

Finally, any number of reasons—including pursuit, intelligence gather- 
ing, or a hyperdrive malfunction—might bring the heroes to Lwhekk itself. 
In addition to housing billions of Ssi-ruuk, the planet has jungle predators 
that resemble monsters from fantastical holo-features. If killing a single 
Ssi-ruuk is hard enough, imagine facing its ravenous, mindless cousin that 
is over five times its size. 


TOFS 


DESCRIPTION 

The Tofs come from the darkest and most obscure portion of the Unknown 
Regions: the peripheral halo. Far removed from the Chiss, the Vagaari, and the 
Ssi-ruuk in the galactic disk, the Tofs and others in the satelite galaxy they 
call Firefist (and named "Companion Besh” by Republic cartographers) have 
little understanding of, or sympathy for, traditional galactic power plays—with 
the exception of their aborted invasion shortly after the Battle of Endor. 

Tofs are largely Human in appearance, although their skin bears a sickly 
green sheen and they tend to have massive physiques. Most Tofs can grow to 
heights of 2.5 meters, and they are either powerfully overmuscled or grossly 
rotund. Tofs move one slow step at a time and can flatten an opponent with 
one slap of a siab-sized palm. 

Their culture is intentionally anachronistic. Violently opposed to stream- 
lined functionality, the Tofs have instead embraced elaborate dress and 
foppish ritual. Their interstellar vessels resemble traditional sailing ships 
and sport curved hulls and energy-radiating sails. Their royals wear tailored 

greatcoats and powdered wigs. Their soldiers carry cutlasses 
and cudgels and collect battle scars. 

Attire becomes more ornate as Tofs climb the military 

hierarchies that make up their society. Low-ranking 

\ deckhands wear simple cloth shirts, leather vests, 

Ny and head-scarves. Ship's captains are outfitted with 
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TOF SPECIES TRAITS 
All Tofs have the following species traits. 

Ability Modifiers: +2 Strength, -2 Dexterity, -2 Wisdom, +2 Cha- 
risma. Tofs are big, strong, and boisterous, but they often make poor 
choices in the name of sport and adventure. 

Large Size: As creatures of Large size, Tofs take a -1 size penalty to 
Reflex Defense and a -5 size penalty to Stealth checks, and they gain a 
+5 size bonus to damage threshold. Their lifting and carrying limits are 
double those of characters of Medium size. 

‘Speed: Tof base speed is 6 squares. 

Bonus Feat: Tofs are aggressive and chaotic combatants, firing and 
swinging wildly. A Tof can take either Rapid Shot or Rapid Strike as a 
bonus feat. 

Conditional Bonus Feat: Tofs that have Martial Arts | and Strength 
13 can take Mighty Swing as a bonus feat. 

Tof Fearlessness: Tofs are fearless on the battlefield. Once per 
encounter, they can ignore one fear-related or mind-affecting effect used 
against them. They also gain a +5 species bonus to their Will Defense 
when resisting attempts to intimidate them. 

Automatic Language: Tof. 


heavy buccaneer's boots, sparkling rings on nearly every finger, and a waist 
sash that holds a blaster pistol and a carved club. Tofs do not bathe, covering 
their stink with perfumed bows on their tunics and boots. 

Their temperament is crude. Tofs enjoy rough humor and take pleasure in 
food and drink. They are hopelessly immersed in their own culture and see 
no need to understand the ways of other species. After capturing a planet, 
they topple its monuments and erect grotesque statuary of their own design, 
including fanciful depictions of water nymphs and horn-playing dryads. 

Males dominate Tof society. Females are seldom seen and generally kept 
on-planet where they are visited only when Tof vessels return to port. During 
long star voyages, Tof males exhibit reckless lust for humanoid females and 
often make unwanted moves on attractive targets (or prove vulnerable to 
feminine flattery). 


MOTIVATIONS 
Quick to laugh and often grinning from ear to ear, Tofs can be mistaken as 
boisterous and good-natured revelers. The facade is revealed when Tof smiles 
turn cruel and their interest turns toward vandalism and torture. 

The Tofs are single-minded in their pursuit of pleasure. They come from 
a plentiful world where they enjoy many luxuries, and they seldom know 
hunger or hardship. In many ways, these characteristics make them more 
monstrous than the Vagaari or the Killiks, which at least believe that they 
must expand their territory or die. Tofs wage war in the way that bored 
nobles might arrange a hunting expedition, wrecking entire civilizations for 
the sake of their amusement. 
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Breathtakingly wasteful, the Tofs leave a trail of glittering garbage in the 
wake of their rampages. They are boastful and competitive among their own 
kind but dismissive of outsiders. Tofs make exceptions for musicians, jugglers, 
and others whose talents can provide distractions, but they have been known 
to wager on how well a dancer can perform after the loss of a foot or how 
an acrobat might fare against a venomous spring viper. 

Tofs are hedonists for whom temperance is incomprehensible. They gorge 
themselves to excess with food and drink, sexual conquests, or kills on the 
sporting grounds that others call war. Alcohol augments their strength and 
stamina and sharpens their mental focus, at the cost of speed and reaction 
time. Most Tof warriors on the battlefield at any given time are drunk. 

Tof fearlessness is well known and is directly correlated with their confi- 
dence. But when faced with a genuinely formidable or unhinged opponent, 
some Tofs cannot handle the discrepancy between their worldview and reality, 
and they crumple into a state of defeated catatonia. 


METHODS 

Despite the fact that they cultivate an image developed millennia in the past, 
the Tofs are frighteningly modern practitioners of the art of war. The weapons 
mounted on their starsail galleons can shred an orbital installation or ignite 
firestorms across a planet's surface. Tof shuttlecraft resemble longboats but 
easily make orbit-to-surface hops. A Tof blaster might be fashioned with a 
flintlock hammer, but it fires coherent plasma just the same. 

A favorite space combat tactic is to make a flanking pass at high speed, 
firing all side-mounted cannons simultaneously and shredding the enemy 
vessel's superstructure. Tofs also employ a unique ship-mounted weapon 
known as Fotia's Fire, a projectile that spatters glowing, superheated ooze 
on impact and burns away chunks of the target's hull. 

All Tof capital ships, even bulk cruisers, carry at least one starfighter 
squadron to harass enemy ships until the larger vessel can move into posi~ 
tion for a broadside attack. Tof starfighters are compact, single-pilot models 
with twin outrigger engines, comparable in performance to the A-9 Vigilance 
interceptor. A single space fleet is led by an officer known as the Supreme. 

Tofs prefer to fight on land. They do not kill for resources, survival, or 
revenge, but simply for amusement, and they view planetary conquest as 
just another item to check off on a lazy-day's score sheet. Lacking adequate 
weaponry for sniping, Tofs employ blaster pistols at range but try to spare 
enough survivors to ensure that the fighting eventually gets up close and 
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personal. In melee combat, Tofs swing razor-edged cutlasses or clubs made 
of wood or metal. Many Tofs use no weapons at all, preferring to beat their 
enemies to death with their fists. 

The Tof Kingdom is ruled by a hereditary monarch. It goes without saying 
that the throne’s succession line is male only, but the king's children, wives, 
and relatives make up a decadent ruling class. Because Tof society uses blood 
sport to overcome boredom and frustration, the king must authorize all mil 
tary expeditions that mobilize more than 20 percent of the Tof navy (which 
consists of all able-bodied males over the age of 10). Smaller naval group- 
ings are allowed to roam freely and collect whatever spoils they can seize, 


HisTORY 

In the distant past, the Tofs build a seagoing society on the waterworld also 
known as Tof. This high point in their history is known for fantastic ship- 
to-ship battles, narrow escapes from titanic ocean predators, and drinking 
and carousing in the low ports constructed on the planet's island chains. 

Centuries of technological advancement put an end to this golden age, 
but the spirit of the ocean returns following the invention of interstellar 
starships. Presented with a sea of stars, the Tofs inaugurate a new age by 
reclaiming their heritage. With the return of their former trappings, Tof 
society soon becomes synonymous with piracy and the rule of the sword. 
Their outmatched enemies have no chance to defend themselves. Hindered 
by inferior war machines, the shipbuilders of the Faruun and the malleable 
cyborgs known as the Maccabree fall before the Tof juggernaut. 

The Nagai prove to be a more vexing foe. The Tof invasion of the planet 
Nagi comes at a great price, with millions of dead Tofs a testament to the 
hard-won victory. In vengeful celebration, the Tofs desecrate the cold beauty 
of Nagi with their ostentatious statuary, then move on to a new distraction. 

The surviving Nagai, however, do not accept their new status as a con- 
quered people. They launch a resistance campaign and forge an alliance with 
the Maccabree and the Faruun. Meanwhile, Nagai spies reach the Skyriver— 
the vast galaxy that illuminates their night sky—and report that its major 
political power is on the verge of collapse. They believe that the implosion 
of this "Galactic Empire” will give rise to chaos, which the Nagai can exploit 
with 2 well-timed invasion of the Skyriver. After carving out a position of 
strength, they will return to Firefist and settle their score with the Tofs. 

At first, the plan seems to work. A full Nagai invasion occurs shortly after 
the Battle of Endor, with blitzes against Endor, Iskalon, and Mandalore. But 


the Tofs soon follow. Excited by the prospect of new worlds to smash and 
happy to humiliate the Nagai, the Tofs strike at Trenwyth, Zeltros, and Saijo 
and make a pact with the Dark Lady Lumiya. The leader of the Tof assault, 
Prince Sereno, makes his temporary palace on Saijo, where he becomes 
a target for an Alliance counterattack. Luke Skywalker personally forces 
Sereno's surrender by holding two lightsabers to his throat. 

The bulk of the Tof armada retreats home. The Nagai, however, gain new 
allies and take back their homeworld with help from the Mandalorians. The 
Tofs find themselves in an utterly unfamiliar position—on the defensive. 


USING THE TOFS 

The Tofs have adopted the popular image of pirates from the open sea. Most 
pirate stereotypes are accurate regarding the species, making it easy to get 
a handle on their methods and integrate them into a campaign. Of course, 
unlike true seafarers, the Tofs can attack from any direction, due to their 
position above and perpendicular to the galactic plane. The heroes need not 
mount an expedition to Companion Besh, since the Tofs can simply drop 
"down" into whatever sector the characters are exploring. 

The Tofs are always on the hunt for idle distractions. If tormenting 
the heroes seems likely to supply an afternoon's worth of amusement, 
they will take potshots at the adventurers’ starship or start a brawl in a 
confrontation on land. 

Tofs can be an unwelcome complication to any planetary mission. For 
example, while the heroes are scouting for a mysterious relic of an ancient 
culture, a Tof party might appear and decide to use the object for target 
practice, If the heroes are cataloging exotic new species, Tofs might identify 
some of the same creatures as the quarry for their latest hunting expedition. 
Regardless of the circumstances, as soon as the heroes interfere, the Tofs 
turn their attentions toward the spoilsports who dared to ruin their fun. 

Alternatively, the heroes might stumble into the middle of a full-scale Tof 
invasion. If the Tofs are fighting a vicious enemy like the Vagaari, the heroes’ 
only concern might be to get out of the crossfire. On the other hand, if the Tofs’ 
opponent is weak and certain to lose, the heroes might be present as repre- 
sentatives for a party that wishes to save the targeted species from genocide, 


Royal Fortune Light Clipper 

The Royal Fortune-class light clipper is a typical ship of the line in the Tof 
armada, Reflecting the idiosyncrasies of its builders, the 290-meter vessel 
has an ornamental wake-cutting hull and energy emitters deployed in the 
configuration of sails. Roya/ Fortune clippers are nimble and can easily 
outmaneuver freighters one-fifth their size, and they move speedily through 
hyperspace. Each clipper has 38 laser cannons—19 each to port and star- 
board—plus two quad batteries fore and aft. A Royal Fortune clipper also has 
one Fotia's Fire launcher amidships. The vessels are crewed by a complement 
of 480, commanded by a Tof naval captain. 


Each clipper carries a minimum of 14 starfighters and 4 longboats; each 
longboat can hold 40 crew members. All members of the crew double as 
ground troops in the happy event of a planetary invasion. 

Targeted vessels disabled by a Royal Fortune clipper are boarded by armed 
longboats protected by a starfighter screen. Ships trying to escape from a 
clipper would do well to fire at its rigging, since laser strikes on its energy 
sails can trigger power surges that might disable onboard networks. 


Royal Fortune Light Clipper 
Colossal (frigate) capital ship 
Init -2; Senses Perception +6 


cL15 


Defenses Ref 13 (flat-footed 11), Fort 28; +11 armor 
hp 700; DR 15; SR 80; Threshold 128 


Speed fly 3 squares (starship scale) 
Ranged 8 laser cannon batteries +12 (see below) and 
2 quad laser cannon batteries +6 (see below) and 
1 Fotia's Fire cannon +4 (see below) 
Fighting Space 1 square (starship scale); Cover total 
Base Atk +2; Grp +40 
Atk Options autofire (laser cannons, quad laser cannons) 


Abilities Str 46, Dex 14, Con —, Int 14 

Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 

Crew 480 (skilled); Passengers 200 

Cargo 8,000 tons; Consumables 1 year; Carried Craft 14 starfighters, 
4 longboat shuttles 

Hyperdrive x2 (backup x12), navicomputer 

Availability Military; Cost not available for sale 


Laser cannon battery (5 gunners) 

Atk +12 (+7 autofire), Dmg 44102 

Quad laser cannon battery (2 gunners) 

Atk +6 (+1 autofire), Dmg 5d10x2 

Fotia’s Fire cannon (gunner) 

Atk +4, Dmg 7d10x2, 2d10x2 for 2 subsequent rounds 
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VAGAARI 


DESCRIPTION 

The Vagaari Empire thrives on cruelty and terror. It is so 
effective at spreading fear that even other Unknown 
Regions threats, such as the Ebruchi and the Rakata, 
flee from its forces. Arrogant speciesists, the Vagaari 
believe that all non-Vagaari are idiotic cowards who 
exist only as resources to be farmed. 

‘A Vagaari is shorter than an average humanoid, 
with a large head dominated by wide violet eyes and 
small ears that lie flat against the skull. With their 
stubby limbs, the Vagaari are not capable of great 
speed, but they are far stronger than they look. Their 
tan skin is mottled with golden swirls that highlight 
their jaws and chin. The most distinctive Vagaari 
feature is a jaw with two mouths, each studded with 
pebbly teeth. 

The Vagaari have separate digestive and respira 
tory tracts. The upper mouth is used for breathing and 
speaking, and the lower mouth is used for eating. Thus, 
choking is virtually impossible, and many Vagaari chew 
‘on stimulant-laced leather strips known as pureweed 
while conversing. 

Vagaari fashion is designed for maximum intimida- 
tion. They wear oversized fright masks that bear painted 
expressions of fury, horror, and agony. Off the battle- 
field, they dress in voluminous robes, with roomy folds 
to conceal hidden weapons and poisons. Vagaari soldiers 
wear body armor and decorate their full-face helmets with 
death's-heads and demon mouths. 

Males and females have separate but equally important 
roles within the Vagaari Empire. Males dominate the soldiering, 
piloting, and political classes, and females make up the castes 
responsible for invasion strategy, slave acquisition, and torture. Food prepara- 
tion, sanitation, maintenance, and similar drudge work is performed by slaves. 

The Vagaari are led by a ruler known as the Miskara. An individual cannot 
become the Miskara without the support of a substantial cadre, whose 
members become the new ruling class when their candidate executes a coup. 

Many species in the Unknown Regions have been overrun by the Vagaari, 
but few have reliable data concerning the nature of their attackers. Many 
battles take place in space, where the Vagaari are loath to open visual com- 
munication or meet face to face. On the ground, the Vagaari press-gang 
slaves into storming fortifications and marching across minefields. 


Newcomers to the Unknown Regions hear rumors of the 
\Vagaari long before they actually encounter the arrogant species. 
But much of the information they receive is contradictory. The 
most widespread rumor—which happens to be true—is that the 
Vagaari herd slaves into transparent blisters on the outsides of 
their ships, thereby forcing attackers to take the lives of inno- 
cents when they fire on these “living shields.” 

Because the Vagaari did not evolve as a predatory species, 
they carry all their menace in their dress and their attitude. 
A dead Vagaari, its face cleared of hatred, appears mild and 
nonthreatening. 


MOTIVATIONS 

The Vagaari have a near-total lack of empathy and a narcissism 
rivaled only by the Hutts. in their mythology, the gods created 
the Vagaari so that even the deities would have superior beings 
to worship. Although modern Vagaari are not particularly 
religious, their culture provides a perpetual feedback loop for 
this type of arrogance. 

All Vagaari are accomplished actors. Their conviction that 
other species are stupid and gullible gives them the confidence 
to masquerade as members of less-threatening species or to 
convince others that this time, the promise of cooperation with 
the Vagaari will prove fruitful. The Vagaari speak a musical 
trilling language but are fluent in most trade tongues, includ~ 
ing Minnisiat, Sy Bisti, and pidgin Basic. 

The Vagaari are nomads, considering attachments (such as 
family and home) to be soft indulgences and wasted energy. 
Such extreme self-interest might seem to indicate a chaotic 
society where all parties are at war with one another, but 

arrogance does not necessarily equal ambition. Most Vagaari 
are highly aware of their own abilities and do not aim beyond 
their stations. 
Still, most Vagaari have blind spots where their smugness 
overrides their common sense. Resourceful parties have exploited 
these weaknesses by appealing to the vanity of the species or by appearing 
so meek and beaten that the Vagaari relax their guard. 

The Vagaari have a vast fleet of ships ranging in size from starfighters to 
half-kilometer battleships, most of which are relatively new and all of which 
are kept in meticulous working order. The costs of maintaining this mobile 
society are immense. Much of Vagaari aggression is driven by the need to 
acquire food, fuel, parts, starships, and slaves. The Vagaari have seen the 
raggedness of other Unknown Regions pirates such as the Ebruchi, and they 
refuse to allow their glorious empire to be reduced to such a sorry state. 


METHODS 

Early in their interstellar explorations, the Vagaari discover a curious fact— 
most rival intelligent species seem to care for other beings. To the Vagaari, 
this puzzling behavior cannot be defended, since it leads to wasteful and self- 
destructive behavior, such as dashing onto battlefields to treat the wounded, 
or sharing food and water with those who can offer nothing in return, The 
Vagaari see no reason not to exploit this universal flaw. 

They begin by chaining slaves together, then kicking a knot of them into 
a corridor ahead of a boarding party. This forces their opponents to hesitate 
or even put aside their weapons in the mistaken belief that the Vagaari wish 
to negotiate for the release of hostages. The tactic works so well that the 
Vagaari soon apply it to space combat, studding the exteriors of their war- 
ships with clear bubbles to house terrified prisoners and broadcasting the 
captives’ cries on public frequencies. Attempts to fire carefully at the hull 
points between the bubbles leaves an attacker vulnerable to a wide-spray 
counterattack, since the Vagaari do not care what they hit. 

Slave shields are in widespread use, and the Vagaari have added to the 
might of their fleet with pseudograv projectors. This technology—stolen 
from an unidentified species—works like an interdiction field by projecting 
an artificial gravity well to pull ships out of hyperspace and into what the 
Vagaari call “crawlspace." It also keeps vessels from escaping once the battle 
has been joined, 

The Vagaari have a deep knowledge of the biologies of other living things, 
probably because they have killed so many. Their knowledge of suspended 
animation is unparalleled, and a Vagaari stasis collar can slow a being's life 
signs to undetectable levels. The Vagaari fit slaves with the collars, then 
stack their time-frozen bodies in cargo holds and pull from the stock only 
when fresh slaves are needed. The collars can also be set for timed release, 
allowing squads of Vagaari raiders to hide from life-sign scans and spring 
shocking ambushes. 

In their wanderings, the Vagaari capture and domesticate the wolvkil—a 
small but fierce furry predator with a decentralized nervous system. Wolvkils 
attack until dead, and even a blaster bolt to the forehead will not stop them 
from charging. The Vagaari wear stasis-collared wolvkils around their necks 
‘as seemingly innocent shawls, and they send crates of time-delayed wolvkils 
to enemy ships as ostensible peace offerings. 


Line creepers are a nasty form of Vagaari sabotage. These stringy anne- 
lids resemble Coruscant's conduit worms and burrow into a space vessel's 
electrical wiring to trigger shipwide system failures, 

Stinging insects called schostri are another defense employed by the 
Vagaari. These wasplike swarmers nestle in holed gauntlets worn under a 
Vagaari's robes and explode into action when they detect the chemical sig- 
nature of their host's adrenaline. In seconds, a cloud of schostri can deliver 
dozens of stings to an opponent, injecting enough acid venom to kill almost 
any humanoid. 

Schostri toxin dissolved in liquid makes a uniquely deadly airborne poison. 
Released from nozzles on a Vagaari's forearm, this moisture cloud is highly 
corrosive and melts the soft tissues of any being within a 20-meter radius— 
including its user. This last-ditch countermeasure is expensive to manufacture 
and carried only by high-ranking members of the Vagaari Empire. 


VAGAARI SPECIES TRAITS 
All Vagaari have the following species traits. 

Ability Modifiers: +2 Strength, -2 Wisdom. Vagaari are strong but 
self-centered and hostile. 

Medium Size: As creatures of Medium size, Vagaari have no special 
bonuses or penalties due to their size. 

‘Speed: Vagaari base speed is 6 squares. 

Conditional Bonus Feat: Vagaari are accomplished actors and 
deceivers. A Vagaari that is trained in the Deception skill gains Skill Focus 
(Deception) as a bonus feat. 

Frightening Visage: Vagaari spend most of their lives trying to 
intimidate others by presenting a threatening appearance. When using 
the Persuasion skill to intimidate, a Vagaari clad in traditional masks and 
garments can reroll a failed Persuasion check and take the better result, 
The Vagaari is considered trained in the Persuasion skill for this action. 

Bioknowledge: Vagaari have great working knowledge of biology 
throughout their sphere of influence in the Unknown Regions. They can 
reroll any Knowledge (life sciences) or Treat Injury check but must take 
the second result, even if it is worse. 

Automatic Languages: Vagaari, Sy Bisti. 
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HisTORY 

The Vagaari homeworld is Vagar Praxut, which lies in the nebula known as 
Kharmort's Miasma, but the planet is almost entirely deserted, Most other 
species view the ever-moving Vagaari as a scourge of leaf-cutters that 
devastate full fields of grain, 

The Vagaari begin infringing on Chiss territory approximately four decades, 
before the Battle of Yavin, although the Chiss refuse to retaliate due to the 
“first strike" doctrine that requires them to act only in a defensive capacity. 
That changes with the arrival of Thrawn, who uses the Republic's Outbound 
Flight mission to lure the Vagaari into a trap and decimate their fleet in 
27 BBY. The Vagaari spend the next 50 years rebuilding and plotting their 
revenge on the mongrel Chiss who dared to engineer their defeat. 

In 22 ABY, the Vagaari strike back, attempting to steal the remains of 
Outbound Flight and kill the Chiss negotiators present at the wreck site. Luke 
Skywalker and Mara Jade Skywalker bring the Vagaari plot to a halt, but all 
is not lost for the Vagaari Empire, 

The Vagaari Miskara makes contact with a mysterious representative of 
the "Far-Outsiders" and agrees to help them prepare an invasion that will 
annihilate the Vagaari's enemies. In exchange, the Vagaari begin incorporat- 
ing Yuuzhan Vong biotech as early as 23 ABY, and they benefit hugely after 
the invasion when they seize territories left vacant by the dead. 


USING THE VAGAARI 

The Vagaari are a wide-ranging species that can crop up in any situation 
in the Unknown Regions, Their depredations have even taken them into 
Wild Space and the fringes of the Outer Rim Territories. It is possible for 
the heroes to have had past experiences with these creatures. The Vagaari 
might have devastated the characters’ home colonies, for example, or taken 
their parents as slaves. 

Itis equally likely that when the Vagaari make their first appearance, their 
true nature will be a mystery to the heroes. The Vagaari might pretend to be 
trailblazers or traders until they can gauge the strength of the characters. 

Vagaari starships encountered by the heroes will be similarly enigmatic. 
The larger battleships and carriers have telltale prisoner blisters on their 
exteriors, but most Vagaari vessels do not, and they can pass for ordinary 
scout or cargo ships common in the Unknown Regions. 

Finally, because the Vagaari possess pseudograv projectors, they can 
pull a craft from hyperspace for a blindsided surprise attack. Vagaari that 
make it aboard the heroes’ ship through force or subterfuge might unleash 
any weapon in their nontraditional arsenal, including wolvkils, line creepers, 
and schostri. 


Surfeik Cruiser 

The Surfeik cruiser is the backbone of the Vagaari fleet. These vessels, 
originally sold throughout the Unknown Regions by the brilliant engineers 
of the Arized, became Vagaari property after the extermination of the Arized 
homeworld. 

Each ship is 550 meters in length and equipped with a pseudograv projec- 
tor with an adjustable spherical range. Operated by a crew of 500 Vagaari 
and 1,500 slaves, each Surfeik cruiser is armed with 33 laser cannons and 7 
projectile launchers. The projectiles are designed to penetrate partially into 
a hull and detonate, blasting a ragged hole open to space. 

Surfeik cruisers are highly modifiable and can be used as cargo transports, 
invasion vessels, and starfighter carriers (with a typical capacity of one 
squadron). Only dedicated combat models have the “living shield” blisters 
that mark them as Vagaari vessels. 


Surfeik Cruiser CL 16 
Colossal (cruiser) capital ship 
Init -2; Senses Perception +6 
Defenses Ref 14 (flat-footed 12), Fort 50; +12 armor 
hp 1,300; DR 20; SR 110; Threshold 250 
Speed fly 2 squares (starship scale) 
Ranged 11 laser cannon batteries +9 (see below) and 
7 projectile launchers +5 (see below) and 
pseudograv projector +5 (see below) 
Fighting Space 2x2 (starship scale); Cover total 
Base Atk +2; Grp +62 
Abilities Str 91, Dex 14, Con —, Int 16 
Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 
Crew 500 (skilled); Passengers 1,500 (prisoners) 
Cargo 10,000 tons; Consumables 1 year; Carried Craft 18 starfighters, 
2 shuttles 
Hyperdrive x2 (backup x15), navicomputer 
Availability Military; Cost not available for sale 


Laser cannon battery (3 gunners) 

Atk +9, Dmg 5d10x2 

Projectile launcher (gunner) 

Atk +5 (-15 against targets smaller than Colossal), Dmg 8d10x5, 
1-square splash 

Pseudograv projector (gunner) 

Atk +5 (2x2- or 3x3-square starship-scale area attack), Dmg special 

Living shield blisters—Vagaari use prisoners as living shields, displayed 
in transparent bubbles on the ship's hull. An attacking ship attempting 
to avoid hitting a blister takes a -10 penalty to its attack roll. Battery 
fire, area attack, and splash damage weapons cannot attempt to avoid 
the blisters. 

Projectile launcher—Projectile launchers fire massive, armor-piercing 
projectiles designed to explode after punching through the target's 
hull. The resulting explosion throws debris into space, causing splash 
damage in a 1-square radius around the target. 

Pseudograv projector~Pseudograv projectors do not deal damage but 
instead produce a special effect. Projecting pseudograv waves is treated 
like firing a weapon in an area attack; the gunner must choose a 2x2- 
or 3x3-square (starship scale) area within the generator's range and 
make an attack roll against a Reflex Defense of 10. If successful, the 
projector disrupts hyperspace in the target squares. Any starship that 
starts its turn in a square covered by a pseudograv field cannot activate 
its hyperdrive on that turn, and any starship passing through the target 
area in hyperspace immediately reverts to normal space. 


Vagaari Infiltrator 

Before the Vagaari launch an assault on another world, they first send out 
a small number of infiltrators—Vagaari slavers disguised as traders and 
explorers—to make peaceful contact with the planets that are potential 
targets. Many civilizations in the Unknown Regions are eager to find trading 
partners, so these infiltrators often end up being welcomed in ways that 
are not extended to more official explorers (particularly those of military 
groups like the Chiss Ascendancy). These infiltrators ingratiate themselves 
with the locals, engage in limited trade, and build up goodwill, all the while 
collecting data about the planet's defenses and customs and about optimal 
target sites. Eventually, the infiltrators depart, continuing along their sup- 
posed trade route. Within a matter of days, the Vagaari slaver fleet arrives 
at that planet, taking advantage of the scouting done by the infiltrator. 


Should a Vagaari infiltrator's true plans be revealed, the infiltrator relies 
on the element of surprise. Although strong and capable of defending them- 
selves, most Vagaari infiltrators are not soldiers and instead have cultivated 
their social skills and galactic knowledge. Vagaari infiltrators forced into 
combat will use deceptive feints (made easier by the Combat Trickery feat) to 
expose their enemies to the bonus damage from their Sneak Attack talents. 
When it combines these feints with a stun baton or a blaster pistol set on 
stun, a Vagaari infiltrator can quickly knock an enemy down the condition 
track in the hopes of making a hasty escape to a waiting space transport. 


Vagaari Infiltrator CLs 
Medium Vagaari nonheroic 6/scoundrel 3 

Force 1; Dark Side 6 

Init +4; Senses Perception +10 

Languages Basic, Sy Bisti, Vagaari 


Defenses Ref 15 (flat-footed 15), Fort 13, Will 15 
hp 26; Threshold 13 

Speed 6 squares 

Melee stun baton +9 (2d6+4 stun) 

Ranged blaster pistol +7 (3d6+1) 

Ranged hold-out blaster pistol +7 (3d4+1) 

Base Atk +6; Grp +9 

Atk Options Sneak Attack +2d6 

Special Actions Combat Trickery 


Abilities Str 16, Dex 10, Con 10, Int 12, Wis 12, Cha 16 

Talents Sneak Attack +246 

Feats Combat Trickery, Skill Focus (Deception), Skill Focus (Persuasion), 
Skill Focus (Stealth), Skill Training (Deception), Skill Training 
(Persuasion), Skill Training (Stealth), Weapon Focus (pistols), Weapon 
Proficiency (pistols, simple weapons) 

Skills Deception +17, Knowledge (galactic lore) +10, Perception +10, 
Persuasion +17, Stealth +14 

Possessions blaster pistol, hold-out blaster pistol, stun baton, comlink, 
datapad, spacer's clothes 
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Planets of every type and description exist throughout the galaxy, and the 
worlds of the Unknown Regions are inherently mysterious to explorers and 
adventurers. These planets are untamed, and all hold their own secrets, Some 
provide environmental challenges, pitting heroes against natural hazards and 
hostile creatures. Others are home to previously unknown civilizations that 
have their own internal struggles and conflicts. 

This chapter includes eight new worlds created specifically for use in a 
Saga Edition campaign. For the heroes, these planets are truly fresh locales, 
and the only way to learn about these worlds is to explore them—players 
will not find them in any movies, novels, or comics. Although the planets 
are new, each embodies the distinctive feel of Star Wars. These planets are 
meant to serve as new places the heroes can explore during their first trips 
into the Unknown Regions. 

These planets serve as examples of using the world-creation methods 
and suggestions in Chapter 3. In addition, you should feel free to adapt 
these planets to your own campaign, or to adjust the worlds based on your 
‘own ideas or inspirations gained from this book. Although the planets are 
extensively described, each planet has plenty of room for new settlements, 
locales, and creatures. Additionally, Chapter 7 presents a mini-adventure 
associated with each world. You can use each mini-adventure on its own or 
drop it into a longer-running adventure. 

This chapter includes the following information about each world: 

© A planetary gazetteer entry 

© A general history covering the time from the Old Republic to the 
Legacy era 

© Descriptions of important or iconic locales, factions, or characters 

* New hazards or creatures created specifically for the world 


The information about each planet is self-contained, so that you can 
incorporate the worlds more easily into your own campaigns. The planets’ 
locations might be defined generally within the Unknown Regions, but you 
should fee! free to move them to wherever they are needed in the galaxy. 


KNOWLEDGE CHECKS 

IN THE UNKNOWN REGIONS 

In the gazetteer entries in this chapter, unless otherwise specified, all Know!- 
edge DCs given are for characters who are native to or extremely familiar 
with the Unknown Regions. Characters from known space typically have 
little or no general knowledge about the Unknown Regions. However, if you 
feel that a hero from known space might have a chance of possessing the 
desired knowledge, you can allow that hero to make a check against a DC 
10 higher than the listed value. For the most part, the people of the known 
galaxy have no knowledge of the various planets presented herein, and these 
worlds should be almost completely alien to anyone but the most dedicated 
explorer of the Unknown Regions. 
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244Core enjoys legendary status within its sector of the Unknown Regions. 
The world is said to contain an abundance of riches, raw materials, and 
precious metals. Although the planet has been mined for centuries, none 
of the Unknown Regions companies that compete for control of the world 
make a significant dent in its considerable resources. Far from the powerful 
interstellar corporations of known space, these smaller companies battle one 
another for resources and profits. 


244CORE 

Region: Unknown Regions 

Climate: Arid 

Gravity: Heavy 

Moons: 2 moons, 3 major companion asteroid clusters 
Length of Day: 32 standard hours 

Length of Year: 244 local days 

Sapient Species: 10% Human, 30% near-Human, 60% other species 
Government: Corporate 

Capital: Relaali Zone One 

Major Exports: Precious metals, raw ore 

Major Imports: Foodstuffs, manufactured items, technology 


Knowledge (Bureaucracy) 

DC RESULT 

10 244Core is a corporate-controlled world. There are no government 
regulations to protect workers—only the employers’ agreements. 
Employees can gain leverage by threatening to work for a competitor. 

15 Corporate control of the planet shifts regularly as the companies 
jockey for power. No single corporation is big enough to hold control 
over the entire planet for long, resulting in constantly shifting power- 
sharing arrangements and complex profit-sharing schemes. 

20 The controlling companies avoid open violence when possible, since 
it is generally viewed as bad for business. However, the companies 
do use industrial espionage, smuggling, skimming, and all other mat- 
ters of bending and breaking the rules to gain advantages over their 
competitors. 


Knowledge (Galactic Lore) 

DC RESULT 

10 244Core is a nearly legendary world, rich in all kinds of natural 
resources, particularly precious metals. Several large corporations 
regularly vie for control of the planet, although violent confronta- 
tions are uncommon. The best-known companies are Eeook Mining 
and Reclamation, Tor-Ro-Bo Industries, and Pricon Metals. 

15 Life on 244Core is harsh and dangerous. The environment is difficult; 
244Core is subject to heavy gravity and seasonal meteor showers 
from companion asteroid fields. Many settlements are located under- 
ground as protection from errant meteor strikes. Vegetation is dense 
jin the lowlands but thins out quickly at higher elevations. 

20 Smugglers regularly make runs to 244Core to supply isolated workers 
with all kinds of goods and services. The smaller corporations occa- 
sionally hire smugglers to move goods offworld in an effort to avoid 
profit-sharing and treaty obligations that are required by agreements 
with the controlling companies. 


Knowledge (Social Sciences) 

DC RESULT 

10 244Core is controlled by corporations through a tenuous power-shar- 
‘ing agreement. Since the world has no strong central government, 
there are plenty of ways for smugglers and con artists to manipulate 
the system and gain access to the planet. 

15 Smugglers can find regular work making runs to and from the planet. 
The world's labor force is too small for the jobs required, so merce- 
naries, pilots, and others with technical skills are regularly hired as 
contract workers to fill various needs. The pay is low, but the hiring 
company provides the basic necessities, 

20 The corporations take a dim view of employees jumping ship for a 
competitor, In reality, though, it happens frequently, and talented 
workers can demand high salaries. Employees often become pawns in 
dealings between competing corporations. 


HisTORY 

Fifty years before the outbreak of the Jedi Civil War, the Systino crime 
syndicate stumbles across the world that someday will be called 244Core 
but which they refer to as Sraato, or "Center of Wealth.” Best known for 
large-scale criminal action in the sector, Systino recognizes the advantages 
of controlling a source of wealth that can be taken at will. The syndicate 
soon ships hundreds of slaves to the planet, opening mines on the southern 
continent, where it detects large, accessible deposits of precious metals, 
crystals, and gems. Powered by this secret treasury world, the syndicate 
expands its reach dramatically through bribery and corruption and the 
purchase of better ships and weapons. 
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For the next 200 years, the Systino syndicate dominates most of the sec 
tor's criminal enterprises, wielding profound influence on local and regional 
governments. The operation on Sraato expands across the southern continent 
and onto the island chains at the southern pole. However, one day, the world’s 
regular shipments to and communication with Systino headquarters abruptly 
stop. Concerned that its secret source of wealth has finally been discovered, 
the syndicate dispatches a command ship to investigate. Upon arriving in 
orbit, the ship's crew learns that Sraato has sustained massive damage from 
‘a meteor storm that pulverized much of the planet's southern hemisphere. 
The Systino operation is wiped out, and the dust and debris thrown into the 
atmosphere cause environmental chaos that lasts for 500 years. The crime 
syndicate is forced to abandon the planet. 

Following the departure of Systino from the world, occasional treasure 
hunters arrive, and although a few grow personally wealthy, none is able to 
turn the planet into a viable commercial concern and all eventually abandon 
the world. Only tales remain about Sraato, the planet of impossible wealth. 


Two hundred years before the Battle of Yavin, competing scouts dis- 
patched by rival mining and manufacturing companies rediscover the world 
simultaneously. Tor-Ro-Bo Industries and Eeook Mining and Reclamation 
both claim the planet as their own, quickly establishing settlements and 
mining operations to back up their assertions. With no local government 
able to exert control over either company, the world becomes a chaotic free~ 
for-all. The rivals undermine each other's outposts, recruit and kidnap each 
other's workers, and sabotage each other's facilities. Amid the disarray, other 
companies gain footholds elsewhere on the planet, but no single company 
wields enough power to take over completely. Since the competitors cannot 
agree on a name, the world becomes known as 244Core, a shortening of its 
local stellar catalogue number, 

With violence and chaos on the rise, profits plunge. The corporations come 
to realize that continued conflict will bankrupt them all, A skilled negotia~ 
tor named Relaali agrees to broker a deal between the rivals. Unknown to 
anyone, Relaali is member of the Omenada Force tradition and has visions 
of the future. In accordance with these visions, he arranges to mediate the 
dispute, then uses his abilities to quide the negotiations. It takes years, but 
Relaali is successful. By 100 years before the Battle of Yavin, the newly 
united planet is nominally led by a Chief Administrator, who is elected by the 
Corporate Committee, a group made up of representatives of every company 
operating on 244Core. 

Although the violence is much reduced, rival organizations still scheme 
to gain a controlling interest in the world. Political intrigue and industrial 
espionage become common. However, the companies are profitable once 
again. The agreement remains relatively stable until the time of Yuuzhan 
Vong invasion of known space. 

Near the end of the Yuuzhan Vong war, a prolonged meteor storm strikes 
244Core, raining meteorites every day for several months. Although there 
are thousands of impacts, the meteorites are quite small. The meteor storm 
does not create the environmental disaster of the past, but most facilities 
are severely affected. The rescue and recovery efforts shatter the balance of 
power. Although the planet attempts to rebuild, law and order deteriorate. 

By the time the Galactic Alliance falls to the resurgent Empire, a new order 
emerges on 244Core. The Eeook Corporation, a successor to Eeook Mining 
and Reclamation, consolidates its operations in the south and establishes a 
security force to protect its holdings. Eeook intends to take over the rest of 
the planet slowly, making small gains while it secures what it already has 
The remaining companies continue to battle politically and physically in the 
major population centers of the rest of the world. 
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LOCATIONS 
244Core includes the following significant or interesting locations. 


Eeookko 

Home to Eeook Corporation's southern regional office, Eeookko is one of 
the most productive mining centers in the southern hemisphere. The city 
is located in Zone 210 in the middle of an enormous crater, 120 kilometers 
across, that was created by an asteroid strike thousands of years before the 
rise of the Empire. The impact exposed veins of precious metals, as well as 
a useful amount of exotic ore from the shattered asteroid itself. Because 
this region of the planet is struck by more meteorites than other locations, 
Eeookko's most critical facilities and living quarters are located more than 
5 kilometers underground. Only about 5 percent of the city is located on 
the surface. 


Relaali 

Located near the equator in the northern hemisphere, in the center of a mas- 
sive island continent, Zone One is the planet's oldest, most heavily populated 
and industrialized zone. It is the traditional capital of the world, home to 
the local offices of every major corporation on 244Core. The central sector 
of Zone One is named after Relaali, the mediator who successfully negoti- 
ated the first power-sharing agreement between rival companies. Relaali 
is a large city surrounded by industrial mining facilities, company-owned 
living quarters, three major ground and speeder transportation hubs, and 
the most sophisticated starport on the planet. Over the centuries, Zone One 
and Relaali have been struck by meteorites, and the impact craters are visible 
in the city's layout. The administrative center, located deep under Relaali, is 
the hub of corporate politics, It is also the planet's primary cultural center, 


Skyscan 6 

Located in geosynchronous orbit directly above Eeookko, the small space sta~ 
tion Skyscan 6 operates as part of the Skyscan early warning system, set up 
to detect meteorites and asteroids that threaten the planet's surface. Skyscan 
6 is operated by the Eeook Corporation and manned by 30 beings. They keep 
a constant vigil on the sky, as well as on the operations of their neighbors. 
The station is lightly armed for self-defense against pirates, but it also carries 
heavy missiles for destroying or altering the courses of incoming asteroids. 


The Dump 

The Dump is one of the earliest Systino strip mines, located in a giant valley 
(200 kilometers long and 15 to 30 kilometers wide) near the planet's equa 
tor. After the best veins in the area were played out, Systino moved into 
the mountains, dumping abandoned compounds, derelict machinery, and 
hazardous waste into the valley. Later operations added to the danger by 
dumping their own broken equipment and hazardous waste into the valley, 
usually from high-flying speeders or cargo freighters. 


FACcTIONS 

Systino dominates the early history of 244Core, although elements within 
the syndicate fight one another for power. In the century before the Battle 
of Yavin, corporations large and small battle for control of the planet’s 
resources. Following are descriptions of a few major players, but you should 
feel free to create more as desired. 


Eeook Mining and Reclamation 

Eeook MER is one of the two most powerful mining corporations on 
244Core. It is best known for moderate pay and harsh working conditions, 
and it survives by restricting the movement of its employees, often keeping 
them from leaving or defecting to other companies. When these tactics fail, 
Eeook settles labor unrest by bribing the most troublesome leaders among 
its workforce, Many of Eeook's operations are located in isolated areas of 
the planet, including islands near the south pole. Eeook has the best and 
most professional security force on the planet. The other corporations work 
together to counteract Eeook's attempts to take over the position of Chief 
Administrator, At about the time of the Empire's resurgence, Eeook MER is 
reorganized into the Eeook Corporation. 


Systino 

Systino is the richest and most powerful criminal syndicate in this area of 
space. The leader of the syndicate is known as the Sio. While financing itself 
with Sraato's resources, the Systino syndicate wields great power over local 
governments, mainly through bribery, Thanks to its great wealth, Systino also 
hires the best smugglers and other associates to run its operations. Although 
higher-ranking licutenants in the syndicate are aware of the existence of 
Sraato, only the lead bosses and some highly compensated pilots know the 
planet's exact location. Merely confirming the world’s existence to the wrong 
people earns the informant a death sentence. 


Tor-Ro-Bo Industries 

Tor-Ro-Bo Industries is much smaller than Eeook MéR, but wields consider- 
able power thanks to its nearly simultaneous discovery of 244Core. Tor-Ro-Bo 
and Eeook are engaged in a constant struggle for control of the resources 
of 244Core. In fact, it is Tor-Ro-Bo that convinces the other corporations to 
invite Relaali to mediate the power-sharing agreement. Using the accord to 
keep rivals in check, Tor-Ro-Bo works behind the scenes to gain additional 
advantages through other means. The company is rumored to be the most 
active employer of smugglers, industrial spies, and, some say, saboteurs, 
Thanks to these methods, Tor-Ro-Bo (or one of its allied corporations) often 
holds the position of Chief Administrator. Tor-Ro-Bo's operations are most 
active in the icy mountains of the northern hemisphere. 


ADVENTURE IDEAS 
Adventures on 244Core should be influenced by the ongoing struggle among 
the corporate factions. New arrivals to the world are treated with suspicion, 
even if they have been hired for legitimate business by one of the corpora~ 
tions. The following are some ideas for adventures on 244Core. 

You should review the effects of high-gravity environments (see page 257 
of the Saga Edition core rulebook) when planning an adventure on the planet. 


Bad Timing 

The heroes arrive on 244Core just as one of the seasonal meteor showers 
begins. While descending to the planet's surface, they are surprised by 
incoming meteors and must dodge the fiery rocks. Alternatively, the heroes 
are in a meeting on the planet when they are surprised by a sudden strike 
smashing into the building, or they must dodge disintegrating meteorites 
while traveling across the planet's surface. (These meteorites should be 
quite small, since even moderately sized stones can create large craters, and 
massive rocks can wipe out large areas in an instant.) 


Industrial Espionage 

Tor-Ro-Bo Industries hires the heroes to conduct espionage against the 
Eeook Corporation and pays them to keep their employer's identity a secret. 
The heroes sneak into an Eeook research and development lab, where they 
discover that the corporation is plotting to deflect an upcoming meteor 
shower into the operations of its rivals, including Tor-Ro-Bo. Upon delivering 
the information, the heroes are retained to help Tor-Ro-Bo stop the scheme 
and expose Eeook. The heroes might destroy the ships and droids intended 
to be used in the operation, or they might persuade other corporations to 
stand against Eeook, making the scheme politically untenable. 


Power Grab 

The heroes are hired by a Systino lieutenant to transport a small number 
of mercenaries to Sraato. The lieutenant plans to use the mercenaries to 
assassinate a rival in the syndicate so he can take the rival's place. If other 
syndicate leaders learn of the plot, they send bounty hunters after the heroes. 
If the heroes are captured but can convince the syndicate that they were 
duped into helping the lieutenant, they might strike a deal with Systino to 
make up for their part in the power grab. On the other hand, if the lieuten- 
ant's plot succeeds, the heroes have a powerful ally in the crime syndicate. 
Of course, if their ally believes that the heroes might reveal his deeds, they 
find themselves pursued by silent assassins. 


HAZARDS 


Meteorite Storm cL 10 

Numerous meteorites descend through the planet's atmosphere. While 
most burn up on entry, others strike the ground in a dangerous hail of 
tiny, burning rocks. 

Area, natural 


Trigger A creature or a droid begins its turn in an area affected by a 
meteorite storm 

Attack +12 vs. Reflex Defense 

Damage 4d6+2 (Miss: Half damage) 

Recurrence Each round on initiative (Initiative +10) 

Skills 
Acrobatics (DC 24): As a reaction to the meteorite storm's attack, a 
character can make an Acrobatics check to gain a +2 dodge bonus to 
Reflex Defense against the meteorite storm’s attacks until the start of 
his or her next turn. 
Knowledge (physical sciences) (DC 19): The character identifies the 
impending meteorite storm. 
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Meteor Shower cL15 

Meteor showers in the upper atmosphere of a planet can be extremely 
dangerous for vehicle passing through that area, as most of the meteors 
have not yet been burned away by atmospheric entry. 

Area, natural 

Trigger A vehicle begins its turn in an area affected by a meteor shower 

Attack +17 vs. Reflex Defense 

Damage 3d10+2x2 (Miss: Half damage) 

Recurrence Each round on initiative (Initiative +12) 

Skills 
Pilot (DC 24): As a reaction to the meteor shower’s attack, the pilot of 
a vehicle can make a Pilot check to grant the vehicle a +2 dodge bonus 
to Reflex Defense against the meteor shower's attacks until the start 
of his or her next turn. 
Use Computer (DC 19): The character identifies the impending meteor 
shower with vehicle sensors. 


Meteor showers consist of falling rocks, which usually burn up or explode as 
they plummet through the planet's atmosphere. However, rocks that reach 
the world’s surface or strike a ship in flight can deal plenty of damage. 
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ALTIRIA/ANARRIS 

Despite its beautiful landscapes, verdant forests, and lush plains, the world 
known as both Altiria and Anarris has been locked in conflict for most of 
the time that sapient life has existed on it, Two vastly different species, the 
Altiri and the Anarrians, evolved independently on the planet, grew intolerant 
of each other, and now fight to become the dominant species. They inhabit 
the planet's only two continents, which are separated by vast oceans, The 
Altiri and the Anarrians are content for the most part to remain separate, 
but their ongoing war always threatens to erupt 


ALTIRIA/ANARRIS 

Region: Unknown Regions 

Climate: Temperate 

Gravity: Standard 

Moons: 2 

Length of Day: 26 standard hours 

Length of Year: 336 local days 

Sapient Species: 49% Altiri, 49% Anarrian, 2% other species 
Government: Representative democracy (Altiri), dictatorship (Anarrian) 
Capital: Cerdana (Altiri), Rastar (Anarrian) 

Major Exports: Foodstuffs, medicine 

Major Imports: Technology, weapons 


Knowledge (Galactic Lore) 

DC RESULT 

15. The planet known as either Altiria or Anarris (depending on whom you 
ask) is a fertile, temperate world covered with sparse forests and roll- 
ing plains. 

20. The civilizations of the planet are on the verge of being able to travel 
to other star systems, but the constant state of warfare prevents them 
from taking the final step. However, both the Altiri and the Anarrians 
welcome species from other worlds 

25. The original reason for the war has been lost to history, but many 
outsiders believe that the two species are battling for dominance of 
the planet. 


Knowledge (Social Sciences) 

DC RESULT 

15 Both species are friendly to visitors from other worlds, and each 
actively promotes its people and continent as the superior force on 
the planet. 

20 Despite their friendly overtures to other species, the Altiri and the 
Anarrians have a deep hatred for each other. 

25 Atiny minority of each species covertly shows tolerance for the other. 
But such individuals are shunned and persecuted by their societies, or 
even tortured and killed. 


HisTORY 

Intelligent life on the planet is quite young; the first signs of civilization do 
not appear until about 6,000 years before the Battle of Yavin. It is not known 
whether the Altiri or the Anarrians develop first, but both species flourish and 
claim ownership of their respective continents for a period of 1,500 years. 

The details of the initial meeting between the species are muddy, although 
general facts are agreed upon by historians. The Altiri and the Anarrians 
first encounter each other at sea about halfway between their homelands. 
Each species is frightened by the other's appearance and is unable to com- 
municate, and their fear quickly leads to violence. However, the outcome of 
the story of this first encounter varies depending on who tells it. The Altiri 
maintain that the Anarrians succumbed to their fear and fled, whereas the 
Anarrians say that they slaughtered their enemies and returned home to 
report their findings. 

At the time of the Jedi Civil War, the two species are locked in a global 
war, and no location on the planet's surface is safe from the conflict for 
long. Despite every attempt to wipe each other out, neither side can gain a 
permanent foothold on the other continent. After a decade of heated conflict, 
the war dies down to minor skirmishes at sea, 

Over the next 4,000 years, smaller wars erupt from time to time, usually 
disputes over which species holds the strongest claim to territorial islands 
in the middle of the ocean, The longest of these wars lasts roughly 20 years, 
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SPECIES OF 

THE CONTESTED PLANET 

Throughout most of the planet's history, the two species that developed 
intelligence have contested for dominance. However, they are equal in their 
capabilities, which prolongs their conflict. Their differences separate them 
and fuel their desire to exterminate each other. Both the Altiri and the 
Anarrians believe that they are the superior species and should rightfully 
be the masters of the world on which they live. 


Altiri 

Altiri are a near-Human species that evolved on the eastern continent of 
the planet they call Altiria. Originally wandering nomads, Altiri developed 
a society that places great importance on individual development of one's 
intellect and spirituality. Through artistic expression and cultural aware- 
ness, Altiri focus on expanding their knowledge of the universe by peace- 
ful, scientific means. Their perpetual war with the Anarrians is a glaring 
exception to this lofty goal. 

Altiri are on average 1.7 meters in height. Their skin shades vary from 
light blue to deep indigo, and their hair color includes pure white and darker 
hues such as purple and black. 

Altiri share the following species traits: 

Size: As Medium creatures, Altiri have no special bonuses or penalties 
due to their size. 

Speed: Altiri base speed is 6 squares, 

Visually Striking: Altiri have a visually surprising or stunning appear- 
ance. Their Charisma bonus is doubled when they use the Persuasion skill 
‘on Humans and near-Humans. 


By the time of the Empire's reign over the galaxy, each continent has 
@ new leader, and each leader vows to annihilate the other species. These 
pronouncements start new hostilities that escalate into another global 
war—one that uses more advanced technology and thus is more destructive. 
This time, the fighting also takes place in the air, in the ocean depths, and 
on the planet's two moons. Widespread devastation reaches every corner 
of the world, bringing both species to the brink of extinction. By the time 
the war ends, just before the Yuuzhan Vong invasion, civilization on Altiria/ 
Anarris has regressed to a pre-industrial level. Colonies located between the 
two continents become isolated. The moon bases are cut off from the planet 
as well, although each government claims nominal control of one moon. 


Bonus Trained Skill: Altiri are versatile and accomplished at many tasks. 
An Altiri chooses one additional trained skill at 1st level. The skill must be 
chosen from the character's list of class skills. 

Automatic Languages: Altirish and Basic. 


Anarrians 

Like the Altiri, the Anarrians are a near-Human species, although they 
evolved on the western continent of the world they call Anarris. Their society 
emphasizes the physical aspects of life, and it places great value on strength 
of body. As a result of this philosophy, Anarrians lead a militaristic lifestyle. 
By refining themselves through combat and physical development, Anar- 
rians strive to achieve perfection and a higher status in life. They feel that 
their war against the Altiri is the perfect testing ground for their beliefs. 

Anarrians’ bodies are covered in fur that varies in color from light blonde 
to dark brown. An Anarrian has long, pointed ears, and a ridge of small 
horns crosses an Anarrian's face above the brow. Anarrians are on average 
1.8 meters in height and have a maturity rate slightly greater than that of 
Humans but a life span that is shorter. 

Anarrians share the following species traits: 

Size: As Medium creatures, Anarrians have no special bonuses or penal- 
ties due to their size. 

Speed: Anarrian base speed is 6 squares. 

Strength Surge: Once per encounter, an Anarrian can do one of the 
following: reroll one Strength-based ability check or skill check using a 
doubled Strength modifier (minimum +1), or add 2 to one damage roll when 
making a successful melee attack to which a Strength bonus is normally 
added. This benefit does not apply when Weapon Finesse is used. 

Bonus Feat: Anarrians gain one bonus feat at Ist level. 

Automatic Languages: Anarrese and Basic. 


As each society rebuilds, past grievances are not forgotten, and each 
species vows to exact revenge on the other as soon as it is able. Not only 
do both species work to rise from the ashes of the second great war, but 
they also begin an arms race, with each side hoping to gain enough power 
to eliminate its rival once and for all. 

Many islands and the planet's two continents offer natural resources 
such as ores, fuel sources, and fertile land that can be used by each species. 
But after centuries of fighting, those resources are dwindling, and each 
government tries to find new ways to keep its war effort going. While the 
Altiri use their scientists to research new materials and fuels, the Anarrians 
search for new sources of the resources they already use. At the same time, 
both species negotiate with visiting merchants from other worlds to see if 
the raw materials they need can be imported. 
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LOCATIONS 
The contested planet includes the following significant or interesting 
locations. 


Cerdana 
The capital city of the Altiri, Cerdana is the pinnacle of their society and 
culture, Geographically positioned near the center of the eastern continent, 
along the shores of the world’s longest river, the city is considered by many 
beings to be strikingly beautiful. Altiri believe that each structure should 
reflect the designer's personality and function as both a building and as a 
work of art, Asa result, many different architectural styles come together to 
create a cityscape that is a perpetually developing example of Altirian culture. 
Cerdana, which has a starport, is also the seat of governmental power 
for the Altiri. As adherents of representative democracy, the Altiri govern 
themselves under the same ideals as those upon which their society focuses: 
the development of the individual and the advancement of the Altiri as the 
superior species of the planet. 


Priva 

The smaller of the world's two moons, Priva is the brightest natural satellite 
in the planet's night sky. Shining white, with blue highlights from its craters, 
the airless moon remains a mystery to both species for centuries until it is 
first colonized by the Altiri around 500 years before the Battle of Yavin, The 
colony, named Shalla after a goddess of peace worshipped early in Altiri 
history, is originally a research station and eventually becomes a starport 
for receiving offworld visitors. But during the second great war, the colony 
is transformed into a defense station, and the starport is altered to become 
a military base. Attacked several times by the Anarrians during the war, the 
station suffers heavy damage. However, it survives and remains operational, 
even after losing contact with the planet near the end of the war. As the 
Altiri nation rebuilds itself, the colony of Shalla serves as a reminder of the 
civilization's highest achievement. 


Rastar 

Strategically placed at the back of a large harbor on the east coast of the 
western continent, Rastar serves as the Anarrian capital. Unlike those in 
the Altirian city of Cerdana, the structures that make up the city of Rastar 
are prosaic. Each part of a building serves some purpose; not a single area 
of the structure is unused. Even the exteriors play a role—each building is 
colored according to the function it serves in society, making it easier for 
the population to navigate the city. 

In addition to being the Anarrian capital, Rastar also houses the majority 
of the nation's armed forces. Large areas of the city are dedicated to the 
training and development of the army and the navy, and half of the harbor 
is set aside to build ships and maintain the fleet. 


The Anarrians live in a totalitarian society under a solitary leader who 
is the strongest, most capable warrior at the time. Rarely does an Anarrian 
ruler live past middle age, since younger, stronger soldiers frequently issue 
challenges for the mantle of leadership. 


Secava 

The larger of the two moons, Secava seems to glow an eerie orange color. 
A few years after the Altiri colonize Priva, the Anarrians settle on Secava, 
building their first permanent structures as a military base to give them the 
upper hand in their ongoing struggle against their enemies. They also begin 
mining operations on the moon to obtain additional resources for their 
war effort. Once their presence on Secava is firmly established, they begin 
launching attacks against the Altirian nation on the planet below as well 
as on the colony on Priva. They do not expect a relatively quick retaliation 
from the other moon, so when the counterattack comes, the inhabitants of 
Kolrak—the Anarrians' lunar city, named for a historical military leader—suffer 
heavy casualties. The Anarrians' colony falls silent as it rebuilds and prepares 
to launch the next strike. As the battle between the moons rages on, the 
settlers on Secava lose contact with Rastar and fear the worst. Intending 
to exterminate their foes, the Anarrians on Secava prepare a final, massive 
assault against Priva, but a technical system failure delays the offensive for 
the foreseeable future. Still, the Anarrians continue to plot the destruction 
of the Altiri as they wait for the next opportunity to attack. 


Shanuk Island 

Shanuk Island is by far the largest island on the planet. Located approximately 
midway between the two continents, the island used to be covered with lush 
tropical jungles. Now, it is a blasted wasteland because it is a place of stra- 
tegic importance for both nations, which seek to use it as a staging ground 
for assaults on their enemy's continent. The Altiri and the Anarrians have 
waged countless battles on the shores of Shanuk Island, and ownership of 
the island passes back and forth on a regular basis. The claims over Shanuk 
Island are so heavily contested that it has never been held by one govern- 
ment for more than a few years at a time. The island is home to structures 
that have been razed and rebuilt again and again, along with a harbor and 
a landing field where starships of up to Colossal size can take off and land. 


HAZARD 


Forgotten Minefield cL 13 

Unseen explosive devices beneath the surface are triggered by creatures 
moving across the mines’ trigger zones. 

Area, artificial, contact, energy, fire 

Trigger A creature or a droid enters a square containing or adjacent to a 
forgotten land mine; targets the triggering creature and any creature 
or droid in a square adjacent to the mine 

Attack +15 vs. Reflex Defense 


Damage 6d6 and the target is thrown 6 squares in a random direction 
(Miss: Half damage and the target is thrown 3 squares in a random 
direction) 

Recurrence On trigger; only once per mine 

Skills 
Acrobatics (DC 26):The character makes this check as a part of a 
move action; if the check succeeds, the character can enter squares 
adjacent to a mine during that move action without triggering the 
hazard. 

Special 
Each mine in the forgotten minefield should take up 1 square. There 
should be at least 1 mine per hero placed in the encounter area, plus 
additional mines for particularly large battlefields. 


Asa result of the ongoing conflict between the Altirians and the Anarrians, 
there are many locations across the world that have been seeded with explo- 
sives as a deterrant against invasion, However, many times these minefields 
are left unmarked and are forgotten until some unaware citizen stumbles 
across a hidden mine. The following hazard can be used to add some spice to 
a combat encounter on Altira/Anarris, giving the heroes reason to be extra 
cautious during their mavement across the battlefield. 


FACTIONS 

On a world torn apart by endless war, various groups are bound to emerge and 
vie for their own particular causes, whether that cause is total domination, 
their own piece of the action, or a permanent, peaceful end to hostilities. 
The following factions are the major organizations found on the planet. 


The Altirian Republic 

Most Altiri unite under the banner of the Altirian Republic, a representa- 
tive democracy that rules most of the eastern continent and several island 
chains around it. The republic's driving goal is the promotion of the Altiri, 
their development into the world's most advanced society, and their eleva- 
tion to rulers of the planet. Republic members fervently state that they seek 
a peaceful existence in which knowledge and the arts are prized over all 
else, and many facets of their society support this ideal. At the same time, 
the republic maintains a sizable military force, the purpose of which is to 
combat the Anarrians. 


The Anarrian Empire 

Most Anarrians are citizens of the Anarrian Empire, the government that 
reigns over the planet's western continent and many of the islands nearby. 
Since its inception around the time of the Mandalorian Wars, the empire 
has fought to gain dominance over the Altiri and establish its rule over the 
world. Thanks to their perpetual state of military readiness and training, the 
Anarrians are prepared to launch an assault on any who stand in their way, 
including rogue cells of Anarrians who choose other philosophies and goals. 


ADVENTURE IDEAS 
Plenty of adventuring opportunities await heroes who visit a world ripped 
apart by civil war. The following ideas are only a few possibilities. 


Doomsday Mission 

An Altirian intelligence agent reports a rumor that the Anarrians are develop- 
ing a doomsday weapon powered by a previously unknown fuel source found 
only on the western continent. Republic leaders ask the heroes to investigate 
and, if the rumor proves true, to sabotage the project. Infiltration of the 
Anarrian Empire is hard enough, but what happens when the heroes learn 
that the doomsday weapon is finished and ready for testing? 


Strange Visitors 

The Anarrians receive word that the Altiri are expecting mysterious ambas- 
sadors from another world for an extended visit to their lands. The nature 
of the visit is not known, but leaders of the empire fear that the Altiri are 
seeking some form of offworld help with their war effort. The heroes are 
asked to spy on the dignitaries and disrupt the proceedings, but those efforts 
become much more difficult once the visitors’ identities are revealed. (You 
can use any species from the Unknown Regions or known space that fits 
into your campaign.) 


Let's Make a Deal 

A Rakata merchant who spends a lot of time on the planet decides to smuggle 
weapons to the Altiri, to the Anarrians, or to both species for a tidy profit. She 
hires the heroes to deliver her proposal to leaders of the respective govern- 
ments and to act as intermediaries throughout negotiations, since she wishes 
to remain anonymous. The characters must determine whether each nation 
is interested and how much it is willing to pay for the merchant's goods. But 
does the Rakata have an ulterior motive beyond simply lining her pockets? 


Unlikely Allies 

A starship crashes on a large island in the middle of the ocean. Days later, 
much of the wildlife and many of the inhabitants of the island become 
infected with an unexplained plague. The government that controls the 
island asks the heroes to travel to the crash site, look into the nature of the 
plague, and try to find a cure before the sickness spreads around the world. 
The heroes’ investigation turns up evidence that the ship was crewed by 
Altirian colonists from Priva and Anarrian colonists from Secava, apparently 
working together on an unknown mission—and that survivors of the crash 
have gone into hiding. 
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DURACE 

Durace is a hostile planet in a hostile region of space. It is unforgiving, deadly, 
and generally avoided by those who know about it. When first discovered by 
the Old Republic cruiser Galaaron, the world seemed pleasant enough. But 
at some point in its history, the planet was subject to a large-scale disaster 
that changed Durace into the nightmare that it is today. 

The few scientific studies of Durace have found strange anomalies. The 
atmospheric conditions match those of a planet involved in an interstellar 
collision, but there is no physical evidence of such an event. The world has 
no impact crater and no shrapnel in orbit. Durace has no moons and is the 
lone planet orbiting its star. However, the planet's harsh atmosphere wreaks 
havoc on the scientific instruments needed to solve the mystery. Only those 
beings willing to endanger themselves by spending time on the planet have 
a hope of discovering the truth. 

Few souls dare try to settle on Durace. The many wrecks that dot the 
surface are evidence that civilized species have come to the planet, and the 
smashed vessels have made the world a subject of many of spacer tales. Sup- 
posedly, famous ghost ships such as the Nebula Stalkerand Another Chance 
have crashed on Durace. A darker account of the Galaaron legend exists as 
well, one that claims the cruiser did not merely discover the planet—it caused 
the disaster that ruined Durace. Some even say the Galaaron's crew, as a 
result, were cursed to live on board their cruiser for thousands of years. Jedi 
versions of these legends attribute the curse to the Sith, but no evidence 
supporting the claim has ever been found on Durace. 


Durace 


DuRAcE 
Region: Unknown Regions 
Climate: Toxic and barren 
Gravity: Standard 


Moons: 1 
Length of Day: 32 standard hours 
Length of Year: 314 local days 


Sapient Species: None 
Government: None 
Capital: None 

Major Exports: None 
Major Imports: None 


Knowledge (Galactic Lore) 

DC RESULT 

15 Durace used to be a pleasant world, but an unknown disaster trans- 
formed it into a desolate and harsh planet. 

20 The atmosphere is breathable, but the planet's weather (including 
storms, gales, quakes, and lightning) makes colonization difficult, 

25  Durace is home to hostile plants and creatures that eke out a hard 
existence on the ragged world. 

30 Caverns on Durace are said to contain evidence that the world was 
populated with intelligent life before the disaster. 


HiIsTORY 
Durace is discovered during the time of the Great Hyperspace War, about 
5,000 years before the Battle of Yavin. The Republic cruiser Galaaron briefly 
sets down on the planet to collect supplies and make repairs. A short entry 
in the captain's log notes that the crew enjoys a pleasant few hours outside 
the ship, and it makes no mention of any flora or fauna on the world 

The next known information about Durace is reported during the Clone 
Wars by a Confederacy probe droid sent into the Unknown Regions. The 
planet is deemed dangerous not only to organic life forms but also to the 
droid armies of the CIS. The toxic seas would quickly corrode battle droid 
circuitry, and the effort required to maintain a garrison on the planet does 
not seem worth it. Durace holds little value economically or tactically. The 
Confederacy decides that if the Republic wants the planet, the Republic 
can have it 

As the Republic transforms into the Empire, Durace is rumored to be 
a planet where Jedi who escaped Order 66 can find solace. After all, such 
survivors often seek the harshest places to live out their exile. However, no 
trace of any Jedi is ever found on the planet, so either Durace is just a stop 
on the way to an even more secluded hiding place, or the Jedi who go there 
succumb to the dangers of the planet. Some Jedi believe that the Inquisitors 
started the rumor that Durace is a haven for survivors of Order 66. Why 


WHAT HAPPENED 

TO DURACE? 

The disaster that struck Durace is deliberately left as a mystery. It might 
have been natural, such as a comet striking the planet ora shift of orbit. 
On the other hand, the catastrophe might have been caused by a secret 
weapon; the world’s remote location makes it a perfect testing ground 
for all sorts of heinous devices and experiments. Regardless, you can 
determine the true cause of the planet's ruin according to the needs of 
your game, The disaster could be an epic plot point in a campaign or a 
background element to illustrate the dangers of exploring the Unknown 
Regions. 


send a Sith apprentice to kill a Jedi when a quake or an acid storm will do 
the job just as well? 

The planet falls into obscurity during the reign of Emperor Palpatine. 
The Emperor places little emphasis on exploring the Unknown Regions, and 
a planet like Durace does not have much to offer the massive war machine 
of the Empire. However, some of the local wildlife is quietly captured and 
shipped across the galaxy. Allegedly, the beasts that evolved to survive in 
the Forest of Broken Glass are very receptive to the ancient alchemical 
techniques of the Sith. Emperor Palpatine alters the more vicious creatures, 
making them even deadlier, and uses them to guard his secret projects 
throughout the galaxy. 

The New Republic reverses the Palpatine doctrine on exploration. During 
this era, Durace is the closest it ever comes to being civilized, An outpost is 
established in orbit, allowing scientists to safely study the planet's dangerous 
weather and topographical phenomena. Outpost 17 also becomes a supply 
port for scouts working in the Unknown Regions and offers a few small 
comforts to weary spacers. 

Outpost 17 is destroyed during the Yuuzhan Vong invasion, and afterward, 
strange legends spread about its remains. These stories say that a sizable 
section of the outpost landed on Durace more or less intact and still contains 
a valuable treasure. The nature of the treasure changes with the telling of 
the story—sometimes the wreckage is said to hold enough valuable ore to 
pay off ten freighter loans, and sometimes the prize is the last lightsaber 
built by Grand Master Luke Skywalker. The only way to find out for sure is 
to locate and explore the outpost's ruins. 


ENVIRONMENT 

Durace has very little water. What is available is barely fit for consumption 
thanks to the chemical runoff and pollution from the land masses. The 
jagged terrain consists mainly of sharp rocks and treacherous mountains. 
The ground’s distinctive black soil is loose and quickly smears across every 
surface. The planet's high winds blow enough dirt around to clog even the 
most carefully maintained engine. The more moving parts something has, 
the more likely it is that the weather on Durace will foul it up. 

In buffeting the black silt, the gales also contribute to a lack of stability 
‘on the planet. Large portions of the mountains can crash down in a form 
similar to avalanches seen on icy worlds. These events can also be triggered 
by mechanical events, such as a ship blasting off or a large explosion. 

The black soil comes from the volcanic mountains, whose rapidly cooling 
liquid rock gives the world's surface a rough feel. Durace has very few flat 
areas—even those that look like good landing sites are made of small, shift- 
ing rocks. In some cases, areas that look like solid landing fields are softer 
than expected, causing ships to sink a meter or more after they cut repulsors 
and settle their full weight on the surface. The landscape’s jagged rocks can 
also slice through a ship's hull, creating a breach that is not discovered until 
the vessel blasts off. 

Durace's atmosphere is in a constant state of upheaval, Frequent storms 
race across the planet, and ferocious winds tear at the seas. The short bouts 
of calm weather rarely last for more than a day. In addition, the world is 
frequently disturbed by groundquakes and other seismic events that cause 
cave-ins and rockslides. The rain itself is a hazard for its force as well as its 
chemical composition; downpours can eat away at most fabrics and damage 
electronic equipment. Those venturing out onto the surface during a storm 
are advised to wear hardened vac suits. 

Predators thrive on Durace, but the food chain is fraught with danger, 
Even the smallest animals have vicious bites or defensive spikes. One Sith 
holocron has suggested coming to Durace to observe its killer beasts as 
inspiration for brewing alchemical monsters. There is no evidence of a Sith 
settlement on the planet, but several holocrons make reference to animals 
found only on Durace. 

Even the flora is deadly. Many plants have a hard exterior, as if encased 
in plasteel, which protects them from the storms while still allowing them to 
absorb light. Durace also has a variety of carnivorous plants that lure prey 
with brightly colored fruit or musical tones triggered by the blustery winds. 
One predatory plant is a rootless vine with sharp edges that is blown about 
by the gusts and wraps around its victims. The thorns of this vine can break 
vibroblades and crack helmet faceplates. 

The most dangerous plants are those that grow in caves near the moun- 
tains. They subsist off the heat from the planet's core and have sharp thorns 
the size of vibroknives to protect their root systems. These plants pose yet 
another risk for explorers—if a cave-in occurs, intruders might be slashed 
to ribbons by falling plants. 
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HAZARDS 


Scavenged Supplies cL4 

Chemicals from the surface and atmosphere of Durace pollute any food or 
water scavenged from the planet's surface. 

Ingested, natural, poison 

Trigger A creature consumes food or water scavenged from the surface of 
Durace without first purifying it 

Attack +6 vs. Fortitude Defense 

Damage 2d8+3 poison and the target moves -1 step on the condition 
track (Miss: Half damage, and no condition track movement) 

Recurrence Each hour until treated 

Skills 
Survival (DC 16): The character recognizes that the supplies are tainted. 
Treat Injury (DC 21): The character treats the effects of the tainted 
supplies. 


Getting stranded on Durace is not 2 hopeful experience. There is little in the 
way of supplies available to be scavenged from the surface of the planet, 
and that which is available is often toxic. Any time a character consumes 
food or water scavenged from the surface of Durace without properly filter- 
ing and sterilizing those supplies, use the following hazard to represent the 
supplies’ toxic effects. 


Storm Over Durace cL9 
Purple lightning flashes out of the dark clouds as you descend toward the 
planet's surface. 


Atmospheric, energy, natural 
Trigger A vehicle begins its turn in a storm over Durace 
Attack +11 vs. Reflex Defense 
Damage 2d10+3x2 energy (Miss: Half damage) 
Recurrence On trigger; descending through a storm takes three rounds 
Skills 
Pilot (DC 23): The character reduces the number of rounds it takes to 
ass through the storm by 1 round. 


Durace is constantly wracked by acidic storms, from which bolts of purple 
lightning strike out. While the primary effect of such a storm is similar to the 
toxic atmosphere hazard (see page 101), vehicles passing through the area of 
a violet lightning storm might be struck by the highly charged bolts, which 
can render a ship inoperable if it does not flee the storm quickly enough. 


Jagged Sinkhole CcL7 

The vehicle slowly begins to sink into the rocks upon which it sits. Jagged 
shards of volcanic rock dig into the hull of the vehicle, grinding and 
tearing holes as it slips further below the surface. 

Natural 


Trigger A ground vehicle ends its pilot's turn in the area of the jagged 
sinkhole, or any vehicle lands in the area of the jagged sinkhold 

Attack +9 vs. Reflex Defense 

Damage 2d10+2x2 (Miss: Half damage); on a hit or a miss, the vehicle 
becomes mired in the jagged sinkhole and cannot move without 
assistance (see the Skills section below) 

Recurrence Each round on initiative (Initiative +8) 

Skills 
Perception (DC 22): The character recognizes the jagged sinkhole. 
Pilot (physical sciences) (DC 22): Using the vehicle's drive systems, 
the character is able to dislodge the ship from the hazard. This skill 
check requires a move action; if the check is successful, the vehicle can 
move as normal. 
Use the Force (DC varies): The move object Force power can be used 
to pull a trapped vehicle out of the jagged sinkhole. 


Vehicles that land on the surface of Durace may sink into the jagged volcanic 
rock that appears to be solid but actually hides a deep sinkhole. 


Carnivorous Plants of Durace cL 1 

A carnivorous plant lashes out at a nearby creature, trying to drain it of its 
life essence. 

Natural 

Trigger A creature or a droid enters a square within 3 squares of a 
carnivorous plant of Durace 

Attack +13 vs. Reflex Defense 

Damage 4d6+1 (Miss: Half damage) 

Recurrence Each round on initiative (Initiative +10) 

Skills 
Acrobatics (DC 24): The character makes this check as a part of a 
move action; if the check is successful, the character can pass within 
3 squares of a carnivorous plant of Durace during that move action 
without triggering the hazard. 
Knowledge (life sciences) (DC 19): The character identifies the 
carnivorous plant. 

Special 
Acreature or a droid reduced to 0 hit points by this hazard takes a -10 
penalty to Endurance checks as long as it remains within 3 squares of 
the hazard. 


Durace is home to many species of meat-eating plants. Though fauna is rare 
on the planet, these plants can consume creatures of up to Large size, living 
‘on the nutrition taken from those creatures for years at a time. 


LOCATIONS 
Durace includes the following significant or interesting locations. 


The Pictograph Caverns 

One of the few clues to life on Durace before the disaster comes from a series 
of caverns found in the mountains near the equator. Primitive carvings on the 
walls of these caves depict a society that lived on the world long before the 
calamity. The carvings that have been discovered so far offer little informa- 
tion about the disaster itself, but scholars are hopeful that more revealing 
pictographs exist elsewhere on the planet. 


The Diamond Desert 

The strange geothermal forces of Durace have turned this desert into a pres 
sure cooker, compressing the black sand into rare jewels that fetch impressive 
prices on the galactic market. Travelers can literally find diamonds scattered 
among the dunes. These gems range in size from the diameter of a small stone 
to that of a Wookiee's fist. Some of the intelligent predators of the desert 
use these diamonds as bait. The creatures lurk below the dunes until a jewel 
lures unsuspecting explorers out of safe cover, then thrust up through the 
sands to devour the foolish intruders. 


The Forest of Broken Glass 

This forest has no trees, Its name comes from the silicate rock formations that 
jut up from the ground in strange colors and jagged shapes. The formations 
reflect blaster bolts and are highly resistant to damage and to the dramatic 
weather systems that rush across Durace. Travelers caught without shelter 
sometimes take cover in the forest, but they must be extremely careful. The 
fierce windstorms that wrack the planet can shatter the taller rock forma~ 
tions, sending a rain of shards down onto a camp of unwary explorers. 


ADVENTURE IDEAS 

Durace is a brutal, unforgiving world, and simply surviving a stay on the 
planet can be a challenge in itself. The sample adventures below offer reasons 
for heroes to visit Durace. 


Hunters 

Duanna Falos has developed a reputation as a fearless hunter—no creature 
is too intimidating for her. She sees the terrible beasts of Durace as a true 
challenge to her skill and hires the heroes to take her on a hunt. However, 
accidents plague the expedition from the start. The heroes soon realize that 
someone within Duanna’s entourage is trying to kill her. Is it her put-upon 
Mon Calamari servant? Her bodyguard, who happens to be a jealous former 
lover? Her current lover, who also happens to be her political rival? Can the 
heroes keep Duanna alive long enough to receive the extravagant sum they 
were promised? Or will the murderer arrange for accidents to befall everyone 
on the expedition to ensure their silence? 


Ghost Camp 

The heroes are sent to relieve a survey team on Durace, bringing fresh supplies 
and giving the outpost's crew some much-needed time offworld, But as soon 
as the heroes drop out of hyperspace, they realize that something has gone 
wrong. The outpost's distress transmitter fades in and out weakly, and the 
small settlement has been left open to the caustic elements. The only recov- 
erable log entries are half-mad rantings about ghosts and betrayal. Did the 
harsh conditions on Durace cause one of the scientists to turn on the others, 
or did an outside force tear through the camp and make off with the team? 


A Deadly Discovery 

Images of the pictographs in Durace's caverns make their way into the pro- 
cessors of GB-3PO, a protocol droid owned by House Bolleon. Lord Bolleon, a 
collector of artifacts and primitive art, sets his droid to the task of translating 
the pictographs. He hopes to uncover their meaning and possibly learn more 
about the calamity that devastated Durace. The droid makes a breakthrough 
but becomes a fugitive when Lord Bolleon turns up dead. GB-3PO ends up 
on the heroes’ doorstep, begging for protection so it has time to complete 
the translation. Something is hunting the droid—something that does not 
want the secret of Durace to be discovered. 


Fields of Promise 

Ever since Durace was struck by disaster, the only plants that grow on the 
world are just as hazardous as the planet itself—all except one. A small field 
of rare alparas flowers, which bloom once every 100 years, has been sighted 
on Durace (or so claims a scientist recently returned from an expedition 
to the world). The flowers hold the key to a cure for a mysterious disease 
contracted by one of the heroes, and their appearance might also provide 
insight into making Durace habitable again. The alparas flowers bloom in 
only one place on the planet: a small island in the middle of the Alkaline 
Sea. Landing a ship there is next to impossible, so the heroes must traverse 
ground, sea, and air to reach the plants, 


For You, Half Price 

A Devaronian scoundrel is doing a brisk business selling rare gems that she 
claims come from the Diamond Desert on Durace. A wealthy noble known 
to the heroes purchases one for his wife to show off at the next society ball. 
Before long, however, the noble and his wife turn up missing. The heroes 
soon learn that others who bought diamonds from the Devaronian have also 
quietly disappeared, and before they vanished, several of them were heard to 
be preparing for a hastily arranged trip to Durace. Are the jewels somehow 
drawing their owners to the hostile world, and if so, what will the heroes 
find there when they investigate? 
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GIACA 
Giaca is a lush, wild world teeming with life and largely unspoiled by 
civilization. Although it is not a homeworld or a colony for any particular 
sentient species, the planet is not without intelligent inhabitants. Beyond the 
numerous types of wild creatures in its dense forests and massive volcanic 
causeways, Giaca hosts a few scattered outposts of survey teams, criminal 
hideouts, and, it is rumored, an ancient surveillance station. 

Giaca owes much of its quiet existence to the fact that it is isolated by 
a particularly challenging hyperspace tangle; plotting a course to the world 
from any location is extremely difficult. Most visitors must rely on sketchy 
astrogation data that is usually long out of date. Pilots who make regular 
trips to the planet guard their map data jealously and share it only for out- 
rageous prices—assuming that anyone can convince them to share it at all. 


GIACA 

Region: Unknown Regions 

Climate: Temperate 

Gravity: Standard 

Moons: 2 

Length of Day: 22 standard hours 

Length of Year: 414 local days 

Sapient Species: 50% near-Human, 50% other species 
Government: None 

Capital: Station 323 (largest outpost) 

Major Exports: Exotic flora and fauna, scientific research 
Major Imports: Foodstuffs, manufactured items, technology 


Knowledge (Life Sciences) 
Heroes can make Knowledge (life sciences) checks after spending several 
hours on Giaca and making a quick investigation of the world. 

DC RESULT 

10 Giaca has an atmosphere that is not hazardous to most species. Tree- 
like growths cover much of the planet's surface. In addition, groves 
of massive bushlike trees occur regularly; each grove can be several 
kilometers across. 

15 The planet is home to many aggressive species of wildlife, some of 
which are poisonous. Many creatures live within the narrow canyons 
formed by the planet's hexagonally shaped columns of basalt. 

20 The poison of the largest predators is the most hazardous. The poison 
of lesser species and plant life can be debilitating but is not typically 
lethal. The biggest predators tend to be found in the largest groves of 
trees. 


Knowledge (Physical Sciences) 

Heroes can make Knowledge (physical sciences) checks after spending several 
hours on Giaca and conducting a quick investigation of the world or after 
making close-range sensor scans. 

DC RESULT 

10 Giaca has a history of widespread volcanic activity. Enormous, hex- 
agonal columns of basalt are common features across the planet, 
located where the largest lava flows formed massive causeways. 

15 Although most of the hundreds of volcanoes have not been active for 
millenia, the volcanoes along a large mountain range in the northern 
hemisphere, running roughly parallel to the planet's equator, remain 
active. Significant areas of the range are shrouded in fumes that are 
dangerous to most species. 

20. The narrow canyons produced by the formation of the basalt columns 
provide a multitude of hiding places for creatures, outposts, and crim- 
inals, with many avenues of escape, 


Knowledge (Social Sciences) 

DC RESULT 

20 Giaca is rumored to be a wilderness world perfect for hiding from 
authorities or conducting illegal or secret business. Local hyperspace 
interference and distortions make the planet remarkably difficult to 
visit. 

25 A few regional worlds are interested in claiming Giaca, Some have set 
up research stations on the planet that double as surveillance posts 
for keeping tabs on rival claimants. 

30 Giaca is said to be home to an ancient surveillance station of a long- 
lost civilization. The outpost and the surrounding area are rumored to 
be extremely dangerous, possibly contaminated by chemical or radio- 
logical hazards. No one knows if the station truly exists. 


HisTORY 

Thousands of years before the Jedi Civil War, the Rakata visit Giaca. They 
establish a large surveillance outpost, near the equator, which they use as a 
base from which to survey the planet and map the complexities of hyperspace 
travel around the system. The onset of local volcanic activity, along with a 
loss of interest in the world, cause the Rakata to abandon the station well 
before their Infinite Empire disappears from the galaxy. 

One hundred years before the Jedi Civil War, scouts from the nearby planet 
of Shor rediscover Giaca. For the next fifty years, small Shorak expeditions 
dare the dangerous hyperspace routes to survey the lush world. Although they 
quickly realize that Giaca is suitable for colonization, its difficult location 
delays any such attempts. Eventually, Peroenia, a competing world, learns 
of Giaca's existence and dispatches its own expeditions. For another fifty 
years, all the major regional powers learn of Giaca and send survey teams 
to scout the planet and keep tabs on their neighbors. 


At the end of this time, the Shorak make their first attempt to colonize 
Giaca. However, learning of those plans, ambitious Peroenia commanders 
dispatch a small military force to ambush the colonists. Taking advantage 
of the fact that there are only a few known hyperspace routes to Giaca, 
the soldiers strike the colonists just as their ship drops out of hyperspace 
outside the Giaca System. The attack results in a war between Shor and 
Peroenia that flares up regularly for the next 300 years. Although most of 
the fighting occurs far from Giaca’s system, scouts from both forces run 
surveillance missions on the contested world to keep the other side from 
gaining a foothold. Small skirmishes are common between the scouts, but 
only a few minor pitched space battles occur in the system. 

Eventually, the Shorak are victorious, but postwar rebuilding efforts are 
slow. All regional powers manage to reestablish outposts of various types on 
Giaca, but none is especially prominent or powerful. Before long, the outposts 
begin to run into problems with the planet's large, aggressive predators. The 
Shorak establish Station 300 as their primary outpost, but their colonization 
attempt is unsuccessful. Giaca is abandoned to the few criminals and visitors 
who find their way to the world. 

About twenty years before the Clone Wars, the Shorak expand Station 
300 to become Station 323, reigniting the regional powers’ interest in the 
planet. Suspecting the Shorak of plotting another colonization attempt, 
Peroenia and other worlds reinforce their own outposts. Skirmishes occasion- 


ally break out between competing forces, and an arms race develops among 
the claimants. All sides are still relatively weak militarily, but the clashes are 
enough to delay Shorak plans. 

Finally, by the Battle of Endor, the Shorak further expand and fortify 323 
so that it can protect a new colony that settles in a causeway near the station. 
Peroenia and its allies attempt to slow the arrival of the colonists, but they 
have difficulty repelling the more advanced Shorak ships. The colony is well 
defended, and by the fall of the Galactic Alliance, its population expands to 
50,000. However, the Shorak remain unable to secure the planet and must 
regularly defend their colony against the Peroenians and their allies. 

The struggles of the Shorak, the Peroenians, and their rivals are the best- 
known aspects of Giaca's history, but much more happens on the wild world. 
Although the difficult approach to Giaca prevents anyone from making it 
their primary base of operations, for thousands of years, criminals and fringe 
dwellers make use of the planet without interference from any government- 
related factions. Their stories are not widely known, even among the planet's 
few permanent inhabitants. 


LOCATIONS 
Giaca includes the following significant or interesting locations. 


Station 3Z3 
Station 323 is Giaca's largest outpost and the one most likely to attract the 
attention of newcomers. It is owned and operated by the Shorak, one of the 
larger powers claiming the planet. Since they know they lack the strength to. 
enforce such a claim, the Shorak settle for maintaining an obvious presence 
and keeping an eye on everyone else. The station holds several thousand 
individuals and is defended strongly enough that most pirates and raiders 
steer clear. In addition, it is well outfitted and can provide limited aid (when 
it wishes to do so) to those who request help. The station consists of pre- 
fabricated, interconnected shelters atop a series of tall, concentric columns 
of basalt that decrease sharply in height to the forest floor. A few outlying 
buildings serve as hangars for private ships, atop their own basaltic columns 
and connected to the station by metal bridges. 

The station is open to visitors and always eager for news of nearby sys- 
tems. It provides a trading center, and its vigilant security force aggressively 
keeps out most of the criminal element. 


Maruuk's Nook 

Maruuk’s Nook is a well-hidden bolthole that has been occupied over the 
centuries by hermits, criminals, outlaws, and refugees. Approaching the 
hideout is very difficult, since it lies deep within a long, narrow, angular 
canyon bordered by the sheer vertical faces of 140-meter-tall hexagonal 
basaltic columns. The nook is 60 meters above the canyon floor and 80 
meters from the canyon rim, and it consists of a small network of caves, the 
largest of which can house a small light freighter. Fresh water is plentiful, 
thanks to an extremely tall, narrow waterfall that plunges into the darkness 
along one edge of the nook. The waterfall cannot be seen from the canyon. 


1A SSLavHo 


The nook has space for a few dozen inhabitants. It offers a motley col- 
lection of furniture and equipment, much of which is broken and ancient. 
Although the nook can provide the occasional useful spare part, most 
inhabitants rely on their own equipment whenever possible. The location of 
the nook is known to very few beings, who share the secret only with those 
they feel need it the most. 


Glasspoint 

One of the better-known locations on Giaca is Glasspoint, a neutral meet- 
ing spot for criminals, faction leaders, and others. It sits atop a hexagonal 
basaltic column that has a black, glasslike appearance. The giant column is 
1 kilometer across and half a kilometer tall, and it stands 2 kilometers from 
the coast of a great inland sea. All approaches from the air and the water 
are plainly visible to anyone at Glasspoint. A few smaller basaltic columns 
clustered around the main column provide landing zones for small craft, 
although most visitors simply land on the main column. The skeletal remains 
of several wrecked starships and speeders bear witness to the outcome of 
past confrontations. 


FACTIONS 
The factions that are active on Giaca are spread out all over the planet. They 
are unlikely to randomly interact with one another. 


Criminals and Rogues 

Most of Giaca’s inhabitants follow their own paths and do their best to stay 
‘out of sight. Whether they are criminals hiding out, rogues planning new 
operations, or just people who have removed themselves from the galaxy at 
large, most want to be left to their own pursuits. The planet is big enough and 
wild enough that outposts can remain isolated for decades, perhaps centuries, 
without detection from the major players. Of all the factions, the Peroenians 
are the most likely to encounter criminal operations while undertaking their 
survey missions, but they have learned to avoid contact whenever possible. 


The Peroenians 

‘A near-Human species, the Peroenians have long yellow-and-gray-striped 
hair and six digits on each hand and foot. They are avid explorers and learn a 
great deal about Giaca over the centuries. Their main outpost, called Tallpeak, 
holds only a few hundred individuals most of the time. The Peroenians have 
a dozen smaller, often temporary outposts scattered around the planet to 
survey the world and keep an eye on their rivals, especially the Shorak. As 
ancient opponents of that species, the Peroenians increase their presence on 
the planet when the Shorak threaten expansion. The Peroenians are governed 
by a Peroen-Se, Giaca’s representative of the Peroenian Monarchy. 


The Shorak 

Near-Humans from the world of Shor, the Shorak are stockier and more mus- 
cular than the average Human. They dye their hair in deep colors and tattoo 
striped patterns down their arms, often incorporating the symbols of their 
family, military, or social affiliations. As Giaca's oldest and best-equipped 
claimants, the Shorak are the faction most likely to investigate newcomers 
to the system. Although they claim Giaca as their world, they cannot enforce 
their will beyond the lands surrounding Station 3Z3. They challenge any 
opposing claim to the planet with diplomacy and the occasional armed deter- 
rent. Colonization attempts are not tolerated and draw military responses 
in short order. The Shorak government is authoritarian; the local leader is 
governor of all Shorak operations on Giaca, as well as final judge and arbiter. 


ADVENTURE IDEAS 
Adventures on Giaca need not include the Shorak or other claimants to the 
planet. The following are suggestions for typical encounters on Giaca. 


Initial Approach 

No matter what the adventure, if the heroes are flying their own ship to Giaca, 
the hyperspace approach is difficult and worthy of at least one encounter 
during the trip, especially on their first visit. When the heroes make Use 
Computer checks for astrogation, increase the DCs by 5 or 10. A failed check 
drops the ship out of hyperspace somewhere between the system's edge and 
several light years outside the system, and the heroes suffer the standard 
results for hyperspace mishap. Regular visitors to Giaca have their own exit 
points scattered throughout the system. Most of the better-known routes 
drop a ship about 2 hours out of orbit. 


Glasspoint Meeting 

An underworld contact arranges to meet the heroes at the neutral site of 
Glasspoint on Giaca, or the heroes might pursue a target to the area. Either 
way, the heroes receive old and unreliable hyperspace data (see “Initial 
Approach,” above). When they finally arrive at the coordinates on Giaca, a 
weather front hundreds of kilometers long obscures Glasspoint. The heroes 
must approach in a heavy thunderstorm and land on a short basaltic column 
adjoining the taller, windswept column where their contact waits. Negotia~ 
tions go poorly, and blaster fire erupts as the heroes are ambushed from 
attackers scrambling up from lower columns all around them. 


Shorak Patrol 

While approaching Giaca, the heroes draw the attention of a Shorak patrol. 
This might occur when the Shorak are aggressively defending their claim to 
the planet or when the heroes venture too close to a Shorak ship or outpost. 
The heroes are ordered to set down at Station 3Z3. If they do, the Shorak 
interrogate them until satisfied that the characters make no claims to Giaca 
and have no intention of causing trouble. If the heroes fight back or give the 
Shorak reason to dislike them, they are escorted out of the system while their 
ship is flown by a Shorak pilot to a distant rendezvous point many light-years 
away. If the heroes escape, the Shorak pursue them relentlessly, dispatching 
scouts via airspeeder and starship as needed. The heroes might find refuge 
with criminals, locate their own hiding spot in the wilds of the planet, or 
receive help from the Peroenians or other Shorak rivals. 


Surviving Giaca 

The heroes’ ship sustains major damage during the approach to Giaca. 
Although they arrive in the system, they have little control over their craft 
and crash-land on the planet's surface. Their ship skips through the forested 
surface and becomes wedged between a pair of basaltic columns, high above 
the beach of a long coastline or island. The heroes discover they are on their 
own, far from any civilized area. They must escape their damaged craft, 
salvage what they can, and erect a temporary shelter. Soon, they draw the 
attention of local beasts and eventually must fight off a pack of brintaks (see 
below). Whether by search or by sensor, the heroes detect a small outpost 
hundreds of kilometers away. Salvaging what they can, they set off overland, 
possibly aided by damaged speeders. Along the way, the heroes encounter 
long-abandoned equipment, the remains of campsites or survey teams, and 
local wildlife. When the heroes arrive at the outpost, they must negotiate 
for aid and transport to their intended location. 


BRINTAK 

A brintak is a massive, muscular, four-legged beast that towers over most 
humanoids. Its large, elongated head features multiple rows of razor-sharp 
teeth. Its mouth is flanked on each side by barb-tipped, tentaclelike append- 
ages that ensnare and poison a victim while drawing prey into the creature's 
mouth. Brintaks live in many of Giaca’s groves of enormous toroc trees. They 
find food in the groves and the surrounding landscape. The largest brintaks 
are solitary hunters, but younger and smaller brintaks hunt in packs of four 
to six. Brintaks are social creatures and live in dens of hollowed-out toroc 
trees, often high above the ground. Packs number up to 20 members. 


Brintak 
Huge beast 15 
Init +8; Senses low-light vision; Perception +12 


CL 15 


Defenses Ref 25 (flat-footed 23), Fort 18, Will 10; Dodge, Mobility 
hp 188; Threshold 28 


Speed 6 squares 

Melee bite +19 (2d6+7) and 
claw +19/+19 (1d8+7) or 

Melee tentacle +19 (1d8+7 plus poison) 

Base Atk +11; Grp +29 (tentacles) 

Atk Options Crush, Improved Charge, Pin, pounce 

Special Actions roar 

Abilities Str 26, Dex 13, Con 26, Int 2, Wis 10, Cha 13 

Special Qualities pounce, roar 

Feats Crush, Dodge, Improved Charge, Mobility, Pin 

Skills Perception +12, Stealth -2 

Poison—On a successful tentacle hit, the brintak’s poison makes an attack 
roll of 1d20+10 against the target's Fortitude Defense. If the attack is 
successful, the poison deals 1d12 points of damage (in addition to the 
tentacle damage). If the attack is unsuccessful, the target takes half 
damage. 

Pounce—A brintak can make a long jump without a running start and 
without doubling the DC of the Jump check. If successful when 
jumping into or adjacent to a target's square, the brintak can make an 
immediate attack. If the attack is successful, the brintak can attempt 
to trip the target (as if using the Trip feat) as a free action that does 
not provoke attacks of opportunity. 

Roar—As a move action, a brintak can produce a terrifying, rumbling roar 
and make a Persuasion check to intimidate any enemy target within 6 
squares. If the check succeeds, the target must move away from the 
brintak at its normal speed on the target's next turn, and the target 
moves -1 step on the condition track. This is a mind-affecting effect. 
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1oL 

{ol is a small, barren world orbiting an orange star near the edge of the 
Unknown Regions. With no atmosphere, the planet has no native flora or 
fauna and offers very little in the way of natural resources. The sole excep- 
tion is a large amount of a particular ore that is highly prized by companies 
that forge durasteel. 


OL 

Region: Unknown Regions 

Climate: None 

Gravity: Low 

Moons: 0 

Length of Day: 21 standard hours 

Length of Year: 416 local days 

Sapient Species: 56% Human or near-Human, 44% other species 
Government: Corporate 

Capital: Haven 

Major Exports: Minerals 

Major Imports: Foodstuffs, medicine, technology 


Knowledge (Galactic Lore) 

DC RESULT 

20. The planet of lol is a barren world with no atmosphere and no native 
lifeforms. 

25 The government of lol is a corporate state that is a subsidiary of 
Tangan Industries, which has operated a mining colony on the planet 
for many centuries. 

30 The material mined by the colonists of lol is a major component in 
durasteel. 


Knowledge (Social Sciences) 

DC RESULT 

15 The board of directors of Tangan Industries considers Haven's admin- 
istrator to be the head of the colony, and they believe that all cities of 
lol cooperate harmoniously to mine ore. 

20 The cities put aside their differences when working on issues that 
involve the corporation, but otherwise, they rarely get along. Many 
city leaders feel they are more qualified and more experienced than 
Haven's current administrator, Elexia Nis'tar. 

25 Each city employs and dispatches its own group of miners. The groups 
work in separate locations and rarely interact. However, some sites are 
being mined by groups from multiple cities, which can cause tension 
and even combat between the competing miners. 

30 The colonists of lol had been treated unfairly and were on the verge of 
revolution before Elexia Nis'tar took office. 


HisTORY 

At first glance, the planet lol appears to be nothing more than an airless 
world with no redeeming qualities. For millennia, the spacefaring civilizations 
that rise and fall around it believe that to be true as well. 

Approximately 4,500 years before the Battle of Yavin, an independent 
scout vessel drops out of hyperspace too close to lol's gravity well. The pilot 
loses control of the ship and crashes on the planet's surface. Injured and 
losing life support, he dons his spacesuit and attempts to repair the ship well 
enough to sustain life support and call for help. While outside the ship, he 
discovers that the crash has inadvertently uncovered a large vein of an ore 
used in the manufacture of durasteel, After patching the ship, he submits 
his claim to the planet through a tight-beam transmission, naming the world 
after an ancient god of death, and waits to be rescued, His claim is received 
by a cargo vessel in the employ of Tangan Industries, which changes course 
and rescues the scout. However, the captain of the cargo vessel alters the 
transmission to state that the planet has been claimed by Tangan. By the time 
the pilot discovers what has happened, representatives of Tangan Industries 
have already begun a full-scale examination of lol. 

Within two years, Tangan Industries establishes a full mining colony on 
the planet, intending to extract as much ore as it can. In time, the colony 
expands to three cities around the world, all of which are built within sealed 
domes to protect the miners and their families. 

During the time of the Mandalorian Wars and the Jedi Civil War, lol is 
found by a group of ships wandering through the area, Led by a Jedi Knight 
known as the Revanchist, they negotiate with the administrator of the colony 
for a sizable amount of fuel and supplies in exchange for technology that the 
Revanchist has no need to keep. Although the transaction is not sanctioned 
by Tangan Industries, its board of directors turns a blind eye since they are 
the ultimate recipients of the technology. 

With their resources reduced by the trade, life becomes harder on lol, 
The corporation raises prices on all products for sale in the colonies, to 
help recover their costs for diverting new supplies to the colony. Within six 
months, production drops significantly due to starvation and lowered morale, 
and the colonists are ready to rebel and run the colony independently of 
Tangan Industries. Calling themselves the Miners’ Union, the rebels storm the 
capitol building, but corporate security repels the attack. The administrator 
opens his doors to the colonists’ leader, and they reach a settlement to reduce 
prices in exchange for the end of the protests. 

As the Empire gains power over most of the galaxy, a covert movement 
within the colonies desires to break away from Tangan Industries and become 
an independent state. For a while, it seems that the colony's administration 
holds the same desire, and the plan almost comes to fruition. But representa- 
tives from the company and the colonists meet to discuss terms and reach a 
settlement, resulting in better living conditions for the colonists that boosts 
their morale and increases productivity. 


LOCATIONS 

On a world that seems to be featureless, one might not expect to find loca 
tions of significance. But since lol has had a stable population for over 3,000 
years, its residents have managed to find or even make a few sites of their 
‘own. Most of the naturally occurring locations lie outside the safety of the 
domes or within the underground caverns that have been dug by the miners 
over the years. lol includes the following significant or interesting locations. 


Haven 

The oldest and largest complex of domed structures on lol is known as Haven, 
the colony's capital city. Consisting of five domes, each at least 1 kilometer 
in diameter, the city is also the artificial structure most easily visible from 
orbit. Haven dominates the landscape, especially at night when the city's 
lights illuminate the general vicinity for several kilometers. 

The five domes are completely separate from one another, and each 
focuses on a particular function for the city, such as government and finance. 
They are arranged with the oldest, largest dome, which is also the govern- 
mental dome, in the center, and the others surrounding it. Tubes connect 
the central dome to each of the others, allowing easy travel between them. 

In addition to containing structures geared toward serving its function, 
each dome also has residential areas that house families with at least one 
member who works within the dome. It is possible for a family to have 
another member who works in a different dome, but such arrangements are 
rare, since the corporation encourages members of each family to follow in 
their parents’ footsteps. 


Haven’s governmental structure operates as a corporation that is a 
subsidiary of Tangan Industries, the company that has owned the world 
since its colonization. The ruling body is a board of directors selected by 
the colony's Chief Executive Officer, who in turn is hand-picked by Tangan's 
top executives. 

The person serving as administrator of Haven from just after the Clone 
Wars to the time of the Yuuzhan Vong invasion is Elexia Nis'tar, a dark-skinned 
near-Human with platinum blonde hair. The executives who appointed her 
hoped to put someone in place who would serve their needs and act only asa 
figurehead, and Elexia seems like a perfect candidate, especially because she 
is married to Durro, one of the younger Tangan brothers. But Elexia proved 
them wrong by performing her duties responsibly, making the welfare of the 
colonists her top priority. Because she has gained the colonists’ favor and 
has her husband's support, Tangan's executive board allows her to run the 
colony as she sees fit—for now. 

Along with being the governmental seat, Haven serves as the world’s 
primary financial hub. Through careful negotiations, Tangan Industries allows 
other companies to offer goods and services to the colonists, including vari- 
ous foodstuffs, entertainment, and technology. In exchange for being permit- 
ted to conduct business on lol, each company must pay royalties to Tangan 
above and beyond the rent they pay for the use of space and resources. 

Haven also houses the planet's sole starport in a dome dedicated entirely 
to its operation. Docking fees are reasonable, and fuel and maintenance are 
offered for the standard costs found elsewhere in the galaxy. All services 
that cater to the starport are found within its dome. Anyone that visits lol 
must go through Haven's security and customs stations before disembarking 
at the docking bay, and they must pass through another checkpoint if they 
wish to travel anywhere in the city beyond the starport dome. 

The starport dome is also the hub for all repulsortrain movement. Two 
repulsortrain tunnels connect the dome to the cities of Menelath and Shirkel. 


Menelath 

The second largest city of lol is originally built as an extension of Haven so 
that colonists do not have to travel far each day to reach the deposits on the 
other side of the planet. Over time, Menelath grows to become a city in its 
own right, but it remains second to Haven in size and importance. Menelath 
consists of a primary dome that handles most of the city's functions and 
two additional domes, linked to the main dome by tunnels, that are used 
mainly as residential zones. 

Life in Menelath is not as comfortable as life in Haven. The domes offer 
most amenities, but the lack of a starport means that few businesses establish 
a presence here. As a result, many residents journey to the capital city ona 
regular basis to procure supplies that are unavailable in Menelath. 

From about six years before the outbreak of the Clone Wars until the fall 
of the Empire, Menelath is run by a Chadra-Fan named Tol Ferin, who also 
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serves as a vice president of Tangan Industries. His loyalty to the company 
is unswerving, and he runs the city according to the instructions Tangan 
gave him when he took office. His approach to governance has caused some 
tension between him and the new administrator of Haven, 


Ralak Canyon 

Because lol's highest concentrations of ore are located in this area, this 
formation is created artificially through centuries of mining. Ralak Canyon 
extends 7 kilometers across the planet's surface and has been measured at 
1 kilometer deep in places. 

As mining progresses in the canyon, natural underground caverns are 
opened, but little effort is made to explore them beyond the first 50 meters. 
Some believe that more ore deposits might lie within, but safety protocols 
prevent miners from venturing too far. 

Despite the number of preventive measures taken by the miners, many 
areas of the canyon are not considered safe. Each year, carelessness results 
in accidents and casualties. 


Shirkel 

Shirkel is the newest city to appear on lol's landscape, built about fifty years 
before the Battle of Yavin. In fact, much of the outer hull of the dome struc~ 
ture still has some of its original sheen, giving observers an idea of what the 
other cities looked like from the outside in their younger days. 

The city has only one dome and houses a significantly smaller population 
than the other cities, consisting mostly of miners who work the nearby sites. 
With population growth being very low, expansion of the dome is not a top 
priority, and the colonists in Shirkel must settle for facilities that are less 
extravagant despite being more recently constructed. 

The city is administered by a Twi'lek named Anoon'olan who also holds a 
vice-presidential position with Tangan Industries. However, most of Shirkel's 
residents give their loyalty toa Human named Kai Lunn, the current leader 
of the Miners’ Union, 


HAZARDS 


Building Decompression cL 14 

One crack, and suddently the entire wall blows outward, sucking anyone 
and anything nearby into the vacuum. 

Natural 

Trigger A transparisteel window or a wall takes at least 20 points of 
damage; targets all creatures within a room or corridor where the 
damaged section is located 

Attack +16 vs. Reflex Defense 

Damage No damage, and the target is pulled 20 squares toward the 
damaged wall section (Miss: No damage, and the target is pulled 10 
squares toward the damaged wall section) 

Recurrence On trigger 


Skills 
Climb (DC 27): The character grabs a stable object as a reaction and 
negates the forced movement. Alternately, if the character is already 
secured, he or she can grab an adjacent creature and prevent it from 
being moved by the hazard. 

Special 
Any creature pulled into the same square as the damaged wall or 
window is sucked out into the vacuum by this hazard, and must then 
face the vacuum atmosphere hazard (found on page 102). 


Stray blaster bolts and sabotage are two of the most dangerous things the 
people of lol must face. Since each of the buildings on the surface of lol is 
pressurized and sealed, any breach in the hull of a surface building usually 
results in immediate and violent decompression. Even the tiniest crack in 
a transparisteel window can cause an entire wall to blow out of a building, 
taking anyone in the room out as well before emergency forcefields can snap 
into place and restabilize the pressure and atmosphere within a building, 


Floating Away cL5 

A good push is all it takes to send someone careening across the surface 
of lol. 

Natural 

Trigger A creature or a droid is forcibly moved, such as with a Bantha 
Rush or by a telekinetic Force power 

Attack +7 vs, Fortitude Defense 

Damage No damage, and the target moves 6 squares in the direction it 
was pushed, and cannot move on its next turn unless it has a fly speed 
(Miss: The target moves an additional 3 squares in the direction it was 
pushed, but it can move normally on its next turn) 

Recurrence On trigger 

Skills 
Climb (DC 16): Asa reaction, the character can make a Climb check to 
negate the additional movement by grabbing onto something solid. If no 
stable object is nearby, the Climb skill cannot be used in this way. 

Special 
This hazard can move target vertically as well as horizontally. When 
moved upward, the target immediately falls back down to the height at 
which it began without taking falling damage. 


On planets with low gravity like lol, there is always a danger that, when 
outside of the controlled gravity of artificial structures, one might float 
away from the planet if given a sufficient push. Though lol's gravity is strong 
enough to keep move surface-travelers from floating out into the blackness 
of space, it is light enough that a creature that is sufficiently pushed will 
drift for some distance before landing. 


FACTIONS 

Although most colonists strive to maintain a peaceful coexistence with the 
corporate leaders who oversee lol, various factions within the larger group 
have their own agendas. Some have the colony's best interests in mind, while 
others serve their own ends. Even when factions share the same goal, they 
do not necessarily get along with one another. 


Tangan Industries 

As the corporation that owns the planet and provides jobs and supplies for 
almost the entire population of the planet, Tangan Industries is seen by many 
as the mother and father of civilization on lol. Everything that is present on 
the world exists because of the company, and everything that comes to and 
goes from lol is due to the company’s efforts. 

Despite the seemingly generous nature of its charter, Tangan Industries 
is far from a benevolent force on lol. The corporation exercises strict control 
over what merchandise comes into and out of the colony and what the resi- 
dents are allowed to do. The colonists are observed virtually nonstop, because 
Tangan claims that high security must be maintained to keep the colony as 
efficient as possible. Any events that take place apart from work and sleep, 
including family outings, must be approved by management. 


Miners’ Union 
The Miners' Union is formed to bring the world’s miners together as a single 
force that can oppose Tangan’s complete control of the colonists’ lives. The 
union confronts Tangan Industries on a number of issues, including employee 
benefits and mines safety. Working conditions for the miners are risky, and 
Tangan, always seeking a profit, tries to resolve the miners’ concerns by doing 
only what is necessary to address each issue. The Miners’ Union sees the 
minimalist effort as cold and uncaring and wants the company to take extra 
efforts to ensure employee safety. Some members of the union occasionally 
take matters further than the conference table and create a situation that 
illustrates their point a little more violently, regardless of whether they have 
the union's support. 

During most of the organization's history, the welfare of its members is 
its top priority and driving goal. On rare occasions, though, its leadership 
seeks to exploit the union's position for personal gain. 


Merchants’ Consortium 

The Merchants’ Consortium is a council of representatives from the compa- 
nies that have permission to sell good and services to the colonists. The con- 
sortium meets regularly with the colony's administrators in Haven to discuss 
business matters and to resolve any outstanding issues between the groups. 


Colonists sometimes strike private deals with members of the consortium 
to procure items not normally available through standard means and without 
being noticed by Tangan Industries. As long as the transactions do not affect 
the flow of credits into their coffers, the other merchants turn a blind eye 
to these clandestine arrangements. 


ADVENTURE IDEAS 

‘Something is always happening on lol that might interest heroes. The follow- 
ing adventure ideas can be integrated into an existing campaign or inspire 
2 whole new set of escapades. 


Buried Alive 

A rockslide at Ralak Canyon has buried a group of miners from Haven in a 
recently opened cavern near the canyon floor. Those trapped in the cave will 
run out of air if they are not rescued in time, and the heroes are asked to 
help other miners in the canyon free the victims. However, the other miners 
are from Menelath, and due to recent conflicts with the Haven miners, they 
are in no hurry to provide assistance. 


Power Play 

The heroes learn of an assassination plot against Elexia Nis'tar. They must 
stop the assassin before Haven's administrator is killed. If the heroes succeed, 
Elexia asks them to investigate and determine who hired the assassin. She 
‘suspects the involvement of one or more of the colony's other leaders, since 
many of them resent her status as head of the colony. 


A Simple Errand 

Kin Thalin, the owner of a small cantina in Haven, claims to have found a 
remote cavern that holds large deposits of rare and valuable crystals. He 
has heard stories that some of the crystals were taken long ago by the 
Revanchist and his fellow warriors to power their weapons. Thalin is willing 
to pay handsomely for a group of heroes to fill a crate with crystals from the 
cavern and deliver it to him. Does he want the crystals for his own purposes, 
or is he acting on behalf of visitors from offworld? 


Revolution 

All communications with the city of Shirkel cease. Elexia Nis'tar worries that 
the Miners Union is leading a revolt in the dome in an attempt to take over 
the city. She hires the heroes to infiltrate Shirkel and investigate. The city's 
Twi'lek administrator seems willing to negotiate with the protestors, but the 
miners appear unwilling to listen to what they disparage as more corporate 
lies. The tension in Shirkel is building, and it won't take much provocation 
for things to turn ugly. 
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O'REEN 

A failed colony world from the bygone era of the Old Republic, O'reen has 
become a fortress planet to rival any of the Core Worlds from the days of 
Palpatine's Empire. Its strict military focus allows O'reen to overcome any 
disadvantages it faces because of its limited technology. 


O'REEN 

Region: Unknown Regions 
Climate: Temperate 

Gravity: 1.1 standard 

Moons: 2 

Length of Day: 34 standard hours 
Length of Year: 355 local days 
Sapient Species: 98% O'reenians, 29 other species 
Government: Military dictatorship 
Capital: Fort Maximus 

Major Exports: None 

Major Imports: Military weapons 


Knowledge (Galactic Lore) 

DC RESULT 

15 O'reen is located just outside the border of the Outer Rim Territories 
and is fiercely independent and self-reliant. 

20 O'reen is controlled by a stringent military regime, and citizenship is 
reserved for those who serve in the planetary militia. 

25 The initial colony was established as an early warning outpost against 
a perceived extragalactic threat, but there is no proof that the threat 
ever materialized. 

30 Although the world's technology level is far behind that of most of the 
galaxy, O'reen has managed to keep fairly close to standard tech levels 
in military weaponry and vessels. 


Knowledge (Social Sciences) 

DC RESULT 

15. O'reen is ruled by a single military leader who is referred to by the 
honorific of Magnus. 

20. The people of O'reen are accustomed to the regimented lifestyle of the 
military, and every citizen is a capable combatant. 

25 There have been several uprisings by civilians seeking to improve their 
low status, but each attempt has been thoroughly squashed by the 
military. 


HisTORY 

Shortly after the Great Hyperspace War, the Republic orders the foundation 
ofa large number of outpost worlds in the hopes of avoiding another surprise 
invasion, especially in the wake of the destruction left by the Sith Empire's 
aggression. The initial plan is to establish military garrisons well past the 
boundaries of known space, complete with the latest in hyperspatial com- 
munications and the full backing of the Republic, to provide supplies and 
new troops as necessary. However, budgetary constraints combined with 
the costs of rebuilding force the Republic to accept a compromise from the 
Senate. The military garrisons are combined with colonization efforts in an 
attempt to create self-sustaining military outposts. 

The initial test of the advance warning initiative seeks to establish a dozen 
such colonies, with the Republic offering lucrative bonuses to volunteers, 
Unfortunately, the wave of patriotism hoped for by the bureaucrats does 
not materialize, and the Republic is forced to settle for only five colonies. Of 
these, four are deemed failures due to a wide range of unfortunate events, 
including Senate corruption. As a result, the Republic military scraps the 
entire project. As the Republic's budget lacks enough credits to bring the 
colonists home, the last colony is left to its own devices. 

The fifth colony—the one established on O'reen—flourishes despite being 
written off by the Republic and isolated from the rest of the galaxy. This 
success is due partially to the abundant natural resources available to the 
colonists, but the deciding factor is a critical step taken by the military 
officer put in charge of the outpost. A once-promising starship captain who 
had fallen out of favor, he believes that without the strict discipline of the 


Republic, the colony at O'reen will be doomed to failure. Thus, he decides to 
create a system to exert the required level of control. In a quick and bloodless 
coup, the captain and those under his command establish themselves as the 
dominant authority, a feat made easier by the fact that the original leader, 
the foppish son of a Republic bureaucrat, is disliked by most colonists. Within 
a year, the captain turns the colony around, shaping it into exactly what the 
Republic had hoped for: a well-disciplined and entirely self-sufficient military 
outpost. The surname of the captain is all that remains known of the leader 
who made the colony flourish, and to this day, the title of Magnus is carried 
with pride and dignity by the planet's leader. 

As the years turn into decades, O'reen's original mission becomes an 
increasingly distant memory, and its society develops into a caste system. 
Full citizenship is granted only to those who join the military and serve for a 
minimum of six years. Those who choose not to enlist or are unfit for service 
are deemed “civilians” and given few rights, becoming essentially indentured 
servants of the government. Civilians perform the bureaucratic tasks that 
allow society to function, along with menial jobs that the rest of the galaxy 
has long since given to droids. Attention to duty among the military is 
ensured by the threat that any soldier given a dishonorable discharge will 
lose all rights as a citizen and be expelled from all settlements. These extreme 
measures go a long way toward guaranteeing that only those willing and fit 
to serve enter the ranks of O'reen’s military. 

O'reen’s next major contact with the galaxy at large comes several 
centuries before the onset of the Clone Wars, when a corporate explora 
tion vessel chances upon the planet. The captain intends to swoop down, 
impress the natives with a display of technological superiority, and stake a 
claim to the world for his corporate masters. Unfortunately, he drastically 
underestimates the skill and dedication of the O'reen military, which bests the 
corporate vessel and gains its first glimpse of how much galactic technology 
has changed since the founding of the colony. The Magnus orders the ship 
to be repaired and retrofitted, hoping to acquire new military technology 
to use in defending O'reen against future attacks. Until the military catches 
up with the rest of the galaxy in the arms race, it carries out supply raids in 
utmost secrecy, and only when success seems assured—potential hostiles 
must not be allowed to track the raiders to their homeworld. The O'reen 
military defeated a technologically superior ship because its commanding 
officer was an arrogant buffoon, but the next ship might have a commander 
with more formidable military training. 

For centuries, O'reen soldiers and scouts conduct acquisition runs, using 
any means available to gain the latest military technology. All goes accord- 
ing to plan until a Republic military exploration craft comes across O'reen 
while investigating nearby systems looking for Separatist supply depots. 
The ship's captain is untrained in first contact protocol, leading to a violent 
misunderstanding and the capture and enslavement of most of the ship's 
crew. Clone troopers from Vornskr Company, led by Jedi General Morninafire, 


O'REENIANS 
O'reenians are a species of near-Humans with a striking similarity to 
baseline Humans, with the prominent differences being their orange-hued 
skin and their pitch-black irises. The militaristic outlook of their society is 
similar to that of the Chiss, although unlike that species, the O'reenians 
are not averse to striking without provocation if doing so might gain them 
a tactical advantage. Their native tongue is based on a very old dialect 
of Bocce, and it shares enough commonality with that language that 
characters fluent in Bocce can decipher most of what an O'reenian says. 
Given the insular nature of O'reen society, few of its members are likely 
to leave and wander the galaxy, although outcasts are forced into exile 
from time to time. Most O'reenian heroic characters should have at least 
‘one or two levels in the soldier class to reflect their military upbringing. 
Using the rules for creating near-Humans in Chapter 1, O'reenians have 
the following traits and variations: Heightened Awareness, Persistent, 
Eye Variation (black irises), and Skin Color (orange). 


mount a rescue that ends with the death of the Magnus. In the aftermath, the 
Galactic Senate votes to quarantine O'reen to keep it from sharing military 
knowledge and resources with the Separatists and as an attempt to keep its 
hostile population under control. 

The quarantine is largely unnecessary, since the new Magnus does not 
want to provoke the wrath of the powerful Republic again. Still, it is main- 
tained until several decades after the Battle of Yavin, when the Yuuzhan Vong 
invade the galaxy. The Magnus adopts a “wait and see” approach regarding 
the extragalactic conquerors. When Coruscant is devastated in the wake of 
its capture by the Yuuzhan Vong, all details on file regarding O'reen are lost. 
Although O'reen seems to have been forgotten by the rest of the galaxy, 
the Magnus continues to keep tabs on galactic events, waiting for the right 
opportunity to expand O'reen’s control of the region. 


LOCATIONS 
O'een includes the following significant or interesting locations. 


Fort Maximus 

By far one of the most heavily fortified settlements on the planet, Fort 
Maximus serves as both capital and primary military headquarters. The estate 
of the ruling Magnus is located in the city's center, and the overall design 
reflects the stark military nature of the O'reenians. Multiple defenses make 
it possible for Fort Maximus to withstand a siege for years, if necessary. 
Military production facilities are located underground in protective bunkers 
so that materials can continue to be produced in the event of invasion, Many 
of the city’s residents are capable warriors. 
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Orbital Deployment Center 

One of the oldest garrison-cities in existence, Orbital Deployment Center is 
the closest thing to a spaceport on O'reen. Its primary purpose is to monitor 
activity throughout the system by means of numerous satellites that were 
put in place during the colonization of the world. The satellites were intended 
to help the colony fulfill its mission as an early warning outpost. These days, 
they are used to assess nearby sectors for viable targets for raiding actions, 
and as a hub for storing and analyzing offworld technology that is taken 
into O'reenian custody. Captured technology is dismantled and studied for 
new military advancements the O'reenians can adopt, such as more efficient 
blaster weapons, faster sublight drives, and improved shield generators. 


Epsilon Garrison 

A prime example of the military attitude that pervades O'reenian life, Epsilon 
Garrison is one of the many cities that dot the surface of the world. Although 
not as heavily fortified as the capital, Epsilon Garrison still looks like a military 
base. However, the city also has a strong agricultural industry, producing 
a substantial portion of the crops used to feed many of the neighboring 
garrisons as well as supporting the standing armed forces stationed at Fort 
Maximus. 

What sets Epsilon Garrison apart from other cities is that it is the only 
one to host a significant population of civilians who have started to seriously 
consider a revolution. Although they know that a direct confrontation will 
only get them killed, these civilians are contemplating ways of making their 
voices heard and perhaps even improving the lot of all O'reenian civilians, 


MILITARY LAW 

Life on O'reen is very similar to that under the totalitarian regime estab- 
lished by Emperor Palpatine at the end of the Clone Wars. The Magnus is 
the undisputed military commander, and since every citizen is a member 
of the military, the Magnus is also the supreme governmental author- 
ity. The only way to become a citizen of O'reen is to join the planetary 
militia; nonmilitary residents are labeled "civilians" and are essentially 
indentured servants. Visitors from offworld are automatically considered 
to be civilians and thus subservient to the military unless they prove that 
they are members of another planet's armed forces or they offer fealty to 
the Magnus by enlisting in the O'reenian military. However, visitors are 
infrequent—over the centuries, O'reen has become very insular, preferring 
to keep its contact with outside cultures to a bare minimum. 


HAZARDS 


Orbital Defense Mines cL8 

These nearly invisible satellites spring to life as a ship approaches, moving 
rapidly toward the vessel and detonating once they get close. 

Artificial, energy 


Trigger A vehicle attempts to enter the O'reenian atmosphere 
Attack +10 vs. Reflex Defense 

Damage 3d10x2 (Miss: Half damage) 

Recurrence On trigger, then on initiative (Initiative +8) for five rounds 


Skills 
Pilot (DC 16): As a reaction, the vehicle's pilot can make a Pilot check 
‘to reduce the damage caused by an exploding orbital defense mine. 
If the check is successful, the damage taken by the vehicle is reduced 
by half (if the vehicle is already taking half damage from the attack, it 
instead takes one-quarter damage). 
Use Computer (DC 16): The character can make a Use Computer 
check to detect the presence of the mines, Furthermore, as a standard 
action, the character can use the Use Computer skill to use the 
vehicle's sensors to detect the mines, granting the vehicle a +2 dodge 
bonus to Reflex Defense against the mines’ attacks, 

Special 
This hazard assumes that the triggering vehicle is passing through 
the thick net of security satellites surrounding the whole planet. You 
can also choose to have the orbital defense mines only cover certain 
squares; in such a case, the mines trigger when a vehicle enters the 
square of, or a square adjacent to, an orbital defense mine, and there is 
no recurrence. 


The people of O'reen take the defense of their world very seriously. Despite 
this fact, there are many strange and powerful races throughout the Unknown 
Regions that have technology that is unfamiliar to the O'reenians, making it 
difficult for them to sense threats from the outside until itis too late. As a 
result, the O'reenians have created a network of orbital defense mines that 
detect, move toward, and attack any starship approaching O'reen without 
proper transponder identifiers. Whenever the heroes approach O'reen for the 
first time, they may encounter orbital mines. 


O'reenian Fog cL 12 
Thick fog covers the surface of O'reen, providing a good place for criminals 
to hide but also concealing the towering stone structures from those 

who ply the mist. 

Atmospheric, natural 

Trigger A vehicle's pilot ends his or her turn with the vehicle in a space 
filled by O'reenian fog 

Attack +14 vs. Reflex Defense 

Damage The vehicle takes damage as though it had collided with another 
vehicle of Colossal (cruiser) size 

Recurrence On trigger 

Skills 
Perception (DC 31): A copilot can use the Perception skill to give 
the vehicle a +2 dodge bonus to Reflex Defense against this hazard, 
warning the pilot about getting too close to a rock formation. 
Pilot (DC 26): As a reaction, the pilot of a vehicle can make a Pilot 
check to reduce the damage caused by the collision. A successful check 
causes the vehicle to take half damage from the collision. 
Use Computer (DC 21): As a standard action, the character can 
use the ship's sensors to try and pierce the fog and find a safe route 
around the jutting plateaus. Success grants a +5 circumstance bonus 
to the vehicle's Reflex Defense against the hazard's attacks. 


Much of the ground level of O'reen is covered in a perpetual heavy fog. Most 
O'reenian cities are built atop tall mesas and plateaus, meaning that most 
travelers don't have to deal with the thick fog. However, the few, rare crimi- 
nals on O'reen often fly their vehicles through the thick fog, staying below 
visual range and navigating by sensors alone. The practice is dangerous, and 
more than a few ships have had deadly collisions with the towering mesas. 


FACTIONS 

O'reen is tightly controlled by the military government, which clamps down on 
attempts by civilians or visitors to upset the ruling order. Still, the military is 
not monolithic, and factions within its ranks harbor their own goals and plans. 


The Magnus 

As the highest-ranking member of the O'reenian military, the Magnus is the 
ruler of a planet of combat-capable troops. Elected by a council of peers, 
the Magnus must have the political and tactical savvy to ensure that opera- 
tions on O'reen continue undisturbed and to stave off challenges to his or 
her authority. As a talented and shrewd leader, the Magnus is capable of 
personally taking on all but the most dangerous of adversaries, but even 
so is accompanied by at least four elite guards at all times. In addition, 
the citizens of O'reen are always ready to answer a call to arms from their 
supreme commanding officer. 


ADVENTURE IDEAS 

Even simple adventures on O'reen are tense and worrisome, since the heroes 
are not free to explore as they please. As visitors from offworld, unless the 
characters are members of another planet's military, they are branded as 
civilians and given few rights. 


O'reenian Hospitality 

A miscalculated trajectory causes the heroes’ ship to dump them suddenly 
out of hyperspace and results in enough system failures to require a bumpy 
landing on the nearest available world—O'reen. A basic long-range scan of 
the planet reveals that a large number of orbital emplacements are tracking 
the ship. Through a mix of luck and skill, the heroes manage to land away 
from the larger garrison-cities and avoid capture, but the local patrol takes 
‘away their damaged ship. The characters must break into Orbital Deploy- 
ment Center to steal back their vessel, along with the parts needed to make 
repairs, without being blasted into atoms. After they fix their ship and make 
the jump to lightspeed, they discover that a few unwelcome guests have 
snuck aboard and intend to bring the ship back to O'reen, even if they have 
to do so over the heroes’ dead bodies. 


A Crateful of Smoking Blasters 

The characters are hired by a near-Human to transport a large amount of 
“various sundries and luxury goods" to a contact on O'reen. If the heroes 
open the storage containers in transit, they find cutting-edge military-grade 
weapons and armor. They do not have the proper permits for such items and 
would be ina lot of trouble if caught with that much hardware. If the heroes 
attempt to deliver the cargo, they drop out of hyperspace near O'reen and are 
hailed by ground control, which demands that they identify themselves and 
transmit the proper identification codes or they will be blasted out of space. 
If the heroes convince ground control to let them land, their ship is boarded 
for inspection by people who look like members of the same near-Human 
species as their employer. The cargo is confiscated as “evidence of treason 
against the Magnus," but if the characters tell the truth convincingly, they 
are judged as dupes of the real traitors and allowed to leave O'reen—provided 
they lead the O'reenians to their contact. 
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VEROLEEM 

Once, the planet Veroleem was the site of a group of colonists who sought 
to live free of outside influences. But the world’s residents have changed, 
evolving into a cult that constantly seeks new members and harbors an 
ancient secret that would give even the stoutest mind pause. 


VEROLEEM 

Region; Unknown Regions 
Climate: Arid 

Gravity: Standard 

Moons: None 

Length of Day: 20 standard hours 
Length of Year: 307 local days 
Sapient Species: 80% Human, 20% other species 
Government: Theocracy 

Capital: New Promise 

Major Exports: Lommite, narcotics 
Major Imports: Disciples 


Knowledge (Galactic Lore) 

DC RESULT 

20 Veroleem is a remote desert planet that is the home of a small group 
of cultists who preach withdrawal from worldly temptations. 

25 Despite their tenets, the cultists send out a significant number of trav- 
eling priests to seek new initiates, although regardless of how many 
converts they find, the size of the cult never really fluctuates, 

30. Kryotin, one of the more addictive narcotics in the known galaxy, is 
produced on Veroleem. It provides the cult with a steady stream of 
revenue as well as a means to force new converts to abandon their old 
lives. 


Knowledge (Social Sciences) 

DC RESULT 

15. The Veroleemians have developed a cultlike mentality, sending priests 
out into the galaxy to recruit new followers. 

20 The original founders of Veroleem were members of a group that 
sought to live without Republic interference. 

25 The residents of Veroleem have always been governed by the Council 
of Enlightened Elders, a group located in the city of New Promise. 
The current elders are said to be direct descendents of the original 
colonists. 


HisTORY 

Several decades before the Sith wars, a tiny band of interstellar wander- 
ers look for a world they can claim as their own. They seek a life without 
interference from a Republic they feel is more interested in controlling the 
lives of its citizens than in seeing to their well-being. They finally chance 
upon a planet that they name Veroleem after the leader of their group. Given 
the world’s remote location and lack of readily exploitable resources, the 
isolationists have little trouble staking their claim. 

There is no record of when or how it occurs, but the denizens of Veroleem 
undergo a psychological change. Instead of trying to become self-sufficient, 
they start sending out proselytizers to recruit fresh converts and bring them 
to Veroleem. As is the case with many cults, these new converts sever all ties 
with their former lives, take on new names, and frequently vanish from the 
galaxy altogether. To further bolster their efforts and provide a steady source 
of income, the cultists began to manufacture a very potent narcotic called 
kryotin powder, supposedly named after the Veroleemian who devised the 
drug. The powder gives the cultists a powerful hook to draw new disciples 
away from their old lives, forcing many of them to become drug-addled and 
subservient to the whims of the cults’ high priests. Over the centuries, many 
criminal organizations attempt to add Veroleem's lucrative kryotin produc- 
tion to their own repertoires, but a series of "accidents" causes each group 
to invest in other lines of vice that are less worrisome. 

When the Mandalorians begin their raids into Republic space, Veroleem is 
one of several planets that goes overlooked, mostly because the Mandalore 
saw little of value in such a remote world. Some members of the Neo- 
Crusaders suggest using kryotin as a bioweapon to soften up targets prior 


to invasion, but this idea draws scorn from more traditional Mandalorians, 
so Veroleem weathers the Mandalorian Wars with minimal effects. Even the 
Jedi Civil War that follows has little impact on the planet. In fact, it proves 
beneficial—the chaos that the Sith war brings to the galaxy gives the cultists 
a better chance to operate without drawing undue attention from Republic 
judicials, Sector Rangers, or the Jedi Order. 

In the aftermath of Revan's insurrection, a great many Republic archive 
records are lost, among them the original claim to Veroleem made by the first 
settlers. This event drags the cultists into galactic affairs when a mining com- 
pany (actually a front for the criminal organization known as the Exchange) 
purchases the planet under the pretense of mining for untapped deposits 
of lommite. Veroleem's ruling Council of Enlightened Elders does not want 
outsiders interfering in their affairs and launches a protracted legal battle. 
The Veroleemians eventually prove their claim to the planet and force the 
Republic to remove the Exchange-backed mining interest. The cultists insist 
that the mining equipment be left behind, however, giving them another 
source of revenue. 

This chain of events brings the Cult of Veroleem to the attention of the 
Jedi Order, The Jedi can do little about the planet's intent to remain isolated 
from the Republic, but they make it clear that they strongly disapprove of 
the cult's recruitment tactics. The next few decades see several conflicts 
between groups of cultists and Jedi Knights. As a result, the Veroleemians 
change their methods of gaining new initiates and severely curtail their 
distribution of kryotin. 

But in the aftermath of Lord Kaan's thought bomb and the devastation 
wreaked upon the Jedi Order by the Battles of Ruusan, the Veroleemians 
slowly return to their old ways. They increase the sale of kryotin, and as the 
Jedi grow increasingly involved with the Galactic Senate, it becomes even 
easier for the cultists to avoid the Republic's notice, 

When Count Dooku begins rallying the outlying systems to join the Con- 
federation of Independent Systems, Veroleem publicly remains independent 
but secretly provides support to the Separatist, The Clone Wars never reach 
Veroleem, but Palpatine is not so quick to forget the small world. Several 
months after the formation of the First Galactic Empire, he sends one of his 
Inquisitors to the planet on a classified mission. Curiously, the cult scales back 
its recruiting drives around that time, and rumors emerge that the Emperor 
is not averse to banishing criminals and political prisoners to remote worlds 
such as Veroleem, where they disappear. 

In spite of its efforts to track down all the Empire's prison worlds, the 
Rebel Alliance never learns Veroleem’s location. The planet remains a well- 
kept secret even after the defeat of the Empire and the birth of the Galactic 
Alliance, After the fall of the Alliance and the rise of a new Empire led by 
the Sith Lords, the cultists once again start recruiting more aggressively, 
secure in the knowledge that the location of their homeworld is a long- 
forgotten secret. 


KRYOTIN 

One of the oldest narcotic agents known to the galaxy, kryotin is outlawed 
by every major galactic government since the days of the Old Republic. 
Even the Galactic Empire seeks to keep the drug from becoming too 
prominent, especially among the military forces. 

Kryotin functions by causing the user's brain to release a sudden rush 
of chemicals that bring on a state of euphoria and that also make the 
victim greatly susceptible to suggestion. While some use it for recre- 
ational purposes, it can also be used in interrogation and brainwashing. 
The following hazard can be used to represent the effects of kryotin on 
a living creature. 


Kryotin cL4 

This narcotic substance instills a strong sense of euphoria in the subject, 
making him or her susceptible to suggestion. 

Ingested, natural, poison. 

Trigger A living creature ingests a dose of kryotin 

Attack +6 vs. Fortitude Defense 

Damage No damage, and the target moves 1 step on the condition 
track and gains a persistent condition. Until the persistent 
condition is removed, the target doubles all condition track 
penalties to Will Defense. (Miss: No damage, and the target moves 
-1 step on the condition track) 

Recurrence Once each minute for 10 minutes 

Skills 
Knowledge (life sciences) (DC 31): The character identifes the 
chemical as the narcotic substance known as kryotin, 
Perception (DC 26): The character recognizes the signs that an 
individual creature is under the effects of kryotin. 
Treat Injury (DC 21; requires medical kit): The character treats 
the effects of kryotin. This process takes 8 hours and removes the 
persistent condition caused by kryotin. 

Special 
Each day that a creature with a persistent condition caused by 
kryotin goes without a dose of kryotin, the creature moves -1 
step on the condition track at the start of the day. After 10 days 
without ingesting kryotin, the persistent condition is removed. 
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LOCATIONS 
Veroleem includes the following significant or interesting locations. 


New Promise 

The only major city on the planet and the location of Veroleem's main 
starport, New Promise is a disjointed blend of classic design aesthetics and 
modern practicality. Although it is a far cry from the bustling metropolis 
that most planetary capitals become, New Promise still shows a great deal 
of activity, since it is home to the vast majority of the world’s inhabitants. 
The city also hosts the Council of Enlightened Elders, which has led the cult 
since Veroleem was colonized. Constable Girath is the surly, tight-lipped head 
of local law enforcement and has been for as long as can be remembered, 
even by members of species whose life spans extend into centuries. Most 
residents assume that the name and position are hereditary. 


Coreesh Mountains 

The Coreesh Mountains are an expansive range located several dozen kilo- 
meters to the east of New Promise, The only major structure is a temple of 
the Veroleem cult, which sees an unusually large amount of traffic given its 
remote location. However, the temple is the secret manufacturing site of the 
addictive narcotic kryotin. Entrances to the production areas are known to 
very few and heavily guarded at all times. Many of the newer cult initiates 
brought to Veroleem end up in the temple, and few seem to leave. 


Desperation's Refuge 

Not every initiate to the Cult of Veroleem is a willing convert. For some 
time, a small resistance has operated in the shadows, founded by slaves who 
managed to break their addiction to kryotin and escape into the wilderness, 
Poorly equipped and barely eking out an existence, the resistance establishes 
a small encampment called Desperation's Refuge, keeping the exact location 
hidden from the cult’s enforcers and scouts. The reason for their success 
over the centuries is that Desperation’s Refuge has no fixed location—it is 
a tent city, capable of being packed up and moved at a moment's notice. 
The current leaders of the resistance make the mobile township their main 
base of operations. 


VEROLEEM'S 

ANCIENT SECRET 

One of the many experiments that the ancient Sith conducted was an 
attempt to stave off death, keeping the body in its biological prime far 
longer than was natural and increasing the recipient's ability to recover 
from injury. Although they succeeded, the knowledge came too late to be 
of any use to the Sith. The problem they encountered (and were unable 
to overcome at the time) was that to stabilize the chemical formula that 
would keep death at bay, the brain chemicals of a genetically compat- 
ible species had to be included, and each dose would last only a limited 
period of time before the body resumed the aging process. The ethical 
issues were not a problem for the Sith, but in the vicious infighting of 
their Empire, the discovery was lost. 

Among the initial settlers of Veroleem was a Force adept named Kryo 
Tinwole, who during a scouting expedition stumbled upon the remains of 
the Sith laboratories, buried in the area that would come to be called the 
Coreesh Mountains. Using his Force abilities, Kryo was able to decipher 
the Sith texts and uncover their elixir of immortality, It was a simple 
matter for him to murder one of the other colonists so that he could use 
the elixir on himself. Between his powers and his newfound immortality, 
Kryo had little difficulty in eventually warping the views of the colony 
leaders, forging them into the Council of Enlightened Elders and drawing 
many other colonists into his burgeoning cult. 

Quite simply, the Cult of Veroleem is a sham, existing only to perpetu- 
ate the longevity of the world’s oldest residents, some of whom can mea- 
sure their life spans in centuries. Further research led to the development 
of the drug kryotin from the by-product of the elixir creation, which the 
cult uses to lure more victims to Veroleem to be sacrificed. The drug has 
the added benefit of enhancing the brain chemicals of those about to 
be harvested. When the Jedi Order started paying more attention to the 
cult's activities, the Council feared that they might learn of the crimes 
committed to secure immortality, but the Jedi's attention shifted away 
from the cultists before their secret was revealed. 

Darth Sidious showed a brief interest in the cult and its elixir, con- 
sidering it as. a means of prolonging his life. But he chose not to become 
dependent on a drug in his quest for immortality and pursued other paths. 

The Council of Enlightened Elders is terrified that the resistance 
movement will learn its secret and spread the truth. If an agency more 
interested in promoting justice than in seeking power, such as the Jedi 
Order or the Sector Rangers, discovers that the Cult of Veroleem has 
murdered an immeasurable number of victims, it will certainly try to end 
the cult once and forall. Worse yet, any criminal organizations that learn 
the cult's secret will not hesitate to torture, kill, and destroy to gain the 
dark knowledge for themselves. 


FACTIONS 
Besides the group of elders that rules over Veroleem, there is only one true 
other faction found on the planet. 


The Resistance 

The small underground resistance movement that takes root on Veroleem 
disrupts the cult's total control of the planet. Although chronically short of 
both numbers and resources, the movement manages to survive in one form 
or another for centuries. Not even the most violent purges by the Council of 
Enlightened Elders can wipe out the resistance cells completely, thanks to 
the insurgents’ traveling tent city and their skill at staying out of sight when 
necessary. The resistance also smuggles people offworld by various means, 
seeking to help those who still have a chance of returning to their old lives 
or of finding a new path free of the cult’s influence. 

The primary goal of the resistance, however, is to depose the council, 
having gained a sense that something is unnatural and sinister about the 
cult's rulers. The appearances of the elders never seem to change, even as 
decades and centuries pass, but so far, resistance efforts to discover the 
truth behind this phenomenon have been futile. Some resistance leaders 
press their comrades to focus more resources on liberating converts and 
breaking them of their addiction to kryotin, rather than on chasing rumors 
of the council members’ unnatural longevity. Initiates freed in this manner 
usually end up joining the resistance themselves. 


ADVENTURE IDEAS 
Veroleem is a very dangerous place to visit. Any hero would be well advised 
watch out for overly friendly strangers and not to go anywhere alone. 


Desperation's Call 

As the heroes are getting ready to board their ship for their next destination, 
a haggard-looking male Human runs toward them and collapses, a datacard 
tumbling from his fingers. The man appears to have died from recently 
inflicted injuries. A recording on his datacard contains astrogation data to 
reach Veroleem, the coordinates of a makeshift landing pad there, and a 
plea from the man (who calls himself Vorli) to help prevent a massacre on 
the planet. If the heroes travel to Veroleem, they are greeted by Joll Kohan, 
a grizzled man with a military bearing. Vorli's mission was to find spacers 
willing to help the resistance smuggle recently rescued victims of the cult 
offworld. However, the heroes’ arrival compromises the site's location, and 
Kohan learns that the cultists have mustered their forces and are en route 
to wipe out the resistance. 


The Word of the Elders 

During the heroes’ much-needed downtime, young human man arrives sud- 
denly and with great fanfare, accompanied by a number of other young and 
healthy followers. The human begins to preach about the drain that greed and 
ambition put on the body, and espouses a philosophy that eschews material 
wealth. To the amazement of those gathered, the man claims to be over 300 
years old, kept young via monastic practices. The man extends an invitation 
to those who have gathered to hear him speak, offering them berths on his 
‘spaceship and a new life on a world far from the pain and misfortunes of the 
galaxy. Before this young proselytizer can depart, the heroes learn that the 
others who accompanied him have been slipping away during his speeches 
and selling a powerful narcotic called kryotin to the local criminal organiza- 
tions (perhaps even meeting with the Hutts to arrange a larger delivery). 
The heroes have the chance to trace this dangerous narcotic to its mysteri~ 
‘ous source by allowing themselves to be taken as new recruits, only to find 
themselves on the world of Veroleem in the Unknown Regions, scheduled 
to have their bodies harvested to prolong the lives of the planet's elders. 


Secret Harvest 

During a routine hyperspace jump, the heroes stop to change directions 
and discover a derelict spice freighter drifting nearby. A closer examination 
reveals that the ship recently traveled from coordinates deep in the Unknown 
Regions, well beyond where spice freighters normally ply their trade. A 
maintenance droid, which has dutifully kept the freighter in working order 
for some months now, explains to the heroes that the ship departed from 
Veroleem with a full crew complement and a cargo hold full of a new kind of 
spice found only in the Unknown Regions. Following a hyperspace miscalcula~ 
tion, the crew was forced to abandon ship, leaving the ship to drift aimlessly. 
However, during this discussion, a beacon on the freighter activates, and the 
ship jumps to lightspeed, headed for Veroleem and carrying the heroes with 
it. When the freighter drops out of hyperspace above Veroleem, cult leaders 
welcome the heroes and thank them for returning their stolen property—the 
medicinal narcotic known as kryotin. The cultists offer to reward the heroes 
lavishly in order to keep them on the planet, fearing that the heroes might 
reveal their operation to the known galaxy. The harder the heroes try to leave 
Veroleem, the more effort the cultists put into keeping them there, resort- 
ing to violence (possibly driving them into Veroleem’s desert). The heroes 
must find a way to get off-world before the cultists make them permanent 
residents of the Unknown Regions. 
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VOLIK 
Initially intended as a resort colony for the wealthy, the planet Volik is aban- 
doned to pirates and smugglers when the resort's owners fall on hard times. 

The world is dominated by rocky terrain. The main continent is made up 
of sweeping grasstands separated by small mountain ranges. The runoff from 
the mountains has created numerous canyon systems, which have been used 
by smugglers for ages. The rivers often empty into the sea from the tops of 
tall bluffs in impressive waterfalls. 

Smugglers use the waterfalls to their advantage to evade pursuit. The 
falls make handy entry and exit points for a network of caverns underneath 
the bluffs, and skilled pilots fly underneath the arcs of the waterfalls. Akriva 
Falls gets its name from a notorious Mon Calamari pirate who would fly up 
the side of a cliff under the falls to avoid pursuit. 


VOLIK 

Region: Unknown Regions 

Climate: Temperate 

Gravity: Standard 

Moons: 2 

Length of Day: 26 standard hours 
Length of Year: 410 local days 

Sapient Species: 95% Human, 5% other species 
Government: Anarchy 

Capital: The Colony 

Major Exports: None 

Major Imports: Foodstuffs, luxury goods 


Knowledge (Galactic Lore) 

DC RESULT 

15. The planet Volik was colonized during the height of the Old Republic. 
The colony faltered, but the planet remains hospitable. 

20 Volik is often used by smugglers and pirates as a base of operations 

25. Volik is one of the rumored resting places of Count Czazizs's fortune, 
a treasure beyond imagination. 

30 Both the Jedi and the Sith have had small outposts on Volik 


HisTORY 
Volik is first discovered by a Czerka Mining Corporation survey team, but 
the planet has no mineral resources to interest Czerka. However, the world's 
atmosphere and temperate conditions are attractive to Humans, so the rights 
to colonize the planet are sold to Vekanda Leisure Colonies. Vekanda begins 
construction of a resort colony where the idle rich can spend their days (and 
their credits) hunting the local creatures and dining on exotic foods. When 
Vekanda runs into financial troubles soon after the colony begins operation, 
the company folds, and the construction materials are left to the elements. 

It is not long before pirates move into the abandoned resort. The build- 
ings offer comfort that is not provided by bases in asteroid fields and other 
typical pirate locations, and Volik’s rocky canyons are perfect for storing 
fighters and pillaged gains. Multiple gangs use the world as a safe harbor, 
occasionally going to war with one another over the right to be the sole 
smugglers on Volik. Occasionally, these turf wars grow so brutal that the 
gangs wipe each other out, leaving the planet uninhabited for decades until 
new parties arrive to stake their claims. 

Shortly after the Clone Wars, a Jedi Master named Dorin Se’ol comes to 
Volik and begins to rebuild the colony. Master Se’ol disagrees with many of the 
teachings of the Jedi Council. He even takes a wife, feeling that the Council 


is becoming more of a political body than a spiritual one. Se’ol starts taking 
in Force-sensitive beings who are looking for a fresh start, and eventually 
the growing community chases the smugglers off Volik. The death of his 
wife pushes the Jedi Master toward the dark side, but he soon realizes that 
confronting the darkness is part of the process of truly knowing the Force. 
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Se'ol stays below the notice of Darth Vader for a time, but the Dark Lord 
of the Sith eventually learns of the Jedi Master, and Se’ol perishes during the 
Empire's assault on Volik. Still, he distracts Vader long enough for a small 
band of his students to escape. 

Volik remains uninhabited until the Yuuzhan Vong invasion, when a small 
group of Force-sensitive pacifists—some of whom trained at the Jedi Acad- 
emy—discover a holocron with the teachings of Dorin Se’ol. These pacifists 
learn of Volik and journey to the planet, where they remain until the end of 
the conflict between the Yuuzhan Vong and the New Jedi Order. 

In the era of the last Skywalker, Volik once again lies uninhabited. Even 
the smugglers stay away, considering the planet to be bad luck. Pilots who do 
not otherwise believe in superstitions still steer clear of Mount Vorena. Those 
strong in the Force say the mountain is surrounded by a strange presence. 
Perhaps one of the many Jedi that called Volik home has returned in spirit. 


LOCATIONS 
Volik includes the following significant or interesting locations. 


The Colony 

The original resort colony was built in the shadow of Mount Vorena. The 
buildings still stand, despite being repurposed by smugglers and other 
inhabitants of Volik. No company has attempted to purchase the rights to 
the colony to reestablish it. 

Rooms in the main resort building range from small, economy dorms on 
the lower floors to sprawling penthouses near the roof. At any given time, 
the most successful smuggler band on Volik usually occupies the building, 
although gangs have also used it as a warehouse, a prison, and more. The 
penthouses are reserved for the smuggler leaders—or are set up to seem 
that way to mislead enemies. Some gangs refuse to take up residence in the 
building even when given the opportunity, since many groups break up after 
moving in, torn apart by infighting. 

Astarport was under construction, but the colony was abandoned before 
it could be completed. Quite a few landing bays are merely sandpits sur- 
rounded by construction materials. The central concourse has been stripped 
of everything valuable. One feature that harkens back to the planned splendor 
of the colony is a giant crystal sculpture, meant to be the centerpiece of 
a massive fountain that would have welcomed visitors in grand style. The 
sculpture has been stolen from time to time, but such thievery incurs the 
wrath of the smugglers on the planet. The pirates set aside their differences 
long enough to retrieve the sculpture and punish the thieves. The gangs use 
the sculpture’s location as a neutral site where they can come to negotiate. 


Other colony buildings are scattered across Volik. Most of them are vacant, 
since many smugglers prefer setting up camp in the easily defended canyons. 
Jedi Master Dorin Se’ol uses a few cabins near Mount Vorena for himself 
and his students; the cabins originally were meant for visitors looking for a 
rugged climbing experience. Rumors abound of lightsabers, holocrons, and 
other Jedi artifacts hidden in or near these buildings. 


Mount Vorena 
The highest peak on Volik, this mountain is named after the wife of Dorin 
Se'ol. The Jedi Master climbs to the top of the mountain after her death to 
meditate, since the arduous ascent leads to a magnificent view. The mountain 
has since become a destination for Jedi, who climb Mount Vorena to make 
contact with the Force spirits of their mentors and comrades. 

One of the mountain's distinguishing features is a river made of the 
melting ice caps. It cascades down the rockface and ends in a spectacular 
waterfall known as Jolee Falls, named for the only child of Dorin and Vorena. 


FLORA AND FAUNA 

Volik is a temperate world with a four-season climate. The temperature 
does not drop far enough to cause snow, although the tops of the mountain 
ranges and the deeper canyons freeze over during the colder seasons. The 
rainy season is moderate. Flooding can occur in the canyons, and more than 
‘one smuggler band has watched its ill-gotten gains wash out to sea after 
a few days of rainfall, 

Volik hosts a varied ecosystem. Large bannak trees grow in the foothills 
surrounding the mountains. Their wood is used for buildings as well as for 
the wheeled skiffs that cruise across the landscape. The light blue grass of 
the plains can grow up to a meter in height. Wildlife is common on Volik. 
Predators stalk the plains using speed and ambush tactics to take down 
prey. Birds and other aerial creatures nest in the trees near the mountains. 

One of the big draws for the original resort colony was the wide range of 
delicious fruits and game available on the planet. Tanna trees grow well in 
the soil, bearing large, purple fruit that is a staple for the world’s residents. 
Another exotic plant is the mumau root, which grows in the higher elevations 
of the mountain ranges and is most commonly found in small pockets along 
the side of Mount Vorena. Jedi Master Dorin Se’ol claims that tea brewed from 
mumau root helps meditation. Whether the plant truly aids in meditation is 
still open to debate, but it is certain that slipping into a relaxing trance is a 
lot easier after a hard climb up and back down Mount Vorena. 
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HAZARD 


Flash Flood of Volik cL7 
Water begins to trickle across the ground slowly, then grows into a rush as 

flood waters push their way across the ground at breakneck pace. 
Natural 


Trigger The encounter begins, or a predetermined round number begins 
(Gamemaster's choice) 

Attack +7 vs. Reflex Defense 

Damage 146 damage and the target is knocked prone 

Recurrence On initiative (Initiative +8) each round for ten rounds 

Skills 
Acrobatics (DC 22): As a reaction to being hit by this hazard’s attack, 
the character can make an Acrobatics check to keep from being 
knocked prone. 
Knowledge (physical sciences) (DC 17): The character recognizes the 
area as one susceptible to flash flooding. 
‘Swim (DC 17): The character makes this check as a part of a move 
action, and if successful can swim as normal in the flooded area (this 
skill can only be used after five rounds of flooding). 

Special 5 
Each round that it attacks after the first round, the hazard gains a 
cumulative +1 bonus to its attack rolls. After three rounds, the water 
is rushing into the area at knee height to a human; after five rounds, 
the water is at waist height; and after ten rounds the water is higher 
than an average human's head. After ten rounds, the area is effectively 
flooded, and Gamemasters can either allow heroes to swim as normal 
or use the Flooded River hazard (see page 110). 


The nature of the landscape on Volik lends itself to flash floods. While most 
of the time this does no more harm than washing away some hidden cache of 
weapon and contraband, in the right spot a flash flood can turn a once-dry 
plain into a quick-flowing river in a matter of seconds. Gamemasters can 
use the hazard to represent flash floods that spring up when the heroes are 
engaged in a combat encounter. The area of the flash flood can start small 
and grow over time, or the entire area of the battlefield could be subjected 
to the flash flood hazard. 


ReEYKO 

The most common beast on the planet is the reyko, a docile herd animal 
similar to the bantha. Reykos are covered with hard, chitinous skin that, to 
the untrained eye, makes the creatures look like the many large boulders 
that cover the Volik landscape. They feed on the plentiful grass of the plains 
and use their camouflage to hide from predators. The smuggler havens that 
crop up on Volik often harness reykos as beasts of burden. The animals are 
slow but powerful, and a team of them can haul a wrecked starfighter back 
to base for salvage. Reykos can also withstand blaster fire, so smugglers 
sometimes use them to ram skiffs and speeders piloted by rivals. 


Reyko CLs 

Large beast 6 

Init +2 ; Senses scent; Perception +4 

Defenses Ref 16 (flat-footed 16), Fort 17, Will 13 

hp 69; DR 15; Threshold 22 

Speed 6 squares 

Melee gore +11 (1d8+7) or 

Melee gore +13 (1d8+10) when charging or 

Melee gore +13 (1d8+10x2) when charging a vehicle 

Base Atk +4; Grp +16 

Atk Options battering bantha rush, charge 

Abilities Str 24, Dex 10, Con 22, Int 2, Wis 14, Cha 8 

Special Qualities battering bantha rush 

Feats Improved Defenses, Powerful Charge, Toughness 

Skills Endurance +13, Perception +4 

Battering Bantha Rush-Whenever a reyko makes a charge attack against 
a vehicle of Large size or larger, the attack, if it hits, deals x2 damage 
against that vehicle and the reyko can push the vehicle 1 square. 


WIND SKIFFS 

Volik is covered in extensive plains dominated by tall grass and fast animals. 
The plains make excellent landing areas. The original resort colony offered 
wind skiffs for guests to use to sail above the grassy seas. The wind skiffs 
have been claimed by smuggling gangs over the years and stripped for parts 
or ruined in raids. However, a few gangs have reworked the wind skiff design 
for use with wheeled vehicles. The winds that blow across Volik are strong 
enough to propel these craft across the grasslands. Because these vehicles 
are not powered by a typical power cell, they can often escape detection 
by planetary scanners and are silent enough to be used in ambushes and 
surprise attacks. 


Wind Skiff cL6 

Huge ground vehicle (speeder*) 

Init +7; Senses Perception +5 

Defense Ref 14 (flat-footed 10), Fort 20; +2 armor 

hp 40; DR 5; Threshold 30 

Speed fly 12 squares (max. velocity 300 km/h) 

Ranged debris clearing laser cannon +0 (see below) 

Fighting Space 3x3; Cover none 

Base Atk +0; Grp +20 

Abilities Str 31, Dex 18, Con —, Int 10 

Skills Initiative +7, Mechanics +5, Perception +5, Pilot +7, 

Use Computer +5 

Crew 1; Passengers 4 

Cargo 900 kg; Consumables 1 day; Carried Craft none 

Availability Licensed; Cost 13,000 credits (3,500 used) 

“Modified versions of the wind skiff that use wheels in the place of 
repulsorlifts are mechanically identical, save for being considered 
wheeled vehicles and using a ground movement speed instead of a fly 
speed. 


Debris Clearing Laser Cannon (pilot) 
Atk +0, Dmg 3410 


FACTIONS 

Two of the most prominent factions found on Volik are the Crimson Stars 
pirate gang and the Ebon Strikers pirate gang. Their feuds have been so far 
relatively contained but could quickly to expand to a more severe conflict. 


The Crimson Stars 

The Crimson Stars, led by a human named Vallkos, are pirates who came to the 
Unknown Regions a long time ago as a part of a different, larger gang. Cur- 
rently, the Crimson Stars are one of the few groups in the Unknown Regions 
to still travel frequently to the Outer Rim of the galaxy. The Crimson Stars 
prey mostly upon ships in the Unknown Regions, but once every few months 
they send a caravan of starships back to the Outer Rim to resupply and sell 
exotic trade goods captured from other civilizations in the Unknown Regions. 


The Ebon Strikers 

The other half of the pirate group that spawned the Crimson Stars, the Ebon 
Strikers are led by the brother of Vallkos, Mallikhan. Whereas the Crimson 
Stars still do trade in the Outer Rim, the Ebon Strikers tend to focus on action 
‘on and around Volik. The Ebon Strikers also sometimes raid Crimson Star 
flotillas returning from the Outer Rim, causing brief skirmishes to break out 
in the space above Volik. The Ebon Strikers have been secretly negotiating 
with another Unknown Regions power, the Vagaari, but Mallikhan has no 
idea that his newfound allies are planning on betraying him before too long. 


ADVENTURE IDEAS 

Volik can support many types of adventures, including clashes with smug- 
glers, pirates, Sith, native creatures, and more. The following examples should 
give you a few ideas. 


Brothers 

Two gangs of pirates have settled on Volik, looking to make their reputa~ 
tions. The Crimson Stars are led by Vallkos, and the Ebon Strikers are led by 
Mallikhan. The two leaders are brothers who were part of a larger gang but 
split apart over a female, The rivalry between the groups is ready to boil over 
into a war that could result in carnage across Volik as the pirates battle each 
other and any ship that appears out of hyperspace. The heroes must find 
the female that came between the brothers and recruit her to help prevent 
the imminent conflict, 


The Trial of the Sky 

Jedi heroes are sent to climb Mount Vorena as part of their training, During 
the ascent, the heroes are allowed nothing but their lightsabers—no climbing 
gear, food, or medpacs. They must complete the climb within seven days. If 
they do not return in that time, a rescue party will be sent, and the climbers 
will have to wait a year before making another attempt. In addition to the 
perils of mountain climbing, the Jedi must fend off wild animals, hunt for 
food, and find shelter from the harsh winds, The climb also tests their mental 
resilience, When the Jedi reach the peak, they find their master waiting, ready 
to confer the rank of Jedi Knight upon them. 


Rescuing Jolee 

Master Se’ol is willing to take on new students, but he does not teach in 
a manner that a traditional Jedi would find familiar. He believes that the 
Force is evident in many things, and that the hard work required to build 
and maintain the new settlement of Force-sensitives is an allegory for the 
discipline required to become a Jedi. But now he has a problem. His young 
daughter Jolee boarded a merchant vessel that stopped briefly on Volik, and 
Se'ol sends a trusted group of students to retrieve her. It is an inconvenient 
task, but when the heroes drop out of hyperspace in the middle of a pirate 
attack on the merchant vessel, it becomes downright dangerous. 


The Fix Is In 

The canyons of Volik hold an allure for swoop racers. They are natural routes 
with fast straightaways, deadly turns, and sudden bottlenecks. A profitable 
and illegal swoop race is going to be held on Volik, and if the heroes win, 
they could pay off large debt they owe to a crime lord. However, the crime 
lord would rather keep the heroes on the hook, so he secretly bribes several 
other swoop racers to make sure the characters lose. The real trouble begins 
when one of the crime lord's hirelings scares a herd of reykos onto the course. 
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This chapter is intended for Gamemasters and contains several mini- 
adventures best used with heroes in the Unknown Regions. If you're a player, 

"you probably should skip this chapter and wait for your GM to spring these 
adventures on you and the other players in your group. 


| USING THE MINI-ADVENTURES 
* Occasionally, heroes take a tangent that their Gamemaster had not planned 
for, or the GM needs to fill a few hours’ play with an entertaining diversion 
‘from the main plot. The GM can improvise something, but, when he or she 
is at a loss for a scenario (or is just pressed for time), a mini-adventure 
might fit the bill. 
The deep space encounters presented here take place on or around the 
planets presented in Chapter 6, Exploration of the Unknown Regions is an 
~ Integral part of the mini-adventures. The encounters available in this chapter 
es “cover a wide range of Challenge Levels and plots, including exploring an 
} “abandoned space station, rescuing a stranded pilot, freeing a victim from 
¥ the clutches of a cult, and tracking down an ancient and dangerous Sith 
artifact. Each adventure includes an outline of the events and challenges in 
the adventure, which the GM can use to create a few "off-the-cuff" situa- 
tions—or use as a jumping-off point for future encounters. 
addition, each mini-adventure comes with a fully developed tactical 
unter that serves as the climax for the scenario, The GM can use the 
unter as written, adjust certain elements to play to the heroes’ strengths, 
completely redesign it to fit the needs of the campaign. The GM can also 
~feference these encounters when designing his or her own mini-adventures 
and scenarios. 
Each mini-adventure opens with a two-page spread that outlines the 
~ plot and various encounters. This is followed by another two-page spread 
_ detailing the adventure's climactic encounter. 
Although these deep space encounters are designed to be independent of 
‘one another, common threads run through all of them, allowing them to be 
strung together and run as a minor campaign within the primary campaign. 
_ How they are used is purely up to the GM's discretion. 


TA esiavHo 


SUELNAGENE) savas Jaq) 


MINI-ADVENTURE 
#1: Guitty 
UNTIL PROVEN 
INNOCENT 


“Guilty Until Proven Innocent” is a mini-adventure designed for 4th-level 
heroes that involves the planet called Altiria or Anarris (see Chapter 6). In 
this scenario, an Anarrian child from the planet stows away on the heroes’ 
ship, and the characters must decide what to do with the unexpected pas- 
senger before the Anarrians take action against them. 


ADVENTURE OUTLINE 

The heroes prepare to depart from the starport at Rastar on the contested 
planet known both as Altiria and Anarris when an Anarrian child sneaks 
aboard the ship. Shortly after the characters leave the world, they find the 
child, Dilta, in the cargo bay, digging through their stores to find something 
to eat. The heroes realize that they must go back to the planet and return 
the young boy. 

After they land on Altiria/Anarris, Dilta quickly departs their company. 
However, the heroes discover that they are wanted by Anarrian forces for 
abducting the child. While being pursued by the authorities, the heroes must 
find Dilta again so he can testify that they are not guilty—that he stowed 
away and was not kidnapped. Their search takes them to a nearby island, 
where a small community of Anarrians live in a largely undeveloped area. 
The heroes find the child just as the authorities find them, and they must 
resolve their situation quickly before they become victims of Anarrian justice. 


DEPARTURE FROM ANARRIS 
For whatever reason they choose, the heroes journey to the planet called 
Anarris by the natives living in the city of Rastar. After the characters com- 
plete their tasks and restock their supplies, they prepare to leave. 

Assmall contingent of Anarrian security officers approaches a hero who 
is standing outside the ship as the last supplies are being loaded. If the hero 
succeeds at a DC 20 Perception check, he or she notices that a few other 
groups of security officers are roaming the area as well. The officers pres- 
ent a hologram of a young child—the equivalent of a seven-year-old Human 
male in age, covered with chocolate-brown fur and wearing a dark blue 
jumpsuit—and ask if the hero has seen him. In fact, the child sneaks into one 
of the cargo containers being moved onto the heroes’ ship, shutting the lid 
after him to avoid detection. The rest of the cargo is loaded, and the heroes 
leave the planet without further incident. 


THE DISCOVERY 

Within minutes after entering hyperspace, the heroes hear a loud ruckus in 
the cargo bay. Anyone investigating finds that one of the cargo containers 
has tumbled over, scattering food supplies across the floor, and the Anar- 
rian child from the hologram is eating some of the spilled goods. Caught 
red-handed, the boy surrenders without resistance. 

He explains that he was wandering around the starport, taking in the 
sights, when he became hungry. He did not want to go home just yet, but 
he had no way to buy lunch. So he decided to take a small amount of food 
from one of the cargo containers being moved onto the heroes’ ship, figuring 
that he could grab a quick handful and run. As he stretched for the closest 
box within the container, he heard Anarrian security officers approaching, 
so he ducked inside the crate and waited for them to pass. Before he knew 
what was happening, his container was loaded onto the ship. Dilta remained 
in the crate, knowing that he would be caught (and, he assumed, punished) 
if anyone saw him, so he waited until it was quiet, then tried to sneak out of 
the container. Unfortunately, he tripped and stumbled to the floor, knocking 
over the crate in the process. 

Dilta seems in no hurry to return to Anarris. However, if the heroes do 
not take him back to his planet right away, they will face consequences. 
Anyone making a DC 15 Knowledge (bureaucracy) check, a DC 15 Knowledge 
(galactic lore) check, or a DC 20 Knowledge (social sciences) check knows 
that although Anarrians are not spacefaring, they interact with races from 
other worlds on a regular basis. Thus, if the planet's authorities believe that 


PROTECTING DILTA 


the heroes abducted Dilta, they will spread word throughout the system, and 
the characters will be wanted for a crime they did not commit. Realizing this 
should convince the heroes to turn around and take the child home. 


Dilta 

Unlike most Anarrian children, Dilta likes to break away from groups to ven- 
ture out on his own, mainly to explore Rastar and see what the city holds. 
More often than not, the boy's curiosity gets the better of him, and listen- 
ing to his inner voice lands him into a lot of trouble. His skills at hiding and 
sneaking make it easy for him to get into situations that are over his head, 
much to the chagrin of his parents and teachers. 


Dilta cLo 

Small Anarrian nonheroic 1 

Init +2; Senses Perception +1 

Languages Anarrese, Basic 

Defenses Ref 14 (flat-footed 11), Fort 10, Will 11; Dodge 

hp 4; Threshold 10 

Speed 4 squares 

Melee unarmed +0 (143) 

Base Atk +0; Grp ~3 

Al jes Str 10, Dex 15, Con 10, Int 11, Wis 13, Cha 12 

Special Qualities strength surge 

Feats Dodge, Skill Focus (Stealth), Skill Training (Persuasion, Stealth), 
Toughness 

Skills Endurance +5, Perception +1, Persuasion +6, Stealth +17 

Possessions jumpsuit, assorted trinkets 


RETURN TO ANARRIS 

When the heroes return to Anarris, they have two options for landing. They 
can land at the starport in Rastar, or they can land illegally outside the city 
and try to sneak in. Landing at the Altiri starport in Cerdana is out of the 
question because it would mean almost certain death for Dilta (and he tells 
them so, if necessary). 


Landing in Rastar 

If the heroes decide to land at the starport in Rastar, their approach is easy 
and smooth. Once they touch down, however, the retractable roof over their 
landing bay begins to close, and a tractor beam catches the ship (unless 
the heroes manage to change their vessel's transponder code). Looking at a 
nearby monitor, the heroes see a display of their faces along with a bulletin 
that they are wanted by Anarrian authorities for kidnapping. At this point, 
they have four choices: surrender to the authorities, hide from their attack- 
ers, try to blast off, or fight the security forces. 

If they surrender, they are taken to the local police station, where they 
lose their weapons and equipment and are imprisoned for a crime they did 
not commit. 

If they hide from their attackers, they can hole up inside their ship, per- 
haps in smugglers' compartments that are big enough to conceal them while 


the security officers search the vessel. Alternatively, the heroes could leave 
the ship and hide somewhere in the docking bay while the officers search 
and impound their ship. Both of these options require the heroes to make 
opposed Stealth checks. 

If they try to blast off and leave the starport, they discover that the 
docking bay has been locked down until the security forces arrive. To disable 
the locks, the heroes must slice into the starport's computer system. At the 
same time, the slicer can attempt to open the retractable roof so the ship 
can take off, provided that it can break free of the tractor beam. 

If the heroes choose to stay and fight, they face six Anarrian security 
officers. Treat the officers as scout troopers (see page 279 of the Saga 
Edition core rulebook). The officers seek to disable the ship and take the 
heroes into custody. 

If the heroes win the battle or successfully avoid the security forces, they 
discover that Dilta has slipped away during the commotion. He is nowhere 
to be found. 


Landing Outside the City 
If the heroes decide to sneak onto the planet and land outside Rastar, they 
can make a DC 15 Use Computer check to use the ship's sensors to see if the 
authorities are heading in their direction. Regardless of whether they succeed 
or fail at the check, no Anarrian security forces are after them yet. The heroes 
might choose to stay in their ship or to escort Dilta into the city. Either way, 
the boy slips away at his first opportunity and heads into Rastar on his own. 
Soon after they lose Dilta, they receive the news that they are wanted by 
the Anarrian authorities for kidnapping. (If they are on their ship, they pick 
up transmission through the vessel's communication system. If they are in 
the city, they see a video broadcast in a public square.) 


FIND THE CHILDI 

Once the heroes realize that they have been accused of abducting Dilta, they 
must race to find the boy again, since he is their only means of proving that 
it was all a mistake. They cannot simply leave the planet, or they will be in 
the same position as before—targeted for capture (or worse) by other races 
that picked up the same transmissions from the Anarrians. 

Unfortunately, since the heroes have no leads, they must search for Dilta 
throughout the city of Rastar. Each character must make a DC 20 Gather 
Information check to be pointed in the right direction. During their search, 
any heroes who declare that they are watching for security officers can 
also make DC 15 Perception checks to spot 144 officers patrolling the area. 
Success gives the group a chance to make opposed Stealth checks to avoid 
being spotted. Failure means they have to fight or flee. 

After 1d6 minutes of succeeding on the Gather Information check, the 
heroes locate Dilta in the middle of Lunaara Square, a public place where 
only a few other citizens are milling about. If they approach the boy and 
ask him to help straighten out the mess with Anarrian security, he agrees. 
Before they can do anything, however, a group of security officers enters 
the square, spots the heroes, and engages them. 
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ENCOUNTER: 
SHOOTOUT AT 
LUNAARA SQUARE 


Challenge Level 4 
‘SETUP: This encounter serves as the climax of "Guilty Until Proven Innocent,” 
the mini-adventure introduced on the previous pages. 

The Anarrian security team appears after the heroes find Dilta and 
convince him to accompany them to the local security center to clear their 
names. This encounter includes five security officers and one security 
sergeant. Treat the security officers as scout troopers (see page 279 of the 
Saga Edition core rulebook) and the security sergeant as an Imperial officer 
(see page 280 of the Saga Edition core rulebook). All the security officers 
are on foot and have no vehicles. 


READ-ALOUD TEXT 
After Dilta agrees to help the heroes, read the following text aloud: 


Before you can ask Dilta for directions to the nearest security building, a group 
of Anarrian officers enters the square. One of them spots you with the boy 
and cries out, "You there! Stop where you are!" He and his cohorts draw their 
weapons, and the crowd between you and the officers immediately scatters 
in all directions, creating chaos as the firefight begins. 


Not wanting to get hurt, Dilta ducks behind the statue in the middle of the 
square, covering his ears and looking worried, After the third round of combat, 
he decides to hide inside one of the buildings instead, and he runs across the 
square for the nearest door. Read the following text aloud: 


As you defend yourselves, a stray blaster shot from one of the security officers 
strikes Dilta in the leg, sending the young Anarrian stumbling until he falls 
down on the pavement. The boy does not move, but you can hear his cries of 
pain through the sounds of blaster fire, 


If at least one of the heroes moves to treat the child, read the following 
text aloud: 


The leader of the security officers barks something to one of his team, who 
moves out from behind cover and rushes toward the child. 


If the heroes fire at the approaching officer, the rest of the security team 
returns fire, and combat continues. If they let the trooper approach the boy, 
read the following text aloud: 


The security officer kneels down next to Dilta, who has passed out, and lays his 
weapon on the street. He glances at you briefly before pulling what looks like 
a medpac from his belt. Nervously, he opens the medpac and begins treating 
the child's wound. 


SECURITY TEAM'S TACTICS 

The security team is patrolling the area as normal, but the recent announce- 
ment that the heroes are wanted for kidnapping has the officers and sergeant 
actively looking for the characters. As a result, the security team members 
are not caught flat-footed at the beginning of the battle. They use their move 
actions to find cover in front of one of the nearby buildings. If possible, they 
remain behind cover until the heroes surrender or are incapacitated. 

After finding cover, the security sergeant uses the Born Leader talent to 
grant his officers a bonus to their attack rolls, and he fires at the heroes over 
the next 2 rounds. If combat continues after that, he uses the Coordinate 
talent and orders his troops to concentrate their fire on the hero nearest to 
Dilta. The sergeant thinks the characters are criminals and wants to keep 
them away from the child at all costs. 

If the security officer sent to treat the child is not fired upon by the heroes, 
he either treats Dilta’s wound or offers to assist if one of the heroes is already 
treating the boy. While first aid is being administered, Dilta wakes up, sees the 
security officer, and begins explaining how he got aboard the heroes’ ship. 

During this time, the security sergeant demands that the heroes surrender 
so the situation can be resolved. He asks them twice to do so, and if they do 
not comply, combat begins again. 


CONCLUSION 

If the heroes defeat the security team, they can take Dilta to visit one of 
the local security offices or contact it via comlink. In either case, the boy 
explains what happened. Security camera footage of the docking bay around 
the time the heroes first left the planet shows Dilta sneaking into a cargo 
container, confirming his story. The heroes are cleared of the kidnapping 
charge, but they might have to justify their combat with the security team in 
the square. Self-defense is one thing, but the aggressive refusal to surrender 
to authorities is quite another. 

If Dilta was injured during the fight and treated by the heroes or the 
officer, the security sergeant puts the characters in touch with his superior 
at headquarters. While Dilta is being transported to the nearest medical 
facility for professional treatment, he relates his story to the supervisor, and 
the kidnapping charges are dropped. 

Regardless of the circumstances, once the heroes are cleared, the child 
is reunited with his parents, They thank the heroes for finding Dilta and 
returning him. The parents explain that they were going to offer a reward 
of 1,000 credits to anyone who could help them find their son, and they now 
offer that amount to the heroes. 

On the other hand, it is possible for things to go badly for the heroes 
and for Dilta. If the boy was injured during the fight in Lunaara Square and 
not treated by the heroes or the officer, he dies 6 rounds after combat ends 
unless the heroes take action to save him. If Dilta dies, the heroes lose their 
only chance for vindication. Worse, the Anarrians add murder to the heroes’ 
list of crimes, since the security forces will not take responsibility for the 
boy's death under any circumstances. 


Features of the Area 
Lunaara Square has the following features. 

Mlumination: The square is brightly lit by daylight. 

‘Statue: The center of the square is decorated with a large statue of 
an ancient Anarrian hero named Lunaara, which can provide a +5 cover 
bonus for up to four creatures at the same time. 

Decorative Blocks: Positioned around the perimeter of the square 
are decorative permacrete blocks, many of which also serve as flower 
beds. Each block fills an entire square and can provide a +5 cover bonus. 

Doors: Each of the buildings that create the outer edge of the square 
has at least one door that leads inside. Once combat begins, each door 
is locked by the building's occupants. To get through a locked door, a 
hero must override the lock (DC 25 Mechanics check) or break open the 
door (DR 5, 30 hit points). 

Windows: Many of the buildings surrounding the square have a large 
bay window near the door that is made of very thin transparisteel and 
easy to break (1 hit point). 
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MINI-ADVENTURE 
#2: DANGER IN 
THE DaRK 


“Danger in the Dark” is a mini-adventure designed for 6th-level heroes that 
involves the planet lol (see Chapter 6). In this scenario, the heroes are trapped 
aboard a space station while their ship is being repaired and must deal with 
a mysterious creature that is stalking them. 


ADVENTURE OUTLINE 
Either just before the heroes arrive at lol or just after they depart, their 
ship sustains minor damage, forcing them to stop for emergency repairs. 
The nearest facility, at the edge of the star system, isa space station that is 
mainly used as a customs port for inspecting ships and cargo destined for 
lol. The heroes dock their ship without incident. They discover that the sta~ 
tion is abandoned, but they find all the parts they need to make the repairs. 
While the characters explore the station, they find evidence that another 
being is on board with them. At first, they briefly encounter a large creature 
that moves in the shadows but does not directly confront them. Eventually, 
the heroes face the creature in combat. If they defeat it, they can contact 
lol with the news that the station has been secured. 


ARRIVAL AT IOL STATION 

As the heroes approach lol Station, which is owned and operated by Tangan 
Industries, communications frequencies are oddly silent, and sensor scans 
detect no lifeforms. This strikes the heroes as odd, especially if they are 
leaving the system and they previously stopped at the station on their way 
in—at that time, it was bustling with activity. 

The automated tractor beam activates as they approach one of the dock- 
ing ports, and it assists them in connecting with the station. The ship docks 
with no problems, and the heroes disembark after a couple of minutes. The 
area of the station near the docking port seems to be in good condition but 
is eerily quiet. The only sounds in the corridor are the low hum of the lights 
and the heroes’ footsteps. Curious adventurers might be inclined to look 
around the station to try to learn what happened to everyone. 

When the hero tasked with repairing the ship assesses the damage, he or 
she finds that some key systems have been damaged. It will take about four 
hours to complete repairs, and although the heroes probably have some parts 
on hand, they do not have everything they need. Thus, they must explore the 
station in search of the right parts before they can begin repairs. 


Cargo Bays 

The station has four major cargo bays, all of which contain a fair amount 
of cargo that has been either dropped off as supplies or confiscated from 
incoming ships as contraband. 


Most of the containers in the bays hold items commonly found throughout 
the galaxy that cost less than 1,000 credits each. A few containers in each 
bay are sealed shut and can be opened only by entering the proper access 
code on the built-in keypad. Slicing into a keypad to get the code requires a 
successful DC 25 Use Computer check. Breaking into a keypad and hot-wiring 
the container requires a successful DC 25 Mechanics check. If the heroes 
open a sealed container, they find items that are more restricted, such as 
weapons, armor, and expensive equipment. 

‘As the heroes search through Cargo Bay 2, anyone succeeding on a DC 10 
Perception check notices a pungent odor in the air. Success on a follow-up 
DC 20 Perception check leads them to a damaged container at the far end 
of the bay that was originally obscured by a tall row of stacked crates, The 
2-meter-tall metal container is damaged, as if something had burst through 
the hatch from the inside. Within the container is the bloody corpse of a 
near-Human wearing a Tangan Industries security uniform. Multiple long, 
deep gashes run across his head and chest. His blaster pistol, still in his 
holster, has not been fired. 


Crew and Passenger Quarters 

With over 100 rooms to accommodate the station's crew and visitors, search- 
ing through each one can take a long time. For each room that the heroes 
check, they must make a DC 15 Perception check to find anything of value 
(determined by the GM). All quarters are unoccupied, although several rooms 
look like someone or something has torn them apart. 


Command Center 

Located at the top of the station, the command center is easy to reach, but 
entering through its only egress might be a different story. The center is 
secured by a magnetically sealed door and can be opened only by entering 
the correct access code on the numeric keypad embedded into the wall next 
to the door. Bypassing the security measures requires a DC 25 Mechanics 
check to hot-wire the keypad or a DC 30 Use Computer check to slice into 
it and retrieve the code. 

Once inside the command center, the heroes can access the security 
camera system to watch virtually any part of the station. If they previously 
looted the cargo bays or the crew and passenger quarters, they can access 
the security files and erase the footage of their deeds with a DC 30 Use 
Computer check. 

Anyone searching through the camera footage might find a recording of 
an event that transpired about seven hours before the heroes arrived. With 
a DC 15 Use Computer check or a DC 20 Perception check, the heroes locate 
the recording of an attack in Engineering in which two members of the crew 
are whisked out of sight near the edge of the camera's view. Their cries alert 
others, who engage an intruder that remains offscreen. Near the end of the 
recording, a creature appears for a brief second before throwing a dead body 
that hits and disables the camera. No other camera angles are available. A 
DC 15 Use Computer check allows the heroes to freeze on the image of the 
creature, but they cannot zoom in on it. The fuzzy details show only that 


THE EYES OF THE WAITING VINDINAX GLOW IN THE OARK. 


the entity is a humanoid of Medium size with a long tail. (The creature is a 
vindinax, described in the encounter for this scenario.) 

The heroes can also access the captain's log and review the last few 
entries. According to the log, members of the crew started disappearing 
about two days ago. A few visitors reported seeing something moving in the 
shadows in the lower areas of the station, but nothing could be confirmed. 
The last entry, recorded six hours before the heroes arrived, shows the captain 
acting extremely nervous as he reports that several crew members were 
attacked in Engineering by a strange creature that could not be stopped by 
the station's security force. The captain closes the log by stating that he 
has ordered all hands to abandon the station, board shuttles, and depart for 
lol as quickly as possible. 


Engineering 

The turbolift running through the station's central axis opens directly into 
Engineering near the bottom of the facility. Upon entering the area, the 
heroes witness a ghastly scene. The bodies of several dead and mutilated 
crewmen are strewn about. Blood stains the walls and machinery, and 
several panels have been damaged. If the heroes investigate the panels and 
succeed on a DC 15 Mechanics check, they determine that the damage was 
caused by strong impacts, and the panels will not function again without 
extensive repairs. 


Any hero who makes a DC 20 Perception check detects movement in the 
shadows near the far corner of Engineering, about 6 squares away. A hero 
who approaches that corner or draws a weapon must avoid a piece of broken 
machinery that is hurled from the darkness. The characters then hear the 
sounds of scurrying along the wall, and shining a light into the corner reveals 
the creature from the security footage perched on a large pipe. It is visible 
for only a second, then it quickly raises its arm to shield its eyes, hurls a 
piece of broken machinery at the hero shining the light, and flees through 
an open duct about a meter away on the wall. 


Infirmary 

The infirmary appears to have been abandoned in haste, with little equip- 
ment left behind. Three of the four gurneys are missing, along with all of 
the medical scanners and computers, However, most of the medical supplies, 
such as bandages and minor medications, are still present and can provide 
the equivalent of 144 medpacs if the heroes make a successful DC 20 Treat 
Injury check. In the back corner is a fully functioning bacta tank, but the 
tank is empty, and the infirmary has no bacta. If the heroes search the cargo 
bays for bacta and make a successful DC 30 Perception check, they find 
enough to fill the tank. 


Docking Bays 

Searching through the docking bays reveals that no other ships are currently 
at the station. Even the shuttles that serve as transportation to and from lol 
are missing. Nothing else of value is found here. 


Repair Bay 
The station's repair bay is located near the docking bays and is the center 
for all manner of repairs, including those for starships and droids. When 
the heroes arrive, the space is cluttered with tools and parts from at least 
a dozen computers and droids. It looks as if many repairs were abandoned 
midway through. A droid of unknown design is sprawled on the workbench 
‘on the opposite side of the room; a number of its compartments are open, 
and wires and circuitry dangle from its shell 

Directly across from the repair bay entrance is the doorway to the parts 
storage room. If the heroes search the storage room and make a successful 
DC 15 Perception check, they find the parts they need to repair their ship. 


RANDOM ENCOUNTERS 

While the heroes explore the station, they run the risk of being attacked by 
the vindinax. Whenever a single hero becomes separated from the group for 
a period of time, that character makes a DC 20 Perception check. Success 
means that the hero hears something nearby that is slowly approaching his 
or her location. If the hero does not flee within 1d4 rounds, the creature 
appears and attacks. If at least one more hero arrives before combat begins, 
or if the vindinax loses at least half its hit points, it retreats and goes into 
hiding once more. 
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ENCOUNTER: FACING 
THE UNKNOWN 


Challenge Level 6 
SETUP: This encounter serves as the climax of “Danger in the Dark,” the 
mini-adventure introduced on the previous pages. 

While the heroes repair their ship using the parts they found in the stor- 
age room, they discover that they need one more piece of equipment to fix 
a key system. The heroes will have to return to the storage room to locate 
this part. Although the room is not a great distance from the heroes’ ship, 
with the creature loose, it is dangerous for any hero to make the trip alone. 
A group (or all) of the heroes travel to the storage room together. 


READ-ALOUD TEXT 
When the heroes arrive at the storage room, read the following text aloud: 


‘Asyou approach the storage room, you realize that something strange is going 
on. The room is dark. Light from behind you illuminates a small area just inside 
the repair bay's entrance. To one side of the bay, a red glow shines weakly out 
of the open doorway into the adjoining droid repair shop, where dull emer- 
gency lights flicker. But those two sources of light are not enough—most of 
the storage room remains in shadow. As you step into the room, a low grow! 
rumbles from somewhere inside. 


Because the storage room is full of shelving, shapes and shadows appear 
to loom everywhere. If the heroes try to turn on the lights, the lights do 
not function. 

After at least two characters enter the storage room, the vindinax attacks. 


VINDINAx 
Originating from a mysterious planet in the Unknown Regions, the vindinax 
is a dangerous predator that reached the top of its food chain long ago. Sci- 
entists who have studied the creature believe its native habitat to be either 
the jungle or the forest, since it favors hiding in high places and pouncing 
on prey from above. 

The vindinax has a dark green, chitinous carapace, leading many to believe 
that it is insectoid in nature. However, the creature also has forward-facing 
eyes and sharp teeth and claws that appear to be mammalian in origin. 


The creature aboard lol Station was brought in by a merchant hoping 
to sell it to @ zoo on another world in the Unknown Regions. However, the 
customs officers aboard the station determined that the merchant did not 
have the proper paperwork to ship the vindinax. Despite the merchant's 
protests, the officers retained the creature and forced the merchant to pay 
a hefty fine to Tangan Industries for the potential threat he had brought 
to the station. The customs officers left the vindinax in Cargo Bay 2, not 
suspecting that it could break out of its shipping container. 


Vindinax cL6 

Medium beast 6 

Init +5; Senses low-light vision; Perception +10 

Defenses Ref 16 (flat-footed 14), Fort 13, Will 12 

hp 53; Threshold 13 

‘Speed 6 squares 

Melee claw +7/+7* (1d4+8) or 

Melee bite +7° (1d6+8) 

Base Atk +4; Grp +8 

Atk Options Power Attack, rend +2d6 

Abilities Str 18, Dex 15, Con 16, Int 6, Wis 14, Cha 8 

Feats Power Attack, Skill Focus (Stealth), Skill Training (Stealth) 

Skills Perception +10, Stealth +15 

Rend—If a vindinax hits with both of its claw attacks in the same turn, it 
rends its opponent for an additional 2d6 points of damage. 

“Includes 1 point of Power Attack 


Vindinax's Tactics 

The primary motive for the vindinax's actions is survival. It hunts for food 
and fights to protect itself from what it views as threats. Ever since it broke 
out of the container that was used as its holding cell and found itself in an 
unfamiliar environment, the creature has felt threatened and has acted out 
of desperation. 

At this point, the vindinax has not had a full meal for several days due to 
lack of proper care from the customs officers, and what it has managed to 
eat from the few victims it has claimed has barely sustained the creature. 
With the station's crew gone and the heroes as the only possible targets, its 
assault in the storage room is its last attempt to get sustenance. 


The vindinax attacks under cover of darkness whenever possible, taking 
advantage of its low-light vision. It rakes with its claws to take down a target 
before moving to the next adversary, trying to stay in the dark as much as it 
can. Since the vindinax is desperate for food, it fights to the death. 


CONCLUSION 

If the heroes kill the vindinax, they are free to finish their repairs without 
hindrance. After fixing the ship, they can leave the station and continue to 
their next destination. If they manage to keep the creature alive, they can 
bind it with syntherope from the storage room or fashion a new, stronger 
container in which to restrain it. 

The heroes might decide to contact lol with an update on the current 
situation aboard the station. The planet's authorities had just received word 
about the creature from the station's captain, and they were readying a 
contingent of soldiers to deal with the problem. They express their gratitude 
and offer the heroes a reward, provided that the heroes bring them the 
vindinax, alive or dead. 

If the heroes deliver the creature to lol, they are directed to the starport 
at Haven, where the colony's administrator waives their docking fees and 
gives them enough fuel to cover the round trip between the planet and the 
station. A security team meets them at the docking bay to take the vindinax 
to secure facilities in Haven. 

The heroes are asked to remain on the planet for debriefing. They wait for 
a day and answer questions while the colony's security forces retrieve and 
review the footage of recent events aboard the station. Once the heroes’ 
story has been validated, they are given a reward according to the condition 
of the vindinax. If the heroes killed the creature, they receive a total of 1,500 
credits for their trouble. If they captured the vindinax alive, they receive a 
total of 2,500 credits. 


THE REPAIR BAY AND STORAGE ROOMS 
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FEATURES OF THE AREA 
The repair bay has the following features: 

Mumination: Some light filters into the storage room from beyond 
the outer door, and red emergency lighting spills into the bay from the 
doorway of the adjoining droid repair shop. But except for those two 
areas, the storage room is in shadowy illumination. 

Storage Clutter: Since the heroes’ last visit to the storage room, the 
place has been trashed. Many of the boxes and bins that sat on the shelves 
were knocked off by the vindinax in its search for food. Coupled with the 
low-light conditions, movement on the floor of this area is reduced by 
half. The metal shelves that run the length of the room provide a +5 cover 
bonus if a hero puts a shelf between him- or herself and the creature. 

Repair Room: The droid repair shop is cluttered with parts and tools 
that make it hard to walk around, reducing all movement rates by half. 
The workbenches and the small tables along the sides of the shop each 
provide a +5 cover bonus. 
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MINI-ADVENTURE 
#3:THE FINDING 
OF LosT SoOuLs 


“The Finding of Lost Souls" is a mini-adventure designed for 6th-level heroes 
that involves the planet Veroleem (see Chapter 6). In this scenario, the heroes 
need to track down a missing relative, and, in the process, they discover an 
ancient and disturbing secret. 


ADVENTURE OUTLINE 

As the heroes are recovering from their most recent adventure, one of them 
is contacted by a relative that he or she has not spoken with for some time. 
The relative explains that the hero's distant cousin, an impressionable young 
female named Sibyl, has gone missing after an argument they had about the 
girl's future and how she was wasting her life on foolish pursuits. Knowing 
of the hero's skill as an explorer, the relative hopes that the hero will be 
able to find Sibyl. 


THE TORCH-LIT TEMPLE OF THE VEROLEEM CULTISTS 


After asking around, the heroes pick up the trail, learning that Sybil was 
recruited by a pair of traveling priests who had been seen around the local 
starport for a few weeks and left with a group of new converts. Eventually, 
the heroes learn that the priests are from the remote and nearly forgotten 
world of Veroleem. Upon arrival there, the characters get a cold reception 
and, within hours, are arrested by the authorities on trumped-up charges. 
While languishing in cells, they meet another prisoner who identifies him- 
self as part of the local resistance. When informed of why the heroes are 
present, the prisoner helps them escape and explains that the latest group 
of converts was sent to the cult’s mountain temple, The heroes will need to 
hurry if they want to save Sibyl. 

Racing to the temple, the heroes find that it contains a processing factory 
with a ghoulish purpose and cultists that are about to send a dozen captives, 
including Sibyl, to be "processed." After defeating the master adept and his 
acolytes, the heroes must flee with as many prisoners as they can rescue 
before the cultists focus their full attention on capturing or killing them all. 


SEEKING SiBYL (CL 2) 

When beginning their search for Sibyl, the heroes probably make Gather 
Information checks. A result that beats DC 25 leads them to one of Sibyl's 
friends, who tells them that the girl had been spending a lot of time with 
a pair of traveling priests prior to her disappearance. The friend adds that 
the priests left her very unnerved, Further inquires about the priests reveal 
that they had been seeking new converts to their cult, focusing primarily 
on young adults, 

Ifa hero with the farseeing power attempts to use it to get a better sense 
of Sibyl's location, the character receives a vision that shows the girl and 
several other youths of various species being held in cells. A robed figure 
matching the description of one of the traveling priests steps into view. The 
figure stops, acting as though he heard something, then turns to look directly 
at the hero, For a moment, the priest's face appears perfectly normal, then 
suddenly shifts into a frightening skeletal visage, which startles the hero 
enough to snap him or her out of the vision, 

If the heroes can convince the starport control officer to let them view the 
flight plan logs, they can begin to backtrack the route taken by the priests’ 
ship, which requires a DC 20 Knowledge (galactic lore) check. If successful, 
the heroes determine the priests’ most likely destination—an area of space 
in the Unknown Regions. If any of them think to reference the astrogation 
archives, a DC 20 Use Computer check reveals the presence and location of 
an old colony planet named Veroleem. 


MEETING THE LOCALS (CL 5) 
When the heroes arrive at Veroleem, there is no message to spacers to greet 
them, so they must find the only prominent population center on their own—a 
city called New Promise. They are greeted with stony silence from the locals 
and quickly discover that nobody wants to talk to them; in fact, people all 
but flee when they approach. After several fruitless attempts at conversa- 
tion, the heroes spot someone wearing robes that are an exact match for 
those of the priests seen with Sibyl (and for those worn by the figure in the 
farseeing vision, if a hero used that power). If the heroes talk to the priest, 
he responds by insulting the heroes in a variety of petty ways, making it 
condescendingly clear that he considers himself their superior in all things. 

Before the heroes can try alternative methods of persuasion, Constable 
Girath shows up with a number of assistant deputies equal to the number 
of heroes in the party, all armed with slugthrowers and stun batons. Girath 
places the heroes under arrest for “disturbing the peace and intent to assault 
upstanding members of the citizenry.” If the heroes fight, Girath and the 
deputies use any and all means to subdue them, quickly calling for as much 
backup as needed. The best option for the heroes, at least for the moment, 
is to surrender without a fight. Once they have surrendered or been rendered 
unconscious, Girath has them taken to the local jail and confiscates any 
obvious weapons. 


JAILBREAK (CL 3) 

After the heroes are interred in the cells of the local jail, they are greeted 
by a grungy, haggard man of indeterminate age who sarcastically welcomes 
them to Veroleem. He introduces himself as Bale, a local resident who was 
locked up due to “coming to cross views with the local crackpot community 
chieftains.” Unlike the other Veroleem natives, Bale is friendly and talkative, 
answering what questions he can. If the heroes explain why they came to 
the planet and succeed on a DC 18 Persuasion check, Bale reveals that he 
is a member of a local resistance cell and had the bad luck to be caught 
during a supply run. If the heroes agree to help him escape during the night, 
he promises to tell them where the newest batch of converts would most 
likely be taken. However, he will reveal that information only when he is far 
away from the jail. 

Bale has managed to improvise a set of tools for picking the locks on their 
cells, but he is not quite good enough to do it himself. One of the heroes must 
pick the locks, which requires a DC 20 Mechanics check with an unfavorable 
circumstance penalty of -2 due to the crude nature of the tools. 


Once they are free, everyone must make Stealth checks to avoid being 
caught. Bale is familiar with the building's layout and knows exactly where 
any confiscated weapons would be held. Girath and two of his assistant 
deputies are on watch during the escape, so the heroes must either fight 
past them to the exit or find a creative way to sneak past them. Catching 
the guards by surprise is easy, since they were not expecting anyone to be 
able to get out of the cells. Unless the heroes have done something to create 
a loud disturbance, they gain a favorable bonus to their Initiative checks at 
the start of combat. 

After Bale and the heroes are outside the jail, he suggests that they make 
themselves scarce as soon as possible, especially if they fought their way 
past the guards. Bale knows the nooks and crannies of New Promise and 
leads the heroes to a safe house that is sometimes used by the resistance 
(but which is currently empty). 


GETTING DIRECTIONS 

Once Bale is sure that they have not been followed, he makes good on his 
deal, explaining that the Veroleem cultists take all the new converts to the 
main temple in the Coreesh Mountains. From what his friends in the resis- 
tance can tell, though, at least half of the converts that go into the temple 
never come out again. 

This should suggest to the heroes that time is of the essence. Assuming 
that Sibyl and the other converts were taken to the temple, the heroes have 
no way of knowing when they arrived there. 

Unless the characters caused an extraordinary ruckus while escaping from 
jail, they have an easy time of sneaking back to their ship. Bale can provide 
them with fairly basic directions to the mountain temple, adding that the 
building is easy to spot from the air. He refuses to accompany the heroes, 
insisting that he must stay in New Promise and regroup with other resistance 
members. Before leaving, Bale asks the heroes to return sometime, if they 
can, to lend their aid to the resistance. 
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ENCOUNTER: RAIDING 


THE TEMPLE 


Challenge Level 6 
‘SETUP: This encounter serves as the climax of “The Finding of Lost Souls,” 
the mini-adventure introduced on the previous two pages. 

Finding the temple is fairly simple, since it is the only major structure in 
the Coreesh Mountains, and if the heroes take their ship, the journey is a 
quick one. A cursory scan shows no immediate guards outside the temple, 
and a suitable space to land their ship is a short distance away. After land- 
ing, the heroes reach the temple easily, still seeing no guards along the way, 
and they can walk right into the building. Everything seems easy—too easy. 


READ-ALOUD TEXT 
When the heroes enter the temple, read the following text aloud: 


As you enter the temple, you feel a distinct sense of unease settle across your 
minds. The dim lighting of flickering torches is dim, barely enough for you to 
see by, and it gives the place a foreboding atmosphere. Several archways lead 
deeper into the temple, but nothing draws your attention to any particular 
path. Still, you can’t escape the feeling that you need to hurry, not just to find 
Sibyl and the other captives, but also to get out of this place and put the entire 
planet behind you as soon as possible. 


Have each of the heroes make a Perception check. The character who gets 
the highest result catches the sounds of a male voice barking orders from a 
passageway on their left. From what little the hero can make out, the speaker 
is instructing someone to hurry. 

If the heroes take the passageway on the left, read the following text 
aloud: 


Following the sounds of voices, you are drawn farther into the temple, the 
flickering torches in wall sconces providing the only light. As you round a 
corner, you find yourself facing what looks to be a giant processing apparatus 
of incredibly archaic design. A quick glance at the oddly shaped machine shows 
that it is made of various sinister instruments and is covered in bloodstains. 
Several bound and gagged captives stand in line in front of an opening in the 
clanking contraption, and another group sits in a clear holding pen nearby. 


Here, an adept of the Cult of Veroleem is overseeing the work of six acolytes 
as they prepare the ancient machine to process eight prisoners (P); it was his 
voice that the heroes heard. The restrained captives, locked in a transparisteel 
corral along one side of the room, are suffering from the effects of the drug 
kryotin (see page 183). Unless the heroes take precautions to be sneaky, 
they are quickly noticed by one of the acolytes, who immediately shouts to 
alert the other cultists. 


Cuutists 

The man in charge of processing the latest group of prisoners is dressed 
in robes similar to those worn by the traveling priests who recruited Sibyl, 
except the adept's robes are spattered with blood. If one of the heroes 
previously had a farseeing vision, that character recognizes the adept as 
the figure in the vision. 


A tall Human male with unforgiving features wears a robe covered in dark 
splotches that form a variety of patterns. He stands on a raised platform, 
barking orders to other robed figures to get the converts loaded into the 
‘machinery so that they can be processed accordingly. 


Master Cult Adept (M) CLS 

Medium Human nonheroic 3/noble 4 

Force 4; Dark Side 10 

Init +9; Senses Perception +8 

Languages Basic, Bocce 

Defenses Ref 17 (flat-footed 16), Fort 17, Will 17 

hp 35; Threshold 17 

Speed 6 squares 

Melee knife +5 (1d4+2) 

Ranged heavy slugthrower pistol +6 (2d8+2) 

Base Atk +5; Grp +6 

Atk Options Point Blank Shot, Precise Shot 

Special Actions Inspire Confidence, Presence 

Abilities Str 10, Dex 12, Con 14, Int 12, Wis 10, Cha 14 

Talents Inspire Confidence, Presence 

Feats Improved Defenses, Instinctive Attack, Intimidator, Point Blank 
Shot, Precise Shot, Skill Focus (Persuasion), Skill Training (Deception), 
Skill Training (Initiative), Weapon Group Proficiency (pistols, simple 
weapons) 

Skills Deception +10, Initiative +9, Knowledge (galactic lore) +9, 
Perception +8, Persuasion +15 

Possessions heavy slugthrower pistol, knife, blood-spattered robes 


Master Cult Adept's Tactics 

The adept remains on his observation platform, using his first available move 
action to draw his slugthrower pistol; he has enough ammunition clips to 
last until the end of the encounter. He spends his first available standard 
action to activate his Inspire Confidence talent. Afterward, he alternates 
between shooting at any hero not benefiting from soft cover and attempting 
to intimidate one or more heroes using his Intimidator feat (see page 27). 


6 Cult Acolytes (C) cL2 
Medium Human nonheroic 8 

Dark Side 1 

Init +10; Senses low-light vision; Perception +10 

Languages Basic 


Defenses Ref 18 (flat-footed 17), Fort 13, Will 10 

hp 20; Threshold 13 

Speed 6 squares 

Melee vibroblade +9 (2d6+2) 

Base Atk +6; Grp +8 

Abilities Str 15, Dex 12, Con 10, Int 12, Wis 9, Cha 9 

Feats Armor Proficiency (light), Improved Defenses, Rapid Strike, Weapon 
Focus (advanced melee weapons), Weapon Proficiency (advanced 
melee weapons, rifles, simple weapons) 

Skills Endurance +9, Mechanics +10, Perception +10 

Possessions comlink, vibroblade, light acolyte ceremonial armor (+6 
armor, +2 equipment) 


Acolytes’ Tactics 

The acolytes immediately draw their swords and move into melee range of 
the heroes, positioning themselves so they can flank the intruders if pos- 
sible. However, the acolytes avoid ending their turns next to the processing 
machinery, even if that means forsaking a chance to flank a hero. If the fight 
begins to go badly for them, either because the adept is slain or because 
more than half of them are defeated, they withdraw from melee and grab 
the closest available prisoners to use as living shields. 


CONCLUSION 
After defeating the cultists, the heroes have little difficulty in convincing the 
prisoners (who are susceptible to suggestions, thanks to their recent inges- 
tion of kryotin) to came with them. Sibyl in particular is surprised, since she 
did not know that anyone was coming to rescue her. If the heroes dawdle in 
the temple, or if the previous encounter was too easy for them, a group of 
six more acolytes intercepts them in the main hall. Otherwise, the heroes 
(with freed converts in tow) manage to leave the building and board their 
ship just as a wave of cultists races out of the temple, ineffectively shoot- 
ing at the vessel with slugthrowers. The heroes should be able to reach the 
safety of hyperspace before the cult can mobilize any ships to cut them off. 
After making the jump to lightspeed, one of the group's first stops should 
be Sibyl's home planet so she can be reunited with her family. Each hero 
receives 2,000 credits as a reward, along with the knowledge that they 
helped bring a family back together. (If the GM desires, returning the other 
rescued converts to their homes can involve a series of small adventures.) 
During their journeys home, several freed prisoners talk about having seen 
other captives who were forced into the machine but never emerged, as well 
as others who were marched deeper into the temple to meet unknown fates. 
Although they are glad to have been rescued, they fear that the cultists will 
continue to recruit susceptible youths on many worlds. After seeing all the 
converts safely home, the heroes might decide to return to Veroleem, look 
up Bale, and offer their help to the resistance, as he requested. 


THE TEMPLE INTERIOR 


Features of the Area 
The processing area has the following features: 

Illumination: The entire room is well lit by an overhead glow panel 
(DR 5; 5 hit points; damage threshold 8). Heroes who try to shoot the 
glow panel must hit a Reflex Defense of 8. If the glow panel is disabled, all 
occupants in the room gain concealment. If the glow panel is destroyed, 
the room goes dark, and all occupants gain total concealment unless 
another source of light is activated. 

Platform: An observation platform sits roughly 3 meters above the 
ground. Anyone standing on the platform has cover against ranged 
attacks made by those on the floor. A short ladder sits at one end of the 
raised area; characters can climb up to the platform as a move action. 

Machinery: The large, clanking machinery occasionally emits spurts 
of hot steam, scalding anyone who is standing in a square marked with 
an “S." When a creature begins its turn next to any part of the machinery, 
make an attack roll (with a +2 bonus) against its Reflex Defense. If the 
attack hits, the creature takes 1d6 points of damage as a burst of scalding 
hot steam erupts from the machinery. 
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MINI-ADVENTURE 
#4: A FoOOL's 
CHARGE 


"A Fool's Charge" is a mini-adventure designed for 9th-level heroes that 
involves the planet O'reen (see Chapter 6). In this scenario, the heroes need 
to recover cutting-edge technology that could give the world's military a 
substantial advantage. 


ADVENTURE OUTLINE 

The heroes are contacted by a junior officer, Lieutenant Amalia, who is an 
attendant of a high-ranking officer in a galactic-scale naval force. She 
explains that her superior needs the heroes’ expertise in tracking down 
a stolen piece of military hardware and returning it as quickly as possible 
without drawing undue attention. She offers a reward of 5,000 credits per 
hero, plus a bonus if the cargo is returned undamaged. 

The transport ship that was carrying the undisclosed hardware was 
attacked in the Outer Rim Territories near the border of the Unknown Regions. 
With a little research, the heroes learn of an allegedly abandoned garrison 
put in place by the Old Republic as an early warning outpost. 

Traveling to that region, the heroes’ ship is attacked by enemy vessels 
resembling the ones that hit the cargo transport. The heroes are able to 
defeat their attackers, and following the trail brings the characters into 
sight of a small assault group orbiting O'reen, with a refurbished battle 
cruiser as the flagship. 

After the heroes manage to slip past the ships in orbit and land on the 
planet, they sneak into a well-guarded military research post to retrieve the 
stolen hardware, a prototype tactical computer. Unfortunately, the heroes 
are caught in the act of stealing back the computer and must fight their way 
out of the starport and past the ships waiting in orbit. 


LOOKING FOR TROUBLE (CL 8) 
Lieutenant Amalia provides the coordinates of the location where the trans- 
port was attacked, so the heroes should have an easy time of reaching that 
spot. However, they might want to create a cover story to explain why they 
are headed to such a remote area of space (if they tell anyone about the trip 
in the first place, that is). 

If the heroes do not think of it on their own, Amalia suggests that they 
check the recent and archived astrogation charts for that area to see if there 
is any history of pirate bases in the neighboring systems. A DC 20 Knowledge 
(galactic lore) check reveals that not long after the Great Sith War, the Old 
Republic set up an early warning outpost in that sector, although the outpost 
was abandoned and its exact coordinates have been lost. 


When the heroes arrive at the site of the attack, a DC 20 Use Computer 
check allows a character operating the ship's sensors to pick up an old trans- 
mission broadcast that originates from a short distance away. A result that 
beats DC 30 also reveals the source to be an archaic early warning satellite, 
Several minutes after the heroes detect the signal, a pair of aging fighters 
arrive and order them to shut down and prepare to be boarded. The two ves- 
sels (use the Archaic Ship template from page 62 of Starships of the Galaxy 
for each) do not retreat, fighting until disabled or destroyed. 

Once the fighters have been dealt with, the heroes must determine where 
they came from, 

One method is to confer with their astrogation charts and try to reverse- 
calculate the fighters’ hyperspace trajectory. With a DC 30 Use Computer 
check, the heroes can use this method to find the ships’ point of origin. 

Asecond option is to salvage the flight computer from the remains of one 
of the enemy ships, A DC 20 Mechanics check is needed to jury-rig a con- 
nection to a datapad or the on-board computer of the heroes’ ship. Success 
leads the heroes directly to the fighters’ point of origin, and it also provides 
clearance codes and advance warning that O'reen has an active orbital patrol. 


EVEN O'REEN'S RESEARCHERS ARE ARMED AT ALL TIMES. 


A third option is to rescue one of the enemy fighter pilots (assuming that 
his ship was disabled instead of destroyed) and convince him to reveal what 
he knows. The pilot starts out with an initial attitude of unfriendly toward the 
heroes. If his attitude is shifted to friendly, he reveals that he is a member of 
the O'reen Star Corps. If his attitude is shifted to helpful, he tells the heroes 
about the planet's orbital patrols and explains that a clearance code is needed 
to reach O'reen. He has no information about any stolen equipment, since 
that operation was likely carried out by a fighter unit other than his own. 


AVOIDING UNDUE 

ATTENTION (CL 8) 

Once the heroes determine that the fighters came from O'reen, they can plot 
a course for that planet. Unless they drop out of hyperspace right next to 
the world, they remain undetected by the orbital patrols. Any heroes who 
are trained in Knowledge (tactics) can make a DC 15 check to deduce that 
their best option would be to drop out of hyperspace near the edge of the 
system and slowly cruise toward O'reen, allowing them get a better look at 
their destination and reducing their chances of being detected by the enemy. 

After the heroes approach within sensor range of the planet, they can 
see that O'reen is not as deserted as Old Republic records had suggested—in 
fact, a fearsome-looking battle cruiser orbits the world. Further investigation 
shows that the cruiser is in the process of being refurbished; surrounding it 
are dozens of smaller battle frigates and repair barges. These other vessels 
are of much older designs than the galactic standard, but they vastly out- 
number and outgun the heroes. In addition, several patrol ships are skirting 
the planet, ostensibly to keep anyone from getting too close. Allin all, it looks 
like a small assault force is being assembled, although for what purpose, the 
heroes can only guess. 

Depending on how much information the characters have gained, they 
have several options for getting by the patrol ships. First, they might simply 
attempt to slip past the ships using a mix of speed and deft maneuvering, 
but that will be difficult, and if they fail, the entire planet is alerted to their 
presence, Another option is to find a blind spot in the patrol ships’ flight 
patterns and sensor equipment, then fly through that hole without drawing 
attention. If the heroes previously salvaged a flight computer or shifted an 
enemy pilot's attitude to helpful, they can transmit the clearance code they 
acquired and slip past in plain sight. Using the code identifies their ship as 
friendly, an added benefit that might prove helpful later. 


| Fert THE ELEMENT OF 
SURPRISE WOULD BE WISER... 
Itis possible that the heroes decide to pop out of hyperspace as close to 
O’reen as possible. Although doing so can provide a military advantage, 
it also carries a much greater degree of risk, since the ship has to skirt 
dangerously close to the planet's mass shadow. Plotting a hyperspace 
jump to exit within orbit of a planet increases the DC of the Use Computer 
check by 10, but if successful, the ship gains the benefit of a surprise 
round. If the Use Computer check is failed by 10 or more, the ship suf- 
fers from minor structural stress and power feedback, which causes no 
damage but provides the enemy with a surprise round. 


FINDING PAYDIRT (CL 6) 

Once the heroes reach the surface of O'reen, they must track down the cargo 
that was stolen from the transport ship. Given that the natives are fairly 
xenophobic, the heroes suffer an unfavorable circumstance penalty to social 
interactions unless they take the time to alter their appearance so they look 
like the natives—a simple deception, since the O'reenians are near-Humans. 
Even then, any heroes who are not well versed in military procedures might 
have difficulty, since most O'reenians treat them with the same disdain and 
scorn usually heaped on civilians. 

Eventually, the heroes learn that the contents from the most recent 
acquisition by the Star Corps’ supply raids are held in an analysis station 
just inside the outermost perimeter of Orbital Deployment Center. Because 
the garrison-city is heavily guarded and has greatly restricted access, the 
heroes must come up with an inventive way to get past the guards. Once 
they are within the perimeter, they can find the analysis station more easily. 
It is not heavily guarded, and Orbital Deployment Center residents tend to 
assume that anyone walking around with an armed escort belongs on the site. 


[ia Banaevno 


SUSLNNOaNE) seves dasa 


1A SSiavnS 


SUSLNNGONE Saves gsaq 


ENCOUNTER: ARMED 


WITHDRAWAL 


Challenge Level 10 
SETUP: This encounter serves as the climax of “A Fool's Charge,” the mini- 
adventure introduced on the previous two pages. 

Once the heroes find the analysis station, they must figure out a way 
to get past the guards posted at the entrance, hopefully without raising an 
alarm. The GM should provide plenty of clues and reminders that almost every 
adult resident they have encountered has the air of a professional soldier, 
suggesting that starting a blatant fight will only get the heroes captured 
or killed. Grant them a fair amount of leeway in their plans, The guards are 
fairly new recruits, and if the heroes can give them a suitably convincing 
story, they might be able to bluff their way inside the building. 


READ-ALOUD TEXT 
When the heroes enter the analysis station, read the following text aloud: 


The inside of the station looks more like a giant storeroom. Eleven workers are 
clustered into small groups and studying different items, the majority of which 
are starship-scale components such as turbolasers and ion drives. However, 
most of the activity is centered on a seemingly innocuous computer terminal, to 
which several other smaller consoles are connected. The research staff seems 
too engrossed in their work to pay you much attention. 


Have the heroes make DC 20 Knowledge (technology) checks. Heroes who are 
trained in Pilot or who have a sufficient background with naval military can 
attempt the check even if they are not trained in Knowledge (technology). 
Success means that the heroes identify the main terminal as the tactical 
data core of a capital-scale command ship. Any hero trained in Knowledge 
(tactics) realizes that the core is a critical part of any naval force, since it 
often contains key communication and identification codes that give one 
side a significant advantage over opponents. 

The heroes might deduce that the data core is meant for the capital-class 
warship being revamped in orbit. Also, they were hired for the mission by 
Lieutenant Amalia, a member of another galactic naval force. The heroes 
can put two and two together and realize that Amalia's side does not want 
to lose the data core to the O'reenians—that's why she hired the heroes to 
steal it back. 

‘Any hero who does a quick scan of the room can make a DC 15 Percep- 
tion check. Success reveals that a heavy cargo speeder positioned next to 
a loading ramp looks big enough to carry the tactical data core and has 
enough armor to fend off anything smaller than a turbolaser. In addition, 
the data core is mounted on a cargo lifter, making the task of loading it into 
the speeder a great deal easier. 


Before the heroes can put a plan into action, however, they are spotted 
by a military supervisor. Read the following text aloud: 


As you begin to formulate how you are going to pull off the heist of the tactical 
dota core, an O'reenian in military fatigues enters the room. His gaze focuses 
‘on you, and as he reaches for his sidearm, you get a bad feeling that this job 
just got a lot more difficult. 


Although the station's research staff is distracted by various projects, the 
military supervisor immediately suspects that the heroes are unwelcome 
intruders. (If they previously created false appearances, some minor, over- 
looked nuance gives them away.) 


O'reenian Military Supervisor 

As the leader of the analysis station, the supervisor's primary concern is 
ensuring that the researchers under his command are able to investigate 
the workings of foreign technology captured during acquisition missions. 
He wears a standard-issue officer's uniform and has all the hallmarks of a 
career soldier, moving with exacting precision and keeping a crisp, profes- 
sional appearance. 


O'reenian Military Supervisor (M) cL8 

Medium O'reenian soldier 4/noble 3/officer 1 

Force 5; Dark Side 2 

Init +11; Senses Perception +10 

Languages Basic, Minnisiat 

Defenses Ref 23 (flat-footed 20), Fort 22, Will 23 

hp 75; Threshold 22 

Speed 6 squares 

Melee combat gloves +9 (146+6) 

Ranged blaster pistol +9 (3d6+4) 

Base Atk +7; Grp +9 

Atk Options Cover Fire, Point Blank Shot, Rapid Shot 

Special Actions Battle Analysis, Born Leader, Distant Command, Quick 
Draw, Warrior's Awareness 

Abilities Str 13, Dex 14, Con 14, Int 12, Wis 13, Cha 11 

Talents Battle Analysis, Born Leader, Cover Fire, Distant Command, 
Warrior's Awareness 

Feats Armor Proficiency (light, medium), Intimidator, Martial Arts |, 
Point Blank Shot, Quick Draw, Rapid Shot, Skill Training (Knowledge 
[technology]), Weapon Focus (simple weapons), Weapon Proficiency 
(pistols, rifles, simple weapons) 

Skills Endurance +6 (can reroll, must take second result), Initiative +11, 
Knowledge (tactics) +10, Knowledge (technology) +10, Perception +10 
(can reroll, must take second result), Persuasion +9 

Possessions blaster pistol, combat gloves, code cylinder, comlink 
(encrypted), officer's uniform 


THE RESEARCH LAB ON O'REEN 


Military Supervisor's Tactics 

In the first round, the supervisor draws his blaster pistol and shoots at the 
nearest hero, then moves to the nearest source of cover. On the following 
turn, he activates his Born Leader talent and continues shooting at the 
heroes from behind cover. He also uses his Warrior's Awareness talent on 
any hero who appears to be especially skilled in combat or who is wielding 
a distinctive or a military weapon. 


11 Researchers (R) 

As would be expected by their military training, the researchers cease working 
on their projects once their commanding officer deems the heroes a threat. 
They draw their own blaster pistols and move to the nearest available cover 
during the first round of combat. The researchers delay their actions until 
after the supervisor activates his Born Leader talent to take advantage of 
the bonus to their attack rolls. They operate in groups of three, with two 
using the aid another action to provide the third a further bonus to his or 
her attack roll. There are twelve researchers, and each one is statistically 
identical to a dipomat (see Threats of the Galaxy, page 35). 


CONCLUSION 

After the heroes defeat the military supervisor and the researchers, they have 
to think quickly. A search of the supervisor's uniform turns up a datapad that 
contains instructions to load the tactical data core onto the cargo speeder 


and bring it to Fort Maximus. The heroes can pretend that they are carrying 
out these orders, which will give them a convenient excuse to move the 
computer through the city. As long as they do not raise suspicions in any 
guards or citizens they encounter, the heroes can exit Orbital Deployment 
Center and take the computer back to their ship. 

When leaving O'reen, they should take care to avoid drawing the atten- 
tion of any patrol ships, although on the way out, they need only outrun 
the vessels, not sneak past them. Once they make the jump to hyperspace, 
they are free and clear. 

Lieutenant Amalia is ecstatic about the heroes’ success. She gives them 
the coordinates of a rendezvous point—a military base—along with clearance 
codes to land there so that she can reclaim the tactical computer and pay the 
heroes the promised reward. If the data core is undamaged, she also offers 
to have an upgrade worth up to 25,000 credits installed in the heroes’ ship, 
provided that the upgrade is legal 

If the data core is damaged or destroyed, Amalia still gives the heroes 
the reward, since her primary concern was keeping it out of O'reenian hands. 
In this case, however, she does not throw in an upgrade to the heroes’ ship. 
Instead, she lets them use the repair services on the military base to fix any 
damages incurred by their ship during the mission, 


Features of the Area 
The analysis station has the following features: 

Mlumination: The entire room is well lit. 

Workstations: Numerous workstations can provide cover to anyone 
in the room. 

Improvised Weapons: If necessary, the heroes can use a plethora of 
loose tools as improvised weapons. 

Turbolaser: The room contains a turbolaser with a power generator 
(see below) located 2 squares away. Due to the immense energy needs of 
the weapon, the turbolaser can be fired only twice. With each successful 
hit, it deals 3d10x5 points of damage in an area attack (see page 155 of 
the Saga Edition core rulebook) with a 2-square burst radius. However, 
the lack of a proper targeting computer means that the turbolaser is 
treated as an improvised weapon. 

Power Generator: The power generator is located 2 squares away 
from the turbolaser. If the generator is moved to an adjacent square, a 
hero can make a DC 15 Mechanics check to hook it up to the turbolaser. 
However, much of the generator's protective plating has been removed. 
Any attack that deals more than 10 points of damage to the generator 
causes it to explode (see page 139 of the Saga Edition core rulebook). If 
the turbolaser is fired twice during this encounter, the power generator 
is drained of energy and will no longer explode if damaged. 
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MINI-ADVENTURE 
#5: PURSUING 
VERINOS 


“Pursuing Verinos" is a mini-adventure designed for 8th-level heroes that 
involves the planet Giaca (see Chapter 6). In this scenario, the heroes, seeking 
to capture a scoundrel named Verinos, chase their quarry through Giaca's 
twisting canyons to his well-defended hideout. 


ADVENTURE OUTLINE 

Verinos is a wanted individual—wanted by the heroes, at least, if by no one 
else. Their search for him might begin in known space, but it takes them into 
the Unknown Regions as they follow his trail to the isolated world of Giaca. 
Once they close in, the heroes chase Verinos through the planet's canyons 
and groves, battling the environment and native creatures along the way. 
They pursue him to a hideout, where they face Verinos and several allies. 
Isolated and with no hope of help, the heroes must fight to capture their 
quarry, or admit defeat and escape if they can. 

If desired, you can replace Verinos with another character of your own 
design that better fits your campaign. Regardless, the heroes might be after 
their target for any number of reasons. Perhaps they are chasing a bounty, 
tracking an escaped criminal, or bringing a traitor to justice. An even better 
reason, however, is that Verinos has taken something important from the 
heroes. The stolen item might be as simple as a large number of credits, 
but something more personal, especially an item difficult to replace in the 
Unknown Regions, provides better motivation for the heroes to chase after it. 
For example, Verinos might have taken a lightsaber, a datacard with special 
information, and so on. 


THE CHASE 

The heroes, or an ally, previously attached a homing beacon to Verinos's ship. 
Although the beacon is useless in the wilds of the Unknown Regions (lack- 
ing the tracking technology available in known space), it works well when 
both parties are in the same star system. After surviving the challenging 
hyperspace approach to Giaca, the heroes discover that they are closing in 
on Verinos and pursue him to the planet's surface. 

They chase their quarry through the sheer, angular canyons created by the 
planet's basaltic columns, dodging and weaving through the massive stone 
labyrinth, Along the way, they must make DC 30 Use Computer checks to 
keep a sensor lock on him, as well as numerous Pilot checks to avoid collid- 
ing with the canyon walls and columns. It turns out that although Verinos 
is desperate to escape the heroes, his piloting skills are not up to the task. 
While out of sight of his pursuers, he scrapes the sheer canyon wall and 
crashes to the floor below. 


By the time the heroes catch up with Verinos, they see a dense column 
of smoke rising from the burning wreckage of his ship. Read the following 
aloud when the heroes approach the wreck: 


As you round one of the canyon's abrupt, angular turns, you're momentarily 
blinded by a column of dense, black smoke rising from the canyon floor. Before 
you can react, your ship punches through the smoky column, then swerves 
to avoid crashing into the canyon wall on the other side. It doesn’t take you 
ong to realize that your target apparently missed the last turn, hit the wall, 
and crashed into the wide, churning river on the canyon floor. The ship's hull 
appears to be crushed, and what isn't on fire looks flooded or is completely 
underwater. Debris litters the area. You see no immediate signs of survivors. 


Verinos has escaped via jetpack into a nearby canyon, which should keep him 
well ahead of the heroes. They must land and search the area to discover 
his absence, since the tracking beacon was destroyed in the crash. To make 
matters worse, Verinos crashed in an awkward location. His ship is half 
underwater at a spot where a small but violent stream meets the river in 
the main canyon. There are no banks on that side of the river, so the heroes 
must land on the opposite bank and swim or find another way across. The 
bank has just enough space for the ship, whose landing gear sinks about 2 
meter into the soft mud. All land in this area is considered difficult terrain, 
and the water is considered rough, requiring DC 15 Swim checks. 

The heroes should make several Perception checks to search the wreck 
and determine if Verinos is still aboard, although the blazing and flooded ship 
makes this task difficult. However, the search is rewarded when the heroes 
discover discarded fuel canisters that Verinos used to refuel his jetpack. 

From the crashed ship, the heroes can see the sheer crevice from which 
the second, smaller stream is flowing. By making DC 35 Perception checks 
or DC 25 Survival checks, they can track the path and landing areas that 
Verinos used as he flew through the narrow canyon, which is typically 5 to 
8 squares wide and taken up mostly by the river. Verinos did not use the 
jetpack continuously—just enough to stay ahead of the heroes and traverse 
major obstacles. 

As the characters pursue their quarry, they meet with many physical 
obstacles that they must climb over, swim under, or move out of the way. The 
twisting canyon is littered with shattered basaltic rock from the 30-meter- 
high canyon wall columns above. After 10 minutes, the heroes turn a corner 
and see a tall waterfall blocking their path. It fills most of the canyon's width, 
but along the right side of the falls is a narrow strip somewhat suitable for 
climbing to the top, a distance of 9 squares. Although the rock is wet and 
slippery, the heroes can scale it by making DC 30 Climb checks. 

After passing the waterfall, the heroes enter a large area some 50 meters 
across, from which there are at least four possible exits besides the one they 
came through. The basaltic cliffs surrounding them are shorter (around 20 
meters tall) but still inhibit travel. Verinos used his jetpack to traverse this 
area, so at first, the heroes can pick up no signs of the direction he took. 


Flying over the vicinity reveals only that each path has multiple exits that 
head in different directions. As the heroes search the area, a DC 25 Perception 
check allows them to find a jetpack that was hidden hastily behind some large 
rocks, and a subsequent DC 25 Survival check shows that Verinos continued 
on foot through this narrow crevice. A DC 10 Mechanics check reveals that 
the jetpack is damaged, although it could be repaired with the proper parts 
(which are most likely unavailable on Giaca). 


BRINTAK ATTACK 

The heroes climb steadily through the crevice and emerge at least 10 minutes 

later next to a vast causeway of short basaltic columns of varying height. 

The path ahead is barren, but a large grove of enormous toroc trees flanks 

the cave's exit. When Verinos passed through, he attracted the attention of a 

brintak (see page 173), which attacks the heroes as they step out of the cave. 
When the heroes emerge from the crevice, read the following text aloud: 


From somewhere above you in one of the great torac trees, you hear the low 
rumble of a large and hostile creature. As the rumble builds to a disturbing 
roar, a massive, four-legged beast with mottled black skin leaps down from a 
huge branch. The vicious creature gnashes at you with rows of razorlike teeth. 
Its jaws are flanked by a pair of slender tentacles that lash out toward you, 
eager to pull you into the gaping mouth. 


Ifnecessary, you can lower the creature's Challenge Level by reducing its hit 
points, under the assumption that Verinos injured the brintak during a brief 
scuffle before fleeing down the path. 

After dealing with the brintak, the heroes must make a DC 15 Survival 
check to track Verinos to a cul-de-sac created by basaltic columns that 
angle inward above the path. If they fail the check, they eventually find the 
cul-de-sac anyway, but it takes 30 minutes of searching. The cul-de-sac is 
camouflaged from above and difficult to spot from the air, requiring a DC 
30 Perception check. 


THE HIDEOUT 

The heroes first catch a glimpse of the entrance toa hideout from a tall basal- 
tic column along the little-used trail they are following. As they approach, 
read the following text aloud: 


Ahead, you see a short ridge of taller, hexagonal basaltic columns undulating 
across the landscape. Near the center, you spot an irregularly shaped circle of 
towering rock columns, angling generally inward and providing a partial roof 
to.a mostly enclosed area below. Filling three gaps between the columns are 
walls that appear to be patched together from the metal plating of various 
starships. A single small, armored gate appears to be the only way through, 
aside from scaling the wall or the columns themselves. 


The area is being watched by at least two guards hiding along the top of the 
wall and by a camera above the gate that sweeps back and forth, surveying 
the landscape. Allow the heroes to make Perception checks (opposed by the 
guards’ Stealth checks) to realize that, unless they are particularly cautious, 
they will be spotted by the guards or the camera. If the heroes’ Perception 
checks beat DC 30, they also detect two panels near the top of the wall that 
might be covering a pair of additional openings. 

Allow the heroes to devise a plan to enter the compound. They might try 
to deceive the guards into letting them in, but the guards know that Verinos 
is being pursued and are likely to open fire at the first hint of trouble. Their 
attitude starts as unfriendly. 

When the inevitable battle begins, the compound has a few surprises for 
the heroes. The two panels at the top of the wall slide aside, revealing a pair 
of mounted repeating blasters equivalent to E-Webs (see page 125 of the 
Saga Edition core rulebook). Other combatants hurl grenades down on the 
intruders. If the heroes attack with one or more vehicles or starships, a missile 
launcher concealed in the floor of the compound fires concussion missiles 
that shoot out between the angled columns or over the walls. 


THE BASALT TOWERS OF GIACA 
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ENCOUNTER: SIEGE OF 
THE COMPOUND 


Challenge Level 10 
‘SETUP: This encounter serves as the climax of “Pursuing Verinos,” the mini- 
adventure introduced on the previous two pages. 


Verinos 

The statistics block below purposefully omits any species reference for Veri- 
‘nos, so you can choose one that best fits your campaign. If his species is not 
important, consider making him Human or near-Human, (The read-aloud text 
assumes that Verinos is humanoid, so alter that if necessary.) Additionally, his 
specific background is left open for you to fill in. Regardless, Verinos is not 
about to give up to the heroes. Well armed and among allies, he is ready for 
battle and fully intends to win, or at least live to fight another day, Verinos 
is arrogant and threatening in any conversation he has with the heroes. 


Verinos is clad in a green and black jumpsuit that is torn and singed. His par- 
tially enclosed, heavily dented helmet shields his eyes from view. He openly 
carries a heavy blaster pistol, a heavy blaster rifle, and what appear to be 
several grenadelike objects in a bandolier across his chest. 


Verinos cL8 

Medium noble 4/scoundrel 4 

Force 4; Dark Side 2 

Init +11; Senses Perception +10 

Languages Basic, Minnisiat, Rammocate, Sy Bisti, 1 unassigned 

Defenses Ref 22 (flat-footed 20), Fort 19, Will 21 

hp 51; Threshold 19 

Speed 6 squares, fly 6 squares (jetpack) 

Melee knife +6 (1d4+4) 

Ranged heavy blaster pistol +8 (3d8+4) or 

Ranged heavy blaster rifle +9 (3d10+4) or 

Ranged heavy blaster rifle +7 (4d10+4) with Rapid Shot or 

Ranged heavy blaster rifle +4 (3d10+4) with autofire or 

Ranged thermal detonator +8 (8d6+4) 

Base Atk +6; Grp +8 

Atk Options Point Blank Shot, Precise Shot, Rapid Shot, Skirmisher 

Special Actions Born Leader, Fool's Luck, Inspire Confidence 

Abilities Str 10, Dex 15, Con 13, Int 15, Wis 13, Cha 14 

Talents Born Leader, Fool's Luck, Inspire Confidence, Skirmisher 

Feats Linguist, Point Blank Shot, Precise Shot, Rapid Shot, Skill Focus 
(Persuasion), Weapon Focus (rifles), Weapon Proficiency (heavy 
weapons, pistols, rifles, simple weapons), Vehicular Combat 

Skills Deception +11, Gather Information +11, Initiative +11, Perception 
+10, Persuasion +16, Pilot +11, Treat Injury +10, Use Computer +11 

Possessions knife, heavy blaster pistol, heavy blaster rifle, 3 thermal 
detonators, comlink, datapad, portable computer, jetpack 


Verinos's Tactics 

During the first round or two of combat, Verinos lets his allies fire the first 
volleys while he uses Born Leader and Inspire Confidence. If the heroes make 
particularly devastating attacks, Verinos dives into the fray, hurling thermal 
detonators and blasting at them with his heavy blaster rifle, always from a 
position of cover. 


Thugs 

‘As with Verinos, the thugs protecting the compound can be of any species 
you require. The statistics block omits any reference to species, but the 
read-aloud text assumes a humanoid appearance. 


The guards don't wear proper uniforms, although all have patched-up battle 
armor that is covered in the dust and dirt of the surrounding landscape. You 
can tell from their demeanor that they are experienced combatants. They are 
Joud and crude, hurling insults as they open fire. 


5 Thugs cL6 

Medium soldier 6 

Force 5; Dark Side 3 

Init +5; Senses low-light vision; Perception +10 

Languages Basic 

Defenses Ref 21 (flat-footed 19), Fort 21, Will 16 

hp 64; Threshold 21 

Speed 6 squares 

Melee unarmed +7 (1d4+4) 

Ranged heavy blaster pistol +8 (348+3) or 

Ranged heavy repeating blaster +4 (3d10+3) or 

Ranged heavy repeating blaster +4 (5d10+3) with Burst Fire or 

Ranged grenade launcher +9 (frag grenade 4d6+3) or 

Ranged mounted heavy repeating blaster +9* (3410+) or 

Ranged mounted heavy repeating blaster +9° (5d10+3) with Burst Fire 

Base Atk +6; Grp +8 

Atk Options Careful Shot, Devastating Attack, Point Blank Shot, Precise 
Shot 

Special Actions Indomitable 

Abilities Str 13, Dex 15, Con 13, Int 10, Wis 10, Cha 8 

Talents Armored Defense, Devastating Attack, Indomitable 

Feats Armor Proficiency (light, medium), Burst Fire, Careful Shot, Point 
Blank Shot, Precise Shot, Weapon Focus (heavy weapons), Weapon 
Proficiency (heavy weapons, pistols, rifles, simple weapons) 

Skills Climb +9, Mechanics +8, Perception +10. 

Possessions battle armor (+8 armor) with helmet package, heavy blaster 
pistol, heavy repeating blaster with mounted grenade launcher (4 frag 
grenades) 

“Includes +2 Intelligence bonus to attack rolls due to targeting system 


Thugs' Tactics 

Two of the thugs initially cut loose with the mounted repeating blasters, 
firing from a pair of protected gunnery stations behind the wall. Because 
each station is separate from its associated blaster, destroying a blaster does 
not necessarily deal damage to the thug firing it. One thug stands ready 
with the concussion missile launcher in case there are vehicle targets in the 
area. The remaining two thugs guard the walls and fire as needed, or they 
conceal themselves within the compound to surprise any heroes who make 
it over or through the wall. 


CONCLUSION 

Verinos and his thugs must be subdued to be captured. If any thugs survive, 
they might be persuaded to tell all they know about their boss and his doings 
(the details of which depend on the needs of your campaign). If captured, 
Verinos takes every opportunity to try to escape. He refuses to talk at first, 
although he can be successfully threatened or bribed into cooperating, 
especially if given the opportunity to survive the encounter. 

The compound has enough supplies to sustain its inhabitants for several 
months. A garage contains two disassembled speeder bikes and an unarmed 
civilian airspeeder that was damaged in the recent past. With a DC 25 
Mechanics check and several hours of work, it is possible to salvage one 
speeder bike by using parts from both. The airspeeder requires repulsorlift 
generator parts that are unlikely to be available on Giaca, but if the heroes 
obtain the parts elsewhere, they can repair the vehicle with a DC 15 Mechan- 
ies check, In the quarters used by Verinos is a portable computer that contains 
notes about his activities, but they are encrypted and can be accessed only 
with a DC 25 Use Computer check. 


Features of the Area 
The compound and its surrounding area have the following features: 

Basaltic Columns: Sheer basaltic columns surround the compound on 
a little more than three sides. The columns range from 8 to 12 meters tall 
and are immediately adjacent to one another, with few usable gaps between 
them. Although a heavy laser cannon from a starship might blast holes in 
the rocky walls, smaller weaponry has little effect on them. 

Landing Zone: Outside the compound's entrance, a wide, flat area has 
been cleared as a landing zone. Aside from it being open ground, there are 
no markings or indicators to draw the attention of outsiders searching for 
the compound. 

Metal Walls: The compound's walls stand at a height of 6 meters 
between the taller basaltic columns. The walls are made of salvaged plates 
of heavy metal (DR 10, 150 hit points, damage threshold 35, Strength 
60). Within the structure are two gunnery stations, as well as catwalks to 
access the stations and the top of the walls. Characters at the top of the 
wall have improved cover. 
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Metal Buildings: Several metal prefabricated buildings stand inside 
the compound, serving as living quarters, a garage, storage facilities, and 
a power generator. The buildings are easily damaged (DR 5, 50 hit points, 
damage threshold 30). 

Concealed Heavy Repeating Blasters: The concealed heavy repeating 
blasters and their targeting system were salvaged from a derelict vehicle. 
Each blaster has DR 10, 20 hit points, damage threshold 30, Intelligence 12, 
Reflex Defense 16 (+4 armor), and Fortitude Defense 20, and each deals 
3d10 points of damage. 

Concussion Missile Launcher: The concussion missile launcher and 
targeting system are not proper emplacements but were salvaged from a 
derelict ship. It has DR 5, 80 hit points, damage threshold 30, Intelligence 
12, Reflex Defense 12, and Fortitude Defense 20. Firing a missile ata target 
smaller than Huge size incurs a -10 penalty. The compound has five mis~ 
siles. Each must be fired separately and deals 7410x2 points of damage 
in a 4-square splash. 
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MINI-ADVENTURE 
#6: IMMINENT 
IMPACT 


“Imminent Impact” is a mini-adventure designed for 7th-level heroes that 
involves the planet 244Core (see Chapter 6). In this scenario, the heroes take 
a quick smuggling job for the Tor-Ro-Bo Corporation and find themselves 
racing to fend off attackers and evacuate before a meteor storm pummels 
their landing platform. 


ADVENTURE OUTLINE 

The heroes find themselves deep in the Unknown Regions when they suddenly 
require local currency or credits for survival. Working with a local contact, 
they are put in touch with a corporation in need of smuggling services. The 
heroes soon find themselves on 244Core, picking up a shipment of raw ore 
that the Tor-Ro-Bo Corporation wants smuggled offworld to avoid sharing 
the profits with other companies on the planet. 

While the ship is being loaded, word comes that an unexpected asteroid 
collision is sending a meteor storm toward 244Core. To make matters worse, 
because the world is in a volatile phase of its development, the corporations 
jockeying for control are more likely to engage in open warfare. Thus, Eeook 
security forces attack the facility to deter To-Ro-Bo's smuggling efforts. 
The heroes help fight off the attackers, but the hangar holding their ship is 
damaged. With their vessel trapped in the structure and the imminent arrival 
of the meteor storm, the heroes must work quickly to free the ship, load the 
remaining ore, and evacuate their employers. 


THE JoB 

In need of credits, the heroes follow a lead to meet a protocol droid called 
TT4, an “irregular transport specialist” for the Tor-Ro-Bo Corporation. The 
heroes can meet with the droid on 244Core, on a nearby world, or via com- 
link. Although TT4 freely tells the heroes who it works for, the droid makes it 
clear that the involvement of Tor-Ro-Bo must remain secret. If the corpora- 
tion is publicly linked with the mission, the heroes will forfeit a significant 
percentage of their pay. 

TT4 is straightforward about the operation and negotiates in good faith 
(Will Defense 15, Perception +9, Persuasion +9). The droid also has the 
authority to haggle with the heroes. It initially offers them 10,000 local 
credits up front and 50,000 more upon delivery of semiprocessed TOL-type 
ore to a cargo ship waiting at specific coordinates, a short hyperspace jump 
away from 244Core. 


THROUGH THE CLUSTER 

Because 244Core is orbited by a series of Skyscan stations, TT4 gives the 
heroes an approach vector through one of the denser asteroid clusters around 
the planet. The Skyscan network is operated by several corporations, and 
the stations nearest that cluster are run by Tor-Ro-Bo, so the path should 
be safe. However, a few other stations are close enough to have a chance of 
detecting the heroes’ ship. 

The heroes must make a series of DC 20 Pilot checks as their ship traverses 
the cluster. Failure indicates that a Skyscan station might detect the ship 
with a successful DC 25 Use Computer check (Skyscan operators have Use 
Computer +11). If a station detects the ship, rival corporations mobilize to 
intercept the heroes on the planet's surface; for the time being, however, the 
heroes have no way to tell whether they have been detected. 

In addition, while in the asteroid cluster, a Pilot check failure by 5 or 
more results in a collision with an asteroid of Colossal or smaller size. Such 
collisions can be avoided per the standard rules (see page 173 of the Saga 
Edition core rulebook). 


PROCESSING CENTER 879 
Once the heroes land on 244Core, their first step is to reach Tor-Ro-Bo 
Processing Center 879 in Zone 54g undetected. The center is located on an 
island 15 kilometers long, 10 kilometers wide, and about 30 kilometers from 
the nearest continent. As the heroes approach the facility, they are contacted 
by 879's traffic control. They are expected and treated like any of the other 
half-dozen starships on approach or departure vectors. 

When the heroes are within sight of the facility, read the following text 
aloud: 


Through a cloudless, sunny sky, you approach Processing Center 879 over the 
calm water of a vast ocean. Ahead, you see a large island on which six tall 
mountain peaks form a spine along its length. With the exception of a few 
antenna and sensor arrays, the peaks are the only undeveloped land on the 
island. Below them, Processing Center 879 features sprawling machinery, 
industrial buildings of every size, massive power generators, automated plants, 
and dozens of landing platforms on which rest small airspeeders, large bulk 
freighters, and everything in between. There is a staggering amount of activ- 
ity as speeders and ships descend and depart. The center seems to be running 
at or near capacity. 

You are directed to Landing Platform 9, near the middle of the island, 
ina volley created by two of the larger mountains. The platform is wedged 
between rows of monstrous storage bins and a tangle of enormous pipes and 
machinery, which includes a mixture of aging equipment patched up with 
newly repaired parts and pieces. 


As the heroes’ ship descends, traffic control orders it into a hangar connected 
to the platform. The hangar, concealed by the giant pipes and machinery, is 
not obvious until the ship is just above the platform. 

When the heroes land, they start to feel the effects of the planet's heavy 
gravity, which affects their actions while on 244Core unless they are used 
to such environments (see page 257 of the Saga Edition core rulebook). As 
they exit the ship, they are greeted by a very small, wheeled, bright orange 
droid (similar to a mouse droid) called 514. In a slightly grating monotone 
voice, 5T4 welcomes them to the center and arranges to begin loading their 
ship. Nearby, dozens of massive metal crates (of sizes Large to Huge) hold 
raw TOL-type metallic ore, and a pair of hulking labor droids stands ready to 
begin loading. It is obvious that some crates will need both droids to move 
them. The droids are almost entirely painted pale green, and their many dents 
and scratches attest to their heavy use over the years. 

Due to the labor droids’ slow speed and the heavy gravity, loading takes a 
minimum of 1 hour. About 45 minutes into the job, one of the droids makes a 
loud popping sound and breaks down while loading a crate. As hydraulic fluid 
from its broken heavy claw sprays everywhere, it drops the crate, knocking 
off the lid. The sandy mixture of semiprocessed ore spills into the heroes’ 
ship and down the lift ramp. The mixture is not hazardous, but an industrial 
cleaning droid appears and begins vacuuming up the sand and depositing 
it in an empty container brought by the other labor droid. The broken droid 
collapses where it malfunctioned, preventing the ship's hatch from closing. 


INCOMING 
If the Skyscan stations did not detect the heroes during their approach, 
proceed with the following events in the order presented below. If Skyscan 
detected the heroes, skip to the "Contract Enforcement” encounter on the 
next page, then return to this section after half of the attackers have been 
destroyed or routed 

While the heroes deal with the spilled ore, read the following text aloud: 


A loud, hornlike alarm blares a continuous staccato pattern over the island's 
loudspeakers. A moment later, an automated voice interrupts. “Alert! Meteor 
storm warning! Impact time estimate: 30 minutes. Facility damage estimate: 
light to moderate, Starships and speeders are advised to leave the impact area 
at their earliest convenience.” 


The alarm continues and cannot be turned off. Impact time is updated every 
5 minutes, with additional warnings as needed, 

514 calls the heroes over to a holographic display at one side of the hangar. 
It switches on the projector, and a representation of the incoming meteor 
storm appears, showing its estimated descent through the atmosphere 
toward Processing Center 879. The droid explains that an unexpected asteroid 
collision has sent a shower of small meteors into the planet's atmosphere. 
(If the heroes collided with an asteroid during their descent, they started a 


domino effect. Otherwise, the shower is just part of the system's natural envi~ 
ronmental effects.) If the heroes hurry, there should be just enough time to 
finish loading their ship and blast off before the meteors pummel the center. 

If the heroes do nothing, the functioning labor droid takes 45 minutes 
to remove its broken counterpart and finish loading the crates on its own, 
Which means the heroes will not escape before impact. If the heroes help by 
moving the damaged droid out of the way, the other labor droid can finish 
loading in about 30 minutes—still not good enough. If the heroes jury-rig 
or otherwise repair the damaged droid, they reduce the loading time to 15 
minutes. However, they must spend a minimum of 10 minutes repairing the 
droid. Up to two heroes can aid ina DC 25 Mechanics check to complete the 
repairs. In addition, a DC 20 Perception check is required to locate suitable 
replacement hydraulic fluid from a nearby piece of machinery. 

The cleaning droid also takes 10 minutes vacuuming up the spilled ore 
and depositing it into the replacement container, The droid occasionally gets 
in the way while loading continues. If anyone walks on the spilled ore, the 
droid tries to vacuum the bottom of their shoes, citing the importance of 
protecting Tor-Ro-Bo's valuable product. 
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ENCOUNTER: 
CONTRACT 
ENFORCEMENT 


Challenge Level 8 

SETUP: This encounter serves as the climax of “Imminent Impact,” the 
mini-adventure introduced on the previous two pages. If a Skyscan sta- 
tion detected the heroes during their approach to 244Core, this encounter 
begins before the meteor storm announcement. Otherwise, it begins about 
15 minutes before impact. 


THE JIG Is UP 

In response to Tor-Ro-Bo's violation of profit-sharing contracts, security 
forces from Eeook and other corporations attack the processing center. 
Despite the imminent meteor shower, the attack is not called off. Eeook badly 
wants to catch Tor-Ro-Bo with smugglers at its facility and hopes to be in 
and out before the meteors strike the area. Read the following text aloud: 


A screeching siren suddenly wails throughout the center, followed by an 
automated alarm: “Alert! Incoming attack. Protocol 514 initiated. Stand by 
to repel—"The message is cut off, replaced by a few seconds of static, thena 
living voice cuts in: "Attention 879. Once again, you are in violation of Profit- 
Sharing Agreement Relaali 374.5.2. Your smugglers will not get away from us 
this time.” As the center's automated announcements return, you hear the 
squeal of airspeeders and the impact of missile strikes nearby. Next to your 
landing platform, an enormous storage bin unfolds to reveal a pair of basic 
Jaser cannons, although no gunner seems to be nearby. 


The attack catches 879 completely by surprise. Tor-Ro-Bo uses protocol 514 
to cover up the existence of smugglers by mind-wiping all droids that have 
made contact with the heroes, (This explains why the heroes have interacted 
only with droids, not living beings, during their visit to the center.) After the 
announcement of protocol 514, the heroes notice that any droids near them 
stop dead for a few seconds, then appear to have forgotten who the heroes 
are, Most worker droids still respond to their commands, but 514 ignores 
their orders and questions and refuses to help them further, although it does 
not hinder them. If threatened, 5T4 calls security, but nobody comes to help. 

Shortly after the attack begins, six missiles (Reflex Defense 22, 20 hit 
points, damage threshold 10, speed 16) scream toward the hangar. The heroes 
can try to shoot them down, but at least one strikes above the heroes’ landing 
platform. The impact drops a pile of pipes and structural chunks down on the 
platform, partially blocking the hangar entrance. Creatures within 5 squares 
of the hangar door are subject to a 1420+10 attack against Reflex Defense 
from falling debris (treat as an area attack). They take 3d6 points of damage, 
and on a critical hit, they are also trapped in the debris. 


Next, a large Eeook speeder attempts to land on the heroes’ platform. 
If it succeeds, four Eeook security agents bound out and try to subdue the 
heroes. If the speeder is damaged, it crashes onto the platform, and the 
agents take 4d6 points of crash damage. 


Eeook Patrol Speeder 
The speeder is Eeook’s general purpose security patrol speeder, in widespread 
use on 244Core. 


You see a patrol and observation speeder, with a long, bubblelike canopy cov- 
ering the top two-thirds. The speeder is cylindrical, with a pointed nose and 
a flat rear hatch. Each stubby wing ends in an irregularly shaped repulsorlift 
engine, and a spread of six missiles is mounted beneath the wings between 
the engine and the fuselage. 


Eeook Protector VI Patrol Speeder cha 

Huge air vehicle (airspeeder) 

Init +9; Senses Perception +6 

Defenses Ref 16 (flat-footed 11), Fort 23; +3 armor 

hp 75; DR 5; Threshold 33 

Speed fly 12 squares (max. velocity 800 km/h), fly 3 squares 
(starship scale) 

Ranged light laser cannon +6 (see below) or 

Ranged rocket launcher +6 (see below) 

Fighting Space 3x3; Cover total 

Base Atk +2; Grp +25 

Atk Options autofire (light laser cannon) 

Abilities Str 36, Dex 20, Con —, Int 14 

Skills Initiative +9, Mechanics +6, Perception +6, Pilot +9, 
Use Computer +6 

Crew 1 (skilled); Passengers 6 

Cargo .5 to ‘onsumables 1 week; Carried Craft none 

Availability Military; Cost 50,000 credits (40,000 used) 


Light laser cannon (pilot) 

Atk +6 (+1 autofire), Dmg 3d10x2 
Rocket launcher (pilot) 

Atk +6, Dmg 5d10x2 (2-square burst) 


Eeook Speeder Tactics 

The patrol speeder fires its missiles from medium range, then uses its blasters 
to defend itself as it nears the platform. The pilot does not leave the vehicle 
unless it is damaged beyond repair. 


Eeook Security Agent 
Eeook's security forces are well trained, well paid, and motivated to succeed 
and advance. 


The tall near-Human wears a dark green uniform with patches identifying 
rank, unit, and division. He carries a blaster carbine and has several grenades 
ina black utility belt. 


4 Eeook Security Agent cL6 

Medium near-Human scout 6 

Force 5 

Init +10; Senses low-light vision (near-Human attribute); Perception +10 

Languages Basic 

Defenses Ref 23 (flat-footed 19), Fort 19, Will 19 

hp 53; Threshold 24 

Speed 6 squares 

Melee unarmed +4 (1d8+3) 

Ranged blaster carbine (folded stock) +7 (3d8+3) or 

Ranged blaster carbine (extended stock) +6 (3d8+3) or 

Ranged blaster carbine (extended stock) +1 (3d8+3) with autofire or 

Ranged stun grenade +6 (4d6+3 stun) 

Base Atk +4; Grp +6 

Atk Options Careful Shot, Keen Shot, Point Blank Shot 

Special Actions Acute Sense, Evasion, Running Attack, Shake It Off 

Abilities Str 11, Dex 14, Con 13, Int 10, Wis 14, Cha 12 

Talents Acute Senses, Evasion, Keen Shot 

Feats Careful Shot, Improved Damage Threshold, Martial Arts |, Martial 
Arts Il, Point Blank Shot, Running Attack, Shake It Off, Weapon Focus 
(pistols), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Climb +8, Endurance +9, Initiative +10, Perception +10 (can reroll), 
Pilot +10 

Possessions blaster carbine, 2 stun grenades, Eeook security uniform, 
comlink, utility belt (with binders, datapad, and medpac) 


CONCLUSION 

Once the heroes have cleared the hangar opening and readied their ship to 
depart, they can blast off at any time. If the attack is still ongoing, they are 
pursued by Eeook speeders until they reach the upper atmosphere. 

If the heroes are captured by Eeook agents, they are held until Tor-Ro- 
Bo negotiates for their release, which takes many days and some political 
wrangling. In the meantime, Eeook security questions the heroes, but the 
interrogation is mostly a formality. 

If the heroes leave 244Core and make the jump to hyperspace, they meet 
the Tor-Ro-Bo bulk freighter Tor 7863 a day later. They transfer the cargo with 
no problems and receive the promised payment. Depending on the results of 
the adventure, the heroes might be hired again by Tor-Ro-Bo in the future. 


THE HANGAR 


One'square\= 1!5|meters 


Features of the Area 
The area has the following features: 

High Gravity: High gravity applies to all combat and skill checks, 
except for heroes who are used to high-gravity environments (see page 
257 of the Saga Edition core rulebook). The Gamemaster characters are 
not subject to these effects, since they have been on 244Core for an 
extended period of time. 

Landing Platform 9: The small landing platform is surrounded and 
essentially walled in by equipment, machinery, and massive storage bins. 
It is large enough to accommodate a light freighter. Crates and equip- 
ment are scattered around the perimeter, providing cover. Characters 
can climb the equipment and take up higher positions among the pipes 
and machinery. 

Hangar: The hangar building is a relatively light structure, with walls 
of thin metal plates on a metal skeleton. It is large enough to accom- 
modate a light freighter, as well as temporary storage for cargo awaiting 
transport. A small holographic projector enables the hangar to commu- 
nicate with other parts of the processing center. A giant set of double 
doors opens on a corridor that winds down into the valleys, allowing 
access to machinery and other elements. The next inhabited space is a 
residential and administration zone 5 kilometers away. 

The hangar is filled with discarded crates and packaging, along with 
a basic set of tools for starship maintenance. A ladder in one corner 
leads to a roof hatch, giving access to the pipes and machinery on the 
hangar's roof. 
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MINI-ADVENTURE 
#7: ROGUE 
SEVEN Is DOWN 


“Rogue Seven Is Down" is a mini-adventure designed for 9th-level heroes that 
involves the planet Durace (see Chapter 6). In this scenario, the heroes must 
rescue a pilot who has crashed on the merciless world, facing environmental 
hazards, misfit droids, and deadly predators. 


ADVENTURE OUTLINE 

The heroes are sent to recover Rogue Seven, who has crashed on Durace. They 
arrive on the world in the middle of a planetwide storm. The heroes discover 
the Rogue Seven crash site but find it to be empty—both the pilot and the 
astromech droid are missing. The heroes track the astromech’s distress signal 
toa cavern that has been torn about by creatures native to the planet. Soon 
after, Rogue Seven contacts the heroes over a short-range comlink, and they 
rescue the pilot from a giant nest on the side of a mountain. But they are 
not safe yet—the creature that made the nest pursues the heroes’ ship out 
of the atmosphere. 

The adventure begins when the heroes receive word that Rogue Seven has 
gone missing somewhere near the Unknown Regions. The last communica- 
tions received from Rogue Seven indicate a general location in the galaxy, 
but it is not until the heroes arrive at those coordinates that they realize 
that Rogue Seven was near the planet Durace. 


WHO IS ROGUE SEVEN? 

Rogue Seven is a stand-in for an important Gamemaster character in your 
campaign. Using a person who means something to the heroes makes the 
rescue more dramatic and rewarding. Give them a reason to find Rogue 
Seven other than a mission briefing. Options include: 

A valued friend. Whether a plucky sidekick or the commander of a 
Rebel cell, rescuing someone who has helped the heroes in the past will 
have more meaning. 

A missing hero. Sometimes, real life intrudes on a campaign, and 
a player has to miss a game session. You can decide that Rogue Seven 
is the hero run by that player, allowing you to involve the character in 
the adventure. 

A famous cameo. Players who like rubbing elbows with characters 
from the movies might enjoy rescuing a well-known hero. 


ROGUE SEVEN'S CRASH SITE ON DURACE 


FINDING THE WRECK 

As soon as the heroes hit the atmosphere of Durace, they are in for a bumpy 
ride. A storm suddenly rolls over the planet's surface, and lightning strikes 
at the ship multiple times, threatening to overload ship systems and make 
the landing dangerous. You can use the following hazard to represent the 
dangers of approaching the planet's surface. 


Storm Over Durace cL9 
Purple lightning flashes out of the dark clouds as you descend toward the 
planet's surface. 


Atmospheric, energy, natural 


Trigger A vehicle begins its turn in a storm over Durace 
Attack +11 vs. Reflex Defense 
Damage 2d10+3x2 eneray (Miss: Half damage) 
Recurrence On trigger; descending through a storm takes three rounds 
Skills 
Pilot (DC 23): The character reduces the number of rounds it takes to 
pass through the storm by 1 round. 


Rogue Seven came down on the shores of the Alkaline Sea, a few hundred 
meters off shore. The heroes can easily detect the ship using their sensors, 
and can see that it is still in one piece. A quick search of the wreck reveals 
that both Rogue Seven and the ship's astromech droid are missing, It looks 
like both made it out of the ship under their own power. 


Right after the heroes realize that the wreck is uninhabited, the surface of 
the Alkaline Sea breaks violently as the tendrils belonging to a sea creature 
burst forth and try and grab the heroes. The sea creature hungers for the flesh 
of land-dwelling creatures, and the heroes could be a delicious morsel for 
this massive beast. Since the creature is under the surface of the water, only 
the tendrils are visible to the heroes. Use the following hazard to represent 
the danger presented by the tentacles, which act as a hazard covering the 
entire area around the crashed vessel. 


Sea Monster Tentacle cL 10 

The long, undulating tentacles of a sea creature reach out to grab you, 
threatening to crush you and drag you down beneath the surface of the 
Alkaline Sea, 

Contact, natural 

Trigger Each round, on initiative (Initiative +11); one attack per creature 
in the area of the hazard 

Attack +12 vs. Reflex Defense 

Damage 4d6+1 

Recurrence On trigger 

Skills 
Knowledge (life sciences) (DC 19): The character identifies the 
telltale signs of a sea predator nearby and can tell that the area is 
hazardous. 

Special 
Creatures hit and damaged by this hazard are grabbed by a tentacle 
and can attempt to escape as normal. Any creature that is both 
grabbed and either reduced to 0 hit points or rendered unconscious is 
consumed by the sea monster. 


HAZARDOUS JOURNEY 

After exploring the crash site and fending off the sea creature, the heroes 
see signs that Rogue Seven survived and fled the downed ship. The heroes 
can attempt to lock onto a distress beacon—Rogue Seven's astromech droid 
is transmitting its location—with a Use Computer check (DC 18). The signal 
fades in and out as the heroes track the transmission, because the droid is 
having power fluctuations. Alternately, the characters could make Survival 
checks to try and track the pilot and his droid (DC 23), or simply engage ina 
thorough search of the area (Perception DC 23). During their journey to find 
the droid, the heroes might have a few brushes with danger and disaster. For 
example, Durace is covered in rocky terrain, so they might face rock slides 
(page 108), a cave-in (page 116), or pits and sinkholes (page 118). 


THE AvKA CAVES 

After some time, the heroes track the distress signal to a mountain and find 
a cave that leads inside. The cavern is filled with rusted metal and twisted 
scrap. A closer inspection finds a variety of droid parts scattered about— 
something has collected the wreckage and dragged it into the cave. Near 
the back corner is a large pile of droid parts. 

The astromech droid assigned to Rogue Seven lies on the stone floor. 
Something has torn the droid open, and as the heroes approach, it uses its 
last bit of power to chirp feebly at them. From the looks of it, something living 
in this cave system has shredded the droid and other pieces of techology, 
keeping the remaining parts here as trophies. 

Any hero who makes a Knowledge (life sciences) check (DC 18) can 
identify the damage done to the droid as being caused by some kind of large 
avian creature. If that character succeeds on the check by 5 or more, he or 
she identifies the creature that destroyed the droid as an avka, a large avian 
creature found on many Outer Rim worlds but believed to be native to the 
Unknown Regions. The hero also knows that avka are greedy creatures that 
love to hoard metal (particularly colorful pieces of metal), and that avka 
make their nests in the mountains. The hero knows that avka keep their 
young close until they reach almost their full size, and that they are very 
protective of their offspring. 


UP THROUGH THE MOUNTAINS 
Following the droid's demise, one of the heroes’ comlinks crackles to life. 
Rogue Seven is alive. The crash and a narrow escape from the sea creature 
have taken their toll, and Rogue Seven has climbed out onto the edge of a 
cliff. To rescue the pilot, the heroes must make their way up through the 
caverns, which run all the way through the mountains. 

The comlink offers a direct line to Rogue Seven, but the caverns twist 
and turn, leading the heroes into danger after danger. The path is beset by 
rockslides, rivers of magma, and other natural hazards (see Chapter 4 for more 
information on these hazards). This part of the mini-adventure highlights 
more environmental dangers of Durace, and the heroes should be able to 
overcome the hazards with wits and stamina. 

When the heroes make their way up through the interior of the mountain, 
eventually they emerge near the nest of a large avka where Rogue Seven 
awaits them. See the encounter on the following page, "The Nest,” for the 
climactic encounter of the mini-adventure. 
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ENCOUNTER: 
THE Nest 


Challenge Level 9 
‘SETUP: This encounter serves as the climax of "Rogue Seven Is Down,” the 
mini-adventure introduced on the previous two pages. 


HATCHLING ATTACK 

Rogue Seven has crawled out to the edge of a small crater on the side of the 
mountain. All around and within the crater, a series of small outcroppings, 
each 2 meters tall, stabs upward from the rock. The winds whip through the 
outcroppings and make a strange moaning sound. In addition, this part of 
the mountain seems unstable and shakes with small tremors. 


READ-ALOUD TExT 
When the heroes come out onto the outcropping where Rogue Seven awaits 
them, read the following text aloud: 


As the wind blows across the outcropping, you see several stony protrusions 
jutting up from the ground, separating you from the prone form of Rogue 
Seven. Purple lightning flashes overhead, as though a storm is threatening 
to pour down upon you. Though there are no other visible creatures here, you 
can see the telltale signs that this outcropping has been used as a nest by 
some large creature. 


If the heroes approach the 2-meter-tall rocks, the outcroppings tremble as 
chunks fall away—something is inside each one. The columns are actually 
eggs containing the hungry young of the avka, a large aerial predator native 
to Durace. (Fortunately for the heroes, the mother is away searching for food, 
although she will make an appearance later.) The crater is a nest, kept warm 
by a nearby spring. The hatchlings are blind but can sense food through 
tremors in the rock, and they are very hungry, lashing out at anything that 
moves nearby. The heroes might be able to sneak through the crater with 
a series of Stealth checks, but most likely, the hatchlings detect the heroes 
and emerge from the stone columns, ready for a meal. 


AVKA YOUNG 

The young avka in their rocky eggs emerge whenever anyone draws too near. 
These particular avka young were on the verge of hatching anyway when 
Rogue Seven showed up. These young avian creatures are ravenously hungry 
upon their violent emergence from their eggs, and anyone who finds them- 
selves adjacent to one of the creatures may be the young beast's next meal. 


12 Avka Young cL6 
Medium airborne beast 7 

Init +9; Senses Perception +4 

Defenses Ref 18 (flat-footed 17), Fort 13, Will 12 

hp 53; Threshold 18 


Speed 4 squares, fly 6 squares 

Melee claw +7 (1d4+2) or 

Melee claw +7/+7 (1d4+2) 

Base Atk +5; Grp +7 

Atk Options swarm attack 

Special Actions hunger-driven frenzy 

Abilities Str 14, Dex 12, Con 15, Int 2, Wis 13, Cha 6 

Special Qualities hunger-driven frenzy, swarm attack 

Feats Improved Defenses, Improved Damage Threshold, Toughness 

Skills Initiative +9, Perception +4 

Hunger-Driven Frenzy—Whenever an avka young hits the same target 
with two claw attacks during a full attack action, the avka can move 
three squares. This movement does not provoke attacks of opportunity. 

Swarm Attack—When at least one other avka is adjacent to a target, an 
avka deals +2d6 damage to that target with a successful attack. 


Avka Young Tactics 

Due to their blindness, the young avka attack whatever target has just moved, 
They stay engaged in combat with their chosen targets, but if something 
else nearby moves past them, they usually pursue the new target instead, 
If the heroes notice this behavior, they can try to get a hatchling to chase 
a decoy target (such as a thrown rock or an explosive device) by making a 
Bluff check against the creature's Will Defense. 


ESCAPE FROM DURACE 
The return trip to the heroes’ ship is as uneventful as it needs to be. The 
heroes should reach their vessel exhausted but satisfied; Rogue Seven will 
survive as long as they can reach civilization and seek medical treatment. 
However, the rescue is not over yet—Durace does not let visitors leave 
easily, A giant avka, the mother of the hatchlings in the nest, swoops in to 
attack the heroes’ ship. The heroes must outrun or outfight the creature, or 
their rescue of Rogue Seven will be for naught. You can use the following 
statistics block for an escape sequence with the mother avka. 


Avka Mother cL9 
Huge airborne beast 10 

Init +9; Senses Perception +6 

Defenses Ref 14 (flat-footed 13), Fort 21, Will 12 
hp 155; Threshold 36 

Speed 4 squares, fly 10 squares 

Melee claw +17 (1d8+10x2) or 

Melee claw +17/+17 (1d8+10x2) 

Base Atk +7; Grp +27 

Atk Options swarm attack 

Special Actions hunger-driven frenzy 


Abilities Str 30, Dex 8, Con 31, Int 2, Wis 13, Cha 6 

Special Qualities incredible strength 

Feats Improved Defenses, Improved Damage Threshold, Toughness 
Skills Initiative +9, Perception +6 


Incredible Strength—The avka mother multiplies all claw damage by x2. 


12 Shattering Avka Eggs (E) cL7 

The stony structure jutting up from the floor of the cliff quivers before 
shattering, spraying hard fragments of shell and revealing the avka 
young inside. 

Area, natural 

Trigger A hero enters a square adjacent to an avka egg 

Attack +9 vs. Reflex Defense 

Damage 2d6+6 (Miss: Half damage) 

Recurrence On trigger; once per egg 

Skills 
Acrobatics (DC 23): Until the end of this movement, the character 
can enter squares adjacent to unexploded avka eggs without triggering 
the hazard. 
Knowledge (life sciences) (DC 18): The character recognizes the 
rocky outcroppings as avka eggs, and knows that the young inside can 
break out violently. 
Perception (DC 23): The character notices that there are creatures 
within the stone outcroppings waiting to emerge. 

Special 
Each time an avka egg is triggered, place an avka young in the space 
the egg once occupied. 


CONCLUSION 

The creatures continue to break out of the columns until the heroes have 
picked up Rogue Seven, who is slumped near the edge of the crater, barely 
conscious. Carrying the pilot is a standard action requiring a DC 15 Strength 
check. Success by 10 or more means that the hero bearing Rogue Seven 
spends a swift action instead of a standard action; failure means that he or 
she must spend an additional swift action to carry the pilot away. 

Rogue Seven is at the helpless end of the condition track and unable to 
fight the hatchlings. However, if combat goes poorly for the heroes, the GM 
can decide that Rogue Seven spends swift actions to move +1 or more steps 
on the condition track until the pilot can participate in the battle. The rescued 
pilot will not be able to do much, but it might be enough to help win the day. 


Features of the Area 
This area has the following features: 

Illumination: Assuming the heroes arrive on the cliffside during the 
day, there is plenty of light to see by in this area. At night, the area is 
considered to be under low-light conditions, though every other round 
a flash of purple lightning illuminates the area fully. 

Cover: The avka eggs provide cover while they are still intact, though 
approaching close enough to one to hide behind it likely triggers the avka 
young's emergence. 

‘Avka Eggs: Each of the rocky protrusions on the cliffside is an avka 
egg. When heroes approach them, they burst open violently, revealing 
the avka inside. 
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MINI-ADVENTURE 
#8: THE MASK 
OF DARTH 
NiHiLus 


"The Mask of Darth Nihilus" is a mini~adventure designed for 11th-level 
heroes that involves the planet Volik (see Chapter 6). In this scenario, the 
heroes follow leads to recover an ancient Sith artifact from the wreckage 
of a ship that crashed on Volik, battling Sith cultists and smugglers who 
also want the prize. 


ADVENTURE OUTLINE 

The heroes have tracked the mask of Darth Nihilus to Volik. However, two 
other groups are searching for the mask at the same time, The first is a Sith 
cult led by Collan Eislo, a devotee who has studied the lore of the mask and 
knows its power, The other group is a band of smugglers led by Sando, a 
Rodian who does not believe the legends but simply wants to sell the mask 
toa collector of ancient artifacts. The heroes must deal with the Sith cult 
high atop Mount Vorena and must face the smugglers in a hidden, half- 
submerged cove. 


THE MASK OF 
DARTH NIHILUS 
This Sith artifact encourages the wearer to slowly destroy him- or herself 
for greater power. Anyone who does not possess Force-related feats gains 
Force Sensitivity and Force Training while wearing the mask. A Jedi or 
Sith wearing the mask gains two Force Training feats. At least half of 
the powers gained in this manner must have the [dark side] descriptor. 
The mask extracts a heavy toll from its wearer. Each time the wearer 
uses a Force power or spends a Force point, he or she gains a Dark Side 
Point. Each time the wearer uses a number of Force powers equal to his 
or her Constitution modifier in a single encounter, the wearer moves -1 
step on the condition track and gains a persistent condition. The per- 
sistent condition is removed only when the wearer takes off the mask. 


THE TRAIL OF THE MASK 
Tales of the lost mask of Darth Nihilus reach the heroes. The ghost-white 
mask is said to be imbued with dark side energy, and anyone who wears it 
can wield the energy as if he or she were a Sith apprentice. The latest rumors 
say that the mask is hidden somewhere on the distant planet of Volik. 

The Gamemaster can give the heroes a motivation to find the mask that 
fits with the campaign. Jedi characters most likely want to acquire and 


destroy the sinister object. Heroes on the fringe might be interested only 
in the price such an item will fetch. Indeed, many art collectors would pay 
dearly to own the mask, especially due to its infamous history. If the heroes 
are reluctant to go after the mask, they might be persuaded by a noble, a 
crime lord, or another powerful figure to whom they owe a debt—find the 
artifact in exchange for leniency regarding the terms of their arrangement. 

Locating the mask will not be easy; a planet is a very big place. The heroes 
must figure out where to start their search. Volik has long been a haven for 
smugglers, and the characters can learn that the main smuggler band active 
during the time of Darth Nihilus was the Wavelength Gale. The Gale installed 
a small landing beacon at the top of Mount Vorena, the tallest peak on the 
world. Tracking this beacon back to the group's abandoned base is the first 
step in finding the mask. (Gaining knowledge of the Gale and the beacon 
can be an encounter in itself.) 


APEX oOciIeTY 

Mount Vorena is a challenging climb. High winds around the peak make 
landing there nearly impossible, forcing the heroes to ascend the mountain 
the old-fashioned way. During the climb, they should encounter hazards such 
as rockslides and mountain predators. 

Once the heroes reach the top, locating the transmitter is relatively easy 
(a DC 24 Perception check to search, or a DC 19 Use Computer check to use 
sensors to find the transmitter). The heroes can reactivate the beacon, then 
use it to determing the location of the Wavelength Gale's hidden cove by 
tracking sensor emissions back there. But before they can begin their descent, 
another group joins them atop Mount Vorena—the Apex Society, led by a 
would-be Sith apprentice named Collan Eislo. 

Eislo was born to a life of idle nobility. He never wanted for anything, 
and his youth was wasted in bored pursuits. This decadence spawned darker 
desires. Eislo turned his sharp mind and hunger for power toward the forbid- 
den knowledge of the Sith. The lavish celebrations thrown by his family held 
no thrill like digging into ancient Sith holocrons or using his family's wealth to 
sponsor archaeological digs from which he could smuggle out useful artifacts. 

Eislo believes that the Force is the true power in the galaxy and that 
the Sith are the only ones unafraid to use that power. However, his study of 
Sith teachings did nothing to tune him to the Force. No matter how many 
artifacts in his collection, he could not make the leap from Sith scholar to 
Sith apprentice. 

The legend of Darth Nihilus and his all-consuming hunger came up 
frequently in Eislo's research. Even if the stories of the mask’s power were 
exaggerated, he knew he had to have it. Eislo abandoned his other projects 
and devoted his efforts to tracking the artifact across the galaxy. Recently, 
he pieced together enough threads to track the mask to Volik, and he and 
his allies made the journey to that world. 

Eislo’s allies in the Apex Society consist of others like him who seek the 
power of the dark side, and he promised to become their master once he 
possesses the mask. Most of them are bored nobles of similar backgrounds 


who see Sith knowledge as a forbidden fruit that will enhance their notoriety. 
A few believe that Eislo is guided by the spirits of famous Sith Lords, such as 
Revan or Plagueis. They all try to curry favor with Eislo in anticipation of the 
day when he will become a Sith Lord and take an apprentice. 

Few members of the Apex Society are true combatants. Eislo has trained 
extensively in melee combat and wields an ancient Sith sword. You can 
use the statistics for a Sith bladeborn assassin (Knights of the Old Republic 
Campaign Guide, page 151) for Eislo. His followers use their noble abilities 
to enhance Eislo's attacks on the heroes and contribute blaster fire to keep 
everyone moving. 

Eislo has no problems with letting his underlings die—he can always 
find more once he claims the mask. The two main targets of his assault are 
any obvious Jedi or whichever hero has the data leading to the Wavelength 
Gale's hidden cove. Eislo breaks off once he gets the information or if the 
fight goes against him. If he loses at least half of his hit points, he flees, 
ordering his followers to delay the heroes long enough for him to escape 
down the mountain 


SMUGGLERS' HIDEOUT 

The abandoned base of the Wavelength Gale is located in a cove that can be 
reached only by traveling on foot through winding caverns that begin near 
the base of Mount Vorena. The Gale's leader picked that site for a reason. The 
cove is not accessible from the air, and the tunnels that lead to the base are 
narrow and perilous, making it easy for the smugglers to defend against a raid, 

If Collan Eislo learned the location of the cove in the last encounter, he 
races there as fast as he can, most likely with the heroes in pursuit. If he did 
not gain that information, he hides somewhere on the mountainside, waits 
for the heroes to pass him on their way down, and follows them stealthily, 
Regardless, the heroes have to travel through the dark, dangerous tunnels 
to reach the hidden cove, with Eislo either running ahead of them or creep- 
ing along behind them. (Even if the heroes killed or captured Eislo during 
the fight atop Mount Vorena, they still must navigate the caverns to find 
the smuggler base.) 

When the characters reach the end of the tunnels, they find that another 
group has beaten them to the secret cove. Apparently, many factions are 
interested in obtaining the mask of Darth Nihilus. Fortunately for the heroes, 
the group—a small band of smugglers known as Sando’s Boys—is too busy 
tearing up the place to notice anyone coming in the front door. 


SANDO'S Borys 

The Rodian criminal, Sando, leads a band of pirates and thugs that ply their 
trade near the fringes of the Unknown Regions. Lately, Sando has been loot- 
ing the old smuggler bases in the caverns of Volik, which is more profitable 
than making raids on the Outer Rim. When smuggler groups come to blows, 
they tend to wipe each other out, leaving stashes of ill-gotten gains on the 
planet. Sando has a herd of reykos that can haul out the bigger prizes, such 
as abandoned starships. She knows that many of the smugglers made their 


EISLO OF THE APEX SOCIETY WIELDS HIS SITH SWORD. 


bases in the canyons, so she has created a detailed map of the area. Her 
map is not perfect, since cave-ins and other natural phenomena occur, but 
it is the most up-to-date. 

Ina recent cavern expedition, Sando discovered the cargo manifest of an 
old freighter that mentioned the mask of Darth Nihilus, stating that it was 
transferred to the captain's secret stash for safekeeping. She thinks that if 
she can find the mask, she can make a big score by putting it on the market 
for bidding. Sando is aware of the legend of the mask, but she thinks i 
a story. She does not believe in the Force or other such nonsense. 


Salvage Operation 
The cove is fairly large and partially submerged. Hundreds of crates are strewn 
across the cavern in various states of repair. Sando's Boys have access to a 
pair of speeder trucks, which are being loaded with salvage and recoverable 
cargo from the Nashuaga, an old freighter that crashed on Volik and now lies 
half sunken in the waters of the cove. In part of the ship that is underwater 
lies a crate that contains the cargo manifest, which lists an “old white mask” 
among the vessel's contents. 

The final tactical encounter begins when Sando's Boys notice the heroes. 
The smugglers mistake the characters for rivals and attack, intent on defend- 
ing their claim to the Nashuaga. 
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ENCOUNTER 
HIDDEN COVE 


Challenge Level 13 
‘SETUP: This encounter serves as the climax of “The Mask of Darth Nihilus,” 
the mini-adventure introduced on the previous two pages. The encounter 
begins when the heroes stumble across the main cavern, where the wrecked 
remains of a Dynamic-class freighter rest half-submerged underwater. The 
Rodian's thugs are already ripping the ship apart while searching for the mask. 
Sando's Boys do not listen to any arguments or offers made by the heroes. 
The Rodian assumes that the characters are enemy smugglers out to steal her 
plunder and orders her gang to drive them off at all costs. If Collan Eislo is 
also present in the cove, he tries to use the chaos of battle to search through 
the crates for the mask of Darth Nihilus, attacking any smugglers or heroes 
who get in his way. At this point, no one has discovered the cargo manifest 
that confirms the presence of the mask. If anyone finds the manifest and 
learns the truth, the stakes are raised considerably. 


READ-ALOUD TEXT 

When the heroes make their way into the cavern, they discover that Sando 
and her boys have already begun exploring the wrecked ship searching for 
the mask, Read the following aloud when the heroes enter the cavern: 


The tunnel opens up into larger cavern, which looks to have been created by 
an avalanche sometime in the past. Half-buried in mud and rock is the rusted 
metal frame of a space transport, its rear turret and engines jutting out into the 
open canyon. Several Humans, under the watchful eye of their Rodian leader, 
are dragging scrap metal and what looks to be ancient cargo containers out 
of the ship through a tunnel dug into the side of the rock. 


Sando 

Sando is a Rodian in charge of a small smuggler gang that operates in the 
Unknown Regions near Volik. They also engage in little piracy on ships that 
venture too close to the planet. Even then, she tends to go after the easy 
targets. Her smugglers like to set upon damaged ships, repair them, and take 
all their cargo as payment. 


This Rodian criminal looks to have seen her fair share of battles, as scars and 
signs of old wounds dot her green flesh. 


Sando (S) cL 13 
Medium Rodian soldier 9/scoundrel 4 

Force 3; Dark Side 6 

Init +15; Senses low-light vision; Perception +10 

Languages Basic, Huttese, Rodese 

Defenses Ref 30 (flat-footed 26), Fort 28, Will 24 

hp 126; Threshold 33 

Speed 6 squares 

Melee unarmed +4 (1d4+8) 


Ranged blaster carbine +17 (3d8+8) or 

Ranged blaster carbine +15 (4d8+8) with Rapid Shot 

Ranged blaster carbine +18 (4d8+8) when aiming or 

Ranged blaster carbine +16 (Sd8+8) when aiming with Rapid Shot 

Ranged blaster carbine +12 (3d8+8) with autofire 

Base Atk +12; Grp +16 

Atk Options autofire (blaster carbine), Bantha Herder, Careful Shot, 
Dastardly Strike, Deadeye, Devastating Attack (rifles), Focused Warrior, 
Point Blank Shot, Precise Shot, Rapid Shot, Running Attack, Ruthless, 
Triple Crit (rifles) 

Special Actions Fool's Luck, Indomitable 

Abilities Str 14, Dex 18, Con 14, Int 12, Wis 9, Cha 9 

Special Qualities heightened awareness 

Talents Dastardly Strike, Devastating Attack (rifles), Focused Warrior, 
Fool's Luck, Indomitable, Ruthless, Weapon Specialization (rifles) 

Feats Armor Proficiency (light, medium), Bantha Herder, Careful Shot, 
Deadeye, Improved Damage Threshold, Improved Defenses, Point Blank 
Shot, Precise Shot, Rapid Shot, Running Attack, Toughness, Triple Crit 
(rifles), Weapon Focus (rifles), Weapon Proficiency (pistols, rifles, 
simple weapons) 

Skills Initiative +15, Perception +10 (can reroll, must use second result), 
Treat Injury +10, Use Computer +12 

Possessions blaster carbine, comlink, datapad, 3 medpacs 

Bantha Herder—When Sando successfully damages a target with a 
ranged attack, compare the attack roll to the target's Will Defense. If 
the result equals or exceed’s the target's Will Defense, Sando can move 
the target 1 square in any direction as a free action. 

Focused Warrior—When Sando successfully damages an opponent, she 
gains a +5 morale bonus to Will Defense until the start of her next turn. 

Ruthless—When Sando deals damage to a target with a melee or ranged 
attack that equals or exceeds the target's damage threshold, Sando 
gains a +2 bonus on damage rolls against that target for the remainder 
of the encounter. 


Sando's Boys 

Most of Sando’s Boys, the long-term members of the band, are Humans 
from Outer Rim worlds who have joined up with the Rodian for the promise 
of plunder and violence. Sando makes sure her men train in hand-to-hand 
combat as well as ranged combat, and most of her crew carry vibroblades 
and know how to use them. 


4 Sando's Boys (B) 

Medium Human nonheroic 9/noble 5 

Force 1; Dark Side 4 

Init +15; Senses Perception +7 

Languages Basic 

Defenses Ref 23 (flat-footed 20), Fort 20, Will 18; Dodge 
hp 68; Threshold 20 


Speed 6 squares 


cls 


Melee vibroblade +13 (246+3) 

Ranged blaster pistol +12 (346+2) 

Base Atk +9; Grp +12 

Atk Options Leading Feint, Personal Affront 

Abilities Str 12, Dex 16, Con 14, Int 10, Wis 10, Cha 16 

Talents Leading Feint, Noble Fencing Style, Personal Affront 

Feats Armor Proficiency (light), Dodge, Improved Defenses, Martial Arts 
|, Martial Arts Il, Martial Arts Ill, Skill Focus (Deception), Skill Training 
(Initiative), Weapon Focus (advanced melee weapons), Weapon 
Proficiency (advanced melee weapons, simple weapons, pistols) 

Skills Deception +20, Initiative +15, Persuasion +15 

Possessions vibroblade, blaster pistol, armored flight suit, comlink 

Leading Feint—Whenever one of Sando’s Boys damages an opponent with 
a melee attack, he may make a Deception check to feint against that 
target as a swift action. If successful, he designates an ally within 12 
squares. The target of the attack is treated as flat-footed against the 
first attack that ally makes against the target before the beginning of 
Sando’s Boy's next turn. 

Personal Affront—Once per encounter as a reaction each of Sando’s Boys 
can make a single melee attack against an adjacent enemy who just 
damaged him. 


2 Sando's Hired Blasters (H) 

Large Human (squad) nonheroic 9/scout 1 
Force 1; Dark Side 6 

Init +12; Senses Perception +12 
Languages Basic 
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Defenses Ref 22 (flat-footed 20), Fort 17, Will 14 
hp 94; Threshold 32 


Speed 6 squares 

Melee unarmed +11 (1d6+1) 

Ranged blaster pistol +12 (3d6) 

Ranged blaster carbine +13 (348) 

Base Atk +6; Grp +13 

Atk Options Point Blank Shot, Precise Shot 

Abilities Str 13, Dex 15, Con 14, Int 9, Wis 14, Cha 11 

Talents Evasion 

Feats Armor Proficiency (light, medium), Improved Defenses, Point 
Blank Shot, Precise Shot, Toughness, Weapon Focus (rifles), Weapon 
Proficiency (pistols, rifles) 

Skills Initiative +12, Perception +12 

Possessions blaster carbine, blaster pistol, battle armor, comlink 


Squad Traits—The melee attack of a squad is an area attack that affects 
all squares within reach. The ranged attacks of a squad are considered 
to have a 1-square splash. Area attacks deal an extra 2 dice of damage 
against a squad (though this squad takes half damage from area attacks 
due to the Evasion talent). A squad cannot be grabbed or grappled. 


CONCLUSION 

Once Sando's men have been defeated, the heroes can enter the Dynamic- 
class freighter’s remains and search for their prize. Inside, they find the crate 
containing the mask, and they can do with it as they please. 


FEATURES OF THE AREA 


The cavern where the ship is buried consists of a long, open strip of cave 
with walls to either side. The cave has the following terrain features: 

Illumination: Sando and her men have set up a perimeter of glow 
lamps, filling the area with normal illumination. 

Tunnel: Sando’s men have carved out a tunnel, marked "B,” that leads 
to the central corridor of the Dynamic-class freighter. The tunnel is only 
1 square wide and 1 square tall, making for cramped quarters. 

Ship: The interior of the ship is remarkably well preserved, except 
for some areas where water and mud rushed into the ship when it was 
crashed. The area marked “A” on the map is an open turret that hangs 
four squares above the floor of the cavern. The area marked “C” on the 
map is where the mask can be found. 


One square = 1.5 meters 
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Part of the enduring appeal of Stor Wars is the richness of the galaxy, the 
sense of wonder evoked by the countless worlds, the fantastic creatures, 
the compelling characters, and of course the droids. There is a sense of 
something larger, that the Star Wars universe is a thriving place filled with 
endless possibility. The detail is astonishing—each character, place, and thing 
has a history, a purpose, and a role in the larger universe, and together, they 
create the backdrop on which the heroes’ stories are told, 

Threats of the Galaxy is a companion volume to the Star Wars Sago Edi- 
tion Roleplaying Game, offering an enormous selection of creatures, droids, 
and people with which you can populate the galaxy. With entries drawn 
from nearly every era of the Star Wars universe and spanning every level of 
game play, this book is a comprehensive volume that gives you even more 
tools to create exciting and compelling encounters worthy of joining those 
on the silver screen. 


USING THIS BOOK 

This book contains a host of characters, creatures, and droids with which you 
can populate the many worlds and environments of the Star Wars universe. 
Chapter One presents a variety of characters, covering just about every 
major archetype and giving you statistics and advice for using them in the 
game. Chapter Two describes some of the most notorious and monstrous 
creatures in the galaxy. Chapter Three presents a selection of droids found 
in the films and the Expanded Universe. 


FOR THE GAMEMASTER 

This book is an invaluable reference for Gamemasters. GMs can pull statis- 
tics straight out of the book for use at the game table without having to 
write up the characters themselves. Likewise, GMs can use the creatures 
as monstrous foes and minions to pit against their players, while the droids 
chapter is an excellent expansion to the droids described in the Saga Edi~ 
tion core rulebook. 


FOR THE PLAYER 

There's also plenty of information in this book for players. The character 
entries can help guide players’ decisions about what sorts of feats, talents, 
and skills they should select as they advance their characters. The book 
also features new species, gear and vehicles, talents, and feats, most of 
which are available to any sort of character. Finally, the droids chapter gives 
players more options for purchasing droids and more choices for building 
droid heroes. 
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BUILDING GREAT 
ENCOUNTERS 


Threats of the Galaxy is first and foremost a toolbox for building great 
encounters. Each entry in this book is an opportunity to dazzle players 
with interesting and exciting foes, but a statistics block does not make an 
encounter great or exciting by itself. Your job, as Gamemaster, is to put 
these characters, creatures, and droids together in such a way as to create 
a balanced threat that’s both engaging, cinematic, and ensures that all the 
players involved have something to do. Mastering this process takes time 
and experience, but there are a few key pieces of advice that can help you 
along the way. 


ENVIRONMENT 

The action sequences in the films never take place in a 5-square-by-5-square 
room, and neither should yours. Consider the droid manufacturing plant on 
Geonosis from Attack of the Clones. Anakin and Padmé run through a mas- 
sive industrial environment, weaving their way through dangerous machinery 
while battling an almost endless number of guards. Although Anakin is more 
than a match for these minor soldiers, he's constantly dealing with the 
changing and very hazardous atmosphere, even losing his lightsaber to the 
well-timed stamp of a machine, 

When building an encounter, one of your first considerations should 
always be where the encounter will take place. It’s fine for the occasional, 
unexpected fight to happen in a mundane environment, but when planning 
for a fight, be sure to fill the scene with all sorts of interesting tactical ele- 
ments to enliven the encounter’s circumstances. 

For your first few encounters, limit yourself to just @ few interesting 
elements. The more factors you add, the harder the combat becomes to 
manage. As a good rule of thumb, select three things to make the encounter 
more engaging, preferably including an environmental hazard, interesting 
terrain, and something that gives all the players an opportunity to engage 
the encounter 


Environmental Hazards 

An environmental hazard affects both the heroes and their enemies, giving 
both groups something else to contend with other than just blesting eact 
other to pieces. An easy choice is just to use weather. Fog and rain olve 
stealthy characters a chance to use their sneakier abilities while also eve- 
ning the odds for lopsided fights by granting everyone concealment. Fat 
higher-level heroes, you can up the ante by adding lava, scalding steam 
jets, aggressive machinery, extreme temperatures, acid raid, polsonows gas, 
Spontaneous pit traps, conveyor belts, and more. An environmental hazard 
should be dangerous and increase the complexity of the encounter, but not 
to the extent that the hazard becomes the encounter itself. 


Terrain 

Combats in Star Wars are rarely of the mundane sort. They occur im places ® 
interesting as the characters involved, The same should be true of encounters. 
Unusual terrain adds complexity to the encounter, creates opportunities, and 
ultimately allows tactical-minded players to take advantage of their circum 
stances. A combat should provide opportunities to jump, climb, slide, balance. 
and so on. There should be different levels, different chambers, places to explore 
and places to avoid. Terrain should also include cover, which can take the form 
of barriers, curving corridors, and just about anything else you can think of te 
make movement and the exchange of blaster fire more interesting. 

Terrain is also important for controlling the scope of the battlefield. Stor 
Wars is full of huge, sweeping environments, and battle scenes are often 
doubly exciting because of all of the action going on in the background. The 
trick is to create the illusion of space by providing large areas, but with limited 
options for movement. For example, when Qui-Gon Jinn fought Darth Mau! 
‘on Naboo, their duel spread across a large area, though in truth their mave- 
ment was somewhat restricted. Much of the fighting took place on narrow 
bridges or in the deadly tunnel equipped with the energy barriers. This due’ 
covered a lot of ground, and the environment changed as it developed, but 
although there was a sense of space, the particular encounters took place 
in controlled environments where the Jedi fought on the bridge, the tunnel, 
and finally the power generator area, where Qui-Gon was killed. 


Something for Everyone 

Of the three considerations, this is the hardest to anticipate. Each group w 
have a different mix of characters, with different capabilities and motiwe- 
tions. You should pay close attention to the choices the players make and 
reward those choices in the encounters they face. A character who is 2 skilled 
pilot might not have much to do when not battling TIE Fighters in space 
but an encounter in a starship hangar could give that character a chance te 
make use of his skills much as Anakin did when Padmé led her forces inte 
the palace to liberate Naboo from the Trade Federation occupiers im The 
Phantom Menace. 


ADVERSARIES 

Creating Star Wors encounters takes flair, an ability that’s hard to regulate 
with strict guidelines, The Saga Edition core rulebook establishes a solid 
foundation for building encounters in recommending Challenge Levels and 
variety in the encounters, but this is just the start. As with location, there 
are three major considerations when selecting adversaries: numbers, variety, 
and function. 


Numbers 

The numbers and types of opponents to use in an encounter is probably the 
toughest decision you'll make. In Stor Wars, it's not only acceptable, but 
expected, for the heroes to face numerous foes. Each enemy combatant 
doesn’t stand a change against a single PC, let alone a group of them, but 
together they present'a suitable challenge for groups of any level. 

When selecting the number of opponents, it's usually better to use more 
low-leve! opponents than fewer high-level opponents. The more enemies 
on the battlefield, the more targets the characters have to choose from and 
engage. On the other hand, you don't want to overwhelm the heroes, or at 
least not every time, so it's best to use somewhere between four and eight 
opponents at a time. Remember, the encounter’s CL should be within 1 or 2 
of the party's average level, so the individual CLs of the various opponents 
should be 4 or 5 lower than the heroes’ level. 


Variety 

There's @ certain visceral sense of enjoyment that comes from blasting 
stormtroopers, but even that grows tiresome after a while. By mixing up 
the opposition, you can draw from a wide selection of abilities to help make 
the encounter more interesting. 

The best way to do this is to select similarly themed opponents of varying 
Challenge Levels. This could include pairing up a soldier commander with 
@ few soldiers and a medic, or an Imperial officer with a squad of storm- 
troopers. However, don't overlook combinations of different types. There's 
no reason why an encounter can't include a creature and characters, droids 
and characters, or a mix of all three, 

Variety is also served by approaching the same broad character archetype 
from a number of directions, resulting in “similar” characters at an array of 
different Challenge Levels. That's why you'll find, for instance, the officer 
{CL8), the commando squad leader (CL 10), and the mercenary captain (CL 
5) in these pages. All of these characters fill the same basic role, but their 
specific abilities and CLs set them apart from one another. 


Function 

Ultimately, the question you need to answer when constructing the encounter 
\s: What is its function? How the encounter fits into the adventure’s storyline 
helps guide your choices about what the heroes should ultimately face and 


when. An encounter that is not much more than an obstacle for the PCs 
doesn't need as much detail and variety as the final battle between the heroes 
and their nemesis, so spend your time and creativity wisely. 

Obstacles are the simplest encounters. By themselves, these encounters 
add little to the story or development of the plot and merely serve asa device 
to control the pacing of the adventure. Individual opponents should be far 
below the heroes’ average and as a whole, the group's Challenge Level should 
be 1 or 2 lower than normal, 

Minor encounters are a bit more involved than obstacles since they 
affect the outcome of the adventure's story. A minor combat encounter 
features opponents tied directly to the adventure's plot, and the results 
of the combat might have consequences for the adventure’s outcome. As 
with obstacles, the individual opponents can and should be far below the 
characters’ average level, but the total Challenge Level ought to be within 
1 of the PC's average level. 

The last function is the major encounter. This is the big one, where the 
player characters square off against their nemesis in a climactic battle and 
the outcome brings about the end of the adventure and sets up the next 
chapter in the campaign. The CL for these encounters can creep over the 
PCs' level, and it should. The major villain might be able to handle a group 
of heroes, but in most cases, you might need to insulate the villain with 
minions and lower-level adversaries to draw out the fight and to expand the 
ities and developments for the various characters involved. 
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This chapter presents a selection of character archetypes. From noble Jedi 
Masters to villainous Sith Lords, vicious swoop gangs, loyal soldiers, trad 
ers, medics, elite warriors, and more, all represent the people who shape 
the galaxy. You can use them as written or change them to fit your needs 
Each entry presents one or more sets of generic statistics to give you a 
ready-to-run character. Also, the entries include guidance about how the 
characters fit into the larger universe as well as tips and advice for building 
encounters that feature them. Many of the individuals featured herein func 
tion as villains, but not all. Some of them work equally well as contacts, allies, 
minions, or supporting characters, folks the heroes meet over the course of 
their adventures who provide aid or information. The Star Wars universe is 
filled with interesting individuals, good, bad, and neutral, and where these 
generic characters fall on that spectrum is up to you. 

Most of the generic characters in this chapter are not associated with 
a species. The omission is intentional; to make this book useful in as many 
situations as possible, no species is defined so that (for instance) a soldier 
can be a soldier whether you're running games set in the Old Republic, Rise 
of the Empire, or during the Legacy era To make full use of these statistics, 
you might want to determine a species. This decision isn't always necessary, 
though, especially for minor encounters, since the traits of a character's spe- 
cies might not come into play. However, for combat encounters. it’s best to 
select a species and adapt the statistics block as necessary. The easiest way 
is to just use the Human species, since it can also represent a whole host 
of near-Humans, and then give the character one extra trained skill and a 
bonus feat. For the trained skill, select from the class skills available to the 
character's first listed class. 

For other species, be sure to account for how ability modifiers affect the 
statistics—ability score penalties might prevent certain feat selections, while 
bonuses could result in improved defenses, higher skill modifiers, and perhaps 
even extra Force powers. Also, every generic character uses Medium as its 
size, by default; if the species you select for a character is bigger or smaller 
than Medium, be sure to apply size modifiers when appropriate. 

Some entries also include statistics for unique, named characters. These 
characters, drawn from the films and the Expanded Universe, demonstrate 
specific examples of the archetypes in the setting. while also providing 
ready-to-use villains and support characters straight out of the book. Even 
if a character is not present in the era you're using, you can change the 
character's name and background, and you'll have a new and compelling 
character to use as an adversary of ally for the heroes 
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ADEPT, FORCE 

Force Adept cls 
Medium soldier 7/Force adept 1 

Force 3 


Init +9; Senses Perception +10 

Languages Basic 

Defenses Ref 20 (flat-footed 20), Fort 22, Will 23 

hp 83; Threshold 22 

‘Speed 6 squares 

Melee vibroaxe +7* (2d10+20) 

Base Atk +7; Grp +10 

Atk Options Cleave, Devastating Attack (advanced melee weapons), 
Melee Smash, Power Attack 

Special Actions Damage Reduction 10, Equilibrium 

Force Powers Known (Use the Force +12): battle strike, Force slam, 
move object, surge 

Abilities Str 16, Dex 10, Con 14, Int 10, Wis 12, Cha 16 

Talents Damage Reduction 10, Devastating Attack (adv melee weapons), 
Equilibrium, Melee Smash, Weapon Specialization (adv melee 
weapons), Feats Armor Proficiency (light, medium), Force Sensitivity, 
Force Training (2), Power Attack, Weapon Focus (adv melee weapons}, 
Weapon Proficiency (adv melee weapons, pistol, rifles, simple weapons) 

Skills Initiative +9, Perception +10, Use the Force +12 

Possessions vibroaxe 

* Includes 4 points of Power Attack. 


The galaxy is @ vast place, and the Jedi and the Sith are not the only keep- 
ers of knowledge of the Force. Many planets boast their own population of 
talented individuals who are in tune with the Force, although the methods 
they employ to harness its power can vary wildly, Depending on the world, a 
Force adept might be seen as a valuable and revered members of society or 
vilified as a suspicious, even evil practitioner of mysterious power, Regardless, 
Force adepts are respected by all for their ability to call upon the power of 
the Force to perform amazing deeds. 

The Force adept provided here represents a more violent individual in tune 
with the dark side. By tapping into his inner rage, the Force adept turns his 
weapon into an extension of his body, using his might and personal Charisma 
to get what he wants. Although this Force adept lacks a lightsaber, he's stil 
a dangerous individual in melee combat, calling upon the dark side to bolster 
his natural abilities and become a whirling dealer of death. 


FORCE ADEPT ENCOUNTERS 
Some Force adepts band together, forming cabals that instruct new recruits 
in the way of the Force (although they might call it something else)—each 


group has its own flavor and techniques, some of which can be baffling for 
more “traditional” Force-users, such as the Jedi or the Sith. Force adepts 
have a close connection with mystics (page 59), although Force adepts are 
much more proactive than their contemplative counterparts. 

The martial-oriented Force adept described above could be found alone 
or leading a group of warriors, who both respect and fear his combat prow- 
ess. Force adepts found on more primitive worlds might ride steeds, such 
as varactyls (page 126), instead of vehicles. Because of his connection with 
the dark side, this Force adept could also accompany Dark Jedi adepts or 
Sith apprentices, who see the value in utilizing Force adepts'’ skills and the 
potential of converting them wholly to the dark side. 


DATHOMIRI WITCH 

The Dathomiri Witches are female Human Force-users who hail from the 
primitive world of Dathomir. The Dathomiri Witch described here could repre- 
sent a particularly powerful leader of one of the various clans. Trained in the 
powers of the Force through unorthodox methods, the Dathomiri Witch is a 
master at clouding a person's mind or seeing into the future. Her command of 
the beasts of her planet is second to none, and she often travels with one or 
more animal companions who protect her from harm. Each clan has its own 
interpretation of how the Force should be utilized, but most abide by the edict 
“Never concede to evil." Members of the clan called the Nightsisters are an 
exception to this rule, since they practice forbidden powers that traditional 
Force-users would recognize as being of the dark side, 


Dathomiri Witch CL 10 

Medium Human scout 7/Force adept 3 

Force 4; Strong in the Force 

Init +11; Senses Perception +19; Force Perception 

Languages Basic, Paecian, 1 other 

Defenses Ref 23 (flat-footed 22), Fort 23, Will 27 

hp 64; Threshold 23 

Speed 6 squares 

Melee spear +6 (148+4) 

Ranged spear +8 (1d8+4) 

Base Atk +7; Grp +8 

Special Actions Charm Beast, Command Beast, Extra Second Wind, Flight 

Force Powers Known (Use the Force +19]: battle strike, move object, 
rebuke, surge 

Force Techniques Force Point Recovery, Improved Sense Surroundings 

Abilities Str 8, Dex 12, Con 10, Int 14, Wis 16, Cha 18 

Talents Adept Spellcaster, Charm Beast, Command Beast, Flight, Force 
Talisman, Force Perception 

Feats Extra Second Wind, Force Sensitivity, Force Training, Skill Focus 
(Ride), Skill Focus (Survival), Skill Focus (Use the Force), Strong in the 
Force, Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Acrobatics +11, Endurance +10, Initiative +11, Perception +19, 
Persuasion +9 (+19 when charming beasts), Ride +16", Stealth +11, 
Survival +18, Swim +9, Use the Force +19 

Possessions spear, Force talisman, Dathomiri rancor companion 

H Human bonus feat or trained skill. 


Dathomiri Witch Encounters 

Regardless of their actual status in the clan, all Dathomiri Witches are trained 
in the art of war and are fierce and capable combatants when pressed. A witch 
knows that she’s never far from her clan sisters and can rely on her spells (Force 
powers) to call them for aid. Because of her command of beasts, it's possible 
that a Dathomiri Witch could be found riding on the planet's most dangerous 
predator—the dreaded rancor~making for a seriously challenging encounter. 


TRIBAL SHAMAN 

Among primitive cultures, certain Force adepts serve as tribal healers or witch 
doctors, using the power of the Force to cure ailments and mend bones. In 
addition to their control of the Force, tribal shamans are also proficient in 
more mundane cures, although their techniques and methods might seem 
unorthodox compared to physicians in more civilized cultures. Among many 
groups, tribal shamans also serve as “healers of words," acting as respected 
(and neutral) mediators between disagreeing parties. The wise words of the 
tribal shaman go a long way in repairing any damage caused by political 
disputes and inspire unity and confidence among their people. 


Although tribal shamans are focused on curing the sick and tending to 
the wounded, nat all of them have taken a vow of nonviolence. Some even 
accompany their warriors into battle; however, their status and relative 
lack of fighting prowess means that they are kept to the rear of combat and 
protected by a cadre of their kinfolk. 


Tribal Shaman cL9 

Medium noble 5/scout 2/Force adept 2 

Force 4 

Init +8; Senses Perception +12 

Languages Basic, 1 other 

Defenses Ref 21 (flat-footed 21), Fort 24, Will 27 

hp 77; Threshold 24 

Speed 6 squares 

Melee knife +5 (1d4+4) 

Ranged knife +4 (1d4+4) 

Base Atk +5; Grp +5 

Special Actions Equilibrium, Extra Second Wind, Force Focus 

Force Powers Known (Use the Force +12): farseeing, mind trick, 
vital transfer (2) 

Force Techniques Force Power Mastery (vital transfer) 

Abilities Str 10, Dex 8, Con 14, Int 12, Wis 16, Cha 16 

Talents Coordinate, Equilibrium, Force Focus, Force Power Adept (vital 
transfer), Force Recovery 

Feats Extra Second Wind, Force Sensitivity, Force Training, Improved 
Defenses, Skill Focus {Persuasion}, Skill Focus (Treat Injury}, Weapon 
Proficiency (pistol, rifles, simple weapons), Toughness 

Skills Endurance +11, Perception +12, Persuasion +17, Ride +8, Survival 
+12, Treat Injury +17, Use the Force +12 

Possessions knife, 4 medpacs 


Tribal Shaman Encounters 
Tribal shamans commonly travel with thugs (generic warriors) or even martial 
artists (representing elite warriors of the tribe), who protect them from harm. 

Because of their unique connection to the Force, some tribal shamans 
might be considered insane or at least more than a little strange, speaking 
in odd cadences and staring off into space. That said, a tribal shaman could 
also be called upon to serve as an ambassador or representative for a people, 
who respect his wisdom on such matters—the other party must contend with 
his unusual behavior, all the while trying not to disrespect the cian and its 
customs and traditions. 

When forced to defend himself or his people, a tribal shaman might use 
mind trick to divert an opponent's attention or otherwise convince that 
individual to leave and never come back. 
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ASSASSIN 


Assassin 

Medium scoundrel 7/soldier 3 

Force 3; Dark Side 12 

Init +13; Senses Perception +17 

Languages Basic, 2 others 

Defenses Ref 25 (flat-footed 22), Fort 21, Will 22 

‘hp 45; Threshold 11 

Speed 6 squares 

Melee vibroblade +13 (2d6+7) or 

Melee vibroblade +11 (346+7) with Rapid Strike 

Ranged blaster pistol +11 (3d6+5) or 

Ranged biaster rifle +11 (3d8+5) 

Base Atk +8; Grp +11 

Atk Options autofire (blaster rifle), Careful Shot, Dastardly Strike, 
Devastating Attack (advanced melee weapons), Point Blank Shot, 
Precise Shot, Rapid Strike, Running Attack, Sneak Attack +3d6, Sniper 

Abilities Str 11, Dex 17, Con 8, Int 14, Wis 12, Cha 14 

Talents Dastardly Strike, Devastating Attack (advanced melee weapons), 
Sneak Attack +3d6, Weapon Specialization (advanced melee weapons) 

Feats Careful Shot, Point Blank Shot, Precise Shot, Rapid Strike, Skill 
Training (Gather Information), Skill Training (Pilot), Sniper, Weapon 
Finesse, Weapon Focus (adv melee weapons), Weapon Proficiency 
{advanced melee weapons, pistols, rifle, simple weapons) 

Skills Acrobatics +13, Deception +12, Gather Information +12, Initiative 
+13, Perception +11, Persuasion +12, Pilot +13, Stealth +13 

Possessions blaster rifle with enhanced targeting scope, blaster pistol, 
vibroblade, concealed holster, electrobinoculars, liquid cable dispenser, 
encrypted comlink, utility belt with medpac, 200 credits 


cL 10 


All assassins kill for money. Where particular assassins differ is in the tech- 
niques they use. Some are deadly snipers, taking a position far from the 
watchful eyes of sentries and passersby to wait for that one clear shot before 
slipping away. Others are more direct, removing their mark with a well-placed 
thrust of a vibroblade when the target least expects it. 

Being an assassin is dangerous work. One who goes it alone must acquire 
his own customers, pay for equipment out of his own commissions, and lacks 
any kind of protection when a victim's friends come looking for revenge. 

Some organizations, such as the Assassins Guild, offset the risks of the 
blood trade by offering skilled killers the protection they need to make a 
living in this nasty business. Gaining membership in the Assassins Guild is 
easy; a candidate simply needs a sponsor to vouch for him. The guild is not 
particularly selective about who joins, since it is powerful enough to punish 
those who betray its secrets. 


ASSASSIN ENCOUNTERS 
Assassins are hidden killers, watching and waiting for the moment 
their target is most vulnerable. For the assassin, the attack isn’t pe 
It's just a job, and one that pays well 

Assassins focus on eliminating their targets with the least amount of 
work possible. They aren't interested in collateral damage, since ext 
don’t bring in any more credits. That said, an assassin isn't afr 
few bystanders if that's the only way to get to the target. 

When on a job, an assassin might work alone or might ope: 
leader of a small team. He might use assassin droids, espionage droid 
vicious creatures such as the lethal kouhun (page 113) as tools. These ser 
are expendable resources, and their use helps to keep the assassin’s h 
clean. If an assassin ever finds himself outmatched, he is not above ret 
ing—intending to strike again later and with a great deal more force 


DATADAGGER 
Simple Weapon 
Adatadagger is an elaborate and decorative code cylinder (SE 134) that 
contains a hidden weapon. When the wielder twists the hilt, a needlelike 
blade extends from the socket. Since the blade is so well hidden within 
the code’s electronics, it is hard to detect (+5 bonus to the Stealth 
check to conceal the object and no circumstance bonus if the examiner 
touches the wielder), 

Size Tiny; Cost 500; Damage 14; Stun Damage —; Weight 0.1 kg; 
Type Piercing; Availability Illegal. 


Malkite Poisoner cL 13 
Medium scoundrel 9/noble 4 

Force 6; Dark Side 12 

Init +14; Senses Perception +14 


Languages Basic, Bocce, High Galactic 


Defenses Ref 29 (flat-footed 26), Fort 25, Will 27; Dodge, Mobility 
hp 63; Threshold 25 


Speed 6 squares 

Melee datadagger +12 (1d4+6) or 

Melee vibroblade +13 (2d6+6) 

Ranged hold-out blaster pistol +12 (344+6) 

Base Atk +9; Grp +12 

Atk Options Dastardly Strike, Malkite Techniques, Point Blank Shot, 
Running Attack, Sneak Attack +146, Triple Crit (datadagger) 

Special Actions Knack, Presence, Weaken Resolve 


Abilities Str 10, Dex 16, Con 10, Int 14, Wis 12, Cha 16 

Talents Dastardly Strike, Knack, Malkite Techniques, Numbing Poison, 
Presence, Sneak Attack +146, Weaken Resolve 

Feats Dodge, Improved Defenses, Mobility, Point Blank Shot, Running 
Attack, Skill Training [Persuasion], Skill Training (Stealth), Skill Training 
(Use Computer), Triple Crit (datadagger), Weapon Finesse, Weapon 
Focus (advanced melee weapons), Weapon Proficiency (advanced 
melee weapons, pistols, simple weapons) 

Skills Deception +14, Gather Information +14, Initiative +14, Knowledge 
(bureaucracy) +13, Knowledge [life sciences) +13, Mechanics +13, 
Perception +12, Persuasion +14, Stealth +14, Use Computer +13 

Possessions datadagger, vibroblade, hold-out blaster pistol, 2 canisters 
of dioxis, 2 doses of knockout drops, 2 doses of paralytic poison, 
encrypted comiink, credit chip with 1,000 credits, utility belt, 
security kit 


MALKITE POISONER 
The remote world Malkii is famed for producing some of the most skilled 
poison manipulators in the galaxy. 

Poisoners operate in deep cover, impersonating nobles and wealthy citi- 
zens as a means to get close to their mark. So he can strike when the time 
is right, a Malkite Poisoner conceals numerous toxins all over his body, from 
the folds of his clothing to hidden compartments in his belongings. Each 
dose is so well hidden that a Malkite Poisoner can carry his toxins past even 
the most resolute security teams. 


MALKITE POISONER TALENT 
TREE 

You have mastered the deadly arts of poison from the masters on Malki. 
You can employ a wide array of lethal toxins with which you can quickly 
and efficiently destroy your targets. 

Malkite Techniques: Once per encounter, you can apply a toxin 
to any nonenergy slashing or piercing weapon as a standard action. 
If an attack roll with that weapon also exceeds the target's Fortitude 
Defense, that target is poisoned. Each round on the creature's turn, 
the poison makes an attack roll (1d20 + your heroic level) against the 
target's Fortitude Defense. If the attack succeeds, the target takes 
damage equal to 1d6 + one-half your heroic level and moves -1 step 
along the condition track. A target moved to the end of the condition 
track by the poison is unconscious but continues to take damage as 
long as the poison continues to attack. The poison attacks each round 
until it misses of until the victim is cured with a Treat Injury check (DC 
10 + your heroic level). 

Modify Poison: You can modify the delivery method of a poison 
(contact, ingested, inhaled, injury) to another delivery method by suc- 
ceeding on a Knowledge(life sciences) check (DC equal to the poison’s 
Treat Injury DC). The poison's capabilities and specific effects are 
unchanged. 

Prerequisite: Malkite Techniques. 

Numbing Poison: Any target you poison is automatically denied 
its Dexterity bonus to its Reflex Defense for as long as it remains 
poisoned. 

Prerequisite: Malkite Techniques. 

Undetectable Poison: The Treat Injury DC needed to cure a poison 
you have used against a target increases by 5. 

Prerequisite: Malkite Techniques. 

Vicious Poison: Any poisons you have used against a target gain 
a +2 bonus to their attack rolls made against that target's Fortitude 
Defense. 

Prerequisite: Malkite Techniques. 
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BODYGUARD 


Bodyguard cL6 
Medium soldier 5/nonheroic 3 

Force 8 

Init +11; Senses Perception +11 

Languages Basic 


Defenses Ref 18 (flat-footed 16), Fort 18, Will 17 
hp 63; Threshold 18 


Speed 6 squares 

Melee unarmed +8 (143+3) 

Ranged blaster pistol +9 (346+2) 

Base Atk +7; Grp +9 

Atk Options Pin, Point Blank Shot 

Special Actions Draw Fire, Harm's Way, Tough as Nails 

Abilities Str 13, Dex 15, Con 13, Int 12, Wis 14, Cha 12 

Talents Draw Fire, Harm's Way, Tough as Nails 

Feats Pin, Point Blank Shot, Skill Training (Initiative), Skill Training 
(Perception), Toughness, Weapon Proficiency (pistols, rifles, 
simple weapons) 

Skills Initiative +11, Perception +11, Persuasion +10, Treat Injury +11 

Possessions blaster pistol, comlink 


Celebrities and influential individuals appear to live happy and successful 
lives doing what they do. They appear unafraid of whatever life throws 
their way. In truth, however, even the rich and famous have enemies, and 
the bodyguard stands as the last line of defense against those who would 
infringe on the life of his client. 

Simply put, a bodyguard is a paid professional whose task is to protect the 
life of his patron against anyone who would dare to threaten it. Ideally, he 
makes sure his client does not even know of any existing threats and allows 
her to do what she wants to do. A bodyguard puts aside his own needs and 
sets the priorities of his client above his own, even to the point of risking 
his life to protect his employer. 

Typically, a bodyguard is quiet and maintains a serious composure, as if 
he is concentrating. He must do so, for one mistake could cost him the life 
of his charge. He dresses inconspicuously, choosing to wear clothes that hide 
his biaster pistol and afford him some measure of protection while allowing 
him to blend in where he and his client will be. 


BODYGUARD ENCOUNTERS 
Where one finds the rich and famous, a bodyguard will not be very far away. 
Either-in plain sight or hiding close by in the crowd, he is always seconds 
away from his client, ready to take action against whoever imperils his 
patron's safety. 


Bodyguards are most often found in the company of noble-class char- 
acters, whether they be politicians on Coruscant, well-to-do merchants 
on Neimoidia, or the royalty of Hapes. Many times, a bodyguard is hired 
on retainer for a specific person, since the majority of high-society people 
prefer being protected by some-one they recognize to help them feel a little 
safer. However, some bodyguards rent themselves out on a temporary basis 
wishing to move from job to job instead of tying themselves down to one 
person for an extended period. 

Ultimately, a bodyguard wants a peaceful job without any trouble, but 
he is not afraid to whip out his blaster and use it if the situation calls for it. 
He strives to resolve conflicts quickly, preferring to get the one for which 
he is responsible out of harm's way and leaving the miscreant that caused 
the incursion to the local law enforcers. 


CAPTAIN TYPHO 

Born on Naboo and raised in the shadow of the Roya! Naboo Court, Greaar 
Typho grew up wanting to serve the Queen as one of her guard. He finally 
got his chance and completed his training at many of the same offworld 
academies attended by his uncle, Captain Panaka. Typho joined the Palace 
Guard and served with pride in that capacity until the Trade Federation 
blockaded the planet. 


During the fateful battle, Typho fought alongside his uncle, showing 
courage and resolve in the heat of battle. Despite his exceptional training, 
he became injured and lost his left eye. The serious wound did not slow 
down the young soldier. Recognized for his valor and his uncompromising 
loyalty, Typho was promoted to captain and assigned as Amidala's Head of 
Security when Padmé stepped down from the throne and became Senator 
of the Chommell Sector. Although many accused Typho of using his family 
connections to gain the distinguished position, they did not realize that it 
was not his uncle who made the decision. 

Following his uncle's lead, Typho did his best to implement stronger 
security measures and adopted many of Panaka's practices, including the 
use of disquised handmaidens to protect the Senator. Had the use of decoys 
not been put into place, Padmé would have surely died when her Naboo 
Royal Cruiser was destroyed on a landing pad on Coruscant on the day of the 
Military Creation Act vote. After a second attempt on the Senator's life, he 
was told to remain behind and keep up appearances by guarding the decoy, 
Dormé, as if she were the Senator, while Padmé returned to Naboo with the 
Padawan Anakin Skywalker. 

After the outbreak of the Clone Wars, Typho stayed close to Amidala's 
side, choosing to apply tighter security during the conflict. He traveled with 
her aboard her yacht and stayed at her apartments on Coruscant and Naboo. 
Four months into the war, Yoda was aboard Padme's starship when he sensed 
a disturbance in the Force coming from the planet lium. Yoda suggested 
they on a rescue mission to the icy planet. 

Typho sternly disapproved, stating that the risks were too high. Despite his 


= 


objections, the captain was coerced through the Force by Yoda to proceed 
with the rescue. 

Captain Typho continued to serve under Amidala throughout the Clone 
Wars, defending her against assassination attempts on Coruscant and Naboo. 
Following the end of the war, a troubled Padme prepared to depart to Mus- 
tafar to confront her husband about the death of the younglings at the Jedi 
Temple. Typho tried to go with her, but she insisted on traveling with only 
C-3PO. The next time Typho saw her was at her funeral. 

Remaining in the Naboo security force and choosing not to side with 
the Empire, Typho worked to establish a spy network to keep watch over 
the Imperial occupation, even as the Empire wanted to keep an eye on the 
Naboo Royal Security forces. Months after Amidala's passing, he worked 
with Ferus Olin to remove the Imperial presence from Naboo, even though 
the victory was only temporary. 

Captain Typho is a highly skilled and able soldier whose loyalties lie strictly 
with Naboo and its leadership. Stern yet sincere, he is not afraid to express 
his thoughts and opinions to get the job done and is always looking out for 
Amidala’s best interests. His dedication to Padmé and Naboo is unswerving 
He is an expert shot, despite the loss of his eye, and a capable pilot 


Captain Typho cls 

Medium Human soldier 5/noble 3 

Force 4 

Init +12; Senses Perception +11 

Languages Basic, Gunganese, High Galactic, Huttese 

Defenses Ref 25 (flat-footed 21), Fort 22, Will 23 

hp 70; Threshold 22 

Speed 6 squares 

Melee unarmed +9 (1d6+6) 

Ranged blaster pistol +10 (3d6+4) or 

Ranged blaster pistol +8 (4d6+4) with Rapid Shot 

Base Atk +7; Grp +10 

Atk Options Careful Shot, Deadeye, Point Blank Shot, Rapid Shot 

Special Actions Born Leader, Distant Command, Draw Fire, Harm's Way, 
Tough as Nails 

Abilities Str 15, Dex 16, Con 13, Int 13, Wis 14, Cha 12 

Talents Born Leader, Distant Command, Draw Fire, Harm's Way, 
Tough as Nails 

Feats Armor Proficiency (light, medium), Careful Shot, Deadeye, Improved 
Defenses, Linguist, Martial Arts |, Point Blank Shot, Rapid Shot, Skill 
Training (Gather Information), Weapon Proficiency (pistols, rifles, 
simple weapons) 

Skills Gather Information +10, Initiative +12, Knowledge (tactics) +10, 
Perception +11, Pilot +12, Use Computer +10 

Possessions blaster pistol, blast vest, comlink 
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BOUNTY HUNTER 


Bounty Hunter 

Medium nonheroic 3/scout 4/bounty hunter 5 
Force 4; Dark Side 4 

Init +9; Senses Perception +12 

Languages Basic, 1 other 


CL 10 


Defenses Ref 26 (flat-footed 23), Fort 24, Will 20 
hp 82; Threshold 24 


Speed 6 squares 

Melee vibroblade +12 (246+6) 

Ranged blaster carbine +13 (3d8+4) or 

Ranged blaster pistol +13 (3d6+4) or 

Ranged stun grenade +13 (4d6+4 stun, 2-square burst} 

Base Atk +10; Grp +13 

Atk Options autofire (blaster carbine), familiar foe +2, Hunter's Mark, 
Pin, Trip 

Special Actions Hunter's Target 

Abilities Str 15, Dex 17, Con 14, Int 12, Wis 12, Cha 8 

Special Qualities familiar foe +2 

Talents Acute Senses, Expert Tracker, Hunter's Mark, Hunter's Target, 
Nowhere to Hide 

Feats Armor Proficiency (light), Skill Training (Climb), Skill Training 
(Endurance), Skill Training (Knowledge [galactic lore]), Skill Training 
(Perception), Pin, Trip, Weapon Proficiency (advanced melee weapons, 
pistols, rifles, simple weapons) 

Skills Climb +13, Endurance +13, Gather Information +10 (can reroll when 
checking to locate a specific individual, must take second result), 
Knowledge (galactic lore) +12, Perception +12 (can reroll, must take 
second result), Survival +12 

Possessions vibroblade, blaster carbine, blaster pistol, 4 stun grenades, 
encrypted comlink, credit chip with 50 credits, electrobinoculars, glow 
rod, flight suit, field kit, binder cuffs, utility belt 


Bounty hunters occupy the ambiguous gray area between heroes and villains. 
For the most part, they are neither good nor evil; they just have a job to do. 
In some ways, bounty hunters perform a useful service, since they hunt down 
criminals and other fugitives, bringing them in dead or alive. However, bounty 
hunters rarely consider the ramifications of what they do or even care about 
whom they serve. To a bounty hunter, it almost never matters what a target 
is accused of or why there's a bounty on his or her head, Bounty hunters are 
often employed by some of the most despicable villains in the galaxy, They 
can be found haunting the courts of Hutts, scouring the Outer Rim worlds 
for fugitive slaves, or toiling in the service of the Emperor. 


BOUNTY HUNTER ENCOUNTERS 
Although some bounty hunters prefer to go it alone, many form small crews 
with the most notorious member leading a small team of ordinary hunt 


These groups form up for short times, usually until a job is done, but some- 
times they collapse when greed or grudges get in the way. Hunters are not 


reluctant to betray even those closest to them, making their alliances tenuo 
at best. Should a job turn sour, they might turn against one another, perhaps 
giving their prey the chance it needs to slip away. 

Atypical bounty hunter encounter usually involves a skilled bounty hunter 
of note, supported by a crew of two to three minions. If you use any of the 
unique bounty hunters described below, you can also use the generic bounty 
hunter (above) as a tough minion and the bounty hunter in the Saga Edition 
core rulebook as lesser minions. Bounty hunters who are intent on bringing 
back their marks dead rather than alive might pair up with an assassin 
ensure that the job's done right. 


AURRA SING 


If cold detachment is a rule for bounty hunters, Aurra Sing is the excep- 
tion. Born to a spice addict on Nar Shaddaa, she had Force potential, a tra 

a mysterious Jedi known only as the Dark Woman discovered. Freed from 
the horrors of her birth world, she spent several years studying at the Jed 


Temple in Coruscant, but her life would take another turn. While she was 
ona mission to Ord Namurt, star pirates captured young Sing, telling their 
prisoner that the Dark Woman had sold her to them. Sing was enraged and 
clung to the hate filling her heart, giving her the resolve to spend the rest 
of her life hunting Jedi. 

She learned much from the pirates. She became a pilot, a navigator, a 
killer, and a fighter. Her expertise worried the cutthroats and they thought 
she might turn against them, so at the first opportunity, they sold her to a 
Hutt named Wallanooga, who soon after turned her over to the Anzati, 2 
breed of alien vampires, to settle an old debt. These new masters saw in Sing 
a useful tool, and trained and altered her body to suit their purposes. When 
their modifications were complete, they set her loose on the galaxy, at which 
point she promptly returned to the Hutt and killed him in cold blood. 

Free for the first time, Aurra Sing did what she could to survive. She 
became a ruthless killer and bounty hunter, specializing in Jedi, whom she 
blamed for all of the ills in her life. With her training, talents with the Force, 
and augmentations given to her by her former Masters, she scoured count- 
less worlds in her search for her former mistress to get the revenge she so 
desperately craved. 


Aurra Sing 

Medium near-Human scoundrel 3/Jedi 2/scout 4/bounty hunter 3 

Destiny 1; Force 6; Dark Side 12 

Init +14; Senses Perception +13; Force Perception 

Languages Basic, Bocce 

Defenses Ref 29 (flat-footed 26), Fort 27, Will 25; Elusive Target 

hp 94; Threshold 27 

Speed 6 squares 

Melee lightsaber +11 (2d8+7) or 

Melee lightsaber +9 (3d8+7) with Rapid Strike 

Ranged slugthrower rifle +13 (2d8+6) or 

Ranged blaster pistol +13 (3d6+6) or 

Ranged blaster pistol +8 (346+6) and 
blaster pistol +8 (346+6) 

Base Atk +10; Grp +13 

Atk Options autofire (slugthrower rifle], Careful Shot, familiar foe 
+1, Melee Defense, Point Blank Shot, Rapid Strike, Running Attack, 
Skirmisher, Sneak Attack +146 

Special Actions Gauge Force Potential 

Force Powers Known (Use the Force +13): battle strike, Force slam, 
move object 

Abilities Str 13, Dex 16, Con 14, Int 13, Wis 14, Cha 14 

Special Qualities familiar foe +1 

Talents Acute Senses, Elusive Target, Improved Initiative, Force 
Perception, Gauge Force Potential, Skirmisher, Sneak Attack +1d6 


CL 12 


Feats Careful Shot, Dual Weapon Mastery |, Force Sensitivity", Force 
Training, Melee Defense, Point Blank Shot, Rapid Strike, Running 
Attack, Skill Training (Pilot), Skill Training (Survival), Skill Training 
(Use the Force), Weapon Proficiency {lightsabers, pistols, rifles, simple 
weapons) 

Skills Acrobatics +14, Gather Information +13, Initiative +14 (can reroll, 
must take second result), Knowledge (galactic lore) +12, Perception 
+13 (can reroll, must take second result), Persuasion +13%, Pilot +14, 
Stealth +14, Survival +12, Use the Force +13 (can reroll, must take 
second result) 

Possessions 5 lightsabers, slugthrower rifle with 4 clips, 2 blaster pistols, 
utility belt, flight suit, Rhen-Orm Biocomputer, ion-repulsorlift swoop, 
Corellian blockade runner (as Corellian corvette) 

H Human bonus feat or trained skill. 
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BossK § | 
Born to the cruel Cradossk, leader of the Bounty Hunters Guild on Trandosha, a 
Bossk made a name for himself hunting escaped Wookiee slaves, a danger- B 
ous profession for just about any species aside from the Trandoshans. Bossk q 
expanded his targets to include non-Wookiees, giving him fame and cred~ & 
ibility as a skilled bounty hunter, a 

It was during these early years that Bossk had his first encounter with Han 4 
Solo and his partner Chewbacca, After cornering the pair on a planet that \ 


served as a refuge for escaped Wookiees, he tried to take Solo's partner alive, a i 
deed that would certainly improve his standing among his peers. He failed, and 7 
Solo destroyed his ship, stranding the bounty hunter on the wretched planet 
and leading to the grudge that Bossk would carry for the rest of his days. 
When he finally escaped on the newly purchased Hound's Tooth, Bossk 
returned to his homeworld to find the Bounty Hunters Guild in tatters, Bossk 
murdered his father and devoured his remains, just as the guild collapsed into 
two warring factions. The savagery of Bossk’s act catapulted him to head of 
the Guild Reform Committee—those younger bounty hunters committed to 
the destruction of their rivals, the true guild, which they believed had long 
outlived its usefulness. 
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As the guild disintegrated, Darth Vader handpicked Bossk and other hunt- 
ers to hunt down the Millennium Falcon. Although Boss's fellows saw this as 
a great opportunity to bring in Han Solo—the bounty on his head was quite 
steep—Bossk wanted Chewbacca. His efforts ultimately failed as setback 
after setback, most of which were orchestrated by Boba Fett, brought him 
to the brink of ruin, culminating with a stint in prison. 


Bossk 

Medium Trandoshan scout 5/soldier 3/bounty hunter 4 

Force 4; Dark Side 3 

Init +9; Senses darkvision; Perception +12 

Languages Basic, Dosh, Shyriiwook 

Defenses Ref 30 (flat-footed 30), Fort 28, Will 23; Dodge, 
Uncanny Dodge | 

hp 128; Threshold 28 

Speed 6 squares 

Melee unarmed +14 (1d4+10) 

Ranged blaster rifle +13 (348+6) or 

Ranged blaster rifle +11 (4d8+6) with Rapid Shot or 

Ranged flamethrower +13 (3d6+6, 6-square cone) or 

Ranged stun grenade +13 (4d6+6 stun, 2-square burst) or 

Ranged sporting blaster pistol +13 (2d4+6) or 

Ranged sporting blaster pistol +11 (3d4+6) with Rapid Shot 

Base Atk +10; Grp +14 

Atk Options autofire (blaster rifle), familiar foe +2, Hunter's Mark, 
Point Blank Shot, Rapid Shot 

Special Actions Demolitionist, Hunter's Target, Shake It Off 

Abilities Str 18, Dex 17, Con 16, Int 12, Wis 12, Cha 13 

Special Qualities familiar foe +2, limb regeneration (SE 31) 

Talents Acute Senses, Armored Defense, Demolitionist, Hunter's Mark, 
Hunter's Target, Improved Initiative, Uncanny Dodge | 

Feats Armor Proficiency (light), Dodge, Exotic Weapon Proficiency 
(flamethrower), Point Blank Shot, Rapid Shot, Shake It Off, Skill 
Training (Endurance), Toughness, Vehicular Combat, Weapon 
Proficiency (heavy weapons, pistols, rifles, simple weapons) 

Skills Endurance +14, Initiative +9 (can reroll, must take second result), 
Knowledge (galactic lore) +12, Mechanics +12, Perception +12 (can 
reroll, must take second result), Pilot +14, Stealth +14, Survival +12 

Possessions blaster rifle, flamethrower with 2 chemical cartridges, 
grenade launcher with 10 stun grenades, sporting blaster pistol, 
padded flight suit (+3 armor), binder cuffs, utility belt, Hound's Tooth 


CL 12 


Hound's Tooth 
Bossk flies a modified YV-666 light freighter. Its hangar holds a smal scout 
ship called the Nashtah Pup, a modified Z-95 Headhunter (SG 160). 


Hound's Tooth 

Colossal* space transport 

Init -1; Senses Perception +12 

Defenses Ref 12 (flat-footed 12), Fort 30; +10 armor 

hp 180; DR 15; SR 60; Threshold 80 

{rule] 

Speed fly 16 squares (max. velocity 1,190 km/h), fly 4 squares 
(starship scale) 

Ranged quad laser cannon +12 (see below) or 

Ranged medium concussion missile +12 (see below) 

Ranged ion cannon +12 (see below) 

Fighting Space 12x12 or 1 square (starship scale); Cover total 

Base Atk +10; Grp +55 

Abilities Str 50, Dex 10, Con —, Int 14 

Skills Initiative -1, Mechanics +12, Perception +12, Pilot +4, 
Use Computer +7 


CL 12 


Crew 1 (Bossk); Passengers 4 prisoners 

Cargo 20 tons; Consumables 6 months; Carried Craft 1 smal! scout ship 

Payload 6 medium concussion missiles 

Hyperdrive x1.5 (backup x6), navicomputer 

Availability Licensed; Cost not for sale 

* This ship is treated as a Gargantuan starfighter for the purpose of being 
targeted by capital ship weapons, dogfighting, and using starship 
maneuvers. 


Quad laser cannons (pilot) 
Atk +12 (47 autofire), Dmg Gd10x2 


Medium concussion missile (pilot) 
Atk +12, Dmg 8d10x2 

Ton cannon (pilot) 
Atk +12, Dmg 6d10x2 ion 


“I'm JUST A SIMPLE 
MAN TRYING TO 
MAKE MY WAY IN 
THE UNIVERSE." 


- JANGO FETT 
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J4JANGO FETT 

Bounty hunter, assassin, and mercenary, in his day Jango Fett was one of 
‘the most feared individuals in the galaxy. After the death of his parents, 
Mandalorian warriors adopted, trained, and raised him, a debt he would 
repay when he led them during the Mandalorian Civil War. 

Perhaps the most important event in Jango Fett's long career was meeting 
Darth Tyranus. After chasing Komari Vosa, the former apprentice of Count 
Dooku, across the galaxy, Jango Fett finally caught up with her and killed 
her; this was no small feat, considering that the fallen Jedi was a skilled 
lightsaber duciist and a master of the Force. it turned out the entire enter- 
prise had been a test to see if Jango Fett would be a worthy candidate to 
become a template for a new clone army. Tyranus offered an incredible sum 
of money, but Fett’s true desire was an unmodified clone to raise himself, a 
clone he would name Boba. 

Jango Fett spent the next decade devising training regimens for the 
clones, instructing them in Mandalorian culture and fighting techniques while 
seeing to the education and training of his "son." During this time, Jango 
also undertook a variety of missions on behalf of Tyranus and occasionally 
others, including bounty hunting. 


Jango Fett CL 15 

Medium Human scout 3/scoundrel 3/soldier 3/gunslinger 3/bounty hunter 
2/elite trooper 1 

Destiny 1; Force 8; Dark Side 8 

Init +16; Senses low-light vision; Perception +16 

Languages Basic, Bocce, Huttese 


Defenses Ref 37 (flat-footed 33), Fort 33, Will 29 
hp 104; Threshold 33 


Speed 6 squares, fly 6 squares (jetpack) 

Melee combat gloves +15 (146+3) 

Ranged blaster pistol +17 (4d6+8) with Rapid Shot or 

Ranged blaster pistol +14 (4d6+8) and 
blaster pistol +14 (4d6+8) or 

Ranged flamethrower gauntlet +17 (346+7, 6-square cone) or 

Ranged rocket dart +17 (3d6+7) with Rapid Shot or 

Ranged saberdart +17 (144+7 plus poison) or 

Ranged whipcord +17 (grab) or 

Ranged missile launcher +17 (6d6+7) 

Base Atk +13; Grp +17 

Atk Options Careful Shot, Deadeye, familiar foe +1, Lucky Shot, Point 
Blank Shot, Precise Shot, Rapid Shot, Trigger Work, Triple Crit (blaster 
pistol), trusty sidearm +1 

Special Actions Improved Quick Draw, Knack, Quick Draw, Shake It Off 


wen 


Abilities Str 15, Dex 18, Con 15, Int 14, Wis 14, Cha 13 

Special Qualities delay damage, familiar foe +1, trusty sidearm +1 

Talents Acute Senses, Armored Defense, Exotic Weapon Mastery, 
Improved Armored Defense, Improved Initiative, Improved Quick Draw, 
Knack, Lucky Shot, Notorious, Trigger Work 

Feats Armor Proficiency (light, medium), Careful Shot, Deadeye, Dual 
Weapon Mastery |, Martial Arts |, Point Blank Shot, Precise Shot, Quick 
Draw, Rapid Shot, Shake It Off, Triple Crit (blaster pistol), Vehicular 
Combat, Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Endurance +14, Initiative +16 (can reroll, must take second result), 
Knowledge (tactics) +14, Mechanics +14, Perception +16 (can reroll, 
must take second result), Persuasion +8 (can reroll when intimidating, 
must take second result), Pilot +16, Stealth +16, Survival +14 

Possessions combat gloves, 2 blaster pistols, flamethrower gauntlet with 
chemical cartridge, rocket dart launcher, saberdart launcher, whipcord, 
Mandalorian armor (+8 armor, +3 equipment; as battle armor with 
helmet package; 4 weapon attachments), flight suit, jet pack (with 
integrated missile launcher), antisecurity blades, Slave /(SG 85) 
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BRUTE 


Brute cL1 
Medium nonheroic 3 

Dark Side 4 

Init +7; Senses Perception +0 

Languages Basic 


Defenses Ref 11 (flat-footed 10), Fort 11, Will § 
hp 9; Threshold 11 


Speed 6 squares 
Melee unarmed +2 (144) 

Ranged blaster carbine +4 (3d6) 

Base Atk +2; Grp +3 

Atk Options autofire (blaster carbine) 


Abilities Str 11, Dex 13, Con 12, Int 8, Wis 9, Cha 10 

Feats Toughness, Weapon Focus (rifles), Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Initiative +7 

Possessions blaster carbine, tough-looking clothes 


Brutes are ubiquitous members of galactic society and can be found any- 
where, even on the most peaceful of planets. Brutes are typically crude 
and unsubtle, regardless of whether they work for some crime lord or act 
independently. Most are motivated by a simple agenda—greed, power, fear 
of superiors, or even, on occasion, loyalty. They are rarely well armed or 
armored, making do with whatever they can find, although they constantly 
look to find something better (or rob someone who has superior equipment). 
Brutes strive to gain more status and wealth and will do almost anything to 
get it, up to and including murder. In turn, brutes typically despise authority 
figures, especially police officers, military figures, and Jedi. 

The brute presented here could be a gun-toting gang member or an 
organized crime soldier. Alternatively, the statistics could also represent 
a militia member or a raw conscript who has little training (in which case, 
remove the Dark Side Score). 


PLACE 


BRUTE ENCOUNTERS 
By their very nature, brutes can be found almost anywhere. They serve 2s 
nameless antagonists in every situation—from the high streets of Coruscant 
to the lowly slums of Tatooine. Brutes commonly travel in pairs of larger 
groups, cach group representing a street gang, a crime syndicate hit squad, 
ora tribe of warriors. By their very nature, brutes typically respond to threats 
or opposition with muscle and violence, but they can be swayed by intimida- 
tion, persuasion, or bribes. However, not all brutes are antagonistic—they 
can also be used as nameless allies and warriors on the side of the heroes. 
The brute works fine as a generic spearholder, cannon fodder to be used in 
the background, or an ordinary (if tough) nonplayer character for the GM to 
use throughout adventures. 
Encounters involving brutes typically occur at lower levels, where they are 
a threat to the heroes. When the heroes have advanced to 6th level or beyond, 
the number of brutes required to make a credible threat runs over a dozen, 
making them difficult to coordinate in combat. Thus, individual brutes should 
be scaled up to represent stronger threats, or another archetype should be 
chosen. Alternatively, a group of brutes could be paired up 


much powerful leaders (often with heroic levels) or droids 
equipped with serious firepower. 


BUREAUCRAT 


Bureaucrat cL1 

Medium nonheroic 3 

Init +1; Senses Perception +6 

Languages Basic, 1 other 

Defenses Ref 10 (flat-footed 10), Fort 9, Will 10 

hp 6; Threshold 9 

Speed 6 squares 

Melee unarmed +1 (1d4-1) 

Ranged blaster pistol +2 (3d6) 

Base Atk +2; Grp +2, 

Abilities Str 9, Dex 10, Con 8, Int 12, Wis 11, Cha 14 

Feats Skill Focus (Knowledge [bureaucracy], Skill Training (Knowledge 
[bureaucracy}), Skill Training (Perception), Skill Training (Use 
Computer), Weapon Proficiency (pistols) 

Skills Deception +8, Knowledge (bureaucracy) +12, Perception +6, 
Persuasion +8, Use Computer +7 

Possessions blaster pistol, comlink, code cylinder, credit chip with 100 
credits, datapad 


Bureaucrats are minor officials who represent a government or a political 
policy. From petty administrators attending backwater spaceports to the 
more prominent public servants in the Core Worlds, bureaucrats can be found 
wherever there is at least a semblance of civilization. Bureaucrats might fill 
a number of different roles, but they are all cogs in the political machine, 
and through their efforts, they ensure that the engines of society are well 
lubricated and in perfect working order. 

Ideally, a bureaucrat manages, governs, or oversees some process, but a 
great many use their political power for less idealistic reasons. Some bureau- 
crats see their positions as stepping stones to greater status, and therefore 
use every trick to climb the ladder. Even bureaucrats who have no designs 
or ambitions beyond doing a good job tend to be self-important individuals, 
thinking that their role is far more important than it actually is. 


BUREAUCRAT ENCOUNTERS 

The bureaucrat represents a broad spectrum of characters who perform 
useful (or not so useful) services. Bureaucrats might be minor desk clerks 
whose job it is to sort out the arcane and esoteric information stored in 
mounds of datapads. Or they could be minor officials overseeing the comings 
and goings at a battle station. Although many encounters with bureaucrats 
might leave the player characters itching to loose a few well-placed shots 
somewhere in the direction of a hapless administrator, a meeting with an 
bureaucrat should rarely end in violence 


Bureaucrats can range from irritating obstacles to fonts of critical 
information. Fanatics dedicated to the letter of the law or those who covet 
@ promotion and toady up to their superiors might be an insurmountable 
barrier, preventing the characters from pursuing a critical line of investiga 
tion. Such encounters require the heroes to find creative ways around these 
characters, since blasting them could have repercussions. 

Of course, bureaucrats can also be useful allies. By dint of their position 
alone, they have access to information that might pertain to a mission, and 
if properly massaged, they could become a viable and consistent source of 
intelligence. 

Bureaucrats are often well protected, with security droids or security 
personnel never far away. Lesser bureaucrats might have a handful of mer- 
cenaries to watch over them, while high-ranking bureaucrats might enjoy 
the protection of a personal bodyguard in addition to a team of security 
specialists. When a fight breaks out, the bureaucrat is usually the first to 
head for the exit, leaving the conflict to the trained professionals. 
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COMMANDO 


Commando 

Medium nonheroic 8/soldier 4 
Force 1 

Init +14; Senses Perception +12 
Languages Basic, 1 other 


Defenses Ref 19 [flat-footed 16), Fort 20, Will 15 
hp 66; Threshold 20 


Speed 6 squares 

Melee vibrodagger +12 (2d4+4) or 

Melee vibrodagger +10 (3d4+4) with Rapid Strike 

Ranged blaster rifle +13 (348+2) or 

Ranged blaster rifle +11 (4d8+2) with Rapid Shot or 

Ranged blaster pistol +13 (3d6+2) or 

Ranged blaster pistol +11 (4d6+2) with Rapid Shot 

Base Atk +10; Grp +13 

Atk Options autofire (blaster rifle), Point Blank Shot, Rapid Shot, 
Rapid Strike 

Special Actions indomitable, Tough as Nails 

Abilities Str 15, Dex 16, Con 15, Int 12, Wis 12, Cha 10 

Talents indomitable, Tough as Nails 

Feats Armor Proficiency (light), Point Blank Shot, Rapid Shot, Rapid Strike, 
Skill Training (Initiative), Skill Training (Stealth), Weapon Proficiency 
(advanced melee weapons, pistols, rifles, simple weapons) 

Skills Initiative +14, Mechanics +12, Perception +12, Stealth +14 

Possessions blaster pistol, blaster rifle, commando armor (as armored 
flight suit, +5 armor), secure comlink 


A commando is a type of soldier who specializes in fighting in hostile and 
dangerous environments, undertaking difficult missions for which regular 
troops lack the training and equipment. Most commandos go to deadly 
worlds, planets that feature harsh environmental conditions, where they are 
expected to drop in, engage the enemy, and get the job done. Sometimes 
commandos precede regular ground troops to clear a well-guarded area 
of enemy forces before the body of the troops lands. Experts in stealth, 
demolitions, and hit-and-run tactics, commandos are a vital part of any 
army's forces. 


COMMANDO ENCOUNTERS 

Commando teams consist of small groups of two to four individuals under 
the command of an officer, usually a squad leader or an elite warrior. For 
larger missions, several teams might work together, splitting up to achieve 
smaller objectives that are related to tackling a larger problem. Such large 


strike teams are reserved for the most deadly and important missions, usually 
to destroy a vital communications array, sabotage a warship, or seize vita! 
intelligence about an enemy's plans. 

Commandos in an encounter should be devastating opponents, setting up 
ambushes against the player characters and using the terrain and environ 
ment to their benefit. They strike fast and hard before melting away, disap- 
pearing into the surroundings. Commandos often employ hit-and-run tactics 
to chip away at their opponents’ resources rather than face their adversaries 
head-on. In fact, such groups might circle around their opponent's position 
to disrupt supply lines and destroy support (or escape) vehicles. 

Commandos can also serve as supplemental forces for a group of high- 
level characters, As highly trained specialists, commandos might compensate 
for the heroes’ weaknesses when they are dealing with difficult objectives, 
covering them while they work toward completing their mission goal 


SQUAD LEADER 

Commandos rarely work alone, though they do tend to function best in 
small squads with defined roles. Commando squad leaders usually have 
some officer training and are skilled at making snap decisions in the heat of 
battle. A commando squad leader makes it his first goal to ensure that the 
mission is completed with as few casualties as possible. Squad leaders not 
only inspire the commandos in their squad, they also ensure that they carry 
out their assigned mission. 


Commando Squad Leader cL 10 
Medium nonheroic 8/soldier 5/officer 3 

Force 1 

Init +16; Senses Perception +14 

Languages Basic, 1 other 


Elite Commando CL 14 
Medium soldier 14 

Force 4 

Init +14; Senses Perception +7 

Languages Basic 


Defenses Ref 24 (flat-footed 21), Fort 24, Will 23 

hp 93; Threshold 24 

Speed 6 squares 

Melee vibrodagger +16 (2d4+6) 

Ranged blaster rifle +17 (3d8+4) or 

Ranged blaster rifle +15 [4d8+4) with Rapid Shot or 

Ranged blaster rifle +12 (5d8+4) with Burst Fire or 

Ranged blaster pistol +17 (3d6+4) or 

Ranged blaster pistol +15 (4d6+4) with Rapid Shot 

Base Atk +14; Grp +17 

Atk Options autofire (blaster rifle), Burst Fire, Point Blank Shot, 
Rapid Shot 

Special Actions Assault Tactics, Indomitable, Tough as Nails 

Abilities Str 14, Dex 16, Con 14, Int 12, Wis 12, Cha 12 

Special Qualities command cover, share talent (Tough as Nails) 

Talents Armored Defense, Assault Tactics, Indomitable, Tactical Edge, 
Tough as Nails 

Feats Armor Proficiency (light), Burst Fire, Point Blank Shot, Rapid Shot, 
Skill Training (Initiative), Skill Training (Stealth), Weapon Proficiency 
(advanced melee weapons, heavy weapons, pistols, rifles, simple 
weapons) 

Skills Initiative +16, Knowledge (tactics) +14, Perception +14, Stealth +16 

Possessions blaster pistol, blaster rifle, commando armor (as armored 
flight suit, +5 armor), secure comlink 


BuITe Commando 

Elite commandos are the most skilled veterans of combat in many armies. 
An elite commando has seen more missions than many squads combined, 
and he has learned from his experiences and become a formidable soldier. 
Elite commandos often embody the phrase “one-man army” in that they can 
often accomplish any mission with only a blaster and basic supplies. Elite 
commandos are extremely deadly and difficult to stop once they embark on 
2 mission, and they are equally at home in remote reaches of the galaxy as 
they are in the urban jungles of the Core Worlds. 


Defenses Ref 31 (flat-footed 29), Fort 29 (+32 against extremes of cold 
and heat), Will 24 
hp 129; Threshold 29 


Speed 6 squares 

Melee vibrobayonet +15 (2d6+8) 

Ranged blaster pistol +16 (346+7) or 

Ranged blaster pistol +11 (3d6+7) and 
blaster pistol +11 (346+7) with Double Attack or 

Ranged blaster rifle +17 (3d8+7) or 

Ranged blaster rifle +12 (5d8+7) with Burst Fire 

Base Atk +14; Grp +16 

Atk Options autofire (blaster rifle), Burst Fire, Charging Fire, Coordinated 
Attack, Cover Fire, Double Attack (pistols), Point Blank Shot, Precise 
Shot, Triple Crit (blaster rifle) 

Special Actions Battle Analysis, Demolitionist 


Abilities Str 12, Dex 14, Con 13, Int 10, Wis 11, Cha 9 

Talents Armored Defense, Battle Analysis, Cover Fire, Demolitionist (2), 
Improved Armored Defense, Juggernaut 

Feats Armor Proficiency (light, medium), Burst Fire, Charging Fire, 
Coordinated Attack, Double Attack (pistols), Point Blank Shot, Precise 
Shot, Skill Training (Stealth), Toughness, Triple Crit (blaster rifle), 
Weapon Focus (rifles), Weapon Proficiency (advanced melee weapons, 
heavy weapons, pistols, rifles, simple weapons) 

Skills Endurance +13, Initiative +14, Knowledge (tactics) +12, Mechanics 
+12, Stealth +14 

Possessions blaster pistol, blaster rifle (with vibrobayonet, folding stock, 
and targeting scope), battle armor (+8 armor, +2 equipment), 1 
explosive charge, 2 blocks of detonite with 2 timers, secure comlink, 
field kit, glow rod, medpac, utility belt 
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CON ARTIST 


Con Artist cL3 
Medium nonheroic 3/scoundrel 2 

Force 1; Dark Side 1 

Init +8; Senses Perception +8 

Languages Basic, 2 others 

Defenses Ref 15 (flat-footed 14), Fort 11, Will 13 

hp 11; Threshold 11 


Speed 6 squares 

Melee knife +2 (1d4) 

Ranged hold-out blaster pistol +4 (344+1) 

Base Atk +3; Grp +4 

Atk Options Melee Defense, Point Blank Shot 

Special Actions Disruptive 

Abilities Str 8, Dex 12, Con 9, Int 14, Wis 10, Cha 12 

Talents Disruptive 

Feats Melee Defense, Point Blank Shot, Skill Focus (Deception), Skill Focus 
(Persuasion), Skill Training (Initiative), Weapon Proficiency (pistols, 
simple weapons) 

Skills Deception +13, Gather Information +8, Initiative +8, Persuasion +13 

Possessions knife, hold-out blaster pistol, cheater, code cylinder, 
concealed holster, credit chip with 200 credits 


A sucker is born every minute, which is just the way the con artist likes it. By 
defrauding, deceiving, and lying to his marks, a con artist survives by tricking 
naive rubes out of their hard-earned credits. Most con artists are small-time 
crooks. These individuals might sell fraudulent goods, peddling junk that they 
try to pass off as the next big thing. They deal in stolen goods, rubbish, lies, 
and just about anything else they think they can sell. 

Although many con artists prefer a quick turnaround—they meet a mark, 
deceive that target, take the credits, and disappear all within a few min- 
utes—the dangerous con artists are the ones who play the long con. These 
experienced grifters pick a mark and set up an elaborate cover meant to play 
to the mark’s expectations. Once they have gained their target's confidence, 
they pull off the crime, usually walking away with a considerable fortune. 


CON ARTIST ENCOUNTERS 

Most brushes with a con artist wind up being irritating setbacks, minor 
annoyances that impart a valuable lesson: Trust no one you don't know. It's 
a big galaxy, after all, and people need to make a living even if it's by shady 
means. In time (and perhaps after not too many lost credits), the heroes will 
know how to spot these tricksters and steer clear of them. The problem is that 
only the least talented con artists try the same trick repeatedly. The real slick 


types are the ones who know every game in the book, who are comfortable 
setting up long and elaborate cons that leave the characters scratching their 
heads in wonder about what just happened to them. 

Common con artists work alone or in small groups, since dividing up the 
spoils leaves little for the crew when the stakes are not great in the first 
place. The long con artists work in larger teams, with each member playing 
a particular part in the deception to guide their victim in the direction they 
want. Often, these teams feature individuals who have differing talents 
including technicians and traders, but these crews could include just about 
anyone 

Con artists prefer to avoid violent encounters and thus are careful 
about the victims they select. They don't usually keep company with thugs 
and brutes, since these folks lack the finesse and subtlety needed for their 
profession. Instead, con artists protect themselves with blackmail and 
threats, or better still, by leaving the victim so befuddled that he has no 
idea what just happened. 


CRIME LORD 


Crime Lord 

Medium noble 7/scoundrel 2/crime lord 3 

Force 2; Dark Side 14 

Init +7; Senses Perception +18 

Languages Basic, High Galactic, Rodese, 6 others 

Defenses Ref 26 (flat-footed 25), Fort 22, Will 29 

hp 47; Threshold 29 

Speed 6 squares 

Melee vibroblade +9 (2d6+6) 

Ranged sporting blaster +9 (3d4+6) 

Base Atk +8: Grp +9 

Atk Options Improved Disarm, Melee Defense, Point Blank Shot, 
Sneak Attack +146 

Special Actions Born Leader 

Abilities Str 10, Dex 12, Con 8, Int 16, Wis 14, Cha 18 

Special Qualities command cover 

Talents Attract Minion, Born Leader, Connections, Distant Command, 
Educated, Inspire Fear |, Notorious, Sneak Attack +1d6 

Feats Improved Defenses, Improved Disarm, Linguist, Melee Defense, 
Point Blank Shot, Skill Focus (Deception), Skill Focus (Gather 
Information), Skill Focus (Perception), Skill Focus (Persuasion), Weapon 
Focus (advanced melee weapons), Weapon Proficiency [advanced 
melee weapons, pistols, simple weapons) 

Skills Deception +20, Gather Information +20, Knowledge (bureaucracy) 
+14, Knowledge (galactic lore) +14, Perception +18, Pilot +12, 
Persuasion +20 (can reroll when intimidating, must take second result), 
Ride +12, Use Computer +14 

Possessions sporting blaster, antique vibroblade, datapad, encrypted 
comlink, enforcers (including several thugs and an 8th-level minion), 
fine quality clothing, 5,000 credits 


CL 12 


Not all crime lords are brutish thugs who crack heads to get things done. The 
crime lord described here is a well-educated, cosmopolitan individual raised 
in the upper crust of society. Blessed with 2 sense of refinement and class, 
this crime lord also has an overwhelming ego and a sense of entitlement 
that drives him to acquire wealth through underhanded methods, especially 
techniques that humiliate the victim as well as ruin him financially. On the 
surface, this crime lord is sophisticated, witty, and charming, but underneath, 
he is cold, calculating, and cruel. Surrounded by beautiful objects and attrac- 
tive people, he craves the new, exotic, and dangerous, going to great lengths 
to acquire anything that catches his fancy. 

Although trained in ranged weapons, this crime lord carries an exquisite 
antique vibroblade and finds great pleasure in dueling with worthy opponents 


or gutting lowly minions to test his skills. Because of his twisted sense of 
honor, he enjoys using dirty tactics to catch his adversary off guard before 
delivering the killing stroke. 


CRIME LORD ENCOUNTERS 

This crime lord is likely to be encountered in the upper echelons of society, 
playing sabacc in fine casinos, fraternizing with holovid stars, or dining 
in top-notch restaurants—all the while wheeling and dealing with various 
contacts, In these types of locales, the crime lord is likely to be surrounded 
by hordes of sycophants and hangers-on, making combat a risky (and highly 
visible) prospect. Considering himself a “respected businessman,” the crime 
lord is likely to use legal methods first, augmented by his considerable con- 
nections and influence, to bring the law to bear on anyone that causes him 
even an inkling of trouble. If that fails, the crime lord unleashes his goons 
and hired personnel, trashing the heroes’ base of operations, setting them 
up for blackmail, and wrecking their reputation. 

This crime lord could also be a patron of sorts, calling upon the heroes to 
acquire some rare, hard-to-get art object or to do other “favors.” Ever on the 
lookout for capable individuals, he might even try to recruit the heroes into 
his organization, offering them generous amounts of wealth and privilege—all 
for a price, of course. 
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BLACK SUN VIGO 

The Black Sun is an enormous criminal venture that has incredible power. 
Its influence pervades almost every aspect of society, with tendrils of cor- 
ruption seeping into the government. Its two primary sources of income are 
piracy and smuggling, although the Black Sun has its fingers in every illicit 
activity possible. A single boss controls the Black Sun, designating power 
to nine Vigos (an old Tionese term for the word "nephew"), each of whom 
controls his own sector and region of influence. 

Most Vigos cultivate an air of nobility, taste, and culture, which only their 
immense wealth and power can provide. The Vigo presented here does not 
fit that category. Brutish, tough, and absolutely merciless, he controls his 
criminal empire by breaking heads and using force to take what he wants. 
Although perfectly capable of negotiating or using persuasion, a Black Sun 
Vigo prefers the sort of diplomacy that comes out the end of his gun. 


Black Sun Vigo CL 14 
Medium Rodian soldier 6/scoundrel 1/crime lord 7 

Force 3; Dark Side 10 

Init +15; Senses low-light vision; Perception +13 

Languages Basic, Huttese, Rodese, 2 others 

Defenses Ref 29 (flat-footed 26), Fort 26, Will 29 

hp 92; Threshold 26 


Speed 6 squares 

Melee pistol whip +11 (1d6+7) 

Ranged heavy blaster pistol +14 (348+9) or 

Ranged heavy blaster pistol +9 (348+9) and 
heavy blaster pistol +9 (3d8+9) with Double Attack 

Base Atk +11; Grp +14 

Atk Options Acrobatic Strike, Double Attack (pistols), Point Blank Shot, 
Sneak Attack +106 

Special Actions Indomitable, Presence, Weaken Resolve 
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Abilities Str 10, Dex 16, Con 10, Int 16, Wis 12, Cha 12 

Special Qualities command cover 

Talents Attract Minion (2), Gun Club, Indomitable, Inspire Fear |, Inspire 
Fear Il, Notorious, Presence, Sneak Attack +1d6, Weaken Resolve, 
Weapon Specialization (pistols) 

Feats Acrobatic Strike, Combat Reflexes, Double Attack (pistols), Point 
Blank Shot, Skill Focus (Deception), Skill Focus (Gather Information), 
Skill Focus (Persuasion), Skill Focus (Survival), Skill Training (Gather 
Information), Weapon Focus (pistols), Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Acrobatics +15, Deception +18, Gather Information +18, Initiative 
+15, Knowledge (galactic lore) +15, Perception +13, Persuasion +13 
(can reroll when intimidating, must take second result), Survival +18 

Possessions heavy blaster, datapad, encrypted comlink, enforcers 
(numerous thugs plus 2 11th-level minions), 2,000 credits 


Black Sun Vigo CL 14 

Medium Bith scoundrel 7/crime lord 5/gunslinger 2 

Force 4; Dark Side 14 

Init +14; Senses Perception +14 

Languages Basic, Bith, Huttese 

Defenses Ref 30 (flat-footed 28), Fort 24, Will 30 

hp 65; Threshold 24 

Speed 6 squares 

Melee unarmed +10 (1d4+6) 

Ranged blaster pistol +14 (348+8) 

Base Atk +11; Grp +13 

Atk Options Deceptive Shot, Lucky Shot, Point Blank Shot, Precise Shot, 
Running Attack, Skirmisher 

Special Actions evolved intellect, Fool's Luck, Impel Ally |, Impel Ally 1 

Abilities Str 9, Dex 15, Con 10, Int 14, Wis 14, Cha 16 

Special Qualities command cover, evolved intellect, heightened 
awareness, meditative trance, trusty sidearm +1 

Talents Deceptive Shot, Foo!’s Luck, Impel Ally |, impel Ally 1, Inspire Fear 
|, Inspire Fear Il, Inspire Fear Ill, Knack, Lucky Shot, Skirmisher 

Feats Dual Weapon Mastery |, Dual Weapon Mastery II, Dual Weapon 
Mastery Ill, Quick Draw, Point Blank Shot, Precise Shot, Running 
Attack, Skill Focus (Deception), Weapon Focus (pistols), Weapon 
Proficiency (pistols, simple weapons) 

Skills Acrobatics +14, Deception +20, Gather Information +15, Initiative 
+14, Perception +14 (can reroll, must take second result}, Stealth +14 

Possessions 2 heavy blaster pistols, comlink, dark clothing, datapad, 500 
credits, various personal belongings 


Black Sun Vigo Encounters 

The Black Sun Vigo represents a perfect “boss” to be confronted at the end 
of an adventure, after the heroes have faced hordes of thugs and minions. 
Thanks to his vast wealth, a Black Sun Vigo can arm his enforcers with the 
best weapons, armor, and vessels to make life miserable for anyone that rubs 
him the wrong way. Unlike the crime lord described above, this Black Sun Vigo 
prefers getting into a scrap to "make an example” of his enemies, but is smart 
enough to make a tactical retreat if things go wrong. He rules through fear 
and intimidation, demanding utter subservience from his minions, and has 
little compunction about sending them into potentially suicidal situations. 

In addition to dozens or potentially hundreds of thugs at his command, 
bodyquard, elite warrior, or martial artist to serve as his "heavy" to intim 
date people and break heads could also accompany the Black Sun Vigo. He 
also makes use of numerous specialists such as medics, pilots, slicers, and 
technicians to complete various illegal tasks or to help support his immense 
staff. 

Considering their vast wealth and prestige, Black Sun Vigos often have 
access to fast ships armed to the teeth, and many keep small fleets of fight- 
ers to protect their strongholds or to be used as raiders when piracy is the 
goal for the day. 


HuTT CRIME LORD 

Huts embody many of the traits that make ideal crime lords—ambition, 
ruthlessness, greed, and a massive ego. In fact, most citizens of the galaxy 
immediately equate Hutts with a life of crime, a reputation that most Huts 
foster and appreciate. The Hutt crime lord despises both physical labor and 
personal combat, leaving such tasks to slaves and hired thugs. The Hutt 
crime lord presented here is armed, but uses his blaster only when things go 
horribly wrong. He uses his treasured stun baton freely, however, shocking 
slaves that move too slowly or bashing in the brains of any minions that fail 
to appease him. 


Hutt Crime Lord 

Large Hutt noble 5/scoundrel 2/crime lord 4 

Force 3; Dark Side 13 

Init +3; Senses low-light vision; Perception +18 

Languages Basic, Huttese, 8 others 

Defenses Ref 21 (flat-footed 21), Fort 24, Will 29 (34 against mind- 
influencing effects) 

hp 90; Threshold 29 


cL 11 


Speed 1 square 

Melee stun baton +6 (2d6+5 stun) 

Ranged blaster pistol +4 (3d6+5) 

Base Atk +7; Grp +12 

Atk Options Point Blank Shot 

Special Actions Born Leader, Demand Surrender, Fool's Luck, Presence, 
Weaken Resolve 


Abilities Str 10, Dex 6, Con 14, Int 18, Wis 16, Cha 18 

Special Qualities command cover, Force resistance 

Talents Attract Minion, Born Leader, Demand Surrender, Fool's Luck, 
Inspire Fear |, Notorious, Presence, Weaken Resolve 

Feats Improved Defenses, Linguist, Point Blank Shot, Skill Focus 
(Deception), Skill Focus (Gather Information), Skill Focus (Knowiedce 
[bureaucracy]), Skill Focus (Knowledge [galactic lore]), Skill Focus 
(Perception), Skill Focus (Persuasion), Toughness, Weapon Proficiency 
(pistols, simple weapons) 

Skills Deception +19, Gather Information +19, Initiative +8, Knowledge 
(bureaucracy) +19, Knowledge (galactic lore) +19, Knowledge (social 
sciences) +14, Knowledge (tactics) +14, Knowledge (technology) +14, 
Persuasion +19 (can reroll when intimidating, must take second result), 
Use Computer +14 

Possessions blaster pistol, stun baton, enforcers (several thugs plus 1 8th- 
level minion) 


Hutt Crime Lord Encounters 

Most Hutts prefer to handle their affairs through proxies, rarely if ever 
exiting the safety and comfort of their fortresslike headquarters. Heroes 
who are forced to face a Hutt crime lord often do so at the Hutt’s advan- 
tage—a crime lord's home is riddled with traps, barriers, escape routes, and 
dozens of heavily armed minions. Hutts are also fond of keeping dangerous 
pets—the dreaded rancor being just one possibility—and delight in watch- 
ing victims feebly try to defend themselves for the amusement of the Hutt 
and his sycophants. One way to gain entry into a Hutt's fortified base is to 
present oneself as a gladiator for hire, allowing someone to be both armed 
and relatively close to the Hutt during combat, 
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DARK JEDI 


Dark Jedi cL7 

Medium Jedi 7 

Force 8; Dark Side 14 

Init +5; Senses Perception +5 

Languages Basic 

Defenses Ref 21 [flat-footed 18, Lightsaber Defense 22), Fort 18, Will 20; 
Deflect 

hp 66; Threshold 18 

Speed 6 squares 

Melee lightsaber +9 (2d8+6) or 

Melee lightsaber +7 (3d8+6) with Rapid Strike 

Base Atk +7; Grp +9 

Atk Options Cleave, Rapid Strike 

Special Actions Lightsaber Defense, Power of the Dark Side 

Force Powers Known (Use the Force +15): battle strike, dark rage, 

Force slam 

Abilities Str 13, Dex 14, Con 11, Int 10, Wis 14, Cha 15 

Talents Deflect, Lightsaber Defense, Power of the Dark Side, Weapon 
Specialization (lightsabers) 

Feats Cleave, Force Sensitivity, Force Training, Martial Arts I, Rapid Strike, 
Skill Focus (Use the Force), Weapon Finesse, Weapon Proficiency 
(lightsabers, simple weapons) 

Skills Acrobatics +10, Use the Force +15 

Possessions lightsaber, dark-colored Jedi robes 


Embracing the light side of the Force is the Jedi Order, guardians of peace and 
justice in the galaxy. Surrendering to the dark side and opposing the Jedi are 
the enigmatic Sith. The Dark Jedi, not truly belonging to either organization, 
fall somewhere in the middle of that ancient conflict. 

Those Force-users who claim to be Dark Jedi are, for the most part, former 
members of the Jedi Order who succumbed to the temptation of the dark side 
and left the Order. Many who leave the ranks of the Jedi isolate themselves 
to learn and experiment with the Force, but others do find one versed in 
the ways of the dark side to complete their training. Some of them are even 
seduced by the Sith to serve under them with the hope of furthering their 
knowledge of the Force. 

However, some of those classified as Dark Jedi might be Force-sensitive 
individuals who have never been trained by the Jedi and actually began their 
instruction under another Dark Jedi. Still others might not have started life 
being sensitive to the Force and were granted the ability artificially. In any 
case, Dark Jedi pose a significant threat to freedom throughout the galaxy 
by opposing those who have sworn to protect it. 
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DARK JED! ENCOUNTERS \ 
The potential for Dark Jedi to be located anywhere in the galaxy 
is high. Since a large number of them live by themselves to follow 

their dark pursuits, one could choose just about any planet to make 

his home and settle in, Whether they decide to live an urban lifestyle or 
establish themselves in the wilderness, Dark Jedi will locate a haven and 
make themselves difficult to detect, if they so choose. Historically, they have 
been found in such locales as the forests of Dathomir, the hidden caverns of 
Wayland, the Separatist fleet under the command of Count Dooku, and the 
halls of the Imperial capital serving the Emperor himself, enforcing the w 
of their master throughout the galaxy. 

Although Dark Jedi might live alone, many make astonishing connections 
to accomplish their goals. Some will seek out and serve under masters of 
the dark side of the Force, such as a Dark Jedi Master or a Sith Lord, while 
others will go the other direction and recruit non-Force-using individuals 
such as mercenaries or pirates, making themselves the master of the Force 
within the group. Others might try to pass themselves off as true Jedi and 
associate themselves with diplomats and politicians in legitimate govern 
ments, using the institution's backing to reach their objectives without fear 
of crossing the local authorities 


Facing a Dark Jedi in battle is a risky venture at best, considering the 
resources at that individual's disposal. The dark side of the Force combined 
with anger or passion can cause even skilled Jedi to balk momentarily. 
Whether by himself or with supporters, a Dark Jedi enters combat with little 
hesitation and tends to focus his energy on Force-using heroes who oppose 
him before turning on any others, using his lightsaber and any offensive 
Force powers to quickly finish the fight. Most Dark Jedi have little sense of 
honor and will retreat to fight another day when the battle turns against 
them, sometimes leaving their associates behind. 


THE REBORN 

The Reborn is the achievement of the dream of artificially imbuing the ability 
to perceive and manipulate the Force into beings that didn’t have it before. 
Working as Dark Jedi warriors, the Reborn serve as the foot soldiers of the 
faction known as the Empire Reborn, dedicated to returning the ideals of 
Emperor Palpatine back to the galaxy at large. 

The Reborn originated with Desann, one of Luke Skywalker's former 
students at the Jedi Praxeum who fell to the dark side, and Hethrir, a former 
apprentice to Darth Vader and servant of the Emperor. By deceiving Kyle 
Katarn into giving away the location of the Valley of the Jedi and the Force 
nexus located there, Hetnrir increased his powers fourfold by absorbing 
energy from ancient Jedi and Sith spirits. After gaining that power, the two 
Dark Jedi were able to imbue others with the power of the Force and use them 
as warriors to threaten the New Republic and Skywalker's New Jedi Order. 

Dispatched by Desann and the Empire Reborn, the Reborn worked in con- 
junction with units of the Imperial Army to perform various missions across 
the galaxy, Desann used these missions not only to further the cause of the 
Empire Reborn but also to help train the Reborn for Desann's ultimate goal: 
the death of Skywalker and the destruction of his Jedi. They were stopped 
by Kyle Katarn and Rogue Squadron. 

Ashort time later, those Reborn who survived the assault assembled under 
the leadership of Tavion Axmis, Desann’s apprentice. With the assistance 
of the Imperial Remnant, Tavion created a Sith cult called the Disciples of 
Ragnos and named it the New Reborn. Striving to continue Desann’s work, 
the cultists eventually made their way to Korriban, where they were defeated 
within the ancient Sith tombs in the Valley of the Dark Lords by Jaden Korr 
and 2 band of Jedi from Skywalker's academy. 

The Reborn are easily recognized by their orange cloaks and simple, red 
bladed lightsabers. Even though they have been granted the ability to use 
the Force, their aptitude to wield it is not very strong, but their ability with 
the lightsaber compensates for this shortcoming. 


The Reborn 

Medium Human nonheroic 6 
Dark Side 12 

Init +9; Senses Perception +9 
Languages Basic 


cL2 


Defenses Ref 12 (flat-footed 11), Fort 12, Will 11; Dodge 
hp 19: Threshold 12 


Speed 6 squares 

Melee lightsaber +5 (2d8+4) 

Base Atk +4; Grp +5 

Force Powers Known (Use the Force +7): battle strike (2) 


Abilities Str 13, Dex 12, Con 10, Int 11, Wis 12, Cha 9 

Feats Dodge, Force Sensitivity, Force Training, Skill Training (Use the 
Force), Weapon Proficiency (lightsabers, pistols, simple weapons) 

Skills Endurance +8, Initiative +9, Perception +9, Use the Force +7 

Possessions lightsaber, orange cloak 
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DARK JEDI MASTER 


Dark Jedi Master cL 17 

Medium Jedi 9/Jedi Knight 5/Jedi Master 3 

Destiny 1; Force 6; Dark Side 18; Strong in the Force 

Init +20; Senses Perception +20; Force Perception 

Languages Basic 

Defenses Ref 32 (flat-footed 31), Fort 30, Will 31; Block, Deflect, Dodge 

hp 135; Threshold 30 

Immune fear 

Speed 6 squares 

Melee lightsaber +21 (2d8+12) or 

Melee lightsaber +19 (3d8+12) with Rapid Strike 

Base Atk +17; Grp +19 

Atk Options Acrobatic Strike, Melee Defense, Rapid Strike, Triple Crit 
(lightsaber) 

Special Actions Power of the Dark Side, Redirect Shot, serenity, 
Telekinetic Power, Telekinetic Savant 

Force Powers Known (Use the Force +20): battle strike (3), dark rage, 
Force grip (2), Force lightning (2), Force slam (2), Force thrust (2), 
move object, rebuke, surge 

Force Techniques Force Point Recovery, Improved Sense Force 

Force Secrets Devastating Power, Quicken Power 

Abilities Str 14, Dex 13, Con 12, Int 10, Wis 18, Cha 14 

Special Qualities serenity 

Talents Block, Deflect, Force Intuition, Force Perception, Power of the 
Dark Side, Redirect Shot, Swift Power, Telekinetic Power, Telekinetic 
Savant, Weapon Specialization (lightsabers) 

Feats Acrobatic Strike, Dodge, Force Sensitivity, Force Training (3), 
Melee Defense, Rapid Strike, Skill Focus (Use the Force), Strong in the 
Force, Triple Crit (lightsaber), Weapon Focus (lightsabers), Weapon 
Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +14, Initiative +20, Perception +20, Use the Force +20 

Possessions lightsaber (self-built), Jedi robes, utility belt with medpac 


The Dark Jedi are Force-attuned individuals who reject the teachings of the 
Jedi and, for some, the Sith, Most are fallen Jedi who have failed to live up 
to the ideals and lifestyle of the Jedi and instead embrace the baser emo- 
tions that lead to corruption and evil. Every Dark Jedi is a tragedy, a terrible 
shame that stains the illustrious history of the Jedi Order, but when a Jedi 
Master falls, it is a tragedy beyond compare. 


NEw DARK SIDE TALENT: 
DRAIN KNOWLEDGE 
The following talent is part of the Dark Side talent tree (SE 101). 

Drain Knowledge: As a standard action, you can spend a Force Point 
to drain the knowledge of an enemy you touch; you must succeed on a 
Use the Force check (DC equal to the target's Will Defense) to activate 
this talent, and if you fail to activate this talent, you may not try again 
‘on the same target for one day. If successful, you immediately become 
trained in one skill that the target is trained in; if you are already trained 
in that skill, you instead gain Skill Focus in that skill. This training or 
focus lasts for one day. Additionally, your target moves ~1 persistent step 
along the condition track, and the persistent condition can be removed 
only by resting for 8 hours. 

Additionally, you can choose to instead sift through the mind of 
the target, looking for a specific piece of knowledge or information, 
Doing so requires you to make a Perception check against the target's 
Will Defense; success indicates that you pull the relevant information 
from the target's mind. When you do so, you do not gain the training 
or focus normally granted by this talent, but otherwise the talent func~ 
tions as normal, 

Using this talent increases your Dark Side Score by 1. 
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DARK JEDI MASTER 
ENCOUNTERS 

Dark Jedi Masters are excellent high-level villains for just about any era. Since 
Dark Jedi are not bound by the Rule of Two that limits the number of Sith in 
the galaxy, Dark Jedi Masters can coexist with the Emperor and any of his 
apprentices (Darth Maul, Darth Tyranus, or Darth Vader). Dark Jedi Masters 
have their own Dark Jedi apprentices, and there's no limit to the number of 
cronies they might employ. 

Although many Dark Jedi Masters have grand designs of their own, 
hatching evil plots in the shadows of the galaxy, some, such as Jerec (see 
below), are actually in the employ of the Sith, serving as Imperial Inquisitors, 
Hands of the Emperor, or in just about any other capacity the Dark Lord of 
the Sith can conceive. 


weEREC 
Asa Jedi, Jerec learned the fundamentals of the Force, and more important, 
he learned the value and power of knowledge. 

When the opportunity arose for him to lead a team of Jedi into the 
Unknown Regions in search of lost artifacts, he took it, never suspecting (or 
caring, if he did suspect) the growing trouble in the Republic. While he was 
‘away, the Clone Wars raged, the Republic collapsed, and the Emperor emerged 
as the undisputed master of the galaxy. So when Jerec returned, nearly 
reaching Coruscant, he was shocked to find himself captured by an Imperial 
Inquisitor. His story might have ended there, had it not been for his willingness 
to set aside his loyalties and embrace the dark side of the Force. 

Jerec languished in Palpatine's employ. Loathing Darth Vader, he sought 
ways to discredit his rival and supplant him, but the Emperor would have none 
of it. During the Rebellion against the Empire, Jerec served as an Imperial 
Inquisitor, hunting down his former comrades and destroying them wherever 
he found them. He managed to avoid the collapse of his masters’ reign when 
the Emperor was finally defeated by the Rebellion. 


Jerec 
Medium Miraluka Jedi 10/Jedi Knight 2/Jedi Master 2/noble 5 
Destiny 2; Force 7; Dark Side 16; Strong in the Force 
Init +17; Senses Force sight; Perception +17; Force Perception 
Languages Basic, Bocce, High Galactic, Huttese, Miralukese, Zabrak 
Defenses Ref 36 (flat-footed 33, Lightsaber Defense 38), Fort 35, Will 36; 
Block, Deflect, Dodge 
hp 144; Threshold 35 
Immune fear 
Speed 6 squares 
Melee l:ghtsaber +20 (2d8+11) or 
Melee lightsaber +17 (2d8+11) and 
lightsaber +17 (2d8+11) with Double Attack or 
Melee vibroblade +20 (2d6+11) 


cL19 


Base Atk +17; Grp +20 

Atk Options Combat Reflexes, Double Attack (lightsabers), Melee 
Defense, Running Attack, Whirlwind Attack 

Special Actions Drain Knowledge, Lightsaber Defense, Power of the Dark 
Side, Quick Draw, serenity 

Force Powers Known (Use the Force +17): battle strike, dark rage, 
forseeing, Force grip, Force lightning (2), Force slam, mind trick, move 
object, negate energy, rebuke, surge 

Force Techniques Improved Telepathy 

Force Secrets Multitarget Power 


Abilities Str 16, Dex 17, Con 15, Int 14, Wis 16, Cha 16 

Special Qualities Force sight, serenity 

Talents Block, Connections, Deflect, Drain Knowledge, Force Perception, 
Lightsaber Defense (2), Multiattack Proficiency (lightsabers), Power of 
the Dark Side, Wealth 

Feats Combat Reflexes, Dodge, Double Attack (lightsabers), Force 
Sensitivity, Force Training (2), Improved Defenses, Linguist, Melee 
Defense, Quick Draw, Running Attack, Skill Focus (Persuasion), Skill 
Training (Gather Information), Strong in the Force, Weapon Proficiency 
(advanced melee weapons, lightsabers, simple weapons), Whirlwind 
Attack 

Skills Acrobatics +17, Gather Information +17, Knowledge (galactic lore} 
+16, Initiative +17, Perception +17, Persuasion +17, Use the Force +17 

Possessions lightsaber (self-built), vibroblade 
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DARK SIDE ADEPT 


Dark Side Adept 

Medium nonheroic 3/noble 5 
Force 2; Dark Side 14 

Init +4; Senses Perception +11 
Languages Basic, 3 others 


cL6 


Defenses Ref 16 (flat-footed 16), Fort 15, Will 19 
hp 26; Threshold 15 


Speed 6 squares 
Melee knife +4 (1d4+1) 

Ranged hold-out blaster pistol +5 (3d4+2) 

Base Atk-+5; Grp +5 

Special Actions Dark Presence, Power of the Dark Side, Presence 
Force Powers Known (Use the Force +10): dark rage, mind trick, surge 


Abilities Str 8, Dex 10, Con 10, Int 12, Wis 14, Cha 13 

Talents Dark Presence, Power of the Dark Side, Presence 

Feats Force Sensitivity, Force Training, Linguist, Skill Training (Knowledge 
[galactic lore], Persuasion), Skill Training (Use Computer), Skill Training 
{Use the Force), Weapon Proficiency (pistols, simple weapons) 

Skills Deception +10, Knowledge (galactic lore) +10, Perception +11, 
Persuasion +10, Use Computer +10, Use the Force +10 

Possessions knife, hold-out blaster pistol 


This dark side adept represents the hangers-on, sycophants, and ambitious 
bureaucrats who curried the Emperor's favor after the disintegration of the 
Senate. The Emperor intended to train a new breed of noble, one completely 
subservient to the dark side, to replace the planetary governors who were 
hoping to have a more direct hand in his control over the galaxy. Many of 
his subjects were drawn from the fawning Senators and other officials wh 
had long been loyal to Palpatine's government and continued to serve their 
Emperor after the demise of the Republic. Each would-be servant received 
rudimentary instruction in the Emperor's vision of the Force until the cor- 
ruption in their bodies matched that in their spirits. 


PRIMITIVE DARK SIDE ADEPT 

There are many more Force traditions than those upheld by the Jedi or twisted 
by the Sith. On a primitive world, the indigenous species might learn of the 
Force in a variety of ways. In some cases, the Force serves as magic, sorcery 
that's misunderstood; for others, the Force is the will of the gods. But for 
a few, the Force is an expedient energy source that allows them to further 
their own ambitions. 

Primitive dark side adepts are savage Force-users who exploit the Force 
for their own wicked ends. Such characters could use their powers to take 
over their tribe and exert their will through terrifying methods, ruling through 
fear and destruction. Others might support powerful warlords, using the 
dark magic to augment and enhance their master's abilities. Regardless of 
the role, these dark side adepts are dangerous, for they often have no idea 
what it is they do. 


DARK SIDE ADEPT 
ENCOUNTERS 

Dark side adepts fill many roles in the galaxy, representing everything from 
foul warlocks twisted by hatred and fear to carefully cultivated elite warriors 
who exist only.to serve the whim of the Emperor. What unites them is that 
none of them subscribe to a particular Force tradition. 

The typical dark side adept is a minion, a crony in service to a higher and 
darker Force-user. Many dark side adepts are politicians and bureaucrats 
whom the Emperor or some other dark side wielder has singled out because 
of their unique skills. Such individuals are loyal to the Emperor, but rarely to 
each other, and they are quick to use treachery to advance their standing 
in the eyes of their master. 

Primitive dark side adepts might enjoy the support and protection of 
their savage people or they might be shunned, cast out and forced to live 
in isolation. In the case of the former, a dark side adept could emerge as 
a significant threat, using his Force powers to, bend others to his will and 
spread his wickedness throughout the land. In the case of the latter, though 
the dark side adept seeks revenge, turning his fear into a powerful weapon 
and dominating the minds of dangerous predators and queer creatures to 
serve as his soldiers, 


The more powerful dark side adepts can become major villains in their own 
right. Since they are not a part of a Force tradition, they lack the support 
of other Force-users. Instead, they build their strength through mundane 
means, by hiring mercenaries, bounty hunters, and assassins 


Primitive Dark Side Adept cL9 

Medium scout 7/Force adept 2 

Force 6; Dark Side 15 

Init +9: Senses Perception +11 

Languages Basic, 2 others 

Defenses Ref 21 (flat-footed 21), Fort 23, Will 25; Dodge, Mobility 

hp 76; Threshold 23 

Resist Evasion *. 

Speed 6 squares 

Melee force pike +5 (2d8+3) 

Ranged slugthrower rifle +6 (2d8+4) 

Base Atk +6; Grp +6 

Atk Options autofire (slugthrower rifle), Channel Aggression 

Special Actions Damage Reduction 10, Power of the Dark Side, 
Shake It Off, Telekinetic Savant 

Force Powers Known (Use the Force +11): farseeing, Force grip, 
Force slam (2), Force thrust, move object 

Force Techniques Force Power Mastery (move object) 

Abilities Str 9, Dex 11, Con 14, Int 14, Wis 15, Cha 15 

Talents Channel Aggression, Damage Reduction 10, Evasion, Power of the 
Dark Side, Telekinetic Savant 

Feats Dodae, Force Sensitive, Force Training (2), Mobility, Shake It Off, 
Skill Training (Use the Force), Weapon Proficiency (advanced melee 
weapons, pistols, rifles, simple weapons) 

Skills Climb +8, Endurance +11, Initiative +9, Jump +8, Perception +11, 
Stealth +9, Survival +11, Swim +8, Use the Force +11 

Possessions force pike, slugthrower rifle with 3 clips, dark robes, fetish 


DESANN 

Desann suffered terribly among his own people, for they had never encoun- 
tered the Force or users of the Force. When his powers began to become 
evident, he was cast out and ridiculed as a freak, abused by friends and family 
alike. Desann escaped his world when he was discovered by Luke Skywalker, 
who recognized his potential. Under the guidance of the Jedi Master, Desann 
finally found the acceptance he craved. 

Nonetheless, fear and anger were his constant companions, and he had a ten- 
dency to bully the other students at Skywalker’s academy. Rather than making 
friendships, he sabotaged the family he had found and became an outsider. The 
situation finally deteriorated beyond repair when he accidentally killed a student 
who had the gall to stand up for himself in the face of Desann's cruelty. 


Rather than face the consequences of his actions, Desann fled the Jedi 
Praxeum on Yavin 4 and continued his training on his own, experimenting 
with the Force and using his powerful emotions to compensate for his lack 
of experience. He dabbled, fumbled, and eventually learned to harness the 
hatred and anger necessary to master the dark side. Although many of his 
abilities find their origins in the fundamentals presented to him by his former 
master, Desann is largely self-taught when it comes to the dark mysteries 
of the Force. 

When Desann had learned enough, he sought out the remnants of the 
Empire and sold his services to a splinter group known as the Empire Reborn. 
Commanding a powerful ship and supported by a fleet of starfighters, Desann 
would prove a potent foe for the New Jedi Order. 


Desann cL 

Medium Chistori scout 2/Jedi 5/Force adept 2 

Destiny 1; Force 6; Dark Side 14 

Init +11; Senses Perception +11 

Languages Basic, Chistori 

Defenses Ref 23 (flat-footed 21), Fort 23, Will 25 

Resist Evasion 

hp 65; DR 2; Threshold 23 

Speed 6 squares 

Melee lightsaber +10 (2d8+7) 

Base Atk +7; Grp +10 

Atk Options Channel Aggression, Cleave, Crippling Strike, Power Attack 

Special Actions Force Focus, Power of the Dark Side, rage, Shake It Off 

Force Powers Known (Use the Force +3): battle strike, dark rage, Force 
grip, Force lightning, mind trick, move object 

Abilities Str 16, Dex 14, Con 14, Int 13, Wis 14, Cha 11 

Special Qualities Cold-Blooded, rage 

Talents Evasion, Channel Aggression, Crippling Strike, Force Focus, Power 
of the Dark Side 

Feats Cleave, Force Sensitive, Force Training (2), Power Attack, Shake It 
Off, Skill Training (Initiative), Skill Training (Use the Force), Weapon 
Proficiency (lightsabers, pistols, rifles, simple weapons) 

Skills Endurance +11, Initiative +11, Jump +12, Knowledge (galactic lore) 
+10, Perception +11, Pilot +11, Survival +11, Use the Force +9 

Possessions lightsaber, encrypted comlink, Doomagiver (as Imperial /-class 
Star Destroyer) 
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Desann Encounters 

Desann makes an excellent villain for mid-level campaigns set after the fall 
of the Galactic Empire. Desann is almost always accompanied by either a 
Dark Jedi or a cadre of his Reborn (page 29), During the turmoil following 
the Galactic Civil War, Desann can be found in many parts of the galaxy on 
his quest to secure more successful methods for creating his armies of dark 
side Force-users. 

Though he is not as powerful as many Jedi Masters, Desann is a dangerous 
foe nonetheless. He is a skilled warrior who has large amounts of resources 
at his disposal. Desann might also be encountered with mercenaries and 
other soldiers, particularly those loyal to the Imperial Remnant. Additionally, 
Desann has the backing of Imperial Admiral Fyyar, and he can bring down 
the resources of the Empire (including legions of stormtroopers) on those 
who get in his way. 


New SPECIES: CHISTORI 

The Chistori are a race of obscure saurian humanoids. So scarce is the infor- 
mation on these people that even the Jedi Archives have no information on 
the Chistori homeworld. What little is known about this species comes from 
their interaction with others. Fierce and warlike, they are quick to anger and 
tend to use excessive force to deal with even the smallest slights. As a result, 
few spacefaring species have any reason to seek them out. 

Personality: The same talents that make them excellent warriors shows 
through in the Chistori’s interaction with other species, with most encounters 
ending in violence. Chistori are an impatient species and have little use for 
the rigidity of order and discipline, preferring instead to go their own way 
and do as they please. 

Physical Description: The reptilian Chistori stand about 1.9 meters tall 
and have lithe, though muscled, builds. Thick scales cover their bodies, usually 
blue or purple on their backs and brown and tan on their chests, aodomens, 
and faces. Their most pronounced feature is a large snout under which is a 
hinged jaw filled with sharp teeth perfect for rending flesh. 

Homeworld: The Chistori homeworld is unknown, and many Chistori who. 
wander the galaxy either have forgotten where they come from or quard this 
information with their lives. 

Language: Lacking experience or even contact with other cultures means 
that the Chistori speak only the language of their people. Eventually, neces- 
sity forces these stubborn warriors to pick up Basic, but they still use words 
from their own language in everyday speech. 

Example Names: Desann, Cydon Prax. 


Adventurers: The few Chistori who find reasons to leave their homeworld 
find work as bounty hunters, soldiers, and assassins, professions that reflect 
their particular talents and capabilities. Interestingly, the Force seems almost 
completely unknown to the Chistori, either as a religion or as practiced by 
the Jedi. For this reason, Chistori Jedi are exceedingly rare. 


“COME, JOIN ME. 
YOu KNOW IN YOUR 
HEART YOU'LL 
NEVER BE ONE OF 
THEM." 


—- DESANN 


DIPLOMAT 


Diplomat CL3 

Medium nonheroic 6/noble 1 

Force 1 

Init +3; Senses Perception +16 

Languages Basic, High Galactic, 4 others 

Defenses Ref 11 (flat-footed 11), Fort 11, Will 16 

hp 19; Threshold 11 

Speed 6 squares 

Melee unarmed +3 (14-1) 

Ranged blaster pistol +4 (3d6) 

Base Atk +4; Grp +4 

Special Actions Presence 

Abilities Str 8, Dex 10, Con 10, Int 15, Wis 16, Cha 16 

Talents Presence 

Feats Linguist, Skill Focus (Deception), Skill Focus (Perception), Skill 
Focus (Persuasion), Skill Training (Perception), Weapon Proficiency 
(pistols, simple weapons) 

Skills Deception +16, Knowledge (galactic lore) +10, Knowledge 
(bureaucracy) +10, Perception +16, Persuasion +16 

Possessions blaster pistol, comlink with holo capability, datapad, 
diplomat's robes 


Diplomats are the representatives of the galaxy. They represent the interest of 
their people in the larger political arena, acting on behalf of a single planet, 
an entire sector, a corporate interest, or any other geographical, political, 
or economic body. Whether squaring off against a rival organization under 
the olowering attention of Jedi arbitrators or pleading their case before the 
august body of the Senate, Diplomats are charged with being the voice of 
the people they represent and empowered with the ability to forge agree- 
ments and negotiate deals. 

Although their principal functions are clear, some diplomats have other 
ambitions beyond their responsibilities. It is not uncommon for a diplomat to 
jockey for a seat on a senate or to maneuver into a greater position within 
his homeworid’s government. Furthermore, there seems to be at least one 
diplomat in any group of them who doesn't keep the best interests of his 
people in mind, wallowing instead in the payoffs and gifts bestowed by 
those who would exploit his status. Still, these individuals are the exception; 
most are conscientious members of their community, driven to do what's 
best for their charges 


DIPLOMAT ENCOUNTERS 

Rare is the diplomat who doesn't travel with a large entourage. A diplomat 
is the principal connection a group of people has to the larger world, and 
the loss of this envoy can have dreadful consequences. As a result, security 
personnel guard these vital agents. 

A diplomat can also expect to have assistants in the form of a personal 
physician, lesser administrators, and other hangers-on to attend to her 
needs. In almost every case, one or more of these attendants are bodyguards 
who keep close to their charge in case an enemy somehow slips past the 
security detail. 

Since her principal function is negotiation, when on a mission, a diplo- 
mat likely cloisters herself away behind heavy blast doors and permacrete 
walls to broker deals and argue about the future of the galaxy with other 
diplomats. 


DOCTOR 


Doctor cL1 

Medium nonheroic 3 

Init +2; Senses Perception +8 

Languages Basic, 2 others 

Defenses Ref 11 (flat-footed 10), Fort 10, Will 12 

hp 9; Threshold 10 

Speed 6 squares 

Melee unarmed +1 (1d4-1) 

Base Atk +2; Grp +3 

Abilities-Str 8, Dex 13, Con 10, Int 14, Wis 15, Cha 12 

Feats Cybernetic Surgery, Skill Focus (Treat Injury), Skill Training 
(Perception), Surgical Expertise, Weapon Proficiency (pistols) 

Skills Knowledge (life sciences) +8, Perception +8, Treat Injury +13, 
Use Computer +8 

Possessions portable computer, datapad, data cards containing patient 
files, medical kit, 2 medpacs, surgery kit, MDS-50 medisensor 


Doctors are skilled physicians trained to handle a variety of injuries and ail- 
ments, from blaster injuries to an outbreak of Gamorrean rot. Like medics, 
doctors are expected to respond quickly and think fast on their feet, but 
unlike their field counterparts, doctors’ patients are typically brought to 
them. Doctors usually need a medical environment to perform surgery or 
install cybernetic parts to replace irreparably damaged limbs and organs. 

A typical doctor could be part of a much larger medical institution, per- 
haps working in a Core World hospital or as part of a facility that trains other 
would-be physicians. He or she might be a “country” doctor who oversees 
the health needs of a small community. Others still could be military doc- 
tors, working in hospital tents or on a capital ship where they attend injured 
soldiers, desperately trying to stay on top of the mounting casualties. Finally, 
a doctor might be a vile surgeon who practices his cutting-edge techniques 
‘on unwilling subjects. 


DoOcTOR ENCOUNTERS 
Typically, doctors are not opponents the heroes should face on the battlefield 
Instead, doctors serve to keep the characters on their feet between battles, 
repairing extensive injuries and fixing physical ailments. Sometimes a doctor 
is all that stands between a hero and death, especially when a character is 
suffering from a vile poison or obscure disease 

Many doctors run private businesses, perhaps out of small shops on an 
industrial world or as part of a large hospital's trained staff. Others serve 
in military outfits, lending their talents to the war effort by patching up 
casualties before sending them back to the front lines. 


Doctors of all types employ medical droids to aid in the prognosis and 
treatment of their patients. In some cases, a doctor might | 
the medical practice to the droids while focusing on research and study 
Military doctors receive the same level of protection that would be provid 
for any specialty staff—either soldiers or security personnel, depend! 
the outfit, 
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EMERGENCY CREW 


Emergency Crew Member 

Medium nonheroic 4 

Init +1; Senses Perception +1 

Languages Basic, Binary 

Defenses Ref 14 (flat-footed 14), Fort 11, Will 10 

hp 9; Threshold 11 

Speed 6 squares 

Melee unarmed +4 (1d4+1) 

Ranged blaster pistol +3 (36) 

Base Atk +3; Grp +4 

Atk Options Coordinated Attack 

Abilities Str 12, Dex 11, Con 11, Int 12, Wis 10, Cha 8 

Feats Armor Proficiency (light, medium), Coordinated Attack, Skill Focus 
(Mechanics), Weapon Proficiency (pistols) 

Skills Knowledge (technology) +7, Mechanics +12, Use Computer +7 

Possessions blaster pistol, combat jumpsuit (+4 armor), comlink, datapad, 
code cylinder, fire extinguisher, heat sensor, mesh tape, tool kit, utility 
belt, holster 


There's nothing easy about fighting in space. When the shields fail, when laser 
blasts rock the ship and fires rage out of control, it falls to the emergency 
crew to keep the ship together long enough for the real engineers and techs 
to come in and put the ship back together again. A ship's emergency crew 
also has the dubious honor of defending a vessel! when it's boarded by enemy 
forces. So in addition to putting out fires and getting systems up and run- 
ning, it is responsible for holding off pirates, stormtroopers, and any other 
force that intends to take over the ship, Part firefighter, part technician, 
and part warrior, the emergency crews are the first line of defense when a 
ship becomes imperiled, 


EMERGENCY CREW 
ENCOUNTERS 

The emergency crew is the first response to any danger a ship faces. These 
are the individuals who work to extract an injured starfighter pilot from his 
damaged ship, who put out the flames when the ship is struck by a torpedo, 
and who give their lives to defend the rest of the crew when intruders blast 
their way inside to take the ship by force. 

An emergency crew team consists of four to six members. The various 
crews might be broken into different functions, such as fire brigade, secu- 
rity, and mechanics. Leading each team is a specialist—soldier, technician, 
or engineer—who can put these crew members to best use. Despite the fact 
that these teams might have different primary functions, each is expected 
to pitch in whenever the ship is in danger. 
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ENGINEER 


Engineer cL2 
Medium nonheroic 3/scoundrel 1 

Force 2 

Init +3; Senses Perception +2 

Languages Basic, Binary, 4 others 


Defenses Ref 16 (flat-footed 15), Fort 12, Will 12 
hp 12; Threshold 12 


Speed 6 squares 
Melee stun baton +2 (2d6 stun) 
Base Atk +2; Grp +3 


Abilities Str 10, Dex 12, Con 10, Int 14, Wis 11, Cha 10 

Talents Gimmick 

Feats Armor Proficiency (light), Linguist, Skill Focus (Mechanics), Skill 
Focus (Use Computer), Tech Specialist (SG 21), Weapon Proficiency 
(simple weapons) 

Skills Knowledge (technology) +9, Mechanics +14, Use Computer +14 

Possessions stun baton, padded flight suit (+3 armor), comlink, code 
cylinder, blank datacards, datapad, fusion lantern, portable computer, 
fusion lantern, mesh tape, tool kit, utility belt 


Behind every technological wonder in the galaxy is an engineer who had 
the vision and expertise needed to make the impossible possible. Engineers 
are skilled technicians who specialize in the construction, maintenance, and 
modification of machines. These individuals know the ins and outs of starship 
design, droids, and weaponry. 

In addition to the technology specialist described here, combat engineers 
fill an important role in the military organizations of the galaxy. These 
individuals apply their technical expertise to the business of warfare. Most 
of them see to the assembly of powerful artillery to pound enemy forces, 
but others might attend to constructing bridges for foot soldiers or building 
breastworks, landing platforms, and barracks. Whatever a military unit needs, 
it's the engineer's responsibility to make it happen. 


ENGINEER ENCOUNTERS 

Engineers are ubiquitous. The demand for new technology keeps engineers 
busy manufacturing new droids, weapons, starships, and all manner of other 
technological wonders. One is likely to find engineers in the company of 
wide assortment of characters, from squads of soldiers to teams of techni- 
cians arguing about how to fix the hyperdrive computer in a dilapidat 
frigate. 

Many technology specialists work in small teams consisting of 2 few peers 
and twice as many technicians to deal with the mundane aspects of their 
jobs. Droids are also common companions for these engineers, with construc 
tion droids and power droids being the most likely. In addition, nearly every 
engineer employs an astromech droid to run diagnostics and communicate 
with the machine's onboard computer. 

As for combat engineers, one or two can be found attached to a company 
of soldiers, though entire units of combat engineers do exist as well, such 2s 
the Combat Engineers Battalion of the Grand Army of the Republic, These 
engineers are better armed and armored, and have the additional support 
of military personnel to give them covering fire while they work out the 
logistics of a problem 

Generally, though, an engineer is not a combatant and is not likely ta join 
a firefight. Engineers leave such engagements to the professionals. Instead 
they modify gear, improve armor, and optimize vehicles, while working to 
keep support equipment in top working order. 


GAMBLER 


Gambler cL4 

Medium scoundrel 4 

Force 7 

Init +4; Senses Perception +14 

Languages Basic, Rodese 

Defenses Ref 18 (flat-footed 16), Fort 14, Will 17 

hp 25; Threshold 14 

Speed 6 squares 

Melee unarmed +2 (1441) 

Ranged hold-out blaster pistol +5 (3d4+2) 

Base Atk +3;Grp +5 — 

Atk Options Point Blank Shot 

Special Actions Fool's Luck, Quick Draw 

Abilities Str 8, Dex 14, Con 10, Int 12, Wis 14, Cha 15 

Talents Fool's Luck, Gambler 

Feats Point Blank Shot, Quick Draw, Skill Focus (Deception), Skill Focus 
(Perception), Skill Training (Gather Information), Weapon Proficiency 
(pistols, simple weapons} 

Skills Deception +14, Gather Information +9, Knowledge (galactic lore) 
+8, Perception +14, Persuasion +9, Stealth +9 

Possessions hold-out blaster pistol, comlink, expensive clothes 


Cunning and smooth, the gambler always seems to have everything in per- 
spective and to know exactly what he is doing. At least, that is his attitude 
when it comes to money and the high life. A gambler is the kind of person 
you look for when you are out for a good time. 

Agambler's life revolves around playing games, wagering on contests, and 
mixing with high society. The money he earns is nice, but a gambler knows 
that both profit and loss are part of his chosen profession. When times are 
tough, a gambler is good at concealing the fact that he's strapped for cash. 
While he's waiting for his next big strike, he rubs elbows with the social 
lions and high rollers around him, always looking for a way to get back in 
the good graces of Lady Luck. 

In order to mingle with those who enjoy fame and fortune, a gambler uses 
his skill at deception to get into the best parties and social gatherings. Once 
he’s in the door, he’s good at insinuating himself into the confidence of his 
newfound friends—without letting on that it's all a ruse, The only thing he 
cares about is lining his pockets. 


GAMBLER ENCOUNTERS 

Gamblers spend most of their time either inside the gaming halls of the 
galaxy's casinos, most often the ones found on Coruscant, Rodia, or Ord Man- 
tell, or traveling to or from one. When they are not sitting at the sabace table 
or watching the jubilee wheel, gamblers can typically be found schmoozing 
with the rich and famous, They know where the parties are and know how to 
get through the front door, or the back door if it comes down to it. A gambler 
might also be able to provide a means to get away from local authorities on 
the next luxury cruise leaving the system—for a price, of course. 

Gamblers are good at picking up tidbits of information from their con- 
versations at the game table or from their friends at the latest social event. 
Always looking for a quick score, gamblers are willing to offer what they know 
fora fee. They can help people get into the governor's ball, past the Moff’s 
security detail, or connected with the movers and shakers of society. 

Physical violence is the gambler's bane. Even though a gambler might be 
at least halfway decent with a blaster, he prefers to face off against someone 
in a game rather than a gunfight 


“HE'S A CARD PLAYER, 
GAMBLER, SCOUNDREL. 
YOu'D LIKE HIM." 


—- HAN SOLO 
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INFILTRATOR INFILTRATOR ENCOUNTERS 

Because of an infiltrator's skill at getting into places unnoticed, heroes 
Chg —_-%C uilikely to be aware of his presence unless he wants to be found. An 
infiltrator could be hired by the heroes’ enemies to sneak into their s! 
headquarters in order to steal important plans, sabotage their computers. 
or plant incriminating evidence. If everything goes accordingly to plan, the 
heroes will find out that something is wrong only when their computers 
malfunction or they find their precious goods missing. Some infiltrators like 
to flaunt their success by leaving behind some kind of “calling card” to let 
their victims know who did the deed. 

Although some infiltrators operate alone, others are part of specialized 
teams, typically including slicers, technicians, and commandos, who serve 
as the infiltrator's eyes and ears or as support to help the infiltrator get in 
and out of the target area. Infiltrators sometimes use droids (such as the 


Infiltrator 

Medium scout 5/scoundrel 4 

Force 2; Dark Side 2 

Init +7; Senses Perception +10 

Languages Basic, 2 others 

Defenses Ref 25 (flat-footed 21), Fort 20, Will 21 
hp 56; Threshold 20 

Speed 6 squares 

Melee unarmed +8 (1d6+6) 

Ranged hold-out blaster pistol +9 (3d4+4) 
Base Atk +6; Grp +9 


Atk Options Point Blank Shot, Precise Shot ASN-121 assassin droid or the Mark VII seeker droid) in their work in order 
Special Actions Fool's Luck, Hidden Movement, Knack to scout ahead, deactivate security measures, and provide some protection 
Abilities Str 15, Dex 17, Con 10, Int 12, Wis 12, Cha 8 if things get violent. These droids are sometimes Small or smaller in size a! 


Talents Fool's Luck, Hidden Movement, Improved Stealth, Knack, have the ability to hover so they can get into hard-to-reach places. 
Total Concealment 

Feats Martial Arts |, Point Blank Shot, Precise Shot, Skill Focus 
(Acrobatics), Skill Focus (Stealth), Skill Focus (Use Computer), Skill 
Training (Acrobatics), Skill Training (Deception), Skill Training (Use 
Computer), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Acrobatics +17, Climb +11, Deception +8, Initiative +7, Jump +16, 
Mechanics +10, Perception +10, Stealth +17 (can reroll, must take 
second result), Use Computer +15 

Possessions hold-out blaster pistol, concealed holster, security kit, 
encrypted comlink, utility belt (miniaturized), syntherope, droid caller 


Infiltrators are experts at breaking into secured areas. The motivation 
behind this illegal act varies depending on the individual. The most common 
sort of infiltrator is self-employed—someone who breaks into homes and 
businesses to commit burglary. Other infiltrators could be "bag men" for 
spy organizations, criminal interests, or corporations. Security firms often 
employ infiltrators to test out a building's security measures, locating weak 
spots that could be exploited by criminals and competitors. 

Infiltrators must be strong, dexterous, and acrobatic, since they often find 
themselves crawling through air ducts, scaling sheer walls, and leaping from 
impressive heights to get to their intended target. In addition, infiltrators 
are good at bypassing alarms and detectors of all kinds. Most infiltrators shy 
away from combat, considering their current job a failure if they are spotted 
in the first place. They rarely carry anything more than a hold-out blaster 
pistol or a knife, to be used only as a last resort. 


INFORMATION BROKER 


Information Broker cL5 

Medium nonheroic 3/scoundrel 4 

Force 3 

Init +4; Senses Perception +9 

Languages Basic, 2 others 

Defenses Ref 17 (flat-footed 16), Fort 14, Will 15 

hp 23; Threshold 14 

Speed 6 squares 

Melee knife +6 (1d4+3) 

Ranged hold-out blaster pistol +6 (3d4+2) or 

Ranged hold-out blaster pistol +4 (4d4+2) with Rapid Shot or 

Ranged blaster pistol +6 (3d6+2) or 

Ranged blaster pistol +4 (4d6+2) with Rapid Shot 

Base Atk +5; Grp +6 

Atk Options Point Blank Shot, Precise Shot, Rapid Shot 

Special Actions Knack 

Abilities Str 13, Dex 13, Con 10, Int 14, Wis 11, Cha 13 

Talents Gimmick, Knack 

Feats Point Blank Shot, Precise Shot, Rapid Shot, Skill Focus (Gather 
Information), Skill Training (Deception), Skill Training (Stealth), Skill 
Training (Use Computer), Weapon Proficiency (pistols, simple weapons) 

Skills Deception +9, Gather Information +14, Perception +8, Persuasion 
+9, Stealth +9, Use Computer +10 

Possessions knife, hold-out blaster pistol, blaster pistol, comlink, pocket 
scrambler, code cylinder, credit chip with 200 credits, 400 unmarked 
credits, portable computer, electrobinoculars, holocam, utility belt, 
holster, conceaied holster 


Nothing stays secret forever. Dealing in rumor and whisper, information 
brokers (sometimes known as infochants) trade secrets for credits and 
favors. They and their agents lurk in the shadows, listening for snatches of 
conversation, illicit meetings, and any other knowledge that could bring a 
high price. Of course, these unsavory sorts recognize that information has 
value only if there are those who want it, and so they also keep abreast of 
trends and political developments to find potential customers who might be 
interested in a dataslate filled with intelligence. 

Most information brokers are staunchly neutral, concerned only with buying 
and selling what they need to know and what they learn. It usually doesn't 
matter what implications could arise when they share information, since 
conflict tends to breed more juicy tidbits, which in turn generates more profit 
Information brokers are keenly aware that information doesn't stay valuable 
forever, so they often work quickly to unload the "goods" they acquire 


Information brokers might be slicers—experts who can hack into computer 
systems, plunder their contents, and vanish without notice. They might be 
smugglers, moving illegal cargo, and meeting other criminal elements who 
might be willing to exchange a few choice insights in exchange for whatever 
the smuggler might know. What unites them all, methods aside, is that they 
keep their finger on the pulse of the galaxy. 


INFORMATION BROKER 
ENCOUNTERS 

Trading in information is dangerous business. Secrets are meant to be kept 
and those who reveal the dirty laundry of an influential person risk finding 
themselves tossed out of an airlock. Infochants and brokers know this, and the 
best ones are certain to protect themselves and their lucrative business with 
an army of thugs and bodyguards. When they do agree to meet a potential 
customer, it is always under the watchful eyes of the information broker's 
brutes, who are quick to remind unruly clients who is in charge. 

Few information brokers work alone. Ones of lesser stature might function 
in small cooperatives in which the various members bring different talents 
to the table. Included in these groups are slicers, spies, and possibly even 
outlaw techs. Leading the group is a veteran infochant who sorts out the 
useful material and discards the rest. 
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YJEDI KNIGHT 


Jedi Knight CL12. 

Medium Jedi 7/Jedi Knight 5 

Force 6 

Init +13; Senses Perception +9 

Languages Basic, 1 other 

Defenses Ref 26 (flat-footed 24, Lightsaber Defense 27), Fort 26, Will 27; 
Deflect 

hp 104; Threshold 26 

Speed 6 squares 

Melee lightsaber +15 (2d8+7) or 

Melee lightsaber +13 (3d8+7) with Rapid Strike or 

Melee lightsaber +12 (2d8+7) and 
lightsaber +12 (2d8+7) with Double Attack 

Base Atk +12; Grp +14 

Atk Options Battle Meditation, Cleave, Double Attack (lightsabers), 
Power Attack, Rapid Strike 

Special Actions Lightsaber Defense, Redirect Shot, Soresu 

Force Powers Known (Use the Force +11): battle strike (2), forseeing, 
Force thrust, mind trick, move object, surge (2) 

Force Techniques Force Point Recovery, Force Power Mastery (mind trick) 

Abilities Str 12, Dex 14, Con 14, Int 12, Wis 16, Cha 10 

Special Qualities build lightsaber 

Talents Battle Meditation, Deflect, Force Fortification, Lightsaber 
Defense, Multiattack Proficiency (lightsabers), Redirect Shot, Soresu 

Feats Cleave, Double Attack (lightsabers), Force Sensitivity, Force Training 
(2), Power Attack, Rapid Strike, Skill Training (Endurance), Weapon 
Focus (lightsabers), Weapon Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +13, Endurance +13, Initiative +13, Perception +9, 
Use the Force +11 

Possessions lightsaber (self-built), encrypted comlink, Jedi robes 


Jedi Knights are members of the Jedi Order who have passed the trials and 
been knighted by the Jedi Council. They form the backbone of the Jedi Order 
and are expected to perform many of the day-to-day tasks and missions 
that are required to keep the Order running smoothly. Each Jedi Knight is 
expected to uphold the Jedi Code, to support the Order in word and deed, and 
to serve as a guardian of peace and justice. Jedi Knights are also responsible 
for training the next generation of Padawans, though taking on an apprentice 
has never been a requirement 


Although all Jedi Knights are technically equals, seniority among the 
Knights plays a large part in determining an unspoken pecking order. Indi~ 
vidual ability and accomplishment also figure prominently into a Knigh 
standing among his comrades. Relatively young Jedi Knights who are 
accomplished in the use of the Force, or who are responsible for perform- 
ing great deeds, are often treated with as much deference as older, more 
experienced Knights 

During the days of the Old Republic, the Jedi were far more common 
and their exploits were often lauded by the public. As time passed and their 
numbers thinned, the supposed shortcomings of the Jedi Order became mo 
apparent. Though they were capable warriors, the Knights were too few 
wage wars alone on behalf of the Republic. When that scarcity was combined 
with careful smear campaigns engineered by the minions of Palpatine, aver- 
age citizens began to look upon the Jedi Knights with less favor. 

A Jedi is often distinguished by his simple robes and his lightsaber, which 
is the weapon of a Jedi Knight. Following the Jedi purge, most surviving Jed 
went underground. Many of those who refused to hide were destroyed by 
the Emperor's servants. Even those Jedi who sought to conceal their identi- 
ties were hard pressed to avoid the Empire's concerted effort to find them 
and wipe them out. 


4EDI KNIGHT ENCOUNTERS 

Jedi Knights are the most numerous members of the Jedi Order, and as 
such are often the most visible. Since they are responsible for carrying out 
missions on behalf of the Order and the Republic, Jedi Knights will often be 
encountered in the course of fulfilling these duties. 

By their nature, Jedi Knights are contemplative warriors who rarely rush 
into a conflict. They are patient, using violence only as a last resort or in the 
defense of innocent life. Once unleashed, a Jedi Knight will fight tirelessly 
to defeat his enemies. Though a Jedi Knight’s most powerful weapon is the 
Force, he never uses his powers in a craven, cruel, or self-serving manner. 

Since the lightsaber is his primary mode of defense, a Jedi Knight prefers 
to close to melee range with opponents in an attempt to end a fight swiftly. 
Incoming blaster fire is deflected or redirected back at opponents, and in the 
face of overwhelming odds, a Jedi Knight will never hesitate to withdraw in 
order to readdress his plans. 


deED!I REFUGEE 

With the fall of the Republic and the rise of the Empire, the Jedi found 
themselves on the wrong side of galactic authority and were all but wiped 
out at the conclusion of the Clone Wars. Despite the deft machinations of 
Emperor Palpatine, a few Jedi survived this purge and continued to live on in 
the galaxy. Some Jedi, such as Obi-Wan Kenobi and Yoda, went into hiding to 
protect themselves until it was time to fulfill their destinies. Others, however, 
chose not to stand by and watch as the galaxy descended farther into dark- 
ness, and took a more active hand in defending the galaxy against evil 

These Jedi refugees take on many roles. Some attempt to fight the Empire 
and the dark side in clandestine fashion, keeping a low profile and making 
sure that no one can connect them to their Jedi heritage. These Jedi refugees 
work behind the scenes, subtly manipulating events to stymie the Empire at 
every turn. If they must use the Force or their lightsabers, they do so in a 
way that draws no attention to themselves, trying to ensure that the Empire 
never learns of their involvement. Surviving Jedi who act in this manner know 
that they cannot hope to tackle the Empire on their own, and, believing that 
all other Jedi are dead, they struggle against the forces of evil while trying 
to preserve the Jedi tradition. 

Other Jedi refugees take a more active hand, such as Jedi Master Rahm 
Kota, who formed his own militia to take the fight to the Empire. These Jedi 
seek out like-minded individuals and launch overt attacks against Imperial 
installations and resources, inflicting as much damage as possible in an 
attempt to show the galaxy that the monolithic Empire can be defeated. 
These Jedi are almost constantly on the run, because they take no pains to 
hide their abilities or affiliation from the prying eyes of the Empire. With 
Darth Vader and the Emperor's agents always close on their heels, these Jedi 
refugees strike hard and fast before retreating back into the shadows until 
the Jedi hunters let down their guard once more. 


Jedi Refugee CL 12 
Medium Jedi 7/scoundrel 2/Jedi Knight 3 

Force 5 

Init +13; Senses Perception +13 


Languages Basic, Bothan, Sullustese 


Defenses Ref 26 (flat-footed 24), Fort 24, Will 26; Dodge, Block, Deflect 
hp 86; Threshold 24 


Speed 6 squares 

Melee lightsaber +11 (2d8+6) or 

Melee lightsaber +9 (3d8+6) with Rapid Strike 

Base Atk +10; Grp +12 

Atk Options Combat Reflexes, Dastardly Strike, Improved Disarm, Melee 
Defense, Rapid Strike 

Special Actions Force Haze 

Force Powers Known (Use the Force +14): bottle strike, forseeing, Force 
disarm, Force stun, mind trick, move object, rebuke, surge (2) 

Force Techniques Improved Sense Force 


Abilities Str 10, Dex 14, Con 10, Int 14, Wis 14, Cha 16 

Special Qualities build lightsaber 

Talents Block, Clear Mind, Dastardly Strike, Deflect, Force Fortification, 
Force Haze, Shii-Cho 

Feats Combat Reflexes, Dodge, Force Sensitivity, Force Training 
(3), Improved Disarm, Melee Defense, Rapid Strike, Skill Training 
(Deception), Weapon Proficiency (lightsabers, pistols, simple weapons) 

Skills Deception +14, Initiative +13, Knowledge (galactic lore) +13, 
Perception +13, Use the Force +14 (can reroll when avoiding detection 
by the Force, must take second result) 

Possessions lightsaber (self-built), loose-fitting clothes, comlink 


“FOR OVER 
A THOUSAND 
GENERATIONS THE 
YoEDI KNIGHTS WERE 
THE GUARDIANS 
OF PEACE AND 
JUSTICE IN THE OLD 
REPUBLIC." 


- OBI-WAN KENOBI 
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Jedi Refugee Encounters 
Jedi refugees make excellent mentors and allies for any heroes in the Dark 
Times or the Rebellion era. Unless the heroes are upstanding citizens of the 
Empire, they might cross paths with one or more Jedi refugees at any point 
during their careers. Most Jedi refugees are wary about new allies at first, 
given the Empire's many attempts to infiltrate their inner circle, but once a 
potential ally proves to be loyal, they are quick to return the sentiment. 
Jedi refugees are rarely found in the presence of other Force-users. Most 
encounters with Jedi refugees will include a small number of allies, usually 
soldiers or other rebellious agents who help the Jedi further his or her goals. 
Jedi refugees work well with soldiers who can provide ranged attacks and 
cover fire as the Jedi moves into melee. Additionally, a Jedi refugee encounter 
might include a pilot and a fast vehicle, allowing the Jedi to flee quickly in 
case the Empire shows up. 


HED! DUELIST 

The lightsaber, chosen weapon of the Jedi, is the symbol of everything 
that the Jedi Order stands for. It is an elegant weapon for a more civilized 
age, and those Jedi Knights who focus on its use, called Jedi duelists, can 
perform amazing feats when using the weapon. Jedi duelists dedicate much 
of their careers to the study of the lightsaber. Where other Jedi might excel 
at investigation or negotiation, a Jedi duelist is called in when violence is 
the most likely solution to the problem. Jedi duelists have a great deal of 
prowess in other areas as well, but their skill with the lightsaber makes 
them stand out. 

Jedi duelists are among the most knowledgeable about lightsaber fighting 
styles in the entire Order. Some duelists specialize in a single lightsaber style 
{the Jedi duelist presented here is an Ataru master), while others dedicate 
themselves to the study of all lightsaber forms in the hope of better under- 
standing how the weapon can be used. Jedi duelists often see the lightsaber 
as an implement of spirituality and use practice of the various lightsaber 
forms as a kind of meditation. When lost in lightsaber practice, a Jedi duelist 
finds himself opening up to the Force completely, nearly surrendering his very 
will to the Force as it guides the humming blade of the weapon. 


Jedi Duelist Encounters 

When a Jedi duelist is the primary character in an encounter, he is usually 
supported by other Jedi, in order to keep the duelist from becoming the sole 
target. Additionally, other Jedi who specialize in controlling the combat arena 
with Force powers—such as Force slam and Force thrust—make excellent 
companions for a Jedi duelist because they keep the battlefield open and 
allow the duelist to approach enemies with greater ease. 


Jedi Duelist CL 13 
Medium Jedi 7/Jedi Knight 6 

Force 6 

Init +14; Senses Perception +10 


Languages Basic 


Defenses Ref 28 (flat-footed 25), Fort 25, Will 29; Block, Deflect 
hp 90; Threshold 25 


Speed 6 squares 

Melee lightsaber +18 (248+13) or 

Melee lightsaber +16 (348413) with Rapid Strike or 

Melee lightsaber +18 (3d8+13) with Mighty Swing or 

Melee lightsaber +13 (2d8+13] and 
lightsaber +13 (2d8+13) with Double Attack 

Base Atk +13; Grp +16 

Atk Options Acrobatic Strike, Ataru, Double Attack (lightsabers), Mighty 
Swing, Rapid Strike 

Special Actions Redirect Shot 

Force Powers Known (Use the Force +11): battle strike (3), Force disarm 
Force slam, Force thrust, negate energy, rebuke, surge (2) 

Force Techniques Force Point Recovery, Improved Force Trance, 
Improved Sense Force 

Abilities Str 15, Dex 17, Con 10, Int 10, Wis 18, Cha 10 

Special Qualities build lightsaber 

Talents Ataru, Block, Deflect, Greater Weapon Focus (ightsabers), 
Greater Weapon Specialization {lightsabers), Redirect Shot, Weapon 
Specialization (lightsabers) 

Feats Acrobatic Strike, Double Attack (lightsabers), Force Sensitivity 
Force Training (3), Mighty Swing, Rapid Strike, Skill Training 
(Acrobatics), Weapon Focus (lightsabers), Weapon Proficiency 
(lightsabers, simple weapons) 

Skills Acrobatics +14, Initiative +14, Use the Force +11 

Possessions Jedi robes, lightsaber (self-built) 


IMPERIAL KNIGHT 

The Imperial Knights are 2 members of a Force-using tradition that arises 
during the time of Darth Krayt, some 130 years following the Battle of Yavin 
Like Jedi Knights, the Imperial Knights were trained in the ways of the Force 
including the use of lightsabers. Unlike the Jedi, however, Imperial Knights 
swore fealty to the Emperor of the period, Roan Fel, above all else. As such 
members of the New Jedi Order did not recognize the Imperial Knights as 
true Jedi 


Of the traits that set Imperial Knights apart from their Jedi cousins, the 
most prominent were their use of silver-bladed lightsaber and red battle 
armor. Perhaps the most interesting affectation used by the Imperial Knights 
were gauntlets composed of cortosis weave, which would cause any light- 
saber blade that came into contact with them to become nonfunctional. 

When a Sith Lord proclaimed himself Emperor, the Imperial Knights who 
survived the coup worked with the former Emperor in an effort to bring down 
the usurper. Though only a small number of Imperial Knights are thought to 
have survived the coup, it is possible that others managed to do so. 


Imperial Knight 

Medium Human Jedi 7/Jedi Knight 3 

Force 6; Dark Side 3 + 

Init +12; Senses Perception +11 

Languages Basic 

Defenses Ref 29 (flat-footed 27), Fort 28, Will 24; Deflect 

hp 109; Threshold 28 

Speed 6 squares 

Melee lightsaber +15 (2d8+9) or 

Melee lightsaber +13 (348+8) with Rapid Strike or 

Melee lightsaber +11* (2d8+17) or 

Melee lightsaber +13* (3d8+22) with Powerful Charge and Rapid Strike 

Base Atk +10; Grp +13 

Atk Options Battle Meditation, Power Attack, Powerful Charge, 
Rapid Strike 

Special Actions Equilibrium, Redirect Shot 

Force Powers Known (Use the Force +10): battle strike, Force slam, 
rebuke, surge 

Force Techniques Force Point Recovery 

Abilities Str 16, Dex 14, Con 16, Int 10, Wis 12, Cha 10 

Special Qualities build lightsaber 

Talents Armored Defense, Battle Meditation, Deflect, Equilibrium, 
Improved Armored Defense, Redirect Shot 

Feats Armor Proficiency (light, medium), Force Sensitivity, Force Training, 
Improved Defenses, Power Attack, Powerful Charge, Rapid Strike, 
Weapon Focus (lightsabers), Weapon Proficiency (lightsabers, simple 
weapons) 

Skills Endurance +13, Initiative +12, Use the Force +10 

Possessions lightsaber (self-built), battle armor (+8 armor, +2 
equipment), comiink, cortosis gauntlet, various personal belongings 

* Includes 4 points of Power Attack. 


CL 10 


Imperial Knight Encounters 

During the time of Darth Krayt, Imperial Knights acted as the sworn protec- 
tors of Emperor Roan Fel. As such, they are rarely encountered away from 
the Emperor. Following the coup by Darth Krayt that put the Sith Lord on the 
galactic throne, the Imperial Knights who remained behind might be found 
anywhere, working to put a stop to the new Emperor's rule. 

Tactically, Imperial knights are similar to Jedi. They work well together, 
using their lightsabers to redirect blaster shots against their foes until 
they can close to melee range. When fighting other lightsaber-wielding 
Force-users, Imperial Knights attempt to use their cortosis gauntlets to 
deactivate their enemies’ weapons for a few minutes. Given their loyalty to 
their Emperor, Imperial Knights are less concerned with maintaining a bal- 
ance between light and dark. As such, some might employ powers that are 
normally designated as dark side. 


“IMPERIAL KNIGHTS! 
SAVE YOUR EMPERORI"” 


—- MOHRGAN 


SUOADTUTHE) 


S 


JEDI MASTER 

Jedi Master CL 15 
Medium Jedi 7/Jedi Knight 5/Jedi Master 3 

Force 6 


Init +14; Senses Perception +10 
Languages Basic, 1 other 


Defenses Ref 30 (flat-footed 28, Lightsaber Defense 31), Fort 30, Will 31; 
Deflect 
hp 137; Threshold 30 


Speed 6 squares 

Melee lightsaber +18 (2d8+8) or 

Melee lightsaber +16 (348+8) with Rapid Strike or 

Melee lightsaber +15 (2d8+8) and 
lightsaber +15 (2d8+8) with Double Attack 

Base Atk +15; Grp +17 

Atk Options Battle Meditation, Cleave, Double Attack (lightsabers), 
Power Attack, Rapid Strike 

Special Actions Damage Reduction 10, Force Focus, Lightsaber Defense, 
Redirect Shot, serenity, Soresu 

Force Powers Known (Use the Force +12): battle strike (3), farseeing, 
Force thrust, mind trick (2), move object, rebuke, surge (2), 
vital transfer 

Force Techniques Force Point Recovery, Force Power Mastery (mind trick) 

Force Secrets Distant Power, Quicken Power 

Abilities Str 12, Dex 14, Con 14, Int 12, Wis 16, Cha 10 

Special Qualities build lightsaber, fearless, serenity 

Talents Battle Meditation, Damage Reduction 10, Deflect, Force Focus, 
Force Fortification, Lightsaber Defense, Multiattack Proficiency 
(lightsabers), Redirect Shot, Soresu 

Feats Cleave, Double Attack (lightsabers), Force Sensitivity, Force Training 
(3), Power Attack, Rapid Strike, Skill Training (Endurance), Weapon 
Focus (lightsabers), Weapon Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +14, Endurance +14, Initiative +14, Perception +10, Use 
the Force +12 

Possessions lightsaber (self-built), encrypted comlink, Jedi robes 


Jedi Masters have reached the top of their craft within the Jedi Order. 
Achieving the title of Jedi Master requires patience, perseverance, and above 
all, faith in oneself. A deep understanding of the Force is a must, for a Jedi 
Master is able to unlock powerful secrets that few Jedi even dream of com- 
prehending. It is not a journey that is quickly made, and few Jedi survive long 
enough to complete it. Those who do are widely respected, and justly so. 


For a Jedi Knight to become a Jedi Master, he is usually required to take 
on a Padawan learner. That Padawan must be fully trained as a Jedi Knight 
before the teacher can be considered as a Jedi Master. Not only does training 
a Padawan take years, it also requires inhuman patience and the ability to 
instruct another sentient being in the often esoteric ways of the Force 
Success is never assured, and a Padawan who does not have the proper 
mindset or talent might never come to face the trials. Such a failure might 
not become apparent for several years, but when discovered would require 
the would-be Jedi Master to take on a new apprentice. 

For most of the history of the Jedi tradition, only Jedi Masters were 
placed on the Jedi Council. This state of affairs changed during the Rise 
of the Empire, when Anakin Skywalker was appointed to the Council by 
Emperor Palpatine. Although the Council respected Palpatine’s insistence t 
Skywalker be made a member, it refused to grant the young knight status as 
a Jedi Master. This perceived insult, combined with Anakin’s overwhelming 
arrogance, was instrumental in bringing the young Jedi to the dark side of 
the Force. 


JEDI MASTER ENCOUNTERS 

Jedi Masters are sent on important and dangerous missions by the Jedi 
Council, Some operate alone, while others continue to instruct Padawans 
long after they have achieved the title of Master. These latter individuals 
travel with their Padawans, an arrangement that allows them to instruct their 
students in a more hands-on fashion. It also exposes their apprentices to 
riskier, high-priority assignments, which increases the learner's confidence 
all the more. 

Whether or not a Jedi Master is encountered in the company of his 
Padawan learner, he is an opponent who cannot be underestimated. Though 
he might try to bring a conflict to a peaceful resolution, he is always able 
to bring forth his lightsaber, as well as his considerable knowledge of the 
Force, in order to pursue what the Order refers to as “aggressive negotia- 
tions.” Few mundane opponents can stand against the skill and ability of 
a Jedi Master. 


JEDI SAGE MASTER 


Some Jedi Masters are known as scholars even among their peers. These . 


individuals, sometimes called Jedi Sage Masters, are the keepers of knowl- 
edge, and they spend much of their time deep in research or contemplation. 
They seek to test the boundaries of what is possible, while at the same time 
passing on this knowledge to those around them. If a question or problem 
comes to light that cannot be answered by members of the Jedi Council, 
these scholars are consulted, 

Though they are seldom seen outside the walls of the Jedi Temple on 
Coruscant, Jedi Sage Masters do sometimes venture out in order to conduct 
field research. This research might involve the excavation of a Sith temple 
or the observation of a new species or life form. Keeping the archives up 
to date requires a constant influx of information. Jedi scholars and their 
apprentices, along with non-Jedi experts, are at the forefront of this never- 
ending process. 

Jedi Sage Masters are often asked to meet with potential Padawan 
learners in order to judge their Force potential. In this regard, they uphold 
their duty to help teach new Jedi by discerning which students have the 
most aptitude with the Force. They often take on Padawans of their own, 
especially if a candidate is intellectually adept and eager to learn more 
mundane abilities. 

Although the Jedi Sage Master detailed in this entry is an expert in 
galactic lore as well as physical and life sciences, Jedi scholars are a diverse 
group. The Knowledge skills in this statistics block can be replaced with any 
other Knowledge specialty, Given their knowledge of customs and philo- 
sophical thought, scholars who specialize in the social sciences often excel 
ina consular role, while those who focus on tactics might serve as generals 
among the Jedi. 


Jedi Sage Master CL15 

Medium Jedi 7/Jedi Knight 5/Jedi Master 3 

Destiny 1; Force 6 

Init +8; Senses Perception +19; Force Perception 

Languages Basic, 7 others 

Defenses Ref 29 (flat-footed 28), Fort 28, Will 32 

hp 92; Threshold 28 

Speed 6 squares 

Melee lightsaber +16 (2d8+7) 

Base Atk +15; Grp +16 

Atk Options Improved Disarm, Melee Defense 

Special Actions Adept Negotiator, Force Focus, serenity, Skilled Advisor 

Force Powers Known (Use the Force +19); farseeing, Force disarm, Force 
stun (2), mind trick (2), move object, negate energy, rebuke (2), sever 
Force, vital transfer 

Force Techniques Improved Sense Force, Improved Telepathy { 

Force Secrets Distant Power, Multitarget Power 

Abilities Str 10, Dex 12, Con 8, Int 17, Wis 16, Cha 15 

Special Qualities build lightsaber, fearless, serenity 

Talents Adept Negotiator, Force Focus, Force Perception, Force 
Persuasion, Foresight, Gauge Force Potential, Master Negotiator, 
Skilled Advisor, Visions 

Feats Force Training (3), Force Sensitivity, Improved Disarm, Linguist, 
Melee Defense, Skill Focus (Knowledge [galactic lore]), Skill Focus 
(Knowledge [physical sciences]), Skill Focus (Use the Force), Weapon 
Proficiency (lightsabers, simple weapons) 

Skills Endurance +11, Knowledge (galactic lore) +20, Knowledge (life 
sciences) +20, Knowledge (physical sciences) +15, Perception +19, 
Persuasion +19, Use the Force +19 

Possessions lightsaber (self-built), Jedi robes 


Jedi Sage Master Encounters 

Even though a Jedi Sage Master is somewhat less combat-oriented than 
his peers, this does not mean he should be trifled with. Though they are 
sometimes typified as stodgy old codgers with their noses buried in old 
holocrons, Jedi Sage Masters are some of the most powerful members of 
the Jedi tradition. The knowledge that they possess on an individual basis is 
staggering, and they can call upon the lessons of the past in order to solve 
the problems of the future, 

In combat, a Jedi Sage Master concentrates on self-defense and disarming 
an opponent. Negotiation is an important component of his strategy, and he 
is not above using the Force in order to facilitate a peaceful resolution to a 
potentially dangerous situation. 


7wED! BATTLEMASTER 


Jedi Battlemaster CL 15 

Medium Jedi 8/Jedi Knight S/Jedi Master 2 

Force 5 

Init +19; Senses Perception +9 

Languages Basic 

Defenses Ref 30 (flat-footed 28, Lightsaber Defense 31), Fort 29, Will 30; 
Block, Deflect 

hp 122; Threshold 29 

Speed 6 squares 

Melee lightsaber +21 (2d8+14) or 

Melee lightsaber +19 (3d8+14) with Rapid Strike or 

Melee lightsaber +16 (2d8+14) and 
lightsaber +16 (2d8+14) with Double Attack 

Base Atk +15; Grp +18 

Atk Options Double Attack (lightsabers), Power Attack, Rapid Strike 

Special Actions Juyo, Lightsaber Defense, Redirect Shot, serenity 

Force Powers Known (Use the Force +14): bottle strike (3), 

Force slom (2), move object, surge (3) 

Force Techniques Force Point Recovery (2) 

Force Secrets Multitarget Power 

Abilities Str 16, Dex 14, Con 12, Int 10, Wis 14, Cha 14 

Special Qualities build lightsaber, fearless, serenity 

Talents Block, Deflect, Greater Weapon Focus (lightsabers), Greater 
Weapon Specialization (lightsabers), Juyo, Lightsaber Defense, Redirect 
Shot, Weapon Specialization (lightsabers) 

Feats Double Attack (lightsabers), Force Sensitivity, Force Training, Power 
Attack, Rapid Strike, Skill Focus (Initiative), Skill Training (Acrobatics), 
Skill Training (Endurance), Weapon Focus (lightsabers), Weapon 
Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +14, Endurance +13, Initiative +19, Use the Force +14 

Possessions lightsaber (self built), Jedi robes 


Since it is the traditional weapon of their Order, every Jedi has some degree 
of expertise with the lightsaber. Jedi Masters who focus on the use of the 
Jightsaber to the exclusion of all else, however, are some of the deadliest 
individuals in the galaxy. Few beings can match their skill with an energy 
blade, and many a conflict has hinged upon the martial prowess of such 
skilled Jedi Masters. 

The path of the Jedi Master leaves little room for mistakes. Jedi who 
hone their combat skills must do so in such a way that they are not tainted 
by the horrors of war. The battlefield is an environment filled with stress 
and danger, and it is almost impossible to experience these rigors without 


being changed, either emotionally or spiritually. Jedi Masters must let the 
extremes of emotion wash over them, accepting them as they might accept 
any other event. They might recognize the ultimate futility of conflict, but 
they must also recognize that some goals can be accomplished only through 
the application of military might. 

It is not enough for a Jedi Master to know how to strike—he must also 
know when to strike. “Aggressive negotiations" (a Jedi euphemism for 
combat) are used only as a last resort, after diplomacy and reason have 
failed. The desired outcome of such action is always peace, and strength of 
arms must always be tempered with the wisdom to know when it is prudent 
to relent. The Jedi battlemaster is obligated to recognize these facts, and 
to act accordingly. 


Jedi Battlemaster Encounters 
Of all the Jedi, the battlemaster is perhaps the most physically dangerous 
Despite his obvious superiority on the battlefield, he is still only a single 
being, He rarely attacks large groups of foes, preferring to instead fight in an 
intelligent and logical manner. Fast attacks, tempered with feints and tactica 
withdrawals, are often the order of the day for the lone battlemaster. When 
in the company of one or more other Jedi, he is more willing to take greater 
risks if doing so will end the conflict sooner. 

if the battlemaster has a weakness, itis his focus on the martial aspects of 
the Jedi tradition. Though he can be a capable negotiator if necessity dictates 
it, a battlemaster understands that he is far more skillful when wielding a 
weapon. He will defer to other Jedi Masters, or even Knights, in the event 
that they are more formidable negotiators than he is. If a foe offers to sur- 
render or negotiate terms, a battlemaster always considers such proposals 
carefully before either accepting or rejecting them 


4eD! SENTINEL MASTER 

The Jedi sentinels were established during the days of the Old Republic. They 
were taught to withstand the influence of the dark side of the Force, and 
they did so with varying degrees of success. Due to this resistance, they were 
often employed to actively seek out rogue Jedi and servants of the dark side 
They were most commonly denoted by their yellow-bladed lightsabers, but 
this old tradition is not always adhered to. 

Sentinels are dangerous individuals, due to their specialized training as 
well as their ability to find, track, and eradicate threats to the light without 
being taken over by the dark. Because of their near-constant exposure to 
the servants of the dark side, few sentinels rise to the rank of Jedi Master 
The ones who do are lauded for their strength of character, though even they 
are sometimes considered suspect by their peers. 

Some Jedi argue that constant exposure to the dark side is a jure that 
cannot be withstood forever, even by individuals who are sworn to destroy it. 
For this reason, Jedi sentinels are often viewed with wariness by their fellows 


in the Jedi Order. Although this attitude can be a sore spot for some, it is a 
rare sentinel who shows much concern about the paranoia of others. Most 
sentinels take it in stride and expect nothing less. 

Sentinels are a rare breed of Jedi, and those who reach the rank of Jedi 
Master are rarer still, Despite this scarcity, they have long been a part of 
the Order, and the malignant plans of many evil beings have been brought 
to heel due to the tenacity of these brave souls. 


Jedi Sentinel Master Encounters 

A sentinel who has risen to the rank of Jedi Master makes an excellent 
mentor or patron, either for a single Jedi or for a group of heroes; such an 
individual js not above using others to help him in his effort to destroy dark 
side influences. A sentinel Master might also be employed as an opponent 
for characters who continually flaunt their power in malicious and inap- 
propriate ways. In the case of characters who are lost to the dark side, a 
sentinel Master and his allies present the players with a difficult long-term 
‘enemy to avoid or defeat. 

The sentinel Master is a sworn enemy of the dark side, but he is not a 
foolish adversary. He will often bide his time, using his powers and contacts 
inan effort to isolate and judge his enemies. Once he has done his research, 
a sentinel Master acts as judge, jury, and executioner. He is not above allow- 
ing his enemies to repent their wicked ways, but such a decision is rarely 
made lightly. 


Jedi Sentinel Master CL 16 


Medium Jedi 7/Jedi Knight 5/Jedi Master 4 
Force 6; Strong in the Force 

Init +9; Senses Perception +22: Force Perception 
Languages Basic, 2 others 


Defenses Ref 31 (flat-footed 30), Fort 30, Will 33 
hp 112; Threshold 30 


Speed 6 squares 

Melee lightsaber +17 (2d8+7) 

Base Atk +16; Grp +17 

Atk Options Dark Side Scourge, Melee Defense 

Special Actions Force Focus, serenity 

Force Powers Known (Use the Force +22): battle strike, farseeing, 
Force disarm, Force slam, mind trick (2), move object, rebuke (2), 
sever Force (2), surge 

Force Techniques Improved Sense Force, Improved Sense Surroundings 

Force Secrets Devastating Power, Quicken Power 


Abilities Str 8, Dex 12, Con 10, Int 14, Wis 16, Cha 18 

Special Qualities build lightsaber, fearless, serenity 

Talents Clear Mind, Dark Side Sense, Dark Side Scourge, Force Focus, 
Force Fortification, Force Perception, Foresight, Resist the Dark Side, 
Visions 

Feats Force Sensitivity, Force Training (3), Improved Defenses, Melee 
Defense, Skill Focus (Use the Force), Skill Training (Initiative), Strong 
in the Force, Weapon Facus (lightsabers), Weapon Proficiency 
(lightsabers, simple weapons) 

Skills Endurance +13, Knowledge (galactic lore) +15, Perception +22, 
Pilot +14, Use the Force +22 (can reroll when avoiding detection by 


the Force, must take second result; can reroll when sensing opponents 


with a Dark Side Score of 1+, must take second result) 
Possessions lightsaber (self-built), Jedi robes 


*IM NOT LOOKING 
FOR A FRIEND, 
I'M LOOKING FOR A 
YJEDI MASTER." 


—- LUKE SKYWALKER 
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wEDI PADAWAN 


Jedi Padawan cLs5 


Medium Jedi 5 

Force 7 

Init +4; Senses Perception +8 
Languages Basic, 1 other 


Defenses Ref 18 (flat-footed 16), Fort 17, Will 17; Deflect 
hp 57; Threshold 17 


Speed 6 squares 

Melee lightsaber +7 (248+2) or 

Melee lightsaber +5 (3842) with Rapid Strike 

Base Atk +5; Grp +7 

Atk Options Rapid Strike 

Special Actions Equilibrium 

Force Powers Known (Use the Force +8): move object, surge 


Abilities Str 10, Dex 14, Con 12, Int 13, Wis 12, Cha 12 

Talents Deflect, Equilibrium, Telekinetic Savant 

Feats Force Sensitivity, Force Training, Rapid Strike, Skill Training (Pilot), 
Weapon Finesse, Weapon Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +9, Perception +8, Use the Force +8, Pilot +9 

Possessions lightsaber, Padawan robes, comlink 


A Jedi Padawan is more than simply a young student of the Force: she is 
also an apprentice Jedi. Becoming a Padawan requires sensitivity to the 
Force as well as initial training in its use and in the use of a lightsaber. After 
having proven herself worthy of further training, a Padawan is apprenticed 
to a Jedi Knight or Jedi Master who then trains her in the mysteries of the 
Force and in the philosophy of the Jedi. Very little of this education is formal 
instruction or classroom training. Instead, a Padawan travels with a Jed 
aiding him in his missions, observing his actions, and learning in a direct 
and immediate fashion how to truly be a Jedi and to personally embody the 
Jedi philosophy, 

This apprenticeship is not without risk; Jedi sometimes take their 
Padawans into exceptionally dangerous situations, but it is the responsibility 
ofa Jedi to protect his Padawan, and the responsibility of a Padawan to listen 
to and heed her Master's instructions. Padawans from species that have hair 
typically grow a single braid to signify their status, and cut the braid off when 
they become Knights. A Jedi teaches a single Padawan at one time. 


YEDI PADAWAN ENCOUNTERS 

Jedi Padawans can be encountered anywhere in the galaxy, but each is almost 
always found near to her Master, aiding him in his missions. Even Padawan 
adolescent age can help with dangerous missions involving delicate negotis- 
tions or vital espionage. Others help their Masters in the difficult and often 
risky tasks of galactic peacekeeping, and much of the way a Padawan learns 
is by fighting at her Master's side. 

A Padawan might be encountered alone when she has been assigned to 
complete a less dangerous part of a mission or on the rare occasion when 
her Master decides that a particular endeavor is simply too perilous for 
her. The strong bond between Padawan and Master and the responsibility 
that Jedi feel for their Padawans means that sometimes Padawans become 
tempting targets for kidnappers who are intent on distracting or influencing 
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a particular Jedi. 


“TRULY WONDERFUL 
THE MIND OF A 
CHILD IS. 


JENSAARAI DEFENDER 

Jensaarai Defender cL8 

Medium Jedi 5/soldier 3 

Force 5; Dark Side 1 

Init +11; Senses Perception +5 

Languages Basic 

Defenses Ref 25 (flat-footed 23), Fort 22, Will 20; Block, Deflect 

hp 85; Threshold 22 

Speed 4 squares 

Melee lightsaber +13 (2d8+6) or 

Melee lightsaber +11 (3d8+6) with Mighty Swing 

Base Atk +8; Grp +11 

Atk Options Mighty Swing 

Force Powers Known (Use the Force +10): battle strike (2), 
Force slam, surge 

Abilities Str 16, Dex 14, Con 14, Int 8, Wis 12, Cha 12 

Talents Armored Defense, Attune Armor, Block, Deflect, 
Improved Armored Defense 

Feats Armor Proficiency (light, medium), Force Sensitivity, Force 
Training (2), Mighty Swing, Skill Training (Initiative), Weapon Focus 
(lightsabers), Weapon Proficiency (simple, lightsabers) 

Skills Initiative +11, Use the Force +10 

Possessions ceremonial armor (+7 armor), lightsaber, comlink, 100 credits 


The Jensaarai are Force-using warriors from Suarbi 7/5. Originally founded 
by rebel Jedi in the waning days of the Republic, the Jensaarai embrace some 
Sith teachings while still practicing a great deal of Jedi philosophy. Though 
they tread close to the dark side in many of their practices, the Jensaarai 
still maintain the discipline required to serve the Force. 

The Jensaarai are much like Jedi in their study of martial practices, but 
differ in that a significant event in their training involves the creation of a 
custom suit of ceremonial armor tailored to the individual Jensaarai Defender. 
These ceremonial suits of armor resemble creatures that represent person 
ality traits and favored philosophies of their bearers, and Jensaarai attune 
themselves to their armor in order to fight at maximum efficiency. Though 
the bulk of the Jensaarai are found on Suarbi 7/5, many venture out into 
the galaxy to explore and learn more about other worlds before returning 
to their duties 


HENSAARA!I ENCOUNTERS 

Jensaarai Defenders are relatively secretive, and they fight only when forced 
to. They dedicate themselves to protecting their people, the inhabitants of 
Suarbi 7/5, and the other Jensaarai. When engaged in combat, they tend to 
fight hard and are unwilling to surrender. They focus their Force power use 
on defensive situations, preferring to confront enemies head-on rather than 
through the Force. Jensaarai Defenders usually attack voraciously, hoping 
to eliminate any threat to their safety and secrecy before the enemy can 
escape. Jensaarai have a particular disdain for Jedi, and they will seek out 
a Jedi on the field of combat whenever one is present, to the exclusion of 
all other foes. 

Encounters involving a Jensaarai Defender rarely include Force-users 
from other traditions (Jedi or otherwise). Jensaarai Defenders are formidable 
enemies when encountered in small groups, especially when they can get 
close enough to engage their enemies in melee combat. Additionally, some 
Jensaarai design their armors based on favored creatures, and might even 
have one of those creatures as a pet; for example, a Jensaarai Defender 
whose armor resembles a vornskr might bring her pet vornskrs into battle 
to fight at her side. 
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MARTIAL ARTIST 


Martial Artist CcL7 

Medium soldier 7 

Force 2 

Init +10; Senses Perception +8 

Languages Basic, 1 other 

Defenses Ref 23 (flat-footed 18), Fort 21, Will 17 

hp 77; Threshold 21 

Speed 6 squares 

Melee combat gloves +10 (1d10+8) or 

Melee force pike +10 (2d8+7) 

Base Atk +7; Grp +12 

Atk Options Expert Grappler, Melee Defense, Melee Smash, Stunning 
Strike, Unbalance Opponent 

Abilities Str 16, Dex 14, Con 14, Int 13, Wis 10, Cha 8 

Talents Expert Grappler, Melee Smash, Stunning Strike, Unbalance 
Opponent 

Feats Armor Proficiency (light, medium), Martial Arts |, Martial Arts Il, 
Martial Arts Ill, Melee Defense, Skill Training (Acrobatics), Weapon 
Proficiency (advanced melee weapons, pistols, rifles, simple weapons) 

Skills Acrobatics +10, Endurance +10, Initiative +10, Jump +11, 
Perception +8 

Possessions force pike, combat gloves, utility belt with medpac 


Martial artists have trained their bodies to become living weapons. Depending 
on the technique in which one trains, a martial artist can be anything from 
an aggressive brawler who pummels his foes senseless to a graceful, fluid 
practitioner who uses his enemies’ strength against them. 


MARTIAL ARTS AND 

SIMPLE WEAPONS 

For the purpose of feats and talents that allow you to select a 

weapon group for that ability to apply to, unarmed attacks are 

simple weapons. However, combat gloves provide a martial artist 

with a damage advantage that lets him make use of talents such 

as Weapon Specialization (simple weapons), further increasing his” 
aptitude for unarmed attacks. Combat gloves are considered simple 

weapons, but attacks with combat gloves are still considered to be 

unarmed attacks. 


Regardless of the technique each one uses, martial artists excel at close 
combat—many eschew using ranged weapons of any kind. On worlds where 
weapons are highly regulated or rare, martial artists are relatively common. 
since they do not need weapons to protect themselves or fight their foes 
There are also Force-using martial arts schools (outside of the Jedi tradition) 
that train individuals in ways to harness their inner power for combat. Both 
the Jedi and the Sith monitor martial artists and their schools for potential 
recruits, knowing that such exceptional individuals who are in tune with 
their own power and with the Force have the proper qualities to make idea 
candidates. 


MARTIAL ARTIST ENCOUNTERS 
Martial artists can easily fill the same niche as brutes (page 20), but instead 
of barely trained combatants, the heroes find themselves facing a capable 
melee warrior. Despite their name, martial artists could serve as bodyguards 
or even soldiers or commandos who specialize in close combat—they might 
still carry blasters, but use them only for situations that their furious fists 
cannot handle. 


Many martial artists can be found in the employ of crime lords or working 
as gladiators on many worlds, where their skills are used for the entertain- 
ment of the masses. Heroes who find themselves in the clutches of such 
criminals might wake up on the bloodstained floor of a gladiatorial pit or 
arena, surrounded by martial artists ready to beat them senseless yet again. 
Weapons might be thrown onto the ground for the combatants to use, or 
possibly not—the crowd might demand to see each fighter survive using only 
his or her bare hands. 

Alternatively, martial artists could represent freedom fighters who use 
their own bodies as weapons to overthrow their oppressors. Such individu- 
als could easily slip past checkpoints and scanners on the lookout for illegal 
weapons or armor, which martial artists do not need. Then, once they are 
inside the target area, the intruders spring into action. 


MASTER OF TERAS KASI 
Terds Kasi is a powerful and deadly martial arts form that enables its wielder 
to deal devastating amounts of unarmed damage. 


Master of Teras Kasi 

Medium soldier 7/elite trooper 7 

Force 2 

Init +15; Senses Perception +12 

Languages Basic, 1 other 

Defenses Ref 32 (flat-footed 26), Fort 30, Will 24 

hp 129; DR 3; Threshold 30 

‘Speed 6 squares 

Melee combat gloves +19 (2d10+13) or 

Melee combat gloves +17 (3d10+13) with Rapid Strike or 

Melee combat gloves +14 (2d10+13) and nN 
combat gloves +14 (2d10+13) with Double Attack 

Base Atk +14; Grp +20 

Atk Options Double Attack (simple weapons), Expert Grappler, Melee 
‘Smash, Point Blank Shot, Rapid Strike, Stunning Strike, Unbalance 
Opponent 

Abilities Str 18, Dex 16, Con 14, Int 13, Wis 10, Cha 8 

Special Qualities damage reduction 3, delay damage 

Talents Expert Grappler, Melee Smash, Stunning Strike, Teras Kasi Basics, 


Teras Kasi Mastery, Unarmed Counterstrike, Unarmed Parry, Unbalance cS 
Opponent Q g, 


cL 14 


Feats Armor Proficiency (light, medium), Double Attack (simple weapons), 
Martial Arts |, Martial Arts I, Martial Arts II|, Point Blank Shot, Rapid \) 
Strike, Weapon Focus (simple weapons), Weapon Proficiency (advanced 
melee weapons, pistols, rifles, simple weapons) 

Skills Acrobatics +15, Endurance +14, Initiative +15, Perception +12 

Possessions combat gloves, utility belt with medpac 


“THE ART OF TERAS V 
KASI IS ABOUT : 
CONTROL AND 

MASTERY OF ONE'S 

SELF." 


—- WJOCLAD DANUA, 
HED! KNIGHT 


MEDIC 


Medic cL3 

Medium nonheroic 6/soldier 1 

Force 5 

Init +8; Senses Perception +4 

Languages Basic, 1 other 

Defenses Ref 15 (flat-footed 15), Fort 13, Will 12 

hp 29; Threshold 13 

Speed 6 squares 

Melee knife +5 (144) 

Ranged blaster carbine +5 (3d8) or 

Ranged blaster pistol +5 (346) 

Base Atk +5; Grp +5 

Atk Options autofire (blaster carbine) 

Special Actions Battle Analysis 

Abilities Str 10, Dex 10, Con 10, Int 12, Wis 13, Cha 12 

Talents Battle Analysis 

Feats Armor Proficiency (light), Skill Focus (Treat Injury), Skill Training 
(Knowledge [tactics], Toughness, Weapon Proficiency (pistols, rifles, 
simple weapons) 

Skills Initiative +8, Knowledge (tactics) +9, Treat Injury +14 

Possessions knife, blaster pistol, blaster carbine, 2 stun grenades, combat 
jumpsuit (+4 armor), comlink, field kit, medical kit, 2 FastFlesh 
medpacs, holster 


When a soldier falls in battle, it is the duty of the medic to tend to him there 
or drag him back from the front lines to the field hospital. What separates 
a medic from a doctor is that a medic receives rudimentary combat train- 
ing to enable him to fight alongside his companions against enemy forces. 
Although possessed of some combat ability, a medic is not an ideal fighter 
and spends most of his time tending to the wounded. 


MEDIC ENCOUNTERS 

Medics are attached to military units, usually in a ratio of one medic for 
every dozen or so soldiers, more or less depending on the quality of the unit. 
Mercenary companies have fewer trained medics than other combat groups, 
ieaving most mercenaries to tend to their own wounds. 

A medic is an important and valued member of any outfit. Since the medic’s 
main responsibility is saving lives, most units don’t risk their medics without, 
good reason. In fact, soldiers often take risks to keep their unit's medic safe, 
even exposing themselves to gunfire to deal with a threat to the medic. In 
exchange, the soldiers expect the medic to move quickly when one of the 
team falls. While the medic applies  medpac, the rest of the team provides 
covering fire until the medic and his injured patient can return to cover. 


FASTFLESH MEDPAC 

A FastFlesh medpac offers a broader range of medical instruments and 
agents than does a standard medpac. Each FastFlesh medpac has enough 
materials for a single use. A character who benefits from a FastFiesh 
medpac or a standard medpac cannot again derive benefits from any 
medpac for 24 hours. 

Using a FastFlesh medpac grants you a +5 equipment bonus to a 
Treat Injury check made to perform first aid. Otherwise, this medpac 
functions as a normal medpac. 

Cost 600; Weight 0.5 kg. 


MERCENARY 


Mercenary Soldier CL3 

Medium nonheroic 6/soldier 1 

Force 5; Dark Side 1 

Init +9; Senses Perception +3 

Languages Basic 

Defenses Ref 17 (flat-footed 16), Fort 14, Will 12 

hp 22: Threshold 14 

Speed 6 squares 

Melee combat gloves +6 (144+2) 

Ranged blaster rifle +6 (348) or 

Ranged frag grenade +6 (4d6) 

Base Atk +5; Grp +6 

Atk Options autofire (blaster rifle) 

Special Actions Combined Fire 

Abilities Str 12, Dex 12, Con 11, Int 10, Wis 10, Cha 10 

Talents Combined Fire 

Feats Armor Proficiency (light), Coordinated Attack, Improved 
Defenses, Skill Training (Endurance), Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Endurance +8, Initiative +9 

Possessions combat gloves, blaster rifle, frag grenade, combat jumpsuit 
(+4 armor), comlink, field kit, company insignia 


Mercenaries are professional soldiers who fight for anyone who will pay 
them. Their loyalty extends only so long as the credits keep rolling in, and 
even then they might break a contract if the job sours or seems hopeless. A 
mercenary doesn’t sign on for causes and doesn't care about the nature or 
identity of his employer, only that he is paid and paid on time. Their fickle 
nature and lack of regard for the reasons behind a conflict make mercenaries 
unattractive soldiers for many, but for those who have coin to spend and are 
desperate enough, a company of mercenaries can make do in the absence 
of more disciplined troops. 

Mercenary companies are organized in the same ways as other military 
units. Soldiers make up the bulk of the fighting outfit, and supporting them 
are numerous specialists such as scouts and heavy infantry. 


MERCENARY SCOUT 

Although particulars can vary, any mercenary company is certain to employ 
at least a small team of scouts. Trailblazers and rangers, they sweep ahead 
of the main body, gathering intelligence about enemy positions, striking at 
supply tines, and sabotaging equipment. 


Mercenary Scout cL3 
Medium nonheroic 3/scout 2 

Force 5; Dark Side 1 

Init +9; Senses Perception +8 

Languages Basic, 1 other 


Defenses Ref 18 (flat-footed 16), Fort 13, Will 13 
hp 18; Threshold 13 


Speed 6 squares 

Melee knife +3 (1d4+1) 

Ranged sporting blaster pistol +5 (3d4+1) or 
Ranged sporting blaster rifle +5 (3d6+1) 
Base Atk +3; Grp +5 

Atk Options Far Shot, Point Blank Shot 


Abilities Str 11, Dex 14, Con 11, Int 12, Wis 12, Cha 10 

Talents Improved Stealth 

Feats Far Shot, Point Blank Shot, Skill Training (Initiative), Skill Training 
(Survival), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +9, Perception +8, Stealth +9 (can reroll, must take 
second result), Survival +8 

Possessions knife, sporting blaster pistol, sporting blaster rifle with 
standard targeting scope, combat jumpsuit (+4 armor), encrypted 
comlink, electrobinoculars, field kit, mesh tape, utility belt 
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MERCENARY HEAVY INFANTRY 
Mercenary heavy infantry forms the backbone of any mercenary squad. 
Equipped with heavy weaponry and superior armor, they lead the vanguard 
in assaults, drawing fire from their enemies while the rest of the mercenaries 
attack from the flanks, all the while mowing down enemy soldiers with a 
barrage of blaster fire. Heavy infantry units are often far more experienced 
than ordinary soldiers and are typically composed of grizzled veterans who 
have been through their fair share of campaigns. 


Mercenary Heavy Infantry cL4 
Medium soldier 4 

Force 5 

Init +9; Senses Perception +8 

Languages Basic 


Defenses Ref 21 (flat-footed 19), Fort 18, Will 14 
hp 50; Threshold 18, 


‘Speed 6 squares 

Melee combat gloves +6 (1d4+5) 

Ranged heavy blaster pistol +6 (348+2) or 

Ranged heavy blaster pistol +4 (4d8+2) with Rapid Shot or 

Ranged heavy blaster rifle +7 (3d8+4) or 

Ranged heavy blaster rifle +5 (4d8+4) with Rapid Shot 

Base Atk +4; Grp +6 

Atk Options autofire (heavy blaster rifle), Coordinated Attack, 
Devastating Attack (rifles), Rapid Shot 


Abilities Str 14, Dex 14, Con 12, Int 11, Wis 13, Cha 11 

Talents Devastating Attack (rifles), Weapon Specialization (rifles) 

Feats Armor Proficiency (light, medium), Coordinated Attack, Rapid Shot, 
Skill Training (Mechanics), Weapon Focus (rifles), Weapon Proficiency 
(pistols, rifles, simple weapons) 

Skills Endurance +8, Initiative +9, Mechanics +7, Perception +8 

Possessions combat gloves, heavy blaster pistol, heavy blaster rifle, 2 
explosive charges with timers, battle armor (+8 armor, +2 equipment), 
comlink, electrobinoculars, field kit 


“IF MONEY IS ALL 
YOU LOVE, THEN 
THAT'S WHAT YOU'LL 
RECEIVE.” 


—- PRINCESS LEIA 


MERCENARY ENCOUNTERS 

Mercenaries do not fight for free. Before they sign up to join the army of 
their employer, they must negotiate the terms of their contract. The contract 
spells out the duties and expectations placed on the mercenaries, specifying 
how many engagements they are to fight in, the terms of their payment, 
reimbursements for supplies, and so on. 

One of the biggest myths about mercenary companies is their unreliabil- 
ity. Mercenary companies cannot afford to switch sides in the middle of a 
battle, because when they do, they diminish their reputation and reduce their 
chances of landing another contract down the road, Traitorous companies 
do exist, but they are the exception rather than the rule. Once a mercenary 
company signs on, it almost always abides by the letter of the contract until 
that agreement expires. 

Mercenaries are grim opponents, having cut their teeth on numerous 
engagements and having witnessed the horrors of war time and again, In 
no rush to join the casualty list, they are cautious in their tactics and don't 
take unnecessary risks. Mercenaries also don't take things personally, since 
their next employer might be the folks they're fighting now. 

Accompany of mercenaries is organized along similar lines to other military 
groups. The core of any unit is the foot soldiers, those grunts who do the bulk 
of the fighting. Core units of mercenary soldiers have the support of heavy 
infantry, which lays down covering fire or might even lead the charge. Scouts 
and outriders range ahead to assess enemy positions, while a support staff 
made up of medics, surgeons, technicians, pilots, and other personnel ensures 
that the unit is properly outfitted and attended during engagements. 

Mercenaries can be allies or adversaries. The heroes might hire a group 
of mercs to protect their headquarters, to accompany them on missions, 
or provide them with a bit more muscle when following up leads on a par- 
ticularly thorny investigation. In these cases, the quality of the mercenaries 
determines their price, with the better-known and better-equipped soldiers 
commanding the highest prices. Quality mercenaries don't take on long 
contracts, since they know from experience that a relationship could turn 
sour at any time. 

Amercenary band might invite the PCs to join its ranks. In such a case, 
a mercenary company is an excellent vehicle to propel the heroes through a 
variety of adventures, carrying them to new worlds and new environments 
depending on who will pay them and how much. Such scenarios also give 
the heroes a chance to rise up in the ranks of their company until one day 
they might lead the group to even greater glories. 


As enemies, mercenaries can fill a variety of roles. The most common 
and acceptable use for mercenaries is in a support role for a major villain. 
Mercenaries could serve as a personal guard, safeguarding the villain's lair 
ora location that's of particular importance to his plans. Since the villain is 
paying the mercenaries for their service, they might not share his goals and 
might eventually be inclined to stop working for him, if he proves treacher- 
ous or particularly evil. 

Lesser-known and greener mercenaries are not as selective about whom 
they work for, since they are largely concerned with developing their own 
reputation. Lowly mercs take service with anyone who will pay them, hoping 
to build their resumes. These novice groups can be found working for minor 
crooks, up-and-coming crime lords, or aliens that harbor darker designs 
behind friendly facades, 
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MERCENARY CAPTAIN 

Mercenary Captain CLS 

Medium soldier 2/noble 3 

Force 8; Dark Side 1 

Init +9; Senses low-light vision; Perception +10 

Languages Basic, Bocce 

Defenses Ref 21 (flat-footed 19), Fort 20, Will 18 

hp 56; Threshold 20 

‘Speed 6 squares 

Melee combat gloves +5 (1d4+3) 

Ranged heavy blaster pistol +7 (348+2) or 

Ranged heavy blaster pistol +2 (3d8+2) and 
blaster pistol +2 (346+2) 

Base Atk +4; Grp +6 

Special Actions Battle Analysis, Born Leader, Distant Command 

Abilities Str 12, Dex 14, Con 12, Int 13, Wis 13, Cha 14 

Talents Battle Analysis, Born Leader, Distant Command 

Feats Armor Proficiency (light, medium), Dual Weapon Mastery I, Linguist, 
Skill Focus (Knowledge [tactics]}, Toughness, Weapon Focus (pistols), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Endurance +8, Initiative +9, Knowledge (tactics) +13, 
Perception +10 

Possessions combat gloves, heavy blaster pistol, blaster pistol, 
battle armor (+8 armor, +2 equipment) with helmet package, 
electrobinoculars, field kit, utility belt 


Although mercenaries might not be an official part of any standing army, 
and might not be soldiers dedicated to some cause or other, they are soldiers 
at heart. If they plan on surviving to earn their pay and see more work, they 
need a strong leader to guide them and represent their interests to potential 
employers. This is where the mercenary captain comes in. 

A leader on the battlefield and a shrewd negotiator between jobs, the 
mercenary captain is responsible for commanding his unit and maintaining 
the necessary discipline within his ranks. Mercenary captains ascend to 
command roles ina variety of ways, Some are ex-soldiers themselves, having 
left the ranks of the Grand Army of the Galactic Empire or the New Republic, 
Others might be disenfranchised nobles, and others could be disgraced war- 
riors, accused rightly or wrongly of some past crime. Regardless of their past, 
mercenary captains have chosen a life that allows them to use their natural 
leadership skills. It might not be much glory, but it's enough. 


MERCENARY CAPTAIN 
ENCOUNTERS 

The mercenary captain is the heart and soul of a mercenary unit. The captain's 
personality shapes the unit, deciding which jobs they take and which they 
skip. The mercenary captain also affects the quality of the soldiers who serve 
under his command. Cruel captains breed equally cruel soldiers, while lazy 
captains attract lazy mercenaries. As a result, a mercenary captain is often 
the best representative of a company’s capabilities on the battlefield, and a 
wise leader who's looking to expand his or her army by hiring mercenaries 
would do well to look closely at the sort of leader who commands them. 

Most encounters with mercenary captains include mercenary soldiers 
or heavy infantry under the captain's command. The captain leads these 
forces into combat, using their tactical expertise to good effect. Combat 
against these characters should be harrowing, with the enemy well prepared 
and benefiting from advantageous positioning. Mercenary captains do not 
squander their troops, or they'll find themselves out of work. 

When negotiating service of mercenaries, it's always with the mercenary 
captain that the heroes must deal. Captains are usually shrewd negotiators 
who look for the best arrangement for themselves and without overly com- 
mitting their forces. Most mercenary captains are not interested in long- 
term employment, preferring short jobs with a quick turnaround. The more 
dangerous the task, obviously, the higher the pay they demand. 
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Mystic cL4 

Medium nonheroic 6/scout 3 

Force 4; Strong in the Force 

Init +4; Senses Perception +15; Force Perception 

Languages Basic, 1 other 

Defenses Ref 13 (flat-footed 13), Fort 15, Will 15 

hp 45; Threshold 15, 

Speed 6 squares 

Melee quarterstaff +5 (1d6+1) 

Base Atk +5; Grp +5 

Special Actions Shake It Off 

Force Powers Known (Use the Force +15): farseeing, mind trick (2), 
move object, rebuke (2) 

Abilities Str 8, Dex 10, Con 14, Int 14, Wis 14, Cha 12 

Talents Force Perception, Visions 

Feats Force Sensitivity, Force Training (2), Shake It Off, Skill Focus (Use 
the Force), Skill Training (Stealth), Skill Training (Use the Force), Strong 
in the Force, Weapon Proficiency (simple weapons) 

Skills Endurance +11, Perception +15, Persuasion +10, Stealth +9, Survival 
+11, Use the Force +15 

Possessions quarterstaff, robes, fetish, pouches of strange powders 


In the remote corners of the galaxy are places that have never heard of the 
Jedi, the Sith, or even the Force. However, the Force flows through all living 
things, and so, many isolated cultures learn to use the Force in their own way. 
As is to be expected, explanations for these strange powers run the gamut, 
from gifts from the gods to mastery over some magical power. Regardless 
of what they consider to be the source of the power, those who succeed in 
harnessing this energy are referred to as prophets, sorcerers, or mystics. 

Blessed (or cursed) with the ability to use the Force, mystics are not 
exactly certain what energy they tap when they perform miraculous acts. 
Since the source of their power is unknown to them and their people, how 
mystics fit into their societies varies from world to world. Many mystics are 
reviled, hated, and feared, and thus face lonely existences as exiles, shunned 
by families and friends alike; these individuals might become dark side adepts. 
Others are seen as prophets, holy men, or powerful magicians who wield 
forces beyond understanding. Such mystics command enormous respect and 
power, having a great deal of influence over their people. 


Mystic ENCOUNTERS 

Although many mystics are powerful in the Force, most lack formal train- 
ing and thus are not formidable opponents. Instead, mystics best serve as 
advisors; one might offer guidance to a chieftain in exchange for an exalted 
place in the tribe. Alternatively, a mystic might be a hermit, a figure of great 
wisdom but one who dabbles in powers beyond mortal conception, and only 
those in the direst need seek out their knowledge. 

On worlds that have numerous Force-users, mystics might band together 
as a separate society. The purpose and nature of these groups depends on 
the techniques they develop and how their understanding of these powers 
evolves. Some groups function as mystical orders of priests, while others 
might act as cabals of sorcerers who push against the limits of reality through 
their haphazard explorations of the Force. 

However, with misunderstood power comes negative reactions—there are 
many tragic cases of individuals strong in the Force who are driven from their 
villages because of the strange abilities they demonstrate. Rare are the exiled 
mystics who do not turn to the dark side, for fear, hate, and anger are their 
constant companions, twisting these lost souls into creatures of evil. 
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OFFICER 


Officer cL 

Medium nonheroic 6/soldier 3/officer 3 

Force 2 

Init +7; Senses Perception +13 

Languages Basic, Bocce, 4 others 

Defenses Ref 20 (flat-footed 19), Fort 20, Will 23 

hp 62; Threshold 20 

Speed 6 squares 

Melee unarmed +10 (1d4+3) 

Ranged blaster pistol +11 (3d6+3) 

Base Atk-+10; Grp +12 

Atk Options Cover Fire 

Special Actions Assault Tactics, Battle Analysis, Deployment Tactics 

Abilities Str 10, Dex 14, Con 12, Int 15, Wis 14, Cha 16 

Special Qualities command cover, share talent (Cover Fire) 

Talents Assault Tactics, Battle Analysis, Cover Fire, Deployment lactics 

Feats Armor Proficiency (light), improved Defenses, Linguist, Skill Focus 
(Knowledge [tactics]), Skill Focus (Persuasion), Skill Training (Use 
Computer), Toughness, Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills Knowledge (tactics) +18, Perception +13, Persuasion +19, 
Use Computer +13 

Possessions blaster pistol, code cylinder, officer's uniform, encrypted 
comlink, utility belt with medpac 


The officer described here represents 2 leader who goes out in the field, 
commanding alongside her troops. She is trained in quickly assessing the 
battlefield and deploying her troops in the most effective way possible—with 
the hope of keeping losses in both soldiers and equipment to a minimum 
This sort of officer leads by example, giving orders from the front lines of 
combat, often scoffing at the plans concocted by the higher-ups in the 
safety of the rear deployment zone. An officer must make tough decisions, 
putting her troops in extremely hazardous, and sometimes suicidal, positions 
to get the job done, Officers carry little in the way of weapons or armor, 
relying on other troops for protection and transportation. Depending on 
their actual rank, this “entourage” can be anything from a bodyguard and 
an airspeeder all the way up to a brigade of troops, heavily armored tanks, 
and a contingent of battle droids. 


It is important to remember that an officer's rank isn't necessar 
to her level as a game character—a brigade commander might have f 
heroic levels than the lieutenant of a platoon, especially if that lieutenant 
has seen intense combat. Heroic levels represent a character's participation 
in action-filled adventures or missions of deep intrigue, not the numbe 
years she spent as a desk jockey. 
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OFFICER ENCOUNTERS 
Officers are almost never encountered alone—even on “solitary” missions, 
they are often accompanied by a retinue of noncommissioned offic d 
enlisted personnel. The officer presented here works best as the commander 
of a squad of 6-10 soldiers or a platoon of 20-30 soldiers, with accompanyin 
support vehicles, equipment, and droids (the exact number depends on 
CL of the encounter). This sort of officer is a capable fighter in her own right 
but works best when she is able to direct the movement of her troops 
An officer might be assigned to lead a group of highly trained special 
in order to complete a specific mission. Typical allies include commandos 
elite soldiers, medics, and pilots—possibly with the officer being the least 
powerful member of the group. 


INTELLIGENCE OFFICER 

Intelligence officers delve into mounds of intercepted codes, plans, and 
reports to determine the best way to bring down the enemy by knowing 
more than they do. Handpicked for their natural intelligence and personal 
charm, intelligence officers are masters at teasing out information from a 
variety of sources. Most are expert interrogators, using a mix of "carrot and 
stick” to cause an enemy agent to spill his guts, revealing vital data or even 
convincing him to become a turncoat. Although they bear great similarities to 
spies, intelligence officers are part of a strict chain of command and have far 
more restrictions placed upon them when performing their duties. In short, 
spies collect the data and intelligence officers process it. 

Because of the valuable knowledge they possess, intelligence officers 
are considered key targets and highly sought-after prizes. As a result, they 
are heavily protected by their units to keep them falling into the hands of 
the enemy. 


Intelligence Officer 

Medium noble 7/officer 3 

Force 3 

Init +9; Senses Perception +16 

Languages Basic, Bocce, Bothese, Durese, High Galactic, Huttese, 
Quarrenese, Ryl 

Defenses Ref 23 (flat-footed 21), Fort 20, Will 26 

hp 42; Threshold 20 

Speed 6 squares 

Melee unarmed +8 (144) 

Ranged blaster pistol +9 (3d6+5) 

Base Atk +8; Grp +9 

Atk Options Point Blank Shot 

Special Actions Born Leader, Demand Surrender, Presence, 

Shift Defense |, Weaken Resolve 

Abilities Str 10, Dex 12, Con 8, Int 16, Wis 13, Cha 17 

Special Qualities command cover, share talent (Shift Defense |) 

Talents Born Leader, Demand Surrender, Presence, Shift Defense I, Shift 
Defense Ii, Weaken Resolve 

Feats Improved Defenses, Linguist, Point Blank Shot, Skill Focus 
(Deception), Skill Focus (Gather Information), Skill Focus (Knowledge 
[social sciences}), Skill Focus (Perception), Skill Focus (Persuasion), 
Weapon Proficiency (pistols, simple weapons) 

Skills Deception +18, Gather Information +18, Initiative +9, Knowledge 
(bureaucracy) +13, Knowledge (galactic lore) +13, Knowledge (social 
sciences) +18, Perception +18, Persuasion +18, Use Computer +13 

Possessions blaster pistol, code cylinder, encrypted comlink, datapad, 
officer's uniform 


cL 10 


Intelligence Officer Encounters 

Intelligence officers rarely go into the field on their own—they use the 
information gleaned by spies and other sources to make their assessments 
from the safety of headquarters. Most heroes are likely to encounter an 
intelligence officer after they have been captured and are undergoing 
interrogation. Intelligence officers are smooth operators who rarely get 
riled up (unless they choose to) and are extremely difficult to intimidate 
or crack. During such interrogations, two to four soldiers or a single elite 
soldier accompanies an intelligence officer to provide both protection and 
an intimidation factor. 

When encountered in the field, intelligence officers are heavily protected. 
One might be accompanied by a squad of up to eight soldiers, or a pair of elite 
soldiers, as well as a personal bodyguard. In totalitarian regimes, particularly 
the Empire, intelligence officers might have orders to commit suicide if they 
are captured, which they carry out after destroying any physical evidence 
they might possess. In turn, these regimes impose punishment on any troops 
that kill, rather than capture, enemy intelligence personnel. 

Intelligence officers make extensive use of droids in their work—protocol 
droids for translation and diplomatic situations, probe droids for intelligence 
gathering on far-flung worlds (particularly the Viper series probe droid), and 
specially designed interrogation droids. 
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OUTLAW TECH 


Outlaw Tech cL4 

Medium scoundrel 2/scout 2 

Force 4 

Init +9; Senses Perception +3 

Languages Basic, Binary, Durese, Sullustese 

Defenses Ref 19 (flat-footed 17), Fort 16, Will 17 

hp 30; Threshold 16 

Speed 6 squares 

Melee unarmed +1 (1d4+1) 

Ranged blaster pistol +4 (3d6+2) 

Base Atk +2; Grp +4 

Atk Options Hyperdriven, Point Blank Shot 

Special Actions Jury-Rigger 

Abilities Str 8, Dex 14, Con 10, Int 16, Wis 12, Cha 14 

Talents Hyperdriven, Jury-Rigger 

Feats Improved Defenses, Point Blank Shot, Skill Focus (Knowledge 
[technology]), Skill Focus (Mechanics), Skill Focus (Use Computer), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Deception +9, Gather Information +9, Initiative +9, Knowledge 
(technology) +15, Mechanics +15, Persuasion +9, Use Computer +15 

Possessions blaster pistol, concealed holster, credit chip, datapad, hacked 
code cylinder, security kit, comlink, tool kit, utility belt, 500 credits 


The outlaw tech combines technological know-how with criminal tendencies. 
He is an expert at breaking and entering, and is as comfortable hijacking a 
starship as he is hotwiring a speeder. His tools are some of his most valued 
possessions, and they range from high-end datapads to specialized security 
kits. He prides himself on getting the job done quickly, and approaches each 
new assignment with childlike zeal. He is an opportunist, but he's also willing 
to plan ahead when time allows him the luxury of doing so. 

Because he is both charismatic and intelligent, an outlaw tech is just as 
capable at gaining a mark's confidence as he is at hacking a code cylinder. 
This versatility allows the outlaw tech to be more flexible in the field, and 
to approach each new situation differently depending on the circumstances. 
He knows how to do his homework, because he has friends on the street who 
can feed him the information he needs. An outlaw tech also keeps up on 
the latest technology, even if he can’t afford it, because he might someday 
come up against it in the course of his job. 


OUTLAW TECH ENCOUNTERS 

Outlaw techs are everywhere, plying their trade throughout the galaxy with 
varying degrees of success. They work on the wrong side of the law, and are 
often pitted against the authorities whether or not they succeed on their 
current job. Particularly gifted outlaw techs might find steady employment 


but most 


with criminal syndicates or less than savory corporate interes 
work on a freelance basis. Some even work as legitimate technicians, usin. 
the information they gather during their normal work hours to develop new 
plans and schemes. 

Though capable in a fight, outlaw techs are not frontline combatants 
They prefer to fight from a distance, using cover and concealment as they 
snap off well-aimed shots from a blaster pistol. They're not above shoot- 
ing someone in the back, especially if doing so will bring @ quick end 
potentially messy firefight. Utilizing their skills to seal a blast door between 
themselves and their enemies is also perfectly acceptable. Hand-to-hand 
combat is never something that outlaw techs seek to engage in; they prefer 
to leave such activity to the soldiers and thugs who do it best. 


Pitot 


Pilot cL 5 

Medium nonheroic 4/scout 4 

Force 2 

Init +14; Senses Perception +8 

Languages Basic 

Defenses Ref 17 (flat-footed 15), Fort 17, Will 15; Dodge, Mobility 

hp 35: Threshold 17 

Speed 6 squares 

Melee unarmed +5 (14441) 

Ranged heavy blaster pistol +8 (348+2) 

Base Atk +6; Grp +8 

Special Actions Acute Senses 

Abilities Str 9, Dex 15, Con 12, Int 10, Wis 12, Cha 8 

Talents Acute Senses, Improved Initiative 

Feats Armor Proficiency (light), Dodge, Mobility, Ski!l Focus (Initiative), 
Skill Focus (Pilot), Skill Training (Perception), Vehicular Combat, 
Weapon Proficiency (heavy weapons, pistols) 

Skills Initiative +14 (can reroll, must take second result), Perception +8 
{can reroll, must take second result), Pilot +14 

Possessions heavy blaster pistol, padded flight suit (+3 armor), comlink, 
tool kit, R2 series astromech droid, vehicle or starship 


Although almost everyone in the civilized portions of the galaxy can drive 
an airspeeder or steer a vehicle through routine routes, pilots are the true 
experts, The pilot described here can represent anyone from a fighter pilot, 
toa ship captain, to a tank commander—as long as a vehicle needs some- 
one to do some tricky handling, the pilot is the one to do it. As a result, 
pilots are in high demand, especially for jobs that involve charting unknown 
territory or flying through hazardous regions. Even the most conservative 
pilot is accustomed to taking risks and knows how to push his vehicle to the 
edge if necessary. Many pilots, especially if they own their own vehicles, 
are also capable mechanics and can lend a hand to ensure that their craft 
is working at its best. Pilots are skilled at avoiding trouble and keeping their 
vehicles, cargo, and passengers safe from harm 


“i'm 


A PILOT, YOU 
IW, AND SOME 
I'M GOING TO 
FLY AWAY FROM 
THIS PLACE.” 


Pitot ENCOUNTERS 
When not in their vehicles, pilots are typically encountered around hangat 
bays, barracks, repair shops, or cantinas, relaxing before their next mission. 
If a pilot is part of a unit of some kind, such as a Rebellion squadron or a 
planetary militia, he has a rank, which comes with duties and a chain of 
command, and thus must follow orders. Independent pilots pursue their own 
agendas and could be hired for or persuaded to undertake any number of 
missions. Pilots who man a spaceship commonly call that vessel home. As 
a result, most pilots are extremely protective of their vehicle and are loath 
to place it in serious risk unless the price is right. Although a pilot might 
not seem to be much of a threat when he's not flying his ship, it should be 
remembered that he can turn the interior of his vessel into a nightmare for 
intruders—decompressing corridors, turning off the gravity, flooding the 
engine room with radiation, and the like—all from the safety of the bridge 
or cockpit 

Pilots are often accompanied by members of their unit or their ship's 
crew and can call on them for help if things go wrong. Typical allies include 
the ship's captain, gunner, medic, engineers, or officers (thugs can be used 
to represent generic crew). In addition, many pilots own astromech droids 
that help them by plotting astrogation coordinates or monitoring their ship's 
internal workings. 
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PiLoT, ACE 


The ace pilot is a rare example of true excellence in piloting starships. When 
he is seated in the cockpit of his craft, the starfighter becomes an exten- 
sion of his will, with the pilot and the vessel becoming as one. Deadly in the 
extreme, these pilots have survived numerous dogfights. They have racked 
up an impressive number of kills and can outmaneuver just about any foe, 


Ace Pilot cL 14 

Medium scoundrel 7/ace pilot 7 

Force 8 

Init +15; Senses Perception +13 

Languages Basic, 2 others 

Defenses Ref 31 (flat-footed 28), Fort 29, Will 26; Dodge 

hp 98; Threshold 29 

Speed 6 squares 

Melee unarmed +10 (1d4+7) 

Ranged blaster pistol +13 (3d6+7) 

Base Atk +10; Grp +13 

Atk Options Double Attack (heavy weapons), Hyperdriven, Point Blank 
Shot, Precise Shot, Running Attack, Spacehound, Starship Raider 

Special Actions Elusive Dogfighter 


Abilities Str 11, Dex 17, Con 15, Int 14, Wis 12, Cha 12 

Special Qualities vehicle dodge +3 

Talents Elusive Dogfighter, Hyperdriven, Keep It Together, Relentless 
Pursuit, Spacehound, Starship Raider, Stellar Warrior, Vehicle Evasion 

Feats A Few Maneuvers (see sidebar), Dodge, Double Attack (heavy 
weapons), Point Blank Shot, Precise Shot, Running Attack, Skill Focus 
(Pilot), Vehicular Combat, Weapon Proficiency (heavy weapons, pistols, 
simple weapons) 

Skills Initiative +15, Knowledge (tactics) +14, Mechanics +14, Perception 
+13, Pilot +20 (can reroll when initiating dogfight and take better 
result), Use Computer +14 

Possessions blaster pistol, flight suit, comlink, breath mask, medpac, field 
kit, fusion lantern, starfighter, astromech droid 


*“YOU'RE GOOD, 
CORRAN, BUT 
YOU'RE NO LUKE 
SKYWALKER." 


—- WEDGE ANTILLES 


ACE PILOT ENCOUNTERS 
Ace pilots—from the Rebel starfighter pilot who racks up two dozen kills 
to the TIE interceptor pilot who screams into dogfights leaving glowing 


shards of molten metal in his wake—can be irreplaceable allies or dres 
opponents. Word of these characters’ exploits travels quickly through the 
galaxy. As their reputation grows, they become almost legendary. This can 
attract ambitious would-be ace pilots who want to become the next “top 
gun"—a desire that is almost never fulfilled 


New Feat: 

& FEW MANEUVERS 

You can weave, juke, and roll to avoid enemy fire in the 
thick of combat. 

Prerequisites: Dodge, Vehicular Combat. 

Benefit: When piloting a vehicle of Colossal size or smaller, 
you grant a +2 dodge bonus to your vehicle's Reflex Defense. Fur- 
thermore, if you are the target of a missile or torpedo attack and 
the attack roll misses by 5 or more, the projectile self-destructs 
harmlessly. 


PILOT, Brite 

Elite Pilot CL 10 
Medium scoundrel 4/soldier 3/ace pilot 3 

Force 5 


Init +12; Senses low-light vision; Perception +7 

Languages Basic 

Defenses Ref 28 (flat-footed 26), Fort 25, Will 21; Dodge 

hp 68; Threshold 25 

Speed 6 squares 

Melee unarmed +8 (1d4+5) 

Ranged blaster pistol +10 (3d6+5) 

Base Atk +8; Grp +10 

Atk Options Combat Reflexes, Double Attack (heavy weapons), Elusive 
Dogfighter, Point Blank Shot, Precise Shot, Spacehound, Starship Raider 

Abilities Str 11, Dex 15, Con 13, Int 10, Wis 10, Cha 10 

Talents Armored Defense, Improved Armored Defense, Elusive Dogfighter, 
Spacehound, Starship Raider, Vehicular Evasion 

Feats Armor Proficiency (light), Combat Reflexes, Dodge, Double Attack 
(heavy weapons), Point Blank Shot, Precise Shot, Skill Focus (Pilot), 
Vehicular Combat, Weapon Proficiency (heavy weapons, pistols, simple 
weapons} 

Skills Initiative +12, Knowledge (tactics) +10, Perception +7, Pilot +17, 
Use Computer +10 

Possessions blaster pistol, armored flight suit (+5 armor) with helmet 
package, starship 


Where the ace pilot is a legendary figure with a score of kills under his 
belt, the elite pilot described here represents the somewhat more common 
starfighter pilots who have seen their fair share of combat. Although they 
might not have the fame (or infamy) of ace pilots, elite pilots can hold their 
awn in a fight and enjoy a bit more freedom than their more renowned 
counterparts do 

Elite pilots also represent those veteran squadrons of starfighters whose 
names are spread throughout the galaxy, such as Rogue Squadron and Saber 
Squadron of the 181st Imperial Fighter Group. Though few of the members 
stand out from the rest, they are experts at fighting in formation, and their 
shared exploits are enough to cause their enemies concern. 


Bute Pitot ENCOUNTERS 

An elite pilot is not much without his ship, but in his cockpit he's a terror. 
Encounters with these characters should almost always be in starfighter 
combat, pitting the heroes against these hardened veterans in hair-raising 
dogfights. Furthermore, elite pilots rarely operate on their own and are typi~ 
cally part of a larger squadron 

Elite squadrons are those groups that have survived several confrontations 
in important battles around the galaxy. Like the ace pilot, these squadrons 
attract a fair bit of attention, gaining enemies from unexpected quarters 
who want to take them down a notch or to prove they themselves are 
the better. These squadrons might be tasked with escorting an important 
transport that bears important passengers, patrol a contested section of 
space, or safeguard a space station that happens to be the site of tense and 
unpopular negotiations. 

When organized into squadrons, most elite pilots count at least one of 
their number as an ace pilot. This hotshot might be a talented pilot to whom 
they owe much of their success, or he might be their squadron commander. 
Elite pilots are usually protective of their aces and take risks to keep them 
safe. 


Elite pilots do not have to be openly antagonistic to the heroes; they might 
even fight on the same side. Rivalries brew in competing squadrons, and it's 
possible that one or more heroes might compete with the members of a rival 
squad. As long as these rivalries are friendly, rarely is there trouble. It's when 
things get out of hand that allies can turn into nasty enemies 
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PIRATE 


Pirate CL6 

Medium nonheroic 6/scout 2/scoundrel 2 

Force 2 

Init +5; Senses Perception +5 

Languages Basic 

Defenses Ref 17 (flat-footed 16), Fort 16, Will 14; Dodge 

hp 42; Threshold 16 

Speed 6 squares 

Melee vibroaxe +8 (2d10+3) 

Ranged heavy biaster pistol +7 (348+2) 

Base Atk +6; Grp +7 

Atk Options Point Blank Shot, Sneak Attack +1d6 

Special Actions Jury-Rigger, Shake It OFF 

Abilities Str 13, Dex 13, Con 13, Int 10, Wis 10, Cha 8 

Talents Jury-Rigger, Sneak Attack +1d6 

Feats Armor Proficiency (light), Dodge, Point Blank Shot, Shake It Off, 
Skill Training (Endurance, Pilot), Weapon Focus (advanced melee 
weapons), Weapon Proficiency (advanced melee weapons, pistols, 
rifles, simpie weapons) 

Skills Deception +9, Endurance +11, Mechanics +5 (can reroll when jury 
rigging, must take second result), Pilot +11 

Possessions vibroaxe, heavy blaster pistol, 2 stun grenades, utility belt 


The pirate moniker can be applied to just about anyone who makes a living 
robbing and stealing ships. From bloodthirsty crews lurking on the fringes of 
space to professional thieves plying the trade lanes, pirates are an age-old 
problem in the galaxy and one not likely to go away any time soon. Generally, 
tes are little better than bandits, lying in wait to beset a passing ship. 
wever, not all pirates fit the cruel image attributed to most of their kind. 
Many follow a strict code of conduct, being more selective about whom they 
hit, how often, and when. Some pirates never kill, while others strike only 
at ships loyai to the Empire. It can be difficult, however, to figure out what 
sort of pirate is about to be encountered, and sometimes it's better to shoot 
first and sort out the details later. 


THE BLAZING CLAW 

For thousands of years, the Blazing Claw has served as the symbol of 
piracy, Although innumerable variations of the symbol exist, they are 
ail more or less adaptations of the same image:a fiery talon. This image 
has been romanticized somewhat on holovids, with the result that many 
average citizens hold pirates in high regard, but those who operate deep- 
Space ships have no such illusions. To them, the Blazing Claw means just 
‘one thing: the threat of death. 


PRIVATEER 

In addition to pirates, the galaxy is also home to privateers—civilian ships that 
hire out their crews to a government to serve as professional bandits. Priva- 
teers all operate under letters of marque and reprisals, contracts between 
themselves and their employers that describe the terms of the relationship, 
setting the length of employment, clearly defining the rights of the employer 
and the privateer, and detailing any compensations that are to result from 
the terms of service. Privateers are just as ruthless as other pirates, but they 
operate from behind a veneer of legitimacy. 


Privateer cL9 

Medium nonheroic 4/soldier 3/scoundrel 5 

Force 5 

Init +13; Senses Perception +7 

Languages Basic, 1 other 

Defenses Ref 24 (flat-footed 20), Fort 22 (26 against extreme heat or 
cold), Will 21 

hp 55; Threshold 22 

Speed 6 squares 

Melee vibroblade +11 (2d6+8) 

Ranged heavy blaster pistol +12 (3d8+6) or 

Ranged heavy blaster pistol +10 (4d8+5) with Rapid Shot 

Base Atk +9; Grp+11 

Atk Options Hyperdriven, Melee Defense, Point Blank Shot, Precise Shot, 
Rapid Shot, Spacehound, Starship Raider 

Abilities Str 15, Dex 15, Con 13, Int 12, Wis 12, Cha 10 

Talents Hyperdriven, Spacehound, Starship Raider, Weapon Specialization 
(advanced melee weapons, pistols) 

Feats Armor Proficiency (light), Melee Defense, Point Blank Shot, Precise 
Shot, Rapid Shot, Skill Training (Initiative, Mechanics, Pilot), Vehicular 
Combat, Weapon Focus (pistols), Weapon Proficiency (advanced melee 
weapons, pistols, simple weapons) 

Skills Deception +11, Initiative +13, Persuasion +11, Mechanics +12, 

Pilot +13 

Possessions vibroblade, heavy blaster pistol, all-temperature cloak, 

flight suit 


PIRATE ENCOUNTERS 

A pirate or privateer attack is swift and brutal, often the result of an ambush. 
Pirates use asteroid belts and strange stellar phenomena to mask their pres- 
ence while waiting for their prey, and often employ a number of smaller scout 
ships to watch for potential targets. Pirates might be greedy, but they aren't 
stupid: They'll let a heavily armed warship slip through their fingers if they 
don't stand a chance against it. 

IF pirates have starfighters, they send these smaller snub fighters out 
to herd the larger prey into their trap, where one or more pirate ships can 
emerge from hiding and cut off their prey's escape. Although pirates hit 
hard and fast, they don’t want to destroy their prey, since doing so would 
defeat the purpose of piracy. Instead, they direct their attacks to cripple 
their prey, targeting engines and sensors, and weakening the target so it 
can't make the jump to hyperspace. Once the ship is sufficiently damaged, 
the pirates demand surrender; failing that, they'll board and attempt to take 
the ship by force. 


After a raid, pirates immediately strip the target of anything they deem 
valuable, both for personal profit and to recoup whatever losses they might 
have incurred in the attack. What they do with prisoners depends on the 
pirate captain and the situation, Most pirate captains aren't too interested 
in keeping prisoners but might do so if they stand to make a profit, whether 
by ransoming the victims back to families or just selling them into slavery. 
Other pirates don’t choose to deal with living cargo at all, and so they might 
let the survivors keep their ship, strand them on a remote world, or even 
just execute them, 

Between raids, pirate crews go about their business as any other ship 
crews might. They make repairs, recruit new crew members, and spend their 
credits on personal pleasures. Aside from keeping the crews happy, these 
furloughs are also great ways to gather information. Pirates are ever watchful 
for bounty hunters and Imperial warships, but are even more interested in 
news about targets for their next raid. 

Although pirates are generally reluctant to choose sides in a conflict, 
during the Galactic Civil War many pirates fought on the side of the Rebe!- 
lion. The Empire's attitude toward non-Humans, coupled with its draconian 
tactics, often put the Empire at odds with the views of many pirate crews. 
As such, many pirates trained their attacks on cargo ships that were moving 
munitions, foodstuffs, and other goods to Imperial emplacements, thus 
weakening the Empire's war effort. 

In addition to independent pirates, the Rebel Alliance was notorious for 
hiring privateer fleets to shore up its forces. Although supporting these 
contracts came at great cost to the Rebellion, the effort was worth it since 
the privateers were experts at hit-and-run tactics and thus could weaken 
the Empire's fleets. More important, though, employing privateers allowed 
the Alliance to reduce pirate attacks along some dangerous routes and thus 
prevent its own ships from falling prey to unexpected attacks. 


“DEPLOY THE 
SHUTTLE AND 


READY MY LAUNCH. 
MAIN ION CANNONS: 
Fire!” 

—- URIAS KHAXIN, 
REBEL PRIVAT 
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PIRATE CAPTAIN 


Pirate Captain cL 

Medium scoundre| 5/noble 4/ace pilot 2 

Force 8 

Init +12; Senses Perception +6 

Languages Basic, 3 others 

Defenses Ref 27 (flat-footed 25), Fort 23 (28 against extreme heat or 
cold), Will 23 

hp 66; Threshold 23 

Speed 6 squares 

Melee vibroblade +9 (2d6+5) or 

Melee vibroblade +4 (2d6+5) and 
vibroblade +4 (2d6+5) with Double Attack 

Ranged blaster pistol +8 (3d6+5) or 

Ranged hold-out blaster pistol +8 (3d6+5) 

Base Atk +6; Grp +8 

Atk Options Double Attack (advanced melee weapons), Hyperdriven, 
Melee Defense, Point Blank Shot, Spacehound, Starship Raider 

Special Actions Demand Surrender, Presence, Quick Draw 

Abilities Str 10, Dex 14, Con 10, Int 13, Wis 13, Cha 17 

Special Qualities vehicle dodge +1 

Talents Demand Surrender, Hyperdriven, Presence, Spacehound, Starship 
Raider, Vehicular Evasion 

Feats Double Attack (advanced melee weapons), Linguist, Melee Defense, 
Point Blank Shot, Quick Draw, Skill Training (Persuasion), Toughness, 
Weapon Finesse, Weapon Focus (advanced melee weapons), Weapon 
Proficiency (advanced melee weapons, pistols, simple weapons) 

Skills Deception +13, Gather Information +13, Initiative +12, Knowledge 
[tactics] +11, Persuasion +13, Pilot +12 

Possessions vibroblade, blaster pistol, hold-out blaster pistol in 
concealed holster, encrypted comlink, all-temperature cloak, 
utility belt, capital ship 


Pirate captains are an eclectic mix of characters, encompassing everything 
from flamboyant rogues commanding rotting ships to grim-faced brutes 
who slaughter and kill with caprice. Like most pirates and privateers, pirate 
captains rarely choose their lot, and most have had their status thrust upon 
them. Pirate captains come from a variety of backgrounds and include dis- 
graced nobles, ex-slaves, and fugitives from justice. What separates these 
characters from their crews is a special quality that gives them the edge to 
claw their way to the top of the heap and take charge. Yet, any thug can 
rule through brute force, so it also takes cunning and strength for a captain 
to hold his command. 


The first priority of any pirate captain is to keep his crew happy. Mutiny is 
a. common problem among pirates, and although every captain has a certain 
amount of goodwill born from the loyalties he earned when he took com- 
mand, no pirate will risk his life for his captain when he’s poor or hungry. 
Therefore, pirate captains usually mask their personal greed to ensure that 
they take care of their men. 


PIRATE CAPTAIN ENCOUNTERS 
A pirate captain is the heart and soul of a pirate ship, It is his ambitions, his 
beliefs, and above all, his agenda that shapes the character of his crew. A 
captain's approach to piracy is reflected in the actions of his crew, so a bruta 
captain likely has bloodthirsty brutes under his command, while a generous 
and capricious captain might have a lot of undisciplined rogues as 3 crew 
So, the sort of pirates the heroes encounter are the best indication of the 
sort of person who leads them 

A typical pirate captain commands a freighter or larger vessel that enjoys 
the support of a number of smaller starfighters, The captain leads from the 
deck of his ship, directing the battle from his ship's command center. Make 
no mistake—pirate captains are typically skilled pilots themselves, and on 
smaller runs, @ pirate captain might pilot a smaller craft to lead his crew 
through the thickest of combats. 


POLICE OFFICER 


Police Officer 

Medium nonheroic 6 

Init +4; Senses Perception +7 
Languages Basic 


cL2 


Defenses Ref 15 [flat-footed 14), Fort 10, Will 9 
hp 14; Threshold 10 


Speed 6 squares, 

Melee stun baton +5 (2d6+1 stun) 
Ranged blaster pistol +5 (346) 
Base Atk +4; Grp +5 

Atk Options Pin 


Abilities Str 13, Dex 12, Con 11, Int 10, Wis 9, Cha 8 

Feats Armor Proficiency (light), Pin, Skill Training (Endurance), Skill 
Training (Knowledge [bureaucracy]}, Weapon Proficiency (pistols, 
simple weapons) 

Skills Endurance +8, Knowledge (bureaucracy) +8, Perception +7 

Possessions blaster pistol, stun baton, combat jumpsuit (+4 armor], 
encrypted comlink 


Police officers are charged with keeping the peace and enforcing laws 
Depending on each world and its laws, a police officer can be anything from 
little more than a monitor who has little authority to a brutal instrument 
of the state. The vast majority of police officers fall in the middle ground 
They have the authority to detain suspicious individuals, make arrests (with 
sufficient evidence), and use deadly force in self-defense or to protect 
bystanders from harm. Most police officers are overworked and underpaid, 
but continue to do an otherwise thankless job for the sake of keeping the 
streets safe. Customs and laws of various worlds make bribery a possibility 
when dealing with police officers—minor violations might be overlooked for 
the right amount of credits. 

The statistics provided here can also be used for security guards, pri- 
vate defense contractors, and other individuals dedicated to communit 
protection 


Povice OFFICER ENCOUNTERS 
Police officers typically wear light armor and carry sidearms, which is enough 
protection and firepower to deal with regular criminals and to deter suspects 
from doing anything drastic. Many police officers are required to keep their 
blasters on stun setting as a means of preventing unnecessary fatalities. 
They also carry stun batons for close combat. Most police officers assigned 
toa vehicle also carry more powerful (or specialized) weapons to deal with 
bigger threats. A police "cruiser" typically carries a blaster rifle, an ion rifle. 
three stun grenades, and an ion grenade. On more authoritarian or violent 
worlds, police officers have their weapons to do lethal damage and commonly 
use rifles and heavier armor. 

Police officers are usually assigned to work in pairs and are under standing 
orders to call for backup if things become dangerous. On average, additions 
police officers arrive within 1d10 minutes after a call is made, Wealthier 
worlds also team police officers with droids to provide additional firepower 
or reduce the chance of an officer getting injured. These droids are linked 
into the local precinct’s systems, sending a constant stream of information 
back for use as evidence. 


POLITICIAN, VETERAN 

Politician, Veteran cL 11 

Medium nonheroic 6/noble 9 

Force 5 

Init +7; Senses Perception +8 

Languages Basic, 5 others 

Defenses Ref 20 (flat-footed 20), Fort 18, Will 22 

hp 12; Threshold 18 

Speed 6 squares 

Melee unarmed +9 (1d4+3) 

Ranged hold-out blaster pistol +11 (3d4+4) 

Base Atk +10; Grp +10 

Atk Options Coordinated Attack, Melee Defense 

Special Actions Born Leader, Presence, Weaken Resolve 

Abilities Str 9, Dex 11, Con 9, Int 12, Wis 12, Cha 14 

Talents Born Leader, Connections, Presence, Weaken Resolve, Wealth 

Feats Coordinated Attack, Linguist (2), Melee Defense, Skill Focus 
(Deception), Skill Focus (Gather Information), Skill Focus (Persuasion), 
Skill Training (Gather Information), Skill Training (Knowledge 
[bureaucracy]), Skill Training (Persuasion), Skill Training (Use 
Computer), Weapon Focus (pistols), Weapon Proficiency (pistols, 
simple weapons) 

Skills Deception +19, Gather Information +19, Knowledge (bureaucracy) 
+13, Knowledge (galactic lore) +13, Persuasion +19, Use Computer +13 

Possessions hold-out blaster pistol, datapad with data cards, personal 
holoprojector, holorecorder, fine robes 


Politicians are some of the most prominent movers and shakers in the galaxy. 
The veteran politician has spent years honing his craft, mastering the tools 
of intrigue needed to survive in the halls of power. Veteran politicians rep- 
resent any number of political figures, including powerful bureaucrats and 
ambassadors, judges and princes, ministers, and any number of counselors 
and advisors. Although their titles vary, their talents and abilities are more 
or less the same, 

Standing out from the rest of the political entities infesting the galaxy 
are two important groups, representing the government of the Old and New 
Republics as well as the cold tyranny of the Galactic Empire 

The first political group, and the most enduring, is the Senators. In each 
of the major political phases dominating the core of the galaxy—the Galac- 
tic Republic, the Galactic Empire, and the New Republic, as well as other 
key eras—the Senators served their homeworlds, sectors, or even private 
consortiums. Senators were principally responsible for representing their 
constituents’ interests in the Senate, but at various times, they would act 


as heads of state as well. Such power attracted the ambitious and corrupt. 
but also the noble, creating an interesting tension between self-serving 
interest and the idealism of those who championed the cause of freedom 
and justice. 

The Senate has always been a critical component of the galactic govern- 
ment, but during the dark days leading up to the Clone Wars, the Senate 
was rife with corruption, so much so that it languished and proved unable 
to attend to any threat at all. This weakness enabled the charismatic Senator 
Palpatine to seize the position of Supreme Chancellor, after which he steadily 
worked to consolidate his power. 

With the outbreak of the Clone Wars and the formation of the Grand 
Army of the Republic, Palpatine installed regional governors, called Moffs. 
to oversee the galaxy's sectors and exert control over unruly populations, 
nominally to shore up their defenses against the Separatists. This act further 
weakened the Senate, reducing it to the point of utter uselessness. Through 
the support of his growing military presence and the authority he vested in 
the Moffs, the Supreme Chancellor was eventually able to dissolve the Senate 
and reform the outmoded Republic into the Galactic Empire. 

After the conclusion of the Civil War, and the apparent death of the 
Emperor, the ways of the Galactic Republic were restored and a new Senate 
was formed. Although divisiveness, infighting, and the sweeping troubles that 
plagued the old Senate remain, this body has regained its former power and 
influence, forging ahead to create a new society founded on the principles 
of democracy and justice. 


VETERAN POLITICIAN 
ENCOUNTERS 

Considering their power and influence, veteran politicians are not the sorts 
of opponents the heroes are likely to face in combat. Politicians are shielded 
from harm by a network of security personnel and bodyguards, who make 
sure nothing befalls their charge. One or more of these protectors escort 
the character out of danger while the rest of the security detail lays down 
covering fire. 

Veteran politicians are better suited to be potent allies, lending their 
influence for the benefit of the player characters, or as charges, significant 
personalities whom the heroes need to protect from assassins and rivals. 
Veteran politicians can be cooperative, but haughtiness and arrogance are 
common character traits attributed to these figures. 

As adversaries, veteran politicians make for excellent “faceless villains.” 
They don't move directly against the PCs; they use mercenaries, assassins, 
and bounty hunters to attend to their enemies, Taking the fight to a politi- 
cian isa challenge, since a wise politician conceals his criminal acts and ties 
up loose ends. A direct assault against this sort of hidden enemy can have 
sweeping repercussions if the heroes don’t first uncover hard evidence of 
their opponent's villainy. 


AIL ORGANA 
Noted as one of the principal architects of the Rebellion, Bail Organa—the 
adopted father of Leia Organa—long championed the cause of freedom and 
was a staunch supporter of democracy. At first, Bail Organa was one of 
Chancellor Palpatine’s close allies, for both were disgusted by the stagnancy 
pervading the Galactic Senate, but as Palpatine's power grew and the Senate's 
role waned, Organa's suspicions and fears came to the forefront. His associa 
tion with his former ally weakened, and soon he became Palpatine's active 
opponent, fighting against the formation of the clone army and later against 
Palpatine's naked grabs for power. It was during this time that Bail Organa 
joined forces with the Jedi High Council, many members of which shared 
Organa's concerns about the Clone Wars and Palpatine's growing strength 
In the end, Bail Organe’s efforts and those of his allies, Mon Mothma 
and others, failed and the Galactic Empire was born. Organa continued to 
serve in the Senate, hoping to bring about change from within, The Emperor 
would eventually force his hand as the cruelties and evil of the Empire grew 
unchecked. After the Empire wiped out hundreds of protestors, Bail Organa 
was resolved to topple the regime and helped form the Alliance to Restore 
the Republic, which eventually became known as the Rebel Alliance. 


Bail Organa cL9 
Medium Human noble 9 

Force 8 

Init +10; Senses Perception +16 

Languages Basic, Mon Calamarian, Sullustese 


Defenses Ref 12 (flat-footed 11), Fort 14, Will 18; Dodge 
hp 50; Threshold 14 


Speed 6 squares 

Melee unarmed +6 (1d4+4) 

Ranged blaster pistol +7 (2d6+4) 

Base Atk +6; Grp +7 

Atk Options Melee Defense 

Special Actions Born Leader, Inspire Confidence, Presence, Quick Draw 


Abilities Str 11, Dex 13, Con 10, Int 13, Wis 15, Cha 14 

Talents Born Leader, Connections, Educated, Inspire Confidence, Presence 

Feats Dodge, Linguist, Melee Defense, Quick Draw, Skill Focus 
(Deception), Skill Focus (Knowledge [bureaucracy]), Skill Focus 
(Perception), Skill Training (Initiative), Skill Training (Pilot), Skill 
Training (Use Computer), Weapon Proficiency (pistols, simple weapons) 

Skills Deception +16, Gather Information +11, Initiative +10, Knowledge 
(bureaucracy) +15, Knowledge (galactic lore) +10, Knowledge (social 
sciences) +10, Perception +16, Persuasion +11, Pilot +10, Treat Injury 
+11, Use Computer +10 

Possessions blaster pistol, comlink, datapad 


“SHE'S A 
POLITICIAN, AND 
THEY -ARE NOT TO 
BE TRUSTED." 


—- OBI-WAN KENOBI! 
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SABOTEUR 

Saboteur cL8 

Medium scoundrel 4/soldier 4 

Force 7 

Init +6; Senses Perception +10 

Languages Basic, 1 other 

Defenses Ref 22 (flat-footed 20), Fort 21, Will 20 

hp 58; Threshold 21 

Speed 6 squares 

Melee vibrodagger +8 (2d4+5) 

Ranged blaster pistol +9 (3d6+4) or 

Ranged blaster pistol +7 (4d6+4) with Rapid Shot 

Base Atk +7; Grp +9 

Atk Options Combat Reflexes, Deadeye, Point Blank Shot, Precise Shot, 
Rapid Shot 

Special Actions Knack 

Abilities Str 13, Dex 14, Con 12, Int 12, Wis 12, Cha 12 

Talents Demolitionist, Knack, Gimmick 

Feats Deadeye, Point Blank Shot, Precise Shot, Rapid Shot, Skill 
Focus (Mechanics), Skill Focus (Stealth), Skill Training (Knowledge 
([technology]), Skill Training (Pilot), Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Deception +10, Knowledge (technology) +10 Mechanics +15, 
Perception +10, Pilot +11, Stealth +16, Use Computer +10 

Possessions blaster pistol, vibrodagger 


Saboteurs are experts in destroying all forms of machinery. They know how to. 
swiftly and silently gain access to their objectives and either destroy them or 
subtly render them useless. The best saboteurs can damage weapons, vehicles, 
and other targets so that they appear in perfect condition and then suddenly 
fail in a catastrophic manner, preferably at the worst possible moment. For 
example, a sabotaged protective force field might collapse the moment it 
came under heavy attack, when any repair effort would come far too late. 
Both wars and commercial contests are often won through superior tech- 
nology, and these conflicts attract saboteurs who aid their side by disabling 
or destroying their opponents’ technology. Saboteurs are especially useful if 
their enemy has developed some powerful new secret weapon, such as the 
clone soldiers that are used in the Clone Wars or the two Death Stars used 
during the Galactic Civil War. When one side relies exclusively upon a new 
technology, a single saboteur can decide the course of the conflict. 


A saboteur must be both a skilled technician who specializes in causing 
devices to fail and a spy or commando trained in stealth and deception. To 
be successful, he must be able to swiftly disable or destroy a device, either 
by subtly altering its circuits or planting a thermal detonator in the precise 
location that does the most damage. Because saboteurs work behind enemy 
lines and often must go into the heart of enemy factories and research labs, 
being a saboteur is exceptionally dangerous. As such, the vast majority either 
work alone or with no more than a handful of trusted companions. 


SABOTEUR ENCOUNTERS 

Saboteurs are most commonly encountered in factories and research labs 
that are developing or producing important technologies. These factories 
and laboratories typically have exceedingly tight security, making sabotage 
a difficult challenge. 

Most saboteurs choose between two modes of operation. Some are brave 
and stealthy commandos who sneak or shoot their way into heavily guarded 
installations, perform their destruction, and rapidly leave. Some of these 
commando saboteurs are sufficiently skilled that they can perform delicate 
and difficult-to-detect sabotage in a few minutes, but most either cause 
obvious, large-scale destruction or swiftly hide a thermal detonator or other 
explosive that can be triggered later. 

Other saboteurs are more like specialized spies who infiltrate a secure 
installation using a glib tongue, a talent for disguise, and skill at misdirection 
to become an employee. Once inside a location, this kind of saboteur might 
work there for weeks, discreetly sabotaging various vital pieces of equipment, 
and taking the time to make certain that each device will fail in precisely 
the manner she wishes it to. Then, when she has completed her mission, she 
simply stops coming to work. 


Twi'lLekK SABOTEUR 

Twi'lek saboteurs specialize in infiltration and subtle sabotage. Being a 
Twi'lek saboteur, like being a spy, demands a mixture of skill, dedication, and 
a willingness to live in the shadows and to embrace secrecy and deception 
as a way of life. Fora Twi'lek the key to successful sabotage is the same as 
the key to all other forms of success—understanding and subtly manipulating 
people. Ultimately, even the best security can be overridden by a sympa- 
thetic guard who decides to make an exception for someone who claims to 
be late for work and is worried about getting fired or who has forgotten 
his !D badge. After getting past security, the Twi'lek either sneaks off and 
stealthily finds a way to his objective or continues to bluff his way past every 
obstacle, perhaps pretending to be a repair technician who has been ordered 
to "fix" the very device he is intent upon sabotaging. Twi'leks eschew armor 
and heavy weaponry, rarely carrying more than a hold-out blaster pistol, 
because they know that having to use heavy weapons or armor means that 
they have already failed. 


Twi'lek Saboteur cL 6 

Medium Twi'lek scoundrel 4/soldier 2 

Force 4 

Init +6; Senses low-light vision; Perception +9 

Languages Basic, Ryl, 2 others 

Defenses Ref 19 (flat-footed 18), Fort 20, Will 18 

hp 39; Threshold 20 

Speed 6 squares 

Melee knife +5 (1d4+3) 

Ranged hold-out blaster pistol +6 (3d4+3) 

Base Atk +5; Grp +6 

Atk Options Point Blank Shot 

Special Actions Knack 

Abilities Str 11, Dex 12, Con 10, Int 14, Wis 12, Cha 16 

Special Qualities deceptive (SE 32), low-light vision 

Talents Demolitionist, Knack, Gimmick 

Feats Point Blank Shot, Linguist, Skill Focus (Deception), Skill Focus 
(Persuasion), Skill Focus (Stealth), Skill Training (Knowledge 
([bureaucracy]), Skill Training (Knowledge [technology]), Weapon 
Proficiency (pistols, rifles, simple weapons) 

Skills Deception +16 (can reroll, must take second result), Knowledge 
(bureaucracy) +10, Knowledge (technology) +10, Mechanics +10, 
Perception +9, Persuasion +16, Stealth +14, Use Computer +10 

Possessions knife, hold-out blaster pistol 


Twi'lek Saboteur Encounters 

The most skilled Twi'lek saboteurs avoid notice altogether. The other employ- 
ees in a factory or research lab are unlikely to remember the friendly but 
easily forgettable Twi'lek technician who worked there for a short while. 
However, these same people will rarely be able to forget the time when their 
prized weapon or vehiéle failed spectacularly during its first major test. In 
the case of corporate sabotage, the people involved instead remember the 
time that 2 piece of new technology catastrophically backfired when the 
corporation's leaders demonstrated it before the Queen of Naboo, in an effort 
to convince her government to purchase it. The only time the presence of 2 
Twi'lek saboteur becomes obvious is when something goes wrong, such as 
someone noticing a minor discrepancy between her actions and the person 
she is impersonating or a security droid hearing a soft noise coming from 
a hallway or storage room that should be empty. At this point, the Twi'lek 
will either try to swiftly accomplish her job and flee, or leave quickly and 
try again another day. 

Hiring a Twi'lek saboteur is often somewhat challenging, since Twi'leks 
are not inclined to trust others. She attempts to find out all she can about 
a prospective client before accepting any offer of employment, so that she 
can be certain that her employer will not double-cross her. 
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SECTOR RANGER 


Sector Ranger 

Medium soldier 4/scout 2/scoundrel 1 
Force 2 

Init +11; Senses Perception +10 
Languages Basic, Bocce, 3 others 


Defenses Ref 25 (flat-footed 22), Fort 20, Will 20 
Resist Evasion 
hp 66; Threshold 20 


Speed 6 squares 

Melee unarmed +6 (1d6+4) or 

Melee stun baton +6 (2d6+4 stun) 

Ranged heavy blaster pistol +9 (348+3) 

Base Atk +5; Grp +8 

Atk Options Hyperdriven, Point Blank Shot, Precise Shot 

Special Actions Shake It Off 

Abilities Str 12, Dex 16, Con 13, Int 14, Wis 14, Cha 10 

Talents Acute Senses, Armored Defense, Evasion, Hyperdriven, Improved 
Armored Defense 

Feats Armor Proficiency (light, medium), Linguist, Martial Arts |, 

Point Blank Shot, Precise Shot, Shake It Off, Skill Training (Gather 
Information), Skill Training (Use Computer), Weapon Focus (pistols), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Gather Information +8, Initiative +11, Knowledge (bureaucracy) 
+10, Knowledge (galactic lore) +10, Perception +10 (can reroll, must 
take second result), Pilot +11, Use Computer +10 

Possessions heavy blaster pistol, stun baton, combat jumpsuit (+4 armor), 
encrypted comlink 


Established in the days of the Old Republic, Corps of Rangers is law enforce- 
ment agency with wide-ranging powers. Sector Rangers were given the 
power to track and apprehend criminals throughout an entire region of the 
galaxy, often encompassing hundreds or thousands of planets. Because their 
powers were involved in law enforcement, and not military or political, Sector 
Rangers must walk a delicate line of jurisdictions, local laws, and customs. 
Sector Rangers are trained to be cautious and methodical in their gathering 
of evidence or employment of their powers, so as not to have criminals be 
released due to legal loopholes or mistrials. Other than a name change, Sector 
Rangers changed little during the time of the Empire. Sector Rangers had the 
right to commandeer local policemen or make use of Republic (or Imperial) 
vessels in the course of their duties, although most avoided doing so unless 
the situation at hand required such draconian methods. 


SECTOR RANGER ENCOUNTERS 

Sector Rangers are highly trained and competent individuals that are used to 
tackling difficult cases on their own, They are capable combatants, usually 
more than a match for the scum they track down and apprehend. On particu- 
larly dangerous cases, Sector Rangers often travel in pairs or groups of four, 
with their own ship and complement of droids. Considering the highly unusual 
circumstances that most Sector Rangers find themselves in, they could be in 
the company of almost any type of archetype—mercenaries, pilots, slicers, 
or even gamblers~each possessing some unique skill that proves helpful to 
the Sector Ranger in bringing criminals to justice 


SPECIAL ENFORCEMENT 

OFFICER 

Special Enforcement Officers (also known as SEOs) are Sector Rangers 

granted additional powers and leeway in their duties. Considered the elite of 

the organization, Special Enforcement Officers are typically expert trackers, 

investigators, and interrogators, using their remarkable powers of observation 

and encyclopedic knowledge to hunt down criminals. Many SEOs go about 

their duties undercover, allowing them to infiltrate criminal organizations and 

bring it down from the inside. They receive training in a wide range of subjects 

so as to be prepared for whatever bizarre and dangerous circumstances they 

find themselves in. Special Enforcement Officers have a higher rank than 

regular Sector Rangers, which sometimes rubs the regular rangers the wrong 

way when the SEO uses it take over a ranger’s investigation or pull him off of 

his case to assist the SEO's own. Most Special Enforcement Officers are held 

in regard and represent the ultimate goal for a Sector Ranger to eventually 

attain through years of service. 

Special Enforcement Officer CL 13 

Medium scout 5/noble 4/bounty hunter 4 

Force 3 

Init +12; Senses Perception +18 

Languages Basic, Bocce, High Galactic, Huttese, 4 others 

Defenses Ref 29 (flat-footed 27), Fort 24, Will 27 

hp 60; Threshold 24 

Speed 6 squares 

Melee unarmed +10 (1d6+6) 

Ranged heavy blaster pistol +11 (3d8+6) 

Base Atk +10; Grp +11 

Atk Options familiar foe +2, Hunter's Mark, Keen Shot, Pin, Precise Shot 

Special Actions Demand Surrender, Presence 

Abilities Str 10, Dex 12, Con 9, Int 16, Wis 14, Cha 17 

Special Qualities familiar foe +2 

Talents Acute Senses, Demand Surrender, Expert Tracker, Hunter's Mark, 
Keen Shot, Nowhere to Hide, Presence 

Feats Linguist, Martial Arts |, Pin, Point Blank Shot, Precise Shot, Skill 
Focus (Gather Information), Skill Focus (Persuasion), Skill Focus 
(Perception), Skill Focus (Use Computer), Skill Training (Deception), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Deception +14, Gather Information +19 (can reroll when checking 
to locate a specific individual, must take second result), Initiative 
+12, Knowledge (bureaucracy) +14, Knowledge (galactic lore) +14, 
Perception +18 (can reroll, must take second result), Persuasion +19, 
Pilot +12, Use Computer +19 

Possessions heavy blaster pistol, Sector Ranger uniform, encrypted 
comlink, datapad 


Special Enforcement Officer Encounters 

‘As mentioned above, many Special Enforcement Officers operate undercover 
and operate under a number of aliases and disquises—thus, no one can ever be 
entirely sure who is and isn’t an SEO. Because Special Enforcement Officers 
are assigned the most dangerous and “biggest” of cases, they often overlook 
lesser transgressions by their contacts in order to maintain a decent working 
relationship, although they might discreetly (or even anonymously) provide 
information to local law enforcement officials about the criminal affairs 
of anyone they encounter during a mission. SEOs keep strange company, 
making them perfect additions to @ group of heroes who might or might not 
be aware of the Special Enforcement Officer's occupation. 

Special Enforcement Officers can bring a tremendous amount of resources 
to bear onto their targets, up to and including small fleets of Republic ships, 
platoons of regular police (page 69), and the like. Special Enforcement Offi- 
cers often work alongside Jedi in their pursuit of criminals, although most 
SEOs chafe at the Jedi’s dwellings on the Force or refusal to get involved 
in certain types of cases. In turn, most Jedi respect Special Enforcement 
Officer's dedication and natural ability, but are also turned off by the cyni- 
cism that is all too common for these world-weary individuals, 
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SECURITY PERSONNEL 


Security Personnel cla 
Medium nonheroic 6 

Init +4; Senses low-light vision; Perception +9 

Languages Basic 


Defenses Ref 16 (flat-footed 15), Fort 11, Will 10 

hp 22; Threshold 11 

Speed 6 squares 

Melee stun baton +4 (2d6 stun) 

Ranged blaster pistol +5 (346) 

Base Atk +4; Grp +5 

Abilities Str 10, Dex 12, Con 11, Int 10, Wis 9, Cha 11 

Feats Armor Proficiency (light), Improved Defenses, Toughness, Weapon 
Focus (pistols), Weapon Proficiency (pistols, simple weapons} 

Skills Perception +9 

Possessions stun baton, blaster pistol with holster, blast helmet and vest 
(+2 armor) with helmet package, security pass, binder cuffs 


The galaxy is a dangerous place, filled with all sorts of nasty characters. As 
a result, security is one of the primary concerns for most people of wealth, 
prestige, and power. To protect against villainy and to safeguard the common 
citizen against crime, governments maintain extensive security forces. These 
groups often consist of law enforcement officers who police the streets on 
foot or through the air in airspeeders. Like military units, security personnel 
typically follow a rigid rank structure, with guards outranked by detectives, 
sergeants, and so on all the way to the commander at the top. 

Security personnel are not restricted to law enforcement agencies. These 
characters can also represent the personal security forces of powerful figures 
in the galaxy, Security personnel might be private soldiers of a corporate 
sector czar or the armed guards of a powerful crime lord. They can be found 
protecting ambassadors and diplomats, veteran politicians, and just about 
anyone who holds power and has enemies. 


SECURITY SPECIALIST 

The security specialist is an elite guard who has the benefit of special train- 
ing and extensive experience. Similar in many ways to bodyguards, security 
specialists are typically the last line of defense between their employer and 
his or her enemies. Security specialists are commonly trained in close-combat 
fighting and are equipped to deal with just about any sort of foe. Security 
specialists vaty a great deal, as necessary for their particular mission, so you 
should customize this statistics block to meet your needs 


Security Specialist cls 
Medium soldier 5 

Force 4 

Init +4; Senses Perception +8 

Languages Basic 


Defenses Ref 21 (26 with riot shield) (flat-footed 19), Fort 21, Will 16 
Dodge 
hp 67; Threshold 21 


Speed 6 squares 

Melee stun baton +7 (2d6+5 stun} 

Ranged blaster rifle +7 (348+2) or 

Ranged heavy blaster pistol +7 (3d8+2) or 

Ranged stun grenade (4d6+2 stun) 

Base Atk +5; Grp +7 

Atk Options autofire (blaster rifle), Melee Smash, Point Blank Shot, 
Precise Shot, Stunning Strike 

Abilities Str 14, Dex 14, Con 14, Int 10, Wis 12, Cha 10 

Talents Melee Smash, Stunning Strike 

Feats Armor Proficiency (light, medium), Dodge, Point Blank Shot, Precise 
Shot, Toughness, Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Knowledge (tactics) +7, Mechanics +7, Perception +8 

Possessions stun baton, blaster rifle, heavy blaster pistol, 2 stun grenades, 
battle armor (+8 armor, +2 equipment), riot shield, breath ma: 
comlink, binder cuffs, medpac, glow rod 


SECURITY PERSONNEL 
ENCOUNTERS 

Security personnel protect a certain group of people or a specific person. 
As law enforcement agents, they might patrol in pairs or in small teams to 
respond to crimes and protect innocent villains from violence, robbery, or 
anything else that would harm them. When faced with a significant threat, 
security personnel double or triple their numbers and supplement their 
strength with security specialists and soldiers as the situation demands. 

in some instances, a security team might include a number of droids. 
Patrol droids might fill in for security forces or accompany them as they make 
their rounds. Likewise, security droids can also augment a security force's 
strength, though battle droids and military security droids are rare after the 
Clone Wars. On the other hand, within the Trade Federation and the Separatist 
Movement, droids served almost exclusively as security forces. 

Security specialists are more advanced versions of standard security 
personnel. These are special operatives selected for their unswerving loyalty 
and discipline. Governments and employers relied on them to crack down on 
unruly civilians or to provide the best protection available, Security specialists 
are ess numerous than standard security personnel and might be charged 
with leading a security team. Typically, security specialists answer directly to 
their employers, but in the case of some wealthy and powerful charges, they 
might deal with a bodyguard who oversees the entire security detail, 


ROYAL HANDMAIDEN 

The Royal Handmaidens are an exclusive security force charged to protect 
the elected Naboo monarch, most notably Queen (and later Senator) Amidala. 
The Royal Handmaidens were all young, about the same age as Amidala, and 
very similar in appearance, allowing them to step in as decoys to keep their 
mistress safe. Although these are the most famous security specialists, it's 
likely that other, similar organizations exist in the galaxy. 


Royal Handmaiden cL6 

Medium Human noble 3/soldier 3 

Force 4 

Init +9; Senses Perception +10 

Languages Basic, Gran, Gungan, High Galactic, Rodese 

Defenses Ref 20 (flat-footed 17), Fort 18, Will 20 

hp 41; Threshold 18 

Speed 6 squares 

Melee unarmed +6 (1d8+3) 

Ranged sporting blaster pistol +6 (3d4+3) 

Base Atk +5; Grp +6 

Atk Options Melee Defense, Point Blank Shot 

Special Actions Battle Analysis, Bolster Ally, Harm's Way, Inspire 
Confidence, Quick Draw 

Abilities Str 10, Dex 13, Con 10, Int 13, Wis 14, Cha 16 

Talents Battle Analysis, Bolster Ally, Harm's Way, Inspire Confidence 

Feats Linguist, Martial Arts |, Martial Arts Il, Melee Defense, Point Blank 
Shot, Quick Draw, Skill Focus (Deception), Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Deception +16, Initiative +9, Knowledge (tactics) +9, Perception 
+10, Persuasion +11, Pilot +9, Treat Injury +10, Use Computer +9 

Possessions sporting blaster pistol, comlink, handmaiden’s outfit 


“WE ARE BRAVE, 
YOUR HIGHNESS." 


- PADME 
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SHIP CAPTAIN 
Ship Captain cL 13 
Medium soldier 3/scoundrel 7/officer 3 

Force 5 

Init +8; Senses Perception +11 

Languages Basic, 2 others 


Defenses Ref 27 (flat-footed 25), Fort 25, Will 27 
hp 71; Threshold 25 


Speed 6 squares 

Melee vibrodagger +12 (2d4+6) or 

Melee vibrodagger +7 (2d4+6) and 
vibrodagger +7 (2d4+6) with Double Attack 

Ranged blaster pistol +12 (346+6) 

Base Atk +10; Grp +12 

Atk Options Coordinated Attack, Double Attack (advanced melee 
weapons), Hyperdriven, Melee Defense, Point Blank Shot, Precise Shot, 
Spacehound, Starship Raider 

Special Actions Assault Tactics, Battle Analysis, Tough as Nails 


Abilities Str 10, Dex 14, Con 10, Int 15, Wis 11, Cha 13 

Special Qualities command cover, share talent (Stellar Warrior) 

Talents Assault Tactics, Battle Analysis, Hyperdriven, Spacehound, 
Starship Raider, Stellar Warrior, Tactical Edge, Tough as Nails 

Feats Armor Proficiency (light, medium), Coordinated Attack, Double 
Attack (advanced melee weapons), Melee Defense, Point Blank 
Shot, Precise Shot, Skill Focus (Knowledge [tactics]), Skill Training 
{Persuasion), Vehicular Combat, Weapon Finesse, Weapon Proficiency 
(advanced melee weapons, pistols, rifles, simple weapons) 

Skills Knowledge (tactics) +13, Mechanics +13, Perception +11, 
Persuasion +12, Pilot +13, Use Computer +13 

Possessions vibrodagger, blaster pistol in holster, code cylinder, comlink, 
uniform, rank insignia, capital starship 


A ship captain is the commanding officer of a starship. The title applies to all 


sorts of ships, from transport vessels all the way up to star dreadnaughts. The 


title of ship captain is independent of actual rank, and it's just as possible for 
a commander to hold the title as it is for an admiral. On the deck of a ship, 


the captain is the ultimate authority of the vessel (unless, of course, Darth 
Vader happens to be on board) 


SHiP CAPTAIN ENCOUNTERS 

A ship captain is not much without a ship, and thus encounters featuring 
these characters ought to include a ship of at least frigate size. Sm 
vessels, including personal transports and shuttles, might also 
captains, but these are typically pilots with the title to reflect their auth 
and are in no way in the same class as the ship captains described here. 

A ship captain commands the entire crew and support pilots o! 
her ship, and might be responsible for hundreds if not thousands of subordi- 
nates, Falling under the ship captain's authority are any special forces such 
as ground assault teams, scouts, and secondary vessels accompanying the 
captain's ship, though each of these smaller ships have their own 
as well, 

In addition to the main vessel, most ships under the command of these 
characters also include a number of starfighters. The ship captain does nat 
pilot one of these craft except in the most unusual circumstances, but he does 
command them from the deck of his ship, transmitting tactical inform 
to his forces in response to developments. 

Ship captains attain fame or infamy in equal numbers. The mere 
of some of the more successful Imperial captains can inspire fea 
enemies, and cause opposing admirals to adjust their tactics based on the 
reputation of the foe they oppose. 


SHIP GUNNER 


Ship Gunner CL7 

Medium nonheroic 4/scoundrel 3/soldier 3 

Force 3 

Init +7; Senses low-light vision; Perception +8 

Languages Basic 

Defenses Ref 19 (flat-footed 17), Fort 20, Will 18 

hp 38; Threshold 20 

Speed 6 squares 

Melee unarmed +9 (1d4+4) 

Ranged blaster cannon +11 (3d12+5) or 

Ranged blaster cannon +6 (3412+5) and 
blaster cannon +6 (3d12+5) with Double Attack or 

Ranged heavy blaster pistol +10 (2d8+3) 

Base Atk +8; Grp +10 

Atk Options Devastating Attack (heavy weapons), Double Attack (heavy 
weapons), Point Blank Shot, Precise Shot, Spacehound, Starship Raider 

Abilities Str 13, Dex 15, Con 11, Int 10, Wis 12, Cha 10 

Talents Devastating Attack [heavy weapons), Spacehound, Starship 
Raider, Weapon Specialization (heavy weapons) 

Feats Armor Proficiency (light), Double Attack (heavy weapons), Point 
Biank Shot, Precise Shot, Skill Training (Knowledge [tactics], Use 
Computer), Vehicular Combat, Weapon Focus (heavy weapons), 
Weapon Proficiency (heavy weapons, pistols, simple weapons) 

Skills Knowledge (tactics) +10, Perception +8, Use Computer +10 

Possessions blaster cannon, heavy blaster pistol, armored flight suit (+5 
armor) with helmet package 


The ship gunner controls one or more weapon systems not directly under the 
control of the pilot. Typical sorts of weapons a gunner might employ include 
composite-beam laser on the LAAT/i gunship or the blaster cannon on 
the Incom-T47 airspeeder. In most cases, the pilot retains control over some 
of the weapon systems, but the gunner's role is largely to free up the pilot 
to maneuver the ship, while the gunner unleashes a torrent of fire against 
enemy vehicles. 

Ship gunners are prevalent in starships of just about any size and can also 
be found operating the batteries on ground vehicles and other atmospheric 
craft. Most armored assault vehicles and walkers include a broad spectrum 
of weapons and might employ multiple gunners. 


SHIP GUNNER ENCOUNTERS 

Ship gunners appear in skirmishes involving armored vehicles or large-scale 
space battles. Gunners function as part of a ship's crew, and a ship with a 
full crew complement will have at least one gunner for each gunner position 
on the vessel. In these cases, the gunner’s most vital attribute is his attack 
bonus, with his other statistics rarely coming into play. This said, most gun- 
ners are pilots as well, and they can fill in for a wounded or dead pilot or 
copilot as needed. 

\n atmospheric encounters, gunners function in much the same way, usu- 
ally as part of a walker's or armored assault vehicle's crew. Again, a gunner 
can also serve as a pilot and might be called upon to fill in for an injured 
comrade. Should the vehicle be disabled, a gunner is an effective combatant 
and fights along with the rest of the surviving crew. A ship gunner's training 
with heavy weapons allows such a character to perform double duty 
function as heavy infantry when needed, laying down suppressive fire 
a blaster cannon or missile launcher as the situation demands. 
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SITH APPRENTICE 

Sith Apprentice CL 13 

Medium scoundrel 7/Sith apprentice 6 

Force 8; Dark Side 15 

Init +13; Senses Perception +13; Force Perception 

Languages Basic 

Defenses Ref 27 (flat-footed 25), Fort 27, Will 27; Block, Deflect, Dodge, 

hp 98; Threshold 27 

Speed 6 squares 

Melee lightsaber +13 (2d8+8) 

Ranged blaster pistol +13 (3d6+6) 

Base Atk +11; Grp +13 

Atk Options Acrobatic Strike, Running Attack, Sneak Attack +146 

Special Actions Force Fortification, Power of the Dark Side 

Force Powers Known (Use the Force +13): battle strike, dark rage, 
Force lightning 

Force Techniques: Force Point Recovery, Improved Sense Force, Improved 
Telepathy 

Abilities Str 14, Dex 14, Con 14, Int 11, Wis 15, Cha 15 

Talents Block, Deflect, Force Fortification, Force Perception, Power of the 
Dark Side, Sneak Attack +1d6, Swift Power 

Feats Acrobatic Strike, Dodge, Force Sensitivity, Force Training, Point 
Blank Shot, Running Attack, Skill Training (Stealth), Skill Training (Use 
the Force), Weapon Proficiency (lightsabers, pistols, simple weapons) 

Skills Acrobatics +13, Deception +13, Initiative +13, Perception +13, 
Stealth +13, Use the Force +13 

Possessions lightsaber, blaster pistol in concealed holster, personal 
holoprojector 


During the Rise of the Empire and after, as set down by Darth Bane (page 84), 
there are only two Sith at any one time: a Master and his apprentice. These 
apprentices are the products of their training, twisted into cruel monsters 
of depthless evil, Although apprentices are useful minions, a Sith Lord must 
always be watchful for treachery, because the need for revenge burns hot in 
every Sith’s heart, and it is just a matter of time before an apprentice seizes 
the opportunity to murder his Master and claim his mantle. 


“AT LAST WE WILL 
HAVE REVENGE." 


—- DARTH MAUL 


SITH APPRENTICE 
ENCOUNTERS 


Every Sith apprentice secretly believes in his superiority over his Master and 
watches for the time to strike, to cut down the Dark Lord of the Sith and take 
his place. Treachery, then, is something for which a Sith Lord must be ever 
watchful. Thus, a Sith Lord dispatches his trained apprentice on a variety of 
missions, sometimes alone, others with a squad or company of minions, and 
if the apprentice dies, the Sith Lord can simply train a replacement 

Sith apprentices are vicious and aggressive. Most despise the Jedi, seeing 
them as weak and foolish, too wrapped up in outdated ideals to see the true 
power of the dark side. Thus, Sith apprentices are ever eager to test their 
greater skills against their rivals and delight in the chance to face the Jedi 
When faced with these opponents, a Sith apprentice is likely to take on one 
or more single-handedly, ignoring other opponents simply for the chance to 
vent his hatred on the Sith's age-old foes. This is a clear weakness and one 
that has gotten the better of more than one servant of the dark side. 


DARTH MAUL 

When Darth Sidious discovered the Force potential in a young Zabrak, he 
snatched the child away and subjected him to an intense training ordeal 
designed to strip away his humility and compassion. Soon after, Sidious 
abandoned the youngster on an isolated world, telling him that he would 
have to find some way to survive in the hostile climate for a month until he 
returned. Alone and pursued by vicious assassin droids, the Zabrak suffered 


terribly until he was too weakened, too exhausted to continue fighting. Just 
as he surrendered to the relentless droids, Sidious returned and provoked the 
apprentice into attacking him. When the Zabrak finally gave into his anger 
and hatred, he succumbed to the dark side of the Force and transformed 
into a slave of evil, becoming Darth Maul. 

Darth Maul is part assassin, part spy, and all killer. His unique talents and 
his enduring hatred of the Jedi made him the perfect tool for eliminating 
Darth Sidious's enemies. Furthermore, Darth Maul revealed his talent as 2 
skilled technician when he constructed a wide range of Sith devices from 
ancient Sith holocrons and specifications. With his incredible fighting talents 
and his terrifying array of weapons and equipment, Darth Maul proved to be 
one of the most dangerous characters in the Rise of the Galactic Empire. 


Darth Maul CL 15 

Medium Zabrak Jedi 7/Sith apprentice 8 

Destiny 1; Force 6; Dark Side 14 

Init +16; Senses Perception +9 

Languages Basic, Huttese, Ryl, Zabrak 

Defenses Ref 34 (flat-footed 30, Lightsaber Defense 35), Fort 31, Will 30; 
Block 

hp 152; Threshold 31 

Speed 6 squares 

Melee double-bladed lightsaber +20 (248+12) or 

Melee double-bladed lightsaber +20 (2d8+12) and 
double-bladed lightsaber +20 (2d8+12) 

Melee unarmed +18 (148+10) 

Base Atk +15; Grp +19 

Atk Options Acrobatic Strike, Dark Scourge 

Special Actions Lightsaber Defense, Power of the Dark Side 

Force Powers Known (Use the Force +13): battle strike, dark rage, Force 
grip, Force slom, mind trick, move object 

Force Techniques Force Power Mastery (battle strike), Improved Move 
Light Object, Improved Sense Force, Improved Sense Surroundings 

Abilities Str 17, Dex 19, Con 16, Int 16, Wis 14, Cha 12 

Talents Block, Dark Scourge, Lightsaber Defense, Power of the Dark Side, 
Stolen Form (Jar'Kai, Juyo, Niman), Weapon Specialization (lightsabers) 

Feats Acrobatic Strike, Dual Weapon Mastery |, Dual Weapon Mastery Il, 
Dual Weapon Mastery Ill, Force Sensitivity, Force Training (2), Martial 
Arts |, Martial Arts ll, Weapon Focus (lightsabers), Weapon Proficiency 
(lightsabers, simple weapons) 

Skills Acrobatics +16, Initiative +16, Jump +15, Mechanics +15, 
Perception +9 (can reroll, must take second result), Use the Force +13 

Possessions double-bladed lightsaber (self-built), 3 Dark Eye probe droids, 
personal holoprojector, Bloodfin, Scimitar 


Razalon FC-20 Speeder Bike 

‘One device the Sith apprentice Darth Maul relied on was a Razalon Speeder 
Bike, a small, lightweight vehicle noted for its quiet operation. Its distinctive 
U-shape design made the vehicle a comfortable ride and easy to operate (+2 
equipment bonus to Pilot checks). 


Bloodfin Razalon FC-20 Speeder Bike cL 15 

Medium ground vehicle 

Init +23; Senses Perception +9 

Defenses Ref 32 (flat-footed 25), Fort 13; +0 armor 

hp 36; DR 5; SRO; Threshold 13 

Speed 8 squares (max. velocity 180 km/h) 

Fighting Space 1x1; Cover total 

Base Atk +15; Grp +18 

Abilities Str 17, Dex 24, Con —, Int 14 

Skills Initiative +23, Mechanics +15, Perception +9, Pilot +18, 
Use Computer +10 

Crew 1; Passengers 0 

Cargo 2 kg; Consumables ~; Carried Craft — 

Availability Licensed; Cost 4,000 (new), 1,000 (used) 
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SITH LORD 


Sith Lord CL 18 
Medium noble 7/Sith apprentice 8/Sith Lord 4 

Destiny 2; Force 7; Dark Side 16 

Init +16; Senses Perception +22; Force Perception; Gauge Force Potential 
Languages Basic, 5 others 


Defenses Ref 33 (flat-footed 31, Lightsaber Defense 34), Fort 31, Will 34; 
Block 

hp 105; Threshold 31 

Immune fear 


Speed § squares 

Melee lightsaber +19 (2d8+10) or 

Melee lightsaber +16 (2d8+10) and 
lightsaber +16 (2d8+10) with Double Attack or 

Melee lightsaber +11 (2d8+10) and 
lightsaber +11 (2d8+10) and 
lightsaber +11 (2d8+10) with Triple Attack 

Base Atk +17; Grp +19 

Atk Options Double Attack (lightsabers), Melee Defense, Triple Attack 
(lightsabers) 

Special Actions Damage Reduction 10, Gauge Force Potential, Lightsaber 
Defense, Power of the Dark Side, Telekinetic Power, temptation 

Force Powers Known (Use the Force +17): farseeing, Force disarm, Force 
grip (2), Force lightning (4), Force slam, Force thrust, mind trick, move 
object (2), rebuke (2), surge 

Force Techniques Force Point Recovery, Force Power Mastery (Force 
lightning), Improved Sense Force, Improved Telepathy 

Force Secrets Devastating Power, Multitarget Power, Quicken Power 


Abilities Str 13, Dex 15, Con 11, Int 14, Wis 16, Cha 16 

Special Qualities fearless, temptation 

Talents Connections, Block, Damage Reduction 10, Dark Side Adept, Force 
Perception, Gauge Force Potential, Lightsaber Defense, Multiattack 
Proficiency (lightsabers), Power of the Dark Side, Telekinetic Power 

Feats Double Attack (lightsabers), Force Training (4), Linguist, Melee 
Defense, Skill Focus (Use the Force), Triple Attack (lightsabers), 
Weapon Finesse, Weapon Proficiency (lightsabers, pistols, simple 
weapons} 

Skills Deception +17, Initiative +16, Knowledge (galactic lore) +16, 
Perception +22, Persuasion +17, Pilot +16, Use Computer +16, Use the 
Force +22 (can reroll when activating a Force power with the [dark 
side] descriptor, must take second result) 

Possessions lightsaber, Sith robes 


Since the time of the first fallen Jedi, the Sith have survived in one form or 
another for thousands of years. As the passage of time marched forward 
the ancient teachings of the Jedi were forgotten, twisted, and corn 
Few Sith Lords, then, came from the formal training of the Jedi, and new 
Sith Lords learned the methods of the dark side from other Sith Lords unt 
they could rise up and claim the mantle for themselves. Although they lackes 
the formal instruction of their Jedi counterparts, these Sith Lords prove 
every bit their equal, making up for their lack of discipline with hatred, and 
for their lack of combat training with savage brutality. 


FALLEN JED! SITH LORD 

Sith Lords are the inheritors of the first renegade dark Jedi who rebellec 
against the rigid teachings of the Jedi Order to explore the mysteries of the 
dark side of the Force. The initial conflict between the Jedi factions eventually 
led to the exile of these fallen Jedi to the fringes of space until they came 
upon a planet inhabited by a primitive and savage people called the Sith 
The evil Jedi descended on the world, conquered the primitives, and declared 
themselves the Lords of the Sith. 


Fallen Jedi Sith Lord 

Medium Jedi 7/Jedi Knight 4/Sith apprentice 5/Sith Lord 2 

Destiny 2; Force 6; Dark Side 18 

Init +17; Senses Perception +13 

Languages Basic, 3 others 

Defenses Ref 34 (flat-footed 31, Lightsaber Defense 35), Fort 33, Will 35; 
Block, Deflect 

hp 148; Threshold 33 

Immune fear 

Speed 6 squares 

Melee lightsaber +21 (2d8+11) or 

Melee lightsaber +19 (3d8+11) with Rapid Strike or 

Melee lightsaber +19 12d8+11) and 
short lightsaber +19 (2d6+11) 

Base Atk +18; Grp +21 

Atk Options Acrobatic Strike, Combat Reflexes, Rapid Strike, Running 
Attack, Wicked Strike 

Special Actions Lightsaber Defense, Power of the Dark Side, Redirect 
Shot, Shien, temptation 

Force Powers Known (Use the Force +18): battle strike (2), dark rage, 
Force disarm, Force grip (2), Force slom (2), Force lightning (2), move 
object, negate energy (2), surge (2) 

Force Techniques Force Point Recovery, Force Power Mastery, Improved 
Move Light Object, Improved Sense Surroundings 

Force Secrets Muititarget Power 

Abilities Str 15, Dex 17, Con 15, Int 16, Wis 18, Cha 18 

Special Qualities fearless, temptation 

Talents Block, Deflect, Djem So, Elusive Target, Force Deception, 
Lightsaber Defense, Power of the Dark Side, Redirect Shot, Shien, 
Wicked Strike 

Feats Acrobatic Strike, Combat Reflexes, Dual Weapon Mastery |, Dual 
Weapon Mastery II, Force Sensitive, Force Training (3), Rapid Strike, 
Running Attack, Weapon Focus (lightsaber), Weapon Proficiency 
(lightsabers, simple weapons) 

Skills Acrobatics +17, Deception +18, Initiative +17, Jump +16, Use the 
Force +18 

Possessions lightsaber (self-built), short lightsaber, Sith robes 


CL 18 


*“THE DARK SIDE 
A PATHWAY TO 
CONSIDER 


c 


LUMIYA, 

DARK LADY OF THE SITH 

Before the Dark Lady of the Sith came into being, there was a promising 
Imperial Intelligence cadet named Shira Elan Colla Brie. Trained to fight for 
the Empire, she worked hard to become an expert pilot, a skilled combatant, 
and above all a spy. It was during her training she caught the eye of Darth 
Vader. Recognizing her talents and her knack with the Force, Vader quided 
her training, helping her to learn the power of the dark side of the Force. 

Her first assignment was to infiltrate the Rebellion and work her way into 
the Rogue Squadron. Her charisma, beauty, and piloting skills made her @ 
popular member of the team, and so it didn’t take long before she met Luke 
Skywalker. She worked hard to ingratiate herself with the Rebels, secretly 
feeding information to Darth Vader and the Empire. 

Everything changed, though, on a secret mission to strike against an 
Imperial fleet to recover a powerful alien that was thought to be able to 
assist the Rebellion’s efforts to communicate with their allies across the 
galaxy. As part of the mission, Shira, Skywalker, and others were to pilot TIE 
fighters. In the ensuing dogfight, Luke's computer went out, and so he relied 
on the Force to pick out his targets, which ultimately led to the destruction 
of Brie's ship. 

While Luke Skywalker faced the charges leveled against him for shoot 
ing down a fellow officer, Brie somehow survived the destruction of her 
starfighter long enough for Darth Vader to find her, Although she survived, 
she was terribly injured, necessitating the replacement of her limbs and 
organs with cybernetic replacements. When she emerged from the bacta 
tank, she was a woman changed, more machine than Human, and so it was 
that the Dark Lady of the Sith was born. 

Lumiya, as she now called herself, trained further with Vader, learning 
the ways of the Force and even some Sith techniques. She eventually trav- 
eled to Ziost—a terrible planet of grave importance to the Sith—to continue 
her training on her own terms, but soon afterward she learned that both 
Darth Vader and the Emperor were dead after the Battle of Endor. Filled with 
hatred for Luke Skywalker and the so-called Alliance, she vowed she would 
get revenge regardless of the cost 
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Lumiya, Dark Lady of the Sith cL19 

Medium Human soldier 5/scoundrel 3/ace pilot 3/Force adept 3/Sith 
apprentice 3/Sith Lord 2 

Destiny 2; Force 7; Dark Side 18 

Init +18; Senses low-light vision; Perception +18 

Languages Basic, Bocce, Sith 


Defenses Ref 42 (flat-footed 38), Fort 34, Will 38 

hp 125; Threshold 34 

immune fear 

Speed 6 squares 

Melee lightwhip +20 (2d4+10; reach 2) or 

Melee lightwhip +18 (3d4+10; reach 2) with Rapid Strike 

Ranged patm blaster +20 (3d6+9) 

Base Atk +16; Grp +20 

Atk Options Channel Aggression, Channel Anger, Combat Reflexes, Rapid 
Strike, Spacehound 

Special Actions Equilibrium, Power of the Dark Side, temptation 

Force Powers Known (Use the Force +23): battle strike (2), 
dork roge, forseeing, Force grip, Force slam, Force stun, mind trick, 
negote energy (2) 

Force Techniques Improved Force Trance, Improved Telepathy 

Force Secret Quicken Power 

Abilities Str 13, Dex 18, Con 12, int 14, Wis 18, Cha 18 

Special Qualities fearless, temptation, vehicle dodge +1 

Talents Armored Defense, Channel Aggression, Channel Anger, Dark Side 
Adept, Dark Side Master, Equilibrium, Force Pilot, Improved Armored 
Defense, Power of the Dark Side, Spacehound, Swift Power, 

Vehicular Evasion 

Feats Armor Proficiency (light, medium), Combat Reflexes, Force 
Sensitive, Force Training (2), Improved Defenses, Rapid Strike, 

Skill Focus (Deception), Skill Focus (Use the Force), Skill Training 
(Deception), Vehicular Combat, Weapon Finesse, Weapon Proficiency 
(lightsabers, pistols, rifles, simple weapons) 

Skills Deception +23, Endurance +15, Initiative +18, Knowledge (tactics) 
+16, Mechanics +15, Perception +18, Pilot +23, Use the Force +23 (can 
reroll when activating a (dark side] Force power, must take second 
result or spend Force Point and take better result) 

Possessions lightwhip, custom armor (as armored flight suit with helmet 


package; modified, +8 armor), cybernetic prosthetics (4, both arms and_ 


legs, equipped with palm blaster assemblies in each arm), utility belt 
with medpac, Sith robes 


Palm Blasters—The Dark Lady's prosthetic arms conceal blasters, the 
barrels of which open in the palms of her hands. As a swift action, she 
can “draw” the blasters and fire them as if they were blaster pistols. A 
power pack contained inside her body powers these weapons. 


DARTH BANE 

Long have the Jedi carried the shame of the Sith, for it was the Jedi’s inability 
to wipe out the infection within their ranks that allowed the first renegades 
to flee into exile, to form a twisted society, and to brew the utter wicked- 
ness that would eventually spread throughout the galaxy. Ever since that 
moment of mercy, the Sith have been a plague, leading to two full-blown 
Sith wars. It wasn’t until the Battle of Ruusan that the Jedi believed the Sith 
threat was at an end, for in this climactic battle, the Sith and the Jedi who 
fought them were utterly destroyed by a weapon of cataclysmic proportions. 
Believing they had ended the threat, even at such a great cost, the Jedi put 
the matter to rest. 

However, one Sith survived: Darth Bane. An apprentice of a powerful Sith 
Lord, he managed to escape the devastation and fled the ruins of the world 
During his flight, the specter of an ancient Dark Lord forced his vessel to 
crash-land on Onderon's moon, Dxun. There he encountered the orbalisks, 
which quickly swarmed over his body, changing him into something more 
than Human. As he grappled with the transformation and the realization that 
he was the last of his kind, he was struck by an epiphany. 

The Sith's gravest weakness was that they inevitably turned against one 
another. The divisiveness that seemed always to result would prevent the 
Sith from getting the revenge they so craved. It was then, on this small 
moon, covered with parasites that fused themselves to his body, that Darth 
Bane decreed, as the last of the Sith, henceforth there would be only two: 
a Master and an apprentice. 


Darth Bane 

Medium Human Jedi 7/Jedi Knight 5*/Sith apprentice 3/Sith Lord 5 

Destiny 3; Force 10; Dark Side 22; Strong in the Force 

Init ~20; Senses Perception +21 

Languages Basic, Bocce, Ryl, Sith 

Defenses Ref 38 (flat-footed 33), Fort 36, Will 39; Block, Deflect 

hp 194; DR 10 [applies to lightsabers); Threshold 36 

Immune fear 

Speed 6 squares 

Melee lightsaber +25 (248415) or 

Melee jightsaber +23 (3d8+15) with Rapid Strike or 

Melee I'ghtsaber +20 (2d8+15) and 
lightsaber +20 (2d8+15) with Double Attack 

Base Atk +20; Grp +25 

Atk Options Cleave, Double Attack (lightsabers], Great Cleave, Lightsaber 
Tarow, Melee Defense, Power Attack, Rapid Strike, Running Attack, 
Severing Strike, Wicked Strike 

Special Actions Equilibrium, Juyo, Power of the Dark Side, temptation 

Force Powers Known (Use the Force +20): battle strike (2), dark rage, 
farseeing, Force grip, Force lightning (3), Force slam, mind trick, move 
object, rebuke (2), surge 

Force Techniques Force Point Recovery, Improved Move Light Object, 
Improved Sense Surroundings 

Force Secrets Devastating Power, Distant Power, Multitarget Power, 
Quicken Power 

Abilities Str 16, Dex 20, Con 17, Int 17, Wis 22, Cha 20 

Special Qualities fearless, temptation 

Talents Block, Deflect, Djem So, Equilibrium, Force Deception, Juyo, 
Lightsaber Throw, Power of the Dark Side, Severing Strike, Swift Power, 
Weapon Specialization (lightsabers), Wicked Strike 

Feats Cleave, Double Attack (lightsabers), Force Sensitive, Force Training 
(2), Great Cleave, Melee Defense, Power Attack, Rapid Strike, Running 
Attack, Strong in the Force, Weapon Focus (lightsabers), Weapon 
Proficiency (lightsabers, simple weapons) 

Skills Acrobatics +20, Deception +20, Endurance +18, Initiative +20, 
Knowledge (galactic lore) +18, Perception +21, Use the Force +20 

Possessions lightsaber (self-built), orbalisk armor (+10 armor and grants 
DR 10 that applies even to lightsabers), Sith robes 


CL 20 


* Darth Bane was a member of the Brotherhood of Shadow, a dark side 
organization made up of renegade Jedi. While this group studied the dark 
side extensively, it passed down many of the fighting forms of the Jedi to 
its students. 


SITH LORD ENCOUNTERS 


Sith Lords should be the elite villains of your campaign. They are the undis- 
puted masters of the dark side of the Force. Any Sith Lord encountered after 
the Battle of Ruusan is a calculating plotter, a fiend of intrigue who hides 
his presence behind countless false identities and minions to ensure that he 
can keep working toward his goal, which is ultimately the utter destruction 
of the Jedi. A Sith Lord is unlikely to reveal himself willingly, reserving his 
confession to a likely apprentice at a time when he is most likely to turn the 
subject toward the dark side. 

Instead, a Sith Lord relies on a host of minions to further his agenda. The 
most important minion is his Sith apprentice, though a Sith Lord is careful to 
limit his time with his minion lest he create an opportunity for his apprentice 
to betray him. Instead, the Sith Lord uses the apprentice as a tool, overseeing 
vital missions and ensuring that his plans proceed as intended. 

Beneath the Sith apprentice, there can be any number of dark side thral|s 
serving the Sith Lord, including dark side adepts, dark Jedi, and other cor- 
rupted servants, It’s important to note that these servants are not technically 
Sith even though they are usually quite skilled in the dark side of the Force 
and might harbor the same hatred toward the Jedi that their Masters do. In 
some rare cases, a lesser minion might prove himself worthy to replace the 
Sith apprentice, which, as his Master does with his greatest ally, is something 
for which the apprentice always watches. 


“1 AM DARTH BANE, 
DARK LORD OF 
THE SITH. | WILL 
SURVIVE. AT ANY 

cosT." 


—- DARTH BANE 
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Slicer cL5 

Medium scoundrel 5 

Force 1 

Init +4; Senses Perception +9 

Languages Basic, Binary, Huttese 

Defenses Ref 19 (flat-footed 17), Fort 15, Will 18 

hp 32; Threshold 15 

Speed 6 squares 

Melee unarmed +2 (104+1) 

Ranged hold-out blaster pistol +5 (3d4+2) 

Base Atk +3/Grp +5 

Atk Options Point Blank Shot 

Special Actions Trace 

Abilities Str 8, Dex 14 Con 10, Int 16, Wis 14, Cha 12 

Talents Gimmick, Master Slicer, Trace 

Feats Point Blank Shot, Skill Focus (Knowledge [technology]), Skill Focus 
(Deception), Skill Focus (Mechanics), Skill Focus (Use Computer), 
Weapon Proficiency (pistols, simple weapons) 

Skills Deception +13, Gather Information +15, Knowledge (galactic lore) 
+10, Knowledge (technology) +15, Perception +9, Persuasion +9, 
Mechanics +15, Use Computer +15 (can reroll when improving access 
and take better result) 

Possessions hold-out blaster pistol, security kit, code cylinder (forgery), 
encrypted comlink, 10 datacards, lectroticker (+6), credit chip, 
portable computer 


While most heroes find adventure throughout the galaxy, slicers roam 
the electronic highways of the HoloNet and find plenty of excitement and 
danger along the way. Slicers are experts at breaking into secured computer 
networks—the more secure the computer, the bigger and better the chal- 
Jenge. Slicers often find work with large organizations that can supply them 
with necessary equipment, programs, information, and credits to meet their 
demands. Others are independents, slicing into computer networks for infor- 
mation to sell to the right bidder or just for the sheer thrill of proving their 
skill at being able to move in and out of highly protected networks. 

In addition to being technically brilliant, the most successful slicers must 
also possess decent interpersonal skills, in order to con passwords and other 
sensitive information from people when their computer skills won't or can’t 
apply. They typically know the ins and outs of large organizations and can 
easily bypass red tape to get what they want. 


SLIceER ENCOUNTERS 
Slicers pride themselves on getting in and out of computer systems without 
anyone even knowing they are there. In most cases, slicers don’t deal with 
people face to face, relying instead on messages sent through the HoloNet, 
couriers, or proxies in order to keep their identity secret and their (often 
illicit) businesses secure, Slicers are rarely physical threats, although those 
in the military have at least minimal training so they can defend themselves 
if necessary. However, if a slicer can gain access to a computer network, he 
can shut off lights, activate fire extinguishers, power up droids, and the like 
turning a location into a tangle of hazards 

Slicers also commonly work with other specialists, forming highly trained 
teams that can infiltrate any secured location. These specialists include 
assassins, commandos, infiltrators, outlaw techs, and spies, with the slicer 
often located far from the scene, opening doors and bypassing security 
measures from the safety of his remote terminal 


ZAKARISZ GHENT 

Zakarisz Ghent is a legendary slicer and associate of the famous smuggler 
Talon Karrde (page 89). Ghent was extremely intelligent and had a preter- 
natural gift when it came to computers and codes. The first hint of Ghent's 
technical brilliance came when he cracked a near-impossible Imperial code 
in two months on his own, Although a genius when it comes to slicing or 
deciphering codes, Ghent is hopelessly naive, absent-minded, and disinter- 
ested in anything that wasn’t programmed in Binary. 

Ghent's slicing has proven key during several crucial times in the New 
Republic era. His skills helped acquit Admiral Ackbar from false charges of 
bribery during the Thrawn Crisis. He helped uncover an imperial Intelligence 
infiltration of the New Republic headquarters, After the death of Thrawn, 
Ghent joined up with New Republic Intelligence, eventually rising to the 
position of Chief of Cryptography. Finally, Ghent unlocked hidden holograms 
inside R2-D2, revealing Luke Skywalker's mother to be Padmé Amidala and 
chronicling the way in which she died. 


Zakarisz Ghent CL 10 

Medium Human scoundrel 10 

Destiny 1; Force 4 

Init +12; Senses Perception +9 

Languages Basic, Binary, Bocce, Mon Calamarian 

Defenses Ref 25 (flat-footed 23), Fort 22, Will 21; Dodge, Mobility 

hp 58; Threshold 22 

Speed 6 squares 

Melee unarmed +7 (1d4+5) 

Ranged blaster pistol +9 (3d6+5) 

Base Atk +7; Grp +9 

Atk Options Melee Defense, Point Blank Shot, Precise Shot 

Special Actions Fool's Luck, Knack, Trace 

Abilities Str 10, Dex 14, Con 12, Int 18, Wis 8, Cha 16 

Talents Fool's Luck, Knack, Gimmick, Master Slicer, Trace 

Feats Dodge, Improved Defenses, Melee Defense, Mobility, Point Blank 
Shot, Precise Shot, Skill Focus (Deception), Skill Focus (Knowledge 
[galactic lore]}, Skill Focus (Knowledge [technology]), Skill Focus 
(Persuasion), Skill Focus (Use Computer), Weapon Proficiency (pistols, 
simple weapons) 

Skills Deception +18, Gather Information +19, Initiative +12, Knowledge 
(galactic lore) +19, Knowledge (technology) +19, Mechanics +19, 
Perception +9, Persuasion +18, Pilot +12, Use Computer +19 (can reroll 
when improving access and take better result) 

Possessions blaster pistol, encrypted comlink with holo capability, 
datacard, datapad, portable computer (Intelligence 16) 


New SLICER GEAR 

Slicers, like members of any other profession, rely on a number of tools 
to get the job done. Although the primary tools of the slicer are portable 
computers and datapads, a variety of other equipment is available ta help 
slicers (and even those not adept at computer use) overcome electronic 
obstacles. Slicers commonly make use of the following equipment. 


Computer Spikes 

Computer spikes are single-use programs built into a basic piece of 
computer hardware that plugs directly into another computer system. 
Designed to bypass computer security and help improve access to 
protected systems, a computer spike interfaces with another computer 
system and uses untraceable programs to chip away at the target 
system's defenses, A computer spike can be activated as a swift action, 
after which it makes a single Use Computer check (with a bonus of +2 
or higher, determined by its cost and quality) that can be used only to. 
improve access. All computer spikes are considered illegal. 

Cost 1,500 credits per +2 skill bonus; Weight 1 kg. 


HiBaka 2000 Mem-Stik 

Frequently utilized by slicers to smuggle valuable information past 
security guards and police, the HiBaka 2000 Mem-Stik is a tiny piece of 
hardware that holds a moderate amount of information without taking 
up too much space. Though a Mem-Stik does not have enough space to 
carry a computer programs, it can hold simple text, image, and video 
data (as well as under 1 minute of holographic data). A Mem-Stik is Fine 
in size and can be hidden inside the power pack slot of a standard blaster 
pistol (granting a +10 equipment bonus to Stealth checks to hide the 
Mem-Stik). A blaster that has a Mem-Stik in its power pack slot cannot 
be fired without first reinserting the power pack. 

Cost 50 credits; Weight —. 


Lectroticker 

Asmall electronic device used to bypass low-grade security systems, 2 
lectroticker consists of several small wires connected to a sense-plate. 
When the sense-plate isvinserted into a standard security lock (such 
as those found on doors throughout the galaxy), the sense-plate is 
charged with varying amounts of energy, scrambling the signals sent to 
the electronic lock and fooling its systems into thinking that the correct 
access card has been provided. A lectroticker can be activated asa swift 
action, aftr which it makes a single Mechanics check (with a bonus of 
+2 or higher, determined by its cost and quality) to disable an electronic 
lock. Alll lectrotickers are considered illegal, 

Cost 1,500 credits per +2 skill bonus; Weight 1 kg. 
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SMUGGLER 


Smuggler cL7 

Medium scoundrel 4/scout 2/noble 1 

Force 3; Dark Side 1 

Init +10; Senses Perception +5 

Languages Basic, Bocce, Durese, Huttese 

Defenses Ref 22 (flat-footed 20), Fort 18, Will 22 

hp 41; Threshold 18 

Speed 6 squares 

Melee unarmed +3 (1d4+2) 

Ranged heavy blaster pistol +7 (3d6+3) or 

Ranged hold-out blaster pistol +7 (34443) 

Base Atk +4; Grp +6 

Atk Options Hyperdriven, Point Blank Shot, Precise Shot 

Special Actions Knack 

Abilities Str 8, Dex 14, Con 10, Int 12, Wis 14, Cha 16 

Talents Barter, Connections, Hyperdriven, Knack 

Feats Improved Defenses, Point Blank Shot, Precise Shot, Skill Focus 
(Deception), Skill Focus (Persuasion), Skill Training (Pilot), Vehicular 
Combat, Weapon Focus (pistols), Weapon Proficiency (pistols, rifles, 
simple weapons) 

Skills Deception +16, Initiative +10, Knowledge (galactic lore) +9, 
Persuasion +16 (can reroll when bartering, must take second result), 
Pilot +10, Stealth +10 

Possessions heavy blaster pistol, hold-out blaster pistol (concealed), 
Corellian YT-1300 transport, comlink, utility belt, illicit cargo 


Regardless of the era or location in the galaxy, there are always those who 
want to move goods (or people) from one place to another without paying 
taxes or coping with government interference, or even just for discretion's 
sake. Smugglers are experts at moving this cargo (or individuals), secretly 
hauling illegal goods under the noses of bureaucrats, soldiers, and even 
crime lords who might want the items for themselves. Smugglers possess 
a blend of social charm and incredible piloting ability, relying on the latter 
when their deceptions fall through. They pride themselves on the speed and 
discreetness of their deliveries, although a few take risky ventures just for 
the thrill of thumbing their noses at the authorities that try to squash their 
livelihood. Some have a "no questions asked” policy regarding the goods 
they transport, while others are more particular about what they'll carry in 
their cargo holds and might not transport certain items such as illegal drugs, 
weapons, or sentient beings bound for slavery. 


SMUGGLER ENCOUNTERS 


Smugglers can be found almost anywhere, from the seediest of cantinas, to 
starship docks, to the upper echelons of society, where they hope to land high 
paying jobs. Because they must often slip past authority patrols and check 
points, smugglers and their ships can also be found in deep space or traveling 
along dangerous routes that no “sane” individual would think of going through 
(or investigating). Smugglers rarely stay in one place for long and consider their 
ships home, although some have regular ports-of-call to link up with contacts 
and pick up passengers and steady streams of cargo. A few smugglers even 
have legitimate jobs, working as Republic ship commanders or diplomats, 
the while moving illicit goods back and forth to pa their income 

Smugglers rely on stealth and deception to get the job done—a patrol 
vessel that is aware of their presence is a threat to be avaided. Although 
they are capable fighters, most smugglers shun combat, which places both 
their lives and their cargo at risk. Many smugglers carry goods for even less 
savory individuals, such as crime lords, who take a dim view when their goods 
are damaged or destroyed during transport. 

Smugglers are typically encountered with members of their ship's crew 
sometimes bolstered by additional personnel, such as slicers, gamblers, merce- 
naries, and technicians (who keep their ships in pristine operating condition) 


TALON KARRDE 

Talon Karrde is a notorious information broker and the creator of the famous 
Smugglers’ Alliance. His ship, a heavily modified Action VI Transport called 
the Wild Karrde, serves as his base of operations. Although Karrde started out 
in smuggling, gathering intelligence and information was both his passion 
and his specialty. Eventually, Karrde's organization grew to such a degree 
that it was believed to harbor more secrets than both the Republic or the 
Empire had any reason to suspect. Karrde strove to remain a neutral party, 
regardless of whom he worked for, although he was known to have aided 
such famous individuals as Han Solo and Luke Skywalker. 

Talon Kartde is an educated and sophisticated individual with great busi- 
ness acumen and a strong sense of loyalty to those who work under him. 
Despite his illicit businesses and his penchant for dealing with disreputable 
people, Talon Karrde had a deep underlying sense of honor that always pushed 
him to eventually do the right thing. 


Talon Karrde 

Medium Human scoundrel 7/crime lord 5 

Force 5 

Init +13; Senses Perception +17 

Languages Basic, Bocce, Huttese, Shyriiwook 

Defenses Ref 27 (flat-footed 25), Fort 23, Will 27 

hp 80; Threshold 23, 

Speed 6 squares 

Melee unarmed +9 (1d4+7" 

Ranged heavy blaster pistol +11 (3d8+6) or 

Ranged heavy blaster pistol +9 (4d8+6) with Rapid Shot 

Base Atk +8; Grp +10 

Atk Options Hyperdriven, Point Blank Shot, Precise Shot, Rapid Shot, 
Sneak Attack +146 

Special Actions Demand Surrender, Disruptive, Impel Ally Il, Presence 

Abilities Str 13, Dex 15, Con 12, Int 16, Wis 13, Cha 17 

Special Qualities command cover 

Talents Attract Minion, Demand Surrender, Disruptive, Hyperdriven, Impel 
Ally |, Impel Ally ll, Presence, Sneak Attack +146, Stellar Warrior 

Feats Point Blank Shot, Precise Shot, Rapid Shot, Skill Focus (Deception), 
Skill Focus (Gather Information), Skill Focus (Perception), Skill Focus 
(Persuasion), Skill Focus (Pilot), Vehicular Combat, Weapon Focus 
(pistols), Weapon Proficiency (pistols, simple weapons) 

Skills Deception +19, Gather Information +19, Initiative +13, Knowledge 
(galactic lore) +14, Mechanics +14, Perception +17, Persuasion +19, 
Pilot +17 

Possessions heavy blaster pistol, toolkit, modified Action VI Transport 
(Wild Karrde), fine clothing 
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Talon Karrde Encounters 

Talon Karrde was most active during the time of the New Republic, although 
heroes could encounter a younger version of him around the time of the 
Battle of Yavin. One of Karrde’s traits was surrounding himself with capable 
and loyal allies who would protect him from harm, including fellow smugaler 
Zakarisz Ghent (page 87] and Mara Jade (he later became the "father of the 
bride" at her wedding to Luke Skywalker). During the early years of the New 
Republic, Karrde could also be encountered with his two pet vornskrs (page 
128) named Sturm and Drang—he learned that by docking their tails, the 
Force-sensing beasts could be domesticated, making loyal and affectionate 
companions and fierce protectors. 

Given his line of work, the most dangerous aspect of encountering Talon 
Karrde is the numerous foes that were out to get him. The vicious Admiral 
Thrawn, intelligence agencies, bounty hunters, rival smugglers, and crime 
lords all had it out for Karrde, who proved smart (and lucky) enough to evade 
them all and thrive. Of course, anyone hunting Talon Karrde is unlikely to 
catch him off guard, since his massive network of informants and spies alerts 
him to any potential danger long before it can manifest itself. 


VCX-350 LIGHT FREIGHTER 
The VCX-350 is a Corellian Engineering Corporation space transport often 
used by smugglers after the fall of the Galactic Empire. Designed for long- 
range travel and boasting the newest technology, the VCX-350 light freighter 
can be found in almost any smuggler fleet, including Talon Karrde's. 


CEC VCX-350 Light Freighter 
Colossal space transport 
Init -2; Senses Perception +6 
Defenses Ref 15 (flat-footed 13), Fort 28; +13 armor 
hp 150; DR 15; SR 30; Threshold 78 
Speed fly 12 squares (max, velocity 980 km/h), fly 3 squares (starship 
scale) 
Ranged laser cannons +4 (see below) 
Fighting Space 12x12 or 1 square (starship scale); Cover total (crew) 
Base Atk +2; Grp +40 
Atk Options autofire (laser cannons} 
Abilities Str 46, Dex 14, Con —, Int 14 a 
Skills Initiative -2, Mechanics +6, Perception +6, Pilot -2, 
Use Computer +6 
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Crew 3 (skilled); Passengers 8 

Cargo 250 tons; Consumables 6 months; Carried Craft none 
Hyperdrive x1 (backup x11) 

Availability Licensed; Cost 300,000 (175,000 used) 


Laser cannons (pilot or gunner) 
Atk +4 (-1 autofire), Dmg 4d10x2 
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SOLDIER 
Soldier cL2 
Medium nonheroic 6 

Init +4; Senses Perception +3 
Languages Basic 


Defenses Ref 15 (flat-footed 14), Fort 11, Will 10 
hp 22; Threshold 11 


Speed 6 squares 

Melee vibroblade +4 (2d6) 

Ranged blaster rifle +5 (348) or 

Ranged frag grenade +5 (4d6, 2-square burst) 

Base Atk +4; Grp +5 

Atk Options autofire (blaster rifle), Coordinated Attack 

Abilities Str 11, Dex 13, Con 13, Int 10, Wis 10, Cha 10 

Feats Armor Proficiency (light), Coordinated Attack, Weapon Proficiency 
(advanced melee weapons, pistols, rifles, simple weapons) 

Skills Endurance +9 

Possessions vibroblade, blaster rifle, 2 frag grenades, combat jumpsuit 
(+4 armor), comlink, datapad with maps, field kit 


Soldiers are the troopers in the galaxy’s legions. Unlike clones and droids, 
these individuals are not manufactured, and many of them volunteer to fight 
for their government. Having received basic training in a variety of martial 
abilities ranging from hand-to-hand combat to heavy weapons, they are 
the core of any military force. They consist of the individuals who answered 
the call of duty, were drafted into the teeming ranks of the Galactic Empire, 
or who followed their conscience and took up arms to fight alongside the 
Rebellion. 

The average soldier, as presented here, represents the common troopers 
found in sector forces in the Rebel Alliance, but can also be used for those in 
the employ of just about any military organization. After the Clone Wars, the 
Galactic Empire recruited Human soldiers to fill its diminished ranks. Some 
of these recruits became stormtroopers, while others moved on to become 
officers. This soldier can also represent individuals who might be mustered 
to defend a single world against invaders or who serve as the personal guard 


of a powerful noble. 


SPECFORCE HEAVY WEAPONS 
SPECIALIST 

While much of the Rebel Alliance's military was tied up in the sector forces 
spread throughout the galaxy, the Alliance High Command employed Spe- 
cial Forces, also known as SpecForces. Organized in about ten divisions 
SpecForce soldiers were each trained to perform a specific function so they 
could undertake the most dangerous and important missions. While the 
sector forces defended Alliance worlds, the SpecForces were used to mount 
counterattacks and unravel the Galactic Empire's hold on the galaxy. 

The SpecForée soldier presented here is a typical member of the 6th regi- 
ment HWS. These soldiers received extensive training in heavy weaponry 
to support friendly forces and soften entrenched enemy positions by laying 
down a brutal barrage of artillery and blaster fire. Of the various regiments 
in SpecForces, these soldiers had the highest casualty rates, since once they 
were detected on the battlefield, the Empire moved swiftly to eliminate their 


emplacements. 


's AN INVAS 
ARMY." 


- OBI-WAN KE 


SpecForce Heavy Weapons Specialist cL5 
Medium nonheroic 6/soldier 3 

Force 2 

Init +6; Senses low-light vision; Perception +6 


Languages Basic 


Defenses Ref 20 (flat-footed 18), Fort 16, Will 13 
hp 42; Threshold 16 


Speed 6 squares 

Melee combat gioves +9 (1d4+6) 

Ranged heavy blaster pistol +9 (3d8+3) or 

Ranged heavy repeating blaster +9 (3d10+5) or 

Ranged heavy repeating blaster +7 (3410+5) when braced or 

Ranged heavy repeating blaster +4 (Sd10+5) with Burst Fire or 

Ranged missile launcher +10 (6d6+5, 2-square burst) 

Base Atk +7; Grp +9 

Atk Options autofire (heavy repeating blaster), Burst Fire, Devastating 
Attack (heavy weapons), Suppression Fire 


Abilities Str 15, Dex 15, Con 13, Int 10, Wis 10, Cha 10 

Talents Devastating Attack (heavy weapons), Weapon Specialization 
(heavy weapons) 

Feats Armor Proficiency (light, medium), Burst Fire, Skill Training 
(Mechanics), Suppression Fire, Weapon Focus (heavy weapons), 
Weapon Proficiency (heavy weapons, pistols, simple weapons) 

Skills Knowledge (tactics) +9, Mechanics +9 

Possessions combat gloves, heavy blaster pistol, heavy repeating blaster, 
missile launcher with 2 magazines, battle armor (+8 armor, +2 
equipment) with helmet package, datapad, field kit 


SOLDIER ENCOUNTERS 

Soldiers are, obviously, combat encounters for the most part. They are 
typically used to hold a position after SpecOps agents, commandos, or elite 
soldiers have taken the site. Soldiers, although brave and possessed of some 
combat ability, do not compare to veteran crews, and thus make up for their 
relative inexperience with numbers. 

Small teams of soldiers are organized into squads consisting of four to six 
members and led by a higher ranking soldier (use statistics for a SpecForces 
heavy weapons specialist). In addition, they are likely to have a medic on 
hand as well. Companies consist of two to five squads. Heading up these 
larger forces is a soldier commander. 

For large-scale engagements, a military force relies on transport vehicles 
to deploy troops where needed. During the Clone Wars, the LAAT/i gunship 
(SE177) served well in this capacity, able to carry up to thirty passengers at 
a time, while clearing out an area with its heavy weaponry before deposit- 
ing its cargo and lifting off to gather another company of troops. Walkers, 
assault tanks, and gun batteries can also provide covering fire for these 
assault troops. 

Special Forces are another matter entirely. The SpecForces were created 
to provide small groups of specialized soldiers who could handle missions 
beyond the abilities of ordinary troopers. Recruits were selected from among 
the exceptionally brave, those with unique capabilities, and those who were 
nearly fanatical in their loyalty to the Rebellion against the Empire. As 2 
result, most of the soldiers who made up these units were ex-imperials, 
refugees from scorched worlds, and just about anyone else who had an axe 
to grind against the Empire. 

A typical SpecForces unit consists of a tight-knit group of three to eight 
members. Each mission involves a very specific objective, and once that 
objective is achieved, the unit withdraws and leaves it to the regulars to clean 
up the mess, Since the nature of the mission is extremely dangerous and 
leaves no room for error, SpecForces rarely include non-SpecForces person- 
nel in their units and rely on the main body of their force to supply medics, 
technicians, and other support. Although entrusted with a great deal of 
autonomy and responsibility, SpecForces still abide by the chain of command. 
The executive officer is usually a high-level soldier commander, commando, 
or elite soldier who acts as a liaison with the Alliance High Command. 

The SpecForce soldier is a good example of any veteran soldier who has 
specific training, so you can use this statistics block to represent any sort 
of heavy weapons specialist you might need, You can also use this character 
to model other SpecForce soldiers such as SpaceOps troopers, pathfinders, 
urban combat specialists, and so on. 
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SOLDIER COMMANDER 
Soldier Commander cL6é 
Medium nonheroic 6/soldier 3/officer 1 

Force 2 

Init +12; Senses Perception +11 

Languages Basic, 2 others 


Defenses Ref 18 (flat-footed 16), Fort 17, Will 19 
hp 40; Threshold 17 


Speed 6 squares 

Melee knife +8 (1d4+2) 

Ranged blaster pistol +10 (346+2) or 

Ranged blaster rifle +10 (348+2] 

Base Atk +8; Grp +10 

Atk Options autofire (blaster rifle), Coordinated Attack, Cover Fire, Point 
Blank Shot, Precise Shot 

Special Actions Assault Tactics, Battle Analysis 

Abilities Str 10, Dex 14, Con 12, Int 15, Wis 13, Cha 15 

Talents Assault Tactics, Battle Analysis, Cover Fire 

Feats Armor Proficiency (light), Coordinated Attack, Point Blank 
Shot, Precise Shot, Skill Focus (Knowledge [tactics]}, Skill Training 
(Initiative), Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Knowledge (tactics) +17, Initiative +12, Perception +11, 
Persuasive +12 

Possessions knife, blaster pistol, blaster rifle, combat jumpsuit (+4 armor), 
field kit, electrobinoculars, datapad, uniform, insignia 


The soldier commander encompasses a broad range of military ranks held 
by those who lead squads and companies of troopers and soldiers. Examples 
include the Rebel field officers who fought a delaying tactic against the 
Empire while the Alliance evacuated Echo Base as well as the commanders 
that ied the ground assault against those same Rebels from their AT-AT walk- 
ers. “Commander” is indeed a rank, and one recognized in various military 
groups throughout the galaxy, but for these purposes, it can cover any people 
in charge, from sergeants to field marshals. 

The most obvious role of the soldier commander is to lead those under 
his command toward a specific military objective—holding the line, rooting 
out the enemy from a well-defended base, raiding supply lines, and so on, 
The soldier commander is the ultimate authority on the field, and it’s his 
experience and expertise on which the rank-and-file soldiers depend to 
survive the engagement 


SOLDIER COMMANDER 
ENCOUNTERS 

Soldier commanders lead other martial characters, and so they are found in 
the company of troopers, soldiers, and similar combatants. A soldier com- 
mander usually occupies a central position, directing his men as needed 
to best deal with the enemy. Soldier commanders have a well-developed 
understanding of tactics and strategy, which means that soldiers under their 
command fight more efficiently and with better positioning. 

Deployment is a critical factor for the typical soldier commander. If given 
the chance to get the jump on his enemies, he positions his soldiers behing 
cover and scattered in small groups to set up a crossfire if possible. Once 
combat is joined, a soldier commander holds his position to direct his troops 
using Assault Tactics each round, until his position is compromised. A soldier 
commander is no shirker in fighting, though, and when not giving orders, he 
adds his blaster fire to those of the soldiers under his command 


CLONE COMMANDER CC-2224 

At the start of the Clone Wars, CC-2224 was just another clone commander 
charged with leading the newly unveiled clone troopers against the Separat 
Movement. Specifically designed by his handlers on Kamino to fill 2 leadership 
position, CC-2224 consistently showed a penchant for individual thought 
independence, making him stand out from the other commanders. As 
often the case, those clones that showed special qualities quickly caught the 
attention of the watchful Kaminoans, who selected him for special training. 


Even with his unusual personality qualities, CC-2224 might have passed 
by unnoticed were it not for his association with famous Jedi, As commander 
of the 7th Sky Corps, his first assignment was to work alongside Jedi Master 
Mace Windu and then after the Battle of Skor Il, he was reassigned to Gen- 
eral Obi-Wan Kenobi. Working alongside the famed Jedi Knight was a task 
CC-2224 had anticipated, but complications in the Clone Wars as well as 
special missions to thwart the plans of Count Dooku kept General Kenobi 
and his partner Anakin Skywalker from the clone force, leaving command 
to fall more or less on 2224's shoulders. 

It was during this time that CC-2224 was removed from command 
temporarily to undergo a special training program designed to augment 
field commanders that showed a flair for independent action. The process 
utterly awakened 2224's personality and he soon after took the name Cody 
and personal affectations began to show up in his actions and his armor, as 
well his installation of a jetpack on his clone armor. 

Elevated to the rank of clone marshal commander, he returned to com- 
mand and worked closely with Obi-Wan, this time more extensively. A 
friendship formed between the pair, but even the camaraderie that had 
developed would not be enough for Cody to ignore Order 66 when it came. 
When he received the instructions, it was with some reluctance that he 
gave the command to fire on his former friend, setting aside his respect and 
loyalty for his Jedi ally. 


Clone Commander CC-2224 Encounters 

When it comes to clone trooper commanders, Cody is the exception rather 
than the rule. For most commanders, you can just use the clone trooper 
commander in the Saga Edition core rulebook (SE 281). However, Cody and 
others like him such as Commanders Bly and Gree work well as elite soldier 
commanders and function as high-ranking clone commanders who oversee 
several companies. Before Order 66, any of the characters might work along- 
side Jedi heroes fighting in the Clone Wars against the Separatist movement, 
and afterward, of course, the same heroes might find themselves fighting 
for their lives against their old allies. 

Cody fills the same position as other soldier commanders in combat, 
using his tactical knowledge to position his troops in the best ways possible 
and exploiting terrain with Field Tactics and positioning with Deployment 
Tactics. Cody, however, is a far more competent commander than his less 
individualistic counterparts and adapts to new battlefield developments as 
needed to ensure victory. 
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Clone Commander CC-2224 “Cody” 
Medium soldier 7/officer 5 

Force 3; Dark Side 5 

Init +15; Senses low-light vision; Perception +15 
Languages Basic, High Galactic, Mando'a 


CL 12 


Defenses Ref 31 (flat-footed 27}, Fort 28, Will 28 
hp 97; Threshold 28 


Speed 6 squares 

Melee unarmed +14 (1d4+8) 

Ranged heavy blaster rifle +17 (3d10+6) or 

Ranged heavy blaster rifle +15 (4d10+6) with Rapid Shot or 

Ranged frag grenade +16 (4d6+6, 2-square burst) or 

Ranged ion grenade +16 (4d6+6 ion, 2-square burst) 

Base Atk +12; Grp +16 

Atk Options autofire (heavy blaster rifle), Careful Shot, Charging Fire, 
Coordinated Attack, Deadeye, Point Blank Shot, Precise Shot, Rapid 
Shot, Running Attack 

Special Actions Assault Tactics, Battle Analysis, Deployment Tactics, 
Field Tactics, Harm's Way 


Abilities Str 15, Dex 18, Con 15, Int 14, Wis 14, Cha 13 

Special Qualities command cover, share talent (Battle Analysis) 

Talents Armored Defense, Assault Tactics, Battle Analysis, Deployment 
Tactics, Field Tactics, Harm's Way, Improved Armored Defense 

Feats Armor Proficiency (light, medium), Careful Shot, Charging Fire, 
Coordinated Attack, Deadeye, Point Blank Shot, Precise Shot, Rapid 
Shot, Running Attack, Weapon Focus (rifles), Weapon Proficiency 
(pistols, rifles, simple weapons) 

Skills Endurance +13, Initiative +15, Knowledge (tactics) +13, Perception 
+15, Pilot +15, Use Computer +13 

Possessions heavy blaster rifle, frag grenade, ion grenade, clone trooper 
armor (+6 armor, +2 equipment) with helmet package, jetpack, 
encrypted comlink (miniaturized) with holo capability, utility belt with 
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SOLDIER, EvITtTe 


Elite Soldier CL 10 
Medium soldier 7/elite trooper 3 

Force 2; Dark Side 4 

Init +13; Senses low-light vision; Perception +10 

Languages Basic, Durese, High Galactic 


Defenses Ref 24 (flat-footed 20), Fort 27, Will 20 

hp 93; DR 1; Threshold 27 

Speed 6 squares 

Melee unarmed attack +14 (1d6+7) 

Ranged heavy blaster rifle +17 (3410+9) or 

Ranged heavy blaster rifle +15 (4d10+9) with Rapid Shot or 

Ranged frag grenade +15 (4d6, 2-square burst) or 

Ranged ion grenade +15 (4d6 ion, 2-square burst) 

Base Atk +12; Grp +15 

Atk Options autofire (heavy blaster rifle), Deadeye, Devastating Attack 
(rifles), Penetrating Attack (rifles), Point Blank Shot, Precise Shot, 
Rapid Shot, Sniper 


Abilities Str 14, Dex 16, Con 12, Int 14, Wis 10, Cha 8 

Special Qualities delay damage 

Talents Armored Defense, Devastating Attack (rifles), Greater Weapon 
Focus (rifles), Greater Weapon Specialization (rifles), Penetrating 
Attack (rifles), Weapon Specialization (rifles) 

Feats Armor Proficiency (light, medium), Deadeye, Martial Arts |, Point 
Blank Shot, Precise Shot, Rapid Shot, Sniper, Weapon Focus (rifles), 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Endurance +11, Initiative +13, Knowledge (tactics) +12, 
Perception +10, Use Computer +12 

Possessions heavy blaster rifle, battle armor (+8 armor, +2 equipment), 
2 frag grenades, ion grenade, encrypted comlink (miniaturized), utility 
belt with medpac 


Elite soldiers are some of the best and deadliest warriors that an army, mer- 
cenary force, or planetary guard has to offer. Taught to master the essentials 
of combat and basic soldiering, elite soldiers receive special, highly intensive 
training.to specialize in particular ways of killing. Because of the time and 
cost involved in training such troops, they are used sparingly for specific 
missions in which their skills can utterly dominate the enemy. 

Elite soldiers are often put together in small units of talented individu 
als—such units are almost equal in capability to a full platoon or even a 
company of regular troopers. Other elite soldiers are placed in command 
of normal troops, leading by example and bolstering their firepower and 
usefulness on the battlefield. Certain elite soldiers serve as bodyguards for 


high-ranking officials or characters, who might be quite powerful in their 
own regard. Wherever there is conflict in the universe, elite soldiers are on 
hand, doing the dirty work that few others are capable of handling. 


ELITE SOLDIER ENCOUNTERS 
Elite soldiers can be found in nearly any dangerous situation, where they 
serve the will of their superiors. Their duty could include serving on traditiona 
battlefields, protecting sensitive areas, or engaging in clandestine operations 
As befitting their status, elite soldiers are equipped with the best armor 
weapons, and gear that their superiors have to offer, including cutting-edge 
technology not readily available to regular troops 

Elite soldiers are commonly teamed with commandos, soldiers, and soldier 
commanders, forming the vanguard of armies or leading assault forces where 
surgical precision is called for. Some elite soldiers form the equivalent of 
“terror squads,” meant to inflict as much damage in as grandiose a way as 
possible in order to send a political message or to break down the will of 
the enemy, These elite soldiers specialize in heavy weapon, demolitions, and 
psychological techniques that maximize the impact of their actions. 


On occasion, elite soldiers work alongside droids, especially battle droids, 
who bring additional firepower to a conflict. Any droids assigned to work 
alongside elite soldiers are considered expendable assets—the cost of a droid 
is negligible compared to the expense involved in the training and outfitting 
of an elite soldier. Because of this, droids are sent in as decoys to draw fire 
while the elite soldiers flank the enemy in order ta complete their mission. 


SPECFORCE ELITE SOLDIER 
First implemented by Crix Madine as the Alliance Special Forces Unit, and 
then continued later as New Republic Special Forces, the elite unit known as 
SpecForces is one of the most dangerous military units in the galaxy. Stealthy 
commandos who are among the first to enter the field of battle, SpecForce 
soldiers are trained to be brutally efficient and highly mobile, allowing them 
to infiltrate a target area and secure it quickly and with minimal violence. 
SpecForce agents pride themselves on their speed, efficiency, and ability to 
continue fighting when most soldiers would be down and out of the fight. 
A SpecForce soldier is @ multipurpose combatant whose sharpshooting 
abilities are rivaled only by his stealth. SpecForce soldiers are quiet and 
deadly, and specialize in commando missions where they can put these abili- 
ties to good use, SpecForce agents are sometimes used as front-line assault 
troops as well, breaking through the ranks of an enemy army and making 
way for the rest of the troops. 


SpecForce Elite Soldier Encounters 
The statistics presented above represent an elite member of SpecForces, a 
cut above the rest of his comrades and likely a veteran of many years. Such 
a soldier comes along only once in a long while, and an elite SpecForce agent 
isa one-man instrument of destruction. However, SpecForce agents never act 
alone, and an elite SpecForce soldier would likely be encountered along with 
‘other members of SpecForces. Encounters with a SpecForce elite soldier might 
use the elite soldier as a leader or commander figure for an entire squad, 
whose ranks would be filled out with both soldiers and commandos. Such a 
squad would also benefit from the presence of a soldier commander, making 
it easier for the SpecForce elite soldier to bring down his targets. 
Alternately, a SpecForce elite soldier could be paired with commandos 
in encounters designed to focus on stealth and subterfuge. A SpecForce 
elite soldier might be encountered with several infiltrators as well, who 
run interference for the SpecForce agent as he picks off enemies one at a 
time. The SpecForce elite soldier also benefits from the ability to find cover 
and take the full attack action (allowing him to make two attacks at only 
a minor penalty), so in some encounters the SpecForce elite soldier would 
benefit from being teamed up with melee combatants (such as some of Luke 
Skywalker’s Jedi from the Praxeum), who do not detract from the SpecForce 
agent's efficiency thanks to the Precise Shot feat. 


SpecForce Elite Soldier CL 13 
Medium soldier 7/scout 3/elite trooper 3 

Force 3 

Init +14; Senses low-light vision; Perception +16 


Languages Basic, 1 other 


Defenses Ref 30 (flat-footed 27), Fort 31, Will 26 
hp 132; DR 1; Threshold 31 


Speed 8 squares 

Melee knife +13 (14447) 

Ranged blaster rifle +16 (3d8+8) or 

Ranged blaster rifle +14 (4d8+8) with Rapid Shot or 

Ranged blaster rifle +15 (3d8+8) and 
blaster rifle +15 (3d8+8) with Double Attack or 

Ranged blaster pistol +15 (3d6+6) 

Base Atk +12; Grp +15 

Atk Options autofire (blaster rifle), Double Attack (rifles), Point Blank 
Shot, Precise Shot, Rapid Shot, Running Attack 

Special Actions Extra Second Wind, Hard Target, Tough as Nails 


Abilities Str 12, Dex 16, Con 15, Int 12, Wis 16, Cha 13 

Special Qualities damage reduction 1, delay damage 

Talents Armored Defense, Hard Target, Improved Stealth, Long 
Stride, Multiattack Proficiency (rifles) (2), Tough as Nails, Weapon 
Specialization (rifles) 

Feats Armor Proficiency (light, medium), Double Attack (rifles), 
Extra Second Wind, Point Blank Shot, Precise Shot, Rapid Shat, 
Running Attack, Skill Focus (Stealth), Skill Training (Stealth), 
Toughness, Weapon Focus (rifles), Weapon Proficiency (pistols, 
rifles, simple weapons) 

Skills Initiative +14, Mechanics +12, Perception +16, Stealth +19 (can 
reroll, must take second result], Use Computer +12 

Possessions blaster pistol, blaster rifle with standard targeting scope, 
knife, SpecForce armor (as armored flight suit, +5 armor) with helmet 
package, encrypted comlink 
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SPyY 


Spy CL7 


Medium scoundrel 2/scout 5 
Force 3 

Init +5; Senses Perception +9 
Languages Basic, 2 others 


Defenses Ref 21 (flat-footed 19), Fort 18, Will 18; Dodge, Mobility 
hp 50; Threshold 18 


Speed 6 squares 

Melee vibrodagger +7 (2d4+4) 

Ranged blaster pistol +8 (3d6+3) 

Base Atk +6; Grp +8 

Atk Options Improved Disarm, Melee Defense, Point Blank Shot 


Abilities Str 12, Dex 14, Con 12, Int 14, Wis 12, Cha 13 

Talents Acute Senses, Hidden Movement, Improved Stealth, Gimmick 

Feats Dodge, Improved Disarm, Linguist, Melee Defense, Mobility, Point 
Blank Shot, Skill Training (Acrobatics), Weapon Proficiency (pistols, 
rifles, simple weapons] 

Skills Acrobatics +10, Deception +9, Gather Information +9, Perception 
+9 (can reroll, must take second result), Persuasion +9, Stealth +10 
(can reroll, must take second result), Use Computer +9 

Possessions blaster pistol, vibrodagger 


The ultimate job of a spy is to collect information, almost always informa: 
tion that someone else doesn't want him to have. In his efforts to obt 
this information, a spy might need to impersonate someone, steal, bribe 
informants, seduce important people, discreetly listen at doors, blackma’ 
unwilling clerks and data-handlers, and occasionally fight his way into or 
(more often) out of a secure installation. Above all, spies must be versatile, 
and it often helps to also be ruthless. Every mission is different, and m 
people and organizations are exceedingly skilled at keeping their informatio: 
out of the hands of their enemies. 

Most spies use one of two primary methods to obtain the information 
they seek. The first is to infiltrate an organization, either by impersonating 
someone who works there, by obtaining a false identity and getting a job 
there, or by sending in an espionage droid to spy on the target from within. 
Once inside, the spy or his droid is free to listen at doorways, obtain a 
to secure computers, or simply perform a job and learn what he {or 
The second method is for the spy to obtain information by force or threats 
He might sneak into a secure facility and blow open a safe, or he might care 
fully watch someone who has access to the information he wants and either 
kidnap the person and obtain the needed information through threats or use 
his observations to blackmail the person into doing his bidding. ind 
and corporations, as well as planetary governments, hire or employ security 
staff whose job is to uncover spies within their organization and prevent 
spies from gaining access to their people and information. The battle 
and occasionally blaster bolts, between spies and security personnel is one 
of the primary challenges of this difficult profession, and successful spies 
must learn ways of outthinking or tricking their target's security 


iduals 


SPY ENCOUNTERS 

Whenever corporations, governments, or the wealthy attempt to keep impor- 
tant or potentially valuable information secret, there are spies attempting to 
uncover this information. Some spies work for rival governments or corpora- 
tions and are motivated by loyalty or ideology. Others are private contractors 
who seek information so they can sell it to the highest bidder—which might 
be the organization or person they obtained it from. 

The most important quality any spy must have is the ability to remain 
unnoticed. As a result, a spy’s presence is almost never obvious. However, 
sometimes an important official or one of his bodyguards or aides sees an 
unexpected shadow under a doorway, notices that a particular servant or 
repair technician seems unfamiliar or unusually nervous, or hears a faint noise 
as a spy breaks into a room down the hall. Such incidents might be the only 
warning that characters have about the presence of a spy. Sometimes 2 spy 
isn’t even present. Instead, a character might notice that someone who ha 
access to sensitive information is acting particularly nervous. If the character 
follows this person and avoids being noticed, she might discover the person 
meeting with a spy in a dark alley or dimly lit tavern 


BOTHAN SPY 

Bothans are widely acclaimed as the best spies in the galaxy. In large part, 
this reputation is due to the excellent quality of the Bothan Spy Network 
{also known as the Bothan spynet). This mysterious and widespread orga- 
nization was formed centuries ago to protect and serve the interests of the 
Bothan people. However, it also sells information and services to the highest 
bidder and often gives discounts or even freely offers valuable information 
to organizations whose interests also serve the needs of the Bothan people. 
Bothan spies were instrumental in uncovering information about both Death 
Stars during the Galactic Civil War. They freely gave this information to the 
Rebels because the leaders of the spynet feared that the Empire might soon 
subjugate or enslave the Bothan people. 

Bothan spies are typically fiercely loyal to their own people and especially 
to their comrades in the spynet. The combination of paranoia and fierce 
loyalty that is so common among Bothans is especially widespread among 
Bothan spies, many of whom have difficulty trusting others, especially indi- 
viduals outside the spynet. However, once he gives his trust to someone, a 
Bothan spy is usually willing to defend that person to the death. 


Bothan Spy cLs 

Medium Bothan scoundrel 2/scout 6 

Force 5 

Init +5; Senses Perception +10 

Languages Bothese, Basic, 2 others 

Defenses Ref 23 (flat-footed 20), Fort 19, Will 20 

hp 48; Threshold 19 

Speed 6 squares 

Melee vibrodagger +7 (2d4+5) 

Ranged blaster pistol +9 (3d6+4) 

Base Atk +6; Grp +9 

Atk Options Combat Reflexes, Improved Disarm, Melee Defense, 

Point Blank Shot 

Special Actions Quick Draw 

Abilities Str 12, Dex 16, Con 10, Int 14, Wis 12, Cha 13 

Talents Acute Senses, Hidden Movement, Improved Stealth, Gimmick 

Feats Combat Reflexes, Improved Disarm, Linguist, Melee Defense, Point 
Blank Shot, Quick Draw, Skill Focus (Deception), Skill Focus (Gather 
Information)®, Skill Training (Use Computer), Weapon Proficiency 
(pistols, rifles, simple weapons) 

Skills Acrobatics +12, Deception +15, Gather Information +15, Perception 
+10 (can reroll, must take second result), Persuasion +10, Stealth +12 
{can reroll, must take second result), Use Computer +11 

Possessions vibrodagger, blaster pistol 


THE BOTHAN SPYNET 

Legendary in its influence, the Bothan spynet is one of the most far- 
reaching intelligence organizations in the galaxy. Obtaining information 
from the Bothan spynet is no simple matter, since it will not just give 
information out to anyone with credits. Making contact with an agent 
of the spynet requires a DC 25 Gather Information check to locate a 
hidden individual. Once contact has been made with the spynet, a hero 
can request information that might normally be out of his or her reach. 
A hero who has made contact with the spynet can put in a request for 
information, and the spynet makes a Gather Information check on his 
or her behalf. Depending on how much money an individual is willing to 
‘spend, spynet agents will put more effort into discovering the sought- 
after information. A spynet agent then makes a Gather Information 
check at a bonus that varies based on how many credits the hero paid 
for the agent’s time and efforts. 

For every 350 credits the hero spends, the spynet agent's Gather 
Information bonus increases by 1. Thus, for a Gather Information check 
at +5, a hero must pay 1,750 credits. For a Gather Information check 
at +20, a hero must pay 7,000 credits. These credits go toward the 
expenses associated with discovering the information, as well as to the 
spynet agent's personal funds. Unlike most Gather Information checks, 
a spynet agent's skill checks are not limited to the local vicinity or even 
to information available on a computer network, and the information 
can be about almost anything in the galaxy. Normal rules for Gather 
Information checks still apply (though credits paid to a spynet agent 
count as bribe money). 


Bothan Spy Encounters 

As some of the galaxy’s premier spies, Bothans are often charged with 
missions deemed impossible by other spies and intelligence agencies. As a 
result, many Bothan spies regularly risk their lives breaking into the most 
secure facilities in the galaxy or attempting to impersonate someone in a 
situation when discovery means torture followed by execution. However, 
every Bothan spy knows he can rely upon the other members of the spynet 
to aid him. Bothan spies are sometimes forced to work alone, but when 
possible they work in small teams, with each team member complementing 
the others’ abilities. 

Bothan spies usually avoid taking a direct path to their goal, such as 
attempting to shoot their way into a secure installation. They generally do 
not attempt to break into a secure installation unless there is no other way 
to accomplish their mission. Even more than other spies, they are most fond 
of bribing or blackmailing people who have the information they are seek~ 
ing or using their talents of impersonation to walk in the front door of the 
facility they want to enter, 


Swoore GANG LEADER 


Swoop Gang Leader cL7 

Medium scoundrel 7 

Force 4 

Init +6; Senses Perception +8 

Languages Basic, 2 others 

Defenses Ref 23 (flat-footed 20), Fort 17, Will 18 

hp 39; Threshold 17 

Speed 6 squares 

Melee unarmed +6 (1d6+1) or 

Melee vibrodagger +6 (2d4+4) or 

Melee vibrodagger +4 (34444) with Rapid Strike 

Ranged heavy blaster pistol +8 (3d8+3) 

Base Atk +5; Grp +8 

Atk Options Fortune's Favor, Point Blank Shot, Rapid Strike, Skirmisher, 
Sneak Attack +2d6 

Abilities Str 12, Dex 16, Con 10, Int 14, Wis 10, Cha 13 

Talents Fortune's Favor, Skirmisher, Sneak Attack +26 

Feats Martial Arts |, Point Blank Shot, Rapid Strike, Skill Focus (Pilot), Skill 
Training (Gather Information), Vehicular Combat, Weapon Proficiency 
(advanced melee weapons, pistols, simple weapons) 

Skills Deception +9, Gather Information +9, Mechanics +10, 
Perception +8, Persuasion +9, Pilot +16, Use Computer +10 

Possessions vibrodagger, heavy blaster pistol, modified Raptor 
speeder bike 


Swoop gangs infest the galaxy. Composed of thugs, hoods, and common 
criminals, they cause no shortage of trouble in their communities. At the 
head of these gangs are swoop gang leaders, veteran gang members who 
have clawed their way to the top using a combination of skill, cunning, and 
persistence. 


Swoop GANG LEADER 
ENCOUNTERS 

Most swoop gangs are small, consisting of two to four malcontents under 
the command of a charismatic leader. They prow! about their community, 
get into fights with other swoop gangs, and cause trouble wherever they go. 
These are easily the most common representatives of swoop gangs, but some 
are quite a bit larger, with members found on multiple worlds throughout 
a sector. As with any group, the nature of one of these gangs has a lot to 
do with its leader. 


Ikas-Adno R-2000 Raptor Speeder Bike 

The R-2000 Raptor speeder bike is designed by Ikas-Adno, a prominent 
manufacturer of speeder bikes. The R-2000 is highly customizable, and 
though more rare than the Nightfalcon model, it can be found in almost all 
sectors of the known galaxy. 


Modified R-2000 Raptor Speeder Bike cL7 

Large ground vehicle (speeder) 

Init +5; Senses Perception +8 

Defenses Ref 23 (flat-footed 16), Fort 15; +0 armor 

hp 56; DR 5; SR 0; Threshold 20 

Speed 12 squares (max. velocity 750 km/h) 

Ranged laser cannon +8 (4d8+3) 

Fighting Space 1 square; Cover total 

Base Atk +5; Grp +20 

Abilities Str 21, Dex 24, Con —, Int 16 

Skills Initiative +5, Mechanics +10, Perception +8, Pilot +23, 
Use Computer +10 

Crew 1; Passengers 0 

Cargo 1 kg; Consumables — 

Availability Licensed; Cost 10,000 (new), 7,000 (used) 


Swoore GANG MEMBER 


Swoop Gang Member cL2 
Medium nonheroic 4/scoundre! 1 

Force 2 

Init +8; Senses Perception +2 

Languages Basic 


Defenses Ref 14 (flat-footed 13), Fort 11, Will 11 
hp 15; Threshold 11 


Speed 6 squares 
Melee vibrodagger +3 (204) 

Ranged blaster pistol +4 (3d6) 

Base Atk +3; Grp +4 

Atk Options Point Blank Shot, Skirmisher 


Abilities Str 11, Dex 13, Con 10, Int 10, Wis 9, Cha 10 

Talents Skirmisher 

Feats Point Blank Shot, Skill Focus (Pilot), Skill Training (Initiative), 
Weapon Training (advanced melee weapons, pistols, simple weapons) 

Skills Initiative +8, Pilot +13 

Possessions vibrodagger, blaster pistol, used Nebulon-Q swoop racer 


Swoop gang members are drawn from the idle youth of a local community 
Many swoop gang members have little interest in being responsible members 
of society and are common criminals, terrorizing locals and stealing what 
they need to get by. A swoop gang to these disaffected young people is like 
a large family, with bonds as close as those between siblings. Most swoop 
gang members ride used and dangerous swoop bikes painted in a variety of 
colors and patterns, usually working in their gang's blazon somewhere on 
their bikes. Many wear distinctive clothing, marking their membership in a 
particular group. Tattoos are also quite common 


SwooP GANG MEMBER 
ENCOUNTERS 

Swoop gang members prefer safety in numbers and don't stick around to fight 
by themselves. Swoop gangs stake out their territory and spend much of their 
time making their rounds and causing trouble. Most times, it's enough for 
them to be seen, and they go on their way, but many swoop gangs engage 
in criminal acts including theft and vandalism. 

When not beating up people or destroying property, swoop gang members 
haunt their local hangout. Most communities that are home to swoop gangs 
have swoop bars that specifically cater to those who like the fast life. Here, 
gang members rub shoulders with their rivals, socialize with their friends, 
and swap lies. Fights are common, especially late in the evenings, but most 
times these are little more than scraps. 


Mobquet Nebulon-Q Swoop Racer 

Gang members, pirates, and other scum use the Nebulon-Q swoop racer 
because of its affordable price, its high speed, and its intimidation factor. 
It's a bike for those who live fast and die young. However, it is difficult to 
control and imposes a -5 equipment penalty to all Pilot checks (included in 
the statistics below). 


Nebulon-Q Swoop cL2 

Large ground vehicle (swoop) 

Init +7; Senses Perception +2 

Defenses Ref 18 (flat-footed 11), Fort 13; +0 armor 

hp 20; DR 5; Threshold 18 

Speed 12 squares (max. velocity 600 km/h) 

Fighting Space 1 square; Cover total 

Base Atk +3; Grp +16 

Abilities Str 16, Dex 24, Con —, Int 16 

Skills Initiative +7, Mechanics +2, Perception +2, Pilot +7, 
Use Computer +2 

Crew 1; Passengers 0 

Cargo 2 kg; Consumables — 

Availability Licensed; Cost 5,500 (new), 1,050 (used) 
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TECHNICIAN 


Technician cL1 

Medium nonheroic 2/scoundrel 1 

Force 2 

Init +2; Senses Perception +1 

Languages Basic, Binary, 1 other 

Defenses Ref 14 (flat-footed 13), Fort 11, Will 12 

hp 10; Threshold 11 

Speed 6 squares 

Melee unarmed +1 (144) 

Ranged blaster pistol +2 (346) 

Base Atk-+1; Grp +2 

Atk Options Point Blank Shot 

Abilities Str 11, Dex 12, Con 11, Int 14, Wis 10, Cha 8 

Talents Gimmick 

Feats Point Blank Shot, Skill Focus (Mechanics), Skill Focus (Use 
Computer), Tech Specialist (SG 21), Weapon Proficiency (pistols, simple 
weapons) 

Skills Mechanics +13, Pilot +7, Use Computer +13 

Possessions blaster pistol, comlink, personal computer, code cylinder, 
tool kit 


Technicians are characters who maintain and modify existing technol- 
ogy. A technician might oversee the upkeep and repair of equipment on a 
mining colony, work in the hangar bay of a capital ship repairing damaged 
starfighters, or be employed by a city to keep its mechanized services in 
working order. In each case, he brings extensive mechanical experience to 
technical problems and can usually sort out any trouble given enough time 
and sufficient motivation. 

Not all technicians are legitimate in their chosen trades. Many work for 
smugglers, pirates, and crime lords, taking a cut of the profits in exchange 
for keeping their gear in working order. Such characters might also dabble in 
the shady practices of slicers, using their expertise to defeat security systems. 
Technicians are found along the full spectrum of morals, with some taking 
pride in the good they do and others using their talents to defraud. 


TECHNICIAN ENCOUNTERS 

Maintenance technicians might work singly or in small teams of two to four, 
For larger jobs, such as repairing extensive damage on a starship or modify- 
ing larger mechanical devices, they might work in crews of a dozen or more 
members. In addition to the techs, these teams also employ a wide range of 
droids to assist in communicating with computers and provide technical read- 
outs of the devices they are working on, Astromech droids and labor droids 
are typical companions, but many technicians also employ power droids and 
occasionally protocol droids to deal with stubborn computers. 


Criminal technicians go wherever the credits are and can find work in a 
variety of places, since everyone on both sides of the law depends on their 
skills. Technicians can be found in the company of smugglers, installing hidden 
cargo holds to throw off inspectors and maintaining ships between runs. 
Pirates and crime lords also have use for technicians; they set them to repair- 
ing vehicles and droids and modifying weaponry to maximize its util 

Technicians also work with military outfits. When an assault vehicle or 
walker takes damage in regular use, it falls to the technician to get it back 
in working order. During the Clone Wars, the Separatist Movement employed 
a veritable army of technicians to maintain its combat droids and droid tri- 
fighters. Though much of this responsibility fell to labor droids, technicians 
kept the work force in working order. 


TRADER 


Trader cL1 

Medium nonheroic 4 

Init +2; Senses Perception +8 

Languages Basic, Bocce 

Defenses Ref 10 (flat-footed 10), Fort 9, Will 11 

hp 7; Threshold 9 

Speed 6 squares 

Melee unarmed +2 (104-1) 

Ranged hold-out blaster pistol +3 (344) 

Base Atk +3; Grp +3 

Abilities Str 8, Dex 10, Con 9, Int 12, Wis 12, Cha 13 

Feats Skill Focus (Deception), Skill Focus (Persuasion), Skill Training 
(Perception), Weapon Proficiency (pistols, simple weapons) 

Skills Deception +13, Perception +8, Persuasion +13 

Possessions hold-out blaster pistol, datapad with inventory disks, 
trade goods 


IF there's a constant in the galaxy aside from conflict and war, it's commerce 
Whether they are associated with the Trade Federation or corporate cartels 
or the trading guilds, traders and merchants are everywhere. From the surly 
junk dealer on an Outer Rim planet to the slick starship salesman pushing the 
latest design from Incom, there's a trader for any and every commodity. 

Most traders operate legitimate businesses, working as dealers, manu- 
facturers, tinkers, or merchants. Traders also include illicit dealers, peddlers 
of drugs and poisons, and fencers of stolen goods and illegal weaponry. 
Since every trader's main interest is turning a profit, many slip back and 
forth across the line of legality, purchasing goods on the cheap from smug- 
glers or moving black market goods on the side to help offset the expense 
of their operations. 


TRADER ENCOUNTERS 
Given the pervasive presence of traders in the galaxy, the heroes are likely to 
encounter traders just about anywhere they go. A trader can supply heroes 
with useful gear, replace damaged or faulty equipment, or sell them a star- 
ship. Profit is clearly the trader's motivation, and a good trader knows just 
what to say and what not to say to make sure he comes out ahead in any 
bargaining situation 

Most traders run small operations that consist of the trader himself plus 
a few helpers, including a technician and some common laborers or labor 
droids to move merchandise around the warehouse. A well-off trader might 
also have muscle on hand to deal with unruly customers and to collect pay- 
ments from delinquent clients. 


Larger operations have far more employees and could include several 
traders who all work for the same guild. Each trader has a staff of employ- 
ees, security personnel, and droids. The operation also boasts one or more 
ground vehicles to move goods around as well a transport vessel to carry 
merchandise to a variety of destinations. 

The largest trading organizations are corporations. These are massive 
cartels with their own laws, representatives, and industries, functioning 
almost as independent societies. During the Rise of the Empire, the Trade 
Federation was one of the largest corporate guilds. It had representatives in 
the Senate and could field massive droid armies replete with assault vehicles, 
air support, and capital ships to ensure its commercial advantage. Although 
the Trade Federation was a sprawling entity that formed a key component 
in the Separatist Movement whose formation triggered the Clone Wars 
fundamentally its membership was made up of common traders who joined 
together for protection and economic balance. 
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WARRIOR, ELITE 

Elite Warrior cL 15 
Medium nonheroic 3/soldier 8/elite trooper 5 

Force 5 


Init +15; Senses low-light vision; Perception +16 

Languages Basic, 1 other 

Defenses Ref 28 (flat-footed 25), Fort 28, Will 24 

hp 116; DR 2; Threshold 28 

Speed 6 squares 

Melee gun club +18 (1d6+9) or 

Melee combat gloves +18 (1d6+10) 

Ranged heavy blaster pistol +17 (3d8+6) or 

Ranged heavy blaster rifle +18 (3d10+8) or 

Ranged heavy blaster rifle +16 (5d10+8) with Controlled Burst or 

Ranged heavy blaster rifle +15 (3d8+8) and 
heavy blaster rifle +15 (3d8+8) with Double Attack or 

Ranged heavy blaster rifle +10 (3d8+8) and 
heavy blaster rifle +10 (348+8) and 
heavy blaster rifle +10 (3d8+8) with Triple Attack 

Base Atk +15; Grp +18 

Atk Options autofire (heavy blaster rifle), Burst Fire, Charging Fire, 
Controlled Burst, Devastating Attack (rifles), Double Attack (rifles), 
Gun Club, Point Blank Shot, Triple Attack (rifles) 

Abilities Str 17, Dex 15, Con 12, Int 12, Wis 12, Cha 8 

Special Qualities delay damage 

Talents Armored Defense, Controlled Burst, Devastating Attack (rifles), 
Gun Club, Multiattack Proficiency (rifles), Weapon Specialization 
(rifles) 

Feats Armor Proficiency (light, medium), Burst Fire, Charging Fire, Double 
Attack (rifles), Martial Arts |, Point Blank Shot, Toughness, Triple 
Attack (rifles), Weapon Focus (rifles), Weapon Proficiency (heavy 
weapons, pistols, rifles, simple weapons) 

Skills Endurance +14, Initiative +15, Perception +16 

Possessions combat gloves, heavy blaster rifle with enhanced low-light 
targeting scope, heavy blaster pistol, Corellian powersuit (+7 armor) 
with helmet package, utility belt 


Elite warriors include a broad array of professional soldiers who benefit 
from advanced combat training and who are familiar with a large variety of 
weaponry, Many elite warriors are former rank-and-file soldiers who have 
proved their fighting expertise to their superior officers. A few might be 
members of a veteran squad, their experience giving them the edge they 
need to survive. Other elite warriors could be members of legendary fighting 
outfits, noted for their discipline and their record of victories. 


MANDALORIAN 
SUPERCOMMANDO 


The Mandalorians are a breed of elite warriors, drawn from a variety of spe- 
cies and trained in the fighting arts passed down through countless genera~ 
tions of warriors since the time of their founder, Mandalore. Known by their 
distinctive armor, made famous by such bounty hunters as Jango Fett and 
his son Boba Fett (and which served as inspiration for the clone troopers 
armor during the Clone Wars), Mandalorian Supercommandos often strike 
terror in the hearts of those who must face them. 

The origins of this esteemed group are murky, but some claim they were 
founded by a reptilian species cons ago. As these people wandered the gulfs 
of space, leaving a trail of destruction in their wake, they welcomed into their 
ranks any who had the mettle and drive to learn their fighting techniques. 
After the original Mandalorians died out, their heirs remained bound to the 
principles of honor and excellence in warfare that have helped spread their 
name to nearly every corner of the galaxy. 

Part of the reason the Mandalorians retain their own culture, despite 
the regular infusion of other species, is their adherence to a set of six key 
principles. All of them wear Mandalorian armor, speak the ancient language 
of Mando’a, effectively defend themselves and their families, raise their heirs 
in the traditions of the Mandalorians, support the clan, and ultimately answer 
the call to war by the Mandalore—the leader of the Mandalorian clans. 


Mandalorian Supercommando CL16 

Medium Human soldier 7/elite trooper 9 

Force 5; Dark Side 2 

Init +16; Senses low-light vision ; Perception +15 

Languages Basic, Mando'a 

Defenses Ref 37 (flat-footed 33), Fort 34, Will 28 

hp 144; Threshold 34; DR 4 

Speed 6 squares 

Melee force pike +21 (2d8+15) or 

Melee force pike +16 (2d8+15) and 
force pike +16 (2d8+15) with Double Attack or 

Melee combat gloves +19 (1d6+12) or 

Melee vibrobayonet +21 (2d6+15) or 

Melee vibrobayonet +16 (2d6+15) and 
vibrobayonet +16 (2d6+15) with Double Attack 

Ranged blaster carbine +19 (348+8) or 

Ranged light repeating blaster +14 (348+8) or 

Ranged light repeating blaster +17 (3d8+8) when braced or 

Ranged frag grenade +19 (4d6+8, 2-square splash) 

Base Atk +16; Grp +19 

Atk Options autofire (blaster carbine, light repeating blaster), Cleave, 
Combat Reflexes, Double Attack (advanced melee weapons), Great 
Cleave, Point Blank Shot, Power Attack 

Special Actions indomitable, Tough as Nails 

Abilities Str 16, Dex 17, Con 15, Int 12, Wis 14, Cha 10 

Special Qualities delay damage 

Talents Armor Mastery, Armored Defense, Greater Weapon Focus 
(advanced melee weapons), Greater Weapon Specialization (advanced 
meiee weapons), Improved Armored Defense, Indomitable, Second Skin, 
Tough as Nails, Weapon Specialization (advanced melee weapons) 

Feats Armor Proficiency (light, medium), Cleave, Combat Reflexes, Double 
Attack (advanced melee weapons), Great Cleave, Martial Arts |, Point 
Blank Shot, Power Attack, Weapon Focus (advanced melee weapons), 
Weapon Proficiency (advanced melee weapons, pistols, rifles, heavy 
weapons) 

Skills Endurance +15, Initiative +16, Perception +17, Pilot +16, 
Treat Injury +15 

Possessions force pike, combat gloves, light repeating blaster with 
vibrobayonet, extended stock, underslung grenade launcher, 4 frag 
grenades, blaster carbine, Mandalorian battle armor (+8 armor, +3 
equipment) with neimet package, ali-vemmpersiure Weds, Treib Win, 
electrobinoculars, utility belt 


ELITE WARRIOR ENCOUNTERS 

‘An encounter with one or more elite warriors is especially dangerous, since 
these soldiers have far more advanced training than their lesser counterparts 
do. Skilled in a variety of fighting techniques, from hand-to-hand combat to 
the use of heavy weaponry, elite warriors are equipped to face and destroy 
just about any threat that comes against them. The presence of a single elite 
warrior can shift the tide of a large battle. 

Elite warriors have many similarities to commandos, and in fact, they 
might lead small teams of these other soldiers. The elite warrior is gener- 
ally chosen for the most dangerous missions, often against overwhelming 
numbers, Such missions fall on these characters’ shoulders because they, 
and only they, can get the job done. As a result, elite warriors are often dis- 
patched to poisonous worlds, sent to lead the vanguard of an attack against 
an entrenched unit, or even used as shock troops, dropping in and wiping out 
all resistance to securing a landing site for the main force. 

The Mandalorian clans are among the best of the elite warriors. Using 
fighting techniques passed down through the centuries and equipped with 
cutting-edge weaponry and armor, they are a devastating force to encounter. 
In fact, so effective are the Mandalorian warriors that the Emperor based 
the Imperial Guard on their fighting techniques and style of armor. Although 
mercenaries by trade, they are far superior to other mercenary bands. Men- 
dalorian warriors have at various times in their history fought on all sides, and 
might even switch sides during a conflict if the enemy offers better pay. 
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The galaxy is a dynamic place, infinitely vast and teeming with life. The 
countless species that populate the myriad of worlds form the very basis 
of the Living Force, which is the invisible energy field that binds all things 
together into a unified whole. In our daily lives, it is often easy to forget that 
the galaxy’s sentient species make up only a small portion of its population 
The vast majority of life forms in the galaxy are nonsentient, and these include 
the flora and fauna that make each planetary system unique. 

As the spacefaring species have continued to traverse the stars, they have 
taken their own animals and beasts with them. Pets, beasts of burden, and 
livestock of all types have plied the space lanes alongside their masters at 
one time or another. As a result, a number of species are ubiquitous to the 
average galactic citizen Banthas, for example, can be found on nearly every 
civilized world. Pests such as womp rats and mynocks have also spread across 
the stars, stowing away in cargo holds or latching onto starship hulls. 

Yet even the ready placement of these familiar species cannot completely 
overshadow the sheer oddity of the unknown. For every species we are famil 
iar with, there are a million more throughout the galaxy that we have never 
seen, which await discovery. It is these unknown elements that make the 
galaxy a rich and exotic place, a place where surprises are a daily occurrence, 
and where new challenges wait at the end of each hyperspace jump. 

Though heroes in the Star Wars universe often face enemies that look and 
act much as they do, it is sometimes more challenging for them to be opposed 
by primal creatures that inhabit the galaxy’s jungles, deserts, and wastelands. 
Driven by instinct and largely neutral in temperament, these creatures aren't 
concerned with factions or political affiliations. Rebel or Imperial? ledi or 
Sith? What does a rancor care? More than likely, it is concerned only with 
who is the hunter, and who is the hunted 


INTELLIGENT 
CREATURES 


A few creatures in this chapter boast Intelligence scores higher than most 
beasts. These few creatures, including the Dathomiri rancor and the Mantel 

lian Savrip, are considered something between a beast and a sapient creature. 
Though some creatures (such as the aforementioned Dathomiri rancor) are 
likely inappropriate for use as heroic characters, intelligent beasts sometimes 
make good NPCs and allies for the party, as well as challenges Dealing with 
such a creature isn't easy, since animal instinct still dominates much of its 
behavior, but Gamemasters wishing to introduce a slightly different twist 
on the traditional role of NPC allies might consider using a beast with an 
Intelligence score greater than 2 
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CORELLIAN 
BANSHEE BIRD 


Corellian Banshee Bird cL2 

Small beast 3 

Init +4; Senses low-light vision; Perception +8 

Defenses Ref 15 (flat-footed 11), Fort 11, Will 12 

hp 16; Threshold 11 

Speed 10 squares (flying) 

Melee claw +6 (1d3+1) 

Fighting Space 1 square; Reach 1 square 

Base Atk +2; Grp +1 

Atk Options Running Attack 

Special Actions banshee's wail 

Abilities Str 10, Dex 18, Con 12, Int 2, Wis 14, Cha 11 

Special Qualities low-light vision 

Feats Running Attack, Weapon Finesse 

Skills Perception +8 

Banshee’s Wail—As a standard action, a Corellian banshee bird can emit a 
loud wail that disorients opponents, The Corellian banshee bird makes 
an attack roll (1d20+6), comparing the results to the Will Defense 
of all targets within 12 squares. If the attack roll equals or exceeds a 
target's Will Defense, that target moves -1 step along the condition 
track. A single target cannot be affected by more than one Corellian 
banshee bird’s wail per turn, If this ability would push a target to the 
end of the condition track, instead of falling unconscious the target 
falls prone and may not take any actions, This is a mind-affecting 
effect. 


The Corellian banshee bird is a dangerous avian predator that gets its name 
from its distinctive wail. The screech of a banshee bird can be heard from 
miles away, and the creature typically uses it to flush out hidden prey as 
it swoops down on a hunting ground. On Corellia, banshee birds are often 
sought after by wealthy individuals and offworld nobles as pets; like many 
other birds, banshee birds can be tamed by a skilled trainer and made into 
relatively domesticated creatures. However, unlike other birds, banshee birds 
cannot be kept caged for any significant amount of time; they are extremely 
claustrophobic creatures, and as a result those who do have them as pets 
usually keep them in large, open spaces (such as an aviary) in order to allow 
them to stretch their wings and fly. Corellian banshee birds are fast and 
dangerous predators but make good companions, because they are loyal to 
those who treat them well and vicious against anyone they perceive as a 
threat to them or their masters. 


CORELLIAN BANSHEE BIRD 
ENCOUNTERS 

Corellian banshee birds are encountered only in the wild on Corellia or on 
other worlds that have savannahs covered in tall grasses or forests with dense 
undergrowth. Heroes are most likely to encounter a Coreilian banshee bird as 
a companion to another character, most likely a noble or other high-ranking 
official who can afford to have ane of the expensive birds tamed. Addition- 
ally, banshee birds are highly sought after by hunters of all kinds throughout 
the galaxy, since their distinctive wail can be used to drive prey out of thick 
undergrowth and into the sights of a hunter's blaster rifle. Some bounty 
hunters use Corellian banshee birds when hunting down prey on worlds 
that have a large amount of wilderness; the banshee bird's natural hunting 
instincts, combined with its ability to flush out prey, has proven invaluable 
in capturing many bounties. 

Corellian banshee birds are a favorite pet among crime lords, particularly 
those who have a very public and sinister persona. A Corellian banshee bird 
has a distinctly predatory appearance, and many crime lords use them to 
intimidate their foes and supplicants alike. 


CORELLIAN 
SAND PANTHER 


Corellian Sand Panther cL7 

Medium beast 8 

Init +6; Senses low-light vision, scent; Perception +7 

Defenses Ref 17 (Flat-footed 11), Fort 12, Will 12 

hp 52; Threshold 12 

Speed 8 squares 

Melee 2 claws +9 each (144+8 plus poison) and 
bite +9 (1d6+8) 

Fighting Space 1 square; Reach 1 square 

Base Atk +5; Grp +11 

Atk Options ambush, poison 

Abilities Str 18, Dex 23, Con 16, Int 2, Wis 14, Cha 14 

Special Qualities low-light vision, scent 

Feats Skill Focus (Stealth), Skill Training (Perception), Skill Training 
(Survival) 

Skills Perception +7, Stealth +16, Survival +7 

Ambush—A Corellian sand panther deals an extra 2d6 points of damage 
with its natural weapons against a flat-footed opponent. 

Poison—If the claws of a Corellian sand panther deal damage to a living 
target, the target is also poisoned. If the poison succeeds on an attack 
roll (1¢20+9) against the target's Fortitude Defense, the target moves 
~1 step along the condition track. The poison attacks each round until 
cured with a successful DC 15 Treat Injury check. 


Corellian sand panthers are feline predators with coats of soft fur, long tufted 
tails, and large, wide paws. Most sand panthers live in deserts, although 
some species can be found in more temperate zones. Usually a sand pan- 
ther has a light yellow coat that blends in well with its sandy surroundings, 
although a few rare albino and silver-colored panthers have been found. 
Furriers, who make expensive garments and bags from the fine hides, covet 
their coats. However, sand panther hunting has been illegal for centuries on 
Corellia, and sand panthers are found on only a few other worlds, Poach- 
ers sometimes manage to take a few pelts from the Corellian wilderness, 
‘but the overall rarity of such furs continues to make them very expensive, 
sffordable only by the galaxy's wealthiest elite. The sand panther is one of 
the galaxy’s quietest stalkers, often able to move within centimeters of its 
prey without alerting it 


CORELLIAN SAND PANTHER 
ENCOUNTERS 

Obviously, Corellian sand panthers are most likely to be found in the wilder- 
ness of Corellia, although illegal exporting by big game hunters, collectors, 
and poachers has spread the species to 2 few other planetary systems 
Sand panthers are normally solitary hunters, although small family groups 
sometimes hunt together and are able to take down all but the hardiest of 
prey. Corellian sand panthers are remarkably patient hunters and can spend 
days tracking down and stalking a target, waiting for the most opportune 
moment to strike. They are smart enough to divide and conquer, waiting for 
an individual to become separated from the herd (or adventuring group) 
before silently pouncing. 

Encounters involving Corellian sand panthers are likely to occur in the 
wilds of Corellia or on some backwater planet where the creatures have 
been released to repopulate. They serve well as “surprise” encounters when 
the heroes feel at their safest—in camp or marching through the trackless 
waste with no potential threats in sight. Corellian sand panthers are prized 
by wealthy individuals, especially crime lords, who raise them for use in 
“hunting games” in which victims are released into a compound and slowly 
stalked and killed by these efficient hunters while the owner looks on 
Notoriously difficult to tame, a captured Corellian sand panther will never 
be found as a “pet” to be stroked by its owner—the creatures are simply too 
temperamental and thus are always kept in cages or allowed to roam in 
high-security preserves. 
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DRAGONSNAKE 


Dragonsnake 

Large beast 13 

Init +12; Senses low-light vision; Perception +13 

Defenses Ref 14 (flat-footed 14), Fort 15, Will 12 

hp 136; Threshold 20 

Speed 6 squares, 12 squares (swimming) 

Melee 2 claws +16 each (1d6+13) and 
bite +16 (1d8+13) 

Fighting Space 2x2; Reach 1 square 

Base Atk +9; Grp +21 

Atk Options ambush, Cleave, Power Attack 

Abilities Str 24, Dex 12, Con 20, int 2, Wis 14, Cha 10 

Special Qualities low-light vision 

Feats Cleave, Power Attack, Skill Training (Perception), Skill Training 
(Stealth), Toughness 

Skills initiative +12, Perception +13, Stealth +7 

Ambush—A dragonsnake deals an extra 2d6 points of damage with its 
natural weapons against a flat-footed opponent. 


CL 12 


The dragonsnake is one of the deadliest predators found on Dagobah. It is 
a swift but patient hunter, lying motionless for hours, waiting for prey to 
come within range. When prey approaches, it lunges forward in the water 
and either engulfs the target with its large mouth or grabs it with its two 
clawed forelimbs and drags it underwater. Although slow-moving creatures 
on land, dragonsnakes move with surprising swiftness when they attack in 
the water, They are exceptionally silent swimmers and excel at gliding silently 
forward in the water until they come within striking range, Dragonsnakes 
can swallow whole any Small or smaller creatures, but must rend and tear 
larger prey in order to consume it. They are solitary hunters; each beast claims 
a single lake, bay, or other moderately large body of water as its territory. 
Because they must come ashore to lay their eggs, dragonsnakes always make 
their lairs fairly close to shore. 


DRAGONSNAKE ENCOUNTER 
Dragonsnakes are voracious but not exceptionally bright predators. As a 
result, they regularly attack anything of Medium or smaller size that comes 
close. Most dragonsnakes lie in wait within a few yards of the shoreline, so 
that they can lunge forward, stretching out their long forelimbs and necks and 
literally snatch their unsuspecting prey from the shore and drag it underwater. 
Here, most prey is helpless to resist the dragonsnake’s attacks. 
Dragonsnakes have been known to attack literally anything that moves, 
including small droids, large pieces of wind-blown trash, or even tent flaps 
blowing in the wind. They swiftly spit out objects that prove indigestible and 
can do so with surprising force. They are also intensely territorial, defending 
their lakes or bays against both others of their own kind and against any 
other large predators, or anything that they perceive to be a large preda- 
tor. They will not attack any creature of Large or larger size on the shore 
but they attack any creature or object of Huge or smaller size that travels 
through, under, or a yard or two above the surface of their watery domain 
and attempt to drive these intruders away. As a result, they occas! 
attack landspeeders and even low-flying starships. 


GUNDARK 


Gundark 
Medium beast 10 
Init +9; Senses low-light vision, scent; Perception +13 
Defenses Ref 19 {flat-footed 15), Fort 16, Will 13 
hp 305; Threshold 16 
Speed 6 squares 
Melee 4 slams +15 each (1d4+13) and 
bite +15 (1d6+13) or 
Melee club +15 (146+16) or 
Melee club +15 (2d6+16) with Mighty Swing or 
Melee club +11* (1d6+24) 
Fighting Space 1 square; Reach 1 square 
Base Atk +7; Grp +15 
Atk Options Crush, Mighty Swing, Pin, Power Attack 
Abilities Str 27, Dex 18, Con 22, Int 6, Wis 15, Cha 13 
Special Qualities constrict, low-light vision, scent 
Feats Crush, Mighty Swing, Pin, Power Attack 
Skills Acrobatics +9, Climb +13, Initiative +9, Perception +13, Stealth +9, 
Survival +8 


cL 10 


Constrict—A gundark that succeeds in grappling an opponent can use 
the Crush and Pin feats as normal. When crushing, however, a gundark 
deals 2d6+13 points of damage. 

* Includes 4 points of Power Attack, 


Gundarks are a widespread and robust species, known as one of the most 
dangerous creatures in the galaxy. Gundarks have four arms, broad hands 
and feet with opposable digits, ears nearly as wide as their heads, and a 
covering of short hair that ranges from brown to gray in color. They can be 
found the galaxy over, but most live in temperate climates. 

Gundarks are considered to be semisentient by most galactic authorities. 
As such, they are protected from exploitation, even after the Empire's rise 
to power. This protection does little to stop black market trade in gundarks, 
Which is little better than slavery. Because of the gundarks’ reputation as 
fearless and aggressive combatants, they are most often sold to underground 
gladiatorial arenas, or to hunters who see them as the ultimate sport. 

The primitive society of gundarks consists of small matriarchal family 
units. Multiple families sometimes gather together into tribes, allowing them 
to support one another. While the females hunt and gather food, the males 
construct homes and teach young gundarks how to fight. Defense of the 
home falls to the males, and it is a task they excel at 


GUNDARK ENCOUNTERS 
Gundarks are most often found in the wild. They exist on a number of plan- 
etary systems across the galaxy. They are aggressive, and will kill and eat 
just about anything or anyone that they can catch. They most often attack 
from ambush, hiding until their prey ventures close enough that they can £ 
initiate a grapple. This grapple leads to a constriction attack, which is one 
of the gundark's most feared abilities. 

In some locales, gundarks are popular opponents in clandestine gladiato- , 
rial arenas. Gundarks that manage to survive multiple bouts often gain far 
followings of their own. The creatures prefer to fight with their bare hands, 
delivering a flurry of brutal punches with all four of their heavy arms, but 
they will not shy away from using clubs and other simple weapons if such 
implements are available. 
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KATARN 


Katarn cL 
Medium beast 8 


Init +8; Senses low-light vision; Perception +7 


Defenses Ref 19 (flat-footed 15), Fort 13, Will 13 
hp 60; DR 5; Threshold 13 


Speed 10 squares 
Melee 2 claws +11 each (1d10+9) and 
bite +11 (1d4+9) and 
horns +11 (24449) 
Fighting Space 1 square; Reach 1 square 
Base Atk +6; Grp +11 
Atk Options maternal rage, Power Attack 


Abilities Str 20, Dex 18, Con 15, Int 2, Wis 15, Cha 9 

Special Qualities low-light vision, maternal rage 

Feats Power Attack, Skill Focus (Climb), Skill Training (Survival) 

Skills Climb +19, Initiative +8, Jump +9, Perception +7, Stealth +8, 
Survival +12 


Maternal Rage—If her pups are threatened, a female katarn enters a 
maternal rage. This rage grants the mother a +2 bonus to melee attack 
rolls and damage rolls and a +2 bonus to Fortitude and Will Defense, 
but it also causes a -2 penalty to her Reflex Defense. A maternal rage 
lasts for a number of rounds equal to 5 + the mother's Con modifier. 
After raging, the mother moves -1 persistent step along the condition 
track, and the persistent condition can be removed only if the katarn 
rests for 10 minutes. 


The katamn is a predator native to the Wookice homeworld of Kashyyyk. It 
is a lizardlike quadruped with a thick hide and rows of sharp spurs along 
its legs. These spurs make katarn excellent tree climbers; they are able to 
move at their full speed when climbing up or down trees. The creature has a 
narrow, beaklike mouth that is lined with several rows of teeth. Though the 
bite of a katarn is not particularly fearsome in combat, it is quite effective 
when used to root tree-burrowers from their arboreal homes 

Katarns mate every few years, and females that become pregnant leave 
their mates as soon as they are ready to give birth. The female climbs high 
into the forest canopy in search of a likely spot to deliver her young. Once 
the pups are born, she savagely protects them from predators until they are 
old enough to fend for themselves. 

The katarn is an important part of Wookie mythology and tradition 
Wookiees believe that the katarn once hunted them, which in turn taught the 
Wookiees how to resist or escape the katarn in order to survive. Over time, 
the Wookiees became the hunters and the katarn the hunted, and things will 
remain that way until such time as their positions are reversed once more. 


KATARN ENCOUNTERS 
Katarn are considered to be some of the most intelligent predators in the 
galaxy. They stalk their prey for long periods, preferring to attack from 
ambush instead of making frontal assaults. They shy away from attacking 
prey that appears to be larger or stronger than they are, and a katarn wil 
never attack a large group unless it is young, inexperienced, starving, or 
enraged. When stalking its prey, a katarn is capable of moving very quietly 
It will get as close as it can prior to pouncing, then attack with its claws 
Stories are often told of katarn befriending other beings, thereafter 
becoming loyal companions and guardians of their chosen cohorts. On 
the rare occasion that such a pairing does take place, it is usually after 2 
wounded katarn has been saved from an opponent, though tales persist of 
female katarn befriending individuals who stumble into their nests shortly 
after their pups have left. Whatever the circumstances, such incidents have 
been difficult to reproduce under controlled conditions. 
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KINTAN STRIDER 


Kintan Strider 
Large beast 6 
Init -1; Senses low-light vision; Perception +2 


Defenses Ref 15 (flat-footed 16), Fort 16, Will 12 
hp 63; fast healing 5; Threshold 26 


Speed 6 squares 

Melee 2 claws +10 each (1d6+3) or 
Melee tree branch +10 (1d8+12) 
Fighting Space 2x2; Reach 2 squares 
Base Atk +4; Grp +15 


Abilities Str 22, Dex 8, Con 22, Int 2, Wis 14, Cha 6 

Special Qualities fast healing 5, low-light vision 

Feats |mproved Damage Threshold, Weapon Proficiency (simple weapons) 
Skills Endurance +11, Perception +7 

Possessions tree branch (treat as mace] 


Fast Healing 5—A Kintan strider automatically regains 5 hit points every 


round at the end of its turn, up to its normal maximum, until it is killed. 


Now extinct on its home planet, the Kintan strider can be found on various 
other planets of the galaxy, where it is used as a guard beast by Hutt crime 
lords or as an opponent in gladiatorial combat in less civilized societies. 
Kintan striders are enormous beasts with huge shoulders and arms that nearly 
drag on the ground. A Kintan strider does not have a neck—its overexag- 
gerated face sits squarely in the middle of its chest, protected by a thick 
layer of fat and hide. 

Although they are barely intelligent, Kintan striders have learned how 
to use branches and poles as weapons, bashing their prey with powerful 
two-handed swings. Some even utilize these weapons to shovel food in 
their mouths, giving the appearance to uneducated observers that they are 
actually sentient, tool-using beings. Kintan striders possess incredible heal- 
ing abilities and can come back from wounds that would easily kill beasts 
of similar size. 

Although few citizens of the galaxy have ever seen a Kintan strider, almost 
everyone knows the creature as a piece in the game called Dejarik and is 
familiar with its signature move, the Kintan strider death gambit. 


KINTAN STRIDER ENCOUNTERS 
Ironically, the one place this creature will never be encountered is the 
planet for which it is named. Millennia of hunting by the planet’s primary 
species, the Nikto, nearly wiped out the strider population. After the Huts’ 
domination of the Nikto, the few hundred surviving striders were shipped 
offplanet, to be bred in captivity or released into the wilds on other, more 
hospitable worlds. 

Heroes might run into a Kintan strider within a crime lord's headquarters, 
where these creatures are kept as fodder for blood sports, or in “execution 
pits" where criminals are bludgeoned to death and eaten by these raven- 
ous beasts. Crime lords who consider themselves notable Dejarik players 
sometimes mimic the game in real life, by utilizing the same types of beasts 
found in the game within their collection of deadly creatures. True “masters” 
of this macabre game also employ the famous Kintan strider death gambit, 
in which the strider is sacrificed during the gladiatorial display in order for 
the victor to fall prey to some other creature kept in reserve. 
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KNOBBY 
WHITE SPIDER 


Knobby White Spider cL8 

Huge beast 9 

Init +6; Senses darkvision; Perception +5 

Defenses Ref 16 (flat-footed 15), Fort 22, Will 11 

hp 130; Threshold 37 

Speed 6 squares 

Melee sting +14 (1d8+12 plus poison) and 
bite +14 (2d6+12) or 

Melee sting +12 (2d8+12 plus poison) with Rapid Strike and 
bite +12 (346+12) with Rapid Strike 

Fighting Space 3x3; Reach 2 squares 

Base Atk +6; Grp +24 

Atk Options Rapid Strike, poison 


Abilities Str 26, Dex 14, Con 34, Int 2, Wis 12, Cha 10 

Feats Improved Damage Threshold, Rapid Strike, Skill Training 
(Endurance), Toughness 

Skills Endurance +21, Jump +15, Perception +5 


Poison—if the sting of a knobby white spider deals damage to a living 
target, the target is also poisoned, If the poison succeeds on an attack 
roll (1420+10) against the target's Fortitude Defense, the target moves 
-1 step along the condition track. A target moved to the end of the 
condition track by the poison is immobilized, but not unconscious. The 
poison attacks each round until cured with a successful DC 15 Treat 
Injury check. 


The knobby white spider is a landspeeder-sized predatory arachnid native to 
the swamps of Dagobah. In addition to living amid the pillarlike roots of the 
planet's enormous gnarltrees, it is also a part of the gnarltree's bizarre life 
cycle. To reproduce, gnarltrees occasionally extrude mobile roots that drop 
off the tree when they are no larger than an astromech droid. These roots 
immediately begin hunting live prey so they can grow. When this “spider” 
reaches Huge size, it locates a clear area and takes root. It shoves its eight legs 
deep into the ground, and these legs become the first of the new gnaritree’s 
roots. The transformation from spider to tree is swift; within three months 
after rooting, the creature's skin has sufficiently darkened and thickened that 
it has become indistinguishable from any other young gnaritree. Unlike most 
other animals, knobby white spiders have complete radial symmetry. They 
have a stinger near the end of each leg capable of delivering their poison 
and a ring of eight eyes underneath their eight legs, allowing them to see 
in all directions at once. 


KNOBBY WHITE SPIDER 
ENCOUNTERS 

These creatures exist in their mobile phase for five to seven years, during 
which time they grow from Small to Huge size. During this time, they are 
exceedingly voracious predators, They attack any prey of their own size or 
smaller and often attack creatures one size category larger than they are 
They are nearly fearless, relying on both the exceptionally durable nature of 
their vegetable construction and the deadlines of their poison to protect 
them from harm. Because of their exotic metabolism, they require no sleep 
and need to spend no time resting, mating, digesting, or doing anything 
other than stalking the gnarl forests, hunting prey for the entirety of their 
lives. They are utterly tireless and will track large prey for many hours, but 
can be distracted from this pursuit if they encounter prey that is smaller 
and thus easier to overcome. 


*THERE'S 
SOMETHING ALIVE 
DOWN THERE.” 


—- LUKE SKYWALKER 


KOUHUN 


Kouhun cL2 
Diminutive beast 3 
Init +10; Senses darkvision; Perception +8 


Defenses Ref 19 (flat-footed 15), Fort 11, Will 12 
hp 19; Threshold 11 


Speed 6 squares 

Melee bite -1 (1d4 plus poison) 

Fighting Space 1 square; Reach 0 squares 
Base Atk +2; Grp -16 

Atk Options poison 


Abilities Str 4, Dex 18, Con 12, Int 1, Wis 14, Cha 12 
Feats Skill Training (Initiative), Skill Training (Perception) 
Skills Initiative +10, Perception +8, Stealth +25 


Poison—if a kouhun deals damage to @ living target, the target is also 
poisoned. If the poison succeeds on an attack roll (1d20+10) against 
the target's Fortitude Defense, the target takes 4d6 points of damage 
and moves -1 step along the condition track. If the attack fails, the 
target takes half damage and doesn’t move on the condition track. 
Kouhun poison attacks each round until cured with a DC 25 Treat 
Injury check 


Kouhuns are pale-colored, centipedelike arthropods around 30 centimeters 
long. Native to the jungle-planet Indoumodo, they are attracted to warmth 
In the wild, they live in vast hollow trees and hunt dog-sized creatures that 
nest in crevices deep in the tree. They are a favorite of assassins across 
the galaxy because they are small and swift-moving, and their poison is 
exceptionally deadly. In addition, in most intelligent species the symptoms 
of kouhun poisoning resemble those associated with heart attack and other 
natural deaths. Although the creatures are naturally white in color, feeding 
them various natural dyes causes them to change color. If an assassin takes 
the time to determine the dominant colors of a victim's dwelling before 
using 2 kouhun to deliver poison, and introduces corresponding dye into 
the creature, then the kouhun gains a +3 bonus to Stealth checks (fora total 
modifier of +28) while it is in the victim's dwelling. 


KOUHUN ENCOUNTERS 
Except for their occasional presence in zoological exhibits or poison research 
facilities, kouhuns are found almost exclusively in the possession of assas- 
sins. There are also small breeding colonies of kouhuns in the poorest and 
most run-down districts of some of the most urbanized worlds, including the 
underlevels of Coruscant, but all of these colonies trace their origin to kou- 
huns that escaped from the cages of assassins. Kouhuns make ideal weapons 
for assassins—an assassin can deliver them in person, have them carried ina 
small droid to the victim's vicinity, or even mail them in a package. 
Kouhuns can enter a dwelling through slightly opened windows, ventila- 
tion ducts, or other similarly tiny apertures. Once inside, they home in on the 
victim's body heat and kill the victim with their poison, Kouhuns are quite 
aggressive but also somewhat timid in certain conditions. They usually either 
hide or freeze in place if their victim moves or turns on a light. However, as 
soon as the light goes out and the victim ceases to move, they attack. They 
attempt to flee and hide from attackers, unless they are cornered, in which 
case they attempt to fight back 
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KRAYT DRAGON 


Krayt Dragon, Greater CL 16 
Colossal desert beast 17 
Init -2; Senses low-light vision, tremorsense; Perception +6 
Defenses Ref 16 (flat-footed 16), Fort 30, Will 12 
hp 399; DR 15; Threshold 80 
Speed 10 squares 
Melee bite +24* (4d6+40/x3) and 
tail slap +24° (3d6+40) or 
Melee bite +28" (446+48/x3) with Powerful Charge 
Fighting Space 8x8; Reach 6 squares 
Base Atk +12; Grp +54 
Atk Options devour, Powerful Charge, Triple Crit (bite) 


Abilities Str 54, Dex 6, Con 48, Int 1, Wis 13, Cha 10 

Special Qualities camouflage, low-light vision, tremorsense 

Feats Improved Defenses, Power Attack, Powerful Charge, Skill Focus 
(Stealth), Skill Training (Perception), Triple Crit (bite) 

Skills Perception +6, Stealth +8 

Tremorsense—A krayt dragon automatically senses the location of 
anything that is in contact with the ground and within 100 squares (no 
Perception check required) 

Camouflage—A krayt dragon's natural coloration changes to mimic its 
surroundings. Krayt dragons ignore their size modifier when they make 
Stealth checks. 

Devour—if a krayt dragon hits with its bite attack against a Huge or 
smaller opponent, it can automatically make a grapple check with its 
bite attack at its full bonus (even if it has already taken a full-round 
action). If the grapple check is successful, the dragon can begin 
devouring its target. Any creature being devoured takes 148+22 points 
of damage each round it is in the krayt dragon's maw. When the 
creature reaches 0 hit points, it is swallowed by the krayt dragon and 
continues to take 1d6 points of acid damage each round. 

* Includes 10 points of Power Attack. 


The greater krayt dragon isa truly massive beast. This 100-meter-long desert 
titan lives among the endless dunes of Tatooine. A greater krayt dragon 


actually submerges itself in the shifting sands, and can use its ten powerful 


limbs to swim through the dunes. 

Tatooine natives rarely see a living krayt dragon, although the titanic 
bones of these creatures dot the landscape and are highly prized as building 
material or trade goods. The gigantic reptile prefers to lurk under the warm 
desert during the day, moving about at night as it slinks close to the surface 
of the sand. A greater krayt dragon attacks with its massive jaws or whiplike 


tail; its claws have evolved exclusively for locomotion. Krayt dragons subsist 
on the largest prey, including herds of banthas and dewbacks, Anything that 
moves across a krayt dragon's field of vision is fair game, though. 


GREATER KRAYT DRAGON 
ENCOUNTERS 

If a truly determined hunter were to penetrate the beast’s armored hide 
and slay a krayt dragon, that hunter would be rewarded with an Emperor's 
ransom in dragon pearls—ordinary stones polished to priceless perfection 
in the dragon's stomach. A single such stone could fetch well over 100,000 
credits. A greater krayt dragon contains 2d4+2 such polished gems, 

Krayt dragons are always encountered singly—although it’s possible to 
run into a krayt dragon that is in the middle of assaulting @ herd of animals, 
adding to the danger as these panicked animals run for their lives. Too stupid 
to notice (and too tough to care) that they aren't edible, krayt dragons com- 
monly attack landspeeders, Jawa sandcrawlers, and other large vehicles. A 
krayt dragon's lair can sometimes be discerned by the “melted” remains of 
some vehicle that sat a long time in the creature's stomach before it was 
spat up as being indigestible. 

Enterprising and extremely foolhardy hunters sometimes stalk krayt drag- 
ons with massive firepower or on swoops, allowing them to make numerous 
hit-and-run attacks, in the hope of killing a krayt dragon and stealing the 
dragon pearls inside. Predictably, casualties on such ventures are high. 


CANYON KRAYT DRAGON 

Canyon krayt dragons are smaller versions of the greater krayt dragon, but 
still immense monsters nonetheless, Canyon krayt dragons prowl the craggy 
mountains that border the Jundland Wastes of Tatooine. Single-minded and 
ferocious, the only thing a canyon krayt dragon fears is a greater dragon; 
sometimes these two titanic beasts clash when one strays into the other's 
territory. Canyon dragons are weaker than greater dragons, but their smaller 
size works well in the twisting ravines and gullies of their lair, allowing them 
to entrap herds of banthas, eopies, or rontos (page 124] with little more than 
ruthless predatory instinct and determination. 

Canyon krayt dragons also have 144+4 of the same "dragon pearls” in 
their stomachs as their greater cousins do and are considered slightly easier 
prey for hunters. That said, killing a canyon krayt dragon is a remarkably 
dangerous task—most treasure seekers prefer to locate a dying or recently 
deceased canyon krayt dragon to loot the stomach without facing the risk 
of having to go down its mouth the hard way. 


Canyon Krayt Dragon Encounters 

As befitting their name, canyon krayt dragons are likely to be encountered in 
the cliffs and winding canyons that surround the immense dunes of Tatooine’s 
Jundland Wastes. Because most of the indigenous creatures on that planet 
live in the relative “safety” of these rocky crags, the canyon krayt dragon 
has plenty of prey to devour, making it dangerous for anyone who thinks he 
can stay out of harm’s way by taking to the mesas and cliffs. 

Because of the huge amount of food they require, canyon krayt dragons 
stalk herds of animals, such as banthas, making it hazardous for characters 
to be near such a group for a long period of time. However, unless a krayt 
dragon is particularly hungry or aggravated, itis likely to ignore most Medium 
or smaller creatures (in other words, most heroes) unless they open fire 
or make a lot of noise or visual distractions. Sand people sometimes hunt 
juvenile canyon krayt dragons, which provide tremendous amount of (ill- 
tasting) meat for their tribes, as well as raw materials for crafting items, or 
even shelter—the hide of a krayt dragon makes a fine canopy that repeals 
even the most intense heat from Tatooine’s twin suns. 


“SAND PEOPLE ARE 


Krayt Dragon, Canyon CL 14 

Colossal desert beast 15 

Init -1; Senses low-light vision, tremorsense; Perception +12 

Defenses Ref 14 (flat-footed 29), Fort 25, Will 12 

hp 292; DR 10; Threshold 75 

Speed 10 squares 

Melee bite +24" (446+28/x3) and 
2 claws +24* each (3d6+28/x3) or 

Melee bite +28" (4d6+35/x3) with Powerful Charge 

Base Atk +11; Grp +48 

Fighting Space 6x6; Reach 4 squares 

Atk Options devour, Powerful Charge, Triple Crit (bite) 
Abilities Str 44, Dex 8, Con 40, Int 1, Wis 14, Cha 6 
Special Qualities low-light vision, tremorsense 
Feats Power Attack, Powerful Charge, Skill Focus (Perception), Skill 
Training (Climb), Triple Crit (bite) 

Skills Climb +22, Perception +4 

Tremorsense—A krayt dragon automatically senses the location of 
anything that is in contact with the ground and within 100 squares (no 
Perception check required). 

Devour—If a krayt dragon hits with its bite attack against a Huge or 
smaller opponent, it can automatically make a grapple check with its 
bite attack at its full bonus (even if it has already taken a full-round 
action). If the grapple check is successful, the dragon can begin 
devouring its target. Any creature being devoured takes 1d8+22 points 
of damage each round it is in the krayt dragon's maw. When the 
creature reaches 0 hit points, it is swallowed by the krayt dragon and 
continues to take 1d6 points of acid damage each round 

* includes 4 points of Power Attack. 
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BUT HEY'’LL 
GREATER 


SOON BE BACK, AND IN 
NUMBERS.” 


- OBI-WAN KEN 
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MANTELLIAN SAVRIP 


Mantellian Savrip 
Large beast 6 

Init +2; Senses Perception +6 
Languages Savrip 


Defenses Ref 16 (flat-footed 16), Fort 15, Will 8 
hp 39; Threshold 20 
Speed 8 squares 
Melee claw +8 (1d6+7) and 
bite +8 (1d8+7 plus poison) or 
Melee claw +8 (2d6+7) with Mighty Swing 
Fighting Space 2x2; Reach 2 squares 
Base Atk +4; Grp +13 
Atk Options Mighty Swing, Power Attack, poison 


Abilities Str 18, Dex 8, Con 20, Int 6, Wis 6, Cha 4 
Special Qualities ferocious, primitive, survivor 
Feats Mighty Swing, Power Attack, Toughness 
Skills Perception +6, Stealth +2, Survival +1 


Ferocious—A Mantellian Savrip can choose to reroll any failed attack roll 
with one of its natural weapons, but the result of the reroll must be 
accepted even if it is worse. 

Poison-If the bite of a Mantellian Savrip deals damage to a living target, 
the target is also poisoned. If the poison succeeds on an attack roll 
(1d20+10) against the target's Fortitude Defense, the target moves 
=1 step along the condition track. A target moved to the end of the 
condition track by the poison is immobilized, but not unconscious. The 
poison attacks each round until cured with a successful DC 15 Treat 
Injury check. 

Primitive—Mantellian Savrips do not gain Weapon Proficiency (pistols, 
rifles, or heavy weapons) as starting feats at 1st level, even if their 
class normally grants them. 

Survivor—A Mantellian Savrip can choose to reroll any Perception, 
Stealth, or Survival check, but the result of the reroll must be accepted 
even if it is worse. 


Mantellian Savrips are a type of large humanoid native to the planet of Ord 
Manteli, Despite walking upright on two relatively short legs, Savrips are 
able to move with surprising speed. Their arms, by comparison, are long, 
and their hands nearly drag across the ground as they walk. They have long 
necks and reptilian heads that, when combined with their formidable claws 
and thick armored hide, only adds to their intimidating appearance. When 
standing straight up, Savrips can reach up to 4 meters in height. However, 
they spend much of their time hunched over, a practice that exaggerates 
their already prodigious mass. 


Savrips are a long-lived species. Some specimens are thought to be as 
much as five hundred years old, though such elderly Savrips are rare, given 
the violent lives that they often lead, The creatures speak a primitive language 
composed of roars, shrieks, and growls. This language, known as Savrip, 
largely incomprehensible to other creatures. Although modern transition 
equipment and droids have had some success in deciphering simple linguls- 
tic concepts, the Savrip language continues to baffle linguists. Rumors of 
Savrips that have learned to speak Basic have yet to be confirmed by any 
legitimate source. 

Though considered to be only semisentient by most galactic authorities 
Savrips are actually a sentient, albeit primitive, species. They represe 
original natives of Ord Mantell, which were forced to flee into the wilderness 
of their homeworld when it was colonized by the Old Republic thousands of 
years ago. Violent conflicts arose between Ord Mantell’s colonists and the 
Savrips almost immediately following the initial drive to colonize the world 
The Savrips, being an aggressive species, were partially to blame for this 
friction, while the expansionist mindset of the colonials also played a large 
part in the initial conflict. 

Given the Savrips' limited technology, they stood little chance against the 
weapons that were available to the colonists. Sizable bounties were placed 
on Savrip hides, a practice that continues well into the Rebellion era. Big 
game hunters from as far away as Rodia came to the planet to tes 
skills against the famed Mantellian Savrip. Thousands of hunters, professiona’ 
and amateur alike, were killed by Savrips in the decades that followed, but 
the death toll for the Savrips themselves, though never recorded, was easily 
in the tens of thousands. As the Savrip population declined, encounters 
with colonists became less frequent. Big game hunters, which had been 2 
large source of planetary income for decades, took their guns elsewhere 


he 


Ord Mantell's economy recovered in short order, but the Mantellian Savrip 
population continues to remain low. 

Ord Mantels surviving Savrip tribes are passionately territorial, and they 
tend to attack intruders on sight. Though Savrips have always been aggres- 
sively protective of their tribal lands, the fact that most of the intruders that 
they encounter actively hunt the Savrips has only reinforced their behavior. 
Savrips display absolutely no fear of their enemies, and even juvenile Savrips 
will fight to the death, even if an escape route is available. Savrips manufac- 
ture simple hand weapons, such as clubs and other bludgeons, and they set 
traps and snares that often prove deadly for unwary travelers. 

Given their sinister reputation, Savrips are popular features in under- 
ground blood sports and gladiatorial arenas across the galaxy. Though trade 
in Savrips is illegal on most civilized worlds, such activity has nonetheless 
allowed them to spread to systems beyond Ord Mantel. As a result, Savrips 
feature prominently in galactic lore. They are widely perceived as one of the 
strongest creatures in the galaxy, and images of them have been adopted as 
heraldic symbols by noble houses, education institutions, mercenary units, 
and sports teams. In fact, one of the most powerful pieces in the game of 
Dejarik is the Mantellian Savrip. 


MANTELLIAN SAVRIP 
ENCOUNTERS 
Mantellian Savrips are thought to display little in the way of tactics, but this 
assumption could not be farther from the truth. The typical Savrip, upon 
confronting an intruder, lets out a deafening roar before charging blindly into 
the fray. Savrips are not concerned with the number of opponents they face, 
nor are they intimidated by displays of superior firepower. In many cases, a 
Savrip's terrible reputation is the most effective weapon it possesses. 

Victims who stand their ground against an enraged Savrip risk being 
pulverized by the advancing creature, while nearly sixty percent of those 
who flee manage to escape with little or no injury. Given their speed and 
power, itis unlikely that Savrips would be unable to catch their quarry unless 
they didn’t want to. Conversely, Savrips have also been known to set simple 
traps, such as camouflaged pits, to catch enemies and prey. These traps are 
always placed along the most convenient avenue of escape. A Savrip, during 
its initial charge, attempts to herd its prey in the direction of the trap, and 
foes that retreat blindly are often ensnared 

Though they are native to Ord Mantell, Savrips can often be encountered 
on other worlds. They are popular attractions in underground fighting rings, 
and gamblers will bet thousands of credits on the outcome of a fight that 
features one or more Savrips. They are excellent hand-to-hand combatants 
and prefer to use their claws when fighting. When facing particularly for- 
bie foes, Savrips sometimes use large clubs or rocks in addition to their 
natural weaponry. They can sustain a surprising amount of damage before 
being disabled, which guarantees that a fight featuring @ Savrip is never a 
dull of anticlimactic affair. 


MANTELLIAN SAVRIPS 

AS HEROES 

Unlike many other beasts, Mantellian Savrips can be played as heroes. 
Anyone who wants to play a Mantellian Savrip as a heroic character can 
use the following species traits. 

Ability Modifiers: +4 Strength, -2 Dexterity, +4 Constitution, -4 
Intelligence, -4 Wisdom, -4 Charisma. 

Large Size: As Large creatures, Savrips take a -1 size penalty to 
Reflex Defense and a -5 size penalty to Stealth checks. 

Speed: Savrip base speed is 8 squares. 

Natural Armor: Savrips have a tough hide that protects them from 
harm. They gain a +2 natural armor bonus to their Reflex Defense. A 
natural armor bonus stacks with an armor bonus. 

Natural Weapons: A Savrip can rake with one of its claws instead 
of making an unarmed attack. The claw attack deals 1d6 points of 
slashing damage (plus Strength modifier) and does not provoke attacks 
of opportunity. Due to the presence of its natural weapons, a Savrip is 
always considered to be armed for the purposes of threatening adja- 
cent squares and making attacks of opportunity. Natural weapons are 
considered simple weapons. 

Poison: If the claws of a Savrip deal damage to a living target, the 
target is also poisoned. If the poison succeeds on an attack rol! (1020 
+ the Savrip's character level) against the target's Fortitude Defense, 
the target moves -1 step along the condition track. A target moved 
to the end of the condition track by the poison is immobilized, but not 
unconscious, 

Primitive: Savrips do not gain Weapon Proficiency (pistols, rifles, 
or heavy weapons) as starting feats at Ist level, even if their class 
normally grants them. 

Rage: Once per day, a Mantellian Savrip can fly into a rage as 
swift action. While raging, a Savrip temporarily gains a +2 rage bonus 
to melee attack rolls and melee damage rolls but cannot use skills that 
require patience and concentration, such as Mechanics, Stealth, or Use 
the Force. 

A fit of rage lasts for a number of rounds equal to 5 + the Savrip’s 
Constitution modifier. At the end of its rage, a Savrip moves -1 persistent 
step along the condition track. The penalties imposed by this condition 
persist until the Savrip takes at least 10 minutes to recuperate, during 
which time the Savrip can't engage in any strenuous activity. 

Automatic Languages: Savrip (speak only) 
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MASSIFF 


Massiff 
Medium desert beast 4 
Init +2; Senses darkvision, scent; Perception +9 


cL3 


Defenses Ref 14 (flat-footed 14), Fort 14, Will 12 
hp 42; Threshold 14 


Speed 6 squares 
Melee 2 claws +7 (1d4+6) and 
bite +7 (1d6+6) 
Fighting Space 1 square; Reach 1 square 
Base Atk +3; Grp +7 
Atk Options Pin 
Abilities Str 18, Dex 10, Con 18, Int 2, Wis 14, Cha 12 
Special Qualities darkvision, scent 
Feats Pin, Toughness 
Skills Perception +9 


Massiffs are bulky, well-armored predators originally from Geonosis and now 
found on several worlds. They are most common on Geonosis and Tatooine. 
Massiffs were domesticated thousands of years ago by the Geonosians, 
who use them as sentries and guard beasts. Because of their usefulness, 
the crews of some Geonosian ships carried them to guard their vessels and 
sold others to offworlders. Standing @ meter high at the shoulder, these 
animals make fearsome guards, and their keen senses allow them to easily 
notice the approach of any intruders. Massiffs are voracious eaters capable 
of wrestling down large, slow-moving prey. However, their wild diet consists 
mostly of various types of small vermin as well as carrion and any smaller 
carrion-eaters who fail to flee when massiffs arrive at a carcass, 


“ON TATOOINE, 
THE VERY AIR AND 
SUNLIGHT ARE 
ONE'S ENEMIES." 


—- SHARAD HETT 


MASSIFF ENCOUNTERS 

The natives of Geonosis keep massiffs primarily to guard their encampments 
from intruders and to eat the various forms of vermin native to that world. 
Wealthy Geonosians breed these animals for ferocity, and they often bet 
large sums of money on fighting matches between prize specimens. Massiffs 
are also common in the encampments of the Tusken Raiders on Tatooine. 
where they guard the raiders’ camps. Both the Geonosians and the Tusken 
Raiders rarely bother to train their massiffs to capture intruders. Instead, 
massiff guard beasts are typically free to capture and devour any intruders 
they can bring down. Massiffs can also be found quarding vessels whose 
crews originate from either Geonosis or Tatooine. In port, these creatures 
keep intruders from venturing onto the ship, and in space, they hunt down 
and sometimes devour stowaways. On some ships, they are allowed to freely 
roam through the cargo compartment, a fact that should deter passengers 
from visiting the cargo bay without being accompanied by the massiff’s 
trainer. Wild populations of massiffs are common on both Geonosis and 
Tatooine, and though they are relatively slow-moving creatures, they are 
excellent trackers and can pursue prey not swift enough to easily outdistance 
them for many miles. 


MYNOCK 


Mynock cL1 
Smail space-dwelling beast 2 

Init +6; Senses darkvision; Perception +8 

Defenses Ref 18 (flat-footed 13), Fort 15, Will 12 

hp 21; Threshold 15, 

Speed 10 squares (flying, in space only) 

Melee 2 wing buffets (slam) +0 each (143) 

Fighting Space 1 square; Reach 1 square 

Base Atk +1; Grp +1 

Atk Options Running Attack 

Abilities Str 8, Dex 20, Con 20, Int 2, Wis 14, Cha 10 
Special Qualities survive in vacuum, fly through space 
Feats Running Attack 

Skills Perception +8 


Survive in Vacuum—Mynocks are silicon-based life forms that take 
no damage from exposure to vacuum. However, they take the same 
damage from being in a planetary atmosphere that ordinary life forms 
do from being in vacuum 

Fly through Space—Mynocks can fly in the vacuum of space, and can 
maneuver without any hindrance or penalty in vacuum, 


Mynocks are one of the few species of space-dwelling life believed to have 
evolved in vacuum. They cannot survive for more than a few minutes inside 
any sort of atmosphere. A mynock has a wingspan of a little over a meter. If 
attacked, it defends itself by hitting opponents with its exceedingly tough 
wings. 

These silicon-based based life forms originated in the rings of the planet 
Ord Mynock. Today, they are found throughout the galaxy. Their magnetically 
charged wings allow them to catch the stellar winds and literally fly through 
space. They live in asteroid fields and planetary rings and make their nests on 
small asteroids. Mynocks normally subsist on @ mixture of stellar radiation 
and the charged particle fluxes put out by stars, but are often attracted to 
richer energy sources, such as the power plants of passing starships. They 
are regarded as dangerous pests by all star-travelers; ships that approach 
airless worlds are often inspected for mynock infestations, and those that 
have attracted any of the creatures are usually quarantined, 


MYNOCK ENCOUNTERS 

Mynocks are most commonly encountered in asteroid fields, where they 
attempt to attach themselves to the hulls of starships with their suckerlike 
mouths. They absorb energy from the starship’s power plant. A sufficient 
number of mynocks attached to the hull can put a strain on a ship's power 
generation. Also, in an effort to obtain even more nourishment, mynocks 
regularly chew through power cables and hull plates. Their attempts to do 
this can both compromise the hull’s integrity and do substantial damage 
to the ship. 

The easiest way to dislodge them is to take the ship into a planetary 
atmosphere, which kills any mynocks that do not flee into space. However, 
ships that are far from a planet often cannot afford to risk the possibility 
of mynocks damaging their vessel. In such a case, the most common way to 
get rid of the creatures is for crew members to put on space suits, venture 
out onto the hull, and attempt to shoot the mynocks, forcibly pry them from 
the hull, or attack them with jets of compressed air. Doing this is relatively 
easy if only a few mynocks are on the ship, since individuals are fairly timid 
However, mynocks become more aggressive in swarms. Groups of half a dozen 
or more mynocks often gang up and attack crew members. 
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NARGLATCH 


Narglatch cL6 
Huge aquatic beast 7 
Init +7; Senses low-light vision, scent; Perception +1 


Defenses Ref 14 (flat-footed 12), Fort 17, Will 11 
hp 80; Threshold 27 


Speed 8 squares, 4 squares (swimming) 
Melee 2 claws +13 each (1d8+11) and 

bite +13 (26411) 
Fighting Space 3x3; Reach 2 squares 
Base Atk +5; Grp +23 
Atk Options Pin 
Abilities Str 27, Dex 14, Con 24, Int 2, Wis 13, Cha 11 
Special Qualities low-light vision, scent 
Feats Pin, Skill Focus (Stealth), Skill Training (initiative) 
Skills Initiative +7, Stealth +12 


The narglatch is a stealthy predator found on planets such as Naboo and 
Orto Plutonia. It is a solitary hunter that moves extremely silently, stalking 
prey with incredible focus. Narglatches are also strong swimmers, but prefer 
to hunt on the land. 


The male narglatch has additional fleshy spikes on its back and shoulder 
while females are much more smooth. Narglatches have densely padded fe 
that silence footfalls. They have long, powerful tails that end in broad fans. 
acting like a rudder both during swimming and high-speed chases. Since 
young can hunt immediately upon birth, mothers abandon them as soon as 
they are born. Pregnant females always have twins, which are in turn always 
a male and female. These cubs hunt together until maturity, making them less 
vulnerable to other predators (particularly mature narglatches) 


NARGLATCH ENCOUNTERS 

Despite the fact that they are neither the largest nor fiercest creatures 
that prowl the swamps of Naboo, narglatches are still extremely dangerous 
predators, rightly feared and respected by the inhabitants of that planet 
Extremely territorial, narglatches are likely to attack any Medium creatures 
(such as the heroes) that dare venture into their enormous territory. Although 
most narglatches are solitary, heroes could encounter nearly mature paired 
siblings, drastically increasing the danger of the encounter. 

Narglatches can operate on land or in the water, although most encoun- 
ters with them occur on land. Narglatches stalk prey close to the shore's 
edge so they can tackle land-based creatures and drag them into the water, 
where they eventually drown. Narglatches have also been known to lurk at 
the very edge of a body of water, with their snouts barely sticking out—to the 
untrained eye, they resemble nothing more than a rock jutting from the water. 
Even the vehicles piloted by the Human and Gungan populations of Naboo are 
not safe from the predation of narglatches, who strike from cover in order 
to get at the “sweet meat” inside. Unlike most wild animals, narglatches are 
not easily scared off by loud noises, even that of blaster fire. 

The narglatch can also serve as any generic aquatic-based predator that 
excels on stealthy attacks. 


NASHTAH 


Nashtah cL9 
Medium beast 9 
Init +11; Senses low-light vision, scent; Perception +8 


Defenses Ref 17 (flat-footed 15), Fort 11, Will 15 
hp 58; Threshold 21 


Speed 14 squares 

Melee bite +10 (1d8+8) and 
barbed tail +10 (1d3+8) and 
claw +10 (1d6+8) or 

Melee claw +8 (246+8) with Rapid Strike and 
barbed tail +8 (2d3+8) with Rapid Strike and 
claw +8 (2d6+8) with Rapid Strike 

Fighting Space 1 square; Reach 1 square 

Base Atk +6; Grp +10 

Atk Options leap attack, Rapid Strike 


Abilities Str 19, Dex 15, Con 13, int 1, Wis 19, Cha 7 

Special Qualities low-light vision, scent 

Feats Improved Damage Threshold (2), Rapid Strike, Toughness 
Skills Initiative +11, Jump +8, Perception +8, Survival +8 


Leap Attack—As a full-round action, a nashtah can make a leap attack at 
the end of a charge of at least 2 squares in distance. This leap attack 
allows it to make six separate claw attacks against single opponent. 


-_ 


Also known as Dravian hounds, nashtahs are vicious reptilian predators 
native to Dra lil. They resemble lizards with six legs, several rows of jagged 
teeth, and barbed tails. Powerful muscles ripple beneath their thick green 
hides. They can grow to lengths of 1.5 meters, but their innate strength is 
far greater than their size might otherwise imply. 

Nashtahs hunt prey in small packs. They are relentless, rarely giving up 
the chase once they've managed to scent their prey. Packs of the beasts 
have been known to pursue prey for days or weeks, never stopping even 
when presented with easier fare, Despite their vicious reputation, nashtahs 
are quite dedicated to their mates and offspring, at least until their young 
are capable of surviving on their own 


NASHTAH ENCOUNTERS 

Poachers around the galaxy prize nashtah young, which can be trained 
as hunting animals if they are caught early enough in their lives. Nashtah 
hatchlings that are older than three months are impossible to train. Even 
those that are trained from birth are difficult to control and maintain, and 
often require shock collars in order to make them more manageable. Many 
planets have acquired populations of nashtahs as a result of specimens that 
have escaped captivity, and as a result importing nashtah has become illegal 
in many systems, 

Despite (or perhaps because of) the nashtah's fearsome reputation, the 
creatures are widely sought as guard animals by wealthy aristocrats and 
criminals. If the possibility of having to fight a nashtah isn't enough to 
dissuade intruders, then actually facing one usually does the trick. Anyone 
who keeps nashtahs as guard animals must take special care when handling 
them, since they are just as likely to turn on their masters as they are to hunt 
down and eliminate intruders. 

Nashtahs are reckless when attacking, and they don't seem to be affected 
by the wounds they've suffered until they finally keel over dead. When hunt- 
ing as part of a group, they still act as individuals, neither helping nor hinder- 
ing their companions. Once a nashtah has damaged an opponent, it will not 
switch targets or cease attacking until that opponent has been defeated. 
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RANCOR 


Dathomiri Rancor cL 11 

Huge beast 9/scout 3 

Force: 2 

Init +6; Senses low-light vision; Perception +11 

Languages Paecian 

Defenses Ref 17 (flat-footed 17), Fort 16, Will 10 

hp 146; fast healing 5; Threshold 26 

Speed 8 squares 

Melee bite +18 (1d8+15) and 
claw +18 (2d6+15] 

Ranged sling +7 (1d4+15] 

Fighting Space 3x3; Reach 2 squares 

Base Atk +8; Grp +27 

Atk Options Cleave, Crush, Pin, Power Attack 

Abilities Str 28, Dex 9, Con 23, Int 5, Wis 10, Cha 15 

Special Qualities fast healing 5, low-light vision 

Talents Acute Senses, Expert Tracker 

Feats Cleave, Crush, Pin, Power Attack, Skill Training (Survival), 
Toughness, Weapon Proficiency (simple weapons) 

Skills Perception +11 (can reroll, must take second result), Survival +17 


Fast Healing 5—A rancor automatically regains 5 hit points every round 
at the end of its turn, up to its normal maximum, until it is killed. 


In addition to being slightly larger and stronger than most other rancors (SE 
276), Dathomiri rancors are considerably more intelligent, and their claws 
function as hands, They can speak, they have an enduring culture, and they 
can both make and use simple tools. Although no one knows if they learned 
fire and tool use from the Humans who colonized Dathomir many centuries 
ago, today these rancors chip knives and other tools from stone, use fire for 
both warmth and cooking, and have elaborate histories and tales of heroism 
that they pass on from one generation to the next. Although they might have 
once had their own language, today all Dathomiri rancors speak Paecian, 
the native language of the Witches of Dathomir [page 10). Like the witches, 
these rancors are matriarchal. Each of their small bands of between a half 
dozen and a dozen adult rancors is led by the largest and oldest female in 
the band, who is known as the herd-mother, 

These rancors’ intelligence makes them extremely dangerous to those 
who attack them or intrude into their territory. In addition to communicating 
with each other and occasionally calling upon the witches for aid, Dathomiri 
rancors use Slings and other primitive missile weapons and can build simple 
traps such as deadfalls and pit traps. 


DATHOMIRI RANCOR 
ENCOUNTERS 

Dathomiri rancors are most often found in either their own rude villages. 
which consist of a few huts of undressed logs and thatch, or in the villages 
and towns of the Witches of Dathomir. The rancors and the witches have a 
close relationship that borders on cultural symbiosis. Some rancors partner 
themselves with individual witches. These partnerships are for life, and the 
rancor serves as the witch's mount, companion, and protector. 

Most of Dathomir's intelligent rancors are not partnered with witches, 
because the rancors outnumber the witches by more than a factor of ten. 
However, all of the witches' villages have a quarter set aside for their rancors 
and some witches share their own dwellings with their bestial allies. The 
villages of the unpartnered rancors are often built near one of the villages 
of the witches, so that they can seek aid from the witches, Rancor herd- 
mothers often go to the witches for advice and for help with rancors that 
have become ill, In return, the wild rancors work with the partnered rancors 
to help the witches defend their villages and use their immense strength to 
help clear land, build roads, and perform other similar tasks for the wite 
Foolish hunters occasionally travel to Dathomir for the challenge of hunting 
prey as clever and deadly as the intelligent rancors, but the rancors and the 
witches deal with them very harshly. 

Away from Dathomir, intelligent rancors are almost always found in the 
company of a witch who has decided to travel offworld. Naturally, anyone 
who threatens or even seriously harasses a witch must deal with her rancor’s 
wrath. Almost all rancors who travel offworld learn to understand Basic, but 
like Wookiees, they are incapable of speaking it. 


Most of the other Dathomiri rancors found away from Dathomir are in 
zoos and menageries owned by individuals who are sufficiently unscrupulous 
and immoral to keep sentient beings in cages. When the Witches of Dathomir 
learn of an intelligent rancor being held captive against its will, they send 
one or two witches and their rancors to free it, sometimes by using payment 
or threats, but most often by force. The only other Dathomiri rancors found 
away from Dathomir are those few unpartnered rancors that want to travel 
offworld and either join interstellar circuses or make a living as bodyguards 
for those who value the intimidation factor that being protected by a hulk- 
ing rancor provides. 


TYRANT RANCOR 
A rare variety of rancor only found on a few worlds throughout the galaxy, 
the tyrant rancor is much larger than most other rancors. Most tyrant rancors 
live on worlds where food is abundant; xenobiologists speculate that most of 
them are actually the descendants of rancors that were relocated from other 
worlds to habitats that were unprepared for a predator of its size, allowing 
the tyrants to run rampant over the ecosystem and grow to incredible size 
Tyrant rancors are of much the same disposition as most normal rancors but 
are much stronger and heartier, making them extremely dangerous opponents 
in any environment. 
Tyrant Rancor CL 15 
Gargantuan beast 15 
Init +11; Senses low-light vision; Perception +5 
Defenses Ref 15 [flat-footed 15), Fort 25, Will 8 
hp 307; fast healing 10; Threshold 45 
Speed 8 squares 
Melee 2 claws +20° each (2d6+26) and 
bite +20° (346+26) 
Fighting Space 4x4; Reach 3 squares 
Base Atk +11; Grp +40 
Atk Options Bantha Rush, Cleave, Crush, Pin, Power Attack 
Abilities Str 38, Dex 9, Con 40, Int 2, Wis 7, Cha 15 
Special Qualities fast healing 10, low-light vision 
Feats Bantha Rush, Cleave, Crush, Pin, Power Attack, Toughness 
Skills Initiative +11 
Fast Healing 10—A tyrant rancor automatically regains 10 hit points 
every round at the end of its turn, up to its normal maximum, until it 
is killed. 
“Includes 5 points of Power Attack. 


TRA'CcCOR 

The tra'cor is a subspecies of rancor found on the remote world of Socorro. 
Much smaller than the typical rancor, the tra'cor is an aquatic creature that 
spends most of its life beneath the surface, consuming fish and other marine 
life. Though the tra'cor is amphibious, it can survive for only short periods 
outside the water, since it dehydrates quickly. Tra'cor have large tails that 
resemble those of some serpentine sea creatures, adding a natural weapon to 
the creature's arsenal that most rancors do not possess. Though the tra’cor is 
deadly in any situation, underwater it is exceptionally fast and can overtake 
its prey in a matter of seconds. 


Tra'cor cL6 
Large aquatic beast 7 

Init +3; Senses low-light vision; Perception +3 

Defenses Ref 13 (flat-footed 13), Fort 17, Will 10 

hp 81; fast healing 5; Threshold 22 


Speed 6 squares, 8 squares (swimming) 
Melee 2 claws +9° each (1d6+11) and 
bite +9" (1d8+11) and 
tail +9" (1d6+11) 
Fighting Space 2x2; Reach 2 squares 
Base Atk +5; Grp +14 
Atk Options Bantha Rush, Cleave, Power Attack 


Abilities Str 22, Dex 11, Con 25, Int 2, Wis 10, Cha 13 
Special Qualities fast healing 5, low-light vision 
Feats Bantha Rush, Cleave, Power Attack 

‘Skills Swim +14 


Fast Healing 5—A tra'cor automatically regains 5 hit points every round 
at the end of its turn, up to its normal maximum, until it is killed. 
* Includes 2 points of Power Attack. 
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RONTO 


Ronto cL3 
Huge desert beast 4 
Init -1; Senses poor vision, scent; Perception +1 


Defenses Ref 11 (flat-footed 11), Fort 19, Will 11 
hp 54; Threshold 29 


Speed 8 squares 

Melee slam +11 (1d8+10) 

Fighting Space 3x3; Reach 2 squares 

Base Atk +3; Grp +21 

Abilities Str 26, Dex 9, Con 28, Int 2, Wis 12, Cha 6 
Special Qualities poor vision, scent 

Feats Skill Focus (Endurance), Toughness 

Skills Endurance +11 


Poor Vision—Rontos have very poor vision and take a 5 penalty to 
Perception checks involving sight 


Towering beasts of burden, rontos are mammals prized for their ability to 
shrug off Tatooine's intense heat, although they do require large amounts of 
water. Their size makes them particularly effective at discouraging preda- 
tors, and their sense of smelll is acute enough to detect a krayt dragon (page 
114) from up to a kilometer away. However, rontos are somewhat skittish 
in urban environments: their poor eyesight cannot adjust quickly enough to 
the sudden movements of smaller creatures and vehicles, 

A ronto's first instinct when confronted with such potential threats in 
close proximity is to get away, regardless of any burdens or passengers it 
might be carrying, A spooked ronto will often throw its riders to the ground 
and then lumber off in a random direction until it can no longer sense the 
threat. Although Jawas are particularly fond of these easily trained animals, 
the little scavengers are also poorly suited to controlling a panicked ronto 


RONTO ENCOUNTERS 

Rontos are common sights on Tatooine, as they struggle under the weight 
of various goods or haul heavy wagons while being barely controlled by 
their owners. In the wild, rontos are relatively harmless, since they typi- 
cally run away from danger. However, if a ronto is cornered or its young are 
threatened, the creature will turn on the menace and attempt to smash it 
to a bloody pulp. 

The most common encounters with rontos occur in Tatooine's few towns 
when someone, accidentally or otherwise, startles a ronto, causing it to go 
ona rampage. In fact, unscrupulous characters (which are all too common 
on Tatooine) sometimes do just that to create a diversion in order to engage 
in some illicit activity or to cause massive amounts of property damage. 
Some gang leaders and crime lords have been known to extort money from 
or "teach a lesson” to individuals by placing them in an enclosed space with 
a ronto and then goading the creature into a frenzy. 

Rontos can also be encountered in caravans snaking along the scorching 
sands of Tatooine—a welcome sight to anyone lost in the desert without 
supplies. Jawas are the most common handlers, although Tusken Raiders 
sometimes herd rontos, making it dangerous to assume that every meeting 
with such a caravan will be an amicable one. 


SARLACC 


Sarlace CL 12 

Colossal beast 13 

Init +0; Senses tremorsense; Perception +10 

Defenses Ref 7 (flat-footed 7), Fort 28, Will 10 

hp 234; DR 10; Threshold 83 

Speed 0 squares 

Melee 9 tentacles +18 each (special) and 
bite +18 (4d6+15) 

Fighting Space 6x6; Reach 4 squares 

Base Atk +9; Grp +38 

Atk Options Pin 

Abilities Str 28, Dex 10, Con 44, Int 2, Wis 8, Cha 7 

Special Qualities camouflage, tentacle grab, tremorsense 

Feats Improved Damage Threshold, Improved Defenses, Pin, Skill Training 
(Stealth), Toughness 

Skills Perception +10, Stealth +11 

Camouflage—A Sarlace ignores its size modifier when it makes Stealth 
checks. 

Tentacle Grab—If a Sarlacc hits with one of its tentacles against a Huge 
or smaller opponent, it can automatically make a grapple check with its 
tentacle attack at its full bonus [even if it has already taken a full- 
round action). If the grapple check is successful, the Sarlace can make 
an opposed grapple check each round to move the grappled creature 1 
square closer, until it pulls the creature into its maw. 

Tremorsense—A Sarlacc automatically senses the location of anything 
that is in contact with the ground and within 100 squares (no 
Perception check required). 


A Sarlacc is a massive, fearsome monster that hides itself underground and 
drags in unwary passersby to slowly digest them over the course of several 
centuries. Only 2 small portion of the Sarlacc’s gigantic body peeks out of 
the ground—its mouth. As a result, the Sarlacc gains improved cover (already 
factored into the Sarlacc’s Reflex Defense) and is extremely resistant to damage 
since all its vital organs are at least a dozen meters under the sand and rock. 

The Sariacc feeds by using its nine gripping tentacles to draw vigtims 
into its great maw. When prey of Large or larger size reaches the Sarlacc’s 
mouth, that creature is subjected to attacks until it is broken down into more 
manageable chunks. Medium and smaller creatures are simply stuffed into 
the Sarlacc's mouth, then carried along by esophageal action into its primary 
stomach (to be digested immediately) or one of several secondary stomachs. 
Creatures in the primary stomach take a cumulative 2d6 points of damage per 
round; they can escape back through the alimentary canal by succeeding on 
an Acrobatics check opposed by the Sarlacc’s Strength check (+9 modifier). 


Victims in a secondary stomach fare somewhat better, because the 
Sarlace actually stores its meals in a sort of conscious suspended animation 
until it is ready to devour them. Held tight to the stomach lining by meter- 
long bondlike cilia (opposed Strength check to escape), such a creature 
is exposed to somewhat weaker digestive juices, taking a cumulative 146 
points of damage each day. Creatures in this predicament are sustained by 
the Sarlacc through nutrients in its system that seep in through the victim's 
skin, preventing the prey from dying of hunger or thirst. 


SARLACC ENCOUNTERS 

Albeit the most famous, the Sarlace found on Tatooine is neither the sole 
example of nor typical of the species. The Sarlacc is most at home in damp 
environments, such as swamps and bogs, However, being hardy and adaptable, 
Sarlaccs can be found in almost any terrain. Because they are stationary crea- 
tures, encountering a Sarlacc is more akin toa terrain hazard than a fight with 
a beast—in order to fight a Sarlacc, you have to travel to where it lairs. 

The Sarlace can be an obstacle for the heroes to overcome if they are 
charged with retrieving something (or someone) trapped within the gullet of 
this enormous beast. In addition to the hazards involved in trying to get to 
the remote location where a Sarlacc resides, the heroes must then figure out 
how to get inside the beast and back out again without becoming @ meal. 

On planets other than Tatooine, a Sarlacc might serve as a “sacred area” 
where the natives go to dispose of their criminals, pariahs, or cursed items. In 
such a case, any individuals caught harming a Sarlacc might find themselves 
tossed inside by angry natives 
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VARACTYL 


Varactyl cL 4 


Huge beast 4 
Init +6; Senses low-light vision; Perception +4 


Defenses Ref 12 (flat-footed 9), Fort 21, Will 12 
hp 62; Threshold 31 


Speed 10 squares 
Melee bite +11 (1d8+10) and 

claw +11 (1d6+10) and 

tail lash +11 (144410) 
Fighting Space 3x3; Reach 1 square 
Base Atk £3; Grp +21 
Atk Options Running Attack, Trip 


Abilities Str 26, Dex 18, Con 32, Int 2, Wis 14, Cha 8 

Special Qualities excellent climber, low-light vision 

Feats Running Attack, Skill Focus (Climb) 

Skills Climb +20, Endurance +13, Jump +10, Perception +4, Stealth -4, 
Swim +10 


Excellent Climber—A varactyl can choose to reroll any Climb check, but 
the result of the reroll must be accepted even if it is worse. 

Trip—A varactyl that hits with a tail lash attack can attempt to trip an 
opponent (as if using the Trip feat) as a free action that does not 
provoke attacks of opportunity. 


Varactyls are a large saurian species native to the planet Utapau. They are 
lizardlike in appearance, with green scales that thicken into armored plates 
‘on the varactyl's head. Quills, some of which resemble feathers, sprout in a 
ridge that runs from the creature's head to the tip of its tail. The plumage of 
the female of the species tends to be more vibrant than that of the male 

As cold-blooded animals, varactyls are more active during daylight hours. 
They spend much of the day sunning themselves as they cling to the walls of 
Utapau's sinkholes. They are excellent climbers and can travel across vertica’ 
surfaces with incredible speed and agility. When they aren't warming them= 
selves, they hunt for lichens and roots to eat. At night, varactyls retreat into 
burrows that they create in sinkhole walls. They do so to avoid the dactillion, 
a birdlike predator that is also native to Utapau. 

Although they are native to Utapau, varactyls have also been encoun- 
tered on a handful of other worlds. For instance, Kashyyyk maintains a sm: 
population of the creatures, though the details of how they came to the 
Wookiee homeworld are somewhat mysterious. It is assumed that one or 
more varactyl eggs ended up on Kashyyyk in the possession of a smuggler. 
but this has yet to be proven beyond a reasonable doubt. 


VARACTYL ENCOUNTERS 
Varactyls are most commonly encountered in one of two instances: in the 
wild, or when they are used as mounts or pack animals. Given their docile 
nature, wild varactyls tend to avoid conflict unless their young are threat~ 
ened. In such cases, the creatures will impose themselves between their young 
and the threat, if possible, and press forward, viciously attacking with beak 
and claw. Females are more likely to lead such a charge than are males, but 
males are more than capable of joining in the fray 

When facing smaller creatures, including Humans and Human-sized spe- 
cies, varactyls are much more likely to charge, using their mass to propel them 
into their enemy. Their ability to scale sheer surfaces makes them especially 
mobile when traversing the sinkholes and caves of Utapau. The native lizard 
riders use this to their advantage. 


TRAINING A VARACTYL 

Though the natives of Utapau might make training the creatures look 
easy, most wild varactyls have an unfriendly attitude toward anyone who 
approaches them. If that attitude can be shifted to indifferent (either by an 
Utai wrangler, byeuse of the Charm Beast talent, or by some other means) 
the animal can be approached, though cautiously. If the creature's a le 
can be shifted to friendly, it will allow another person to ride it as @ mount. 
though it is often resistant to the rider's commands (causing the rider to 
take penalties on Ride checks for unfavorable circumstances). Only when 
a varactyl's attitude is shifted to helpful does it accept riders without any 
resistance. 


UTAI VARACTYL HANDLER 

The Utai, sentient natives of Utapau, domesticated varactyls thousands of 
years ago, and they continue to use the creatures as mounts and beast of 
burden. Utai make exceptionally good varactyl handlers due to their natural 
rapport with beasts and their years of experience. Each varactyl handler 
receives extensive instruction on the best way to train and care for the 
large beasts, and thanks to their excellent hand with the large animals most 
domesticated varactyl become loyal, friendly mounts. 

High-backed saddles, especially made for varactyls, are used in order 
to grant their riders the stability necessary to control the beasts. Varactyls 
have excellent memories concerning the riders they have served. Individual 
varactyls can maintain unwavering loyalty for years, if not decades, toward 
riders who have treated them well. 


UTA! SPECIES TRAITS 
All Utai have the following species traits. 

Ability Modifiers: +2 Constitution, -2 Charisma. Utai are sturdy 
and hard-working, but they do not make good leaders. 

Small Size: As Small creatures, Utai gain a +1 size bonus to their 
Reflex Defense and a +5 size bonus to Stealth checks. However, their 
lifting and carrying limits are three-quarters of those of Medium 
creatures. 

Speed: Utai base speed is 4 squares. 

Animal Handler: The Utaj are naturally gifted when it comes to 
dealing with beasts and wild creatures. An Utai can choose to reroll 
any Ride check, but the result of the reroll must be accepted even if it 
is worse. Additionally, an Utai can make Persuasion checks to change 
the attitude of an undomesticated creature that has an Intelligence of 
2 or lower. 

Cooperative: An Utai automatically succeeds when attempting to 
aid another on a skill check, as long as the target is adjacent to and can 
hear and understand the Utai. 

Low-light Vision: Utai ignore concealment (but not total conceal- 
ment) from darkness. 

Automatic Languages: Utapese. 


Varacty! Handler cut 
Small Utai nonheroic 2 

Init +2; Senses low-light vision; Perception +3 

Languages Utapese 


Defenses Ref 12 (flat-footed 11), Fort 11, Will 12 
hp 7; Threshold 11 


Speed 4 squares 

Melee stun baton +2 (2d6+1 stun) 
Base Atk +1; Grp -3 

Special Actions animal handler 


Abilities Str 13, Dex 12, Con 12, Int 8, Wis 14, Cha 13 

Special Qualities animal handler, cooperative, low-light vision 

Feats Skill Focus (Persuasion), Skill Training (Knowledge [life sciences}}, 
Skill Training (Ride), Weapon Proficiency (simple weapons) 

Skills Knowledge (life sciences) +5, Persuasion +12 (can change the 
attitude of undomesticated beasts), Ride +7 (can reroll, must keep 
second result) 

Possessions stun baton, personal belongings 


New RIDING FEATS 

Skilled riders know how to manipulate their mounts to make them more 
effective in combat. The following new feats should allow beast riders 
more flexibility during mounted combat. Each of these feats also applies 
to riding a speeder bike as well, allowing a rider to gain the benefits of his 
or her skill and experience regardless of the exact form of the mount. 


Momentum Strike 
You know how to put the full weight of your momentum into attacks 
while riding a mount ora speeder bike. 

Prerequisite: Trained in the Pilot or Ride skill. 

Benefit: When riding a beast as a mount or on a speeder bike (asa 
passenger or a pilot), you add +1 die of damage to any melee attacks 
if your mount or vehicle has already moved at least its speed this turn. 


Mounted Defense 
You are able to react to incoming attacks, using your mount or speeder 
bike to absorb attacks against you. 

» Prerequisite: Trained in the Pilot or Ride skill. 

Benefft: When riding a beast as a mount or on a speeder bike (as @ 
passenger or a pilot), once per encounter you can redirect any attack 
made against you at your mount or vehicle instead, The decision to redi- 
rect the attack is made after the result of the attack roll is determined 
but before damage or other effects are resolved. 
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VORNSKR 


Vornskr CL? 

Medium beast 7 

Init +6; Senses low-light vision; Perception +8 

Defenses Ref 18 (flat-footed 15), Fort 13, Will 12 

hp 52; Threshold 13 

Speed 8 squares 

Melee 2 claws +8 each (1d6+6) and 
bite +8 (148+6) and 
tail +8 (1d4+6 plus poison) or 

Melee 2 claws +6 each (2d6+6) with Rapid Strike and 
bite +6 (2d8+6) with Rapid Strike and 
tail +6 (2d4+6 plus poison) with Rapid Strike 

Fighting Space 1 square; Reach 1 square 

Base Atk +5; Grp +18 

Atk Options Combat Reflexes, poison, Rapid Strike 

Abilities Str 16, Dex 17, Con 17, Int 5, Wis 14, Cha 10 

Special Qualities Force Perception, low-light vision 

Feats Combat Reflexes, Force Sensitivity, Rapid Strike, Skill Training 
(Stealth) 

Skills Perception +8, Stealth +11, Use the Force +8 

Force Perception—A vornskr's sensitivity to the Force grants it Force 
Perception, an ability that works like the Sense talent of the same 
name, 

Force Sensitivity—Vornskrs have Force Sensitivity as a bonus feat. 

Poison-—If the tail of a vornskr deals damage to a living target, the target 
is also poisoned. If the poison succeeds on an attack roll (1d20+8) 
against the target's Fortitude Defense, the target moves -1 step along 
the condition track. A target moved to the end of the condition track 
by the poison is immobilized, but not unconscious. 


Native to the planet Myrkr, the vornskr is a doglike predator with an innate 
sensitivity to the Force and Force-users, These furred quadrupeds have long 
legs tipped in sharp claws, powerful jaws filled with deadly fangs, and long, 
whiplike tails tipped with poisonous spines. They are aggressive, fast, and 
incredibly strong for their size, Vornskrs are nocturnal, hunting after dark in 
packs consisting of between three and five individuals. 

One of the vornskr's primary prey animals is the ysalamiri (page 131), 2 ~ 
lizardlike creature that is also native to Myrkr. Ysalamiri project a bubble- 
shaped field that nullifies the use of Force powers, which makes it difficult 
for vornskrs to locate them. Vornskrs sometimes mistake a Force-user for 
a group of ysalamiri, leading them to attack. The presence of Force-users 
enrages vornskrs, a behavior that no amount of training can eliminate. 


VORNSKR ENCOUNTERS 

Vornskrs are dangerous predators that are widely sought as quard anim 
The creatures are incredibly difficult to train, and even specimens 
raised in captivity are too wild to be truly domesticated. Vornskrs that have 
their tails clipped are made somewhat less aggressive by the process, but 
they are also deprived of their paralytic poison as a result of the surg 
Regardless of the method used to domesticate vornskrs, they will 
continue to be agitated by Force-users. 

Whether they are encountered in the wild, or as part of a security de 
ment, vornskrs use their Force abilities to locate and track their prey. They 
are ferocious animals, but nonetheless cunning, They prefer to attack in sma 
groups, using numbers and surprise to knock their opponent off balance 
before delivering a paralyzing tail lash. Once the foe is immob 
move in for the kill as a group. When facing multiple adversaries, 3 p 
vornskrs pair off and attempt to disable those individuals who appe: 
most threatening. If the tide turns against them, they retreat and regroup, 
returning only if they are trained to do so. 

On their home planet of Myrkr, vornskrs are most often encountered after 
dark when they are hunting for ysalamiri. They spend the daylight hours 
asleep, with a single member of the pack left awake to keep watch. 
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WOMP RAT 


Womp Rat 
Medium: desert beast 3 
Init +1; Senses low-light vision; Perception +7 


Defenses Ref 12 (flat-footed 12), Fort 12, Will 11 
hp 25; Threshold 12 


Speed 6 squares 

Melee bite +3 (1d6 +2) 

Fighting Space 1 square; Reach 1 square 
Base Atk +2; Grp +3 


Abilities Str 12, Dex.10, Con 14, Int 2, Wis 12, Cha 8 
Special Qualities low-light vision, overwhelm 
Feats Skill Training (Endurance), Toughness. 

Skills Endurance +8, Perception +7 


Overwhelm—Womp rats gain @ +2 bonus to melee attack rolls for each 
adjacent allied womp rat. 


Womp rats are large rodents native to the deserts of Tatooine. They breed in 
sizable colonies and are both scavengers and hunters. Individual womp rats 
subsist by eating carrion or hunting small animals, often including wandering 
pets and, on rare occasions, small children. Groups of womp rats sometimes 
work together to bring down larger prey, including young banthas, as well 
as lone Jawas, Sand People, or other intelligent beings who find themselves 
poorly armed and alone. However, they are not especially dangerous except 
when hunting in groups, and their tactics consist largely of attacking a single 
target at once. If there are sufficient numbers of womp rats, they are often 
willing to attack Medium or Large targets. Although never acclaimed for 
their bravery, womp rats are often renowned for both their endurance and 
their determination. They are perfectly adapted for life in the deep desert 
and can go for days without either food or water. 


WomP RAT ENCOUNTERS 

Wild womp rats are considered vermin by all of Tatooine’s sentient species. 
The local government provides a bounty on womp rats, and several dozen 
hermits and eccentrics earn most of their meager living hunting these crea- 
tures. Small groups of womp rats regularly scavenge garbage on the outskirts 
of towns, but they rarely come near settlements in large numbers. Although 
they have never been successfully domesticated, a few people catch young 
womp rats and keep them as half-feral pets, Most often, their owners keep 
them to guard their homes or businesses, using them as cheaper and less 
deadly alternatives to massiffs (page 118) 

Qut in the open desert, womp rats are far more deadly and regularly 
travel in packs of up to twenty. On occasion, a large enough pack of womp 
rats have brought down a small bantha caravan. One of the most dangerous 
things about womp rats is that they are both relatively bright and cowardly 
Many learn to recognize a blaster being pointed at them and flee when this 
happens. Womp rats almost never attack targets that are Medium or larger 
without half a dozen or more of their fellows at their side. 


*l USED TO BULL 
WOMP RATS IN MY 
T-16 BACK HOME. 


THEY'RE NOT MUCH 
BIGGER THAN TWO 
METERS.” 

LUK SKYWALKE 
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WOMP RAT PACK 


Womp Rat Pack cL4 
Large desert beast pack 3 
Init +1; Senses low-light vision; Perception +7 


Defenses Ref 11 (flat-footed 11), Fort 12, Will 11 
hp 26; Threshold 22 


Speed 6 squares 
Melee bite +3 (146+2) 

Fighting Space 2x2; Reach 1 square 
Base Atk +2; Grp +8 


Abilities Str 12, Dex 10, Con 14, Int 2, Wis 12, Cha 8 
Special Qualities low-light vision, overwhelm, pack traits 
Feats Skill Training (Endurance), Toughness 

Skills Endurance +8, Perception +7, Stealth -4 


Overwhelm—Womp rat packs gain a +2 bonus to melee attack rolls for 
each adjacent allied womp rat pack. 

Pack Traits—The melee attack of a pack is an area attack that affects all 
squares within reach. The ranged attacks of a pack are considered to 
have a 1-square splash. Area attacks deal an extra 2 dice of damage 
against a pack or swarm. 


PACKS AND SWARMS 

The womp rat pack statistics given here represent a womp rat that has 
been modified to fit the “pack” species trait. Creatures that have the 
“pack" or "swarm" species trait are actually a group of three or more 
individual creatures that move and fight as a single unit. They occupy 
the same space and are treated as a single creature for the purpose of 
combat, though they might be described as.a cluster of several creatures. 
For example, a womp rat pack has a single statistics block and acts like 
a single creature, but might actually be three or four womp rats in the 
context of the encounter's description. Typically, a pack or swarm has 
a CL.2 higher than the base creature's CL. 

To create a pack or swarm, make the following changes to the sta- 
tistics block of any beast: 

Increase the creature's size by one category, and apply all relevant 
modifiers. 

Double the creature's hit points. 

Increase the creature's damage threshold by 10. 

All melee attacks are considered melee area attacks, affecting all 
squares within reach. An adjacent allied pack or swarm is not affected 
by a pack or swarm’s area melee attack. 

All ranged attacks are considered to have a 1-square splash. 

Area attacks deal an extra 2 dice of damage against a pack or 
swarm, 


Womp rats, like many other animals, travel in packs in order to protect 
themselves and bring down prey more easily. A womp rat pack can swarm 
over its prey in a flurry of claws and teeth, bringing the target down in a 
matter of seconds. Though they are still no match for most people familiar 
with the womp rat, a womp rat pack can sometimes overwhelm unprepared 
beings that they encounter in the wild. 


WOMP RAT PACK ENCOUNTERS 
A womp rat pack is a more formidable version of the womp rat, best suited 
for wilderness encounters on worlds such as Socorro and Tatooine. The 
womp rat pack is particularly proficient at bringing down multiple enemies, 
and in groups of two or three, womp rat packs can be dangerous foes that 
can swarm over a party of several characters. A womp rat pack can also be 
paired with more intelligent characters, such as bounty hunters and crime 
lords, who might use a womp rat pack as a distraction to cover their own 
activities in combat. 


YSALAMIRI 


Ysalamiri cLi 

Tiny beast 1 

Init -2; Senses low-light vision; Perception -2 

Defenses Ref 10 (flat-footed 10), Fort 8, Will 8 

hp 2; Threshold 8 

Speed 2 squares, 2 squares (climbing) 

Melee bite -3 (1d4-4) 

Fighting Space 1 square; Reach 0 squares 

Base Atk +0; Grp -14 

Abilities Str 3, Dex.7, Con 6, Int 2, Wis 6, Cha 6 

Special Qualities arboreal grip, low-light vision, nullify Force 

Feats Skill Focus (Stealth) 

Skills Climb +1, Perception -2, Stealth +13, Survival ~2 

Arboreal Grip—Ysalamiri have a +20 species bonus to opposed grapple 
checks made to resist being removed from the tree to which they are 
attached. 

Nullify Force—The Force-nullifying bubble that each ysalamiri creates 
has a 6-square radius centered on itself, Characters and creatures 
cannot employ Force powers, Force techniques, or Force secrets within 
a ysalamiri’s bubble, nor can they make a Use the Force check of any 
kind. Force powers activated outside the bubble cannot penetrate 
it, and they cease to function if the user of the ability moves into 
the ysalamiri’s radius. This ability is automatic; the ysalamiri cannot 
control it or turn it off. Force-users who are affected by the ysalamiri’s 
nullify Force ability are immediately aware of it, and though they 
might not understand the source of the interference, they immediately 
recognize that attempts at using the Force are entirely futile, 


Ysalamiri are tiny creatures native to the planet Myrkr. They grow to be up 
to half a meter long, are covered in fur, and superficially resemble snakes 
with legs. The typical ysalamiri spends most of its life in a motionless state, 
attached by its claws to the metal-rich trees that form its primary habitat. 
The creatures are difficult to remove from the trees once they have attached 
themselves, and they will die 14 days after being removed. 

The most interesting aspect of the ysalamiri is its ability to push back or 
repel the Force in a spherical area centered on itself. it has been hypothesized 
that this ability evolved as a defense mechanism against the ysalamiri’s pri- 
mary prey animal on Myrkr, the vornskr (page 128). Since vornskrs depend 
on Force powers in order to locate and bring down prey, the ysalamiri's 
ability to push back the Force makes the small creatures much harder for 
these predators to locate. 


YSALAMIRI 


ENCOUNTERS 

Despite their ability to nullify the Force, ysalamiri are largely peaceful and 
inoffensive. They remain immobile for most of their lives, and are largely 
incapable of physically defending themselves against predators, If attacked, 
ysalamiri remain motionless, as they are anchored to a tree. 

Ysalamiri are occasionally sought out by individuals who wish to use 
them as shields against Force powers. This tactic was first employed by 
Grand Admiral Thrawn in his assault on the New Republic. It is possible 
that ysalamiri might be utilized in this fashion to foil the powers of Jedi 
and other Force-users. Prior to this time, ysalamiri were largely unknown 
throughout the galaxy, so it is quite unlikely that they would be encountered 
in the earlier eras. 


CHAPTER lll 
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This chapter features a small sample of the many thousands of models of 
droids in use across the galaxy, There is at least one model of droid made for 
nearly every imaginable purpose, from loading standardized cargo containers 
onto starships to picking honey melons on the forest moon of Endor. However, 
because of both cost and convenience, all across the galaxy droids are used 
for tasks different from those they are programmed for. A surplus battle droid 
might work as a bouncer in a tavern, and a fruit-picking droid might be used 
for scrubbing floors in a hotel. Because droids are programmed to serve their 
owners, even droids that perform entirely unsuitable occupations usually do 
the best that they can manage, but problems and complications can arise. 

Many of the droids described here come equipped with tools that can be 
used as powerful weapons. However, only 4th-degree droids can freely use 
weapons on sentient living beings. Other droids possess behavioral inhibi- 
tors that prevent such attacks. Droids that have heuristic processors can 
sometimes find ways around these limits, but generally can do so only in 
extreme circumstances, such as using violence to prevent mass murder or 
to stop a potentially lethal attack on their owner. The only consistent way 
to avoid these limitations is to reprogram the droid with programming from 
a 4th-degree droid, which requires a DC 35 Use Computer check if the droid 
was not originally designed to be 4th-degree (SE 192). 

Characters who have sufficient funds are free to purchase any of these 
droids that they can both afford and find a way to buy, and will undoubtedly 
run across many others in the course of their adventures. In addition, some 
of these droids can be played as characters, Playing one 6f these droids fol- 
lows the rules on page 187 of the Saga Edition core rulebook about playing 
a standard droid model. Regardless of the number of levels @ droid might 
be described as having, a droid you play as a character normally starts play 
with no more than three levels in the nonheroic class or one level in any 
heroic class. 


A NOTE ON DROID 
MODELS 


Though the droids in this chapter have generic names (such as artillery droid 
and war droid), most of the droid entries present specific models from the 
Star Wars universe. The droids have been placed in generic categories to allow 
Gamemasters to use their statistics for droids in that particular role, and not 
just for a specific model of droid. Though the statistics in this chapter reflect 
the particular specifications of these established droid models, Gamemasters 
should feel free to adapt (or even use unchanged) these statistics for their 
own droid models. The differences between an R5 series astromech droid 
and the astromech droids created for use in starships made by a brand-new 
corporation for your home campaign are probably negligible enough to simply 
use the RS statistics. In some cases, Gamemasters might wish to tweak the 
statistics to better suit their needs. 
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ARTILLERY DROID 


VX Series Artillery Droid 

Medium droid (4th-degree) soldier 12 

Force 1 

Init +8; Senses low-light vision; Perception +13 
Languages Binary 

Defenses Ref 26 [flat-footed 24), Fort 26, Will 23 
hp 90; Threshold 31 

Immune droid traits 


CL 12 


Speed 6 squares (tracked) 

Ranged missile launcher +15 (6d6+8, 2-square splash) or 

Ranged light concussion missile +15 (+5 against targets smaller than 
Huge) (4410+8x2, 2-square splash) 

Base Atk +12; Grp +14 

Atk Options Devastating Attack (heavy weapons), Double Attack (heavy 
weapons), Far Shot, Penetrating Attack (heavy weapons), Point Blank 
Shot, Precise Shot, Sniper, Triple Attack (heavy weapons) 

Special Actions Battle Analysis, Indomitable, Tough as Nails 

Abilities Str 12, Dex 14, Con —, Int 10, Wis 10, Cha 8 

Talents Battle Analysis, Devastating Attack (neavy weapons), Indomitable, 
Penetrating Attack (heavy weapons), Tough as Nails, Weapon 
Specialization (heavy weapons) 

Feats Armor Proficiency (light, medium), Coordinated Attack, Double 
Attack (heavy weapons), Improved Damage Threshold, Improved 
Defenses, Far Shot, Point Blank Shot, Precise Shot, Sniper, Triple Attack 
(heavy weapons), Weapon Focus (heavy weapons), Weapon Proficiency 
(heavy weapons, pistols, rifles, simple weapons) 

Skills Perception +13 

Systems tracked locomotion, 2 tool appendages, basic processor, 
improved sensor package, integrated comlink 

Possessions 2 missile launchers with 4 magazines, light concussion 
missile launcher with 2 light concussion missiles 

Availability Military; Cost 30,000 


The VX series artillery droid is one of the oldest but most reliable military 
droid models in the galaxy. The earliest models of the VX series artillery droid 
date back thousands of years to the time when the Czerka Corporation began 
supplying the droids to both sides of the Jedi Civil War. Since that time, the 
technology behind the VX series has always been upgraded to stay with the 
times, but the basic design of the droid has remained the same. The VX series 
droid has been used in almost every major galactic conflict, and continues 
to be a favorite of militaries of all kinds. 
VX series artillery droids can't be played as droid heroes. 


ARTILLERY DROID 
ENCOUNTERS 


The VX series droid works best when it does not have to be on the front lines 
of a battle. As an artillery droid, the VX series droid can stay far behind any 
other combatants and unleash a rain of missiles down on its opponents. 
Artillery droids work well when teamed with military units (including soldiers 
and mercenaries), and can be particularly devastating against large groups of 
tightly clustered enemies. Despite their good Reflex Defense, artillery droids 
are vulnerable to close-range attacks (particularly melee attacks, since these 
droids have no weapons to make close-range attacks of their own) and are 
usually paired with allies that can keep their enemies at bay. 


LIGHT CONCUSSION 

MISSILE LAUNCHER 

Heavy Weapon 

The light concussion missile launcher is an antivehicle weapon used by 
military units on battlefields where starfighters and heavy artillery are 
often present. A light concussion missile launcher fires a single missile 
at a target on each attack, and the Rapid Shot feat cannot be used in 
conjunction with a light concussion missile launcher. The missile has 2 
2-square splash, and attacks with a light concussion missile launcher on 
targets smaller than Huge take a -10 penalty to their attack rolls. 


Light Concussion Missile Launcher: Size Large; Cost 4,000; Rote 
of Fire S; Weight 18 kg; Availability Military. 

Light Concussion Missile: Cost 800; Damage 4d10x2; Stun Damage 
—; Weight 10 kg; Type Slashing; Availability Military. 


ASSASSIN DROID 


ASN-121 Assassin Droid cL9 

Small droid (4th-degree) soldier 9 

Init +12; Senses darkvision, low-light vision; Perception +11 

Languages Basic, Binary, 1 unassigned 

Defenses Ref 26 [flat-footed 23), Fort 20, Will 21 

hp 74; Threshold 25 

Immune droid traits, security scans 

Speed 9 squares [flying) 

Melee claw +8 (1d3+3) 

Ranged sniper blaster, +12 (3d8+4) 

Base Atk +3; Grp +7 

Atk Options Cover Fire, Deadeye, Devastating Attack (pistols), 
Penetrating Attack (pistols), Point Blank Shot, Precise Shot, Running 
Attack, Sniper 

Special Actions Battle Analysis 

Abilities Str 8, Dex 16, Con —, Int 12, Wis 14, Cha 10 

Talents Battle Analysis, Cover Fire, Demolitionist, Devastating Attack 
(pistols), Penetrating Attack (pistols) 

Feats Armor Proficiency (light, medium), Deadeye, Improved Damage 
Threshold, Point Blank Shot, Precise Shot, Running Attack, Sniper, 
Weapon Focus (pistols), Weapon Proficiency (pistols, rifles, simple 
weapons) 

Skills initiative +12, Knowledge (Tactics) +10, Mechanics +10, Perception 
+11, Stealth +12 

Systems flying locomotion, improved sensor package, darkvision, internal 
storage (2 kg), heuristic processor, quadanium shell (+3 armor), 1 claw 
appendage, 2 tool appendages, one with stabilized mount 

Possessions sniper blaster (treat as heavy blaster pistol) 

Availability Military; Cost 5,730 

Immune to Security Scans—When ordered to do so, these droids emit 
energy beams that render them immune to electronic observation of 
any kind. 


One of the deadliest assassin droids is the dreaded ASN-121. In addition to 
being fast and maneuverable, the ASN-121 is intelligent enough to under- 
stand and execute a wide variety of attack strategies, while also being flexible 
enough to alter its strategies if circumstances change. Its versatile weapons 
and equipment and the added flexibility of being able to carry grenades, 
deadly animals such as kouhuns (page 113), and other small cargo makes it 
suitable for many types of assassination attempts. In addition, these droids 
can emit jamming beams that make them invisible both to security scans 
anc to other droids, allowing them to remain unseen in the cities of the Core 


Worlds and the palaces of the rich and powerful. An active ASN-121 droid 
can be noticed only by vigilant living guards. 

These droids were originally developed for use by intelligence agencies 
for both assassination and gathering covert intelligence. However, they are 
now primarily used by freelance assassins, and most are produced in illegal 
droid factories. 

ASN-121 assassin droids can't be played as droid heroes. 


ASSASSIN DROID ENCOUNTERS 
ASN-121 droids are rarely seen except when they are sent on missions. The 
sight of an ASN-121 droid always means that trouble is near, and usually 
means that an attempt will be made on someone's life very shortly. Older 
and more experienced units often become more of an equal partner than a 
servant to the assassin who owns them, and units fitted with a vocabulator 
are frequently capable of helping their owner formulate plans for an assas- 
sination. ASN-121 droids that become independent often set themselves up 
as especially discreet freelance assassins. 

In addition, a few wealthy criminals purchase ASN-121 droids to foil 
assassinations or other attacks. Some crime bosses keep one of these units 
close by and order it to kill anyone who threatens them. 
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ASTROMECH DROID 


R3 Series Astromech Droid cl 
Small droid (2nd-degree) nonheroic 3 

Init +4; Senses darkvision, low-light vision; Perception +3 

Languages Basic, Binary, 2 unassigned 


Defenses Ref 14 (flat-footed 11), Fort 9, Will 10 
hp 10; Threshold 9 
Immune droid traits 


Speed 6 squares (wheeled), 4 squares (walking) 
Melee electroshock probe +1 (148 ion) 
Base Atk +2; Grp +0 


Abilities Str 9, Dex 16, Con —, Int 15, Wis 10, Cha 7 

Feats Skill Focus (Mechanics), Skill Focus (Use Computer), Skill Training 
(Pilot), Toughness 

Skills Knowledge (physical sciences) +8, Mechanics +15, Perception +3, 
Pilot +9, Stealth +9, Use Computer +13 

Systems wheeled locomotion, walking locomotion, magnetic feet, 
heuristic processor, 6 tool appendages, 1 claw appendage, 1 telescopic 
appendage, diagnostics package, integrated comlink, internal storage 
(2 kg), improved sensor package, darkvision 

Possessions astrogation buffer (storage device, 5 memory units), 
circular saw, electric arc welder, electroshock probe, fire extinguisher, 
holoprojector, holorecorder 

Availability Military; Cost 10,000 


After the huge success of the R2 model (SE 198), Industrial Automaton 
rushed to take advantage of its new dominance in the droid market and 
created two new droid models, the R3 and the R4, to be promoted to two 
totally different sets of customers—high-tech government agencies and 
low-income urban consumers. 

The R3 unit was marketed directly to military organizations, particularly 
the Galactic Republic, the Empire, and the New Republic, due to the special- 
ized and sensitive nature of the droid's programmina. Sporting the new Intel- 
lex V computer system, which can store detailed schematics for thousands 
of starships at any given time, the droid is able to perform effectively with 
hundreds of different operational groups aboard large-scale capital ships. 

With the exception of its transparent dome that shows off the new 
computer system and allows its sensors a greater range, the R3 is almost 
identical in appearance to the more successful R2 unit, including the colored 
trim on its white chassis. 

During 1A’s initial production run of the R3 line, the Galactic Republic 
purchased about 125 million units, and the Empire extended the contract 
to buy even more to be stationed throughout the galaxy. 

R3 series astromech droids can be played as droid heroes. 


RS SERIES ASTROMECH DROID 
ENCOUNTERS 

Originally designed to be a military droid, the R3 can be seen most commonly 
inside military installations and starships, including Imperial Star Destroyers 
and both Death Stars. Droids of this series are used in many capacities end, 
though they work well with any type of military support group, are most 
commonly found accompanying astrogators, gunnery teams, maintenance 
details, and security squads. Although it was not originally designed to 
work in a starfighter, the droid can also be found assisting pilots of all 
types, especially since R3s are able to store up to five sets of hyperspace 
coordinates at one time. 

Aside from military applications, R3 units can also be found working for 
civilian governments. It is not uncommon to find the droid assisting in all 
levels of government, from city clerks and datapad pushers all the way to 
magistrates, Moffs, and even assistants to the Chancellor or Emperor. 

Despite the fact that R3 droids are commonly found with military units, 
they tend not to get involved with any combat actions around them. Instead, 
they look for the nearest cover to get out of the way of the soldiers that are 
involved in the fight. If possible, R3s will plug into a computer network to 
provide support for the troops or communicate with headquarters to advise 
it of the attack and call for reinforcements if necessary. 


R4 SERIES ASTROMECH DROID 
Like the R3 series, the R4 was designed after the success of its predecessor, 
the R2. However, the R4 was created to appeal to lower-income users who 
did not own starfighters but might have speeders or other devices that would 
break down regularly. The R4 was made to be durable but inexpensive, caus- 
ing it to be extremely popular with residents of the Outer Rim Territories. As 
a result, a large number of these droids continue to operate for many years 
after their construction 

The R4 droid is quite versatile and able to perform many functions within 
the scope of its programming. Although starfighter work was not originally 
conceived for the R4, high demand from various organizations prompted the 
creation of a starfighter variant with the recognizable curved dome from 
the R2 series instead of the truncated cone found on the standard model 
IA’s review of R4-P17's rebuilt body and integration into Obi-Wan Kenobi's 
Aethersprite fighter by Anakin Skywalker inspired the cosmetic changes for 
the R4's designed strictly for starfighter work. 

Many of the features available through previous models, such as video 
displays and fire extinguishers, were not made available in the R4 to cut 
down on production costs. As a result, the R4 has more internal storage 
than normal for a droid of its size. 

R4 series astromech droids can be played as droid heroes. 


R4 Series Astromech Droid cl 1 

Smail droid (2nd-degree) nonheroic 2 

Init +3; Senses darkvision; Perception +1 

Languages Basic, Binary, 1 unassigned 

Defenses Ref 13 (flat-footed 11), Fort 9, Will 10 

hp 8; Threshold 9 

Immune droid traits 

Speed 6 squares (wheeled), 4 squares (walking) 

Melee electroshock probe +0 (148 ion) 

Base Atk +1; Grp -2 

Abilities Str 9, Dex 14, Con —, Int 13, Wis 10, Cha 10 

Feats Skill Focus (Mechanics), Skill Focus (Use Computer), Skill Training 
(Pilot) 

Skills Mechanics +14, Pilot +8, Stealth +8, Use Computer +12 

Systems wheeled locomotion, walking locomotion, heuristic processor, 6 
tool appendages, 1 claw appendage, diagnostics package, integrated 
comlink, internal storage (8 kg), darkvision 

Possessions circular saw, electric arc welder, electroshock probe, tool kit 

Availability Licensed; Cost 2,500 


R4 Series Astromech Droid Encounters 

Much like the R3 series, the R4 can be found virtually everywhere in its 
intended market, most often on Outer Rim worlds. Since the personality 
programmed into the R4 was more successful than expected, being more 
friendly and loyal than even the R2, most owners come to treat their droid 
as more of a pet or companion rather than a servant. As a result, the droid's 
memory is typically not wiped unless it changes owners—and not always 
even then, 

Even though the low-income user in the Outer Rim was the original sales 
target, other people throughout the galaxy have seen the merits of owning 
a R4 droid. Some owners like the appeal of the droid’s pleasant personality 
and used it in such capacities as assisting salespeople in retail stores as far 
coreward as Coruscant and serving drinks in some of Ord Mantell's lower- 
end casinos. R4s have worked aboard space transports as well, such as the 
Tantive IV, operating alongside R2 units performing jobs more fitting for an 
astromech droid. In service to the Empire, a few R4s equipped with magnetic 
fault sensors were used to detect flaws and weak spots in the first Death 
Star's atmosphere containment fields. 

Some R4 droids have turned up in the hands of the Rebellion, serving in 2 
multitude of ways from computer assistants to messengers and from repair 
assistants to starfighter astrogators. The Rebellion appreciated the model's 
low cost and extensive knowledge of general-purpose vehicles, earning the 
droids a place on many Alliance bases and in Mon Calamari hangar bays. 

Although the Ré line was not originally intended to see combat, many 
units witnessed and participated in more battles than even the R3, especially 
the R4 starfighter variant, and thus the R4 is second only to the R2 as far 
as flight experience is concerned. R4s tend to be a little braver than other 
droids when it comes to a fight. A few have even been eager to jump into 
the fray to help their masters, only to find themselves overwhelmed and 
quickly dispatched. 


RS SERIES ASTROMECH DROID 
Industrial Automaton created the R5 series not because of any need, but 
simply because it could. Because the droid had no real market, the R5 turned 
out to be the company’s first true failure. The design cut even more corners 
than the R4, creating a droid susceptible to many technical problems that 
included chronic overheating, jammed servos, loose bearings, blown motiva- 
tors, and personality glitches, Unfortunately for IA, large quantities of the 
droids had already been built by the time the miserable early sales results 
became known. Each sales season that followed was worse than the one 
before, until finally Industrial Automaton quietly retired the R5 line. 

The R5 comes equipped with many of the standard features found in the 
R2, including a heavy grasper arm with a 25 kg lifting capacity and a fine 
manipulator arm with an accuracy rating of less than 1 micrometer. Regard- 
less of these functions, the droid does not perform well in many situations, 
including starfighters, due to its ability to store only one set of hyperspace 
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coordinates at a time. In an attempt to combat its deficiencies, many users 
modify the droid to be more useful. 

Although the RS unit has a chassis similar to the R2, its bulky head makes 
the droid less attractive to pilots because it creates a larger target profile 
for enemy fire. 

R5 series astromech droids can be played as droid heroes. 


R5 Series Astromech Droid cL1 

Small droid (2nd-degree) nonheroic 2 

Init +1; Senses darkvision, low-light vision; Perception +3 

Languages Basic, Binary 

Defenses Ref 11 (flat-footed 11), Fort 9, Will 10 

hp 5; Threshold 9 

Immune Broid traits 

Speed 6 squares (wheeled), 4 squares (walking) 

Melee electroshock probe +0 (1d8 ion) 

Base Atk +1; Grp -4 

Abilities Str 9, Dex 10, Con —, Int 10, Wis 10, Cha 7 

Feats Skill Focus (Mechanics), Skill Focus (Use Computer), Skill Training 
(Mechanics) 

Skills Mechanics +13, Perception +3, Stealth +6, Use Computer +11 

Systems wheeled locomotion, walking locomotion, magnetic feet, 
heuristic processor, 6 tool appendages, 1 claw appendage, 1 telescopic 
appendage, diagnostics package, integrated comlink, internal storage 
(2 kg), improved sensor package, darkvision 

Possessions circular saw, electric arc welder, electroshock probe, fire 
extinguisher, holoprojector, holorecorder 

Availability Licensed; Cost 1,500 


R5 Series Astromech Droid Encounters 

Even though the RS is not viewed very highly by droid purchasers, it does 
come equipped with many of the same systems and equipment as the R2. 
Those who are looking for a really cheap droid take a chance on the R5. 

Many R5s can be found in the Outer Rim in the hands of owners needing 
some sort of help. Some are working on various types of farms, and a number 
of repair shops bought an R5 with the idea that it was better to own an RS 
than nothing at all to help with repair work. 

Some of those who own R5 droids belong to less than honorable organi- 
zations, such as the Hutt clans. Mercenaries are known to use the droids as 
covert scouts or even as makeshift decoys in the battlefield, taking advantage 
of the droid's holoprojector. 

The Rebellion acquired a large number of R5 units and modified them to 
work with some of their pilots, adding an astrogation buffer to hold up to six, 
seven, or even ten sets of hyperspace coordinates in active memory. 


When it comes to conflict, R5s tend to be outright cowards. Droid pro- 
grammers are puzzled why so many of the same droid line developed this per- 
sonality quirk, much to the chagrin of their pilot owners. One perfect example 
was R5-D2 under the ownership of Rogue Squadron's Wedge Antilles. The 
droid’s horrified shrieks during a dogfight infuriated the squadron leader so 
much that he had the droid's memory wiped and the droid renamed. 


R77 SERIES ASTROMECH DROID 
After Grand Admiral Thrawn's return and the resurgence of the Empire, 
Industrial Automaton collaborated with FreiTek to create a new astromech 
droid for the new E-wing fighter. But the attack at Mon Calamari by the 
Empire's World Devastators forced the droids into service before final test- 
ing could be completed 

The most sophisticated astromech droid to date, the R7 can perform 
multitasking at incredible speed and can store up to fifteen hyperspace 
coordinates in its active memory. Its major drawback is that it was designed 
specifically for the E-wing and does not perform as well in other starfight- 
ers, receiving a -4 penalty to all skill checks if installed in any fighter other 
than an E-wing. 

The R7's silhouette is very similar to the R2, but its domed head hosts a 
triangular radar eye that immediately sets it apart from its predecessor. 

R7 series astromech droids can be played as droid heroes. 


R7 Series Astromech Droid cL2 

‘Small droid (2nd-degree) nonheroic 6 

Init +11; Senses darkvision, low-light vision; Perception +6 

Languages Basic, Binary, 3 unassigned 

Defenses Ref 14 (flat-footed 11), Fort 9, Will 11 

hp 21; Threshold 9 

Immune droid traits 

Speed 6 squares (wheeled), 4 squares (walking) 

Melee electroshock probe +4 (1d8 ion) 

Base Atk +5; Grp +3 

Abilities Str 9, Dex 16, Con —, Int 16, Wis 12, Cha 10 

Feats Skill Focus (knowledge [physical sciences]), Skill Focus (Pilot), Skill 
Focus (Use Computer), Skill Training (Initiative), Toughness 

Skills Initiative +11, Knowledge (physical sciences) +16, Mechanics +13, 
Perception +6, Pilot +16, Stealth +11, Use Computer +16 

Systems wheeled locomotion, walking locomotion, magnetic feet, 
heuristic processor, 4 tool appendages, 1 claw appendage, 1 telescopic 
appendage, diagnostics package, integrated comlink, internal storage 
(1 kg), improved sensor package, darkvision 

Possessions circular saw, electric arc welder, electroshock probe, fire 
extinguisher, holoprojector, holorecorder 

Availability Military; Cost 8,000 


R7 Series Astromech Droid Encounters 

The most likely place to find an R7 is in the hangar bay near the E-wing fighter 
with which it is associated. The droid might be performing any number of 
duties, ranging from running diagnostics on the fighter's systems to assisting 
the hangar technicians with ship repairs or helping its pilot calibrate the ship 
for takeoff, If it is part of a squadron, the R7 might be working with other 
astromech droids to help finish a complex task, if not trying to take charge 
of the operation over older models. This behavior is due to the belief held by 
many R7s that they are superior to other droids, including the R2 series. 

Because most people believe the R7 to have little versatility, they would 
not likely believe that the droid could perform other functions beyond its 
programming. For this reason alone, intelligence agents have been known to 
put down a little extra cash to obtain an R7 and modify it for use in covert 
ops. Most people would not suspect an R7 to be slicing into a computer 
network, let alone gathering information for an enemy spy and secretly 
transmitting it to that individual on a regular basis. 

Encounters with R7 droids outside a hangar bay are uncommon, since 
each typically wants to stay close to its ship as often as possible. The attitude 
exhibited by the droid appears almost motherly in nature. As a result, any 
threat posed toward its E-wing will be met fiercely by the droid, and it will 
not cease using all means at iys disposal to drive away an intruder until it is 
called off by its master, shut down, or destroyed. 


R2-R SERIES ASTROMECH 
DROID 

The R2-R series astromech droid is a variant on the wildly popular R2 series 
droid designed specifically for use with Incom Corporation starfighters. The 
R2-R was designed to interact with the Recon-X starfighter (and adapted 
for use with the Y-wing Longprobe starfighter). The R2-R astromech droid 
boasts advanced data analysis software and extensive scouting software that 
allows it to act as a “second man” on scouting and exploration missions. R2-R 
series astromech droids are capable of flying reconnaissance ships, operating 
sensors, monitoring local communications frequencies, and performing many 
of the more menial and routine tasks on scouting missions, freeing the ship's 
pilot to handle tasks that require more skill and ingenuity. 


R2-R Series Reconnaissance Astromech Droid cL1 
Small droid (2nd-degree) scoundrel 1 

Init +2; Senses darkvision, low-light vision; Perception +6 

Languages Binary, 2 unassigned (understand only) 

Defenses Ref 16 (flat-footed 14), Fort 10, Will 13 

hp 24; Threshold 10 

Immune droid traits 


Speed 6 squares (wheeled), 4 squares (walking) 

Ranged hold-out blaster pistol +2 (3d4) 

Base Atk +0; Grp -3 

Atk Options Point Blank Shot 

Abilities Str 9, Dex 14, Con —, Int 14, Wis 12, Cha 7 

Talents Trace 

Feats Point Blank Shot, Skill Focus (Use Computer), Weapon Proficiency 
(pistols, simple weapons) 

Skills Deception +3, Gather Information +12, Mechanics +7, Perception 
+6, Pilot +7, Stealth +7, Use Computer +12 

Systems wheeled locomotion, walking locomotion, magnetic feet, 
heuristic processor, 6 tool appendages, 1 claw appendage, darkvision, 
diagnostics package, improved sensor package, internal storage (2 kg) 

Possessions hold-out blaster pistol, astrogation buffer (storage device, 10 
memory units), data storage unit (storage device, holds up to 50 hours 
of holorecording or 50,000 holo images), holorecorder, holoprojector 


BATTLE DROID 


B3 Series Ultra Battle Droid cL3 
Large droid (4th-degree) nonheroic 9 

Init +4; Senses low-light vision; Perception +12 

Languages Basic, Binary 

Defenses Ref 17 (flat-footed 16), Fort 17, Will 11 

hp 42; Threshold 27 

Immune droid traits 


‘Speed 8 squares (walking) 

Melee unarmed +13 (144+8) 

Ranged 2 heavy repeating blasters +7 each (3410+2) or 

Ranged 2 heavy repeating blasters +2 each (5d10+2) with Burst Fire or 

Ranged flamethrower +7 (3d6+1, 6-square cone) or 

Ranged missile launcher +7 (6d6+1, 2-square splash) 

Base Atk +6; Grp +18 

Atk Options autofire (heavy repeating blasters), Burst Fire 

Abilities Str 24, Dex 13, Con —, Int 10, Wis 12, Cha 8 

Feats Armor Proficiency (light, medium), Burst Fire, Dual Weapon Mastery 
|, Weapon Proficiency (heavy weapons, rifles, simple weapons) 

Skills Perception +12 

Systems walking locomotion, remote receiver, backup processor, 
quadanium battle armor (+7 armor), hardened systems (2), integrated 
comlink, improved sensor package, 2 hand appendages, 4 tool 
appendages 

Possessions 2 heavy repeating blasters, flamethrower with 2 chemical 
cartridges, missile launcher with 2 magazines 

Availability Military; Cost 13,400 


The B3 series ultra battle droid occupies an intermediate position between 
the inexpensive B1 and B2 series battle droids (SE 199) and the exceptionally 
deadly but exceedingly expensive Droideka Series destroyer droid (SE 200). 
At less than two-thirds the cost of the Droideka, B3 battle droids can be 
used in considerably greater numbers, but remain heavy-duty shock troops 
that are reserved for especially difficult conflicts. Standing nearly 5 meters 
tall, these droids are too large to use in confined quarters but are otherwise 
devastatingly effective on the battlefield. The B3's mix of both long-range 
and area weapons allows it to be used in a wide variety of conflicts and to 
take on almost any opponents. In addition, its backup processor allows it to 
function independently. 
B3 series ultra battle droids can't be played as droid heroes. 


BS SERIES ULTRA BATTLE 
DROID ENCOUNTERS 

Used primarily by the Trade Federation, B3 series ultra battle droids most 
often serve as frontline troops for attacks against well-defended or heavily 
fortified positions. Their size, power, and number of armaments allow them 
to swiftly overwhelm most opponents. They are regularly used in place of 
Droideka destroyet droids when budget considerations prohibit the use of 
those more expensive droids. As a result, many medium-secutity installa- 
tions owned by the Trade Federation are guarded by B3 battle droids. In 
addition, B3 droids are also occasionally sold to local military organizations 
that cannot afford either larger or more expensive military droids. On many 
remote worlds, B3 droids are the heaviest and most powerful droids on the 
field of battle. On these worlds, they are also often called out to help put 
down riots or rebellions, and the sight of even a handful of these massive 
droids striding onto the field of battle lets any would-be revolutionaries know 
that their enemy is both well defended and willing to give no quarter. 


BS-A SERIES ULTRA BATTLE 
DROID 
The B3-A series ultra battle droid is a powerful and deadly modification of 
the B3 battle droid. Instead of relying on a remote processor, B3-A droids 
have internal heuristic processors that give them a high degree of both intel- 
ligence and independence. Physically, the B3~A is identical to an ordinary 
B3 battle droid, with the exception of its processor and the addition of a 
secondary battery. However, its programming is far more sophisticated, 
and it has an excellent knowledge of tactics. Its extra battery allows it to 
operate on long missions, far from any support, and so it is most often used 
as 4 commando unit. 

B3-A series ultra battle droids can't be played as droid heroes. 


B3-A Series Ultra Battle Droid 

Large droid (4th-degree) soldier 5 

Init +8; Senses low-light vision; Perception +10 

Languages Basic, Binary, 1 unassigned 

Defenses Ref 19 (flat-footed 18), Fort 24, Will 16 

hp 72; Threshold 34 

Immune droid traits 

Speed 8 squares (walking) 

Melee unarmed +13 (1d4+5) 

Ranged 2 heavy repeating blasters +7 each (3d10+2) or 

Ranged 2 heavy repeating blasters +2 each (5d10+2) with Burst Fire or 

Ranged flamethrower +7 (3d6+2, 6-square cone) or 

Ranged missile launcher +7 (6d6+2, 2-square splash} 

Base Atk +6; Grp +18 

Atk Options autofire (heavy repeating blasters), Burst Fire, Devastating 
Attack (heavy weapons), Penetrating Attack (heavy weapons), Point 
Blank Shot 

Special Actions Battle Analysis 

Abilities Str 24, Dex 13, Con —, Int 12, Wis 12, Cha 8 

Talents Battle Analysis, Devastating Attack (heavy weapons), Penetrating 
Attack (heavy weapons] 

Feats Armor Proficiency (light, medium), Burst Fire, Dual Weapon Mastery 
1, Point Blank Shot, Weapon Proficiency (heavy weapons, pistols, rifle, 
simple weapons) 

Skills Perception +10, Initiative +8, Knowledge (tactics) +8, Mechanics 
+8 

Systems walking locomotion, heuristic processor, quadanium battle armor 
{+7 armor), hardened systems (2), integrated comlink, improved sensor 
package, 2 hand appendages, 4 tool appendages, secondary battery 

Possessions 2 heavy repeating blasters, flamethrower with 2 chemical 
cartridges, missile launcher with 2 magazines 

Availability Military; Cost 16,200 
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B3-A Series Ultra Battle Droid Encounters 

B3-A droids are most often used for commando raids on remote or heavily 
guarded enemy encampments. A typical mission consists of one or more 
probe droids performing initial reconnaissance and relaying the informa- 
tion they gather to a small squad of B3-A droids, which attack swiftly and 
attempt to overwhelm their enemies with both surprise and the force of 
their weapons. Often a small team of B3-A droids is used as a surgical strike 
force. A well-shielded landing shuttle secretly drops between five and twenty 
of these droids near their target. The droids attack and, if possible, destroy 
this objective, leaving no survivors or records. Afterward, they climb back in 
their shuttle and depart the world, leaving only smoking ruins and mystery 
behind them. Both the Trade Federation and several other smaller groups use 
these droids to destroy potential threats and to eliminate small and poorly 
defended commercial rivals. 


1G SERIES LANCER DROID 

The IG series lancer droid was invented during the Clone Wars to serve as 
a more mobile ground unit in urban environments. Deployed with success 
on Muunilinst, IG series battle droids devastated Republic forces until they 
were stopped by the Jedi. These droids boast eneray lances (similar to force 
pikes) that increase the droid's reach, an advantage the droids enjoy against 
Jedi whose close-quarters combat abilities are devastating against droid 
forces, 


IG Series Battle Droid 

Medium droid (4th-degree) nonheroic 6 

Init +11; Senses Perception +3 

Languages Binary 

Defenses Ref 13 (flat-footed 10), Fort 12, Will 10 
hp 15; Threshold 12 

Immune droid traits 


CL2 


Speed 6 squares (walking) 

Melee energy lance +6 (2d8+4) or 

Melee energy lance +4 (3d8+4) with Rapid Strike or 

Melee energy lance +8 (3d8+7) with Powerful Charge and Rapid Strike 

Base Atk +4; Grp +7 

Atk Options Powerful Charge, Rapid Strike, Running Attack 

Abilities Str 14, Dex 16, Con —, Int 13, Wis 10, Cha 8 

Feats Powerful Charge, Rapid Strike, Running Attack, Weapon Proficiency 
(advanced melee weapons, pistols, rifles, simple weapons) 

Skills Initiative +11, Pilot +11 

Systems walking locomotion, remote processor, 2 hand appendages, 
internal comlink, vocabulator 

Possessions energy lance (as force pike, +1 square reach) 

Availability Military; Cost 2,700 
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Buzz DROID 


Pistoeka Buzz Droid 

Tiny droid (4th-degree) soldier 3 

Init +11; Senses low-light vision; Perception +10 

Languages Basic, Binary 

Defenses Ref 21 (flat-footed 16), Fort 11, Will 15 

hp 41; Threshold 11 

Immune droid traits 

Speed 8 squares (flying), 4 squares (walking) 

Melee vibrosaw +8 (24441) 

Ranged plasma cutting torch +8 (2d6+1) 

Fighting Space 1 square; Reach 0 squares 

Base Atk +3; Grp -2 

Atk Options Devastating Attack (advanced melee weapons), Penetrating 
Attack (advanced melee weapons), Point Blank Shot 

Abilities Str 6, Dex 20, Con —, Int 10, Wis 14, Cha 8 

Talents Devastating Attack (advanced melee weapons), Penetrating 
Attack (advanced melee weapons) 

Feats Armor Proficiency (light, medium), Point Blank Shot, Weapon 
Finesse, Weapon Proficiency (advanced melee weapons, pistols, rifles, 
simple weapons} 

Skills Initiative +11, Mechanics +6, Perception +10, Stealth +16 

Systems flying locomotion, walking locomotion (limited), extra leg, 
magnetic feet, basic processor, integrated comlink, durasteel shell (+4 
armor), improved sensor package, 2 tool appendages with stabilized 
mounts, 1 claw appendage 

Possessions vibrosaw (treat as vibrodagger), plasma cutting torch (treat 
as blaster pistol) 

Availability Military; Cost 11,400 


The Pistoeka buzz droid is one of the most widely produced in-battle sabotage 
droids. It is specifically designed to be loaded into discord missiles and fired 
into battle formations at starfighters and other similarly sized starships. The 
discord missile flies into the battle formation at high acceleration and then 
splits apart, revealing a trio of buzz droids. When packed into a missile or 
seeking a target, buzz droids fold themselves into their armored spherical 
shells. When they come within range of a target, the buzz droids open their 
shells, extend their magnetic feet, and lock themselves onto their target. Then 
the droids use their cutting arms and laser cutters to disable or destroy the 
target. Buzz droids’ programming is relatively sophisticated, allowing them 
to rapidly decide upon the most effective tactics for rendering their target 
helpless. If they destroy their first target, buzz droids are programmed to 
detach themselves and seek out a new target. 
Pistoeka buzz droids can't be played as droid heroes. 


PISTOEKA BuZzZ DROID 
ENCOUNTERS 

Fully intact buzz droids are most commonly found in large space or air 
battles, where massive numbers of them are sent out to overwhelm the 
enemy's ships. The military produces and uses them in vast quantities because 
five of these droids are cheaper than one TIE fighter. As a result, they are 
essentially built to be disposable. After a battle, those buzz droids that are 
capable of flying back to the nearest friendly capital ship do so, while 3 
the rest are left for salvage. 


DISCORD MISSILE LAUNCHER 
The discord missile launcher is a weapon that can be installed on any 
vehicle or starship of Huge size or larger. When a discord missile is 
fired, the gunner makes an attack roll against a square within the 
weapon's range (Reflex Defense 10). If successful, the discord missile 
breaks open in the target square and releases three buzz droids (which 
appear in separate squares adjacent to the target square). At starship 
scale, when the weapon breaks open, it fills the target square with its 
buzz droids. When a vehicle enters a square occupied by one or more 
buzz droids, the buzz droids can make an immediate melee attack aso 
reaction against the vehicle with an additional +5 equipment bonus to 
their attack rolls. If the attack succeeds, the buzz droid latches onto the 
vehicle and automatically moves when the vehicle moves. 

Discord Missile Launcher: Emplacement Points 2; Availability 
Restricted; Cost 4,000. 

Discord Missile: Damage Special; Availability Restricted; Cost 
1,000, 


CONSTRUCTION DROID 


Used primarily in the demolition and reconstruction of buildings on urban- 
ized worlds, the EVS construction droid is a massive automaton that has 
been used on Coruscant and other worlds for decades. These titanic droids 
tower over the urban landscape and are used to tear down old, dilapidated 
buildings, process the salvaged raw materials, and use them to construct 
state-of-the-art facilities and structures. The droid is equipped with tools 
designed to help make the demolition process go more smoothly; a plasma 
cutter slices quickly through girders and other metal objects, and an implo- 
sion wrecking ball (which emits sonic blasts that shatter permacrete) brings 
down more solid sections of the buildings. 

Like many other Sth-degree droids, the EVS construction droid does not 
have much in the way of a personality, and as a result it can be very difficult 
for engineers and architects to deal with. Over time, even with regular main- 
tenance and memory wipes, an EVS droid will develop a stubborn streak that 
makes it resistant to new programming. As a result, programming a demoli- 
tion and construction project into an EVS construction droid requires three 
days of work (and a DC 30 Use Computer check), which has the side benefit 
of making the droid difficult to hijack for unscrupulous activities (though 
most of tne droid’s programmers hardly consider this much of a feature). 

EVS construction droids can't be played as droid heroes. 


EVS Construction Droid cls 

Colossal droid (5th-degree) nonheroic 15 

Init +5; Senses Perception +6 

Languages Binary 

Defenses Ref 6 (flat-footed 6), Fort 10, Will 9 

hp 137; Threshold 65 

Immune droid traits 

Speed 8 squares (walking) 

Melee 2 claws +31 each (2d8+20) 

Ranged plasma cutter” +10 (36) or 

Ranged implosion wrecking ball” +10 (3410" 

Fighting Space 12x12; Reach 4 squares 

Base Atk +11; Grp +51 

Atk Options Crush, Pin, Point Blank Shot, Throw 

Abilities Str 50, Dex 6, Con —, Int 8, Wis 8, Cha 4 

Feats Armor Proficiency (light, medium), Crush, Improved Damage 
Threshold, Pin, Point Blank Shot, Skill Training (Endurance), Throw, 
Weapon Focus (simple weapons), Weapon Proficiency (simple 
weapons) 

Skills Climb +32, Endurance +32 

Systems walking locomotion, 2 claw appendages, 2 tool mounts, basic 
processor 

Possessions implosion wrecking ball, plasma cutter, duranium plating (+8 
armor) 

Availability Restricted; Cost 120,000 

* May attack only targets within the construction droid’s reach 

** Deals double damage against objects, vehicles, and structures. 


CONSTRUCTION DROID 
ENCOUNTERS 

Most of the time, construction droids work along on a project, plodding 
away until the work is done with minimal outside assistance or interference. 
However, encounters featuring a construction droid can be far more exciting, 
especially in the middle of an urban environment. Imperial loyalists might try 
to hijack a construction droid, turning the |umbering machine loose on an 
unsuspecting population. Ina less sinister encounter, a construction droid 
might go haywire, tearing chunks out of still-inhabited buildings or throwing 
raw materials across a city. 

Construction droid encounters usually involve the demolition of dilapi- 
dated buildings, and for that reason the combat arena might be littered with 
perils such as fallen girders and permacrete blocks, collapsing bridges, and 
broken buildings. Demolitions droids can be paired with construction droids 
for higher-level encounters, allowing the heroes to take down some large 
droids as they rampage through the city. 
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DEMOLITIONS DROID 


GRZ-6B Demolitions Droid cL8 
Gargantuan droid (5th-degree) nonheroic 16 

Init +8; Senses Perception +14 

Languages Basic, Binary 

Defenses Ref 11 (flat-footed 11), Fort 22, Will 12 

hp 106; Threshold 47 

Immune droid traits 


Speed 8 squares (walking) 

Melee claw +12 (2d6+12) 

Ranged plasma cannon +24 (3d10+8) 

Ranged laser cutter +12 (3d8+8) 

Base Atk +12; Grp +39 

Atk Options autofire (plasma cannon and laser cutter), Pin 

Abilities Str 35, Dex 10, Con —, Int 8, Wis 12, Cha 8 

Feats Armor Proficiency (light), Improved Damage Threshold, Pin, 
Skill Training (Mechanics), Skill Training (Knowledge (technology]), 
Toughness, Weapon Proficiency (heavy weapons, simple weapons}, 1 
unassigned 

Skills Knowledge (technology) +12, Mechanics +12, Perception +14 

Systems walking locomotion, durasteel plating (+6 armor), integrated 
comlink, basic processor, 2 claw appendages 

Possessions plasma torch (treat as heavy blaster rifle), laser cutter (treat 
as light repeating blaster rifle) 

Availability Licensed; Cost 43,650 


The GRZ-6B demolitions droid is one of the largest and most powerful 
demolitions droids in common use. It is an enormous block on two legs with 
considerable mass. With a laser cutter in one claw and a plasma torch in the 
other, a GRZ-6B can rapidly disassemble anything from an aging residential 
tower to a wrecked starship, and its durasteel armor allows it to safely be 
used where debris might fall on it. Its intelligence is sufficient to enable it 
to distinguish salvageable parts from junk. 

When dismantling a building or vehicle, it separates out any reusable 
parts and stacks them for easy removal while it cuts up the unusable junk 
and shoves it in the gaping maw of the fusion furnace located in the middle 
of its torso. Here, powerful magnetic fields separate the plasma into its 
component elements, which are then recombined and stored inside the droid 
for later removal. In only a few hours, this droid can transform the hull of a 
ruined starship into a mixture of spare parts and ingots of pure duralloy or 
alusteel ready for industrial use. 

GRZ-6B demolitions droids can’t be played as droid heroes, 


GRZ-6B DEMOLITIONS DROID 
ENCOUNTERS 
Found in scrapyards across the galaxy, the GRZ-68 is also in regular use on 
construction sites, where old buildings must be taken down to allow new 
construction. It is also one of the first droids sent in to dea! with urban 
areas that have been badly damaged by warfare or natural disasters. The 
GRZ-6B can assess the stability and general soundness of buildings. It then 
demolishes all unstable structures, to prevent them falling down later, and 
clears away and recycles the rubble. 
The GRZ-6B is a tireless worker, and because its built-in tools are also 
weapons, the owners of many scrapyards that employ these droids also 
order them to guard the premises when the business is closed. Although 
most retain the nonviolence programming that prevents them from directly 
harming sentient beings, some unscrupulous business people disable this 
software, while others rely on the fact that this droid can simply harmlessly 
grab and capture intruders and potential thieves, call the authorities, and 
hold its captives until help arrives. 


ESPIONAGE DROID 

The 3PX espionage droid is @ governmental espionage droid built using the 
body of the popular 3PO protocol droid (SE 198). To anything but a detailed 
internal examination, it appears to be a standard 3PO protocol droid. The 3PX 
droid has all the programming and capabilities of the 3PO droid. However, it 
lacks the 3PO's programming for passive, nonviolent behavior. Instead, 3PX 
droids are capable of defending themselves with deadly force and regularly 
use violence to accomplish their missions. The 3PX is also considerably more 
physically capable than an ordinary 3PO droid, but is programmed not to 
reveal this fact except in emergencies or when it is not being observed. The 
restraining bolt that comes with ordinary 3PO units does not work, and the 
shutdown switch in the back of the droid’s neck merely puts it into a low- 
power waiting mode. In this state, the droid appears to be off and registers 
as off to all sensors, but remains aware of its surroundings and can reactivate 
itself whenever it needs to do so. 

3PX espionage droids can't be played as droid heroes. 


ESPIONAGE DROID 
ENCOUNTERS 

3PX espionage droids are designed to secretly infiltrate a location. Their owners, 
who are usually the local or Imperial government, either arrange to secretly 
replace an existing 3PO droid or deliver a 3PX unit when their target orders a new 
3PO droid. For the next few days, weeks, or months, the 3PX droid performs the 
duties assigned to it while also undertaking its true assignment. This assignment 
almost always involves acquiring data or some small object from the person or 
company it is ostensibly owned by and whom it is secretly spying upon. 

If discovered, an espionage droid attempts to flee, However, once it has 
acquired the desired information or object, the droid delivers the informa- 
tion by using its integrated comlink or hands off the object to a contact and 
continues working for a day or two. Then the droid appears to break down 
and seemingly must be taken to a repair facility. The repair people who pick 
up the droid are agents working for the same agency that employed the 3PX 
droid, They deliver a normal 3PO unit in return, leaving those the droid spied 
on unaware that anything unusual has occurred. 


3PX Espionage Droid cL6é 

Medium droid (4th-degree) nonheroic 1/scoundrel 6 

Init +4; Senses low-light vision; Perception +12 

Languages Basic, Binary, 1 unassigned; translator unit (DC 5) 

Defenses Ref 20 (flat-footed 18), Fort 17, Will 19 

hp 37; Threshold 17 

Immune droid traits 

Speed 6 squares (walking) 

Melee unarmed +4 (1d3+4) 

Ranged hold-out blaster pistol +3 (3d4+3) 

Base Atk +4; Grp +5 

Atk Options Dastardly Strike 

Special Actions Quick Draw 

Abilities Str 12, Dex 13, Con —, Int 14, Wis 15, Cha 15 

Talents Dastardly Strike, Gimmick, Master Splicer 

Feats Linguist, Quick Draw, Skill Focus (Persuasion), Skill Training 
(Deception), Skill Training (Knowledge [bureaucracy]), Skill Training 
(Knowledge [galactic lore]), Skill Training (Perception), Skill Training 
(Stealth), Weapon Proficiency (pistols, simple weapons) 

Skills Deception +10, Knowledge (bureaucracy) +10, Knowledge (galactic 
lore) +10, Knowledge (social sciences) +10, Perception +12, Persuasion 
+15, Stealth +9, Use Computer +10 

Systems walking locomotion, heuristic processor, translator unit (DC 5) 
2 hand appendages, improved sensor package, internal storage (2 kg) 
integrated comlink, vocabulator 

Possessions holorecorder, hold-out blaster pistol (in internal 
compartment) 

Availability Military; Cost 5,550 
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INTERROGATION DROID 


TO-D Interrogation Droid cL 4 
Medium droid (1st-degree) nonheroic 9/soldier 1 

Init +6; Senses low-light vision; Perception +14 

Languages Basic, Binary, 1 unassigned 

Defenses Ref 16 (flat-footed 15), Fort 14, Will 13 

hp 29; Threshold 14 

Immune droid traits 


Speed 6 squares (wheeled) 

Melee 2 claws +9 each (1d4+1) or 

Melee stun baton +8 (2d6+1 stun) 

Ranged sonic stunner +9 (3d6 stun) 

Base Atk +7; Grp +8 

Atk Options Devastating Attack (pistols), Point Blank Shot 

Abilities Str 12, Dex 12, Con — Int 14, Wis 15, Cha 18 

Talents Devastating Attack (pistols) 

Feats Armor Proficiency (light), Point Blank Shot, Skill Focus (Persuasion), 
Skill Training (Deception), Weapon Focus (pistols, simple weapons), 
Weapon Proficiency (pistols, simple weapons) 

Skills Deception +14, Perception +14, Persuasion +19, Treat Injury +14 

Systems wheeled locomotion, basic processor, 2 claw appendages, 2 
tool mounts, improved sensor package, internal storage (20 kg), 
vocabulator 

Possessions sonic stunner, stun baton, durasteel shell (+4 armor), medical 
kit 

Availability Military; Cost 5,500 


Most droids capable of causing harm to organic creatures through their 
programming were outlawed after the Empire rose to power. Interrogation 
droids remained legal and were primarily used as a tool of the Empire. in fact, 
their mere existence was not a well-kept secret. Rumors of their horrifying 
techniques and wicked cruelty spread throughout the Empire, and those 
citizens who were arrested by the Imperial Security Bureau and survived the 
droids' treatments can tell the tale of their sadistic actions. 
TO-D interrogation droids can't be played as droid heroes. 


INTERROGATION DROID 
ENCOUNTERS 

Interrogation droids are utilized almost exclusively by the Empire and other 
tyrannical governments. One group of Rebels witnessed interrogation droids 
patrolling a sensitive Imperial location and reported seeing the droids firing 
stun bursts, but none of the droids were captured to verify the finding. In 
fact, the ISB has used interrogation droids as lie detectors, looming next 
to a Human interrogator and monitoring the prisoner's heart rate, muscle 


tension, and vocal patterns. Imperial interrogators have observed that the 
droid's mere presence encourages people to cooperate and tel! the truth. 
even if the droid is not necessarily there to torture the detainee. 

On the rare occasion when an interrogation droid gets caught in the 
middle of a battle, it will do everything in its power to get out of the line of 
fire. It will defend itself if cornered, attempting to create a means of escape 
Encounters with interrogation droids might also involve intelligence officers 
or other military personnel 


SONic STUNNER 
Pistol 
A sonic stunner creates waves of sonic energy that assault the aural 
receptors of anyone it targets. The weapon fires a concentrated burst 
of sonic energy (using technology similar to the sonic weapons used 
by Geonosians) that manipulates the minds of living beings, causing 
them great pain. Even deaf creatures can be harmed by a sonic stunner, 
because it creates high-frequency vibrations that penetrate the brain. 
However, unlike with most blaster weapons, only the target of the attack 
hears any noise, making the weapon otherwise silent. 

Size Tiny; Cost 450; Damage —; Stun Damage 3d6; Rate of Fire S: 
Weight 1 kg; Type Energy; Availability Illegal. 


MEDICAL DROID 


GH-7 Medical Droid cL1 
Small droid (1st-degree) nonheroic 3 

Init +3; Senses low-light vision; Perception +10 

Languages Basic, Binary, 3 unassigned 

Defenses Ref 13 (flat-footed 11), Fort 3, Will 12 

hp 7; Threshold 9 

Immune droic traits 


Speed 6 squares (hovering) 

Melee unarmed +4 (103) 

Base Atk +2; Grp -1 

Abilities Str 8, Dex 14, Con —, Int 16, Wis 15, Cha 12 

Feats Cybernetic Surgery, Skill Focus (Knowledge [life sciences]), Skill 
Focus (Treat Injury), Skill Focus (Use Computer), Surgical Expertise 

Skills Knowledge [life sciences) +14, Perception +10, Stealth +8, Treat 
Injury +14, Use Computer +14 

‘Systems hovering locomotion, improved sensor package, integrated 
comlink, internal storage (2 kg), 3 hand appendages, 1 tool appendage, 
heuristic processor, vocabulator 

Possessions medical kit (without stretcher), persona! holoprojector 

Availability Licensed: Cost 4,840 


The GH-7 medical droid is one of the premier medical droids in the galaxy. 
These droids are typically found in the best hospitals and serve as personal 
physicians to the wealthy and the powerful. Their design has won many 
awards, Part of this design includes giving them a calm and gentle voice 
designed to reassure their patients. These droids have been programmed 
for high degree of compassion. In addition, their three hands allow them 
to perform the most delicate surgeries without assistance, The GH-7's tool 
arm allows it to take samples for analysis while using its other three hands 
for complex procedures, and its repulsorlift propulsion allows it to easily 
navigate the hallways and rooms of a crowded hospital 

As with other medical droids, the programming of GH-7 droids includes 
both the “physician's code” and strong prohibitions against harming any 
intelligent organic being. GH-7 medical droids are incapable of engaging in 
combat except to protect their patients, and even then, they can use only 
weapons set to do stun damage on intelligent, living targets. 

GH-7 medical droids can be played as droid heroes. 


GH-7 MEDICAL DROID 
ENCOUNTERS 

Because they are significantly more expensive than most other medical 
droids, GH-7 droids are rare on poor worlds and in the more troubled por- 
tions of the galaxy. Outside the major hospitals of the Core Worlds, GH-7 
droids are most commonly found as the personal physicians of wealthy 
businesspeople and government officials. However, some wealthy philan- 
thropists donate GH-7 droids to hospitals or clinics on fringe worlds or to 
serve as relief workers. Also, because of the compassion programmed into 
them, many GH-7 droids that gain their independence seek out work in 
poor or troubled regions. Occasionally, travelers run across a GH-7 droid 
working tirelessly at an otherwise poorly funded rural clinic or serving as a 
medic aboard a tramp starship while also performing medical relief work at 
every needy planet the ship visits, GH-7 medical droids excel at all of these 
unlikely positions specifically because their multiarmed, repulsorlift design 
allows them to work in difficult conditions and perform almost all medical 
procedures without assistance. Dozens of GH-7 units have received awards 
for medical excellence, and an almost equal number have been recognized 
for their humanitarian work, 
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POWER DROID 


EG-6 Series Power Droid 

Small droid (5th-degree) nonheroic 1 
Init -1; Senses darkvision; Perception -1 
Languages Basic, Binary 


cL1 


Defenses Ref 18 (flat-footed 18), Fort 12, Will9 
hp 5; Threshold 12 


Speed 4 squares (walking) 
Melee unarmed +2 (1d2+2) 
Base Atk +0; Grp -3 


Abilities Str.14, Dex 8, Con —, Int 4, Wis 8, Cha 4 
Feats Armor Proficiency (light, medium), Toughness 
Skills Mechanics +5 


Systems walking locomotion, basic processor, 1 tool appendage, 


darkvision, diagnostic package, duranium plating (+8 armor) 
Possessions power generator 
Availability Military; Cost 6,250 


The EG-6 series droid is one of the most recognizable droids in the galaxy. 
Appearing as nothing more than a black box with short legs and no visible 
manipulators, the few people who are unaware of its function wonder why 
Veril Line Systems built it in the first place. Without power droids, however, 
modern society would grind to a halt. 

Inside the walking black box sets a powerful fusion generator, which is 
well protected by its thick duranium exterior. The EG-6's only function is to 
provide power to machines of all sorts during times when a more permanent 
power source is not available or convenient, which has earned the droid the 
nickname “walking battery.” In fact, the EG-6 is capable of recharging itself 
without needing to shut down, allowing it to function continuously. 

The few embellishments the EG-6 has include a visual sensor with infrared 
capability and highly advanced diagnostic programming that allows the droid 
to perform safety checks on the mechanism it is servicing. 

EG-6 series power droids can be played as droid heroes. 


POWER DROID ENCOUNTERS 

From the towering spires of Coruscant to the moisture farms of Tatooine 
and beyond, the EG-6 can be seen anywhere that technology exists. It is 3 
common sight in ship hangars, repulsorcraft pools, and tech domes. 

Even though the EG-6 is not a highly capable droid by itself, it is useful 
for assisting other droids with their work. Astromech droids have worked 
with a power droid that kept watch over the ship they are repairing to make 
sure that other systems do not unexpectedly create a mishap. Small military 
units and mercenary groups have put the EG-6 to use providing the eneray 
needed to keep their heavy guns firing or giving emergency power to their 
ship in a time of crisis. 

Despite the droid’s usefulness, its sheer stupidity has caused many 2 power 
droid to get away from its master and become lost. Such a droid often gets 
picked up by local !aw enforcement if it's on a world in or near the Core, 
where its owner can reclaim it. If an EG-6 droid gets lost on an Outer Rim 
world, on the other hand, scavengers usually claim it and either become its 
new master or sell it to some other needy party. 


“GONK. GONK." 
—- POWER DROID 


PROBE DROID 


DRK-1 Probe Droid cL1 

Smal! droid (4th-degree) nonheroic 3 

Init +11; Senses darkvision, low-light vision; Perception +15 

Languages Binary, Basic (understand only), 1 unassigned (understand 
only) 


Defenses Ref 16 (flat-footed 11), Fort 10, Will 12 

hp 12; Threshold 10 

Immune droid traits 

Speed 6 squares (hovering) 

Melee unarmed +1 (144-1) 

Ranged frag grenade +7 (406, 2-square burst) 

Base Atk +2; Grp +2 

Abilities Str 8, Dex 20, Con -, Int 16, Wis 14, Cha 8 

Feats Skill Focus (Perception), Skill Focus (Stealth), Skill Training 
(Gather Information), Toughness, Weapon Proficiency (heavy 
weapons) 

Skills Gather Information +5, Initiative +11, Perception +15, Stealth +23, 
Use Computer +9 

Systems hovering locomotion, heuristic processor, integrated comlink, 
locked access, secondary battery, improved sensor package, darkvision, 
stealth shell (+2 equipment bonus to Stealth checks) 

Possessions holoprojector, grenade launcher with 6 frag grenades 


Excelling at espionage, probe droids can move about unnoticed, record infor- 
mation, and report to their masters without anyone being the wiser. 
The DRK-1 probe droid, also known as the Dark Eye, is a stealthy 
and observant droid developed by Arakyd Industries and used 
by the Sith apprentice Darth Maul. Like all probe droids, the 
DRK-1 is designed for passive observation as opposed to more 
overt espionage, and as such most of its systems are dedicated 
to sensors and data transmission. However, unlike most other 
probe droids (which are usually armed only with small blaster 
pistols), the Dark Eye can create a swath of destruction with 
its grenade launcher. Though using this feature calls a bit more 
attention to the droid than most owners would care for, such 
havoc can often cover the droid’s escape, allowing it to slip away 
and return to its master amid the chaos of a battle. 
DRK-1 probe droids can be played as droid heroes. 


PROBE DROID ENCOUNTERS 
Probe droids are often the precursors to a larger encounter. Since probe droids 
are sent out to act as advance scouts and spies for a group or organization 
encountering one usually means that someone more powerful has take 
interest in the heroes. A probe droid encounter might actually be little more 
than something to wear down the heroes of keep them occupied until the 
droids' masters can arrive; in these situations, the owners sometimes enter 
the fray just as the probe droids are being destroyed, prolonging the encoun- 
ter as new enemies enter the battlefield, Probe droids also present many 
opportunities for other kinds of encounters; discovering a damaged probe 
droid might prove to be an interesting skill encounter, requiring technically 
minded heroes to make Mechanics and Use Computer checks to retrieve 
data from the droid, or even calling for Persuasion checks to convince the 
droid to give up its information willingly. 
Dark Eye probe droids work extremely well as assistants in combat due 
to the amount of trouble they can cause with their grenade launchers. The 
Dark Eye's area attacks can keep opponents from bunching up together, 
and since these droids move around the battlefield by hovering, they can 
avoid difficult terrain and other obstacles with ease, Though they 


relatively fragile, Dark Eye probe droids work well as interference for 
other enemies (including Sith apprentices and other dark side Force- 
users) and can provide their masters with information on the heroes 
without ever being seen. 
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PROTOCOL DROID 


M-3P0 Series Military Protocol Droid cL1 

Medium droid (3rd-degree) nonheroic 2 

Init +0; Senses darkvision; Perception +1 

Languages Basic, Binary, 1 unassigned; translator unit (DC 10) 

Defenses Ref 11 (flat-footed 11), Fort 10, Will 10 

hp 4; Threshold 10 

Speed 6 squares (walking) 

Melee unarmed +1 (1d3+1) 

Base Atk +1; Grp +1 

Abilities Str 10, Dex 9, Con —, Int 12, Wis 11, Cha 15, 

Feats Armor Proficiency (light), Skill Training (Knowledge [bureaucracy]), 
Skill Training (Use Computer} 

Skills Knowledge (bureaucracy) +7, Knowledge (tactics) +7, Persuasion 
+8, Use Computer +7 

Systems walking locomotion, basic processor, translator unit (DC 10), 2 
hand appendages, darkvision, vocabulator, plasteel shell (+2 armor) 

Possessions audio recorder 

Availability Military; Cost 3,700 


After the huge success of the original 3P0 droid, Cybot Galactica hoped to 
continue its accomplishments by creating and selling multiple variants of 
the line. Many designs were created, but most of them never made it into 
production. Top officials began to get frustrated at the lack of results, until 
‘one junior executive thought of a market that had yet to be catered to for 
the organizational and communication skills that only a 3PO protocol droid 
could bring: the military. 

In the years that followed the introduction of the M-3PO military protocol 
droid, the presence of this droid model grew, most commonly within planetary 
garrisons and starfighter bases. Despite the fact that M-3P0s are highly 
skilled at what they do, they also came with the same annoying personality 
traits commonly associated with the base 3PO line, a design flaw that proved 
to be extremely unpopular with the troops. 

M-3PO droids have the standard 3P0 body, colored black, but have a radi- 
cally different head. Shaped roughly like a clamshell, the head was taken from 
Cybot Galactica’s discontinued KW traffic controller series and reinforced 
to protect the revamped AA-1 Verbobrain within. 

M-3PO series military protocol droids can be played as droid heroes. 


M-3P0O SERIES MILITARY 
PROTOCOL DROID 
ENCOUNTERS 
Despite their designation as a military droid, M-3POs are not desig 
combat. On the contrary, their primary function allows them to work 
administrative organizers, performing such tasks as requi 3 
roster planning, and personnel file management. Since they are programm 
with the rules, regulations, and procedures of over six million military 
paramilitary organizations from the past and present, including ceremon 
etiquette, historical military principles, and conventions of honor, they are 
virtually guaranteed to perform their duties by the book eve 

M-3P0 droids are most commonly found at military installations, includ- 
ing starships and space stations. Some military leaders decided to 
full advantage of the knowledge database stored in the droids’ heads 
employed them as strategy aides and tactical instructors, putting them at 
the front of the briefing room to lecture the troops on what can 
be done in a given situation. Although many of the soldiers hated receiv 
training from a droid (let alone a stiff-necked one at that), many of t 
who heeded its lessons returned from the battlefield alive. 

A fair number of soldiers aggravated at their M-3P0 units have “sc 
dentally” left them behind in the Outer Rim. Many of those droids 
initiative to reprogram themselves to become soldiers as well 
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TC SERIES PROTOCOL DROID 

The TC series of protocol droids from Cybot Galactica was designed in an 
attempt to supplant the 3PO series of protocol droids. Although successful, 
the TC series never came close to replacing the more famous protocol droid 
model. Unlike the 3PO series, the TC series includes a TranLang Ill com- 
munications center, a feature that only a few 3PO series protocol droids 
could boast, In addition to their enhanced communications equipment, all 
TC series protocol droids were designed with the latest technology in nearly 
every system, and they received a total programming rewrite before the line 
was launched to ensure that there were no holdover problems from other 
software packages. 

In almost all ways, the TC series is one of the most technologically 
advanced and reliable protocol droids on the market. However, its increased 
price coupled with the longstanding reputation of the 3PO series droids 
ensured that few people made the switch to the TC series protocol droid. 
The TC series droid is popular among wealthy nobles and Senators and is also 
commonly found aboard Trade Federation starships (since the Federation has 
no difficulty in dealing with price issues). Despite the company's hope that 
the TC series would replace the 3PO series entirely (thus selling millions of 
new droids to beings wishing to upgrade to the TC series), Cybot Galactica 
decided instead to market the TC series droids as a luxury alternative to the 
3PO series, since sales were solid but nowhere near as high as they would 
need to be to replace the older droid model. 

TC series protocol droids can be played as droid heroes. 


TC Series Protocol Droid cL 1 
Medium droid (3rd-degree) noble 1 

Init -1; Senses Perception +7 

Languages Basic, Binary, 3 unassigned; translator unit (DC 5) 

Defenses Ref 11 (flat-footed 11), Fort 10, Will 15 

hp 18; Threshold 10 

Immune droid traits 


Speed 6 squares (walking) 

Melee unarmed -1 (143-1) 

Base Atk +0; Grp -1 

Abilities Str 8, Dex 8, Con —, Int 13, Wis 14, Cha 14 

Talents Coordinate 

Feats Linguist, Skill Focus (Persuasion), Weapon Proficiency (pistols, 
simple weapons) 

Skills Deception +7, Gather Information +7, Knowledge (bureaucracy) 
+6, Knowledge (galactic lore) +6, Knowledge (social sciences) +6, 
Perception +7, Persuasion +12 

‘Systems walking locomotion, heuristic processor, translator unit (DC 5), 2 
hand appendages, vocabulator 

Possessions audio recorder 

Availability Licensed; Cost 5,000 
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TC Series Protocol Droid Encounters 

TC series protocol droids are most often found in the company of nobles 
and businessmen who have extra credits to spend on an expensive protocol 
droid. Very few TC series droids make their way into the hands of anyone 
who is less than wealthy, though it has been known to happen. The TC series 
is very often sought after because of its superior programming, and many 
wealthy owners use TC series droids as majordomos and personal assistants. 
Since the TC series protocol droid has a heroic level, it is much more durable 
than other droids and is slightly more survivable. Additionally, its ability to 
coordinate allies makes it an excellent aide in combat; though it does not 
contribute anything directly, it can enhance the ability of other characters 
to work together. 


*I'M NOT GOING IN 

THERE WITH TWO 

JEDI. SEND THE 
DROID." 


— DAULTAY DOFINE 


REPLICA DROID 


Replica Droid cL4 

Medium replica droid scout 4 

Force 2 

Init +5; Senses darkvision, low-light vision; Perception +10 

Languages Basic 

Defenses Ref 20 (flat-footed 17), Fort 19, Will 16; Dodge 

hp 38; Threshold 19 

Speed 6 squares (walking) 

Melee unarmed +6 (1d4+5) 

Ranged blaster pistol +6 (3d6+2) 

Base Atk +3; Grp +6 

Special Actions Extreme Effort 

Abilities Str 17, Dex 16, Con —, Int 10, Wis 13, Cha 10 

Talents Acute Senses, Extreme Effort 

Feats Dodge, Improved Defenses, Skill Focus (Mechanics), Toughness, 
Weapon Proficiency (pistols, rifles, simple weapons) 

Skills Climb +10, Jump +10, Mechanics +12, Perception +10 (can reroll, 
must take second result), Pilot +10 

Systems walking locomotion, heuristic processor, 2 hand appendages, 
locked access, darkvision, improved sensor package, vocabulator 

Possessions blaster pistol, integrated comlink 

Availability Restricted; Cost 9,000,000 


For the longest time, 3PO protocol droids were the artificially created beings 
that most closely resembled humanoids. Everything changed when recent 
breakthroughs in artificial tissue led to a new age in droid design and the 
creation of the replica droid. 

Human replica droids demonstrated just how real and expensive these 
droids could be. From the follicles of hair on their heads to their simple hand 
gestures and even emotional reactions, HRDs were virtually indistinguish- 
able from the genuine article. The creation of the Human replica droid laid 
the foundation for other races to create their own replica droids. Although 
many species developed their own, the most successful creators were the 
Ssi-ruuk, who used entechment as a means of preserving the consciousnesses 
of important beings. 

After the success of the replica droid became widely known, other com- 
panies began to create their own versions and attempted to market them to 
the general public. Some of those efforts resulted in the synthdroid, which 
saw moderate success about nine years after the Battle of Endor. 

Replica droids can be played as droid heroes. 


GurRi 

Guri appears as a young, attractive Human woman with shoulder-length 
blonde hair and striking blue eyes. Despite her droid nature, only the most 
sophisticated scanning equipment can determine anything strange about her 
physiology. Her skeleton consists of a strong poly-alloy shaped to look like 
actual Human bone. Her organs and tissue are constructed of a specialized 
bio-fiber and function in the same manner as a rea| Human's organs would. 
including fully functional respiratory, circulatory, and digestive systems. 
Her skin is the only truly organic part of her body—it is actual Human skin 
cultivated and cloned specifically for her. 

Originally meant to be a prototype, Guri was sold to Prince Xizor, leader of 
the Black Sun criminal syndicate. At his request, she was programmed to be 
his bodyguard and private assassin. While she worked at Xizor's side, she was 
concerned only with his safety and survival and obeyed him without que: 
In addition to performing as his bodyguard, Guri also serves as Xizor's trusted 
advisor, which has helped him especially at times when he let his emotions 
get the better of him. She performed her task so well that many in Black Sun 
thought she was the actual leader of the organization. Both Xizor and Guri 
did not mind the misconception so much, since it drew attention away from 
him and made her job of protecting him that much easier. 
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Guri cL 10 

Medium Human replica droid noble 2/scoundrel 4/soldier 4 

Force 4 

Init +14; Senses darkvision, low-light vision; Perception +13 

Languages Basic, Falleen, Huttese, Rodese, Ryl; translator unit (DC 5) 

Defenses Ref 29 (flat-footed 25), Fort 28, Will 24 

hp 89; Threshold 28 

‘Speed 6 squares (walking) 

Melee unarmed +14 (1d6+11) 

Ranged biaster pistol +12 (3d6+5) 

Base Atk +8; Grp +14 

Atk Options Dastardly Strike, Expert Grappler, Point Blank Shot, Sneak 
Attack +1d6 

Special Actions Presence, Tough as Nails 

Abilities Str 22, Dex 18, Con —, Int 18, Wis 13, Cha 17 

Talents Dastardly Strike, Expert Grappler, Presence, Sneak Attack +146, 
Tough as Nails 

Feats Armor Proficiency (light, medium), Linguist, Martial Arts |, Point 
Blank Shot, Skill Training (Acrobatics, Mechanics, Stealth), Weapon 
Proficiency (advanced melee weapons, heavy weapons, pistols, rifles, 
simple weapons) 

Skills Acrobatics +14, Deception +13, Gather Information +14, Initiative 
+14, Knowledge (bureaucracy) +14, Knowledge (tactics) +14, 
Mechanics +16, Perception +13, Persuasion +13, Pilot +14, Stealth +14, 
Treat Injury +11, Use Co...puter +14 

Systems walking locomotion, heuristic processor, 2 hand appendages, 
locked access, darkvision, diagnostics package, improved sensor 
package, internal storage (5 kg), translator unit (DC 5), vocabulator 

Possessions blaster pistol, encrypted integrated comlink, credit chip, 
audio recorder 


REPLICA DROID ENCOUNTERS 
After the Empire became the first organization to successfully create replica 
droids, the idea of creating them spread rapidly to other species interested 
in the concept. These species had different reasons for their need for such 
creations, Their publicly announced justifications ranged from offering 
companions for those unfortunate enough to not find a mate to providing 
entertainment for paying customers such as those found in the pleasure- 
domes of Carosi and Hesperidium. 

Governments with darker agendas implement the use of replica droids as 
doppelgangers after removing undesired individuals from office through less 
than savory means and then accomplish their goals through their puppets. 
Same organizations use them in much the same manner as Guri, having them 
serve as bodyguards and assassins, Replica droids with heightened senses 
and abilities are assigned to key political figures to protect them in times 


of need or to eliminate their enemies before they have a chance to strike. 
Others are sent into the field as spies to covertly obtain information from 
their rivals and escape without giving them the slightest hint that they had 
been infiltrated 


New SPECIES: 

REPLICA DROID 

Some players who like to play droids might find the droid rules too daunt- 
ing or time-consuming. Gamemasters might consider allowing them to 
play replica droids, using the following rules (formatted like any other 
species). When choosing to play a replica droid, a player should select 3 
Medium or Small humanoid species that his or her droid replicates. 


Replica Droid Species Traits 
All replica droids have the following species traits. 

Ability Modifiers: +2 Strength, +2 Dexterity, -2 Charisma. Replica 
droids are built to be physically strong, but have to work to fit in seam- 
lessly with organic beings. Additionally, like other droids, replica droids 
have no Constitution score, 

Variable Size: Since replica droids are designed to imitate organic 
beings, their size depends on the species that they copy. Medium droids 
have no special bonuses or penalties due to their size, Those of Small 
size gain a +1 size bonus to their Reflex Defense and a +5 size bonus 
to Stealth checks but have lifting and carrying limits of three-quarters 
those of Medium characters. 

Speed: Replica droids of Medium size have a base speed of 6 squares, 
and those of Small size have a base speed of 4 squares. 

Bonus Equipment: Replica droids can be constructed with two of 
the following droid systems installed: integrated comlink, darkvision, 
diagnostics package, improved sensor package, internal storage (subject 
to size limitations), translator unit (DC 15). 

Droid Traits: Replica droids operate as if they are 4th-degree droids, 
except that they ignore the maintenance requirement (SE 187). Replica 
droids have all droid immunities and normal droid traits. 

Conditional Bonus Feat: Seeking to perfectly imitate organic 
creatures, 3 replica droid that has Deception as a trained skill gains Skill 
Focus (Deception) as a bonus feat. 

* Automatic Languages: Basic and the native language of the copied 
species. 
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SABOTAGE DROID 


WSB-15 Sabotage Droid CL? 

Smali droid (4th-degree) nonheroic 3/scoundrel 6 

Init +7; Senses low-light vision; Perception +12 

Languages Basic, Binary 

Defenses Ref 22 (flat-footed 19), Fort 16, Will 18 

hp 37; Threshold 16 

Immune droid traits 

Speed 4 squares (tracked) 

Melee 2 claws +6 each (1d3+4) 

Ranged 2 plasma cutters +9 each (3d4+4) 

Base Atk +6; Grp +4 

Atk Options Dastardly Strike, Deadeye, Point Blank Shot, Precise Shot 

Special Actions Disruptive 

Abilities Str 10, Dex 16, Con —, Int 10, Wis 12, Cha 10 

Talents Gimmick, Dastardly Strike, Disruptive 

Feats Deadeye, Point Blank Shot, Precise Shot, Skill Focus (Deception), 
Skill Focus (Mechanics), Skill Training (Deception), Skill Training 
(Knowledge [technology]), Skill Training (Perception), Skill Training 
(Stealth), Skill Training (Use Computer), Toughness, Weapon Proficiency 
(pistols, simple weapons) 

Skills Deception +14, Knowledge (technology) +9, Mechanics +14, 
Perception +12, Stealth +17, Use Computer +9 

Systems tracked locomotion, improved sensor package, heuristic 
processor, 2 hand appendages, 2 instrument appendages, 2 tool 
appendages, 2 claw appendages, self-destruct system 

Possessions 2 plasma cutters (treat as hold-out blaster pistols) 

Availability Military; Cost 13,000 


The WSB-15 sabotage droid is physically identical to the WED-15 mainte- 
nance droid. It has all the same systems and abilities, and most WSB-15 
droids are simply WED-15 droids with a different processor. The WED-15 
is a Sth-degree droid with a basic processor, while the WSB-15 is a 4th- 
degree military droid with a heuristic processor, military-grade sabotage and 
weapon use programming, and a small self-destruct unit attached to the 
processor. Although WSB-15s are rarely used in assignments that involve 
attacking sentient beings directly, they are capable of defending themselves 
and can stun or kill living beings or droids that attempt to keep them from 
their objective. As a result, they have been programmed to use their plasma 
cutters as weapons 
WSB-15 sabotage droids can’t be played as droid heroes. 


SABOTAGE DROID 
ENCOUNTERS 
The most effective WSB-15 droids are the ones that no one knows about. To 
get a WSB-15 droid to its target, the droid's owner most often either deliber- 
ately damages a WED-15 droid or simply waits until one needs to be repaired 
or replaced. Then, the owner either waylays or bribes the technicians who 
arrive to repair the WED-15 droid and either substitutes a WSB-15 droid for 
the broken WEB-15 unit or simply removes the WED-15's processor core and 
replaces it with a new one, instantly transforming it into a WSB-15 droid 
WSB-15 droids éan be used to subtly reprogram a droid factory to pro- 
duce droids with personalities and training very different than what it was 
ordered to produce, to create serious malfunctions in starfighers that show 
only up in actual combat, or to engage in a spree of wanton destruction. 
Some WSB-15 units are programmed to continue performing sabotage unti 
they are discovered, and then to destroy themselves. In other cases, after 
completing their sabotage, a WSB-15 droid fakes a minor malfunction that 
requires calling a repair crew, at which point the droid’s owner sends agents 
to replace its processing core with one from a normal WED-15 unit, leaving 


” the victim of the sabotage unaware that anything out of the ordinary has 


occurred, 


SECURITY DROID 


Designed by the SoroSuub Corporation, the 501-2 police/security droid is 
an advanced droid model with multiple capabilities. In addition to being a 
combat-ready droid capable of suppressing even the most violent criminals, 
the 501-Z can act in a number of the same roles that biological police 
officers and security experts fill. The 501-Z has an exceptional capacity for 
Human-cyborg interactions (and some say that the droid's brain was based 
on a protocol droid’s design) and functions well alangside living beings, both 
as a comrade and as their defender, Additionally, the 501-2 boasts advanced 
software that allows it to evaluate an enemy's tactics in the middle of a fight 
and adjust accordingly; unlike some other combat-capable droids, the 501-Z 
is far from single-minded when engaging an enemy. Furthermore, the droid 
is programmed with a wide array of investigative techniques and tracking 
skills, allowing it to assist living police officers or security experts in the 
pursuit and capture of escaping criminals 
501-2 police/security droids can't be played as droid heroes. 


SECURITY DROID ENCOUNTERS 

Since a security droid or police droid is concerned with upholding the law and 
protecting people and places from those who would do them harm, a security 
droid functions well as 2 member of a biological police squad or security 
team. However, police droids are so expensive that most organizations can 


afford to keep only one or two on staff. The 501-Z has such sophisticated 
programming that it is often regarded as just another member of the security 
force or police unit it is attached to; many living beings develop camaraderie 
and working relationships with the 501-Z, and during most encounters they 
act (and are treated) just like a nondroid police officer. 

Security droids also work well with other droids, particularly probe droids 
(which can be used to find criminals and their hideouts), patrol droids (which 
often accompany a security droid on patrol), and seeker droids (which serve as 
both observers and combat assistants). A typical police response unit might 
include several police officers, a 501-Z police/security droid, and @ seeker 
droid. The 501-2 often uses its Harm's Way talent to keep its fellow police 
officers alive in the heat of combat, and it has a high enough Perception skill 
bonus that very few enemies will ever catch it unaware. 


501-Z Police/Security Droid 

Medium droid (4th-degree) soldier 7/scout 3 

Force 1 

Init +10; Senses low-light vision; Perception +19 

Languages Basic 

Defenses Ref 26 (flat-footed 26), Fort 26, Will 22 

hp 76; Threshold 26 

Immune droid traits 

Speed 6 squares (walking) 

Melee stun baton +14 (2d6+9 stun) or 

Melee stun baton +18 (2d6+14 stun) with Powerful Charae 

Ranged stun pistol +10 (3d6+5 stun) 

Base Atk +9; Grp +13 

Atk Options Point Blank Shot, Powerful Charge, Precise Shot 

Special Actions Battle Analysis, Harm's Way, Shake It Off 

Abilities Str 18, Dex 12, Con —, Int 10, Wis 14, Cha 13 

Talents Acute Senses, Armored Defense, Battle Analysis, Expert Tracker, 
Harm's Way, Improved Armored Defense 

Feats Armor Proficiency (light, medium), Point Blank Shot, Powerful 
Charge, Precise Shot, Shake It Off, Skill Focus (Perception), Skill 
Training (Perception), Skill Training (Survival), Weapon Focus (pistols), 
Weapon Focus (simple weapons), Weapon Proficiency (pistols, rifles, 
simple weapons) 

Skills Endurance +14, Initiative +10, Knowledge (tactics) +10, Perception 

~ +19 (can reroll, must take second result), Survival +12 

Systems walking locomotion, basic processor, 2 hand appendages, 
improved sensor package, integrated comlink, locked access, 
vocabulator 

Possessions stun baton, stun pistol, duranium plating (+8 armor), 
holorecorder, holoprojector 

Availability Restricted; Cost 14,000 
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SEEKER DROID 


Mark VII “Inquisitor” Series Seeker Droid CL6 
Diminutive droid (4th-degree) scout 6 
Force 1 


Init +12; Senses darkvision, low-light vision; Perception +18 

Languages Basic, Binary, 1 unassigned 

Defenses Ref 27 [flat-footed 13}, Fort 14, Will 19 

hp 46; Threshold 14 

Speed 6 squares (hovering) 

Ranged blaster pistol +8 (3d6+3) or 

Ranged blaster pistol +3 (3d6+3) and 
blaster pistol +3 (346+3) 

Base Atk +4; Grp -7 

Atk Options Keen Shot, Running Attack 

Abilities Str 5, Dex 18, Con —, Int 13, Wis 16, Cha 10 

Talents Acute Senses, Expert Tracker, Keen Shot 

Feats Dual Weapon Mastery |, Running Attack, Skill Focus (Perception), 
Skill Focus (Stealth), Skill Training (Use Computer), Toughness, Weapon 
Proficiency (pistols, rifles, simple weapons) 

Skills Initiative +12, Knowledge (life sciences) +9, Perception +18 (can 
reroll, must take second result), Persuasion +8, Stealth +32, Survival 
+11, Use Computer +9 

Systems hovering locomotion, heuristic processor, 2 weapon appendages, 
darkvision, improved sensor package, locked access, integrated 
comlink, vocabulator 

Possessions 2 blaster pistols, audio recorder 


The seeker droid is a type of surveillance droid designed not only to locate 
its assigned target, but to neutralize or destroy it. The Mark VII, for instance, 
is programmed to utilize special tactics to hunt down and either interrogate, 
Kill, or return its target. 

The Mark VII will typically follow its target from a distance, making sure 
to stay out of sight, The droid usually records its target's movements and 
conversations and attempts to predict a suitable time and place to move in 
and ruthlessly complete its task. If the job involves killing its quarry, it will 
do so without hesitation. Otherwise, the droid will force the prisoner to a 
safe location at gunpoint, probably to commence its interrogation. 

A spherical droid roughly 0.2 meters in diameter, the “Inquisitor” model 
is perfectly sized for its purpose. Despite its petite size, the droid packs a 
wide array of sensors and recording devices to carry out its task as well as an 
advanced data probe that permits it to interface with virtually any computer 
system (granting a +2 bonus to its Use Computer checks) and two blasters 
in case it decides to do away with its prey. 

Mark VII Inquisitor series seeker droids can't be played as droid heroes. 


SEEKER DROID ENCOUNTERS 
Seeker droids can be found virtually anywhere in the galaxy, provided you 
can see them. These elusive droids are so good at staying out of sight that 
most people in the galaxy do not know they exist. Those who have caught 
sight of one of these droids usually pay it no mind, considering it nothing 
more than a messenger drone. 

Although the existence of seeker droids was rare before the rise of the 
Empire, they soon became popular with various parties. Seeker droids were 
employed as Imperial tools to hunt down certain people to extract informa- 
tion or just eliminate an undesired party. The Empire would also use seekers 
as watchdogs to keep an eye on various individuals and make sure they 
stayed on a particular planet or in a defined area. The New Republic also 
made use of seeker droids in similar capacities but insisted that the droids 
bear nonlethal weaponry. Bounty hunters have been known to use seeker 
droids when stalking multiple targets at once, ordering the droids to return 
those targets to a location specified by their master for holding until he 
can retrieve them. 


SENTRY DROID 


Imperial Mark IV Series Sentry Droid cL2 

Diminutive droid (4th-degree) nonheroic 6 

Init +5; Senses darkvision, low-light vision; Perception +17 

Languages Basic, Binary 

Defenses Ref 17 (flat-footed 15), Fort 8, Will 12; Dodge 

hp 16; Threshold 8 

Immune droid traits 

Speed 6 squares (hovering) 

Melee — 

Fighting Space 1 square; Reach 0 squares 

Base Atk +4; Grp -9 

Abilities Str 6, Dex 14, Con —, Int 11, Wis 15, Cha 6 

Feats Dodge, Skill Focus (Gather Information), Skill Focus (Perception), 
Skill Training (Gather Information), Weapon Proficiency (pistols) 

Skills Gather Information +11, Perception +17, Stealth +20 

Systems hovering locomotion, basic processor, 2 tool appendages, 
improved sensor package, darkvision, locked access, integrated 
comlink, vocabulator 

Possessions electrobinoculars, holorecorder 

Availability Military; Cost not available for sale (estimated cost 7,000) 


if there is a droid equivalent of a classroom tattletale, the Imperial Mark IV 
sentry droid fits the bill, A meddlesome droid, the Mark |V will record a crime 
and then whisk away to the nearest law enforcement authority to report it, 
including such petty offenses as littering and jaywalking. Even though the 
droid provides a valuable service to the Empire, a vast majority of the beings 
that interact with it, including other droids, find it highly annoying 

The Mark IV is little more than a group of sensor systems on top of a 
repulsorlift unit, able to scan in all directions simultaneously while flitting 
about. In addition to its visual scanners, the droid’s forward sensor array 
includes an impressive suite of electromagnetic and infrared scanners. Also, 
a holorecorder tied into its built-in macrobinoculars can record incidents 
clearly from as far away as 50 meters. Its broadband antenna/receiver con- 
nects only to coded Imperial alert frequencies. 

The droid's memory holds historical data on law enforcement and the 
immense Imperial Legal Code in its entirety. Typically, local authorities 
upload descriptions of local taws and regional maps into the Mark IV's 
memory banks to improve the droid’s efficiency when it is deployed to a 
new location. The Mark IV's personality programming is minimal at best, 
since it is not really needed and can sometimes lead to unforeseen quirks 
that hamper its performance. 

Imperial Mark IV series sentry droids can't be played as droid heroes. 


SENTRY DROID ENCOUNTERS 
The Imperial Mark lV was created exclusively for the Imperial and pro-Imperia! 
planetary governments and is not available for sale. However, a few units 
have been swiped by thieves, reprogrammed, and sold on the black market 
despite the fact that tampering with a patrol droid is considered a serious 
offense under Imperial law and is punishable by life at a hard-labor colony 
The droid contains a low-frequency transponder that transmits signals back 
to its headquarters, where an interruption in its signal is certain to attract 
attention. 

The droid often accompanies law enforcement agents on routine patrol 
or various police actions around its area of operation. Usually, the Mark IV 
is sent out to act as a forward scout or to locate a particular target. Impe- 
rial stormtroopers have been known to send a Mark |V into a potentially 
dangerous area to act as an intentional target and prevent its owners from 
walking into an ambush 
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WAR DROID 


SD-6 "Hulk" Infantry Droid 

Large droid (4th-degree) soldier 7/elite trooper 7 

Force 2 

Init +12; Senses Perception +7 

Languages Basic (understand only), Binary 

Defenses Ref 29 (flat-footed 28), Fort 27, Will 24 

hp 112; DR 3; Threshold 32 

Immune droid traits 

Speed 8 squares (walking) 

Melee claw +23 (1d6+16) 

Ranged E-Web heavy repeating blaster +13 (5d12+11) with Controlled 
Burst or autofire and 
E-Web heavy repeating blaster +13 (5d12+11) with Controlled Burst or 
autofire 

Ranged ion rifle +13 (3d8+7 ion) and 
ion rifle +13 (348+7 ion) 

Base Atk +14; Grp +28 

Atk Options Burst Fire, Controlled Burst, Greater Devastating Attack 
(heavy weapons), Point Blank Shot 

Abilities Str 28, Dex 8, Con —, Int 8, Wis 10, Cha 8 

Special Qualities damage reduction 3, delay damage 

Talents Armored Defense, Controlled Burst, Devastating Attack (heavy 
weapons), Greater Devastating Attack (heavy weapons), Greater 
Weapon Focus (heavy weapons), Greater Weapon Specialization (heavy 
weapons), Improved Armored Defense, Weapon Specialization (heavy 
weapons), 

Feats Armor Proficiency (light, medium), Burst Fire, Dual Weapon Mastery 
|, Dual Weapon Mastery Il, Dual Weapon Mastery Ill, Martial Arts |, 
Point Blank Shot, Weapon Focus (heavy weapon), Weapon Proficiency 
(heavy weapons, pistols, rifles, simple weapons) 

Skills Endurance +21, Initiative +12 

Systems walking locomotion, basic processor, 2 claw appendages, 2 tool 
mounts, integrated comlink, locked access 

Possessions 2 E-Web heavy repeating blasters, 2 ion rifles, duranium 
plating (+8 armor) 


cL 14 


The Balmorran Arms SD-6 "Hulk" infantry droid is one of the most lethal 
droids on the market. Designed ostensibly for security purposes, the SD-6 
is often used in private militaries and mercenary units as weapons of war. 
The SD-6 has been in service for years, and the militaries of the Republic, 
Empire, and New Republic all used these droids throughout major conflicts 
(though the Republic did set the droids aside during the Clone Wars, for fear 
of confusion with Separatist forces). 


The SD-6 is a formidable droid that boasts twin E-Web blaster cannons 
and twin ion rifles attached to its upper appendages, allowing it to unleash a 
torrent of blaster fire on its enemies. Despite the presence of this dangerous 
weapons load, the SD-6 still finds its way into the hands of private citizens, 
and is often used to guard hangars and docking bays where the presence of 
heavy weaponry is a deterrent to would-be intruders. 


WAR DROID ENCOUNTERS 

War droids of all kinds, including the SD-6 infantry droid, are typically more 
destructive and rare than more run-of-the-mill battle droids. That fact aside, 
war droid encounters might use a large number of low-level nonheroic battle 
droids while featuring a single war droid or a pair of them to serve as the 
battle droids' commanders. Similarly, a war droid encounter that also features 
low-level soldiers, bruisers, or any other warrior type presents a variety of 
challenges, including the decision of when to whittle down the support troops 
and when to take out the lumbering war droid. 

War droids can also be found in the possession of crime lords and other 
powerful criminals. Not caring for the legalities of owning a war droid, many 
crime lords pick up these war droids secondhand from governments and use 
them as personal security. War droids, which are significantly tougher than 
battle droids, can usually act as an entire illegal security force, and many 
crime lords use war droids to protect their personal starships from shipjackers 
and other thieves. An encounter with a war droid featuring a crime lord will 
usually also include some of the crime lord's minions (low-level bruisers and 
other criminals) and a lieutenant or other more powerful minion. 


SITH BLITE WARBOT 

The Sith elite warbot is an ancient war droid dating back nearly 5,000 years 
before the Battle of Yavin. These war droids were used during the Great 
Hyperspace War and were powerful soldiers in the armies of the Sith Empire. 
Each Sith warbot was armored and possessed a pair of blasters, though its 
main weapon was its alchemically forged Sith sword (an artifact of the 
dark side that can turn aside lightsabers and deflect blaster bolts). Though 
most of these dark side-tainted war droids were destroyed during the Great 
Hyperspace War, a few survived or were deactivated and placed in hiding. 
Some even reemerged during the Great Sith War and the Jedi Civil War mil- 
lennia later, but most Sith warbots remained entombed in ancient vaults on 
Korriban and elsewhere in the galaxy. In more modern eras, Sith warbots are 
a rare sight indeed, though they have emerged from time to time as explorers, 
or collectors stumble across deactivated and long-forgotten droids. 


Sith Elite Warbot cL5 

Medium droid (4th-degree) nonheroic 6/soldier 3 

Force 2; Dark Side 10 

Init +11; Senses Perception +4 

Languages Basic, Binary 

Defenses Ref 21 (flat-footed 19), Fort 19, Will 13 

hp 31; Threshold 19 

Immune droid traits 

Speed 6 squares 

Melee Sith sword +11 (1d8+12) or 

Melee Sith sword +11" (148+24) with Powerful Charge 

Ranged blaster pistol +9 (3d6+1) or 

Ranged blaster pistol +7 (3d6+1) and 
blaster pistol +7 (34641) 

Base Atk +7; Grp +11 

Atk Options Melee Smash, Point Blank Shot, Power Attack, Powerful 
Charge 

Abilities Str 18, Dex 15, Con —, Int 10, Wis 10, Cha 12 

Talents Melee Smash, Weapon Specialization (simple weapons) 

Feats Armor Proficiency (light, medium), Dual Weapon Mastery |, Dual 
Weapon Mastery I, Point Blank Shot, Power Attack, Powerful Charge, 
Weapon Proficiency (simple weapons, blaster pistols) 

Skills Initiative +11 

Systems basic processor, 2 hand appendages, 2 tool appendages, locked 
access, vocabulator 

Possessions Sith sword, 2 blaster pistols, duranium plating (+8 armor) 

“Includes 4 points of Power Attack. 


SUG 


fer 


WORKER DROID 

PK Worker Droid cL2 

Small droid (Sth-degree) nonheroic 6 

Init +5; Senses Perception +9 

Languages Basic, Binary, 1 unassigned 

Defenses Ref 13 (flat-footed 11), Fort 12, Will 11 

hp 21; Threshold 12 

Immune droid traits 

Speed 4 squares (walking) 

Melee unarmed +6 (]42+5) 

Base Atk +4; Grp +1 

Abilities Str 14, Dex 14, Con —, Int 9, Wis 12, Cha 8 

Feats Linguist, Skill Training (Acrobatics, Mechanic], Toughness, 1 
unassigned 

Skills Acrobatics +10, Mechanic +7, Perception +9 

Systems walking locomotion, basic processor, 2 hand appendages, 
vocabulator 

Availability Licensed; Cost 1,000 


The PK worker droid is one of the cheapest and most common droids in use. 
Its long neck and eyelike head are recognized across the galaxy. It is widely 
used for cargo loading and freight handling, but because of its low cost, the 
PK droid is also frequently used in positions where other more expensive 
droids would perform considerably better, Although they are only 1.5 meters 
tall, PK droids are surprisingly strong and agile and are noted for being more 
intelligent than most other labor droids. PK droids are usually programmed 
to be aware of their limitations, and one of their more common faults is 
apologizing excessively. Because of their low cost, parts from PK droids are 
often used in the construction of more expensive droids, and occasionally PK 
droids are subject to aftermarket upgrades, usually as an effort to improve 
their intelligence and to allow them to handle a wider range of tasks. 
PK worker droids can be played as droid heroes. 


PK WORKER DROID 
ENCOUNTERS 

PKs are the most common droids used in warehouses, loading docks, or large 
stores. They are most often employed for loading and cleaning. However, 
their low cost has also led to their use as low-level managers in charge of the 
day-to-day operations of relatively simple Facilities such as warehouses and 
small shops. Seeing a PK droid working in such a capacity is widely regarded 
as an indication that the facility is either seriously under-funded or that the 
people in charge care far more about saving money than providing useful 


services. Although they are capable of handling a wide variety of ta 
their limited intelligence and programming means that PK droids can e: 
become confused and sometimes make irrational decisions that they 
refuse to change unless ordered to do so. 

PK droids are also among the most common personal droids, and are 
regularly used for jobs ranging from ones they are ideally suited for, such 
as household cleaning and low-level maintenance, to unlikely task: 
as short-term childcare or acting as a butler. Using a PK worker droid as 2 
servant droid is often considered an indication that the owner is someone 
who lacks either taste or money. 


“YOU JUST WATCH YOURSELF. WE’RE WANTED MEN.” 


This accessory provides everything you need to populate your Star Wars games. Featuring complete statistics for dozens 
of characters, creatures, and droids, this book gives Gamemasters a quick reference guide that can be used to fill 
adventures with enemies, allies, and bystanders drawn from the Star Wars films, novels, comics, and computer games. 


For use with the Star Wars® Roleplaying Game Saga Edition core rulebook and Star Wars" Miniatures. 


Visit our website et www.wizards.com/starwars 


FEATURING: 


Ready-to-use stats for more than 150 characters, droids. creatures. and vehicles. 
—) Information on famous heroes and villains fram the Star Wars universe. 
—) New talents, feats. weapons, equipment, and alien species. 


Guidelines for creating exciting encounters. 
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THREATS OF THE GALAXY 
REVISED 


UPDATED NOVEMBER 9, 2008 


The bulk of this document contains unofficial errata for Threats of 
the Galaxy, the second supplement released for the Star Wars Saga 
Edition. Every stat block from that book has been scoured and all of 
the errors revealed. 

All text written in red indicates a change that was made to the 
stat block where | had to decide what to add or remove. The changes 
are necessary, but the actual change could be any of a number of 
choices. For example, the Martial Artist (page 52) has a feat that he 
cannot use. (He can't have Skill Training (Acrobatics) because 
Acrobatics isn't a class skill for him.) Thus he needs a new feat. You 
can obviously choose any feat you wish, so long as he meets the 
prerequisites, but | also included an option. For the Martial Artist, | 
chose the feat Pin. When choosing which particular character 
options | had to add or remove | kept in mind the rest of the stat 
block, trying to keep it looking the same as best as | could. For the 
Martial Artist, | wouldn't have chosen, for example, Improved 
Defenses as that would then change other aspects of his stat block 
{all three of his defenses). Therefore | chose to add and remove 
things that would have as little a tangible effect as possible. 
Sometimes however, such things were unavoidable. As such, 
whenever | made a change that affected other parts of the stat 
block that were not originally incorrect, | also displayed that text in 


red. Just remember that anything you see in red in this document 
can be changed to your liking. 

The Attack Options and Special Actions lines were not updated 
to reflect added or subtracted feats, talents, etc. They are only listed 
if there was an error in the book, in which case the errata will 
inform you to remove it. 

Additionally, some of the stat block's CLs should change. | based 
this on the following rules: 

> Nonheroics gain 1 CL on their 3rd level and every 3rd level 
thereafter. Therefore, level 1 or 2 nonheroic characters are 
clo. 

> Creatures’ CLs are based on their beast level minus 1. 

Also included in this section are various updates to certain stat 
blocks utilizing the various new options from newer supplements. 

Following the stat block corrections is a list of all the threats 
from the book organized by CL, making it easy to look for 
appropriate threats. 

Finally, | also included an index to the book, showing where all 
the new character options and rules are in the book. 

If you find errors from Zhreats of the Galaxy | didn't account for, 
or find an error among my work, do not hesitate to e-mail me at 
paulklein22@gmail.com. | plan on updating this document until it 
seems it is no longer necessary. 


CHARACTERS 


P.10 - ADEPT, FORCE 


Dark Side: 1 

Melee: Vibroaxe 3d10+12* (not 2d10+20) 

Atk Options: Remove Cleave 

Talents: Add Empower Weapon and Devastating Melee Smash 
(KotOR 29) 

Talents: Remove Devastating Attack (adv melee weapons) and 
Remove Weapon Specialization (adv melee weapons) 
“This weapon is empowered 


P. 11 - DATHOMIRI WITCH 


Defenses: Fort 22 (not 23) 

Threshold: 22 (not 23) 

Force Techniques: Remove Improved Sense Surroundings 
Feats: Add Force Boon 

Skills: Add Climb +9 

Skills: Remove Acrobatics 


P. 11 - TRIBAL SHAMAN 
Init: +3 (not +8) 
P. 12 - ASSASSIN 


Threshold: 21 (not 11) 

Melee: Vibroblade +12 (not +13) or 

Melee: Vibroblade +10 (not 11) with Rapid Strike 
Atk Options: Remove Running Attack 

Feats: Remove Careful Shot 


P.13 - MALKITE POISONER 


Senses: Perception +12 (not +14) 
Languages: Add 2 additional languages 
Fort: 24 (not 25) 

Threshold: 24 (not 25) 

Feats: Add Linguist 

Skills: Remove Mechanics 


P.13 - MALKITE POISONER 
TALENT TREE 


This talent tree belongs to the Scoundrel class. 


P. 14 - BODYGUARD 


Languages: Add 1 additional language 
Melee: Unarmed damage 1d4+3 (not 1d3+3) 


P. 14 - CAPTAIN TYPHO 


Defenses: Ref 24 (not 25) and flat-footed 20 (not 21) 
Feats: Add Precise Shot 
Feats: Remove Deadeye 


P. 17 - AURRA SING 


Skills: Remove Persuasion 
Skills: Survival +13 (not +12) 


UPDATE 
THE FORCE UNLEASHED 
CAMPAIGN GUIDE 


Talents: Add Jedi Hunter (p. 42) 
Talents: Remove Skirmisher 


P.18 - BossK 


Init: +14 (not +9) 

Defenses: Fort 27 (not 28) 

Ranged: Sporting blaster pistol 3d4+6 (not 2d4+6) 

Ranged: Sporting blaster pistol 4d4+6 (not 3d4+6) with Rapid Shot 
Feats: Add Skill Training (Initiative) 

Skills: Initiative +14 (not +9) 


P.19 - JANGO FETT 
Defenses: Ref 36 (not 37) 
Speed: 4 squares (not 6) 


Melee: Combat gloves 1d6+10 (not 1d6+3) 
Ranged: Blaster pistol +12/+12 (not +14/+14) 


Pp. 20 - BRUTE 
Ranged: Blaster carbine 3d8 (not 3d6) 
P. 22 - COMMANDO 


Feats: Add Coordinated Attack 
Possessions: Add Vibrodagger 


P. 23 - COMMANDO SQUAD 
LEADER 
Defenses: Ref 23 (not 24) and flat-footed 20 (not 21) 


Feats: Add Coordinated Attack 
Possessions: Add Vibrodagger 


P. 23 - BLItTeE COMMANDO 


Defenses: Remove the line: (+32 against extremes of cold and heat) 
Speed: 4 squares (not 6) 

Abilities: Str 13 (not 12) 

Feats: Add Skill Training (Initiative) 

Feats: Remove Skill Training (Stealth) 

Skills: Remove Stealth 


P. 24 - CON ARTIST 


Senses: Perception +2 (not +8) 


P. 25 - CRIME LORD 


Languages: 5 other languages (not 6) 


P. 26 - BLACK SUN VIGO 
(RODIAN) 


Ranged: Heavy blaster pistol +15 (not +14) or 

Ranged: Heavy blaster pistol +10/+10 (not +9/+9) with Double 
Attack 

Feats: Add Armor Proficiency (light & medium); 

Feats: Remove Skill Focus (Survival) 

Skills: Remove Survival 

Skills: Persuasion +18 (not +13) 


P. 26 - BLACK SUN VIGO 
(BITH) 


Languages: Add 1 additional language 

Melee: Unarmed +9 (not +10) 

Ranged: Blaster pistol +13 (not +14) 

Base Atk: +10 (not +11) Grp: +12 (not +13) 
Feats: Add Skill Training (Persuasion) 

Feats: Remove Dual Weapon Mastery III 

Skills: Add Persuasion +15 


P. 27 - HuTT CRIME LORD 


Init: +8 (not +3) Senses: Perception +8 (not +18) 
Speed: 2 squares (not 1) 

Melee: Stun baton +7 (not +6) 

Ranged: Blaster pistol +5 (not +4) 

Feats: Remove Skill Focus (Perception) 


P. 28 - DARK JEDI 


Feats: Add Weapon Focus (lightsabers) 
Feats: Remove Cleave and Weapon Finesse 
Skills: Use the Force +16 (not +15) 


P. 29 - THE REBORN 


Defenses: Ref 11 (not 12) and flat-footed 10 (not 11) 
Defenses: Fort 10 (not 12) 

Threshold: 10 (not 12) 

Melee: Lightsaber 2d8+2 (not 2d8+4) 

Abilities: Dex 13 (not 12) 

Skills: Remove Endurance 


P. 30 - DARK JEDI MASTER 
Defenses: Ref 31 (not 32) and flat-footed 30 (not 31) 

Defenses: Fort 31 (not 30) Defenses: Will 34 (not 31) 
Threshold: 31 (not 30) 

Feats: Remove Melee Defense 


P. 31l - JEREC 

Init: +12 (not +17) 

Languages: Missing 1 language 

Melee: Lightsaber +21 (not +20) and deal 2d8+12 (not 2d8+11) or 

Melee: Lightsaber +18/+18 (not +17/+17) and 2d8+12 damage (not 
2d8+11) with Double Attack 

Melee: Vibroblade 2d6+12 (not 2d6+11) 

Feats: Add Skill Training (Persuasion) 

Feats: Remove Skill Focus (Persuasion) 

Skills: Remove Initiative 


P. 32 - DARK SIDE ADEPT 


Abilities: Int 13 (not 12) 


P. 33 - PRIMITIVE DARK 
SIDE ADEPT 


Init: +10 (not +9) 

Defenses: Ref 22 (not 21) 

Ranged: Slugthrower rifle +7 (not +6) 

Grp: +7 (not +6) 

Abilities: Dex 13 (not 11) 

Feats: Add Skill Training (Stealth) 

Feats: Remove Skill Training (Use the Force) 

Skills: Remove Swim 

Skills: Initiative +10 (not +9) and Stealth +10 (not +9) 


P. 33 - DESANN 
Force Techniques: Add Force Point Recovery 
Talents: Add Equilibrium 

Talents: Remove Crippling Strike 

P. 35 - DIPLOMAT 

Senses: Perception +11 (not +16) 

Defenses: Ref 12 (not 11) and flat-footed 12 (not 11) 
Feats: Add Skill Training (Deception) 

Feats: Remove Skill Focus (Perception) 

Skills: Perception +11 (not +16) 


P. 37 - EMERGENCY CREW 
MEMBER 


Init: +2 (not +1) Senses: Perception +2 (not +1) 
Defenses: Fort 10 (not 11) 

Threshold: 10 (not 11) 

Abilities: Int 14 (Not 12) 

Skills: Increase all of his skills by 2 each 

P. 40 - INFILTRATOR 
Init: +12 (not +7) 

Languages: 1 other language (not 2) 

Skills: Initiative +12 (not +7), Jump +11 (not +16) 


UPDATE 
THE FORCE UNLEASHED 
CAMPAIGN GUIDE 


Talents: Add Security Slicer (p. 27) 
Talents: Remove Fool's Luck 


P. 41 - INFORMATION 
BROKER 


Senses: Perception +8 (not +9) 


P. 42 - JEDI KNIGHT 
Defenses: Remove Lightsaber Defense 

Abilities: Str 13 (not 12) 

Talents: Add Block 

Talents: Remove Lightsaber Defense 

Skills: Remove Perception 


P. 43 - JEDI REFUGEE 


Melee: lightsaber +12 (not +11) or 
Melee: lightsaber +10 with Rapid Strike (not +9) 
Base Atk: +11 (not +10) — Grp: +13 (not +12) 


P. 44 - JEDI DUELIST 
Feats: Remove 1 Force Training 
P. 45 - IMPERIAL KNIGHT 


Init: +7 (not +12) — Senses: Perception +6 (not +11) 
Speed: 4 squares (not 6) 

Melee: All lightsaber damages should be reduced by 1 
Force Powers Known: Remove Force Slam and Surge 

Feats: Remove Powerful Charge 

Skills: Remove Initiative 


P. 46 - JEDI MASTER 


Defenses: Remove Lightsaber Defense 
Abilities: Str 13 (not 12) 

Talents: Add Block 

Talents: Remove Lightsaber Defense 
Skills: Remove Perception 


P. 47 - JEDI SAGE MASTER 
Defenses: Fort 27 (not 28) Defenses: Will 31 (not 30) 


Threshold: 27 (not 28) 
Skills: Knowledge (life sciences) +15 (not +20) 


P. 48 - JepD! 
BATTLEMASTER 

Force Techniques: Add Force Power Mastery (batt/e strike) 

Force Techniques: Remove 1 Force Point Recovery 


Feats: Add 2 Force Trainings 


P. 49 - JEDI SENTINEL 
MASTER 


Force Secrets: Add Distant Power 


P. Sl - JENSAARAI 
DEFENDER 


Defenses: Ref 24 (not 25) and flat-footed 22 (not 23) 

Melee: Lightsaber +12 and 2d8+7 (not +13 and 2d8+6) or 

Melee: Lightsaber +12 and 3d8+7 (not +11 and 3d8+6) with 
Mighty Swing 


P. S2 - MARTIAL ARTIST 


Feats: Add Trip 
Feats: Remove Skill Training (acrobatics) 
Skills: Remove Acrobatics 


P. SZ - MASTER OF TERAS 
KAsSI 


Skills: Add Jump +16 
Skills: Remove Acrobatics 


UPDATE 
KNIGHTS OF THE OLD REPUBLIC 
CAMPAIGN GUIDE 


Melee: Add unarmed +21 (2d10+15) with Flurry 
Talents: Add Devastating Melee Smash (p. 29) 
Talents: Remove Unbalance Opponent. 

Feats: Add Flurry (p. 33) 

Feats: Remove Point Blank Shot 


P. SS - MERCENARY SCOUT 


Defenses: Ref 16 (not 18) and flat-footed 14 (not 16) 
Possessions: Remove combat jumpsuit 


P. S6 - MERCENARY HEAVY 
INFANTRY 


Defenses: Fort 19 (not 18) 

Speed: 4 squares (not 6) 

Threshold: 19 (not 18) 

Ranged: Heavy blaster rifle 3d10+4 (not 3d8+4) 


P. S8 - MERCENARY 
CAPTAIN 


Languages: Missing 2 languages 
Speed: 4 squares (not 6) 
Melee: Combat gloves 1d4+4 (not 1d4+3) 


UPDATE 
KNIGHTS OF THE OLD REPUBLIC 
CAMPAIGN GuIDE 


Talents: Add Reactionary Attack (p. 26) 
Feats: Remove Distant Command 


P. S59 - MyYrstTtic 


CL: 5 (not 4) 

Languages: Missing 1 language 

Defenses: Ref 15 (not 13) and flat-footed 15 (not 13) 
Defenses: Fort 16 (not 15) 

Threshold: 16 (not 15) 

Melee: Quarterstaff 1d6 (not 1d6+1) 

Base Atk: +6 (not +5) — Grp: +6 (not +5) 


P. 60 - OFFICER 


Init: +8 (not +7) 
Defenses: Ref 21 (not 20) 
Ranged: Blaster pistol +12 (not +11) 


P. 61 - INTELLIGENCE 
OFFICER 


Init: +6 (not +9) 

Defenses: Ref 24 (not 23) and flat-footed 23 (not 21) 
Melee: Unarmed damage 1d4+5 (not 144) 

Skills: 

Skills: Remove Initiative 

Skills: Perception +16 (not +18) 


UPDATE 
KNIGHTS OF THE OLD REPUBLIC 
CAMPAIGN GUIDE 


Talents: Add Fluster (p. 26) 
Feats: Remove Weaken Resolve 


P. 62 - OUTLAW TECH 
UPDATE 
STARSHIPS OF THE GALAXY 


Talents: Add Quick Fix (p. 17) 
Talents: Remove Hyperdriven 


P. 63 - PitotTr 


Init: +11 (not +14) Senses: Perception +10 (not +8) 

Feats: Add Skill Training (Initiative) 

Feats: Remove Skill Focus (Initiative) 

Skills: Initiative +11 (not +14), Perception +10 (not +8), Pilot +16 
(not +14) 


UPDATE 
KNIGHTS OF THE OLD REPUBLIC 
CAMPAIGN GuIDE 


Talents: Add Deep-Space Gambit (p. 28) 
Talents: Remove Improved Initiative 


P. 64 - ACE PILOT 
UPDATE 
STARSHIPS OF THE GALAXY 


Starship Maneuvers Known: attack formation zeta nine, Corellian 
slip, Darklighter spin, | have you now 

Feats: Add Starship Tactics (2) (p. 20) 

Feats: Remove Precise Shot and Running Attack 


P. 65 - PiwoT, Evite 


Senses: Perception +5 (not +7) 
Skills: Remove Perception 
Skills: Perception +5 (not +7) 


UPDATE 
STARSHIPS OF THE GALAXY 


Starship Maneuvers Known: counter, Tallon rol! 
Feats: Add Starship Tactics (p. 20) 
Feats: Remove Precise Shot 


P. 66 - PIRATE 


Init: +6 (not +5) 
Defenses: Will 15 (not 14) 


P. 67 - PRIVATEER 


Defenses: Ref 22 (not 24) 

Defenses: Fort 21 (not 22) Defenses: Will 20 (not 21) 
Threshold: 21 (not 22) 

Melee: Vibroblade 2d6+6 (not 2d6+8) 

Ranged: Heavy blaster pistol 4d8+6 (not 4d8+5) with Rapid Shot 
Abilities: Int 13 (not 12) 

Talents: Add Penetrating Attack (pistols) 

Talents: Remove Weapon Specialization (advanced melee weapons) 


P. 68 - PIRATE CAPTAIN 


Defenses: Will 24 (not 23) 

Melee: Vibroblade +10 (not +9) or 

Melee: Vibroblade +5/+5 (not +4/+4) with Double Attack 
Ranged: Blaster pistol +9 (+8) 

Ranged: Hold-out blaster pistol +9 (not +8) 

Base Atk: +7 (not +6) — Grp: +9 (not +8) 

Feats: Remove Melee Defense 


P. 7O - POLITICIAN, 
VETERAN 


Hp: 12 hp is too low. Average hit points would be about 33. 
Abilities: Int 13 (not 12) 


P. 71 - BAIL ORGANA 


Languages: Missing one language 

Defenses: Ref 21 (not 12) and flat-footed 20 (not 11) 
Defenses: Fort 19 (not 14) Defenses: Will 23 (not 18) 
Threshold: 19 (not 14) 

Ranged: Blaster pistol 3d6+4 (not 2d6+4) 


P. 72 - SABOTEUR 


Melee: Vibrodagger +3 (not +8) 
Attack Options: Remove Combat Reflexes 
Talents: Add Demolitionist (she should have 2 of this talent) 


P. 73 - Tw'leEK SABOTEUR 


Init: +4 (not +6) 
Languages: Missing 3 languages 


P. 74 - SECTOR RANGER 


Language: Missing 1 additional language 

Defenses: Flat-footed Ref 21 (not 22) 

Ranged: Heavy blaster pistol +8 (not +9) 

Talents: Remove Acute Senses 

Feats: Remove Shake It Off and Weapon Focus (pistols) 


P. 75 - SPECIAL 
ENFORCEMENT OFFICER 


Skills: Add Survival +13 
Skills: Remove Knowledge (bureaucracy) 


P. 76 - SECURITY 
PERSONNEL 


Defenses: Ref 14 (not 16) and flat-footed 13 (not 15) 
Ranged: Blaster pistol +6 (not +5) 


P. 76 - SECURITY 
SPECIALIST 


Defenses: Remove the line (26 with riot shield) 
Speed: 4 squares (not 6) 
Talents: Add Tough as Nails 


P. 77 - ROYAL HANDMAIDEN 


Languages: 1 too many languages 
Melee: Unarmed +5 (not +6) 


P. 78 - SHIP CAPTAIN 
Melee: Vibrodagger +13 or +8/+8 (not +12 or +7/+7) 
Ranged: Blaster pistol +13 (not +12) 

Base Atk: +11 (not +10) Grp: +13 (not +12) 

Skills: Knowledge (tactics) +18 (not +13) 


P. 79 - SHIP GUNNER 
Senses: Perception +6 (not +8) 

Ranged: Heavy blaster pistol 3d8+3 (not 2d8+3) 
Skills: Add Pilot +12 

Skills: Remove Perception 


P. 80 - DARTH MAUL 
Languages: Missing 1 language 
Defenses: Replace the entire Reflex line with "Ref 34 (flat-footed 


28, Niman 35, Niman and Lightsaber Defense 37)" 
Defenses: Add in parentheses after Will: (Niman 31) 


P. 81 - RAZALON FC-20 
SPEEDER BIKE 


Cover: None (not total) 


P. 82 - SITH LORD 

CL: 19 (not 18) 

Defenses: Ref 34 (not 33) and flat-footed 32 (not 31) 
Defenses: Fort 32 (not 31) Defenses: Will 35 (not 34 
Threshold: 32 (not 31) 

Feats: Remove Melee Defense 


P. 82 - FALLEN JED! SITH 


LORD 


Melee: Lightsaber +22 (not +21) 

Melee: Lightsaber +20 (not +19) with Rapid Strike 

Melee: Lightsaber +20 (not +19) when also using his short 
lightsaber 

Melee: Add +2 to all lightsaber damages 

Force Techniques: Apply Force Power Mastery to Battle Strike 

Talents: Add Weapon Specialization (lightsabers) 

Talents: Remove Wicked Strike 

Skills: Add Knowledge (galactic lore) +17 


P. 83 - LUMIYA 

Senses: Perception +20 (not +18) 

Defenses: Ref 41 (not 42) 

Defenses: Fort 36 (not 34) 

Threshold: 36 (not 34) 

Feats: Add Point Blank Shot 

Feats: Remove Combat Reflexes 

Skills: Mechanics +16 (not +15) and Perception +20 (not +18) 


P. 86 - SLICER 
Senses: Perception +4 (not +9) 
Languages: Missing 1 language 

Skills: Remove Perception 

Skills: Gather Information +8 (not +15) 


P. 87 - ZAKARISZ GHENT 


Senses: Perception +4 (not +9) 

Languages: Missing 1 language 

Feats: Remove Melee Defense 

Skills: Remove Perception and Pilot 

Skills: Gather Information +13 (not +19) and Mechanics +14 (not 
+19) 


P. 88 - SMUGGLER 


Languages: 2 too many languages 

Defenses: Fort 19 (not 18) 

Threshold: 19 (not 18) 

Ranged: Heavy Blaster Pistol 3d8+3 (not 3d6+3) 
Feats: Remove Precise Shot 


P. 89 - TALON KARRDE 


Defenses: Ref 26 (not 27) and flat-footed 24 (not 25) 
Talents: Add Illicit Dealings (TFU 27) 

Talents: Remove Stellar Warrior 

Skills: Pilot +18 (not +17) 


P. 90 - SPECFORCE HEAVY 
WEAPONS SPECIALIST 


Defenses: Ref 21 (not 20) and flat-footed 19 (not 18) 

Defenses: Fort 18 (not 16) 

Speed: 4 squares (not 6) 

Threshold: Will 18 (not 16) 

Melee: Combat gloves 1d4+4 (not 1d4+6) 

Ranged: Heavy blaster pistol 3d8+1 (not 3d8+3) 

Ranged: Heavy repeating blaster +10 and 3d10+3 (not +9 and 
3d10+5) 

Ranged: Heavy repeating blaster +8 and 3d10+3 (not +7 and 
3d10+5) when braced 

Ranged: Heavy repeating blaster +5 and 5d10+3 (not +4 and 
5d10+5) with Burst Fire 

Ranged: Missile launcher 6d6+3 (6d6+5) 


P. 92 - SOLDIER 
COMMANDER 


Skills: Persuasive should be Persuasion 


P. 92 - CLONE COMMANDER 
CC-2224 "Copyr" 


Defense: Ref 30 (not 31) 
Feats: Remove Running Attack 
Skills: Remove Use Computer 


P. 94 - SOLDIER, ELITE 


Senses: Remove low-light vision 

Defenses: Ref 25 (not 24) and flat-footed 22 (not 20) 
Speed: 4 squares (not 6) 

Melee: Unarmed +12 (not +14) 

Ranged: Heavy blaster pistol +15 (not +17) or 

Ranged: Heavy blaster pistol +13 (not +15) with Rapid Shot 
Ranged: Frag grenade +13 and 4d6+5 (not +15 and 4d6) 
Ranged: lon grenade +13 and 4d6+5 (not +15 and 4d6) 
Base Atk: +10 (not +12) | Grp: +13 (not +15) 


P. 95 - SPECFORCE ELITE 
SOLDIER 
Defenses: Ref 29 (not 30) and flat-footed 25 (not 27) 


Feats: Add Martial Arts | 
Feats: Remove Extra Second Wind and Running Attack 


Pp. 96 - SPY 


Languages: 5 other languages (not 2) 

Defenses: Fort 19 (not 18) Defenses: Will 19 (not 18) 
Threshold: 19 (not 18) 

Melee: Vibrodagger +0 (not +7) 

Ranged: Blaster pistol +6 (not +8) 

Base Atk: +4 (not +6) Grp: +6 (not +8) 

Skills: Use Computer +10 (not +9) 


P. 97 - BOTHAN SPY 


Init: +7 (not +5) 

Languages: 5 other languages (not 2) 
Defenses: Will 22 (not 20) 

Melee: Vibrodagger +1 (not +7) 

Ranged: Blaster pistol +8 (not +9) 

Base Atk: +5 (not +6) Grp: +8 (not +9) 


Pp. 98 - SwooP GANG 
LEADER 


Defenses: Flat-footed 19 (not 20) 
Melee: Unarmed 1d6+4 (not 1d6+1) 


P. 98 - MODIFIED R-2000 
RAPTOR SPEEDER BIKE 


Cover: None (not total) 


Pp. 99 - SwooP GANG 
MEMBER 


Senses: Perception +1 (not +2) 
Feats: Replace “Weapon Training” with “Weapon Proficiency” 


P. 99 - NEBULON-@ SwooPp 


Cover: +5 (not total) 


P. 102 - ELITE WARRIOR 


CL: 14 (not 15) 

Senses: Perception +9 (not +16) 

Speed: 4 squares (not 6) 

Ranged: Heavy blaster rifle 3d10+8 (not 3d8+8) with Double Attack 
Ranged: Heavy blaster rifle 3410+8 (not 3d8+8) with Triple Attack 
Talents: Add Tough as Nails 

Skills: Remove Perception 


P. 102 - MANDALORIAN 
SUPERCOMMANDO 


Senses: Perception: +17 (not +15) 

Speed: 4 squares (not 6) 

Defenses: Ref 36 (not 37) and flat-footed 32 (not 33) 
Talents: Add Hard Target 

Talents: Remove Second Skin 

Feats: Add Shake It Off 


CREATURES 


P. 106 - CORELLIAN 
BANSHEE BIRD 


Init: +5 (not +4) 


P. 107 - CORELLIAN SAND 
PANTHER 


Init: +10 (not +6) Senses: Perception +11 (not +7) 
Defenses: Fort 13 (not 12) 

Threshold: 13 (not 12) 

Melee: Claws +10/+10 (not +9/+9) 

Melee: Bite +10 (not +9) 

Base Atk: +6 (not +5) Grp: +12 (not +11) 

Skills: Increase all skills by 4 each 


P. 108 - DRAGONSNAKE 
Defenses: Flat-footed 13 (not 14) 
P. 109 - GUNDARK 


CL: 9 (not 10) 

Senses: Perception +12 (not +13) 

Defenses: Will 12 (not 13) 

Feats: Add Weapon Proficiency (simple) 

Feats: Remove Power Attack 

Skills: Only one of these skills is a trained skill (Perception). 
Nonetheless, Survival +7 (not +8) 

Skills: Perception +12 (not +13) 


P.O - KATARN 


CL: 7 (not 8) 

Senses: Perception +6 (not +7) 

Defenses: Fort: 12 (not 13) Defenses: Will 12 (not 13) 
Threshold: 12 (not 13) 


Skills: Only two of these skills are trained skills (Climb and Survival). 


Nonetheless, Perception +6 (not +7) 
Skills: Survival +11 (not +12) 


P. 11 - KINTAN STRIDER 


Init: +2 (not -1) Senses: Perception +5 (not +2) 
Defenses: Flat-footed 15 (not 16) 

Feats: Add Power Attack 

Skills: Endurance +13 (not +11) and Perception +5 (not +7) 


P. WZ - KNOBBY WHITE 
SPIDER 


Defenses: Flat-footed 14 (not 15) 
Skills: Perception is not a trained skill 
Skills: Jump +17 (not +15) 


P. U3 - KOUHUN 


Melee: Bite damage is 1 + poison (not 1d4+posion) 
Grp: -9 (not -16) 


P. 114 - KRAYT DRAGON, 
GREATER 


Init: +6 (not -2) Senses: Perception +14 (not +6) 
Skills: Perception +14 (not +6) and Stealth +16 (not +8) 


P. US - KRAYT DRAGON, 
CANYON 


Init: +6 (not -1) Senses: Perception +19 (not +12) 
Defenses: Ref 15 (not 14) and flat-footed 15 (not 29) 
Defenses: Fort: 26 (not 25) Defenses: Will 13 (not 12) 
Threshold: 76 (not 75) 

Feats: Add Improved Defenses 

Skills: Climb +29 (not +22) and Perception +19 (not +4) 


P. 16 - MANTELLIAN SAVRIP 


CL: 5 (not 6) 
Hp: 39 hit points is too low. Average hit points are about 60. 
Skills: Stealth -3 (not +2) 


Pp. ng - MYNOoOCcK 
OPTIONAL RULES 


An hour after attaching itself to a vehicle, the mynock reduces the 
vehicle's Intelligence by 1. It continues to drain the vehicle's 
Intelligence by 1 every hour thereafter. 


P. 120 - NARGLATCH 
Init: +10 (not +7) — Senses: Perception +4 (not +1) 
Skills: Initiative +10 (not +7) and Stealth +5 (not +12) 


P. 121 - NASHTAH 
CL: 8 (not 9) 

Defenses: Will 14 (not 15) 

Skills: Only Initiative is a trained skill 


P. 122 - DATHOMIRI RANCOR 

Init: +5 (not +6) 

Defenses: Fort 20 (not 16) 

Threshold: 30 (not 26) 

Melee: Bite +17 and 2d6+15 (not +18 and 1d8+15) and Claw +17 
and 1d8+15 (not +18 and 2d6+15) 


Defenses: Will 13 (not 10) 


P. 123 - TYRANT RANCOR 
CL: 14 (not 15) 

P. 123 - TRA'COR 

Grp: +16 (not +14) 


P. 124 - RONTO 
Init: +1 (not -1) Senses: Perception +3 (not +1 
Skills: Endurance +21 (not +11) 


P. 125 - SARLACC 

Init: +6 (not +0) 

Hp: 234 is too low. Average hit points are about 286 
Melee: Tentacles +25 (not +18) 

Melee: Bite +25 and 4d6+22 (not +18 and 4d6+15) 
Grp: +45 (not +38) 

Abilities: Str 42 (not 28) 

P. 126 - VARACTYL 
CL: 3 (not 4) 

Defenses: Flat-footed 8 (not 9) 

Melee: Bite 2d6+10 (not 1d8+10) 

Melee: Claw 1d8+10 (not 1d6+10) 

Melee: Tail lash 1d6+10 (not 1d4+10) 

Skills: Climb is the only trained skill 


P. 127 - VARACTYL 
HANDLER 

CL: 0 (not 1) 

P. 128 - VORNSKR 

CL: 6 (not 7) 


Melee: Claws 1d4+6 (not 1d6+6) or 

Melee: Claws 2d4+6 (not 2d6+6) with Rapid Strike 

Melee: Bite 1d6+6 (not 1d8+6) or 

Melee: Bite 2d6+6 (not 2d8+6) with Rapid Strike 

Grp: +8 (not +18) 

P. 130 - WOMP RAT PACK 

Hp: 50 (not 25) 

Melee: Bite 1d8+6 (not 1d6+2) 

Abilities: Str 20 (not 12) 

Abilities: Dex 8 (not 10) 

Abilities: Con 22 (not 14) 

Skills: Stealth -5 (not -4) 

P. 131 - YSALAMIRI 

Skills: Stealth +18 (not +13) 

Skills: Stealth is the only trained skill. 
Nonetheless, Climb -4 (not +1) 


DROIDS 


P. 134 - ARTILLERY DROID 


Init: +13 (not +8) 
Skills: Add Initiative +13 and Knowledge (tactics) +11 


P.135 - ASSASSIN DROID 


Senses: Perception +13 (not +11) 

Defenses: Ref 27 (not 26) and flat-footed 24 (not23) 
Ranged: Sniper blaster +13 (not +12) 

Feats: Add Far Shot 

Skills: Perception +13 (not +11) 


P. 136 - RS ASTROMECH 
DROID 
Feats: Add 1 unassigned feat 


Skills: Knowledge (physical sciences) +8 (not +9), Mechanics +13 
(not +15) 


P. 137 - R4 ASTROMECH 
DROID 


CL: 0 (not 1) 
Feats: Add 1 unassigned feat 


P.137 - RS ASTROMECH 
DROID 


CL: 0 (not 1) 
Feats: Add 1 unassigned feat 


P.138 - RV ASTROMECH 
DROID 


Melee: Electroshock probe +3 (not +4) 

Base Atk: +4 (not +5) Grp: +2 (not +3) 
Feats: Add Skill Focus (mechanics) 

Skills: Mechanics +18 (not +13) 


P.139 - R2Z2-R ASTROMECH 
DROID 


Senses: Perception +8 (not +6) 
Skills: Perception +8 (not +6) and Gather Information +3 (not +12) 
Availability: Missing Cost: Missing 


P.140 - BS ULTRA BATTLE 
DROID 


Melee: Unarmed 1d6+7 (not 1d6+8) 

Ranged: Heavy repeating blaster 3d10 (not 5d10+2) or 

Ranged: Heavy repeating blaster 5d10 (not 5d10+2) with Burst Fire 
Ranged: Flamethrower +2 and 3d6 (not +7 and 3d6+1) 

Ranged: Missile launcher 6d6 (not 6d6+1) 


P. 141 - BS-A ULTRA 
BATTLE DROID 


Defenses: Ref 18 (not 19) and flat-footed 17 (not 18) 
Threshold: 29 (not 34) 

Melee: Unarmed +12 and 1d6+9 (not +13 and 1d4+9) 
Ranged: Flamethrower +1 (not +7) 

Base Atk: +5 (not +6) Grp: +17 (not +18) 
Feats: Add Weapon Focus (heavy weapons) 

Feats: Remove Point Blank Shot 


P. 141 - 1G SERIES LANCER 
DROID 


Melee: Energy lance 2d8+2 (not 2d8+4) or 
Melee: Energy lance 3d8+2 (not 3d8+4) with Rapid Strike 
Feats: Remove Weapon Proficiency (rifles) 


P. 142 - BuZzZZ DROID 


Senses: Perception +8 (not +10) 

Melee: Vibrosaw 2d4-1 (not 2d4+1) 

Ranged: Plasma cutting torch 3d6+1 (not 2d6+1) 

Talents: Add Devastating Attack (pistols) 

Talents: Remove Penetrating Attack (advanced melee weapons) 
Skills: Perception +8 (not +10) 


Buzz DrRoID 
OPTIONAL RULES 


After attaching itself to a vehicle, the buzz droid can make attacks 
against the vehicle's flat-footed defense. Additionally, buzz droids 
ignore a vehicle's SR. 


P.143 - 
DROID 


CONSTRUCTION 


CL: 5 (not 8) 

Defenses: Fort 30 (not 10) 
Threshold: 85 (not 65) 

Feats: Remove Throw 

Skills: Endurance +12 (not +32) 


P. 144 - 
DROID 


DEMOLITIONS 


Defenses: Will 12 (not 11) 

Melee: Claw +24 (not +12) 

Ranged: Plasma cannon +12 and 3d10 (not +24 and 3d10+8) 
Ranged: Laser cutter 3d8 (not 3d8+8) 

P.145 - ESPIONAGE DROID 
Languages: 5 unassigned languages (not 1) 

Defenses: Ref 19 (not 20) 

Melee: Unarmed +5 and 1d4+4 (not +4 and 1d3+4) 

Ranged: Hold-out blaster pistol +5 (not +3) 

Talents: “Master Splicer" should be “Master Slicer" 


P. 146 - 
DROID 


INTERROGATION 


Languages: 2 unassigned languages (not 1) 


P. 147 - MEDICAL DROID 
Melee: Unarmed -4 and 1d3-1 (not +4 and 1d3) 

Skills: Treat Injury +13 (not +14) 

P. 148 - POWER DROID 
CL: 0 (not 1) 

Melee: Unarmed 1d3+2 (not 1d2+2) 

Skills: Mechanics +2 (not +5) 


P. 149 - PROBE DROID 
Languages: 3 unassigned languages (not 1) 

Defenses: Fort 9 (not 10) 

Threshold: 9 (not 10) 

Melee: Unarmed -4 and 1d3-1 (not +1 and 1d4~-1) 
Feats: Add 1 unassigned feat 

Availability: Missing Cost: Missing 


P. 150 - M-3PO MILITARY 
PROTOCOL DROID 


CL: 0 (not 1) 
Melee: Unarmed 104 (not 1d3+1) 
Feats: Add 1 unassigned feat 


Pp. 151 - 
DROID 


TC PROTOCOL 


Melee: Unarmed 144-1 (1d3-1) 


P. 1S2 - GuRi 

Languages: Missing 5 languages 

Defenses: Ref 27/28 (not 29) and flat-footed 22 (not 25) 
Defenses: Fort 22 (not 28) Defenses: Will 23 (not 24) 
Threshold: 22 (not 28) 

Melee: Unarmed 1d8+11 (not 1d6+11) 

Grp: +16 (not +14) 

Feats: Add Skill Focus (deception) 

Feats: Add Martial Arts II 

Skills: Deception +18 (not +13), Gather Information +13 (not +14), 


P. 154 - SABOTAGE DROID 
Melee: Claws 1d3+3 (not 1d3+4) 

Ranged: Plasma cutters 3d4+3 (not 3d4+4) 

Feats: Remove Deadeye and Precise Shot 

P.1SS - SECURITY DROID 
Init: +11 (not +10) 

Languages: Add Binary 


Defenses: Ref 27 (not 26) 
Skills: Endurance +10 (not +14) 


P. 156 - SEEKER DROID 


Defenses: Flat-footed 23 (not 13) 

Feats: Add 1 unassigned feat 

Feats: Remove Skill Training (Use Computer) 
Skills: Remove Persuasion and Use Computer 
Skills: Add Endurance +8 

Availability: Restricted Cost: 10,000 


P. 157 - SENTRY DROID 


Feats: Add 1 unassigned feat 


Pp. 158 - WAR DROID 


Init: +11 (not +12) 

Defenses: Fort 37 (not 27) 

Threshold: 42 (not 32) 

Skills: Endurance +12 (not +21) 
Availability: Missing Cost: Missing 


P.159 - SItH Evite 
WARBOT 


Melee: Sith sword 1d8+6 (not 1d8+12) or 

Melee: Sith sword 1d8+14 (not 1d8+24) with Powerful Charge 
Talents: Add Stunning Strike 

Talents: Remove Weapon Specialization (simple weapons) 


P. 160 - PK WORKER DROID 


Languages: 0 unassigned languages (not 1) 
Feats: 2 unassigned feats (not 1) 
Melee: Unarmed +1 and 1d3+2 (not +6 and 1d2+5) 


CHARACTERS 


COCHGCOHDRRMBDMOBWVIVYINI AD AMR OHRIGMAMHAN ER ROWWOWNNBNNN Soa 50 


Threat 

Varactyl Handler 
Brute 

Bureaucrat 

Doctor 

Emergency Crew 
Technician 

Trader 

The Reborn 
Engineer 

Police Officer 
Security Personnel 
Soldier 

Swoop Gang Member 
Con Artist 
Diplomat 

Medic 

Mercenary 
Mercenary Scout 
Gambler 
Mercenary Heavy Infantry 
Outlaw Tech 
Information Broker 
Jedi Padawan 
Mercenary Captain 
Mystic 

Pilot 

Slicer 

SpecForce Heavy Weapons Specialist 
Bodyguard 
Commando 

Dark Side Adept 
Pirate 

Twi'lek Saboteur 
Royal Handmaiden 
Soldier Commander 
Dark Jedi 

Martial Artist 
Sector Ranger 

Ship Gunner 
Smuggler 

Spy 

Swoop Gang Leader 
Force Adept 
Captain Typho 
Jensaarai Defender 
Officer 

Saboteur 

Bothan Spy 

Tribal Shaman 
Primitive Dark Side Adept 
Desann 

Infiltrator 

Privateer 

Bail Organa 


Guri 
Dathomiri Witch 
Assassin 

Bounty Hunter 
Commando Squad Leader 
Imperial Knight 
Intelligence Officer 

Elite Pilot 

Zakarisz Ghent 

Elite Soldier 

Hutt Crime Lord 

Pirate Captain 

Political Veteran 

Aurra Sing 

Bossk 

Crime Lord 

Jedi Knight 

Jedi Refugee 

Talon Karrde 
Commander Cody 
Malkite Poisoner 

Jedi Duelist 

Special Enforcement Officer 
Ship Captain 

Sith Apprentice 
SpecForce Elite Soldier 
Elite Commando 

Black Sun Vigo 

Master of Teras Kasi 

Ace Pilot 

Elite Warrior 

Jango Fett 

Jedi Master 

Jedi Sage Master 

Jedi Battlemaster 

Darth Maul 

Jedi Sentinel Master 
Mandalorian Supercommando 
Dark Jedi Master 

Fallen Jedi Sith Lord 

Sith Lord 

Jerec 

Lumiya, Dark Lady of the Sith 
Darth Bane 


CREATURES By CL 


CLs Threat Page 


1 Mynock 


oe 


2 Kouhun 


a 


3 Massiff 


2 


3 Varactyl 126 


5 Kintan Strider 111 


6 —_ Narglatch 120 


6 Vornskr 128 


x 


Katarn 


3 


8 Nashtah 121 


1 Dathomiri Rancor 122 


12 ~~ Sarlace 25. 


14 Tyrant Rancor 123 


DROIDS BY CL 


CLs Threat Page 
i!) R4 Astromech Droid 137 
1 DRK-1 Probe Droid 149 
1 M-3PO Military Protocol Droid 150 
1 R3 Astromech Droid 136 
2 1G-Series Battle Droid 141 
2 PK Worker Droid 160 
3 B3 Series Ultra Battle Droid 140 
4 Replica Droid 152 
5 B3-A Series Ultra Battle Droid 141 
5 GRZ-6B Demolitions Droid 144 
6  3PX Espionage Droid 145, 
7 WSB-15 Sabotage Droid 154 


10 — 501-Z Police/Security Droid 155 


14 SD-6 “Hulk” Infantry Droid 158 


INDEx 


New SPECIES 


Bith 

Chistori 
Mantellian Savrip 
Miraluka 

Replica Droid 
Utai 


New FEATS 


A Few Maneuvers 
Momentum Strike 
Mounted Defense 
Suppression Fire 


New TALENTS 


Commando 

Hard Target 
Dark Side 

Drain Knowledge 
Malkite Poisoner Talent Tree 
Master Of Teras Kasi Talent Tree 
Mercenary Talent Tree 
Sith Apprentice 

Stolen Form 


PRPPPT? 


PPPP 


PrP? 


127 


91 


New VEHICLES 


Hound's Tooth 

Nebulon-Q Swoop Racer 
R-2000 Raptor Speeder Bike 
Razalon FC-20 Speeder Bike 
VCX-350 Light Freighter 


New EQUIPMENT 


Antisecurity Blades 
Computer Spikes 
Cortosis Gauntlet 

Heat Sensor 

HiBaka 2000 Mem-Stik 
Jet Pack, Jango Fett's 
Lectroticker 
Mandalorian Armor 
MDS-50 Medisensor 
Medpac, FastFlesh 
Orbalisk Armor 
Rhen-Orm Biocomputer 
Riot Shield 


NEw WEAPONS 


Datadagger 

Light Concussion Missile Launcher 
Lightwhip 

Saberdart Launcher 

Sith Sword 

Sonic Stunner 


PRPPPPPPPrPTrTS 


PrPPrrr: 


